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S UMMARY  

With this license component it is poss ible to use  Flash  an imations and Image Maps.  A Flash  

animation may consist of moving  or changing text, media ite ms, images, links and movies.  An 

image map is  a pic ture  cont ain ing certa in  areas on which v isitors  can c lick.  

 

 

PREREQUISITES  

Content Manage ment  

 Basic  Conten t Manage ment  

 Extended Con tent Manage ment  
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1   FL ASH ELEME NT  

1.1  Ta i lore d an im at ion  in  G X  W eb Mana ger  

The content element F las h per mits the editor to put animat ions on a page. An animation may 

consist of mov ing  or  chang ing  text, media items, images , links and movies . For this purpose, the 

content element uses software written in Adobe Flash (for mer ly Macromedia F lash). This 

animation software is contained in a fi le of the type '.s wf' (Shock Wave Flash) and is refer red to as 

'f las h fi le ' here as well. A F lash animation is made by a software developer - usually in 

cooperation wit h a graphica l designer.  

By means of a specia l interface, thes e F lash animations can acc ess data that is available within 

GX W ebManager. 

The editor can pres et the animat ion with parameters. So the editor can indicate which text, 

media items , images and links the animation has to show. The number of parameters and the 

types of the parameters are specif ic for a  certain F lash program. Paramet ers ar e not mandatory, 

but without parameters t he editor  cannot  affect  the animation.  

1.2  Crea ting  and  e di t i ng  a  F las h cont ent  e le men t  

1.2.1  Necessities 

 The Flas h fi le (' .swf ' ),  stored on y our  loc a l hard driv e or in the ObjectManager.  

 Infor mat ion about the paramet ers of the F lash f i le.  

 Infor mat ion in whic h for mat (in pixels ) t he animation must be shown.  

1.2.2  Creating a Flash content  element  

 In edit  mode, go to the page on which the c ontent element  F lash is  to be placed.  

 Select  menu Insert > Flash . An empty  content element  F lash appears.  

1.2.3  Edi ting a Flash content element  

 Select  the F lash f i le with the button [Browse]  or [Select from Objec tManager].  

 Giv e t he width and height  of the animation.  

 Add the parameters:  

o Choos e the type of paramet er wit h the pull down  'Paramet ers' (Text, Media -

item, I mage or  Link).  

o Giv e t he name of the parameter  in the input f ield of 'Parameters'.   
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o Press the button [Add] . The parameter appears underneath with the given 

name.  

o Assign a va lue to the parameter. The input depends on the type of the 

parameter. I mages can be of the type ' .j pg ',  '.gif '  or  '.png ' .  

 Press the button [Generate con figuration fil e] .   

 Save the page.  

The example below shows one parameter of each type. After saving the va lue of an image type 

parameter, the selected path and fi le nam e disappear  and t he assigned image is actually s hown. 

With the link type, the va lue is actua lly s hown as a link . And with the media it em type the tit le of 

the media item is  shown together  with a possible image out  of t he lead of the media item.  
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The result on the web site of the abov e example, is given below. The result shows the data the 

F lash animation read in from the GX  WebManager  through t he paramet ers:  

 For the parameter 'image1'  the table  s hows the pat h and fi le name of the given image. 

The image (GX- logo) is  a ls o s hown at  the top s ide.  

 For the parameter 'l ink1'  the table s hows the g iven URL.  

 For the parameter 'media item1'  the table not only shows the given tit le, but a lso other 

data out  of t he media item. So, through t he g iven t it le the F las h animation does have 

access to the whole media item.  

 For the parameter ' text input1 '  the table shows  the g iven text.  

In this  example, the text  'Open for bus iness' is  f ixed and not  read in through a parameter.  
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2  IMAGE  MAP  ELEME NT  

2.1  Ima ge  wi th  c li ckab le  a rea s  

The content element ôImage mapõ permits the editor to place an image map. An image map is a 

picture conta ining c ertain areas on which visitors can c lick. In this  description , by  way of 

example, a p ictur e  is  used consisting of four areas wit h photographs  from the countries Hungary, 

Ireland, Austria  and Russia. In this way , a  vis itor can nav igate to t he page of the desired c ountry.  

2.2  Crea ting  and  e di t i ng  an  I ma ge  Map  con tent  e le me nt  

2.2.1  Necessities 

 Image map of type ' .jpg ' , '.gif ' or  '.png ', stored as a f i le  on your hard driv e or under 

control of the  ObjectManager.  

 Infor mat ion how  to arrange the c lickable areas of the image map . If these areas hav e a 

complic ated s hape, an external program like Dreamweaver  is desirable.  

2.2.2  Creating a n Image Map content  element  

 In edit  mode, go to the page on which the c ontent element  I mage Map is  to be placed.  

 Select  menu Insert > Image map .  An empty  content  element I mage Map appears.  

 Save the page. 

2.2.3  Edi ting  an Image Map conten t  element  

 Select the image map ('.j pg ', '.gif ' of ' .png ') wit h the button [Browse]  or  [Select  

from  ObjectManager].  

 Save the page. The image of the image map appears in the c ontent element.  

 Giv e t he other parameters (see the description below) and save the  page.  

 Add the links by  menu Insert  >  Links  (see t he document ôBasic Content 

Management).  

An image map can be given a caption by typing text into 'Alt ernativ e text' and checking the box 

'Use as  caption' . The 'Alt ernativ e text' will a lways be displayed if  t he image itself cannot be 

dis play ed or when the cursor is placed over the image. It's advisable to us e the a lternat ive text at 

a ll t imes in ter ms of satisfy ing the Web Acc essibility Check requirements (see 

http://e c.europa.eu/ ipg/  ).  

http://ec.europa.eu/ipg/
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The field 'Map coordinat es' defines the areas in the picture on which the vis itor can c lick . Other 

funct ionality is  similar  to the content  element I mage.  

Example of an image map element  and related links :  

 

 

Explanat ion of 'Map coordinates':  

<area<L CODE="C02"></L>shape="rect"coords="0, 101 , 101, 200">">  

 <L CODE="C01"></L>  refers to the link t hat will be f ollowed when the vis itor c licks in 

this ar ea.  

 shape="rect"  stands  for the s hape of the area. In this cas e a rectang le.  

 coords="0, 101,  101, 200"  ar e the X and Y coordinates (pixels) of the left -top 

corner (0, 101) and the right -bottom c orner (101, 200). The X and Y axis start at the left -

top c orner  of the pict ure and go from left to right and from top to bottom.  

If areas have a more complic ated shape, t hese areas  can be defined by an external program like 

Dreamweaver. Then from Dreamweaver, copy the line s starting with '<area' . Each copied line 

contains the text href="...". Replace this by an internal link , for instance 

<L CODE="C01"></L> .  

On the web site, the result of the example with four  countries  is  as follows:  


