BUSS213 Tutorial 8 Notes


BUSS213 Multimedia in Organisations

Tutorial 8 Notes — Week 10

Introduction

This week you will convert the week 8 (Tutorial 7) Director movie ‘paper animation’ sequence into a 'film loop', then add a reverse sequence (so that the paper flies from the right folder to the left folder) and add some buttons to control the sequence displayed. It should take you about an hour, so you will have some time to work on your Assignment 3 this week.

But first, you should check out the Director movie with name 'Tut7f.dir' (or, depending on the settings in Windows Explorer, just 'Tut7f'' in the G: drive BUSS213 folder labelled 'tut 8') to see what the completed Director movie for the week 8 tutorial should have ended up looking like!

Tutorial 8

8.1
Start Director v5 from the BUSS213 folder by double-clicking the Director icon.

8.2
First, open the first ‘finished’ Tutorial 6 Director movie using the File>Open command in Director and navigate to the folder labelled 'tut 8' (on the G: drive) and open the file called 'Tut7f.dir' (or just 'Tut7f'). 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. 

8.3
Use this Director movie file ('Tut7f.dir') or your own version of it (saved from the week 8 tutorial) for this week’s tutorial. The first thing to be done is to create a so-called 'film loop' of the different versions of the document that 'fly' between the desktop folders. With the Score window open and visible, select the sprites in Channel 3, Frames 1 through 5. This is a complete sequence of the different versions of the document, starting with the Internal Cast Member 'Doc1' and finishing with the Internal Cast Member 'Doc1'!  Use the command Edit>Copy Cells  to copy these sprites. Now open the Internal Cast window and select Cast Member 9 and use the Edit>Paste Cells command to paste these sprites into Cast Member 9. This will result in the display of  the 'Create Film Loop' dialogue box where you have to name the Film Loop cast member. Type 'Paper Loop' and click the 'OK' button. You should now see a new Cast Member in cast member 9 called 'Paper Loop'! Double click on cast member 9 to display the 'Film Loop Cast Member Properties' dialogue box and select the 'Scale' option in the 'Framing:' control, deselect the 'Play Sound' option and select the 'Loop' option in the 'Options:' control and then click the 'OK' button. Save your movie.

8.4
You will now set the so-called 'Keyframes' for the animation, using the just created film loop cast member, that moves the document from the left folder to the right folder on the desktop. First, however, you need to clear all current sprites from Channel 3. Select all sprites in Channel 3 (frames 1 to 30) and press the 'Delete' key. Now select and drag the 'Paper Loop' sprite from the Internal Cast window into the Score window and place it into Channel 3, Frame 1. Select this sprite in Channel 3 Frame 1 of the Score window and then go to the Stage and move the select sprite into the folder on the LH side of the desktop. Remember, you can use the cursor arrow keys to ‘nudge’ the document sprite into place so that it cannot be seen. Now copy this sprite into Channel 3, Frame 10 (to set the second keyframe location). Then, on Stage (and with the sprite in Channel 3, Frame 10 selected in the score window), use the cursor arrow keys to move this sprite from inside the LH folder to above the folder (so that the bottom of the sprite is roughly in-line with the bottom of the ‘window’ (in the background desktop). Now copy this sprite (Channel 3, Frame 10) to Channel 3, Frame 20 to set the third keyframe. Then, with this sprite selected in the Score window, move the sprite on the Stage horizontally to the right so that the document is immediately above the folder on the RH side of the desktop. Finally, copy the sprite in Channel 3, Frame 20 and place it in Channel 3, Frame 30. With this sprite selected in the Score window, move the sprite on Stage into the folder on the RH side of the desktop. Use the cursor arrow keys to make sure the document is completely hidden from view!

8.5
Now select all cells in Channel 3, Frames 1 to 30. Use the command Modify>In Between Special... to animate between the four keyframes you have just defined. This command results in the 'In Between Special' dialogue box being displayed. For the 'Tween:' control select only the 'Position' option. Move the ‘curvature’ control slider 1 or 2 units to the left of the centre 'Linear' position and then click the 'Tween' button ' Save your Director movie now!

8.6
Play your movie now to see how well the document ‘flies’ from one folder to the other. Adjust the ‘curvature’ control if you are not satisfied with the motion. You might also experiment with the properties of the 'Paper Loop' cast member if the motion is still very jerky. Double clicking the 'Paper Loop' cast member in the Internal Cast window results in the 'Film Loop Cast Member Properties' dialogue box. Deselect the 'Loop' option and see whether this results in smother motion! Note that if you do this that the different documents that make up the film loop only display once or twice, so there seems to be a trade-off between smoothness of the motion and the rate of cycling through the different versions of the document! You may also need to adjust the positions of the sprite in the 1st and 4th keyframes since the animation does not seem to be all that precise! 

8.7
If you have looked carefully at your movie playing you will have noticed that the document goes behind the right hand folder, as it did in the tutorial of week 8. Since you deleted ALL sprites in Channel 3 earlier, we also removed the LH folder’s front cover!  You shall now fix these problems! Select the sprites in Channel 3, Frames 20 through 30. Use the command Modify>Arrange>Move Forward to move the animated 'Paper Loop' sprites down two channels, so that they are in Channel 5. Channel 4 in the Score now contains the front cover of the folder on the LH side of the desktop as well as the previous or old animation. Delete the old animation cells (Frames 15-30). Then duplicate the front cover of the LH folder (from Channel 4) into Channel 4, Frames 15-30. Then select the sprites in Channel 3, Frames 20-30 and use the command Modify>Arrange>Move Forward to the sprites into Channel 4. Run the movie– it should now be OK! Save your movie now.

8.8
Next, select all cells from Tempo Channel, Frame 1 through Sprite Channel 6, Frame 30 and use the Edit>Copy Cells command. Then select Frame 41 in the Tempo Channel and use the command Edit>Paste Cells, so that the movie is duplicated in Frames 41-70!

8.9
Next you will select the sprites in Frames 41-70 of Channels 3 through 5 and then use the Modify>Reverse Sequence command to reverse the animation contained within some of these cells (note that in the selected cells where there is no animation that this command has no effect!). Run your movie! What is wrong with it? It shows both sequences! We will now add some controls/interactivity to control the movie. Save your movie.

8.10
Before continuing, select Frame 1 in Channel 7 in the Score window. Use the Insert>Control>Push Button command to produce a button on the Stage. It should appear in the middle of the Stage! Type in 'Forward' for the marker label. Click the Stage outside the button to deselect it, then click the button (on the Stage to select it. Move it to the bottom of the Stage, slightly to the left, but not overlapping the LH folder! Use the resize squares to change its size. Next, place a marker in the marker Channel in Frame 1 and label it 'Forward'. Then double click the button in the Internal Cast window and add the Lingo script:

on mouseUp


go to frame "Forward"

end

Duplicate this sprite (in Channel 7, Frame 1) to all movie Frames (1-70) in the same channel

8.11
Repeat the process in §8.10 above (select Channel 1, Frame 1 for the button) to produce another button called 'Backward'. Place the button adjacent to the other button at the bottom of the stage, but on the right. Put a marker in Frame 41 with the label 'Backward', and attach an appropriate Lingo script to it.

8.12
Next, you need to ‘pause’ the movie at the end of each animation sequence, waiting for the user to click a button! To do this you should first double click on the cell defined by the behaviour Channel and Frame 30 to open the Lingo script window. The script required is:

on exitFrame


go to the frame

end

8.13
Repeat the process described in §8.12 in Frame 70 of the behaviour Channel!

8.14
Now play your movie and press the buttons to see that the movie works! If it does, save your movie, otherwise try to fix it!

8.15
Finally, since this movie is fairly small, you will turn it into a ‘Projector’ file so that you can run it on any PC running Windows 95. Choose the command File>Create Projector... which opens a dialogue box similar to the File>Import... command. Navigate to where you have stored today’s Director movie. Make sure you have selected the option 'Director movies' in the 'File of type:' control drop down list. Then select this week’s movie from the list at the top of the dialogue box and Click the 'Add' button. The click the 'Options' button to open another dialogue box. In the 'Create for:' control drop down list, select the option 'Windows NT and 95', under the 'Options:' control select the option 'In a Window' and for the "Stage Size:' control select the 'Use Movie Settings' options. Click the 'OK' button.  Finally, click the 'Create' button.

8.16
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. The dialogue box that results requires you to specify where the Projector file is to be stored and requires that you give it a name. Store it on the H: drive!
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