BUSS213 Tutorial 6 Notes


BUSS213 Multimedia in Organisations

Tutorial 6 Notes — Week 7

Introduction

This week you will build two simple movies that illustrate some further capabilities for animation that are built into Director v5. It should take an hour or less, so you will have some time to work on your Assignment 2 this week.

But first, you should check out the Director movie with name 'Tut5f.dir' (or, depending on the settings in Windows Explorer, just 'Tut5f' in the G: folder labelled 'tut 6') to see what the completed Director movie for last week’s tutorial should have ended up looking like!

Tutorial 6

6.1
Start Director v5 from the BUSS213 folder by double-clicking the Director icon.

6.2
First, open the ‘finished’ Tutorial 5 Director movie using the File>Open command in Director and navigate to the folder labelled 'tut 6' (on the G: drive) and open the file called 'Tut5f.dir' (or just 'Tut5f'). 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 may need to look at the Lingo scripts in the script or ‘behaviour’ channel, as well as scripts attached to button cast members, too), 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!)

6.3
Use the command File>New>Movie to open a new (empty) Director movie file.

6.4
Use the Modify>Movie>Properties command to set the Stage to 640 x 480 pixels in size (width x height), offset by 80 x 40 pixels from the top LH corner of the monitor’s screen and set the Stage colour to black.

6.5
To start this week’s tutorial, open the Paint window and draw a filled-in circle (using the 'Filled Ellipse' tool) in a bright red/orange colour, about 2-3 cm in diameter (this will represent the ‘sun’). Note that you can add horizontal and vertical rulers to the edges of the Paint window using the command View>Ruler and that you can change the scaling units by clicking the square where the rulers join– by default the units are initially pixels; one click changes this to inches; another click changes the units to centimetres; and a third click changes the units back to pixels. Once happy with the colour and size of your cast member, name it 'Sun' and click the '+' button at the top left of the Paint window, to place this cast member into the Internal Cast as member number 1.

6.6
Now you will make another 'bitmap' cast member. In the Paint window, change the Foreground colour to a bright blue-green. Draw a filled-in circle (that will represent the 'Earth') of about 1 cm in diameter, name it 'Earth' and click the '+' button. Close the Paint window.

6.7
With the Internal Cast and the Score windows open, drag the 'Sun' cast member from the Internal Cast window to the Score window and place it in Channel 1, Frame 1. With this 'Sun' sprite selected in the Score, use the Score’s 'Ink' control to apply the ink effect 'Bkgnd Transparent' to remove its ‘white background’. Now, copy this sprite to Frames 2-29 in the same Channel. Save your movie.

6.8
Now you will add the 'Earth' cast member to the Stage and animate it to ‘circle’ the sun! To do this you need to define four points (so-called ‘keyframes’) on this ‘circle’. First, drag the 'Earth' cast member from the Internal Cast window to the Score and place it in Channel 2, Frame 1. With this 'Earth' sprite selected in the Score window, use the Score’s 'Ink' control to apply the ink effect 'Bkgnd Transparent' to remove its ‘white background’. On the Stage, move this 'Earth' sprite from the centre of the Stage down into the LH corner of the Stage. Its position should be roughly 3-4 cm up from the bottom of the Stage and 5-6 cm in from the LH edge of the Stage. Now copy this 'Earth' sprite to Frame 8 in the same Channel. With this sprite selected in the Score, move it on the Stage to a position in the RH bottom corner of the Stage. Its position should be roughly 5-6 cm to the left of the right edge of the Stage and about the same distance up from the bottom of the Stage. Next, copy this 'Earth' sprite (in Frame 8) to Frame 15 in the same Channel. On Stage, drag this sprite into the top RH corner of the Stage. Its position should be roughly 3-4 cm down from the top of the Stage and 5-6 cm in from the RH edge of the Stage. Now copy this 'Earth' sprite to Frame 22 in the same Channel. With this sprite selected in the Score, move it on the Stage to a position ‘behind’ the 'Sun', but with about one third the 'Earth' sprite visible. (There is a problem here– the 'Earth' sprite is, of course, in ‘front’ of the 'Sun' sprite since the 'Earth' sprite is in a higher channel number than the 'Sun' sprite. You will fix this shortly!) Finally, select the 'Earth' sprite in Frame 1 and copy it to Frame 29 in the same Channel. (This last sprite position has to be defined to ‘close’ the circle!) You have now defined all the necessary ‘keyframes’ for the animation, so now select all the Frames 1-29 in Channel 2 in the Score window and use the command Modify>In Between Special... to open the 'In Between Special' dialogue box. Check to 'Position' option for the 'Tween:' control; also check the 'Circular' option; then move the 'Inside-Linear-Outside' slider control to the right, halfway between the Linear and Outside marks. Click the 'Tween' button. Play your movie and observe the motion of the 'Earth' sprite around the 'Sun'! To get a ‘smoother’ circular motion, adjust the ‘curvature’ slider control in the 'In Between Special' dialogue box further to the right! (Note that you need to select all the 'Earth' sprites in Channel 2 of the Score window before you use the Modify>In Between Special... command!) When happy with motion, save your movie.

6.9
Now you will fix the problem of the 'Earth' sprite being in front of the 'Sun' sprite. In the Score window, select all the 'Earth' sprites in Channel 2. Issue the command Modify>Arrange>Move Backward and you will see, in the Score window, that the 'Earth' sprites have moved from Channel 2 to Channel 1, and that the 'Sun' sprites have moved from Channel 1 to Channel 2. Run your movie again to see that the 'Earth' sprite animation now has the 'Earth' moving behind the 'Sun' as part of its motion! Obviously, this is a more efficient way to change the appearance order of sprites on the Stage than physically moving them in the Score window! Save you movie.

6.10
Now you will make another, fairly short, movie which uses so-called ‘real-time recording’ to capture the animation of a ball being thrown onto the Stage, bouncing twice, before disappearing off-stage. Use the command File>New>Movie to start. Set appropriate stage parameters using the Modify>Movie>Properties command.

6.11
Open the Paint window and draw a round 'Ball' of any shape and colour you like, but not to big! Make it Internal Cast member number 1 and call it 'Ball'.

6.12
In the Score window, select the (empty) cells comprising Frames 1-30 of Channel 1.

6.13
In the Control Panel window, reduce the tempo from 15 fps to 5 fps. (The movie 'Tempo' control is immediately to the left of movie 'loop' button. Click on the 'down' triangle to reduce the value!) You need a fairly low frame rate so that you can move the cursor with some precision over the Stage for real-time recording! Of course once you have recorded an animation path to your satisfaction, you can increase the movie tempo so it plays back faster.

6.14
Also in the Control Panel window, click the 'Selected Frames Only' button. (This button is immediately below the movie 'loop' button.) The effect of selecting this control is that the real-time recording will take place only in Frames 1-30! Note that the frames selected are highlighted in the Score window by the appearance of a green line below the 'Frames' Channel where the frames are numbered 1, 5, 10,..., etc.

6.15
Before activating real-time recording, select the cast member you want to animate in the Internal Cast member window. (Do NOT drag this cast member onto the Stage or into the Score window!)

6.15
To have real-time recording activated (shown again in the Score window by the appearance of a red circle on the RH side of the channel label area, immediately to the left of Frame 1), but not ON yet, you must hold down the Control and Space Bar keys simultaneously and keep them held down while real-time recording is in progress.

6.16
Real-time recording is turned ON by clicking (and holding down) the (left) mouse button on the Stage. Then drag the mouse to trace the required path before releasing the mouse button and the keys. In order to do this successfully, you must be able to see the playback head in the Score window, so that you can judge how fast you need to go to trace out the desired path in the 30 frames allocated for real-time recording!

6.17
So, to get your 'Ball' sprite bouncing across the Stage from left-to-right (or vice-versa), click the mouse about three-quarters the way up to the top of the Stage on the LH side, then trace a parabolic path to the bottom of the stage, then up and down (in a parabolic path) to hit the bottom of the stage three-quarters of the way across, and then bouncing off stage on the right hand side of the Stage about 1/4 to 1/6 of the way up from the bottom!

6.18
You will initially find it quite difficult to do this. But if not satisfied, select the animated sprites in the Score window, press the 'Delete' key to remove them and try again! (Be careful here: if the Internal Cast window is active then you will delete your 'Ball' cast member!) In some cases, particularly if you have a ’sticky’ mouse track ball, try putting a book or piece of paper under the mouse! Once you are satisfied with your animation of a bouncing ball, increase the tempo in the Control Panel window and replay your movie. Save your movie.
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