BUSS213 Tutorial 5 Notes


BUSS213 Multimedia in Organisations

Tutorial 5 Notes — Week 6

Introduction

This week you will continue to build/edit the Director v5 movie that you started in Tut3 and enhanced in Tut4. In this tutorial you will build a simple menu screen and a ‘credits’ screen that will be accessed from the menu screen.

But first, you should check out the Director movie with name 'Tut4f.dir' (or, depending on the settings in Windows Explorer, just 'Tut4f' in the G: folder labelled 'tut 5') to see what the completed Director movie for last week’s tutorial should have ended up looking like!

Tutorial 5

5.1
Start Director v5 from the BUSS213 folder by double-clicking the Director icon.

5.2
First, open the ‘finished’ Tutorial 4 Director movie using the File>Open command in Director and navigate to the folder labelled 'tut 5' (on the G: drive) and open the file called 'Tut4f.dir' (or just 'Tut4f'). With the Control Panel open, set the movie to 'loop'. Then click the 'play' button and watch the movie (make sure you can see all of the Stage first, and that the computer sound control is NOT muted!) 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! 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, 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 for that Frame! 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 for further investigation later. Note that it is too large to store on floppy disk!)

5.3
Use this movie, or open your own version (saved from last week) by using the File>Open command in Director.

5.4
To start this week’s tutorial you will do a little editing on the movie from last week. In the score window select the 'HghLgt' sound sprites in the Sound Effects Channel 2 in Frames 86-90 and then press the 'Delete' key to remove these sprites from the Score. Then select the 'Stars Bkgnd' graphic sprites (should be in Sprite Channel 1) in Frames 86-90 and press the 'Delete' key to remove them.

5.5
Now you will make two more cast members in the form of 'buttons' that will form a simple menu screen at the end of your current movie. To start, in the Score window select the (empty) cell defined by sprite Channel 1 and Frame 87. To create the button, use the command Insert>Control>Push Button. This will create a button on the Stage. Type in “Credits” for the ‘button text’. Double click the new cast member in the Internal Cast window to open the 'Button' in the Text window. In the Text window select the text and then use the command Modify>Font to open the 'Font' dialogue box. Change the font to 'Arial', the font size to 18 pt, the style to 'Bold' and the font colour to a bright red and then click the 'OK' button. In the Text window, move the thickened right margin marker (beside the text, but to its right) to the left to reduce the length of the button you see on the Stage, then close the text window. In the Internal Cast window select the new button and name it 'Credit Btn'. On the Stage, select the button and then drag it to the LH bottom corner of the  Stage. It should be about 1 cm away from the LH edge of the Stage and about 1 cm up from the bottom edge of the Stage. Next, in the Score window, select the (empty) cell defined by sprite Channel 2, Frame 87. Now repeat the above process to create a second button, with ‘button text’ “Quit”. Call this cast member 'Quit Btn'. On the Stage, drag the button next to, but to the right of the 'Credit Btn' in the bottom LH corner of the Stage. There should be about 1 cm gap between the two buttons. Select both buttons and use the Modify>Align command to align the two buttons horizontally. Now go back to Score window and note that the 'Credits Btn' has been placed into Channel 1 at Frame 87 and the 'Quit Btn' has been placed into Channel 2, Frame 87, the cells we selected before we issued the Insert>Control>Push Button command. Copy these sprites into Frames 88-90 in the same Channels.

5.6
Frames 87-90 now constitute, within your movie, a simple 'Menu' screen! You want to continue to display this screen until the viewer of your movie clicks on one of the (two) buttons! The best way to implement this requirement is to write a simple (Lingo) script in the so-called 'Behaviour' (effects) Channel. (This effects Channel is immediately below the Sound Effects Channel 2.) In the Score window, locate the cell defined by the Behaviour Channel and Frame 90. Since this is the last Frame containing the Menu, this is logically the place to get Director to 'stop' and wait for the user to respond by clicking one of the two buttons. Double click this cell to open a Score Script window containing the following:

on exitFrame

   |

end

with the cursor located on the line between the two lines of Lingo supplied, but indented a little to the right! These two lines are the default Lingo statements for the Behaviour Channel, but any (or many) other ‘event handlers’ could be scripted here! The exitFrame event is the event of the playback head moving from the Frame containing this Lingo script (program) to the next Frame (in sequence). The end statement tells Director that this is the end of the script. What we need to type in here is (in bold):

on exitFrame

   go to the frame

end

so, when the playback head is about to move to the next Frame, we tell it to go to the frame! The words 'the frame' constitute an internal variable in Director which keeps track of which Frame the playback head is currently in. If the playback head is currently in Frame 90 (as is the case here) the variable 'the frame' returns the value 90! Thus, as the playback head is about to leave Frame 90, the exitFrame event becomes true and so the next statement is executed, which sends the playback head back to play Frame 90 again! Note that this Behaviour Channel script becomes an Internal Cast member and thus it gets a cast member number and can be given a name! In the Internal Cast window, name it 'Wait for Btn Click'.

5.7
Now you must put some Frame ‘markers’ into your movie. In the Score window, above the effects Channels and the 'Frame' Channel (that displays the location of the playback head) is the so-called 'Marker' Channel. (It’s the highest Channel in the Score window!) It is ‘labelled’ with a button icon containing a downward pointing arrow head (black on a white background). If you click on the button and, holding the button down, drag the icon to the right until it’s immediately above Frame 87 (then release the mouse button), you will see that a downward pointing arrow head is now above Frame 87. This is a called a 'Frame Marker'. Type in “Menu” to give the 'Frame Marker' a name or label, then press the 'Enter' key. You should see the 'Menu' label next to the marker. Now drag another 'Frame Marker' to Frame 92 and type in “Credits” as its name/label. Save your movie now!

5.8
Next you need to create the ‘Media Credits’ screen on the Stage. You will first create a heading for this screen using the text window. Open the Text window and select the font 'Arial', select bold style by clicking the 'B' button, select a font size of 18 pts and then click on the 'Centred' paragraph/text alignment button. Type in “Media Credits”. Select the text and using the Modify>Font command, change the text colour to a bright and fairly light green colour. Before closing the Text window, give this cast member the name 'Credits Hdg'. Select this cast member in the Internal Cast window and drag it to sprite Channel 1, Frame 92 in the Score window. This should cause a sprite of this cast member to appear on Stage, centred! With the 'Shift' key held down, drag this sprite to the top, centre of the Stage, about 0.5 to 1 cm away from the top edge of the Stage. In the Score window use the 'Ink' control to choose the option 'Bkgnd Transparent' from the list to get rid of the ‘white’ surrounding this heading. Now use the File>Import command to get the text file containing the media credits from the 'tut 5' folder on the G: drive. The file is called 'Credits.rtf' (or just 'Credits'). In the Internal Cast window, double click this cast member to open it in the Text window. Select all of the text and then use the Modify>Font command to change its colour to a bright yellow, then close the Text window. In the Internal Cast window, rename the cast member “Media Credits” before dragging this cast member to Channel 2, Frame 92 in the Score window. Using the Score window’s 'Ink' control, select the option 'Bkgnd Transparent' from the list to get rid of the ‘white’ surrounding this text. On Stage, while holding down the 'Shift' key, adjust the position of this text sprite so that it is roughly equally spaced between the 'Media Hdg' at the top of the Stage and bottom edge of the Stage. When your satisfied with the positioning of the 'Media Credits' text, select it and the sprite in Channel 1, Frame 92 and copy both to Frames 93-95 (in the same Channels).

5.9
Now you will need to do a little more Lingo programming. Double click the Behaviour Channel in Frame 95. Enter the following line (in bold):

on exitFrame

   go to frame "Menu"

end

This causes the playback head, on leaving Frame 95, to go to the Frame we labelled 'Menu' (which was Frame 87) in the Marker Channel! Why go back here? So that the user can view the 'Media Credits' again, if they want to (by clicking on the 'Credits' button), or, more likely, to click on the 'Quit' button! In the Internal Cast window, name this cast member 'Goto Menu'.

5.10
Now you will ‘attach’ Lingo scripts to the two menu buttons. In the Internal Cast window, double click the 'Credits Btn' cast member to open the 'Button n: Credits Btn' properties window (where ‘n’ is the cast member number of this button). In this window, click the 'Cast Member Script' button (immediately to the right of the cast member name display ‘box’ at the top of the window). In the script window that opens, type in (bold):

on mouseUp

   go to frame "Credits"

end

The mouseUp event, is of course, the event that terminates a click! Thus, when the 'Credits' button is clicked the playback head will transfer to the Frame you labelled 'Credits', ie, Frame 92! Note that the spelling of the label/name of the Frame must exactly match that attached to the Frame 'Marker' label/name! Now close the script window and the cast member properties window. In the Internal Cast window, double click on the 'Quit Btn' cast member to open the 'Button n: Quit Btn' properties window (where ‘n’ is the cast member number of this button). In this window, click the 'Cast Member Script' button. In the script window that opens, type in (bold):

on mouseUp

   halt

end

Thus when the 'Quit' button is clicked the movie stops playing and you can continue editing or adding to your movie! You could have substituted 'quit' for 'halt', but this would not only have caused the movie to stop playing, but also to have caused Director to 'exit'! While this would be appropriate for your intended users, but for you, at this point in time, it would be a substantial inconvenience. Play your movie to see how it works. You will notice that the media credits screen does not display long enough for you to read the details and this should be fixed.

5.11
Double click the 'Tempo' effects channel in Frame 94. This opens the 'Frame Properties: Tempo' dialogue box. Select the option 'Wait:' and adjust the slider control or use the increase/decrease buttons to alter the period to 10 seconds. Then click the 'OK' button. Run the movie again. Adjust this tempo setting again if you feel it needs to be altered.

5.12
Finally, you should set a transition effect for the appearance of the 'Media Credits' screen. In the 'Transition' effects Channel, double click Frame 92 to open the 'Frame Properties: Transition' dialogue box. In the LH pane, select the 'Reveal' option for the 'Categories' control; in the RH pane select the option 'Reveal Down' for the Transition' control. Set the 'Duration:' control to 2 seconds, and select the 'Changing Area Only' option for the 'Affects:' control, then click the 'OK' button. Note that implementing transition effects adds yet another member to the Internal Cast! Run your movie and make any alterations you think necessary to get it ‘right’. Then save it to your H: drive folder and you are finished this week’s tutorial which has introduced you to a simple technique that provides for a basic level of interaction of your movie with the user of your movie!
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