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Step 4: Adding a 
Picture to a Card 
The next card has a single picture on it with a caption. The appearance of 
the final card is displayed in figure 16.20. 

Add a new card by choosing New Card from the Edit menu. Use the Color 
Tools to add the graphic "Movie Size" to the card. Follow figure 16.20 as a 
guide. Add the caption by typing the text directly into the field below the 
graphic. You can do this simply by clicking at the bottom of the card (in 
the background text field that's on the card) and adding the text: 

The Compact Video Compressor doubles the size of movies playable on CD -ROM 
from 180 by 160 to 240 by 180. 

Change the text style to bold by selecting the text, pressing ;}::(-T, and 
choosing Bold for the text style. 

n .. C-."t VW- c..pr._._._ .....,..,, l .. di.• •f-"iH , .... _. ..... CO- ROH fr- 180 a 
16.0 , . 180 

I Content• ) 14 Prev ) .,,.,i NellO) 

Figure 16.20. Article card with pictures displayed on it. 

Step 5: Adding the Other Cards 
The third card has only text on it (see figure 16.21). You can, of course, 
change the layout if you like, but that's the way the original prototype was 
set up. Create a new card ( )::(-N), add Article Background to the PICT Info 
field (so that the background is used), and add the text. Remember to 
format it with spaces for tabs. 



Chapter 16 

lfiiliM@M#fiQuickTunc LS conl. 
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lhrt117hot hrrthtn11tl1 
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NDN orV1dM compre.uor 1ni:s ti'lln post-cn1pr~ ~11no tt•Cor.'lp.w.t Y1deocempr"'9r 

S.!ore tK.etvuiqOV'c.Ultt I 5 t0meo,. t.s ~4 io rot to racomp~ c11o:s c::ompruU'll ""'"9 tilt 
V1deocom)ru.Mr lhl rettot1tte be!lif'ldtl'liJvuUltt perforneruwu1411.1'f!tdue toortlt.c.UadOed 
totN1fl'ltl1U •11 INttbtr comprel1ttaro""111t ltitl INOt tuc:ft prrfct wm.to .n t hittvt '*' °"" 
tfft l'ifl"lllQ ..... «t.ttl'll,.I lt_.tftl!i1Vl'w1t .... ec\11t11VvttdlflitC'OMP,,.tt90,.dld-~"""""''hll 

11'14n'ttetmto"'9t. m1o1tltalfftrenot 
Obvltt41'il 1r flDU\M mu1mum compreu101'1 vtt h IN 'fl!M c:ompreucr end tM?I l;M lht Colf\C*I 

V10.0 cemprauior tc rtcemprn> lht c:hp, l~qist1ttv ...,11 ngt improve 
811\ ve d1cl not nrd thiat rec:omprni1nq vtth lhl Comllt(t Vidto t"Ompreuor nch tubly def1rl0ed the 

I Contents 

Figure 16.21. The third article card. 

Putting It to Work 

Remember that as you add new cards you must add the text Article 

Background to the fie ld PICT Info so that the color background is displayed. 

Manually wrapping text 
The fourth article card (see figure 16.22) has a table. This was created as 
bitmapped text on the prototype. When creating tables it is sometimes 
easier to work with bitmapped text than to try to rearrange and align 
fields. 

lijililfijff Mlif\!'I QuickiUDC l .S cont. 

l1n111t f1tr1Nr tr lmpec:ttd r;irrfcrmuu f or lint 1,... 
Q1.1tllllf !l»U 1h0u1d1tor1 vitb ti• *t eaiahti.a c'1p, •1.1 'ID" 
tu wx tr. Co•pct YtO.OCDmprnior ts ltnllrM r;itr• 
ftrf'l'llnc. ,, •flVcllp WMli '"' C.Om•t VIOM ctm~n.uor 
YCltb blJt Vllh.1it1;1.1tl'U1 fn 16 or 2" t11tc.ltr, It alN 
verb vtll vUPI 8 tit movin The Jilt. arid perfor,..nu 
(frame rttt) It bt-tt1r t lwn t1lher t he Mont, VUIO•M 
A"11NOOn c.amprtUOtl ('" Ttbl• 2 .) The ComPll(t VIO.O 
compru,.r doet l11t roduc. tome rolor $hln, end i-tttrnt 
thll•rtnotYhlbltln 1nan-comprenedl·bllcll p,b\lt 
thtM ert nol u obJectlonable" th>M produttd b'ii t hit 
'f'ideoCoMptutorvhrn tompr"1it19 8·blt mtrl'ltt. Wllllt 
lhtAnlrnttloflc.ompr~r produce.t the bt,t loe ~tftQehPt . 
the comprwian MVltlQ)•r• $m&ll, rtc1uc1rq t ht framt 
ralttoomuch 

Wl lPI I ·ltll tn0¥'ltt l,)'lll llw>Uld UM UW AM"*ltn C ... I• 
pn . .nor Wt.llt tllt Compttt VIOM CClfflP.ruatr-.. ¥trl 
1it1l h l -'" t ch pi,tbtt1tt .tlherDO'Y'n ttl•r91,.0ientn 

[ Contents J 

.,,,,._ .. ,_ 
Video 1.li U!llJJ:: 
Coapeict 710 Wt 

fAI Thwnt-tr~tt• 
8'"11l.,..,..W1"4h~r4~~ 

... --••• , 0-tr,..._.. 
Hone ~ 6M.B BMt Poot 
Video 2.IMB Poot c;ood 
Anim 4.)MO Good O\cay 
Compe-:1 tMB Okay Be!! 
I •tt 
Hone 998[ Bet1 Be!! 
Vldtoo 2 I MB Poor Poot 
i.nUll 82'71: Bui &n 
Coapact IMS Gooo;1 8en 

TMt2~t-'11l1M~ 
..........,~~.........,. _ .. ,..,...... 

Figure 16.22. The fourth card has a table, and the text has to be wrapped. 

You can recreate the table, or you can copy it-there's a copy in the s tack 
Table Stack. 
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One problem with placing text into this card is that the text will overlap 
the table. There are two solutions to this problem. One is to create a 
unique card field which is sized correctly. This is probably the easiest 
thing to do-and you are welcome to do that if you want. Alternatively, 
you can manually rewrap the lines by placing a return at the end of each 
line so that the lines aren't too long (see figure 16.23). 

I used the latter method because I wanted to create an automatic index of 
the stack; this was easier to do by keeping everything in one field. It 
makes searching easier if you only have to look in one field-though you 
could probably use a method similar to the one that we used with the 
graphics (by having a background field that contains the name of a card 
field used to place text on the screen). 

ij(iifi1ilj%1rt#jQn1ckrune 1s cont. ~Sb 
nn. 

Video I.Ii 16831: 
Com1>«1 27.-05 M6J: I~ rurltl$r or lmpe.:ted per!ormara for baot ;IM'lt 

q110ltty "°" sllould otert "Uh the !lest quotny clip, but"°" 
un..,. the C4mpeet Video compremr to 1mpr0\'t per· T•I :,._msbs&r......,..mnaf1 
formera of eny cltp, While tho Compeet Video compr""°r B:!Hl-IRQhYd!onS~-· 
wrko best ... uh OOQuerns In 16 or 24 bit color. 1t oho 
wrb wn "Uh 8 bU ,,..,.,;u Thi sire en:! porformara 
(frame nttl h better I hon either the None, Vid!O an:I 
Animation compr....,rs (,..Tobit Z) Tllo C4mpoctYtdeo 
compressor 6ooo tnlroduca some color shifts enc: potter°' 

:::,·~."'~~~1!~~;:,~::~i.C:.m:~~!!!i ·~~p .. ~ut I 
Video Campre.>or vhon compre»t~ 8·bll movie>. W111lt ~hi r producu the 
best loot1nicltps, tlle comprento•-•'90 on small, roduct M. Best 
With !·bit movtrs r;r>u shluld use thtAntmatio• com-pressor, t ¥!M"co~ 
.,,.,...orkvlth l·bttcllps,lheslzeofthemovl .. tsler')Ortha ~':oct ~~ = Bes: 

I Contents I 

t•2·Aox"'"""11•-t18& 1 bltl&Tq 

-""'"'"'"~-filp 
AMnlprirn>n>t 

Figure 16.23. Manually wrapping the lines. 

Cards 5 through 10 

Manually adding 
text wrap. 

Finish the article by adding the rest of the text and the other graphics as 
necessary (as in figures 16.24 through 16.29). 
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uram~ru.Mdclltl 

Apple did fll)l Vrll1 lt11scomprn.r. ~ut l\ceraeod U fnm SvptrMte Vil:) I'm tan pl1nn1r19 10 
rrlene ti. comprtt.»r6>15tpante plta;-in .tipple 11hdHtomuchtheVc!«:ioed totnclu:it 111n 
Q111cU1rnt S19n1ne1ntly, SuPt rMK l'IH nlh3111 thl Compitet V16$oe:ompr~r on tht W1,..._., 
pla1form1, • plu;-1n to ll'le Video for Wtl'IOCNs pro.Hitt (Me -Crms Pl1tform" c:ciltJmn tl'lb hsut.) 

Figure 16.24. The fifth card contains graphic Dithering Nol. 

jijij@@MM·§Quicl<Tune 1.5 cont. 

P•ot• CD 
In ltndem vi th tM re1ebll cfQu1 ~1::Tlme I S, Appl• Ms lidded support for Kod;tl::'' PhOto CO product 

A nevdmimpru'°r,1ndCD-RQM30fh,o$r1 prov!Ct• Mtml1n'li1l1JOfvor\:lnovith Pf'letoCDClho 
lm19t'on 1 PhOto CO eppeer vlth thumbnnlh o'ld e r• d0ut1le-clld:1blt-tr-tv 'W'lll ocien In !tit in.er 
u-ltc:t" pr<19r1m Ttll lrMOU on tr. Che u11ho ... 1...,11111lta111 oect1l QlliclT1mr documrnt for 1 
ml.ICl'I fuller fl1'1itS10n of Pl'lcto co • .su the xpar&I• uttcl1 In this bst• 

Figure 16.25. The sixth card contains graphic Dithering No2. 
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Figure 16.26. The seventh card contains text only. 
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Thb 91!nrrtc medl• handler 1••• 4*velopers'tlrltt 
lhelr o-wn routfnu t hat useQvitt.hme to slorund 
p1tl}t.::tdflta o1t\lpe:30lhtr thlnaudlotnd"I""°. ~ 
tonvtredevtloPtr could, Or extmpJt, tdd MIDI or 
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Tllh nev fatun vm no! be 1m!T'lld1ateli.i 
•PP1rent toiners Onl1J vhtn1pplletllon:s11r1 
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nrvtreck,lhtl'l!IOU....,11 flffldthtlr .onv.re,ort 
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QU'lctlimt 1 SdoiUcomelo'ithoMlmpltmtn· 
ttllOf'IOflhebe.xmtd'ltl'IUdltrctllld lhtltx't 
Medi• Htrdltr. A ttxl tr.crstora ttxt trttt h 
'\lntf'lrorii?tdvith the ll'ICl\11durtnqpl1111b«:t Ttrt 
trecbcu1beuerched 
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I~ !'rev lo'" d NexO I 

Figure 16.27. The eighth card contains graphic Text Track and text. 
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trl Alff , PICT endsnd, Thll lmPort 
forrnab s houldbttvt il1bltin 
QllictTtmec:ompetible1oplletHons 

Motlon-----------
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c.11111,rcn tr ,,-..,1~ a '-l• 
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Contents 

rrames per .second: D EJ 
C!] Key frame euery ~ frames: 
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l-41 Prev l1ootul Next .,I 

Figure 16.28. The ninth card contains graphic Comp Settings and text. 
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Figure 16.29. The tenth card is text only. 
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Step 6: Some Finishing Touches 
You may have noticed that in the "final" version there is a small subhead­
ing on each card listing the title for the article. This was added as a paint 
text element. Also, between the Next and Previous button there is a field 
that contains the number of the card, and the total number of cards (2 of 
11, 3of11, and so on). 

Add the page number field as a background field. (You should center the 
text to make it look good.) Name the field "page." A script is used to put 
the value into the field. Choose Bkgnd Info from the Objects menu. Choose 
Script and add the following script: 

on opencard 

put the number of cards in this stack into number_cards 

put the number of this card into card_number 

put card_number & • of • & number_cards into background field page 

pass opencard 

end opencard 

l\\lll' No I 

l>r>~ v 
put ~ ......or of CGr"d:I in thl• stack Into ,.,..,.,..-CGP"dl 
put U. .....,_... of this cG"d Into ~ 
put~ ' - of - '__....cardS Into-.,- field poge 
pass apenCard 

- opcncard 

I Contents I 

Figure 16.30. Background script which displays the card number. 
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This script takes the number of cards in the stack and the number of the 
current card, and puts these values into the background field added to 
the stack. The two values are separated by a string (the " of " part of the 
script). 

The labels number_cards and card_number are variables. They are 
containers into which we can place numbers or text for use at a later 
point in time. In this case, the variables are used in the third line of the 
script. 

The pass openCard command makes sure that the message that a card 
has been opened is passed along to other parts of the stack (specifically, 
if you had a stack script which executed when a card was opened). If the 
pass openCard instruction wasn't included, then a stack script would not 
receive the open Card message (see the HyperCard message hierarchy 
diagram in Chapter 15). In this example, you don't have such a script, but 
it's good programming practice to include this command in case you 
decide to add such a command. 

Note that this script says there are 11 cards-which is the total number of 
cards including the Content card. 

You should lock the text fields so that the script will execute when you 
click on the field (go into the Field Info dialog box for each field and click 
the Lock Text checkbox, as shown in figure 16.31). 

fleld Name: ~"-I ________ _,] 

Bkgnd field number: I Style:! Transpcrent •I 
Bkgnd part number: I 
Bkgnd fleld ID: 1 181 Lock TeHt ----1+-- Click. 

lteHt Style ... ) 

Script ••• 

Figure 16.31. Locking the text field. 

ODon'I Wrap 
D Rulo Select 
D Mlllllpl<l lines 
D Wide Margln1 
D flHed line Height 
0Show lines 
ORutoTab 
O Don't Search 
D Shared TeHt 
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Adding a content list 
You are now going to add a content list to the first card of the stack. Go to 
the first card and add two fields. One will be reasonably large, and will 
contain the titles of the articles. The second field can be smaller; it will be 
used to point to the cards that contain the article. 

Add the two fields. They should look something like figure 16.32. Name 
the second smaller field "card_names." Do this by choosing the fie ld tool 
and double-clicking the field. In the Field Info dialog box type the name in 
the Field Name field. 

EXPLORING M6edia 
QuickTime article 
Other a11icle 

~ I About. .. I 

Figure 16.32. Two fields added for a content list. 

Go to the first card of the QuickTime article, and choose Card Info from 
the Objects menu. Type the name "QuickTime" into the Card Name (see 
figure 16.33). 

Card Info 

Cord Name: ! ~Q-ulc_•n_m_e ---­
Cord number. 2 out of 11 
Cord ID: 3964 

Contains O cord fl elds. 
Conloln\ D cnrd button\ . 

O Card Merted 
0 Don't Senr-th Cord 
D Can' t Delete Cord 

( Script ... ) 

Figure 16.33. Adding a card name. 
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By naming the card, you can write a script which goes to that card name, 
rather than having to use the card ID number. You must store this name 
somewhere, and that's what the second field (the one named 
card_names) will be used for. Type "QuickTime" into the card_names 
field. Type the title "QuickTime article" into the first line of the larger 
field. 

Now add a script to the first field which, when clicked, will show which 
line you clicked on (the "QuickTime article" title). Then the script will 
check the second field for the name of the card that contains the article, 
in order to jump to that card. 

Why use the second field? You could name the card "QuickTime article" 
and then simply jump to the card by using the title stored in the field that 
we clicked on. But there's a limit to card names; you don't want to name a 
card "Anatomy of a multimedia disaster." By using the two fields, one 
containing the title, and the other the location of the article, you provide 
the most flexibility. 

Add the following script to the first field-the one containing the title (see 
figure 16.34). Note: you must lock this field, or the script will not be 
executed when you click on the field: 

on mouseDown 

put the clickline into line_clicked 

put word 2 of line_clicked into line_pointer 

put line line_pointer of card field card_names into the_card 

go to card the_card 

end mouseDown 

The clickline tells HyperCard to put the line that the user clicked into the 
variable line_clicked. HyperCard actually puts the message "line x of field 
y" where x and y are the values for the line and field clicked. You only 
want to know what line the user clicked; that's why the next line takes 
word 2 (the second word in the string "line x of field y," which will be the 
value of x) into line_pointer. The value in line_pointer is then used to see 
what is in the same line of the second field card_names (in this case, it 
will be the value "QuickTime"), and the last line goes to the card with that 
label. 



Script 
attached to 
this field. 

Chapter 16 

h sut.• Nu 1 
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pul lln. llM-?Oll'l lV' of card fle ld ~Into \hL.card 
IP to ccrd UM....co"d 

.,.,a ~.s.oo.tn 

Putting It to Work 

1Jiilliliiiiii::====1----4-- Card _names 
field. 

~ I About. .. I I Quit I 

Figure 16.34. Adding the script to the field. 

Now that you have this script working, you can add other entries simply 
by adding a new line to the first field, adding a card and naming it, and 
then placing that name into the second field. 

Finally, you will want to hide the card field card_names. To do this, open 
the message window by entering :l=e-M. Enter the instruction: 

hide card field card_names 

Press the return key. The field card_names will be hidden. 

Things That Haven't 
Been Done 
This project could be expanded by adding sound and QuickTime movies. 
HyperCard supports sound (you have to place sound resources in the 
stack and then use the command Play (sound name) to play a sound). There 
are XCMDs for playing QuickTime movies. You can even add animation 
using the XCMDs for the programs Director, ADDmotion, and Animation 
Works. Be warned that as you add these extra functions, the stacks will 
become larger and more complicated, and you may have to increase the 
memory a llocation for HyperCard again! 

As a finishing touch, we have yet to add an About screen (which explains 
what this stack is), or even a Help screen(s). If you want to add these, you 
should probably create another background with a different background 
picture, and then add buttons to the first screen tha t links to these cards. 
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You could also add another article after the first one. One interesting 
problem is the Prev-Next buttons. Should they take you to the next article, 
or should the Prev button not be available on the first card, and the Next 
button not available on the last card of an article? That's for you to 
decide. In this prototype, clicking the Next button on the last card takes 
you to the next card (which is the first card in the stack), so you end up at 
the table of contents. Similarly, the Prev button on the first card in the 
article also takes you to the table of contents card. 

If you do decide to change the operation of these buttons so that they 
only take you to the next or previous card in the article (you would use 
the table of contents button to exit from the article), you will have to hide 
the next and previous buttons in the background on the first and last card 
of the article. That would mean either creating two new backgrounds 
(without the appropriate buttons), or you could take a small area of plain 
color as a graphic and display that on top of the background. Even fur­
ther, you could take the buttons off the background and display the 
buttons as separate elements. You will also have to alter the scripts of the 
buttons. 

Performance-wise, the first option would probably be the best and easiest 
to do, while the second option is the most efficient-you'd only need one 
graphic and only have to display it on the first and last cards. 

Other functionality that you might consider adding is an index or dictio­
nary of words used in the articles. When you click on a word, the different 
locations are shown, and clicking on one of these displays the context of 
the word. Clicking on the context description takes you to that article. 

Moving On 
Using what you have learned here, you can now start creating your own 
HyperCard stacks to hold other information. You should consider getting 
a HyperCard book to help you learn scripting if you want to create more 
complex projects. 

There are a lot of projects that have been created in HyperCard and other 
tools; you should try and see as many as possible to get ideas for imple­
menting your own projects. 



Chapter 16 Putting It to Work 

Finally, don't be afraid to dive right in and do something. As you have 
seen in this chapter, it is very easy to put together a simple project using 
a tool such as HyperCard. As long as you start with a clear design, work in 
chunks, and experiment as you go, you should be able to create your own 
projects without too much trouble. Good luck! 
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This chapter is an extension of the previous one-it will walk you 
through the creation of a multimedia project using Macromedia's 
Director in the same way that the previous chapter took you 

through the creation of a project using HyperCard. But you don't have to 
be familiar with the previous chapter to be successful with this one. 
Director and HyperCard are very different programs-understanding one 
may give you a slight advantage, but it's not required. 

However, if you plan to learn both programs, I recommend that you start 
with HyperCard. It's an easier program to learn, and you'll get comfortable 
with the scripting language (which is similar to Director's) before plung­
ing into the depths of Director! 

The Project 
The sample project you are going to create is an interactive kiosk applica­
tion-a tour guide for the city of London. Why London? Well, I happen to 
have the materials at hand (photographs, a map, etc.), and so it seemed 
the obvious choice. Feel free to change this example to the city, town, or 
household of your choice. 

For this project, we'll keep it simple. There will be an opening screen, 
and then a Menu screen with choices that lead the user to three 
submodules: A Map, Calendar, and Places of Interest (see figure 17.1). 

The Map screen will display a map of the city of London. Pressing a 
button will overlay a map of the London Underground (train system). 
Other buttons on the map will display information about places of 
interest. 

The Calendar will display information about events happening in the 
current week. A slider will enable you to see the events for each day. 

Finally, Places of Interest will present a list of places of interest-an 
alternative method of accessing the information available in the Map. 

All the elements for this project are on the CD-ROM in the Workshop 
folder (within the Chapter 17 folder). There also is a finished working 
version in both Director and Projector formats. You can run the Projector 
version even if you don't have a copy of Director. 
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Opening 
Screen 

Menu 

Places of Interest 

Figure 17 .1. The screens that make up the project. 

While this project talces you through the development of a multimedia 
project in Director, it should not be considered a lesson in animation 
using Director. Creating animation is a very different task, and it is not 
necessary for the project that you are developing here. 

Getting Started 
Where to start? The first thing you need to do is to create a sketch of the 
project (see figure 17.1) and a list of features. You also need to gather 
your materials-images, sounds, QuickTime movies, etc. Once you've 
done that, it's time to start creating. 

It's important to remember that in Director the Cast is where things are 
stored, and the Score is where things are arranged chronologically. I 
strongly encourage you to read the description of Director in Chapter 15 
before proceeding. 
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Open a new document in Director (or simply launch the program and it 
will open a new document for you). Before you import any graphics, make 
sure that the size of the Stage (the place where graphics appear onscreen) 
is the correct size. It will default either to the size of the monitor, or to the 
size of the last movie that you had open. Since all the graphics for this 
project have been created for a specific size-512 by 342-you will change 
the Stage to that size. 

Choose Preferences from the File Menu. In the upper left-hand corner of 
the dialog box, choose 9-inch monitor as the Stage size (see figure 17.2). 
Notice that the 9-inch monitor size equals 512 by 342 pixels. You should 
also center the Stage by choosing Centered (top right in the dialog box). 

Preferences· 

Stage Size: Stage Location: 

I 9-lnch monitor ®Centered 

Width: ~ pix•ls QLeft: EJpucels 

Height: ~ pl><•ls Top: EJ pl><tls 

When Opening a Moule: 

®Use Mouie's Size/Location 
O Rlways Center 
O Don't Change Size/Location 

D Switch Monitor's Color 
Depth to Match Moule's 

D Black and White User Interface 
D Dialogs Rppear ct Mouse Position 
D Rnimate In Background 

Saue Settings: 

ONow 
® When Quitting 

l.8l Using Message Window Recompiles Scripts 

Figure 17 .2. Choosing Stage size. 

Importing graphics 
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Now that you have chosen the Stage size, you'll import the graphics that 
make up the opening screens. The opening will consist of a sequence of 
screens (with dissolves between each one) that lead to the menu screen. 

Choose Import from the File menu. A dialog box appears asking you to 
choose a file or multiple files to import (see figure 17.3). Notice the pull­
down menu for file types; it defaults to PICT files. If you click on the menu 
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you will see all the file types that Director can import. While Director can 
import many different file types, you must choose the file type you are 
importing before you can choose the file. Notice that you can import all 
the files in the current folder (of the same type) by choosing Import All. 

Import 

lei London t ..,. I = Rbbey R011d 
Preulew 

!~ Rbbey Ro11d ,g [ l1ect I 

~ 
11) Background Ari ~ ( Desktop I 'II) BUTTON 
D London PI CT 

' H ~Mep Import 
11Map.PICT 

[ I mport Rll) 
[ Creole I ~Night 

Iii Old Curiosity Shop ~ [ C11ncel l 
Type:I ~ PICT I 

~ 
D Link To Fiie 

[8J Show Preulew [ Help ) 

Figure 17 .3. The Import File dialog box. 

You can import the file Background Art by choosing it and clicking the 
Import button. Director will import the file and place it in the Cast win­
dow. Director opens the Cast window automatically to show you the file it 
has imported (see figure 17.4). 

Unlllled C11sl 
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000000 

.__000000~ 
01 

Figure 17 .4. The Background Art imported into the Cast. 
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Placing a graphic on the Stage 

To place this graphic on the Stage, simply select it in the Cast window 
(the cursor should change to a hand) and drag the cursor onto the Stage 
window. A dotted line should appear representing the graphic. Release 
the mouse button and an image of the cast member should appear on the 
Stage. The image of a cast member on the stage is referred to as a sprite. 
To center the sprite on the Stage, you can click and drag the selected 
sprite until it is centered (you may want to close the Cast window while 
you are doing this), or use the arrow keys to tweak the location, or choose 
Sprite Info from the Score menu to set the location numerically. As an 
alternative to centering a sprite after it has been placed on the Stage, 
select the cast member in the Cast window and choose Cast to Time from 
the Cast menu. This automatically places and centers the sprite on the 
stage. 

Now open the Score by choosing Score from the Window menu. Notice 
that there is a character in the first frame of the first channel of the Score. 
This represents the cast member that you just placed on the Stage. 

Untitled Cast 

.~ + • i !iiil 1B~N1 

Figure 17 .5. Placing the graphic on the Stage. 

Now open the Score by choosing Score from the Window menu. Notice 
that there is a character in the first frame of the first channel of the Score. 
This represents the cast member that you just placed on the Stage. 
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But this graphic is only on the Stage for one frame, and you want to use 
the graphic in several frames as a background for your opening. What you 
want to do is to extend the graphic over several frames-there are several 
ways you can do this. 

I. You could place the graphic manually into each frame. To do this 
you would go to frame 2, drag the graphic into position, go to frame 
3, and so on. This would become rather tedious. 

Note . 
How do you go to the next frame in a Director movie? Like many 
other aspects of Director, there are several ways to go from frame 
to frame in a Director movie. One way is by simply clicking in a 
channel of the Score on the frame that you are interested in. You 
also can click in the Frame channel at the top of the Score to move 
the playback head. (fhe playback head is a black bar that travels 
in the Score as a movie plays indicating the Frame being dis­
played.) You don't have to move in the playback head; clicking in 
any cell in the Score will have the same effect (though you may 
select something in the Score when you do this). 

=ia London Score li!J= 

Figure 17 .6. The Playback head. 

2. You can cut and paste within the Score. You can copy either a 
single cell or several cells in the Score and paste them at another 
location. To do this, simply click on the cell(s) you want to copy, 
choose copy from the Edit menu, select the cell you want to copy 
to, and choose Paste. You can do this repeatedly, but it would get 
tedious. 
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3. You can use Director's In-Between feature to repeat the same 
graphic across multiple cells. In-Between is designed to help in the 
creation of animations. Imagine that you want to have a ball move 
across the screen. You know where you want the ball to start and 
stop. Generally, you have to create all the in-between frames by 
manually dragging the object to a new location for each frame. 

The In-Between feature does this for you. You place an object in 
frame one, copy it to frame twelve, and reposition for the final 
position of the object. The object must be in the same channel or 
this won't work. 

After clicking and dragging in the Score to select the range of 
frames, choose In-Between Linear from the Score menu. Director 
will automatically create the in-between locations (by dividing the 
distance traveled into equal segments). In-Between Special pro­
vides added features, enabling you to add acceleration or decelera­
tion effects to the movement. 

111 
l)lj 
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Set Tr on~lllon ... 
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Figure 17. 7. Creating In-Between animation. 

One more tip-If the object stays in one place, you don't need to create 
the last frame location. Simply choose the first frame in the Score and the 
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frames you want to place the object in. Choose In-Between Linear (~-B). 

Director will copy the object, in the same location, across the selected 
frames. 

Use In-Between Linear to copy the background across the first five frames 
of the movie. 

Then import the following graphics: Old Curiosity Shop, Westminster 
Abbey, Night, and London PICT. 

Arranging more objects 
Now that you have several objects in the Cast, you want to create a series 
of frames that build into the final screen-that is , one image after another 
is added to the screen until the final effect is seen. 

The easiest way to do this is to build the final screen, and then create the 
sequence that leads up to that screen. To do this, click somewhere in the 
fifth frame of the movie so that the playback head moves to that frame in 
the Score. Drag the other graphic elements onto the Stage and arrange 
them as you like. 

Figure 1 7 .8. Arranging the objects. 
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You may have noticed that while the Westminster and Curiosity shop 
graphics look acceptable, the Night image is surrounded by a white matte. 
This is a result of the ink applied to the sprite. Ink effects define the 
appearance of the sprite on the Stage, and in this case, the Copy ink effect 
is chosen by default. Choosing Matte ink will remove the white border. 

There are two ways to change the ink effect: either open the Score, select 
the object in the Score, and then choose the ink effect from the Ink pop-up 
menu on the left-hand side of the Score window (see figure 17.9). Or, you 
can use a shortcut-click the sprite on the Stage. The sprite should be 
selected (a dotted line appears around it). Release the mouse button; then 
holding the )::e key down, click on the sprite again. A pop-up menu ap­
pears, enabling you to choose the ink for the sprite. 

Notice that by choosing an ink effect in the Score you can change the ink 
for multiple sprites in multiple frames (simply select them all first); 
changing it on the Stage only changes the selected sprite in the current 
frame. 

Mlttt 
Bkgnd Transpartnt 1-1--~-~~~-
Transp1rtnl 
Rtvf'rn 
Ghost 
NotCoP'I 
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Not Gltos l 
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Bltnd 
D¥kHt 
Lightul 
Add 
Add Pin 
S<blr•ol 
Stbtract Pin 

Figure 17 .9. Choosing an ink effect. 
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Choose the Ghost ink effect for the London title. This should change the 
title to white. You should end up with something that resembles figure 
17 .10 (it doesn't have to be exact). A Director movie has been saved on 
the CD-ROM called Step 1. 

Figure 17 .10. Choosing the Ghost ink effect. 

Note 
Having trouble selecting objects on the Stage? Director has this 
annoying habit of not letting you select an object that is on top of 
a currently selected object. For example, say you click and select 
the Background graphic on the Stage. You will not be able to 
select another graphic by clicking it. To deselect the object, you 
must open the Score window and click elsewhere in the Score (to 
deselect the object). 

Remember this if you ever find yourself trying to select an object 
and nothing seems to happen. 

Creating the opening 
The opening will start with the background in frame one. The second 
frame will add one graphic to the background; the third will add a second; 
the fourth adds a third graphic; and then the title will appear a t frame five. 
You already created frame five, so now it is reasonably simple to place the 
graphics in the other frames and achieve the desired results. 
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Open the Score. You should see the first few frames of the movie. Click on 
one of the graphics in frame five- other than the background-step 1 in 
Figure 17.11. Choose Copy Cells from the Edit menu(~-C) . Select the same 
row (channel) in the Score at frame 2 (step 2 in Figure 17.11) and choose 
Paste Cells(~-V). The object has been pasted at frame 2 (step 3 in figure 
17.11). Then click and drag to select the range of frames for the graphic 
(step 4 in figure 17.1 1). Choose In-Between Linear from the Score menu 
(step 5 in figure 17.11). The object now appears in frames 2 through 5. 

~a .:;a Untitle d Scor :rae~ #§ Un titled Scor 
:8crlot ,_, 

J ' ] 

f !! _('ff 
Fr - --iJII 

I 5' 
~ W1 

lnlc ~ I .. . 
~ ~ 2 

p :i,._r 
Fr- I TI I 

I 5 
.. W1 

lnlc .. I .. 
Ghost j' .. 2 

@Ci 
~ 3 ,.II 

f ~ 4 0 
5 

- IT.......n... .... 5 ~ 
5Q 

... 3 " 
( ... 4 0 

IT-"'"' 
.. 5 ~ 

:a :21 Untitled Scor EJfit ~ Untitled Scor 
IScrlol 

] , 

~1 
_m: 
Fr- Ill1W 
~ , 5 .. ~ 

lnlc .. I ~~I~ ~~I 
Ohos I .. 2 ~ 

~ '3 0 

@Ci " ( ~ 4 ~ 
IY .. 5 fol 

Figure 17 .11. Placing the object into multiple frames. 

Repeat the process for the other objects-except go to frame 3 for one, 
and frame 4 for the other-obviously you won't need to use In-Between 
for the last two objects. Your movie should now look like figure 17.12 
(saved as the Step 2 movie on the CD-ROM). 
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Figure 17.12. All objects arranged for the opening. 

Adding effects and setting the Tempo 
Try running the animation. Choose Rewind (J:C-R is the shortcut) then 
choose Play (J:C-P). You may want to hide the Score and any other win­
dows while doing this. A shortcut to hide windows is J:C-1. Pressing J:C-1 a 
second time will display them again. 

What happens? The animation probably runs extremely fast-much faster 
than you want, and you'd like to add a transition effect to give the opening 
more impact. 

Note 
If the movie is still running, then you have the loop option in the 
Control Panel turned on. Press :)::(-. (period) to stop the movie. 

Open the Score window and scroll up so that you can see the six channels 
used specifically for (top to bottom): tempo, color palette, transitions, 
sound, and scripts (see figure 17.13). 

Tempo is used to set the frame rate (frames per second), a delay (wait for 
X seconds), or even to wait for a specific action (the user clicks, or a 
sound finishes playing). The color palette is used if you have graphics 
that use adaptive palettes. This project doesn't use any, so don't worry 
about it at the moment. The transition channel is used to indicate the 
transition that occurs when the selected frame is displayed. The script 
channel stores scripts that are executed while a frame is displayed. 
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Figure 17 .13. The channels at the top of the Score window. 

First, you want to extend the background into the sixth frame (which is 
where the menu will be located). Copy the background into frame 6. 

Set the Tempo. Double-click in the Tempo channel of the fifth frame of the 
movie. The Set Tempo dialog box appears. Adjust the Wait slider to three 
seconds (see figure 17 .14). Run the movie. It should play just as fast as 
before, but will pause on the fifth frame before proceeding to the sixth 
(which only contains the background). 
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Figure 17 .14 The Set Tempo dialog box. 

Then apply a transition. Double-click in the transition channel for the 
second frame of the movie. When the Set Transition dialog box appears 
(see figure 17.15), choose a transition. Now play the movie. 
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Figure 17 .15. The Set Transition dialog box. 
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What happens? The movie will play as before, but there should be a 
transition between frame 1 and frame 2. Make sure that there is a differ­
ence between frame 1 and frame 2 of your movie-there should be an 
additional graphic in frame 2-if the frames are the same, the transition 
will happen, but you won't see it. 

Apply transitions to frames 2 through 6. Play the movie. Experiment with 
the transition effects. Your movie Score should resemble figure 17.16 
(movie step 3). 

~en::::;~ unmled score ~Iii 

Figure 17.16. Transitions added to the movie. 

Adding Scripts 
Now comes the fun part. You are going to create the Menu screen. Open 
the Paint window (:>::e-5). The window will open showing an existing 
graphic in the Cast. You want to create a new graphic. Click the Add 
button with the plus sign at the top left of the Paint window. A new blank 
cast member will be displayed in the Paint window. 

Use the paint tools to create a button (see figure 17.17). Use the text tool 
to type the title. Then use the rectangle tool to create the button shape 
(or use whatever shape you want). Create a button for Map. When you 
are finished, click the Add button again and create another button for 
Calendar, and repeat the process for a button for Places of Interest. 
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Figure 17 .17. Creating a button. 

If you open the Cast window, you should see the new objects there. You 
want the objects to appear in frame 6, so drag them to that frame and 
arrange them on the Stage. Then extend both the background and these 
buttons into frame 7. 

Frame 7 is where you are going to ask for user input (i.e., the user clicks a 
button to make something happen). In this case, the user clicks the 
graphic buttons you have just created. You will make the Director movie 
loop on frame 7 while it is waiting for user input. Why not just redisplay 
frame 6? Well, frame 6 contains a transition, and transitions take time. If 
you looped in frame 6, then the transition would happen again and again. 
While the transition is happening, any user input is ignored-so the user 
would click and nothing would happen. 

Now that you have extended the Score, let's add a frame script that loops. 
At frame 7, click in the Script channel. A Script window appears (see 
figure 17.18). The script already has a handler name (on exitframe) and 
the end of the handler (end); all you have to do is add the script between 
those two lines. Add the following line: go to the frame. The script should 
look like this: 

on exitFrame 

go to the frame 

end 
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Figure 17 .18. Adding a script to the Score. 

Click in the Close box of the Script window. Play the movie. What hap­
pens? It should stop at frame 7. What does the script do? The instruction 
"go to" tells Director to go somewhere. The second part of the instruction 
tells Director to go to "the frame," which is a variable that contains the 
current frame number. As a result, Director keeps going back to the 
current frame. This movie is labeled step 4 on the CD-ROM. 

Navigating within a Movie 
You're now going to go somewhere interesting. Let's create a new frame 
at frame 10. (Leave the in-between frames blank-you aren't going to use 
them.) 

Import the graphic Map PICT and place the cast member in frame 10. Now 
add a label to the frame (see figure 17.19). To do this, go to the label well 
(it's the downward pointing arrow above the word "frame" in the Score 
window). Click and drag the label well to the right in the Score-an arrow 
(or label) will follow the cursor. Place the arrow in frame 10, release the 
mouse, and type Map. The label named Map should appear next to the 
label. 
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Figure 17.19. Adding a label to a frame. 

The nice thing about a label is that you can add a script that says "go to 
frame labelname." You also can say "go to frame 10." This would have the 
same net effect, but, if you were to add or delete frames in the Score, then 
your instruction would be incorrect (frame 10 in the Score would no 
longer contain the frame you were interested in). Labels solve this prob­
lem because they move with the frame if other frames are added or 
deleted. 

Now click the Map button in frame 7 to select it. Click in the pop-up menu 
labeled Script at the top left in the Score window. Choose New and a score 
script window will appear. Add the instruction "go to frame Map." The 
script window should look like this: 

on mouseUp 

go to frame 'Map ' 

end 

Then close the Script window and play the movie. What happens? When 
you click the Map button, the movie should jump to the Map frame. You 
want to pause there, so add the "go to the frame" statement to frame 10. 

But you need to get back! Let's add a button to go back to the Menu. 
Import the graphic London Button and place it in frame 10. Add a score 
script for this button that goes back to frame 7. Or, you could add a label 
"Menu" to frame 7 (movie step 5) and use the labelname instead of the 
frame number. 
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Adding the underground 
You have a map of the underground that you are going to overlay on the 
map. Note that the map doesn't closely match the existing street map. 
(fhis is a demo after all!) 

Import the graphics Tube Map and Tube Button. Import the Tube Button 
twice (two copies) and add the text "Show Tube" to one and "Hide Tube" 
to the other. Do this in the space below the Tube logo in the Paint 
window. 

Place the Tube Map in frame 10. Make sure the ink is set to Transparent. 
You will have to move the London button to a lower channel number if 
the Tube map is displayed over the top of the button. Add the Hide Tube 
button to the screen (see figure 17.20). 

Figure 17.20. Adding the Hide Tube button to the screen. 

Now you are going to add a script to a cast member. So far, you have 
added scripts to sprites in the Score. A script attached to a cast member 
will work anywhere the cast member appears in the Score. 

To add a script to a cast member, select the cast member in the Cast 
window and then choose Cast Member Info ( ;)::C-1) from the Cast menu. The 
Cast Member Info dialog box will appear (see figure 17.21). Click the script 
button to add a script. 
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Bitmap Cost Member Info 
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Figure 17.21. Adding a script to a Cast Member. 

Notice that in the Cast Member Info dialog box you can also name cast 
members. Name the Show Tube button "Show Button" and add the 
following script to the Show Tube cast member: 

on mouseUp 

put the clickon into me 

set the visible of sprite 3 to true 

puppetSprite me, TRUE 

set the castnum of sprite me to cast ' Hide Button• 

end 

Add the following cast script to the Hide Tube button (and name it "Hide 
Button"): 

on mouseUp 

put the clickon into me 

set the visible of sprite 3 to false 

puppetSprite me, TRUE 

set the castnum of sprite me to cast ' Show Button ' 

end 
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What is this script doing? Simply put, you are hiding or displaying the 
channel that contains the UnderGround Map graphic, and switching 
which button is being displayed. 

Take the Hide Button script as an example. The first line (put the clickon 
into me) finds out which channel the button is located in. This is used 
later on. The next line (set the visible of sprite 3 to false) turns off the 
visibility of channel 3. This assumes that the UnderGround Map is in 
channel 3 of the Score. If it isn't, either move it, or change the numeral 3 in 
the script to the channel containing the Map. 

The next line (puppetSprite me, TRUE) is turning on the puppetSprite 
property of the channel "me." (Remember "me" contains the channel you 
just clicked in, therefore, it is the channel that this button is in.) The 
puppetSprite property must be turned on if you want to use scripts to 
move objects in Director. 

The last line switches the cast member in the channel to the cast member 
"Show Button." The Show Button script performs the reverse effect. 

Now play the movie. What happens? You should see the tube map. When 
you click the Hide Tube button, the map should disappear, and the button 
should switch (movie step 6). 

Problems! 
But wait! This isn't working out exactly right. When you return to the 
menu you may have noticed that the Tube button remains visible. Also, if 
you had hidden the tube map, then one of the buttons in the menu screen 
is probably not visible. Why? The puppetSprite property essentially takes 
away control from the Score and gives it to scripts you write. Therefore, if 
you turn on the puppetSprite property, then nothing the Score does will 
affect that channel until you turn off the property. Similarly, the Hide 
Tube button hides one of the channels. If you don't turn it back on, then 
all sorts of undesired effects can happen. 

To fix these problems, add the following sprite script to the London 
Button (do this in the Score, not to the cast member): 

on mouseUp 

set the visible of sprite 3 to true 
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puppetSprite 5, FALSE 

go to frame 'Menu ' 

end 

Note 
The channel numbers may not be the same for your movie. Step 
6a contains the fixed movie. 

Adding an information page 
You're now going to add some information screens to the map. Import the 
graphics Button, Abbey Road Info, and Westminster Info. Place the Button 
graphic onto the Map in two locations. Then drag one of the Info cast 
members onto the stage (see figure 17.22). 

Figure 17 .22. Adding an Info graphic. 

This feature will work much like the Map feature-except that you will 
show and hide a channel that contains the Info graphic, and you'll switch 
the channel to the graphic you want. You'll also set the location of the 
graphic. 
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Make note of which channel the Info graphic is located in. In the script for 
the Map button, turn off the channel (set the visible to false) so that when 
you go to the Map frame the Info graphic won't be visible. 

In the Score, attach the following sprite script to one of the button 
graphics: 

on mouseUp 

puppetSprite 8, TRUE 

set the castnum of sprite 8 to cast "Westminster Info" 

set the locH of sprite 8 to 250 

set the locv of sprite 8 to 150 

set the visible of sprite 8 to true 

updatestage 

end 

Attach this script to the other one: 

on mouseUp 

puppetSprite 8, TRUE 

set the castnum of sprite 8 to cast "Abbey Road Info• 

set the locH of sprite 8 to 200 

set the locv of sprite 8 to 150 

set the visible of sprite 8 to true 

updatestage 

end 

Note that you are turning on the puppetSprite property, switching the 
graphic, setting the locH and locV (the horizontal and vertical location of 
the graphic relative to the upper left corner of the stage), and making the 
graphic visible. The updatestage command simply tells Director to redraw 
the screen. 
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To the London button, add a command to turn off the puppetSprite 
property, and to the Info graphic in the Score, add the following: 

on mouseUp 

set the visible of sprite 8 to false 

end 

This hides the graphic if the user clicks on it (movie step 7). 

Advanced Scripting 
The Calendar uses many of the ideas you have seen already, but it has 
two additions-it enables the user to drag a button across the screen, and 
it updates a graphic based on the location of the button (see figure 17.23) . 
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Figure 17.23. Implementing the Calendar. 

This is actually easier than it seems. You've already set the location of an 
object using the Info graphic. You can update a graphic based on a button 
location by getting the mouseH (the current location of the cursor) and 
setting the locH of the graphic to a corresponding location. This limits the 
button to only horizontal movement. If you wanted it to move in all 
directions, you would have to use the mouseV to set the locV as well. 
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Look in movie 7 on the CD-ROM at the script for the button in the Calen­
dar. You'll see that a repeat loop is used: 

repeat while the mouseoown is true 

end repeat 

The statements inside a repeat loop are repeated as long as the condi­
tions specified are true. In this case, the repeat loop is executed until the 
mouse is released (or conversely, it is executed while the mouse is down). 
Inside this loop you set the new location for the button and update the 
graphic. 

Updating the Calendar is simple. There are seven graphics labeled Mon­
day through Sunday, and the routine selects one to display depending 
upon the horizontal location of the button. This is where a number of "if" 
statements are used to find the location of the button. 

The numerical values used were generated by first creating the sliding 
button. Then an instruction (put the mouseH) was placed inside the 
repeat loop, and the Message window was opened. Running the routine, 
Director displays the location of the cursor in the Message window as you 
drag the cursor around. You can use this to find the approximate location 
for each test. 

-348 
-348 
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-- 348 
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- 348 
- 348 
I 

Trace 

Figure 17 .24. Displaying the MouseH in the Message window. 

Here is the complete script: 

on mouseDown 

put the clickon into me 

put the locH of sprite me 

puppetSprite me, TRUE 

continues 
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Continued 

put me + 1 into theDay 

puppetSprite theDay, TRUE 

repeat while the mouseDown is true 

put the mouseH into newLoc 

if newLoc < 60 then 

put 60 into newLoc 

else 

if newLoc < 100 then 

set the castnum of sprite theDay to cast "Monday• 

else 

if newLoc < 156 then 

set the castnum of sprite theDay to cast "Tuesday• 

else 

if newLoc < 215 then 

set the castnum of sprite theDay to cast "Wednesday• 

else 

if newLoc < 287 then 

set the castnum of sprite theDay to cast "Thursday• 

else 

if newLoc < 346 then 

set the castnum of sprite theDay to cast "Friday• 

else 

if newLoc < 407 then 

set the castnum of sprite theDay to cast "Saturday• 

else 

set the castnum of sprite theDay to cast "Sunday• 

if newLoc > 443 then 

put 443 into newLoc 
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end if 

end if 

end if 

end if 

end if 

end if 

end if 

end if 

set the locH of sprite me to newloc 

updatestage 

end repeat 

end repeat 

end 

Note two things: This script is a MouseDown handler, not a MouseUp 
handler. If you used a MouseUp handler, then the script would never work 
(because the repeat loop is dependent upon the mouse still being de­
pressed)! Also, the updatestage is required because while the mouse is 
down, Director won't redraw the screen unless you tell it to by using the 
updatestage command. 

Where to from Here? 
Add the Places of Interest screen. This could be an alphabetical list of 
places that you click, or it could be a directory of images that you click. 
(It's up to you!) 

Using the basics you have learned here you should be able to create quite 
sophisticated productions. Even if you only use the "go to frame" com­
mand, you will be able to create interesting interactive presentations. 
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T he CD-ROM included with this book consists of a wide range of 
things-from demos and sample files to images and QuickTime 
movies. 

Different applications and files on the disk have different requirements; I 
recommend a color Macintosh with System 7.0 and 4 MB of memory (and 
a CD-ROM drive!) as a minimum. Some of the applications require more 
memory, and some must be copied to your hard disk. The QuickTime 
movies must be viewed with an application that can play QuickTime 
movies (such as CameraMan's MoviePlay and Adobe Premiere). You also 
must install the QuickTime extension, which is included on the disk. Some 
demos and the "Putting it to work" files require HyperCard (not included). 

Some of the applications on this disc are shareware. These applications 
are provided to you on a trial basis. If you like them, you should send the 
appropriate shareware fee to the author of the application. (Read the 
Read Me files with each application to find out more.) 

The purchase of the Multimedia Starter Kit for Macintosh does not include 
purchase of these programs. Please support shareware authors. 

The following is a short description of the contents of the disc. 

Tour the Disc 
This is a QuickTime movie that is a guide to the contents of the disc. The 
movie was captured using CameraMan (see Chapter 10, "QuickTime") and 
the narration was added using the CameraMan editor. Note that 
MoviePlay (a utility for playing QuickTime movies that is distributed with 
CameraMan) is included on the disc and can be used to play this and 
other QuickTime movies. 

QuickTime 
This is version 2.0 of the QuickTime extension, and also includes the 
QuickTime PowerPlug (for Power Macintosh computers) and the musical 
instruments file (for MIDI support). Drag these to your System Folder to 



install them (you'll have to restart your computer, too). You don't need 
the PowerPlug unless you are running a Power Macintosh. You must be 
running a machine that supports QuickTime (see Chapter 10, 
"QuickTime," for more information). 

Cover Art 
This is a PICT file of the cover of the book. Why is it here? Well, we had to 
put it somewhere! 

Software Developers 
This folder contains demo versions or sample files that were supplied to 
us by various multimedia software developers. The inclusion of a product 
in this folder does not constitute an endorsement from us. Rather, these 
are the companies that made material available to us within our schedule. 

Vivid us 
Samples and a self-running demo of Cinemation, the animation and 
presentation program. Copy the folder to your hard disk to run the 
demos. 

Specular International 
Demo version of Infini-D 2.6, and LogoMotion, as well as sample images, 
QuickTime movies, and an interactive presentation on Infini-D. 

Playmation 
Sample images and movies generated using Playmation, a 30 modeling 
tool. (Movies must be played with a QuickTime movie player.) 
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No Hands Software 
Copy of Common Ground and demonstration documents. Common 
Ground is an electronic publishing tool. 

Virtus 
WalkThrough is a 30 modeling application. This folder contains sample 
images and movies created using WalkThrough. Also enclosed are three 
Voyager documents. These are 30 models with the playback software 
from WalkThrough included. They enable you to explore the 3D world, 
but you can't manipulate it. 

Heizer Software 
Demo versions of MasterScript, WindowScript, and Compilelt! These tools 
provide added functionality to HyperCard stacks. 

Fractal Design 
Demo version of Painter 2.0. Copy the folder to your hard disk to run the 
demos. 

Multiple Media Tour 
Catalog for the Multiple Media Tour, a multimedia clip art collection from 
Audio Visual Group. 

Strata 
Sample images generated using Strata 3D. 



Adobe 
Demo versions of Premiere 4.0, Photoshop 2.0, and Illustrator 5.0. Also 
included are some sample movies created using Premiere. Copy the 
folders to your hard disk to run the demos. 

Morph 
Demo version of Morph. Use this program to create magical transitions 
from one image to another. 

PROmotion 
Demo version of this animation package. 

Video Fusion 
Sample movies and an interactive presentation about VideoFusion. 
(Movies must be viewed with a QuickTime movie player.) 

Video Too I Kit 
A demo movie created using VideoToolKit. (Movies must be viewed with a 
QuickTime movie player.) 

Camera Man 
MoviePlay, a utility for playing QuickTime movies. The "Tour the Disc" 
movie was created using CameraMan. 

Kodak 
Demonstration versions of Kodak Create-It Photo CD Presentation soft­
ware and Kodak Arrange-It Photo CD Portfolio Layout Software. 
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Michael's 
This folder contains some multimedia productions that I have created. 

Quicklime Handbook movie 
This QuickTime movie was created as an advertisement for the book 
QuickTime Handbook, published by Hayden, written by David Drucker and 
Michael D. Murie. The movie was put together in a couple of days and was 
shown at an awards show. 

The movie was created in Director and lnfini-D (which was used to create 
the flying television). 

Now & Zen 
Created almost four years ago as a parody of Apple's Knowledge Naviga­
tor videotapes. This was created in Director. 

Farmers Market 
There are three presentations in this folder. The movies feature a selec­
tion of hand-colored photographs by Susan Murie. The first presentation 
was created in Director, and has full-screen graphics. The other two are 
quarter-screen and are QuickTime movies. One movie is compressed 
using the Apple Video compressor, and the other using the Compact 
Video Compressor. 

Dog cow 
This movie was created using Director. There are two versions-one 
compressed using the Apple Video Compressor, and the other com­
pressed with the Compact Video Compressor. 



Interactive Skye 
An interactive diversion created in Director. 

Exploring Multimedia BBS 
The software for calling the Exploring Multimedia BBS, a BBS dedicated to 
Multimedia issues. 

EM BBS Demo Movie 
A movie created in Director that shows how the Exploring Multimedia BBS 
software works. 

Exploring Multimedia BBS 
Contains the software for calling the BBS. 

Getting Started with TF 

A text document and a Microsoft Word document that explain how to use 
the software. 

TeleFinder /User 

This folder contains the software. Drag it to your hard disk. Note that you 
don't need the software to call the BBS-it's only necessary if you want to 
use the GUI interface. You can call using regular telecom software. The 
number of the bulletin board is (6I 7) 666-9447. 

TF Prefs 1 bit 

This file contains a I-bit version of the splash screen. Good for use on 
portables or other machines with only I-bit screens. Simply drag the TF 
Prefs file from this folder into the TeleFinder/User folder. 
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Library 
This folder contains images, QuickTime movies, and sounds that you can 
use in your own productions. While you can use these materials for your 
own purposes, they are not in the public domain and cannot be given or 
sold to others. They cannot be distributed as part of another collection or 
library of material. 

Images 
This folder contains three folders. Each folder contains the same set of 20 
images. One folder contains 24-bit versions of the files, while the other 
folders contain versions that use the 8-bit system palette and 8-bit adap­
tive palettes, respectively. 

Quicklime clips 
This folder contains three folders of clips. The 180 by 135 and 240 by 180 
folders contain the same movies in different sizes. All are compressed 
using the Apple Video Compressor and are 15 frames per second. 

The folder 320 by 240 contains the same file, compressed once at normal 
quality and once at low quality using the Apple Video Compressor. 

Sounds 
Contains two folders that have the same sounds in Sound Edit and AIFF 
format (both at 22 kHz). 

Book chapters 
This folder contains elements relating to specific chapters in the book. 

Graphics 
Contains files related to Chapter 7, "Graphics." 



Pictures 

Sample images referenced in the chapter. 

Photo CD stuff 

Files from a Photo CD. 

PCD1642 Slide Show 

A QuickTime movie that shows the images contained on a PhotoCD. 

Photos 

This folder resembles the folder you see when viewing a Photo CD using 
QuickTime 1.5 or later. A Photo CD contains the same images in five 
different formats. This folder contains the five folders, and in each folder 
there are three sample images. You must be running QuickTime 1.5 (or 
later) to be able to view these. 

Animation 
Contains an animation created using the program Life Forms (see Chapter 
8, "Animation''). 

3D 
Contains a test image rendered with different qualities (see Chapter 9, 
"3D''). 

Quicklime 
Contains files related to Chapter 10, "QuickTime. '' 

Image Test 

This folder contains the same image, compressed using the different 
QuickTime compressors. 
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Movie Test 

This folder contains the same movie compressed using the different 
QuickTime compressors. 

Sound 
Contains files related to Chapter 11, "Sound." 

Sound Quality 

A demo program that provides an example of a sound sampled at different 
rates. 

Workshop 
Contains the files necessary for creating the interactive newsletter project 
in Chapter 16 and the interactive kiosk in Chapter 17. 

Also contains a working version of each project. 
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extrusion modeling, 17 4 
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Action! (QuickTime movies 
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(HyperCard),316-319 
backgrounds (HyperCard), 315-319 
color graphics (HyperCard), 310 
Director, 351-358 
HyperCard 
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text, 319-323 
pictures (HyperCard), 324 

ADDmotion application 
(animation), 146-148 

Adobe 
fonts, 93 
Illustrator, 112 
Photoshop, 115-116 
Premiere (QuickTime editing 

application), 213 
advanced freeform modeling (3D 

objects), 159-160 
After Image (QuickTime post­

processing tool), 215-218 
AIFF (Audio Interchange File For­
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Fetch (Clip Media application), 245 
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algorithms 
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shading, 162-164 
surface modeling, 164-166 

Alias Sketch! 30 application, 184-185 
Allegient Technology, 295 
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amplifying sounds, 231 
animation 

3D animation, 139, 170-171 
actors (ADD/PROmotion 
applications), 146 

applications, 180-184 
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eels, 146 
compressing, 143 
Director, 297 
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file formats, 143-144 
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(Director), 344 
key frame animation, 145 
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memory management, 142 
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paths, 146 
synchronizing sound, 141-143 
vs. digital video, 191-192 
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(QuickTime), 199 
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Animation Works (animation 
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Animators Workbook, The, 140 
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APDA (Apple Programmers and 
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Apple CD-ROM Titles Sampler 
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Macromedia Three-D, 183-184 
Ray Dream Designer, 177-180 
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StrataVision 30, 182 
user selection, 176 
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Animation Stand, 151 
Animation Works, 148-149 
Apple Media Tool application, 269 
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Cinemation, 149-150 
ClipMedia application, 242 
cross-platform applications 

(QuickTime), 217 
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Director 
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Fractal Designs Painter, 116 
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interactive presentation 

applications, 261 
Life Forms (animation), 144-146 
ModelShop, 160 
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Multimedia applications, 9 
Multiple Media Tour 

(Clip Media), 242 
object-oriented graphics 

applications, 116 
Passport Producer Pro 

application, 266-267 
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PostScript graphics 
applications, 117 

presentation applications, 260 
PROmotion (animation), 146-148 

QuickDraw, 112 
QuickTime, 188-194 
QuickTime movie players, 208 
QuickTime movies, 208 
Res Edit, 100 
ScreenPlay (VideoSpigot), 201 
scripting applications, 256 
Sketch! 3D modeling, 160 
Special Delivery application, 

264-266 
standalone applications 

(SuperCard), 292 
Architectural modeling 3D 

applications, 172-173 
asymmetrical compressors, 198 
audio (Quicktime), 207-208 
Audio CD Import Options 

dialog box, 233 
Audio palette, 228 
Audio Visual Group, 242 
authoring environments, 27-28, 256, 

303-304 
Authorware, 303 
Director, 295-303 
Hypercard, 272-291 
Prograph, 303 
selecting, 46 
Serious, 303 
SuperCard, 291-295 

Authorware, 303 
Authorware application, 268 
AV Macintosh, 77-78 
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Background command (Edit menu), 
316 

Background command (Go To menu), 
279 



backgrounds 
HyperCard, 279-281, 315-319 

Bernoulli disks, 84 
Bezier curves (image resolution), 112 
bit-depth (screens), 22-23 
bitmap-based graphics, 108, 111 
bitmapped fonts, 90, 98-105 
Bkgnd Info command (Objects 

menu), 281 
BMP format, 119 
boldface type, 6 
books 

Animators Workbook, 140 
Complete HyperCard 2.2 
Handbook, 290 

Exploring Multimedia, 308 
HyperCard Stack Design 

Guideline, 290 
Inside SuperCard, 294 
Internet Starter Kit, 2nd Edition, 102 
Macintosh Multimedia Workshop, 4 
Macromedia Director Design 

Guide, 303 
QuickTime Handbook, 114 
ResEdit Reference, 100 
Tao of AppleScript, Second 
Edition, 287 

bounding boxes (shading 
algorithms), 162 

bump maps (30 objects), 166 
Button Information command 

(Object menu), 315 
button parameters dialog box 

(Hypercard), 282 
buttons (HyperCard), 281-284 
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CameraMan (QuickTime movies), 212 
cameras, 124-127 
capturing video images, 205 
card fields (HyperCard), 278 
cards 

third-party cards, 82 
video digitizing cards, 124 

cards (HyperCard stacks), 273 
cards (HyperCard) 

adding, 324-328, 331-333 
customizing, 329-333 
naming, 332 
navigating, 273-274, 332-333 

Cast (Director), 296 
Cast Member Info (Cast menu), 355 
Cast menu commands, 355 
Cast objects (Director) 

adding, 355-358 
arranging, 345-34 7 

Cast window (Director), 297 
CCD (charged couple device), 124 
CD audio tracks, 232-234 
CD-ROM, 5 

Apple CD-ROM Titles Sampler, 35, 
38-41 

drives, 85-86, 130 
MarketPlace, 56-66 
Multi Media Tour, 41-43 
Type On Call (font program), 93 

eels, 146 
Centris (Macintosh), 74 
channels (Director), 298 

displaying, 356 
hiding, 356 
Score windows, 349 
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chart creating applications, 117 
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Cinemation (animation application), 
149-150 

Cinepak compressor 
(QuickTime ), 199 

clip art graphics, 131 
Clip Media, 241-246 

Aldus Fetch application, 245 
Audio Visual Group, 242 
cataloging utilities, 245 
Clip Timelmages for 

presentations, 244 
copyrighted, 244-246 
Corel Corporation, 241 
Digital Video Library, 244 
Jasmine Multimedia 

Publishing, 242 
Kodak Shoebox Image Manager 

(Clip Media application), 245 
licensing, 244-245 
Multi Media Music, 244 
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presentations, 244 

ClipMedia application, 242 
clipping sound, 231 
Close Coloring Tools command 

(Color menu), 314 
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hardware, 21 
graphics, 310-312 
HyperCard, 287-289 
multimedia requirements, 81-82 
processors, 74 

Color menu (HyperCard), 287 
Color menu commands, 314 
Color Tools palette (HyperCard), 312 
commands 

Color menu, 314 
Compression menu, JPEG, 120 

Edit menu 
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New Card, 273, 324 

File menu 
Import, 340 
New Stack, 310 
Preferences, 340 

Go menu 
Next, 274 
Prev,274 

Go To menu 
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Macintosh Online Reference, 
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Object menu, 315 
Objects menu 

Bkgnd Info, 281 
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pass openCard command, 330 
Quit HyperCard command, 315 
Score menu, 344 
Windows menu, 342 

Common Ground utility, 104 
Complete HyperCard 2.2 
Handbook, 290 

Composer application 
(Movie Works), 150 

compressing 
algorithms, see compressors 
animation, 143 
digital video, 193 
files, 120 
images, 199 
sound,223 
video images, 197-200 

Compression command (Compres­
sion menu, JPEG), 120 

compression factor (JPEG), 114, 120 



Compression menu, JPEG 
commands, 120 
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adding to QuickTime, 207 
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(QuickTime), 199 
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(QuickTime), 199 
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(QuickTime ), 199 
INDEO compressor, 207 
MPEG compressor, 207 
Photo JPEG compressor 

(QuickTime ), 199 
Quicktime compressors, 193, 

197-198 
Quiktime compressors, 199 
symmetrical compressors, 198 
Video compressor 

(QuickTime), 199 
converting 

image formats, 134 
video images to digital images, 189 

convolution filter (Radius 
VideoVision), 205 

Cool Mac Stacks, 290 
copying text, 320-323 
copyright laws, 246-24 7 

Clip Media, 244-246 
Fair Use, 248 
fonts, 99 
release, 248-249 

Corel Corporation, 241 
cosmetic designs, 28-29 
cost (projects), 18 
cross-platform utilities, 104 
custom programming, 257 
customizing 

HyperCard, 329-333 
icons, 100 
text characters, 100 

Index 

D 

DeBabelizer (graphics application), 
134 

decompressing video images, 197-198 
deselecting Stage objects, 34 7 
design 

interfaces, 46-49 
Macintosh Online Reference, 

33-34 
MarketPlace, 63-65 
projects, 45-53 
QuickTime Intro News, 37-38 

dialog boxes 
Audio CD Import Options, 233 
button parameters, 282 
Cast member Info, 356 
Edit Object (Action! presentation), 

263 
Field (HyperCard), 277 
Field Info, 317 
font, 318 
font (HyperCard), 278 
Import File, 341 
MIDI (Musical Instrument Digital 
Interface), 236 

New Stack, 310 
Record Sound dialog box, 227 
Save,233 
Script (SuperCard), 293 
Set tempo, 350 
Set Transition, 350 

digital 
cameras, 126-127 
images, converting video 

images, 189 
video, 191-197 

Digital Video Library, 244 
digitizers, 196 
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Index 

digitizing 
CDs, 232-234 
boards (sound), 232-238 

Director (animation application), 
139-144, 256, 295-303 
animation, 297 

opening, 347-349 
playing, 299-300 

buttons, 352 
Cast, 296 
Cast objects, 345-347, 355-358 
channels, 298 
documents, 340-353 
graphics, 340-341 
In-between animation, 344 
information screens, 358-360 
Ink Effect menu, 346 
interactive kiosk application, 

338-339 
limitations, 301 
Lingo, 295 
Menu screen, 351-354 
movies 

navigating, 353-357 
frames, 343, 354 
troubleshooting, 357-360 

Score,296,352 
Script window, 353 
scripts, 298 

adding, 351-354 
advanced scripts, 360-363 

Stage, 296, 347 
storing QuickTime movies, 302 
windows, hiding, 349 
XObjects, 301 

disks 
128 MB optical, 85 
Bernoulli, 84 
multi-session disks (Photo CDs), 

130-135 

single-session disks (Photo CDs), 
130-135 

SyQuest, 84 
utilities, 104-105 

display boards (graphics), 82 
documents 

Director, 340-353 
HTML (Hypertext Markup 

Language), 102 
SuperCard projects, 291 

dope sheets (animation), 151 
dpi (dots per inch), 91 
drivers (MacRecorder), 227 
drives, 130 
Duos (Macintosh), 75-77 
DXF format (3D objects), 160-161 
DynaPerspective (3D applications), 

172 

E 

Edit menu commands 
Background, 316 
New Background, 280 
New Card, 273, 324 

Edit Object dialog box (Action! 
presentation), 263 

editing 
Action! presentations, 262 
applications (QuickTime), 213-215 
backgrounds (HyperCard), 316 
QuickTime movies, 209-211 
Score window, 343-344 
sounds, 228-229 

Effects menu (HyperCard), 311-313 
electronic newsletters, 26-45, 308 

Macintosh OnLine Reference 
(starting hints), 31 

starting, 29-53 



emulators (PowerPC Macintosh), 79 
entering HyperCard text into 

fields, 276 
environments, 254-25 7 
EPS (Encapsulated Postscript) file 
formats, 113, 119 

event-driven animation (3D anima-
tion), 171 

expanding HyperCard, 289 
Exploring Multimedia, 308 
exporting animation, 148 
extending Director 

graphics, 343 
Score,352 

extrusion (3D objects), 156-157, 174 

F 

Fair Use (copyright law), 248 
Field dialog box (HyperCard), 277 
Field Info dialog box, 317 
fields 

adding to backgrounds, 280 
card fields (HyperCard), 278 
HyperCard, 27 4-279 

File menu commands 
Import, 340 
New Stack, 310 
Preferences, 340 

files 
compressing, 120 
EPS (Encapsulated PostScript) 

files, 113 
Postscript files, 113 
sound files, 222 

film clips (Stock houses), 240-241 
Filmstrip Window (Cinemation), 149 
flat shading (shading algorithms), 

162-163 

Index 

flatbed scanners, 127-128 
font dialog box (HyperCard), 278, 

318 
fonts, 100 

Adobe fonts, 93 
bitmapped fonts, 90, 98-105 
copyrighted fonts, 99 
distributing, 99 
graphics, 101 
installing in player applications, 99 
point size, 90 
Postscript, 91-93, 98-105, 112 
styles, 98 
True Type, 98-105 

formats 
BMP format, 119 
converting, 134 
EPS (Encapsulated Postscript), 

113, 119 
GIF (Graphics Interchange For­

mat), 119 
graphic file formats, 117-122 
JPEG (Joint Photographic Experts 

Group) file format, 114, 120-122 
lossy compression formats, 114 
MacPaint format, 118 
PICS format (animation), 143-144 

· PICT (picture), 111, 118 
QuickTime animation compressor, 

143-144 
RenderMan RIB format 

(30 objects), 168-169 
RIFF format, 118 
sound formats, 229-230 
Targa format, 119 
TIFF (fagged Image File Format), 

112, 118 
formatting HyperCard text, 323 
Fractal Designs Painter, 116 
frames, 146 
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Index 

freeform modeling (3D objects), 
158-159 

Freehand (Aldus), 112 

G 

general purpose 3D applications, 175 
GIF (Graphics Interchange 
Format), 119 

glossaries (Macintosh Online 
Reference), 32 

Go menu command (HyperCard), 97 
Next, 274 
Prev,274 

Go To menu commands 
Background, 279 
Previous, 283 

Goodman, Danny, 290 
Gouraud shading (shading 
algorithms), 163 

graph creating applications, 117 
graphics 

accelerators, 82 
applications, 131-135 
bitmap-based graphics, I 08, 111 
clip art graphics, 131 
Director, 340-343 
display boards, 82 
file formats, 117-122 
fonts, 101 
images 114-135 
MacDraw, 111 
Macintosh, 108-114 
object-oriented graphics, 108, 111, 

114-122 
SuperPaint, 111 
see also images 

Graphics compressor (QuickTime ), 
199 

Groups program (HyperCard), 95 

hard drives, 83-85 
hardware 

H 

3D application requirements, 
185-186 

accelerators,206 
color, 21 
multimedia applications, 81-82 
multimedia requirements, 82-88 
projects, 21-30 
QuickTime, 21 
sound (Macintosh), 220-221 
sound digitizers, 232 
system versions, 21-22 
Y ARC board, 170 

Help screens, 333 
hertz (sound), 220 
HFS (Heirarchical File System), 85 
hiding 

channels, 356 
Director,349 

Hierarchical File System, see HFS 
Home Stack (HyperCard), 310 
HTML (Hypertext Markup Language), 

101-102 
HyperCard, 256, 272-291 

ADDmotion application 
(animation), 146-148 

AppleScript, 286-287 
Audio palette, 228 
backgrounds, 279-281, 315-319 
buttons, 281-284, 334 
card fields, 278 
cards,273,324-333 
color, 287-289 
Color menu, 287 
Color Tools palette, 312 
Effects menu, 311, 313 
expanding, 289 



fields, 27 4-279 
Go menu command, 97 
Groups program, 95 
Help screens, 333 
Home Stack, 310 
HyperTalk, 284-286 
Hypertext, 94-98 
Items menu, 311-313 
limitations, 289 
links, 282 
Macintosh OnLine Reference, 31 
Macro media Director, 61 
MarketPlace, 56 
memory allocation, 309 
online reference, 290 
pictures, 324 
PROmotion application 

(animation), 146-148 
QuickTime movies, 333 
Quit button, 314-315 
Recent window, 97 
scripting languages, 287 
scripts, 283-284 
Select a Picture to Place window, 

313 
stacking order, 313 
stacks, 27, 310 
storing color graphics, 312 
Style options pop-up menu, 277 
text, 319-323 

entering into fields, 276 
styles, 324 
wrapping, 325-326 

titles, 320 
VideoDisc Toolkit, 88 

HyperCard Stack Design Guideline, 
290 

HyperTalk programming language, 
284-286 

HyperText, 94-98 
internet, 101-104 
navigating, 96-105 
system links, 96 

Index 

Hypertext Markup Language, see 
HTML 

hyphenated keys, 6 

icons, 6, 100 
Illustrator (Adobe), 112 
images 

anti-aliasing, 133 
collages, 132 
compressing, 199 
importing, 313 
Kodak Photo CD images, 129-131 
scanning, 127-128 
still video images, 124-125 
texturing, 131 
video images, 123-124, 189-190, 

197-198 
see also graphics 

ImageWriter printer, 109 
Import command (File menu), 340 
Import File dialog box, 341 
importing 

3D applications, 160-161 
Director, graphics, 340-341 
images, 313 

In-between animation (Director), 344 
In-Between Linear command (Score 
menu), 344 

In-Between Special command (Score 
menu), 344 

INDEO compressor, 207 
index (Macintosh OnLine 
Reference), 32 
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Index 

lnfini-D, 180-181 
flat shading, 163 
freeform modeling screen, 159 
Gouraud shading, 163 
Phong shading, 164 
ray tracing, 164 
tools, 155 
wireframes, 162 

information screens (Director), 
358-360 

Ink Effect menu (Director), 346 
Inside SuperCard, 294 
installing QuickTime, 194-195 
interactive kiosk applications 

(Director), 338-339 
interactive presentations, 256, 261 
interfaces 

cosmetic designs, 28-29 
designs, 46-49 
electronic newsletters, 28-29 
MIDI (Musical Instrument Digital 
Interface), 234-237 

structural designs, 28-29 
Internet, 101-104 
Internet Starter Kit, 2nd Edition, 102 
isometric views (objects), 159 
Items menu (HyperCard), 311, 313 

J-K 

Jag II (graphics application), 133 
Jasmine Multimedia Publishing, 

241-242 
JPEG (Joint Photographic Experts 

Group) file format, 114, 120-122 

key frame animation, 145, 170 
Key scripting language, 269 
keys,6 
Kodak DCC cameras, 127 

Kodak Photo CD images, 129-131 
Kodak Shoebox Image Manager (Clip 

Media application), 245 
KPT Bryce (graphics 
application), 134 

L 

labeling movie frames, 354 
laser discs, 86-88 
laser printers, 109 
LaserWriter printers, 112 
lathing (3D objects), 157 
licensing, Clip Media, 244-245 
Life Forms application (animation), 

144-146 
Light Forge (Ray Dream 
Designer), 178 

lighting (30 objects), 167-168 
Lingo (Director), 295 
linking text, 94-97 
Linking (Action! presentation), 264 
links (Hypertext), 96 
lofting (3D objects), 158 
logos (30), 156 
loops (animation), 149 
lossy compression formats, 114 

M 

MacDraw, 111-112 
Macintosh 

animation, 139-144 
AV Macintosh, 77-78 
Centris, 74 
color processors, 7 4 
computers, purchasing, 80-82 
Duos, 75-77 



graphics, 108-114 
MacDraw, 111-112 
MacPaint, 109-110 
MacRecorder, 224-227 
multimedia-friendly computers, 81 
Performas, 77 
Portable, 75-77 
Powerbook, 75-77 
PowerPC, 78-80 
Quadra 630, 75 
synthesized speech, 237 
technological development, 72-77 
text, 90-93 

Macintosh Human Interface 
Guidelines, 43-53 

Macintosh Multimedia Workshop, 4 
Macintosh Online Reference, 31-34 
MacPaint, 109-110 

format, 118 
MacRecorder, 66, 224-227 
Macromedia, 242 
Macromedia Director Design 

Guide, 303 
Macro media Three-D ( applica-

tions), 183-184 
Macromedia Director, 61 
Mac TCP (HTML documents), 102 
MacWorld magazine, 241 
marketing projects, 19-24 
MarketPlace 

CD-ROM, 56-66 
design, 63-65 
HyperCard, 56 
prototypes,57-61 

matting objects, 183 
media options, 84-85 
MediaTracks, 66 
memory 

HyperCard allocation, 309 
management in animation, 142 

Index 

Menu screen (Director), 351-354 
microphones (sound), 223 
MIDI (Musical Instrument Digital 
Interface), 234-237 

modeling (3D objects), 159-160 
ModelShop (3D applications), 

160, 172 
monitors, 22-23 
movie frames (Director) 

labeling, 354 
navigating, 343 

Movie Window (Cinemation), 149 
MoviePlay (QuickTime movies 

application), 212 
movies (Director) 

navigating, 353-35 7 
playing on QuickTime, 194-195 
troubleshooting, 357-360 
see also video images 

MovieWorks (animation application), 
150-151 

MPEG compressor, 207 
Multi Media Music, 244 
Multi Media Tour, 41-43 
multi-pass (RasterOps digitizer), 205 
multi-session disks (Photo CDs), 

130-135 
Multimedia application icons, 6 
Multiple Media Tour, 42, 242 
Musical Instrument Digital lnterf ace, 

see MIDI 

N 

naming HyperCard, 332 
navigating 

Apple CD-ROM Titles Sampler, 
40-41 

cards (HyperCard stacks), 27 4 
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Index 

Director, 343, 353-35 7 
HyperCard, 332-333 
Hypertext, 96-105 
Macintosh Human Interface 

Guidelines Companion, 44-53 
Macintosh Online Reference, 

31-33 
Multiple Media Tour, 42 
QuickTime Intro News, 36-37 

network renderers, 169-170 
New Background command (Edit 
menu), 280 

New Background command (Objects 
menu), 316 

New Card command (Edit menu), 
273,324 

New Media magazine, 241 
New Stack command (File menu), 310 
New Stack dialog box, 310 
Next command (Go menu), 274 
None compressor (QuickTime), 197 

0 

Object menu commands, 315 
object-oriented graphics, 108, 111, 

114-122 
objects 

3D objects, 156-160 
creating graphics, 110 
isometric views, 159 
matting, 183 
planes, 159 

Objects menu commands 
Bkgnd Info, 281 
New Background, 316 

Ofoto scanner driver, 127 

online references 
HyperCard, 290 
Macintosh Human Interface 
Guidelines Companion, 43-53 

Macintosh Online Reference, 
31-34 

opening MIDI files, 236 

p 

Paint Editor (Movie Works), 150 
Paint window (Director), 297 
palettes (HyperCard), 312 
parameters (HyperCard fields), 276 
pass openCard command, 330 
passive-matrix screens, 76 
Passport Producer Pro application, 

266-267 
paths, animation, 146 
Performas (Macintosh), 77 
Persuasion 

QuickTime movies, 208 
slide presentations, 254 

Phong shading (shading algorithms), 
163-164 

Photo CD images, 129-131 
Photo JPEG compressor 

(QuickTime), 199 
photography (Stock houses), 240-241 
Photoshop (Adobe), 115-116 
PICS format (animation), 143-144, 

172-186 
PICT (picture) formats, 111, 118, 

172-186 
Picture Compressor utilities, 120 
pictures (HyperCard), 324 
pixel depth, 23 
pixels (picture elements), 108 
pixels per inch, 91 



planes (objects), 159 
playback speed (projects), 22 
playing 

Director animation, 299-300 
MIDI files, 235 
QuickTime movies, 208-209 
sounds, 229 
video image sequences on 

computer screens, 189-190 
plug-in cards, 7 4 
point lights (30 object lighting), 167 
point size (fonts), 90 
Portables (Macintosh), 75-77 
portals (Special Delivery applica-
tion), 265 

post-processing tools 
(QuickTime), 215 

Postscript files, 113 
Postscript fonts, 91-93, 98-105, 112 
Postscript graphics applications, 117 
Power Macintosh (30 applica-

tions), 170 
Powerbooks (Macintosh), 75-77 
PowerPC Macintosh, 78-80 
PowerPoint (slide presentation 
environments), 254 

ppi (pixels per inch), 91 
Preferences command (File 

menu), 340 
Premiere (QuickTime editing 

application), 213 
presentation applications, 260 
pressure-sensitive drawing tablets 
(graphics application), 135 

Prev command (Go menu), 274 
Previous command (Go To 

menu), 283 
print-to-disk utilities, 104 
printers 

LaserWriter, 112 
resolution, 91 

Index 

procedural shaders (surface model-
ing), 165 

program cards, 7 4 
programming, 27-28, 257 
programming languages, 284-287 
Prograph, 303 
projects 

constraints, 17-27 
cost, 18 
creating, 26-45 
designs, 45-53 
developing, 16-17, 65-67 
development tools, 61-62 
equipment, 18-19 
hardware, 21-30 
marketing, 19-24 
playback speed, 22 
prototypes, 49-51 
RAM (Random Access Memory) 

requirements, 22 
SuperCard, 291 
text, 94 
time management, 18 
transmitting, 23-24 
troubleshooting, 52-53 
user access, 20-30 

PROmotion application (animation), 
146-148 

prototypes 
MarketPlace, 57-61 
standardized terminology, 64 
testing, 64-65 

purchasing Macintosh computers, 
80-82 
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Index 

Q 

Quadra 630 (Macintosh), 75 
QuickDraw, 112 
QuickTake 100 (digital camera), 126 
QuickTime, 21, 142, 188-194, 257 

After Image (post-processing tool), 
215-218 

animation, 172-186 
compressor, 143-144 

audio, 207-208 
compressors, 193, 197-198,207 
cross-platform applications, 217 
editing applications, 213-215 
installation, 194-195 
playing movies, 194-195 
post-processing tools, 215 
Premiere (editing application), 213 
timing mechanism, 193 
utilities, 212-213 
video images, 193-200 
VideoFusion (post-processing 

tool), 215-218 
VideoShop (editing application), 

213 
QuickTime Handbook, 114 
QuickTime Intro News, 35-38 
QuickTime movies, 333 

CameraMan application, 212 
editing, 209-211 
MoviePlay application, 212 
playing, 208-209 
recording CD audio tracks, 233 
saving as reference files, 210 
Spectator application, 212 
storing, 302 

QuickTime Starter Kit, 120 
QuickTime VR (Virtual Reality), 208 
Quiktime, 199 
Quit button (HyperCard), 314-315 
Quit HyperCard command, 315 

R 

Radius VideoVision (video 
digitizers), 123, 205-218 

RAM (Random Access Memory), 22 
RasterOps (video digitizing board), 

123, 202-205 
Ray Dream Designer (3D applica­

tions), 177-180 
ray tracing algorithms 

(3D objects), 164 
Recent window (HyperCard), 97 
Record Sound dialog box, 227 
recording 

sound, 223-227, 230-232 
sound files (MacRecorder), 66 
video images, 195-200 

reflection maps, 166 
registering copyrighted work, 247 
release (copyright law), 248-249 
removable media options, 84-85 
rendering 3D objects, 161-170 
RenderMan RIB format (3D objects), 

168-169 
Replica utility, 104 
ResEdit application, 100 
ResEdit Reference, 100 
resolution 

Bezier curves, 112 
ImageWriter printer, 109 
laser printers, 109 
MacDraw objects, 111 
printers, 91 
screens, 109 

resources (sound), 229 
RIFF format, 118 
RISC chips, 79 
run-length encoding (animation 
compression), 143 



s 

sample rates (sound), 222-223 
sampling, see recording 
Save dialog box, 233 
saving 

QuickTime movies as reference 
files, 210 

sounds, 229-230 
scanners, 127-128 
SceneBuilder (Ray Dream Designer), 

178 
Score (Director), 296, 352 
Score command (Windows menu), 

342 
Score menu commands, 344 
Score window, 297, 342 

channels, 349-350 
editing, 343-344 

ScreenPlay application 
(VideoSpigot), 201 

screens 
active-matrix, 76 
Apple CD-ROM Titles Sampler, 

40-41 
bit-depth, 22-23 
dimensions, 22-23 
Macintosh Human Interface 

Guidelines Companion, 44-53 
Macintosh Online References, 

31-33 
multimedia requirements, 81-82 
Multiple Media Tour, 42 
passive-matrix, 76 
pixel depth, 23 
QuickTime Intro News, 36-37 
resolution, 109 

Script dialog box (SuperCard), 293 
Script window 

Director,353 
Hypercard, 283 

Index 

scripting 
applications, 256 
languages (Key), 269 
see also, programming languages 

scripts 
Director,298 

adding, 351-354 
advanced scripts, 360-363 

HyperCard, 283-284 
Select a Picture to Place window 

(HyperCard), 313 
Select Effect window (HyperCard), 

288 
sequencers, 234 
Serious (authoring environment), 303 
Set tempo dialog box, 350 
Set Transition dialog box, 350 
shading algorithms (3D objects), 

162-164 
Silicon Beach Software, 295 
simple extrusion 3D applications, 

173-174 
single-session disks (Photo CDs), 

130-135 
Sketch! 3D modeling application, 160 
slide presentation environments, 

254-255 
slide scanners, 127-128 
sound 

16-bit sound, 222 
8-bit sound, 222 
advanced sound techniques, 

230-232 
amplifying, 231 
applications, 79 
audio CD recording, 232-234 
bits, 220 
clipping, 231 
compressing, 223 
digitizers, 196 
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Index 

digitizing boards, 232-238 
editing, 228-229 
files, 222 
formats, 229-230 
frequency, 220 
hardware (Macintosh), 220-221 
hertz, 220 
levels, 231 
MacRecorder, 66 
microphones, 223 
MIDI sounds, 236 
playing, 229 
recording, 223-227, 230-232 
resources,229 
sample rates, 222-223 
saving, 229-230 
stereo sound, 221 
storing, 220-223 
synchronizing in animation, 

141-143 
Sound control panel, 225 
Sound Edit (sound format), 230 
Sound Editor (Movie Works), 150 
Special Delivery (QuickTime movies), 

208, 264-266 
special effects, video images, 215-218 
Spectator (QuickTime movies 

application), 212 
spotlights (30 object lighting), 167 
squash and stretch (animation 

movement exaggerations), 140 
stacks (HyperCard data file), 272-290, 

310-313 
Stage (Director), 296, 347 
standalone applications 

(SuperCard), 292 
standardized terminology (project 

prototypes), 64 
step-and-grab (RasterOps 

digitizer), 205 

stereo sound, 221 
still images, 177 
still video cameras, 124-125 
Stock houses, 240-241 
storage devices, 83-88 
storing 

HyperCard color graphics, 312 
HyperCard text, 27 4 
sound, 220-223 
video images, 189 

storyboards, 45-46 
Strata Vision 30 (3D applications), 

182 
streaming video images 

(Quicklime), 193 
structural designs (interfaces), 28-29 
Style options pop-up menu 

(HyperCard), 277 
styles 

fonts, 98 
text (HyperCard), 324 

SuperCard, 256, 291-295 
SuperEdit application 

(SuperCard), 292 
SuperPaint (graphics program), 111 
surface modeling (30 objects), 

164-166 
sweeping (3D objects), 158 
switching projects, 61-62 
symmetrical compressors, 198 
synchronizing sound in 

animation, 141 
synthesized speech (Macintosh), 

237 
SyQuest disks, 84 
system memory, 81-82 
system versions (hardware), 21-22 



T 

Tagged Image File Format, see TIFF 
Tao of AppleScript, Second 
Edition, 287 

tape recorders, 231 
Targa format, 119 
TCP /IP (f ransmission Control 

Protocol/Internet Protocol), 102 
Tempo (Score window channels), 349 
testing 

project prototypes, 50-51 
prototypes,64-65 

text 
characters, 100 
HyperCard, 319-323 
Hypertext, 94-98 
linking, 96-97 
Macintosh, 90-93 
multimedia projects, 94 
styles, 324 
threading, 94 
wrapping, 325-326 

Text Editor (MovieWorks), 150 
texture mapping (30 objects), 

165-166 
TextureScape (graphics application), 

131 
texturing images, 131 
third party applications 

cards,82 
scanners, 127 
stacks, 290 

threading text, 94 
TIFF (fagged Image File Format), 

112, 118 
time management (projects), 18 
Time window (Action! 

presentation), 263 
timing mechanism (QuickTime), 193 

titles (HyperCard), 320 
tools (Infini-D), 155 

Index 

topics (Macintosh OnLine 
Reference), 31-33 

transfer rates, 83-85 
transition (Score window 
channels), 350 

Transmission Control Protocol/ 
Internet Protocol, 102 

transmitting projects, 23-24 
transparency maps (texture 

mapping), 166 
troubleshooting 

Director, 357-360 
projects, 52-53 

TrueType fonts, 98-105 
type (boldface), 6 
type family, see fonts 
Type On Call (CD-ROM font 

program), 93 
type sets, see fonts 

u 

user access, projects, 20-30 
utilities 

Acrobat utility, 104 
Clip Media cataloging utilities, 245 
Common Ground utility, 104 
cross-platform utilities, 104 
disks, 104-105 
Picture Compressor, 120 
QuickTime, 212-213 
Replica utility, 104 
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v 

Video compressor (QuickTime ), 
198-199 

video digitizers, 123-124, 196 
video digitizing boards 

filters (Radius VideoVision), 205 
Radius VideoVision, 205-218 
RasterOps, 202-205 
VideoSpigot, 201-202 

video images, 123-124 
capturing, 205 
compressing, 197-200 
converting to digital video, 193-197 
decompressing, 197-198 
digital video, 191 
playing sequences on computer 
screesn, 189-190 

recording, 195-200 
special effects, 215-218 
storing, 189 
streaming (QuickTime ), 193 

Video Tape Library Ltd., 241 
VideoDisc Toolkit (HyperCard), 88 
VideoFusion (QuickTime post-

processing tool), 215-218 
VideoShop (QuickTime editing 

application), 213 
VideoSpigot (video digitizer), 123, 

201-202 
view (objects), 159 
virtual reality 30 applications, 

175-177, 208 
Virtus VR (virtual reality 3D 

application), 175 

w 

windows 
Cast window (Director), 297 
Director, 349 
Filmstrip Window 

(Cinemation), 149 
Movie Window (Cinemation), 149 
Paint window (Director), 297 
Score window, 297, 342-344, 349 
Script window (Hypercard), 

283, 353 
Select a Picture to Place window 

(HyperCard), 313 
Select Effect window 

(HyperCard), 288 
Stage window (Director), 296 
SuperEdit project window, 292 

Windows menu commands, 342 
wireframe (shading algorithms), 162 
World Wide Web, 101-104 
wrapping text, 325-326 
WraptureReels One, 244 

X-Y-Z 

Xanadu, 249 
XCMDs (HyperCard), 289 
XFCNs (HyperCard), 289 
XObjects (Director), 301 

Y ARC board (hardware 
accelerator), 170 



About the CD-ROM 
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T he CD-ROM included with this book is in HFS (Macintosh) format, 
and includes a wide range of things-from demos and sample files 
to images and QuickTime movies. (Note that some of the software is 

shareware, and is provided to you on a trial basis.) For more information about 
the disc contents, see "What's on the Disc." 

Different applications and files on the disk have different requirements; we 
recommend a color Macintosh with System 7 or later and 4 MB of memory (and 
a CD-ROM drive!) as a minimum. Some of the applications require more memory, 
and some must be copied to your hard disk to work. The QuickTime movies 
must be viewed with an application that can play QuickTime movies (such as 
CameraMan's MoviePlay or Adobe Premiere). You must also install the QuickTime 
extension, which is included on the disk. Some demos (and the "Putting it to work" 
files) require HyperCard. 

The disc includes: 

Tour the disc (a Quicklime movie) 
Quicklime 2.0 
Cover art 
Software demos and samples 

Includes demos of the following programs: Vividus' Cinemation; Specular Internatlonal's 
lnfini-D 2.6; and LogoMotion (with sample images, QuickTime movies, and an interactive 
presentation); sample images and movies generated using Playmation; No Hands Software's 
Common Ground (and demo documents); Virtus WalkThrough (with sample images and 
movies, and three Voyager documents that enable you to explore a 30 world); Heizer 
Software's Maste~ript, WindowScript, and Compilelt!; Fractal Design's Painter 2.0; a 
catalog for the Multiple Media Tour from Audio Visual Group; Adobe's Premiere 4.0, 
Photoshop 2.5, Illustrator 5.0, and sample movies created using Premiere; Gryphon 
Software's Morph; Motion Works' PROmotlon; sample movies and an interactive presenta­
tion about VideoFusion; a demo movie created using VideoToolKit; CameraMan's MoviePlay 
utility; and Roger Wagner Publishing HyperStudio. 

Multimedia productions created by the author 
Includes: the QuickTime Handbook movie; Now and Zen; Farmers Market 
movies; Dogcow; and Interactive Skye. 

Exploring Multimedia BBS 
Software for calling the Exploring Multimedia bulletin board. 

Library 
A folder that contains images, QuickTime movies, and sounds. 

Chapters 
Folder containing elements relating to specific chapters in the book: graphics 
(including sample images and Photo CD information); a sample animation; a 
sample 30 image; QuickTime materials; sound materials; and files for the "Putting 
it to work" chapters. 



Everything you need to create 
brilliant multimedia! 
The Multimedia Starter Kit gets you going fast 
with easy steps that teach the basics-covering 
all the software you need to take advantage of 
the best Macintosh~ multimedia techniques! 

•Create, develop, and fine-tune multlmedla 
projects In no time 

• Learn specific tips on Integrating text, 
graphics, animation, 3D, Quicklime, 
sound, and more 

• Discover expert techniques for choosing and 
using the right hardware and development 
environment 

• Find out step by step how to get the most 
from HyperCard and Macromedia Director 

• Get up-to-date Information on the best 
multlmedla products and companies 

You get useful information so that you can get 
started quickly creating your own multimedia 
projects. Michael D. Murie, a multimedia producer 
and president of a multimedia consulting firm, 
understands the challenges you face and the 
solutions you need. Valuable notes, tips, and 
shortcuts guarantee the best multimedia results 
in the least time. 

Here's what people said about the previous edition, 
Macintosh Multltnt1dla Wotkshopl 

"Filled with too1s and tips for developing multi­
media projects, this well-written text is an ideal 
book for multimedia beginners." 

CompuSerre Magazine 
" ... an excellent value." 

Austral/an MacUser 
" .. .leads the reader step-by-step to creating, 
designing, and implementing multimedia 
projects." 

Computer Publlc/ty News 

Category: Multimedia 
User Level: All Users 

$30.00 USA I $40.95 CAN 

ISBN 1 - 56830 - 113 - 8 

9 0 0 0 c 




