Writing Timekeeper Skins

General Suggestions

· Let us know if you are having problems getting the skin engine to do what you want.  We’ve only put a couple test skins through it, and there may still be bugs.

· Lay out the skin in a 268 x 240 picture first.  You’ll need a preview picture anyway.

Skin components

Timekeeper skins are just a zip file containing:

· Global.txt – This is the top-level script file.  It specifies:

· Background image

· Optional TOGGLEMODE attribute (for a chess timer)

· Position & script files for each timer

· TimerX.txt – Individual timer script files

· Describe layout and bitmaps for each control

· Shared between logical timers that will have same appearance

· Preview.gif (or .jpg, .png) – Optional preview image that will appear in skin chooser

· Various bitmaps referenced from script files

Zip these elements together and give the .zip file a .tks extension.  Place this file in \My Documents on the mobile device, and you should be able to use Timekeeper to open it.

Script Files

All script files are line-based.  Make sure to use an editor that gives you strict control over end-of-line characters (notepad).  Each line must be blank, begin with a statement, or begin with a comment character: ’.  Some lines will get very long (especially COUNTBUTTON).  Statements from the Global.txt file may not be used in the timer files or vice versa.

Statements are outlined below in System typeface.  Don’t include the ‘<’ and ‘>’ marks when writing the statements to a file.  Include a single space after the initial statement word, no spaces are used in the parameter lists.  All coordinate parameters are in decimal numbers and represent pixels.  

Regions

Several control statements include a <region> parameter.  This parameter is always used to describe mouse sensitive areas.  This parameter may take the form of a RECT or POLY statement.  Both of these commands will occur in a parameter list with commas before and after the command.
RECT[<left>;<top>;<right>;<bottom>]

This works as you would expect.  Note that most bitmap regions are expressed with <left>, <top>, <width>, <height> coordinates.  RECT’s will not match these numbers.

POLY[<x1>;<y1>;<x2>;<y2>…]

Use 2*n numbers to specify an n-point polygon.  The last pair of numbers do not have to match the opening pair.  The region will be closed for you.

Global.txt

There are three statements in this file: BACKGROUNDFILE, SET, and TIMER.  

BACKGROUNDFILE <filename.ext>

Simply name the background image file directly.  This file should contain a 268x240 image.  

SET TOGGLEMODE

This is an optional line.  TOGGLEMODE forces the timers to behave in a manner suitable for a chess timer.  Timers will be paired: 1 and 2, 3 and 4, etc.  Each timer’s PLAY button will actually operate the other timer in the pair.  Starting one timer will stop the other.

Experiment with this mode.  Let us know if there are any other modes that you would like to see implemented.

TIMER <id>,<scriptfile>,<left>,<top>,<width>,<height>

<id> is a numeric parameter.  Timers should be numbered starting from 1 and counting up.  Try to number them in the order the user would perceive the first timer, etc. to be placed.  This id number is how settings, current running time, etc. are transferred between timers when a new skin is loaded.

<scriptfile> specifies the Foo.txt file that will describe this logical timer.  Script files are commonly shared between multiple logical timers, although this is not a requirement.

<left>,<top>,<width>,<height> specify the location of the logical timer in client coordinates.  All coordinates in the timer script file will be relative to this rectangle.

TimerX.txt

Timer script statements

The timer script file may contain any of these statements: BITMAP, BACKGROUND, ALPHA, and MASK.  

BITMAP <bitmapid>,<bitmapfile>

The BITMAP command associates a <bitmapid> with an image file.  This file may be a .gif, .jpg, or .png file.  The BITMAP command must occur before any controls use the <bitmapid> parameter.  Note that most controls allow specifying source rectangles along with a <bitmapid> for each image required.  This allows many images to be pulled from the same bitmap file when this is convenient.

MASK <bitmapid>,<maskfile>

The MASK statement is used to specify opaque and transparent sections of a bitmap.  It may be associated with any <bitmapid> previously set up by a BITMAP statement.  All controls may then use this <bitmapid> to draw irregular shapes.

ALPHA <alphaid>,<alphafile>,<charwidth>,<charheight>

Labels use ALPHA images to display characters.  These characters must be laid out horizontally in the specified image file.  The order that characters should be put in the image depends on the specific control associated with a LABEL and ALPHA.  This order is specified in the Timer Control section.

BACKGROUND <bitmapid>

The BACKGROUND statement specifies a bitmap to use as the background for the individual timer.  

Timer script control statements

The time script file will also contain control statements: BUTTON, LABEL, ONOFF, and COUNTBUTTON.  The first parameter of each of these statements is the logical name of a control.  This parameter is always text with no quotes.  All coordinates in timer scripts are relative to the position of the timer within the master window.  Each timer rectangle starts with the coordinates 0,0 in the top left corner and has whatever dimensions are specified in the Global.txt file.

LABEL <controlid>,<backgroundid>,<alphaid>,<region>

<controlid> is obviously the corresponding control.  <backgroundid> is a bitmapid and specifies a background to draw the characters over.  <alphaid> is where the character images are pulled from.  <region> specifies both the clickable region and the target drawing rectangle for the control.  Labels should always use a RECT region. 

BUTTON <controlid>,<lo.id>,<hi.id>,<region>,<target.x>,<target.y>,


<width>,<height>,<lo.x>,<lo.y>,<hi.x>,<hi.y>

<controlid> again specifies the corresponding control

<lo.id>,<hi.id> specify bitmapid’s.  Lo.id is used most of the time.  Hi.id is used when the user currently has the stylus pressed into the button control.  This pairing of bitmaps will be used for all button-like controls.

(Key: Lo=”normal”=”up”=”unpressed”.  Hi=”highlighted”=”down”=”pressed”.)

<region> specifies the area that will respond to clicks.  

<target.x>,<target.y> the position in the timer area the button will appear

<width>,<height> the width and height the button will have

<lo.x>,<lo.y>,<hi.x>,<hi.y> coordinates in the corresponding source bitmaps to pull images from.

ONOFF <controlid>,<off.lo.id>,<off.hi.id>,<on.lo.id>,<on.hi.id>,


<region>,<target.x>,<target.y>,


<width>,<height>,


<off.lo.x>,<off.lo.y>,<off.hi.x>,<off.hi.y>,


<on.lo.x>,<on.lo.y>,<on.hi.x>,<on.hi.y>

The ONOFF statements works just like the BUTTON statement, but contains four bitmaps instead of two.  The “off” bitmaps refer to a different state than the “on” bitmaps.  Four pairs of coordinates are used to specify source coordinates.  This statement is clearest when seen in the example file.  The PLAY control uses an ONOFF statement.  The “off” state should give a Play button appearance.  The “on” state should give a Stop button appearance.

COUNTBUTTON <controlid>,


<up.lo.id>,<up.hi.id>,<down.lo.id>,<down.hi.id>,


<downup.lo.id>,<downup.hi.id>,<downrpt.lo.id>,<downrpt.hi.id>,


<region>,<target.x>,<target.y>,


<width>,<height>,


< up.lo.x>,< up.lo.y>,< up.hi.x>,< up.hi.y>,


< down.lo.x>,< down.lo.y>,< down.hi.x>,< down.hi.y>,


< downup.lo.x>,< downup.lo.y>,< downup.hi.x>,< downup.hi.y>,


< downrpt.lo.x>,< downrpt.lo.y>,< downrpt.hi.x>,< downrpt.hi.y>

Again, the COUNTBUTTON statement is similar to a BUTTON statement.  It contains eight bitmaps that correspond to four states.  It also has eight pairs of coordinates to reference these bitmaps.  It is used with the COUNTTYPES controlid to indicate the current timer mode.  This mode may be “Count Up”, “Count Down and Stop”, “Count Down, then Count Up”, or “Count Down, then Repeat”.

Timer Controls

The components of time display are all LABEL controls:


HOURS – (two digits) hour display


HOURCOLON – (one char) the colon following the hour digits


MINUTES – (two digits) minute display


MINUTECOLON – (one char) the colon following the minute digits


SECONDS – (two digits) second display


SECONDDOT – (one char) the dot following the seconds


TENTHS – (one digit) tenths of a second


HUNDREDTHS – (one digit) hundredths of a second

All of these may be used or omitted as it makes sense for a particular skin.  Most skins should probably not include the HUNDREDTHS display, as updating this label will sap CPU and battery power.

All of the time display controls use the following order of characters in the ALPHA:


“:.:.:.:.0123456789012345678901234567890123456789"  (quotes not included)

This is an unusual order, but the first colon, dot, and set of numbers 0-9 are shown when the timer is stopped and reset.  The second colon, second doc, and second set of numbers 0-9 are shown when the timer is counting down.  The third set is shown when the timer is counting up, and the fourth set is used to ‘flash’ the timer by alternating with another set.  In the sample skin, you can see that we used black, red, green, and blue colors respectively.

Two additional LABEL controls are optional:


NAME – displays the name a user has given a logical timer.  When touched, allows the user to rename the timer.


LAPS – displays the last lap time created by a count up or count down-up timer.  This field is not strictly needed for lap functionality, but makes things much easier on the user.

Both of these LABEL controls use a full alphabet as the format of the ALPHA:

" ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz” + “0123456789!@#$%^&*()_+-=[]{};':",./<>?\|`~" (quotes at end of lines not included)

The first letter is a space, and is always used to draw a control as empty.

The BUTTON RESET control is required.  The BUTTON PRESETS control is optional.

The ONOFF PLAY control is required.  Note that the Off state (first two bitmaps) corresponds to a Play button.  The On state (second two bitmaps) correspond to the Stop or Pause button. 

The COUNTBUTTON COUNTTYPES control is required.  The first pair of bitmaps show the timer is in the “Count Up” mode.  The second pair show the timer is in the “Count Down and Stop” mode.  The third pair show the “Count Down, then Up” mode.  And the last pair show the “Count Down, then Repeat” mode.

