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Dokumentacni systém DYNASTu

DYNAST simulation package includes an integrated documentation system that can be used for docu-
menting your simulation problems and submodels. It is based on easy-to-use WY SIWY G editor powered
with extension for easy documentation of DYNAST files. The system can be also used for management
of large collections of simulation problems and submodels. Documentation can be exported to PDF and
HTML formats.

1 Systémoveé pozadavky

DokumentaCni systém vyZaduje prostiedi Java™ Runtime Environment (JRE) verze 1.5 nebo vySSi. JRE
Ize stéhnout ze stranky http://www.java.com. Pokud chcete pracovat s obrézky ve formétu EPS, budete ta-
ké potfebovat program GhostScript, ktery najdete na http://www.cs.wisc.edu/~ghost/. Pro generovani vy-
stupu ve formatu Microsoft HTML Help je tfeba program Microsoft HTML Help Workshop.

2 Two Documentation Modes

The Dynast Documentation System currently supports two fundamentally different editing modes. the
WY SIWY G mode (What Y ou See IsWhat Y ou Get), and the LaTeX-based mode.

3 Basic Components of the User Interface

To display the main frame of the documentation manager, invoke the Publishing — Documentation Ma-
nager command from Dynshell main window. The documentation manager window shows up, see obr. 1.

£ DYNAST Documentation System

DYNAST # -7 Transducers A | Insert
Files Pane Sl ® =

7 Electric
7 Electronic

Structure of
Selected File
Pane

[N IR S R

_7 Magnetic
slmag.mod
magmec.mod
solen.mad
HBatan.mod

7 Flid Segment of ferromagnetic material

Assumptions -l

Slow changes mn the applied magnetic voltage w and magnetic flux ¢.

linhyst.mod
hystmg.mod

MagneticCoreJA.mod v T

T ab

@ Aticle Segment of ferromagnetic material

@ Assumptions

W Interface

@ External Parameters
§.< Description |

@ Data

Editor | Batch Processor

Al /T e

Figure HYSTMG-1 Symbol.

Interface

—— Editor for the
Selected File

Obr. 1 Documentation Manager Window


http://www.java.com
http://www.cs.wisc.edu/~ghost/

3 Basic Components of the User Interface 2

The upper-1eft part of the editor frame displaysthe DY NAST Files Pane. This pane actually displays con-
tents of folders configured in Dynshell Folders configuration option. You may use this pane to browse the
file structure, and to select afile for editing. The pane displays three kinds of items:. folders denoted with
the v icon, DYNAST problem files denoted with the [ icon, and DY NAST submodel files denoted with
icon. The  icon denotes folder that does not contain any DY NAST files, and is thusirrelevant for the
documentation system. The DYNAST Files Pane can be also used for managing collections of problems
or submodels, see sekce 4.

The lower-left part of the editor frame displays the structure of the file selected for editing. Y ou may use
this pane to navigate through the documentation of the selected file, or to drag and drop items in the pane
to change the structure of the documentation.

The pane displayed in the right part of the frame displays documentation for the selected file, which can
be interactively edited.

4 Managing File Collections

When you have completed authoring of documentation to individua files, you may want to publish docu-
mentation to whole collection of problem and submode files. First, you need to define which files should
be published and in which order, see sekce 4.2. Second, you need to actually convert the documented files
to any of the supported presentation formats, see sekce 4.6.

4.1 Creating Files & Folders

To create new file or folder, select the parent folder in the Dynast Files Pane, and press the Insert key.
Y ou are prompted whether you want to create a File, a Folder, or aLogical folder (see sekce 4.4).

4.2 Ordering and Disabling Items

The items that would appear in the collection are those files and folders displayed in the DYNAST Files
pane. However, these objects are initially in some unspecified order in which they have been read from
the disk. To change that order, just drag afile or folder, and drop it at desired location.

If you want to exclude some file or folder from the final presentation, right-click it with mouse, and select
the Disable command. The disabled status of an item is indicated by its gray color. You may re-enable it
later by toggling the Disable command again.

4.3 Moving and Deleting Items

To move files or folders, simply select them in the Dynast Files Pane, and drag them with mouse. To de-
lete items, select them with mouse, and press the Del ete key.

4.4 Logickeé slozky a odkazy

Obsah vytvoreny nastrojem pro hromadné zpracovéani dokumentace odpovida fyzické strukture slozek a
soubord na vasem disku, t.j. sozky odpovidaji sekcim v obsahu, a soubory odpovidaji listovym poloz-
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kam. Pomoci odkazll a logickych sloZek mizZete vytvorit kopie nékterych polozek v obsahu, ale bez dupli-
kovani skutecného textu na ktery polozky obsahu odkazuji.

Odkaz je polozka v panelu soubord, pro kterou neexistuje fyzicky soubor, ae polozka odkazuje na jinou
polozku ktera jiz v panelu soubor(l existuje. Odkazy jsou oznateny symbolem Sipky ¢ , nakreslené pres
ikonu odkazovaného objektu.

Logicka sloZka je skupina odkazll a podfizenych logickych sloZek. Podoba se fyzické sloZce, ale neexistu-
je pro ni odpovidajici slozka na vaSem disku. Logické slozky jsou ozna€eny symbolem | (stgjné jako fy-
zické slozky, ale s modrou barvou namisto Zluté). Naobr. 2 je ukézka pouziti logickych slozek a odkazu.
Vamnéte si, Ze lze vytvaret nglen odkazy na soubory, ale také odkazy nafyzické slozky. Odkazy na sloz-
ky vytvori strukturovanou kopii celého obsahu slozky.
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Obr. 2 Priklad pouZiti logickych sloZek a odkazll

Novou logickou slozku vytvofime vybérem nadiazené sloZzky a stiskem Insert. Po zadani nazvu slozky je
slozka vytvorena a zobrazena v panelu soubor(.

Odkaz vytvorime prostym pretazenim cilové polozky (souboru nebo slozky) do logické slozky pomaci
my3i. Po dokonéeni taZeni je odkaz vytvoren a zobrazen v panelu soubord.

Logické slozky a odkazy mohou byt jednoduse presouvany v panelu souborli podobné jako soubory a
slozky, viz sekce 4.2 a4.3.

4.5 Icon Summary

4.6 Exporting Documentation

To export documentation to PDF or HTML formats, switch from the Editor mode to the Batch Proces-
sor mode using tabs at the very top of the main frame: | Editor | Batch Processor] Then select the desired out-
put format by selecting one of tabs at the top of the frame: | i HTML | 23 PDF . Specify the export options,
and press the green Go button below. A new tab right to the Batch Processor tab is added to the bottom li-
ne, which is associated with the export report. The tab is blue to indicate that export is in progress; when
exporting procedure is finished, the tab turns either to green, if the procedure succeeded, or red, if it has
failed.
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Tabulka 1 DYNAST Files & Folders Icon Summary
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5 The WYSIWYG Documentation mode

5.1 Creating Documentation from Scratch

Assume we have DYNAST problem file, and we want to add documentation to it. When the file is se-
lected in the DYNAST Files Pane, and the documentation system detects that there is no documentation
available for the file, the New Documentation Wizard shows up, see obr. 3.
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In the left part of the window, you may select various options to be added to the documentation. The right
part of the window previews the document to be created. When you make your selection and confirm the
options by pressing the OK button, the documentation is created and opened in the Editor. Then you can
add more content to your documentation.

5.2 Editing Basics

The documentation editor isa WY SIWY G (What Y ou See Is What Y ou Get) editor with familiar user in-
terface. With the editor, you can add formatted text, lists, tables, two-dimensional drawings, mathematical
eguations, and so on. Moreover, you may add more specialized content related to the DY NAST simulati-
on system, see sekce 5.3. This section provides only brief introduction into editor features. For more com-
plete reference, see RichDoc Framework Documentation.

5.3 Adding Specialized Content

Besides ordinary text-processing content, you can make up your documentation with specialized objects
related to the DYNAST simulation system. This enables you to easily include diagrams, plots, symboals,
code listings, or parameter lists. The repertoire of specialized objects is described in the following pa-
ragraphs. To add special object to the documentation, use either the Insert menu or a toolbar above the
Editor.

System Parameters

System Parameters is section containing list of system parameters defined in your DY NAST file. You
may add comments to your system parameters. The list is automatically synchronized with the actual
list of parameters defined in the DY NAST file, as described in sekce 5.4.

Sites of Interaction

Sites of Interaction is section containing list of important interaction sites in your DY NAST model.
Thelist initially contains single item, but you may add as many items as you need using the Add Row
() or Insert Row (=) command from the toolbar.

Diagram (&)

Diagram figure shows the diagram associated with current DY NAST file. This command is available
only if your DYNAST file has corresponding diagram (. di a) file. If you want to change the default si-
ze of the diagram, you may select it with the mouse, and drag its lower-right corner. Alternatively, you
may specify the zoom factor of the diagram using the toolbar. To select the diagram object, click the
diagram figure, and then click the edge of the diagram object, displayed in gray color. Note that you
may add other drawing material, such as lines, boxes or text, to the diagram figure, using the Drawing
toolbar.

Plot (=)

Plot figure displays any of plots from the output file associated with the current DYNAST file. To se-
lect the plot object for editing, click it with mouse, and then click the edge of the plot object. Y ou may
change the size of the plot by dragging its bottom-right corner. Properties of the plot (variables to dis-
play, axis and grid properties, etc) can be specified using the plot toolbar. Like in diagram figures, you
may add additional drawing material to your plot figure. Y ou may even have two or more plot objects


http://virtual.cvut.cz/ksmsaWeb/notes/richDoc.zip/00dJl2SfkjVA9x+c.html

5 The WY SIWY G Documentation mode 6

in one figure. To add second plot object, just copy the existing object either using clipboard operation
(pressCirl-1nsert and Shift-1nsert), or drag it with mouse while holding the CTRL key.

Data
Section containing the code listing of the DY NAST file.

Symbol (%) (submodels only)

Section containing symboal figure corresponding to the submodel being documented. Before the secti-
on can be added to the documentation, you should specify appropriate symbol by selecting it in Libra-
ry Browser window.

I nterface (submodels only)

Section containing the interface (list of formal nodes) of a submodel. Y ou may add your comments
and physical dimension specification to individual nodes. The list is automatically synchronized with
the actual list of formal nodes specified in the DY NAST file.

External Parameters (submodels only)

Section containing the list of external parameters of a submodel. You may add your comments and
physical dimension specification to individual nodes. The list is automatically synchronized with the
actual list of formal nodes specified in the DYNAST file.

5.4 Interaction with the DYNAST File

The documentation to DY NAST filesis actually stored in the corresponding DY NAST file in the form of
acomment. The comment is always at the end of the DY NAST file, and looks something like this:

:Warning! Do not alter the follow ng data!

: DYNAST Docunentation Systemvl. 0 data

: eJx0vMeyq8yWNdg/ Ef cddpzCaXCr 8C6i Tv2ReCS8kADL8MILeH 6P7X25zp3RWhj kK\WTOnGoMVBRy/ ¢/ /

: 2bv215qPUz X0/ [ k3/ t/ Yv3/ | f TpkWI +5993X/ kv 7t +/ pj nus7gd+vw / z7y6d/ / 53/ / 3/ | nf 71 hXbg8
. etc.

This comment is automatically updated by the documentation system each time you alter the documen-
tation associated with thefile. Y ou should never change this comment in any way, nor add any other com-
ments after this comment.

The documentation system also rewrites comments associated with system parameters of problem files,
and formal nodes and parameters of submoded files. This means that if you use the documentation sys-
tem for documenting the files, you should not modify these comments directly in DYNAST files, but in
the Editor of the documentation system. If you change the comment in the DY NAST file, it gets rewritten
next time you save documentation of the file.

When you change any of the list mentioned above in the DYNAST file and open the corresponding do-
cumentation is displaying that list, the list in the documentation is automatically updated according to the
following rules:
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1. If you just changed the order of certain itemsin the list, the items are merely sorted to reflect the new
order, but the content of the items is not modified.

2. If you add new item to the DYNAST file, a new item is created at an appropriate place in the docu-
mentation. Y ou may add new comment to the item.

3. If you remove an item from the DY NAST file, the item is not removed from the documentation, but
is marked as deleted (stroked-through) and moved to the end of the list. Y ou may confirm the deletion
by removing the row using the Delete Row command (==). This is to prevent accidental loss of item
documentation.

4. If you rename an item, it is unfortunately not recognized by the documentation system, and is reported
as if you added new item and removed another item. Y ou may, however, remove the added item from
the documentation, and rename the item that has been marked as removed. Then use the Update com-
mand to get rid of the removed status of the renamed item, and to move it to appropriate position in
thelist.

5.5 Compatability with the LaTeX Mode

If you have DYNAST files documented using the old, LaTeX based documentation system, you can easi-
ly import the documentation into the new format. When you select a file having legacy documentation in
the DYNAST Files Pane, the documentation system asks you to convert the old documentation to the new
format. If your answer is yes, the documentation system backs up the old DY NAST file, converts the old
documentation to the new format, removes the old documentation, and opens the converted documentati-
on in the Editor. If you answer no, the system displays the New Documentation Wizard as if you were
creating documentation from scratch, see sekce 5.1.

6 Vytvareni animaci

Animagni nadstavba DY NASTU je program, ktery slouZi k vizualizaci vysledk( simulace pomoci 2D ani-
maci. Animace mohou byt zpracovany do podoby samostatnych soubord v réiznych formétech, nebo vio-
Zené do dokumentace simulatniho experimentu.

6.1 Spusténi programu

Pro spudténi nadstavby oteviete simulacni soubor (.prb) v DYNASTu, a zvolte pfikaz Run — Animati-
on Tool. Zobrazi se hlavni okno programu, viz obr. 4. V této chvili by uz mél byt simulacni experiment
spustén (prikazem Run — Run Analysis), avysedky simulace by tedy mély byt k dispozici.

Levy panel zobrazuje seznam objektll v obrézku, pravy panel zobrazuje editaéni oblast.

6.2 Kresleni statickych obrazk

V tomto odstavci struéné popiseme, jak vytvorit staticky obrézek znazoriujici simulaci. UpIngsi popis
editoru obréazki Ize nalézt v kapitole Editor obrazkli v UZivatel ském manudlu systému RichDoc.
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Obr. 4 Hlavni okno programu
6.2.1 Pridavani grafickych prvk

Klikneme-li na kredlici oblast, zobrazi se souradny systém okolo oblasti, a zaroven se objevi Pandl na
strojli pro kresleni obrézk(l. Panel obsahuje néstroje pro tvorbu riiznych typl grafickych objektl, viz ta-
bulku 2.

Souvisgjici nastroje jsou schovany pod spoleGnym tlagitkem panelu néstrojll, se Sipkou dolli vpravo
od tlagitka, jako napf. ~~~. MUZete stisknout pfimo tlatitko néstroje a pouzit tak zvoleny nastroj, nebo
kliknutim na Sipku vybrat z Sirsi nabidky nastrojd.

Mew Element

B F L |~NNO

Obr. 5 Nastaveni vlastnosti nastroje

Po provedeni vybéru néjakého nastroje je pridan odpovidagjici fadek do panelu nastrojll. Napriklad po zvo-
leni nastroje Céra ~ je pridan Fadek podobny tomu na obr. 5. Tuto Cast panelu néstrojd miiZete pouzit
pro nastaveni barvy, typu a ostatnich vlastnosti tvaru pfedtim nez je tvar pridan do obrazku. Samozigmé
je mozné ménit vlastnosti objektl do obrézku uz pfidanych.

6.2.2 Zména soufadného systému

Na zaCatku kresleni je obrézek vloZzen do zakladniho sourfadného systému, ktery je odvozen od velikos-
ti pouzitého pisma. Jedna jednotka soufadného systému zhruba odpovidé vysce velkého pismena abecedy.
Pokud se implicitni soufadny systém nehodi pro dany simulacni experiment, 1ze ho zménit modifikaci Ci-
nitele zvétSeni (scale factor) obrazku. Cinitel mdZe byt nastaven kliknutim na tlagitko Vlastnosti f napa-
nelu nastrojd obrazku.
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Tabulka 2 Zakladni nastroje pro kresleni obrazki
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Obr. 6 Zména méfitka soufadného systému: (a) standardni soufadny systém, (b) modifikovany soufadny

systém
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Priklad zmeény soufadného systému je uveden na obr. 6. Implicitné kladny smér osy y je smérem naho-
ru (bézna matematicka konvence), a jednotka soufadného systému zhruba odpovida velikosti pouzité-
ho pisma. Zménou Cinitele zvétSeni z implicitni hodnoty 1 na hodnotu 5, a vypnutim volby user Fl i pY,
dostaneme soufadny systém na obr. 6b. V novém souradném systému sméfuje osa y dol(i (konvence po-
uzivanav pocitatové grafice), ajednotka soufadného systému byla zmensena na pétinu plvodni velikosti.

Vdmnéme si, Ze zména parametrll souradného systému nema zadny vliv na vzhled samotného obrézku.
Parametry pouze ovliviuji, v jakych jednotkéch jsou zobrazovany a nastavovany geometrické vlastnos-
ti objektl obrazku. Parametry soufadného systému tedy obvykle volime jesté pred zapocetim kresleni ob-
razku.

6.2.3 Transformace
Existujici grafické objekty v obrézku |ze transformovat tak, Ze na né aplikujeme transformagni operace.

Ctyfi zakladni transformagni operace jsou zobrazeny naobr. 7.

posun

strih @ N rotace
zmena
méfitka

Obr. 7 Transformacni operace

Novou transformaci vytvorime kliknutim na obrézek, a pouZitim nastroje # z panelu nastrojd. Zobrazi se

dialogové okno Vlastnosti transformace, viz obr. 8. Na zaCatku je seznam transforma€nich operaci prazd-

ny. Operaci pridame stiskem tlagitka Nova..., a vybérem poZadovaného typu transformace. Do seznamu

operaci je pridana nova operace, spolu se seznamem jejich parametrdi. Kazdy typ operace majiné parame-
try, jak je vysvétleno v tabulce 3.

K transformaci mlizeme prifadit identifikdtor pomoci pole ID. Tento identifikdtor mlze byt pozdéji pouzit
pro automatickou zménu parametr( transformace, viz sekci 6.3.

Jedna transformace se miize sklédat z nékolika transformacnich operaci. Operace se potom aplikuiji po-
stupné na zvolené objekty. Ma li operace stfed (vSechny operace kromé posunu), |ze stfed operace na-
stavit jeho vybérem primo z obrézku, stisknutim tla€itka Vybrat bod, a vybérem né&akého bodu nebo ob-
jektu v obrazku pomoci mysi. Stfed operace (parametry x a y) se poté nastavi tak, aby odpovidaly zvole-
nému bodu.

Je-li transformace definovana, potfebujeme zafidit, aby byla aplikovana na vybrané objekty. Aplikaci
Ize provést presunem zvolenych objektll do objektu transformace pomoci panelu lokani struktury doku-
mentu, viz obr. 9. Po pfesunuti objektll se zatnou transformaéni operace aplikovat na vybrané objekty.
Transformacni objekty |ze do sebe takto vnorovat, a dosdhnout tak efektu skladani transformaci.
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Obr. 8 Transform Properties Dialog

Tabulka 3 Parametry transformacnich operaci

Operace Popis Parametry
- Posun | Posune objekty X, Y...vektor posunu
(» Rotatce | OtoCi objekty okolo X, Y. .. stfed rotace, theta. . . Uhel rotace ve stuphich (od x+ to
bodu y+), radTheta. .. Uhel rotace v radidnech
4 Zména | Zvétsi, zmenSi nebo X, Y... stfed zmény méfitka, sx. .. horizontani zvétSeni, sy. ..
Méfitka prevréti objekty vertikalni zvétSeni; zaporné hodnoty mohou byt pouZzity pro
prevréceni objektu
~ Stfih Zdeformuje objekty X,Y...stfed operace, sx... stfih ve sméru x, sy. .. stfihve sméru y
stfihem
=B Drawing = # Drawing
Tk', DrawingShape =¥ Rotate by 45 around [2, 1]

= ., DrawingShape

[] DrawingBox

| DrawingBox
(* Rotate;by 45 around [2, 1]

Obr. 9 Presun objektli do transformace

6.2.4 Chytré tvary

Kromé zékladnich tvar(l popsanych v sekci 6.2.1 |ze pouzit i ozit&si “chytré tvary”. Knihovna chytrych
tvarl nyni obsahuje Gtyfi prvky, viz tabulku 4. PokroGili uZivatelé mohou naprogramovat vlastni typy tva-
rii v programovacim jazyce Java.

Kazdy tvar ma nékolik parametr(, které definuji jeho vzhled. Nékteré parametry Ize nastavit vizualné
posunem manipulacnich bodd, jako napf. koncové body pruziny. Jiné parametry musi byt zadany ruc-
né, napr. poCet vinuti pruziny nebo potet zubl ozubeného kola. Numerickou hodnotu parametrli 1ze
zmeénit dvojklikem natvar a vyplnénim hodnot v okné Vlastnosti, viz obr. 10.
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Tabulka 4 Chytré tvary
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6.3 Definice animacnich pravidel

Je-li pripraven staticky obrazek znazorfujici simulaci, mizeme prikroGit k propojeni geometrickych vlast-
nosti obrézku s daty dodanymi simul&torem, a dosadhnout tak efektu animace. To |ze provést pomoci n&-
stroje Animagni Pravidla, pfistupného z menu Editace — Animacni Pravidla, viz obr. 11.
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Obr. 10 Vlastnosti chytrého tvaru

Okno obsahuje Ctyfi panely. Horni panel zobrazuje seznam animacnich pravidel. Kazdé pravidlo definu-
je, kterd proménna simuldtoru DY NAST je pfifazena které vlastnosti ngjakého grafického prvku obraz-
ku. Levy panel zobrazuje seznam v&ech objektd obrazku (grafickych prvkl nebo transformaci), které mo-
hou pfijimat numerické hodnoty. Kompletni seznam vlastnosti grafickych objektl je uveden v sekci 6.4.
V panelu umisténém vlevo-dole je uveden seznam vsech proménnych DYNASTu, které |ze pouZit k fi-
zeni animace. Pravy panel zobrazuje ndhled na animaci, kde mizeme ovéfit, zda animagni pravidla maji
pozadovany efekt. Animaci |ze spustit nebo zastavit pomoci tlacitek umisténych nad nahledem.

Animacni pravidio nadefinujeme tak, Ze vybereme koncovou polozku (parametr) v seznamu grafickych
prvka, ddle vybereme polozku v seznamu proménnych DY NASTu, a dvakrét klikneme na jednu z téch-
to polozek. Vytvori se nové animacni pravidlo, které se prida do seznamu v horni ¢asti okna. Existujici
pravidlo mdZzeme modifikovat jeho vybérem v seznamu pravidel, a zménou polozky v seznamu paramet-
rii grafickych komponent nebo proménnych DY ANSTu. Pokud vybereme polozku v seznamu grafickych
prvkl ajejich parametrdi, odpovidajici prvek je zvyraznén v ndhledu animace v pravé ¢asti okna. Graficky
prvek lze vybrat i pfimym vybérem v ndhledu animace, odpovidajici poloZzka je pak vybréna v seznamu
grafickych prvk.

VySe popsany postup 1ze pouZzit pouze pro vytvareni jednoduchych pravidel, kter& pouze dosazuji nume-
rické hodnoty spocitané simulétorem pfimo do odpovidajicich parametr(i grafickych prvkd. Pokud chce-
me vytvorit komplikovangjsi pravidlo, mizeme zadat definici pravidla explicitné stisknutim tlagitka Mo-
difikovat... MGzeme, napiiklad, kombinovat hodnoty z vice proménnych DY NASTu, nebo pouZit nékteré
matematické funkce a operatory pro vypocet odvozenych hodnot.

6.4 Grafické prvky ajejich vlastnosti

RUzné grafické prvky obrazku maji rdizné numerické parametry, které mohou byt pouzity v definicich ani-
macnich pravidel. Tyto parametry jsou shrnuty v tabulkach 5 a 6.
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Obr. 11 Nastroj pro definici animac€nich pravidel

Tabulka5 Vlastnosti grafickych prvk

Vlastnost Popis

Obdélnik

objekt. x x-ova souradnice ukotveni obdélnika. Ukotveni je obvykle levy horni roh obdélnika,
ale mlize byt zménén nastavenim vlastnosti anchor obdélnika.

objekt. y y-ova soufadnice ukotveni obdélnika.

objekt. wi dth | Sifka obdélnika.

objekt. hei ght | vySka obdélnika.

6.5 Zpracovani animaci

Po dokonCeni animace zbyvéa vysledek zpracovat do findniho formétu. V soucasné verzi je jedinym pod-
porovanym formétem format Adobe Flash. Pro export do forméu Adobe Flash pouzijte pfikaz File —
Export — Adobe Flash. Potom nastavte parametry exportu: jméno vystupniho souboru, a poZzadovanou
plynulost animace (podet snimk(l za sekundu). Po potvrzeni parametrd je vytvorena animace prevedena
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Tabulka 6 Ostatni vlastnosti

Vlastnost Popis

transformace] n] . parametr | Parametr n-té operace transformace. MoZné parametry zavisi na typu
operace, viz tabulku 3.

objekt. barva. sloZka Urcita barva n&jakého objektu. barva mize byt jedno z f or eCol or (barva
obrysu), backCol or (barvapozadi), backCol or 2 or bor der Col or (barva
rémecku). slozka miize byt jedno zr (Gervend), g (zelend), b (modrd) pro
popis barvy v RGB barevném prostoru, nebo ¢ (azurova), m(fialovd), y
(Zlutd) pro popis barvy v CMY barevném modelu. Slozky barvy by mély
byt v intervalu (0,1).

do souboru s priponou . swf. Tento soubor miize byt pfimo prehran v nékterych aplikacich (napfiklad
Webovych prohlize€ich), nebo uloZzen na webovy server. Dal§i moznosti je vlozeni animace do HTML
strének, jak je popséno v dokumentu Flash Detection Kit.



http://www.adobe.com/products/flashplayer/download/detection_kit/
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