Video Fun

Introduction

Overview

Video on the Internet can be much more than ssimple linear presentations.
LiveStage Professional and QuickTime give you the tools you need to break
with traditional views on video delivery. The more you explore the features of
LiveStage Professional, the greater your understanding of the possibilities and
the opportunitiesavailableto unleash your creativity. We at Totally Hip Software
are committed to helping video and rich-content media professionals break new
ground in digital video delivery.

To help kick-start some ideas, we have created a ssimple tutorial that will
hopefully encourage you to explore different ways of communicating your
ideas. Thistutoria will not actually create a complete project, but will instead
apply new ideas to video presentation. You may find some of these ideas to be
quite surprising.

In this tutorial we will also introduce you to “Behaviors’. Behaviors are pre-
made scripts that can easily be applied to your projects. If you are experienced
at scripting, you may even want to create your own behaviors. Thisisavery
good method of reusing complex scripts on various projects. An explanation on
how to create behaviorsis|ocated in the LiveStage Professional 3.0 manual.

In thistutorial we are going to work entirely with Sprites. At the completion of
thistutorial, you will begin to discover the power Sprites can give your
QuickTime content - not to mention the ease of using “behaviors’.



We have provided you with amovie and its
L SP document to illustrate how easy it isto
Create interesting video content.

In the example movie, VideoFun.mov, when
you move your mouse over top of the image,
the Totally Hip logo
will flip over to so6 videorun mov
reveal the HipBot
video playing. If
you click the video,
it will launch you to
the Totally Hip Web
site. If you roll your
mouse off the
movie, it will flip
back to the Totally
Hip logo and stop
playing.

Draggable Graphic

Video Fun

Before we get to that example, |et's start with something alittle ssmpler, and
work our way up.

1 Aswith other projects, the first thing to do isto create the project
folder.

2 Dragthe*“Library” folder we have created for you into the project
folder you have just made.
The“Library” folder islocated in the same folder as this pdf

document.

3 Open LiveStage Professional if it is not already open, and
immediately save the document to your project folder.



. . (=] Q Library

Rem?mper '[hI”S isthe only way to access o 2l

your “Library” folder from the Local (e

Library. B
b | Behaviors

» B hip_logo.gif

Save the document as MyVideoFun.lsd, or | » & e
anything that makes sense to you.

If you open the Library window and click
on the Local Library you will seethree
items: A folder named Behaviors,
hip_logo.gif, and a QuickTime movie
named little_hipbot.mov. T |

Wir

totallyA 7).

Label your movie.

Thisisagood timeto label your movie name in the Info Tab. Call your

‘866 MyVideoFun.lsd -- 00:00.000 of 00:16.400 g mOVI_e
[ Tracks | Defines fWI Annetations | Caifl_IiS M yVI deOF u n. mov
- _ or anything that
Play: || Auto Stan Movie Name: | MyWideoFun.moy
; Al Erabi XML File: | < no file set» makes sense to
e B Camorns — ot you, but remember
B con ot o to add the .mov
Loop: (® None Version: | QuickTime 5.0 iG] eXtens on to ensure
ST window: [ Of ) cross-platform
Controller: | None = Compatl b| I |ty

Create a Sprite track (Command-J)

As mentioned earlier, we are going to be working with Sprites
extensively in thistutorial.

Double-click on the Track Header.
[ Track fSpanar Composition | Advanced |

Change the name to FunZone, and —

change the track dimensions from B
the default 200 by 200 to alarger g I
500 by 500. = —

Drawing Layer: |0
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Thiswill give us more room to play, the reason for which will
become apparent momentarily.

8 Create the sprite.

We now need to make our sprite. Double-click on the Sprite Sample,
and open your Local Library, if it is not already open. Drag the
hip_logo.gif to the Images Tab in your Sprite Sample.

m—— o

] = | b [ Behwron
‘ [ R

* @ IFie tepsonmey

9 Click on the Sprites Tab and create a New Sprite. { New Sprite

At thistime you can also change the name of the sprite to something
relevant like Logo.

If Images rsmu;ﬁ

| Sprite Name: Logg

B P}
85
00:00.000

Index I Narne

1 1 Logo

00 :00.000

10 Click on the stage button to open the Stage. W

11 Position your sprite somewhere in the middle of the Sprite Track.

Y1) Meybeadun I - 0600500 of 0951000 Saape
sl | 5] v [ wE |« [ sla

Itally 7 eam
I
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12 Closethe Stage and click on the Behaviors Tab for the sprite.

{ Properties T Button T Seripts rﬂehavlors_’w

Mo behaviors. (To add, drag from Library)

# w

Note: if thetabs are all grayed out, it is ‘m —

because you have either not created a =
sprite, or you have not selected a sprite e

fromthe index located to the | eft. e =

Behaviors

Behaviors are pre-made scripts that are then packaged as self-contained scripts.
Many behaviors have been created by individuals in the LiveStage community.
Generally the creators will post their behaviors to the LiveStage Professional
talk lists. We strongly recommend joining the talk list, asit is a tremendous
resource for both new and veteran LiveStage Professional users. Thereisevena
complete archive available for you to research. Thisis an invaluable source of
information and support. Remember, it is polite to search the archive before
posting a question, as many beginner problems have been addressed and can be
found there.

13 Inyour Local Library S -
thereis afolder called oy—
Behaviors. Openitupand ;—
find the behavior named -
Draggable. ' g

Drag it to your Behaviors gy
Tab. flle=

Note: Thereisalso afolder of behaviorslocated in your Scripts Tab, whichis
generally where you will be able to locate all behaviors - find the Behavior
folder located in your LiveStage Professional application folder.
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14 Click onthe“i” icon.

Here you will find out more information about the author of this
behavior and what the behavior is supposed to do. This behavior is
going to make our sprite draggable.

If Properties T Button T Seripts rhhavfors:‘

[il = LE Draggable - Allows Sprite to be dragged
5

Written by Steve Israelson of Totally Hip Softwvare

Path: There is No Try:Users:grats:Desktop:VideoFun-Tutorial:Library:Behaviors:Drag

Click and drag to move the sprite

15 Preview your movie by clickingon theBlue
QuickTime Q, located at the top right corner. m
16 Inthe preview click and drag your sprite around the Stage.

You can even drag it right out of the QuickTime movie. Close the
preview when you're finished.

Draggable Video

Okay, let's make things a bit more interesting.

1 Go back to your Tracks Tab in your project window and drag
“little_hipbot.mov” to the Tracks Tab.

‘806 MyVideoFun.lsd -- 00:00.292 of 00:01.000
rTracks:‘ Defines T Infa T Annotations '! |i“!”g
LiveStage PRO
oy ol Hip Sorure | 0000 0001000 002000 0003000 004000 0005000 00
@1 2 Funzone Untitled 5.
& =2 fmy video1
3 &) sound1

Video Fun



2 Adjust the Sample duration.

TheVideo is considerably longer than the Sprite Track, so drag the
Sprite Sample so that it is aslong as the Video Sample (option-drag
will enable snap-to).

‘806 MyVideoFun.lsd -- 00:00.292 of 00:17.000
rTracks1 Defines T Info T Annotations | |i“!“g|
Start: 00:00.000 End: 00:17.000
- (- 00000 00:04.000 0008000 00:12.000 00:16000 00:20.000 00

Duration: 00:17.000 g...l...l...l...l...l...l
@1 2 Funzone L umidedsprie |
@"E 2 ﬁ. Video 1 Video track from file: little_hipbotmov |

3 =) sound1 Sound track from file: little_hipbotmoy |

Open up the Sprite Sampleif it isnot already open, and click on the
Images Tab.

Select hip_logo.gif.

On the lower right hand side of the window you will find a drop-
down menu called “Source”. Thisis where the sprite will get its
image source. At the moment it says* none”, which meansthe sprite
will display its own image - the

logo. However, we can override sy s

thisimage with another track in
our QuickTime movie, or even
from an external URL from the
World Wide Web.

In this case we want to override
the image with our
“little_hipbot.mov” Video Track.

Dimensions. 140 x 90 Registration Point X: |0 ¥ 0

In the source drop-down menu cooey - CTmeiR S
select Video 1. source: [ANTEFRNY  Froxy: | hin- 0001

Video Fun
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Preview (run) your movie again. Te——
Click the play button on the

controller to start the movie. The

little hip bot movie starts playing.

Now click on the little HipBot f
video and drag it around.

Cool! Draggable video!

Thewhite background of the Sprite
Track can be very effective with
the white background of the
HipBot video, but for illustration purposes, let’s show the HipBot
video abit more dramatically. Let's change the Sprite Track
background to black.

- n am

Double-click on the Sprite Track Header.

On the Track Tab of the Properties Window click on the background
color marker.

Color Picker

Original.

- -
Cyan E
Magenta: 0 |4

Yellow: {F————— g X

" (]

(Cancel ) 0N

A color picker pallet will pop up.
Make the track 100% black.

Close the Properties Window and
run your movie.

Drag your video around the
window.




Other Fun Behaviors

3dBounce
Let's go back to the Behaviors Tab for our Logo Sprite.

l %I ECt the Dr@gable [ Praperties T Button T Seripts T' Eehavlnrs1
beha/lor and hlt 1l 3DBounce - From Matthew's Motion Suite.
del ete On your . By Matthew Peterson, matthew@pinoko.berkeley.edu
k b d Path: There is No Try:Users:grats:Desktop:VideoFun-Tuterial:Libra
w Oar * 2-19-2000
Drop this on a sprite, and itwill bounce around the sprite
. track, scaling with perspective as it also bounces in
2 Drag 3dBounceinto e
the Behavior Tab.

If you click onthe“i”, you will seethat thisbehavior was created by
Matthew Peterson.
3 Runyour movie.

Immediately your sprite starts bouncing around in 3D space. You
may haveto click the Play button on the controller to start the video
playback if you do not have Auto Start selected.

RollAround
Let's try another one:
4 Delete 3dBounce and drag in another behavior created by Matthew
Peterson called Roll Around.

Note that this behavior has another icon attached toit. Thisindicates
it requires some user input. Click on it and you will see two fields.
Thefirst field tellsthe sprite which direction to roll around the track.

+1 = counter clockwise, and - oY S s J—

1 = Cl OCkW| Se. The %Cond [l RollAround - from Matthew's Motion Suite.

field is how fast it will roll e e
around on ascale of 1 to 20. = ——

Video Fun
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5 Runthe movie.

Try placing different valuesin thefieldsand running the movie again
to see what happens.

MouseTurnover

Okay, now let's make the example we have in the tutorial folder called:
VideoFun.mov.

6 Deéeetethe RollAround behavior.

7 Draginthe behavior called MouseTurnover.

Thisis yet another behavior by Matthew Peterson. This behavior
will turn over the sprite to reveal a second side, like turning over a
playing card. Click on the lower icon, and you will notice that the
behavior requires
two values: Side 1

[ Praperties T Butten T Seripts T'Eehavlnrs1

| mage Index and [1] = MouseTurnOver - From Matthew's Motion Suite.
. By Matthew Peterson, matthew@pinoko.berkeley.edu

S de 2 I m@e Side 1 Image Index |1

Index. Side 2 Image Index [z

Note: If you would like to download the entire set of Matthew's LiveStage
Professional behaviors, visit his site at http: //www.matthewpeter son.net

Side 1 Image Index and Side 2 Image Index refer to the image index
of the sprite. Remember we have only one sprite called Logo. This
sprite has a single image

associated with it - ]
“ hl p_l Ogglf” H Whl Ch h$ T hip_logo.gif
an Image Index of 1. O

Recall that thisimage has an override - our Video 1 track. So rather
than display the hip_logo.gif it displays the “little_hipbot.mov”.
However, even with thisimage override the image index is still 1.



8

10

11

Go back to our MouseTurnOver behavior.

We want the video to be hidden until it isturned over. Therefore, we
actually want Side 2 to be the video. We know that the image index
for thevideois 1, so enter avalue of 1 for Side 2.

We now need a second image to display (the first side) when the
spriteis not turned over. —

Let's use the hip_logo.gif for O

the first side. Click back on tallyT7om
your Images Tab and drag the

hip_logo.gif to the window.

Notice that the image has been
assigned an image index of 2.

Change the name of the image to avoid confusion.

In the name field shown, change the name to The First Side. This
image will not have any image override; we want it to display the
logo.

Now we have two images associated with one sprite. We need to tell
QuickTimewhich imageto display first. The behavior will take care
of which image to display once we start turning over the sprite, but
we need to tell the sprite which image, 1(video) or 2 (hip_logo.gif)
to display when it initially loads.

Click on the Sprites Tab, and select “ Properties’.
LocatetheImageMenufor thelmageIndex

fild, and select The Firgt Sidefromthe  * we =
drop-down menu. Thiswill ensurethat the s
sprite displays The First Side when visibility

QuickTime initially loads. i =

Video Fun



12 Now click back on the Behavior Tab, and enter the value 2 for side 1.

If you run the movie now, the spritewill turn over revealing thevideo
on the second side, but the
VI deo IS nOt pl ayl ng When It IS il MouseTurnOver - From Matthew's Motion Suite.
turnaj over. We need to add a e e e

. . . Side 1 Image Index P
SCri pt tO th| S Spnte Side 2 Image Index -

[ Properties T Button T Seripts Yﬂehavrms‘

13 Click on Scripts Tab.

Select the Mouse Enter handler, and enter the following script:

Yo ill noti : . .
ou wi? noTice Thi sMovi e. Start Pl ayi ng

that there are
some behaviors

|ocated in the [ Properties ] Butten Ts‘"p“1 Behaviors |
local Library that

we didn't cover source: | None M Sve. ) (oad. ) (Check syntax )
in this tutorial. Frame Loaded H 1 ThisMovie StartPlaying
We encourage e Recelved
yOU tO Slmply Key Pressed
experiment with Mouse Click
these behaviors, e e
and use these Mouse Moved
ideas to push Mouse Down
your creativity Mouse Up *
beyond New Event Handler. .
traditional video
presentations. } )
Have Fun! 14 For the Mouse Exit handler, add the script:
Thi sMovi e. St opPl ayi ng
Thiswill stop the movie from playing when the mouse leaves the
sprite.
15 For the Mouse Click handler, add the script:
GoToURL("http://ww t otal | yhi p. cont)
Thiswill launch your browser to Totally Hip Software's site.
16 Export your movie and play it.
Video Fun
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