

























































































































































































































































































































































































































































































































































































































































































CHAPTER 8

Figure 8-18. Object Hierarchy
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jointed correctly, the object can exhibit extremely complex movements,
such as those your own body is capable of performing. But if you look
at your body objectively, you can see that it’s no trivial task to design
and move a 3-D human body simulation. In fact, it's hard to image a
desktop presentation that would require a complete human simulation,
tempting as it might be to try and build one. Before you tackle such a
project yourself, you should be aware that there are clip object disks
that contain complete, if generic, 3-D human bodies, already linked and
ready for you to customize and animate. If that sounds like science fic-
tion, well, doing 3-D animation on a personal computer was science fic-
tion just a couple of years ago.

Perhaps more useful to the presentation maker are clip object disks
of 3-D fonts that make the generation of slick animated logos a snap.
Swivel and most other 3-D programs offer at least one 3-D font with the
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program. Letters can be linked and jointed like any other objects, so
lines of text can be manipulated as one object.

A complete tutorial on 3-D animation would require a book all to
itself. If you're really interested in the world of 3-D, the best and only
way to learn is to get a package and plunge in. Simple applications,
such as creating titles of 3-D text from ready-made fonts, can be mas-
tered in a few hours of study. However, the learning curve for true mas-
tery of 3-D computer graphics is steep and long, so expect to devote a
lot of time to it. Be sure you need 3-D for your presentations before you
begin.

Sharing Objects and Animations Among
Programs

One problem with Macintosh 3-D animation software is that each pro-
gram creates its own type of object file format. Swivel 3D objects can’t be
loaded directly into Super3D, and vice versa. This is frustrating to anima-
tors who, for example, like Swivel 3D’s jointing capabilities but prefer
Super3D’s object-building tools, and would like to be able to move ob-
jects between the two programs to take advantage of the best features of
both. What's needed is a utility to translate 3-D object files from one
program to another.

In the future, this problem may be solved by the wider acceptance
of the Renderman rendering and 3-D object file format. Originally devel-
oped at Pixar, the Renderman standard, a flexible object description lan-
guage that can handle nearly any nuance of surface color, shading,
transparency, texture, and luminance, is gaining converts among Mac
3-D developers. Byte by Byte, developer of Sculpt 4D, a ray-tracing ob-
ject editor, promises Renderman support, and other programs are likely
to follow.

Mac animation files—the files containing all the rendered animation
frames, whether two- or three-dimensional—don’t have a standard for-
mat either, although this situation might be changing as well. Some ani-
mation programs simply save animations as collections of Scrapbook pic-
tures, which are played back in sequence when you want to view the
animation. This method is slow, inefficient, and wasteful of disk and
RAM space, but it works. More practical are compressed file formats,
which squeeze many animation frames into a single, relatively small file,
so lengthy animations can fit into the one meg of RAM available on
most Macs. Currently, the PICS compressed animation file format sup-
ported by MacroMind and Silicon Beach products appears to be emerg-
ing as a standard for most Macintosh animation programs. Any anima-
tion created in the PICS format can be loaded and saved in a PICS
compatible program. For example, you can use PICS files in SuperCard
(see Chapter 8), Super3D, and MacroMind Director. Another animation
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file format, the Aegis/Sparta ANIM format, is supported by Aegis Devel-
opment products; this is the file format most popular on the Commo-
dore Amiga, and it might gain in popularity for the Mac as well. Studio/l
uses a third proprietary animation format, S1AN, but it can also load
and save PICS files.

Animations on Disk and Tape

Animations, in both two and three dimensions, can take up a lot of
memory and disk space. Fairly lengthy animations are possible with Di-
rector or Studio/1 even on a Mac Plus, but a second of three-dimensional
animation saved as pictures in the Scrapbook can easily exceed the ma-
chine’s memory and floppy disk capacity. And forget three-dimensional
color animation on a Mac II unless you’ve got several megabytes avail-
able on your hard disk. Actually, you can create an animation of any
length with any animation program as long as you have the disk space
to store it. But playing that animation back in one piece might be impos-
sible, since animation programs usually require the entire animation to
be loaded into memory before playing.

Computer animators try to get around this limitation with various
techniques. Looping is creating a short animation and playing it over and
over again to give the impression of a longer work. Or you can make
several short animations that are separated by still sequences, which
gives the computer enough time to load the next animated part from
disk. That's a technique that works well when you're integrating anima-
tion into a presentation created with HyperCard or one of the HyperCard
extension programs, like SuperCard—see Chapter 9. SuperCard, by the
way, offers some powerful animation capabilities of its own, which we’ll
look at in that chapter.

However, your presentation might require a long, uninterrupted an-
imation sequence. The most practical way of storing and displaying a
big animation is on videotape. As it happens, tape has a far greater stor-
age capacity than memory or disks, and at far less cost. Normally, you'd
record a Macintosh animation to tape in the same way you’d record any
other Macintosh graphics, through a genlock to a VCR; then, if desired,
you would edit it into a larger work in post-production (see Chapters 5
and 6). That works in most cases.

But suppose your animation is so large you can’t play it on your
Mac all in one piece, or even in a few big chunks? The trick in that case
is to get each frame of animation onto a single frame of video, which requires
specialized equipment, including a single-frame recording VCR that can ac-
curately record one frame at a time. With the current state of the art,
that’s neither easy nor inexpensive. Consumer and industrial VCRs just
aren’t accurate enough to let you record on a single frame. A broadcast
VCR can do it; certain VCRs such as the Sony $-inch U-Matics have at-
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tracted third-party hardware that takes over control of the VCR trans-
port, also making frame-accurate recording possible. The minimum re-

quired system is diagrammed in Figure 8-19.

Figure 8-19. Frame-Accurate Animation System

= | SINGLE-FRAME
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VCR

If this is the route you want to go, expect to lay out money for a
VCR with frame-accurate capability, a transport controller box, a high-
quality genlock, transport controller interface software, and animation
software. In other words, you should already be a video professional,
have access to professional equipment, or be willing to pay for profes-
sional services before you consider it. This level of animation is some-
thing that should definitely be jobbed out, at least at the current level of
desktop technology, and that’s now becoming possible. As more and
more animators get into the Macintosh, service bureaus are appearing
that will render animations and record them on tape, just as service bur-
eaus have sprung up to develop slides and print DTP documents. You
can drop off your disks with the animation all programmed and come
back later (perhaps much later) for the finished product.

Scoring Animation

Traditionally, synching sound with animation has been one of the ani-
mator’s biggest headaches, especially for animated characters who speak
on screen. The main problem is figuring out what the character’s mouth
should be doing in any frame to give a believable impression of speech.
The way it's usually done is for the speech to be recorded first, then
broken down by phonemes into frame-length segments 1/30 or 1/15 of a
second long. The animator draws the mouth, making the proper shape
for the phoneme associated with each frame. You can tell this is hard
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work, because many cheap Saturday morning cartoons hardly bother to
make speech look realistic; mouth movements of the characters are ge-
neric and could be saying almost anything. Also note that Saturday-
morning characters rarely talk and move at the same time; it's even
harder to get speech and realistic body movement to work together.

With the Mac, you can do better. Some animation programs make it
easy to sync sound. Studio/l, for example, comes with a few built-in
sounds you can add frame by frame to animations. Sounds, specifically,
SND resources (see Chapter 9), can be attached easily to any frame; when
the animation plays back, the sound begins at the frame you’ve chosen
and plays through until the sound ends. Director uses a somewhat simi-
lar system to attach sounds to its animations, but with finer control.

You can create an animation sound effects library of computer
noises, laser blasts, bangs, crashes, and directional sounds—"up,”
“down,” “squash,” ““zoom,” and so on—using a sound digitizer such as
MacRecorder (Farallon, see Appendix A and Chapter 9). With Mac-
Recorder’s software, you can customize any captured sound with the
help of mouse-alterable controls for volume, balance, echo, frequency,
duration, and looping. Digitized speech can be chopped up into pho-
nemes for attachment to individual frames to match the mouth move-
ment of animated characters. Then the trick is simply to tag the right
frame with the right sound. For complex animated sound, keep a log of
each sound with its associated frame on an exposure sheet (a small repre-
sentation of each frame arranged in storyboard form), which you can
create with the paint parts of either Studio/1 or Director.

Animation in Presentations

Usually, an animation isn’t the sum total of a presentation but merely a
segment that needs to be integrated into a longer show, which might
include slides, overheads, a lecture, and so on. If you're using a presen-
tation program such as Persuasion or PowerPoint to show slides directly
on a Mac monitor, an overhead projector adapter, or a large-screen TV,
you won't be able to smoothly move from animation to slides, since
these programs won’t automatically load any current type of Mac anima-
tion as part of the presentation. If you only have one computer, you'll
have to pause the presentation, load your animation program, play the
animation, and then return to the slide program. Plan your presentation
so interruptions like this don’t come near the climax of the show.

The show will go more smoothly if you use one Mac to show your
slides and a second one for the animation. Cue up the animation so it’s
ready to play, and then quickly switch to the second Mac at the right
moment. A variation on this is to record your animation to video, and
have a VCR loaded with the tape and connected to a video monitor.
Run the slide part of the presentation on the Mac, turn on the VCR, and
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play the animation from the VCR. Or record the whole presentation on
video (see Chapters 5, 6, and 7).

There are ways to combine animation with slide-type presentations
into one seamless program that can run entirely on one Mac. For that,
you’ll want to turn to multimedia programs like HyperCard or SuperCard.
We'll cover these in the next chapter, as well as the creation of interac-
tive programming that runs under audience control.
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Hypermedia
Presentations

Lee is a shy student who has problems following class lessons because
he is not a native English speaker. Although he needs extra attention,
he is afraid to ask for it, and in the press of the day his teacher often
can’t give him the help he needs. One evening she goes home and cre-
ates a special reading lesson for Lee on her Macintosh, using HyperCard.
It covers just two dozen words he has been having difficulty with. The
lesson includes the digitized voice of the teacher saying the words while
the computer spells them out on the screen. There is a place for Lee to
type in the words as he hears them spoken; the lesson can tell him
whether he has spelled them right or not, and offer him as many
chances to do it again as he needs. Each right answer is rewarded with
a little melody and an animated cartoon. He can also try pronouncing
the words himself and listen to the lesson play them back. Behind the
scenes, the lesson also keeps tabs on Lee’s progress, and can prepare a
report for the teacher.

The next day, Lee’s teacher takes him aside and shows how to use
the lesson, and then she leaves him alone. Later that morning she finds
that he has learned all the words and is trying harder to make friends
with others in the class.

Sometimes presenting information to a passive audience is not
enough. In many situations, like the one described above, you must
reach out and include the audience in the presentation, using every tool
and communication medium available. Such a “reach out and touch”
presentation falls under the general category of interactive multimedia, or
hypermedia. This chapter will help get you started in this brave new
world by providing a potpourri of suggestions for creating your own hy-
permedia presentations, with an emphasis on interactivity. Keep in
mind, though, that designing such complex presentations is an art, not
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a science. There are no absolute rules to follow, and very few models to
emulate. Also included in this chapter is information on Mac sound,
music, and speech, all integral parts of any hypermedia presentation.

About Hypermedia

Chapter 1 gives a general introduction to the concepts of multimedia,
hypertext, hypermedia, and interactivity. Because the terms are used in
various ways, it's worth defining them again.

® Multimedia. A multimedia presentation incorporates several informa-
tion types, such as words, music, and pictures. MacroMind Director is
an example of a multimedia application: It can integrate and display
graphics, animation, sound, music, and text.

¢ Hypertext. Hypertext can be thought of as a standard text document
taken to a higher dimension. Significant words and phrases in hyper-
text are cross-referenced instantly to related information by references,
links, and trails. The hypertext reader can jump at will from any text
available to the system to any other, following a trail of associations
rather than a linear narrative. Hypertext documents can only exist on
computer, since only a computer can create the necessary links and
provide fast, random access to a wide range of materials.

® Interactivity. A presentation is interactive when it gives the audience
some control over the course of the presentation, usually within a
framework and limits established by the presenter. Interactive presen-
tations may allow users to make choices about what information to
view and how it is presented; they may also solicit information from
viewers, ask questions, and store information for future use.

¢ Hypermedia. Hypermedia blends multimedia and hypertext. Like
multimedia, hypermedia presentations can mix words, pictures,
sound, and motion; like hypertext, hypermedia has a linked structure
that allows the user to explore the presentation along many paths.
Hypermedia is invariably interactive, since users must make decisions
about what trails to take, and the presentation must be able to accept
instructions about how to take them there.

In this chapter we’ll use the term “hypermedia” to describe interac-
tive multimedia with a hypertext structure.

Using Hypermedia. Hypermedia presentations can be an effective
adjunct to rather than a substitute for slideshows, overhead presenta-
tions, and video programming. Since hypermedia has to be run on the
computer, it’s tied to the Mac screen and is not suited for group presen-
tations; slideshows or large-screen video presentations are still the best
bet there. The interactive nature of hypermedia also means that such
presentations are geared to the single viewer, or perhaps two or three
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viewers. On the other hand, hypermedia can be applied to the commu-
nication of many kinds of information that the standard slideshow or
overhead presentation can’t handle, and even animation and video can’t
address. When your presentation mixes text, numbers, graphics, anima-
tion, and sound, describes complex, nonlinear information, or needs to
interact with the audience, either by following audience directions or by
obtaining information from viewers, you should consider a hypermedia
approach. Hypermedia presentations can be used effectively for:

¢ Public information systems
® Point-of-sale demonstrations
® Training

¢ Simulations

® Tutorials

® Product catalogs

¢ Tours

¢ Corporate annual reports

Education and training is one area where hypermedia is already
making significant inroads. Students can progress through a hypermedia
lesson at their own pace, absorbing information in screen-size packets.
Hypermedia training can be interactive—the program itself can monitor
student responses and tailor the lesson to suit student strengths and
weaknesses. For example, you can program the lesson so a student who
enters a wrong answer is immediately shown a new screen that dis-
cusses the problem in more depth. Mac hypermedia in the form of
HyperCard stacks should be especially attractive to educators because
HyperCard offers all of the Mac’s sophisticated features but is very easy
to program. Later in this chapter you'll find an extensive discussion of
HyperCard’s capabilities as a presentation vehicle.

Sound and the Mac

So far, this book has not said much about how the Mac handles sound,
but since sound is an important element of hypermedia, in the form of
music, sound effects, and speech, the following section covers the use of
sound in more detail.

It's always possible to record audio onto a tape cassette (using the
techniques discussed in Chapters 6 and 7) and play the cassette next to
your Mac, or to accompany your slideshow. But that won’t work with
hypermedia, where sound needs to be responsive to what the program,
presenter, or viewer is doing. For hypermedia, you need to make use of
the Mac’s own sound capabilities.

The built-in sound of older Mac models, such as the Plus and SE,
are relatively limited. These Macs can only generate mono, not stereo
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sound, and the quality of the sound that comes out of the Mac’s small
speaker is not exactly high-fidelity. Since the Mac Plus and SE don't of-
fer standard RCA or XLR audio output jacks, you can’t directly play Mac
sound through a stereo system or record it on an audio tape recorder,
either. (Special cables and adapters are needed to do that.) Newer-model
Macs, like the Ilcx, have a dedicated sound generator that can drive
stereo headphones or stereo equipment via the audio port, which ac-
cepts a stereo mini phone plug. With an amplifier and the right cables,
you can play llcx audio through a presentation stereo setup or public-
address system, as shown in Figure 9-1.

Figure 9-1. Setup for licx Audio
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Sampling Sounds. The sounds supplied with the Mac System—the
boing, beep, monkey squeak, and so on—aren’t very useful for presen-
tations. You'll want a way to get all kinds of realistic sounds, including
music, voices, and sound effects, into your Macintosh. Unfortunately,
standard audio, like standard video, is an analog waveform, and thus
incomprehensible to your computer, which can only process digital in-
formation, so an analog-digital converter is required. A sampler, or
sound digitizer, is a device for converting live or recorded analog audio
to a digital form that the Macintosh can understand. Samplers are really
just audio versions of the video digitizers discussed in Chapters 5 and 7.
When an analog audio signal is fed into the sampler (from a microphone
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or other audio source), the sampler divides the continuous analog signal
into equal, discrete parts—called samples—and assigns each part a digital
value based on such factors as the amplitude (volume), frequency
(pitch), and phase of the sound waveform. (The series of samples that
together make up an entire sound is also called a sample). The digital
values can be processed by the Mac and reconstituted as sound through
the Mac’s speaker.

The more samples per unit of time, the more accurate the digital
version of the sound. For example, suppose you were to sample Bee-
thoven'’s Fifth Symphony for 1/60 of a second, once every second. The
sample wouldn’t sound much like the Fifth Symphony on playback—
59/60 of the music would be lost. Sampling the music at a much higher
rate—say for 1/250 of a second, 128 times a second—would give you a
much better approximation of the real symphony, although you'd still
be missing about half of it. So the higher the sampling rate, the more
lifelike the sample. On the other hand, the higher the sampling rate, the
more memory and disk storage the sample requires. The software that
comes with most samplers allows you to choose an appropriate sam-
pling rate: high for sounds, such as music and singing voices, that call
for good-quality playback, and lower for sounds, such as the spoken
voice, that don’t call for high sound fidelity. Sampling software can also
compress the sample file into a smaller size by a file compression pro-
cess similar to the one used in many animation programs (see Chapter
8).

Sampler software also lets you play with the sound after it has been
sampled—adjusting duration, frequency, amplitude, and harmonics
(timbre)—by using the mouse to modify a waveform of the sound.
Here’s where you can turn a sample into a sound that seems to have
come from outer space. In fact, the possibilities for tailoring sound ef-
fects are limitless. One of the simple tricks you can accomplish with a
sampler is to sample your own voice saying a word—""Macintosh,” for
instance. When you play back the sound in the Mac at different pitches,
you'll hear your voice saying ““Macintosh” going up and down the scale.

MacRecorder. MacRecorder (Farallon, see Appendix A) is a useful,
low-cost sound digitizer that is more than adequate for Mac presentation
audio. MacRecorder consists of the digitizer, a box that plugs into a se-
rial port on the Mac, and contains a microphone and jacks for an exter-
nal mike and input from an audio device like a CD player or audio cas-
sette recorder. Sound converted to digital format by the digitizer is
processed by one of two MacRecorder programs—HyperSound, which in-
stalls sounds as resources in any HyperCard stack, and SoundEdit, a util-
ity for modifying and customizing sounds (the SoundEdit screen is
shown in Figure 9-2).

To record a sound, you hook up the MacRecorder and click on the
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Figure 9-2. SoundEdit Screen
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microphone button. You can record in stereo by using two Mac-
Recorders, each hooked to a serial port (the modem and printer ports),
or record sounds separately on one channel and mix them in SoundEdit’s
four-channel mixer. (See Chapters 6 and 7 for more on mixers and
sound mixing.) When you stop recording (by clicking again on the re-
cord button) or your recording time is up (as determined by the amount
of memory in your Mac, the sample rate, and the amount of file
compression you've chosen), a waveform of the sound appears on-
screen. The waveform for the spoken words “Macintosh Desktop Pre-
sentations” appears in Figure 9-2. SoundEdit tools allow you to change
the pitch (tone) and amplitude (loudness) of any sample; draw lines
around the waveform to change its envelope (the outline of the wave-
form) and thus its sound; add echoes and bends; filter it through the
Mac equivalent of a graphic equalizer; and even run the sound back-
wards. Modified sounds can be saved in the most popular sound file
formats (see below).

Using Sound in Presentations. The more exotic tools in SoundEdit
can be used to create some incredible sound effects, which, for example,
can be added to presentation animations created with Studio/1 or Direc-
tor. These programs can read MacRecorder samples directly. A clever
sound-effect can really make an animated chart or diagram memorable;
hitting the sound at just the right frame helps focus your audience’s at-
tention on the point of the graphic. “Logo sounds” are also becoming
popular; these are the highly tailored sound effects that high-tech com-
panies such as AT&T and GE play when the corporate logo appears in
their commercials. You may be able to devise an appropriate sound to
go with your company logo as well.

More likely, you’ll be using a digitizer to record voice for use in
your presentations. Voice grabs the attention far more effectively than
text; people are more likely to follow instructions that are heard as well
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as read. (The designers of the typical point-of-sale or convention-floor
presentation try to amplify this effect by using narration in a throaty fe-
male voice; with the rapid increase of women in middle and top man-
agement, there’s no guarantee that this approach is valid any longer, if
it ever was.) Use voice to narrate the presentation, issue instructions,
read long blocks of text, and give your presentation a unique personal-
ity. That personality can be enhanced by using a celebrity voice. Many
well-known actors maintain a profitable second career as narrators for
presentations, documentaries, and so on; such services are not inexpen-
sive, though. You may do just as well with a less—well-known profes-
sional actor who charges much less.

MacRecorder does an excellent job of digitizing speech, even at rela-
tively low sampling rates and high compression. You may be able to
digitize a single speech sample of up to two or three minutes long, long
enough for most presentation uses. Record each speech segment as a
separate file (clearly labeled by the first words in the sample, by anima-
tion frame number, or some other method), and play them at the right
moment in the presentation. Use the same method for sound effects and
music.

If your presentation may be used for commercial purposes or broad-
cast, be cautious when you use sampled music. Music, like books, art,
film, and photographs, can be and usually is copyrighted. Recent music
is very likely to be copyrighted in the name of the composer or per-
former. Even if it's too old to be copyrighted outright (classical music,
for example), music may be copyrighted in the form of a particular per-
formance. Since using a copyrighted piece of music in your presentation
without permission is illegal, and more and more likely to be noticed
and made the subject of a lawsuit, you are safer sampling music placed
expressly in the public domain by the performer and/or composer, hir-
ing a composer to write music for you, or creating your own.

A full discussion of Mac music-making deserves a book of its own,
so we'll just touch on the subject briefly here. If you plan to try your
hand at composition, there are many Mac music programs available.
These range from programs that graft your own melodies onto ready-
made musical backgrounds, to full-fledged composition tools for profes-
sional composers. An “instant music” program such as Music Mouse
(OpCode Software, see Appendix A), which creates original, listenable
music in a selection of styles (jazz, rock, and so on) just by moving the
mouse, is probably the best bet for nonmusicians wanting to score their
own presentations. Presenters with more musical experience should look
into Deluxe Music Construction Set (Electronic Arts, see Appendix A), a
music creation and editing program that’s easy to use and has many
public-domain musical scores available. In fact, there’s such a wide vari-
ety of scores and instruments available for the Mac in the public domain
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that, with a little searching, you will probably find the music, instru-
ment, or sound you want without having to create it yourself.

Tips on Sound File Formats

Like graphics and animation, Mac sounds can be handled in a variety of
file formats.

® In HyperCard and related applications, sounds are saved as SND re-
sources.

® The Audio IFF (Interchange File Format) is the format approved by Apple
for sound files. An increasing number of sound and music programs
can read and write this format.

® The SoundEdit/SoundCap/SoundWave format is a file type tailored to
sample editing that is compatible with those applications.

® The Instrument format can be read by music programs such as Jam Ses-
sion and Studio Session.

Unfortunately, many music programs are still incompatible with one
another, making it necessary to use a file conversion utility. SoundEdit
does a good job of converting samples from one format to another; a
number of other music and sound programs can also handle more than
one format, and some do conversions as well. Still, when you set out to
assemble a Mac sound system, make sure all the software works to-
gether.

Working with HyperCard

Apple’s HyperCard dominates the world of hypermedia for two good rea-
sons. The first reason is that HyperCard is everywhere; Apple gives it
away with every new Mac and makes it available to everybody else at
low cost, so HyperCard applications are a logical vehicle for presenta-
tions. The other reason is the high quality of the program itself; it's easy
to use, easy to customize, and surprisingly sophisticated. Even if you
end up using other hypermedia programs to create your applications,
most of these borrow the HyperCard look and feel to some extent, so a
thorough discussion of HyperCard will help orient you to the general
techniques of hypermedia and interactivity presentation design.

The next section covers HyperCard in some depth, discussing it’s ele-
ments, structure, and presentation design and development. The discus-
sion that follows also applies to the workings of SuperCard and other
HyperCard extension programs—a SuperCard tutorial follows the discus-
sion of HyperCard—and has a bearing on hypermedia presentations in
general. For a complete description of HyperCard and how to use it, it is
strongly recommended that you consult one of the many books on the

program.
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HyperCard Elements. Bill Atkinson, HyperCard’s creator, calls
HyperCard *‘a software erector set.” Like an erector set, the program is
made up of several kinds of elements, each with a different function,
that can be combined in limitless ways. Figure 9-3 shows the types of
objects—a card, a stack, a background, a field, a button, tools, graphics,
and the message box—and diagrams the relationships between them.

Figure 9-3. HyperCard Elements
Cards are full screens
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you can type messages to HyperCard in the message box

Cards. At its most basic, HyperCard is like a simple card file. All
HyperCard information is stored on cards, similar in concept to 3 x 5-
inch index cards. You can write, draw, and paste clippings on index
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cards; you can do the same (or their electronic analogs) with HyperCard
cards. HyperCard’s cards can contain not only words and pictures, but
also sounds, music, and animation, and can be linked together in just
about any way you can imagine. The program can display one card at a
time.

Stacks. Related cards are grouped together into stacks, a group of
related cards kept together in a single HyperCard file. You can think of a
stack as the HyperCard equivalent of a document or file in another appli-
cation. The cards in a HyperCard stack can be organized alphabetically,
or by subject, or by any criteria that you find useful, including links by
association that let you jump from one idea to a related one with just a
mouse click. Only one stack can be open at a time.

Backgrounds. The cards in a stack may share one or more back-
grounds; that is, they may share the same general appearance and built-
in functions. A background is like a layer behind all related cards. A
stack can have more than one background, but not more backgrounds
than there are cards in the stack.

Home. A special stack required for proper operation of the program
is the Home stack. It is the place to begin and end your travels in
HyperCard; it also contains sets of instructions that affect the workings of
every stack. The Home stack must be somewhere on your hard disk for
HyperCard to run.

Buttons. Buttons are rectangular objects that you click on to initiate
an action, such as going to another card. Buttons link cards and stacks
together, but they can also do just about any other kind of work that
HyperCard is capable of. Buttons have a variety of properties, including
position, size, style, icon, a name, the ability to highlight when clicked
on, and so on. :

Fields. Cards and backgrounds also have areas where you can enter
text. These are called fields. You can type in them just as you can in a
word processor. Field properties include size, position, style, text size,
style, and alignment.

Tools. HyperCard includes a specialized menu, the tool menu, that
contains tools for changing working modes—browsing, or using the pro-
gram; button creation; and field creation.

Graphics. Also in the tool menu are HyperCard’s full set of MacPaint-
style black-and-white paint tools, indispensable for creating HyperCard
presentation graphics. You can paint right on cards and backgrounds;
put buttons and fields over graphics, and put graphics over buttons and
fields. HyperCard can import any PAINT file that isn’t bigger than
512 x 342 pixels, since all HyperCard cards are limited to that size, but it
cannot handle draw, TIFF, or EPS graphics. Nor can HyperCard display
color images, although SuperCard and other HyperCard extension pro-
grams can.
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Message Box. This is a window that lets you type instructions di-
rectly to HyperCard using the program’s command language, HyperTalk.
If you're serious about HyperCard presentations, you'll have to learn
HyperTalk. Luckily, HyperTalk is very similar to English, and you can
master the basics in a few hours of study.

Scripts. Scripts are sets of instructions that can be attached to any
object in HyperCard. Scripts are written in HyperTalk and typed into a
script window, shown in Figure 9-4. It's through scripts that you can
create sophisticated hypermedia links, animations, songs, computer
speech, and more.

Figure 9-4. HyperCard Script Window

Script of bkgnd button id 39 = "Presentation”
pn mouseUp %

if the selection is not empty then --looks for selected text
put selaction into Lookup =--Lookup is a local variable

else osk “Search for...?" --creates a dialog box

put it into Lookup

set lockScreen to true

push card

go to stack "Presentation”

find Lookup

if the result is "not found™ then --arror handling
answer “Can't find it--check your speliing™ with “OK"
Pop cord ——takes you back to your starting point

end if

end mouseUp

HyperCard Structure. How do all the elements fit together? Each
type of HyperCard object does not exist in a vacuum—it has a definite
relationship with the others, and that relationship is hierarchical. This
hierarchy is like a ladder of HyperCard objects, as shown in Figure 9-5.
The hierarchy begins at the bottom rung, with buttons and fields, and
progresses to the card, the background, the stack, the Home stack, and
finally, at the top rung, to HyperCard itself.

As you can see, each rung includes the one below—cards contain
fields and buttons, stacks contain fields, buttons, cards, and back-
grounds, and everything is contained within HyperCard itself. Cards
can’t contain stacks, however, or fields other fields. Changes you make
at higher levels—to the stack or Home stack—encompass every object
below. Good stack designers generally start at the top rung—the stack
level, or perhaps the Home stack level—and design down to the field/
button rung.

HyperCard screens are composed of two domains—the card domain
and the background domain. The background domain contains the ob-
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Figure 9-5. The Object Hierarchy
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jects and graphics common to all cards that share the same background.
For example, the arrow buttons that move you around a stack usually
reside in the background domain; all cards in the stack need those but-
tons, so the stack designer naturally assigns them to the background.
The card domain contains objects and graphics belonging only to one
card. A button that takes an action pertaining only to the current card
will be in the card domain.

Figure 9-6 shows a finer-grain “‘exploded view” of a typical Hyper-
Card screen. As you can see, when you look at a HyperCard screen you
are actually looking at a sandwich of layers. Think of each button, field,
card, and background as being on its own sheet of transparent plastic.
The sheets of plastic are laid one on top of the next in a very definite
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order to create the screen. The structure of layers is invisible when you
look at the screen, but the layers must be carefully arranged to produce
the right effect.

Figure 9-6. Layers

Card domain Background domain
=—u

Farther

s

Card Card
object graphics
layer

Closer

Tty Bkgnd
graphics
=*Fna] layer
~.i  Bkgnd
K object
N layers

Graphics have their own layers, just like objects. A graphic can be
in the background or card domain, but will always be behind fields and
buttons in its domain. Graphics can never be moved in front of objects
in the same domain.

Modes. Another fundamental fact of life for HyperCard presentation
designers is that the program operates in modes. A mode is a restricted
state of the program; it is, for example, a state in which you can only
work with buttons. There are seven HyperCard modes—background
mode, card mode, browse mode, field mode, button mode, painting
mode, and script editing mode. In browse mode (activated by choosing
the browse tool in the Tools menu), you can operate buttons, enter text
into fields, and move about at will, but you can’t modify any object or
use any other tool. HyperCard presentations are normally restricted to
browse mode, though you can use scripts to activate other modes, if de-
sired. Most modes are mutually exclusive; for example, you can’t manip-
ulate buttons, fields, and graphics at the same time.

Object Properties. Every class of HyperCard objects has well-defined
properties. A property is any characteristic of an object, such as its name,
location, or style; for example, there are seven possible button styles,
and more than 100 possible button icons (plus any you create and install
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yourself). Much HyperCard authoring work involves setting the proper-
ties of objects you've created.

Getting Object Information. You can find out anything you want to
know about any HyperCard object from its Info dialog box, available from
the Objects menu. These Info boxes not only provide basic information
on objects, but also let you modify their properties and gain access to
their scripts, the HyperTalk programs that tell the objects what to do.
The Button Info and Field Info boxes are available only when the button
or field tools are selected, but the other boxes are always available. Fig-
ure 9-7 shows the Button Info box; changing the settings in this box
changes the properties of the button.

Figure 9-7. Button Info Dialog Box

Bkgnd button number:5  gqyje:

Bkgnd button ID: 9 Q transparent

X show name O opaque

X Ruto hilite Qrectangle
QO shadow
grnund rect

‘check box

Q radio button

(script... ) [ ok JJ ("cancer )

Creating Objects. HyperCard’s Edit and Objects menus give you the
tools to create any of the five common HyperCard objects: stacks, back-
grounds, cards, fields, and buttons. For instance, to create a new but-
ton:

¢ Choose the button tool.

® Decide if you want a card or background button. If you want a back-
ground button, enter background mode by choosing Background from
the Edit menu.

¢ Choose New Button from the Objects menu. A new round rectangle-
style button named “New Button” will appear in the center of the
screen. It will already be selected, ready for modification.

¢ Double-click on the new button to make style and format choices via
the Button Info and Icon dialog boxes.

® Size and position the button by dragging it by the corner and the cen-
ter.

® Cut, copy, paste, or delete the button with the standard Macintosh
editing techniques. Hint: Since you can only work on one HyperCard
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object at a time, set all the properties of the original object before you
make any copies, or you'll have to reset the properties of each copy
separately later.

Linking. Links are one of the keys to hypermedia’s power. A link is
a direct path or shortcut between one area of a presentation and an-
other—for example, between an information card and a map card. In
HyperCard, buttons are the main linking devices. In a stack on Dutch art,
clicking on a button next to a self-portrait by Rembrandt on one card
might take you to another card containing a short article on the history
of self-portraiture in Northern painting, even though that card might be
in a very different place in the stack. The Button Info dialog box (Figure
9-7, above) has a tool for creating navigation buttons that link any two
cards. More elaborate links are possible by writing special linking scripts
for a button (or other objects, for that matter). It's the web of links that
ties together a HyperCard presentation and gives the information it con-
tains both form and meaning,.

HyperCard Presentation Design
Designing a presentation on HyperCard or any other hypermedia applica-
tion follows the same pattern as designing a slideshow—you must plan,
do audience research, organize your information, settle on a presenta-
tion design, do the actual work of creation, and then test the results be-
fore going public. Since hypermedia presentations tend to be more com-
plex than the standard linear presentation, the design, creation, and
testing stages become more complex. Let’s take a look at some of the
issues affecting the design of a HyperCard presentation stack, and then
take a look at how Jane at ScanTech creates a self-running presentation
incorporating animation, music, speech, and interactivity.

Before you set out to design your presentation stack, sit down and
outline your goals. As with any presentation, you have to answer these
basic questions:

¢ What do I have to say?
® Who is my audience?
® What's the best way to arrange my information?

The design of your stack flows logically from the answers.
Organizing Your Information. The obvious first step toward any
stack design is to gather your information and distill from it the message

your presentation will convey. Some suggestions for doing this are in
Chapter 4. You'll find immediately that most information already ap-
pears to possess a natural organization. For example, addresses are logi-
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cally grouped in an alphabetical list, maps in an atlas by geographic re-
gion, electronic parts in a product catalog by function or features, and
events in a narrative by scenes or chapters. That organization in turn
imposes an order on the stack—in other words, form follows function.
A play-only trade-show guide will be linear in form, running from one
card to the next and looping back to the beginning. On the other hand,
an interactive stack that lets you branch from one part of the stack to
another (or to other stacks entirely) based on responses you give to
prompts, must be organized much more tightly, probably in a tree-like
structure.

When it’s not immediately obvious how to organize your informa-
tion, it helps to divide your data up into small pieces. Keep in mind that
HyperCard allows you to display only a screenful of information at once,
so information that can’t be broken up into modest-sized bites is not
well suited to HyperCard. For example, don't try to display a large engi-
neering drawing that doesn’t fit on a 512 X 342 screen; use a smaller
overview on one card and exploded details on others. SuperCard and
other HyperCard extenders partly address this problem by offering scroll-
able windows and full use of a Mac II screen.

Identifying Your Audience. Now that you know what you want to
say, ask yourself who your audience is. Are they experienced HyperCard
users? Specialists in a particular field? Mac neophytes or people who
may never have worked with a computer at all? Or possibly any and all
of these?

It's easy to design a presentation for advanced HyperCard users, be-
cause they’ll know all the HyperCard conventions already and be experi-
enced in figuring out how stacks work. Likewise, if you are presenting
data to a group of specialists, you can at least depend that your audi-
ence will be able to put the information into context and understand
your terminology. But the more kinds of viewers that will encounter the
stack, the more basic your design must be, until, at the most basic level,
you can’t even assume the person knows how to use the mouse. Ac-
tually, HyperCard is ideal for a general audience because it's so easy to
create a stack that runs by itself with minimal input from the viewer.
Typical examples of these kinds of stacks are point-of-sale displays and
public-access information systems, where a wide range of people will
encounter the stack and use it in a public setting. Educational stacks for
young children also fall into the same category—they must assume the
minimum level of skill possessed by children in the age range you're ad-
dressing. You shouldn’t, for example, design a stack for four to six-year-
olds that requires them to read instructions. Use speech synthesis or pic-
tures instead.

Designing a User Interface. The next step is designing a user inter-
face. A user interface is, basically, the way an interactive presentation
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looks and the way it asks you to work with it. User interfaces can be
friendly, helpful, and intuitive, or unhelpful and nonintuitive; a bad in-
terface design is guaranteed to get in the way of your presentation’s
message. When in doubt, stick close to the Mac interface, and always
keep in mind the characteristics of the audience you are addressing.

Tips on Creating a HyperCard User Interface

In general, the interface of a well-designed informational stack is func-
tional, clean, easy-to-use, and bug-free. This means, first, that you'll be
best off adhering to some general conventions of HyperCard software de-
sign.

¢ Consistency is important. Make sure familiar objects work the same
way all the time. For example, buttons with house icons should al-
ways take you Home. And if the objects are standard items in the Mac
interface, use them in the expected way—don’t use checkboxes the
same way as radio buttons.

® Don’t assume that the user is experienced, or understands what you
are trying to do. Provide online help, explanations, keymaps, stack
diagrams, tables of contents, and/or indexes. These guides are de ri-
geur for complex stacks, just as tables of contents and indexes are
standard equipment for books.

® Give users all the information they need. Don’t, for example, hide the
menu bar without providing other ways to navigate through the stack,
or include important information in hidden fields without showing
how to get at those fields.

® Redundancy is helpful. Provide more than one way to organize or
gain access to information.

¢ Keep it simple. Use only the buttons, fields, and graphics the stack
needs; never throw in extraneous decorations and functions just be-
cause you can—extras are just static interfering with the information
you want to convey.

® Make it look good. Use screen space efficiently, but don’t clutter
things up with too many objects. If necessary, rethink your stack de-
sign or separate objects by function onto different cards or back-
grounds. Symmetrical arrangements of objects are easiest for users to
understand. Group related objects together.

® Weed out the bugs. Mistakes are not only wrong, they’re confusing.
No one is perfect, but try to be. Check carefully for minor errors.

Visual Design Issues.

HyperCard's powerful graphic tools can be used to clarify and enhance
your information. When designing the look of your stacks, here are
some issues to keep in mind.
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Settle on a visual metaphor for the presentation as a whole, just as
you would for a slideshow—this will help to orient the viewer. The in-
formation you’ll be putting into the stack should give you a clue about
what metaphor to use. A hypermedia annual report calls for a slick cor-
porate look. An education stack could have the appearance of a high-
quality textbook or workbook. A point-of-sale presentation might resem-
ble an animated catalog. Don’t, however, devote a lot of time to creating
an elaborate visual environment at the expense of organizing and clearly
presenting your information. Avoid fancy backgrounds that add no in-
formation to your cards and use up precious screen space.

Decide what sort of visual transition from card to card is appropri-
ate for the information. You can script a variety of video-style transitions
with HyperTalk scripts. Wipes (right, left, up, and down) are good for
slideshow-type stacks. Several styles of dissolves are available for
smooth transitions to different parts of a stack, to indicate the passage of
time or a distance traveled, or for animation effects. Use zoom-ins to go
to a card that zeroes in on a selected item to give more detail, and
zoom-outs to get back to the big picture. Barn-door transitions should
open up and close down new areas of the stack. It's even possible to
use blackouts and whiteouts for emphasis, appropriate for stacks that
run by themselves or possess a narrative. Each transition can be slow or
fast as well.

Use a minimum number of fonts in field and graphic text. Many dif-
ferent letter sizes and styles make for a confusing, ugly, and hard-to-
read stack. Try not to mix serif and sans-serif fonts on one card, and use
only capital letters for titles or emphasis.

Sound Design Issues. Like graphics, sounds can add to the impact
of your stack presentation. Here are a few general items to consider.

HyperCard comes with four built-in sounds (boing, dialing tones,
harpsichord, and silence), stored as SND resources, and you can add
others with MacRecorder’s HyperSound or sound moving utilities. The fa-
miliar Macintosh beep can be invoked with HyperTalk’s beep command;
all other sound resources can be played with the play command (see be-
low). Use the beep to alert the user to something important—usually, an
error, a limit reached, or an action that must be taken. The boing sound
can be used in somewhat the same way—when a student gives a wrong
answer to a question posed in an educational presentation, for example.
A right action can be rewarded with an upbeat little tune, perhaps syn-
chronized with a visual effect.

Tips on Making HyperCard Music

HyperCard contains a built-in synthesizer that allows you to write simple
or complex monophonic (one note at a time) melodies. All HyperCard
composing involves the play command, which acts on any digitized
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sound resources in the stack or HyperCard itself. The basic form of play
is:

play “<sound name>"
If you put the statement
play “boing”

into a script, you hear the boing sound when the statement executes.
Play also has a number of parameters that let you take any sound and
turn it into a series of notes. Here’s the complete parameter format for

play:

play “<sound name>" [tempo <speed>>] [<notes>] [# (sharp) | b
(flat)] [octave] [duration]

® The sound name is the name of the instrument or sound you are ma-
nipulating. Any sound resource available to your stack can be used
here.

® Tempo, the general speed at which the music plays, is always a num-
ber, with the default value set at 200 (neither fast nor slow). 400 is
faster than 200.

® Notes are specified by a, b, ¢, d, e, f, and g, as in the musical scale,
and can be designated sharp or flat with the # symbol for sharp and b
for flat—for example, c# is C sharp, and fb is F flat. Rests are desig-
nated by r.

¢ The first note in the melody should have an octave number attached.
An octave is a musical interval that spans all the notes from one note
to its next occurrence—for example, on a piano keyboard, the 12 notes
from middle C to the next C up the scale. HyperCard octaves 3, 4, and
5 correspond to the middle octaves on a piano. The melody stays in
the set octave until you change it by inserting a new octave number
after a later note.

® Note and rest durations can be a whole to a thirty-second. Whole
notes and rests are designated by w, half notes and rests by h, quar-
ters by g, eighths by e, sixteenths by s, thirty-seconds by ¢, and sixty-
fourths by x.

The play command differs from other HyperTalk commands in that
it can continue to execute even while other scripts are running, or the
user is working with buttons, fields, and tools. You can also divide
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songs into two or more lines if they’re too long to fit on one line in the
script window. Try this sample song in a HyperCard button script:

play “boing” tempo 300 cq3 cq dh ch fq ew cq cq dh ch gh fw
play “boing” tempo 300 cq3 c4h ah fh3 eh dw bbq bbq ah fh gh fh

Speech Synthesis. Your Mac can synthesize speech as well as mu-
sic, providing you've got the right resources. While the state of the art
in Mac speech synthesis doesn’t allow for very attractive voices as yet,
synthesized speech does humanize your presentations, and it uses far
less memory and disk space than digitized speech, the kind you record
with MacRecorder. More importantly, with speech synthesis your pre-
sentation can say anything the user may type in—for example, the
user’s name. Having the presentation greet the user by name makes in-
teracting with it a more engaging and friendly experience, and this can
be very important in educational presentations and situations where the
audience may not be comfortable or familiar with computers.

To make your Mac speak, you need two programs. One is the
speech synthesis utility MacinTalk, which is supplied with the Mac sys-
tem software. The other program you need is a stack called Hyper-
MacinTalk by Dennis C. DeMars; it is highly recommended as a good
introduction to all aspects of Mac speech synthesis. HyperMacinTalk
contains the external commands and functions (XCMDs and XFCNs)
that let you access MacinTalk from HyperCard, and it will automatically
install them in any stack. With some modifications to the stack script
that are clearly explained in HyperMacinTalk, you can have HyperCard
utter any string of English words using the say command. Here’s the
format:

say the English words
The text to be spoken must be in quotes. For example:
say ““The only thing we have to fear is fear itself.”

What you hear will sound rather robotic and uninflected (that’s not
too surprising), but it should be understandable. You can modify inflec-
tion by using the standard punctuation marks, such as periods, com-
mas, and question marks; adding extra spaces between words and let-
ters can aid in understandability, too. Macintalk’s pronunciation isn’t
perfect though, so you may find that some creative misspelling will
make Mac speech more understandable. For example, the Mac can’t
cope too well with the word mouse; it makes it sound like muss. Simply
respelling it mouwse really improves the pronunciation. Try alternative
ways to spell problem words until you find one that works well; you
can even set up a pronunciation table of your own for future reference.
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If MacinTalk doesn’t give you the speech quality you want, you can
always digitize real speech and include it in your stacks as a sound
(SND) resource. Unlike music, speech can be recorded at lower sam-
pling rates and higher compression without serious loss of intelligibility.
You might be able to fit up to several minutes of compressed speech
into your stack presentation, depending on the available space on your
disk. Invoke each spoken sound with the play command, like any other
sound.

Design for Interactivity. An interactive presentation can do more
than simply wait for the user to click the mouse on a button to take him
or her to the next card. Presentations can show pictures and animations
and speak words on demand; repeat any segment of the presentation
when asked; solicit information from the user and present only the level
of information appropriate to the user’s level of understanding; watch
the pattern of movement that a user makes through a presentation and
make suggestions about future paths; ask questions and correct wrong
answers; and even “remember’”’ information about the user for a future
presentation. In short, your presentation can establish a kind of dialog
with the viewer that makes the presentation that much more effective.

A fully interactive presentation is best organized in a tree-like,
branching structure, as in Figure 9-8. The user begins at the trunk, and
can proceed along any branch; at each branching the user has to decide
which route to follow. Or the program can decide which branches to of-
fer, depending on responses the user makes to prompts and queries.
(Scripts can grab information typed in by the user and use the text to
determine what options should be available, or a script can look to see
what cards have been viewed recently and decide what route the user
should take from the current point.) Users should always be able to go
forward, to backtrack and review, or to return to the trunk and take an-
other main branch via a map or index card. Special links should also
make it possible to jump directly to related subjects. For example, in an
annual report presentation, a button on a data graphic showing current
sales might be linked directly to a card showing a list of top sales per-
sonnel, even though that card belongs to another branch discussing per-
sonnel management.

Organizing the presentation into a branching structure involves di-
viding up your information into small units and creating a flow chart of
paths through them. (A Mac project planning program can help here.)
You'll be surprised at the amount of information that’s required to cover
all the necessary paths, one reason that hypermedia products tend to
take up a lot of disk space. Remember, it's the pattern of connections
that count, not the actual number or location of the cards in the presen-
tation stack. There might be many potential routes to a particular piece
of information, and several approaches to the presentation of informa-
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Figure 9-8. Branching Structure

tion in the stack, some more and some less complex. For example, your
presentation might have two levels of complexity and depth of informa-
tion. The first card in the stack asks users to click on a “No Experience”
or an “Expert” button depending on their knowledge of the subject.
Clicking the “No Experience” button leads to those parts of the stack
that cover the subject at its most basic level, with options to obtain more
information. Clicking the “Expert” button presenls a summary of the
latest and most advanced information. A similar approach can be taken
in presentations for children, which ask for the child’s age and then
present information tailored for that age level.

Queries to users usually should be presented in multiple choice
form. A series of radio buttons or checkboxes can be offered, each with
a different assigned value, or you can use HyperCard’s answer box (see
below). The point is to limit the possible replies to those you can antici-
pate when designing the presentation. Don’t ask open-ended questions
and expect to be able to deal with any answers. Exceptions to the multi-
ple-choice rule are when you're looking for the user’s name, address,
age, or other specific words; these can be asked for in an ask box or a
field.

By the way, you can look for and use the contents of fields in any
script, and use scripts to put query replies into fields. That's how you
program HyperCard to remember user information for future recall. For
example, earlier your presentation might have asked a viewer named
Jim for his name, age, experience level, business title, and some other
information. The answers were all saved to a hidden field. When Jim
opens the presentation again, he types in his name. The presentation
looks in the hidden field for “Jim,” finds it, and retrieves the rest of the
information associated with it. Jim doesn’t have to answer any other
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questions about himself before viewing the presentation. At the same
time, the stack can automatically keep tabs on just who is using it, in-
cluding age, career, income level, and any other information you can
convince the audience to provide. This kind of information is invaluable
for demographic and market research, compiling lists of follow-up con-
tacts, and so on.

Interactivity isn’t limited to text manipulation. A stack can say any-
thing a user types or selects in a field, for example. HyperCard graphics
can be made to change under user control, also. Simple scripting tech-
niques can activate any of HyperCard’s painting tools, so users can add
their own visual ideas and notes to the stack. (Clearly designate an area
for doodling so users don’t alter any graphics you put into the stack.)
Animation on demand is easy, as long as you've set up the necessary
graphics and scripts in advance. For example, page-flipping HyperCard
animation can be achieved by rapidly showing a sequence of cards (see
Chapter 8). By clicking on an ““animate” button, the user of a presenta-
tion stack could animate the expansion of the corporate international
sales effort across a world map, or zoom in on a human cell to show the
actions of various organelles. (Easier than creating animation in Hyper-
Card itself is to import animations from dedicated animation programs.
Studio/l and VideoWorks II [see Chapter 8 and Appendix A] offer anima-
tion drivers for just this purpose. Or, you can turn to a HyperCard exten-
sion program such as SuperCard, which has enhanced animation capabil-
ities built in.)

Finally, you have to decide how much interactivity is enough. It's
possible to make a stack so complex, with so many fascinating turns,
twists, and diversions, that the main point of the presentation is lost
while the user explores all the interesting nooks and alleys and tries out
all the fascinating gadgets. (In fact, one of the main criticisms of most
hypermedia is that it gives the viewer too much choice and not enough
guidance.) An overinteractive stack is like a stereo with dozens of knobs
and buttons; you can control every little function of the deck, but the
welter of controls is also confusing and distracting, and you probably
don’t use most of them anyway. Make the presentation responsive only
in ways that enhance your message, or that benefit the user.

Stack Structures

With some basic design issues settled, you're now in a position to block
out the presentation stack design. Several aspects are covered below.
Backgrounds. The basic unit of stack design is the background; for
most stacks, that's where the major fields, buttons, and graphics are,
and where you'll be spending most of your design time.
You can have as many backgrounds in a stack as you have cards.
Generally, the information will tell you how many the stack needs. If it
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is all of one type, such as a simple slideshow with a series of data
graphics and text slides, then a single background will do. If there are
several different kinds of information in the stack, such as maps, text
articles, artists’ renderings, and indexes, then you'll need several back-
grounds, one for each type of information. Even if your stack has many
backgrounds, you should try to give each background a similar look, us-
ing the same fonts, button icons, and so on, to give coherence to the
design of the stack as a whole.

Card Order. In most cases, cards can be in any order as long as
they are linked correctly. A stack, background, or button script can sort
the cards by whatever criteria you specify. Cards introducing the stack
should obviously be at the beginning of the stack, even if the rest of the
cards are in no particular order. Map and index cards should be well
linked to every other card, so the user can always step back for an over-
view of the stack at any point.

Objects and Domains. Once you've decided how many back-
grounds you need and the order cards should be in, it’s time to figure
out in which domain, card or background, to put graphics, fields, and
buttons. Objects and graphics common to all the cards in a stack should
be placed in the background domain. Navigation buttons that take the
viewer from card to card should be in the background domain, for ex-
ample. One-time-only objects and graphics belong in the card domain.
Buttons linking one specific card to another should be in the card do-
main.

Field Design. As stated, fields are the main information holders in
your stacks. To maintain the clarity of text in your fields, settle on simi-
larly styled fields per card. A mixture of fields with and without out-
lines, lines, and scroll bars is not advised, as is mixing more than one or
two fonts on the card. Try using a gray tint in the background to make
opaque fields stand out more clearly.

Button Design. Set button properties in a manner consistent with
their function. For maximum clarity, give the button an icon and a name
and show the name, so there is no question about what the button is
supposed to do. You can write the button script so it’s highlighted when
clicked or touched, or so a sound effect, like a beep or boing, sounds
when the button is clicked. (This will slow down the button’s response,
though.) Transparent buttons can be placed over graphics or text in a
nonscrolling field without interfering with the look of the underlying
item. Use radio buttons to offer a choice among various options, and
checkboxes to turn on or off one or more properties or functions at a
time.

Always provide arrow buttons for navigating the stack. These can
use icons only, and even be rather small and tucked away along the bot-
tom border of the card. If you are offering the presentation on a touch-
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screen, though, make buttons large enough to be hit consistently with a
finger.

Prompts. HyperCard offers several ways to prompt the user for infor-
mation or a reply to a question. You have at your disposal two custom
dialog boxes, the ask box, shown in Figure 9-9, and the answer box, in
Figure 9-10. These can be called up from a script with the ask or answer
HyperTalk commands. The ask box contains an area where the user can
type in a short reply to a question, such as a name. You can then use
the typed in reply in a script. The answer box offers up to three alterna-
tives that the user can choose among by clicking on the relevant button.

Figure 9-9. Ask Box

This is an ask box--type something!

| ]
[ ox ]} (cancer )

Figure 9-10. Answer Box

This is an answer box--

((clickttere ) (_orwere ) [ ok 1

Testing and Quality Control. Presentation stacks are complicated
things, with plenty of opportunity for errors. Consider your first try at
the stack a first draft, too. Don’t try to finish every detail all at once, but
test out the stack at an early stage—you may decide to make major
changes. When you do feel that you've gotten close to a final design,
check and double-check everything. Test every button, put text into
every field, go to every card, look at every background, follow every
path. If you need approval from higher management, you can print out
the stack as cards and submit that as a progress report. At the same
time, check each card for consistency and graphics errors. Check for ty-
pos in field text and graphic text, too; this is something many stack au-
thors seem to neglect. Make sure that indexes, maps, and tables of con-
tents are linked to their proper sections, and that cards are in proper
order, if card order is important in the stack.

Even so, you won't find all the problems or think of all the things
your stack should have. You've got to field test it before releasing it. Get
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at least one and preferably a group of potential users to try out the stack
at both the first draft and the final stage, and watch how they use it.
The feedback you’ll get will be invaluable. Observe whether your testers
quickly grasp the point of your stack and learn to use it without trouble.
Ask them to suggest additional features that would give your presenta-
tion stack more impact.

A Self-Running Presentation with SuperCard

For all its versatility, HyperCard does have some limitations as a presen-
tation environment, such as no color, small card size, and paint graphics
only. SuperCard (Silicon Beach, see Appendix A) emulates HyperCard's
rich presentation environment, complete with cards, buttons, fields,
scripts, and graphics, but takes it several steps further. Among the im-
provements and enhancements are:

¢ Full 8-bit color, with different palettes possible on every card

® Draw as well as paint graphics

® Ability to create and display two- and three-dimensional animations in
PICS format

® Multiple documents onscreen

® Cards of any size, including 640 x 480 pixels

¢ Custom menus

® Access to all seven Macintosh window types

® Buttons of any shape

While SuperCard follows most HyperCard conventions, there are a
few other differerices. SuperCard presentations are called projects; stacks
are called windows (each window can show one card at a time); Super-
Card’s superset of HyperTalk is called SuperTalk. Presentations are ac-
tually created in a separate program called SuperEdit; SuperCard runs the
projects you've created in SuperEdit. It's possible to create presentations
in SuperEdit that can only be played, not modified. This is one big ad-
vantage over HyperCard, where stacks can almost always be tinkered
with by a savvy user familiar with the program. You can import Hyper-
Card stacks into SuperCard, but SuperCard projects or windows can’t be
imported into HyperCard.

Jane at ScanTech plans to create a self-running presentation about
the RxScan for the company booth at medical equipment trade shows
and conventions. Because she wants access to color, animation, and a
larger screen size, but wants the easy programmability and the interac-
tivity of HyperCdrd, she chooses SuperCard. The major element of the
presentation system is a Mac Ilcx with a hard disk and four megabytes
of RAM housed in a kiosk (both to protect the equipment and
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shield the users from the technology). The kiosk also includes a pro-
tected power supply and a small stereo system. The computer, key-
board, and mouse are hidden; only the monitor and the speakers can be
seen by the audience. The monitor is outfitted with a touch-sensitive
screen so viewers can direct the presentation by simply pointing a fin-
ger, without having to type information or use the mouse. This makes
for a presentation that’s easy to approach and use, while reducing the
risk of computer damage or malfunction.

Jane’s SuperCard project has several interlinked areas, as shown in
the diagram in Figure 9-11. These give a basic introduction to ScanTech
and the RxScan; discuss the science behind magnetic resonance imaging;
give an engineer’s tour of the workings of the scanner; present two case
histories of patients helped by the scanner; list institutions that have the
scanner installed, with comments from administrators and doctors; and
describe current prices and contacts. The science and engineering areas
make extensive use of color animation and sound effects, while the case
histories and institutional endorsements use digitized voices and scans
for a documentary effect. Any area of the project can be reached at any
time by putting a finger on the right button, or by going to an index/
map card (Figure 9-12).

Figure 9-11. SuperCard RxScan Project Structure
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Figure 9-12. RxScan Project Map Card

RXSCAN : TOURMAP ReulR® B’

=7
e d - -—
TECHNICAL =2
SPECS T =]
SCANNER INSTALLATION
SCIENCE SITES
FOR MORE
INFORMATION

PLAY IT
HISTORIES AGAIN

An introduction card simply gives the presentation title, and has a
button that starts the action. This is the card that the presentation al-
ways returns to at the end, so things are set up for the next viewer.
Next is a short sequence that gives a brief slideshow-style description of
the scanner and the company, with digitized voice-over, ending at the
map card. At this point a series of ask and answer boxes puts some
multiple-choice questions to the viewer—type of business, management
position, level of interest in the product—and asks the viewer to drop
his or her business card into a slot in the kiosk. Questions are asked
here and not later because some viewers won’t proceed further into the
presentation than this. Also, it would be useful to have viewers type
their names, phone numbers, and so on directly into the presentation
with the keyboard, but Jane decided to sacrifice this in favor of a more
secure and approachable display. If no answers are given or buttons
touched in a specified period (a minute or so), the presentation returns
to the title card.

Viewers can go to any of the branches from the map card by touch-
ing the proper button. A card from the technical specifications branch of
the presentation is shown in Figure 9-13. Every card follows the general
design established for the presentation as a whole, and also includes
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navigation buttons for going backward, forward, to the map card, and
to the first card of that branch. Invisible buttons cover most of the pic-
ture; the viewer can touch the part of the scanner that he or she wants
more information about, and the invisible button shows a card with an
expanded view, or reveals a hidden field with a text discussion. The
Help button takes the viewer to a card that describes how to use buttons
and move from card to card.

Figure 9-13. RxScan Technical Specs

RXSCAN TECHNICAL SPECS R4l (MAP' )

computengcontrolled
tracking

table

RxScan’s 3 laser positioning system allows
accuracy down to .01 cubic mm. Low-wattage
He-N lasers are safe and durable.

The animations in the science of scanning branch have been im-
ported from Studio/1 and MacroMind Director. (Jane decides against 3-D
animation, since it takes too long to create and uses a lot of memory to
display.) In fact, she can use the same clips she created for the video in
Chapter 8. All the voices in the case histories were recorded from the
original participants with an ordinary tape recorder, and then digitized
and edited with MacRecorder.

The entire presentation takes Jane about two weeks to develop and
program, with much of the work devoted to creating graphics and cap-
turing sounds. On the convention floor, the presentation attracts poten-
tial buyers and investors to the ScanTech booth; Jane knows people will
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approach an interactive computer display when they might be unwilling
to talk to a salesperson. The presentation also answers many questions
that salespeople would otherwise have to answer, and provides informa-
tion, such as the exploded technical drawings and animations, that
could not be provided any other way. Brochures coordinated with the
presentation are available at the booth, so visitors can take away infor-
mation.

CD-ROM and Videodisks

One medium that Jane does not use in her self-running presentation is
video. As mentioned in the video chapters, the Mac itself isn’t capable
of storing and playing video off a typical hard disk. But video can be
stored on CD-ROMs (for “compact disk, read-only memory"”), polycar-
bonate disks shot full of little pits by a laser. The pits encode binary in-
formation with incredible density—in a package 12 millimeters wide and
less than 1 millimeter thick, a CD-ROM stores 656 or 748 megabytes, de-
pending on the storage scheme used. Seven hundred forty-eight mega-
bytes is about 374,000 pages of double-spaced text, or the equivalent of
600 300-page books, or several minutes of full-motion video and sound,
with random, computer-controlled access to any information on the
disk. The big siblings of CD-ROMs, videodisks, can store two hours of
video, with the same random-access capabilities. (VCRs, which do not
offer random access, can’t compete in the multimedia arena.) The addi-
tional advantage of CDs as an information distribution medium is that
they are read-only; that is, the user can’t make changes in the informa-
tion on the disk, only look at it (and/or listen to it).

To integrate video into an interactive presentation, you need a CD
or videodisk player that can be controlled with the Mac; an interface box
and cable; a genlock or video effects board; software to control the disk;
software to display the video image on the Mac screen; and a disk with
your video recorded on it. Figure 9-14 diagrams how it all fits together.
Turnkey CD and videodisk systems are already available (Apple makes a
CD-ROM player, for example), and HyperCard drivers for many models
of videodisk players can be had from Apple or on computer bulletin
boards. Programs are appearing that can display video in a window in a
HyperCard stack or SuperCard project (see Appendix A). Videodisk mas-
tering (recording video onto a master disk) can cost under $1,000, and
CD mastering under $500. The hardest part, as you might expect, is ac-
tually shooting the video and organizing it into your presentation. Some
resources for CD and videodisk presentations are listed in Appendix A.
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Figure 9-14. Videodisk System
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Multimedia File Formats

Apple has announced tentative plans for developing and supporting a
standard file format for multimedia/hypermedia presentations. The Me-
dia Control Architecture (MCA), announced in mid-1989, is a set of pro-
tocols and device drivers that compatible applications and peripherals
can access to run multimedia programming. The MCA will comprise a
basic file format with “hooks” for running scripts and accessing graph-
ics, scans, animation, sound, music, and text files; and a core interface
code for accessing peripherals such as CD-ROMs and videodisks.

The advantages of a common architecture for multimedia are many:
All programs and devices that support the MCA standard could be used
together; the development of multimedia programs would be speeded
up and streamlined, since all the parts would work seamlessly together;
and hypermedia presentations could be shown without requiring the ap-
plication programs used to create each part of the presentation. Right
now, only programs such as HyperCard, SuperCard, and MacroMind Direc-
tor, which can handle both graphics and sound, offer a simple way to
put together at least some of the sensory elements that make up com-
plex presentation.

Final Tips for Outside Production

After all this, you may still want to go to an outside production service
to create the materials for your presentation, especially if it involves
elaborate animation, video production, or interactive design. Here’s an
idea of what this might cost:
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® A simple presentation, with slides, overheads, and leave-behinds,
may run you $35-$50 an hour of development time from a small pro-
duction service. Total charges depend on the length of the presenta-
tion and the number of slides or overheads, but could cost in the
range of $3,000-$6,000 for a 20-minute presentation. A small, new
production company—a description that characterizes most in the field
of Mac presentation production—may be the best bet for getting a
good price and enthusiastic service.

® Video is likely to cost $1,000 per minute of finished tape. Some pro-
duction houses charge up to $3,000 per minute for top-quality broad-
cast video with digital special effects. If you are being charged by the
hour, figure that each minute of completed tape can take at least ten
hours of production time.

¢ Traditional cel animation on film costs up to $3,000 per second. Mac-
generated animation (created with one of the packages discussed in
Chapter 8, for example) will costs far less, under $500 per second. Ob-
viously, it pays to plan very carefully before contracting for animation,
since you'll be charged for the design and preparation time as well.

® For fully interactive presentations and training materials, double the
cost of a typical production. Remember, interactive programming re-
quires additional material for all the various branches of the interactive
structure. You can spend up to $100,000 for an original interactive
videodisk. If you can create the material yourself, however, mastering
a CD costs under $500, with copies off the master varying in price ac-
cording to quantity pressed.

® You'll save time and money if you streamline your own approval pro-
cedures. Know what you want; watch for problems and nip them in
the bud, promptly sign off on satisfactory work, and resist the urge to
make last-minute changes in the concept of your production.

Conclusion

This book hardly begins to touch on the possibilities inherent in Macin-
tosh desktop presentations. Presentations technology, especially on the
video and interactive fronts, is moving so fast that it's hard to keep up
with the latest developments. In the future there will be new products
and new techniques that will change the direction of the field, exceeding
the capabilities of the tools discussed here. Nor have all the possible ap-
plications for desktop presentations been thought of, let alone explored.
You and your Macintosh can make a major contribution, if you so
choose. Good luck!
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Desktop Presentation
Resources

Collected here are some of the more important resources for Macintosh
desktop presentations. This is not a comprehensive list of all organiza-
tions, products, vendors, services, and publications, but merely a selec-
tion of useful materials to get you started in your own explorations.
Every effort has been made to include the latest information on prod-
ucts, prices, addresses, and phone numbers, but these things change
daily, so there may be some discrepancies between the information here
and what you find out in the real world.

Associations

Association for Computing Machinery-ACM Siggraph
11 West 42 St.
New York, NY 10036

Association of Independent Video and Filmmakers
625 Broadway, 9th Floor

New York, NY 10012

Dues: $35.00 per year

Berkeley Macintosh Users Group (BMUG)
415-549-2684

Boston Computer Society (BCS)
617-367-8080

Interactive Video Association
POB 1491
Evanston, IL 60204

312-364-5888
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Interactive Video Industry Association
202-872-8845

International Interactive Communications Society
202-462-8388

International Television Association
214-869-1112

National Computer Graphics Association (NCGA)
8401 Arlington Blvd.
Fairfax, VA 22031

New York Macintosh Users Group (NYMUG)
212-691-0496

Professional Photographers of America
Electronic Creative Imagery Group
1090 Executive Way

Des Plaines, IL 60018

Society for Applied Learning Techniques
707-347-0055

Society of Motion Picture and Television Engineers (SMPTE)
862 Scarsdale Ave.
Scarsdale, NY 10583

Books and Periodicals

Books

Alton, Stanley R. Audio in Media, 2d ed. Belmont, CA: Wadsworth Pub-
lishing, 1986.

Ambron, Sueann and Kristina Hooper, eds. Interactive Multimedia. Red-
mond, WA: Microsoft Press, 1988.

Anderson, Gary H. Video Editing and Post-Production: A Professional Guide,
2d ed. White Plains, NY: Knowledge Industry Publications, 1988.

Anzovin, Steven. Exploring HyperCard. Radnor, PA: COMPUTE!, 1988.

Apple Computer. Human Interface Guidelines: The Apple Desktop Interface.
Reading, MA: Addison-Wesley Publishing Co., 1987.
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Berryman, Gregg. Notes on Graphic Design and Visual Communications. Los
Altos, CA: William Kaufmann, 1984.

Blank, Ben, and Mario R. Garcia. Professional Video Graphic Design. New
York: Knowledge Industry/Prentice-Hall, 1986.

Born, Robert, ed. Designing for Television: The New Tools. Tequesta, FL:
Broadcast Designers’ Association, 1983.

Dreyfuss, Henry. Symbol Sourcebook. New York: Van Nostrand Reinhold,
1984.

Fenton, Erfert. The Macintosh Font Book. Peachpit Press, 1988.

Field, Syd. Screenplay: The Foundations of Screenwriting. New York: Dell,
1979.

Fox, David and Michael Waite. Computer Animation Primer. New York:
McGraw-Hill, 1983.

Gaskill, Arthur L., and David A. Englande. How to Shoot a Movie and
Video Story: The Technique of Pictorial Continuity, rev. ed. New York: Mor-
gan and Morgan, 1985.

Galluzzo, Tony. Home Video Movies: How to Get the Most from Your Cam-
corder and VCR. Radnor, PA: COMPUTE!, 1987.

Hubatka, Milton, Fredrick Hull, and Richard W. Sanders. Audio Sweeten-
ing for Film and TV. Blue Ridge Summit, PA: TAB Books, 1985.

Huff, Darrell. How to Lie with Statistics. New York: W.W. Norton, 1954.

Kerlow, Isaac V. and Judson Rosebush. Computer Graphics for Designers
and Artists. New York: Van Nostrand Reinhold, 1986.

LeTourneau, Tom. Lighting Techniques for Video Production: The Art of
Casting Shadows. White Plains, NY: Knowledge Industry Publications.

Naiman, Arthur. The Macintosh Bible. New York: Goldstein & Blair, 1988.
Nelson, Theodore. Literary Machines. Swarthmore, PA: Ted Nelson.

Robinson, Richard. The Video Primer, 3d ed. New York: Putnam, 1983.
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Sculley, John. Odyssey: From Pepsi to Apple. New York: Harper & Row,
1967.

Tufte, Edward R. The Visual Display of Quantitative Information. Cheshire,
CT: Graphics Press, 1983.

Zelazny, Gene. Say It With Charts. Homewood, IL: Dow Jones-Irwin,
1985.

Periodicals

Audio-Visual Communications
50 West 23rd St.
New York, NY 10010

AV Video

25550 Hawthorne Blvd.
Suite 314

Torrance, CA 90505

COMPUTE! Magazine

324 West Wendover Ave.
Suite 200

Greensboro, NC 27408

Computer Graphics World
119 Russell St.

POB 1112

Littleton, MA 01460

Computer Pictures
2 Village Square West
Clifton, NJ 07011

Desktop Presentations Yearbook
Desktop Presentations, Inc.
253 Martens Ave., Suite 10
Mountain View, CA 94040
415-968-4105

Electronic Musician

2608 Ninth St.
Berkeley, CA 94710
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HyperLink Magazine
Publishers Guild, Inc.
POB 7723

Eugene, OR 97401
503-484-5157

MacUser Magazine
POB 56986
Boulder, CO 80321
800-627-2247

MacWeek

301 Howard St.

San Francisco, CA 94105
415-243-3500

MacWorld

MacWorld Communications
501 Second St.

San Francisco, CA 94107

Presentation Products
513 Wilshire Blvd

Suite 344

Santa Minca, CA 90401
213-455-1414

Videography
50 West 23rd St.
New York, NY 10010

Videomaker
381 East 4th St.
Chico, CA 95928

Presentation Hardware

Audio Hardware

Apple MIDI Interface
Apple Computer
20525 Mariani Ave.
Cupertino, CA 95014
408-996-1010

A basic MIDI interface
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JamBox $269
JamBox $459
SouthWorth Music Systems

Harvard, MA 01451

508-772-9471

MIDI interfaces, SMPTE synchronizers for sync to videotape, MIDI filter-
ing, more.

MacRecorder 2.0 $199
Farallon Computing

2201 Dwight Way

Berkeley, CA 94704

415-849-2331

Low-cost sound digitizer with HyperCard front end; turn samples into
HyperCard or SuperCard sound resources. Good for digitizing voices.

CD-ROMs and WORMS

AppleCD SC $1199
Apple Computer

20525 Mariani Ave.

Cupertino, CA 95014

408-996-1010

Basic CD-ROM with HyperCard front end; plays music CDs, too.

CD ROM Development System $10,750 with hard drive, optical drive,
and CD-ROM drive

Laser Optical Technology (LOT)

1803 Mission

Suite 403

Santa Cruz, CA 95060

408-426-7171

Relatively low-cost CD-ROM development system.

Teac Recordable Videodisk Division
Teac America

7733 Telegraph Rd.

Montebello, CA 90640

213-727-7675

Equipment for CD mastering.

Large-Screen Displays
E-Machines, Inc.

9305 SW Gemini Dr.
Beaverton, OR 97005
503-646-6699
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Electrohome Limited
POB 628

Buffalo, NY 14225
800-265-2171

General Electric Company

Projection Display Products Operation
Electronic Park 6-205

POB 4840

Syracuse, NY 13221

315-456-2152

Mitsubishi Electronics America, Inc.
Computer Peripherals Division

991 Knox St.

Torrance, CA 90502

800-556-1234, x209, in CA 800-441-2345, x209

Moniterm Corp.

5740 Green Circle Dr.
Minnetonka, MN 55343
612-935-4151

NEC Professional Systems Division
800-562-5200 xXNEC

Personal Computer Peripherals Corp.
4710 Eisenhower Blvd.

Building A4

Tampa, FL 33634

813-884-3092

800-622-2888

Radius Inc.

404 E. Plumeria Dr.
San Jose, CA 95134
800-227-2795

RasterOps Corp.
10161 Bubb Rd.
Cupertino, CA 95014
408-446-4090
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Sony Presentation Products
1600 Queen Anne Rd.
Teaneck, NJ 07666
800-523-SONY

SuperMac Technology
485 Potrero Ave.
Sunnyvale, CA 94086
408-245-2202

Presentation equipment and supplies
(projectors, cables, paper and plastic stock, and
SO on).

Avery

800-535-3232

Printing supplies, laser printer labels, acetates.

Comprehensive Video Supply Corp.
148 Veterans Dr.

Northvale, NJ 07647

201-797-7990

Production supplies, cables, and so on.

Eastman Kodak Company

343 State St.

Rochester, NY 14650

800-242-2424

Photographic equipment and supplies; projectors.

Visualon

3044 Payne Ave.

Cleveland, OH 44114

.216-566-0506

Computer peripherals; presentation hardware and supplies.

Wolsten, Inc.

99 Washington St. and Park Ave.

East Orange, NJ 07017

800-338-3054

201-678-0008

Audio, video, and computer presentation products and supplies.
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Printers

Apple ImageWriter II $625
Apple ImageWriter LQ $1,429
Apple LaserWriter IISC $2,799
Apple LaserWriter IINT $4,995
Apple LaserWriter IINTX $6,995
Apple Computer

20525 Mariani Ave.

Cupertino, CA 95014

408-996-1010

Apple’s line of printers: ImageWriter is a dependable 9-pin dot-matrix;
ImageWriter LQ is a 24-pin dot-matrix; IISC is a QuickDraw printer
only; IINT and IINTX are 300 dpi PostScript printers. Upgrade modules
available for IISC and IINT.

Dataproducts LZR 1260 , $7,995
Dataproducts Corp.

6200 Canoga Ave.

Woodland Hills, CA 91365

818-887-8000

Top-rated, heavy-duty 300 dpi laser; better than the Apple IINTX, but
pricier.

DeskWriter $1,195
Hewlett-Packard

19310 Pruneridge Ave.

Cupertino, CA 95014

800-752-0900 x688E

Inkjet with close-to-laser print quality.

GCC Business LaserPrinter $4,189
GCC Technologies. Inc.

580 Winter St.

Waltham, MA 02154

617-890-0880

Good value in a 300 dpi, Adobe-licensed laser.

Kroy Color Plus $875
Kroy Inc.

14555 N. Hayden Rd.

Scottsdale, AZ 85260

800-521-4997

Not a color printer, but a method of embossing color and metallic foils
onto LaserWriter printouts for slick report covers, and so on.
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LaCie Panther PDX $3,495
LaCie Ltd.

16285 SW 85th St.

Suite 306

Tigard, OR 97224

503-684-0143

300 dpi, LCD PostScript printer; excellent image quality and mechanical
reliability; not Adobe font-compatible; other fonts supplied. Identical
model available from other manufacturers.

Paintjet $1,395
PaintJet Interface $125
Hewlett-Packard

19310 Pruneridge Ave.

Cupertino, CA 95014

800-752-0900, x688C

Popular, low-cost color inkjet printer with acceptable quality for presen-
tations; requires interface.

Mitsubishi G330-70 $5,900
Mitsubishi Electronics

800-556-1234, x54R, in CA 800-441-2345, x54R

150 dpi color thermal printer

QMS Colorscript 100 Model 10 $9,995
QMS Colorscript 160 Model 20 $15,995
QMS Colorscript 100 Model 30 $19,995
QMS

1 Magnum Pass

Mobile, AL 36618

205-633-4300

800-631-2692, x222

PostScript four-color thermal color printers with vivid, sharp colors and
good text; certified Pantone compatible.

Tektronix 4693D Color Printer $11,490
Tektronix

POB 500

Beaverton, OR 97077

or

POB 1000

Wilsonville, OR 97070

503-627-3472

Bit-mapped color printer; excellent color, text is jagged. Best with
8-megabyte Mac II.
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Projection Panels

Apollo PC-9600 $1,850
Apollo Audio Visual

60 Trade Zone Ct.

Roankonkoma, NY 11779

516-467-8033

LCD panel; remote and cable for Plus or SE extra.

Datashow H/RM $1,595
Eastman Kodak Company

343 State St.

Rochester, NY 14650

800-242-2424

Versatile LCD panel at good price.

Network Specialties Flat Top $1,795
Network Specialties

296 Elizabeth St.

New York, NY 10012

212-995-2224

Panel with larger display area (640 X 400) than others.

Nutmeg LCD Interface/Kodak DataShow HR/M Projection $2,095
Pad, Mac II version

Nutmeg Systems

25 South Ave.

New Canaan, CT 06840

800-777-8439

NuBus video board to link Mac II with Kodak Datashow HR/M LCD
panel.

Mac Data Display $1,499
Computer Accessories Corporation

6610 Nancy Ridge Dr.

San Diego, CA 92121

800-582-2580

LCD panel for Mac Plus and SE; not well-suited to high-frame-rate ani-
mation.

MacViewFrame I1+2 $1,850
nVIEW Corporation

11835 Canon Blvd.

Newport News, VA 23606

804-873-1354

Responsive LCD panel.
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MagniView 342 $1,395
Dukane Corporation

Audio-Visual Division

2900 Dukane Dr.

St. Charles, IL 60174

800-356-6540, 800-634-2800

Mac version of PC panel; 16-color option.

PC Viewer $1,895
with memory and remote $2,795

In Focus Systems, Inc.

7649 Southwest Mohawk St.

Tualatin, OR 97062

800-327-7231

Panel with onboard display memory; dowload pictures to unit and leave

your Mac on the desk.

Sharp QA-50 $1,395
Sharp Electronics Corp.

Professional Products Division

Sharp Plaza

Mahwah, NJ 07430

201-529-8731

Good price, responsive LCD panel.

Remote Controllers

DataShow Presentation Remote $245
Kodak

Rochester, NY

800-445-6325

ADB device that works with selected presentation programs.

SilentPartner ' $345
Presentation Electronics

Sacramento, CA

916-646-3402

Remote keyboard and mouse emulator; macro facility; works with any
Mac.
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Scanners

Abaton 300 S $1795
Abaton

48431 Milmont Dr.

Fremont, CA 94538

415-683-2226

16-level, 300 dpi grayscale scanner.

Apple Scanner $1799
Apple Computer

20525 Mariani Ave.

Cupertino, CA 95014

408-996-1010

Entry-level grayscale scanner with good HyperCard software.

AST TurboScan $1,899
AST Research

2121 Alton Ave.

Irvine, CA 92714

300 dpi grayscale scanner with versatile scanning software.

Datacopy JetReader $1,995
Datacopy 730, 730GS, 830, 840 $1,995-$7,495
Xerox Imaging Systems

1215 Terra Bella Ave.

Mountain View, CA 94043

800-821-2898, 415-965-7900

Scanner family with 300 dpi, up to 256 grayscale levels.

DEST PC Scan 2000 $1,495
DEST Corp.

1201 Cadillac Ct.

Milpitas, CA 95035

256-grayscale scanner; software additional.

Howtek Scanmaster $8,195 complete
Howtek, Inc.

21 Park Ave.

Hudson, NJ 03051

603-882-5200

High-quality 24-bit color scanner with good software.

Microtek MSF-300 series $1,595-$3,995
Microtek MSF-300Z $3,995
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Microtek

680 Torrance St.

Torrance, CA 90502

800-654-4160; in CA 213-321-2121

Scanners with up to 256-level grayscale, 300dpi; software offers contrast
and brightness controls, halftone screen patterns. The MSF-300Z is a
low-cost, 300 dpi, 24-bit color scanner.

New Image MacScanColor $7,590
New Image Technology

9701 Philadelphia Ct.

Lanham, MD 20706

301-731-2000

Color scanner.

Nikon LS-3500 $N/A
Nikon Electronic Imaging

Dept. E1-B

101 Cleveland Ave.

Bayshore, NY 11706

Film scanner with superior resolution; with color sep software for DTP.

Scanjet ‘ $2,090
Scanjet Plus $2,190
Hewlett-Packard

19310 Pruneridge Ave.

Cupertino, CA 95014

800-752-0900

Popular 300 dpi grayscale scanners.

ScanMan $499
Logitech, Inc.

6505 Kaiser Dr.

Fremont, CA 94555

800-231-7717; in CA 800-552-8885

Handheld grayscale scanner.

Texnai TX-200 $3,995
Forefront Graphics Corp.

500 Sheppard Ave. East, Suite 309

Willowdale, Ontario

CANADA M2N 6H7

416-226-4434

24-bit color, 200-300 dpi scanner with software.
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ThunderScan $249
LightningScan $549
Thunderware

21 Orinda Way

Orinda, CA 94563

Thunderscan replaces the Imagewriter ribbon with a scan module; best
low-priced 300 dpi scanner available; LightningScan is a handheld ver-
sion.

Truvel TZ-3BWC $9,495
Truvel Zebra Image Processing Board $995
Truvel

8943 Fullbright Ave.

Chatsworth, CA 91311

818-407-1031

Overhead BW/24-bit color scanner that can scan 3-D objects as well as
flat art; also, image processing board for superior line art scanning.

Visionscan V5200 Scanner $597
Visionscan V5300 Scanner $797
Mirror Technologies

2644 Patton Rd.

Roseville, MN 55113

612-633-4450

200 and 300 dpi scanners with innovative overhead design.

Slidemakers and Film Printers

Array Slide Scanner $20,000 (preliminary)
Array Technologies

7730 Pardee Lane

Oakland, CA 94621

415-633-3000

Super-high resolution scanner with advanced image processing.

BarneyScan Version 3 $9,495
BarneyScan

1198 10th St.

Berkeley, CA 94710

415-524-6648

Complete system with good color fidelity.
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Eiconix 1435 Slide Scanner $10,000 (preliminary)
Eiconix

23 Crosby Dr.

Bedford, MA 01730

617-276-5077

Kodak-built slide scanner; requires interface board and software.

Howtek Scanmaster 35 $8,195 (complete system)
Howtek

21 Park Ave.

Hudson, NH 03051

603-882-4200

Image Maker $4,995
Montage FR1 $5,995
Presentation Technologies

743 N. Pastoria Ave.

Sunnyvale, CA 94086

800-345-3050

Imagemaker works with Mac PICT files, no bitmaps; not ideal for color
or the Mac II; the Montage yields better graphics.

Lasergraphics Mac/LFR $9,750
17671 Cowan Ave.

Irvine, CA 92714

714-660-9497

Fast, but only fair-quality images.

Matrix Procolor $6,495
Matrix Slidewriter $11,795
Postscript RIP $17,900
MacHarmony $1,995
Agfa Matrix Instruments, Inc.

1 Ramland Rd.

Orangeburg, NY 10962

800-852-8533, 914-365-0190

Procolor is a good midpriced slidemaker; the Slidewriter is a top Mac
slidemaker, with price to match. The RIP (Raster Image Processor) pro-
cesses color PostScript images and works with any Matrix slidemaker.
MacHarmony is an interface for hooking Macs to IBM Matrix slidemak-
ers.
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Mirus FilmPrinter $5,895
4301 Great America Parkway

Santa Clara, CA 95054

800-654-0808

Slides in full color; reliable operation, Chooser driver.

Nikon LS-3500 $9,995
Nikon, Inc.

623 Stewart Ave.

Garden City, NY 11530

516-220-0200

High-resolution scanner; requires interface board and software.

Slide Service Bureaus
Autographix

100 Fifth Ave.

Waltham, MA 02154
617-890-8558

MAGICorp
800-FOR-MAGI

Genigraphics

4806 W. Taft Rd.
Liverpool, NY 13088
315-451-6600

Video Peripherals and Systems

Avid/1 Media Composer  $20,000-$80,000 depending on configuration
Avid Technology Inc.

175 Bedford St.

Burlington, MA 01803

617-272-1680

Professional digital video editing system with real-time video access and
CD-quality sound.

Canon USA Inc.

Video Division

One Canon Plaza

Lake Success, NY 11042
516-488-6700

Camcorders, cameras, and so on.
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ColorBoard 64 $2,595
ColorBoard 100N $1,795
ColorBoard 104 $3,195
ColorBoard 108 + $1,495
ColorBoard 224 $N/A
ColorBoard 232 $SN/A
RasterOps

10161 Bubb Rd.

Cupertino, CA 95014

408-446-4090

Line of NuBus 32-bit, 24-bit, and 8-bit cards; hardware pan and zoom;
genlock daughter board available with overlay and chromakey.

ColorCapture $2,995
Data Translation

100 Locke Dr.

Marlboro, MA 01752

508-481-3700

NuBus frame grabber, RGB encoder, NTSC output.

ColorFreeze24 $1,999
with video card $2,600

Computer Friends

14250 NW Science Park Dr.

Portland, OR 97229

24-bit digitizer board for Mac II.

ColorSpace II $1,995
ColorSpaceFX $2,995
MASS Microsystems

550 Del Rey Ave.

Sunnyvale, CA 94086

800-522-7979

408-522-1200

ColorSpace II is a NuBus NTSC-encoder-genlocker board; the Color-
SpaceFX board adds real-time DVE effects and flicker-free 60 frames per
second RGB output (requires ColorSpace II).

Composite Video Adapters 2402, 2406, 2702, 2703 $129
Power R.

1606 Dexter Ave. North

Seattle, WA 98109

206-547-8000

Internal video adapter series for Plus and SE. Drive multiple external
monitors or projectors.
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Computereyes 1.2.1 $249.95
Digital Visions

66 Eastern Ave.

Dedham, MA 02026

617-329-5400

Lowest cost black-and-white digitizer for any Mac.

Genlock Converter $999
NTSC Converter $599
Julian Systems

2280 Bates Ave., #1

Concord, CA 94520

415-686-4400

Mac II genlock and NTSC boards; genlock requires separate video card.

GigaPix Price depends on configuration
Illusion Software Systems

1526 Cloverfield Blvd.

Santa Monica, CA 90404

213-829-5409

Mac to transport controller to two-gigabyte tape drive to video post-pro-
duction equipment system for video/animation.

Hitachi Sales Corporation of America
Industrial Division

401 West Artesia Blvd.

Compton, CA 90220

Video and audio equipment.

JvC

41 Slater Dr.

Elmwood Park, NJ 07407
Video and audio equipment.

Kodak LC500 Video Projector $3,495
Eastman Kodak Company

343 State St.

Rochester, NY 14650

800-242-2424

716-724-3169

Portable color video projector for Mac II.

Mac II/TV Video Interface $595
with genlock $1,495
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MacFX Studio Converter $1,495
Mac II version $2,995 (includes Mac II/'TV)
Comtrex International

POB 1450

El Toro, CA 92630

714-855-6600

Composite encoder and software for RS-170A output; MacFX handles
special effects.

MacLarger $449
Power R. .

1606 Dexter Ave. North

Seattle, WA 98109

206-547-8000

Video monitor for Plus and SE; drive up to six monitors for class and
presentation use.

MacVision 2.0 $399.95
Koala Technologies/Pentron Corp.

2560 Montague Expressway

San Jose, CA 95131

408-432-7500

Easy-to-use black and white video digitizer for all Macs.

Magic Digitizer $399.95
300 dpi software driver $49.95

New Image Technology

10300 Greenbelt Rd.

Seabrook, MD 20706
Black-and-white video digitizer for any Mac.

Microtouch Touchscreen $395-$995, depending on configuration
Microtouch

10 State St.

Woburn, MA 01801

617-935-0080

Low-cost, user-installable touchscreen system for interactive presenta-
tions.

NuVista IM $3,395
VIDI/O Box $995
Truevision

7351 Shadeland Station
Indianapolis, IN 46256
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800-858-TRUE

NuBus NTSC encoder, genlocker, frame capture, and RGB video card;

optional VIDI/O box allows recording to videotape.

Panasonic

One Panasonic Way

Secaucus, NJ 07094

201-348-7183

Video and audio equipment; computer peripherals.

Personal Vision

Orange Micro

1400 N. Lakeview Ave.
Anaheim, CA 92807
800-223-8029

Color NuBus frame grabber.

ProViz GrayScale

ProViz Color

Pixelogic

800 West Cummings Park
Suite 2900

Woburn, MA 01801
800-678-1242

Stand-alone video digitizers; color version for the Mac II.

QuickCapture

Data Translation

100 Locke Dr.

Marlboro, MA 01752

617-481-3700

Grayscale frame grabber board for Mac II.

Redmond Cable

East Coast: 615-478-5760

West Coast: 206-882-2009

Custom Macintosh cables of all kinds.

Scuzzygraph
Aura Systems
619-438-7730

Add Quickdraw color capabilites to any SCSI-equipped Mac.
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Sony Video Communications

Sony Dr.

Park Ridge, NJ 07656

201-930-1000

Sony Presentation Products

1600 Queen Anne Rd.

Teaneck, NJ 07666

800-523-SONY

Video and audio equipment and supplies; large screen monitors.

Sanyo Corporation

1200 W. Artesia Blvd.
Compton, CA 90220
213-605-6526

Video and audio equipment.

TV Producer $599
Computer Friends

14250 NW Science Park Dr.

Portland, OR 97229

NTSC genlock NuBus board for Mac II; requires Apple Video Card.

Video Image 1000 $1,195
Scion Corporation

3 North Main St.

Walkersville, MD 21793

301-845-4045

NuBus color video capture card and software that grabs video frames in
real time and saves TIFF files.

VideoShow Companion $1,795
VideoShow Executive $2,695 (640K), $3,995 (1 MB)
StarTime Presentation Software $199
General Parametrics Corporation

1250 9th St.

Berkeley, CA 94710

800-556-1234, x234; in CA, 800-441-2345, x234

Hardware/software system with remote control; pop in your presenta-
tion disk and project onto a video monitor or screen. Additional periph-
erals and software allow slide and transparency making.
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Presentation Software

Animation

Studio 1 $149.95 (tentative)
Electronic Arts

1820 Gateway Dr.

San Mateo, CA 94404

415-571-7171

Black-and white paint program and page-flipping animator.

VideoWorks II $195.00
Videoworks Il Accelerator $195.00
Videoworks II HyperCard driver $99.95
Videoworks II Clip Animation Disks $49.95-59.95
Videoworks II Clip Sounds Disks $59.95
Videoworks II Clip Charts Disks $59.95
Videoworks II Color Movies Disks $25.00 each
MacroMind Director $695.00
MacroMind

1028 W. Wolfram St.

Chicago, IL 60657

312-871-0987

Animation, storyboarding, and slideshow program for all Macs; color on
the Mac II. Also, utilities for speeding up animations and inserting ani-
mations into HyperCard, plus clip animation collections. High-end
professional version has many additional tools for desktop video.

Custom Fonts and Character Generation

Fluent Fonts $49.95
Casady-Ware

POB 223779

Carmel, CA 93922

49-font, two-disk collection for system installation.

FONTastic Plus

Altsys Corp.

720 Ave. F

Suite 1090

Plano, TX 75074

Modify bitmapped fonts or roll your own, with nice effects.
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Fontagrapher $395
Altsys Corp.

720 Ave. F

Suite 1090

Plano, TX 75074

Make your own PostScript fonts at 300 dpi.

Letrastudio : $495
Letraset USA

40 Eisenhower Dr.

Paramus, NJ 07653

201-845-6100

Create custom typestyles; requires Letrafonts, $75 each from the com-

pany.

Showcase F/IX $295
Aegis Development

2115 Pico Blvd.

Santa Monica, CA 90405

213-392-9972

Create color text for video titling.

TypeStyler $199.95
Broderbund Software

17 Paul Dr.

San Rafael, CA 94903

415-492-3200

Customize PostScript type and add special effects in color.

Draw and Paint Programs

Canvas 2.0 $299
Deneba Software

3305 NW 74th Ave.

Miami, FL 33122

800-6-CANVAS; in FL, 305-594-6965

Versatile color draw program.

Capture $79.95
Mainstay

5311-B Derry Ave.

Agoura Hills, CA 91301

818-991-6540

Not a graphics program, but an invaluable utility for capturing screens
and converting images to the popular PICT file format.
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Cricket Draw $295
Cricket Software

40 Valley Stream Pkwy.

Malvern, PA 19355

215-251-9890

Drawing program with PostScript output.

Cricket Paint $99
Cricket Color Paint $199 (tentative)
Cricket Software

40 Valley Stream Pkwy.

Malvern, PA 19355

215-251-9890

Black-and-white paint program for all Macs; low-cost color paint pro-

gram.

Curator $139.95
Solutions Intl.

30 Commerce St.

Williston, VT 05495

Art cataloging program; indispensable for large clip art collections.

DeskPaint 2.0 $129.95
Zedcor

4500 E. Speedway, #22

Tucson, AZ 85712

800-482-4567, 602-881-8101

Black-and-white paint program and TIFF editor; useful DA version.

FreeHand 2.0 $495
Aldus

411 First Ave. South

Seattle, WA 98104

206-628-2320

Professional PostScript drawing program.

Hlustrator 88 $495
Adobe Systems

1585 Charleston Rd.

Mountain View, CA 94039

Professional PostScript drawing program.
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MacDraw 11 $395
- Claris

440 Clyde Ave.

Mountain View, CA 94043

408-987-7000

New version of the popular draw program with updated tools, color,

patterns.

MacPaint 2.0 $125
Claris

440 Clyde Ave.

Mountain View, CA 94043

408-987-7000

The original black and white paint program, with new features; for all
Macs.

Modern Artist 2.0 $495
Computer Friends

14250 NW Science Park Dr.

Portland, OR 97229

Color paint program.

Photon Paint $299.95
Microillusions

17408 Chatsworth St.

Granada Hills, CA 93144

Color paint program; simulated 3-D surface mapping of paint images.

Pixel Paint 2.0 $395
Pixel Paint Professional $N/A
SuperMac Technology

485 Potrero Ave.

Sunnyvale, CA 94086

408-245-2202

Excellent color paint program with color separation capabilities; profes-
sional version is 32-bit compatible.

SmartScrap and the Clipper $59.95
Solutions Intl.

30 Commerce St.

Williston, VT 05495

Scrapbook enhancement DAs; good for general graphics and handling
clip art collections.

277



APPENDIX A

Studiol8 $495

Studiol32 $N/A

Electronic Arts

1820 Gateway Dr.

San Mateo, CA 94404

415-571-7171

Top color paint program with all the bells and whistles; Studio/32 is 32-
bit compatible.

SuperPaint 2.0 $149.95
Silicon Beach Software

9770 Carroll Center Rd.

Suite J

San Diego, CA 92126

619-695-6956

Unique program combining draw and paint features; 300 dpi resolution.

HyperCard

Hyper Animator $99
Bright Star Technology

14450 NE 29th St.

Suite 220

Bellevue, WA 98007

Sync digitized voice to an animated face; requires HyperCard.

HyperAtlas

MicroMaps Software

POB 757

Lambertville, NJ 08530

U.S. and world maps with stacks of demographic.and economic data.

HyperCard $49.95; free with Macintosh purchase
Apple Computer

20525 Mariani Ave.

Cupertino, CA 95014

408-996-1010

Apple’s software toolkit; has basic animation capabilities.
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HyperVision $195
Pixelogic

800 West Cummings Park

Suite 2900

Woburn, MA (01801

617-938-7711

Import black-and-white digitized video into your stacks; editing tools in-
cluded; requires ProViz digitizer.

Plus $199
Olduvai Corp.

7520 Red Rd.

Suite A

South Miami, FL 33143

305-665-4665

HyperCard clone with color, full-screen cards, HyperTalk extensions,
more.

SuperCard $199
Silicon Beach Software

9770 Carroll Center Rd.

Suite ]

San Diego, CA 92126

619-695-6956

Enhanced version of HyperCard with color, multiple windows, more
powerful tools.

Image Processing and Special Effects

ChromaScan $N/A
Imagenesis, Inc.

901 NE Loop 410, #630

San Antonio, TX 78209

512-824-1746

Color scanner image processing; especially useful with Sharp scanner.

Digital Darkroom $295
Silicon Beach Software

9770 Carroll Center Rd.

Suite |

San Diego, CA 92126

619-695-6956

Manipulate grayscale scans.
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ImageStudio $495
Letraset USA

40 Eisenhower Dr.

Paramus, NJ 07653

201-845-6100

Retouch digitized graphics in grayscale

LaserPaint Color 11 $N/A
LaserWare, Inc.

POB 668

San Rafael, CA 94915

415-453-9500

Billed as a paint program, but more useful for color image processing
and separations; PostScript capabilities.

PhotoLab $495
Orange Solutions, Inc.,

5743 Corsa Ave.

Suite 212

Westlake Village, CA 91362

818-707-9330

Color and grayscale scanned image editor, with contrast adjustment, ro-
tation, and color remapping features.

PhotoMac $795
Data Translation

100 Locke Dr.

Marlboro, MA 01752

508-481-3700

Retouch, color correct, and color separate color scans and pictures.

Interactive Applications (see also HyperCard)

Carbon Copy Mac $299 for two stations
Microcom Software

55 Federal Rd.

Danbury, CT 06810

203-798-3800

Observe and control a second Mac in a window on your screen; works
via LocalTalk and modem.
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CourseBuilder (various configurations)

TeleRobotics International, Inc.

8410 Oak Ridge Highway

Knoxville, TN 37931

615-690-5600

Software and hardware for developing interactive training materials and
courseware.

Course of Action $N/A
Authorware

8400 Normandale Lake Blvd.

Suite 430

Minneapolis, MN 55437

612-921-8555

Multimedia courseware and training authoring program.

Guide $135
Owl International

14218 NE 21st St.

Bellevue, WA 98007

Text-oriented hypermedia; better linking capabilities than HyperCard.

ScreenRecorder $195
Farallon Computing

2201 Dwight Way

Berkeley, CA 94704

415-849-2331

“Tape” any sequence of actions on a Mac screen for replay in a Hyper-
Card stack.

Timbuktu $149 per station
Timbuktu/Remote $295 per station
Farallon Computing

2201 Dwight Way

Berkeley, CA 94704

415-849-2331

Programs for remote control and observation, of any Mac; Timbuktu/Re-
mote works via modem; good for training.
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Presentation Software

Cricket Presents $695
Cricket Software

40 Valley Stream Pkwy.

Malvern, PA 19355

215-251-9890

Presentation program with good graphics and master template function.

FastTrack Schedule $195
AEC Management Systems, Inc.

20524 Amethyst Lane

Germantown, MD 20874

800-346-9413

Create and update presentation schedules with graphics, charts, and
text, plus outliner and import/export capabilities.

MORE 11 $395
Symantec

Living Videotext Division

10201 Torre Ave.

Cupertino, CA 95014

408-253-9600

Outliner and presentation program; great for text slides and charts, less
capable for graphics.

Persuasion $495
Aldus

411 First Ave. South

Seattle, WA 98104

206-628-2320

Presentation program with many tools, color schemes, powerful master
slide and template features.

PowerPoint $395
Microsoft

16011 NE 36th Way

POB 97017

Redmond, WA 98073

Presentation program with easy-to-use tools and features; slides to Geni-
graphics service bureaus.
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PresentationPro $295
Strade Corporation

12600 W. Colfax, #B100

Lakewood, CO 80215

303-232-8282

Create slide presentations with many global modification features; send
files directly to Crosfield/Dicomed Design Systems with included tele-
com functions.

StandOut! $395
Letraset USA

40 Eisenhower Dir.

Paramus, NJ 07653

201-845-6100

Primarily text-based presentation program; page-layout-type interface.

Visual Business No. 5 $395
Visual Business Systems

700 Lake St., #H

Ramsey, NJ 07446

201-327-2526

Charts and graphs for presentations; output manager for film recorder
and color printer output.

Presentation Spreadsheets and Number

Crunchers

Cricket Graph $195
Cricket Software

40 Valley Stream Pkwy.

Malvern, PA 19355

215-251-9890

Twelve graph types, in color and multiple windows.

DeltaGraph $195
Access Technology

555 Heritage Harbor

Monterey, CA 93940

408-648-4000

Charter with 40 functions, 30 chart types, and 3-D, export EPSF or PICT.
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Excel 2.2 $395
Microsoft

16011 NE 36th Way

POB 97017

Redmond, WA 98073-9717

206-882-8080

The classic Mac spreadsheet with new charting and graphics features.

Fastat $195
Systat, Inc.

1800 Sherman Ave.

Evanston, IL 60201

312-864-5670

Statistical analyzer with presentation graphics, draw capabilities.

Full Impact $N/A
Ashton-Tate

20101 Hamilton Ave.

Torrance, CA 90502

800-437-4329

Presentation spreadsheet with page layout.

KaleidaGraph ‘ $249
Synergy Software

2457 Perkiomen Ave.

Reading, PA 19606

215-779-0522

General purpose graphing and data analysis; 14 data graphic types.

MacSpin $199.95
D2 Software

POB 9456

Austin, TX 78766

Chart multivariate data; spin your data to see it from all angles.

MapMaker $349
Select Micro Systems

40 Triangle Center

Yorktown Heights, NY 10598

Cartographic tool for demographers and marketeers; many map types.
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StatView 11

Abacus Concepts

1984 Bonita Ave.

Berkeley, CA 94704

Data analysis and charting; in color on the Mac II.

Trapeze 2.0

Access Technology

555 Heritage Harbor
Monterey, CA 93940
408-648-4000

Presentation spreadsheet.

Wingz

University Edition
Informix Software, Inc.
16011 College Blvd.
Lenexa, KS 66219
800-331-1763, x3800

Spreadsheet with excellent graphing capabilities, including 3-D.

Sound and Music Software

Alchemy

Blank Software

1477 Folsom St.

San Francisco, CA 94103

Versatile sample editor; requires MIDI interface and sampler.

Cue

Timecode Machine

OpCode Systems

444 Ramona St.

Palo Alto, CA 94301

Sync sound to visuals using SMPTE timecode.

Deluxe Music Construction Set 2.0
Electronic Arts

1820 Gateway Dr.

San Mateo, CA 94404
415-571-7171

Low-cost but capable note editor.

$495

$395

$399
$99

$495

$595
$300

$99.95
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Jam Session $49.95
Broderbund Software

17 Paul Dr.

San Rafael, CA 94903

415-492-3200

Instant music for amateur musicians; good for fast, impromptu scoring
in several musical styles.

M $250
Jam Factory $200
UpBeat $150
Intelligent Music

116 North Lake Ave.

POB 8748

Albany, NY 12208

518-434-4110

Line of sequencing and composition software; UpBeat is the best Mac
drum machine; MIDI compatible.

Master Tracks Pro $395
Passport Designs

625 Miramontes St., #103

Half Moon Bay, CA 94019

Pro-level MIDI sequencer with excellent, intuitive interface.

Music Mouse $59.95
OpCode Systems

444 Ramona St.

Palo Alto, CA 94301

Move the mouse to create instant music.

Performer $395
Mark of the Unicorn

222 Third St.

Cambridge, MA 02142

617-576-2760

Versatile, powerful MIDI sequencer.
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Q-Sheet $495
Q-Sheet AV $995
Sound Accelerator $995
Digidesign

1360 Willow Rd.

Suite 101

Menlo Park, CA 94025

415-327-8811

Sync your music with film or video.

Sound Designer $495 some versions; others $395
Turbosynth $349
Digidesign

1360 Willow Rd.

Suite 101

Menlo Park, CA 94025

415-327-8811

Flexible sample editor and synthesizer programs; both require MIDI
setup.

Three-Dimensional Design and Animation

Dimensions Presenter $495
Ray Tracer Dimensions $995
Render Dimension $995
Visual Information Development

16309 Doublegrove

La Puente, CA 91744

818-918-8834

Object modeling, rendering, and animation modules, with ray tracing;
interfaces with various Mac file formats.

enVision 3D $495
Strata Inc.

249 East Tabernacle

Suite 201

St. George, UT 84770

801-628-5218

Object creation and ray-traced rendering; many surface effects.
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Mac3D 2.0 $249
Challenger Software

18350 Kedzie Ave.

Homewood, IL 60430

Black-and-white 3-D editor with light-source shading, PostScript resolu-
tion.

ModelShop $N/A
Paracomp :

123 Townsend St.

Suite 310

San Francisco, CA 94107

415-543-3848

CAD surface modeler for architects, planners, designers.

Pro3D $495
PhotoFinish $1,995
Enabling Technologies

600 S. Dearborn St., #1304

Chicago, IL 60605

312-427-0386

Object creation and high-quality rendering packages.

Sculpt-Animate 4D $1,500 (tentative)
Byte-by-Byte Corp.

Arboretum Plaza II

Suite 150

9442 Capital of Texas Highway N.

Austin, TX 78759

512-343-4357

Full-featured 3-D ray-tracing object editor; animation and rendering
modules available.

Super 3D 2.0 $395
Silicon Beach Software

9770 Carroll Center Rd.

Suite ]

San Diego, CA 92126

619-695-6956

Color object modeler with animation, superior interface, editable anima-
tion text files.
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Swivel 3D $395
Paracomp

123 Townsend St.

Suite 310

San Francisco, CA 94107

415-543-3848

Color object modeler with unique hierarchical animation features; create
linked objects with several types of joints.

Vidéo Producﬂon

EdgeWriter Price varies with configuration
EdgeWriter

30 Berry St.

San Francisco, CA 94107

415-957-1744

Match film with tape with auto frame numbering; lists shots in a
HyperCard stack; requires Excel and included hardware.

Edit Lister $900
Comprehensive Video Supply Corp.

148 Veterans Dr.

Northvale, NJ 07647

201-797-7990

Create an edit list for offline video editing.

VideoMaker $N/A
Ed Hollander

408-429-8332

Offline video editing program for Mac Plus or SE; requires interface box.
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Desktop Presentation
Glossary

This glossary gives short definitions for most of the terms used in Macin-
tosh Dekstop Presentations, as well as some words, commonly used in the
video and computer graphics industries, that are not mentioned in this
book. This is by no means a complete dictionary of all desktop presenta-
tion terminology; like all technical dialects, the language of computer
graphics is constantly expanding to include new terms as new technolo-
gies and effects are incorporated into the field. With some exceptions,
general computer language and terms specific to the Macintosh operat-
ing system are not covered here; see your Macintosh operating manual
for more information.

A/B Roll—Switching between two synchronized and time-
base—corrected VCRs for special effects like dissolves, wipes, and
other transitions. i

ADO (Ampex Digital Optics)—A popular broadcast device, manufac-
tured by Ampex, for creating digital video effects in real-time—
squashes, flips, twists, and so on. Some DTV programs offer ADO-
like effects.

Aliasing—The jagged, stairstepped effect along the edges of computer
graphics; also called ‘“the jaggies.”” Also, the reduction in frequency
of a digitized sound, resulting in distortion. See antialiasing.

Amplitude—The height of a waveform from trough to peak; corre-
sponds to volume in audio and luminance in video.

Analog Video—Video information carried on a continously varying elec-
tric signal.

Anim—A compressed animation file format supported by some Mac
programs.

Animatic—The visual outline of a video program presented in videotape
form or on the computer screen; see also Storyboard.
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Animation—A series of pictures shown quickly in sequence to create the
illusion of movement.

Antialiasing—Image processing technique that reduces the appearance
of aliasing, or jaggies, in a computer picture. Makes edges appear
smooth and more natural, if less sharp.

Area Graph—Graph that expresses quantity in terms of the area of a bar
or other element.

ASCII—American Standard Code for Information Interchange, a widely
used file format for computer text.

Aspect Ratio—The ratio of screen height to screen width; in video, the
ratio is 3 to 4.

Assembly Editing—Piecing together sequences of video directly from a
playback VCR to a record VCR without benefit of an edit controller,
pre-roll, or other features to ensure smooth edits; also called
“punch-and-crunch” editing.

Audio—The audible part of a presentation; may be sounds, music,
dialog, narration, or all of these.

Audio Dub—Recording new audio on a tape after the video has been
shot using the ““audio dub” feature on most VCRs. The dubbed au-
dio records directly over one track of the original audio.

Audio Mixing—Creating a custom audio track from several different
sources using a mic mixer or other sound mixing device.

A/V—Short for Audio-Video or AudioVisual

Available Light—Ambient or natural light; shooting in available light
means not using artificial light in a location production.

Axis—One of the Cartesian screen directions; the x-axis is along the
screen horizontal; the y-axis is along the screen vertical; the z-axis
goes “into’” the screen picture space. 3-D objects can have their own
axes.

Backlight—Light placed behind the subject in a scene to create a separa-
tion between the subject and the scene background.

Backspacing—See pre-roll.

Bandwidth—The maximum frequency range of a transmitted signal,
measured in hertz. Or, how fast video electronics can modulate the
electron beams. High-resolution computer graphics require higher
bandwidths used in standard video.

Bar Chart—Popular chart type that compares a data set at a single point
in time by the height or length of bars

Betacam—Broadcast version of Sony’s 3-inch Betamax tape format.

Bezier—A type of mathematical curve defined by the placement of ex-
ternal anchors and magnets acting on the curve line; used in some
PostScript drawing programs.

Bit-depth—The number of bits a computer uses to define a color
“word” for each pixel; the greater the bit-depth, the more colors
available.
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Bitmapped Graphics—Computer pictures manipulated as a matrix of
pixel values.

Bivariate Data—A data set defined by two values, such as time and dis-
tance.

Black—A video signal without picture information; also called color black.

Body Copy—Block of text in a presentation document that carries the
main body of information.

Boot—Switching on a computer and loading the operating system; from
“bootstrap.”

Broadcast Video—Video that meets RS-170A signal standards with at
least 525 lines of resolution; a video signal good enough to be
broadcast, sent over cable, and so on.

Buffer—Area in computer memory reserved for a computer graphic or
other information.

Build—A sequence of related slides that reveals additional information
with each slide.

Bullet Chart—Simple chart type in which a few short lines of text are
marked by bullets.

Business TV—Video produced in an inhouse studio by a corporation for
creating records of meetings, orientation, training, product evangel-
ism, demonstrations, and presentations; usually distributed live or
on tape to other branches of the company.

Button—Mac screen object that initiates an action when you click on it.

Camcorder—Consumer device that combines a video camera and a VCR
in one lightweight unit.

Card—A full screen of HyperCard or SuperCard information; stacks are
made of cards, while cards can contain buttons, fields, and graph-
ics. See Stack, Button, Field.

Cardioid—A type of microphone sensitive to sound in a heart-shaped
pickup pattern in front of the mike.

CCD—Charged Coupled Device, a light-sensitive photoelectric plate
used in scanners and replacing video tubes in most camcorders.
CDEV—Control Panel Device, any Mac peripheral that can be controlled

through the Control Panel desk accessory.

CD-ROM (Compact Disk-Read-Only Memory)—Small-format laser disk
for storing larges amounts of information; cannot be recorded on by
user.

Cel—A single drawing or frame in an animation.

C-Format, One-inch VTR—The preferred tape format for broadcast
video post-production.

CGI—Computer-Generated Imagery.

Character Generator, Titler—Hardware device, or similarly capable soft-
ware for a computer, for creating video text and titles.

292



Desktop Presentation Glossary

Chartjunk—As coined by Edward R. Tufte, extraneous and sometimes
deceptive visual material added to data graphics.

Chooser—Apple-supplied desk accessory for picking an output device,
such as a printer or slidemaker.

Chroma—Color in video.

Chromakey—Inserting video imagery over a chosen color in a second
video source using a special effects generator or computer. Used
every day in TV news for putting weathermaps behind the weather-
person.

Chrominance—The color portion of the composite video signal; hue and
saturation information.

Clipboard—Area of the Mac’s memory reserved for storing cut or cop-
ied selections to be pasted elsewhere. See Selection.

Clipping—Distortion of an analog signal when processing equipment
“clips” off the top and bottom of the wave if they exceed certain
amplitude values.

Coax—Coaxial cable, the standard type of shielded cable for carrying
video signals.

Color Bars—Standard color chart for adjusting the color balance in any
NTSC video device.

Color Burst—Reference wave of the video signal for measuring hue and
saturation.

Color Cycling—Repeatedly flashing a series of colors on the screen; can
be used to create simple animations.

Color LookUp Table (CLUT)—Standard Mac resource containing a table
or palette of all the colors—up to 256 for the current Apple color
standard—in a Color QuickDraw picture.

Color Picker—The standard Apple color palette control dialog.

Color Registers—Areas in computer memory where color information is
kept.

Colorization—Adding color to a black-and-white image, or changing the
colors in a color image.

Column Chart—Chart with vertical bars.

Component Video—A video signal with picture information broken
down into red, blue, and green compoenents; see RGB.

Composite Encoder—A device that converts RGB video to composite
video.

Composite Video—Standard TV video with a signal containing sync and
picture information.

Contrast—The level of luminosity, or balance of gray tones, in a video
or printed image.

Control Panel—Apple-supplied desk accessory for setting parameters of
the Mac system, such as the date, number of colors, or level of
sound.

293



APPENDIX B

Control Track—Recorded signal on a tape that controls tape motion in
playback. The control track contains frame pulses that provide infor-
mation about frame timing to control-track edit controllers. Tapes
without a solid control track are unstable in playback and often
can’t be edited.

Copy Stand—Device for holding and adjusting a video camera used to
shoot flat art or small items.

Crawl—Annoying shimmer on the borders of bright colors in a poorly
recorded videotape; more generally, the movement of titles or
graphics across the video image.

CRT—Cathode Ray Tube; the standard TV or computer display device.

CUT—An abrupt, instantaneous transition between two scenes in a pro-
duction; also, a video edit.

Cycle—A section of a waveform that is one period long. Cycles are mea-
sured in hertz, or cycles per second.

Data Density—As coined by Edward Tufte, the total amount of data per
area of the data graphic.

Data Fork—Part of a Mac program or document in which data are
stored. See also Resource Fork.

Data Graphic—A pictorial display of numeric information.

Data-Ink—As coined by Edward Tufte, the amount of ink (or the num-
ber of pixels, in computer displays) devoted to actually carrying in-
formation in a data graphic.

Data Point—Any numeric value shown in a data graphic.

Data Series—A set of related data points.

Decibel —A measure of loudness, corresponding to the smallest differ-
ence in sound that the human ear can discern.

Desk Accessory (DA)—Memory-resident ultilty program; listed under
the Apple menu.

Desktop Media—Apple’s term for multimedia programming on the
Mac.

Desktop Presentation—Using a computer to prepare and present
graphic information to business, educational, and technical audi-
ences.

DeskTop Video (DTV)—Video production using low-cost video equip-
ment and desktop computers.

Device Driver—A program that controls the operations of a computer
peripheral, such as a scanner or printer.

Digital Video—Video information contained in a sequence of discrete
binary numbers.

Digitizer—Device for converting an analog video image into a digital
computer graphic.

Display Font—Large, fancy typestyle to grab viewer attention.
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Dissolve—Scene transition that gradually replaces one image for an-
other.

Dithering—Blurring the transition from one color to another in a com-
puter picture.

Document—Any Macintosh data file—a picture, a letter, a presentation
file.

Dolly—Rolling the camera along a path to follow the action in a scene;
often used for chase sequences.

Door Swing—Rotation of a video image along any axis with a digital ef-
fects generator.

Dot Chart—Chart displaying the relationship between values on the x-
and y-axes; also called a scatter or x-y chart.

Dot Pitch—On a color display, the distance in millimeters between
phosphor dots of the same color. A measure of display resolution.

Dots Per Inch (DPI)—Number of screen pixels or printed blots per inch
in an image. The standard Mac screen is 72 dpi, while the typical
laser printer prints 300 dpi. Often used as a measure of display or
print resolution.

Dot-to-Pixel Ratio—The number of phosphor dots on a monitor, or the
number of inkblots on a printout, that correspond to a screen pixel.

Double Buffering—In computer animation, displaying an image in a se-
quence while keeping the next to be displayed in memory (employ-
ing two memory buffers for image information).

Draw Program—Application that creates object-oriented graphics, usu-
ally in PICT files, rather than bitmapped graphics. See Object, Bit-
mapped Graphics.

Dropout—Loss of a recording’s playback quality due to wear and tear
on the tape.

Dub—To copy a tape; also called dupe.

DVE—Digital Video Effects, the use of computers to create unique video
special effects.

Dynamic Range—The range between the softest and the loudest sound
that can be recorded by an ATR or other recording device; mea-
sured in decibels (dB).

8mm—A diminutive consumer tape format invented by Sony; offers su-
perior sound recording.

Editing—Arranging video or slideshow sequences to create a finished
presentation.

Edit Controller—Device that controls two or more VCRs to accomplish
smooth, accurate video editing.

Edit Decision List (EDL)—A list of edit points in a production; fed to a
computerized edit controller, the EDL allows the system to auto-
assemble the master tape from original raw footage.

EFP—Electronic Field Production; basic one-camera location shooting.
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Encoder—Signal-processing hardware to convert analog to digital or dig-
ital to analog.

ENG—Electronic News Gathering; EFP with easily portable equipment.

Envelope—A shape that shows the perimeter of a waveform, corre-
sponding to its amplitude at each cycle.

EPS—Encapsulated PostScript File, the standard PostScript file format
created by PostScript drawing programs.

Exposure Sheet—a printed representation of the sequence of frames in
an animation, arranged in storyboard form.

Extrusion—In computer graphics, the process of creating a three-dimen-
sional shape by stretching a two-dimensional shape along a third
axis; like squeezing clay through a shaped nozzle.

Fade—A dissolve from video to black or any color; also, decreasing au-
dio from full volume to zero volume.

Feedback—Endless looping signal of audio or video; a standard method
of creating infinite regress images in video.

Field—In video, half a video frame; 262.5 horizontal lines written in 1/60
of a second.

Field—In HyperCard, SuperCard, and most databases, an object for hold-
ing text.

Fill Light—Light positioned to illuminate the shadows cast by the key
or main light in a scene.

Film Printer—Device for creating slides or film prints of video or com-
puter graphics images. Also called slidemaker or slide recorder.

Finder—The Mac desktop, where you work with disks, files, and fold-
ers, and launch applications.

FKEY—A utility program that issues a command or series of commands
when you press a designated key, usually a function key, on the
Mac keyboard.

Flatbed—Type of scanner with a flat pane of glass on which the original
is placed for scanning by a moving light source.

Flip Chart—Printed charts on cardboard that can be flipped over a easel
to reveal the next chart in the series; used as a supplement to a
computer presentation.

Flow Chart—Data graphic that delineates the stages and structure of a
system, such as the flow of information through a computer.

Flying Erase Heads—Tape erasing heads in a VCR that erase tape with
frame accuracy, making perfect insert editing possible.

Foil—Another term for an overhead transparency.

Font—Typeface for titles or computer graphics.

Footcandle—A measurement of light emission: lumens per square foot.

Fractals—In computer graphics, method for producing irregular, lifelike
landscapes and branching forms with simple mathematical formu-
las. Often used to simulate landscapes.
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Frame—A complete still video image containing two interlaced video
fields; 525 horizontal lines written in 1/30 of a second.

Frame Buffer—Device for temporarily storing one video frame.

Frame Grabber—Device for capturing and storing a video frame from an
external video source, such as a VCR, for display in a computer.

Frame Rate—The number of frames displayed by a video device or an
animation over a measure of time, usually a second (frames per sec-
ond, or FPS). The standard video frame rate is 30 fps.

Frequency—The number of cycles per second in a waveform; measured
in Hertz.

Gain—Amplitude or strength of an analog signal.

Generation—Number of times a videotape or other analog material has
been copied. The original tape is first generation, a copy of it is sec-
ond generation, a copy of the copy is third generation, and so on.
Information stored in analog form is degraded with each generation.

Genlock—Device that synchronizes one video source with another (for
example, computer graphics with live video) for mixing and record-
ing.

Graphigc Equalizer—Audio device for adjusting sound quality within set
frequency ranges.

Grayscale—Even range of gray tones between black and white; easily
created with paint and draw programs.

Halftone—A method for printing continuous-tone images by printing a
grid of different-sized black dots that resolve into gray tones.

Hertz (Hz)—Electronic measure of cycles per second; the number of
times an electrical event is repeated in a second.

Hierarchical File System (HFS)—Mac file handling system that allows
multiple levels of nested files and folders.

Hierarchical Objects—In 3-D imaging, objects with motion linked to the
motion of other objects according to levels of influence; for example,
an arm may be made up of a hand object, a forearm object, and an
upper arm object, with the upper arm motions determining the
forearm motions, and the forearm determining the hand motion,
but not vice versa.

HDTV—High-Definition TeleVision, any of several proposed standards
for higher-resolution color television approaching 35mm film image

uality.

Higl?-Lovfry Chart—A variation of the bar chart that shows high and low
values of a variable over time. High-low charts are most often used
in stock market analysis to show the high and low selling prices of a
single stock.

Hue—Color, such as red or blue.

HyperCard—Apple’s extensible software toolbox application.
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Hypermedia—A form of information organization in which all areas of
an information base are cross-referenced to each other and are in-
stantly accessible from any part of the base; applies to text, graph-
ics, sound, video, and other media.

Hypertalk—HyperCard’s programming language.

Hypertext—Multidimensional text; text cross-referenced by links to other
related text.

Icon—In the Mac OS, a pictograph that can represent a disk, folder, file,
tool, or function. Clicking on an icon initiates some action.

Image Processing—Using software to manipulate a scanned computer
graphics image; for example, to add false colors, increase the con-
trast of shape boundaries, eliminate moire patterns, and so on.

In-Betweening—Drawing intermediate positions of an animated object
between the key frames. Also called tweening; the in-between frames
are called tweens. See Key Frame.

INIT—A resident utility program that loads into the Mac’s memory on
startup.

Insert Edit—Video editing technique in which audio or video is slipped
seamlessly into already recorded material. Requires a control track
or time code on both source and master videotape.

Interactivity—The process of establishing a dialog between computer or
presentation and the persons viewing the material; viewers can
steer the presentation in the desired direction.

Interlace—The alternate writing of video lines for two intertwined fields
of video.

Interface—The appearance, toolset, and working methods presented by
an application to the user.

Iris—A spiral wipe that imitates the opening and closing action of a
camera iris.

Jaggies—The ragged edges of shapes in computer graphics. See Aliasing.

Jiffy—One sixtieth of a second.

Jitter—Instability due to video sync or tracking problems.

Jump Cut—]Jarring edit that creates a visual non sequitur.

Kern—Adjusting the spacing between letters in text.

Key—Method of replacing part of the image from one video source with
the image from a second video source. Keying can be over a speci-
fied gray level in the video (luminance keying) or over a specified
color (chromakeying). For example, keying video of a weather map
over the blue screen behind a TV weatherperson.

Key Light—The main light source for a scene.

Key Frame—In cel or tweening animation, pictures defining the begin-
ning and end of a motion or sequence.

Lavalier—A small microphone worn on the lapel; also called a lape! mike.

Leading—The spacing between lines of text, measured in points.
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Leave-Behind—Print or other materials that accompany a desktop pre-
sentation and are left behind for the audience.

Legend—Notes explaining the symbols used in a chart or map.

Light-Source Shading—In computer graphics, simulating the effects of
one or more lights shining on a 3-D object.

Line Chart—Chart that shows the progress of a dependent variable over
an independent variable, usually time, with the data points con-
nected by a line or lines.

Link—In hypermedia, a software connection between two pieces of re-
lated information that allows you to jump directly from one to the
other.

Logo—Distinctive design for a corporate name and/or symbol.

Loopback—Playing a section of a digitized sound over and over again.

Lumen—A measurement of light emitted by a lightsource at the point of
emission.

Luminance—Strength of the grayscale portion of the video signal.

Lux—A measurement of light reflection: .1076 footcandles.

Mac OS—The Macintosh’s disk operating system, used for accessing
and managing files and some other operations.

Macro—A magnifying camera lens that can focus down to a few inches.

Macro—A command or series of commands issued when you hit a des-
ignated key or keys; many programs allow you to create your own
macros.

Matte—Method of creating composite pictures by placing a multicolored
image from one video source over a background from a second
source; a form of keying. Also, a dull surface texture on a shaded
object.

Mike Mixer—Device for combining and manipulating input from several
microphones or other audio sources for recording in mono or
stereo.

MIDI—Musical Instrument Digital Interface, the standard method of
controlling musical instruments by computers.

Moire—A vibrating pattern of intersecting lines; vibration caused by
video signal distortion.

Monitor—In video, a television with composite video inputs. A com-
puter monitor usually accepts RGB rather than composite input.

Mortice—Technique of squeezing a video picture and surrounding it
with a black or other border.

MultiFinder—Apple’s FInder variation that allows instant switching
from one program to,another without returning to the Finder
in-between.

Multimedia—Programs that integrate text, graphics, sound, and video/
film to create new ways to access and understand information. See
also hypermedia, hypertext.
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Multimedia Control Architecture (MCA)—Apple’s specifications for de-
vice drivers and file formats to be used in Mac multimedia applica-
tions.

Multivariate Data—A data set defined by more than two variables, such
as time, distance, and mass.

Neon—Popular font style that imitates the look of neon signs.

Note Editor—Software for writing, editing, and playing music notation.

NTSC—National Television Standards Committee, professional body of
the Federal Communications Commission that sets standards for
video hardware and broadcasting.

Nubus—The Mac II bus architecture; also, the Mac II standard plug-in
card format.

Object—A two- or three-dimensional entity defined as a database of
mathematical formulas, not as a bitmap.

Object—In HyperCard or SuperCard, one of the main elements of the pro-
gram, such as fields, buttons, cards, and stacks.

Object Editor—Software for creating and editing two- or three-dimen-
sional computer objects.

Offline Editing—First video editing stage, where tape is reviewed from
workprints, rough edits prepared, and an edit decision list com-
piled.

Online Editing—Final video edit stage, where the master tape is assem-
bled from the original production footage. The edit decision list also
may be fed to a computer editing system that auto-assembles the
master tape.

Outliner—Software for creating outlines of text documents.

Overhead Projector Adapter—LCD device that allows computer graphics
to be projected by a standard overhead projector.

Overscan—Area of the video field that extends beyond the limits of the
visible TV screen.

Page—The computer graphics workspace; may be bigger than the visible
part of the screen.

Page Flipping—Holding two or more pages in buffers and showing
them in a defined sequence; used for cel-type computer animation.

Paint File—A standard bitmapped graphics file format, originally devel-
oped for MacPaint. Can’t handle color information or large screen
sizes.

Paint Program—Software for creating bitmapped computer graphics.

PAL—Phase Alternating Line, a video standard used in Europe, Latin
America, and elsewhere; not compatible with NTSC.

Palette—The selection of colors available in a computer graphics system.

Pan—Camera move swinging along the horizontal (x-) axis.

Patch—Connecting video and audio equipment with cables or through a
central Patch Panel.
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Path—The trail along which a computer-graphics object travels.

Period—Distance between two adjacent peaks in a waveform. See Cycle.

Phase—The timing of an electronic signal; two signals in which the
peaks and valleys of the signal occur simultaneously are in phase; if
they occur at different times, they are out of phase.

Pica—A linear measure used by typesetters. There are six picas per
inch.

PICT—The standard Mac graphics file format; comes in bitmapped and
object-oriented versions. Also called PICTI.

PICT2—Standard Mac color graphics file format; comes in bitmapped
and object versions.

Pictograph—A data graphic that uses pictures to convey quantities or
trends.

Pictogram—A visual symbol that identifies a theme or idea in a
graphic—for example, a glowing lightbulb to represent a bright
idea; used in pictographs.

Pics—An animation file format supported by Macromind and Silicon
Beach products, among others.

Pie Chart—Chart showing sections of a whole as slices of a circle.

Pitch—The low to high frequency of a sound; the higher the frequency
(as measured in cycles per second, or Hertz), the higher the pitch.

Pixel—The basic picture element of a computer screen or graphics sen-
sing array, such as a CCD; the smallest dot that a computer can cre-
ate.

Pixellization—Using image processing software to break up a continu-
ous image into rectangular blocks to give it a ““digitized” look.

Point—A measure of type size. There are 72 points per inch.

Polygon—A flat geometric shape; one of the components of the surfaces
of objects in 3-D modeling programs.

Polyhedron—A many-faceted solid object.

Post—Short for post-production, all elements of TV or film production
occurring after the original stock is shot. Most DTV work would be
considered as post by TV and film professionals.

Posterization—Using image processing software to divide a continuous
image into flat areas of heightened color.

Postscript—Standard page-description language supported by desktop
publishing programs, laser printers, and some graphics programs.

POV—Point Of View; the viewing angle and apparent position of the
camera.

Preroll—Rewinding tape in an editing VCR to a cue point; so the tape is
up to speed when rolled forward to the editing point.

PROC Amp—Processing amplifier, electronic device that massages a
video signal to produce stable sync and good-quality signal levels.

Processor Direct Slot—Plug-in card format for the Mac SE/30
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Quantel—Broadcast digital video effects system manufactured by MCl/
Quantel.

Quantization—Distortion of a digitized sound sample caused by round-
ing off the amplitude of the original sound to the nearest whole
value. Yields background hiss in the sample.

QuickDraw—The Macintosh OS’s built-in graphics toolset.

Raster—The scanned area of the video screen; where the video image is
displayed.

Ray Tracing—Highly realistic method of 3-D computer graphics render-
ing that traces the path of a ray of light from the camera point of
view to every element in the scene; can accurately render shadows,
reflections, and translucent substances.

Real-Time—The actual time it takes events to occur; action on the com-
puter screen that corresponds in a one-to-one ratio to real clock
time.

Render—Creation of a realistic two-dimensional object or scene from
three-dimensional object information.

Resolution—The clarity or graininess of a video or computer image as
measured by lines or pixels; the smallest resolvable detail in the im-
age.

Resource—Building blocks of a Mac program or document. Resources
can include ICNs (icons), CURS (cursors), SNDs (sounds), CLUTs
(color lookup tables), and many other types.

Resource Fork—Part of a Mac program or document in which resources
are stored.

RF—Radio frequency; used for transimitting video signals.

RGB—Red, Green, Blue, the primary colors of computer graphics; the
video display system used by most computers and some broadcast
video equipment.

RGB ENCODER—Device for converting composite video to RGB video;
also called scan converter.

RS-170A—Set of technical specifications for “legal” video as defined by
the National Television Standards Committee.

Safe Title Area—Area of the video screen, about 80 percent as mea-
sured from the center, that is always visible and available for plac-
ing credits, even in a poorly adjusted monitor.

Sample—Digitized version of a sound as processed by a sampler.

Sampler—Audio device that converts sound into digital information that
can be manipulated by a computer.

Sans-Serif Font—Typestyle without little tails and bars on the letters;
cleaner but less easy to read.

Scalable Font—Object font that can be resized or rotated without distor-
tion; also called outline font. See also Screen Font.
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Scanner—Hardware device for converting flat art into computer graph-
ics.

Scatter Graph—Data graphic showing the relationship of two or more
dependent variables as measured by dots plotted on the x- and y-
axes. Also called scatter plot, dot chart, and x-y graph.

Screen Font—Bitmapped font used for display on the Mac screen.

Screen Shot—A photograph of the screen of a computer or video moni-
tor.

Script—Written story of a presentation or production.

Script—In HyperCard or SuperCard, a series of written instructions that
defines the characteristics, purpose, and action of an object.

Scroll—Moving pages of video text up or down on the screen; see
Crawl.

Scroll Bar—Gadgets on the bottom and right edges of a window that let
you see different parts of the document.

SECAM—Sequential Colour a Memoire, a video standard developed
and used mainly in France, also in the USSR and several African
countries; not compatible with NTSC video.

SEG—Special Effects Generator, video device for creating and control-
ling transitions and other effects during video production and edit-
ing.

Selection—Part of the document that you plan to perform an operation
on; the object you specify by dragging over it or clicking on it with
the mouse.

Sequencer—Software for controlling other musical devices via MIDI.

Serif Font—Typestyle with little tails and caps; more readable, but less
efficient than sans-serif.

Shape—Waveform characteristic that determines the tonal qualities of a
sound—a rounded waveform sounds sweet, an angular wave
sounds jagged, a complex wave sounds rich and lifelike.

Shotgun—A type of cardioid microphone that picks up sound only in a
narrow cone in front of the mike; usually camera mounted, it is
good for recording sounds only in the direction the camera is point-
Ing

S1AN—Animation file type used by Studio/1 and other Electronic Arts
products.

Single-Frame Recorder—A VCR capable of recording a single video
frame at a time; used for animation.

Slidemaker—Desktop camera-and-display-in-a-box for shooting slides of
computer pictures. Also called film printer or slide recorder.

Small Multiple—A series of small, related data graphics that, taken to-
gether, describe a larger event or trend.
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SMPTE—Society of Motion Picture and Television Engineers, a profes-
sional organization that sets technical standards for film and video.

Snd Resource—One type of Mac digital sound format; used by Hyper-
Card and SuperCard.

Solid Model—A computer-generated 3-D object with volume, realistic
shading, and hidden areas removed.

Speech Synthesis—Simulation of the human voice by computer;
MacinTalk is an example of a voice synthesis program.

Spin—In three-dimensional computer graphics, rotating a two-dimen-
sional outline around a central axis to create a three-dimensional
surface or volume; see also Surface of Revolution.

Spline—A curve defined by a mathematical formula; used to specify
smooth paths for two- or three-dimensional object motion.

Split Screen—Video effect that shows images from two different video
sources, each on one half of the screen. Multiple split screens shows
images from several sources or different actions taking place in sev-
eral windows in the screen area.

Stack—In HyperCard, a group of related cards that make up a unified
HyperCard document.

Stencil—Paint program feature that allows the artist to create a mask
that prevents painting over selected areas or colors.

Still-Store—See frame grabber.

Storyboard—A visual outline of the narrative of a film or video produc-
tion.

Subcarrier—Frequency carrying NTSC video color information.

Super—Superimposition, laying titles or graphics over a background im-
age.

Surface Graph—Data graphic type that presents multivariate data in a
topographical, 3-D format.

Surface Model—A 3-D computer graphics object composed of surface
polygons only, with no dimension of volume.

Surface of Revolution—A three-dimensional computer graphics object
created by revolving a two-dimensional object around a central axis;
for example, a sphere can be created by revolving a circle around its
diameter.

Sweetening—Audio post production, with an emphasis on adjusting au-
dio for the best quality.

Switcher—Electronic device for instantly cutting between several live or
taped video sources.

Sync—Short for synchronization; the horizontal and vertical timing pulses
that control the operation of video equipment.

Sync Generator—Device that generates stable sync pulses for use by all
the video components in a video system.

Synthesizer, Synth—An electronic device for creating artificial sounds
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and sound effects. Also, software for creating similar effects through
a computer.

System—The Mac’s collection of operating system programs.

Talking Head—Video slang for the typical head and shoulders shot of
guests seen on talk shows and newscasts.

Tape Format—Any of several videotape widths and recording methods,
such as }-inch VHS and #-inch U-Matic, used in video recording sys-
tems.

Texture or Surface Mapping—In computer graphics, wrapping a two-
dimensional picture around a three-dimesional object to give that
object a simulated surface texture or pattern.

Tick Mark—Small mark on a graph that indicates the division of a grid
or the position of a data point or value

TIFF—A graphics file format often used for scanned images.

Tile—A rectangular computer image that is repeated in a pattern all
over the screen, like tiles on a floor.

Tilt—A camera move swinging up and down along the vertical (y) axis.

Time Base—The timing of a portion of the video signal, particularly the
horizontal and vertical sync pulses.

Time Base Corrector (TBC)—Device that corrects time-base signal insta-
bilities caused by VCRs during videotape playback; makes it possi-
ble for two or more VCRs can be in sync.

Time Code—An electronic counter or index of videotape duration (the
hours, minutes, seconds, and frames that a tape lasts) that is usu-
ally visible only with a special time code reader. Usually “burned-
in” on the tape as the tape is logged during offline editing.

Time Series—A data graphic showing the change in a data set over
time.

Teol—Software gadget for performing work; a brush in a paint program
is a tool, for example.

Transition—The type of visual effect used to get from one image to an-
other in a presentation; can include wipes, dissolves, fades, and so
on.

Transparency—Graphic printed on transparent plastic (acetate or Mylar)
for display with an overhead projector.

Transport Controller—A computer device that controls the operations of
a VCR with single-frame accuracy.

Tree Chart—Data graphic that diagrams a branching hierarchy, such as
the power structure of an organization. Also called organization chart.

Trend Line—The extension of a line in a graph beyond the known data
to indicate a trend or anticipated performance.

U-MATIC—Trade name for the 3-inch tape format invented by Sony.

Variable—An item of data with a value that can change.
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VCR—Video cassette recorder. A video recorder using open reels (such
as a 1-inch machine) is referred to as a VIR, or video tape recorder.

Vector Graphics—Another name for object graphics; draw and CAD
programs create and manipulate vectors.

Vectorization—Converting line art or paint images to vector graphics.

Vectorscope—Video test equipment that displays information about the
color part of the video signal.

VHS—Video Home System, most popular $-inch consumer tape format,
invented by JVC. An enhanced version is Super-VHS.

Video Signal—An analog waveform carrying video information.

Visual Effect—In HyperCard or SuperCard, the type of visual transition
from card to card, including wipes, dissolves, and so on.

VTR—Video Tape Recorder, including reel-to-reel types.

Waveform—The shape of an analog signal.

Waveform Monitor—Video test equipment that measures and displays
the parameters of an analog signal.

Window—A Macintosh screen object that defines an area of activity; it
can contain pictures, documents, and other objects and be opened,
moved, resized, stacked, and closed.

Wipe—Slideshow or video transition in which one image replaces an-
other along a border that moves across the screen.

Wire-Frame—Representation of a computer-generated 3-D object as a
hollow structure of wires with the shape of the object but no inte-
rior or shading; provides a sense of the object while cutting down
on the computation needed to represent it.

Workprint—A copy of the raw footage of a video production; used in
offline editing.

Zoom—Using a camera’s zoom lens to get closer to or farther away from
the subject without moving the camera; in computer animation,
changing the focal length of the “‘camera lens” or ““observer view-
point” along the screen’s z-axis.
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color 74
cost 251
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looping 197, 216
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page-flipping 194-95, 197
rendering 210-11
scenes 209-10
slideshow 218-19
sound 217-18
storage 216-17
storing on videotape 216
surface characteristics of objects 208-9
three-dimensional 14, 196, 207-16
two-dimensional 14, 196
animation frames 194
animation programs 14-15, 287-89
translating object files between 215-16
area graphs 59
aspect ratio 29
in video 107
Association for Computing Machinery
(ACM Siggraph) 252
Association of Independent Video and
Filmmakers 252
Atkinson, Bill 228
audio
equipment 127-29, 256-57
inserting 182-83
mixing 154-56, 183
post-production 181-85
recording 153-56
sweetening 183-84
using to create continuity 177
audio dub 122, 181-82
Audio IFF 227
audio tape recorders 128-29
autotracing 35-36

bandwidth 110
bar charts 55-56

Berkeley Macintosh Users Group 252

Bezier curves 35

bit-depth 22

bitmaps 30

books and periodicals 253-56

border 54

Boston Computer Society 252

broadcast video 157-61
computer graphics 158-60
equipment 160
post-production 185-91
working with professionals 161

budgeting 14041

business television 16

camcorders 104-9, 122-24
Camera 48
cameras 105
handling 14248
standalone 122-24
using multiple 14748
camera moves
dolly 146
pan 145
tilt 146
zoom 14647
Canvas 44
CCD (Charged Coupled Device) 105
CD-ROMs 249
manufacturers 257
character generators 165
Chart 47
charts 52-54
chrominance 110
clip art 48
Clipper 48
CLUT (Color LookUp Table) 23-24
color 21-28
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mixing 25
printing 97-98
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32-bit 23
24-bit 23
use 26-28
video 107-8
Color QuickDraw 21, 23
ColorSpaceFX 180
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color video cards 9
compact disks 8
component video 111
composite video 87, 110-11, 113, 124
composition 29-30
Computereyes 169-70
credit line 54

Cricket Graph 47
Cricket Presents 47
Curator 48

data, multivariate 522
data graphics 49-75
aesthetics 68-71
chartjunk 69
data density 68
data ink 69
graphical integrity 69-70
selecting 65-68
slides and transparencies 84-85

two-dimensional vs. three-dimensional 70

types 54-65
data maps 63
data point 51
data series 51
dependent variable 52, 58, 60
desktop media 4
desktop presentations 2
programs 282-83
uses 15-19
Desktop Video (DTV) 6, 99-132
hardware 118
studio setup 129-31
digital delays 184
digital video effects (DVE) 116-17, 126,
180-81
digitizer 113, 115-16, 168-70
Director 74
dot pitch 125
drawing tablets 9
draw programs 13, 30, 34-36, 275-78

echo boxes 184
edit controllers 126, 172-73
edit decision list (EDL) 175, 187
elements 53
encoders 113
equalizer 184
erase head 109
flying 122
Esau, Keith A. 48

file formats 46-47
EPSF 47
PAINT 46
PICT2 46-47
PICT 46
TIFF 47
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Fontagrapher 42
font programs 14, 42, 274-75
fonts 40-43
display 42
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sans-serif 41
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screen 43
serif 41
footnotes 53
frame grabber 113, 116
frame rate 194
frames 78
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making 86-89
master 80-82
sorting 82
FreeHand 35-36, 47
FullPaint 31

gain 123
Gassee, Jean-Louis 4
genlock 113-15, 159
graphics
broadcast video 158-60
HyperCard 229
mixing with video 112-17, 162-65
moving 47
placing onscreen 163
smoothing 159
graphic user interface 4
grid 53

hard disks 8
hardware
configuration 7
costs 11-12
peripherals 7-11
headphones 129
high-low charts 61
hue 24, 110
HyperCard 7, 15, 175, 180, 216, 219, 222,
224, 227-34, 249-50, 278-79
backgrounds 229, 24243
buttons 229, 243
cards 228-29, 243
fields 229, 243
graphics 229
links 234
message box 230
modes 232
object information 233
objects 232-33, 243
presentation design 234-37
prompts 244
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scripts 230
sounds 237-39
speech synthesis 23940
stacks 229
structure 230-32
tools 229
hypermedia presentations 6-7, 220-51
file formats 250
HyperSound 224
HyperTalk 15
Hypertext 221

Hlustrator 35-36, 47
image mapping 37
image processing 279-80
ImageStudio 4546, 170
independent variables 52, 58
interactive multimedia
.designing 240-42
presentation cost 251
programs 15, 220, 280-81
Interactive Video Association 252
Interactive Video Industry Association 253
interactivity 6-7, 221
designing 24042
International Interactive Communications
Society 253
International Television Association 253

Jam Session 227

keyer 126
key frames 196

labels 53, 71
leave-behinds 97-98
printed 97-98
videotape 98
legends 53
LetraStudio 42
lighting 149-53
action 152
more than one subject 152
types 150
line graphs 58
luminance 110
lux 123

MacDraw 7, 18, 34-36, 84
Macintosh
hardware configuration 7
hardware costs 11-12
peripherals 7-11
MacPaint 30-32, 46, 170
Mac Portable Video Adapter 113
Mac presentations 4-5
MacRecorder 218, 224-26
MacroMind Director 202-7, 215, 216, 218,
221, 225, 248, 250

MacVision 170

MapMaker 63

mass storage 8

Media Control Architecture (MCA) 250

megafloppy drives 8

memory 8
animation 216-17
color graphics 22

microphones 127-28, 153
cardioid 128
lavalier 128
omnidirectional 127
positioning 154
shotgun 127

modems 11

monitors 8-9
color 125
manufacturers 257-59
types 124-25

mouse 9

MTC (MIDI Time Code) 187

MultiFinder 13, 84

multimedia 6

narrowcasting 16
National Computer Graphics Association
253

New York Macintosh User Group 253
NTSC encoder 113

objects 30

optical disks 8

outlining 78-80

overhead presentations 5-6, 76-98
overscan 164

PageMaker 97
paint programs 13, 30-31, 35, 275-78
persistence of vision 194
perspective 38
Persuasion 47, 78, 81, 84-86, 88, 97, 218
PhotoMac 45
pictographs 62
pie charts 57
pixel 20-21, 105
Pixel Paint 33, 159
polygons 196
post-production 162-91
post plan 140
PostScript 35-36
fonts 43
PowerPoint 47, 78, 81, 85-86, 88, 218
pre-production 134-41
presentation graphics 2-3
presentations
concept 134-35
delivery 95-97
designing 83-86
notes 86
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organizing 78-82
planning 76-78
preparation 93-95
presentation spreadsheets 14, 71-74, 283-85
presentations programs 13-14
printers 9-10
manufacturers 260-61
processing amplifier 126-27
production 141-42
field 14142
studio 14142
Professional Photographers of America 253
projection panels 10, 90-93
manufacturers 262-63
Pulse Code Modulation (PCM) 129

QuickDraw 21

range 51

raster 106

remote controls 10-11
manufacturers 263

reverb 184

safe image area 163
safe title area 163
saturation 24, 110
scales 53, 71
scanners 9, 116
manufacturers 264-66
scanning 4446
color 4
grayscale 44, 46
screen
capturing 47-48
photographing 89-90
scripts 135-37
Sculley, John 4
Sculpt 4D 215
SEG (special effects generator) 126
shading 32-33
shadow mask 107
shooting
cutaways 149
establishing shot 149
narrative 148-49
reaction shots 149
schedule 13940
Showcase F/X 42, 166-67
single-frame controllers 126
slidemakers 10, 87-89
manufacturers 266-68
slide service bureaus 86-87
list 268
slideshows 5, 34, 76-98
animation 218-19
automating 86
cost 251
small multiples graphs 65, 68
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SmartScrap 48
Society for Applied Learning Techniques
253

Society for Motion Picture and Television
Engineers (SMPTE) 253
SoundCap 227
SoundEdit 224-25, 227
sounds 222-27
animation 217-18
file formats 227
HyperCard 237
logo 225
recording 225
sampling 223-24
software 285-87
SoundWave 227
Special Effects Generator. See SEG
storyboard 137-38
Studio/8 32-33, 42, 44, 48, 86, 159, 170
Studio/1 14, 198-202, 216, 218, 225, 242, 248
Studio Session 227
SuperCard 215, 216, 219, 227, 242, 24549,
249-50, 279
projects 245
windows 245
SuperPaint 35
Super3D 207, 215
surface graphs 64
surface mapping 37, 209
switcher 126
Swivel 3D 207-10, 213, 215
System program 13

tables 68
tape drive 8
teleprompting 167-68
text 4043
in video design 4344
on slides and transparencies 83-84
text charts 54
3-D charts 63
tick mark 53
tiling 37
Timbuktu/Remote 11
Time 34
Time Base Corrector (TBC) 189
time code 185-87
audio 187
drop frame 186
generator 186
reader 186
striping 186
time series 51
titles 52-53
in video 165-70
titling programs 14
tracks 109
audio 128-29
control 109
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transparencies 5
making 90

trend line 53

Tufte, Edward R. 68-70

tweens 196

typeface 40

USA Today 34
user interface 235-36

VCR (video cassette recorder) 108-9
choosing 121-22
editing 122
formats 118-22, 159-60
single-frame recording 216-17
VersaCad 18
video 6, 1034
color 107-8
composition 143
cost 251
equipment manufacturers 268-73
graphics 162-65
interactive presentations 249
Mac graphics mixed with 112-17
music added 184-85
performances 156-57
production software 289
storage 249
uses 191
videodisks 249
video editing 170-80
action 176-77
continuity in 176-77
equipment 173-74
final cut 175
insert 171-74, 182-83

logging 174-75
offline and online 175-76
pacing 177-78
punch and crunch 170-71, 182
rough cut 175
video fields 106
video frames 106
video heads 108
video interlacing 106
video signal 109-11
converting from analog to digital format
111-12
eliminating interference 131-32
time base 188-89
video studio setup 117
video transitions 178-80
cut 178
digital 180
dissolve 178
fade 178-79
wipe 179
video tripod 143
VideoWorks II 202, 242
viewfinder 105-8
Visual Display of Quantitative Information, The
68

Volume Unit (VU) 155
Wingz 7, 71-74

x- and y-axes 53
X-Y charts 60
Xpress 97

zooming 39
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Desktop presentation. Using the computer to present graphic in-
formation to business, educational, and technical audiences.
The hottest new application for the Apple Macintosh. The

trend of the 90’s.

COMPUTE!"s Macintosh Desktop Presentations takes you
beyond mundane slideshows to graphics which incorporate
sound, animation, and video. This guidebook has over 100 il-
lustrations designed to help you discover: '

» New presentation software and hardware
» Scriptwriting, animation, and video techniques
* Video applications using HyperCard as a presentation tool

* Mixing sound and pictures

Once you've mastered these elements, there’s nothing to
stop you from becoming one of the new breed of multimedia

magicians!

Explore new territory in Macintosh Desktop Presentations.
Adapt an adventurous outlook. Experiment. Your presenta-
tions will be more successful if you put your imagination into
them. Author Steven Anzovin puts his imagination and expe-
rience into helping you become a desktop presentation graph-
ics wizard. He has written numerous books, including Exploring
HyperCard, Using Deluxe Paint, and Amiga Desktop Video, all

available from COMPUTE! Books.
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