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Winamp3 Skinning Tutorial

HNI.ILLSII:II-'I' P

WINAMP3: SKINNING TUTORIAL WEBPAGE
by: Ken Chen

MISSION STATEMENT:
o The goal of this web page is to describe the skinning process to someone with
graphics background and little programming experience. By creating this tutorial,
we hope to generate excitement and loyalty for Winamp 3.

KEY CONCEPTS TO CONVEY:
o How has the skinning process fun damentally changed from Winamp 2
o How does the graphics engine work: describe the whole process.
o How does the layering work with XML: Alpha channels explained, Basic
grouping explained.
o How to map control to behavior using MAKI scripts within the Winamp system.
o Encourage usage of the forum: links to the discussion

SPECIAL THANKS TO:
o PixelPusher for his contributions.
o Naamloos.

Tutorial Status Report

14-August-2002
- Section 2.6 done.

30-july-2002
- Clean up Section 2-3.
- Section 4.1, 4.2 done.

25-july-2002
- Section 3.1-3.6 completed.

19-july-2002
- Complex Tutorial Skin completed.

17-july-2002
- Section 2.1-2.5 - Simple Tutorial Skin section done.

6-july-2002



Simple Tutorial Skin completed.

Contact Us

Please email Ken Chen if you have any suggestions.



Skinning FAQ - Frequently Asked Questions

If you have any links that you think would be helpful, plea se email Ken Chen. Thanks!

Frequently Asked Questions

I want to skin, where should 1 start?

I can't open this WAL file. What's wrong?

I can't find Skin. XML file.

Can I get your tutorial in a single file.

I got a skin idea. Can you make this for me?

Is there a program that I can download that I can use to make a skin?
Is there Winamp3 for other languages?

Skinning FAQ - Answers

I want to skin, where should i start?

I have made a tutorial on how to skin Wina mp3. You can read it here:
http://www.winamp.com/nsdn/winamp3x/skinning/tutorials/. The tutorial is a work in progress.
Please send me feedbacks on it or suggestions on how to make it better

I can't open this WAL file. What's wrong?

Don't try to open WAL file with Notepad or other text editing program. You need to do the
following:

1) Rename your skin file from .WAL extension to .ZIP extension.

2) Use Winzip (http://www.winzip.com) to extract the files from inside.

3) Edit the files

I can't find Skin. XML file.
You need to extract the file from your skin (the WAL file). Here's what you need to do:
1) Rename your skin file from .WAL extension to .ZIP extension.

2) Use Winzip (http://www.winzip.com) to extract the files from inside.
3) Edit the files
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Can 1 get your tutorial in a single file?

The tutorial site is not done yet. We're still adding more sections to it. Once it's complete, we'll
make a downloadable version (probably PDF). Please check back later.

I got a skin idea. Can you make this for me?

Please post this question/Request in the forums. There are people in the community who can help
you. http://forums.winamp.com/forumdisplay.php?s=&forumid=123.

I have made a tutorial on how to skin Winamp3. You can read it here:
http://www.winamp.com/nsdn/winamp3x/skinning/tutorials/. The tutorial is a work in progress.
Please send me feedbacks on it or suggestions on how to make it better.

Is there a program that | can download that I can use to make a
skin?

We currently do not have a skin au thoring tool. I have made a tutorial on how to skin Winamp3.
You can read it here: http://www.winamp.com/nsdn/winamp3x/skinning/tutorials/. The tutorial is
a work in progress. Please send me feedbacks on it or suggestions on how to make it better.

Is there Winamp3 for other languages?

We're working on International Language support for Winamp3. Please check for this feature in
future versions of winamp3.



Winamp3 Skinning Glossary

This page contains definitions for Winamp3 Skinning terminology. You can look up terms that are
foreign to you, thereby understanding and adopting those terms. If you want any term defined,
please email Ken Chen. Thanks!

Frequently Asked Questions

Graphics

PS: Short for Photoshop

PSP: Short for PaintShop Pro

Alpha Channel: An alpha channel represents the transparency information on a per -pixel
basis. You can read more here:

Interlace: Interlacing produces a "layering effect" so that a grainy version of the
image is sent first, and on subsequent passes is "resolved" into the final
image. This process allows people to get an idea of wha t the image
contains before it is fully loaded.

PNG: Short for Portable Network Graphics.

XML

XML: Extensible Mark-up Language. Used as the base for the winamp3
abstraction layer.

XML Hierarchy: The manner in which XML tags may be nested within one ano ther to
form a hierarchical, recursive 'tree’ structure, with parent tags enclosing
multiple child tags, which may themselves be parent tags as well. See
XML section for example.

Root File: skin.xml, this is where the interaction with xml starts.

Studio.xnf File: the file with all your preferences and last known state.

X&Y Coordinates: As pertaining to layout code: position of the element in the layout, X
being distance from the left and Y being Distance from the top.

Winamp3 Terminology

Elements: Defining an element within a skin to be used later. Usually linking a
bitmap id to a picture or text or fonts, etc.

Bitmap ID: The identification given to an element in the elements file and the id
used in layout for said element.

Group: A set of objects tha t can be referred to and manipulated as a whole. It
first must be defined by a <groupdef> tag, then located with a <group>
tag.

Container: A container represents a window. It is an object that holds multiple
related layouts.

Component: In global winamp terms, a component is an advanced form of plugin,

which can provide nearly any kind of new functionality to the core
system. In skinner's terms, a component is the xml identity which
represents the interface for the actual component (plug -in). Not all
components will necessarily provide an obvious (or any) xml identity
(cnv_dshow.wac, for instance)
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Layout: A special kind of group, which shown inside a container. You can define
multiple layouts for a container but only one layout can be visible at a
time. An example is the normal mode and windowshade mode in the
Default skin.

Gamma: Most common activity for a skinner is to adjust the color of an element
to "just right" to achieve the desired effect. While it is possible to adjust
an element's color using a graphics program, Winamp 3 allows you to
link an element to a gamma control and change them in the preference
menu.

Gamma controls: Define a gamma control so the color of that gamma group can be
changed in the preference menu.

Layer: A layer is basically an image. Layers can overlay on top of each other. It
is similar to a layer in Adobe Photoshop.

MAKI: M AKI stands for M ake A Killer Interface.

M file: An uncompiled Maki file containing the readable source code

Maki File: A compiled M file, also known a s a script.

Maki Monkey: Someone who knows how to write M files well.

Drawer: A Drawer is an animated layer that is normally hidden but can be shown

when triggered by a user event (often a mouse click).




Part O. Intro to Winamp3

Why do we need Winamp3?
Winamp3 Components

Why do we need Winamp3?

Limitations of Winamp 2.x
o Skins only consist of static bitmap replacement. The app cannot be deployed
with radically different interfaces or behaviors.
o Plugins cannot publish interfaces to each other, thereby limiting their ability to
leverage one another.

WINAMP

. ] kbps _l kHz mp -.l.:.-.:._-l |

— e R TN

|i o I W I e

o Winamp 2.x was not built with portability in mind.

Winamp3 Components?

Features of Winamp3:

Skin system:
XML-based format
freeform
scripting
emulation of Winamp 2.x skins
on-the-fly bilinear filtered scaling of any winamp piece
animations, realtime transformations
alpha transparency
color correction of any skin
Component architecture:
allows any kind of plugin you can think of
components become part of the system and extend it
components can interoperate without even knowing who they are talking to
component windows and interfaces are skinnable
components are built with the same C++ library as the main product for
consistency and to enable developers to quickly create powerful addons
0 using a dispatchable interface to make interaction of multiple plugin versions
easier
New audio playback system:
o crossfading
0 "dsp" plugins can be stacked
0 gapless output (even for cd playback)

OO0OO0OO0OO0OO0OO0OO0o

O O O0OO0oOo

10




Playlist:
o XML-based format
o ability to queue up files in playlist out of order (hold down alt)
0 Media library

Database:
o caching
0 queries

o multiple indexes and views on tables

11



Part I. Winamp 2 to Winamp3

OUTLINE

Transitioning from Winamp 2 and venturing into the new world of Winamp3!

Basically a quick start for Winamp 2 Pros
Purpose
o Explain how has the skinning process fundamentally changed from Winamp 2
o Difference in the engine and philosophy
Highlighting the key areas to consider and emphasizing the new dynamic nature of the
player.
Include/Link to: an overview of new components with the new Winamp3. Maybe doing a
comprehensive list of all the Components (top to bottom) would be helpful.
Maybe even a definition/glossary of all the components along with a detailed outline of
the functionality of each component would also come in handy. Perhaps a FAQ. An

example would be a definition of what the "Thinger" is and what it functionality is and
maybe even to go so far as to what it's limitations are.

12




W3 Skinning Tutorial - 2.1 Start Here!

In section 2, | will show how to make a simple skin and teach you the basic Winamp3 In section
2, | will show how to make a simple skin and teach you the basic Winamp3 terminologies.
Before you start, you will need these items.

Simple Tutorial Skin

We're going to show you how to make a simple skin like the one shown below. Download
the "Simple Tutorial Skin" example

(http://download.nullsoft.com/winamp/skin-dev/SimpleTutorial.wal)

@ JIHHY EAT WOELD THE MIDODLE <2
192KEFS STEREQ 44. 1KHZ

When you save the file, make sure that the type of the file is selected to "All Type" and

NOT "Winzip" filetype. You should save the file into your skin subdirectory in your
Winamp3 directory. For most people, that path is "C: \Program Files\Winamp3\Skins".

fsaveAs 2=
Savejre | [ Deshiog Y emcrm
My Doxupmerds
Py Computer
My Nebwork Places

;_:I'Sl‘l:rt-m.t!u Bt b i
[a] butioriad images
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Text Editing Programs

You can use any text editing program to write XML and MAKI script files.

1) The plain Windows Notepad will do. It is under "Start Menu" => "Programs => "Accessories =>
"Notepad". Here's what it looks like.

] skin.xml - Motepad : o ] 24
File Edit Format Help
<7xm] wersion="1.0" encoding="UTF-8" standalone="ywes"7> x|

<winampabstractionLayer wversion="0.8"=»
<skininfos
<versionsl. 0<versions
<name=Tutorial Simple skin</name:
<commert>Created by pixelpusher for the official winamp3 skinning site. </ comments

<author gaybag="he afraid, he ver{ afraid"=1ohn Hoag "aka" pixelpusher< author:
<gmail>nonsaint@hotmall. com< emails

<homepage><homepage>
<screenshot=screesnshot. png</screenshot>
</ skininfos
<include file="default/system S skin.=xml"/ >
<include file="xml/player.xml"/ =
<include file="defaultxml /eq.xml"/ >
<include file="defaultxml thinger. xml” />
<include file="defaultxmlpledit. xml” />
<include Tile="default/xml video. xml1" >
<include file="default xml/color-presets.xml"/ =
<include file="defaultxml scripts.xml" />
</winampabstractionLayer:>

2) However, if you intend to do alot of coding rather a quick editing, we recommend you to use
something like EditPlus. EditPlus will automatically color your HTML and XML code. The coloring
makes it easier for you to see your code and find missing closing tags. Here's what it looks like.

o EditPlus - [skin.xml] = - =1
Fle Edit MWew Search Document Project Tools  Window Help _|ﬂ|5|
| T@He sy iaeX> =St dreF iEanee
Ditectory | Ciptent | QB rurFdwoqdldt=¢clE=ss=mE|EJ F ol nn
4
I[E;] j -+ 1 t 2 t 5 t 4 5 t 5 t 7 t 5 t tle
GC\— b1 k?xml wersion="1.0" encoding="TUTF-5" standalone="yes"x b
. 2
aalj\’r\?.gram Z”ES 3 Lilinampibstractionlayer wersion="0.7">
inamp: 4
(3 Skins 5 <skininfox
3 Defaul 3 <version»l.0< versions
D equalizer 7 <name>Winanpd Base skin</nane>
[:l equalizerwinshade a <oonment>This is the Winawp3 Base skin. Please use it as a reference point to build
(2 miribroweses your skins.</conments
[ player 9 <author gaybag="he afraid”>Steve Gedikian</author>
D player-winshade 10 <emailrstevelnullsoft. con</enails
(2 plaplist 11 <honepage>http: / /U, winamnp . cond honepages
[:l scripts 1z <acreenshot>gcreenshot, phol /ecreensho ts
(220 system 13 </skininfox>
(2 thinger 14 . . )
[ video 15 <include file="systen/skin.xml"/>
1a
0 am 17 «<include file="xul/player.xwl”/> &

oreanshol o 15 <include file="wml/edq.xml™ />
m 19 <include file="wml/thinger.xml”/>
20 <include file="xml/minibrowser.xuml”/>

21 <include file="xml/pledit.xml™/>
22 <include file="xml/wideo.xml"/>

23 <include file="xml/color-presets.xml™ />

24

25 «!-- Make sure that you load your scripts.xml £ile as the wery last item in your list-—-»

26 <include file="xml/scripts.xml”/>

27

28 L/Winampdbhstractionlayers> -
Al Files [7.7) VI |4 »
B - skin.xml
For Help, press Fi [t [t [ 23 [3c] pc [rRec|ms[reEas 4
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You can select the type of coloring by going to "Document" menu => "Change File Type..."

Select File Type ! x|

Automatic 0k
Drefault

Text

Cance
CAC++
Perl

FHF

Jawa

J5P
JavaSeript
WBScnpt
C55

=ML

Help

A graphics program

We recommend Adobe Photoshop ( ) or Paintshop Pro (www.psp.com). Here're
some tutorials ( ) if you're new to
graphics.

. Adobe Photoshop o=

File Edit Image Laver Select Filker Miew ‘Window o Help

] =] = =
|E|D'E'DEE‘ || ||‘|mm—£

= E
Narigator m ﬂ

|‘ t| IE| n Carmbine

JJ h_‘ | I Show Bounding B
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t«¥ Jasc Paint Shop Pro ' - Ol x|

File Edit “iew Help

ID@d&E | ¢ 2R EY||-=n Wl N A

3

Contact Us

Please email Ken Chen if you have any suggestion.
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W3 Skinning Tutorial - 2.2 XML Introduction

In this section, | will give a short introduction to XML. You may ask: what does XML have to do
with Winamp? Well, XML is fully implemented in Winamp. From the skinning files to the playlist,
it's all XML based. | will go over XML basics in this section. If you know XML, go ahead and skip
to the next section.

In this section, | will discuss:
1. So what is XML?

2. XML Hierarchy

3. XML & Winamp

1. So what is XML?

XML stands for eXtensible Markup Language (XML). You hear about XML everywhere. We're
going to give you a quick and dirty guide to XML and its relevance to Winamp. XML is just lik e
HTML. If you know HTML, you can pick up XML very quickly. So don't be afraid.

HTML and XML are from the same family of what is called SGML (Standard Generalized Markup
Language). SGML was invented as a text -based language that can be used to mark up data -
that is, add metadata - in a way which is self describing. What does this mean? Basically SGML
is a way for programmers to transfer and display information. The best known application of

SGML is HyperText Markup Language, or HTML. HTML is a universal m arkup language for the
display of information and the linking of different pieces of information. The idea was that any

HTML document (or web page) would be presentable in any application that was capable
understanding HTML (namely a web browser).

Although HTML has been incredibly successful, it's also limited in its scope: it is only intended for
displaying documents in a browser. It is not particularly useful as a medium to convey information
to other programs. Don't understand? Here let me give you an e xample.

For example, if | want to tell everyone my name, there are many ways | can do this:

a) | can create a text file on a computer that look like this. When | send you this text file, you can
read it or write a program to parse it. By reading "Ken Che n" in the text file, you can guess that

it's my name. But then again, are you sure? It's not really clear, right? Lets look at the next
example.

Ken Chen

b) For the web, | can create an HTML file like this. | can put it on a web site and you can see the
page in your browser. Once again, by just reading "Ken Chen" you're not really sure that it's my
name.

<HTML>
<HEAD><TITLE>Name</TITLE></HEAD>
<BODY>
<P>Ken Chen</P>

17



</BODY>
</HTML>

c) XML is a standard for conveying information. | might create an XML file like this. Looking at this
file, you can see that it looks very much like an HTML file. The style is very similar. The difference
is that in XML, you can design or come up with any tag you want to convey the information you
want. Reading this simple example, you can tell that my first name is Ken and my last name is
Chen.

<Name>
<First>Ken</First>
<Last>Chen</Last>
</Name>

From this simple example you can see why markup language like SGML and XML are called self -
describing. Looking at the data, you can easily tell that this is information about a <name> and
you can see that there is data called <first> and another data called <last>.

d) You could write a shorter version of the previous XML by using element attributes. | ike so:

<Name First="Ken" Last="Chen" />

and it could equate to the one in C, if the Name element had those attributes (first and last). The
reason for this is that you get tired of typing open and closing tags. Once you open a tag, you can
have attributes for that tag. Many Winamp3 skin XML files are in this style. Here's an example
from the Default skin.

<button
id="Previous"
action="PREV"
x="0"y="0"
image="player.button.previous"
downlmage="player.button.previous.pressed"

tooltip="Previous"
/>

2. XML Hierarchy

The beauty of XML is that you can design whatever format you want to describe your data. The
key is that you follow the XML hierarchy (we'll describe in the next section. Other than that, make
sure you close the tag when you one. (ie: make sure you have </name> if you open a <name>
tag.

XML has a hierarchy that you need to follow. This is much like the HTML code where you embed

18



a tag within a tag. By doing that, you're creating another level in the hierarchy. Mak e sure you
close your tags correctly. Check out this example.

<Winamp Employee>
<Name>
<First>Ken</First>
<Last>Chen</Last>
</Name>
<Email>Ken@Winamp.com</Email>
<Location>San Francisco, CA</Location>
</Winamp Employee>

XML Hierarchy

<Winamp Employee>

<MName=>

<Location>

In this example, we have <Name>, <Email> and <Location> as level 1 tags. Within the <Name>
tag, we have two level 2 tags: <First> and <Last>.

3. XML & Winamp

XML is basically a way to store data. Now we've shown you what XML is, you may ask: what
does that have to do with Winamp? Well, XML is fully implemented in Winamp. From the skinning
files to the playlist, it's all XML based. I've gone over the basics of XML. I'll go over Winamp XML
elements and dissect apart a simple skin example in the next section.

19




W3 Skinning Tutorial - 2.2 XML Introduction

Simple Tutorial Skin

| Lontainer: main |

B JIAAY EAT HORLD THE WIDDLE
192KEFE STERED 44, 1EHZ

* | Group: éya'. noamnal |

We will begin with a simple skin example. I'll give you the essential parts of the skin. In the next

section, I'll demonstrate important Winamp3 concepts using this skin. The topics that I'll go over
are:

1. Winamp3 Skin Directory Hierarchy
2. Simple Tutorial Skin - Graphics Files
3. Simple Tutorial Skin - Skin.xml

4. Simple Tutorial Skin - Player.xml
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1. Winamp3 Skin Directory Hierarchy

Winamp 3 Directory Hierarchy

C:\Program Flles\Winamps «———— _ WinampJ Root Directory |

1 Skins Root Directory ]

S L

[ "Default” Skin Directory |

equalizer-winshade
minibrowser

player
player-winshade
playlist

scripls

system

thinger

video
il

B Skin xmle——A Required File ]
Simple Tutorial —{ "Simple Tutarial™ skin Directory |

= player ] Graphics files directony ]
: il f WML files Directory ]
v B Playptm e—— Main XML File ]

a) Skin Hierarchy

Before you start playing with a skin, you hav e to know where everything is. Above is a picture of
the Winamp3 directory. If you open that directory ("C: \Program Files\Winamp3") with Windows
Explorer, it should pretty similar. The section in blue is the "Skin" directory and the directory that
we care about. Within the "Skin" directory, there are sub -directories and files. Each sub-directory
and WAL files are a skin. WAL is Winamp3 skin format. Next section talks about how to
manipulate it.

b) .WAL files

Instead of a directory for a skin, you may see only one file with a .WAL extension. Don't worry.
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WAL (Winamp Abstraction Layer) is Winamp3 skin format. It is basically a zipped file of the skin
directory. We do this to save space and to make it easier to distribute the skins. To make
changes to that skin, do the following:

1) Rename the .WAL file to .ZIP

2) Open that file with Winzip. If you don't have it, you can get it here. www.winzip.com

3) Unzip the content into a directory.

c) Required File

Lets take a look at what's in a skin directory. We'll use the "Simple Tutorial" as an example. Keep
in mind that other skins may contain other files and directories that are not shown. What we're
showing here is the bare minimum example.

Within the "Simple Tutorial" skin directory, there are three items: 1) Skin.xml file, 2) "Player"
directory, 3) "XML" directory. The only required file for a skin is the Skin.xml file. It is the file that
the Winamp3 skin engine looks for. You can say that it is the entry point for t he skin. From that
file, all the fun starts. =) | will dissect that file later on.

The "Player” directory contains all the graphics file for the skin. The files are in .PNG (Portable
Network Graphics) format. The "XML" directory is usually where all the X ML files are located.
Because our skin is relatively simple, there is only one file in that directory.

d) #include in XML files

One more thing | want to go over is the <include file="xml/player.xml"/ > tag. When the Winamp
skinning engine parses this XM L file and encounters that tag, it grabs the file specified within that
tag and paste whatever code that is inside that file into the current file. So in this example, we're
looking at the skin.xml file. The skinning engine will grab player.xml file in the xml subdirectory
and paste whatever code that is inside player.xml into skin.xml. This process is recursive. This
means that if there's any include file tag inside player.xml, it will get those code also.
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2. Simple Tutorial Skin - Graphics Files

These are the graphics that I've used in creating Simple Tutorial skin. One thing to notice is that
we like to use PNG file format. Please also use that format too. The graphics files are the parts
that we're going to use for our skin. We will define the m as elements and link them into our XML
code later in order to use them.

3. Simple Tutorial Skin - skin.xml

SKIN.XML

<3ml version="1.0" encoding="UTF-8" standalone="yes"?>

<WinampAbstractionlayver wersion="0.8">

<skininfos
<wversion>1.0</version>
<name>Tutorial Simple Skin</name >
=comment=Created by pixelpusher for the offidal Winamp3 skinning site, </comment =
<author gaybag="be afraid, be very afrald"=John Hoag "aka™ plxelpusher</authors
< prnall=nonsaint@hotmall.com< femali>
< homepage =< fhomepage>
<soreenshot »screenshob.png < fscreenshot>

< skinirfio=

<frciude file="@DEFAULTSKINPATHE M e, xmi" />

<include file="@DEFALLTSKINFATH@ExmI/thinger, xmil"f>

<include file="@DEFALLTSKINPATHE:xml/ pledit.xml"f >

<indude file="QDEFAULTSKINPATHZxmI player-elements.xml™f >

<inciude file="@DEFALLTSKINPATH@xmI/pledit-normal-group.xml'yf =

<jpciude file="MDEFAULTSKINPATHE M video, xml= =

<inciude file="xml/player.xmi'f=

</ WinampabstractionLayer>

The required file for any skin is the Skin.xml file. You can locate this file in your "C: \Program

Files\Winamp3\Skins\Simple Tutorial" directory. The content of that file is posted above. I'll go
over all the parts. | have listed line number on the left and the code on the right. You can open

your version and follow along.
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a) <?XML> (line 1)

m <7xml version="1.0" encoding="UTF-8" standalone="yes"7>

The first line of the Skin.xml file should be the line shown above. The line identifies Skin.xml as
an XML file. It is important to remember that you only that line only once in Skin.xml. If you divide
your xml into several files, do not include that line in other xml files. Subsequent xml files wi Il be
pasted into Skin.xml file by the skin engine.

b) <WinampAbstractionLayer> (line 3)

m <WinampAbstractionLayer version="0.8">

The WinampAbstractionLayer tag is used to specify which skin version you're following. The
version that "Simple Tutorial" skin is made for is 0.8. This tag is use d to track compatibility. We
will keep compatibility as long as possible. But sometimes when we introduce a new functionality
and change an existing one, compatibility is broken and we will increment the version number.
You will need to update the skin to conform to the new standard. If the skin engine finds your
version number is different than the current version, you will see the warning below. However,

this does not mean that your skin will no longer work. If functionality that has been changed is not
implemented in your skin, you skin will continue to function.

The skin wou're trying ba load is meant For an older Winamp3 version.
Are vou sure you want bo load this skin? (It might crash Winamp3)

c) <skininfo> section (line 4-12)

<skininfo>
<version> 1.0« fversion >
<name>Tutoral Simple Skin< /name>
<romment=Created by pixelpusher for the official Winamp3 skinning site,</comment
<author gaybag="be afrzid, be very afraid">John Hoag "aka" pixelpusher<fzuthor=
<amal=nonsalinb@hotmall.com</emall=
<homepages</homepage>
<sCreenshol>soreenshot. png«</screenshot>
</skininfo=

The tags are all pretty self-explanatory. But lets go over them anyways for fun.
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<skininfo>

EVErsinn> - the versian of the skin
<R - the name of the skin,
<oomments = comments for the skin
<author> - author's name
<email= - email of the author

<homepage= | - homepage for the skin, May be used for user to go
downlkoad an updated varsion of the skin,

<sorecnshol> | - screenshot of the skin for the Skin Switch component to display,
< /[ekininfo>

d) <include> section (line 13-20)

| have discussed <include> functionality above. Note that we're borrowing skins from the Default
skin. The only component's appearance we're overriding is the main player. The specification for
that is in player.xml (line 14). We'll go over that file next.

4. Simple Tutorial Skin - player.xml

a) Name and comments (line 1-3)

PLAYER.XML

=1-- Simple Tutorial Skin - Player, xml file
Created by pixelpusher and Ken Chen for the official Winamp3 skinning site, --=

The first section of your XML should be a comment section that briefly explains the functionalities
of the file. This way it will be easy for others to read and understand your code.

b) Elements definition (line 4-18)
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<|-- Element definition —>
<glamants=
<bitmapfont |d="player BIGNUM" file="player/numfont.png® charwidth="0"
charheight="13" hspacing="3" vapacing="1" gammagroup="Fonis"/ =
< hitmapfont id="wasabi. font.default” file="plaver/default-font.png” charwidth="5"
charheight="6" hspadng="0" vapacing="0" gammagroup="0Eplay Fonts"f=
<hitmap K="player.main. background™ fike="plaver/background.png”
gammagroup="Backgrounds"f =
<hitmap id="vis.backlayer.blue" file="player/blus-vis-layar.png'
gammadgroup="Backagrounds" =
< hitmap kd="black.backdrop” file="playerblack-backdrop.png'
gammagroup="Backgrounds"f =
< hitmap k="blue-player_button previous® file="player/blue/blue-previous. png”
gammagroup="Button="{>
<hitmap id="blue-player button.play® file= "player/blue/blue-play.png"
gammagroup="Buttons" /=
<hitmap K="blue-player.button.pausae” file="playverbleebhee-pause, png™
gammagroup="Buttons"} >
zhitmap k="blue-player_buttonstop® file="playerblue/blue-stop.png®
gammagroup="Buttans™/ >
<hitmap id="blue-player.button.next" file="playerbluefblue-next.png"
gammagroup="Buttons" /=
<hitmap K="blue-player.button.eject” file="playerDlue/blue-sject. png”
gammagroup="Buttons"}
< felements >

This section defines all the elements in your skin. This is the part that links the graphics to a
"bitmap id" that other XML code can refer to. For example, line 11 links a bitmap id, "blue-
player.button.previous", to a graphics component in "player/blue/blue-previous.png" file. That
bitmap id is also linked to a gamma group called "Buttons". After linking that object to a gamma
group, user can adjust the color variance of that object in the preference menu. Therefore, even if
that object is blue right now, you can change it so that it'll appear to be a differe nt color.

As your skin becomes more complex, you will have many elements defined in your skin. It will be
useful to break the <Elements> definitions into different files. Typically, one would define all the
elements in each component in separate files. Fo r example, elements in the main player will be in
"player-elements.xml" and elements in the playlist will be in "pledit-elements.xml".

¢) Playback Buttons Group Definition (line 19-64)
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<! Playback Bultons Group Defmition --=
< groupdef id="player. normal . playbarttons" names="Fayer buttons"»
<= hutton
Id="Préevicoes"
acton="PREV"
w="0" y="0"
irmage="blue-player. buthon. previous”
tooltip="Previous"
f=
< BLIETEn
id="Play'
action="PLAY"
W="23" 'I'=v
image="blue-player.button. play”
tootip=""Flay"
=
< button
id="Pausa"
Beiion="PAUSE"
n="4q5" y="0"
Image="hlue-player.button. pause”
tooltip="Pause"
=S
< hutton
id="5mp"
action="5TOP"
w="09" y="0"
image="blue-player.buthon. shop”
tooltip="5top™
Ir-"‘
< BUETon
id="MNext'
acton="NEXT"
W="02" 'F='-'
image="blue-player.button.next"
tooltip="Next"
I=
< hiton
id="Eject"
aclion="EJECT"
®="121" y="1"
image="blue-player.button.eject”
tooltip="Eject"
fo
< fgroupdef=

Sometime a group of objects naturally belong together or are loc ated next to each other. If you
move one of them, chances are that you'll be moving the rest of them. The playback buttons is an
excellent example. If you want to change the location of those button, rather than moving each
element independently, you can define a group and move the group together. A group is a set of
objects that can be referred to and manipulated as a whole. It is a like a bag to throw your stuff
into. It first must be defined by a <groupdef> tag, then can be located with a <group> tag. In
section 2.5, we're going to dissect it even more.
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[ Button: Play | [ Butlon: Fause |

0 1= 14

Hilrm

«I— 50ng FAle Intormation and Visualization Group Definition --=
"-'R'_]I'-.'.-IJ|.'IIJ+Z" id="player.normal® name="Wmamp">
-hacklayer.pise

IlTlElgE=' vis, backlayer. blus®
i
<text
id="timer"
display="Hme"
="30" |'|=' 24"
w="T0" h="18
font="plaver BIGHNLIM™ fantsize="21" align="right"
timecolonwidth="7"
f=
<layer [d="black.backdrop”
w="105" y="20'
ghost="1
image="black.backdrop”
Fo=
<text
id="songticker” dcker="1"
mgname” default="" showlen="1"

L ': 1
w="157"h="14"
fank="wasabi.for
fm
<|-— Sang Fike Intformation--=
<text
id="infoling" ticker="1"
display="songinte” default=""

itadefault” fontsize="13

%="108" y="37"'
we="157" h="11"
ront="wasai.font.default” fontsize="12" ghost="1'
FE]
=l Visualzabon =
<yis
id="vis'
x="201" y="4p"
w="72" h="1F"
fo

< fgroupdef>

Songlinfo group is another group definition just like the Playback Buttons group. As you can see
that the elements defined inside this group is different from the previous one. In this example,
we're using elements other than buttons. We're using the layer to set the background color of two
areas. A layer is basically an image. Layers can overlay on top of each other. It is sim ilarto a



layer in Adobe Photoshop. "Songinfo" and "infoline" are text objects displaying information stored
within Winamp3 runtime variables.

[ Text: Time | | Layes: *"black backdrop™ |

& JINNY EAT WOELD THE HIDDLE <258 I Text: Si:ll'bglr'lfﬂ- |

192¥6F5 STERED 44. 1KHE «

| Layer: "wis. backlayer.blue™ | —

i Test: Infoline

goooon |

| Visumslizabon | [ Group: player.normal |

e) Main Window: Container and Layout (line 1-3)

<= 1-- [Fain Window: Container and Layout --=
< container id="main" name="Main Window" default_x="0" default_y="0"
default_wisible="1"=
<I— First Layout --=
<|gpout id="normal” background ="player.maim.backgrownd” droptanget="pkir"=
<1-- Using Playback Buttons Group —=

<group kl="plaver, normal” />
<group id="player. normal. playbuttons® x="12" y="85" f=
< flayoart >
< fCOntainers

Previous sections are all about defining objects. Now we get to start using them. If you read the
code, you'll see that there is a container object, a layout object and two group objects. Container
is at the top of hierarchy because everything else "lives" in it. Within the container, we have
defined a layout and, within the layout, we're using the groups we defined earlier.

Container, layout and group are important concept and we will go more in depth in subsequent
sections. Read on....
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W3 Skinning Tutorial - 2.4 Container

What is a container?

A container is a top level object and it basically represents a window. Nothing holds a container. It
is an object that holds multiple related layouts. Each layout represents an appearance for that
window. You can design different layouts for each window but only o ne can be visible at a time.

<!-- Main Window: Container and Layout --=>
<container id="main" name="Main Window"™ default x="0" default_y="0
default_visible="1">

< foriba e
F 3 F 3

Breakdown of the code:

id="main" The id name that others can refer to.
name="Main Window" The name to display

default_x="0" The default x-coordinate for the container.
default_y="0" The default y-coordinate for the container,
default_visible="1" Make this container visible,

What is a layout?

A layout is a special kind of group, which shown inside a container. Each layout represents an
appearance for that window. Layouts give you the ability to design different looks for the same
container (or window). However, only one layout can be visible at a time. You must toggle among
layouts you defined. An example is the normal mode and windowshade mode in the Default skin.

W1 HAMP

HULLSOFT HIMAHFI EC2 1GDGI

S B == e @

[ = |EECOOCE B R B

The top image is using normal layout and the bottom is using t he windowshade layout.
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Lets look at the Simple Tutorial xml code for layout:

=I-- Main Window: Container and Layout --=
<container id="main" name="Main Window" default_x="0" default_y="0"
default_visible="1">
«<l== First Layout =->
<layout id="normal" background="player.main. background" droptarget="pldr">
<l Lksing Playback Buttons Group -

</flayout>
< fcontainer>

Breakdown of the code;

jd="rormal" - The id name that others can refer to.
background="player. main badeground” | - The graphics file to use for the background
droptarget="pldr - "droptarget” redirects the event when you

drag and drop a mp3 file into the container,
In this case, the event s redirectad to the
playlist editor,
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W3 Skinning Tutorial - 2.5 Group

1. What is a group?

2. Simple Tutorial: Using groups

3. Simple Tutorial: Playback Buttons Group Definition

4. Simple Tutorial: Song File Information and Visualization Group Definition

1. What is a group?

A group is a set of objects that can be referred to and manipulated as a whole. First must defined
by a <groupdef> tag, then located with a <group> tag. Group is an important ¢ oncept to
understand because a group is such a versatile object.

Let go back to our "Simple Tutorial" example. As you recall, we have two groups defined:
"player.normal.playbuttons" and "play.normal”.

Simple Tutorial Skin

[ Container: mamn |

8 JIAMY EAT HORLD THE WIDDLE
192KEFS STERED 44, 1EHZ

| Group: plaver.normnal |

Lets take a look at the code: (player.xml)
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= 1-- Fain Window: Container and Layout --=
< pontainer id="main" name="Main Window" default_x="0" default_y="0
default_visible="1">
<l-— First Layout --=
<layout id="normal” background="player.main.background” droptarget="pkdr"=
<1-- Lising Playback Buttons Group —=
<qroup l="plaver, normal” >
<group id="plaver. normal . playvbuttons® x="12" y="85" f=
< flanyoart >

< fCOntaners

If we change line 113 and 114: change the x&y coordinates of the group objects, their positions
are reversed. This is a simple change and much more convenient than changing the position of
each element independently.

NN - oroup id="plaver.normal" x="0" y="20" />
RE NN <cjroup id="player.normal.playbuttons” x="15" y="0" [>

QMmoo =

264, THIED EYE ELIND - SEHI CHA
1 5 3TEEEOQ 44, 1KHZ
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3. Simple Tutorial: Playback Buttons Group Definition (line

<[ Playback Buttons Group Defnition --=
< groupdef id="player. normal.playbuttons" name="Flayer buttons"»
< hutton
Id="Preyviouws’
acton="PREV
¥="0" y="0"
Image="blue-player. buthon. previous”
tooltip="Previous"
=
< hiktan
id="Flay'
acHhon="FLAaY"
K="23" '|l=-\.-
image= "blue-player.button.play”
totp="Flay"
I=
< hukton
Id="Pauss"
Beion="FAUSE"
¥="45" y="0"
irmage="hlue-player.button.pause
tooltip="Pause"
o
= huEtan
Id="5mn"
action="5TOP"
¥="69" y="0"
Imade="blue-playar.bution.soop”
tooltip="5top”
|r-'\"
< BT
id="MNext"
action="NEXT"
w="02" 'I'='\-'
image="blue-player.button.next”
tooltip="Hext"
f=
< hukton
id="Eject"
BCon="EIECT"
¥="121" y="1"
image="blue-player.button.eject”
tooltip="Eject’
Fo=

< fgroupdef>
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Ctan: Play | Button: Pause I

|:| |: |I_| g JIHAY EAT HORLD THE HIODOLE <2
i |9ZKEFS STERED 44, 1KHZ

TR NS

Line 19-64 is a group definition of the playback buttons. This section contains only the definition
of the group or, in another word, it defines which objects are in th e group. Once the group is
defined, you can use it later as we will see later. Lets go over the elements inside the group.
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4. Simple Tutorial: Song File Information and Visualization Group
Definition (line 65-107)

< I— Bong Ale Infarmation and Visualization Groug Definition --=
"-'-'_CII'-.'.-IJ[.'IIIIE'. d="payver.nonmal’ name="YWmam I:lI -
< |ayer Id="vis.hac -\.|F|'.-'F!| e
w="13" y="20"
ghost="1
II'I'|E|gE=' vis. backlayer. blus”
i=
<ttt
id="tirmer"
display="tma"
=307 y="24'
w="70" h="18
font="player BIGNLIM" fontsize="21" align="right"
timacokonwidth="7"
P=
<layer [d="black backdrop”
®="105" y="20"
ahost="1
image="hblack.backdrop”
i
<text
id="songticker” bcker="1"
display="=ongname" default="" shawlan="1"

¥="108" y="13"

w="157" h="14'

font="wasabi.font.default” fontsipe="13"
f=

<|— Sang File [nformmation--=
it

id="infoline" ticker="1"
display="somnain’e” default=""

x="108" y="37"

w="157" h="11"
fant="wasabi. font.default” fontsize="12" ghast="1'
i
1= Wisualzaton
< yis
id="vis
w="20" y="45'
wW="7Z" h="1&"
o=

< fgroupdef>

Songlinfo group is another group definition just like the Playback Buttons group. As you can see
that the elements defined inside this group is different from the previous one. In this example,
we're using elements other than buttons. We're using the layer to set the background color of two
areas. A layer is basically an image. Layers can overlay on top of each other. It is similar to a
layer in Adobe Photoshop. "Songinfo" and "infoline" are text objects displaying information stored
within Winamp3 runtime variables.
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[ Texk: Time

| [Tayer: "blackbackdrop™ |

mogg |

& JINNY EAT WORELD THE HIDDLE <2
1S2KEFS STERED 44, 1KHZ 5

—{ Text: songinfo |

Text: infoline

FEE

| Group: plaver.normal |
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W3 Skinning Tutorial - 2.6 Relative Position

. RelativePos.xml

NO OB WN -

. What is a relative positioning?

. Relative Position 1: defining X&Y Coordinates

. Relative Position 2: Specify the Height and Width
. Relative Position 3: Negative X Coordinate

. Relative Position 4: Negative Y Coordinate

. Relative Position 5: Relatw and RelatH

1. What is a relative positioning?

A. Introduction

Built on top of the WASABI platform, Winamp3 skinning offers unparalleled flexibility in element
placement. You're no longer restricted to specifying X&Y coordinates for an element. Instead, you
can define the position of the element relative to your component. When the component resizes,
the element will stretch or move with the component. This flexibility frees the skin designer fro m
the hassel of retooling or redrawing the graphic assets over and over again to different size and

width. Winamp will do that for you. =)

B. Add relativepos.xml to your SimpleTutorial

For this section, | have made another XML file called "relativepos.xml" that you need to include
in your SimpleTutorial skin. Download the relativepos.xml here. (Please right -click on the link and

choose 'Save As..." or 'Save Link Target As...")
http://www.winamp.com/nsdn/winamp3x/skinning/tutorials/relativepos.xml

Place this file in the same directory as your SimpleTutorial skin directory. For most people, the
path is "C:\Program Files\Winamp3\Skins\SimpleTutorial". Add this line to your Skin.xml in

<include file="relativepas. i’/ =

SimpleTutorial:

This is what your skin.xml should look like after the ¢ hange:

<ckininfos

< fekininfo>

<indude file=
<jpciude file=
<inciude file=
<include file=

=<indude file=
<include file=
<inciuide file=

<inciude file=

<Pxml version="1.0" encoding="UTF-B" standalone="yes"?=
<WinampAbstracbonlLayer version="0.8">

<version=1.0<version>

=name=Tutorial Simple Skin</name:=

<oomment =Created by pixelpusher for the offidal Winamp3 skinning site. < /comment >
<guthor gaybag="be afraid, be very afraid"=John Hoag "aka” pixelpusher</author>
<gmall=nonsainti@hatmall.com-< femall>

< homepage >< homepage>

<soreenshoft >screenshok. png=<fscreenshot>

EDEFAULTSKINPATH@x Ml eg.xml'f >
E@DEFAULTSKINPATHEmI/thinger, xml"f=
@DEFAULTSKINPATHEm/ pledit. xml"f >
@DEFALILTSEINPATHGxm  player-elements, xml”f >
@DEFAULTSEINPATH@xmI pledit-normal-group.xmif >
@DEFALULTSKINPATH@xmI/ video.xml™f >

wiml! planer, kil =

relativepos. xml™f > Bd 1

</WinampAbstractionLayer>
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2. RelativePos.xml

7

<l== Simple Tutorial Skin - Refativepos,xml file ==
<!-- Advanced topic: Relative position. -=
<1-- Created by Ken Chen for the official Winamp3 skinning site, —-»

Relativepos.xml uses elements from the SimpleTutorial skin. | am using the "blue -vis-layer.png"
and "red-vis-layer.png" in the Player directory.

=<!I-- Element definition --=
<elements>
<hitmap id="blua" file="player/blue-vis-layer.png” gammagroup="Backgrounds"/>
<bltmap ld="red" flle="player/red-vis-layer. png” gammagroup="Backgrounds"f>
<felements>

3. Relative Position 1: defining X&Y Coordinates

<!-- Group Definition 1: X&Y Coordinate; -->
<groupdel id="relativeposl” register autopopup="1" name="RPos 1: X and ¥ Coard">

<layer id="vis.blus"

w="20" y=" 30"

ghost="1"

image="hbiue
I

<fgroupdes>

A. register_autopopup="1"

Before we delve into the code, | want to go over one feature. Take a look at this tag:

I register_autopopup="1" |When you add this tag to a groupdef, Winamp3 automatically wrap a
container and layout around it and allow you to see the group in a separat e window. This is
particularly useful when you want to test the behavior of that group separate from everything else.
To open that window, right click on the Main Player to bring up the menu. Go to the "Windows"
submenu and you'll see the extra windows rel ativepos.xml has created. Open them up and try
them out.
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Mullsoft Vinamp3 version 3.0...
Play »
'ﬁew-ﬂa info AR+

Playlist Editor
Wideo Window
 Main Window

Relative Position together

RPos 2 Height and Width
RPos 3 Meg X
RPos 4: Meg ¥
RPos 5 Relstvy and RelatH

(Windows now available )

Wigualization Studio
winamp Browser

B. Defining X&Y Coordinates

Line 11-19 defines a group with a "blue -vis" layer at the coordinate of (20,30). This is probably
what you've been doing all along. As you can see, that the blue -\is layer's location doesn't
change if you resize the window. The position is fixed.

(_A=20 )
(=30 )
RFOS 1: X AND Y COORD
(XYY = (20,30} )

*Small size window
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RFOS 1: X AND Y COORD

*Large size window; Blue-vis layer position did not change

| encourage you to play with this XML file. If you change the X&Y coordinates on line 14 to (-20, -
30), your blue-vis layer will disappear. The reason is that the coordinate specified will be outside

the context of your component window and therefore will not be rendered.

= RPOS 1 ¥ AND Y COORD

*Negative X&Y Coordinates: (-20, -30)
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4. Relative Position 2: Specify the Height and Width

<1 Group Definition 2: Spedfy the Height and Width --=
<groupdel id="relativepos2" register autopopup="1~ name="RPas 2; Height and Width">
<layer id="vis.blue"
X="20" y="30"
h="100" w="200"
ghost="1"
image="bdue"
/=
<fgroupdef>

In group 2, we're defining the height and width of the blus -vis layer that is larger than the image.
When you do that, Winamp will stretch the image to that size. Likewise, if you specify height or
width that is smaller than the image, Winamp will shrink the image to fit to that size.

RPOS 1: X AND Y COORD

RPOS 2: HEIGHT AND WIDTH

*RPOS2 window: Height and Width defined
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5. Relative Position 3: RelatX & Negative X Coordinate

<1 Group Definition 3: Relat¥ & Megative X Coordinate --=
<groupdel id="relativepos3" register autopopup="1~ name="RPas 3; Neg X">
<layer id="vis.blue"
w==120" y="30"
redatx="1"
g'.'H:ﬂ=|llll
image="bdue"
=
<fgroupdef>

Line 30-39 defines a group with a "blue-vis" layer at the coordinate of (-120,30). Notice that we
have an extra line on line 34: "relatx=1". By setting relatx to 1, you're telling Winamp to start the x -
coordinate from the right edge of the window. Note that the X -Coordinate should be negative;
otherwise the blue-vis layer will not show up.

This is a convenient feature if you want an element stick to a specific distance relative to the right
edge of the window. Notice that when | resize the window, the blue -vis layer stays fixed distance
relative to the right edge of the window.

RPOS 3: NEG X

*RPOS3 window with relatx=1
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RPOS 3: NEG X ——

*RPOS3 window with relatx=1: coordinate (20,30)



«|— Group Definition 4: Relaty & Negative ¥ Coordinate —=
<groupdel id="relativepost” register autopopup="1~ name="RPos 4; Neg Y"'=
<layer id="vis.blue"
X="20" y="-80"
relaty="1"
ghost="1"

< fgroupdef>

Line 40-49 defines a group with a "blue -vis" layer at the coordinate of (20, -80). Notice theline on
line 44: "relaty=1". By setting relaty to 1, you're telling Winamp to start the y -coordinate from the
bottom edge of the window. Note that the Y -Coordinate should be negative; otherwise the blue -

vis layer will not show up.

This is a convenient feature if you want an element stick to a specific distance relative to the
bottom edge of the window. Notice that when | resize the window, the blue -vis layer stays fixed
distance relative to the bottom edge of the window.

RPOS 4: NEG ¥

(% Y) = (20,-80) }

*RPOS4 window with relaty=1

45



RPOS 4: NEG Y

*RPOS4 window with relaty=1: window resized

*ROS4 window with relaty=1: coordinate (20,50)
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7. Relative Position 5: Relatw and RelatH

[N < !-- Group Definition 5; Relatw and RelatH —>

0051 <!-- 3. Group Definition: inside blue squre-->

o052 <groupded id="relativepos.blug" name="RPos: blug™>
<layer d="vis.blue

x="0" y="0"
h="0" w="0
relath="1" relabw="1"
ghost="1"
image="blue"
=
<fgroupde>

<!— b. Group Definition: Outside red sgure containing blue square—>
<groupdef d="relativepos.red” register_autopopup="1" name="RPos 5. RelatW and RelatH™>

< |z yig.rad"
w1 lrl:"fl"
h="0" w="0
relath="1" relabw="1"
ghost="1"
image="red
[

<group id="relativepos.blue™ x="10" y="10" w="-50" h="-50" relatw="1" relath="1"/>
<foroupde>

Line 50-72 demonstrate the use of relath and relatw. From the beginning of this section we know
that by defining height and width different from the original image size, Winamp3 will
automatically stretch or shrink the image to fit that size constraint. What is powerful (and
awesome) about Winamp3 is that you can also tell Winamp3 to adjust the height and width of an
element with respect to the right and bottom edge of the window. This is accomplished through
"relath" and "relatw".

In our example, we defined a b lue-vis group (lines 52-60) and a red -vis group that encompasses
the blue-vis group (lines 63-72). The blue-vis group is defined with no preset x, y, h or w because
we will define them on line 71.

The magic happens on line 71. With relath set to 1 and re latw set to 1, we're telling Winamp3 to
stretch or shrink the blue-vis layer so that it is 50 pixels away from the right and bottom edge of
the window. The blue-vis layer is stretched and the distance is maintained as | expanded the size
of the window.
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Y Coordinates set. =
Pasition will not change.

BF0S 5: RELATW AND RELATH ——— 1

Relath=1 and Relatw=1
Blue-vis will strecth or
shrink to keep 50 pixels
distance from the right and
battam edge of the window

*RPOS5 window with relath=1 and relatw=1

XBY Coordinates set. Wi 30
Position will not change.

Relath=1 and Relatw=1

Blue-vis will strecth or

shrink to keep 50 pixels
distance from the right and
bottom edge of the window

*RPOS5 window with relath=1 and relatw=1; window resized; Blue-vis layer stretched
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- When you save the file, make sure that the type of the file is selected to "All Type" and NOT
"Winzip" filetype. You should save the file into your skin subdirectory in your Winamp3 directory.
For most people, that path is "C:\Program Files\Winamp3\Skins".

fsavehs x|
Smﬂlmnnmlm "I'J ol it
Dhad it s
Py Computer
My Mebsaork Flatess
1 Shabont B Rutiorials rnages
d'_'ltl.duudrrw-s
H_.ldﬂq:.im
£
Fib e’ |5m1m&ﬂuﬂ ﬂ I Sy
Mnﬁ-ﬁﬁﬁ;; ; | Cancel i

Contact Us

Please email Ken Chen if you have any suggestion.




W3 Skinning Tutorial - 3.1 Non-Rectangular Players

1. Introduction

2. Complex Tutorial Skin - The Break Down

3. Player. XML - Part 1: SimpleTutorialXML.xml
4. Player.XML - Part 2: Graphic Elements

1. Introduction

Winamp3 brings forth unprecedented flexibility and power to skinning. You are no longer confined
to simple rectangular shapes; in fact any shape is possible. Just take a look at these awesome
examples. In addition, Winamp3 has been revamped so that any part of the user interface is
skinnable.

You should notice that while the shapes are different, the X and Y coordinate system still applies.
The (0,0) coordinate starts at the upp er-left corner. The x-coordinate increases at you move to
the right and the y-coordinate increases as you move down.

While the shape of the image can be anything you want, the image itself remains in rectangular
form. What happens is that the background of the image is transparent; therefore all you see is
the shape that you intend to show. To produce the complex designs that you see below, you must
overlay many images on top of the each other. To do this, you must use layers. Layer

composition is covered in the next section.

Break the rules!
Any shape is now poassible.
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Though it's not a rectangular
in shape, the x & y coordinate Transparent background
system still applies.

\

Y

2. Complex Tutorial Skin - The Break Down

Complex Tutorial Skin is composed of these parts:

- Everything from Simple Tutorial Skin
- A second container: "complex"
- Within the "complex" container, a layout called "normal”.

Group #1: "complex.circle" - to illustrate Layer Composition (Section 3.2)
Group #2: "complex.circle2" - to illustrate Alpha Channel (Section 3.3)
Group #3: "complex.circle3" - to illustrate Drawer (Section 3.6 and 4.1)
Group #4: "complex.circle4" - to illustrate Animated Layer (Section 3.4)
Group #5: "complex.circle5" - to illustrate Animating Skin (Section 4.2)

Concepts such as container, layout and group were explained in Section 2. Please refer to them.
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<!-- Element definition --=
<glementsz
<hitmapfont id="player. BIGNUM" fila="player/numfont. png” chanwidth="9"
charheight="13" hspacing="3" vspadng="1" gammagroup="Fonts" />
<hitmapfont id="wasabi.font.default” file="player/default-font.png" charwidth="5"
charheight="6" hspacing="0" vspacing="0" gammagroup="Display Fonts"/>
<hitmap id="player.main.background” file="player/background. png"
gammagroup="Backgrounds"/>
<hbitmap |d="complex.redcircle" file="playver/red-cirde. png" gammagroup="Circles" >
<hitmap id="complex.yellowcircle-ammow” file="playeryellowcircle-armow. png”
gammagroup="Circles"{>
<hitmap id="complex.triangle” file="player/triangle.png” gammagroup="Triangle"f>
<hitmap id="complex.triangle.clickme® file="player/trangle-clickme. prg"
gammagroup="Trangl" =
<felements>




W3 Skinning Tutorial - 3.2 Layer Composition

1. Layer Composition
2. Complex Tutorial Skin

1. Layer Composition

Layer composition is the process by which several images lay on top of each other to produce a
complex graphical visualization. It is similar to layers in Photoshop.

The process is:

1) produce the images and save them in a file

2) define an element to represent that image in your XML

3) make a layer using that element

4) if you put layers in sam e area, they will lay on top of each other based on the ordering of the
xml code.

2. Complex Tutorial Skin

Complex Tutorial Skin

@ JINHY EAT WORLD THE MIDDLE <2
192KEFS STERED 44. IEHZ

| Laver: redcircle

[ Laver: triangle ]

In Complex Tutorial, Group #1 (the first circle from the left), has blue triangle on top of the red
circle. This is done through layer composition. Here's the process.

a) Make the graphics: the red circle and blue triangle.
b) Define the elements in the XML code.

c) Define layers using those elements.

d) Place the layers in the same area.
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Lets go through in detail how do to each step:

a) make the graphics: the red circle and blue triangle.

red-circle.png

A

triangle.png

b) define the elements in the XML code.

<bitmap id="complex.redcircle” file="player/red-circle.png” gammagrowp="Circles" =

<I-- Circle #1 Group Definition: Layer Compaosition --=
<groupdef id="complex.circle" name="Red Circle">
<layer id="redcirds

ir niti

1# Layer: red drde

< Jgroupdef >

x="10" y="30" Location of the layer

ghost="(" ghost = 0 visible; 1 invisible

image="complex.redcircle Using "complex redarcle” image
f= element defined on line 13
<layer id="triangla" 2" Layer: blue triangle

w="10" y="30" Location of the layer

ghost="0" ghost = 0 visible; 1 invisible

image="complex,triangle" Using “complex.triangle” image
/> element defined on line 15

d) place the layers in the same area.

<l-- (rcle #1 Group Defintion: Layver Composition —>
<groupdef id="complex.drcle” name="Red Crde™=
<layer id="redcircla"

x="10" ‘F"ES" -

ghest="0"
image="complex. redcircle”
[=

<layer id="triangla"
x="10" y="20" ug.

ghost="0"
image="complex. trianagle"
[=

<famupdef>

- Same X & Y coordinate,

- Reed arcle and blue triangle
have the height and width

- Triangle oode comes after
redeirlcg == Triangle image s
an top of circle
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W3 Skinning Tutorial - 3.3 Alpha Channels

1. Alpha Channel
2. Complex Tutorial Skin

1. Alpha Channel

Alpha channel controls the transparency value of an element. By adjusting the alpha value of an
element, you can make the element totally transparent or not transparent at all. Winamp3 blends
that element with the background image if the transparency of that element is increased.

Take a look at the two images below. Both images have a red rectangle layer on top of the Boxer
skin. The red rectangle in the first image has no transparency: the result is an overlap of images.
The second image uses alpha channel to create some transparency: the result is the blending of
the red rectangle and the Boxer skin.

* Some transparency: images blend.
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2. Complex Tutorial Skin

In Complex Tutorial, Group #2 (the second circle from the left), has blue triangle blended with the
red circle. This is done through Alpha Channel. Note that the graphical asset for this group is the
same as the ones used to demonstrate Layer Composition. The only difference is that we
adjusted the alpha value for the triangle in this section. Here's the process.

a) Make the graphics: the red circle and blue triangle.
b) Define the elements in the XML code.

c) Define layers using those elements.

d) Place the layers in the same area.

e) Change the alpha value for the triangle.

Lets go through in detail how do to each step:

a) make the graphics: the red circle and blue triangle.

red-circle.png

A

triangle.png

b) define the elements in the XML code.

<bitmap id="complex. redcircle” file="player/red-circle.png" gammagroup="Circles™ >

<!-- Circle #2 Group Definition: Alpha Channel --= Group #2: Red drcle definifion
<groupdef id="oomplex.drcle?2” name="Red Circle 2>
<layer id="redcircle2" 1# Layer: red drcle
x="77" y="30 Location of the layer
ghost="0" ghost = 0 visible; 1 invisible
image="oomplex redcircle” Lksing "complex. reddrcle” image
[z element defined on line 13
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<layer id="trianglz2"
x =II??II '!ll'= II] :
ghost="0"
image="complax.triangle"

3|F|h3 =||-_|:":|||
[= <!— alpha bebtween 0 and 255 —>
< fgroupdef=

2 Layer: blue triangle
Location of the layer

ghost = 0 visible; 1 invisible
Using "complex.triangle” image
alement defired on line 15

<l-- Crcle £2 Group Definibon: Alpha Channel| —-=
<groupdefl id="complex.drcle2” name="Red Cirde 2">
<laver d="redcircle2"

|

w="77" y="30"

<laver [d="trlangled"
w="77" y="30" o

o - Same X & Y coordinate,
ghost="0" - Red drcle and blue triangle
image="oamplex. radeirda" have the height and width

f=

- Triargle mode comes after
redoirloe == Trangle image s

ghost="0"
image="complex.triangla”
dlpha="100"

[ <l

alpha between 0 and 255 —>

< groupded

on top of drcle

<layer id="triangle”
:.::"_Inl_ll'" F:IIEEII
ghost="0"
image="oomplex.triangla"
alpha="100"

- Alpha value specifies the

o

<l-- dlpha bebween O and 255 —>
< fgroupded =

transparency of an element.
- [ is totally transparent
- 255 is no ransarency
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W3 Skinning Tutorial - 3.4 Animated Layer

1. Animated Layer
2. Complex Tutorial Skin

1. Animated Layer

An animated layer is a layer that displays a series of graphics by cycling through parts of a
graphics file. A simple example is the rotating arrow that you see below.

An animated layer does not move. However, an animat ing skin does move. To move a graphical
element in animating layer, you must write a MAKI script. Scripting is covered in the next section.

HULLZOFT HIHAMFZ RC2 1G0GT

2. Co

In Complex Tutorial, Group #4 shows a spinning arrow inside a yellow circle. This is done through
Animated Layer. Here's the process.

a) Make the graphics: rotating arrow
b) Define the elements in the XML code.
c) Define layers using those elements.

Lets go through in detail how do to each step:
a) Make the graphics: the red circle and blue triangle.
When you make the graphics for this layer, make the graphics for each frame separately. Then

put the frames together vertically in a single file as shown below. This example has a short
animation. If you plan to show more complicated a nimation, make more frames.
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l *— First Frame_|
—#+—— second Frame |
T *—{_Third Frame |
<+ Fourth Frame |

b) define the elements in the XML code.

The definition for the element is the same as any bitmap definition.
the next step.

The thing that is different is

<!-- Circle #2 Group Definition: Alpha Channel --=
<groupdef id="oomplex.drcle?2” name="Red Circle 2>
<layer id="redcircleZ”

Group #2: Red drcle definition
1# Layer: red drcle

x="77" y="30 Location of the layer

ghost="0" ghost = 0 visible; 1 invisible

image="complex. redcircla" Lksing "complex. reddrcle” image
[= element defined on line 13

c) Define layers using those elements.

Take a look at line 70 . The width and height tells Winamp3 how big each frame is. It will cycle

through each frame automatically.

<layer id="triangle2"
w="77" y="30
ghost="0"
image="complax.triangle”

3|F|h3 =||-_|:":|||
[= <!— alpha bebtween 0 and 255 —>
< fgroupdef=

2 Layer: blue triangle
Location of the layer

ghost = 0 visible; 1 invisible
Using "complex.triangle” image
alement defired on line 15
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W3 Skinning Tutorial - 3.5 Snap Points

1. Snap Points

2. Boxor Example

3. Default Player Example
4. XML example

1. Snap Points

Snap point is a point that windows will snap on to. When you move that window close in proximity
to that point, the window will "latch" on to that point. You can drag it out of that point later. Take a
look at these two examples.

2. Boxor Example

Snap point is a useful tool that adds more functionality to your skin. Take a look at the Boxor
example.

The point that the Thinger
will snap onto the main
player window.

by - J'ame reganer ks Nkl

120y s reo L thHE
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3. Default Player Example

WINAMP ———————— a3 i3

HULLSOFT WIHAMFSI EC2 16DGI
| - I f
J

I o | Y =3 1

Snap polnts along the J)
Main Window that other
conkainer can snap onto.

Snap points defined along the Main Window

AYLIST EDITOR

EFEIFET BT Bl HEW PLAYTLIST: @ ITERS

The Playlist Editor snaps to the Main Window when you move it close in proxim ity of the
Main Window
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4. XML Example

Lets take a look at the XML code to define a snappoint. To get two components to snap together
when they're close, you need to define snappoints in their XML. The XML itself is simple. The
important part is the id: components with the same snappoint id will snap together whereas

components with different ids will not.

«1== fila: FirstComponent. XML —=
< 1== Snappoint defined in the first component ==

= id: “round” matches with the

x="a"

snappoint definad in the
second companant.
= Location of the snappaint

== fila: SecondComponent. AML ===
«1== Snappoint defined in the second componant

-

2nappoints

= jid: “round” matches with the

snappoint defined in the
first comparsant.
= Location of the snappaint
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W3 Skinning Tutorial - 3.6 Drawers

1. Drawers
2. Complex Tutorial Skin Example

1. Drawers

A Drawer is an animated layer that is normally hidden but can be shown when triggered by a user
event (often a mouse click).

HULLSOFT HIHAMFS RG22 1GDGT

THET 11 - IR s
™

DRANVER

2. Complex Tutorial Skin

In Complex Tutorial, Group #3 shows a triangle that slides out when you click on it. This group
demonstrates the concept of a drawer. We will go over the XML code in this section. The script
explanation is covered in the next section. Here's the process.

a) Make the graphics: rotating arrow

b) Define the elements in the XML code.
c) Define layers using those elements.
d) Making MAKI script.
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Lets go through in detail how do to each step:

a) make the graphics: the red circle and blue triangle.

red-circle.png

triangle.png

b) define the elements in the XML code.

«<hitmap id="oomplex redcrcle” file="player/red-crcle.png”
gammagroups= "Circles" =

<bitmap id="momplex.triangle.clickma" file="player/triangle-clickme.png"
gammagroups"Trhangle" =

c) define layers using those elements.

<l-= Cirda #3 Group Definition: Drawear == Group #3: Drawer Group
groupdef id="complex.circled” name="Rad Cirde 3"=
<layer id="redcircle:

= Layer: "redcirdel
= Location of the layer
= Ghast = 0 visible; 1 invisibla

image="complax. redcirda" = Using "complex redcircle”
f= image {lin= 13}
<soript id="c

nplax” file="scripts/tiangle. maki™f = = Lsing scripting
;| = Button! "complex.circled.triangla3”

<hutton id
' - Location of the button

x="144"

ghiost="0" - Ghast = 0 visibla; 1 invisible
image="complax.triangle.clickme" = Using "complex redcircle”
image {lin= 13}
move="0" = Is this a mowing layer: MNo
ractrgn="0 = Rectangular shapa: Mo
sysragion="1 - Extend to desktop rendering
i= =l==%: 30 dosed, 60 opan ==> Options: (0=Mo, 1=Yes)

<fgroupdef >

d) Making MAKI script

Two MAKI scripts function together to create the animations you see. Triangle.maki animates the
sliding effect of the drawer. Anim.maki animates the moving arrow. We will go over the MAKI
script for drawer in the next section. Read on...

ff Complex Tutorial Skin - triangle.m MAKI file
[ Created by Ken Chen for the offidal Winampd skinning site.
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14
o015

0016

0018

o019

0042
0043
0044
0045
LG
D047
0048

LG9

[ #Finclude Section

#include "../../. . Jlib/std.mi"
#include "../..[. . /ibfconfig.mi"
#include "../../../lib/pldic, mi"

/! Varable Dedaration Section
global Button butbon_triangke;
global Int moving_triangle;
global String status_triangle;

{f System.onScriptUnloading() Section
System.onScriptUnioading( j{
h

[ System,onScriptLoaded! ) Section
System.onScriptLoaded(){
group triangleDrawer = getScriptGroupd );
button_trangle = triangleDrawer.findobject]"complex.crcled. tiangle3");
status_trlangle = "dosad";
moving_triangle = Q;
H

[ Your own funcbions
button_triangle.onleftbutbonup(int x,int y){
ifi status triangle == "cosed” & moving triangle 1= 1 ){
mowving_triangle = 1;
button_trangle setTargetY(60);
button_triangle. setTargetSpeed(0.25);
button_triangle.gototarget();
lalsa iff status triangle == "open” & moving triangle 1= 1)
moving_triangle = 1;
button_tdangle setTargety{30);
button_triangle. setTargetSpeed(0.15);
button_triangle.gototarget();
I
H

button_triangle.ontargetreached( )|
if{ status_triangle == "dosed” M
status_triangle = “open”;
mowving_triangle = 0;
Jelse if status_triangle == "open” }{
status_triangle = “dosed"”;
maowving_triangle = (;

Triangle.m MAKI file for Complex Tutorial Skin
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0015
no016
Qo117

J! Complex Tutorial Skin - anim.m MAKI file
[ Created by Ken Chen for the official Winamp3 skinning site.

[ #Finclude Section

#include "../../../lib/std.mi"
#include "../../../libfconfig.mi"
#include "../../../lib/pldir.mi"

f{ Varable Dedaration Section
function move_arrowy );

global String status_arrow;
global AnimatedLayer arrow;

/i System.onScriptUnloading() Section
System.onScriptUnloading(){
H

/i System.onScriptloaded() Section
System.onScriptLoaded( )
group arrowanim = getsaiptGroup] );
arrow = armowAnim. findobject{"arrow");
status_arrow = "down’;
move_armow();
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M Your own funcbions
mave_arnrow(){
if {status_armow == "down™)
{
status_arrow = “right™;
amow.setTargetk(211);
arrow.setTargety(80);
amow.setTargetSpead( 1.5);
armow.gototarget]);

¥

arrow. ontargetreached( 1

if {status_armow == "down")

{
status._arrow = “right™;
amow_setStartFrame(0);
ammow.setEndFrame{0};
arrow.setSpeed(0);
arrow.setdutoReplay(0);
arrow.play(;
amow.setTargetk(211);
amow.setTargety(80);
armow.setTargetSpead(1.5);
arrow.gototarget] );

b

elsa if (status_arrow == "right™)

{
status arrow = "up";
arrow.setStartFrame(0);
arrow.setEndFramel1);
arrow.setSpeed(0);
arrow.setAutoReplay0);
arrow.play{ };
arrow.setTargetk(241);
arrow. setTargety (80);
arrow.setTargetSpeed(1.5);
armow.gototarget] );

¥

alse if {status_armow == "up")

{
status._arrow = "left";
amow._setStartFrame(1);
amow.setEndFrame(2);
armow.setsSpead(0);
arrow.setAutoReplay();
arrow.play(;
amow.setTargety(241);
amow.setTargetY(40);
armow.setTargetspead(1.5);
arrow, gototarget]);

4

else if (status_arrow == "left")

{
status_arrow = "down”;
armow.setstartFramead);
arrow.setEndFrame(3);
arrow.setSpeed(0);
amow.setAutoReplayD);
armowv. play(};
armow.setTargetk(211);
arrow. setTargety (40);
amow.setTargetSpeed(1.5);

}am.gutularget{};

¥

* Anim.m MAKI file for Complex Tutorial Skin



W3 MAKI Tutorial - Part IV. Skin Scripting (MAKI)

1. The Scripting Engine (MAKI)
2. MAKI Script Organization

1. Scripting Engine (MAKI)

Here are some quick notes on MAKI to get you started:

MAKI stands for Make A Killer Interface.

MAKI is a scripting engine for creating custom behavior from a Wasabi skin and set of
components.

MAKI scripts are precompiled into cross -platform bytecode. This means that the set of
skin XML, elements and compiled scripts are completely cross -platform.

Scripts can attach to any event of any object in the Ul. Scripts can be loaded and
unloaded in any order.

For more about MAKI, please read MAKI Ov erview.
(http://dev.winamp.com/wiki/Modern_Skin:_Maki_Overview)

2. MAKI Script Organization

Before we go over MAKI code, I'd like to go over the overall f low of a MAKI script. Please refer to
the picture below. It shows what a typical MAKI script should look like.

Part 1: Script Comments

Part 2: #include Section

Part 3: Variable Declaration

Part 4: system.onUnloading() Section

Part 5: system.onScriptLoaded() Section
Part 6: Your own functions

70




“Songlicker setText(™); - ' | " Toverride existing defailt behavior ' |
stop():
}

Contact Us

Please email Ken Chen if you have any suggestion.
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MAKI Tutorial - 4.1 Drawer Scripting Example

1. Scripting
2. Compiling a MAKI script
3. MAKI Script - triangle.m

1. Scripting

What is a MAKI Script?

What is MAKI? MAKI stands for Make A Killer Interface. It is the scripting language for Winamp3.
Scripting is used to produce the animations you see in the skin. Scripting is simple. It's easy!
Anyone can do it! You'll love it.... Trust me.

So how does a MAKI script work?

MAKI scripts are event based. In other word, your functions are used to define behaviors when an
event occurs. If you don't define action for that event, the default behavior will be use d and the
default behavior is defined by Winamp 3. Scripts are used to override an existing behavior. For
example, when you click on the PL button, the playlist container appears. You can override that
functionality so that the Media Library also appears. (However, we don't recommend you to do
this)

What about elements | define in my own skins?

When you define new elements in your skin such as new buttons or sliders (elements that is not
in the Default skin), essentially what you're doing is creating new o bjects. The behavior for that
object is nothing.... nada until you specify an action in you XML or in your scripts.

The script to implement the animation you see below is short and simple. But it demonstrates the
power of Winamp 3: with little programmin g, you can add functionalities to your skin or user
interface. For more about MAKI, please read MAKI Overview.
(http://dev.winamp.com/wiki/Modern_Skin:_Maki_Overview)

HULLSOFT HIHAWFE EC2 1GDGI

DRANVER
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2. Compiling a MAKI script

Winamp 3 Directory Hierarchy

s C\Program FilesWinamp3 g——— Winampa Root Directory |
| Skins [ Skins Root Directory j
iz Default« : "Default” Skin Directory |
1 Simple Tutorial e———— "Simple Tutorial” Skin Directory |
Complex Tutorial «+——— "Complex Tutonal” Skin Directory |
Hi player .« { Graphics files directory ]
e g SCMPLS - [ Scripts files directory |
e anim.m
o 0 FIAKT Source Flles |
g """" E Eﬁ|m-makl><
e triangle.m o MAKT Source Flles J
R - triangle.rn-alci“'f"'f
b B i XML € [ XML files Directory |
. ........ plEl':,'Er'.}{r'ﬁl {— F :':MI_ l_—llE '|

@ SimpleTutorialML

Here're the basic concepts that you should know before starting.

a) Directory hierarchy

All your scripts for your skin should be together in a subdirectory. Usually that subdirectory is
called "scripts". In terms of hierarchy, that subdirectory is placed under your skin directory. In our
example, "scripts" subdirectory is under the "ComplexTutorial" skin directory.

b) .m and .maki files

A sourcecode file is a text file that you can read and understand wit h a text program like Notepad
or Editplus. The sourcecode file for your script has the .m extension. A compiled file is the result
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after being compiled by the compiler. It has been optimized (therefore unreadable for you) for the

computer to run. The compiled script has the .maki extension.
¢) Compiling a MAKI file

To compile a MAKI scripting, you must use the MAKI Compiler (mc.exe) in your Winamp3
directory. It is located in the same directory as your Winamp3 player. Chances are that it is
located in "C:\Program Files\Winamp3\Studio.exe" directory.

1) Open a DOS Prompt: "Start Menu" => "Run..." => type "command"
2) Change path to script directory for your skin. For this example, the path is "C: \Program
Files\Winamp3\Skins\ComplexTutorial\Scripts"

3) Run mc.exe on your script. Because mc.exe is not located in the same directory as your script,

you need to type "..\..\..\mc" in order to run it. For our example, it is ".. \..\..\mc triangle.m" to

compile triangle.m into triangle.maki.

You can set an environm ent variable to your Winamp3 directory so you don't have to type ".. \..\..\"

to access mc.exe. You can just type "mc triangle.m" instead. (To set an environment variable:

Right on "My Computer" => "Advanced" tab => Environment Variables.)

STEP 1: STEP 2:
Change to your Scripts Directory Compile your script

WINNT System32\cmd.exe

Microsoft Windows 2808 [Uersion 5.80.21951]
(C>» Copyright 1985-2088 Microsoft Corp.

C:x>ed "C:nProgram Files“Winamp3sSkins\ComplexTutorialsscripts™

C:Program Files“Winamp3sSkinssComplexTutorialsscripts?>..N..N..smc triangle.m

MC — Maki Compiler vwi.1.1.bh3
Ccr28P1, Hullsoft Inc.

Preprocessing...
OK: 18 macro expansions,. 53265 hytes, 21492 lines,. 4 files
Compiling... OK

Linking... OK
Writing binary... 0K

triangle.m (1839 loc?» was compiled to triangle.maki (1518 bytes) in 265 ms

C:\Program Files\Winamp3“Skins:ComplexTutorialsscripts>
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3. MAKI Script - triangle.m

The drawer animation is done through MAKI Scripting. The script is short and simple but it
demonstrates the power of Winamp 3: with little programming, you can add functionalities to your
skin or user interface. In your XML, you need t o specify which MAKI script you want to use.

<!-- Circle #3 Group Definition: Drawer --=
=groupdefl id="complex.drcle3"” name="Red Cirde 3">
<layer id="redcirde3"
¥="144" y="30
ghwost="0"
image="complex. redcinde"
f= In your Groupdef, you need
<srript id="complex" file="soripts/triangle.maki"/> «4— to specify which MAKI
<putton id="complex.circled. mangles” script you want to use,
x="144" y="30
ghost="0"
image="complex.triangle.dickmea"
miowe="1"
rectrgn="0"
sysregion="1"
J= <1-- ' 30 closed, 60 open -->
< fgroupdef>

Lets break down the script:
a. Introduction Comments:

The first part of the script should be a brief introduction to the script. It should talk about the
purpose and the functionality of the script.

I /| Complex Tutorial Skin - tiangle.m MAKT file
HEEE [/ Created by Ken Chen for the offidal Winamp3 skinning site.

o
] LLE]

b. #include Section:

The second part is the #include section. Use "#include" to include any file you need. If you need
to call or use another function that is defined in another file, make sure you include that file in
your script.

QD0 f #include Sedtion

Q00 #include "../../. . /lib/std.mi"
NI Finclude "/ ... . /lib/config.mi”
noo7 #include "../../.. /b pldir.mi*

c. Variable Declaration Section

Any variable that you'll use in your script, declare them in this section.
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[/ Varable Dedaration Section
global Button butbon_triangle;
global Int moving_triangle;
global String status_triangle;

d. System.onScriptUnloading() Section

When the script is unloaded, this part of the script will run. Typically, you do your clean up in this
section. Our triangle script is simple and therefore doesn't need anything in this section.

ff System,onScriptUnioading() Section
System.onScriptUnioading( ){
H

e. System.onScriptLoaded() Section

When the script is first loaded, this part of the script will run. Typically, if anything you want to
make happen when the script first start, you do that here. In our example, we initialized some
objects and set the initial state for those objects. Just like the previous section, it is perfectly fine
to leave this section empty. If you do that, nothing will happen when the script is loaded.

NI / Svstem,onScriptloaded) ) Section
: System.onScriptLoaded{
group trianglelrawer = getScriptGroupd);
button_trangle = triangleDrawer.findobjedt " complex.drclel. tiangle3");
status_trlangle = "dosed";
maving_triangle = 0;
¥

f. You own functions

This section is where you put all your own functions that will define the behavior of your script.
Make sure that any variable you use in this function is decared and their initial state has been
initialized. For our example, we have two functions.

- button_triangle.onleftbuttonup(int x,int y) function

This function responds to the event when the triangle button is pressed. The triangle buttons has
two states: open or closed. Depending on the current state, its position is changed so th at it is
moved.

- button_triangle.ontargetreached() function

This function responds to the event when the triangle has reached its destination. What event
occurs, the state of the button is changed to its new state.
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[ Wour own funcbions

VEra button triangle.onleftbutbonupdint x,int v){

0028 iff status triangle == "cosad" B moving triangle 1= 1 ){
0029 moving_triangle = 1;

0030 button_triangke. set Targety{60);

0031 button_triangle. setTargetSpeed(0.25);
0032 button_triangle.gototarget();

0033 lalsa if{ status_triangle == "open” & moving_triangle 1= 1)
0034 maoving_triangle = 1;

0035 button_trangle setTarget¥(30);

0036 button_triangle. setTargetSpeed(0.15);
0037 button_triangle.gototarget();

0038 ¥

0039 }

Q040

ISR Dutton_triangle.ontargetreached(){

0042 iff status_triangle == "dosed" M

0043 status_triangle = "open";

0044 mawing _triangle = 0;

0045 lelsa i status_triangle == "open” |

0046 status_triangle = "cdosed";

004 maowving_triangle = (;

0048 3

oods |
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MAKI Tutorial - 4.2 Animating Through Script

1. Animating Skins
2. MAKI Script - anim.m

1. Animating SKins

An animated layer does not move. However, an animating skin does move. To move a graphical
element in animating layer, you must write a MAKI script. In this section, we wi Il show you how to
do a sequence of animation that you see in this skin.

2. MAKI Script - anim.m

Couple things you need to notice in your XML.:

i) Both animated layer and animating skin are "AnimatedLayer" type.
ii) Both use the same graphical eleme nt.
iii) The difference lies that animating skin uses a MAKI script to move the arrow.

<I-- Circle #4 Group Definition: Animated Layer —=
<groupdef id="complex.drcled” name="Rotating Crcle” =
<animatedlayer id="rotateCircle" «
x="225" y="10 — - Bath are Animatedlayers
w="25" h="25"
image="complex.yelowdrde-arrow”
autoplay="1"
mve="0"
autoreplay="1
rectrgn="0 — - Bath use the same graphic
sysregion="1" alement
I=
< fqroupdesd >

<|== Circle #5 Group Definition: Scripting =-=
<groupdel id="complex.drcles” name="Maoving Circle"= . )
<script id="anim" file="saripts/anim.maki"f> « - For animating skin: MAKI
<animatedlayer id="arrow" < script is required. Specify
X="211" y="40 which script you're using.
w="25" h="25"
image="complex yellmwoirde-armow” g -
autoplay="0"
miove="0"
autoreplay="0

<fgroupdef>
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Lets break down the script:
a. Introduction Comments:

The first part of the script should be a brief introduction to the script. It should talk about the
purpose and the functionality of the script.

000 J Comiplex Tutorial Skin - anim,m MAKT file
e /| Created by Ken Chen for the official Winamp3 skinning site.

0003

b. #include Section:

The second part is the #include section. Use "#include" to include any file you need. If you need
to call or use another function that is defined in another file, make sure you include that file in
your script.

IS [/ Finclude Sechion

VN include "/ ../ /b st mi”
IS include .. ../, /libjconfig.mi”
e include ",/ ik pldiemi”

c. Variable Declaration Section

Any variable that you'll use in your script, declare them in this section.

NIRRT /| \Variable Dedaration Section
EEER funchion move_arroey );

011

NI o lobal String status_arrow;
I Olobal AnimatedLayer arrow;
0014

d. System.onScriptUnloading() Section

When the script is unloaded, this part of the script will run. Typically, you do you r clean up in this
section. Our triangle script is simple and therefore doesn't need anything in this section.

DRI (/ Systemn,onScriptUnloading() Section
IR ~vstem.onScriptUnioading)q{

0017 M

0018

e. System.onScriptLoaded() Section

When the script is first loaded, this part of the script will run. Typically, if anything you want to
make happen when the script first start, you do that here. In our example, we initialized some
objects and set the initial state for those objects. Just like the previous section, it is perfectly fine
to leave this section empty. If you do that, nothing will happen when the script is loaded.
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In this script, we set the initial state for several variables and call "move_arrow()" function when
the script is loaded.

(RN |/ System,onScriptloaded() Section

IR System.onScriptloaded()]

0021 group arrowanim = getsaiptGroup] );
0022 arrow = arrawAnim. findobject{"arrow™);
0023 status_arrow = "down’;

0024 mowve_arrow();

0025 |
0026

LA LP

f. You own functions

To move the arrow, we use two functions. The first function, "move_arrow ()", is called by
"System.onScriptLoaded()" when the script is loaded. The function of "move_arrow()" is to move
the arrow down from its initial location. To do this, it sets the x and y coordinate and the speed for
that movement. When the arrow reaches the target location, an event is fired telling the system
that the arrow has reached the target location.

Winamp3 is an event driven system. The second function is designed to handle the event when
the arrow reaches its destination. Depending on its state, it will direct the arrow to move to a new
location. This function is called over and over again every time the arrow reaches its destination.
This simple function directs the movement of the arrow that you see in the skin.
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HEEREN. | Vour own functons
maove_armow( )|
if {status_armrow == "down")
{
status_ariow = “right™;
arrow.setTargety(211);
armow.setTargety (80);
amow.setTargetSpead(1.5);
armow.gototarget] );

0037 W
[JNERSS

(KSR arrowv . ontargetreached | 1

0040 if {status_armow == "down")
0041 1{

0042 status_arrow = “right™;
0043 amow.setStartFrame(0);
0044 amow.setEndFrame{0);
0045 amow.setspesad(0);

O046 armow.setautoReplay(0);
0047 arrow. plav();

0048 arrow.setTargetX(211);
0045 amow.setTargelY (80,
0050 amow.setTargetSpead(1.5);
0051 amow.gototarget]);

0052 *

0053 else if (status_arrow == “right™)
0054 {

0055 status_arrow = "up™;

(056 armow.setStartFrame(0);
0057 arrow.setEndFrame(1);
0058 arrow.setSpeed(0]);

0055 armow.setiutoReplay(0);
0080 armow.play{ };

(061 amow.setTargety(241);
0062 arrow.setTargety(80);
arrow.setTargetSpeed(1.5),;
arrow.gototarget] );

b

alse if {status armow == "up")

{
status_arrow = "left";
armow.setStartFrame(1);
armow.setEndFrame] 2);
amow.setSpead(0);
arrow.setAutoRenlay 0);
arrow. play();
arrow.setTargety(241);
armow.setTargety(40);
amow.setTargetSpead| 1.5);
arrow.gatetarget]);

1

else if (status_arrow == "left")

i
status_arrow = "down';
armow.setStartFrame(2);
arrow.setEndFramel3);
amrow.setSpeed(0);
armow.setAutoReplay] 0;
arrow.play(};
amow.setTargetk(211);
arrow.setTargety (400,
amow.setTargetSpeed(1.5);
amow.gototargety §;




