BUSS213 Tutorial 1 Notes


BUSS213 Multimedia in Organisations

Tutorial 1 Notes

Introduction

Macromedia’s software package Director is structured around the metaphor of a stage or theatre production. In Director the multimedia production (the ‘action’) takes place in a stage window (this is just called the stage in Director, and is a window that is always open when running Director 5) where cast members (which are media elements in Director rather than the actors which appear in normal theatre) appear on the stage as sprites (versions of cast members). according to a time ordered framework called the score. The score, which is divided into time elements called frames, determines where and when the spites (cast members) appear on the stage, for how long and what actions they take, if any! The final product, a Director file is called a movie and can be replayed at will on Windows or Mac computers (after the movie has been transformed into a projector file in Director).

While time will not permit us to investigate the programming aspects of Director in this subject, each movie, cast member, sprite and point in time, called a frame in Director, can also have its own Lingo script (Director’s programming language) associated with it.

Thus, to make a simple Director movie you have to take 2 steps:

Step 1 - Gather together the required media elements that will appear in your movie. These may include graphics, images, digital video, movies, sound and text. You can use specialised software tools to do this and import the files produced into Director, or make use of ready made media, or you can use the media production tools built into Director.

Step 2 - Place the media elements on Director’s stage and time-order them in the score. You use Director’s stage and score to layout the media elements in time and space to realise your multimedia production. Remember, the action on the stage is what users of your production will see in a window!

Typographical conventions
In these and subsequent tutorial notes we will use the following convention for indicating Director commands. For example,

Window>Control Panel

means go to the Director Window menu on the menu bar and choose the Control Panel command. While most commands have keyboard equivalents these are shown in the menus and we would recommend that you learn the ones you most commonly use, but we will not reproduce these in these notes.

We use the shorthand LH = left hand and RH = right hand for describing positions in windows where necessary.

Login procedure and resources for BUSS213

On the login screen enter the usual details then click on (or select) the subject login box and select BUSS213 from the drop down list. Then click the login button.

Each student has been allocated a 10Mb capacity folder called A<Student No> to store their Director work in on the H: drive. For example, a student with student number 2099999 would have a folder called A2099999 on the H: drive. There is also a folder containing multimedia files for use in the tutorial classes, as needed. This folder is on G: drive and is called BUSS213.

Tutorial 1

1.1
Using Windows Explorer, get a copy of the graphics file from the Tut1 folder in the BUSS213 folder on the G: drive and place it in your folder on the G: drive. If you are not sure how to do this follow these instructions:

a
Click on the Start button in the task bar (bottom LH corner of the screen).

b
Select the Programs>Windows Explorer command to run Windows Explorer.

c
In the LH pane of the Windows Explorer Window click on the + sign next the H: drive entry. This will expand the content of the H: drive below it and should show just one folder, called A<Student No>, where <Student No> is your student number. This is the 10Mb storage space you can use for BUSS213 work.

d
In the LH pane of the Windows Explorer window click on the + sign next the G: drive entry. This will expand the content of the G: drive below it and should show one or more folders labelled Tut1, Tut2, etc. These folders will contain appropriate media files for your use in the tutorial classes each week.

e
Click on the folder labelled Tut1 to display the content of the folder in the RH pane of the Windows Explorer window. This should show a file called Grph1.

f
Select this file (Grph1) and drag it on top of the folder called A<Student No> on the H: drive in the LH pane of the Windows Explorer window. Then release the mouse button and you will have copied this file from the G: drive into your storage folder on the H: drive. You could also copy these files to a floppy disk using this procedure, provided they are not too large!

g
Close the Windows Explorer window by clicking the 'x' button in the top RH corner of its window or by selecting the File>Close command.

1.2
To run Director, select the BUSS213 folder in the LH pane of the 'Novell delivered Applications for BUSS213' window. This will display the folder content in the RH pane of the 'Novell delivered Applications for BUSS213' window. There should only be one application icon, that of Director v5. Double click this icon to start Director. When Director opens it will by default display a number of windows. They are the stage (at the back), an untitled score window, an internal cast window and the Control Panel window. At the top of the Director window is the usual menu bar and a Toolbar window, containing the most commonly used commands from the menus. (If the Toolbar window is not displayed, display using the command Window>Toolbar.) So-called 'Tool Tips' is by default, 'ON' so as you run your mouse pointer over each tool it tells what the tool does (in a short-hand way). In case Tool Tips is not ON, use the command File>Preferences>General to open a dialog window where you can check the Tool Tips box under the User Interface options list (last item in the list).

1.3
Spend some time (10 minutes or so) looking at what each menu and sub-menu contains so that you start to get a feel for how Director is structured/organised in terms of its menus and commands. Also check out the Director Help system to see how it is organised and the type of help it provides.

1.4
Have a look at the Control Panel window. (If it is not visible, use the command Window>Control Panel to open it so that it is visible. (By the way, issuing the same command again will close it, so the command acts like a toggle switch.) At this stage we are only interested in the three buttons in the bottom row of buttons to the right of the speaker button. These are similar to those found on many CD Players, VCRs, etc. The first of these buttons is the rewind button, the second is the stop button and the third is the play button. Note these three buttons are duplicated in the Toolbar as the fourth set of buttons from the left. They allow you view your Director movie, stop it any point and then rewind it to view it again. Close the Control Panel window by clicking on the close box in the top RH corner of the window so that you can see more of the other windows.

1.5
Now have a look at the Internal Cast window. This window is divided into two parts. The very top part of the window consists of a type of Toolbar that contains a mix of command buttons and information displays about the selected cast member. If Toolbar Tips is ON , moving the mouse pointer over each of these items slowly, in turn, will reveal the tool’s name. (See 1.2 above for how to turn Tool Tips ON if it is not ON.) Note that the Academic version of Director v5 only allows you to use two casts in a movie and a combined total of 100 cast members across the two casts. In this tutorial we will just use the Internal Cast. The numbered boxes below these tools will contain 'thumbnails' of the cast members (media elements) to be used in the current movie; they will also contain a small icon in the lower LH corner of the thumbnail window indicative of the media type of the cast member. To select a cast member you click on the thumbnail window of the required cast member. The currently selected cast member number is shown via highlighting in blue around the thumbnail window containing that cast member, as well as the cast member number being displayed in the display box in the right most toolbar information display box.

1.6
Next, have a look at the score window. If this window is not currently visible make it visible by selecting the command Window>Score. Move any other windows that maybe obstructing your view out of the way.


This window is the most complex of the windows you work with in Director as it needs to be to proscribe all that happens in your movie! The main part of the window contains a grid that looks a little like a spreadsheet. The horizontal dimension is divided into what are called frames (similar to the idea of frames in a normal movie) and represents the timeline for the movie, starting at frame number one on the left and finishing at frame number 500 on the right (a limit that is imposed on the Academic version of Director v5). Frame numbers are displayed at intervals of 5 at the top of the score window. (If they are not visible, move the vertical scroll bar to its highest location; you should also make sure that the horizontal scroll bar is located at its left most position so that you can see the row labels applying to the grid). The black square above frame 1 and to the right of the row label 'frame' is the movie replay 'head' and indicates the frame that the next action you take with respect to the score will occur in this frame. (It also shows, on the stage, the media elements that are specified to be displayed in that frame.) The left side of the grid is divided into two parts. In the upper portion of the grid are what are called 'effects channels'. There are six of these. From top to bottom they are: the 'frame tempo' channel, represented by a clock-like icon, which permits you to change the time duration of the individual frames; then a 'colour palette' channel, represented by a miniature colour palette icon, which permits you to change the colour palette in use for individual frames; third is a transition channel which allows you to apply 'wipes' between frames; the forth and fifth are sound channels, represented by loud speaker icons, which permit you have, for example, background music and a voice over for any number of frames; and finally, there is a script channel, represented by a window icon that contains text, which permits you to attach a Lingo script to any frame, Since these effects channels are often not used in simple Director movies, Director provides a control button in the score window to hide all but the script channel. This control button is directly above the window’s 'up' vertical scroll button above the vertical scroll bar. The following channels are labelled from 1 to 24 (a limitation imposed on the Academic version of Director v5). These are the so-called 'sprite channels' into which you place representations of your cast members. Note that the numbering of the channels is significant with respect to the appearance of your sprites on the stage. The lowest numbered sprite channel contains the sprite which will form the background to all sprites in higher numbered channels! Thus the spite channel number determines the 'stacking order' of sprites on the stage, i.e., sprites in higher numbered channels appear in front of all sprites in lower numbered channels. It is clearly in your interests to think about this carefully before adding sprites to the score, although you are able to move sprites from one channel to another if the need arises, but the process can be quite tedious, and in some cases (where most of the sprite channels are being used) quite difficult! Finally, note that the intersection of a frame with an effects or sprite channel is referred to in Director as an individual 'cell'.

1.7
You will now Import the graphic you copied to your folder A<Student No> on the H: drive into the Internal Cast as cast member number 1. First, open the Internal Cast window if it is not already open using the command Window>Cast. Make the Internal Cast window active by clicking on it, then click on the thumbnail for cast member number 1 to select this as the place to store the graphic (an image). Then execute the command File>Import in Director. This opens a dialogue box entitled Import 'Files into "Internal" '. Using the drop down list at the top of the dialogue box, select the H: drive. Your network storage folder A<Student No> should appear in the list of folders/files immediately below the drive selector. Now make sure that you have selected the 'All Files' option item from the drop down list, otherwise your file may not be recognised in the next step. Double click the folder to open it and display its content. Select the file Grph1 and click the Import button. This will open a 'TIF Import' dialogue box. Select the 'Normal' button (if not already selected) by clicking on the button, then click the OK button. This will open a 'Image Options...' dialogue box. From the 'Color Depth' options select the 'Image (8 bits)' option button (to keep file size reasonable) and in the Palettes options click on the 'Remap to' option button to select it and the select the option 'System–Win'  (working with system palettes is always the ‘safest’ option in terms of compatibility and reproducibility of colour/greyscale data) from the options in the drop down list. Click the OK button and a thumbnail of the image should appear as cast member number 1 in the Internal Cast window.

1.8
Look at the graphic thumbnail of the cast member in the Internal Cast window. Note that the imported graphic has been placed in Cast Member 1, and that a small paintbrush icon appears in the bottom RH corner of the thumbnail, indicating that this cast member is media element of type 'bitmap' or paint.


It might be wise at this point to save your Director movie at this stage. Use the command File>Save and navigate to your H: drive network folder A<Student No> and save the file there.

1.9
View the score window again and make sure the playback head, a black oblong, in the frame row at the top of the score window is located in frame 1. If its not, click the cell in frame 1 of the frame row so that you can place the graphic in that frame.

1.10
Now make the Internal Cast window active and move it (if necessary) out of the way of the stage, so that you can see a reasonable portion of the stage. (Move the score window too, if necessary.) Move the mouse cursor above the thumbnail of the graphic. If the mouse cursor does not change to a hand shaped cursor, make the Internal Cast window active by clicking on the window title bar. Move the mouse cursor back to above the thumbnail of cast member 1. When it changes to a hand shaped cursor click and drag an outline of the graphic to about the centre of the stage. You can then move the graphic about on the stage by clicking and dragging it. Place the graphic in the top LH corner of the stage using this technique. Notice that the graphic has resize handles at its corners (for resizing both horizontally and vertically) and in the middle of each side ( for resizing vertically or horizontally, depending on the handle selected). the graphic should fit the stage window reasonably well in width, but needs to be resized in height. To do this, click and drag down on the resizing handle in the middle of the bottom of the graphic until the graphic fills the stage vertically. You want to fill the stage with this graphic so that it acts as a background. The reason for calling cast members sprites now becomes apparent. You can alter the cast member’s properties on the stage, but those changes are not reflected in the cast member. The original graphic as a cast member remains unchanged!

1.11
Once you are satisfied that the graphic fills the stage completely, make the score window active and visible so that you can see that the graphic sprite has been placed in sprite channel one since that cell now has an '01' displayed in it (displayed vertically) which is the cast member’s number! Since we need to continue to display the graphic for about 30 frames (the length of the movie you are making), we need to copy and paste this sprite into frames 2-30 in sprite channel 1. To do this we need to copy the sprite (not the cast member, since the sprite has been altered in its dimensions on screen!) and paste it into frame 2-30. Unfortunately, there is no simple way to do this! In the score window move the mouse cursor over the sprite in frame 1 of sprite channel 1. The cursor will change to a hand shaped cursor when this happens. Click the cursor when this happens (to select the sprite), then copy the sprite with the command Edit>Copy. Then click on the next cell (frame 2) to the right (in the same sprite channel) and paste the sprite into this cell with the command Edit>Paste. Repeat this process 3 more times to fill a total of 5 cells in the sprite channel 1. To copy sprites this way into frames is clearly fairly tedious! So let’s use a better technique. If you hold down the Alt key while dragging from left to right across the existing five sprites you will notice that the hand cursor changes so that a plus sign appears inside the hand. If you keep dragging (with Alt key depressed) you will obtain a copy of the five sprites which can then be dragged to the right of the existing ones so that you can place the five copies in frames 6-10 of the sprite channel 1. An oblong shaped outline of the copied sprites becomes visible as you drag the copies clear of the original sprites you are copying so that you can place the sprites copy accurately where you want them. When you have located them accurately release the Alt key and the mouse button. Now drag to select the 10 sprites you have now got in sprite channel 1 (holding down the Alt key, as before) and place these copies in frames 11-20 of the same sprite channel. Repeat this last procedure one more time to place the same sprite in frames 21-30 for the same channel. Thus the background for your movie does not change. It might be a good idea to save your file again now.

1.12
Now you will use the text tool built into Director to create three more cast members. Open the Text window with the command Window>Text. This window (entitled Text 1) looks a little like a simple word processor window but without the extensive sets of toolbars and other fancy controls. At the top of the window are a two simple toolbars. The top most one deals with the text after you have entered as a cast member. Run your cursor slowly over these tools and information displays to see their names. The lower toolbar contains word processor controls that should be familiar to you if you have used a word processor. Select the font Times or Arial, select bold, then finally select a font size of 24 pt.


Enter the following text:

Great Holiday Locations Sell themselves

If the text wraps to a second line click on and drag the right margin line next to the text (not the margin indicator displayed in the ruler above the text) to the right until the text all appears on one line. Select the text and copy it using Edit>Copy. Then click on the New Cast Member button (it’s the first button on the left in the top row, represented by a '+' sign). This will cause a new empty text window (entitled Text 2) to appear. Use Edit>Paste to paste a copy of the text above in the window. Again, adjust the margin if necessary so that the text fits on one line. Repeat this process one more time so that you will have three new cast members. Check that this is the case in the Internal Cast window. You should have new cast members 2, 3 and 4. If this is the case, close the text window.

1.13
You will now change the colour of text in each of these new cast members before placing them in the score. Select cast member 2 by clicking the thumbnail of the cast member in the Internal Cast window. To change the colour of the text use the Modify>Font command. This displays a dialogue box in which most of a text’s attributes can be changed. Click on the box to the right of the 'Color:' attribute to display the current palette (by default the Win Systems colour palette) and select a bright (and light) colour since the text will be displayed against the dark grey background of Grph1. Repeat this procedure for cast member 3 and then 4. Note that the colour of the cast members thumbnail in the Internal Cast windows has not changed since the background to the text is white in the thumbnail, and black text probably displays most clearly against this colour background.

1.14
Next, you place these three cast members into the score window, but not by dragging them to the stage, as you did for the background graphic. This time we will place the cast members by dragging them directly onto the score. We will place cast member 2 in frame 1 of sprite channel 2 by dragging it from the Internal Cast window to the score window and dropping it (by releasing the mouse button) in the correct place; place cast member 3 in frame 1 of sprite channel 3 using the same technique; and then finally place cast member 4 in frame 1 of sprite channel 4 using the same technique.

1.15
Have a look at the stage. You will see what appears to be only one text cast member (cast member number 4, from its colour) in the middle of the stage. In fact cast members 3 and 2 are stacked immediately behind cast member 4 and thus cannot be seen! Cast member 4 is in the centre of the stage (as are cast members 3 and 2) since that it is default position in which Director places text type cast members when they are put directly into the score rather than dragged onto the stage! The white box around the text of cast member 4 is the default background for a text cast member.

1.16
To select the three text cast members so that we can move them on the stage together to another location we use the score window. In the score window select the sprite of cast member 2 in frame 1 of sprite channel 2, then press and hold down the shift key while you select the sprite of cast member 3 in frame 1 of sprite channel 3 and finally select the sprite of cast member 4 in frame 1 of sprite channel 4. The selected sprites are highlighted in reverse video (the background turns black and the cast member number turns white in each cell selected).

1.17
Now go to the stage window. Note that the text is in the centre in the stage and is selected (and so too are the two text sprites ‘hidden’ behind it). Click inside the text box selection rectangle and drag all three sprites to somewhere near the top LH corner of the stage.

1.18
The three sprites you have just moved should remain selected. Check that this is the case in the score window, and if not, reselect them using the technique described in 1.16 above. With the three sprites selected in the score window locate the Ink selection control in the score window. It’s adjacent to, but to the left of, the effects channels near the top of the score window on the left. It comprises the 'Ink' label and a drop down list box. Click on the drop down list box to reveal the different types of inks that be applied to our text sprites and select the 'Bkgnd Transparent' option from the list. Now, on the stage, you should note the white text background has now been replaced by the background graphic!

1.19
Now we need to duplicate text sprites so they will be on stage long enough to see properly. Use whichever technique you prefer from the two described in 1.11 above to duplicate(or copy) the sprite (cast member 2) in frame 1 of sprite channel 2 into frames 2-10 of the same sprite channel.


Repeat the procedure again for the sprite (cast member 3) in frame 1 of sprite channel 3. Then repeat again for the sprite (cast member 4) in frame 1 of sprite channel 4. You now have 10 frames of each of the three differently coloured texts. But they all get displayed at the same time, so we can only see the sprite of cast member 4, since it occupies the largest sprite channel and thus is in front of the other text cast member sprites on the stage!

1.20
To overcome this ‘problem’ we must move some text sprites to other frames so that the display on the stage is in sequence, with one coloured text sprite being displayed after another. Go to the score window and select the sprite in frame 1 of sprite channel 3. While depressing the shift key select the last sprite (should be in frame 10) in sprite channel 3. All 10 sprites in sprite channel 3 should now be selected. Now place the mouse pointer over these selected sprites and it should change to a hand. When it does, click and drag on the selection to move the selection to the right in the same sprite channel. Drop the selection when the left most sprite in the selection is above frame 11. You have moved the 10 sprites of cast member 3 to frames 11 to 20 in sprite channel 3. You need to do the same thing to the 10 sprites of cast member 4 in sprite channel 4, but in this case you need to move them to frames 21 to 30. Now the display of coloured text occurs in sequence, without overlap!

1.21
Close and move all windows so that you have a clear view of the stage. Open the Control Panel window and position it so that you can see all its controls and all the stage (or most of  it, at least). If the top right hand corner control button in the Control Panel window does not contain a flat loop icon (with arrow) click the button and you should see it. This causes your Director movie to continually loop until you hit the stop control button in the Control Panel window. Now click the play button and see your movie play over and over! Finally, you should save your director to your A<Student No> folder on the H; drive.
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