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Background 

My experience in multimedia so far has been the pro
duction of presentations for the School of Geography and 
Environmental Management within Middlesex University. 
I am currently initiating interactive presentation projects for 
educational or publicity orientated projects. Although Di
rector was clearly the market favourite, the programming 
language skills needed in handling Lingo were very off 
putting for me since I had a DTP based background. I have 
been using Director 5 for a short while and have reviewed 
Director 6 Beta Version here. I have based the review around 
the Director 6's Beta version's Quick Tour, which was 
created by Nick Austin of Macromedia. 

Overall view 

Even though this is a Beta Version of Director 6 I can 
truthfully say I found it much more comprehensive and user 
friendly. While working with this new software I began to 
fmd my creativity freed up, instead of being preoccupied 
with having to learn Director's language and methods. 
Finally this version allows viewing of what the commands 
were actually doing to the characters rather than battling 
with the manual or running the movie for the upteenth time. 
In Director 5 I felt a little blind, for example, if you were 
momentarily distracted while scrolling back and forth be
tween sprite channels you could end up with the feeling that 
the purpose of your frantic scrolling was lost forever, this is 
no longer a problem with Director 6. 

New Score Layout 

The new score layout is much clearer in representing 
what each sprite is doing in relation to the time line, al
though it continues to be frame based. There is no longer 
an array of 'eye crossing' stacked cells packed with tiny 
numbers and symbols. More of the options are on view at 
anytime and further details are easily accessed by double or 
right mouse button clicking here and there. Therefore being 
familiar with the physiology and terminology of the soft
ware is not so vital. 

Show and Hide the Effects Channels 

It is an asset to the user to be able to Hide or Show the 
Effects Channels as it frees up a lot of score screen space. 
Even more beneficial is having the Effects Channel split 
into a separate section. The sprite channels remain scrol
lable enabling you to view the elements and relate them to 
the Tempo, Palette, Transition, Script and Two Sound chan
nels in a much easier way. 

Move Sprite Locations 

Now you can select all the cells that hold all the infor
mation about the sprite as one unit. This you can move by 
selecting with just one click and dragging horizontally 
anywhere along the same channel. 
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Change Sprite Duration 

This new version has a more 'sensitive' way of editing 
the sprites durations. You can select and drag the end or 
beginning of a sprite's time frame, therefore extending or 
reducing the sprite's running time. This removes the 
slightly dubious sensation of hitting the delete key when 
editing the amount of cells within a channel. 

The nifty addition here is the automatic re-tweened 
facility. That is if you select a sprite on the stage and enlarge 
it all the frames up to that point will automatically enlarge 
the sprite, and subsequently reduce its size sequentially for 
you, freeing up your experimental and creative side. Of 
course, you can still access the Modify Tween for more 
intricate tweening of speeds and paths of characters path 
across the stage when running the movie. 

AutoTween and Drag/Drop with Keyframes 

The auto-tweening is also effective when altering the 
sprite's direction of its path across the stage. By inserting 
a keyframe into at any point in the sprites channel, it will 
enable you to select the character on the stage and drag it to 
a new point altering its path, rather that just continuing in a 
straight path. The auto-tween will automatically calculate 
the transition of the frames needed to create a smooth 
transition for the animated character. 

There is a distinct difference between the starting key
frame, ending position and transition frames. Therefore 
you can identify easy which cell is responsible for holding 
the information about the sprite's change of direction. Once 
you have inserted a keyframe into the sprite channel it can 
be selected as an individual unit within the channel which 
can then be selected and dragged along to any other point 
of the channel therefore changing the pace of the character's 
movement in each of these path segments. 

Split and Join Sprites 

This facility has a practical advantage when working out 
a complex animation as a series of separate sprites. All the 
sprites remain on the same channel. When you have split 
your sprite you will find it now has its own beginning and 
ending keyframe. This enables you to focus on a small 
section of the character's animation, enabling you to work 
in more detail on the particular sequence of movement. 
Once you are happy with that section you can rejoin the 
sprites on the same channel. Splitting and joining are also 
very useful when updating movies created with older ver
sions of Director that may have fragmented sprites. 

Multiple Views of the Score 

You can open a number of the same score or cast 
windows simultaneously, therefore enabling you to com
pare different areas within the movie without having to 
scroll back and forth between them. An aid to your orien
tation as to which sprite you are looking at is a helpful box 
that appears when you move your cursor over the sprite time 
line. The box states the sprites cast number, file name and 
type (ie DIR, AIF, PCT). You can even drag and drop 
sprites between the multi-window views. So moving a 
sprite from frame I to frame lOO is painless. Unfortunately, 
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working with 640x480 resolution causes the screen to be 
very crowded. 

Zoom In and Out 

With a single button you can now zoom in or out to 
views ranging from 6% - 1600%. This enables you the 
choice to view either an expanded (zoom in) view of the 
score, for real close ups and detailed view of individual 
frames, or (zoom out) a condensed view of the entire score 
which gives you an overview of the score as a whole. 

Animate 120 Sprite Channels 

Director 6 has an amazing 120 sprite channels compared 
to Directors 5's mere 48 sprite channels. This means that 
the user can place 120 sprites on the stage, animate them 
simultaneously, and maintain independent control over all 
of them. 

Exploring the Behaviour Inspector 

Freedom from the horror of using Lingo for the 'Lingo
phobic' new users. This feature gently guides the new user 
into accepting through experience the wonder and flexibil
ity of using Lingo. You are supplied with an array of 50 
pre-scripted behaviours. Development potential suggested 
by Macromedia is that users also create and/or import 
additional behaviours from a central corporate location 
modifying them for their particular use, and Macromedia 
also expect that third-party developers will create CD Roms 
of clip-art style behaviour libraries. 

The Behaviour Inspector is split into different headings, 
which give examples of frequently used command scripts, 
for example: 

• Events - mouse down, or right mouse up, exit 
frame 

• Actions - relating to navigation through the 
movies 

• Wait- Director's prompt from the user to continue 

• Sound - volume or pathway to sound files 

• Frame - transition, palette and tempo settings 

• Sprite - changes to its point location, matt or 
opaqueness or member number 

• Cursor settings and other options 

Apply Behaviours 

The Apply Behaviours facilities is an easier way for the 
designer to assign a behaviour to a sprite which will only 
be revealed if the viewer selects the sprite while the movie 
is still running. This takes the potential of interactivity 
beyond 'click here' buttons and hot spots/objects. When 
the user clicks on the sprite it will jump to an alternative 
sprite stored in a separate channel. 

Show Sprite Path Overlay 

This enables you to view your sprite's path on the stage 
without the score. The sprite's starting point and exit point 
are clearly indicated, when you select them, with relevant 
coloured dots (blue for enter and red for exit). The tempo 
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is also indicated by the proximity of the cells indicator dots 
(yellow). This will enable you to easily make your charac
ter appear to glide and then suddenly bomb across the stage, 
and visa versa, at any point on the stage that you choose. 

On Stage Properties and View Sprite Inspector 

This view is still amendable by enabling the sprite 
overlay, a dialog box containing sprite details. By clicking 
this summary dialog box the related information is called 
up, ready to be worked on. Unfortunately, frr spries that are 
on the bottom of the stage screen, this means the sprite 
overlays dialogue box disappears from view outside of the 
screen. With more accessible buttons and floating palettes 
and score free amending capabilities the designer is able to 
stand back and view the work from a different perspective. 
Cross checking of the command sequences are much more 
accessible for either new users or the more experienced. 
Similarly the View Sprite Inspector gives you a slice of the 
score window and these floating palette of properties are 
amendable in this reduced view. 

Other features 
Streaming Shockwave: This is a new Save As option 

which enables you to save your work directly as a Shock
wave ftles ready for use on the Internet. Previously you had 
to run separate software 'Afterburner' to create a Shock
wave file. 

Java Playback: This feature enables you to put a Java 
Applet on the web site which will activate the playback. 

Hybrid publishing to CD and Internet Support: Here you 
will be able to purchase a CD which is not static, that is it 
has the capability of linking to the Internet URL address to 
highlight upgraded software and extensions, so your ver
sion of software will keep up with the new developments 
Macromedia has in store. 

Director 6 now has multi-tasking capabilities: You can 
edit bitmaps by activitating editing software which will 
launch and run simultaneously to Director 6. 

Marker Control within video and sound ftles: This en
ables you to use Lingo Scripts to instruct Director 6 to refer 
to a marker set up within video or sound files to run the clip. 

One criticism, that might just be a Beta version fault, is 
that the programme does not remember the last file worked 
on when re-launching the package. It does however remem
ber the files that you have used within a session. In 
conclusion, it is much imroved on Director 5, and well 
worth the time spent to learn the new features. 

Elizabeth Strong 

Adobe PageMill 2.0 
Published by Adobe (Tel: 0181-606-4000) 
http://www.adobe.com 
RRP £70. Upgrade v 1 to v2 £39 
Adobe Shop 0131-458-6842 
Available from CHEST for £16 
http://chest.ac.uk/software 
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Adobe PageMill 1.0 took the HTML world by storm when 
it shipped in late 1995. At the time, unlike anything else 
available, PageMill was able to generate HTML quietly 
while users set up Web pages in an environment resembling 
a simple word processor. Despite the ease PageMill1.0 lent 
to Web authoring, PageMill users immediately began clam
oring for more features and flexibility. PageMill 2.0 
satisfies many of those requests, with a special focus on 
layout and other visual concerns. 

http:/lwww.adobe.com/prodindexlpagemilVmain.html 

Adobe's minimum requirements for PageMill 2.0 call 
for any Macintosh with 8MB total RAM (with at least 4 
MB allocated to PageMill), System 7.1, and a col or monitor. 
The program lists for $149, Adobe's estimated street price 
is $99, and the company offers a $49 upgrade from 1.0, a 
$69 deal to owners of other Adobe products, and a $79 
crossgrade for owners of some competing products. 

Exploring the Territory 

After launching PageMill, you see an empty document 
window in Edit mode, topped with a crowded, non-custo
mizable toolbar. There's also a special field for entering the 
title of the page you'll create in the document window. All 
the toolbar buttons are decidedly small, except for the 
Preview button, which toggles into Preview mode, where 
you see how a document will likely appear on the Web. In 
Preview mode, you can also follow links to other pages 
stored locally. 

Although Adobe added an HTML Source view, the 
HTML Source command doesn't have a nice big button on 
the toolbar; instead it's relegated to half-way down the Edit 
menu, fortunately with a logical keyboard shortcut. In 
HTML Source view, you can view the HTML behind a 
document, and edit it by hand. Adobe has almost completely 
crippled HTML Source view for those wish to work directly 
with HTML- almost all the menus and buttons for creating 
a Web page are disabled. 

There's an undocumented (except in the installed 
ReadMe file) hierarchical menu on the Wmdow menu 
called Switch to, which opens the current PageMill docu
ment in another program (most likely a text editor or Web 
browser). If you switch out to a text editor and modify the 
file, you can most quickly view the changes in PageMill by 
choosing Revert to Saved from the Edit menu; unfortu
nately Revert to Saved lacks a built-in shortcut. (Generally 
speaking, PageMill has good keyboard shortcuts.) 

A new Download Statistics dialog box shows how long 
a given Web page, selected object (such as a graphic or 
table), or frameset should take to download over a variety 
of connection speeds. 

No tour of the territory would be complete without a 
look at the Inspector, a floating, tabbed palette that displays 
panels for modifying what's selected in the document. I like 
the idea of the Inspector: it provides quick access to many 
frequently-used controls. People using PowerBooks and 
monitors set at 640 by 480 resolution will appreciate 
Adobe's respect for their screen real estate, but I wish there 
were an option for bumping up the size of the Inspector (and 
the toolbar buttons). For instance, each Inspector panel is 
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topped with a tab which is just large enough to display a tiny 
icon. The currently selected tab icon has a blue circle around 
it; other icons usually show with a purple circle. On my 
monitor, the icons appear to mutate into different shapes as 
I select them, making them difficult to recognize quickly. 
The Inspector also has a number of tiny pop-up menus 
which require precision mousing. 

I promise to stop complaining about the interface and 
look at some of what PageMill does well, but first we need 
to explore the "color panel," a floating palette that looks 
much like a box ofwatercolors, with 16 tantalizingly click
able colors. Double- clicking a color opens a color picker 
for changing the color, though there's no help for using a 
specific palette, such as the Netscape 216 palette, which 
contains colors that generally look good in Web browsers 
regardless of monitor or platform. 

Oddly, to apply a color you must drag it from its palette 
to a selection. With the exception of this bizarre take on drag 
& drop, the palette is truly useful, since it holds a custo
rnizable group of colors, which can be quickly applied. 
Unexpectedly, you can even drag colors from the color 
panel to Inspector pop-up menus in order to set overall text 
and background colors for a page. 

Charting the Features 

PageMill 2.0 adds more features than I have fingers and 
toes. PageMill is unique in supporting some (and perhaps 
most) Netscape plug-ins. This means Preview mode can 
show the likes of QuickTime movies and Shockwave pres
entations. I suspect more importantly from Adobe's 
perspective, this means PageMill can also show PDF docu
ments through Adobe's Acrobat plug-in. 

Tabling your Data 
PageMill has terrific tables by today's standards for an 
HTML editor, although they're not bad by any standard. A 
freshly inserted PageMill table stretches the full width of 
the PageMill window, with each column consuming an 
equal share of the width. I prefer this approach that taken 
by Netscape Navigator Gold and AOLpress, which present 
new tables as skinny grids with cells only wide enough for 
a few characters. If you use the grid to arrange elements on 
a page, you'll probably prefer PageMill's full-width ap
proach. 

Don't like the width or height of a cell? Want the table 
to change overall size? PageMill handles these concerns 
with panache through drag & drop options for adjusting 
column width, cell height, and overall table size. For more 
precise control, you select an element of interest and then 
format it via the Inspector, though casual tourists in 
PageMillland will need to check their manuals in order to 
become proficient at selecting table parts. 

It's easy to select multiple contiguous cells and apply 
table formats to them, like converting them to table-header 
cells or changing alignment. Unfortunately, there's no way 
to batch select and format text within cells, so if you want 
all cells in a given row to have red text or to be unordered 
lists, you must select and format each cell individually. 

The table buttons on the toolbar provide one-click 
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access for setting up cells to span more than one row or 
column and for adding or deleting selected rows or columns. 
You can even add and delete multiple rows or columns at 
once. 

Tables need content, and PageMill only takes baby steps 
in that direction. Data entry aficionados will be pleased to 
note that pressing Tab within a table cell advances the 
insertion point to the next cell. Although you can't paste an 
Excel spreadsheet into an existing PageMill table, you can 
(according to the manual, I didn't test this personally) paste 
a spreadsheet into PageMill, and PageMill will convert it 
into a table (apparently, however, much of any formatting 
is lost). Although you can paste in tab- delimited text, 
PageMill does nothing special to help you incorporate it into 
a table. 

Divide and Conquer 

PageMill brings a great deal of ammunition to the HTML 
editor feature war, and Adobe perceives frames to be an 
important part of PageMill's arsenal. An Option- drag on 
the edge of a normal document in Edit mode turns the page 
into a "frameset" containing two frames. There's also a pair 
of menu commands for dividing page areas into frames, and 
you can create multiple and nested frames using the menus 
or Option and Command-Option-drag routines. To delete a 
frame, you drag one edge a tiny bit over the other edge. Once 
a frame is set up, you conftgure it with the Inspector, and 
then add content just as you would to any normal Web page. 
You may also insert a previously- created Web page, and 
though PageMill isn't perfect, it does a reasonably good job 
at importing HTML documents created from other sources. 

If you create a link within a framed page, it's important 
to indicate in which frame the link destination should ap
pear, or to have the destination appear in a new window. 
PageMill helps you accomplish this through a mechanism 
wherein you triple-click an established link, and then bring 
up a menu (it can either pop up directly from the link, or 
from the red target icon at the lower right of the document 
window). This menu shows a thumbnail view of the frame
set, and you can quickly choose any frame, or choose textual 
options, such as "new window" or "same frame." 

In Preview mode, you can follow links you've set up 
and display different pages in the frameset. When you 
switch back to Edit mode, the pages that were displaying in 
Preview mode can be edited. 

Graphical Gyrations 
As was the case with version 1.0, PageMill 2.0 can import 
a PICT image and automatically convert it into a GIF, 
though in this version you can optionally name the con
verted images yourself. As you would expect, PageMill also 
imports GIF and JPEG images. Images may be resized 
visually by dragging their selection handles, or you can use 
the Inspector to enter precise measurements, complete with 
options for changing the size proportionally. You also use 
the Inspector to enter alternate text (text displayed in place 
of the image for those browsing the Web sans graphics) and 
to set a border. 

You take a trip to the toolbar in order to align an image 
within its line of text, or to wrap text left and right of an 
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image. Wrapped text displays properly, a feature lacking in 
several PageMill competitors. 

A background image (an image that tiles on the back
ground of a Web page) is easy to set up, and displays in Edit 
and Preview mode. 

Double-clicking an inserted graphic doesn't open it in 
PageMill 's Image window, but alert PageMillers will realize 
that it changes the table buttons on the toolbar into buttons 
for making client- side image maps. To make a server-side 
map you must Command-click the graphic, which opens it 
in the Image window. In either case, hot spots can be round, 
rectangular, or irregularly shaped, and it's easy to create 
links and shuffle layers. The Image window has options for 
zooming and creating a transparency or adding interlacing, 
along with tools for creating server-side maps. 

Red Tape 

PageMill still makes no effort to help with creating CGis, 
programs that can receive and process form data, and the 
2.0 version still only permits one form per page. PageMill 
does help with creating a form interface, complete with 
more exotic elements like hidden fields and graphics that 
act as Submit buttons. To alter an element's basic attributes, 
you click it once and then use the Inspector. To type into an 
element (for instance, to change the wording of a Submit 
button), you must first double- click the element. 

Content Anyone? 

PageMill, with its tables, frames, graphics, and support for 
form interfaces, makes it easy to lay out a page. You can't 
drag & drop items anywhere you like, as you would in a 
desktop publishing program. but you can arrange them 
within a table grid. Those interested in placing lengthy or 
sophisticated text-based content on the Web, though, will 
need to create content elsewhere. 

PageMill has no macros and supports only core Apple 
Events, so there's little opportunity for using PageMill in a 
situation where pages must be mass-produced with data 
from other applications, such as a database. 

The fmd and replace feature is too simplistic for even a 
light wildcard search, though it does implement whole word 
searching and wrapping, features that are surprisingly rare 
among PageMill's competition. The fmd and replace has 
one unusual feature: it can be restricted to act solely within 
tables and forms. 

PageMill's spelling checkeris only for fmal checks. The 
checker's Ignore button would be more aptly labeled 
"Skip," though there is an Ignore All button which at least 
skips all instances of a word through one spelling check. 
The documentation for the spelling checker is so vague as 
to be useless to all but the most uninitiated of users. The 
manual makes no mention of how to use user dictionaries 
from other programs or how one might create a dictionary 
from a text file. 

PageMill has middling support for standard editing 
conventions. The program doesn't intelligently insert and 
delete spaces if you drag & drop a word to a new location 
in the document, and it lacks keyboard shortcuts for moving 
the cursor from word to word or to the end of a line. Still, 
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PageMill knows that a double-click selects a word, and that 
if you double-click and drag to extend the selection, the 
selection should advance by word. 

Evaluation 

When examining the wheat of PageMill's many excellent 
layout features, it's easy to forget the chaff of its interface, 
which I find rather cumbersome. The interface elements are 
too small, and I don't use PageMill often enough to memo
rize all the special Command- and Option-clicks necessary 
to make it hum along nicely. Although I wish PageMill had 
more adequate writing tools, I can live with Adobe's deci
sion to focus on layout. Given Adobe's visual emphasis, I 
am disappointed that they did not implement style sheets. 
Adobe may have been waiting for HTML standards for style 
sheets to shake out a bit more, but in the meantime, simple 
styling options would help PageMill stand out from its 
competition, and make it a must for some Web designers 

If you design Web pages professionally, PageMill 2.0 
is an excellent choice, particularly for heavy-duty function
ality in tables and frames. For occasional Web authors, 
PageMill is still a good choice, particularly if you aren't 
much interested in learning HTML. The Jan-97 issue of 
MacUser has an article I wrote (in September) comparing 
PageMill and its then-shipping competition. 

http:/lwww.zdnet.com/macuser/mu_Ol97 !features!pa 
gebuilders!wysiwyg.html 

PageMill faces competition from two fronts. For casual 
Web authors, Claris Home Page 2.0 (scheduled to ship in 
December) stands out as a program to watch. On the pro
fessional front, programs like NetObjects Fusion will 
certainly turn some heads. Fusion has been shipping for 
Windows 3.1, 95, and NT for several months now, and a 
Power Macintosh version is currently in public beta (a 14 
MB download). 

http:/lwww.claris.com/products!claris/clarispage20/clari 
spage20.html 

http://www.netobjects.com! 
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