BUSS213 Tutorial 1 Notes


BUSS213 Multimedia in Organisations

Tutorial 2 Notes

Introduction

This week you will build on the Director v5 movie you created in Tut 1. In case you were unable to attend the tutorial last week, or have forgotten to bring your disk (with the movie saved on it), or to save the movie in your network folder (called A<Student No>) on the H: drive, you will find a copy in the Tut2 folder within the BUSS213 folder on the G: drive, called 'Tut1.dir' or 'Tut1' depending on how your copy of Windows Explorer is configured. Use Windows Explorer to obtain a copy if you need to, either on a floppy disk or in your network folder.

This week you will lengthen the movie to 90 frames by adding an animated bulleted list of three points that will ‘fly’ onto the Stage in the bottom RH corner.

Tutorial 2

1.1
Start Director v5 from the BUSS213 folder by double-clicking the Director icon.

1.2
Open the Tutorial 1 Director movie using the File>Open command in Director.

1.3
Use the command Modify>Movie>Properties to change the size and location of Director’s Stage if necessary. The Stage should be 640 x 480 pixels (width x height) in size and to show all the Stage on screen, it’s best located at an offset of 80 pixels from the left and 40 pixels from the top of the screen! Make sure 'System - Win' is selected as the 'Default Palette', the 'Stage Color' is white and that none of the options are selected. Click the OK button when finished.

1.4
If not already open, open the Score window using the command Window>Score. To make the movie 90 frames long we need to copy the background graphic to 60 new frames in channel 1 since your Tutorial 1 movie is only 30 frames long. To do this, select the 30 background graphic sprites already in channel 1 by clicking the sprite in frame 1 and with mouse button held down, drag across all 30 sprites in channel 1. Now release the mouse button. All 30 sprites in channel 1 should now be selected (indicated by all cells selected being displayed in reverse video)! This technique of selecting cells in the Score window is often referred to as 'drag-selecting'. Now move the mouse cursor over one of the selected sprites (it does not matter which one, but choosing one near frame 1 will make the manipulation easier in this case) and it will change to the shape of a hand. Now click and hold down the mouse button; the hand should become a 'fist'; now hold down the Alt key (a '+' sign appears inside the fist) as you drag to the right and place these copies in frame 31 to 60. Release the mouse button and the Alt key when you have the copied sprites positioned where required. (An outline of the copied cells accompanies the dragging so that you can locate them accurately.) This technique of copying cells in the Score window is often referred to as 'drag-copying'. Alternatively, select the 30 cells containing the background graphic sprites in channel 1 by clicking the sprite in frame 1 to select it, then hold down the shift key and click the frame 30 sprite in the same channel (channel 1). This should select all 30 sprites. This technique of selecting sprites is called 'shift-clicking'. Then copy these (using the command Edit>Copy, or the keyboard equivalent), then select the cell in frame 31 of channel 1 and paste the copied cells (using the command Edit>Paste, or the keyboard equivalent); they will fill cells in frames 31-60. Repeat either of these processes to copy the background graphic sprites into the cells in frames 61-90, as required!

1.5
Now you need to copy the sequence of changing the colour of the existing text sprite so that it repeats three times during the 90 frame movie, since at the moment you only have the background graphic on the Stage for the last 60 of the 90 frames of your movie. You should first ensure that the Score window is opened fully and that in it you can see at least frames 1-30 and channels 2, 3 and 4. Drag-select all cells from frame 1 in channel 2 through to frame 30 in channel 4. You now have a rectangle of cells selected (displayed in reverse video), containing the complete text spite colour change sequence. Use the drag-copy or the normal copy-paste technique to copy these selected cells to frame 31-60 in channels 2-4. (The fact that the selection contains empty cells is of no consequence!) Repeat this process so that another copy of this text sprite colour change sequence is made in frames 61-90 of channels 2, 3 and 4. Play the movie to confirm that it does what it is supposed to do— you should observe a sequence of 3 colour changes repeated 3 times in the text on the Stage. At this point it would be wise to save the current movie.

1.6
Now you start creating the cast members that will comprise the bulleted list. First, you will create the bullet with the Director built-in Paint tool. Activate the Paint tool via the command Window>Paint. Those of you that have used other paint programs will immediately feel some familiarity with this tool. Basic drawing/painting tools are in a 2 column toolbar down the left side of the window, with an image manipulation toolbar located near and across the top of the window. Run your cursor slowly over the tools to see their names. Select the 'Filled Ellipse' tool (by clicking on it) from the toolbar on the left of the Paint window, so that we can draw a circular bullet (in a moment). Next, select the 'Ink' control (a drop down list adjacent to, but to the left of the horizontal scroll bar) in the Paint window, and from the drop-down list of options select the 'Gradient' option. Now use the 'Gradient Colors' tool (located two tools below the 'Filled Ellipse' tool, it’s the first tool to span across the entire toolbar, left-to-right) to colour the interior of the bullet. This tool is divided into 3 selectable components: the left third of the tool is for choosing the starting colour for the gradient; the middle third of the tool is a drop down list of options as to how the gradient is implemented; the right third of the tool is for choosing the finishing colour for the gradient. Now select the LH side of the 'Gradient Colors' tool by clicking on the left side of the tool and holding the mouse button down so that a colour palette is displayed. Select a nice bright colour to be the start colour of the colour gradient that will be applied to your bullet. (This starting colour will be the outer most colour of our bullet.) Now click on the RH side of 'Gradient Colors' tool and hold the mouse button down to display the finishing colour palette. Select another bright, but different colour, to the starting colour. (This finishing colour will be the inner most colour of your bullet.) Next click on the centre third of the 'Gradient Colors' tool and select the option 'Sun Burst' from the drop down list. Finally, move the mouse cursor onto the painting surface, hold down the Shift key (to constrain the shape of the object you are about to draw to a circle), hold down the mouse button and draw a small circle (slightly smaller than the height of the ellipse icon in the 'Filled Ellipse' tool) by dragging the cursor a short distance. If you do not like the colours or the size of your bullet you can double click the 'Eraser' tool in the toolbar on the left of the window to erase what you have drawn from the paint window and try again. When satisfied, close the Paint window by clicking the close icon ('x') in the top RH corner of the window. Have a look at the Internal Cast window and see that your coloured bullet is cast member number 5. If the bullet is somewhere else in the cast, select it and then drag it to the cast member 5 location. Then select cast member 6 by clicking on it, preparatory to adding further cast members.

1.7
Now we will use the Text tool to produce three more cast members. The command Window>Text opens the Text tool window; note that the information displays in the toolbar at the top of window indicate the next cast member you create will be cast member 6 and that you are using the 'Internal' cast. Select either 'Times' or 'Arial' as the font from the font selection drop-down list, choose 'Bold' as the text style by clicking on the 'B' button and then select 24 pt type from the size control drop-down list. Type the following:

With Multimedia

Then select the text by dragging across it. With the text selected, use the Modify>Font command to change the colour of the text to something fairly bright. Then click the '+' button in the top LH corner of the window to generate the next (text) cast member. Now type the following:

Using Videos and Photos

Adjust the right margin if necessary so that the text is all on one line. Then select the text and change it’s colour to a different colour to that of the previous (text) cast member, in the same manner you used above. Then click the '+' button in the top LH corner of the window to generate the next, and last, (text) cast member. Type the following:

Over the Internet

Select the text and change it’s colour so that it is different to that chosen for the previous two cast members. You now have the four new cast members necessary to display a bulleted list in the bottom RH corner of the Stage! Close the Text window. Save your movie now.

1.8
You will place these new cast members on Stage by dragging them from the Internal Cast window to the Score window, so make sure these two windows are visible on screen. Now select and drag the bullet (cast member 5) from the Cast window to the Score window and place it in frame 1 of channel 5. Select and drag another copy of the bullet (from the Cast window) to frame 1 of channel 7 of the Score window. Repeat again to place a bullet in frame 1 of channel 9 of the Score window. Now, having put 3 bullets on the Stage, we need to put each bullet’s associated text on the Stage, too! Select and drag cast member 6 (the text 'With Multimedia') from the Cast window to frame 1 of channel 6 in the Score window. Now, select and drag cast member 7 (the text 'Using Videos and Photos') from the Cast window to frame 1 of channel 8 in the Score window. Next, select and drag cast member 8 (the text 'Using the Internet') from the Cast window to frame 1 of channel 10 in the Score window. Now, select all sprites in frame 1 for channels 5 through 10 by either the drag-selecting or shift-clicking techniques in the Score window (the sprites of the three bullets and the pieces of associated text should all appear in reverse video in the Score window). In the Score window, apply the 'Ink' control option 'Bkgnd Transparent' to get rid of the white backgrounds in all the bullet and text sprites you have just placed on Stage. You now need to organise these sprites to comprise a bulleted list in the lower RH quadrant of the Stage.

1.9
Select the bullet in frame 1 of channel 9 in the Score window. Now, on the Stage, click and drag the selected bullet to a position about in the middle of the screen and 1-2 cm above the bottom of the Stage. Now select the bullet in frame 1 of channel 7 in the Score window. Then, on the Stage, click and drag the selected bullet to a position vertically above the bullet you have just moved (it should be about 2 cm above the lowest bullet you previously moved). Now select the bullet in frame 1 of channel 5 in the Score window. Then, on the Stage, click and drag this third bullet to be vertically above the previous bullet you moved on the Stage. It should be about 2 cm above the second bullet moved onto the Stage. To align the bullets on the Stage, select all three (by shift-clicking on the Stage) and then use the command Modify>Align to display an alignment dialogue box. Select the vertical alignment control and choose the option 'Align Centers' from the drop down list. The horizontal option should be 'No Change' (the default option). Then click the 'Align' button. Now add the appropriate text for each bullet as follows. Select the text for the first bullet point (in frame 1 of channel 6) in the Score window. On the Stage, click and drag the selected text and place it next to, but to the right of, the first bullet (about 0.5-1 cm to the right of the bullet). Select the text for the second bullet (in frame 1 of channel 8) in the Score window. On the Stage, click and drag the selected text and place it next to the second bullet and, as best you can, vertically align it (visually) with the text for the first bullet. Then select the text for the third bullet (in frame 1 of channel 10) in the Score window. On the Stage, click and drag the selected text and place it next to the third bullet and, as best you can, vertically align it (visually) with the text for the first and second bullet. Now select each of the three texts (by shift-clicking on the Stage) and then use the command Modify>Align to display an alignment dialogue box. Select the vertical alignment control and choose the option 'Align Lefts' from the drop down list. The horizontal option should be 'No Change' (the default option). Then click the 'Align' button. With the three text sprites still selected, and with a clear view of the Stage where the text is displayed, use the left or right cursor control keys (on the keyboard) to move the text closer to or further away from the bullets until you are satisfied with the relative positions of the bullets with respect to the text. Note that all text sprites should be completely displayed on the Stage, with at least 2 cm between the right most character (the 's' of 'Photos' in the second bullet point text sprite), and the right edge of the Stage. If this is not the case, select all sprites in frame 1 of channels 5 through 10 in the Score window and again use the cursor control keys to move all three bullets and associated texts to the left or right (on the Stage), as needed (each press of a cursor key moves the selected sprite(s) one pixel at a time in the direction of the arrow displayed on the key pressed). Next, we need to align each bullet and its associated text more consistently and accurately than can be achieved by eye. On the Stage, click anywhere on the background graphic outside the areas currently selected to deselect all previously selected sprites. Then, in the Score window, select the first bullet sprite (in frame 1 of channel 5) and its associated text sprite (in frame 1 of channel 6). Use the command Modify>Align to display the alignment dialogue box. Select the horizontal alignment control and choose the option 'Align Centers' from the drop down list. The vertical option should be 'No Change' (the default option). Then click the 'Align' button. Repeat this process on the second bullet point and then on the third bullet point. Finally, you may need to adjust the vertical spacing of each bullet point so that the bullet points are more evenly spaced vertically. To assist in this process, select the command View>Grid>Settings  and set the 'Spacing:' option  to 8 x 8, the 'Display:' option to 'Lines' and the 'Color'  control to a bright red colour (the default colour), then click the 'OK' button. Then select the command View>Grid>Show to display the grid on the Stage. Next, select the first bullet and its associated text on the Stage and use the cursor control keys to move the bullet over the centre of the nearest grid intersection. Then select the second bullet and its associated text on the Stage and use the cursor control keys to move the bullet over the centre of the grid intersection 4 grid divisions vertically below the first bullet. Then select the third bullet and its associated text on the Stage and use the cursor control keys to move the bullet over the centre of the grid intersection 4 grid divisions vertically below the second bullet. You have now finished the ‘assembly’ of the basic 3 bulleted points list in its final position in the lower right quadrant of the Stage! Now you have to position the bulleted list where it should be in the movie time-line and animate the appearance of the text onto the Stage. Save your movie at this point!

1.10
In the Score window select the bullet sprite in frame 1 of channel 5 by clicking on it. Then move it from frame 1 (in the Score window) by clicking on it (with the hand-shaped cursor) and drag it to frame 31 in channel 5. (This defines the time at which this sprite first appears on the Stage.) Next, duplicate this sprite (i.e., copy and paste it using whichever technique you prefer) into all the frames 32-90 in channel 5. In the Score window select the text associated with this bullet (in frame 1 of channel 6) and move it to frame 31 of channel 6. Now copy this sprite to frame 40 of channel 6. You now have defined what are called the ‘keyframes’ for the animation you are about to create. Next, select the text sprite in frame 31 of channel 6 in the Score window (the so-called 'starting keyframe'  of the animation). On the Stage, while holding down the shift key (to constrain movement to the horizontal plane) click on the selected text and drag it completely off the Stage to the right! In channel 6 of the Score window, now select all frames from keyframe 31 to keyframe 40 (in that order) by drag-selecting them. With these 10 cells selected, use the command Modify>In Between to fill-in the previously empty cells (frames 32 to 39) between the keyframe cells in this channel that define the starting time (frame 31) and finishing time (frame 40) of this animation, which comprises the ‘flying’ appearance of the text from off-Stage right until it gets to its ‘resting’ place next to its bullet in the centre of the Stage! (The basic idea of the In Between command comes from cartoon animation in films. Senior animators draw all the keyframes of the action,  defining the number of frames between them and then hand-off the drawing of these frames between these keyframes to junior/trainee  animators. The process is usually called ‘tweening’. In Director’s case it knows how many frames are empty between the keyframes , as well as the display time for each frame, and calculates the distance the sprite must move and thus it’s position in each of the empty frames!) Finally, in the Score window, copy the sprite in frame 40 to all frames 41-90 in channel 6 so that the bulleted point remains in place on the Stage until the end of the movie!

1.11
Repeat the process described in 1.10 above for the second bullet point, except that the text animation should begin in frame 41 and finish in frame 50 of channel 8 so that the ‘flying’ text animations do not overlap in time on the Stage!

1.12
Repeat the process described in 1.10 above for the third bullet point, except that the text animation should begin in frame 51 and finish in frame 60 of channel 10 so that the ‘flying’ text animations do not overlap in time on the Stage!

1.13
Now play your movie in loop mode so that it repeats over and over and watch the Stage to see that the action appears smoothly and in the correct order. If it does, you should save your movie! If not, fix those things that are wrong before saving.
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