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What Is Java Perk?

Java Perk is used to create animations and other dynamic effects for Web pages using
Java applets. The applets are actually pre-made for your use, and Java Perk makes it
simple to create the HTML code which controls them.

Java Perk allows you to input parameters and properties for the different applets and
then creates the HTML code with a click of a button! The HTML code is then inserted
into HTML documents, and the documents and applets can be uploaded to a Web site
for instant use. It's that simple!

Special thanks to Eric Harshbarger and the Catalyst New Media Marketing lab at Sun
Microsystems, Inc. for letting McWeb Software include their Java applets in Java Perk!!!!

Also, special thanks to Fabio Ciucci and David Giriffiths for their applets.



What's New in Java Perk

JAVA PERK 3.1
. The Typewriter applet now supports bold, italic, and two new font styles.

. A Preview function is now built in so you don't have to insert the applet code into
your HTML document to test it. Test it right in Java Perk!.

. You can now go back and edit your applet if you don't like the way it looks (Don't
have to start all over again).

JAVA PERK 3.0
. The Animation Wizard which makes it easy and fast to create animations.

. The Billboard Wizard which makes it easy to make scrolling billboard animations
for advertising, etc.

. The Image Fade applet which fades in and out between two specified images. It
fades from one image to another, then repeats itself.

. The Image Cube applet puts a 256x256 pixel image on each face of a cube and
rotates it.

. The Image Ripple applet animates an image so that it appears to have
ripples/waves on it(like in water).

] The Lake Reflection applet animates and reflects your image so that it appears to
be reflecting off of water.

JAVA PERK 2.1
. A clock applet which allows you to display the current date and time on your Web
pages.

] A password protection applet which allows you allow only selected users to be
able to access a Web page. These users need a specific password to view the page.

The background image parameter was fixed in the Typewriter applet. You can now
specify a background image for this applet.

The x and y location s of the swirly text can now be specified so the user has better
control of where the text will be located.



JAVA PERK 2.0

. A button applet which allows you to specify an image to use as a button on your
Web page, a second image to replace the first when the user moves the mouse over it,
and a third image to be shown when the user clicks on the button.

. A Swirly Text applet to create text which continuously changes colors (like that
shown on the 'Special Offer' on the Java Perk Web page.

A Fade-in/Fade-out applet which creates a fading effect on your Web page when you
load or exit the Web page in your browser.

A scrolling text marquee which is displayed in the status bar of the browser.



Fade-in/Fade-out applet

This Javascript applet creates a fade-in and/or a fade-out effect for your Web pages.
You can choose the starting screen color and the color to fade into.

Fade-in: When your Web page is loaded into the browser the screen will fade from one
color to a second color and then display the contents of your Web page.

Fade-out: When exiting your Web page to view another Web page the screen will fade
from one color to a second color and then display the next Web page.

Below is the dialog box for setting Fade-in/fade-out parameters:

W Fade-in/Fade-out |

This Javascript applet creates a fade-in effect when opening your Web page and a
fade-out effect when vou close yvour Web page,

— Fade-in

Fade from this color: [255.128,128 |

Fade into this calor.  [0,128,128 s

Speed of fade: Fast . j. . Slow
— Fade-out

Fade from thiz color I | Select

Fade out to this colar: | | Select Done |

Speed of fade: Fast Slow Cancel | | ?I

P S

You can select the color to fade from, the color to fade into and the fading speed. To
select the colors, click on the boxes marked select and the color selection box will
appear, allowing you to select a color.

You can have your page only fade-in, only fade-out, or have both effects on your Web
page.

Example:

Suppose you wish to have your Web page fade-in from red to blue when someone
loads it in their browser.

- First, open the Fade-in/fade-out applet dialog box.



- In the section marked Fade-in, click on the box marked 'Select' next to the text box
labeled 'Fade from this color'. This will display the color selection box.

- Choose the color red and click OK. The RGB color code will display in the text box
and the color red will be displayed in the box.

- Then click on the box marked 'Select' next to the text box labeled 'Fade into this
color'. This will display the color selection box.

- Choose the color blue and click OK. The RGB color code will display in the text box
and the color blue will be displayed in the box.

- Set the speed of the fade. Set it on a slow setting so you can actually see the fade.
If you set it too fast you may not see it.

- When you are done click the OK button on the Fade-in/Fade-out dialog box and the
HTML code for this Javascript applet will be displayed in the code preview box for
cutting and pasting into an HTML editor.

The code generated by this particular applet is a full HTML document, so you should
paste it into a blank document and insert your other Web page contents between the
<BODY></BODY> tags of the text.



Swirly text applet

This Java applet causes the specified text to change through a range of colors
simulating a swirling color effect.

It requires the following applets to function properly:
ColorSwirl.class

Below is the dialog box for setting Swirly text parameters:

* Swarly Text

This Java applet creates a swirling color effect on the text that you
specify in the box below,

Input the text vou [Hello ‘wiarld :I
wizh tor color swirl: _I
Applet Width (pixels): [100 Font: |Arial =]

Applet Height [pisels]: |5EI Font Size (paint]: |14

Yertical lozation of text [in pikels from top of applet]: |35
Horizontal location of kext [in pikels from left side of applet]: |5|

Background Colar: | 255,128,0 ]

Done | LCancel |

The following are the settings for the Swirly text applet:

Text you wish to color swirl: In the text box enter the text you wish to display as
swirly text in your Web page. This is a required setting.

Applet Width(pixels): This is the width of the applet (specified in pixels). The width
should be large enough to show the swirly text. This is a required setting.

Applet Height(pixels): This is the height of the applet (specified in pixels). The
height should be large enough to show the swirly text. This is a required setting.

Font Name: This is the name of the font you wish the swirly text to be displayed in.
There are a limited number of fonts which you can use.



Font Size: This is the size of the font you wish the swirly text to be displayed in
(specified in point size e.g., for 14 pt text type 14 into the input box).

Background Color: This is the background color of the applet. The specified width
and height of the applet will be filled with this color on the Web browser's screen
(specified in RGB values).

Xloc: This is the x-location of the text on the horizontal axis. You can specify (in
pixels) where you wish the text to start (measured from the left side of the applet).

Y loc: This is the y-location of the text on the vertical axis. You can specify (in pixels)
where you wish the text to be located (measured from the top of the applet). For
example, if you put Y-loc to be 25 pixels, then the bottom of the text would be located 25
pixels from the top of the applet.

- When you are done click the OK button on the Swirly text dialog box and the HTML
code for this Java applet will be displayed in the code preview box for cutting and
pasting into an existing HTML document.



Clock applet

This Java applet displays a working clock (in numeric format) on your Web page. It
also has the capability to display the date.

It requires the following applets to function properly:
Clock1.class

AppletSettings.class
DetachFrame.class

Below is the dialog box for setting Clock parameters:

%+ Clock Applet

—&pplet Froperties
Applet Width: I'I ]
Applet Height: |25—
Backgroud Calar: I"v'-'"hitE . 255,255,2j | Select | Clack type
— Text Properties 24 hour clock
ERn I,.é.,ria| j & 12 haur clack
Font Size[pt): |'I 4 [+ Show seconds
Test 1o (oot [ Cambicge. 48] -
the clock: ¥ Show datel
~ Timezone
o Time iz dizplayed in your Timezane Time iz dizplayed in
to all uzerz viewing your page the uzer's Timezone
t'our Timezone [for example, enter -5 for GMT-5): |5—
Done | Cancel | E

The following are the settings for the Swirly text applet:

Applet Width(pixels): This is the width of the applet (specified in pixels). The width
should be large enough to show the clock's text. This is a required setting.

Applet Height(pixels): This is the height of the applet (specified in pixels). The
height should be large enough to show the clock's text. This is a required setting.

Background Color: This is the background color of the applet. The specified width



and height of the applet will be filled with this color on the Web browser's screen
(specified in RGB values).

Font: This is the name of the font you wish the clock text to be displayed in. There
are a limited number of fonts which you can use.

Font Size: This is the size of the font you wish the clock text to be displayed in
(specified in point size e.g., for 14 pt text type 14 into the input box).

Text to follow the clock: This is the text that you wish to accompany the clock.
Usually the text has to do with the your location. For example, | want my clock to be
displayed in US Eastern Standard Time (GMT-5) for everyone to see. So someone in
Australia viewing my page will see the time in Boston, Massachusetts time, not Australia
time. | need to type some text like "in Boston Massachusetts" to accompany the clock
so that people will know what this particular time signifies. As an example, the text you
would type is "in Boston, Massachusetts" or "EST" or "GMT-5".

Timezone: This is the timezone you wish to set the clock at. If you wish to have the
clock display the time in the user's time zone, then click on the "Time is displayed in the
user's timezone" button. If you wish all users to see the time in your time zone, then
click on the "Time is displayed in your timezone to all users viewing your page" button
and enter your GMT timezone setting in the provided input box. Enter -5 for GMT-5
(Eastern Standard time), -8 for GMT-8 (Pacific Standard Time), etc.

24 hour/ 12 hour clock: This allows you to set the clock to display in either 12 hour or
24 hour display.

Show seconds: This setting determines whether seconds are shown on the clock.

Show am/pm: This setting determines whether the words am or pm are shown on the
clock.

Show date: This setting determines whether the date is shown on the clock.



Password Protection applet

This Java applet allows the user to use password.protection for their Web pages.

Below is the dialog box for setting Password Protection parameters:

% Pazszword Protection |

— Paszword bype

Hawe one paszsword that uzers type to be allowed into a specific 'w'eb page.
% For example, all uzers who type in a password "unlock" will be allowed
acceszs ko a certain Yeb page zpecified by you.

Have different pazswords that allow uzers into different *Web pages. For
example, a uzer who types the pazawaord "bob" iz allowed into the bob. html
Yweb page, and a uzer who tupes “"sam'’ will be allowed into the zam.html
YWieh page.

Paszsword: Isecret *

URL of \feb page to dizplay when user tupes in corect pazswond;

Ihttp: v mowebzoftware. comdzecret. hitml

that's the “eb page to be accessed by the password [or just
zecret. html if the HTML document iz in the zame directory az

gecret. html). Cancel |

Example: Type http: /v mowebzoftware, comsecret. html if
Done |

The following are the settings for the Password protection applet:

There are two types of password protected Web pages that you can create.

1) You want one password to protect your Web page so that a user must know that
password to access the page.

2) You want to set up several pages, each with their own passwords. The name of the
page must be the same as the entered password. For example, if a user types in "bob"
as the password, then the bob.html page is opened. If a user types "tim" as the
password, then the tim.html page is opened. This is good for having many user-
specific pages that you only want you rusers to know about.

IMPORTANT! The amount of security of this password protection Javascript is not
high. It's enough so the average Web user wouldn't be able to figure out how to get
past the password.



If you choose type 1:
You must fill in the following parameters:

Password: This is the single password that all users will be using to access the
specified Web page.

URL of Web page to display when correct password is given: This is the Web
page that is password protected. It will be displayed when any user correctly types the
password in the input box when viewing your Web page.

If you choose type 2:
You must fill in the following parameters:

URL of Web page to display when user types in password: This is the Web page
URL that is password protected. The user-specified Web page will be displayed when
any user types the user-specific password in the input box when viewing your Web
page. Enter only the URL and directory name into this text box. Do not enter the Web
page name.

For example, you have two friends, Bob and Tim. You have two Web pages (one for
each of them) called bob.html and tim.html.

The entire URL of these Web pages is
http://www.mcwebsoftware.com/friends/bob.html
http://www.mcwebsoftware.com/friends/tim.html

In this Java Perk input box you should enter the following:

http://www.mcwebsoftware.com/friends

Your password entry Web page is the page that you create with Java Perk. When
either friend accesses this page, they will be presented with a pop-up box that asks
them for the password. When Bob types the password "bob", the bob.html page will be
displayed to him. Likewise for Tim.






Scrolling Status bar text

This Java applet causes the specified text scroll across the bottom status bar of a Web
browser.

Below is the dialog box for setting Scrolling status bar parameters:
i Status Bar Scrolling Text |

This Javascript applet allows yvou to create scrolling text which will appear in the
status bar of vour browser,

T.'_r'F'E the tewt pou | vaant this text to zcroll|
wizgh ta zcroll in the

status bar:

| | Mciwfeb Software prezents Java Perklll | Done | Cancel |

The following are the settings for the Scrolling status bar text applet:

Text you wish to scroll: Enter the text you wish to scroll across the bottom status bar
of the browser's screen.

- When you are done click the OK button on the Scrolling Status bar applet dialog box
and the HTML code for this Javascript applet will be displayed in the code preview box
for cutting and pasting into an HTML editor.

The code generated by this particular applet is a full HTML document, so you should
paste it into a blank document and insert your other Web page contents between the
<BODY></BODY> tags of the text.



Dynamic Button applet

The Dynamic Button applet creates buttons which change (and make a sound) when
the user moves the mouse pointer over the button and clicks on the button.
You can use graphic images for the buttons or create plain buttons with text.

It requires the following applets to function properly:
ButtonPLUS3.class
Making animated dynamic buttons is easy with Java Perk. The process consists of 3

main steps:

Below is the dialog box for setting Dynamic Button applet parameters:

% Dynamic Button
The Crymamic Button applet allowys you to create buttons for wour Wieb page which change and make sounds
wehen the user moves the mouse painter over thetm ar clicks on thetn.

— Button properties when mouse pointer 1z not interacting with the button:

. Button Image: |nomouse gif Browse. ..

T et vou wizh to be on the button; |

[

— Button properties when mouse pointer i1z moved over the button:

El- Buttan Image: Imnusemw.gif Browse...
S
o T et vou wizh to be on the button; |

-

Play thiz sound: | Browse...

— Button properties when mouse pointer iz clicked on the button:

ran Buttor Image: |mouseck. g Browse. .. Applet/Text
W . Froperties
~y T et pou wizh to be on the buttor: |

o tathis URL when button iz clicked: Ihttp:a’a’www.emediagrnup.cnm

I arme of Frame ko target; I_Blank j Done |

Ny

Play this sound: |click. au Browse... | Cancel |
1. Set the Button properties when mouse pointer is not interacting with button

settings. If you wish to use an image as your button, then input the filename of the
image in the input box. You can also add text to the button by typing it in the 'text you



wish to be on the button' input box.
If you wish to create a plain button (no image) with text you can simply type it in the 'text
you wish to be on the button' input box.

2. Set the Button properties when mouse pointer is moved over the button
settings. If you are using an image as your button, then input the filename of the image
in the input box that you wish to replace the original image when the mouse is moved
over the button. You can also add text to the button by typing it in the 'text you wish to
be on the button' input box. You can also add a sound file to play when the mouse
moves over the button. Enter the sound filename in the 'Play this sound' input box.

If you are creating a plain button with text, enter the text (in the input box marked '"Text
you wish to be on the button') you wish to appear when the mouse moves over the
button. If you wish to play a sound when the mouse moves over the button, then enter
the sound filename in the 'Play this sound' input box.

3. Set the Button properties when mouse pointer is clicked on the button
settings. If you are using an image as your button, then input the filename of the image
in the input box that you wish to replace the original image when the mouse is clicked
on the button. You can also add text to the button by typing it in the 'text you wish to be
on the button' input box. You can also add a sound file to play when the mouse clicks
on the button. Enter the sound filename in the 'Play this sound' input box.

If you are creating a plain button with text, enter the text (in the input box marked '"Text
you wish to be on the button') you wish to appear when the mouse clicks on the button.
If you wish to play a sound when the mouse clicks on the button, then enter the sound
filename in the 'Play this sound' input box.

In the 'Go to this URL when button is clicked' input box, enter the Web URL you want

the user to go to when he/she clicks on the button.

NOW click the Applet/text properties button on the Dynamic button dialog box. This
displays the following dialog box to enter settings for the Dynamic Button applet:



u Applet Properties

— Applet
Applet ‘Width: I'IEE Applet Height: |2EIEI
— Text
Font: |Courier Select... I Font Size: I'IE—
Test Calar: I'IEELELEEE j -
Horizontal Alignment: IIeft j
Yertical Alignment: Icenter j
— Button
Backagroud Calar: I j I Select a0 Highlight:|3
ok | LCancel | W

The following are the settings for the Dynamic Button applet:

Applet Width(pixels): This is the width of the applet (specified in pixels). The width
should be large enough to show the button image. This is a required setting.

Applet Height(pixels): This is the height of the applet (specified in pixels). The
height should be large enough to show the button image. This is a required setting.

Font: This is the font that the button text will be displayed in.
FontSize: This is the size (in points) of the button text.
Text color: This is the color of the button text specified in RGB values.

Horizontal Alignment: This dictates how the button text will be aligned horizontally on
the button. The different settings are LEFT, CENTER, RIGHT.

Vertical Alignment: This dictates how the button text will be aligned vertically on the
button. The different settings are TOP, CENTER, BOTTOM.

Background Color: This sets the background color of the button. Settings are
specified in RGB values.

3D Highlight: This controls the 3D 'look' of the button. A higher number will result in
a more protruding button.



Special thanks to Eric Harshbarger and the Catalyst New Media Marketing lab at Sun
Microsystems, Inc. for letting McWeb Software include their Java applets in Java Perk!!!!



Animator Applet

It requires the following applets to function properly:
AnimatePLUS25.class

Making animations is easy with Java Perk. The process consists of 3 main steps:

1. Using the drive/directory/file list boxes on the right side of the screen, add image
files to the Animation image list(left side of screen).

2. Set properties for each image such as pauses, sounds, transitions, URLs to link
to, how many times to loop the animation, and applet size

3. Save the animation and view it in your favorite browser (See troubleshooting if
you are using Internet Explorer 3.02 or above)!

% Animationz/Billboards/Shdeshows
File

2. Set properties 1. Start here

Doubleclick each image or zelect an image and click Lelect imagez below and add them to the hist.

the “5Set Properties™ button to zet amimation properties. :
<= Add to Image List |

Animation Image Lizt Pause  Tranzistion LIRL Sound _ : _
mnuseclk.gif 100 shrlnk[E] http:.-‘l.-‘l GIF or JPEG Files: Directories:

mougzeclk. adebyag. gif e
[mousemov.gt 100 Jolicein3) | foipau W
mnuseclk.'ig

MOUSEMOY. jpg
hiarmaLse, gif
nomause. jpg
nzcprow. gif
pic2. gif
pic:d. gif
pic 7. gif

|g & [BOOTY]

—Edit Image Ligt———— —Applet properties

- & 3. Finally —> Applet widt: [0

Set the final applet Done
ties. ight: | -
Qeselectl Cloar Al | properties dypplet Height: [100

Backaround Color: [ [0.125.0 Lancel
Loop the animation; IEI - Infinite vI

5et Properties |

ol .




Step 1:

Using the drive, directory and file list boxes on the right side of the screen, find the
directory where your image files reside. Once the image files are displayed in the file
list box, you can insert them into the Animation Image list box on the left side of the
screen. You can do this by double-clicking on each image file or by
selecting/highlighting an image file and clicking on the 'Add to Image List' button.

Insert the images in the order in which you want them to display in your animation. If
you forget to add an image in your Animation image list, then you can select the position
where you want to insert the image, select the desired image from the file list box and
double-click it or click the 'Add to Image List' button to insert it into this selected location.
You can also use the Copy, Cut, Paste, Delete, Deselect, and Clear All buttons to edit
your Animation Image list.

A maximum of 30 images may be used per animation.

Step 2:

When you have completed inserting the images into the Animation Image list, you can
set properties for each image like the following:

. Pauses - controls how long to wait (in milliseconds) after the image loads before
loading the next image in the sequence (a value of -1 causes the current frame to
remain visible until the user clicks on it and a value of -2 causes the current frame to
remain visible until the user moves his/her mouse over it,

. Sounds - controls what sound files are associated with each frame of the
animation. The sound files must be AU files (not WAV files) with the (.au) extension.
The associated sounds play as an image loads,

. Transitions - controls how the images are loaded into the animation and how they
change from one to the next (e.g., an image may slide in from the left, fade away, or
scroll down to uncover the next image),



W Image Properties E |

— Pauzez

Pauze after image iz loaded [ms]: g7 D efault iz 100 ms.

Pauze untl user clicks mouze animage [

— Tranztionz

ﬁ Tranzition to next image: Ishrink vI

Shrink, down t|:|:|5 j

Cauzes the exizting image to collapse to a point, revealing the
nEw image.

—URL

@ Twpe URL to link thiz image to;

— Sounds
@ Enter zound file to play when image loads:

ak
Iding.au ETDWSE... | EEII"ICE' |

Descriptions of Transitions

overwrite
This is the default transition which simply writes the new image right overtop the old file;
no apparent 'transition’ really.

slidein(#)

slidein(#) causes the new frame to enter in slowly from a particular direction and cover
up the previous image. The direction of entry is determined by the number in
parentheses where '1' is the northwest corner, '2' is the northern edge corner, and
progressing clockwise until '8' refers to the western edge. Instead of 1-8, an 'r' may be
entered... the applet will then randomly choose a direction each time.

slideout(#)

Similar to slidein(#), slideout(#) causes the old frame to exit the display... uncovering the
new image below. The direction of exit is determined by the number in parentheses
(numbers correspond to the directions given in slidein(#)). Again, and 'r may be used in
place of a numeric value.



scroll(#)

scroll(#) is similar to slidein(#) except that the new frame appears to 'push’ the old frame
out instead of overlapping it. Note that only directions 2, 4, 6, and 8 are valid for this
transition (corresponding to north, east, south, and west respectively).

expand(#)

expand(#) causes the new frame to start at a point and slowly 'grow' so that it covers
the old frame. The point of origin for the expanding frame is determined by the number
in parentheses ('1' is the northwest corner, '2' is the center of the northern edge, and
progressing clockwise until '8' refers to the western edge). expand(9) puts the point of
origin in the center of the display; expand(r) may be used to let the applet pick a point of
origin randomly.

shrink(#)
Similar to expand(#) except that the old image collapses to a point, revealing the new
image.

squish(#)

The new image 'squishes' out the old frame. Number values may only be '2' (north) or '6'
(south). East and West squishes do not currently work right because of some image
rendering loopiness in Java.

shutter

This causes the border of the frame to close over the old image completely then open
up, revealing the next frame. The shutter will be the same color as the
BORDERCOLORS value for the frame.

random
This causes the applet to randomly pick a transition

. URLSs to link to - this controls which images are associated with Web URLs
(addresses) so that the user can click on the image and will be linked to the associated
Web page URL,

. Cycles - this controls how many times to loop the animation (0 is used to loop the
animation indefinitely),

. Applet Width and Height - this sets the width and height of the applet in pixels.
In general, the size of the applet will be the size of the images contained within the
animation, These values are required.

and,



. Background Color - Click on the 'select' button to select a background color
from the palette. The color is specified as the RGB values in this form R,G,B where
each color is represented by a number ranging from 0 to 255. or example, gray would
be represented by 192,192,192.

Step 3:

When you have completed inserting all images and setting their properties, you are
ready to save your animation and test it!! Click the 'Done' button and a message box
will pop up asking if you wish to save your animation.

If you click YES a dialog box will pop up asking you for a filename to save your
animation as. It's convenient to be able to save your animation because you may want
to edit it later on. Type in a flename with the Java Perk Animation extension (*.jpa) and
click OK. The animation you just created will be saved to your hard drive for safe
keeping.

If you select NO to saving the animation then the animation will not be saved to your
hard drive, but the HTML animation applet code is still available for you to use.

The HTML applet code Previewer will then appear containing the HTML code necessary
for your animation. Select all the code in the Previewer text box copy it to the
Windows' clipboard by pressing the copy button. You can then go into your HTML
editor and paste the applet code in an appropriate place in an existing HTML document.

Note that the HTML code for the applet which was copied to the Windows' clipboard and
the saved animation file are not the same thing. The animation file contains all the
information that you entered into Java Perk regarding your animation so that you can
later reload it for editing or to reproduce the applet HTML code from it  To reproduce
the HTML code, just open an animation that you have built and press the 'Save
Animation' button again. This will place another copy of the applet HTML code on the
Windows' clipboard and then prompt you to save the animation file. You can skip
saving the animation file (by pressing 'Cancel' button) if you haven't made any changes
to it.



If you want to start a new animation select the 'New' pull-down menu item.

. After you save the animation, open an HTML document in your HTML editor and
PASTE the Java Perk Animation HTML code into the document.
] Save the HTML document.

. Copy the AnimatePLUS25.class file into the same directory as the HTML
document you just saved.

. Open the HTML document in your favorite browser and watch the animation go!!!

Check Troubleshooting if your animation doesn't work.

Special thanks to Eric Harshbarger and the Catalyst New Media Marketing lab at Sun
Microsystems, Inc. for letting McWeb Software include their Java applets in Java Perk!!!!



Animation Wizard

It requires the following applets to function properly:

AnimatePLUS25.class

Making animations is easy with the Animation wizard.

Step 1: Choosing the Animation Images

Using the file and directory lists on the right side of the screen, select the images (one
at a time) for your animation and click on the 'Add to Image List' button (or doubleclick
the file) to add it to the Animation image list.
order you wish them to be animated in, but you can change the image order by using

the cut/copy/paste buttons below the animation image list.

* Ammation Wizard E

Choose Animation Images

I1zing the File/Directony boxes below, add the images to the Animation Image lizt on the left in
the order pou want them to appear in your animation. Yol can move images in the ligt uzing

the cut/copy/paste buttons below.

Animation lmage Lizt: Files: Directony:

pic:2.qif madebya, i ESEN

pic:4. gi mouseclk.gif Y Mcweb Java Perk

pic: . gif rnoLzermnoy. gif & coamples
nomouse, gif = =
nzcprow. gif
pic2. gif

Eic#.gif

£ Add to Image List |

%] =] [ [x]

| = e [BOOTY] =

Mest > |

After inserting all the images, move on to the next step.

Step 2: Setting Animation Properties

The following properties can be set for your animation:

It's easiest to insert the images in the




Frame delay: - the amount of time between frames specified in milliseconds

URL: You can specify the URL to associate with your animation. When a user
clicks on your animation the specified URL will load. The Target frame for the URL is
also specified here.

Sounds: Specify a sound to play when your animation begins. If your animation
loops several times, then it will play at the beginning of each loop. Only .au format is
supported. Use an audio editor such as CoolEdit to convert your WAV files to AU files.

% Anmimation Wizard

Set Animation Properties

Set the following properties far pour animation.  These aren't required zettingz, but they will
help to enhance the animation.

— Frame Delay

Specify the delay between frames for your animation [in I—
milizecondz]. The default setting 1z 100ms. 10

[F you wigh your animation ta link to another YWeb page when the
uzer clicks onit, then specify the RL of that page below:

|http: A, emediagroup. com

Frame to target [lwpe _Blank to have the URL

open in a new browser window]: _Blank hd

— Sounds

[f you want the animation to play a zound file when it ins, specify
the sound file below (AU format only):

|ding.au Browse... |

<< Previouz | Mewut > |

)

After setting these properties, move on to the next step.

Step 3: Setting Applet Properties
The following properties are set using this step:

Applet height and width specified in pixels. Usually the applet height and
width are the same size as the height and width of the animation images.

Background color: Click on the 'select' button to select a background color
from the palette. The color is specified as the RGB values in this form R,G,B where
each color is represented by a number ranging from 0 to 255. or example, gray would
be represented by 192,192,192.



Alignment: The alignment to neighboring text is similar to the alignment used by
Web images in Web pages. The same options apply to applets: top, bottom, middle,
baseline, texttop, absbottom, left and right.

Loops: Set the number of times you want your animation to loop (iterate).
Setting this value to 0 will keep the animation running forever.

* Animation Wizard

Set Applet Properties

Set these applet settings for pour animation.  The applet width and height properties are
required in order for your animation ko display comecth.

Enter the Applet \Width in pisels [thiz iz usualy the width of
%: the images in pour animation]: I'I oo pixelz

Enter the Applet Height in pixels [thiz iz uzually the height of _
the images in pour animation]; I1 50 pixelz

Backgroud Calor: - IEEE,EI,EI j

Set the applet's Alignment to neighboring text:  [ME -

Enter the number of times pou want the animation to loop. ou 0-Infrite =
can gpecify lnfinite" to make your animation keep mwinning.

<< Previous | Done |

After setting these properties, you can click the 'Done' button and you will be presented
with the HTML code that controls the applet. Copy and paste this code into an HTML
document that you are creating with your HTML editor.

Put this HTML document, the AnimatorPLUS25.class applet, all the images and sounds
into the same directory and test it with your favorite browser. Remember that Internet
Explorer 3.02 cannot access files from the local hard drive so you must upload your
animation files to your Web server in order to preview it. Netscape Navigator allows
you to preview the animation from your local hard disk.



Billboard Wizard

It requires the following applets to function properly:
AnimatePLUS25.class

Making scrolling Billboards is easy with the Billboard wizard.

Step 1: Choosing the Billboard Images

Using the file and directory lists on the right side of the screen, select the images (one
at a time) for your billboard and click on the 'Add to Image List' button (or doubleclick
the file) to add it to the Billboard image list. It's easiest to insert the images in the order
you wish them to be animated in, but you can change the image order by using the
cut/copy/paste buttons below the Billboard image list.

* Billboard Wizard

Choose Billboard Images

I1zing the File/Directon boxes below, add the images to the Bilboard Image list on the [eft in
the arder pou want them ta appear in vour billbaard animation. You can move images in the
lizt Liging the cutdcopy/pazte buttons below,

Billboard Image List: Files: Directon:

nicphow, gif imadebviv gif EFE:N

madebyww, gif mouzecllk. gif S Mcwieb Java Perk
oz, gif
nornaLes e, gif
nzcprow. gif
pic2. gif
pic:d. gif
pic 7. gif

& examples

| = e OOTY) =

<= Add ta Image List |

% | =] () [x]

Mest x> |

After inserting all the images, move on to the next step.

Step 2: Setting Billboard Properties



The following properties can be set for each image in your billboard:

URL: You can specify the URL to associate with each image of your billboard.
When a user clicks on a particular image in your billboard the URL associated with that
image will load. The Target frame for the URL is also specified here.

Direction: This controls the direction of motion of each image in your billboard.
There are 4 different settings. An image can scroll in from the top of the applet to the
bottom of the applet, from the bottom to the top, from the left side to the right side, and
from the right side to the left side. The default is scrolling from the top to the bottom.

Set Billboard Properties

Set the following URLs and transition directions for each billboard image. Theze aren't
required settings, but they will allow the user ta link to the zpecified URL when they click on
the image.

—URL

If you wizh your bilboard images to link to another *eb page when
the uszer clicks on it, then zpecify the URL of that page belaw:

|htt|:|:.-’a’www.emediagrnup.cnm

Frame to target [type _Blank to have the URL
apen in a new browser window): I_Blank TI

— Direction

Specify the direction yau -
want the image to move in; From left to right j +

Image 1: nscprnow.gif < Ereviuusl Mext 3 |

After setting these properties for each image, move on to the next step.

Step 3: Setting Applet Properties
The following properties are set using this step:

Applet height and width (specified in pixels). Usually the applet height and
width are the same size as the height and width of the images in your billboard.

Background color: Click on the 'select' button to select a background color
from the palette. The color is specified as the RGB values in this form R,G,B where
each color is represented by a number ranging from 0 to 255. or example, gray would
be represented by 192,192,192.



Alignment: The alignment to neighboring text is similar to the alignment used by
Web images in Web pages. The same options apply to applets: top, bottom, middle,
baseline, texttop, absbottom, left and right.

Frame delay (specified in seconds): This sets the delay between each image
frame in your billboard. Setting the delay to be 1 second in length will result in each
image being displayed for 1 second until the next image scrolls in.

%+ Billboard Wizard

Set Applet Properties

Set these applet zettingz for pour bilboard animation. The applet width and height properties
are reguired in order for your billboard to display corectly.

%: Enter the Applet \Wwidth in pisels [thiz iz uzually the width

aof the images in your billboard): IE”:I pixelz
Enter the &pplet Height in pizelz [thiz iz uzually the height
aof the images in your billboard): |3':' pixelz
Backgroud Color: [N IDJ 28,64 j
Set the applet's Alignment o neighboring text: |Right -
Frame Delay
Specity the delay bebween images for your billboard [in I—
|V zecondz]. The default zetting is 1zecond. E
<< Previous | Done |

After setting these properties, you can click the 'Done' button and you will be presented
with the HTML code that controls the applet. Copy and paste this code into an HTML
document that you are creating with your HTML editor.

Put this HTML document, the AnimatorPLUS25.class applet, all the images into the
same directory and test it with your favorite browser. Remember that Internet Explorer
3.02 cannot access files from the local hard drive so you must upload your animation
files to your Web server in order to preview it. Netscape Navigator allows you to
preview the animation from your local hard disk.



Image Fade

It requires the following applets to function properly:
AnFade.class

This applet fades from one image into another and then fades back to the original
image. Then it repeats.

This is the dialog box that controls your input.

magerade

imaget.gf
image2gt

4

—_—

Simply enter the following properties for the applet:



Applet height and width: These are the measurements of the height and width
of the applet in pixels. It should be the same as the height and width of the images.
The images must be the same size.

Image #1 filename: This is the filename of the first image to fade from.
Image #2 filename: This is the filename of the second image to fade to.

Pause: This is the amount of time (in seconds) to wait after each image has
faded to the other image. Inputting a 2 second pause would result in the first image
fading into the second image, wait 2 seconds, then fade back to the first image, wait 2
seconds, and so on.

Speed of fade: This sets how fast the images fade.

After setting these properties, you can click the 'Done' button and you will be presented
with the HTML code that controls the applet. Copy and paste this code into an HTML
document that you are creating with your HTML editor.

Put this HTML document, the AnFade.class applet, and the two images into the same
directory and test it with your favorite browser. Remember that Internet Explorer 3.02
cannot access files from the local hard drive so you must upload your animation files to
your Web server in order to preview it. Netscape Navigator allows you to preview the
animation from your local hard disk.

Applet programmer: Fabio Ciucci



Image Cube

It requires the following applets to function properly:
TmapCube.class
TmapCubeb.class

This applet applies an image to each face of a cube and then rotates it. The image
must be 256 x 256 pixels in size.

Original image

This is the dialog box that controls your input.



% Image Effects
Pick an effect: |Image Cube |

Drezcription

Thiz applet placez a 256 » 256 pixel image on each face of a cube and rotates it You
muzt uge a 286 « 286 pikel image.

Applet Width: I'IEIEI Applet Height: I'IEIEI
Irmage filename: Iface_gif Browsze. . I

B ackground Color: IEI,'I 28,64 -
Distance of cube:  Mear j Far
#-aviz Hotation speed ;. Slow -—j Fast
Y-awiz Hotation speed: Slow -—j Fast
£-aviz Hotation speed: Slow -—j Fast
Done Cancel

Simply enter the following properties for the applet:

Applet height and width: These are the measurements of the height and width
of the applet in pixels.

Image filename: This is the filename of the image that is applied to each face
of the cube. The image must be 256 x 256 pixels in size.

Background Color: Click on the 'select' button to select a background color
from the palette. The color is specified as the RGB values in this form R,G,B where
each color is represented by a number ranging from 0 to 255. or example, gray would
be represented by 192,192,192.

Distance of cube: This sets the distance of the cube. 'Near' causes the cube
to appear large as if it were close to the screen. 'Far' causes the cube to appear
smaller as if it were far away from the screen.

X-axis Rotation speed: This sets the cube's speed of rotation about it's X-axis.

Y-axis Rotation speed: This sets the cube's speed of rotation about it's Y-axis.

Z-axis Rotation speed: This sets the cube's speed of rotation about it's Z-axis.
After setting these properties, you can click the 'Done' button and you will be presented
with the HTML code that controls the applet. Copy and paste this code into an HTML



document that you are creating with your HTML editor.

Put this HTML document, the TmapCube.class and TmapCubeb.class applets, and the
image into the same directory and test it with your favorite browser. Remember that
Internet Explorer 3.02 cannot access files from the local hard drive so you must upload
your animation files to your Web server in order to preview it. Netscape Navigator
allows you to preview the animation from your local hard disk.

Applet programmer: Fabio Ciucci



Image Ripple

It requires the following applets to function properly:
ripple.class

This applet produces a ripple effect on an image to make it look like it's made of water.

J@ va Merk

This is the dialog box that controls your input.

% Image Effects
Pick an effect: |Image Ripple j

Drezcription

Thiz applet ripples the given image [GIF: only] producing waves on the image.

Irmage Width: 100 Irmage Height: |21EI
Irmage filename: |face_gif Browsze. .. I

MHurmber aof frames: I'IEI Large number [25] equals smoath animation
Size of Ripplez [wavez]: Small j Large
Done Cancel

Simply enter the following properties for the applet:

Applet height and width: These are the measurements of the height and width
of the applet in pixels. It should be the same as the height and width of the images.
The images must be the same size.



Image filename: This is the filename of the image you want to ripple (GIFs
only)!!.

Number of frames (speed): This is the number of frames used to animate the
ripple effect. A low number of frames will result in a fast, choppy animation. A higher
number of frames will result in a smoother and slower animation. A frame number that
is too high may result in a crash or you may have to wait a long time for the applet to
calculate.

Size of ripples: This sets how large the ripples(waves) on the image are made.

After setting these properties, you can click the 'Done' button and you will be presented
with the HTML code that controls the applet. Copy and paste this code into an HTML
document that you are creating with your HTML editor.

Put this HTML document, the ripple.class applet, and the two images into the same
directory and test it with your favorite browser. Remember that Internet Explorer 3.02
cannot access files from the local hard drive so you must upload your animation files to
your Web server in order to preview it. Netscape Navigator allows you to preview the
animation from your local hard disk.

Applet programmer: David Griffiths



Lake Reflection

It requires the following applets to function properly:
Lake.class

This applet makes your image appear to be reflecting on a pool of water.

Original image

This is the dialog box that controls your input.



% Image Effects
Pick an effect: |Lake Fieflection j

D escription

Thiz applet reflects the given image and animates it az if it were being reflected by a
ghimmering lake.

Image "fidth: I'IEIEI Image Height: I'IEIEI
Image filename: Isunset.gif Browse. . I

IRL to link to: Ihttp: Hwann,

Mame of Frame to target: I_Elank vI

Done LCancel

Simply enter the following properties for the applet:

Applet height and width: These are the measurements of the height and width
of the applet in pixels. It should be the same as the height and width of the images.
The images must be the same size.

Image filename: This is the filename of the image to be reflected on the pool of
water.

URL: This is URL of the Web page that the applet will link to. When the user
clicks on the applet, the specified URL will load.

Target frame: This specifies the target frame in which the URL will be opened..

After setting these properties, you can click the 'Done' button and you will be presented
with the HTML code that controls the applet. Copy and paste this code into an HTML
document that you are creating with your HTML editor.

Put this HTML document, the Lake.class applet, and the two images into the same
directory and test it with your favorite browser. Remember that Internet Explorer 3.02
cannot access files from the local hard drive so you must upload your animation files to
your Web server in order to preview it. Netscape Navigator allows you to preview the



animation from your local hard disk.

Applet programmer: David Griffiths



Java Perk Order Form

If ordering with Credit Card, please use the online order form at:
http://www.mcwebsoftware.com/order.html
Call in your order at (617) 975-3738
Fax in your order at 1-888-329-0115

If ordering with cash, check or money order:

Please fill out the following registration form, enclose $25 (U.S.) (plus $5 shipping &
handling if you wish the software sent by U.S. Mail) in form of check or money order,
and send to the address at the bottom of this page. The $25 fee will license one copy
for use on one computer at any one time. A full copy of the software will be sent to you
along with a license number, help files, sample images and JavaScripts for you

to use, etc. Also, subsequent versions and updates will be sent to you free of charge
only if you receive the program by email. If you order both Web Weaver and Java Perk
then the cost is only $40 total (plus shipping and handling if shipped via snail mail).

PLEASE PRINT CLEARLY!

Name: Date:

Company:

Address:

City, State, Zip:

Country: Phone:

Email address: (Your email address will
NOT be given to any mailing lists, etc.)

__Quantity Product Total

@ $25 each Web Weaver for Windows 3.1/3.11
@ $25 each Web Weaver for Windows 95/NT

@ $25 each Java Perk for Windows 95/NT
(only $15 if ordered w/ Web Weaver)

Add $5 Shipping & Handling if sent via postal "snail" mail)

TOTAL

Pick shipping method: 3.5" floppy disk Download ___




Make checks payable to McWeb Software.
Mail check and registration form to:

McWeb Software
232 Kent Street
Brookline, MA 02146
USA

Email McWeb Software at: info@mcwebsoftware.com if you have any questions.

IN NO EVENT SHALL LICENSOR OR ITS SUPPLIERS BE LIABLE FOR ANY
CONSEQUENTIAL OR INCIDENTAL DAMAGES ARISING OUT OF THE USE OF THE
LICENSED PROGRAM OR RELATED TO THIS LICENSE.

McWeb Software
Copyright 1995-1997



Typewriter Applet

It requires the following applets to function properly:
Typewriter3.class

The Typewriter applet allows you to display text on a Web page and animate it as if it
were being typed on a typewriter. Many properties can be set to control how the text
behaves, like:

Typing speed,

Text color,
Background color,
Background Image
Font style and size,
Cycles, and

Applet dimensions.

Thiz iz the test | want to be twpes =
=

0,0.255 ~




It's a very simple applet to create! Simply type in the text you wish to be typewritten
(animated) on your Web page in the large text input box.

Then enter in all the other properties mentioned above. Remember that the number of
cycles are the number of times the typewriter animation will loop (a value of zero will
equal an infinite loop).

The typing speed defaults to a value of 100. The lower the number, the faster the
typing. So, a value of 25 would result in fast typing while a value of 2000 would result
in a very slow typing speed.

Be sure to include an appropriate applet width and height which will adequately display
the animation. These values should be entered in pixels.

Once you've input all the properties (some are optional) you can save the typewriter
applet HTML code by clicking on the 'Done' button. The HTML applet code Previewer
will then appear containing the HTML code necessary for your typewriter applet. Select
all the code in the Previewer text box copy it to the Windows' clipboard by pressing the
copy button. You can then go into your HTML editor and paste the applet code in an
appropriate place in an existing HTML document.

Special thanks to Eric Harshbarger and the Catalyst New Media Marketing lab at Sun
Microsystems, Inc. for letting McWeb Software include their Java applets in Java Perk!!!!



TROUBLESHOOTING

Why doesn’'t the animation work? | don't see any pictures.

1) You may be viewing the animation using Internet Explorer 3.02 or 4.0. Microsoft
has prevented the loading of files/images from the local hard drive for security reasons.
You can download the bug fix (updated Java virtual machine) from Microsoft's site to
correct this problem. Go to http://www.microsoft.com/java and select the 'Java VM
Update' hyperlink which will take you to the update download page. Download the
appropriate Build of the Java VM (Build 1518 for Windows 95 as of 6/16/97). This will
correct the problems.

Otherwise, if you wish to view the animation locally from your hard drive then you must
use Netscape Navigator or another browser (IE prior to version 3.02). You can use
Internet Explorer 3.02 if you upload the animation to a Web server and view it from the
Web.

2) You may have put the files in a directory which has a long filename with spaces in it
(like c:\Java Perk\files). The animator applet doesn't understand the space between
the words 'Java' and 'Perk'.

Solution: Put your HTML, image and sound files in a directory which doesn't have any
spaces in it's name (like c:\animationsl\files).

3) You may have put your HTML file with the applet code in one directory and your
image files in a separate directory.

Solution: This is OK as long as you specify directory names while creating the applet
code in Java Perk.

The easy way to make your animations work is: Be sure that you have the following
things in the same directory:

. the HTML document containing the animation applet code (which is created by
Java Perk)

. the AnimatorPLUS25.class Java applet

. the images and sound files (unless you have specified different directories for
these in Java Perk).

The default is for the HTML document (that has the applet code embedded in it) to be in
the same directory as the images and sounds which are used by the animation (no
image or sound directories need to be specified in this case). If these files are all in the
same directory, then you should not specify any directory names during creation of the
applet in Java Perk (specifying directory names in this case will result in errors).



4) Putting the images and sound files in different directories than the
AnimatePlus25.class file and the HTML file with the applet code can be done, but it
involves specification of these directories. For example, if you have the HTML
document in a directory such as C:\WEBPAGE, you have the images in a directory C:
\WEBPAGE\IMAGES and the sounds in the directory C:\WEBPAGE\SOUNDS, then you
must specify these directories in Java Perk. The directories that you specify should be
specified relative to the location of the HTML document containing the animation applet.
You can specify the entire directories, but this may be inconvenient if you have to move
your Web pages to another site or from your local hard disk to disk space on an Internet
Service Provider's server.

As recommended, specify the directories relative to the directory which contains the
AnimatePlus25.class and HTML files. Continuing our example, specify the image
directory to be IMAGES/ and the sound directory to be SOUNDS/.

Why do my images not look clear in the animation? Why are they pixelated or
have strange colors?

The use of GIF images which have transparent background colors set will show the
background colors of the HTML web page in which the applet is embedded. Also,
Netscape seems to have trouble with GIF images in these animations. Sometimes
they appear pixelated (not perfectly clear).

It is best to use JPEG images in your animations. They are usually smaller in file size
and you won't have problems with transparency settings as you do with GIFs.

Also, Netscape seems to have a 256 color palette when it displays Java applets. this
may dither or pixelate your images if they have more than 256 colors.

Why doesn't the fading applet work?

You may have specified a very fast speed. This will result in the fade occurring at a
speed which is 'faster than the human eye'.
Solution: Slow it down.

If you set the different colors on a computer with a 24 bit (16.7 million) color setting and
you view it on a computer which has 8 bit (256 color) setting then you may not see a
fade because the two colors may have been to similar. On a 256 color machine these
colors will be converted to the nearest color in the 256 color pallette, and if these colors
were similar then they may have been converted to the same color (resulting in no
fading).



Solution: Choose colors from the 256 color palette.






