BUSS213 Tutorial 4 Notes


BUSS213 Multimedia in Organisations

Tutorial 4 Notes

Introduction

This week you will continue to build/edit the Director v5 movie that you started in Tut3. In this tutorial you will import some graphics, sounds and a short QuickTime (digital) movie, apply some transition effects and edit some aspects of the Director movie you constructed last week.

But first, you should check out the Director movie with name 'Tut3f.dir' (or, depending on the settings in Windows Explorer, just 'Tut3f' in the G: folder labelled 'Tut3') to see what the completed Director movie for last week’s tutorial should have ended up looking like!

Tutorial 4

4.1
Start Director v5 from the BUSS213 folder by double-clicking the Director icon.

4.2
First, open the ‘finished’ Tutorial 3 Director movie using the File>Open command in Director and navigate to the folder labelled 'Tut 3' (on the G: drive) and open the file called 'Tut3f.dir' (or just 'Tut3f'). With the Control Panel open (use the command Window>Control Panel to display it if it is not already displayed) , set the movie to 'loop' by making sure the button in the top RH corner of the Control Panel displays a flattened open loop icon. Then click the 'play' button and watch the movie (make sure you can see all of the Stage first by either moving or closing other windows that may open and obscuring your view and making sure that the entire Stage is viewable on screen via use of the Modify>Movie>Properties command, see step §1.4 in the Tutorial 3 Notes for details) play a few times. Stop the movie and display the Score window and have a careful look at it to understand how it does what it does! Note that the slightly ‘thicker’ cell lines above some cells contain sprites that have been ‘animated’ via the commands Modify>In Between or Modify>Reverse Sequence. To see exactly what happens it is best to play the movie ‘Frame by Frame’ by using the 'Step Forward' control button in the Control Panel (it’s the second button from the left in the top row of the Control Panel), but first you should rewind the movie! Then, as you watch the movie ‘Frame by Frame’ on screen, look at the Score to see which Frame is being displayed and which channels have sprites in them! When happy that you understand how the movie works, you can move on to today's tutorial. (You may want to save this Director movie to your H: drive folder, or to a floppy disk, for further investigation later.)

4.3
Use this movie, or open your own version (saved from last week) by using the File>Open command in Director.

4.4
Last week you no doubt found that none of the 'Ink' effects got rid of the black /grey backgrounds that surrounded the pictures of the Moon, Sun, and Earth! You will now edit these pictures in Director’s Paint tool so that most of that background is ‘white’ and thus can be made transparent so that the surrounding background does not obscure the background graphic we placed in Channel 1 of the Score! Since editing may result in unintended mistakes, you should edit copies of these Cast members rather than the original pictures. So, in the Internal Cast window, select the Sun Cast member and copy it; then paste it into Cast member 6. Then double click Cast member number 6 to open the Paint tool with Sun picture loaded in the Paint window. Select the 'Eraser' tool from the toolbox on the left (it’s the second tool down from the top in the right column) and carefully remove most of the black background surrounding the Sun. Use the 'Magnifying Glass' (or the View>Zoom command) to enlarge the picture (this tool is immediately below the 'Eraser' tool in the toolbox) so that it becomes a little easier to remove the black pixels surrounding the Sun with a little more precision. (Note that each click of the 'Magnifying Glass' on the picture enlarges the graphic by 100% of its current size and displays the original sized picture in a window in the top RH corner of the Paint window. To return to the original sized graphic, click inside the window in the top RH corner of the Paint window.) Spend no more than 5-10 minutes editing the Sun picture in this way. Note that it is unnecessary to remove all the black pixels– a layer or two of black pixels can be left around the picture without major detriment to the display of the picture on the Stage since the Stage colour is black! Repeat this process for the Earth and Moon pictures. If you make a major mistake in your editing, do not panic– close the Paint window and select the 'Internal Cast' window. Select the picture you were editing, delete it and start again! (This is why you always do editing on a copy, rather than on the original!) Once you have edited each of the three pictures to your satisfaction, it’s time to save your movie!

4.5
Now, you will import a new background graphic to replace the rather primitive, simple ‘atom’ graphic we used last week! (The desire to continually improve the movie and its components is a very real part of prototyping one’s ideas and their final realisation, so this requirement to change the background is quite realistic in terms of mirroring what often happens in the ‘real world.’) Use the command File>Import and navigate to the 'Tut 4' folder on the G: drive via the 'Import Files' dialog box. Make sure the option 'All Files' is selected from the drop down list in the 'Files of type:' control. Select the file named 'Bkgnd2' and import it. It should become Cast member number 9. Change its name to 'Starsbkgnd' in the Internal Cast window.

4.6
Now we will replace the original background graphic in the movie with the new graphic you just imported. Select all sprites in Channel 1 (in Frames 1-70 of the Score), then select Cast member number 9 in the Internal Cast window and finally, click the 'Exchange Cast Members' button in the toolbar (it’s the second button from the left in the third group of buttons from the left in Director’s toolbar under Director’s Menu bar, or use the command Edit>Exchange Cast Members). This will result in the new background graphic (called 'Starsbkgnd') replacing the original graphic (called just 'Bkgnd') in the Score window! Check that this happened by looking in the Score window at the Cast member number in Channel 1. It was Cast member number '01'; it should now be Cast member number '09'! Now select Cast member number 1 in the Cast window, and delete it (by pressing the 'Del' key)! Then select Cast member number 9 in the Internal Cast window, then drag the Cast member (when the cursor turns into a hand when placed back over the ‘thumbnail’ of the new background) to the vacant Cast member number 1 location in the Internal Cast window. Note that the Cast member number in the Score will have now changed from '09' back to '01' as a result of this action!

4.7
Now repeat this ‘exchange cast members’ procedure for the three pictures you edited in step 4.4 above. First, select all Sun sprites in Channel 2 in the Score window. Then select the edited Sun picture in the Internal Cast window, then issue the Edit>Exchange Cast Members command. Next, delete the original Sun picture from the Internal Cast and drag the edited Sun picture to the location of the old Sun picture in the Internal Cast window. With all the new Sun picture sprites selected (they will be in reverse video) in the Score window, select the 'Bkgnd Transparent' option in the 'Ink' control in the Score window to apply this ‘ink effect’ to all of the new Sun sprites! Now repeat this procedure for the Earth and Moon pictures. Play the movie to see that it works as expected, then save the movie.

4.8
Now you should import the other media elements needed to complete this week’s tutorial. Using the File>Import command, import the 'Eclipse', 'Grph4', 'Snd1' and 'Snd2' files.

4.9
Select the 'Eclipse' Cast member in the Internal Cast window and click the 'Cast Member Properties' button (it’s next to the Cast Member name display box at the top of the Internal Cast window; its icon is a white ‘i’ character inside a circle filled with a dark blue background). This displays the 'Digital Video Cast Member Properties' dialogue box. In this dialogue box in the 'Playback:' control, select the options 'Video' and 'Audio'; in the 'Framing:' control, select the option 'Scale'; in the 'Video:' control, select the option 'Play Every Frame (No Sound)' from the list; in the 'Rate:' control, select the option 'Normal' from the list; then select the control option 'Enable Preload'; finally, in the 'Unload:' control, select the option '3 - Normal' from the list, then click the 'OK' button. Before pre-viewing this movie, you should ensure the sound is turned on, on your computer. At the right hand end of the MS-Windows Task Bar (at the bottom of computer screen), locate the small speaker icon and click on it to reveal a volume slider control and a 'Mute' option box. If the 'Mute' option box is selected, click on it to unselect it! The volume slider should be set at about 75% of full volume. You can adjust the volume level again if this is too quiet or too loud for you. Now, to preview this QuickTime (digital) movie before placing it in your Director movie, double click the movie’s thumbnail in the Internal Cast window. This opens a dialogue box which allows you to preview the movie. Click the play button down in the bottom LH corner of the window to watch the QuickTime (often referred to as 'QT') movie before incorporating it into your Director movie. When it’s finished playing, close the dialogue box by clicking the close button in the top RH corner. Now you know what it looks like and how it sounds so that you can ensure it plays to the end in your Director movie. Now drag it from the Internal Cast window to Frame 61 in Channel 2 in the Score window. Then copy this sprite into Frames 62-80 of Channel 2. On the Stage, select and drag the QT movie Frame down into the LH bottom corner of the Stage. Play the Director movie now to see if everything is alright. You will note that the QT movie does not finish playing, so you will have to alter the Director movie Tempo or add some more copies of the QT movie sprite to Channel 2. Double click the Tempo channel in Frame 60 to open the 'Frame Properties: Tempo' dialogue box. Select the 'Tempo:' control and adjust the rate back to 1 fps, then click the 'OK' button. Run your Director movie again and observe whether or not the QT movie completes. If it does (and it should) you can vary the Frame Tempo rate in Frame 60 to higher values and see what the highest rate is that can play the QT movie to completion in 15 Frames. When satisfied with the rate, save the Director movie. Did you notice anything else wrong when you played the Director movie? Yes, the sound did not play! Remember we selected the option 'Play Every Frame (No Sound)' in the 'Video:' control in the 'Digital Video Cast Member Properties' dialogue box. But this is not necessarily responsible for the lack of sound. There is some sort of ‘glitch’ in the Director v5 software wherein digital movies with sound tracks that are incorporated into a Director movie sometimes can be heard, but other times they cannot be! (Later versions of Director play digital video sound tracks OK!)

4.10
You will incorporate some background sound into your Director movie. Select the 'Snd1' Cast member in the Internal Cast window. Change its name to 'Bkgnd Sound' in the Internal Cast window. Use the command Modify>Cast Properties to display the 'Cast Properties' dialogue box for this Cast member. In the 'Preload:' control, select the option 'Before Frame One' from the list, then click the 'OK' button. Then, in the Internal Cast window (with the 'Bkgnd Sound' Cast member selected), click the 'Cast Member Properties' control button (the second control button to the right of the Cast member name display box) to open the 'Sound Cast Member Properties' dialogue box. This dialogue box allows you to preview the sound before placing it in your Director movie, so that you know what it sounds like and whether, when placed in the movie, it plays to completion. On the LH side of the dialogue box, click the play button and listen to the sound until it finishes– it lasts for about 30 seconds! When finished listening to the sound, in the dialogue box select the option 'Loop' for the 'Options:' control, then click the 'OK' button. Now select and drag the 'Bkgnd Sound' from the Internal Cast window to Frame 1 in the first of the Sound Effects Channels (it’s the fourth effects channel from the top of the Score window and is labelled with a '1' followed by a speaker icon) in the Score window. Then copy this sprite into Frames 2-90 in the same Channel. Play the movie and note whether or not the sound completes playing. If it does not, double click the Tempo Channel in Frame 1 to open the 'Frame Properties: Tempo' dialogue box. Select the 'Tempo:' control and adjust the rate back to 1 fps, then click the 'OK' button. Play the movie again. The sound should play about 3 complete times, which is OK. It would be wise to save your Director movie at this point.

4.11 Note that you can turn off any Channel in the Score window by clicking on the small ‘diamond’ icon which is located to the left of the Channel ‘labels’. This small control ‘widget’ is a click-ON/click-OFF toggle switch control which can often be usefully employed when debugging a Director movie. This is the easiest way to turn off sound channels while building/editing a movie once the sound Channel(s) ha(s/ve) been ‘filled’. (Even the most innocuous background sound can drive you crazy if you hear it often enough! That’s why many Multimedia developers leave inclusion of sound clips to one of the last tasks to be finalised!)

4.12
Now select the Cast member 'Grph4' in the Internal Cast window. In the Internal Cast member window change its name to 'Sun Flare'. Then double click the thumbnail to open the Cast member in the Paint tool window. Select the 'Registration Point' tool (it’s the second tool from the top of the toolbox in the LH column and has an icon like ‘cross hairs’ in a microscope or telescope). This tool allows you to alter the so-called 'Registration Point' of the graphic so that when you place the graphic in the Score window, Director aligns this Registration Point with the centre of the Stage. When the 'Registration Point' tool is selected you will see a set of cross-hairs appear in the Paint window. Click and drag the intersection point of the cross-hairs to the left by about 3 cm and down about 2 cm. Close the Paint window. Drag the 'Sun Flare' graphic from the Internal Cast window to the Score window and place it in Frame 81 of Channel 2. On the Stage, note that the 'Sun Flare' bounding box is located slightly towards to the top RH corner of the Stage due to its 'Registration Point' being altered from its default location in the centre of the graphic! If it’s not quite located in the top RH corner of the Stage, select the graphic on Stage and drag it so that it is! Now copy the sprite in Frame 81, Channel 2 and paste it into Frames 82-90 of Channel 2.

4.13
Now select the 'Snd2' Cast member in the Internal Cast window and rename it 'HghLgt Sound'. Use the command Modify>Cast Properties to open the 'Cast Properties' dialogue box. For the 'Preload:' control, select the option 'When Needed' from the list, then click the 'OK' button. Then click the 'Cast Member Properties' control button (in the Internal Cast window) to open the 'Sound Cast Member Properties' dialogue box and for the 'Options:' control select the 'Loop' option and then click the 'OK' button. Now drag the 'HghLgt Sound' Cast member from the Internal Cast window to the Score window and place it in Frame 81 of second Sound Effects Channels. Copy this sprite into Frames 82-90 in the same Channel. Play the Director movie to see how it looks and sounds! Note that 'HghLgt Sound' does not play to completion in the number of Frames you have assigned it, but in this case it does not greatly matter! (Note that we do not have access to the necessary sound editing software of the right ‘vintage’ for this version of Director, so we could not edit it to a much shorter piece, which was our preferred option!) Save your movie now.

4.14
You will have noticed that there are some ‘gaps’ at the end of the movie where the text and the Moon disappear, as well as the background graphic. You need to extend their appearance on Stage, so, in turn, select the text sprite in Channel 5 and copy it from Frame 70 (where it finishes) and paste it into Frames 71-80 of the same Channel; then select the 'Moon' sprite in Frame 70 of Channel 3 (that is where it should be!), copy it and then paste it into Frames 71-80 of the same Channel; and finally, select the 'Starsbkgnd' sprite in Frame 70 of Channel 1 and copy it, then paste it into Frames 71-90 of the same Channel.

4.15
Next, you will apply a Transition Effect via setting a Stage transition effect in the Transition Effects Channel to mark the disappearance of some sprites and the appearance of others. In the Transition Effects Channel (between the Palette Effects Channel and the Sound Effects 1 Channel) double click Frame 81 to open the 'Frame Properties: Transition' dialogue box. In the 'Categories' list on the left of the dialogue box, select the category called 'Dissolve' from the displayed list; then select the transition called 'Dissolve, Pixels' from the 'Transitions' list on the RH side of the dialogue box. In the 'Duration:' control, set the time taken to 2 seconds (if not already set to this value) using the ‘slider’ control and/or the ‘increase/decrease’ buttons to the right, then click the 'OK' button. When you play the movie you should see, when Frame 81 is under the replay head in the Score window, the text and Moon disappear gradually, while at the same time the 'Sun Flare' graphic gradually appears on Stage.

4.16
Finally, you will remove the background graphic from Frames 1-5 in Channel 1, then apply a transition effect to its appearance in Frame 6 of the same Channel. First, select the 'Starsbkgnd' sprites in Frames 1-5 in the Score window and press the 'Del' key to remove them from these Frames so that the movie starts out by showing an empty, black Stage. Then double click Frame 6 in the Transition Effects Channel to open the 'Frame Properties: Transition' dialogue box. In the 'Categories' list on the left of the dialogue box, select the category called 'Other' from the displayed list; then select the transition called 'Vertical Blinds' from the 'Transitions' list on the RH side of the dialogue box. In the 'Duration:' control, set the time taken to 2 seconds (if not already set to this value) using the ‘slider’ control and/or the ‘increase/decrease’ buttons to the right, then click the 'OK' button. Run the movie again and watch what happens as the replay head passes through Frame 6– the background graphic should be revealed as if opening vertical blinds on the graphic scene! Now save your movie in your H: drive folder since you will need it for next week’s tutorial! (Note that the Director movie is probably too large to store on a floppy, depending on whether all cast members are stored in the movie fully, or whether they are merely linked to their current storage locations on the G: drive.) Before logging out and as a courtesy to subsequent users of the PC you are now using, go back to the sound widget in the MS Windows Task Bar and 'Mute' the sound.
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