Using the Timeline Function in Dreamweaver

In this exercise, you(De going to use the timeline tool to create a
Glideshow.Olt@similar to the image swap that we did, only
youdl use a button to enable your usersto control the slldeshow.

You can use any imagesthat you want for the slideshow, but
make sure that they are all the same size in termsof their
dimensions. I®e used the QuleOimagesthat we used in classthe
other night. Before getting started, make sure that you have the
imagesin your site folder.

Youd also find afile called Gtimeline_button.jpgQin the Files
section of the classwikiN download that, aswell.

1. Inserting AP Divs:

« We haven®worked with them in class, but <div>tags
are basically Cempty boxesOthat you can use to
position objectsanywhere you like on your html
pages. AP (which standsfor Cabsolute positioning,Oas
you can specify the exact location of the divon the
page) divscan be tricky to work with, which iswhy
we haven® done a lot with them

« Firg thing to do isto create a new blank html page
(or, if you prefer, you can use one of your England

pages)
« Under the Layout tab In the Insert bar, look for the

CDraw AP DivObutton, which lookslike the
screenshot below:

« When you click on that, the cursor will turn into a
cross. Click and drag in the design area (I would start
at the top left hand corner just for ease) and draw a
box.



After you®e drawn it, click on the border of the box
(which isactually a <div> tagN youd see it if you look
up in the code area)N your selection should look
something like the blue box that you see below:
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Using the property inspector, give the layer an id
(circled on the property inspector above. |@e called
thisfirst layer CLayer 1,0but you can call it whatever
you want. Unlike the image swap exercise, we®e not
too concerned with ID names here.

You should also take note of the positioning of the
div by looking at the position on the Properties
inspector (in the red box above). There are 4 boxes
for positioning: L, T, W, H. The O_Orepresentshow
many pixelsthe div isfrom the left margin of the page
(or, more specifically, whatever the div@ parent
container is); the OTOrepresents how many pixelsthe
divisfrom the top margin. By using L and T, you can
pinpoint exactly where the top left corner of any div
tag is. The other two dimensions, ONOand CH,Owill
then tell you the exact size of the div.

| happen to know that all of the QruleOimages are
144 x 144 pixels, so you could set the width and
height of your divtag to those exact proportions.

Finally, you should also set the Visibility of the divto
hidden by using the Vismenu (the orange box
above). Thiswill ensure that the div tag ishidden
when the page loads. Also in the orange box above,
you@ see the X-index (or Qstacklng orderN thisisthe
order in which the layers GstackOon top of one
another). For thisexercise, every div should have a z-
index of 1.



« Using the Insert menu (or whatever your preferred
meansfor placing an image on the page is), go ahead
and place the firs image that will appear in your
dideshow inside of the div.

« You should repeat the steps above for each
image that you have. The easies way to do thisisto
select the div (so that it isoutlined in blue, asyou see
above), copy it, and then paste (thiswill probably
only work by using the Edit menu, rather than the
Cmd + C, Vor Crl+ C, V).

« You should have one div for each image. Each
image should be in its own unique div.

2. Using the timeline:

 Openthe Timeline Inspector by selecting Timelines
from the Dreamweaver Windows menu.

 If you are at all familiar with Hash or even imovie,
youG] see a familiar timeline mterface
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- We(e not going to spend much time with the
timeline at all, but here@a quick descrlptlonN the
numbersrepresent frames, just asin a movie. The red
tab isthe frame indicator, which indicatesthe frame
that you are currently working in.

- Below is a screenshot of what you're timeline
should look like once we have finished this
exercise:
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« To add the layersthat you@ge created to the
timeline, look beneath the QAP ElementsOtab in
the CSSpalette, as pictured below:
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Thislist will have generated automatically asyou
were creating your layersin the design area. The
eye in red above indicatesthe layer visibility:
remember that you set thisusing the Properties
inspector asyou were creating layers(you also set
the stacking order, or x-index, which iscircled in
green above). The Name (in blue) isthe ID that you
assigned to each layer

« Click on the name Qayer1Q0in the AP elementslist,
which will make the layer visible in the design
area. The layer will be selected (outlined in blue)N
just click anywhere inside the layer and drag it on
to channel 1 (the channel numbersarein the
orange box in the screenshot of the timeline
above). Do the same with layers2 and 3.

« Each time that you drag a layer in, a blue line will
appear in the channel, along W|th a circle (or
Ckeyframe,Owhich isa frame in which some
change occursto the image) in the firs and last
frame. Go ahead and drag the circle at the end of



each channel back to frame 8, so that they
resemble the timeline above.

In a nutshell, what we®e going to do is Gshow and
hideOeach layer asthe frame indicator moves
along the timeline. Basically, we®e going to create
a button that makesthe Oplay headO(or frame
indicator) advance to the next key frame in the
movie. At each key frame, we@ build in a behavior
that makesthe play head stop, aswell ashidesthe
layersthat we don® want to see at the moment.

To show and hide each layer:

In frame 1 for all 3 layers, the visibility should look
like thisunder the AP tab:
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The way that you change visibility isby clicking on
the eyeball associated with each layer. But be
careful when doing this, because when you
make changes, you wind up adding key frames
to channels that you may not want.

S0, when you click on the key frame in frame 1 on
each channel, the visibility will look like it does
above

Now we®e going to add key frames. Right click
(Ctrl + click) in frame 3 on channel 1 and select
QAdd key frameOfrom the edit menu. A circle will
appear in the channel 1 timeline

With the key frame selected (it will be
highlighted in a darker shade of blue), click on the
eyeball for layer 1 until the eyelid isclosed (it looks
like it@sleeping)N thiswill change the visibility of
the layer to hidden.

Now, in frame 3 for channel 2 (make sure that
you®e working in channel 2!), add another key
frame. Thistime set the visibility of layer 2 to visible



by clicking on the eyeball until it@open. At this
point, layers1 and 3 should be hidden and layer 2
should be visible.

Now go to frame 6 and add key framesfor
channels 2 and 3 (layer 1 can remain hidden)N do
it just asyou did above, by selecting the frame,
adding the key frame, and then changing the
visibility. Frame 6 for channel 2 should be set to
hidden and frame 6 for channel 3 should be set to
visible.

Finally, set the visibility for the last key frame in
frame 8 on each channel to the following: channel
1 should be visible and channels 2 and 3 should be
hidden.

Make sure that the loop checkbox (circled in yellow
of the screenshot of the timeline above) is checked
so that the OmovieOwill loop back to frame 1 as
your userscycle through the images.

To recap, you®e just gone ahead and set the
visibility for each layer asthe play head advances
through the movie. Asone layer appears, the other
will be hidden-think of it asmaking the cardsin a
deck of cardsvisible and invisible over time so that
you can see through to certain cards.

To add pausesto the timeline (which will enable
your usersto pause on each image before
advancing to the next):

Look for the Behavior channel in the timelineN it®
outlined in blue below:
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You can use the behavior channel to add
javascripting, which will control the play head as
your usersgo through your slideshow.

You®e going to add a CStop TimelineObehavior to
frames4, 6, and 8 in the Behavior channel (the B
channel) so that the play head stopsthere until
your user advancesit by using a button, thus
enabling him or her to sop on each image.

Double click on frame 4 of the behavior channel (if
amenu comesup, just hit OK)

Dreamweaver should automatically take you to the
Behaviorstab (pictured below), but if not, go to
the Behaviorstab beneath the Tag palette:
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Using the + sign, you want to add a Sop Timeline
behavior to the frameN the menu option is
pictured below:
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Repeat this in frames 6 and 8 in the behaviors
channel



If you click on one of the dashesthat now appear
in frames 4, 6, and 8 of the behavior channel,
youd see the javascript behaviorsthat you®e
addedN onFramex, Stop Timeline. Remember that
javascript isevent drivenN when the play head
arrivesat a frame, it istold to stop the play head.
The play head won® move again until a CPlay
TimelineObehavior isencountered, which iswhat
weQ®e going to use the button for.

Adding your button:

If you haven® done so already, download the
Qimeline_button.jpgOfile from the Files area of
the classwiki

Just asyou did with the layersabove, use the Draw
AP Div button (it@under the Layout tab in the

Insert bar and lookslike this: .) Call thislayer
OouttonO(again, thisisarbitrary, aswe®e not
relying upon prefab scriptshere). Insert the button
image in that layer

Place the layer below the layersthat contain your
timeline images; mine looked like this:

With the button image selected, go ahead and add
the OPlay TimelineObehavior (under the Behaviors
tab, just asbefore)N select Timelinel from the



dialogue box that appears. Thiswill enable your
usersto use the button to advance the slideshow.

- Bythe wayN the layer that created for the button
(you called it Gbutton®) will have appeared in the
list of layersbelow the AP Elementstab. The
eyeball space will likely be blank, asthe layer is set
to the default visible position. You could manually
set it that way by clicking in that space until the
eyeball appears.

« That@it! Save the Dreamweaver page and have a
look in a browser. If there@any bugginess, make
sure that you look at the behaviorsthat you the
visibility satusfor each key frame, aswell asthe
behaviorsthat you generated.

3. Look at the javascript!

« You don®need to do anything with it, but be sure
to look at the javascript in the code viewN using
the timeline hasgenerated a large amount of
javascript, along with internal style sheets.

You're done. Congratulations!!



