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Rocky Mountain Multimedia, Inc.

Littleton, CO 81301

Voice: (303) 933-7300      Fax: (303) 933-7301
http://www.rockmedia.com

LEGAL MUMBO-JUMBO

Trademark Acknowledgments

Kiosk-in-a-Box is a trademark of Rocky Mountain Multimedia, Inc. Other product and company names mentioned herein may be the trademarks of their respective owners.

Copyright

Copyright © 1996, 1997 by Rocky Mountain Multimedia, Inc. All rights reserved. Reproduction, adaptation, or translation without prior written permission is prohibited, except as allowed under copyright laws.

Software License Agreement

BY INSTALLING OR USING THE ACCOMPANYING SOFTWARE PRODUCT, YOU ARE AGREEING WITH ROCKY MOUNTAIN MULTIMEDIA INC. (“RMM”) TO BECOME BOUND BY THE TERMS OF THIS SOFTWARE LICENSE AGREEMENT AND LIMITED WARRANTY. IF YOU DO NOT AGREE WITH THE TERMS AND CONDITIONS OF THIS SOFTWARE LICENSE AGREEMENT AND LIMITED WARRANTY, PROMPTLY RETURN THE SOFTWARE PRODUCT AND ALL RELATED MEDIA TO RMM FOR A FULL REFUND.

Software Product License

The SOFTWARE PRODUCT is protected by applicable United States copyright laws and international copyright treaties, as well as other intellectual property laws and treaties. The SOFTWARE PRODUCT is licensed only, not sold.

1.  GRANT OF LICENSE. This Software License Agreement grants you the following rights:

· Use of Software Product. You may install one copy of the SOFTWARE PRODUCT onto one computer. If you are deploying a multi-system application roll out, you must purchase a separate license for each single COMPUTER in the system.

· Back-up Copy of Software Product. You may make a single back-up copy of the SOFTWARE PRODUCT solely for archival purposes.

2. DESCRIPTION OF OTHER RIGHTS AND LIMITATIONS.
· Limitations on Reverse Engineering, Decompilation and Disassembly. You may not reverse engineer, decompile, or disassemble the SOFTWARE PRODUCT, except and only to the extent that such activity is expressly permitted by applicable law notwithstanding this limitation.

· Separation of Components. The SOFTWARE PRODUCT is licensed as a single product. Its component parts may not be separated for use on more than one computer.

· Single Computer. The SOFTWARE PRODUCT is licensed to be used only on a single computer. TheSOFTWARE PRODUCT may not be copied for installation onto another computer. PRODUCT to any other person, except as expressly permitted below under “Software Transfer”.

· Software Transfer. You may permanently transfer all of your rights under this Software License Agreement, provided you retain no copies of the SOFTWARE PRODUCT, you transfer all of the SOFTWARE PRODUCT (including all component parts, the media and printed materials, any upgrades, and this Software License Agreement and Limited Warranty), and the recipient agrees to the terms and conditions of this Software License Agreement and Limited Warranty. If the SOFTWARE PRODUCT is an upgrade, any transfer must include all prior versions of the SOFTWARE PRODUCT.

· Termination. Without prejudice to any other rights, RMM may terminate this Software License Agreement if you fail to comply with the terms and conditions of this agreement. In such event, you must destroy all copies of the SOFTWARE PRODUCT and all of its component parts.

3. UPGRADES. If the SOFTWARE PRODUCT is an upgrade from another product, whether from RMM or another supplier, you may use or transfer the SOFTWARE PRODUCT only in conjunction with that upgraded product, unless you destroy the upgraded product. If the SOFTWARE PRODUCT is an upgrade of a RMM product, you now may use that upgraded product only in accordance with this Software

License Agreement. If the SOFTWARE PRODUCT is an upgrade of a component of a package of software programs which you licensed as a single product, the SOFTWARE PRODUCT may be used and transferred only as part of that single product package and may not be separated for use on more than one computer.

4. COPYRIGHT. All title and copyrights in and to the SOFTWARE PRODUCT (including but not limited to any images, photographs, animation, video, audio, music, text and “applets” incorporated into the SOFTWARE PRODUCT), the accompanying printed materials, and any copies of the SOFTWARE PRODUCT, are owned by RMM or its suppliers. The SOFTWARE PRODUCT is protected by copyright laws and international treaty provisions. You may not copy the printed materials accompanying the SOFTWARE PRODUCT.

5. DUAL-MEDIA SOFTWARE. You may receive the SOFTWARE PRODUCT in more than one medium. Regardless of the type or size of medium you receive, you may use only one medium that is appropriate for your single computer. You may not use or install the other medium on another computer. You may not sublicense, loan, rent, lease, or otherwise transfer the other medium to another user, except as part of the permanent transfer (as provided above) of the SOFTWARE PRODUCT.

6. U.S. GOVERNMENT RESTRICTED RIGHTS. The SOFTWARE PRODUCT and related documentation are provided with restricted rights. Use, duplication, or disclosure by the Government is subject to restrictions as set forth in subparagraph (c(1)(ii) of the Rights in Technical Data and Computer Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) and (2) of the Commercial Computer

Software—Restricted Rights at 48 CFR 52.227-19, as applicable.

7. REFERENCE OF FUTURE PRODUCTS OR PROGRAMS. The SOFTWARE PRODUCT and accompanying written materials may contain reference to or information about RMM products (equipment or software programs), or services that are not now available. Such references or information must not be construed as a commitment by RMM to provide such products, software programs, or services.

LIMITED WARRANTY

THE SOFTWARE PRODUCT AND ACCOMPANYING WRITTEN MATERIALS ARE PROVIDED BY RMM “AS IS” WITHOUT WARRANTY OF ANY KIND. FURTHER, RMM DOES NOT GUARANTEE, OR MAKE ANY REPRESENTATIONS REGARDING THE USE, OR THE RESULTS OF THE USE, OF THE SOFTWARE OR ACCOMPANYING WRITTEN MATERIALS IN TERMS OF

CORRECTNESS, ACCURACY, RELIABILITY OR TIMELINESS. IF THE INCLUDED SOFTWARE PRODUCT OR ACCOMPANYING WRITTEN MATERIALS ARE DEFECTIVE, YOU, AND NOT RMM OR ITS DEALERS, DISTRIBUTORS, AGENTS, OR EMPLOYEES, ASSUME THE COST OF ALL NECESSARY SERVICING, REPAIR, OR CORRECTION. THE ENTIRE RISK AS TO THE RESULTS AND PERFORMANCE OF THE SOFTWARE PRODUCT AND ANY FURTHER PROGRAMS OR WRITTEN MATERIALS DEVELOPED UTILIZING THESE MATERIALS IS ASSUMED BY YOU.

EXCEPT AS PROVIDED ABOVE, RMM DISCLAIMS ALL WARRANTIES, EITHER EXPRESSED OR IMPLIED, INCLUDING BUT NOT LIMITED TO IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, WITH RESPECT TO THE SOFTWARE PRODUCT OR WRITTEN MATERIALS. TO THE MAXIMUM EXTENT PERMITTED

BY APPLICABLE LAW, IN NO EVENT SHALL RMM BE LIABLE FOR ANY INCIDENTAL OR CONSEQUENTIAL DAMAGES OF ANY KIND ARISING FROM ANY USE OF THE SOFTWARE PRODUCT OR FROM AN INABILITY TO USE THE SOFTWARE PRODUCT.

Governing Law

This Software License Agreement and Limited Warranty shall be governed by and construed in accordance with the laws of the State of Colorado.

Note: Portions of this software were developed with FXTools. FXTools is the property of and is copyright (c) 1997 by Pegasus Software LLC, ALL RIGHTS RESERVED.
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Preface
The Design Concept of Kiosk-in-a-Box
Kiosk-in-a-Box is a premiere software design tool that allows you to create a local and/or Internet based multimedia-rich kiosk application without any programming. All you need to do is add content: pictures, videos, sounds and/or text. And all with drag & drop ease.

Internet Ready

Kiosk-in-a-Box can: “surf the web”, restrict URL acccess, and/or restrict E-Mail access, check  E-Mail, send statistic reports, purchases, and survey results via E-Mail, and/or use FTP to perform automatic updating and/or upload collected data daily. It can capture pictures and/or videos at the kiosk and use these files to create web pages, printouts or E-Mail. It also may optionally collect funds. 

Image, Voice and/or Video Capture, Plus Post Processing!

Kiosk-in-a-Box is capable of capturing images, voice, and/or video at the kiosk, and then uses these files in a variety of ways, from displaying them at the kiosk to creating printouts, web pages, or E-Mail.
Unlimited Screens, Menus, and Objects with Over 100 Special Effects

With Kiosk-in-a-Box, you can define an unlimited number of screens, menus, and objects. Each object can also be assigned an action to perform if touched (clicked). Refer to the Kiosk Editor / Action tab for details. Each screen and/or object can be assigned one of over 100 special effect transitions. Each transition can be fine-tuned with respect to speed and grain. Each screen may consist of zero or more objects. You may define what objects play when, and set delays between objects to create dynamic presentations that are attractive and exciting. Transitions from screen-to-screen can be made to look seamless, giving your kiosk application a totally professional and exciting look.

Pay-Per-View Interface

You can optionally invoke a wide variety of Pay-Per-View options. Optionally charge for full kiosk access, a capturing session, limited kiosk access, or a mixture. Further select from either a count-down or “taxi meter” method of charging. Collect payments via Credit Card, bill acceptor, or both via the included "Cashier-in-a-Box".

Database Objects for Access 2000+ Using ADO Technology and/or ODBC

Kiosk-in-a-Box can connect to a database and display one or more fields and/or records from the database, making it a snap to design directory kiosks, tourism kiosks and similar kiosks that are best designed using a database.

User Surveys with Results to a Database

Kiosk-in-a-Box can be configured to ask one or more questions and gather user data. The results are instantly stored in a database and/or E-Mailed “live” when submitted.

Shopping Cart Point-of-Sale

Sell printout and/or products using the shopping cart kiosk features contained within Kiosk-in-a-Box. Included are widgets to interface to a credit card reader and/or bill acceptor.  Purchases are instantly stored in the “shopping” database and/or E-Mailed “live” when submitted.

Usage Tracking

Kiosk-in-a-Box can be configured to track all touches and events. Use these events for report generation and/or evaluation of your application. Optionally record just the screen access counts and total time per screen.

CHAPTER 1: INTRODUCTION
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Figure 1.1. Sample Kiosk-in-a-Box Screen

Overview

Rocky Mountain Multimedia’s Kiosk-in-a-Box software lets you create a kiosk application without any software programming knowledge or scripting. All that is necessary to create a kiosk with Kiosk-in-a-Box is your imagination. With Kiosk-in-a-Box, you can create Internet kiosks, Intranet kiosks, pay-per-view surfing kiosks, E-Mail stations, building directory kiosks, tourism kiosks, information kiosks, shopping cart kiosks, way-finding kiosks, trade show demos, laptop sales presentations, and more.

Kiosk-in-a-Box can display an unlimited number of graphics, text, video and/or sound object on an unlimited number of screen, and each object can be assigned one of over 25 different actions.

Kiosk-in-a-Box also has the ability to surf in a controlled environment and send and/or retrieve E-Mail.. Kiosk-in-a-Box can optionally restrict URLs, E-Mail addresses, and/or helper applications. It also can send data back to you “live” via E-Mail and/or FTP file transfers.

Kiosk-in-a-Box can capture images, voice, and/or video, then post-process this data into a variety of exciting formats, including E-Mail, web page creation, printouts, or postcards.

Kiosk-in-a-Box also has the ability to run other executables. For example, you could have a Director, Authorware, Visual Basic, or any other executable application appear when desired.

With Kiosk-in-a-Box you can:

· send E-Mail

· surf the Internet

· retrieve E-Mail

· create pay-per-view kiosks

· create flexible "attraction loops" 

· create on-screen keyboards easily 

· collect data with user input fields 

· process E-Mail (mailto) hyperlinks

· capture images, voice, and/or video

· create dynamic "way-finding" maps 

· search a database based on user input

· sell products with shopping cart widgets 

· search a database & display search results 

· assign any object one of 25+ "touch" actions 

· define "call zones" (local / long distance areas) 

· track usage and statistics in daily database files 

· execute automatic FTP file transfers & updating 

· display an unlimited number of screens and menus 

· use 3D button effects with cool "depressed" actions 

· define custom error messages in your native language 

· ask questions with user survey multiple choice widgets 

· use database objects to display fields from databases 

· create database "grids" for easy menu / directory generation 

· print just about anything (screen, object, dbase report, file) 

· trap printing errors - optionally disable printing on an error 

· send E-Mail messages (print errors, stats, surveys, purchases) 

· display unlimited videos and sounds that play once or auto-loop 

· automatically store survey information directly into a database 

· access the Internet (interfaces with the Web Kiosk Commander) 

· define when and where each individual screen object should appear 

· display screens, graphics, text & videos using 100+ special effects 

· use the credit card widget to read and record credit card information 

· create printouts, postcards, web pages or E-Mail using captured images

· call via touch-to-dial voice calling - including numbers from a database 

· and so much more!

System Requirements
Kiosk-in-a-Box is a 32-bit self-contained Windows 98/NT 4.0/ME/2000/XP application. Below are some general requirements. Your requirements may vary:

· A 200+ MHz machine is recommended. 

· Multimedia components: BMP, JPG, WAV, MIDI, MPEG, QuickTime and/or AVI files.

· At least 32 MB of RAM if you intend to run Kiosk-in-a-Box as a stand-alone application or in conjunction with another executable created with Director, C++, Visual Basic, Authorware, etc.

· A graphics editing program (PhotoShop is highly recommended).

· At least 2MB of Video RAM. The target computer must be run with 16-bit color depth (65536 colors).

Obtaining the Software
Kiosk-in-a-Box is available via the Internet or CD. It may be downloaded from the following

location: 

http://www.rockmedia.com/kbox.html

Kiosk-in-a-Box will run with 100% functionality once installed. However, unregistered (unpaid) versions will display an “Exit to System” button which kills the program if touched / clicked. The demo version also has a pop-up dialog box that appears on occasion until the software is purchased.

Purchasing the Software
Pricing for the "Full" version of Kiosk-in-a-Box is $495 for the Master License (first copy) and $125 for each additional Site License purchased by the same company. The "Light" version is $295 / $75 respectively. Purchasing Kiosk-in-a-Box will remove the intermittent modal pop-up dialog box and the “Exit to System” button. 

Unlocking a Purchased Download Copy of the Software
Assuming you have purchased Kiosk-in-a-Box, you need to officially license the produce. To do this procedure, you need to email some “unlock codes” to heyliger@rockmedia.com. The “unlock codes” are two numbers that are generated based upon your installation and upon the specific PC where the application resides. RMM will respond to your email with an “unlock code”. Simply enter in this code into the Kiosk Editor, and you’re all set.
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The specific step-by-step licensing tasks are:

1. Run Kiosk-in-a-Box.

2. Access the Kiosk Editor.

3. Click the System tab, then the Misc tab, then the License tab.

4. Select both the Serial Number and the PIC with the mouse– one at time – and press CTRL+C to copy the specific value. 

5. Paste both values into an email to heyliger@rockmedia.com, labeling them accordingly.

6. When you get your response from RMM, access the Kiosk Editor (if not already accessed).

7. Click the System / Misc / License tab (if necessary).

8. Enter in the “unlock code” provided by RMM.

9. Click the License button.

Your software will now be licensed. The “Exit to System” button will go away, as will the “annoying” dialog box that appears every 5 minutes with the unlicensed version.

Note: if you purchased a “light” version, then your unlock code will unlock it and set the software to the “light” version. Alternatively, if you purchased a “full” version, your software will be unlocked and run at full capacity.

The Differences between the “Full” and “Light” Versions
Both the “Full” and “Light” version of the software use the same executable. The purchase and licensing of the product determines which features are supported. Below is a table showing the differences between the two products, and what is supported.

If you would like to “test” your application under a demo “Light” license, perform the following:

1. Copy the “kbox.license” file to a different location [or rename]

2. From within the “\License Files” folder, copy the light [unlicensed] file to the main installation folder, and rename it “kbox.license”. 

3. Run the software [it will now be in a “Light” {unlicensed} mode]

4. To restore to “Full”, copy the file of step (1) back to the name of “kbox.license”

FEATURE






FULL

LIGHT

Master License price (1st copy you buy) 



$495 

$295  

Site License price (2nd ... nth copy you buy)  


$125  

$75  

Quantity "enterprise" licensing  




X

X  

Create powerful local multimedia presentations  


X

X  

Number of unique screens possible  



No Limit  
15  

Create powerful attraction loops 




X

X  

Perform one of 25 different touch-actions 



X

X  

Display local or online Internet / Intranet sites


X

X  

Restrict URL, FTP, E-Mail, printing etc.



X

X  

Send / retrieve E-Mail  





X

X  
"Fake" E-Mail to disk  





X

X  

Collect and save all E-Mail addresses  



X

X  

Display "banner ads" with "hot links"  



X

X  

Collect usage stats & generate reports  



X

X  

E-Mail errors, stats and reports  




X

X  

Automatically update itself via FTP  



X

X  

Print the screen, objects, and files  




X

X  

Interface with Internet VIP  




X  

-  

Interface with Cashier-in-a-Box  




X

-  

Charge for use / access / printouts  




X

-  

Create "shopping carts" and take orders  



X

-  

Show text, pictures, & sounds from a database  


X

-  

Search database{s} based off user touches  



X

-  

Print reports from a database  




X

-  

Collect user feedback / surveys into a database  


X

-  

Contacting Rocky Mountain Multimedia, Inc.

Rocky Mountain Multimedia, Inc.

Littleton, CO 81301 USA

Voice (303) 933-7300 / Fax: (303) 933-7301  (6am - 6pm Mountain Time)

E-Mail: heyliger@rockmedia.com
Visa / MasterCard / American Express accepted.

NOTE
When registering your software, RMM will require your name, company, address, phone, fax, E-Mail address, and the Serial Number and PIC for each system you are registering

CHAPTER 2: INSTALLATION

Installing Kiosk-in-a-Box for the First Time

Kiosk-in-a-Box Level 4 was created using Microsoft Visual Basic 6.0 Service Pack 5. When you install Kiosk-in-a-Box, you are also installing some support files and components for Visual Basic 6.0 SP5. If you are installing Kiosk-in-a-Box for the first time:

1. Download the fully functional version to a temporary directory. This download is an “Install Shield” installation file, and contains all the support files, components, and a nice demo. 

2. Set your computer screen resolution to 800x600, and 16-bit (high color) mode. To do this, right-click on the desktop and select the Properties pop-up menu option. Select the Settings tab from the Display Properties dialog box.

3. Make sure you also have Small Fonts set on the Font drop-down list on the same Settings tab.

4. Restart your computer if so prompted before installing Kiosk-in-a-Box.

5. Execute “kbox_level4.exe” to install the program.

6. After installation, run the “KBOX” program – the very first run will start the “Setup Wizard, which verifies your system settings and gets you up and running in no time.

NOTE

Your final kiosk does not have to be designed in 800x600 resolution - the demo 

was designed in this resolution and hence the requirement of #3 above.

Un-Installing The Software

To remove Kiosk-in-a-Box from your system, perform the following:

1. Access the Control Panel.
2. Click on Add/Remove Programs.
3. Choose Kiosk-in-a-Box from the list and select the Add/Remove button. 

4. Finish removal by deleting the installation directory and all residual files / folders using Windows Explorer.

This will remove all references to the software including icons, folders and files. 

Running Kiosk-in-a-Box

Choose the Start button on your desktop. Select the Programs Menu, and choose Kiosk-in-a-Box from the list of applications. 

Exiting Kiosk-in-a-Box

To exit Kiosk-in-a-Box:

1.  Right-click on any portion of your screen OR press F3. Doing this allows you to enter Kiosk-in-a-Box Foreground Design Mode. The cursor will change to an arrow with an attached “box”.

2.  Right-click again to produce the Kiosk Editor.

3.   Click the Exit button.

YES - YOU CAN MODIFY THE DEMO ! ! !

The unlicensed Kiosk-in-a-Box software can be 100% modified - everything works and nothing is disabled. However, you cannot get rid of the "unlicensed" dialog box that pops up every 5 minutes, and you also cannot remove the "Exit to System" button in the upper left. 

Other than that - everything is accessible and will work.

Kiosk-in-a-Box – No Editor (KBOX_NE)

There is a separate program – kbox_ne.exe – that is included with the application. This version is the “No Edit” version of the product. This is the version you would eventually put out in the field.

CHAPTER 3: BASIC CONCEPTS

Components of Kiosk-in-a-Box

Before you begin designing your application you need to understand the basic components that make up a Kiosk-in-a-Box application. These components consist of the following:

1. The Screen

2. The Backdrop

3. The Background & Background Objects

4. The Foreground & Foreground Objects

5. Message Objects

6. Pop-Up Keyboard Objects

7. "Special Text" Objects (widgets)
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Figure 3-1. Components of Kiosk-in-a-Box

The Screen

The screen is the combination of three components: the backdrop, a single background containing zero or more background objects, and a foreground containing zero or more foreground objects. The above listed items are layered bottom to top respectively. The information comprising a given screen is saved in a screen definition file in the format of SreenName.sdf in the current Configuration Sub-Directory (demo default of c:\Program Files\kbox_v4\demo_v4).

The Backdrop

The backdrop is a graphic object that is behind all objects. This object displays a graphic designed specifically to occupy the entire screen of your chosen kiosk resolution (640x480, 800x600, 1024x768, etc.).  You may assign a unique backdrop graphic for each screen, and/or share a backdrop graphic over a series of screens. The backdrop is always repainted using its special effect when going from screen to screen - even if the two screens share the same backdrop graphic. This repainting creates the “cool” special effects desirable in a kiosk application. Each screen can assign its own special effect transition.

NOTE: THE BACKDROP GRAPHIC MUST BE FULL SCREEN

Always pre-design your kiosk backdrop by creating a full screen image

that matches the resolution of your kiosk (640x480, 800x600, etc.)..

The Background & Background Objects

The background consists of zero or more background objects. These objects are usually shared among two or more screens.  An example would be the "topic buttons" of the contained demo: all buttons on the far right are on a background entitled mainmenu. The background always exists - even if there are no objects on the background (an empty background). 

Background objects consist of either graphics and/or text (no video or audio).  Each background object has its own set of unique parameters, including a name, when it is displayed, how it is displayed, and what happens to it when it is touched (clicked). The information for a given background is saved in a background definition file in the format of BackgroundName.bdf in the current Configuration Sub-Directory.

If two or more screens share a background, none of the background objects are repainted between screen transitions that share backgrounds. This creates a very cool seamless special effects transition to the “next screen”. The backdrop may change and foreground objects may change, but the background remains constant. If you want to change the effect for a given screen transition, modify the effect property of the backdrop object via the Effects tab using the Kiosk Editor.

 If you transition to a screen that contains a different background, then all components of the prior background disappear during the screen transition, and the new background components (if any) are displayed first-to-last according to their Play / Layer Order. If an effect is assigned to any background object, then this object is displayed using its special effect.

The Foreground & Foreground Objects
The foreground consists of zero or more foreground objects. Foreground objects are individual graphics, text, sounds, widgets and/or videos that are placed “on top of” a backdrop and background (in other words, “on the foreground”). As with background objects, each foreground object has its own set of unique parameters, including a name, when it is displayed, how it is displayed, and what happens to it when it is touched (clicked). 

Foreground objects are layered bottom-to-top. The bottom-most foreground object is displayed first, while the top-most object is displayed last.  In-between each object displayed is an optional dwell time that can be defined to create a time-based sequence of events.

The exception to this rule is when an object is set as hidden. A hidden object is only displayed when another object has been set to “play” {show} it. You cannot set a dwell time for a hidden object. 

You set the objects Play /Layer Order using the Effects tab of the Kiosk Editor. By changing the Play / Layer Order you are effectively changing the sequence of which objects displays when and what object is “on top of” another object.

Sometimes Rocky Mountain Multimedia refers to Kiosk-in-a-Box as “dynamic PhotoShop” in that each object is similar to a PhotoShop layer, and the layers are turned on (displayed) one after the other. Hopefully this analogy will help all you PhotoShop die-hards out there! 

Message Objects

Message objects appear during these application situations: 

1. Walk-away time-outs

2. Printing  progress and printing errors

3. Inappropriate user survey navigation

4. Invalid E-Mail execution scenarios

5. Insufficient escrow funds, and

6. Touch-to-Dial telephone availability

You may personalize message objects to contain a custom graphic designed specifically for your application and in your native language. Refer to the SysMsg tab under the main System tab. Message objects will always appear “on top of” any other object on the screen, and in the same location every time. Clicking (touching) a message object causes the object to disappear.

To establish the default location for a given message object, click the System, then the SysMsg tab on the Kiosk Editor. Select the appropriate message in the message list. Optionally modify the graphic for this message by clicking the desired graphic in the Available Graphics list. Click the Display Now button to produce the system message object. Now use the arrow location keys and/or close the Kiosk Editor and drag the message object to the desired location.

When you are satisfied, access the Kiosk Editor (if it is closed). Optionally click the “Save” button (the blue floppy disk), and then press the green “Update and Go” button. 

Pop-Up Keyboard Objects

You may define an unlimited number of touch-type keyboards and customize the size and functionality of any given keyboard. Keyboards are created by first defining a keyboard layout via the Kiosk Editor, and then assigning the layout to an object by setting the Action of the object to Kbd... 

When a user touches an object with the keyboard action as its assignment, the keyboard layout (or grid) determines the key assignment for the position touched, and sends the keystroke{s} to the active User Input object or Web Browser field.

Special Text Objects

There are a variety of "special text objects" call widgets that provide unique display and/or touch action functionality. These widgets include such simple items as displaying the system time or date, to collecting user input, to acting as a web browser. Most widgets are defined by first creating a text object via drag & drop, then clicking the Special Text tab on the Content tab. From there you can select and browse through the available widgets.
The Configuration Sub-Directory
To make it easy to maintain a series of different kiosk applications on the same computer, Kiosk-in-a-Box uses what is called a Configuration Sub-Directory. A Configuration Sub-Directory acts as the “home base” for a kiosk application designed with Kiosk-in-a-Box. Within a given Configuration Sub-Directory (folder) there exist all the files and graphics necessary for a specific kiosk application. By changing the Configuration Sub-Directory of Kiosk-in-a-Box, you can change the entire kiosk application. It is also useful when you want to keep a “working” version of your kiosk while editing and making changes to your “new version”. Refer to Chapter 5 - The System Tab for additional details on the Configuration Sub-Directory.

Media File Specifications and Requirements
All media files are “external” to Kiosk-in-a-Box. Kiosk-in-a-Box reads media files off the hard drive only when it is time to display and/or play them. There are three basic object types that use external media files. These object specifications and requirements are as follows:

1. Picture Object (foreground, background, message and pay-per-view objects)

2. Sound Object (foreground objects only)

3. Video Object (foreground objects only)

Supported file types for a picture object include BMP and JPG. Both picture and video objects can be sized in one of two ways: either by the size of the media file (the size of the picture or video) or by establishing your own size, which forces the media file to be dynamically resized when played. Refer to the Chapter 5 - the Content Tab - for additional information

Supported file types for a sound object include WAV and MIDI. Sound objects are displayed as an icon in Design Mode - this same icon is hidden from sight in In-Use and Attract Modes.

Supported file types for a video object include MPEG, QuickTime, and AVI. See the appendix of the documentation for additional details.

NOTE
Text objects do not require any media file support, but you must make sure that the 

fonts you used to design your text objects are installed on all in-the-field computers.

Sub-Directory Requirements
In order to simplify distribution and duplication of your final application, all media files must be located in certain sub-directories under the Configuration Sub-Directory used by Kiosk-in-a-Box. Again, these sub-directories must be located within your set Configuration Sub-Directory (folder), and must include the following folders:

..\kbox_v4\cfgDir\graphics\ 
All picture object files.

..\kbox_v4\cfgDir\sounds\ 
All sound object files.

..\kbox_v4\cfgDir\videos\ 

All video object files.

As you design your application remember to save the final versions of your media in one of the directories listed above.

NOTE

The term cfgDir relates to the current Configuration Sub-Directory - not an actual sub-directory with that name. The initial cfgDir of Kiosk-in-a-Box is the \demo_v4 sub-directory, which contains the example demo included with the original software.
In addition, within the install directory of Kiosk-in-a-Box, there are additional sub-directories that exist or will exist once you run the software. These directories include: 

..\kbox_v4\data\ 

(Required) - database file location for surveys, shopping, etc.

..\kbox_v4\data\archive
(Created)  - archive area for above databases

..\kbox_v4\\html\ 
(Required) - local HTML files the Web Browser object uses.

..\kbox_v4\stats\ 

(Created)  - daily usage statistic files.

..\kbox_v4\stats\archive
(Created)  - archive area for above statistic files.

..\kbox_v4\ftp\ 

(Created) - “Workspace” area for automatic FTP updating.

..\kbox_v4\email

(Created)  - E-Mail signature and disk-based file area

..\kbox_v4\email\queue
(Created)  - E-Mail queuing area for all out-going E-Mail

..\kbox_v4\email\archive
(Created)  - archive area for sent E-Mail

..\kbox_v4\upload\ 
(Created) -  FTP queuing location for out-going files.

..\kbox_v4\print\

(Optional) - used for database designed kiosks and printing

Advanced database designs may optionally include disk-based files within a database that "point" to a file that may be printed. In such designs, you should also create a "..\kbox_v4\print" folder and locate all print files within this folder. See Chapter 7 for additional details.

CHAPTER 4: Quick Start Steps
Quick Start Steps for Designing an Application with Kiosk-in-a-Box

The following steps are meant to give you an overview of what is required for designing a new application with Kiosk-in-a-Box or duplicating an existing application. These steps are for quick-start reference only. You should read each section of the Kiosk Editor (of this documentation) to gain further understanding of all the elements that comprise an application created with Kiosk-in-a-Box, and where all elements must be located in order for Kiosk-in-a-Box to find them. 

Again, if you haven’t run the demo, you should duplicate and run this first!

The steps below tell you how to duplicate or create a new kiosk.
IMPORTANT NOTE

Before customizing your graphics, you should determine the resolution of

 your application, and design the backdrops and graphics accordingly.

In order to create a new application or duplicate an existing kiosk application, the following steps should be taken in the order listed below:

1. If you are creating a new kiosk, proceed to step 2. If you are duplicating a kiosk application (like duplicating the original demo), begin with step 4.

2. First determine the resolution for your kiosk application, as all graphics used within your kiosk will need to be designed for this resolution (640x480, 800x600, 1024x768, etc.).

3. Design at least one full-screen backdrop graphic that matches the resolution you have chosen (for example, an 800 x 600 bitmap file named “backdrop.bmp”). Optionally design buttons and graphics that will exist “on top of” the backdrop (this is when PhotoShop or tools that support layering really come in handy, as Kiosk-in-a-Box is very similar to PhotoShop’s layering concept). 

4. Run Kiosk-in-a-Box.

5. Right-click (or press F3) to enter Foreground Design Mode.

6. Right-click again on the backdrop to produce the Kiosk Editor (dialog box).

7. Select (click) the System tab.

8. Select (click) the Config tab (this is the default System sub-tab).

9. Select (click) the Configuration Wizards tab.

10. In the New Folder text box, enter a new Configuration Sub-Directory name (example: mykiosk). Note the Final Target text box is updated with your new Configuration Sub-Directory name.

11. If you are creating a totally new kiosk application, click the Create a New Single-Screen Kiosk Application button. Kiosk-in-a-Box will create a new Configuration Sub-Directory (specified by the Final Target text box) and also new {blank} screen and background files: blank.sdf and blank.bdf. The backdrop of this blank screen will use the same backdrop graphic currently displayed. Kiosk-in-a-Box will also create a \graphics, \sounds, and \videos folder within this new sub-directory, and fill these folders with the required support files in the appropriate locations. If you are duplicating a kiosk application, click the Duplicate Current Kiosk Application button.
12. Once the above step is complete, Kiosk-in-a-Box will terminate. Click the “OK” button to exit Kiosk-in-a-Box.

13. If you are creating a totally new kiosk and have performed steps 2 and 3, you may now move your file{s} created in (2) above into the newly created \graphics sub-directory (in this example, you would move “backdrop.bmp” into “..\kbox_v4\mykiosk\graphics” along with any other graphics you wanted to exist “on top of” your backdrop graphic). Remember, you can assign media (pictures, sounds, videos) to objects if and only if the media exists on the hard drive, and in the appropriate folders of \graphics, \sounds, and \videos contained within your Configuration Sub-Directory.

14. Run Kiosk-in-a-Box (it will be accessing all information from your newly created Configuration Sub-Directory). If you were duplicating a kiosk application, you are now done. If you were creating a new kiosk application, proceed to step 15.

15. Right-click (or press F3) to enter Foreground Design Mode.

16. Right-click on the backdrop to produce the Kiosk Editor (dialog box). The Content tab will be the active tab.

17. Select your new backdrop graphic file you created in step 2 (example: backdrop.bmp) in the Media File list box, and then click the Apply button to change the backdrop graphic.

18. Click the Save Current Setting button to make this change permanent. 

19. Optionally begin adding text, video, sound and picture objects. You add an object by clicking and holding the appropriate icon on the Kiosk Editor, and then dragging this icon onto the screen - releasing the mouse to “drop it” in the approximate location. Use the Content tab to then assign the media. Use the Action & Effects tabs to customize your application and create cool transitions and display effects. 

20. As you drag & drop new objects on the screen, use the green Update and Go button to update and test your additions as you create. If you like what you see, click the floppy to make these changes permanent.
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  Click the “Update and Go” button to update and test your screen{s}
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 Click the floppy to make your changes permanent (save your changes)
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 Click the “New Screen” button to produce new blank screen{s}
Quick Start “How Do I…” Answers

In order to assist you in developing your kiosk application, here are some topic overviews to get you going.

Start Editing

Right-click once on the backdrop object - notice the cursor change. At this point you may optionally drag and/or select one or more objects and move them about.

If you want to access the Kiosk Editor, execute another right-click - the Kiosk Editor will appear, and it will be referencing the object you just right-clicked on. Use the editor to manipulate your kiosk and/or object settings. Refer to Chapter 5 for details.

Select and Move Objects

Depending upon where the objects you want to move are on the Foreground or Background, enter Foreground Design Mode (F3) or Background Design Mode (F4) – notice the change of the cursor. 

To move a single object, click it and drag it to its new location. You may optionally click the object and then use the arrow keys to move it.

To move two or more objects, hold down the Shift key and click the object{s}. Clicking the object again (with the Shift key down) will de-select it. Optionally, click on the backdrop and drag a “selection rectangle” over the objects you desire to select. When all objects are selected, you may use either the arrow keys or drag a given object within the group. If you drag a group, it will look like only one object is being moved but when you release the object, all objects will be updated by the new delta position.

Size Objects

Picture and video objects are sized in one of two ways. The default sizing is to make the object the same size as the media file. If you want the media file to be the size of the object, check the Resize Media to Object’s Size checkbox on the Content tab. To resize a picture or video object, close the Kiosk Editor if present, but remain in Design Mode (your cursor will have a little box in the lower right-hand corner). Select the object you want to resize, then press and hold the Shift key while pressing the arrow keys to adjust the object’s size quickly; hold the Ctrl key while pressing the arrow keys to fine-tune the object’s size.

Text objects may be sized in one of two ways. First enter Design Mode (F3 or F4). Then select a single object or group of objects. Hold the Shift key down and use the arrow keys to resize the selection. The other way is via the Kiosk Editor. Click the Content tab, then Style tab, then the Appearance tab to access the resize arrows. Holding either the Shift or Control key while pressing these buttons modifies the size using large or small deltas, respectively.

Create a New Object

Access the Kiosk Editor. Click and hold the appropriate icon on the right and “drag” this icon onto the screen. Release the mouse to “drop” it. Use the Content tab to set the object’s content. Use the Action and Effects tab to assign and action and/or modify the special effect & play order.

Create a New Screen (…or Create a New Background)

If your new screen is going to have a new backdrop graphic, first design this graphic using Photoshop or any other graphic editor, and then place this graphic in the ..\graphics sub-directory within your current Configuration Sub-Directory.

Access the Kiosk Editor and click the New Screen  or Duplicate Screen button directly to the right of the Screens drop-down list. Kiosk-in-a-Box will request you to name the new screen – assign it an appropriate name. Kiosk-in-a-Box will display your new screen. Optionally assign the new backdrop graphic via the Content tab.

Use the same basic steps for creating a new background. However, you must first be in Background Design Mode in order to perform the steps. You may enter Background Design Mode from either an F4 (if the Kiosk Editor is not visible), or by clicking the Background Design Mode button (left side of the Kiosk Editor).

Go to an Existing Screen

Select the screen from the Screens drop down list.

Assign a New Background to a Screen

Go to the desired screen via the Screens drop down list. Select (or create) a new background. Refer to “Create a New Screen” for more details.
Change an Object’s Action

To change an object’s action (what happens when it’s touched), first access the Kiosk Editor. Select the target object via the Object drop-down list, then click the Action tab. From there, browse the available actions and options. When you are satisfied with your new action setting, click the Apply button. If you want to reset the Action of the object back its original setting, click the Cancel button.
Change an Effect or Play Order

To change an object’s effect (how it is displayed) or play order (when it is displayed), first access the Kiosk Editor. Select the target object via the Object drop-down list, then click the Effects tab. From there you can modify the effect and/or change the order of the objects play sequence.

Create an Input Field or other “Widget” Object

To create an Input Field object that can collect user data, drag & drop a text object onto the screen via the Kiosk Editor. Now click the Content tab, and then click the Special Text / Widget tab. Click the Input Field button. Type in a meaningful name for this object in the Object drop-down text box. The name of this object will be the “tag” for the user’s input (like “FirstName”). 

To create other widgets or special objects, drag & drop a text object onto the screen. Click the Special Text tab on the Content tab, and browse through your options. 

Test and Save My Modifications

The usual procedure is to make your modifications via the Kiosk Editor, then press the green Update and Go button. This button does not make your changes permanent. Only the blue floppy disk Save Current Settings button makes the changes permanent.

Stop People from Accessing the Kiosk Editor

Use the file "kbox_ne.exe" - Kiosk-in-a-Box "No Edit" executable. This program is Kiosk-in-a-Box, but there is no editing code whatsoever within this executable.

Optionally, you may use kbox.exe but you will need to make your shortcut include “noEdit” after the command line. For example: “c:\Program Files\kbox_v4\kbox.exe noEdit” will run Kiosk-in-a-Box and it will NOT recognize F3, F4, or any right-click.

If you are using the Web Browser object, then Internet Explorer will recognize the right click. You will need to either remove all right-click capability from the kiosk{s} in-the-field, use a java script to disable the right click on the browser, or use a touch screen with your application.

Create an Internet Kiosk

Full details of this procedure are contained in the Kiosk Design Techniques of Chapter 6.
Get Creating FAST
Consider downloading a free pre-designed kiosk from the Rocky Mountain Multimedia. The starting point to access all pre-designed kiosks is at http://www.rockmedia.com/turnkey_kiosks.html. 
CHAPTER 5: KIOSK EDITOR REFERENCE
Modes of Kiosk-in-a-Box

Kiosk-in-a-Box may be in one of three modes at any given time. These modes are:

· Attract Mode: here the application runs an internal or external attraction loop when the kiosk is not in use. The attraction loop may be either a series of screens defined with Kiosk-in-a-Box (internal attract loop), a series of URLs, or another EXE file.

· In-Use Mode: the user-occupied, or “in-use” mode.

· Design Mode: allows you to customize the many features that define the look and behavior of Attract Mode and In-Use Mode.

Entering Design Mode

You can use the mouse or the keyboard to enter Kiosk-in-a-Box Design Mode. If you want to use the keyboard, press the F3 or F4 key depending upon whether you want to edit the current foreground objects (F3), or the current background objects (F4). 

If you want to use the mouse, enter Design Mode by executing a right-click anywhere on a screen. This has the same effect as pressing the F3 function key.

Foreground object (F3) and Background Object (F4) Design Mode
Upon an initial right-click on the backdrop or a foreground object, or by pressing the F3 key, Kiosk-in-a-Box will enter foreground object Design Mode. The cursor will change to a white arrow with a small “box” tagged to the stem of the arrow. This box is solid white, indicating you are modifying foreground objects. 

At this time you may opt to move individual foreground objects by clicking and dragging them to a location on the screen. Notice that the “active” object’s border becomes highlighted when you left click and/or drag the object. You may also move the active object using the arrow keys.

HINT

To easily align two or more objects, set the “grid” to “on” via the Options tab under 

the System tab area, and then use the arrow keys to fine-tine the object’s position.

If you press the F4 key or by right-clicking a background object, Kiosk-in-a-Box will enter background object Design Mode. The cursor will contain the same “box” tagged to the stem, but a black “X” will be contained within, indicating you are modifying background objects. Notice that when you are modifying background objects, all foreground objects become hidden from view. If there are no background objects, all you will see is the backdrop.

You may toggle back and forth between foreground and background Design Mode by pressing the F3 and F4 keys respectively. If the Kiosk Editor is present, you can click on the foreground or background mode buttons (the two buttons containing the foreground and background cursors) to toggle between foreground and background Design Mode.

Kiosk Editor Components

Certain components of the Kiosk Editor are available at all times regardless of whether you are in foreground or background Design Mode. These components include the Screen Components, Background Components, Object Components, New Object Components, and the Update Components. These components are highlighted in the graphic below:
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Figure 4.1 - Kiosk Editor Components

In addition to the static components displayed above, there are also 4 dynamic components available on the Kiosk Editor: the Content Tab, Action Tab, Effects Tab, and System Tab. These tabs provide access to all properties of Kiosk-in-a-Box, and are discussed later in this sub-section using the above titles as sub-topic caption headers. Refer to these sub-sections when necessary.

Screen Components Reference

Screen Drop-Down List

The current screen is contained within the text component of this drop-down list. To access a different screen, click on the down-arrow component of the drop-down list and select the desired screen. Kiosk-in-a-Box will display the entire screen, including its backdrop, background, and foreground objects.

New Screen Button    [image: image9.png]



Click the New Screen button to create a new blank screen. You must assign a name to the screen before the screen is actually created. There are no naming restrictions. Try to name your screens with meaning. Giving meaning to your screen name will make it easier to locate this screen at a later time. If you enter a name of a screen that already exists, you are given the chance to over-write the existing screen .

Duplicate Screen Button [image: image10.png]



Click the Duplicate Screen button to duplicate the current screen. You must assign a name to the screen before the screen is actually created. There are no naming restrictions. 

Background Components Reference

Background Drop-Down List

The current background is contained within the text component of this drop-down list. To access/assign a different background to the current screen, click on the down-arrow component of the drop-down list and select the desired background.  Kiosk-in-a-Box will display the same foreground and the same backdrop, but with now display the newly selected background. This is how you change / assign backgrounds of an existing screen.

NOTE

To change the background of the current screen, select a background from

the Background drop-down list, or use the New Background button..

New Background Button    [image: image11.png]



Click the New Background button to create a new blank background. You must assign a name to the background before the background is actually created and assigned to the screen definition. There are no naming restrictions. Try to name your backgrounds with meaning. Giving meaning to your background name will make it easier to locate this background at a later time.  The newly created background will be assigned to the current screen. If you enter a name of a background that already exists, you are given the chance to over-write the existing background. 

Duplicate Background Button [image: image12.png]



Click the Duplicate Background button to duplicate the current background. You must assign a name to the background before the background is actually created. There are no naming restrictions. The newly created background will be assigned to the current screen.

Object Components Reference

Object Drop-Down List

The currently selected foreground or background object is contained within the text component of this drop-down list. If no object is selected, Kiosk-in-a-Box defaults to the backdrop. To access a different object, click on the down-arrow component of the drop-down list and select the desired object. Kiosk-in-a-Box will update the selection of the object by highlighting the object’s border, and will also update the Content, Action or Effects tabs to reflect the properties of the newly selected object

Naming an Object in the Object Drop-Down List

To change the name of an object, first select the object within the drop-down list. Now select the text within the drop-down list and enter in a new name. Object names sometimes have special meanings (for example, Input Field objects). Special naming considerations are covered throughout this documentation in the sections where naming has meaning.

USING HARDWARE BUTTONS TO TRIGGER ACTIONS

You may use hardware buttons located on the side of the kiosk enclosure trigger action{s} of object{s}..To accomplish this, have the buttons send a single numeric value (like “2”) when pressed (or use a numeric keypad). Design your screen{s} and/or background{s} to include objects whose names match the single numeric values. When a “2” is received, Kiosk-in-a-Box will execute the action of the object name “2”. If an object named “2” does not exists, there is no error generated.

Next Object / Previous Object Buttons    [image: image13.png]
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Use these buttons to move “up” and/or “down” through the sequence of foreground or

background objects, depending upon your current Design Mode (foreground or background).

Notice that as you move through the list, the Content, Action and Effects tabs are updated dynamically to reflect the properties of the current selected object.

HINT

An easy way to see what object{s} are displayed when is to select the

backdrop from the Object list and then “scroll” up or down using

the Next Object or Previous Object buttons while the Effects tab is active.

Similarly, you can see what actions are assigned to each foreground or

background object by performing the above “scrolling” maneuver with

the Action tab active. Same goes for the content of each object if  the Content

tab is active.

Copy, Dupe, Paste and Trash Object Buttons      [image: image15.png]


     [image: image16.png]


     [image: image17.png]


     [image: image18.png]



Use these buttons to copy, duplicate, paste and/or trash a selected object.

· To copy an object, press the Copy button. This puts the object on the clipboard. 

· To duplicate an object and have the duplicate object placed on the current screen, click the Duplicate button. 

· To paste an object from the clipboard, optionally select the target screen from the Screens drop-down list, then press the Paste button.  It will be positioned in the same location as the object was during the Copy button.

· To delete an object, first make sure the object is the current selected object, and then press the Trash button

New Object Components Reference

The New Object components section of the Kiosk Editor is divided into two sub-sections: the foreground components and the background components. Only one of these two sub-sections is active at any given time: the sub-section which reflects the current Design Mode state of foreground or background.

Foreground Design Mode Button    [image: image19.png]



Click the Foreground Design Mode button to toggle the current editing state of Kiosk-in-a-Box to foreground mode. All New Object components beneath the Foreground Design Mode button will become enabled, and all background New Object components will be come disabled.

Background Design Mode Button    [image: image20.png]



Click the Background Design Mode button to toggle the current editing state of Kiosk-in-a-Box to background mode. All New Object components beneath the Background Design Mode button will become enabled, and all foreground New Object components will be come disabled. In addition, all foreground objects will hidden from view while in background Design Mode.

NOTE

All foreground objects will be hidden from view while in background Design Mode.

New Picture Object Button      [image: image21.png]


  (foreground)         
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 (background)

To add a new picture object requires you to drag & drop the New Picture Object onto the current screen. To do this, press and hold the left mouse button and then “drag” the button onto the screen to your approximate desired location. Release the mouse button to “drop” the object.

Once the new object has been dropped, use the Content, Action, and Effects tabs to set the content, action, and play / layer / effects properties of your newly created object. Name your object with meaning for easy future reference and for more informative report generation.

NOTE

Naming your objects with meaningful names will assist you in creating

more informative reports via the Report Generator.

New Text Object Button      [image: image23.png]


   (foreground)         
[image: image24.png]


  (background)

To add a new text object requires you to drag & drop the New Text Object onto the current screen. To do this, press and hold the left mouse button and then “drag” the button onto the screen to your approximate desired location. Release the mouse button to “drop” the object.

Once the new object has been dropped, use the Content, Action, and Effects tabs to set the content, action, and play / layer / effects properties of your newly created object. Name your object with meaning for easy future reference and for more informative report generation.

New Video Object Button      [image: image25.png]


   (foreground only)

To add a new video object requires you to drag & drop the New Text Object onto the current screen. To do this, press and hold the left mouse button and then “drag” the button onto the screen to your approximate desired location. Release the mouse button to “drop” the object.

Once the new object has been dropped, use the Content, Action, and Effects tabs to set the content, action, and play / layer / effects properties of your newly created object. Name your object with meaning for easy future reference and for more informative report generation.

New Sound Object Button       [image: image26.png]


   (foreground only)

To add a new sound object requires you to drag & drop the New Sound Object onto the current screen. To do this, press and hold the left mouse button and then “drag” the button onto the screen to your approximate desired location. Release the mouse button to “drop” the object.

Once the new object has been dropped, use the Content, Action, and Effects tabs to set the content, action, and play / layer / effects properties of your newly created object. Name your object with meaning for easy future reference and for more informative report generation.

NOTE

Sound Objects appear only in Design Mode, and as an icon. The sounds will “remain” on-screen

but the icon will not be displayed in either In-Use and Attract modes. 

Update Components Reference

The Update Components are used to test and to save changes to your kiosk as you are developing your application. They are also used to close the Kiosk Editor dialog box and to exit the software.

Save Changes Button      [image: image27.png]



Click the Save Changes button to make any and all changes that were performed since your last save “permanent”. This is the only way to make your changes permanent.

Update and GO!      [image: image28.png]



Click the Update and GO! button to refresh / replay the current screen you are editing. You should use this button first when trying out new objects and designs. Once you are pleased with your screen design, you should then press the Save Changes button to make the update permanent.

HINT

You should use the Update & GO!  button when first trying out new objects and designs.

Once you are pleased with your screen design, you should then press the 

Save Changes button to make the update permanent.. 

OK Button      

Click the OK button to close the Kiosk Editor. You will remain in either foreground or background Design Mode, but the Interface will not be present.

Exit Button

Click the Exit button to terminate Kiosk-in-a-Box.

The Content Tab

The Content tab is the default initial tab displayed when the Kiosk Editor dialog box appears. This tab shows the current content of the object displayed in the Object: drop-down list, which will either be a picture, some text, a video or a sound file.
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Figure 4.2 -The Content Tab for a Picture, Sound, or Video Object

There are four different looks to the Content Tab. If the object is anything but a text object, the Content Tab will look similar to figure 4.2.

For media objects (picture, video and sound objects), the Content tab allows you to select the media file to be accessed when it is time to “play” the object.  Only the media files located in the correct sub-directories under the Configuration Sub-Directory (i.e.  ..\graphics, ..\sounds, ...\videos) will be accessible via the Content tab.  In addition, the type of the media file{s} listed (pictures, sounds, or videos) depends upon the current selected object.

Content Tab Reference - Media Objects (Figure 4.2)

Normal / Inverted (applies to picture objects only)

Picture objects may have two graphics assigned to them: a normal graphic and an inverted graphic. The normal graphic appears when the picture object is in a non-touched, or normal state. The inverted graphic (if assigned) will appear when the picture object has both an action and an inverted graphic assigned to it, and it is touched (clicked). The normal / inverted graphic assignments allow you to create neat “3D” touch effects. If this type of effect is desired, make sure your normal and inverted graphics are the same size (height & width). 

Use Transparency  / Transparent Color… (applies to picture objects only)

Picture objects saved in 256 color BMP format can optionally have a transparent color assigned to the object. If this box is checked, then the color set via the Transparent Color button will not appear when the graphic is displayed.

Resize Media to Object’s Size (applies to picture and video objects only)

Check this option if you want to have the media resized to the object’s size. Don’t check this option if you want the media file to establish the object’s size.

Apply / Cancel / Refresh
Click the Apply button to assign the media file in the preview window to the object. Click Cancel to display the currently assigned graphic. The state of the Normal / Inverted buttons dictate whether the normal or inverted graphic is assigned (Apply) / displayed (Cancel).

Click Refresh to update the file list contents with the most recent version of the folder’s contents.

The second, third, and forth “look” for the Content tab appears when the selected object is a text object. Refer to figures 4.3a , 4.3b, and 4.3c:

Content Tab Reference - Normal Text Objects (Figure 4.3a)

Content: Text
Enter in text strings in the content text box as shown in figure 4.3a. Click the Apply button to update the object on the screen. Click Cancel to restore the object’s original setting.
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Figure 4.3a - The Content Tab for Normal Text Objects

Content Tab Reference - Special Text Objects

Content: Special Text
If the Special Text tab is active, then you may assign the object to one of a variety of special text object types. This tab has three sub-tabs: System (figure 4.3b), Widget (figure 4.3c) and Web (figure 4.3d).
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Figure 4.3b - The Content Tab for Special Text / System Objects

Content: Special Text / System: Date

The Date object displays the current system date. Use the drop-down list to select the desired format. Use the Style tab to set the font, color, and general appearance of this object.

Content: Special Text / System: Time

The Time object displays the current system time. It is updated (repainted) every second. Use the drop-down list to select the desired format. Use the Style tab to set the font, color, and general appearance of this object.

Content: Special Text / System: Kiosk Name

The Kiosk Name object displays the name of the kiosk. This name is a text string you define via the System / Misc / General tab. The kiosk name is used for FTP updating and E-Mail reporting, but may also be displayed if desired. Use the Style tab to set the font, color, and general appearance of this object.

Content: Special Text / System: Random Number

The Random Number object could be used for an “order number” or for similar situations where a unique number needs to be presented to the user. An example might be on a “printing error” page for charged printout dispensing. By displaying this number, your customers can write down an “error code” and/or print out this code to get their money back. Use the Style tab to set the font, color, and general appearance of this object.

Content: Special Text / System: Record Count

The Record Count object will display the current Active Record and the total number of records that exist in the current database selection in the format of Record x of y. Refer to the section on creating database screens for more information. Use the Style tab to set the font, color, and general appearance of this object.
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Figure 4.3c - The Content Tab for Special Text / Widget Objects

Content: Special Text / Widget:  Shopping Cart Widget
The Shopping Cart widget will display the contents of the “shopping cart” contained within Kiosk-in-a-Box. The initial default value for the shopping cart is “The Shopping Cart is Empty”. As items are added to the shopping cart, the caption and size of this object automatically change. The caption will display the object{s}, their individual price{s}, and the total purchase price of all objects. 

You may also optionally display up to three pieces of additional information via this widget. These pieces may be either the brand and/or part number values as established by the Shopping Cart Action tab contained within the Action tab, or they may be additional fields from a database. See the System / Misc / Cart Options section for more information.

Content: Special Text / Widget:  "Cashier" Widget
The Cashier widget initiates the included executable "Cashier-in-a-Box" - another EXE file (cbox.exe) that collects money and/or {credit} card information into a database  [..\data\cbox.mdb], and then terminates. Just before it terminates it records the index into the database, or a zero if no payments have been made in a file called \cbo\cbox.txt. Kiosk-in-a-Box processes this information upon Cashier-in-a-Box termination and acts according to the database index (zero = no payment, else a valid index). If an appropriate payment or card swipe is received and recorded in the database via Cashier-in-a-Box, the Kiosk-in-a-Box Cashier widget will then execute its Action. This action may be a Goto, a Print, or any other action, and depends upon your kiosk design. 

In addition, if the Add Amount to Escrow Account is active (checked), then the money collected via Cashier-in-a-Box is added to a virtual "bank" called the escrow account. The escrow account may be used to reflect the amount of money the user has inserted / paid into the kiosk. This account remains active until a Goto / Reset or Attract Mode sequence is initiated. 

The escrow account is used to design kiosks that first collect money, then allow users to print / buy / purchase items so long as these item{s} do not exceed the amount of money in the escrow account. Refer to Chapter 6 for additional details on how to design a shopping kiosk using the escrow account and escrow widget.

THE CASHIER WIDGET IS NEVER SEEN BY THE USER

The only time the Cashier widget is visible is in Design Mode. During In-Use mode, it is not visible but rather starts the Cashier-in-a-Box program, waits for it to terminate, then examines the transaction status and possibly performs its action.

You have two design options available when using the Cashier widget. You can

1. Have the widget "appear" just like any other object, which in effect will not display the widget but rather start Casheir-in-a-Box according to the Cashier widget's Play / Layer order, or

2. Have the widget "hidden" until Played by another object, which in effect will not display the widget but rather start Cashier-in-a-Box upon the Play action.

In addition to recording a payment transaction and/or adding money to the escrow account, Cashier-in-a-Box may also collect card information - and not necessarily from a credit card, but from other cards that support the standardized two or three-track format. In other words, Cashier-in-a-Box can record a card swipe and provide Kiosk-in-a-Box with the track information. You may then use this information to generate a URL formula, a database search, and/or surf to a specific site based on the card swipe.

You define card swipe information within a formula or search string by enclosing the Track and Field value{s} within braces in the following format: {Track#:#}. The first “#” should indicate the Track number you want, and the second “#” should indicate the field you want. For example, Track 2, Field 2 is represented by {Track2:2}. 

Content: Special Text / Widget: Pay-Per-View Timer 

The Pay-Per-View Timer widget displays the amount of time a user has before they need to pay again to continue use in a count-down format (i.e. 3:15 = three minutes 15 seconds left).  If the Metered payment option is selected, this timer will show the current time that has elapsed since the session began (see System / Fees tab for additional information).

Content: Special Text / Widget: Escrow Widget
The Escrow widget displays the total amount of funds available in the escrow account. The "escrow account" is a virtual bank you can create via Kiosk-in-a-Box, by setting all

Content: Special Text / Widget: Input Field
The Input Field widget will accept keyboard entry either from the physical keyboard, or from a keyboard object you create (like a touch-type on-screen keyboard). The data from this object can be stored in a survey database or be used to generate a URL via a formula you define. 

You can define / create an Input Field if and only if the backdrop object as a defined database connection.

For database storage, the name of the object dictates the field of the database, and the content of the text dictates the value of the field. See the section on creating survey kiosks for more information.

For generating a URL based upon a custom formula, surround the name of the object with braces within your URL formula. Kiosk-in-a-Box will replace the {Input Field Name} component of your formula with the current contents of the Input Field. See Chapter 7, Advance Designs for additional details.

If you want certain input values to contain initial default values, enter the default value in the text box provided. This is a great way to default certain answers on user surveys.

Content: Special Text / Web: Connection Status 

The Connection Status object displays the current state of your Dial-Up Network connection and also the status of E-Mail sending / receiving. The caption of this object is automatically updated as the state of your kiosk changes over time.

Content: Special Text / Web: Download Status 
The Download Status object displays the percentage of the total downloaded HTML file, and is shown dynamically as a “progress bar”. The object can either be vertical or horizontal - your choice. If it is taller than wide, it will be a vertical progress bar; wider than tall it will be a horizontal progress bar.

Content: Special Text / Web: Web Page Title
The Web Page Title object displays the text of the TITLE markup tag of the currently loaded HTML. 

Content: Special Text / Web: Web Browser
The Web Browser object will become a web browser once you return to In-Use mode. During Design Mode, the object will look like a normal text object, with the default start location (start HTML file) displayed as the text content of the object. Use the start location text box immediately below the Web Browser option to set the default start HTML file location. It is recommended that this start location is a disk-based file for speed purposes, but it is not mandatory. A web browser object can only be located on the foreground and not on the background.

Content: Special Text / Web: Banner Ad / Hyperlink Menu
The Banner Ad / Hyperlink Menu object will behave similar to a web browser object, except that all hyperlinks within the HTML of this object will be sent to the Web Browser object. During Design Mode, the object will look like a normal text object, with the default start location (start HTML file) displayed as the text content of the object. Use the start location text box immediately below the Web Browser option to set the default start HTML file location. It is recommended that this start location is a disk-based file for speed purposes, but it is not mandatory. A Banner Ad / Hyperlink Menu object can only be located on the foreground and not on the background.

Optionally check the Refresh Object on Hyperlink Activation checkbox to force a reload of the URL within the Banner Ad. You would select this option if your server was set up such that each new reload of the URL causes a new series of HTML to be displayed, hence changing your Banner Ad presentation.
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Figure 4.3c - The Content Tab for Foreground “Web” Text Objects
Content Tab Reference - Database Objects (Figure 4.3d)

Content: Database Field
If the Database tab is active, the text object becomes a database field. However before a database field object can display values from a database, a database connection must first take place. This connection can be made via the backdrop, whose Action is Database. 
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Figure 4.3d - The Content Tab for a “Database” Text Object
For database fields (as shown in figure 4.3d), enter an existing field name of the current database connection. During Design Mode, the caption of the object will default to “dbField:fieldName”. During In-Use Mode, the caption, picture, or sound of the object will be the value of the field.

Database objects can display text, pictures, videos and/or sounds. To display pictures and/or sounds, reference a field within your database that contains the path of the media. The path may be in one of two formats: 

1. either a full file path - with which you may use the keyword “cfgDir” within your database field to represent your current configuration sub-directory (example: cfgDir\graphics\mypic.jpg), or

2. just the name of the file (mypic.jpg), in which case Kiosk-in-a-Box will use the extension of the filename (.wav, .jpg, .bmp, .avi) to determine which media folder (sounds, graphics, or videos) to reference.

The Record Offset value determines how many records past the Active Record this object will display. The Active Record is the first record in an initial selection, or the current record position within the database if, for example, a database scroll action occurred. The default Record Offset for a new database field object is zero. Use the Record Offset property to create database “grids” to display two or more records on a single screen. Refer to the section on creating database screens for additional details.

For details on the Price component, refer to the section on creating shopping cart kiosk applications. 

If you enter some text in the Text Override textbox, the database field object will display your entered text instead of the actual field value. Select the desired display option (screen match or non-blank) based upon your kiosk design. This option allows you to create "go to" objects that, for example, appear if and only if there is a matching screen, a non-blank telephone number in the database, or a non-blank media filespec in the database. This latter example would be used to play sounds and/or videos whose file name is contained within the database. If the file name is blank, the button to play the sound or video would not appear.

Content Tab Reference - Text Object Appearance Tabs (Figure 4.3e)

Appearance Tab
The Appearance tab has four sub-tabs that allow you to manipulate the appearance of any text-based object. Although the only one tab is displayed in figure 4.3d, all four tabs are discussed below for reference.
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Figure 4.3e - The Appearance Tab for Text Objects (only 1 or 4 shown)

Appearance: Font...
Click this button to assign a font to the current text object. Make sure the font you select is available / installed on all target machines that your application will eventually be installed.

Appearance: Sizing
Use these buttons to adjust the size of your text object. Hold the Shift Key for a larger deltas,  hold the Control Key for smaller deltas.

Appearance: Alignment
Use this drop-down box to assign one of nine different alignment styles to the current text object.

Appearance:Colors - Text, Back, Border1, Border2, Gradient1, Gradient2
Click the appropriate Color... button to assign a new color to one of the 6 different components of the current text object: the text color, background color, the two border colors, and the two gradient colors. Both the border and gradient color assignments are only apparent if your text object has a border assigned to it, or your text object has a gradient backstyle assigned to it, respectively.

Appearance: BackStyle - Style
Use this drop-down box to assign one of the five different backstyles to the current text object.

Appearance:BackStyle - Gradent Style
If your object is using a gradient backstyle, use this drop-down box to assign one of the twenty different gradient styles to the current text object.

Appearance: BackStyle - Gradient Steps
If your object is using a gradient backstyle, use this slider control to assign the number of steps used to create the gradient fill (2 minimum, 255 maximum).

Appearance: BorderStyle - None, Inset, Raised
Use these three buttons to set the border style of the current text object.

Appearance: BorderStyle - Border Size
If your object contains a border, use this slider control to assign the width of the border (1 minimum, 30 maximum).

Content Tab Reference - Play Options (Refer to Any Above Figure, Lower Left)

In-Use and Attract
Check this button if you want the current object to be displayed both in In-Use and Attract modes. This is usually the case for most objects.
In-Use Only
Check this button if you want the current object to be displayed only in In-Use Mode and not in Attract Mode.
Attract Only
Check this button if you want the current object to be displayed only in Attract Mode and not in In-Use Mode.

DESIGN CONSIDERATION

The last three options provide a mechanism by which you can optionally use the same screen in In-Use Mode as you would in Attract Mode, yet vary the screen presentation slightly. 

For example, if a given screen has a Touch-to-Dial object, you might want all objects except this object to be used in an attraction screen. By setting the Touch-to-Dial play option to In-UseOnly for this object, you now can use the same screen for both In-Use and Attract Modes - without duplicating the screen.

Auto-Repeat (applies to sounds and videos only)
Check this button if you want the current media file (sound or video) to automatically “loop” for as long as the current screen remains displayed.
Content Tab Reference - Object Location Buttons (Refer to Figure 4.3a,b,c or d)

Object Location / Size Buttons (up / down / left / right)
Use these arrow buttons (lower right-hand corner) to manipulate the position or size of the current object. Hold the SHIFT key to make the movements / size adjustments larger - hold the CTRL key to make the movements / size adjustments smaller.
The Action Tab

Almost every object on the screen may have an action assigned to it. An action is an event that occurs once the object is touched (clicked) and/or displayed. The possible actions include:

· Play 
- play (or display) one or more objects

· Stop
- stop (or hide) one or more objects

· Change
 - transition between 2 or more graphic files

· Print
- print the screen, the object, a file, or a database report

· Dial
- place a voice call using the modem as the dialer

· Goto
- go to another screen, go back, run an EXE, etc.

· Kbd
- act as a “survey widget” or a touch-type keyboard

· Web
- manipulate a Web Browser, load URLs, Check E-Mail, etc.

· Database
- manipulate the database connection via selections and/or scrolling
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Figure 4.4 - The Action Tab

Any of the above actions may assigned to the selected object by first clicking on the Action tab and then clicking on the appropriate sub-tab, where you may then fill out the action-specific parameters.  In addition to the actions listed above, certain objects may also have a "shopping cart" action assigned to them. Shopping cart actions are carried out in addition to the touch action assignment of the object. Refer to figure 4.4.

Action Tab Screen Reference 

Nothing
The object does nothing.
Play (Figure 4.4a)
The Play action displays (or plays) one or more foreground objects. The objects that are played are usually hidden objects (which you may set via the Effects tab), or video and/or sound objects.  Alternatively, the object{s} may already be on-screen but be covered up by objects with a higher Play / Layer Order. By playing an object, not only does the object become visible, but it is pulled to the top of the Play / Layer Order as well.

THE “SHOPPING CART EDITOR”

There is always at least one object that will appear at the end of the Available Objects list: the

Shopping Cart Editor. This is a windowed interface to the Shopping Cart that allows users to

manipulate the items collected in their cart. If the cart is empty, the object (window) will not

appear if “played”. If the cart is not empty then the Shopping Cart Editor, when “played” 

 will be displayed in a modal fashion until closed by the user. Refer to Chapter 6 for

additional details about the Shopping Cart Editor).

To assign one or more objects to play, select the Play tab and then select the object{s} from the Available Objects list by clicking on each object, and then click the right arrow to add these objects to the Objects to Play list. 

To remove one or more objects from the Objects to Play list, select the object{s} and then click the left arrow.
[image: image1.png]



Figure 4.4a - The Play Tab

IMPORTANT DESIGN CONCEPTS REGARDING THE “PLAY” ACTION

When one or more objects  are “played”, the following events occur. First, each  object is pulled to the “top” of the Play / Layer Order and made visible. The order of the Objects to Play list dictate which objects are displayed first-to-last. If an object’s Effect property had a transitional effect assignment, the object will be displayed using the effect. If this same object has a dwell assignment, this value is ignored.

Stop (Figure 4.4b)
The Stop action hides (or stops) one or more foreground objects. The objects that are stopped are usually visible objects, or video and/or sound objects.  

To assign one or more objects to stop, select the Stop tab and then select object{s} from the Available Objects list by clicking on each object, and then click the right arrow to add these objects to the Objects to Stop list. 

To remove one or more objects from the Objects to Stop  list, select the object{s} and then click the left arrow.
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Figure 4.4b - The Stop Tab
Change (Figure 4.4c)
The Change action causes a picture to toggle between 2 or more graphics.  This change may occur in one of two ways:

1. By touch (click), in which case each time you touch the object, it changes to the next graphic in the sequence (or the first graphic in the sequence if it is at the end of the sequence), or

2. Automatic, in which case you can set a dwell time to wait in-between changes. This option enables you to create "banner ads". These banner ads may also be dynamic in that each graphic within the "banner" can trigger a Goto action a new screen and/or URL when touched.
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To assign one or more graphics to the change sequence, select the Change / Graphic Sequence tab and then select graphics from the Available Graphics list by clicking on one or more graphics. Click the right arrow to add these objects to the Change Sequence list. 

Figure 4.4c.1 - The Change Tab: Graphic Assignments
To modify the play-order of the sequence, first select the graphic you would like to move in the Change Sequence list, then use the up and down arrows to reposition the file.

To remove one or more graphics from the Change Sequence list, select the object{s} and then click the left arrow.
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Check the Auto-change sequence option if you want the change to occur automatically. Assign a dwell time appropriate for the effect you are trying to achieve.

Figure 4.4c.2 - The Change Tab: Graphic Assignments
If you are creating a "banner ad" and want each graphic "hot", click the "Hot Link" Sequence tab. Click the Add, Up Arrow, Down Arrow, and Del buttons to add, manipulate, and/or remove your hot link sequence assignment{s}.

For screen hot links, all you need to enter in is the screen name since it is assumed the screen exists in the current Configuration Sub-directory. Kiosk-in-a-Box will automatically append the ".sdf" to a screen reference if not entered in by you.

For URL / HTML hot links, you must specify either the full IP and/or disk location of the web page. Use the keyword "appPath" to shorten disk-based files that are contained below the Kiosk-in-a-Box executable (example: appPath\myKiosk\html\banner1.htm).
Print (Figure 4.4d - 4.4g)
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The Print action allows you to print either the entire screen, a specific foreground object, a file, or a database report. If you are printing either the screen or an object, you also have a choice of the printout size. Click the Reset to Defaults button to display the default size of the printout.

Figure 4.4d - The Print:Screen Tab
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If you are printing an object, select the Print:Object tab, then select the object in the Select Object to Print list. Optionally set the size of the printout. 

Figure 4.4e - The Print:Object Tab

SUGGESTION

If you are printing tickets, consider making your actual ticket an on-screen graphic,

and then assign the Print command to the graphic (or another object) 

that prints your ticket graphic in the size desired. 
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To print a document, select the Print:File tab and then use the drive, folder, and file components to browse for the existing Word document, Word “PRN”, or text “TXT” file. The fastest method is to use PRN or TXT files that do not require Word to be running in the background. If you must print Word documents “live”, consider checking the Start Word option (under the System:Options Tab) to speed up the initial printing process. 

Figure 4.4f - The Print:File Tab

HINT

If you must print Word documents “live”, consider having Kiosk-in-a-Box automatically start Word to speed up your initial printing. You can set this option under the System:Options Tab. 

However, the preferred and much more efficient method is to print “.PRN” files generated by

the “print-to-file” option of Word OR straight “text” (.TXT) files. Refer to the System Tab 

sub-section for additional details.

To print information contained within the Active Record of a database connection, select the Print:Database tab. Enter in up to 8 lines of information that will be used for report generation. To have a line containing a label only, enter in the text of the label. To create both a label and a value from a database field, enter the label text, optional spacing, and then the database field name. All database fields are indicated by the “!” immediately to the left of the field name. Finally, if you want a blank line within your report, leave the line blank.
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Figure 4.4g - The Print:Database Tab

Dial (Figure 4.4h)
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The Dial action sends a defined telephone number to the modem inside your computer. The modem is used to generate the dial tones for the number specified. The modem then hangs up. However, if the kiosk telephone handset is off-hook before the modem’s job is complete, the line will remain open and a voice conversation is made possible.

 Figure 4.4h - The Dial Tab

To assign the Dial action to an object, select the Dial tab and then select which method you would like to use. These methods determine where the actual dialing sequence resides. Your choices are filling in the dialing sequence, using the text of the object, or using the database field value of the object. To enter a dialing sequence, use all 11 digits (1 + area code +  number) and do not use any hyphens, symbols or parentheses - just numbers (i.e.: “19709451115”). 

Next you need to set the location{s} in which this call is a local call. Note that the checkboxes “A”… “E” represents defined locations like “Denver”, “Boulder”, or “Glenwood Springs”. These 5 areas are established via the System / Phone tab - refer to this section of the documentation for more details. Also set via the System / Phone tab is the location for this particular kiosk.

If this particular kiosk is in area “A”, and the checkbox for “A” is selected as a local calling area, then only the last 7 digits of the dialing sequence will be dialed. However, if this kiosk is in area “A” and the checkbox for “A” is not checked, the entire 11-digit sequence will be dialed.

Optionally limit when a user can place a call by checking the Restrict Dialing option and selecting the appropriate times when calling is acceptable.

HINT

Consider having on-screen instructions for the Touch-to-Dial feature. Specifically,

make sure the user understands that they need to pick up the telephone handset before
touching the object containing the Dial action. 

A neat trick would be to  assign the Play action to your dial object, which doesn’t

dial but rather shows 2 objects: 1) instructions, and 2) the “real” button containing

 the Dial action.

Goto (Figures 4.4i - 4.4k)
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The Goto action has three separate sub-actions: Goto Screen, Goto EXE, and Other.

Figure 4.4i - Goto:Screen Tab

Click the Goto:Screen tab if a screen transition is desired. Select the target screen from the list of available screens (figure4.4i).

Click the Goto:EXE tab if you desire to run an executable. Use the Browse button to find the executable. Also enter the caption of the executable in the space provided. Failure to enter the correct caption will cause your application to hang.

To determine the correct caption string, don’t run Kiosk-in-a-Box, but rather run 2 or more simple applications (like Notepad and Calculator, for example). Then start your executable. Now hold down the Alt key and press Tab... Tab... Tab... . When you see your target executable appear in the task window, note the caption displayed. This is the exact caption that Kiosk-in-a-Box needs to “find” your executable.

Special considerations should be addressed if you are running another executable in a kiosk situation. Specifically, the application should {probably} run full-screen and not provide any menu functions (like File...) that would provide access to the hard disk. The application should also be programmed to auto-terminate if no input is received. Kiosk-in-a-Box will not kill your executable program upon an In-Use Mode time-out.
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Optionally select a screen to display after the EXE terminates by selecting the screen from the Return Screen drop-down list.

Figure 4.4j - The Goto:EXE Tab
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Click the Goto:Other tab to select one of four additional alternative Goto options. Go Back One Screen takes the user back through their session history by one screen (the most recent 20 screens are maintained in the history). 

Figure 4.4k

Go to Attract Mode will cause Kiosk-in-a-Box to end In-Use Mode and enter Attract Mode (as if an In-Use time-out occurred). Optionally click the Send Queued E-Mail checkbox if you are queuing user-created E-Mail and you want to send the mail each time you enter Attract Mode via this object.

Go to Pay-Per-View Mode will produce the Pay-Per-View interface, which provides the user with up to three different fees for up to three different kiosk sessions (i.e., $1 for checking E-Mail or $5 to surf the web for 15 minutes, etc.).

Go to Start will take the user back to the initial start-up screen of Kiosk-in-a-Box (set via the System / Configuration tab) and terminate the Pay-Per-View mode if activated via a Go To Pay-Per-View Mode action.

Go to Exit will kill the application.

Go to “Caption of Target” (sdf) is used with Database Objects and is used, for example, in the following situation. Suppose you were designing a database-driven tourism kiosk. Further suppose your application will list all available establishments via a database “grid”, yet for your “paying advertisers”, it will include additional information and/or a custom screen. 

If a Database Object with the Go to “Caption of Target” (sdf) action assignment exists, and if a screen name also exists that matches the value (caption) of the object, Kiosk-in-a-Box will modify the appearance of the Database Object by including a small text-based indicator in the lower right-hand corner of the object. The text of this indicator (like “view...” or “more...”) is set via the System / Data tab. If this object is touched, it will automatically go to the matching screen name!

Goto Input Options, Restrictions, and Database Connection Options (Figures 4.4i - 4.4k)
Shared on all three Goto sub-tabs are Input Options, Input Restrictions, and Database Connection options. These options provide control over data collection, variables, and/or existing database connections. Each time a new screen is accessed, these additional options are performed and/or verified before the new screen is presented to the user. 

The Input Options allow you to control your data collection / variable objects, which include all survey widget settings (answers), user input fields, and {credit} card data values. You can do nothing to these objects (None), reset / clear all values of these objects  (Reset), or write the collected data to the appropriate disk-based file{s} and reset / clear the values once written (Write/Reset).

Usually this option is set to None - do nothing. Set this value to Reset for any Goto action that allows a user to exit (not complete, but cancel) a survey or shopping environment, since you probably won’t want to record their session. Also set it to Reset when first entering a survey or shopping environment to make sure all variables and widgets are ready for first-time use. Set the value to Write / Reset on your “checkout” screens and/or “end-of-survey” screens.

The Input Restrictions allow you to restrict a Goto (i.e., stop it from happening) if the user 1) did not fill in one or all input fields and/or 2) didn’t answer the question using the survey widgets on a survey screen.

Usually this option is set to None - do nothing - on all screens except data collection screens. Set this value to At Least One for all screens containing a single-select survey widget scenario (example: What is your gender? Male / Female) that must be answered. If you are collecting text-base information via input fields, and you want all the information entered before allowing the user to continue, set this option to All.

The Close Database Connection if Open option is used to close any open database connections before the Goto action is executed. Use this option when leaving database-aware screens that no longer require an open database connection.

The Hang Up if Connected to the Internet option is used to optionally terminate a Dial-up Network connection if one exists while performing a Goto action.
Kbd (Figure 4.4l)
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The Kbd (keyboard) action has three different settings to choose from. These include Act as Single-Select Answer Widget, Act as Multi-Select Answer Widget, and Act as Keyboard.

Figure 4.4l - The Keyboard Tab

Answer widgets are used on survey kiosks. They allow you to collect either a single answer (like gender is “Female”) or a multi-part answer (like favorite sports are “baseball”, “soccer”, and “football”). The responses to these widgets are stored in a database for further analysis in the “\data“ sub-directory. The name of the database is the name of the screen that contains a Goto action with the Input Option of Reset selected. See the section on creating survey kiosks for additional details.

Single-select widgets use the name of the screen as the database field name, and the name of the selected object as the database value  (i.e., field name = “gender” and value = “female”). Multi-select widgets use the name of the object as the database field name, and the selected / un-selected state as a true/false value (example: “basketball: false”, “soccer:true”, “baseball:true”, “football:true”, “hockey:false”).

The Single-Select Answer Widget allows you to create an object that can be uniquely selected during a user survey. The selection is indicated by either 1) displaying the inverted graphic of the object if it is a picture object, or 2) inverting the border style of the object if it is a text object.  If any other single-select answer widget exists in the “selected state” on the same screen, this widget automatically returns to its “normal”, un-selected state (normal border state or normal graphic state). 

The Multi-Select  Answer Widget allows you to create objects that can be collectively selected during a user survey. The selection is indicated in the same manner as a single-select widget, yet more than one widget can be selected.  Selected objects are“de-selected” by touching it in the selected state.

The Act as Keyboard option turns an object into a touch-type keyboard by assigning a Keyboard Layout to the object.  Keyboard Layouts are defined under the System:Kbds tab. Refer to this sub-section for Keyboard Layout details. 

When a user touches an object with the Act as Keyboard action assigned, the Keyboard Layout is used to determine which part of the object was pressed, and sends the appropriate keystroke{s} to the input field or web browser object that contains the focus. In addition, the area beneath the keyboard where it was touched is highlighted to provide feedback (see the Content:Special Text section of this documentation for details on how to create an input field).

To assign the Act as Keyboard action to an object, select the appropriate {pre-defined} Keyboard Layout from the drop-down list. Use the Back Color and Border Color button to set the fill and stroke color of the keyboard key highlighter.

You may also define text-based keyboards by assigning Act as Keyboard and check the Use Caption of Self as Key Value option. In this case, the caption of the text object will be sent to the active input object.

Web (Figure 4.4m / 4.4n)
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The Page Control options are browser object or banner ad / menu object related actions and are straight forward. Usually these actions are assigned to graphic or text objects that co-exists with a Special Text object of Web Browser or Special Text object of Banner Ad, providing you with a design mechanism to create slick Internet kiosk based applications. Due to the obviousness of these assignments, the details of these actions will not be covered in this document.

 Figure 4.4m- The Web base Page Control Options

The URL / E-Mail options are related to loading URLs and/or Sending / Receiving E-Mail, and require some details.

The Retrieve E-Mail action will attempt to log onto the user’s E-Mail server and download all messages within their E-Mail box. Before the action will work, your kiosk must first request certain information from the user: the server name, user login, and user password. Refer to Chapter 6  - Creating a "Check E-Mail" Kiosk  - for details on these design restrictions and how this function works in general.

The Reply Enabled  option, if checked,  will convert each E-Mail “From:” into an active hyperlink, allowing the user to respond to E-Mail.

The Surf to “userURL” Input Field option assumes that you have created a Special Text object of Input Field, and named this object “userURL”. If this Input Field is non-blank when the object containing the Web action of Surf to “userURL” Input Field is touched, Kiosk-in-a-Box will attempt to load this URL into the Web Browser Special Text object.

[image: image57.png][ config ) Atwsct | Browser | Data | Printer | Phone

Fees | ttemet]_Foboot | Syseos | Kods | o

E-Mail FTP DialUp

Connestion Processing
User E-Mail System E-Mal

 Send User Created E-Mai Inmediately
€ Save User Created E Mai to Disk as Test

€ Queue UserCreated E-Mail Send Now

T~ Save User Created E-Mail Address Infomation to Disk

7 Append Signature to User Created E-Mail
 Before Attachment Alter Attachment




Figure 4.4n - The Web based URL / E-Mail Options

The Force “http://”  option, if checked,  will look at all user-specified URLs  when the Surf to “userURL” Input Field Value action is invoked, and add “http://” to the beginning of the specification if this string is not found. 
The Send Email action will send an E-Mail message composed via an E-Mail composition screen to the target (mailto) address (see Chapter 6 for details on an E-Mail composition screen). 

The Attach File checkbox / textbox combination allows you to optionally  attach a disk-based file to the Send action. This option would be useful for attaching JPG or GIF advertisements, for example. You may also optionally include the keyword "appPath" to indicate the current directory where the Kiosk-in-a-Box executable resides.

The Load URL action allows you to load new local and/or net-based URLs. Optionally use the Browse button to locate local files on the hard drive. If the file is disk based, you may also include the keyword "appPath" to indicate the current directory where the Kiosk-in-a-Box executable resides.

The specified URL may optionally consist of a “URL formula”. This “formula” can contain user input, a database field value, or collected card information. A URL formula is great - for example - when you want to collect user information and then send this information to your server for processing, or if you want to display a URL based off of a database selection.

To construct / specify a formula, begin your URL specification with the keyword Formula: followed by a string containing both simple text, and either input, database, and/or card data variables. The input variables are specified by enclosing the name of an Input Field within braces (example: {lastName}); the database variables are specified by enclosing the field name within braces (example: {dbVar3}); the card information is specified by enclosing the Track and Field parameter{s} within braces using the format of Track#:#, where the first “#” is the Track number and the second “#” is the Field within that track. For example, Track 2, Field 1 is represented by {Track2:1}.

The following formula sends the users last name and the first field of Track 1 to a server. It assumes both a good card read occurred, and the user has entered their name in an Input Field named “lastName”:

Formula:http://www.mycompany.com/name={lastName}_cardField={Track1:1}
Database (Figure 4.4o)
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The Database tab allows you to scroll through an existing set of records, or select a new set of records via a database connection if the object is the backdrop (the full-screen object on the lowest layer of the kiosk screen).

Figure 4.4o - The Database Tab

To invoke a “scrolling” action on an established database “grid”, select from any of the top six settings as shown in figure 4.4o. 
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To select a new set of records, enter in an appropriate SQL statement. You may optionally perform a search based upon user input. This is accomplished by creating an Input Field whose name is dbSearch, and then including this name surrounded by braces from within your SQL statement. For example: Select * from Building where companyName >= '{dbSearch}'. Kiosk-in-a-Box will replace the {dbSearch} tag with the contents of the Input Field named dbSearch. You may include the {dbSearch} string within your SQL statement as many times as you like.

Similarly, the field value of the last database object touched is always retained in memory, and may be accessed and used similar to dbSearch. The tag for the last field value touched is {dbTarget}. The SQL construction is as described in the preceding paragraph.

In addition, if you name select Database Objects (your objects that display database field values) with the keywords dbVar0 … dbVar9, then each time these fields are updated with new information. the variables {dbVar0} … {dbVar9} are updated as well. You may use these variables to construct SQL statements based upon the current display.

Similarly, you can also use User Input field names within your selection. Surround the User Input field{s} you want to use with the curly braces (similar to the above examples) to represent the value the user entered, i.e. '{firstName}'.

"BLANK" Database Object OBJECTS DO NOT APPEAR ON-SCREEN

When displaying or scrolling through a database, only Database Objects that

contain data are displayed. If you scroll "past" the end of the record{s}, then all

Database Objects that are blank are automatically hidden from view. 

If the object is the backdrop, then the Database tab looks slightly different. In this case, you can define a new selection on a database, and optionally change the database file. If you do change the database file, the software will first close any existing database connection, and then create the new database connection. If the database file is not specified, or is the same as the current database connection, only the selection component of the Action assignment will be performed.

Action Restrictions

Certain objects and actions have restrictions. These restrictions are as follows:

Backdrop Object
The backdrop can only be assigned the Goto action or the Database action. If the action is a Goto, then it will occur only after all other objects on the foreground have been displayed. By assigning the Goto to the backdrop, you can effectively auto-transition to a new screen once the current screen is complete.
Sound Object
The sound object is not visible, so it cannot be touched. No actions may be assigned to a sound object.

Change Action
The Change action may only be assigned to picture objects.

Web Actions
These actions operate on a Web Browser or Banner Ad Special Text object.

Shopping Cart Actions (Refer to Figure 4.4p)

In addition to the Touch Action, there is also a Shopping Cart action that may be assigned to an object. This action is invoked when the object is touched, but it only affects the shopping cart components of the application (if the application is a shopping cart experience). 

Details of designing a shopping cart kiosk are contained in Chapter 6. This section is for reference only.
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Figure 4.4p - The Database Tab
Shopping Cart Mode: None
This assignment indicates there are no shopping cart actions to be performed for the current object.

Shopping Cart Mode: Checkout Mode
This assignment causes the application to collect the shopping cart Fee / Action transaction (charge or remove), and that a "checkout" action must occur before it is registered as a sale.

Shopping Cart Mode: Escrow Mode
This assignment will immediately reduce the amount of money in the escrow account when the object is touched. If there is insufficient funds, the Touch Action of the object will not be performed. 

Shopping Cart Fee/Action: Charge
If the shopping cart mode is Checkout, then this assignment will increment the quantity of the object in the shopping cart when touched.  If the shopping cart mode is Escrow, two possible events occur. If there are enough funds in the escrow account, the escrow account is reduced by the charge amount and the Touch Action of the object is performed. If there are not enough funds in the escrow account, a System Message indicating that more funds are required appears, and no Touch Action occurs.

The item reference and price depends upon your shopping cart design. If your items are contained in a database, the item reference (example: “tea set”) and price (example: 24.95) are determined via the database values for the object touched (Database Field,, Price Field) as shown in figure 4.3d. 

Alternatively, if your shopping cart application is not database driven, then the item reference is the caption of the object (for text objects) or the name of the object (for picture objects). The price is the value you set in the Charge textbox. Refer to the section on creating shopping cart kiosk applications for additional details.

Shopping Cart Fee/Action: Remove
This assignment is only available if the shopping cart mode is Checkout Mode. This assignment will decrement the quantity the object from the shopping cart when touched. There is no price value to set since Kiosk-in-a-Box removes the object by name. If the quantity count of the object is zero, the item is completely removed from the shopping cart. Refer to the section on creating shopping cart kiosk applications for additional details.
Additional Shopping Cart Data: Brand and Part #
If your shopping cart application is not database driven, then you may use these additional fields to further define your items. These additional descriptions may be used, for example, to distinguish between two different "tea sets". If defined, adding and/or deleting items will occur only when the name/caption plus the brand and/or part number match.
The Effects Tab

The Effects Tab is where you define how the object is displayed, and when the object is displayed. Refer to figure 4.5 below:
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Figure 4.5 - The Effects Tab

Effects Tab Reference

Special Effect

Optionally set a special effect for the current object. There are over 100 special effects to choose from. Each special effect can be fine-tuned using the Speed and Grain slide controls (see below).

Speed

Sets the speed of the special effect. The higher the number, the faster the effect is generated. This slide control combined with the Grain control provide complete and total control over the special effect selected.

Grain

Sets the grain of the special effect. This number represents the “resolution” (or size of each sub-piece) of the effect. The larger the number, the bigger the sub-pieces. This slide control combined with the Speed control provide complete and total control over the special effect selected.

Test

Click this button to re-paint the current object with the current special effect, speed and grain settings.

Cancel Test

Click this button to cancel the special effect test. This button is usually pressed if the special effect, speed and grain settings you selected create an incredibly slow special effect. 

Remain Hidden Until “Activated” by Action from Another Object

Check this option if you want the object to be on-screen, yet hidden from view. An example object using this option would be a picture, sound or video object that is only to be played via a  touch from another object.

Play / Layer Order

Use this slide control to define when the object appears. The object with the lowest Play  / Layer Order plays first. After each object is played (displayed), the next object in the Play / Layer Order is played (displayed).

Dwell Before Proceeding

Use this control to set the number of milliseconds that Kiosk-in-a-Box should wait before showing the next object in the Play / Layer Order.

The System Tab

The System Tab is used to access and adjust system-level options and features, including:

1. Defining the Configuration Sub-Directory and initial start-up screen.

2. Defining the Attraction Sequence.

3. Defining Web Browser settings and options.

4. Defining Database options.

5. Defining Printing options.

6. Defining Telephony options

7. Defining Fees options (Pay-Per-View)

8. Defining Internet (E-Mail , FTP, and Dial-up Networking) options

9. Defining Reboot options

10. Defining System Messages options

11. Defining one or more Keyboard Layouts.

12. Setting Miscellaneous system level options including Unlocking the software.
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Figure 4.6 - The System Tab

System Tab Reference

The Config Tab

The Config tab is used to edit and/or set the default Configuration Sub-Directory and default start-up screen for your application. You usually access this tab when first designing a new application, or when you want to change the start-up screen to a different existing screen definition file.

The individual components of the Config tab are listed below:

Config: Configuration Sub-Directory (figure 4.6)

Use the Drive and Folder controls to define a new Configuration Sub-Directory for your kiosk. Recall that the Configuration Sub-Directory establishes a location where all screen and background definition files reside, and also where the ..\graphics, ..\sounds, and ..\videos media sub-directories should be located.

It is recommended that you have a separate Configuration Sub-Directory for each kiosk application you are creating, making it easy for you to update your applications in the field.

Before changing the current Configuration Sub-Directory, refer to Chapter 3, under the section title Quick Start Steps for Designing an Application with Kiosk-in-a-Box to understand the step-by-step procedures for changing the Configuration Sub-Directory.

Select the Start-Up Screen that you would like your Kiosk-in-a-Box application to display when it first begins execution. This screen is also displayed each time the application leaves Attract Mode (or put another way, enters In-Use Mode).

THE START-UP SCREEN IS DIFFERENT IF PAY-PER-VIEW IS ACTIVE

If you are in Pay-Per-View mode, and you have this mode set to “Always Enabled”,, the start-up

screen is the first screen of the Attract Mode Sequence. Refer to Chapter 6 on designing a 

Pay-Per-View kiosk for additional details.

Config: Configuration Wizards: Create New Configuration

Use this tab to generate a new Configuration Sub-Directory. Begin by entering in a new folder name (like “myKiosk”) and then clicking either the Duplicate Current Kiosk Application button or the Create New Single Screen Kiosk Application button. Kiosk-in-a-Box will generate and/or copy all the required sub-directories, initialization files, and graphics. 
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Upon completion of the generation process, Kiosk-in-a-Box will set the Configuration Sub-Directory to the newly created location, and terminate. Upon a restart, Kiosk-in-a-Box will use the {new} information.

Figure 4.6.1 - The Create New Configuration Tab

Config: Configuration Wizards: Clean Current Configuration

This tab allows you to remove all screen files, background files, and all graphics, videos, and sound files that are not used by the current configuration. It is recommended you check the Store deleted files in the \cleanup sub-directory option just in case you want something at a later date.

Use this tab to “clean up” you kiosk before {re}distribution. Removing the unused files will make your {re}distribution process much more clean and efficient.

The Attract Tab
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The Attract Tab is used to edit the parameters that define the way Kiosk-in-a-Box reacts when no input (touches) are received. Use this tab to define system time-out values and the Attract Mode sequence. The individual components of the Attract Tab are listed below:

Figure 4.6a - The Attract:General Options Tab

Attract / General Options: In-Use Mode Time-out

This is the number of seconds that must pass without a user touch (click) before Kiosk-in-a-Box makes the transition to Attract Mode. Every time on object registers a touch, the In-Use Mode count-down timer is reset to this value. Set this value to “-1” if you never want to enter Attract Mode.

Attract / General Options: Attract Mode Time-out

This is the number of seconds Kiosk-in-a-Box will dwell beyond the last displayed object in the Play / Layer Order of an attraction screen before automatically making a transition to the next screen in the Attract Sequence. 

Note: if you play a non-repeating video, and the video length is longer than the number of Attract Mode Time-out seconds, the video will "over-ride" the timeout up until the time the video terminates.

Attract  / General Options: More Time Time-out

This is the number of seconds the “More Time…” System Message appears before making the actual transition to Attract Mode. Before Kiosk-in-a-Box makes the transition from In-Use Mode to Attract Mode, you may optionally display this system message, which is nothing more than a graphic you define. Set this value to “-1” to disable this feature.
If the “More Time…” system message object receives a touch, the transition to Attract Mode will not occur, the “More Time…” System Message object will disappear, and the In-Use Mode count-down timer will restart at the In-Use Mode time-out value.

Attract / General Options: Mouse Moves Retain In-Use Mode

If your kiosk is using a mouse or track ball, you may opt to use this option to reset the In-Use Mode count-down timer each time the system detects movement of the mouse. 

Attract / General Options: Exit Attract Mode Using Current Screen

Depending upon your implementation, you may or may not want to force the user to the start-up screen when making a transition from Attract Mode to In-Use Mode. If you want your kiosk to “come alive” on the current screen being displayed without making a transition to the start-up screen as defined via the Config tab, then check this option.

Attract / General Options: Terminate Program Upon Entering Attract Mode

Check this option if you want Kiosk-in-a-Box to terminate if it ever enters Attract Mode.

Attract / General Options: Automatically Close Database Connection if Open

Check this option if you want to close your database connection when entering Attract Mode. If your attraction screen{s} use a database connection, make sure this is un-checked.

Attract / Attract Sequence / Use Screens
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To use one or more defined screens as your Attract Sequence, click the Use Screens tab. This tab contains all defined screens in the Configuration Sub-Directory. To add a screen to the Attract Sequence, click on a screen and then click the black right arrow. To add all the screens, click on the black-and-white right arrow.

Figure 4.6b.1 - The Attract:Use Screens Tab

Similarly, to remove one or all screens, click on the appropriate left arrow.

Use the up and down arrows to adjust the sequence of your attraction sequence.

NOTE

You can have the same screen used multiple times within the attract sequence.

For example, your sequence could be A,B,A,C,A,D,A,E {repeat}.

Attract / Attract Sequence / Use URLs

If you want to use URLs as your Attract Sequence, you must first have designed a screen that contains a browser object. You then use this screen as the "frame" around your URL Attract Sequence.

To use one or more URLs as your Attract Sequence, click the Use URLs tab.  Select your Browser Screen (the screen containing your browser object) and then use the Add and Del buttons to add and/or remove URLs. These URLs can be disk-based , Internet based, Intranet based, or a combination thereof. Use the Up and Down keys to re-organize the order of appearance.
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 If you have URL restrictions set via the Browser tab, make sure your Attract Sequence URLs do not violate your restrictions.
Figure 4.6b.2 - The Attract:Use URLs Tab

The Browser Tab
The Browser Tab is used to edit available options for any or all Web Browser and Banner Ad objects you create. The individual components of the Browser Tab are listed below:

Browser / General: Enable Kbd Auto-Sizing

If checked, and if a keyboard object is Played via another Kiosk-in-a-Box object (action), and if this keyboard object is “below” (lower) than the Web Browser object, the Web Browser object will automatically shorten its height. This height is such that the bottom of the Web Browser window will be just above the keyboard object. If unchecked, the keyboard object will appear “on top of” the Web Browser object, and no sizing of the Web Browser object will occur.

Browser / General: Hide Browser Scrollbars

If checked, the Web Browser object will not display any vertical or horizontal scrollbars. If you choose this option, consider providing additional screen objects that have the Action of Web / Page Control to allow for page manipulation. 

Browser / General: Hide Banner / Menu Bar Scrollbars

If checked, all Banner Ad / Menu Bar objects will not display any vertical or horizontal scrollbars. If the object is used for Banner Ads, then this option is usually set.

Browser / General: Track User

If Pay-Per-View is active, the Track User option allows you to track any browser- related events, recording the login time, time spent, whether or not the user accessed E-Mail, high-level urls (like "rockmedia.com"), and the total time spent. The information is stored in "sessions.mdb" - a database file located in the "\data" sub-directory. This file may be included in automatic FTP and/or E-Mail reporting.
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Figure 4.6c - The Browser / General Tab 
Browser / General: New Windows

This option allows you to determine how Kiosk-in-a-Box handles new windows when browsing. Choose from Kill Instance (kill all new windows), Fold Back (place the new URL in the Web Browser object), or Pop-Up (display a pop-up window). The latter option will display a pop-up browser window users may drag about the screen, and it will also provide scrolling buttons for horizontal and vertical page manipulation of the new URL displayed.

Browser / General: Protocol Restrictions

Enter each type of protocol to restrict, including wildcards. For example, to restrict all http://… addresses, enter “http://*” (the “*” is the wildcard). To restrict all email, enter “mailto:*”. To restrict certain E-Mail and/or URLs, refer to the following sections.

Browser / URLs: Restrict Access

If checked, enter one or more restriction strings in the text box below this option. The usual format is “*mycompany.com*” (a “star” on either side of a domain). If unchecked, URLs will not be restricted.

Browser / URLs: Strings Must NOT Match

If checked, all URLs that do not match the specifications in the text box below are allowed. If unchecked, all URLs that do match are allowed.
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Figure 4.6d - The Browser / URLs Tab

Browser / URLs: Show “restrict.htm” on a Restriction “Hit”
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If checked, all URLs that trigger a restriction “hit” will cause the web browser object to load a locally defined appPath\html\restrict.htm. You can make the content of this local HTML file anything you want to fit within your design. 

Figure 4.6e - The Browser / E-Mail Tab
Browser / E-Mail: Restrict Access

If checked, enter one or more restriction strings in the text box below this option. The usual format is “*mycompany.com*” (a “star” on either side of a domain). If unchecked, E-Mails will not be restricted.

Browser / Email: Show “bademail.htm” on a Restriction “Hit”

If checked, all E-Mails that trigger a restriction “hit” will cause the web browser object to load a locally defined appPath\htm\bademail.htm. You can make the content of this local HTML file anything you want to fit within your design.

Browser / E-Mail: Strings Must NOT match

If checked, all E-Mails that do not match the specifications in the text box below are allowed. If unchecked, all E-Mails that do match are allowed.

Browser / Printing: Restrict URL Printing
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If checked, enter one or more restriction strings in the text box below this option. The usual format is “*mycompany.com*” (a “star” on either side of a domain). If unchecked, URLs will not be restricted.

Figure 4.6e.2 - The Browser / Printing Tab

Browser / Printing: Strings must NOT match

If checked, all URLs that do not match the specifications in the text box below are printable. If unchecked, all URLs that do match are printable.

Browser / Printing: Hide Print Button if "Restricted" URL Visible

If checked, Kiosk-in-a-Box will display or hide any object with the Action of Web / Print assigned to it. This object will be visible if it is "ok" to print the page, and hidden if not "ok".

The Data Tab
The Data Tab is used to edit available options collected data, including the required database files, surveys, E-Mail and statistics. The individual components of the Data Tab are listed below:

Data / Database: Database “More” Text

Database Objects that find a matching screen name generate a “More...” or “View...” tag on the lower-right of the object if their Action is set to Goto Caption of Target. The text box on this tab allows you to set the text of this tag.
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Figure 4.6f - The Dbase Tab

Data / Database: Encrypt Collected Credit Card and E-Mail Address Information

Check this option to have Kiosk-in-a-Box encrypt all credit card and E-Mail address information. You would select this option if, for example, you were having this file automatically FTP’d to your server each night and you are concerned about security.

The encrypted file can be decrypted via the supplied “decrypt.exe” program.
Data / Database: Clear Database Files Now

Clicking one of these buttons will reset and clear the specified database located in the “\data” sub-directory (usually done during testing and/or development, and when you want to place your kiosk in-the-field).

For the required database files (which include shopping, webmoney, and/or sessions), checking any of these options will cause Kiosk-in-a-Box to rename and archive the specific database and create a new blank database file to keep the file size relatively small.

The All "other" ..\data files file archive option includes any survey databases created via a survey you have developed, plus the possible cbox.mdb file created by Cashier-in-a-Box. The ..\email folder contents and the ..\stats folder databases  file archive option will rename and archive all disk-based E-Mail and statistic files, respectively.

Each archived file is renamed in a format of kioskName_mmddyy_fileName, where mmddyy is the month, day, and year. The target folder of all archives is the ..\archive folder beneath the ..\data, \email, or \stats folder.

In addition, if you have certain E-Mail and/or FTP settings established, these files may also be copied to the ..\emal\queue or ..\upload folder for file transfer queuing. Refer to the System / Internet tab for additional details.

Data / Kiosk Stats: Track Touches / Screen Hits / System Events

Check one or more of the tracking options if you want to have Kiosk-in-a-Box store statistics in a daily stat database.  The one or more are checked, then a database in the "mmddyy" format (month, day, year) will be created each day in the “..\stats” folder.
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Data / Data Archives: Daily File Archive Settings

Checking any of the checkboxes on this tab if you want to have Kiosk-in-a-Box to automatically archive "yesterday's data". Each archive is stored in the “..\archive” sub-folder of either the \data, \stats, or \email folders. The naming format for any archive file is “kioskname_mmddyy_type”, where the “type” will indicate the source (like stats, webmoney, etc). 


[image: image41.png][ Fees Y Intemet | Reboot | SysMsgs | Kbds | Misc

Conig | Atioct | Bowser | Data |_Pivter | Phone

Databases Kiosk Stals Data Archives

Daly File Archive Setings:
™ "Shopping" Dtabase: Databasels}
I™ “webmoney"Database [V "Staisis" Databasefs}

I” “Sessions" Database [/ _\emalfolder contents
I™ "Cho Database

I ZIP Atchives

I™ Archive to Remavable Drive <





Data / Data Archives: ZIP Archives

Check this option if you want to have Kiosk-in-a-Box ZIP (compress) each archive.

Data / Kiosk Stats: Archive to Removable Drive {driveSpec}

Check this option if you want to have Kiosk-in-a-Box automatically archive all of "yesterday's data" to a removable hard drive (like a ZIP or JAZ, for example). The folder created on the removable drive is in the "mmddyy" format (month, day, year). Example: d:\011702.

The Printer Tab
The Printer Tab is used to edit available printing options. The individual components of the Printer Tab are listed below:

Printer: Error Dialog Box Caption

If the printer you use produces a dialog box other than “Printers Folder” when an error occurs during a print, you need to enter in the caption of this dialog box in the space provided to allow Kiosk-in-a-Box to seek out and recover from this condition.

Printer: Special Print Termination Characters

Some printers, such as thermal printers, need special characters to be sent in order to “present and cut”. Enter the character value for each special character required (example: the “Esc” key has a character value of 27, so you would enter “27”). Separate each special character with a single space if more than one special character is requred.

Printer: Go to Special Screen “printerr.sdf” Upon a Print Error

Certain kiosk applications - especially pay-per-printout kiosks - will want to set this option. When a printing error occurs, this screen could display your “1-800” hotline telephone number, or other such information as to how to get their money back (if paying via bill acceptor). Optionally use the “display random number” special text option on an object on the “printerr” screen to generate a unique error reporting number.

Printer: Disable All Printing Actions Until a System Reset Upon a Print Error

If this option is checked, Kiosk-in-a-Box will not allow any further printing until the system is reset.

Printer: Enable “Single Printout Per Screen Option

Set this option if you only want only the first touch to produce a printout on an object that has the Print action assigned (no additional printouts will occur until the screen is re-entered). This is an excellent option for pay-per-printout kiosk applications OR if you want to “kid-proof” your kiosk just a bit.
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Figure 4.6g - The Printer Option Tab
The Phone Tab
The Phone Tab is used to edit available telephony options. The individual components of the Phone Tab are listed below:

Phone: Kiosk Location
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Kiosk-in-a-Box has special telephony options to assist you in designing a kiosk that may be placed in more than one area code. By pre-defining locations with meaningful names, and then setting the location for this particular kiosk, you may assign a single Touch-to-Dial telephone number that can be used in either a local or long distance situation. 

Figure 4.6h - The Phone Option Tab
Use this tab to define up to 5 possible areas where your kiosk may reside by entering in text strings that make sense to your particular area. Then click the appropriate location for this particular kiosk (i.e., set the location of the kiosk). This information is used on the Dial action - refer to the Action Tab for more details.

Phone: Comm Port

Set the COMM port of your dialing modem using this drop-down list.

Phone: Pre-dial Sequence

Optionally set a pre-dial string to be used for all calls. An excellent example would be a hotel lobby kiosk that needs to dial a “9” for an outside line. The number “9” would be pre-dialed first, then the telephone sequence of the dial button as set by the Action / Dial Tab.

Phone: Use Pulse Dialing

If your telephone system only supports pulse dialing, check this option. If left unchecked, Kiosk-in-a-Box will use tone dialing.

The Fees Tab
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The Fees Tab is used to establish a Pay-Per-View kiosk. There are two types of Pay-Per-View kiosks you can create: all payment fees other than Metered allows a user partake in a session for a specific amount of time (via a count-down timer). The Metered method allows a user to stay on the kiosk for an unlimited amount of time and pay for the final usage (a “Taxi Meter” approach).

Figure 4.6i - The Fees / Interface & Fee Options Tab 

A NOTE ABOUT PAY-PER-VIEW

Kiosk-in-a-Box can act as a "Pay-Per-View" kiosk, meaning money must first be

 accepted by the kiosk before the user is granted use for a specific amount of time.

Pay-Per-View works on non-Internet and/or Internet based kiosks.
Refer to Chapter 6, Kiosk Building Techniques, for the in-depth details 

of how Pay-Per-View works. The discussion below is for reference only.

If a fee exists (i.e., anything but Free), Kiosk-in-a-Box acts as follows:

If the fee is Single or Metered, Kiosk-in-a-Box presents the included Cashier-in-a-Box program when the users enters Pay-Per-View mode (either via a button with an Action of Goto Pay-Per-View, or from an exit of the Attract Mode if Pay-Per-View is always enabled). Cashier-in-a-Box terminates upon proper payment or a user cancel operation. Upon termination, Cashier-in-a-Box received a valid credit card or bill payment, Kiosk-in-a-Box will transition to the target Goto Screen as specified by the Fees tab. If a user canceled Cashier-in-a-Box or didn't pay, Kiosk-in-a-Box will remain on the current screen and present the No Cashier Payment system message graphic as established by the System / SysMsg tab.

If the fee is Dual or Triple, then Kiosk-in-a-Box will first present a graphical object called the Payment Option Graphic. This graphic is designed by you and set via the System / Fee / Payment Option Graphic tab. It provides a mechanism by which a user can choose which fee schedule they desire to access. 

When a user selects a desired schedule, Kiosk-in-a-Box starts Cashier-in-a-Box and collects the fees. Upon termination of Cashier-in-a-Box, and if an appropriate payment is received, Kiosk-in-a-Box will transition to the Goto Screen target. Otherwise it will remain on the current screen and present the No Cashier Payment system message graphic as established by the System / SysMsg tab.

The individual components of the Fees Tab are listed below:

Fees  /  Interface & Fee Options / Fees: Free

If Free is set, Pay-Per-View is disabled. 

Fees  /  Interface & Fee Options / Fees: Single

If Single is set, then only one payment option exists within your application.

Fees  /  Interface & Fee Options / Fees: Dual

If Dual  is set, then two payment options exists within your application.
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Fees  /  Interface & Fee Options / Fees: Triple

If Triple is set, then three payment option exists within your application.

Figure 4.6j - Fees / Payment Option Graphic Tab

Fees  /  Interface & Fee Options / Fees: Metered

If Metered is set, then a count-up timer method is invoked, and the user is charged for the time spent on the kiosk. This method usually requires a credit card swipe before entering the mode. Once the In-Use Timeout occurs (or when the user presses an object with an Action of Goto Attract Mode), Kiosk-in-a-Box records the card data along with the time spent in the webmoney.mdb database file located in the "\data" folder.

Fees  /  Interface & Fee Options / Fees: Always Enabled

If Always Enabled is set, then Kiosk-in-a-Box begins with the first screen in the Attract Mode sequence, and any kiosk usage requires payment before proceeding (i.e., the Pay-Per-View is the first interface to appear upon an initial user touch).

Fees / Interface & Fee Options: Fee Schedule

Depending upon the number of fees you are charging, you will either see zero, one, two, or three rows to define your Fee Schedule. 

If you are charging a Single fee, you need to enter in the Time and $ values (like “5” for 5 minutes, and “1” for $1). You would also enter in the Goto Screen (the screen the displayed once payment is received). Since there is only one payment option, Cashier-in-a-Box is automatically started when Pay-Per-View is initiated.  graphic displaying  “Insert Your $1 for 5 Minutes of Use” (see Chapter 6 for full details).

If you have Dual or Triple payment fees, then you will need to define two or three rows of Fee Schedule data, including the Time, $, Button Caption (optional), and the Goto Screen. And, since more than one payment option exists, you would design a Payment Options graphic that reflects the number of payment options. Depending upon your Payment Options graphic design, you may opt to use text-based buttons to display your payment options in lieu of transparent buttons. Refer to Chapter 6 for additional details.

Fees /  Payment Option Graphic: Apply / Cancel

Click Apply to make your selection permanent. Click Cancel to reset the graphic to the prior assignment. 

Fees /  Graphics: Display text-based captions on Payment Option buttons

If checked, your Button Caption{s} defined via the Interface and Fee Options tab will be displayed on the transparent payment option button{s} within the Pay-Per-View interface. If unchecked, your payment graphics were designed such that no captions are necessary. See Chapter 6 for additional details.

The Internet Tab
The Internet Tab is used to edit available Internet-based options for Kiosk-in-a-Box that do not deal with a Web Browser object (see the Browser Tab for details regarding the Web Browser object). The individual components of the Internet Tab are listed below:
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Figure 4.6k - The Internet / E-Mail Server Options Tab
Internet / E-Mail / Connection: E-Mail Server

Enter the email server used to send out-going messages.

Internet/ E-Mail / Connection: E-Mail Target

Enter the E-Mail address where all reporting messages will be sent. User composed messages are sent to the target of the E-Mail message (the contents of the Input Field named email_to).

Internet/ E-Mail / Connection: Test and/or Hang Up

Click the Test button to send a test message via the E-Mail server / target. The trace window at the bottom of the tab will display the current activity. After the message is sent, Kiosk-in-a-Box will terminate the Internet connection if Dial-up Networking is not disabled. Click Hang Up to terminate / reset the test at any time.

Internet/ E-Mail / Connection: Enable host "To:" and "From:" Address Verification

Optionally check this if your E-Mail server can perform address verification. If your server determines that an address is invalid, Kiosk-in-a-Box will not attempt to send the E-Mail, and inform the sender of an error.

Internet/ E-Mail / Connection: Port

Set the remote port used for E-Mail. Usually the value is "110". 

[image: image74.png][ Fees | Intemet | Reboot | SysMsgs | Kbds | Misc

Config |_Atiest | Browser | Dota | Pinter | Prore

Configuration Sub Directory Configuration Wizards
Create New Configuration | __Clean Curent Configuraion

New Folder: [rykiosk.
Final Target: [ CAKBOX_DEVADEVELOPMENT \ykiosk.

Duplcate Curent Kiask Application

Create New Single-Screen Kiosk Application





Figure 4.6k.1 - The Internet / E-Mail User E-Mail Tab
Internet / E-Mail / Processing / User E-Mail: Send User-Created E-Mail Immediately

If checked, all E-Mail composed within Kiosk-in-a-Box be sent immediately once an object whose Action is Send E-Mail is activated. If a Dial-up Networking Connection is necessary, Kiosk-in-a-Box will connect, send the E-Mail, and then disconnect (unless an open Internet connection already existed, in which case Kiosk-in-a-Box will simply send the E-Mail). If a status object exists, the object will indicate the current sending status of the E-Mail message.

Internet / E-Mail / Processing / User E-Mail: Save User-Created E-Mail to Disk as Text

If checked, all E-Mail composed within Kiosk-in-a-Box will be written to disk in a single file, and never truly mailed. The file is in the format of “mmddyy.txt”, where mm is the month, dd is the day, and yy is the year. The folder is the ..\Email folder (which will be created necessary). 

Internet / E-Mail / Processing / User E-Mail: Queue User-Created Email

If checked, all E-Mail messages are saved to disk in the "\email\queue" folder with a unique filename based off of date and time. The E-Mail is sent according to the System E-Mail scheduling. Refer to this tab for details.

Internet / E-Mail / Processing / User E-Mail: Save User-Created E-Mail Address Information

If checked, Kiosk-in-a-Box will save all E-Mail addresses to disk in a text based file (format "mmddyy.adr"). Target folder is the "\email\" folder. The saved information format depends on whether or not there is a "fixed" email_from component. If the email_from component is  "fixed", the format is "to,cc1,cc2,cc3...,cc5". If NOT fixed, the format is "to,from,cc1,cc2,...,cc5". This file may be included in automatic FTP and/or E-Mail reporting.

Internet / Email / Processing / User E-Mail: Append Signature to User-Created E-Mail

If checked, all text contained in the file ..\email\sig.txt will be appended to out-going E-Mail. The contents of this text file are completely up to you. If you are also attaching a file to the E-Mail, you may specify where in the E-Mail the signature should appear. 

Internet / Email / Processing / System E-Mail: Send At…

Optionally select the time{s} during the day you want all queued E-Mail to be sent. Actual timing of the E-Mail is when the set hour has past, and when the kiosk first enters Attract Mode. The data sent is the entire contents of the ..\email\queue folder.

Internet/ E-Mail /  Processing / System E-Mail: Show "sendmail" Screen When Processing
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 If you check the Show "sendmail" option, this screen - which you design - will appear and remain on-screen until all messages located in the ..\email\queue directory have been sent. Once sent, Kiosk-in-a-Box will continue with your round-robin attraction sequence.

If you choose this option, please note that the "sendmail" screen should contain zero screen objects. In other words, it should be entirely blank except for your backdrop object and corresponding graphic.
Internet/ E-Mail / Processing / System E-Mail:  Printing Errors [ Real Time ]

Check this option to have Kiosk-in-a-Box send an E-Mail message to the E-Mail target (as specified in the Connection section of the E-Mail tab) if a printing error occurs. This E-Mail is sent upon the next transition to the Attract Mode sequence regardless of the scheduling.

Internet/ E-Mail / Processing / System E-Mail: "I'm Alive" [ Real Time ]

Check this option to have Kiosk-in-a-Box automatically E-Mail  an "I'm Alive" E-Mail message every Nth hour. The actual message sending time is when a time-out has expired and the kiosk is Attract Mode. Included in the E-Mail message is the current IP address of the Internet connection. You may optionally use this address with pcAnywhere (or similar applications) to "connect back" to the kiosk via the Internet.

Internet/ E-Mail / Processing / System E-Mail:  Prior Day's Archives

Check this option to have Kiosk-in-a-Box automatically queue prior days archives. These archives may include databases, survey databases, statistics, E-Mail addresses, and disk-based E-Mail messages. You set which files are actually archived via the System / Data tab. Refer to this section for additional details.

Internet/ E-Mail / Processing / System E-Mail:  Purchases

Check this option to have Kiosk-in-a-Box automatically queue any purchases made in your shopping cart kiosk application in the ..\email\queue folder. There will be one E-Mail message created per purchaser. The data within this file may optionally be encrypted (refer to the Data tab) for security. This message is queued and sent during the scheduled time{s}.

Internet/ E-Mail / Processing / System E-Mail:  Surveys

Check this option to have Kiosk-in-a-Box automatically queue all completed surveys in the ..\email\queue folder. There will be one E-Mail message created per survey respondent. The data within this file may optionally be encrypted (refer to the Data tab) for security. This message is queued and sent during the scheduled time{s}.

Internet/ FTP / Connection: Host Address

Enter the FTP site that will be used for data transfer.

Internet/ FTP / Connection: Login Name
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Enter an acceptable login name for the FTP connection.

Figure 4.6l - The Automatic FTP Updating Tab
Internet/ FTP / Connection: Password

Enter an acceptable password for the FTP connection.

Internet/ FTP / Connection: Upload Update

Click this button to upload to the FTP site a “update test file”. This name of this file should be “kioskname.lst”, where kioskname is the name of your kiosk set with the System / Misc tab. The contents of this file should reflect the actions to take during an automatic FTP update. See the section on Automatic FTP Updating (Chapter 8) for details on the contents of this file. Once the file is uploaded, Kiosk-in-a-Box will terminate the connection.

Internet/ FTP / Connectoin: Update Test

Click this button to test the automatic FTP update feature of Kiosk-in-a-Box. Kiosk-in-a-Box will locate the “kioskname.lst” file on the remote host (usually placed online via the Upload Update button previously described), download this file, then read which other files to retrieve based on this file. All files will be stored in the “\ftp” workspace sub-directory, which is created if it doesn't exist. Once all files are retrieved, Kiosk-in-a-Box terminates the connection.

After termination, Kiosk-in-a-Box reads the “kioskname.lst” file again and moves the new files to their new location{s}, and also deletes local files from the specified location{s} as determined by the kioskname.lst file. During the entire process, the status area at the bottom of the tab will post progress for debugging purposes.

Internet/ FTP / Connection: Hang Up

Click this button to terminate and/or interrupt FTP uploading / testing.
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Internet/ FTP / Processing: Enable automatic FTP

Check this option if you want your kiosk to attempt an automatic FTP update at the specified time{s}. Refer to Chapter 8 - Internet Considerations - for full details.

Internet/ FTP / Processing: Upload prior day's archives via FTP schedule

If this option is checked, all prior day’s archives are uploaded to the FTP site during the scheduled time{s}. The files will be placed in the login sub-directory of the FTP host (the same location as the location of a potential update file). This option will execute so long as one or more archive files exist. You set which files are actually archived via the System / Data tab. Refer to this section for additional details.

Internet/ FTP / Processing: Upload any files in the “\upload” folder via FTP schedule

Check this option to upload all the files contained within the “\upload” sub-directory. This is a great way for third party EXE programs to leverage Kiosk-in-a-Box for sending collected data, pictures, and/or information. 

Internet/ FTP / Processing: FTP Schedule:

Use these drop-down boxes to establish up to three times a day to perform FTP operations. Use a "0" in the first drop-down box to disable all times.

Internet / Dial-Up / Connection: Disable Dial-up Networking
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If checked, Dial-up Networking will be disabled. If unchecked, Dial-Up Networking (via Microsoft’s RAS) will be performed by Kiosk-in-a-Box. If you are going to surf via a modem, make sure this option is unchecked.

Figure 4.6m - The Internet / Dial-Up Tab
Internet / Dial-Up / Connection: User Name

Enter the user login name required for successful login if your Dial-Up Networking requires this information when executed outside of Kiosk-in-a-Box.

Internet / Dial-Up / Connection: User Password

Enter the user password required for successful login if your Dial-Up Networking requires this information when executed outside of Kiosk-in-a-Box

Internet / Dial-Up / Connection: Test / Hang Up

Use these buttons to test your Dial-Up connection using the default Dial-Up Networking connection.

Internet / Dial-Up / Processing: Enable Auto Hangup

If checked - and if Dial-up Networking is enabled - Kiosk-in-a-Box will automatically hang up if it determines that an Internet connection is no longer necessary (like going from an http://www… address to a local HTML file). If unchecked, Kiosk-in-a-Box will keep an Internet connection open regardless of the currently loaded URL. 

Internet / Dial-Up / Processing: Hang up on Pay-Per-View Exit

If checked - and if Dial-up Networking is enabled - Kiosk-in-a-Box will automatically hang when Pay-Per-View mode terminates.

Internet / Dial-Up / Processing: Show object named "connected" once connected

If checked - and if Dial-up Networking is enabled and a hidden object named "connected" exists - Kiosk-in-a-Box will display this object once connected. This object is usually used for Pay-Per-View kiosks, providing a mechanism by which the kiosk first connects before the user pays for the connect time (see http://www.rockmedia.com/estation.html for an example kiosk that uses this setting).

Internet / Dial-Up / Processing: Inactivity Disconnect
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To have Kiosk-in-a-Box disconnect from the Internet after a certain amount of minutes of no activity, enter a positive number to set the number of minutes. If you want this feature disabled, enter zero (“0”).

Internet / Dial-Up / Processing: Connection Timeout

Enter the number of seconds to allow Kiosk-in-a-Box to attempt an Internet connection before registering a connection time-out. Enter zero (“0”) to disable this feature.

Internet / Dial-Up: Hang Up

Click this button to cancel a test.

The Reboot Tab
Reboot / System Reboot
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Use this tab to optionally set up to three times a day you would like the kiosk to reboot. Depending upon your use and implementation, you may or may not need to set this option. By setting all three values to zero disables the option. Reboots occur only after the appropriate hour has past (like 4 am) and when the kiosk is in Attract Mode.

Reboot / Hardware Watchdog

Kiosk-in-a-Box supports a series of third party hardware watchdog reboot cards and devices. If you obtain one of these devices, you may turn this option on, which effectively causes Kiosk-in-a-Box to "ping" the hardware. If a hard-core system crash occurs, the hardware watchdog does not get "pinged", and the system will automatically reset. These devices are great and recommended.
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The SysMsgs Tab
The SysMsgs Tab (System Messages Tab) is used to customize the look of the embedded system messages that may or may not appear in your application.  Each message is comprised of a graphic. You may design each graphic any way you like, and position them anywhere on-screen. All of these messages (picture objects) will automatically close when clicked except for the Printing in Progress message, which remains on-screen so long as there is a document in the default printer queue.

The usual steps for system message modification are as follows:

1. Design a graphic for the system message you want to modify

2. Assign this graphic to the corresponding system message via the SysMsgs Tab.

3. Click the Display Now button to make the message object appear.

4. Use the positioning buttons to position your object.

5. Click the Floppy icon to save the setting

The current system messages available for editing are:

· The More Time... Message. This message is {optionally} displayed before an actual transition to Attract Mode occurs. The message is in the form of a picture with a flashing border. This message is usually displayed center-screen, and is used to act as a “warning” to let the user know that the kiosk thinks no one is there.

· The Printer Error Message. This message is displayed if a printing error occurred. 

· The Printing In Progress Message. This message is displayed when a document exists in the print spooler. This message will remain on-screen (if defined) for as long as the print spooler is “working”. Once the document has been passed through the spooler, the message disappears automatically.

· The All Input Fields Required Message. This message is displayed if you set the Input Restriction of the Goto action to All, and some of the input field{s} are still blank.
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 Figure 4.6o - The SysMsgs Tab

· The At Least One Input Field Required Message. This message is displayed if you set the Input Restriction of the Goto action to At Least One, and none of the field{s} contain text entered by the user and/or none of the single-select survey widgets have been selected.

· The Touch-to-Dial Unavailable Message. This message is displayed when an object with the Touch-to-Dial action is touched during a time outside the Touch-to-Dial time-restriction settings.

· The E-Mail Fields Incomplete Message. This message is displayed a user presses an object that has the Send E-Mail action assigned to it, but they failed to filled in the To, From, Subject and/or Message portion of the E-Mail message via the E-Mail composition screen you have designed.

· The User Email Server Login Failure  Message. This message is displayed when Kiosk-in-a-Box cannot connect to the user-defined mail server (for retrieving user E-Mail). This usually occurs when a user enters in an incorrect entry to obtain their own E-Mail messages.

· The User E-Mail Retrieval Fields Incomplete  Message. This message is displayed when the user is trying to retrieve their E-Mail, and they haven’t fully specified their POP3 server, login and/or password.

· The No Escrow Funds Available Message. This message is displayed when a user attempts to buy / print  / purchase an item via their escrow account, and there are insufficient funds to cover the purchase.

· The Cashier Running… Message. This message is displayed when a Cashier widget is displayed or Played via another object. It is used to inform the user that Cashier-in-a-Box is being initialized. Soon after this message appears, Cashier-in-a-Box is displayed full screen.

· The No Cashier Payment Message. This message appears if Cashier-in-a-Box does not receive sufficient payment funds OR if the user cancels the Cashier-in-a-Box program.

SysMsgs: Message List

Click the appropriate message to set the selected message.

SysMsgs: Available Graphics

Click to select the graphic to assign to the selected message. Use Apply to make the assignment.

SysMsgs: Display Now

Click to have the current selected message object appear on-screen.

SysMsgs: Arrow Keys / "X" Key

Click to move the currently displayed message object. Use the "X" key to temporarily hide the object to verify placement (click and hold to hide / release to re-display).

The Kbd Tab
The Kbds Tab is used to define special touch-grids, or Keyboard Layouts, that may be assigned as an action to an object.  What the Keyboard Layout does is act as an “invisible overlay” over an object with the Kbd: act as Keyboard action assigned to it. This overlay determines which part of the grid was touched and sends the corresponding keystroke, keystrokes, or special to the active input field (the input field that has the focus) and/or to the Web Browser .

KEYBOARD GRAPHIC RESTRICTION

Kiosk-in-a-Box assumes that all keyboard layouts are in grid format. This

means that every single key must be the same size.

The individual components of the Kbds Tab are listed below:

Kbds: Keyboards

Use this drop-down box to select from the current list of pre-defined Keyboard Layouts. The keyboard model, Width, Height, and Key Value controls will update according to your selection.

Kbds: New

Click this button to create a new Keyboard Layout. Enter a name for your new Keyboard Layout. Kiosk-in-a-Box will default the new layout to a 10 x 5 grid. Optionally modify the size of the layout using the Width and Height.

Kbds: Clear

Click this button to clear all keystroke assignments to the current Keyboard Layout.

Kbds: Delete

Click this button to delete the current Keyboard Layout.

Kbds: Width

Enter a value for the number of keystroke columns you want. Maximum is 15.

Kbds: Height
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Enter a value for the number of keystroke rows you want. Maximum is 5.

Figure 4.6p - The Kbds Tab

Kbds: Key Value

To assign one or more keystrokes to a key, first highlight the key you desire to edit by clicking on the Keyboard Layout “model”. The key selected for editing will have a blue border surrounding it.

Once the correct key is selected, you have two choices. You can:

1. Enter a key (like “a”) or a string (like “yes”) in the left-hand Key Value text box, or

2. Select a special command or keystroke from the right-hand Key Value drop-down list. Special commands include Space, Backspace, Delete, Return, Cursor Left / Right / Up / Down / Home / End, or Clear.  

Some Example Keyboard Layout Scenarios
Let’s say you wanted to design a simple Yes / No keyboard. Set the grid to Width = 2 and Height = 1. Assign the string “Yes” to the left-hand key, and assign “No” to the right-hand key.  

You may now assign this Keyboard Layout to a nice graphic you designed with equally-sized  “Yes”  and “No” components .  When a user touches the left side, the string “Yes” would appear in the active input field. If they press the right side, the string “No” would appear in the active input field. Similar design steps can be used to create “a b c d...” keyboards as well, but each “string” would be a single character. 

For another example, lets say you wanted to design a numeric keypad. Here is what you would do.

1.  First design a graphic that looks good and is sized right. For this example, lets say you decided to make each key 50x50 pixels in size. Since a numeric keypad has 3 columns and 4 rows, your graphic size would be 150x200 pixels. The “9” key would be in the upper left-hand corner (the upper 50x50 pixels), followed by the “8” key in the next 50x50 pixel area immediately to the right. The “0” key would be in the lower left-hand 50x50 pixel area, while the last two keys to the right of the “0” would be blank 50x50 pixel areas (since there is nothing below the “2” or “3” key - look at your keypad on your keyboard for further visualization).

2.  Next, open the Kiosk System Design editor and then click on the System tab.

3.  Click on the Kbds tab.

4.  Click on the New button and enter a name (like “numeric”).

5.  Enter “3” for the width (notice the tiny buttons change).

6.  Enter “4” for the height (same tiny button change action occurs).

7.  Click on the upper left hand tiny button. Enter “9” in the Key Value field.

8.  Repeat step 7 for the other tiny buttons, entering in “8”, “7”, “6”, … etc.

9.  Leave the last two buttons on the right with no Key Value assignment (since there are no keys here).

10.  Now go to the screen where you want your keyboard to exist.

11.  Drag & drop a new picture object on to the screen. Optionally give the object a name by entering in a name in the Object drop-down list in the upper right-hand corner of the Kiosk Editor.

12.  On the Content tab for this object, assign it the new graphic you made in step 1.

13.  Click the Action tab.

14.  Click the Kbd tab.

15.  Click the “Act as Keyboard…” radio button.

16.  Optionally assign highlight colors which will appear when they touch your keyboard

17.  Click the Apply button

18.  Click the green Go button and test it out (assuming you have an Input Field object or Web Browser object somewhere on the screen to capture the keystrokes!).

The Misc Tab
The Misc Tab is used to edit various miscellaneous options for Kiosk-in-a-Box  The individual components of the Misc Tab are listed below:

Misc / System Options: Kiosk Name

Enter a unique name for each kiosk you place out in the field. The name of this kiosk is used during E-Mail generation, automatic FTP updating, and optionally if you choose to display the name via a special text object.

Misc / System Options: Group Name

If you have certain kiosks in different regions (like Denver  CO and Spokane WA), you can use the “Group Name” to identify kiosks located in a “region” in order to control automatic FTP updating. Refer to Chapter 8 which covers automatic FTP updating techniques.

Misc / System Options: Hide Cursor

Check this option if you desire to hide the cursor. This setting is usually set once your application is out-in-the-field, and is using a touch screen.
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Figure 4.6q - The Misc / System Options Tab
Misc / System Options: Snap to Grid

Check this option if you want your objects to “snap” to an invisible grid when you are locating, and/or moving objects in Design Mode. Use the provided text box to set the grid size. The smaller the number entered the smaller the grid snap. This is an excellent way to easily align objects such as menu buttons.

Misc / System Options: Disable CTRL+ALT+DEL

Check this option if you want to disable Ctrl+Alt+Del. This only works on ’95 and ’98 systems, and not any other system.

Misc / System Options: Retain Mode After Editing Session

Check this option if you want to remain in the "same mode" after your editing session. For example, if you were in Attract Mode when you accessed the Kiosk Editor, once you complete your modifications you will return to Attract Mode.

Misc / System Options: Confirm Delete

Check this option if you want to have Kiosk-in-a-Box verify each "trash can" delete.

Misc / System Options: Start WORD Automatically

Check this option if you desire to have Word automatically start (minimized on the Task Bar) whenever Kiosk-in-a-Box starts. This is an “old hat” way of printing, so leave it unchecked. 

IMPROVE THE SPEED OF PRINTING

You can dramatically improve the speed of a printout by creating “.PRN” files with Word. 

These files are created by selecting the “print to file” option under Word. Once the file

 is created, assign this file as the file-to-print via the Action Tab, and hence remove

the requirement of Word running in the background. You may also print “.TXT” files

without having Word run in the background.

Misc / System Options: Touchable Object “Click”

Check this option if you desire to hide the cursor. This setting is usually set once your application is out-in-the-field, and is using a touch screen.

Misc / Cart Options / Appearance: Shopping Cart Editor Colors

Use this section to define your own custom color the Shopping Cart Editor object.
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Figure 4.6s - The Misc / Cart Options Tab
Misc / Cart Options / Appearance: Cart Widget Display

 Use this section to define how your Shopping Cart widget will look. The three “open” components following the Item component allows you to optionally display either the brand and/or part number, or display additional fields from a database (if your shopping cart kiosk is database driven).

To display either the part number or brand as defined via the Action / Shopping Cart tab, enter the keyword{s} Brand or Part #. To display a value from a database field, enter the field name.

Enter the appropriate spacing desired for each Value. Consider using a Mono Font (a font that has the same spacing for each character of the alphabet, i.e., Courier New).

Misc / Cart Options / Discounts

 Use this section to define how any pricing breakdowns according to total purchases. Use "0" in all fields to disable this option. If non-zero, enter in a phrase to indicate user savings. Use the keywords "percent" and "total", surrounded by curly braces, to display how much they are saving.
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Chapter 6: Kiosk Building Techniques
Here are some overviews that will assist you in developing particular kiosk applications. Refer to the Quick Start “How Do I…” section for details on creating various objects included in the discussions below.

DOWNLOAD A PRE-DESIGNED "TEMPLATE" FOR FREE

Did you know that the RMM web site has pre-designed kiosks? You can get a number of these kiosks online for FREE. Check out the available options at http://www.rockmedia.com/turnkey_kiosks.html.

Creating a Basic Presentation Screen

The fastest way to create a basic presentation screen is to first go to an existing screen that closely matches the new screen you want to create. You may select the screen of choice via the Screens drop-down list on the Kiosk Editor. Once selected, click the Duplicate Screen button and assign a name to your new screen. 

Alternatively, you may create a new blank screen by clicking on the New Screen button of the Kiosk Editor. A new screen with nothing on the foreground will be created. 

In either case, Kiosk-in-a-Box will use the graphic of the backdrop of the currently displayed screen as the graphic for the backdrop of the new screen, and the background of the current screen as the background for the newly created screen. You may optionally change the background, create a new background (similar to how you create a new screen), and/or change the backdrop graphic at any time.

NOTE: THE BACKDROP GRAPHIC MUST BE FULL SCREEN

Always pre-design your kiosk backdrop by creating a full screen image

that matches the resolution of your kiosk (640x480, 800x600, etc.)..

Once the background and backdrop graphic are set to your liking, begin to drag and drop objects onto the screen via the Kiosk Editor. Use the Content tab to establish the basic content for the object. Use the Action tab to optionally assign an action to one or more objects. Use the Effects tab to order and time your presentation and/or change the “special effect” of the object.

Creating a Basic Background Menu

If your kiosk design dictates that the same set of navigational options be present over a series of different screens, consider creating these navigational objects on a background. You create a background just like you create a screen - except you must first be in Background Design Mode before you can create a new background.

Enter Background Design Mode via an F4 if the Kiosk Editor is not visible, or by clicking the Background Design Mode button on the far left of the Kiosk Editor if it is visible. Click the New Background button, name your background, then add objects via drag & drop. Assign appropriate content via the Content tab, and also assign appropriate Goto actions via the Action tab. Finally, enter Foreground Design Mode by clicking on the Foreground Design Button (far left next to the Background Design Mode button).

By creating a background with a series of navigational objects (pictures and/or text with the “Goto” action assigned to them), you may easily “share” the buttons over a series of screens. To set the background for a given screen, first be in Foreground Design Mode, then select the background from the Background drop-down list. The original demo “How Do I…” section is an excellent example of a background menu.

Creating a Web-Based Kiosk

Introduction

Kiosk-in-a-Box can surf either the local hard drive and/or the Internet. In either case is uses an embedded browser (Internet Explorer ActiveX) to display the HTML page{s}.

The basic layout includes at least the following objects:

· One Web Browser  - a text object set to be a Web Browser  via the Special Text tab

· Browser Controls – one or more objects that scroll, reload, print, etc. the browser contents 

· Required HTML – connect.htm and kboxfail.htm in the \html sub-directory

· Keyboard Graphics - {optional} graphic{s} that provide a user with an input mechanism

· An E-Mail Composition Screen  - {optional} screen that provides E-Mail message composition

NOTE: YOU MUST SET YOUR HOME PAGE TO “BLANK”

Kiosk-in-a-Box sends the Web Browser object “home” on occasion, 

and expects the “home” location to be blank. See Chapter 8 for details.
In addition to the objects above, if you are going to surf the Internet via a modem connection, certain system requirements must be met. Specifically:

· A Dial-Up Connection  - A Dial-Up Networking connection must exist for modem access, and

· An ISP Mail Server - {optional}. Kiosk-in-a-Box connects to this via SMTP for out-going E-Mail.

Creating the “Web Browsing” Object

Create a new blank screen as described above in the “Creating a Basic Presentation Screen” section of this chapter. Next, create your Web Browser object by dragging & dropping a text object onto the screen. Assign the Content for this text object to be the Special Text / Web option of Web Browser. Size the Web Browser to be quite large, since this object will contain most of your information for this screen.  Position the object appropriately. 

Also via the Special Tex / Web tab, assign either a local disk-based HTML file {recommended} or a “live” Internet based file in the text box below the Web Browser option. If your file is disk-based, you can use the abbreviation keyword of “appPath” to designate the install directory path of Kiosk-in-a-Box (if you installed Kiosk-in-a-Box in the default directory, the keyword “appPath” would be equivalent to “c:\Program Files\kbox_v4”). Refer to the original demo for an example of this technique. It is recommended that the first initial page is loaded locally of the hard drive for speed reasons, but the choice is yours.

You may optionally use information from an Input Field, database variable, or card swipe to specify the initial URL. Refer to the Action / Web / URL / E-Mail section of this document for details.

Creating the “Browser Controls”

Next, create one or more web browser object controls for such Actions as Page Up, Page Down, Reload, etc. These objects are usually either text or picture objects. If you choose to use picture objects, consider designing cool 3-D depressed graphics to go along with your un-depressed graphics. Assign the browser-related actions to the objects via the Action / Web tab. 

To create a status bar that reflects the downloaded percentage of the page being accessed, drag and drop a text object onto the screen. Assign it the Special Text option of Download Status. If you make the status bar taller than wide, the status bar will show progress vertically bottom to top. If you make the status bar wider than tall, the status bar will show progress horizontally left to right.

To create an optional Dial-Up Networking status bar, drag & drop a text object on the screen and assign it the Special Text object of Connection Status. This status bar will show the user the current state of the connection.

To create an object that displays the <Title> markup contents of the loaded HTML file, drag & drop a text object on the screen and assign it the Special Text object of Web Page Title.

Modifying the Required HTML Files (if Dial-Up Networking is Used)

Two HTML files are required if Dial-Up Networking is used to access the Internet: connect.htm and kboxfail.htm. The first file is displayed when the kiosk is going from an off-line to on-line connection state: the “connect.htm” file appears during the entire time the connection is being established. The “kboxfail.htm” file is displayed if there is an error in the Dial-Up Networking connection. Feel free to modify the contents of either HTML file to match the design of your kiosk application.

Optionally Creating "Banner Ads" or "Menu Bars"

You may optionally create additional objects that can display - for example - animated GIFs or additional URLs. To create such an object, drag & drop a text object on the screen and assign the object Special Text / Banner Ad. Optionally enter in a URL (which may be disk based) that displays your menu or banner ad sequence. Consider hiding the scroll bars on these objects via the System / Browser tab.

If the URL{s} of your Banner Ad / Menu object{s} contain hyperlinks, they are intercepted and sent to the main window. Refer to the original demo released after 02-21-00 for an example of a Banner Ad object.

Creating an E-Mail Composition Screen

Introduction

Kiosk-in-a-Box is capable of intercepting E-Mail hyperlinks and optionally performing a transition to a screen you have designed where a user can compose and send E-Mail to the target address. The screen Kiosk-in-a-Box transitions to when an E-Mail hyperlink is activated is set via the System / Browser / E-Mail tab, and is called the Composition Screen. Refer to that tab for additional specifics.

Kiosk-in-a-Box also allows one to create an object (button) that transitions to a screen you have designed that can be used to compose an E-Mail message to anybody.

Input Field Requirements

Before Kiosk-in-a-Box can send an E-Mail message, certain Input Fields must contain valid information. These fields include the target, or “To:” (automatically fill-in if from a "mailto:" hyperlink activation), and also the “From:”, “Subject:”, and “Message:” fields. These Input Fields must use specific reserved names. These names are: email_to, email_from, email_subject , and email_message, respectively.  If a "send E-Mail" button is pressed when the above information is incomplete or not in the correct format, the E-Mail Incomplete System Message will appear.

Your hyperlink related E-Mail Composition Screen (the screen you have established as your default E-Mail processor for all "mailto:" hyperlinks) must contain all of above Input Fields. Alternatively, if you're allowing users to compose messages to others, these Input Fields may be "spread out" over a series of screens (i.e., they don't all have to exist on one screen).

To create a "mailto:" hyperlink activated E-Mail Composition Screen, first create a new blank screen. Then drag & drop a text object onto the screen, and assign the Content for this text object to be Special Text / Input Field. Name this object “email_to”, and size and position it appropriately. Now duplicate this object 3 times. Name the three new Input Fields “email_from”, “email_subject”, and “email_message”. Position these objects appropriately.

Next create a label object, one for each field. Optionally assign the Action of these label objects to Play the field name they label (which will set the focus to the appropriate Input Field if touched). Don’t do this action assignment for the “email_to” Input Field (unless you don’t care if they modify the target). 

You may optionally allow the user to “CC” additional recipients. To do this, create additional Input Fields and name these fields email_cc#, where “#” is actually a number (like email_cc1,email_cc2, etc…). If any of these Input Fields are non-blank during a send, Kiosk-in-a-Box will “cc” these recipients.

NOTE: YOU CAN “FORCE” THE "To:", “From:”, “Subject:" or "cc"

If you’re designing a kiosk for commercial purposes and would like to “fix” either the email_to, email_from,  email_subject, or email_cc# fields, you may. To “fix” any of these components, make the objects basic text objects - not Input Fields. The content (caption) of these objects will be used to stuff the "To:", “From:”, “Subject:” and/or "CC" values.

Special Considerations for the email_to Input Field

Special consideration should be taken for the Input Field named email_to. If you don’t want users to manipulate this Input Field (change the contents of the “target@mycompany.com”), drag and drop a text object on the screen and make sure it’s Play / Layer order is the highest level (set via the Effects tab). Make this text object blank (no text), and make it transparent. Size and place it such that it “covers” the email_to Input Field, thus making it an “invisible mask” that overlays the email_to  Input Field. With this “invisible mask” in place, it will be impossible for the focus to be set to this field, and hence, you have secured the target E-Mail address activated by the hyperlink.

Alternatively, if your kiosk design is such that you are allowing users to enter in their own target address, then don’t cover up the email_to Input Field with an invisible mask. Then when they touch the email_to Input Field, it will obtain the focus!

Creating the “Send” Object

Finally, to put it all together, create at least one button object (picture or text) and assign the Action of this object to be Send Email via the Action / Web tab. Consider placing additional button objects that allow one to cancel the composition and/or go to another screen.

Creating Non "mailto:" Composition Screen{s}

Non "mailto:" applications (for example: video postcard applications) don't necessarily have to have all required Input Fields on a single screen. In these situations, you may opt to ask the user to specify the required fields over a series of screens to perhaps provide a more linear flow and/or provide more space for message composition.

When designing such a kiosk, keep in mind that the Input Field{s} retain their value until either a Goto action with the Input Option of Reset occurs, or the kiosk transitions to the Attract Mode. Therefore, make sure these values are reset in some manner to maintain security between users.

Hints for Success

Just because you have a web site doesn’t mean you have a successful kiosk. There is information online that will assist you in creating web-based kiosks. Feel free to visit these areas during your planning stages:


http://www.rockmedia.com/kiosk_design.html
http://www.rockmedia.com/kiosktip.html
Creating a “Check E-Mail” Kiosk

Introduction

Kiosk-in-a-Box can either access an online service that allows users to view their E-Mail via their service, or it may display the user's E-Mail via a custom screen you design. The discussion below assumes the latter choice is desired.

Kiosk-in-a-Box is capable of downloading E-Mail from any POP3 server so long as the POP3 server, login, and password information is correct. The download process occurs when an object with the Action of Receive E-Mail is touched. The E-Mail - if it exists  - is downloaded and converted into a temporary HTML file that may then be viewed by the user via a Web Browser object that exists on the same screen as the Receive E-Mail button object. Kiosk-in-a-Box also has the capability to make each “From:” E-Mail address information into a “mailto:” hyperlink, thus allowing the user to touch (click) on a From: link and enter/send a reply. 

NOTE

All E-Mail downloaded by Kiosk-in-a-Box is NOT removed from the POP3 server.

To create a “Check E-Mail” kiosk requires at least two screens and possibly three: 

· a View E-Mail Screen 

· a User E-Mail Login Information Screen, and 

· an E-Mail Composition Screen {optional}

Creating the “View E-Mail” Screen

As stated prior, the user’s E-Mail - if it exists  - is downloaded and converted into a temporary HTML file that is then automatically loaded into the Web Browser object that exists on the screen. Therefore, the minimal object requirements for a View E-Mail Screen include:

1. a text object set to the Special Text of Web Browser
2. a button object (picture or text) with the Action of Receive Email assigned

3. a button object (picture or text) with the Action of Goto assigned which takes the user to the E-Mail Login Information Screen, with the Input Option of Reset optionally checked.

4. Browser-related objects (pictures or text) with web-based Actions assigned such as Page up, Page down, Line up, etc.) {optional but recommended}.

Refer to the prior section entitled “Creating a Web Based Kiosk” for the details on creating a screen that contains a Web Browser object and the corresponding companion objects. Once this basic web-based screen is complete, you are ready to add the extra objects needed to complete your “View E-Mail” screen (objects (2) and (3) listed above). Label these two objects appropriately (i.e., “Check Your E-Mail” and “Enter E-Mail Server Information” , respectively).

The User E-Mail Login Information Screen

The User E-Mail login information screen must contain certain Input Fields that the user will need to complete before they are allowed to check their E-Mail. These fields include the “POP3 Server”, the “Login Name:”, and the “Login Password” fields. These Input Fields must use specific reserved names. These names are: email_Server, email_Username, and  email_Password. If any of these fields have not been completed by a user, Kiosk-in-a-Box will display the User E-Mail Retrieval Fields Incomplete System Message and graphic as defined via the SysMsg tab when an object with the Action of Retrieve E-Mail is touched (clicked).

To create an E-Mail Login Information Screen, first create a new blank screen (see beginning of this chapter for details). Then drag & drop a text object onto the screen, and assign the Content for this text object to be Special Text / Input Field. Name this object “email_Server”, and size and position it appropriately. Now duplicate this object 2 times. Name the two new Input Fields “email_Username” and “email_Password”. Position these objects appropriately.

Next create a label object, one for each field. Optionally assign the Action of these label objects to Play the field name they label (which will set the focus to the appropriate Input Field if touched). Assign the highest Play / Layer order to the email_Server Input Field so it will automatically contain the input focus when entering the screen (you may have to put a slight dwell on the object prior to this field to get the focus to work properly).

Next, drag and drop either a picture or text object to act as an  “OK” button. Assign this object the Action of Goto. The target screen of this Goto action should be your “View E-Mail” screen. Make sure the Input Option of Reset is not set for this object, otherwise the user's input will be discarded.

Consider making a “Cancel” button object with an Action of Goto. Make the target screen of this Goto the same as your “OK” button above, but have the Input Option of Reset checked (on the Action / Goto tab). This will have the effect of clearing out the three e-mail login Input Field variables when touched.

The E-Mail Composition Screen

If you selected the option of Reply Enabled  via the Action / Web tab, you will need to create an E-Mail Composition Screen as described in “Creating an E-Mail Composition Screen” within this chapter.

Putting it All Together and Privacy Issues

Once all of the above screens are complete, you now have a series of options as to how to “piece it together”.  A key design factor is to make sure all E-Mail login information remains private by strategically applying the Input Option of Reset on a Goto. This assignment is dependent upon your kiosk design.

Below is a typical layout scenario and a few variations of the basic implementation:

Check E-Mail for Free
1. Display the User E-Mail Login Information Screen 

2. User enters E-Mail login information (or Cancels)

3. User touches the “OK” button (or Cancel) which will Goto the View E-Mail screen.

4. User touches the “Retrieve E-Mail” button to download their E-Mail

5. User browses through their E-Mail and optionally composes reply{ies} if Reply Enabled is checked.

Check E-Mail for a One Time Fee (Time Limit Disabled)

If you don’t care how long a user access your kiosk application, yet you still want to charge a fee for E-Mail services, the basic logic is the same as the “Free” scenario above with a small twist. The only addition would be playing a Cashier widget prior to the screen described in (1) above. The Cashier widget would collect the appropriate fee required before proceeding.

Check E-Mail for a One Time Fee (Time Limit Enabled)
Again the basic logic is the same as the “Free” scenario above. The only difference would be that the Pay-Per-View interface is activated via an object whose action is Goto Pay-Per-View. Refer to the “Creating a Pay-Per-View Kiosk” section below for details on this interface.

Creating a “Pay-Per-View” Kiosk

Introduction

This method is used to create kiosk applications in which you want to charge an individual a time-based fee before they may view a series of video clips and/or play a game and/or access the Internet and/or E-Mail (etc.). Once the user has placed a payment, a count-down timer is started to {optionally} show the user how much time they have remaining. Once the count-down timer expires, the Pay-Per-View interface is re-presented, again requesting for payment. Alternatively, you may optionally start a timer and charge the user for time accessed (a "metered" fee). In either case, Rocky Mountain Multimedia has dubbed this type of kiosk as a “Pay-Per-View” kiosk application. 

The Pay-Per-View Interface: How It Works

Pay-Per-View may be invoked in one of two ways:

1.  via the Always Enabled mode set via the System / Fees tab, or

2.  via the Action of Goto / Other / Enter Pay-Per-View mode.

The first mode is used when you want to charge the user for usage no matter what. In this case, Kiosk-in-a-Box begins (initializes) with the first screen in Attract Mode sequence, and remains in Attract Mode until an initial touch by a user. When a touch is received, Kiosk-in-a-Box will transition to the Pay-Per-View mode. 

The second of the two options above allows you to design kiosks that provide “free usage” for certain components of you kiosk, yet charge for others. An example might be a hotel kiosk, which gives out free tourism information yet charges for E-Mail retrieval. In this case, when a Goto Pay-Per-View is invoked (via the special Goto action) the Pay-Per-View interface determines the "target" go to screen. If payment is received the Pay-Per-View components (timers etc.) remain “activated” until either a time-out occurs or the user touches an object with the Goto Start action.

Regardless of the two modes above, your fee schedule (See System  / Fees) determines what happens when entering Pay-Per-View mode:

1. If a Single fee schedule is defined, Cashier-in-a-Box will begin upon the user's touch. If appropriate payment is received (and after Cashier-in-a-Box terminates), Kiosk-in-a-Box will transition to the assigned Pay-Per-View screen, or 

2. If a Dual or Triple fee schedule is defined, the Payment Options graphic will appear on-screen as a modal object (see System / Fees), requiring the user to either select a fee schedule or cancel the transition to Pay-Per-View. If appropriate payment is received (and after Cashier-in-a-Box terminates), Kiosk-in-a-Box will transition to the assigned Pay-Per-View screen.

If there is a Dual or Triple fee schedule (meaning two or three different prices), the Pay-Per-View interface displays the Payment Options graphic. This graphic - designed by you - should reflect the payment options available. When displayed, Kiosk-in-a-Box waits for the user to make their fee schedule choice. If they choose not to cancel, Kiosk-in-a-Box starts the Cashier-in-a-Box application. Upon Cashier-in-a-Box termination, if appropriate payment was received the transition to the "target" go to screen is executed. Use the supplied "pay_btns.bmp" graphic to assist in graphic design & layout.

If in Pay-Per-View mode, and if a time-out occurs, the fee collection process is re-displayed (and again, it depends upon your fee schedule as to "how" it is displayed). If the user pays {again}, they remain at the same screen before the Pay-Per-View interface appeared. If they cancel or walk away from the Pay-Per-View interface, the Attract Sequence will begin. And, if the Goto Pay-Per-View mode of the interface was “active”, it now becomes “inactive”.

If the Metered option was set, then the user may have unlimited access to the kiosk. Their session terminates when either an In-Use time-out occurs or they touch an object with and Action of Goto Start or Exit Pay-Per-View is selected. Upon such an event, Kiosk-in-a-Box calculates the fee based on the time spent at the kiosk. It stores this transaction in the "webmoney.mdb" database file in the "\data" folder. The Metered mode assumes that credit cards are used as the payment method.

Hardware Requirements

Before creating a Pay-Per-View kiosk, you need to obtain some specific hardware. The hardware required depends upon your preference of payment. Refer to the Cashier-in-a-Box documentation for details.

Example Pay-Per-View Kiosk: Check E-Mail OR Surf

Let’s suppose you are designing a dual fee Pay-Per-View kiosk in that you are allowing a person to either check their E-Mail or surf the ‘Net (one or the other - not both). Further suppose you are charging a $1 fee to receive 5 minutes to check and reply to E-Mail, and a $5 fee to receive 20 minutes of surfing. Further assume you are collecting payment via credit card and/or dollar bills, and that Pay-Per-View is set to Always Enabled. Here are the steps required to create your kiosk application.

Create the “Check E-Mail” Kiosk Screens
Refer to the section “Creating "Check E-Mail" Screens” for details on creating these screens. Then add another object to the basic “View E-Mail” screen: a “Done” button. Assign the Action of this object to Goto / Other, and set the Goto target to be Attract Mode. This will allow the user to “finish out” his or her session and not let anyone else see and/or read their E-Mail.

Create the “Web Browsing” Kiosk Screens
Refer to the section “Creating a Web-Based Kiosk” for details on creating a web browsing screen{s}. Optionally add a “Done” button (picture or text). Assign the Action of this object to Goto / Other, and set the Goto target to be Attract Mode. This will allow the user to “finish out” his or her session and not let anyone else surf on their dime so-to-speak {optional}.

Create an Attract Sequence
Since a Pay-Per-View kiosk will start with the Attract Sequence, create two or more screens promoting your kiosk’s services. These screens will be presented round-robin until a user pays for an offered service.

Create the Payment Options Graphic
Since this is a Dual fee kiosk, you need to create a Payment Options graphic (for “Check E-Mail” or “Surf the Net. This graphic should be 400x400 pixels in size.  Use "pay_btns.bmp" as a model.

If  you are going to use the graphic for the transparent button captions (instead of the Button Caption text-based option as defined by the System / Fees  tab),  design your Payment Option graphic to display the two fee options plus the “Cancel” button caption.

Prepare / Design Cashier-in-a-Box
Design the interface for Cashier-in-a-Box by running this application without running Kiosk-in-a-Box. Use Photoshop or any other tool to create the appropriate graphics. Set your mode as to whether or not you want to accept bills, credit cards, or both. Test the Cashier-in-a-Box application by running it from Windows Explorer. When you are satisfied with Cashier-in-a-Box, restart Kiosk-in-a-Box and continue with the next step below.

Defining the Fee Schedule
Open the Kiosk Editor and click on the System tab. Then click on the Fees tab. Since this application has two payment options, select the Dual fee option. Notice that two rows of the Fee Schedule appear.

Enter the two rows of the Fee Schedule as follows. For row 1, enter “5” for Time, “1” for $, leave the caption blank (since your graphics were designed to display these captions), and set the Goto Screen to the name of your “User E-Mail Login Information Screen”. For row 2, enter “20” for the Time, “5” for the $, leave the caption blank again, and set the Goto Screen to the name of your web browsing screen.

Next, click the Graphics tab on the System / Fees tab (see Figure 4.6j). Click on the Payment Options radio button, then select the Payment Options graphic you designed specifically for this application. Click the Apply button to make the assignment permanent.

Now set the two Wait for Pay graphics similar to the Payment Options graphic: click on the radio button of either Wait for Pay (1) or Wait for Pay (2).  Select the appropriate graphic, then click Apply.

Finally, since your kiosk will not be using text-base captions for the buttons, uncheck the Display the text-based captions on the Payment Options buttons checkbox.

Creating a User Survey

Introduction

The basic flow of a user survey is as follows:

· Enter Survey  - the survey name is determined and widgets are reset
· Question Series – one screen per question  with “Goto…” actions restricted
· Finish Survey – the answers are written to the database and the widgets are reset
· Exit Survey – no answers recorded and widgets reset {optional but recommended}

Enter Survey

The name of the database file is the name of the first screen of your survey. So, for example, if you named the first screen of your survey as “mySurvey”, then the target database containing the submitted data would be “c:\Program Files\kbox_v4\data\mySurvey.mdb”.

Question Series

Create one screen for each question. The reset, restriction, and write actions described above are contained within the navigational objects (your buttons for enter survey, next screen, previous screen, and/or exit survey). These actions/restrictions allow you to control your survey: you can force the user to answer one or more questions and/or clear the answers from a prior user.

Finish Survey

Only completed surveys (write/reset) are stored in a database located in the “\data” sub-directory contained within the original install directory (normally c:\Program Files\kbox_v4\data). 

Exit Survey

Consider including a button that allows a user to exit the survey at any given time. If you provide this option, be sure to assign the Reset co-action to the button (details below). 

Survey “Question Types”, and How the Data is Stored in a Database

Kiosk-in-a-Box surveys can collect text-based information (like name, phone, etc.), single-select answers (like “Male or Female”), and multi-select answers (like “Product A and Product C”), and store this information in a database. The database field name of the data collected is determined by type of data collected (i.e., text-based, single-select, or multi-select). Details follow:

Text-based database field names are set by the name of the Input Field object. Example: an Input Field object name “FirstName” with user-entered text of “Bob” stores “Bob” in the “FirstName” field.

A single-select survey widget set the database field name by the screen name. Example: a single-select survey widget name “male” on a screen named “gender” stores “male” in the “gender” field.

A multi-select survey widget sets the database field name by the name of the object, and stores either “True” or “False” depending upon the user selection. Example: assuming a series of multi-select survey widgets with names of “Product A”, “Product B”, and “Product C”, and further assuming that both “A” and “C” were depressed (chosen), the database stores the response (field / value) as “Product A” / True, “Product B” / False,  “Product C / True”.

Creating the “Enter Survey” Screen

Always create an “enter survey” screen. Name this screen using a name that reflects your survey (like “feedback” or “contacts”), since the name of this intro screen will be the name of your database file.

Consider creating a survey-specific background, since your survey should contain a uniform theme throughout the session. Also consider placing at least one navigational object (picture or text) on this background: an “exit survey” object. This object provides the user with the option to cancel the survey session. By placing this object on the background, it will always be present.

If you include an “exit survey” object, assign the Goto action to the “exit survey” button (the screen name of the Goto will depend on your kiosk design). Make sure the Reset button is checked on the Input Options section of the Goto tab. This will reset all widgets and clear all text-based inputs.

Place an “Enter Survey” button on the foreground of your “enter survey” screen. Don’t bother assigning a Goto action to this object at this point in time since your other screens are have not been defined.

Note: Survey data collection begins when there is a Goto action combined with a "Reset". Each time this combination is activated, the name of the screen containing the Goto object is "tagged" as the name of a survey database. If later down the road there is a Goto action with a Write / Reset attached, the database is either created (if non existed) or updated (if it already exists).

If during your survey design you add new fields - and a survey database file already exists - you will get a "warning" message from Kiosk-in-a-Box if a Write / Reset occurs. This warning reminds you that your existing database does not match the newly created set of fields. You should erase your existing survey database file so that when it is re-created, your fields match your data collection.

Creating a Text-Based User Input Survey Screen

Go to your  “Enter Survey” screen  (select it from the Screens drop-down list if necessary). Click the New Screen button to create a new blank screen. Notice that the default background for this new screen is the background of your “Enter Survey” screen. Now drag and drop one or more text objects onto the screen – one for each Input Field (plus a few for directions or instructions etc.). 

Create Input Field{s} from the text objects by first selecting a text object via the Objects drop-down list, and then click the Special Text tab on the Content tab of the Kiosk Editor. Name these Input Fields with names that reflect the data you want to collect (for text-based survey widgets, the name of the screen is not important)

Also create picture or text objects that reside “next to” the Input Fields – one for each Input Field. These objects will act as “focus setting objects”: when you touch them, the Input Field next to the object will obtain the focus. To actually make this action happen, assign the Play action to each object, having the individual object “play” the appropriate Input Field (the field it is next to). This “play” action sets the input focus for Input Fields (touching an Input Field object also sets the focus to the field touched).

Input Fields can get their keystrokes from either a keyboard or a touch-type keyboard. If you are going to use a touch-type keyboard, design a keyboard graphic (or a series of keyboard graphics) that contain the layout necessary for your input requirements. If you plan on providing more than one keyboard (like lower case / upper case), design both keyboards to be the same size (see next paragraph for “why”). Drag new picture object{s} onto the screen and assign the newly created graphics to these objects via the Content tab.

Use the Kiosk Editor to create a keyboard grid (overlay) which will determine what keystroke is sent to the active Input Field (click the System tab, then the Kbds tab). Assign the newly created keyboard overlay{s} to your picture objects that display your keyboard graphics via the Action tab / Kbd… tab.

If you have more than one keyboard, make all but one keyboard picture object hidden via the Effects tab. Then create some new objects on the screen that “play” the appropriate keyboard picture object when touched. If you have made all your keyboards picture objects the same size, and have placed these objects exactly “on top of each other” on the screen, the Play action will “pull” the correct keyboard picture object to the top when the appropriate object that “plays” this keyboard is touched.

Finally, adjust the Play / Level order of your objects via the Effects tab. Make sure the “top most” Input Field (or the Input Field you want filled in first) is set to play last, as the last Input Field displayed is always the Input Field that has the focus.

Creating a Single-Select Survey Screen

Single-select survey screens allow the user to select only one answer for the given question presented to them. The example below demonstrates how to create an “age range” screen which will allow the user to select their age group.

Go to your  “enter survey” screen  (select it from the Screens drop-down list if necessary). Click the New Screen button to create a new blank screen. Notice that the default background for this new screen is the background of your “enter survey” screen.

Since single-select survey widgets use the name of the screen as the database field name, select an appropriate name for your new screen – like “age group”.

You may use either pictures or text for your “buttons”. If you use pictures, design both a “normal” and “inverted” button using Photoshop or a similar graphics editor to produce a cool 3D effect. Single-select survey widgets created via text objects simple “invert” when selected – no graphic work is required.

Name each “button” object appropriately. For example, maybe your object names are “Under 18”, “18-35”, “35-60”, and “Over 65”. If this were true, your database value might be “18-35” under the “age group” field. With this in mind, maybe you would rather name your objects “1”, “2”, “3”, and “4”. Now your database value might be “2” for the “age group” field. Your choice – but think about how you want to analyze your data. This will help you determine your object naming.

Assign the Kbd… Single-Select Widget action to each survey “button” object via the Action tab of the Kiosk Editor.

Finally, create both a “next question” and “previous” question “button” object (picture or text) and place these objects on the foreground. Don’t bother assigning the Goto actions to these buttons just yet, unless both the “next” and/or “back” screen exist. See the “Linking Your Survey” sub-section for additional details on the navigational objects within a survey.

Creating a Multi-Select Survey Screen

Multi-select survey screens allow the user to select one or more answers for the given question presented to them. The example below shows how to design a “send me more info on these products” screen which will allow the user to select all products of interest.

Go to your  “enter survey” screen  (select it from the Screens drop-down list if necessary). Click the New Screen button to create a new blank screen. Notice that the default background for this new screen is the background of your “enter survey” screen.

Since multi-select survey widgets use the name of the individual answer “button” object as the database field name, you have some freedom with respect to the name of this screen.

You may use either pictures or text for your “buttons”. If you use pictures, design both a “normal” and “inverted” button using Photoshop or a similar graphics editor to produce a cool 3D effect. Muti-select survey widgets created via text objects simple “invert” when selected and “un-invert” when selected again and no graphic work is required.

Name each “button” object appropriately. For example, maybe your object names are “Product A”, “Product B”, “Product C”, and “Product D”. If this were true, your database value might be false for  “Product A” and true for “Product B..D” Think about how you want to analyze your data. This will help you determine your object naming.

Assign the Kbd… Multi-Select Widget action to each survey “button” object via the Action tab of the Kiosk Editor.

Finally, create both a “next question” and “previous” question “button” object (picture or text) and place these objects on the foreground. Don’t bother assigning the Goto actions to these buttons just yet, unless both the “next” and/or “back” screen exist. See the “Linking Your Survey” sub-section for additional details on the navigational objects within a survey.

Linking Your Survey

Once you have all your question screens generated, you are ready to “link” your survey together. To accomplish this, go to each screen of your survey and assign the appropriate Goto action via the Action tab. Depending upon the survey widgets that are contained on a give screen, you will also need to adjust the Input Options and Input Restriction settings for these objects. These restrictions are described below.

If you included a “survey exit” button on the background, make sure that the Input Option of Reset is set for this button, and the Input Restriction is set to None. The Reset action will reset all survey widgets and Input Fields (so the next user has a fresh slate).

If you included a “back” button on each question screen, make sure that the back button on the first question screen (the screen that follows the “enter survey” screen) also has Reset set (for the same reasons as above).

If your screen includes single-select survey widgets, make sure the Input Restriction of At Least One is set on the “next” button object. By doing so, the user is required to answer this question before they can go to the “next” screen. Make sure the “back” button has the Input Restriction of None set, so they can go back through their answers and review what they entered.

If your screen includes multi-select survey widgets, make sure the Input Restriction of At Least One is set on the “next” button object. By doing so, the user is required to answer this question before they can go to the “next” screen. Make sure the “back” button has the Input Restriction of None set, so they can go back through their answers and review what they entered.

If your screen includes text-based survey widgets, make sure the Input Restriction of All is set on the “next” button object. By doing so, the user is required to fill in all text-based Input Fields before they can go to the “next” screen. Make sure the “back” button has the Input Restriction of None set, so they can go back through their answers and review what they entered.

Finally, on the very last question screen, change the caption of “next” to “submit” to re-enforce the concept that this is the end of the survey. This object will have the action of Goto which you will need to determine depending upon your design - perhaps to a “thank you “ screen. Set the Input Option to Write and Reset, and the Input Restriction according to the survey widgets present on the final screen. The Write and Reset option will write the survey data to the database file and reset the widgets! That’s it!

Creating Screens with Database Objects

Introduction

Certain kiosk applications dictate the need for a database driven system. For example, any “directory” kiosk (building directory kiosk, tourism kiosk, restaurant directory, recipe kiosk etc.) would benefit immensely if a majority the information were contained in a database, and then presented via a “standard format”. The benefits of such a design include simplified updating (just modify the database and you’re done) and a uniform and equitable presentation interface.

The basic design of screen containing a database interface includes these components:

· The Database Connection  - an object that specifies the database file to access

· Database Objects – text objects that display field{s} in the database

· The Active Record – the first record {default}, or the record of the last touched Database Object.

· Database Actions – new selection, next, previous, first, last, and delta scrolling
The Database Connection

The database connection is created via the backdrop object with the Action of Database assigned to it. The database file – or optionally the name of an ODBC connection (to perhaps a SQL or FoxPro database) is specified in the connection. In addition, you may optionally define an initial search to be performed on the database. You may define a file and/or selection with each new screen since the backdrop object can perform a “database” action on each screen.

The database connection remains open until

1. specifically closed by a Goto action that has the Close Database Connection if Open checkbox checked, or 

2. a new screen containing a backdrop with a new Action of Database is displayed, and this action is a different file than the currently opened connection.

To close a database connection, create a navigational object (an object with a Goto assigned as the action) and check the Close Database Connection if Open checkbox. A database connection is also closed each time the kiosk times out and enters Attract Mode unless the System / Attract option of Automatically Close Database Connection if Open is unchecked.

Database Objects

These objects are foreground text objects that have the Database option assigned to them via the Content tab. To complete the Database assignment, you need to specify the Database Field value (like firstName, lastName, etc.), and also set the Record Offset value – the number of records past the Active Record the field should display. If you set the Record Offset to “–1” (use Active Record), the object will display the Active Record information. Record Offset values make database “grid” creation a snap.

The Active Record

On a new or initial selection, and also when an Action of Database occurs (next record, previous record, etc.), the Active Record is set to the absolute position within the database. The default absolute position is the first record on a new selection. The absolute position on a scroll-type action (next, first, previous, etc.) is the current “scroll” position. 

The Active Record will change if

· a Database Object object is touched and the action of this Database Object is Nothing, or 

· a new selection or next, previous, first, last, etc. is performed. 

An Active Record remains intact even if you transition to another screen. This feature provides you with the option to display additional information about the Active Record, using Database Objects with their Record Offsets set to “-1” (use Active Record) on a different screen. You also have the option to display additional fields of the Active Record on the same screen – your choice.

The Active Record is also used during printing. One option for the Print action is Database. Here you may specify both labels and/or fields that together create a “database report” printout. The field values printed are those of the Active Record.

Database Actions

In addition to Database Object, other objects (pictures, text, etc.) can have an Action assignment of Database. These assignments allow you to “scroll” through your selection, and/or make a new selection. When a Database actions takes place, all Database Objects on the screen are instantly updated to reflect the new set or position within the records, and the Active Record (described below) is set to the absolute position within the database.

Creating a Single-Screen Database “Grid” without “Active Record” Database Objects

A single-screen database form (with no Active Record) is useful when you want to display, for example, every restaurant in your city. The concept here is to make a “grid” of database records (a grid of text objects that display restaurant information), and then allow the user to scroll and/or select records.

Assume the restaurant database (restaurant.mdb) contains at table called “establishments”. Further assume the “establishments” table contains the following fields: name, address, phone, directions, and cuisine. Finally, assume the “grid” is going to display only the cuisine, name, and phone number of a given restaurant, and that this “grid” will be 6 rows in length (a 3 x 6 “grid”).

The first task is to create a background and backdrop. Refer to Creating a Basic Presentation Screen for details if necessary. Once these items have been created, create a Database Connection by assigning the Action of Database to the backdrop object. Browse the disk for the “restaurant.mdb” file – or if an ODBC connection exists, specify the ODBC name. Optionally enter a selection. For example: “Select * from establishments order by name asc” (select everybody and sort in ascending order by name).

To create one row of the 3 x 6 “grid”, enter Foreground Design Mode and then drag & drop three text objects onto the screen. Turn them into Database Object by assigning Database via the Content tab. Set the Database Field names of these objects to cuisine, name, and phone respectively. Set the Record Offset for all three of these objects to zero. Then arrange these objects to look nice on the screen.

To create the other 5 rows of the “grid” are now quite easy. Simply select the first Database Object object (the “cuisine” Database Object with a Record Offset of zero) via the Objects drop-down list, and then click the Duplicate Object button 5 times. Modify the Record Offset of these object to be 1, 2, 3, 4, and 5 respectively. Repeat this process for the “name” and “phone” objects, then arrange the physical position for each duplicated object to complete the “grid”.

Now that the “grid” is complete, the next step is to provide database scrolling and selecting objects. To provide for scrolling, drag & drop 4 new text objects on the screen. Set the Content of these objects to Text, and enter in “Next”, “Previous”, “Page Up” and “Page Down” respectively. Place these objects in an appropriate location on the screen. You could alternatively use picture objects for these “buttons” to make it really snazzy if you like. You could also include “First Record” and/or “Last Record” objects as well.

Using the Action tab, assign the action of Database to these new objects. Select the appropriate Database action according to the caption (or graphic) of the object. For the “Page Up” and “Page Down” actions, assign the appropriate “delta” and use a value of 6 (since there are 6 rows on the “grid”).

If you want to allow people to display only “Mexican” or “Italian” or “American”, etc., drag & drop additional objects on the screen and assign the Database / New Selection action. Enter an appropriate selection for each object. For example, “ Select * from establishments where cuisine = ‘Mexican’ ” selects all Mexican restaurants, and displays them on the “grid”.  You might want to include a “Select All” button to allow the database “grid” to display all restaurants as well.

If you have created Database Objects that display telephone numbers within your “grid”, optionally make the Action for these objects Dial. Click the Use Text of Target as Dialing Sequence within the Dial tab. Now when a user touches one of the telephone numbers on the “grid”, Kiosk-in-a-Box will call the establishment!

Creating a Single-Screen Database “Grid” with “Active Record” Database Objects

This type of database screen is almost identical to the “…without Active Record” described immediately above, so you should first become familiar with the above discussion before proceeding. The only difference between these two screens is that there are Database Objects with the Record Offset set to “-1”: the Active Record. Database Objects that display fields in the Active Record are useful if you want to display additional fields of a particular record within the database. 

Using the database assumptions and techniques of the prior discussion, here’s how to create a screen with Active Record Database Objects. Begin by creating a “grid” of Database Objects as described in the prior section. Since you will be adding Database Objects that display {additional} information about the Active Record, you might want to consider reducing your “grid’ to display only names and/or names and cuisine type – your choice.

Once you have your “grid” established, drag & drop additional text objects on the screen, and assign them the Database property using the Content tab. Select the appropriate field values (like name, phone, directions etc.), and set the Record Offset for these Database Objects to “-1” (use Active Record).

If your “grid” Database Objects have any Action assigned to them, remove these actions (set their Action to Nothing). Touching a Database Object object with Nothing as the Action sets the Active Record, and also updates all Database Objects that exist on the screen that have a Record Offset of Display Active Record. In other words, touching any “grid” object now updates the Active Record portion of your screen, displaying “additional information” about the record just touched.

You may optionally set the Action of the individual Database Object Active Record objects. For example, if you have an Active Record Database Object that displays the telephone number, set the Action to Dial / Use Text of Target as Dialing Sequence. 

You may also optionally create a “print” object. Drag & drop either a picture or text object on the screen, and assign Action of this object to be Print. Click the Database tab on the Print tab. Fill in the “report” form on this tab with labels and/or database field values, and click Apply. The actual printed values of the fields will be those of the Active Record.

Displaying the “Active Record” Across Screens

As stated earlier, the Active Record remains “intact” across screens. This feature allows you to optionally design one or more additional screens that may display the contents of one or more fields of the Active Record.

To design such a display, place one or more Database Objects on the {new} screen with the Record Offset of each Database Object set to “-1” (use Active Record). When you enter this screen, the appropriate database field values will be displayed. 

The best way to access such a screen is via a “grid” screen that displays – for example – the name of each establishment. Each Database Object on this “grid” should have the Action set to Goto, and the target of the Goto should be the screen displaying the Active Record information. When you touch any of the Database Objects within the grid, a transition to the Active Record screen occurs and the appropriate information is displayed. 

Displaying Pictures and/or Sounds

Database Object "text" objects are also capable of playing sounds and/or displaying pictures. The sound and/or picture references in your database (i.e., field "picture") should contain a path that point to the appropriate file. Optionally this path can use the "appPath" shortcut to indicate the current path of kbox.exe.

If the picture or sound filespec end with ".bmp", ".jpg". or ".wav", the Database Object will not display the path but instead display the media file.

Defining and Using Database Variables

If you name a Database Object object with the keyword "dbVar#", where "#" is a digit between 0…9, then each time this object is refreshed (updated), the caption (content) of this object is stored in a variable. The name of the variable is the name of the object (i.e., "dbVar3"). There are also two additional variables created from Input Fields. They are "dbSearch" and "dbTarget" (covered in the next sub-section).

To use a database variable within a search, simply include the variable name enclosed in braces, i.e. "{dbVar3}". You may use this variable in search strings.  For example: select * from {dbVar3} where city='{dbVar1}'.

You may also generate URLs based off these variables. To do so, include the keyword "Formula:" prior to your URL specification. Example: Formula:http://{dbTarget}.com. Refer to the Action / Web tab for additional details.

Creating a User Specified Search

To allow a user to enter in a search string, and then perform a search based on this string, requires two objects: a text or graphic “search button” with an Action of Database / New Selection assigned, and an Input Field that must be named “dbSearch”.

In addition, the selection criteria for the “search button” must include at least one occurrence of the key tag “{dbSearch}” (including curly braces) within the search criteria. Kiosk-in-a-Box will replace each “{dbSearch}” component of this criteria with the text entered in by the user in the Input Field named “dbSearch”. Refer to the first screen of the original demo for a working example.

The active record also sets an internal variable reference called dbTarget. dbTarget contains the field value of the last database object touched, and can be used similar to dbSearch for new selection criteria.

“Special” Database Object Content and Action Assignments

Certain Content and Action settings of Kiosk-in-a-Box have been designed specifically to interface with Database Objects, and are described below:

Using the Goto Action to Close a Connection

Remember: a Database Connection remains open until closed. Make sure that when you navigate to other area of your application that does not use the Database Object objects to click the Close Database Connection if Open checkbox on the Goto tab of the Action tab for these particular navigational object{s}.

Goto Caption of Target

If you set the Action of a Database Object to Goto, and click the Goto Caption of Target via the Other tab, the Database Object will perform in a special way. If there is no screen that matches the caption of the Database Object when touched, nothing will happen. 

However, if there is a screen with a name that matches the caption of the Database Object, the Database Object will produce a small piece of text in the lower right-hand corner (like “View…” or “More…”), and also transition to that screen if touched. The “small piece of text” may be set via the System / Dbase tab. 

Using the Text Override Option

On the Database tab of the Content tab, there is an option to insert text in the Text Override text box. The only time this is useful is when you want to display a “Touch Here for More…” text object (or a similar object) – and display this object only if there is a screen name match. If there isn’t a screen name match, the object is not displayed (it becomes “hidden”). This object’s Action should be Goto, with the Goto Caption of Target set via the Other tab.

The included demo shows how this is done, and shows the usefulness of this type of object as well. Click the Single Screen Demo w/ Active Record button on the Database Demos of the original demo to experience an example of the Text Override option.

Dialing

To take advantage of the Touch-to-Dial feature of Kiosk-in-a-Box - and also use telephone information stored in a database - set the Action of  Database Objects displaying telephone numbers to be Dial, and then click the Use Text of Target as Dialing Sequence.
Printing

To print a “database report” (like name, phone, and directions), set the Action of the object to Print. Select the Database tab on the Print tab. 

The 8 text boxes on this tab allow you to design a “report”. Each section of your report (for up to 8 sections) can contain one of the following:

· blank lines

· database field values

· labels

· whitespace (spaces)

· labels and/or database field values and/or spaces

To indicate the difference between a label and a database field, the special exclamation point ( ! ) character must be included immediately to the left of the field name (example: !fieldName).

To produce a blank line on your report, leave the appropriate text box blank. To produce a label only, type in the text of the label (example: Restaurant Name).  To create both a label and a field value, type the label (followed by optional spacing), then the “!” followed by the field name (example: Phone:   !phone).

Creating “Shopping Cart” Kiosk Applications

Introduction

Kiosk-in-a-Box has the ability to create kiosk applications that can take product orders and/or produce printouts once a payment is made. The transactions for any purchase are always stored in the “shopping” database, which resides in the “\data” folder (default “c:\Program Files\kbox_v4\data\shopping.mdb). 

IMPORTANT NOTE

The “shopping.mdb” file is a required file and must reside in the “\data” folder of the installation on every shopping cart kiosk. Optionally clear the database via the Dbase tab of the Options tab under the System tab.

The database stores the time, date, name, credit card, billing, and shipping information along with the products purchased. Kiosk-in-a-Box has the option to archive each day’s transactions and/or send each transaction “live” via E-Mail and/or “in bulk” at the end of the day – your choice.

Determination of the Shopping Cart Mode of an Shopping Cart Object

Kiosk-in-a-Box has three different shopping cart "modes" for any given object: None, and Escrow Mode and a Checkout Mode. Your kiosk can contain objects with all three of these modes.

In Escrow Mode, money is first collected via the Cashier Widget / Cashier-in-a-Box. The funds collected are placed in a virtual escrow account. This account remains "active" as long as the same user session remains active (i.e., until a Goto action with a Reset is performed, or a transition to the Attract mode occurs). You can display the amount collected via the Escrow widget (see Content / Special Text).

When items are touched that have the Action / Shopping Cart / Escrow Mode assignment, the object's action is performed if and only if there are sufficient funds in the virtual escrow account to cover the price of the object. If there are sufficient funds, the escrow account decrements by the price, and the action takes place. This action can be a transition to another screen, a print action, or any other action.

In Checkout Mode, money is not collected until the user "checks out". Up until the checkout time, the user may add, remove, and/or edit their shopping cart. Objects (items) are added or removed via the Action / Shopping Cart / Checkout Mode assignment. Objects are edited via the Shopping Cart Editor. You may also opt to display the cart via the Shopping Cart Widget.

Basic Flow

NOTE: the discussion below assumes you have Cashier-in-a-Box ready to roll.
The basic flow of a shopping cart application is as follows:

· Enter Shopping Mall  - basic introduction / widgets are reset
· Perform Transactions – user selects / reviews purchase item{s}

· Provide Shopping Cart Editor / Widget - {optional} on Checkout Mode kiosks

· Checkout – {optional}: transaction written to the “shopping” database / widgets reset
Enter Shopping Mall

The purpose of this section of the application is two-fold: to introduce the user to the shopping concept, and to make sure that the shopping cart widgets are reset. Make sure that all objects that go to your shopping mall (all objects that have the Action of Goto assigned) also have the Input Option of Reset checked. This will ensure a “fresh entrance” into your mall.

Perform Transactions

This section of the application can be one or a series of screens. The basic functionality of these screens is to allow the user to select which item{s} they wish to order / purchase. If you are creating a Checkout Mode kiosk, the last screen within this section usually allows the user to confirm their shopping cart items, which may or may not include displaying the Shopping Cart Editor, and a Cashier Widget to allow you to collect the appropriate funds.

Provide Shopping Cart Editor / Widget
The Shopping Cart Editor is a windowed interface that displays the contents of a non-empty shopping cart, allowing the user to see all cart contents, and also to add, delete, and/or remove items with ease. When it is displayed (played), it is shown as a modal window (meaning you can only do things within this window - all other objects become dormant). However, if a time-out occurs while the Shopping Cart Editor is open, Kiosk-in-a-Box will close the cart automatically and resume normal program operations.

To provide access to the Shopping Cart Editor, create an on-screen object with an Action of Play. Set the target object to Shopping Cart Editor (the last item in the Available Objects list). You may design your kiosk to display this object at any time.

The Shopping Cart Widget is a text object that displays the current listing of items on screen. Display this object similar to the Shopping Cart Editor. Consider using a mono-type font (a font that uses the same spacing for all letters).

The Checkout (if in Checkout Mode)

To initiate a "checkout" requires you to display a Cashier Widget with the "price" of the widget set to "cart". If the appropriate payment is received via Cashier-in-a-Box, the "goto" action of the Cashier Widget can be set to go to a new screen (perhaps a thank you and here is your receipt screen) that also performs a Write / Reset, thus recording the purchase / order information.

Special Consideration for “Billing” and “Shipping” Information

All shopping cart transactions are stored in the “shopping.mdb” database. This database resides in the “\data” section of the application (default c:\Program Files\kbox_v4\data). This database holds all relevant transaction information.

Some kiosk applications will collect “billing” and “shipping” information, while other kiosk application will not. If your application needs to collect billing and shipping information, then you must use specific reserved names for the Input Field{s} that collect the information. They are as follows:


Billing Input Field Names
Shipping Input Field Names

shop_billName


shop_shipName 

shop_billStreet


shop_shipStreet

shop_billCity


shop_shipCity

shop_billState


shop_shipState

shop_billZip


shop_shipZip

In addition to the billing and shipping information, the database has two extra fields that may contain additional information about a purchase (for example, perhaps your kiosk application requires the “country” as well). To store data in either of these two fields, use the reserved names of shop_extra1 and/or shop_extra2. 

Shopping Cart Components

Components of a shopping card application are listed below. The details of these components are discussed in detail in the following section.

· The Cashier Widget – used to collect funds

· The Shopping Cart Widget – a list of items selected along with the total purchase price

· The Shopping Cart Editor – a modal window allowing users to add/edit/remove cart items

· A Database Connection  - (optional) background object that specifies the database to access

· The Shopping Database – stores the transactions (default “c:\Program Files\kbox_v4\data\shopping.mdb)

Designing a Shopping Cart without Database Objects

The first task is to create a background and backdrop, and then use these components to design your “Enter Shopping Mall” screen. Refer to Creating a Basic Presentation Screen for details if necessary. For all objects that "goto" this screen, make sure that you check the Reset option within the Input Options section of the Goto tab. This will reset the Shopping Cart and other cart widgets (these widgets are also reset automatically each time the kiosk transitions to the Attract Mode).

Next create objects they may purchase and/or select into their cart. For any given item, you need to provide two objects: an “add item to cart” object, and a “remove item from cart” object. These objects may be text or pictures – your choice. Optionally place the "remove" objects "on top of" your "add" objects, and set these objects to be "hidden until played" via the Effects tab.

To set any shopping-related cart action to an object, click the Action / Shopping Cart tab located. Click either None, Checkout Mode, or Escrow Mode to set the touch-related action (i.e., add the item to the cart OR perform the object's action if escrow funds are available, respectively). If you set the cart action to Checkout Mode / Charge, you must specify the price of the object in the Price text box. However, if you select Remove, you don’t need to set the price. Optionally set the brand and part number.

In theory, you don’t have to have both the Charge and Remove options on the same screen for Checkout Mode items. For example, you could have all the Charge items on one screen, and all the Remove items on a different screen (perhaps the Charge screen duplicated and then modified) – your choice.

Regardless of the layout, you should always provide an option for the user to view the Shopping Cart Widget and/or Shopping Cart Editor. This can be done in a variety of ways. One way is to have the Shopping Cart Widget always visible (on the background, perhaps). Another way is to have an object whose Action is Play, and it the object it plays is the Shopping Cart Widget / Shopping Cart Editor. You can also have an object whose Action is Stop to hide the Shopping Cart Widget. Much will depend upon your overall design.

To create the Shopping Cart Widget, drag & drop a text object, and the set the Content of the object to Special Text / Display Shopping Cart. The Shopping Cart Editor is a pre-defined object. The only items you can change on this object is its colors via the System / Misc / Cart Options tab.

Finally, if you are using the Checkout Mode concept, on any or all of your mall screens include a "checkout" button. Make this object  Play a hidden Cashier Widget whose value is set to "cart". Have the action of this widget a Goto action (perhaps to go to your thank you screen or…) and make sure the Input Options are set to Write / Reset. If an appropriate payment is received via Cashier-in-a-Box, the Cashier Widget will go to your final mall-based screen, and during the transition it will update the “shopping.mdb” database. 

Adding Database Objects to Your Shopping Mall

You may optionally use a Database Objects to add and/or remove items from the Shopping Cart Widget. Most of the design techniques covered in the prior section are used, so become familiar with this section first if necessary.

The only difference when using Database Objects is when you are created Checkout Mode / Charge items. Here, instead of setting the price via the Price text box of the Action / Shoppin Cart, you set the price by specifying the Database Field that contains the price of the object – that’s it.  The original demo demonstrates these techniques.

Chapter 7: Distributed Executables
KBOX.EXE

This is Kiosk-in-a-Box "Full" version with the editor.

KBOX_NE.EXE

This is Kiosk-in-a-Box "Full" version without the editor. Optionally use this file for all in-the-field installations (instead of kbox.exe).

SAMPEXE.EXE

Use the full path of this simple program along with a <titleMatch> string of *Executable*  to experiment running EXEs from a button on a Button Bar or from the attraction loop. 

The string *Executable* is derived by first running 2 or more programs along with SAMPEXE, then continually pressing ALT+TAB. The caption for SAMPEXE shows up as “Sample Executable Demo”. The <titleMatch> string of *Executable* was chosen to demonstrate the use of wildcards.

DECRYPT.EXE

This file will decrypt an encrypted database that contains credit card information. You need to know the name of the kiosk that created the database in order to decrypt the file.

DBEDIT.EXE

This executable allows you to edit and/or manipulate database files that are used with Kiosk-in-a-Box.

CBOX.EXE

This file collects fees. Refer to the Cashier-in-a-Box documentation for details. Documentation is online at http://www.rockmedia.com/cbox.html

IVIP.EXE

This file creates Image postcards and/or HTML pages. Documentation is online at http://www.rockmedia.com/ivip.html

Chapter 8: Internet Considerations
Here are some notes regarding the use of the built-in Internet functions of Kiosk-in-a-Box.

Make Sure Internet Explorer’s Home Page is “about:blank”

If you are going to create a Web Browser object, be sure to set the Home Page for Internet Explorer to be “about:blank”. To make this setting, right-click on your Internet Explorer icon on your desktop, and select the Properties menu option. On the first tab, which will be the General tab, set the Home Page to blank by clicking the Use Blank button.

Consider Making the First Web Browser Page a “Local” Page

If you are going to create a Web Browser object, consider making the initial page displayed for each Web Browser object a local HTML page that exists on the hard drive for speed reasons. If you really want a Dial-up Network connection from the get-go, consider placing the actual online link on a local HTML file as described previously.

If Using a Modem for Internet Access, Create a Dial-Up Network Connection

Both the E-Mail and FTP options within the System / Options / Internet tab assume that a Dial-Up Networking connection has been established. In other words, this connection should be such that once started (without Kiosk-in-a-Box running), the end result is that you are connected to your Internet Service Provider (no passwords or other requirements necessary). The creation of a script may be necessary to complete this type of dial-up connection. Refer to the Windows Help on Dial-up Networking for details.

If your kiosk will be connected to the Internet via a local network or other means,

then be sure to disable Dial-Up Networking via the System / Browser tab.
Name Your Kiosk Appropriately

Both the E-Mail and FTP options within the System / Options / Internet tab also use the kiosk name. The E-Mail option includes the name in all E-Mail messages; the automatic FTP updating uses the kiosk name to seek and download the update file{s} on the remote FTP site and to rename uploaded files. Therefore, be sure to give a unique name to each kiosk out in-the-field. The kiosk name is set via the System / Misc / System Options tab.

Archive Activities

When a day change occurs, or if the kiosk is powered down / powered up across one or more days, some file archiving manipulation may occur depending upon your archive settings. At the minimum, if Kiosk-in-a-Box runs through a day change, it will "close out" the current day statistic file (format mmddyy.sts) and begin a new file based on the new day.

In addition, if you are archiving statistics, surveys, E-Mail addresses, and/or databases, the files selected for archiving will be renamed and moved to specific archive folders on the kiosk. This will either occur when the kiosk runs through a day change (from 11:59pm to 12:00am) or if the machine is powered down / powered up across one or more days.

The "archive folders" include:

1. ..\data\archive
- archive database folder  (kioskname_ mmddyy _fileName.*)

2. ..\stats\archive
- archive "stats" folder  (kioskname_ mmddyy_filename)

3. ..\email\archive
- archive "email" folder (kioskname_ mmddyy _fileName.*)

If you also have E-Mail or FTP options set to send these archives via the Internet, copies of these files will be made in either the ..\email\queue folder or the ..\upload folder. 

Kiosk-in-a-Box examines the ..\email\queue folder every time a scheduled system E-Mail and/or FTP hour has past, and when in Attract Mode. When a file is successfully transferred, it is removed from the "\email\queue" or "\upload" folder.

Setting Up Your Kiosk for Automatic FTP Updating

Kiosk-in-a-Box has the ability to log onto an FTP site each night and see if there are any new files that are required to update itself. It does this by looking for three ZIP files on an FTP location:

1. “global.zip”

2. “group-name.zip” [where “group-name” matches the specified group name of your kiosk], and

3. kioskname.zip

For example, if your kiosk is in the “Denver” group, and its name is “creekside”, then this particular kiosk will look for “global.zip”, “Denver.zip”, and “creekside.zip”.

If Kiosk-in-a-Box finds that any one – or all – of the above files exist and are different in content then the last possible FTP update, Kiosk-in-a-Box will:

1.  download the file{s} and then

2.  unzip each file and place the contents in the respective folders

The key component of automatic FTP updating is designing the update file{s} for the kiosks you have in-the-field. These update are constructed the same regardless of global / group / or specific update: each ZIP file contains one or more additional ZIP files – where the names of these additional ZIP files indicate the specific target sub- folder (like “graphics”, “sounds”, “videos” – or any other sub-folder you wish to update within your current Configuration Sub-Directory.  The only twist is for any new screens that need to be updated – you contain new screen files (your updated “screenName.sdf” files) in a ZIP called screens.

For example, suppose you wish to add three new screens, which are comprised of 5 new graphics and one new sound, to all of your kiosks. Since the target is all of your kiosks, you would:

1. Create a “sounds.zip” file that contains you new digital sound file

2. Create a “graphics.zip” file that contains you 5 new graphics

3. Create a “screens.zip” file that contains your three new screens

4. Create a “global.zip” file that contains the files of steps 1, 2, and 3 above

1. APPENDIX
The Differences Between the "Full" and "Light" Versions

Besides running the software to determine the differences, you can go online to the address below to view the specific differences between the "Full" and "Light" versions:

http://www.rockmedia.com/kboxdiff.html

How to Make Kiosk-in-a-Box Auto-Start

When you are ready for deployment, you should make sure Kiosk-in-a-Box starts up from an initial power-up. To do this, access the Start / Settings / Task Bar & Start Settings option from Windows. Click the Start Menu Programs tab, then the Advanced button. 

Expand the Programs folder on the left if not expanded. Then locate the folder named Startup. Within the Startup folder, place a new shortcut to Kiosk-in-a-Box, and save your settings. Now each time the PC reboots or cold boots, Kiosk-in-a-Box will automatically run.

Consider a Reboot via Testing and Including a Hardware Watchdog

Before deployment, test your kiosk over a series of days by running it in-house. Optionally consider having the kiosk reboot at least once a day (see the System / Reboot tab for details). It is also strongly recommended that you consider adding one of the supported hardware watchdogs to your system. This hardware ensures PC up-time and saves you money by resetting the machine automatically if severely hung.

Notes on the Software Locking Mechanism

When payment is received for a copy of Kiosk-in-a-Box, your “kbox.license” file will contain your unlock information. This licensing procedure is “tied to the hardware”, which means that you are unable to take an licensed version of the software and run it on another machine as a licensed copy.

Hardware Modifications
Add memory, change out a CD-ROM drive, or plug in a new modem without affecting Kiosk-in-a-Box. The only piece of hardware you cannot modify is the hard drive of the original kiosk. If you do loose your hard drive, contact RMM for a new (free) license.

IMPORTANT NOTE

You may modify any hardware component of your kiosk without affecting your licensed copy 

except for the hard drive of the original kiosk. 

If You Re-Format Your Hard Drive...
If you need to re-format your hard drive, you will need to request a license re-issue.

Using Wildcards

Wildcard pattern matching provides a versatile tool for making string comparisons. The following table shows the acceptable wildcard characters and the character(s) they match. 

Character
Matches

?

Any single character

*

Zero or more characters

#

Any single digit (0-9)

Wildcards may be used when specifying URLs and E-Mail addresses to monitor, and in the <titleMatch> string of an external application assigned to an on-screen button. Although wildcards are convenient they can cause problems if they resolve to unmatched strings. Test your wildcard strings with the Test button on the URL and E-Mail screens.

FAQs and Troubleshooting

Visit http://www.rockmedia.com/kboxfaq.html

Notes on MPEG and QuickTime Video Files

If you are planning on using MPEG (.mpg) or QuickTime (.mov) video file formats, be aware that the special effects and the dwell components of the video object do not work.  In addition, if you are using NT, you need the file “mciqtz32.dll” in the system directory; and “mciqtz.drv” if using Windows ’95 / ‘98. These files are the ActiveMovie support files that interface with Kiosk-in-a-Box to provide the additional file type support.
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