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Appendix – The Web Page Cookbook

The Web Page Cookbook is an instruction manual to help web page developers add signing functionality to web pages. Starting with the most basic page, developers can then select from a variety of additional features to enhance the look and use of their pages. For each feature, details of the HTML code and/or scripting required, and where they should be placed in the HTML are given, together with screenshots to show the results as appropriate. 

A reasonable degree of familiarity with HTML and Javascript is assumed.

Developers should ensure that the SiGMLSigning avatar is installed, and that HTML pages are viewed in Internet Explorer v6

A reference section at the end gives a list of most of the SiGMLSigning variables and functions available for scripting.
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1 WEBPAGES

1.1 The Basic Webpage
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Notes on the HTML code used to create the Simplest Web Page Demo:
· Javascript method names are not fixed, though obviously the SiGMLSigning methods and events used are.

· Alternative avatars are available. VGuido is the standard eSIGN avatar (var avatarID = 6 as shown in Note 2 on the previous page) A list of alternative avatars is given in Section 3.1.

· The AcceptNewSiGMLString method creates animation frames from the prescribed SiGML, but the animation is not played until the PlayerChangeMode(1) method is called. The ‘1’ parameter is a boolean, setting the mode to ‘Auto’. When the signing is complete, the mode automatically reverts to mode ‘0’ or ‘Manual’, and the OnPlayerChangeMode event is triggered.
· A Complete list of Methods, Properties and Events for SiGMLSigning is given as Section 3.6.2

As a starting point, the following code will produce a basic HTML page, containing an avatar that signs one simple sign. Notice the <HEAD> section contains a number of scripts, and the <BODY> section has the avatar object definition. The numbered labels describe page events in order.
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Code for Simplest Demo

<HTML>

<HEAD>



<TITLE>Simplest Demo -- SiGMLToSigningAvatar (XML-URL-Data)</TITLE>



<SCRIPT LANGUAGE="javascript">




var jSiGMLIn;
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function Initialise()




{

    



var avatarID = 6;    
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jSiGMLIn = new ActiveXObject("JSiGMLIn.JSiGMLInput");    

    



ssAvatar.Initialise(avatarID, jSiGMLIn);    




}




function doAvatarReady()




{    

    



var sigml = "<sigml> <signing_ref uri='iTakeMugG' format='SiGML'/> </sigml>";

    



var fps = 25;        

    



ssAvatar.AcceptNewSiGMLString(sigml, fps);




}





function doStartAnimation()




{

    



ssAvatar.PlayerChangeMode(1);




}




</SCRIPT>



<SCRIPT for="ssAvatar" event="OnAvatarInitialised()" language="javascript">

 
 
  
doAvatarReady();



</SCRIPT>



<SCRIPT FOR="ssAvatar" EVENT="OnSigningDataIsAvailable()" LANGUAGE="javascript">

    


doStartAnimation();



</SCRIPT>

</HEAD>


<BODY ONLOAD="Initialise()" >



<H3>Simplest Web Page Demo -- SiGMLToSigningAvatar</H3>



<!-- SiGMLToSigningAvatar -->



<OBJECT ID="ssAvatar" 

    


CLASSID="clsid:20E52958-E0E3-4C06-8D0E-A477DEFD4933"

    


STYLE="height: 75%; width: 50%;">



</OBJECT>

</HTML>

More basic facilities

This is a reworking of the Form-Driven Transaction Support Toolkit supplied as Milestone M2.2 of the eSIGN project. It shows how to present a play-list of SiGML documents, with a synchronized display of text accompanying each SiGML sequence in the play-list. This is achieved using the SiGMLToSigningAvatar ActiveX Control.. The sequence is repeated unless the ‘Paused’  checkbox is ticked. The resultant web page is shown below as Figure 2.


                 Figure 2 – Basic signing web page as used in Milestone M2.2

Notes about this page, together with the code, are given below.

Each SiGML document in the play-list is identified by an XML "data island": here the data island contains a relative URL identifying the required SiGML document, but it could equally well contain the text of the SiGML sequence itself in-line (or the path name on the local file system of a file containing the SiGML document).

Javascript code is used to control the dynamic animation. When the page is loaded its Initialise() function is invoked. This populates the arrays which hold the data associated with each SiGML document in the play-list and initialises the cyclic play-list index. It then creates an instance of the JSiGMLInLib control (which provides SiGML input and translation) which allows the avatar's background colour to be set, and allows the playing speed of each animation to be varied. Finally, once an instance of a ISiGMLToSigningAvatar has been instantiated the ssAvatar.Initialise(avatarID, jSiGMLIn) is called to specify the avatar to use and to pass in a pointer to a JSiGMLIn library. 

There are Javascript handlers for the three main SiGMLToSigningAvatar control events: OnAvatarInitialised(), OnSigningDataIsAvailable(), OnPlayerChangeMode(). 

· The OnAvatarInitialised() event signifies that an avatar has been successfully loaded. This event is always fired after a call to Initialise() or SwitchAvatar(). The script for the event calls the doAvatarReady()method, which in turn calls startNextSiGMLText(). This displays the text and then the line ssAvatar.AcceptNewSiGMLString(sigml, fps)which passes in a SiGML string for which animation frames are required.

· Once the frames have been generated the OnsigningDataIsAvailable() event is fired, but the player does not automatically start playing the newly generated animation frames The handler for this event does this explicitly by invoking the player's PlayerChangeMode() method with "auto" as the mode parameter value.

The OnSigningDataIsAvailable event calls doStartAnimation() which calls ssAvatar.PlayerChangeMode(pmAuto) as described.

· The next event to occur is OnPlayerChangeMode() which will happen when the avatar has finished signing. The event has a flag parameter indicating the new mode (auto or manual); hence the handler for this event needs to check that the change is from auto to manual before taking the actions appropriate to the end of a play-list step.

The event calls the doPlayerModeHasChanged(bManual) method which advances the cyclic play-list index and initiates a (1000ms) timer. The handler for the this timer event normally causes the initiation of the next step in the play-list cycle, but if the page's Paused check-box is set, then another (1000ms) timer is initiated: this has the same handler, so the next step in the play-list cycle will only be initiated when the Paused check-box is cleared.

Throughout the playing sequence, progress information is presented in the browser's status bar.

The handler for the AvatarReady() event causes the next SiGML sequence to be fed to the player via its PlaySiGML() method, together with the display of the corresponding text in the page's text area.

In due course the DoneGeneration() event occurs, indicating that the player has now generated the animation frames for this SiGML sequence: its handler causes the page's playing flag to be set, while the player proceeds automatically to play the newly generated frames.

When the playing of these animation frames is completed the player generates the DonePlay() event, whose handler advances the cyclic play-list index and initiates a (1000ms) timer. 

The SiGMLToSigningAvatar control generates an event as each frame is played, and it also generates an event as the animation of each new SiGML sign is started. By providing handlers for these events, this page is able to provide information in the browser's status bar. Specifically, the gloss name of the currently playing sign within a 

given SiGML sequence is displayed while that sign plays, and at the end of each SiGML document the status display briefly records the number of animation frames shown, and the total number for that sequence: this gives an indication of the graphics capabilities of the given computer platform.

Two further events, 

OnPlayerFinishShowFrame(lFrameIndex,lFinishTimeMillis) and OnPlayerChangeUnit(lIndex)increment the frameCount, and displays the new gloss of the sign being played in the browser’s status bar.
 [Note it is possible to use a <signing_ref> SiGML element to identify each SiGML document file to the SiGMLToSigningAvatar control. However, for the current release of the SiGMLSinging package, this technique works only for files identified by a local file system pathname and not for arbitrary URLs.]

Complete code listing:

<HTML>

<HEAD>

<TITLE>Simple Demo -- SiGMLToSigningAvatar (XML-URL-Data)</TITLE>

<XML ID="SiGMLDoc0" SRC="./iTakeMugDemo.sigml"/>      //XML Data islands

<XML ID="SiGMLDoc1" SRC="./forkTwiceDemo.sigml"/>

<XML ID="SiGMLDoc2" SRC="./werkNGTDemo.sigml"/>

<XML ID="SiGMLDoc3" SRC="./blenderStoryDemo.sigml"/>

<SCRIPT LANGUAGE="javascript">

// Definitions from SiGMLToSigningAvatar control:

var pmManual = 0;

var pmAuto   = 1;

var atVisia3 = 1;

var atVisia2 = 2;

var atVisia4 = 3;

var atARPMan = 4;

var atNewVisia3 = 5;

var atVGuido = 6;

var playLabels;     // Tags for SiGML sequences;

var playTexts;      // NL Texts for SiGML sequences;

var playLimit;      // Number of SiGML sequences;

var curPlayIndex;   // Current SiGML sequence;

var curSiGMLLabel;

var curText;

var curStatusMsg;

var jSiGMLIn;

var animSpeedUp = 1.0;      // SiGMLToSigningAvatar properties;

var fps = 25;

var avatarID = atVGuido;    // The chosen avatar;

var playing = false;

var frameCount = 0;         // Counts frame-shown events.


function Initialise()

{

    playLimit = 4;

    playLabels = new Array(

        "I-Take-Mug", "Fork-twice", "Werk-NGT", "Blender story"

    );

    playTexts = new Array(

        "Text 0: \nI take the mug.",

        "Text 1: \nFork, fork.",

        "Text 2: \nWerk.",

        "Text 3: \n"+

            "I saw an exciting video. I tell the story. "+

            "I am a woman in the film. I invited four friends. "+

            "I cook soup. I put an orange in the blender. "+

            "The blender explodes. The orange splashes onto my front.\n"

    );

    curPlayIndex = 0;

    jSiGMLIn = new ActiveXObject("JSiGMLIn.JSiGMLInput");

    ssAvatar.BackgroundColour = 0xD0B0A0;   // BGR (not RGB!)

    ssAvatar.Initialise(avatarID, jSiGMLIn);

    window.status = "Avatar ("+avatarID+") loading.";

}

function Terminate()

{

    ssAvatar.Terminate();

    jSiGMLIn = null;

}

function getSiGMLText(index)

{

    var sdoc = document.all("SiGMLDoc"+index);

    var sigml = sdoc.documentElement.xml;

    return sigml;

}

function doAvatarReady()

{

    window.status = "Avatar ("+avatarID+") loaded.";

    startNextSiGMLText();

}

function startNextSiGMLText()

{

    var i = curPlayIndex;

    curSiGMLLabel = playLabels[i];

    curText = playTexts[i];

    curStatusMsg = "SiGML-Sequence "+i+": "+curSiGMLLabel;

    var sigml = getSiGMLText(i);

    window.status = curStatusMsg;

    txtShowText.value = curText;

    ssAvatar.PlayerSpeedLog2 = animSpeedUp;

    ssAvatar.AcceptNewSiGMLString(sigml, fps);

}

function doStartAnimation()

{

    frameCount = 0;

    playing = true;

    ssAvatar.PlayerChangeMode(pmAuto);

}

function doPlayerFrameShown()

{

    ++ frameCount;

}

function doPlayerSiGMLUnitChange(index)

{

    var glossMsg = "  Gloss="+ssAvatar.GetSiGMLUnitName(index);

    window.status = curStatusMsg+glossMsg;

}

function doPlayerModeHasChanged(bManual)

{

    if (bManual == 1)

    {

        var fmsg = ""+frameCount+" frames out of "+ssAvatar.CountFrames;

        window.status = curSiGMLLabel+" animation done ("+fmsg+").";

        ++ curPlayIndex;

        if (curPlayIndex == playLimit) {

            curPlayIndex = 0;

        }

        playing = false;

        startTicking();

    }

}

function tick()

{

    if (!playing)       // Sanity check -- should never fail;

    {

        if (chkPaused.checked) {

            startTicking();

        }

        else {

            startNextSiGMLText();

        }

    }

}

function startTicking()

{

    var timerID = window.setTimeout("tick()", 1000);

}

</SCRIPT>

<SCRIPT for="ssAvatar" event="OnAvatarInitialised()" language="javascript">

doAvatarReady();

</SCRIPT>

<SCRIPT FOR="ssAvatar" EVENT="OnSigningDataIsAvailable()" LANGUAGE="javascript">

    
doStartAnimation();

</SCRIPT>

<SCRIPT FOR="ssAvatar" EVENT="OnPlayerChangeMode(bManual)" LANGUAGE="javascript">

    
doPlayerModeHasChanged(bManual);

</SCRIPT>

<SCRIPT FOR="ssAvatar" EVENT="OnPlayerFinishShowFrame(lFrameIndex, lFinishTimeMillis)"

LANGUAGE="javascript">

    
doPlayerFrameShown();

</SCRIPT>

<SCRIPT FOR="ssAvatar" EVENT="OnPlayerChangeUnit(lIndex)" LANGUAGE="javascript">

    
doPlayerSiGMLUnitChange(lIndex);

</SCRIPT>

</HEAD>


<BODY ONLOAD="Initialise()" ONUNLOAD="Terminate()">

<h3>Simple Demo -- SiGMLToSigningAvatar (XML-URL-Data)</h3>

<!-- SiGMLToSigningAvatar -->

<OBJECT ID="ssAvatar" 

    CLASSID="clsid:20E52958-E0E3-4C06-8D0E-A477DEFD4933"

    STYLE="height: 65%; width: 45%;">

Unable to display SiGMLToSigningAvatar Control

</object>

&nbsp;

<TEXTAREA ID="txtShowText"

    STYLE="height: 65%; width: 45%; font: '14pt sans-serif';">

</TEXTAREA>

<br>

Paused:

<input TYPE="CHECKBOX" NAME="chkPaused" VALUE="1"></input>

</BODY>

</HTML>
1.3
Framesets

The eSIGN avatar is relatively slow to load, and therefore, once present, it is desirable that it stays loaded to sign further text as a user navigates though the pages of a website. Existing pages need to be modified. Two basic solutions are offered here:

· The avatar is included as a frame, taking up some of the space previously occupied by the web page it is to translate into sign language.

· The avatar is displayed in a small floating pop-up window, or modeless dialog box (itself in fact a Frame) which can be moved around by the user to facilitate viewing of web pages beneath. 

For the purposes of comparison, both versions start from the same basic page(s):


In both versions, small icons have been inserted next to the text which is to be signed. Hyperlinks on the text could be used instead. Javascript is used to link the icons to the Avatar.play method, which instructs the avatar to play the appropriate animation. 

For each version of the solutions, there follows a diagram showing the main sections of code which initiate avatar signing, and how this is linked in the frameset. The complete code for the page is also included for the first solution. The minor modifications necessary to alter that code to make a pop-up version should be clear from the second diagram.


Avatar integral with the web pages In this version, the avatar is loaded at the same time as the first frameset webpage. Any number of frames can be used to make up a single web page, which will include one frame for the avatar.  It is advisable to use only a few frames. Linked pages do not need to include the avatar, as they will appear as a single frame constituent, to replace one frame of the first webpage. You need a directory index page (usually index.html) giving details of all the html pages used to build the frameset and their layout, and all the other html pages you plan to use for the first frameset, including one for the avatar.








Code for the Frameset with integral Avatar
There are four separate files which go to make up this page: Index.htm, Title.htm, Text.htm and Avatar.htm.  A Second frame Text2.htm, linked from Text.htm is also included. Text2.htm replaces Text.htm in the frameset when the “Click here for another example” link is clicked.

Index.htm
<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.01 Frameset//EN" "http://www.w3.org/TR/html4/frameset.dtd">

<html>

<head>

<title>Culinary Tales, Integral Avatar version, Index.htm</title>

<meta http-equiv="Content-Type" content="text/html; charset=iso-8859-1">

</head>

<frameset rows="*" cols="*,421" framespacing="0" frameborder="NO" border="0">

  <frameset rows="210,*" cols="*" framespacing="0" frameborder="NO" border="0">

    <frame src="Title.htm" name="topFrame" scrolling="NO">

    <frame src="Text.htm" name="mainFrame">

  </frameset>

    <frame src="Avatar.htm" name="rightFrame" scrolling="NO" noresize >  

</frameset>

<noframes><body>

</body></noframes>

</html>

Title.htm
<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.01 Transitional//EN">

<html>

<head>

<title>Culinary Tales, Integral Avatar version, Title.htm</</title>

<meta http-equiv="Content-Type" content="text/html; charset=iso-8859-1">

</head>

<body bgcolor="#99CCCC">

<table width="100%" border="0" align="center" cellspacing="10">

  <!--DWLayoutTable-->

  <tr> 

    <td valign="top" bgcolor="#99CCCC"><div align="center"><font size="6" face="Geneva, Arial, Helvetica, sans-serif">Culinary 

        Tales</font> </div></td>

  </tr>

  <tr valign="middle"> 

    <td valign="top" bgcolor="#99CCCC"><div align="center"><font size="2" face="Times New Roman, Times, serif"><em>To 

        see a section of text signed, please click on the eSign icon next to it</em><strong> 

        </strong></font><font face="Verdana, Arial, Helvetica, sans-serif"><img src="images/Esign_logo03_micro.jpg" width="31" height="52" align="bottom"></font></div></td>

  </tr>

</table>

</body>

</html>

Text.htm
<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.01 Transitional//EN">

<html>

<head>

<title>Culinary Tales, Integral Avatar version, Text1.htm</title>

<meta http-equiv="Content-Type" content="text/html; charset=iso-8859-1">

</head>

<body bgcolor="#99CCCC">

<table
border="0" align="CENTER" width="100%">

  <tr> 

    <td width="32" align="left" valign="top"><div align="left"><font face="Verdana, Arial, Helvetica, sans-serif"><a href="javascript:window.top.rightFrame.LoadPlayList('a')"><img src="images/Esign_logo03_micro.jpg" width="31" height="57" border="0"></a></font></div></td>

    <td width="30" valign="middle"><!--DWLayoutEmptyCell-->&nbsp;</td>

    <td width="372" valign="middle"> <p>&nbsp;

      <p><font size="3" face="Geneva, Arial, Helvetica, sans-serif">I saw an exciting 

        video. I tell the story.</font><br>

        <br>

    </td>

    <td width="250" rowspan="6" align="center" valign="bottom"><div align="right"><img src="images/blender-right-front%20copy.gif" width="198" height="279"></div></td>

  </tr>

  <tr> 

    <td valign="top"><font face="Verdana, Arial, Helvetica, sans-serif"><a href="javascript:window.top.rightFrame.LoadPlayList('b')"><img src="images/Esign_logo03_micro.jpg" width="31" height="57" border="0"></a></font></td>

    <td valign="middle"><!--DWLayoutEmptyCell-->&nbsp;</td>

    <td valign="middle"><p><font size="3" face="Geneva, Arial, Helvetica, sans-serif">I 

        am a woman in the film. I invited four friends.</font></p></td>

  </tr>

  <tr> 

    <td align="left" valign="top"><div align="left"><font face="Verdana, Arial, Helvetica, sans-serif">

<a href="javascript:window.top.rightFrame.LoadPlayList('c')"><img src="images/Esign_logo03_micro.jpg" width="31" height="57" border="0"></a></font></div></td>

    <td valign="middle"><!--DWLayoutEmptyCell-->&nbsp;</td>

    <td valign="middle"> <p><font size="3" face="Geneva, Arial, Helvetica, sans-serif">I 

        cook soup. I put an orange in the blender.</font><br>

      </p></td>

  </tr>

  <tr> 

    <td valign="top"><font face="Verdana, Arial, Helvetica, sans-serif"><a href="javascript:window.top.rightFrame.LoadPlayList('d')"><img src="images/Esign_logo03_micro.jpg" width="31" height="57" border="0"></a></font></td>

    <td valign="middle">&nbsp;</td>

    <td valign="middle"><p><font size="3" face="Geneva, Arial, Helvetica, sans-serif">The 

        blender explodes. The orange splashes onto my front.</font><br>

      </p></td>

  </tr>

  <tr> 

    <td height="3" valign="top"><font face="Verdana, Arial, Helvetica, sans-serif">&nbsp;</font></td>

    <td></td>

    <td><p>&nbsp;</p>

      <p>&nbsp;</p>

      <p><a href="Test.htm"><font face="Geneva, Arial, Helvetica, sans-serif">Click 

        here for another example</font></a></p></td>

  </tr>

  <tr> 

    <td height="3" valign="top">&nbsp;</td>

    <td></td>

    <td></td>

  </tr>

</table>

</body>

</html>

Avatar.htm

<!DOCTYPE HTML PUBLIC "-//W3C//DTD HTML 4.01 Transitional//EN">

<html>

<head>

<title>Untitled Document</title>

<SCRIPT LANGUAGE="javascript">



var H2S;



var sGlossBeingPlayed = new String;



var signSet;



function Initialise()



{





H2S = new ActiveXObject( "JSiGMLIn.JSiGMLInput");




SetButtonsStatus();




Avatar.Initialise( 6, H2S);
// 0=NoAvatar, 1=Visia3, 2=Visia2, 3=Visia4, 4=ARPMan, 5=NewVisia3, 6=Guido




Avatar.DoBlendFrames = true;  // 8=Michael



}



function LoadPlayList(signSet)



{




var docXML;




//alert(signSet);




docXML = document.all(signSet).XMLDocument;




docXML.async = false;




//window.alert( docXML.xml);




Avatar.AcceptNewSiGMLString( docXML.xml, 25); 



}



function Play()



{







//Avatar.PlayerDoCycleFrames = chkCycle.checked;







//LoadPlayList(signSet);




Avatar.PlayerDoCycleFrames = false;




Avatar.PlayerChangeMode(1); 


        //SetButtonsStatus();



}



function Stop()



{




Avatar.PlayerChangeMode( 0);




SetButtonsStatus();



}



function Back()



{




Avatar.PlayerShowPreviousFrame();




SetButtonsStatus();



}



function Forward()



{




Avatar.PlayerShowNextFrame();




SetButtonsStatus();



}



function SetButtonsStatus()



{




btnPlay.disabled = !(Avatar.SigningDataAvailable && Avatar.PlayerModeIsManual);




btnStop.disabled = Avatar.PlayerModeIsManual;




btnBack.disabled = !Avatar.PlayerShowPreviousFrameOK;




btnForward.disabled = !Avatar.PlayerShowNextFrameOK;



}



function CycleClicked()



{




Avatar.PlayerDoCycleFrames = chkCycle.unchecked;



}



</SCRIPT>



<SCRIPT FOR="Avatar" EVENT="OnPlayerChangeUnit(lIndex)" LANGUAGE="JScript">




var sGloss = Avatar.GetSiGMLUnitName( lIndex);




sGlossBeingPlayed = sGloss;






</SCRIPT>


    
<SCRIPT FOR="Avatar" EVENT="OnPlayerChangeMode(bManual)" LANGUAGE="javascript">




SetButtonsStatus();


    
</SCRIPT>


    
<SCRIPT FOR="Avatar" EVENT="OnAvatarInitialised()" LANGUAGE="javascript">




//LoadPlayList();


    
</SCRIPT>


    
<SCRIPT FOR="Avatar" EVENT="OnSigningDataIsAvailable()" LANGUAGE="javascript">







Play();




SetButtonsStatus();


    
</SCRIPT>



<XML id="a">




<sigml>




 



*** sigml should be here ***




</sigml>






</XML>



<XML id="b">




<sigml>






*** sigml should be here ***




</sigml>



</XML>



<XML id="c">




<sigml>









*** sigml should be here ***




</sigml>



</XML>



<XML id="d">




<sigml>





*** sigml should be here ***

</sigml>



</XML>



<XML id="e">




<sigml>





*** sigml should be here ***




</sigml>



</XML>



<XML id="f">




<sigml>





*** sigml should be here ***




</sigml>



</XML>



<meta http-equiv="Content-Type" content="text/html; charset=iso-8859-1">

</head>

<body bgcolor="#99CCCC" ONLOAD="Initialise()"</body>

 <table height=100%  width="100%"
border="1" align="CENTER">  

  <tr> 

    <td width="90%" height="100%" rowspan="1" align="center" valign="TOP"> 

<object classid="clsid:20E52958-E0E3-4C06-8D0E-A477DEFD4933" width = "100%;" height = "100%;" align="right" id="Avatar"></object>

    </td>

  </tr>  

  <tr>     

  </tr>

  <tr> 

    <td align="center" valign="top">

      



<input 
type="button" 
name="btnPlay"
value="Play" onClick="Play()"> 

<input 
type="button" 
name="btnStop"
value="Stop" onClick="Stop()"> 

<input 
type="button" 
name="btnBack"
value="Back" onClick="Back()"> 

<input 
type="button" 
name="btnForward" value="Forward" onClick="Forward()">

    </td>

  </tr>  

</table>

</body>

</html>

Avatar in a pop-up window In this version, the avatar is only loaded when a signing link is clicked. Again, any number of frames can be used to make up a single web page, but for this version, only one is necessary. You still need a directory index page (usually index.html) giving details of all the html pages used to build the frameset and their layout, together with the javascript functions which will load the avatar.html page into a modeless dialog window when signing is required.












2 ADDITIONAL FEATURES

This is not a comprehensive list, but it does address some of the more common “How do I…” questions.  Developers are advised to read the ReadMe.txt file in the SiGMLSigning install package, for further information.

2.1 – How to check SiGMLSigning software is installed on a client machine

The following script can be applied:

<html>

<head>

  <title>SiGMLSigning Install Check</title>

  <script language="JavaScript">

    var SSHomeKey = "HKLM\\SOFTWARE\\eSIGN\\SiGMLSigning\\Home";

    var SSStatusMsg = "????";

    function Initialise()

    {

        var shell = new ActiveXObject("WScript.Shell");

        var sshome = "";

        try {

            sshome = shell.RegRead(SSHomeKey);

        }

        catch (ex) {

        }

        finally{

            var ssexists = (sshome.length > 0);

            SSStatusMsg =

                "SiGMLSigning "+

                (ssexists ? "exists!" : "does not exist!");

        }

    }

    function ShowSSStatus()

    {

        txtMessage.value = SSStatusMsg;

    }

  </script>

</head>

<body onload="Initialise()">

<h1>SiGMLSigning Install Check</h1>

<br>

<textarea id="txtMessage" rows="1"

    style="width:100%; font:'18pt sans-serif'">

[[click the button below]]

</textarea>

<br>

<input type="button" name="btnSSShow"

    value="SiGMLSigning Exists?"

    onclick="ShowSSStatus()">

</input>

<br><hr>

</body> <html>

2.2- How to change the avatar background colour

Place the following line in the html:

Avatar.BackgroundColour = 0xD0D0A0; - and you MUST put it BEFORE the line which says:
Avatar.Initialise(6,H2S) If you put the new line after Avatar.Initialise(), the colour won't change.
Change the Hex number to change the actual colour.  The 0x always stays as it is, the 6 characters after that (D0D0A0) represent the colour. They go in pairs but the order is BGR, not RGB as you might expect. So:

Blue component = D0 = 208

Green component = D0 = 208

Red component = A0 = 160

2.3 – How to switch ambient motions on and off

Anywhere after Avatar.Initialise(), assuming your avatar is called Avatar, then, if you want to set all the ambients on, in JavaScript :

                var ambients = (AM_BLINKING  |  AM_BODY  |  AM_HEAD);

                Avatar.SetAmbientMotions( ambients );

To turn them all off:

                

var ambients = 0;

                Avatar.SetAmbientMotions( ambients );

To set just two of them on:

                

var ambients = (AM_BLINKING  |  AM_BODY);

                Avatar.SetAmbientMotions( ambients );

Looking at it another way:

var ambients = Avatar.GetAmbientMotions();  gets the three flags in a variable called ambients

                ambients |= AM_BODY;         


if you want to switch the body motion *on* and 

                ambients &= (~ AM_BODY); 



if you want to switch it *off* and then...
                Avatar.SetAmbientMotions(ambients);  

write it back
Replace AM_BODY with AM_HEAD or AM_BLINKING for the other two.
2.4 – How to use alternative directories for SiGML files

Place the SiGML files in your chosen directory.

Set a variable at the top of your (avatar) html file:

var USER_BASE_PATH = "C:/Program Files/eSIGN/SiGMLSigning/Files/non-std-UserBase";
which is the directory where you keep all your SiGML files for a particular project. 

This avoids the files getting mixed in with all the other files in the default C:\Program Files\eSign\SiGMLSigning\Files directory.

Then AFTER (and it has to be after) ssAvatar.Initialise(avatarID, jSiGMLIn);
You put the line:
ssAvatar.UserInputBaseURI = USER_BASE_PATH;
which specifies that directory as an alternative place to look for SiGML files.

2.5 – How to avoid putting all the SiGML in the HTML pages
SiGML files can be referenced by their file names:

<sigml> <signing_ref uri='mySigmlFile' format='SiGML'/> </sigml>

where mySigmlFile.sigml is the name of the SiGML file required.

3 - Reference

3.1 – Available Avatars
In the complete SiGML Signing installation, 8 avatars are available. These are referenced numerically in the web page avatar initialisation script:


ssAvatar.Initialise(avatarID, jSiGMLIn);
where ssAvatar is the name assigned to the avatar instantiation, and avatarID is the numeric variable specifying which avatar is to be used.

Possible avatars are:

	Avatar
	Number

	Visia3
	1

	Visia2
	2

	Visia4
	3

	ARPMan
	4

	NewVisia3
	5

	VGuido
	6

	Shaded Vguido
	7

	Michael
	8


The official eSIGN avatar is Vguido, and he should be used in all formal web page applications.
3.2 - SiGMLSigning - Enumerations, Methods, Properties And Events

The SiGMLSigning library provides an interface called ISiGMLToSigningAvatar which has the following enumerations, methods, properties and events. These can be scripted into web pages to access various aspects of avatar functionality. A few recent additions are not included here.

Enumerations:

enum {NoAvatar, Visia3, Visia2, Visia4, ARPMan, NewVisia3, Guido} Avatar; 

Used with the Initialise and SwitchAvatar methods to denote which avatar to use.

enum {Manual, Auto} PlayerMode;

Used with the PlayerChangeMode method.
Methods:

Initialise( [defaultvalue(Guido)] Avatar a, 



          [in,defaultvalue(NULL)] IDispatch* pJSiGMLInput);

Once an instance of a ISiGMLToSigningAvatar has been instantiated call this method to specify the avatar to use and to pass in a pointer to a JSiGMLIn library.
Terminate();


This does not do anything now: ignore.

ResetCamera();


This method restores the camera to its default startup position.

AcceptNewSiGMLURI( [in] BSTR bsURI, [in] int nFrameRate);

Call this to pass in an URI to a SiGML file for which animation frames are required.

AcceptNewSiGMLString( [in] BSTR bsSiGMLString, [in] int nFrameRate);


Call this to pass in a SiGML string for which animation frames are required.

GetSiGMLUnitSiGML([in] long lIndex, [out, retval] BSTR* bsSiGML);

Call this to obtain the hamgestural_sign text of the Signing Unit identified by lIndex.

GetSiGMLUnitHNSSign([in] long lIndex, [out, retval] BSTR* bsHNS);

Call this to obtain the hns_sign text (if any) of the Signing Unit identified by lIndex.

GetSiGMLUnitName([in] long lIndex, [out, retval] BSTR* bsName);

Call this to obtain the name (either gloss of file name) of the Signing Unit identified by lIndex.

GetSiGMLUnitFrameRange([in] long lIndex, [out] long *plFirstFrame,[out] long* plLastFrame);

Call this to obtain the first and last indices of the animation 
frames of the current frame range of the Signing Unit identified by lIndex.

GetSiGMLUnitIndex([in] long lFrameIndex, [out, retval] long* plIndex);

Call this to obtain the Signing Unit index of the given animation frame index, lFrameIndex.

PlayerChangeMode([in]PlayerMode pm);


Change the player mode.

PlayerSetFrameRange( [in] long lFirstFrame, [in] long lLastFrame);


Sets the current animation frame range.

PlayerShowFrame([in] long lFrameIndex, [out, retval] BOOL *pVal);

Causes an animation frame, identified by lFrameIndex, to be rendered by an avatar.

PlayerShowNextFrame();

Causes the next animation frame in the list animation frames to be rendered by an avatar.
PlayerShowPreviousFrame();

Causes the previous animation frame in the list animation frames to be rendered by an avatar.

PlayerShowNextSignUnit([in] BOOL bSetSignFrameRange);

Causes the first animation frame of the next Signing Unit in the  list of Signing Units to be rendered by an avatar.

PlayerShowPreviousSignUnit([in] BOOL bSetSignFrameRange);

Causes the first animation frame of the previous Signing Unit in the list of Signing Units to be rendered by an avatar.

SetDefaultFrameRange();

Sets the current animation frame range to the default values: the first animation frame in the list and the last animation frame in the list.

GetCASFrame([in] long lFrameIndex, 

  [out] float* pfpTimeStamp, 


 [out] SAFEARRAY(VARIANT)* psaBoneLengths, 



[out] SAFEARRAY(VARIANT)* psaBoneNames, 




out] SAFEARRAY(VARIANT)* psaBoneValues,





[out] SAFEARRAY(VARIANT)* psaMorphNames, 






out] SAFEARRAY(VARIANT)* psaMorphValues);


Retrieve all the CAS data for the animation frame identified by lFrameIndex.

GetSiGMLUnitExplicitSiGML([in] long lFrameIndex, 
[out, retval] BSTR* bsExplicitSiGML);


Call this to obtain the Explicit SiGML of the Signing Unit identified by lIndex.

SwitchAvatar(Avatar aNew);


Call this to load a different avatar.

Properties:

AppInputBaseURI - string - read/write


This specifies a folder in which signing_ref files can be found.


UserInputBaseURI - string - read/write


This specifies a another folder in which signing_ref files can be found.


DoBlendFrames - boolean - read/write

If True then blend region animation frames are created if required. If False no blend region animation frames are created.

SigningDataAvailable - boolean - read only

True when all Signing Units and animation frames have been generated for a SiGML input file (or string)

CountSiGMLUnits - long - read only


The count of Signing Units.

CountFrames - long - read only


The count of animation frames generated.

PlayerDoCycleFrames - boolean - read/write

If True, after playing the last animation frame the next animation frame to be played is the first animation frame. If in Manual mode, and calling PlayerShowPreviousFrame() after playing the first animation frame the next frame to be played is the last animation frame.

PlayerSpeedLog2 - float - read/write


For adjusting the speed at which the avatar plays animation frames. 

PlayerModeIsManual - boolean - read only


True if Manual mode, False otherwise.

PlayerFrameLo - long - read only


The first animation frame in the current frame range.

PlayerFrameHi - long - read only


The last animation frame in the current frame range.

PlayerFrameIndex - long - read only


The index of the last played animation frame.

PlayerUnitIndex - long - read only


The index of the last played Signing Unit

PlayerShowPreviousFrameOK - boolean - read only


If True, it is possible to show the previous frame in the current frame range.

PlayerShowNextFrameOK - boolean - read only


If True, it is possible to show the next frame in the current frame range.

PlayerShowAdjacentUnitOK - boolean - read only

If True, it is possible to show the first animation frame of the next or previous Signing Unit.
PlayerSetFrameRangeOK - boolean - read only


If True, it is possible to set a current frame range.

Version - string - read only


Animgen version string.

AnimgenLogFile - string -read only


URI of log file used by animgen.

AppendToLogFile - boolean - write only

If True, the animgen output for the current signing session is appended to the output from previous signing sessions. If False, the previous contents of the animgen log file are discarded. 

CanSwitchAvatar - boolean - read only

If True, a call to SwitchAvatar() should succeed; if False a call to SwitchAvatar() will not succeed.

Events:

OnAvatarInitialised()


An avatar has been successfully loaded. This event is fired after a call to Initialise() or SwitchAvatar().

OnStartSiGMLIn()


The processing of the SiGML file (or string) has started.

OnSiGMLInUnit(long lIndex)


The Signing Unit specified by the lIndex parameter has been received.

OnFinishSiGMLIn(BOOL bSuccess, BSTR bsStatus)


The processing of the SiGML file (or string) has finished.

OnStartSigningRef(BSTR sURI, long lIndex)


A signing_ref has been found and is now being processed.

OnFinishSigningRef()


A signing_ref has finished being processed.
OnStartGenFramesForUnit(long lIndex, long lFrameCount, BSTR bsStatus)

The generation of lFrameCount animation frames has started for the Signing Unit denoted by lIndex.

OnGenFrameForUnit(long lIndex, long lFrameIndex)

An animation frame, denoted by lFrameIndex, has been generated for the Signing Unit denoted by lIndex. 

OnFinishGenFramesForUnit(long lIndex, BOOL bSuccess, BSTR bsStatus)

The generation of animation frames for the Signing Unit denoted by lIndex has completed.
OnPlayerChangeMode(BOOL bManual)


The playing mode has changed.

OnPlayerStartShowFrame( long lFrameIndex, long lStartTimeMillis)

The rendering of an animation frame by an avatar, denoted by lFrameIndex, has started. lStartTimeMillis denotes the start time.
OnPlayerFinishShowFrame( long lFrameIndex, long lFinishTimeMillis)

The rendering of an animation frame by an avatar, denoted by lFrameIndex, has finished. lFinishTimeMillis denotes the finish time.

OnPlayerChangeUnit(long lIndex)

This occurs when an animation frame is played that belongs to a different Signing Unit to the previous animation frame played.

OnSigningDataIsAvailable()

All Signing Units have been determined and all animation frames have been generated for the SiGML file (or string) passed in as input.

OnAnimgenLogFileAvailable()


The log file used by animgen is available to be viewed.

OnAnimgenLogFileNotAvailable()


The log file used by animgen is not available to be viewed - animgen is still using it.
3. OnAvatarInitialised event triggered  when  ssAvatar.Initialise(avatarID.jSiGMLIn) has been completed.  Calls doAvatarReady() function





2. Javascript Initialise() function.


Sets avatarID to 6 = Virtual Guido.


Creates JSiGMLIn object.


Calls the avatar object’s “Initialise” method to set avatar to be used and passes pointer to JSiGMLIn library. Triggers OnAvatarInitialised event when complete





1. When page is loaded, call javascript “Initialise()” function





Avatar object definition. 


height and width %’s may be altered.





Page heading





<BODY ONLOAD="Initialise()" >


		<H3>Simplest Web Page Demo -- SiGMLToSigningAvatar</H3>





		<!-- SiGMLToSigningAvatar -->


		<OBJECT ID="ssAvatar" 


    			CLASSID="clsid:20E52958-E0E3-4C06-8D0E-A477DEFD4933"


    			STYLE="height: 75%; width: 50%;">


		</OBJECT>


</BODY>


</HTML>








4. doAvatarReady() function.


Define sigml to be used (there are other ways of doing this)


Also define frame speed. Pass both to avatar method AcceptNewSiGMLString to create animation frames.





5. OnSigningDataIsAvailable event triggered  when AcceptNewSiGMLString method has finished creating animation frames for SiGML specified. Calls doStartAnimation() function





6. doStartAnimation()function  ssAvatar.PlayerChangeMode(1) changes the mode to Auto. This causes the avatar to start playing the created animation.








Figure 3a: Avatar included as a Frame. Original page (see Figure 3c) has to be modified to include avatar.





Figure 3b: Avatar remains while a new linked page is loaded.





Figure 3c: Avatar included as a Pop-up window which remains even when linked pages below change. Changes to original page are minimal.





Index.htm (frameset, or top)  There is no reason why you cannot change this layout (no title, title across full pagewidth, etc)


<head>


<title>Signed Form Demo</title>


<meta http-equiv="Content-Type" content="text/html; charset=iso-8859-1">


</head>												 


<frameset rows="*" cols="*,421" framespacing="0" frameborder="NO" border="0">	    A frameset with 1 row and 2 columns 


  <frameset rows="135,*" cols="*" framespacing="0" frameborder="NO" border="0">     The first column has 2 rows called 


    <frame src="Title.htm" name="topFrame" scrolling="NO" noresize>		    Title.htm and


    <frame src="Text.htm" name="mainFrame">						    Text1.htm


  </frameset>


  <frameset rows=370">    


    <frame src="Avatar.htm" name="rightFrame" scrolling="NO" noresize >  	           The second column has just one row called Avatar.htm


</frameset>


<noframes>										           (the last 3 lines are for browsers which do not support frames)


<body></body>									           NOTE the <frameset> tags and content are OUTSIDE the


</noframes>											           <HEAD></HEAD>  and <BODY> </BODY> tags








Avatar.htm (rightFrame)


<HEAD> … </HEAD> containing:


All javascript functions to control the avatar, buttons etc, including LoadPlayList (‘a’)





(NB In the Initialise() function, order is  important:


ssAvatar.BackgroundColour = 0xD0B0A0;   


ssAvatar.Initialise(avatarID, jSiGMLIn);


ssAvatar.UserInputBaseURI = C:\MyDir;)





Also include the XML 


(or references to it – syntax described elsewhere in this document), eg:


<XML id="a">


   <sigml> 				


<hamgestural_sign gloss="video">  … etc.


note the "a" here corresponds to the 'a' in  Play('a') in Text.html





<BODY bgcolor="#CCCCFF" ONLOAD="Initialise()">


…is the start of the <BODY> setting the background colour and calling the Avatar.Initialise() function.


The <BODY> </BODY> tags also contain the Avatar ActiveX object definition:


<object classid="clsid: 20E52958-E0E3-4C06-8D0E-A477DEFD4933"      


  width = "100%;"height = "100%;" align="right" id="Avatar"	>


</object>


 Also include any buttons, slider bars etc which control Avatar play.





Title.htm (topFrame)


(Probably won’t have any linking material)








Text.html (mainFrame)





All the first regular page plus image or text links to signing, in the format:


  <a ref="javascript:window.top.rightFrame.LoadPlayList('a')">       


          <img src="images/Esign_logo03_micro.jpg" 


          width="31" height="57" border="0">	


 </a>


(this could all be on one line)





Notice that in window.top.rightFrame.LoadPlayList('a')… 


window.top refers to the index.htm frameset which in turn tells you that the javascript function Play() is in the rightFrame of that frameset. 


'a'is a way of referencing the XML that should be played by the avatar for this particular link.  Any letter(s) or numbers could be used instead of 'a'.





Any linked pages will replace this frame, while Avatar.htm and Title.htm remain.





Index.htm (frameset, or top)  There is no reason why you cannot change the frameset layout (add frames, etc)


<HEAD>


function Play(signSet){


	if(!avatarWindow || avatarWindow.closed){


		avatarWindow=window.showModelessDialog("Avatar.htm",window, "dialogHeight:620px; dialogWidth:350px; dialogTop:30px; dialogLeft:900px; edge:sunken; scroll:no; status:yes; help:no");


		


avatarWindow.signSet=signSet;


		//avatarWindow=window.open("Avatar.htm","SigningWindow","width=350,height=700,status=1");


	}


	else{


	avatarWindow.focus();


	avatarWindow.signSet=signSet;	


	avatarWindow.Play();


	}			


}


</HEAD>


<frameset rows="*">	


	<frame name="main" src="Text.htm">


</frameset>


<noframes><body></body></noframes>





									           





The javascript function Play(signSet) launches the modeless dialog (called avatarWindow ) if it is not already loaded. And then calls avatarWindow.Play() to sign. 


Note that this time a variable (var signSet;)


is set in Avatar.html to indicate which sign sequence (‘a’ here) is required.





Text.html (mainFrame)





All the first regular page plus image or text links to signing, in the format:


  <a ref="javascript:window.top.Play('a')">       


          <img src="images/Esign_logo03_micro.jpg" 


          width="31" height="57" border="0">	


 </a>


(this could all be on one line)





Notice that in window.top.Play('a')… 


window.top refers to the index.htm frameset which in turn tells you that the javascript function Play() is in Index.htm. 


'a'is a way of referencing the XML that should be played by the avatar for this particular link.  Any letter(s) or numbers could be used instead of 'a'.





Any linked pages will replace this frame, while the modeless dialog remains.





Avatar.htm (modeless dialog)


<HEAD> … </HEAD> containing:


All javascript functions to control the avatar, buttons etc, including Play()


(NB Again, in the Initialise() function, order is  important:


BackgroundColour; Initialise(); UserInputBaseURI = C:\MyDir;)


Also new variable var signSet; to store the signing id for the XML





Also include the XML 


(or references to it – syntax described elsewhere in this document), eg:


<XML id="a"> <sigml> <hamgestural_sign gloss="video">  … etc.


note the "a" here corresponds to the 'a' in  Play('a') in Text.html


<BODY bgcolor="#CCCCFF" ONLOAD="Initialise()">


…is the start of the <BODY> setting the background colour and calling the Avatar.Initialise() function.


The <BODY> </BODY> tags also contain the Avatar ActiveX object definition:


<object classid="clsid: 20E52958-E0E3-4C06-8D0E-A477DEFD4933"      


  width = "100%;"height = "100%;" align="right" id="Avatar"	>


</object>    Also include any buttons, slider bars etc which control Avatar play.





Figure 1


The basic webpage with avatar , created from the code on the following page
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