Director

Session #1

The Interface

o Stage
e (ast
e Score

o interactive relationship of the three above
e Control Panel
e Tools
o Paint
Vector
Text/Field
Tool Palette
Digital Video
o Script
e Library
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o
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Animation - DIY

e Keyframe animation
o Setting up (p. 36)
Adding cast members & the first frame (p. 37)
Extend Sprite (p. 47)
Editing sprites (p. 48)
Keyframes and tweening (p. 51)
o Modifying sprite tweening (p. 52)
e Space to Time (p. 56)
e Segment Manipulation (p. 58)
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Viewing Object Properties
e View—Sprite Overlay
e Property Inspector
e Behavior Inspector

Assignment

Animate letters of your name or the title of your presentation onto the screen using
keyframe animation.

Session #2
Before beginning, create “New” movie and add one cast member



Properties

e Modify menu
o cast member

o sprite

o frame

O movie
e Movie

o Properties (Property Inspector)
= set movie size
= set background color (non-white)

o Casts
o Extras
o Playback
e Frame (notice upper portion of Score window)
o tempo
o palette
o transition
o (sound)
o script

e Cast Member
o Properties

o Script
e Cast Properties
e Sprite

o properties
= create tween
= adjust size of sprite at ending position
e you can also adjust other parameters; make certain that the
appropriate sprite or keyframe is selected
= use Control Panel
e change playback speed (fps)
e step through frame-by-frame
= add frame tempo change (wait for Mouse click)
e place cursor in appropriate Score frame
¢ Modify—Frame—Tempo
= change Ink Type
e see Help file
= change registration point
» copy & paste sprite into channel 2
e offset by moving sprite in score

o intime
o 1in space (manipulate beginning & endpoints of
tweening)

e reverse sequence (Modify—Reverse Sequence)
e on your own, explore ‘“Paste Relative” (pp. 59)



o script
o tweening

Adding Behaviors (very basic)

e Open Library
o Window—Library Palette
o From control box, select Animation—Automatic
o select a behavior, then drag-and-drop it on your sprite
o toremove a behavior, open Behavior Inspector
= delete behavior
= delete cast member

Session #3 — Multimedia
Stage “real estate” ... Standard View (Ctl/3 + Alt + 0 [that’s zero, not the letter “0”])

Animation — the next level

e Rotating Cast members
o set-up (p. 70)
o follow instructions on pp. 70-74
e Film Loops
o keyframed sprite to cast window (p. 74)
o Castto Time
= import cast members
e important distinction: embed vs. link
= select cast members to be used as a basis for the film loop
* Modify—Cast to Time
= drag new sprite segment into empty cast member
o must retain original cast members used to make the film loop
» film loop is really just a set of pointers to the source artwork
e Choreographing multiple sprite interaction (pp. 82-84)
e Markers (p. 85)
e Tempo channel (pp. 86-87)
o View—Sprite Toolbar
e Sound (pp. 89-91)
e Transition channel (pp. 91-94)

Interactivity

e Copying a Cast member (or cast members) from one movie to another (p. 99)
e Adding a Behavior (pp. 100-101)

o the Library Palette

o the Behavior Inspector
e Interactive Behaviors (p. 102)

o Draggable

o Turn Towards Mouse



¢ Nonlinear Interactivity (p. 104-
o Buttons
Markers
Scripts
Toggle sound
= displaying sound status

O O O

e Projector
o File—>Create Projector
o Options (observe possibilities)
o Macvs. PC
= academic vs. non-academic version
o Xtras (pp. 128-130)
* including in projector
= providing Xtras folder

Shockwave

What is Shockwave?
e astandard defining a format for media that can be displayed using Shockwave
e aplug-in extension for browsers that allows them to display Shockwave media
e tools (Director/Flash) that enable the creation of Shockwave media

Shockwave is essentially a compressed version of your original Director movie.
Be aware of the limitations of Shockwave (pp. 140-142)

Shocking Your Movie
e File—>Publish Settings
o allows the author to set specific parameters of the compression process

e File—>Save and Compact
o optimizes your movie by reordering elements (e.g., cast members) so they
more accurately reflect their order of playback; affects each elements
storage in memory, not the way you (as the author) see them represented
... like in the cast window
e File—>Preferences—Network
o make sure the top text box provides the location of your primary browser
o check the “Launch When Needed” checkbox
e File—>Publish
o or use the icon on toolbar

Deeper Into Graphics & More Production |=ols
Skim chapters 6 & 7 to glean the most important parts (use as reference)

Scripting — The Anatomy of Lingo

e OOP - Object-Oriented Programming (pp. 245-248)
e events & handlers


Scott Lipscomb
Deeper Into Graphics
Director’s Paint & Vector tools provide basic functionality for creating objects & images for inclusion in your movie.  However, to develop hi-quality graphics, you will very likely use another, more advanced graphic manipulation tool \(Photoshop, Illustrator, Freehand, CorelDRAW!, etc.\)
Paint Window Tools
Selection
lasso
marquee
Shrink mode
No Shrink mode
See Thru mode
Palette toolbar \(active when object is selected\)
Flip Horizontal
Flip Verical
Trace Edges
Invert Colors
Darken
Lighten
Fill
Switch Colors
Smooth
Rotate Left
Rotate Right
Free Rotate
Skew
Warp
Perspective
Auto Distort


o User Feedback events: keyDown, keyUp, mouseDown, mouseUp,
mouseEnter, mouseLeave, mouseWithin, mouseUpOutside

o Playback events:

e Lingo Elements

o commands — tell a movie to do something (e.g., halt, go to, etc.)

o functions — return a value (e.g., date)

o keywords — reserved words that have special meaning in Lingo (cannot be
used as variable names)

o properties — attributes of an object (e.g., visible, stageColor, etc.)

o operators — terms that change or compare one or more values (e.g., >, <, =,
+, etc.)

o constants — elements that represent an unchanging value (e.g., TRUE,
FALSE)

The Message Window

Allows you to track messages sent whenever an event occurs in Director
e Open the Message Window (Window—Message)

e Type the following text into the Message Window:
put the date

e Press the Enter/Return key
o notice how the date appears on the line below your typed command

e Now try the following:
put the time

o cool, eh? ... you can monitor actions in the message window while your
movie is running or you can pause it at any time to check the value of one
of your variables

o you can also use the put command in your Lingo scripts to have values
typed automatically into the Message Window as your movie continues to
play

= (Create a new movie (File->New—>Movie)
= double-click on frame 1 of the Frame channel and type the

following text into the Script Window
on exitFrame me
put the time
go to the frame
end

= Run the movie and monitor the output of the Message Window
e Challenge: Can you modify this 1-frame movie so that it
outputs the time to the Message Window only every 5
seconds? There are several ways to accomplish this, but
can you do so using the Tempo channel?
o At any time, you can select all of the text in the Message Window and
press the Delete key to clear the contents

Tracing in the Message Window

The middle toolbar button in the Message Window allows you to “Trace” all messages
being sent while your movie is running. Try the following



Open any movie you have created that contains scripts and/or behaviors
o the movie you created in the previous section would be an excellent choice
for this demonstration
Open the Message Window and click on the Trace button (it should appear to be
depressed)
Begin playback of your movie and monitor the contents of the Message Window.
Stop playback of the movie and scroll through the contents of the text in the
Message Window; notice how each scripted command is dutifully recorded for
your review
o This can be an extremely helpful capability as you begin to utilize more
and more of your own Lingo scripts

Using the Behavior Inspector to Add Interactivity

The Behavior Inspector is divided into three primary sections: the Behavior pop-up &
list, the Event pop-up & list, and the Action pop-up and list. If you do not see all three of
these areas, simply click on any right-facing triangles you see and additional options will
be made available.

File->New—>Movie
Create a cast member (go ahead ... you choose the type)
Drag the cast member to the center of the stage
While the cast member has focus, open the Behavior Inspector if it is not already
on visible
Add a New Behavior that will tell your user the date
o From the Behavior pop-up, select “New Behavior”
* Provide an appropriate (ShowDate) name in the textbox that
appears
o From the Event pop-up, select “mouseUp”
o Look through the options on the Action pop-up and notice what menu &
submenus are available to you automatically.
= Instead of selecting one of these, we are going to create our own
command
o Click on the “Script Window” icon on the Behavior Inspector toolbar
o In the window that appears, type the following line between the on

mouseUp and end entries
alert (“Today is ” & the date)

o Run the movie and observe what happens when you click on the sprite
= Notes:

e alert is a command that allows you to communicate a
message (whatever is contained in the parentheses after this
keyword) to your user

e the space before the closing quote is important, since
without it date would appear right after the “s” in “is”

e the ampersand (“&”) is an operator used to merge —
concatenate — strings; you could use a double ampersand
(“&&’’) which would add a space before the concatenation



o A complete version of this movie is available as “showDate.dir” on the
337 server in the folder labeled “ Movies”
Challenges:

Can you figure out a way to add a period to the end of the
sentence in the alert box?

Can you figure out a way to inform you user of both the
date and the time?

Using the keyword halt, can you modify this movie by
adding a push button that cause playback of your movie to
stop?

o A complete version of this movie is available as “showDate2.dir” on the
337 server in the folder labeled “ Movies”

Experiments

create movie with pushbutton that changes stageColor to random

color
e File=>New—>Movie
e Insert—>Control—Push Button
e Type a label for the button (“Press Me!”)
[ ]

Click on the button cast member in the Cast Window (Window—Cast)

o Notice the toolbar at the top of the Cast Window

In the “Cast Member Name” textbox, type “ButtonPress”

Click on the “Cast Member Script” icon ... just to the right of the
“Cast Member Name” textbox; if you do not see the icon, you may
need to expand the Cast Window horizontally until it becomes

visible

alternatively, while the cast member is selected, you could
open the Property Inspector, click on the “Member” tab,
and click on the “Cast Member Script” icon about half way
down on the right side [if you do not see this icon, click on
the right-facing triangle at the bottom of the Property
Inspector to expand the box, revealing additional options]

e The Script Window will open with a blank script template for the mouseUp event

... just the event to which you want your script to respond
o notice how the script is laid out

the first line tells the event that will trigger the script

the last line (“end”) tells Director that the script is done

the blank space in between is where you provide instructions to

Director using Lingo

e Make sure that the cursor is in the blank space between the “on mouseUp” and
“end” lines, then type the following text exactly:

on mouseUp

the stageColor =

end

random (255)



o In this Lingo command, you are telling Director to select a random
number between 0 and 255 (an 8-bit value), then assign the color located
in that location in the current color palette to the stageColor property (a
system property that sets the background color of the Stage)

* random() is a Director function that automatically selects and
returns a value between 0 and the number you type in the
parentheses

e Before running the movie, let’s add one more script ...
o First make certain that the “Loop Playback” toggle button on the “Control
Panel” is set to so that the movie does not loop
o Double-click on Frame 1 of the Frame Script Channel (the bottom row of
the top portion of the Score)
o In the Script Window that appears, type the one line command below,

show the script looks like this:
on exitFrame me
go to the frame
end

= In this command, you are simply telling Director that, when the
Playback head exits the current Frame, it should return to the same
frame (“the frame™)
e Now run the movie and notice that, when you click on the “Press Me!” button, the
background color on the Stage changes
o If your movie starts, then stops immediately, set the “Loop Playback”
toggle switch on the “Control Panel” (Window—Control Panel) to the
Loop setting
o As an alternative, add a second script to the
® stageColor VS. bgColor
O stageColor allows you to set the background color of the stage to many
colors (either 0 to 15 for a 4-bit value or 0 to 255 for an 8-bit value)
o to gain greater control over these colors you can use another one of

Lingo’s built-in commands:
rgb (redValue, greenValue, blueValue)

» this method provides you with much more control over the actual
color that will appear than the stageColor property, since it does
not really on the user’s current color palette ... instead, it combines
values that you provide for the amount of red, green, and blue to
arrive at the appropriate color

o Open the Cast Member Script for the “Press Me!” button and replace the
stageColor command with the following rgb () statement provided

below:
on mouseUp
(the stage) .bgColor = rgb(random(255) ,random(255) ,random(255))
end

= This statement sets the bgColor property of the “Stage” object to a
value determined by randomly generating a value (from 0 to 255)
for the amount of red, green, and blue that will create the new
background color of the Stage



o Now playback the movie and see if you notice more subtle changes in the
colors that appear in response to your mouse clicks; in the unlikely event
that your user has her/his system colors set so that only 256 colors are
available, you will probably not see any visible difference ... however, as
mentioned above, the colors created using rgb () will be more accurate
and consistent than those created using stageColor ()

e A complete version of this movie is available as “stageColor.dir” on the 337
server in the folder labeled “ Movies”

Modify “stageColor.dir” to change the forecolor & bgcolor of a text
sprite
e Add two new cast members
o Click on the first empty cast member (number 3) and open the Text
Window
= Type some text (e.g., “Model Text”) and make certain to set the
margins of your text window so that the total width is not much
wider than the characters you just typed
= Close the Text Window and drag the newly created text member
on to the stage just above the “Push Me” button
e check and make certain that this new sprite appears in
channel 2 of the Score Window; the lingo commands you
will add below require that the Text Sprite be sprite number
2
o Click on the next empty cast member (number 4) and add another Push
Button (Insert—Control—Push Button)
= for the label, type “Change Text”, then move this second button to
the lower right-hand corner of the Stage
e In the Cast Window, click on the Change Text button you just added and type a
name in the Cast Window toolbar, then click on the Cast Member Script icon to
open the Script Window
o Type the following ...

on mouseUp
sprite(2) .foreColor
sprite (2) .backColor
end

random (255)
random (255)

» These Lingo commands set the text (foreColor property) and the
background (backColor property) to random colors in the current
palette

e Now, run the movie and notice that, when you click on the “Press Me!” button,
the background color of the Stage changes and, when you click on the “Change
Text” button, both the text color and the background color of the Text Sprite
change to (usually) different values

e A complete version of this movie is available as “changeTextColor.dir” on the
337 server in the folder labeled “ Movies”



o Challenge: figure out a way to set the background color of the Text Sprite
using bgColor and the rgb () method instead of using the backColor
property

= A complete version of this revised movie is available as
“changeTextColor2.dir” on the 337 server in the folder labeled
“ Movies”

Create a movie with Push Buttons to Start/Stop sound file playback

Lingo allows many advanced capabilities for handling sound. However, at their most
basic level, sounds can be incorporated very easily using the Score
e File->New—>Movie
e Make certain that the “Span Duration” setting for new sprites is set to “1”
o File—>Preferences—Sprite
o set the “Span Duration” setting to a value of “1”
= this will ensure that when you add a sprite to the Stage or Score,
the duration of the sprite is only a single frame
e Create two Push Buttons
o Insert—Control—Push Button
o type the label “Play”
o Insert—Control—>Push Button
o type the label “Stop”

* adding the Push Buttons in this way ensures that they are inserted
at exactly the same location which will prove desirable for the
purpose that these buttons are to serve

¢ Notice that the Play button was added to the first frame of Sprite channel number
1 in the Score and the Stop button was added to the first frame of Sprite channel
number 2
e Click and drag the Stop button from frame 1 to frame 2 of Sprite channel number
2 in the Score
o if you playback your movie now (with “Loop Playback” turned on) you
will see a rapid alternation of the two buttons as the playback head
alternates between frame 1 & 2
e Import a sound file
o File>Import
o Locate an appropriate file, then import it using the “Standard Import”
option
e Click on the sound file cast member (number 3) in the Cast Window and drag it to
frame 2 of Sound Channel 1 in the Score; Sound channel 2 would work just as
well for this example, but just to be consistent put it in Sound channel 1
o this means that whenever the playback head is in frame 2 the sound file
will playback, but while the playback head is in frame 1, the sound file
will not play
e Add brief Lingo script commands to the Push Button cast members
o Play button



= click on the Play Button cast member and provide the name “Play
Button”
= click on the Cast Member Script icon and type the following

command into the on mouseUp event
on mouseUp
go to frame 2
end

o Stop button
= click on the Stop Button cast member and provide the name “Stop
Button”
= click on the Cast Member Script icon and type the following

command into the on mouseUp event
on mouseUp
go to frame 1
end

¢ Finally, add one final Frame channel script
o double-click on frame 1 of the Frame channel in the Score
o type the following into the Script Window that appears

on exitFrame me
go to the frame
end

o notice that the newly created script you created appears as member
number 4 in your Cast Window and is identified as a “behavior” (see the
“picon” in the lower right-hand corner of the member slot?) ...
Congratulations, you just created your first behavior!!

e Now click and drag this behavior from the Cast Window to frame 2 of the Frame
channel in the Score

o you could have just double-clicked on this same frame and typed in
another identical script, but that would result in adding an unnecessary
cast member since you already have a cast member (the behavior in cast
member number 4) that accomplishes what you want ... reuse such
elements to minimize the size of your resulting movie. It wouldn’t really
make a difference in a small movie like this one, but as you begin to add
more and more elements to your movies, such duplication — if there is a
significant amount of it — can negatively impact the performance of your
movie.

e A complete version of this movie is available as “playSound.dir” on the 337
server in the folder labeled “ Movies”

o Challenge: create markers to identify frame 1 and frame 2 then use the
marker names in your Push Button scripts instead of the frame numbers

= A complete version of this revised movie is available as
“playSound?2.dir” on the 337 server in the folder labeled
“ Movies”

Behavior Inspector

Now that you have added your own behavior to a movie, this would be a good time to
explore the capabilities of the Behavior Inspector further. If you double-click on the
behavior cast member (cast member number 4 in “playSound.dir”), the Property



Inspector will pop up. If it is already open, it will receive focus. Before proceeding
make certain that all options are available, by clicking on any right-facing triangles so
that the Behavior Inspector expands, providing additional options

Take time to explore the options available in the three primary areas of the Behavior
Inspector:

e Behavior Pop-up — add new behaviors or select already existing ones
e Event Pop-up — what event will trigger the behavior?
e Action Pop-up — what happens when the trigger event occurs?

Hierarchy of Event Handling

Director - Hierarchy of Events
(Persidsky, 2000, p. 385)

_ Event ocours )
{e.g., mouse is clicked)

|

Message
is ent

F'rimary' Event If a primary event handler is defined, End of
Handler then run that handler and stop the message " message
¥
Sort If sprite has a matching handier attached to it, End of
then run that handler and stop the message ™" message
¥
Cast If cast member has a matching handier attached to i, End of
Member then run that handler and stop the message message
Frgngl_... If frame has a matching handier attached to it, I End of
then run that handler and stop the message message
Movie If & movie script has a matching handler, then End of
Soript run that handier and stop the message message

Handler
not found
(nothing happens)

Lingo Events:
achivateWindow, closeWindow, deacfivateWindow, beginSpnite, endSprite,enterFrame, exiiFrame,
idle, keyDown, keylUp, mouseDown, mousel/p, mouseEnter, mouseLeave, mouse Within,
preparef-rame, startfMowvie, and stoplowvie

Cast Member Scripts vs. Sprite Scripts

e (Cast Member scripts vs.
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