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1. Authorware is Easy To Learn, Impossible To Master (Matt Kurtin) – While perhaps not impossible, the sentiment is understood.
a. Many Authorware users find they have a mental block when it comes to scripting because it represents a new concept.

b. Seeing many examples and practicing is the key to understanding and tapping into the power of scripting.

2. What is Scripting?

a. Scripting is a series of pseudo-English lines of pure text that represent commands to the computer

b. Scripting extends beyond what is available in Authorware’s icons.

i. Yes, Authorware’s icons are powerful. Some malign Authorware’s abilities when they reach the limits of what is possible within icon dialog boxes, thinking that Authorware can do no more.  

ii. In reality, Authorware can go far beyond that point, allowing you to customize and make flexible your training and your applications 

iii. In addition, through Authorware scripting, you can reach out and use routines written in outside languages, such as Visual Basic. These routines can take several forms, including ActiveX controls, Macromedia Xtras, and Windows DLLs.  

c. Scripting can be added in several places in Authorware

i. Dialog box fields

ii. Calculation icons 

iii. Calculation ornaments 

3. Scripting is primarily accomplished through the manipulation of variables and functions in expressions.

a. A variable holds information for later use. 

i. It has a name. This identifies the variable using an English descriptor. 

ii. It has a value. This is the current content of the variable. A variable can only hold one value at any given time.  If a new value is placed in a variable, the old value is destroyed. 

iii. It has a type. This identifies the data the variable holds as being one of three types, character, numeric, or logical:

1. character (also called string) – a series of characters in a row, usually noted with quotation marks. This type is used for storing and displaying names, addresses, titles, something that is normally meaningful to humans. 

2. numeric – this data type is a number, negative or positive, integer or decimal, any numeric value. This type is used in arithmetic expressions, such as when you’re adding scores or obtaining a percentage

3. logical (also called Boolean) – this data type is used when the value can only be TRUE (also called on or yes or 1) or FALSE (also called off or no or 0).  This type is used mainly for states.  Is the state of the light on or off? Yes, it is (TRUE, on, 1) or No, it isn’t (FALSE, off, 0).

iv. Variables can be system or user.  

1. A system variable is included in Authorware and often contains information you might find useful in your authoring without going to the bother of finding it for yourself. How it’s done. Examples. 

2. A user variable is one you can create yourself inside Authorware to store and retrieve information for your own purpose. How it’s done. Examples.

b. A function works on information. It performs an action.

i. It has a name.  This identifies the function using an English descriptor

ii. It may or may not have arguments. These represent ways of modifying what the function does or what data it uses. 

iii. It may or may not have a return value.  

1. Some functions simply perform an action and do not report back any new information. Examples.

2. Other functions perform an action, and then report back the results of that action or whether the action succeeded. Examples.

3. If it has a return value, that value will be of type character, numeric, or logical, as indicated for variables. Examples.

iv. A function can be system or it can be user.

1. A system function is included in Authorware and can be quickly found using the Functions dialog box.

2. A user function cannot be created inside Authorware. It most often is found in

a. a Windows DLL or an Authorware UCD file (which is similar to a DLL),

b. in an Authorware Xtra file

4. Scripting takes the form of expressions. An expression can be:

a. An assignment. This expression calculates and returns the result. The result is normally placed in a user variable or shown directly on the screen. Examples. 

b. A comparison.  This expression compares two values (which may be expressions themselves). The result of a comparison is always True (1) or False (0). 

c. A clause. This is an expression that contains within it other expressions.  There are basically two types of clauses, conditionals and loops:

i. Conditionals use a comparison expression to determine whether one or more expressions should be executed. In Authorware, this normally uses the if…then…else clause. Examples.

ii. Loops use either a counter or a conditional expression to determine how many times to repeat the same expressions repeatedly. Usually, each iteration of the loop uses a changed value in a variable to determine what to do. In Authorware, this normally uses the repeat loop. Examples. 

5. Another data type is called a list.  

a. It has a name. This identifies the variable using an English descriptor 

b. A list represents an extended variable. Whereas a variable can only hold one value at any given time, a list can hold many values. Each value can be character, numeric, or logical. Think of a list as a series of boxes, each one of which can hold a value.  2
c. Each value that a list holds is in its own location (one of those boxes) in the list. A list location can also be called an index or a subscript. Examples.

d. A list makes it easier to work on a series of related data items, especially in a loop. Examples. 

e. There are no system lists that you can use directly. Lists are always created by you to hold data that you specify. Examples.

f. There are several system functions in Authorware that are available for you to use regarding your lists. Examples. 

g. There are two ways to indicate a location in the list. The two ways separate lists into two types: linear lists and property lists:

i. A linear list refers to a location in the list with a number. The first location in the list is location 1, the second is location 2, and so on.

ii. A property list refers to a location in the list with a symbol. A symbol is comprised of the pound sign (#) followed by an English word, such as name. 

iii. Linear lists are more easily used when you need to loop through a series of data items. Examples.

iv. Property lists are more easily used when you need to refer to a collection of data items by name. Examples.

h. Lists can be multidimensional. Instead of having just one line of boxes, you can think of having a number of rows and columns, as you would in an Excel spreadsheet. Examples. 

Real-life examples, several small and one complete, of scripting follow and comprise the rest of the class.  These will illustrate how all of the concepts explained above are used in Authorware development.  More examples can be found on the various Authorware related web sites, including ours, www.MrMultimedia.com. 
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