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Preface

D oes the idea of creating worlds that are limited only by your imagination
appeal to you? When you’re creating multimedia applications, that is essen-
tially what you’re doing. As the author of a multimedia application, you are tem-
porarily suspending the user’s reality, taking the user through a defined space
that you've created.

The best tool out there for putting together a multimedia masterpiece is Macromedia
Director. It is the tool of choice for thousands of developers around the world.
Director 8 is useful right out of the box and gives users the power to create incredibly
complex, interactive applications using the software’s powerful scripting language,
Lingo. Furthermore, because of its cross-platform capabilities and support for Web-
based media, Director’s Shockwave component has become the standard for creating
Internet games and applications.

Yet despite all of Director’s power, it is like any other tool in that it works best in
the hands of people who can use it to its best advantage. The book you are holding
is your means of learning how to do that. Written by veteran multimedia developers
with decades of experience in their craft, Director 8 and Lingo Bible takes you step
by step through the process of making animations, games, kiosks, and more. It’s
your ticket to mastering the premier multimedia application, Director 8.

Who Should Read This Book?

Director is a flexible and diverse program that you can use to author projects for vari-
ous purposes —and the range of users is nearly as diverse. This book is designed to
span both the power of Director and the variety of people who use it. You're an ideal
candidate for reading Director 8 and Lingo Bible if you:

O Need a guide to creating animated presentations and projects in Director 8

O Are an educator and/or are creating interactive learning modules

0 Want to create interactive kiosks and catalogs

O Are a multimedia developer who needs a comprehensive reference to
Director 8 and Lingo

O Are proficient with Director, but you want to become familiar with the
changes introduced in Director 8

0 Want to learn to use Lingo, Director’s scripting language
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O Plan to develop powerful Web-based Shockwave projects

O Are well-versed in Lingo, but you want to know more about the new Lingo
features added to Director 8

0 Have an interest in the latest multi-user technology that’s included with
Director 8

Because this book was developed as part of IDG Books Worldwide’s comprehensive
Bible series, your own particular experience and proficiency with Director won’t
matter. Novice users will discover how to add sophisticated behaviors into their
programs — without having to do any coding. People who are familiar with Director
but want to learn Lingo will find sample scripts and ample information here. Even
advanced developers will come away with a more complete understanding of how
Director works in general and how Director 8 works in particular. We’ve designed
Director 8 and Lingo Bible to take you from the first tentative steps to complete
mastery of the program.

What Hardware and Software Do You Need?

You need to have Macromedia Director 8. Director 8 and Lingo Bible is written to be
platform-independent and covers both Macintosh and Windows 95/98/NT versions
of Director 8.

According to Macromedia, the minimum requirements for a Macintosh developer’s
workstation are as follows:

O A Power Macintosh running system 7.6.1 or later

0 32MB of RAM minimum

0 A 13-inch, 8-bit color monitor supporting a minimum of 256 colors (8-bit) and
800 x 600 resolution

0 20MB of free hard disk space

O QuickTime 3.0 or later

O A double-speed or faster CD-ROM drive to install Director and play the com-
panion CD-ROM that accompanies this book

According to Macromedia, the minimum system requirements for a Windows devel-
oper’s workstation are as follows:

O An Intel Pentium 90 or equivalent processor running Windows 95, 98, or NT
version 4.0 or later

0 32MB of RAM minimum



Preface Xi

O A 15-inch, 8-bit color monitor supporting a minimum of 256 colors at 800 x 600
resolution

O QuickTime 3.0 or later

O A double-speed or faster CD-ROM drive to install Director and play the com-
panion CD-ROM that accompanies this book

You cannot author using a 68040 Macintosh or PC running Windows 3.x. You must
have a Power PC Macintosh or be using a PC running Windows 95/98 or NT 4.0 or
later.

How This Book Is Organized

In theory, you could read this book from cover to cover, but you will probably find
that you’ll focus on one particular section at a time, gaining mastery and under-
standing by running through the clear and well-documented examples. Most of the
chapters have sample Director movies (available on the CD-ROM) that are designed
to teach you real-world methods and techniques that you can use in your own
Director projects.

This book is organized into the following parts.

Part I. Working with Director

Part | begins by introducing you to the Director program and many of the program
concepts, including sprites, cast members, movies, and the Score. In Chapter 1, you
learn about the individual components that are used together to create movies like
the Cast and Score windows, the Paint and Vector Shape windows that are used to
create elements, and the Inspectors that are used to modify elements.

Chapter 2 teaches you how to create media elements using the Paint and Vector
Shape windows and how to work with imported graphics. In Chapter 3, you learn
how to manipulate sprites on the Stage and in the Score window, how to create and
control keyframes for animating sprites, and how to use Ink effects to control the
way sprites appear on the Stage. Then, in Chapter 4, you learn about Director’s
powerful text capabilities, such as embedding fonts into your movies. In Chapters 5
and 6, you learn how to incorporate digital audio and video into your projects.

Part II: Bringing It All Together

In Part I, you learn how to add interactivity to your movies, how to output Director
movies to a variety of viewing media, and how to use proven techniques that
streamline the authoring of your Director projects.
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Chapter 7 shows you the power of Director’s extensive library of built-in behaviors,
which are found on the new Library Palette. You can use the Palette to create sophis-
ticated interactivity and animation without having to write Lingo code. Chapter 8
shows you the various ways to output your movies for a variety of different play-
back media, including Shockwave and Java.

In Chapter 9, you build an interactive multimedia application that expands upon
the techniques you used in previous chapters, and you learn useful techniques that
increase your authoring skills. Chapter 10 focuses on tools and techniques that you
can use to identify the scope of your projects, add that extra level of creativity, and
streamline production processes for working on large Director projects.

Part Ill: Learning to Program with Lingo

This is where the fun begins. In Part I, you learn Lingo, the powerful, object-oriented
scripting language built into Director. Chapter 11 covers the basics of programming.
Even if you've programmed before, Chapter 11 is a good introduction to how Lingo
functions. Chapter 12 covers lists, an important data type in Lingo programming.
It also touches upon other structures similar to lists. Chapter 13 explains object-
oriented programming as it relates to Lingo.

Part IV: Controlling Media with Lingo

You start programming from scratch in Chapters 14 and 15, working with sprites
and behaviors. Chapter 16 introduces Director’s powerful text handling through
Lingo. In Chapter 17, you work with Director 8’s new vector shape members and
Flash. Chapter 18 deals with playing sounds in Director. Closing out Part IV is
Chapter 19, which covers the manipulation of video with Lingo. By the time you
finish Part IV, you’ll feel comfortable with the most common uses of Lingo.

Part V: Further into Lingo

The last part of this tome begins with troubleshooting Lingo in Chapter 20. Chapter
21 covers memory management. You work with interface elements, such as menus
and dialog boxes, in Chapter 22. We discuss the power of playing Director movies
within windows in Chapter 23. In Chapter 24, you learn Lingo for Web-related appli-
cations. Using Xtras in Chapter 25 teaches you the ins and outs of file i/o. Chapter
26 covers the new imaging Lingo commands; you’ll learn to create images on the
Stage without using sprites.

Appendixes

This book’s appendixes offer important supplemental information for Director
users. Here, you can find instructions for installing and configuring your Director
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environment, a detailed listing of Director’s built-in behaviors, shortcuts for improv-
ing your productivity, and a healthy batch of additional resources to keep at hand.
There’s also a description of everything that’s on the CD-ROM that accompanies
the book.

Conventions Used in This Book

The following conventions are used throughout the book.

Mac and Windows conventions

When the keystrokes are different on a Macintosh and a Windows system, the differ-
ences are noted. For instance, the Command key on the Macintosh is the equivalent
to the Ctrl key on a Windows system. Thus, a typical instruction might be:

Press Command+C (Ctrl+C)

In this case, the first instruction is for Mac users (to press the Command and the
C key simultaneously). The instruction in parentheses is for Windows users (to
press the Ctrl key and the C key simultaneously).

Key-combinations

When you are instructed to press a key-combination (that is, to hold down the first
key and the second key simultaneously, releasing them at the same time as well),
the key-combination is separated by a plus sign, as in:

Command+2 (Ctrl+2)

This example tells you to hold down the Command key (or Ctrl key on a Windows
system) and press the 2 key once, and then release keys.

Mouse instructions

When instructed to “point” the mouse, you must move the mouse so that the
mouse pointer moves over your screen until it touches or passes over the
specified target item.

When instructed to “click” an item, you must move the mouse pointer to the
specified item and click the mouse button once. (If you’re a Windows user, click
the left mouse button, unless instructed otherwise.) “Double-click” means to
click the mouse button twice in rapid succession.
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When instructed to “click and drag,” you must click and hold down the left mouse
button while moving the mouse to a new location. This process is used typically to
select an element and drag it from one location to another.

Menu commands

When you are instructed to select a command from a menu, the menu and the com-
mand are separated by an arrow symbol. For example, when instructed to execute
the Open command from the File menu, you see the following notation:

File 0 Open

Typographical conventions

Italic type is used for new terms and for emphasis. Boldface type is used for text
that you need to type directly into a field from the computer keyboard.

Code

A special typeface is used to indicate information that appears on your screen,
such as the text of Lingo scripts and handlers, error messages, screen prompts,
and so on. As an example, the following sample of code is in the special font:

on exitFrame

go to the frame
end

This special typeface is also used within paragraphs to designate Director terms
such as put the number of sprite 10and on mouseUp, and commands such
as set, put,and go to.

The line character (=) at the end of a line means that statement continues onto the
next line.

When you see code in italics, such as myChannel below, the text is serving as a
placeholder for a variable or literal expression:

sprite(myChannel).loc

If the code in italics is surround by <>, then the code is optional.
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Navigating This Book

Because of the size and scope of Director 8 and Lingo Bible, and the number of pro-
cesses described, it’s important that you’re aware of the various signposts we’ve
placed throughout the book to help guide you.

Each chapter begins with an overview of the information it contains, and each
chapter ends with a quick summary of what you’ve learned.

Icons appear throughout the text to indicate something important or especially
helpful. Here’s a list of these icons and what they represent:

Tip Tips provide you with the extra knowledge that separates the novice from the vet-
+,_ eran. Make use of the Tips spread throughout this book to get the most out of
4 Director.
-ﬁ\lote Notes along the way provide additional information or technical data on the

- subject at hand.

Caution The caution icon is your warning of a potential problem, usually encountered
during a process.

New '\ Sections marked with a New Feature icon detail an innovation introduced
Featle in Director 8.

onthe . The CD icon indicates that a sample file is available on the CD-ROM that
CD@V‘ '\ accompanies this book; we usually list the appropriate folder/directory and
\x— filename here.

New Director users tend to find the program intimidating. Indeed, there is much to
learn before you can harness all of Director’s power. Director doesn’t have to be the
Goliath application it seems, however. The building-block progression of Director 8
and Lingo Bible chapters, combined with solid real-world examples, guides you
through the process of creating your own movies, and you’ll soon find that you can
easily wield the substantial power of this versatile program.

You'll also encounter sidebars throughout the book that offer more extensive background
information on particular topics. These sidebars often provide an expanded discussion and
insight for the topic at hand. Some sidebars are technical in nature, while others are anec-
dotal. This book features several sidebars containing interviews with Director veterans who
share their knowledge and insight with you.

XV
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