Multi-Part Multimedia Packages

Soundslides is a program that creates individual audio slideshows. It runs
on Mac and Windows. The demo version is free. Get it here:

http://soundslides.com/

This tutorial requires Flash, a commercial software program from Adobe.
You can download a 30-day trial version here:

http://[www.adobe.com/downloads/

This guide discusses how to plan and build an online package that contains
two or more Soundslides audio slideshows. It requires the uses of Flash.

It’s pretty much a technical guide and does not discuss storytelling strategies
(in the interest of keeping it brief).

a) Start-up Steps

1. Have two or more completed Soundslides on your hard drive. Know
where the project folder for each one is.

2. Know the size (in pixels, width and height) of each one of your
Soundslides. One way to find out is to use the free Measurelt
extension in the Firefox Web browser:
http://www.kevinfreitas.net/extensions/measureit/

3. Draw sketches of each different “page” or screen in the package. This
planning stage is very important. Make sure to include:

a. Width and height of the Soundslides within the full design
(including the title and the controller, each SS in this tutorial is
600 pixels wide x 463 pixels high)

b. Title(s)
c. Blocks of text, showing location and how much space they
require

d. Buttons—make sure people can get back to anything they
already viewed
e. Space or margins around each element in each design
4. Make a list of the assets you will need. For example:
a. Three Soundslides
b. Map of SE Asia (largest display size = 800 x 530) *

* If you wanted to zoom in for a larger view of each country, the map would need to be even
bigger, in pixel width and height, than this.
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c. Buttons: Begin, Back and Credits

d. Map buttons: Shapes of Bali, Malaysia and Thailand (each one
1s a separate button)

e. Three small photos, one for each country button (size about 200
x 200)

5. Prepare any assets you do not already have in their final format
and size. For example, do you have the map saved, as a PNG or GIF
file, at the exact size you need? You can’t import a PDF file! And also,
you do not want it to be smaller or larger than what your design
requires.

b) Flash Movie Size

When you open the Flash authoring application, you're going to immediately
choose a size (pixels wide by pixels high) for the package. It’s very important
that you review your sketches now (before you open Flash) and make sure
your design will fit on the average person’s computer screen.

» The majority of Web users have a monitor resolution of 1024 x 768.
= The Web browser itself (buttons, etc.) eats up some of this space.

» The largest safe size for your Flash movie is 1000 pixels wide x 550
pixels high.

If you ignore this advice, your design will be cut off for many people. That
means it will not look good for them—even if it does look good on your screen.

c) Preparing the Package Folder

When you upload the multimedia package to the Web, you need to have
everything contained inside one single folder. That way you can just upload
the whole thing, and all your links, etc., will continue to work properly.

1. Create a new folder on your hard drive.

2. Name it something short and sensible. Do not use capital letters. Do
not use spaces. Do not use any punctuation except (optional) an
_underscore. Follow these rules to make the folder work properly when
it 1s online.

3. Go inside one of your Soundslides project folders. Copy the folder
inside that is named “publish_to_web” and then paste it inside the
new package folder.
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4. Rename that pasted “publish_to_web” folder. Follow the same rules

given in No. 2 above.

Repeat No. 3 and 4 for each Soundslides you would like to include.

Create a new folder inside the package folder and name it “images.”

7. Copy any finalized PNG, GIF or JPG files that are part of this package
and paste them into the new “images” folder. This is a safety measure
so that if you need to edit the package at a later date, you still have all
your image assets in one place.

S

d) Starting the Flash Work

Finally, you're prepared to begin working in Flash!

1. Open the Flash application, start a new file, and immediately set the
movie’s width and height, the background color, and the frame
rate.” (In most cases, the frame rate should be 15 fps.) You can easily
change the color later—but the size will be a huge pain in the neck to
change, so get it right NOW. I recommend 1000 x 550. You can go
smaller, but not bigger. (See Flash Movie Size, above.)

2. Save the file. Make absolutely certain you are saving it into the folder
you created for this package. Also, be sure to follow the filename rules

provided in No. 2 under Preparing the Package Folder (page 2).

3. Your Properties panel looks like this:

£ W properties  Parameters | Filters
’ Document Size: [ 1000 x 550 pixels J Background: [ Frame rate: 15 fps
Untitled-1 Publish: [ Settings... ] Player: 8  ActionScript: 2 Profile: Default
Device: [ Settings... ]

4. Your Timeline looks like this:

package.fla*
Timeline % Scene 1
& 90 5 10 15 20 25 30 £ 40 45 50 55 60 65
[ /; O
] i || ¢ Bt B (1] 1 |150fs | 00s

“*If you don’t know what I'm talking about, you need to complete this 10-Minute Tutorial:
http://www.flashjournalism.com/tutorials/tutorial 01.html
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5. In the end, your Timeline will look like this:
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6. We'll begin with something very simple: Import the map graphic
into Flash (File menu > Import > Import to Stage) and then position it.
I'm sure you stored your map graphic in the “images” folder (top of
page 3, No. 6 and 7), so you'll have no trouble finding it.

7. Rename the layer (Layer 1) to “map”—double-click to change the
layer name. Press Enter or Return to make it stick.

package.fla*

Timeline % Scene 1

&40

8. Create a new layer. In the
Timeline above, notice there are
lots of layers. This is a good way
to manage your work and make
sure you don’t get into trouble
later. We want nothing on the
“map” layer except the map, all
alone. This illustration shows
how to create a new layer:

9. Name the new layer “text” and save your file.

10.Use the Text tool to create a headline and other
text for your package. (The Text tool can be found
in the Tools panel.)

If you are using my map graphic, you’ll find that you do
not have much space for the text. We'll address that issue
in the next section.
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11.After you type some text, select it (click and drag). Then you can
change its properties in the Properties panel.

i w Properties
Static Text A | verdana 14 JB I B E===
AV |0 a% |Normal Autokern £k
Ww:| 55.0 | x:| -86.0 [A] A3 [Juse device fonts
H:| 21,1 |y:| 123.9 el Target:

Make sure it says “Static Text” on the left side, as shown above. You
can change the Font Family and Font Size and Color.

e) Making Something Move

We're going to make the map graphic start out small and then grow bigger.
This is a basic Flash animation. You can see the same principles explained in
this tutorial: http:/www.flashjournalism.com/tutorials/tutorial 02.html

The basic steps:

1. Make sure the shape you want to animate is alone in its layer.

2. Select the shape (click ONCE on it).

3. Convert the shape or image to a symbol: Modify menu > Convert to
Symbol.

4. Give it a name and select Graphic (in the Convert to Symbol dialog).

5. How long should the animation be? At 15 fps, two seconds will require
30 frames. You can choose less time, or more.

&80 5 10 5 20 % 30 35
[/ text « + @
[ @ O N

6. Right-click in Frame 30 and select Insert Keyframe.

25 30 35 40 45

Insert Frame

0.0s

Insert Blank Keyf%‘ne
Convert to Keyframes
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7. Pause and get smart about keyframes:

& 901 5 10 15 20 D 25 30
[/ text « + [ .I
D (9 D ° UIOI

» Black dot: Keyframe, contains something.

» White dot: Empty keyframe, contains nothing.

= No dot: Not a keyframe.
A keyframe is required for the frame in which a change begins or
ends.

8. Click on the first keyframe in the “map” layer to change the map’s size
and/or position for the beginning of the animation sequence. To make
the map start out small, so it can “grow,” for example, use the Free
Transform tool (on the Tools panel) to resize the symbol.

9. Click on the last keyframe in the “map” layer to change the map’s size
and/or position for the end of the animation sequence.

10.The final step—to make the map move from Frame 1 to Frame 30—is
to add a motion tween. To do so, right-click anywhere between the
two keyframes, on the same layer, and select Create Motion Tween.

1 5 10 15 20 25 30 35

. IJ|0|

3

Remove Frames

Insert Frame
Y| @D % (Y 18 |1

I tscort Kegfiame

11.A proper motion tween has a blue-gray background and a solid arrow:

1 5 10 15 20 25 30

. lol

12.Save your file.
13.To test your movie (and generate the SWF file), hold the Ctrl key and
press Enter (Win), or hold the Command key and press Return (Mac).
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f) Set Up the Segments

Segments 1s a term referring to the separate parts of your package. It doesn’t
have a firm definition, so in some cases it might mean something like
“chapters,” and in other cases, “scenes.”

An easy way to think about segments is to ask yourself how many buttons
you will have in the package. That is, how many buttons take the user to a
different part of the package? You should be able to determine this by
looking at your sketches for the project.

Look at the illustration at the top of page 4. Notice the layer named “labels.”
These are the segments of this package—there are six. The frame labels give
us a way to go to a particular segment by clicking a button.

& 501 5 10 15 20 25 30 35 40 45 50 55 D 60
[/ actions « + O3 s ol ol Ol i
[ Iabels « +« [ gstartover Dlgmapmove 0 gpickfrommap 0 ’;bali 0 gmalaysia 0 gthailand 0

We'll set up the “labels” layer now. Notice it has six keyframes. Make the
keyframes now, with the frame number of each keyframe roughly the same
as shown above.

“ ¥ properties = Parameters | Filters

‘ l! Frame Tween: None

mapmove --

Frame Labell

Label type:

MName

After you have created a keyframe, give that frame a label by going into
the Properties panel and typing in the Frame field:

We also need to tell the Timeline where to stop. We’ll do that with
ActionScript.
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&80 5 10 15 20 2 30 ES 40 4 50 55 60
D 0 O o
[Z Iabels e o [@ Fstartover ngmapmove DJ%pickfrommap ul";bali Dlgmalaysia n;thailand
[ text e+ W, 0j
(2 map e « M, Ole
W4 E] i H N IOl R T S o )

SINboNTsiaA

There is no motion here. During the motion tween, The final frame of the

The button takes you to the map grows larger. The motion tween -- we want
the next segment (label: text is not visible. the Timeline to stop here,
“mapmove”). on this frame.

g) Add ActionScript

1. Select the frame in the “actions” layer that is directly above the frame
labeled “pickfrommap.” Make a new keyframe there.

2. Open the Actions panel (Window menu > Actions).

3. Open Global Functions > Timeline Control, and then, select “stop.”

i w Actions - Frame

ActionScript 1.0 8 2.0 ® D 5

@ Global Functions stop():
@ Timeline Control
gotoAndPlay
gotoandStop
nextFrame
nextScene
play "
prevFrame
prevScens

stop

OONOXOXORONOTONE)

stopp‘ e
= 1St0p playing the movie
| —— |

4. After you have added the stop(); action, you’ll see a small “a” (for
ActionScript) in that keyframe (see illustration below).
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5. You’'ll need to add a new keyframe and a new stop(); action above

each of the remaining frame labels too (“balj,

<«

malaysia,” “thailand”).

h) Add Some Buttons

Buttons are one of the three types of symbol in Flash. You made a Graphic
symbol in Section (e) above, and you will make a Movie Clip symbol in

Section (1) below.

Make a new layer to hold your buttons. Put the layer above the map layer

and below the labels layer.

1. Begin by making a shape or text for your new button.

2. Select the entire button shape or text. Be careful not to include
anything else other than the button shape or text.

3. Modify menu > Convert to Symbol

4. Choose Button, type a name for the button, and click OK.

The button can now be seen in your Library (Window menu > Library).

Double-click the button on the Stage to go into Symbol Editing Mode.

Timeline & % Scene 1 (I-E\ Back Button
&g D|uL] Over [Down| Hit |

[Jlayerl # o o O _J

B @ ! o W2 1 120

o>

In this mode, you can create new keyframe to
change the way the button looks when the
mouses rolls over it (Over) and when it is
clicked (Down). You should also add a shape
in the Hit frame to show what area 1s “hot,” or
active, when the button is in its default (Up)
state.

To exit from Symbol Editing Mode, press Ctrl-E (Cmd-E/Mac) and return

to normal Editing.
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For this tutorial exercise, you want three separate buttons, each of which will
open a different Soundslides. They can be made in the following way, using
the map of Southeast Asia and three PNG images supplied.

o =

-~

Import the three PNG files to the Library.

File menu > Import > Import to Library

Make a new keyframe in the “buttons layer” directly below the frame
label “pickfrommap.”

Drag “thailand_shape.png” onto the Stage and align it with the map.
To change this big rectangular PNG file (a bitmap) into an editable
shape, you must “trace” the bitmap image.

Modify menu > Bitmap > Trace Bitmap

Trace Bitmap
Colar threshold: 100 f OK )
Minimumarea: 1 | pixels I Cancel I
Curve fit:  Tight ﬂ
Corner threshold: ~ Mormal _:]

Now you have a shape that can become a button. Return to page 9 and
follow the four steps listed there to make the shape of Thailand into a
button. Then come back here to No. 8 (next, below).

You now have a pink shape covering up the country on the map. You
don’t want that pink shape to be visible—but you do want that area to
act like a button. To accomplish this, go into Symbol Editing Mode
(double-click the shape) and drag the keyframe in the Up frame to the
Hit frame.

For a detailed description of how to do Timeline | ¢3 || £ Scene 1 (¥ Thailand
this, see: & @ 0| Up [over [Down [ HiL]
[Playerl 7+ o [O o 0 [ I
‘ L3
http://www.flashjournalism.com/tips/in [« T T @mm W 4 20

visiblebutton.htm +

Now let’s provide a rollover that
indicate that you have, in fact, rolled
over a button. We will show a small
photo.

10.Import the file “thailand_thumb.jpg” to the Library.

Guide to Multi-Part Multimedia Packages | © 2007 by Mindy McAdams 10



11.In Symbol Editing Mode for the Thailand button, click the frame under
“Over.” Then drag the “thailand_thumb.jpg” image from the Library to
the Stage.

12.To exit from Symbol Editing Mode, press Ctrl-E (Cmd-E/Mac) and
return to normal Editing.

Finally, we are going to make the button do something. In this case, we will
send the Flash movie from where it is, on the map-only screen, to a screen
that holds a Soundslides slideshow about Thailand.

To do so, you must script the button.

Click the button once to select it.

Open the Actions panel (Window menu > Actions).
Global Functions > Movie Clip Control > on

Then select “Release” from the next menu.

Ll

0O

i w Actions - Button

ActionScript 1.0 & 2.0 B |k POV E@E
[E) Global Functions 1 on (release) {
Timeline Control g ¥
Browser/Network k

Printing Functions
Miscellaneous Functi
Mathematical Functic
Conversion Function:
@ Movie Clip Control
duplicateMovieCl
getProperty

on

onClipEvent

(OFOFOIORE)

removeMovieClig

Finally, in between the curly braces { } type:
gotoAndStop("bali");
The complete script on the button:

on (release) {
gotoAndStop("bali");
}
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i) Add a Container for Your Soundslides

Flash allows you to create a symbol called a “movie clip.” The movie clip
symbol is very powerful and can be used for many different purposes. One of
those purposes is to load external SWFs. Your Soundslides are, in fact,
external SWF files.

To load an external SWF, you need to create an empty movie clip.

>

1. Create a new layer in the Timeline and name it “empty clip.’

Untitled-4*
| Timeline | ‘ ‘ 5 Scene 1

=308 s
Flajerl / + + W

| Timeline H ‘ ESoenel

24 E] @ || ¢ [ Layer 1 N s !!
e

el @ ‘Mil

Click icon to add a new layer. Double-click layer name and
type to change it.

2. Insert menu > New Symbol

View D =Zie Modify Text Commands
Ur e [% e

Timeline »

Timeline Effects 4
|

Scene

Select “Movie Clip” and name it Empty Clip, as shown below. Then
click OK.

Crzaiay 25 S5ymugl

Name: | Empty Clip K
Behavior: (%) Movie di Cancel
(O Button D%

() Graphic
7S Advanced

i 8

3. Now you are in Symbol Editing Mode. Exit from that immediately!
Either click the blue arrow (shown below in Windows XP/Flash 2004
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6.

MX), or click the words “Scene 1,” or press Ctrl-E/Cmd-E to exit. This
is a crucial step!

Untitled-1* %

B

* w Timeline

The new symbol (Empty Clip) is in your Library, but not on the Stage.
You must drag it from the Library to the Stage. But first, please make
sure that Frame 1 in your “empty clip” layer is selected.

Untitled-4*

| Timeline H ‘ éScenel
aaof -
| W dp s+ o+ u

[ Layer 1 s s
e @ || ¢ &

Open the Library panel (Window menu > Library). Find your Empty
Clip and drag it to the Stage. Place it where you would like the upper
left corner of the loaded SWF (the one containing your Soundslides) to
be.

¢ w Library - Untitled-1

-
i

One item in library

|Use Cour =
O
0

Name |IGnd

You must give an instance name to this instance of Empty Clip on
the Stage. Reason: ActionScript needs a name for loading the external
SWFEF. Look at the illustration below to see the space where you type
the instance name for the movie clip named Empty Clip.
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7.

8.

i w Properties

Movie Clip Instance of:  Empty Clip

loader_md| |

w:l 0.0 X:| 623.0

H: 0.0 Y: 269.0

Make sure you type the instance name without any spaces. In this
example, the instance name is: loader_mc

(It is important to use this exact name, because we will use it soon in
some script, below.)

Press the Tab key or Enter key after you type the instance name.

Save your file.

j) Put the Empty Clip to Work

What we need to do is tell Flash to load the desired Soundslides slideshow
into our empty movie clip when we arrive at the frame we have prepared for

1t.

The three country buttons are already sending the movie to the correct frame.

All we need is some ActionScript on the frame to make the slideshow appear.
The upper left corner of the slideshow will be exactly where our loader_mc
movie clip is positioned.

To write the script:

1.

@

Click once on the frame, in the “actions” layer, above the “bali” frame
label.

Make a new keyframe there, to hold the ActionScript.

Open the Actions panel (Window menu > Actions).

Type the exact script shown below. Be very accurate. All punctuation
and spaces much be exactly right.

loader_mc.loadMovie("bali/soundslider.swf");

This will load the “bali” Soundslides. To load the other two, follow the same
steps, but use the correct folder name (not “bali”) in the line of script.
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