Sprites Tutorial

Introduction

When it comesto QuickTimeinteractivity, the Sprite Track isthe gluethat holds
it all together. Thiswill become the most used track in many of your projects. In
fact, the Sprite Track isthe only track in LiveStage Professional that can be
created using its very own shortcut.

If you have ever authored in Macromedia’s Director, you already understand
sprites. If you haven't, don’t worry. Sprites are fairly simple and allow you to
create incredibly complex interactivity within your projects.

Spritesare objectsin your QuickTime movie that can be manipulated —tell them
where to move and how to look. Sprites can even manipulate and communicate
with other sprites and the environment that surrounds them. It may sound
confusing, but in reality it isnot. The important thing to know isthat Spritesare
the key to most of QuickTime'sinteractivity. And, as with Flash media (seethe
Flash Tutorial), spriteseffectively deployed add very littleto thefile size of your
QuickTime movies.

Although thefollowing tutorial isasimpleV CR controller, thelessonsyou learn
using sprites are applicable to any LiveStage Professional project that
incorporates interactivity. Thisis an important tutorial, and is recommended as
your starting point if you are new to LiveStage Professional.

A wonderful feature of QuickTimeisthat you can customize your presentation
controllers. Inthistutorial wewill create acustom controller for avideo. Wewill
make something very similar to a standard VCR controller.

Before we start, let's take alook at what we will be creating. Open up the
“Tutorial - Sprites’ Folder and you will see amovietitled: Sprites_comp.mov.



Play the movie and you will see our mascot, HipBot, showing off his moves.
However, the standard QuickTime Controller is not present. Thereisanew
VCR- like controller instead. Click on the buttons and notice how they control
the Hip Bot video. Close the movie when you are done.

Let's get started.

Creating Project and Library Folders
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1 First we need to create a Project Folder. On your desktop, create a
project folder called MySpriteTutorial.

A Project Folder contains a LiveStage Professional Document (.1sd)
and a“Library” folder. The Library folder contains all the local
mediathat is unique to this project. It is essential that you set up a
Project Folder. Not only isit a standard method of organizing
content for most rich media authoring tools (e.g. ProTools, most
NLE Systems, 3D Animation etc.), it will also ensure that your
mediais aways linked to your LiveStage Professional document
when it isopen. Thisis even more important if you arein awork
group and frequently transfer projects.

2 Createa“Library” folder.

The“Library” folder isan essential component of the Project Folder.
Like other rich media authoring tools, a LiveStage Professional
document holds no media, but instead refersto it. By maintaining a
Library folder (Note: it must be named “library”) within your project
folder, you will ensure there are no broken links in your project.

3 Bring your mediainto the “Library” folder.

We have already created alibrary of mediafor you which islocated
in the same folder asthis pdf document. Drag it into your project
folder.



4 Open Up LiveStage Professional 3.0 if it is not already open and
create anew project.

Immediately save this project to your project folder. Call it
“Sprite_Tutorial.Isd”.

5 You will start off at the Info Tab. In the“Movie Name” field,
enter “MySprite.mov’ .
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6 Click on the Tracks Tab.
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The Tracks Tab is where all the action happens. Thisiswhere you
will place al the mediathat will bein your fina QuickTime movie.
To start off, we will need to bring our mediainto the Tracks Tab.

Bringing in Media

All the media used in this tutorial will come from the Local Library that we
dragged into your project folder.

1 Toview the media, select the Library window.
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A Note on
the Media
Library:

The Media
Library is very
similar to your
Local Library,

except that

your Media
Library is
accessible by
every LSP
project you
create. While
the Local
Library is
accessible to
LSP projects
in the same
Project Folder.
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If it is not open, click the “Window” E—
menu at the top of your screen and el sr ol

select “ Show Library Window” . this e i
Library window hasthreetabs: Media, isplay: {All Media i)

Local, and Scripts. Click on Local.
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You will seetwo folders entitled
“buttons’, and “ Frame/Skin” , and
you will also see afile named
HipBot_video.mov. If you do
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Local Library, ensurethatboth — —
the LiveStage Professional —_—

document and the Library e e =

folder are located in the same
project folder that you named

“MySpriteTutorial” .
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Drag the HipBot_video.mov to the Tracks Tab.
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Notice that two tracks appear. These two tracks represent the most
common tracks in video on the net: aVideo Track with a
synchronized Sound Track. The default track names that appear
when such mediais dragged to LSP areVideo 1, and Sound 1.

Double-click on the Track Header of the track called Video 1.



The *Track Header’ is the area on the | eft of the window, as
displayed in the screenshot above. The areadisplayed to theright on
the time line contains the “ samples’. By double-clicking on the
Track Header of atrack, you will open the Track Propertieswindow.
Thisiswhereyou caneditthe g5 i Tuoriaiisg video 17rack
properties for the entire track. R
Enter HipBot Video in the name
field. Close the Track Properties e —

window. ) @ et

Adding a Background

We can make the video presentation more interesting by giving our video anice
background or frame.

1 Inthe‘Local’ Tab of the Library window, open the “Frame/Skin”
folder and drag the file named “ hip_main.gif” to the Tracks Tab.

This automatically creates a Picture Track with the default name
“untitled” . Change the name of the track to “ Background”, by
opening the Track Properties window. Adding a Picture Track adds
very little to the file size of your movie.

2 Noticethat the Picture Track, “ Background” only has a duration of
one second, but our video has a duration of 17 seconds.

Double-click on the Picture
Track's sample and the
Sample Properties window
will open. Thisiswhere you
can edit the properties for
the sample. Enter 00:17.000
in the duration field. Close
the Sample Properties
window. e b
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You can see a
preview of the
movie we are
creating at any
time by simply
clicking the blue
QuickTime icon
on the top right
hand corner of
your project
window.

e
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If you preview your movie, you will notice that the HipBot video is
no longer visible.

This occurs because our background is on alayer in front of the
video. We need to move the Picture Track behind the video. Again,
double-click on the Track Header of the Picture Track to open the
Track Properties window.

Click the “ Spatial” Tab. Enter 3 in the Drawing Layer field.

QUi ckTime draws its tracks ® 0 Sprite_Tutorial.lsd: Background Track
on layers. The smaller the e e L
value, thecloseritistothe =
top. Soatrack onlayer Oisin
front of atrack on layer 3, i u;—m—?
and layer -5isin front of

layer -2. Yes, it sounds a bit
strange, but thisis how
QuickTime numbers its
layers.
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Click on the Stageicon. g Q‘

Thiswill provide avisua

representation of your movie

andisalsowhereyoucanlay ©°¢ e L
out your media. Notice that
the HipBot video is not
centered on the background.
You can click and drag the -
video to align the track, or
you cansimply typein 21 for _ 9
boththe“x” and“y” ineither
theTrack PropertiesWindow
or directly on the stage.
These coordinates will
center our video track.




Working with the Sprite Track

We will create our VCR controller by using a Sprite Track. The Sprite Track is
QuickTime's most important track for interactivity. In fact, we believeit is so
important, it isthe only track that can be created using a shortcut (Command-K
for Mac, and CTRL-K for Windows).

1 Create a Sprite Track (Cmd/CTRL-K), and change the name of the
Sprite Track to Controller.

Notice that the default sample size is only one second. We can
change the duration by opening the sample and changing the value
intheduration field aswedid for the Picture Track, or we can ssimply
click and drag the edge of the track to lengthen it. If you press the
option key asyou drag, the track will snap to the edges of the other
tracks.
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2 Open the Stage. You will see the dimensions of the Sprite Track

outlined. They are 200 x 200. bon s o .
=g sia

We want our controller to be
located on the bottom of our movie.
Simply drag thetrack to the bottom
of the movie, and change the
dimensions by dragging the edge of
the track until the track is about 30
to 40 pixels high and spans
the width of the Video
Track.
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3 Open the Sprite 200 __the
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These images represent the VCR buttons we
will make with their rollover states. We haven't made any spritesyet
- we have only loaded images into the Sprite Track.

. . 000 Sprite_Tuterkalsd; Untitled Sprite Sample |
4 Clickthe“Sprites’ tab. . o e e e Fwa
- . [ y—
Thisiswhere we will —_—

create our sprites. The
spritesin this example
will beourVCR buttons.

5 Click the“New Sprite”
button.

The default name is o [
untitled. In the Sprite

Name field, change it to “ Beginning”.

6 Wewill also need to assign animageto this ™ s omno
. beginning_Over.gif
sprite. Inage
. i Visiblility '-":-umer:;s-f
To do this, click on the Image Index menu. sowce | i boun g
“ - . I M . ¢ y ::_(.M:J ?n
Select “beginning_Up.gif”. ThI.S isthe‘up’ ... e
state of the Restart button we will create. Source:|  Hor-Orral

rw._Down,gif
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Make another New Sprite.

Nameit Play, and assignit theimage*“ play_Up.qgif”.
Repeat this procedure for your End, Fast Forward,
Rewind, and Stop sprites. Don't forget to choose the
‘up’ image gif in the image index menu for each
sprite. You should have six different sprites when
you're finished.
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Open the Stage.

All of your spriteswill beontop of each other within s

the Sprite Track. Simply drag them and lay them out

within the Sprite Track on the Stage as shown. You don't need to be
too exact - we will use the alignment tools to help the process. All
your sprites must be present in the Sprite Track to be visible in your
exported movie. If they are over the Video Track, but not within the
Sprite Track, they still will not display.

soe Spehe Tutortakic -- 96:08.430 of 80:17.000 tage
BISMAE | el | « 5 e @ sl

To usethe alignment tool, select all e
of the buttons by holding down the
shift key and clicking on each
sprite. Click the “Spread
Horizontally” tool, and the “Align
Top” tool to align your buttons
properly. Close the Stage.

Assigning the Rollover States

We want the user to have an indication that the sprites are buttons so we will
assign them some mouse rollover states.

1

In your Sprite Sample select the Beginning Sprite, and click on the
Buttons Tab.
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Thisiswhere we will assign the rollover states to each button. The
Buttons Tab is separated into four possible states:

* Mouse Over and Button Pressed
Thisisthe down state - from the menu select “ beginning_Down.gif”.

* Mouse Over and Button Not Pressed
Thisisthe over state - from the menu select “ beginning_Over.gif”.

* Mouse Not Over and Button Pressed
An up state in this case - from the menu select “ beginning_Up.gif”.

* Mouse Not Over and Button Not Pressed
Thisisthe up state - from the menu select “ beginning_Up.gif”.

Follow the same procedure for the other five buttons.

If you preview your movie, you will notice that the buttons are
responsive to your mouse moving over and clicking them. However,
they do not affect the movie playback as we haven't scripted them
yet.



Scripting the Buttons

To enable the buttons to control the movie, we need to attach some scriptsto

them.

1 Click on the Play sprite, then click the Scripts Tab.
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Youwill seealist of event handlers. Wewant our buttonsto function
when the buttons are clicked, so select the Mouse Click event

handler. Type the following:

Thi sMovi e. Start Pl ayi ng

Theentirelist of scriptsislocated in EEE re: & e

the QScript Reference.
You can access this by
selecting “ Show
QScript Reference’
located in the Window
menu, or you can type
Command-T.

Clicking on individual
script names will
provide a brief
description of the
script’s functionality.

Tile
Tile Vertical
s Loom

Show Stage Window

Show Debugging Consale

Show Library Window Xy
Show Q5cript Reference X7

Sprite_Tutoriallsd -~ 00:06.450 of 00:17.000 ¥1
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To export your
movie, select
“Export Wired
Movie” from the
File Menu or use
the shortcut,
Command-M
for Macs or
CTRL-M for
PCs.

Sprites Tutorial

2 Herearethe Scriptsfor the rest of the buttons. Type them into the

Mouse Click event handler.

Beginning: Thi sMovi e. GoToBegi nni ng
End: Thi sMovi e. GoToEnd
Rewind: Thi sMovi e. Set Rat et o( - 2)

Fast Forward: Thi sMovi e. Set Rat et o( 2)
Stop: Thi sMovi e. St opPl ayi ng

If you preview your movie, your buttons should now function.
However, if we exported the movie now, it would have both the
QuickTime controller and the controller we just made. L et'sturn off
the QuickTime controller.

Select the Info Tab on the project window . ———— 9‘
again and select “None” from the — ﬂ_

controller menu. e— T ™

Export your movie. You aredone. ., —

Againitisimportant to remember
that although this sprite project is
fairly simple and straightforward,
sprites are used extensively in
many different ways. Take some
time to explore other LiveStage
Professional projects to see other
ways sprites can be used:
http://www.totallyhip.com/lsdn/

O O @Yo D

Optional: You may notice that the Sprite Track shows up asawhite
areaat the bottom of thevideo. If you would prefer to havethe Sprite
Track’s background transparent, you can open the Sprite Track
Properties window. Select the Composition Tab and change the
Mode from “Dither” to Transparent.
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