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I. Startup Window / “Splash screen”
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Figure I: The splash screen
· Purpose
This window was originally created as a way of communicating recent changes or additions to the user. Before its creation, the user would need to cross reference between the filename (conventions discussed in “problems/solutions”) and release notes in order to verify that they had the newest release—this soon proved to be tedious and often burdensome, as a misplaced file or incorrect name would lead to major confusion. Having release notes hardcoded and available at startup allows the user to easily verify the date of the editor without worrying about misplacement of release notes.

· Functionality
N/A

· Gadgets
Window: 400x200, freestanding, stuck. No title bar. Centered.

Panel: 400x200, position 0,0 (topleft). 

Canvas: 640,480, position 0,0 (topleft).
· Design/Layout
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Figure II: Splash screen elements
II.  “New Project” dialog
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Figure III The “New Project” dialog
· Purpose
Previously, one would have to follow a series of steps before he could save a newly created level: 

Import object

Import Tiles

Specify a Project Name

Create a new ‘Map’

Specify an output directory

Each of these steps was accomplished by completing different dialog boxes. Missing a step would prevent the user from saving. This proved tedious to both level designers and myself as a programmer—I had to create a new project every time I wanted to test saving or project functionality.

The purpose of this window was to simplify the project creation process by putting it all in one spot. Now the user is able to simply click “New Project” from the file menu rather than seeking out the individual dialogues for the corresponding steps.

· Window elements
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Figure IV: "New Project" dialog elements
· Dimensions & Positioning

· Window: 400x200, freestanding, stuck. No title bar. Centered on screen.
· Panel: 400x200. Positioned at 0, 0 (top-left of window)
· Canvas: 640x480. Positioned at 0, 0 (top-left of panel)
· Interactive Elements
· Text fields 1, 2, 5, & 6:
Unrestricted input buffering
· Text fields 2, 3, & 7:
Optional manual, unrestricted input OR

Auto-fill based on browse (Buttons A, B, C)
· Buttons A, B, & C:
Browse for a directory or file and populate adjacent text field with the result.

· Button D:
Submit data and close dialog.

· Other features
· Auto completes the ‘import objects’ dialog and submits.
III. “Import Objects” dialog

[image: image5.png]Import Objects

Fillhis out 1o import e sheets, then cick fmport gt are
unsuppoted and jpgs aterit reccomended-Choose
File>Convert f yo reed to un the image converter. Be sure ta
fil outal equited nfo before proceeding.

Import From: [(13Froganming G2 Lalest Praeet _ Browse

Addtolaper

=]
@ TolW [T ToulH [F7
& Shest HofTies [
Tiew: [ TieH [T

I™ Create map fiom sheet





Figure IV: The “Import Objects” dialog
· Purpose

Originally, tiles were not limited to a certain size sheets and could be imported individually. I had to generate a way to add additional tiles or objects to the editor, and this window was the solution. Its job is to allow the user to select either a single tile/object to import or an entire sheet, then populate the side panes and allow the user to edit their individual attributes. 
As time progressed, however, the exact specifications of a sheet became more exact. Originally this window allowed for different size tiles, sheets, and for multiple importations at a time. However, the designers of the main game engine requested that I limit each an objectset and tileset to a single sheet, 512x512 in dimensions with 256 32x32 tiles. 
Rather than waste time redesigning the window and delete perfectly reusable code, I simply disabled the different fields of the window. Figure III.1 shows which fields are disabled and what values are automatically placed in each.

· Window elements
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Figure V:  “Import Object” dialog elements
· Dimensions & Positioning

