BUSS213 Tutorial 7 Notes


BUSS213 Multimedia in Organisations

Tutorial 7 Notes — Week 8

Introduction

This week you will build a movie that reinforces some of the ideas/techniques introduced last week and earlier in the session. It should take you about an hour, so you will have some time to work on your Assignment 2 this week.

But first, you should check out the Director movies with names 'Tut6Af.dir' and 'Tut6Bf.dir' (or, depending on the settings in Windows Explorer, just 'Tut6Af' and 'Tut6Bf' in the G: drive BUSS213 folder labelled 'tut 7') to see what the completed Director movies for last week’s tutorial should have ended up looking like!

Tutorial 7

7.1
Start Director v5 from the BUSS213 folder by double-clicking the Director icon.

7.2
First, open the first ‘finished’ Tutorial 6 Director movie using the File>Open command in Director and navigate to the folder labelled 'tut 7' (on the G: drive) and open the file called 'Tut6Af.dir' (or just 'Tut6Af'). 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) 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, save the movie to your H: drive folder or to a floppy disk if you wish, then you should open the second ‘finished’ Tutorial 6 Director movie using the File>Open command in Director and navigate to the folder labelled 'tut 7' (on the G: drive) and open the file called 'Tut6Bf.dir' (or just 'Tut6Bf'). Play the movie until you understand how it does what it does. Now stop playing the movie, deselect the 'looping' control in the Control Panel window, rewind the movie and in the Score window select the control 'Trails' (just below the 'Ink' drop down list control). In the Control Panel window click on the step forward button, then in the Score window select the control 'Trails' again. Continue this sequence until you get to the end of the movie. Now play the movie from start to finish and you will see a ‘trial’ of balls left after the ball on the Stage! (This was supposed to have been done in last week’s tutorial, but wasn’t since the Director manual says that you can select the control 'Trials' prior to starting real-time recording, but you can not do this and it has taken a while to work out how to do it!) You may want to save this Director movie to your H: drive folder or to a floppy disk to investigate further at a latter time!

7.3
Use the command File>New>Movie to open a new (empty) Director movie file.

7.4
Use the Modify>Movie>Properties command to set the Stage to 320 x 240 pixels in size (width x height) and offset by 160 x 80 pixels from the top LH corner of the monitor’s screen.

7.5
To start this week’s tutorial, use the File>Import command to import a majority of the required cast members. In the 'Import Files' dialogue box that appears, navigate to the G: drive and open the 'tut 7' folder. In the control 'Files of type:' select the option 'Macintosh PICTS' files from the drop-down list, click the 'Add All' button and then click the 'Import' button. When the 'Image Options' dialogue box pops up, select the 'Stage' option for the 'Color Depth:' control and, if necessary, the 'Remap to System - Win' option for the 'Palette:' control. Also select the 'Same Settings for Remaining Images' option before clicking the 'OK' button. Seven cast members should be imported: 'Doc1', 'Doc2', 'Doc3', 'Doc4', 'Folder1', 'Folder2' and 'TableTop'. Save your Director movie now.

7.6
First you will set the movie frame rate. Double click the 'Tempo' effects Channel in Frame 1 (it is the top-most effects channel, with a ‘clock’ icon). In the 'Frame Properties: Tempo' dialogue box which opens, select the 'Tempo:' control and use the slider or 'decrease/increase' buttons to change the tempo to 10 frames per second (fps). A '10' should appear in Frame 1 of this channel after you have closed the dialogue box by clicking the 'OK' button.

7.7
Next, you will set the background graphic. With the Internal Cast and the Score windows both open, drag the 'TableTop' cast member from the Internal Cast window to Frame 1 of sprite Channel 1 in the Score window. Then copy this sprite into Frames 2-30 of Channel 1 in the Score window.

7.8
Now you will add the 'Folder1' cast member to the Stage. Drag it from the Internal Cast window to Frame 1 of Channel 2 in the Score window. With this sprite selected in the Score window, set the 'Ink' control in the Score window to the 'Matte' option to remove the surrounding ‘white’ from the ‘bounding’ rectangle. Next, drag the 'Folder2' cast member from the Internal Cast window to Frame 1 of Channel 3 in the Score window. Again, with this sprite selected in the Score window, set the 'Ink' control in the Score window to the 'Matte' option. Next, select the sprites in Frame 1 of Channel 2 and Channel 3 in the Score window and then, on the Stage, drag the 'Folder1' and 'Folder2' graphics down onto the desk top in the bottom LH corner of the Stage. Now duplicate these two sprites into Frames 2-30 in Channels 2 and 3, so that the ‘Folder’ remains visible on Stage in the LH bottom corner of Stage (on the ‘desk top’) for the duration of the movie! Save your movie now.

7.9
Next you will duplicate this folder on the right side of the desk top. Select all the sprites in Frames 1-30 in Channels 2 and 3 in the Score window. Copy these sprites to Frames 1-30 of Channels 5 and 6 in the Score window. With these sprites selected and with the 'Shift' key held down (to constrain movement to the horizontal), drag the 'Folder1' and 'Folder2' graphics to the right hand side of the desk top on the Stage. Now you should have two ‘folders’ on Stage sitting on the desk top– one on the left of the desk top and one on the right, for the duration of the movie.

7.10
Now you will place a ‘document’ inside the folder on the LH side of the desk top and animate it to ‘fly’ up out of that folder, fly across the desk top and then down into the folder on the RH side of the desk top (somewhat similar to the MS-Windows animated graphic that accompanies the copying of files/folders from one disk to another disk)! But first, you must move the 'Folder2' graphic (the ‘front’ of the folder) from Channel 3 to Channel 4 so that you can place the document between the front and rear of the folder, by placing the document graphic in Channel 3. So, select all sprites in Channel 3 in the Score window and drag them into Frames 1-30 of Channel 4. Now drag the 'Doc1' cast member from the Internal Cast window into Frame 1 of Channel 3 in the Score window. With this sprite selected in the Score window, use the 'Ink' control to select the 'Matte' option (in the Score window). Then drag it into the folder on the left hand side of the desk top. Use the cursor arrow keys to ‘nudge’ it into a position inside the folder so that it cannot be seen. (The cursor arrow keys move the selected sprite one pixel at a time in the direction indicted by the direction of the arrow. This technique is best used in situations like this since it so easy to select and move the wrong sprite using the mouse pointer on the Stage!)

7.11
Next, you will set ‘keyframes’ for the animation of the ‘flight’ of this document from the folder on the left of the desk top into the folder on the right. In the Score window select the 'Doc1' sprite in Frame 1 of Channel 3. Copy it into Frame 10 of Channel 3. With this sprite selected (ie, Frame 10, Channel 3), use the 'Up' cursor arrow key to move the 'Doc1' sprite up and out of the folder. Once you have it sufficiently clear of the top of the ‘folder’, hold the 'Shift' key down (to constrain movement to the vertical) and drag (on the Stage) the 'Doc1' up so that its bottom is about level with the bottom of the ‘window’ in the background graphic. Now copy this sprite from Frame 10, Channel 3 into Frame 20 of Channel 3. With this sprite selected (ie, Frame 20, Channel 3), again hold down the 'Shift' key (to constrain motion to the horizontal) and drag this 'Doc1' graphic (on the Stage) to right so that it is roughly vertically above the folder on the RH side of the desk top. Finally, to set the final keyframe, select this sprite (ie, Frame 20, Channel 3) and copy it into Frame 30 of Channel 3. With this sprite selected (ie, Frame 30, Channel 3), hold down the 'Shift' key and drag the 'Doc1' graphic down into the folder on the RH side of the desk top. If you are unable to do this so that it disappears entirely, use the cursor arrow keys to ‘nudge’ the document into position so that no part of it can be seen.

7.12
In the Score window, select all the cells in Frames 1-30 of Channel 3. Then use the command Modify>In Between Special... to display the 'In Between Special' dialogue box. Select the 'Position' and 'Size' options in the 'Tween:' control, and move the ‘curvature’ control slider 3 units to the left of the centre 'Linear' position and then click the 'Tween' button. Play your movie to see whether the animation is fairly smooth. If necessary, adjust the ‘curvature’ control further to the left if necessary. Save your movie now.

7.13
You should have noticed one thing wrong when you played your movie in the last step: the ‘document’ clearly goes behind the folder on the right rather ‘into’ it. (If you did not pick this up, play the movie again, in loop mode, and watch it carefully ... see?!) You need to fix this! To do this, select all the sprites in Frames 1-30 of Channel 6 in the Score window. Drag these sprites into Frames 1-30 of Channel 7 in the Score window. Now select the sprites in Frames 21-30 of Channel 3 in the Score window and then use the Modify>Arrange>Move Forward command three times to move these sprites into Frames 21-30 of Channel 6. Play your movie again and watch it carefully to see that the document now disappears into the folder on the RH side of the desk top, as it should! Save your movie now. (This illustrates that it is not necessary to have all of an animation recorded in just one sprite Channel in order for the animation to appear to be continuous on the Stage! Clearly, it is better to have have it one Channel, but it is not necessary.)

7.14
Now have a look at what this command has done to the Score. You should see that sprites in Frames 21-30 of Channels 4 and 5 have both been moved up one channel! While there is nothing intrinsically wrong with this, you should move them down one Channel to make the Score ‘neat and tidy’. So, select the sprites in Frames 21-30 in Channels 3 and 4 and drag them down one Channel (so they are now in Channels 4 and 5).

7.15
To make this animation a little more realistic you will now replace most of the 'Doc1' sprites with slightly different versions of them using the exchange cast members technique. In the Score window, select the Frame 2, Channel 3 cell. Then select the 'Doc2' cast member in the Internal Cast window. Now use the command Edit>Exchange Cast Members to replace the 'Doc1' sprite with the 'Doc2' sprite. Repeat this for Frame 3, Channel 3, but exchange it with the 'Doc3' cast member. Repeat for Frame 4, Channel 3, but exchange it with the 'Doc4' cast member. Repeat for Frame 6, Channel 3, but exchange it with the 'Doc2' cast member. Repeat for Frame 7, Channel 3, but exchange it with the 'Doc3' cast member. Repeat for Frame 8, Channel 3, but exchange it with the 'Doc4' cast member. Repeat for Frame 10, Channel 3, but exchange it with the 'Doc2' cast member, etc. Don’t forget that some of the 'Doc1' sprites are now in Channel 6 and need to be exchanged! Run your movie and see how this has improved it! Save your movie.

7.16
Finally you will import some background music to provide more interest. Use the File>Import command and navigate to the G: drive and open the 'tut7' folder. Set the 'File of Type:' control to 'All'. Select the 'Boiling' file and click the 'Import' button. In the Internal Cast window double click the 'Boiling' cast member to get the 'Sound Cast Member Properties' dialogue box. Click the 'Loop' option and then the 'OK' button.

7.17
Drag the imported sound from the Internal Cast window to the Score and place in Frame 1 of the effects Sound Channel 1. Copy this sprite to Frames 2-30 in the same channel. Make sure the sound is not 'Muted' by clicking on the speaker icon on the RH side of the task bar. Set the sound level on this control about 3/4 of the way up, and use the Control>Volume command to adjust the final sound level. Play your movie. If everything is OK save it to your H: drive folder or to a floppy disk. You will edit/extend it in next week’s tutorial!
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