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It is difficult to convey the "feel" of  MOVlE MAKER in  a written 
manual. This system is a totally new tool  for artistic expression. 
Recause it  can d o  things that have not  been possible before, i t  

entices you to think i n  new ways. MOVIE MAKER gives you control 
over thing5 that ar.e /ust not possible with pen and ink, f i lm, video- 
tape, or  any other medium. 

MOVIE MAKER is incredibly open and flexible. (Jnlortunately, i t  
is necessary i n  this manual to describe the MOVIE MAKER proce- 
dures sequentially because of  the limitations of the written page and 
because n o  one can learn everything at once. When you use MOVIE 
MAKER, t?owever, you wiii be able i o  "use eveiflhiiig a: once." Yocl 
can move freely back and forth arnong procedures to t ly out new 
ideas. It is hard to overstate the freedom a n d  opportunity this gives 
you. 

MOVlE MAKER is a lot easier to use than it may appear at first. It 
allows you to experiment right f rom the start without fedr of losing or 
damaging anything. A l though this manua l  necessarily "taiks 
through" each step of every procedure, i n  actual use you won't /lave 
to  think about every step. 'The MOVlE MAKER commands will 
become part o f  your vocabulary, and you will use thcrn witliout 
consciously ihinliing about them. You will even develop a distinctive 
style i n  using them, just as you have a distinctive style of talking and 
writing. , 

MOVlE MAKER is fun! It really is a rnalvelous tool for artistic 
creation and expression. MOVIE MAKER rnakes it easy l o  try out 
ideas and bring them to life. A n d  seeing those ideds bring pleasure 

to others adds to the fun. 
Get to know MOVlE MAKER. You'll enjoy it. 

k 

6 Creatirag Special EBects 55 
Editing Your Movie, 55 

Playbaclc -56 
/ (Slash)--the Frame Marker, 56 
Slili-TArrow Keys, 57 

Fieezing a Sequence, 57 
Redefining Squences,  58 
Zoorning, 58 
Expanding Shapes With "§WE,"  59 
Changing Actors. Sequences and Scenes, 59 
Eiasing a Frame, 60 
Yanking a Single Actor, 60 
Repositioning an Actor, 61 
Changing Colors, 61 
Trading Colors, 62 
Adding Sounds, 62 
Addirig Titles and Text, €4 
Managing Multiple Actors, 65 

7 Tips for Advanced Animators 67 
Malung Your Own  Play Disks, 67 
Getting the Most out of the System. 68 
Timing is Important, '70 
You Can Leave Out Some Details, 70 
Tr ic lu  With Actors arid Backgrounds, 70 
Varying the Speed and Amount o f  Animation, 71 
Tipsoon (Jsing Sound, 7 1 
Registration, 72 

8 Summary of MOVE W E R  Commands 73 
Appendix A What 'To Do 

When Things Go Wrong 80 
Appendix 63 Glossary 83 
Appendix C (Ising MOVIE MAKER In Your 

Own Programs 86 

uii 



MOVIE r"44KER is a complete movie animation system on a micro- 
compciter. It's the first and ordy one. It can do alrnost anything that 
professional animatois do  by hand, only much faster and easier. 
LVith b1OVIE M,4KEX you don't have to do any programming-just 
learn a few siniple commands -such as ''A" for Action, "C" for Color, 

,3174 "E" fur Erase; then let your imagination and creativity run free. 
It's fun!  

MOVIE. MAKER encourages you to exlxrirnent. It enables you 

to d r a w  shapes, create animation scqclences and pcfl them into a 
~h01.t movie. You can add color, sound, titles and text. It I d s  you t ~ y  
o~lr an idea and see Uie results immediately. MOVIE MAKEII gives 
you an extremely powe~fu l  and flexible set of tools. It's like having 
your own animation studio on  a rnicrocornputer. 

Here is what you need to run MOVE MAI6ER: 

I. h ATARlS* microcomputer with 48K of Randorn Access 
Memory (f?PaM) 

2. One or twn A M 1  disk drives 

3. A joystirk 

4. At least four blank disks for your MOUE MAKER files 

5. A little irnsginat~on. 

You can produce an animation in your first MOVE fJAKER session 
wth only five simple commands. Want to try it? Here's how: 

1. Remove any sofhvare cartridges from the ATARi microcom- 
puter, p ~ . ~ t  the MOLIE MAKER dish into the disk drive (or Drive 1 i f  
yol! have two drives) and !urn or! the microcornptrtrr. !See your 
ATARl manual if you're uncertain about how to start up the 
computer.) 

NOTE: If you have a recent ATAUl computer with BASIC larig!~agc: 
in ROM, you will have to hold down the OPTION key on the keyboard 
while MOVIE MAKER is booting. 

'ATARI is a reqisier+d trademark of Atai, Inc., (a Warner Conrrnunications Con,. 
parry). used by prm~ssic,~~.  



After the title and credits for MOVIE MAKER run. the Main Pk -ili 3. Press the down i~rrow Key to move the lighted Selector Bar 
over the words "GET FILE," then press RETURN. Anather menu will 
appear. It looks like h i s :  

appear on the screen. It looks like Uiis: 

f MOVIE MAKER 

I MOVIE MAKER: COMPOSE 
1) COMPOSE 
2) RECORD 
3) SMOOTH 
4 )  PLAY 

i 
I COPYRIGHT 1982 

JWHAT S ~ ~ O U L D  I GET? 
/Use ARROWS and RETURN to selecl. 1 INTERACTIVE 

PICTURE SYSTEMS 
1 INC. 

CURRENT FILE 
r-- __ _.I_--_I_I)̂ ----- 

2. Type 1 to select COMPOSE and press the RETURN key. The 

4. Press the arrow keys to move the lighted Selector Bar over 
the word "SHWE" if it is not already there. Press RETURN. 

/CATALOG ~ r t s  RENAME ~ I I C  

G E T  fllc DEI.ETE fllc 
KEFP f ~ l c  FONMAT t l lsk 
RIAIN hlENlJ SELECT clrlve 
COMPOSE CLEAR rncrnor) 

5. MOVIE MAKER will ask, "WHAT FILE SHOULD I GET>" 
Type DOG a r~d  press RETURN. A screen full of dog shapes wil! 
appedr. 

Ready to rndlte an anirnntion? Here are the five commands. 

1.  Type A. A single dog will appear in h e  center of the screen. use ARROWS and RETURN lo  select 

L . ---.. -- ..- . .--. .- 
CUAHEN'T' FILE - ~ ------.---.-.-.-.- - 

[ s w  
BKG ----.-.- 

CURRENT DRIVE: 1 
---.- 

2. Type S1 and press the space bar. The drw will start to nlfwe. 
Fress the space bar again and the dog will stop. (The space b , ~  
starts and stops anirnatiorls. You can do the same thing by holcl i~~y 
down and releasing the button on the joystick.) 

3. To chnrqc the speed of  animation, type F (for Frame Hate) 
and any nurnber betweeer~ 1 and 9. The fastest speed is  1'9. You Cdn 



"LS 
charqe the speed while the anirnation is running ("on the fl) Jr 

when i t  is stopped. 'Try it w iU~ different numbers. 

4. Type CO and press the right arid left Arrow Keys to change 
the Rackg1011rld color. Press b e  up  an down ,%row Kqs to change 
the color intensity. Try different corrtbinations. You can change 
colors on Lhc fly or with the animation s!opped. 

5. Now start the anirnation and move the joystick The dog will 
move around the screen. M e n  you're brough trying out the anirna. 
tion, type U to return to the COMPOSE Utilily Menu. 

Corlgratulationsl You've just made your first simple animation! 

Now i f  you'd like !o see solme fancy animations !hat wCere made 
with MOVIE MAKEK, remove the M(SV!,E MAl<ER disk from the 
drive, turn it over so that the AiJl'OPI..AY side is up, put it back in  the 

drivc. arid press the SYSTEM RESET key. You'll see several different 
;nirr:adnns. They will cycle repeatedly. You can use the space bar to 
stop and start the animations, and the Fmumber command to 
change the animation speed. 

What MOVE IVMER Does 
1 
f 

The Computer Helps You Draw ! 
MOVIE NAKER does a lot of drawing for you. AS you draw a 

shape. MOVIE NAKER "renlenibers" what you draw. It lets you 
dupl~catc all or part of the shape and nwve it ta a different section of 
the screen. You can then alter the duplicate while the original shape 
remains unchanged. You can reverse or "flip.flop" the shape without 
having to rtdraw it (This is very handy for combining simple shapes 

i l l to co~nplex figures.) If you draw a hollow shape, MOVIE MAKER 
can insert any four of the 128 ATARl colors into the space. If you 

make a mistake or change your mind, MOVIE MAMEH lets you erase 
ac much or as little as you wish. If you want to animate ordy part of a 

figure, MCME MAKER enables you to work on just blaat part wi thol~t 
having to redraw the whole figure. 

You probably know that anirnated mbvies create the impression 
sf movement by using a sequence of pictures. Ench picture is 
slightly different from the previous one. When you flip rapidly from 
one picture to the other through the sequence, the figures in the 
picture appear to move. In fact, profcssiorlal animators call each of 
these sequences a "Rip." To see how this works, look at the arrow at 
the bottorn righthatld corner of page 7 arid the61 use your right 
thumb to fan the pages of this manual from front to back. Try it at 
dilfcrel-lt speeds. That's what the computer does when you use 
MOVIE MAKER. 

When you use M O V E  MAKER. you draw or copy shapcs on the 
niicrocomputsr screen with a joystick or with the keys on the key- 
board. At your coinrnand, MOVIE MAKER duplicates the shapes. 
moves them around on  the screen to form pictures and sequences. 
and then auromatically cyc!es the sequences of pictures to create 
the impression of movement on the screen. It even smooths the 
pictidrcs to rernove the "flicker" when you play :he tinishecl movie. 

A finished movie can be up  to 300 "frames" long. Depending 
on the speed and repetitions you select, it can take from a few 
seconds to several minutes to run. You can direct the computer to 
r im the movie once, several times. or continuously. And with the 
FLAY disk, you can store several movies so that they will run orie 
after another. 

MOVIE M E R  Stares Your Movie Elements in Files 

When you finish each elcrnerlt of a movie, MOVIE. MAKER lets 
you keep 1)-le finished element in a file for future use. MOVIE MAKER 
has six kinds of files for different elements: i 1 i shape files (StIP). (2) 



background files (BKG), (3) animation files (AN), (4) sorlnd 9 s  
(SND), (5) extra h~nct ion files for type fonts and special el.-.?s 
(FMC) and (6) M W I E  MAl(EK files (MVM) for finished movies. You 
may a r a t e  as many files OF each type as you wish. so long as you 
give each file a djfferent name. 

F\OVIE WKEH has four sections: COMPOSE, RECORD, 
SMOO'iH and PLAY. Yuu do n m i t  of your creative work in  COM- 
POSE and RECGRD. In the COMPOSE sectiofi, you draw Shapes, 
inscr? color, and combine Shapes into Sequences and Back- 
gruur:ds. Lbihen they are finished, you can store them for later use as 
Shape Files at id  BacIqror!nd Files. 

In the RECORD section, you record tbe Seq~wnces over Back. 
groi.~rids into the h i rnd t ion  File. You can rnove from one to six 

Actczrs arouiicl on the Background with your joystick as you record. 
Yo!) also can vary the colors. Sequences, animation speed, and the 
nurnher of repetitions of each Sequence. 

You can perform many procedures in  both COMPOSE and 
RtCOKD. i-iowever, yoti cu'n draw 3 r d  duplicate Shapes only in 
COb\PC)SE. And you can add sounds and record Animation Files 
only in IIECORD. 

Although thtse procedures are described separately and sequen. 
tially in  t l l is rrlanual, in practice you will use them togttther a;id in  
varying ordcr. You will rnove back and forth anlorig the proccdur~s 
as you try nut new ideas and add them to your anitnatiorls. 

In the SMC)!?TH section, MOUE MAKER automatically srriooths 
out thc bumps and flicker f rom the Animation File to produce a 
firiished MOLrIE MAKER File. The SMOOTt1 section works auto 
matically. 

In the PLAY section. MOVIE b1AKER plays back the finished 

MOVIE. M,4KER File that you have previodsly recorded and 
smoothed. 

\ 
sic Steps in Making a MO 

Here are the basic steps in malung a MOVE Mhl(ER animation: 

, Shapes 

! hi i 1 i L A  

I Draw 
a 
Back. 
ground 

Insert 

I Color 

RFCORn 
an 
Animation 
File 

I 
RECORD 



21. CI-for lliility Menu 

22. V-for View and Voice 

23. W--for Window 

24. X-for X t m  Function 

25. Y- - f i x  Yank 

26. Z-for Zoom 

/-Mark a frame 

ESC-Change screen pages 

Space Bar-Stop and start action; terminate commands 

A m w  k y s - - D m v ,  diange, colors, review Shapes, step forward and 
barlward through frames 

! 

MOVIE FAKER prodluces powerfd results, l o  see how, turn to 

the next c!mptcr. 

Like aily software system that is powerful and flexible. MmlE 
MISER has more featu~es tllan you will be able to learn at one 
siuing. However. ilie extensive use of menus and simple one-ietter 

ccj~nrnands rnaitvs it easy to learn and use. You'll pohably he sur- 
prised at how quickly you can master FlilVlE 

Mere is h e  cornpkte set of commands: 

1 .  A-for Action and Actor 

2 5-for Border 

3. C-for Color 

4. D-fol Duplicate 

5. E-for Frase 

6. F-for Frame Rate 

7. G--for Go To 

8. Ii--for Help Line 

9. I-for Insert Color 

10. J-for Jurnp 

1 1 . K - Tar " Kwickness" (Quickness) 

12. L-for Loop 

13. M -for M~rror 

14. N-for No~se 

1 5. 0-Jor Outline 

16. P-for Fen and Playback 

17. Q--for Qcr~et 

18. fa-for Restore and Rewind 

19. S-for Sequence 

20 T-for 'Trade Color 



Preparing a Script and Log 

The lirst step in creating a movie is to decide what story you want the 
movie to tell. Vrofessional animators prepare a script lor this porp(,se 
and assrmhle sketches of the main scenes into a "storyboard" to 

show the srqilence of the story. You don't have to get this bncy,  but 
you do !wed to plan the Actors, backgrounds. and animation before 
YOU begin You sl~ould make some simple notes of your plar~ so that 
you won't leave anything out when you start making your rnovie. 
These notes will be your "script." 

it is absolui::iy essential to keep a log as you rnalce your movie. 
l l l e  log helps you keep track of the different parts of your movie. It 
can tell you which Shapes and figures are stored in which files. It can 
tell you which ,Sequences, Backgrounds and sounds should start 
and stop at  which frames. It also can identify Sequences of anirna 
tion and sound, in case you wish to use thern again. 

One sr~ggested format for a MOVIE WiKER log appears at the 
end of this manual. You may wish to adapt the format for your own 

use. 
Very soon after starting to use MOVIE MAKER you will be able 

to make quite intricate animations. You may be surprised at how 
many files you will create. You will need a record of your fiies, 
sounds, and Shapes to k e w  them straight. Make it a habit from the 
beginning to keep good records of the locations of your various 
movie elements. 

Format Some Disks for Fifes 

Before you start making a movie, you need to have a supply of disks 
on hand for files and duplicate copies of files. Experience will teach 
you how many file disks you need. To st;~rt, however, you need at 
least four disks: one for your original work flles (Shape. Background. 
and Animation), one for your MOUE MAKER (MVM) files, and two 
for backup copies of these files. Make it a habit frorn the outset to 
make frequent backup copies of all your kork.  

Before you can use a disk for MOVIE M K E R  files, you must 
"format" it. Formatting puts some information on the disk to enable 
the Atari to rec~gr~ ize  and read it. 

To  format a disk, boot the MOVIE MAKER Disk. When the Main 
Menu appears, type I and press RETURN to choose the COFIFOSE. 
option. When the COMPOSE Utility Menu appears, use the arrow 
keys to move the lighted Selector Bar over the words "FORMAT 
DISK" and press RETURN. The following message will appear on 

the screen: 



RFNEMBER: From any Ut i l ig Menu );ou can get to the Mail. .em 
and from there to any section of M O V E  MAKER by following the 
prornpts on the screen, You don't have to reboot; just be sure that 
p u r  MOVE MAKER Disk is in the drive when you move from sec- 
hon to section. 

Let's stall making your movie. To keep it simple, let's begin with 
:;(>me existiny Shapes. 

Yo14 can use either the COMPOSE or RECORD section to com- 
bine Shapes iiiio Seq~ences. For now. we'll use COMWSE. 

Remove any software cartridges from the computer and boot 

tile MOVIE MAKER Disk. (If lhere are any software cartridges in  the 
computer, MOVIE MAKER won't boot.) When the Main Menu 
appears, type I to select the CQMFOSE section. When the COM. 
POSE Ut-ility Menu appears, selcct the G E I  FILE option. When 
MG'JIE M,WER a5k.s what type of file to get, select the SHAPE 
uption. When MOVIE MAKER asks the name of the file to get. ryPe 

DOG Notice that the file name appears beside the letters "SHY (for 
Shape) as a Current File. 

TO the current Stiape Fde, move the Selector Bar over 

COMFOSE anrl press RE IYJRN. Do you see a lot of d('~gs? The  S the 

Shape Page ot lhe DOG file. 

At the top aF the Shape Page are three Color Bars showing the 
current Shape colors. These colors are designated (From the left) 1 .  
2, and 3. A fourth color (0) is used for the &xkgromd.  

Across the bottom of the Shape Page is the green Help I h e .  It 
looks like this: 

------ - - 
F4 s O . 0  K1 JO LO C1.00.2 01/64 SHP 

------ ------ ----I-__- 

7he Help Line gives you the current status of various corn. 
rnands as well as other information, There: will be more about this as 
we go along. 

The Help Line and Color Dars can be turned off by typing 1-1 and 
turned back on hy typing H again. Try it a few times. 

Now that you have some Shapes (in this case already drawn for you), 
the next step is to put them into a Sequerlce. Planning a Scq~~ence  
requires some thought about the final r e s ~ ~ l t  desired, h i t  it takes very 
few Shapes to create a believable motion. You sho~l id add each 
Shape to the Sequence in the order you wish to have it appear in ~e 
animation. 

To  define a Sequence, first type S followed ~y a number from 1 
to 9. In this case, since you have no other Sequences yet, start with 
thc n ~ ~ r n b e r  I. The Sequence command report on the Help Line 
should look like this: 



PRESS Y TO  C O N F I P .  OR 
RETURN TO UTIL.IT( MENU 

This a safety reminder. Remove the MOVE MAKER disk from the 
drive and insert the disk to be Formatted. 

CAU71QPI: Be sure that the disk in the drive Is the one you 
wish tcr format. I f  you accidentally re-fonnat one of your file 
disks, all of the lraformation stored on the disk will 
PEPMNENTLY DESTROYED1 

%en you imve confirmed that the correct disk ir; i n  the drive, 

tyl'e Y. The dirk drive will whir and make a series of clicking sounds. 
LC'hcn the formatting is complete, the prompt will dimppear from the 
screen, and,the ,%lector EPar will returr~ to the tup of the menu. 

While you're at it, forrnat a few more disks for spares You don't 
!*:ant tc, Ime  valuable worl: because yoar file disk fills up or y o ~ i  run 
cqlt nf 5;p;lreS. Herc:'s a good rule of t h ~ t r ~ h :  

Disks arc1 cheaper than your tirne! Use plenty of them, and always 
keep sorne spares on  hand. 

Moving Around in MOVE 

Ycu've already seen how to select menu options with the Selector 
Bar and move from the Main Menu to the COMWSE Utility Menu 
and back. The prompts on the screen always tell you what to do. YOU 
will use these procedures again and again in the various sections of 
MOVIE P\AKER, and you will quickly beconle familiar with t h e m  
Let's revirw them: 

1. There are four sections of M O V E  MAKER: COMPOSE. 

RECORD, S,VOOTH, and PLAY. 

---.- 

sers kith More T n One Disk Dad.b~e 
MOVIE WIKER can be used ~4th cilher one disk drive or two. 

One drive works perfectly weli, but using two drives can save you 
/ some iime and reduce the amount of physical handling of disks 

that you have to do. 
if you have more than one disk diiqe, always put your MOVIE 

MAKER Disk in Drive I and leave i t  there. Use Drive 2 for your 
work and MVM File Disks. Since most of the instructions in this 
guide are written for single-drive setups, you wi!l have tcr do a little 

/ "translating." Except for the forrnatiing of new disks, whenever 
this Guide tells single-drive user:; to remove the MOME MAKER 
Disk from the drive and insert another disk, you may simply leave 
the MOVE MAKER Disk in Drive 1, insert the appror~riate file disk 
in Drive 2, and change the drive assignment to D i i ~ t :  2. The 
computer always "knows" that the MOVIE M,WER Disk is in 
Drive 1. 

To change. ihe chive assignnlent, go  io the COMPOSE. 
RECORD, or SMOOTH (1tility Menu. Move tile Selector Bar over 
the words "SELECT Drive," and press RETURN. Whcr; the 
screen prompts you for the drive to be assigned, type the approp- 
riate number ( 1  or 2) for the drive you want. 

. _. " ._ - _ _ _.._ _ -. -_ 

2. Each section of MOVIE MAKER has its own Utility Menu. 

3. 1.0 select an option from a Utility Menu, use the Arrow Keys 
to move the lighted Selector Bar to the option. then press the 
R O U R N  key. 

4. If you're inside a MOVIE MAKER section anti you want to yo 
to a Utility Menu, Qpe C.I. 

5. To  move from a sectiorl back to the Main Menu, move the 
Selector Bar to !he MAIN MENU option (regardless of the section) 
and press RETURN. 



At the top left of the St~ape Fag* you'll see a blinking re-81 
*This is die Shape O~ltlme. Move the joystick from side to sbtle and 
yodll sev the Cutline jump from Shape to Shape on Ule srrrlen. 

Iti creating a Sequence, use the j o y ~ k k  to move the Claltline 
over !he filst Shape for your Sequence and press the jaybufion to 
*'pi& up" the Shape, Then move the Outline to the next Shape in the 
Seqnerm and press the joybutton again. Repeat these steps untd 
you have picked up  the entire Sequence. Each Sequence can have 
up  to 2 6 Shapes. 

For our first Sequence, we'll use just two Shapes. Use the joys. 
t ~ c k  to move the Outiine over the Shape that looks l ke  this: 

When the Outline is over the desired Shape, press the joybutton 
and a "yoo-hoo" sound v.41 indicate that the Shape has been added 
to the Sequenre. (If you do~ i ' t  hear the sound, t v  turriir~g up the 
volume control on  your color monitor.) 

Plnve the Outline over the Shape that looks like this and press W 
the joybutton agai l~:  

f". 

I 

J 'PI 
These b c  , lap~E wll co~nprise your first Sequence. 

Notice tliat tile S-number on  the Help Line changes each time 

you add a Shape to the .Sequence. 

MOUE MAKER lets you preview y9ur action Sequence (or anima. 
tion) immediate@. J u s t  type A (for Action). 

MOVIE MAKER moves Po the Backgrouad Page [which is blank 
at this tirne). Notice that the Help Line is red a r ~ d  the arrow in the 
Help 1-ine turns down to indicate the Background Pagc At the ceriter 
of the page is the first Shape in your cxrseni Sequence. - o start the action, press the space bar. To stop the ac2io12, 

press the space bar again. Try it and you'll see your Shape spring 
into action! 

Now lea's try some tricks. Want :o move the dog around on ihe 
screen? .lt~st move your joystick while the animation is n~nning. Try 
ii! 

Want to change the speed of the animation? Type F7. (This is 
the Franie Rate command. A high number means fast. a low 
number means slow.) Notice that the F-number on the Help Line 
changes to reflect your commarid. Then press the space bar again. 
Try it! 

You can also change the Frame Rate while the animation is 
running ("on the fly"). Try this, too. 1.0 return to the original speetl, 
stop the action, type F4, and press the space bar again. You will 
probably h i  the frame rates between F.? and F7 the most ~ppeal i r ig 

and ttwreforc tlic most frequently us:xi. 
Want to change colors? I..et's try it with the Background. Stop 

the action arid type CO. (C is for Color: 0 is for the baekgrt>lm~l 
color.) Now you can change the color hue by pressing the left a r d  
right Arrow Keys. Try it! 

There are a total of 16 possible color hues. Notice that each 
time you press the key, the C-number on  the Help Line reflects the 



hue (00 to 15). You can also change the lumit,ance or brightrl.-ss of 
the color by pressir~g the I J ~  and down Arrow Keys. Try it. There are 
prqht pos~rble levels of lum~nance or intpnsity foi each color. Again. 
[lie C number or1 the I-l+ h e  reflects your command (0 to 7j. 

You c m  change the othea colors in a sin~ilar fashon by first 
t ~ p ~ n ( i  C1. C2, or C3 and then pressing the Arrow Keys. Try I[! 

You c m  also chariqe the "qu~ckness" of, the animation. To  try 
t t i~s,  stop the action and type K 3  (for "Kw~ckness"). Notice that the 
K-number on the Help Line changes to reflect your command. Now 
ulieri you prms t l ~ e  space bar you'll see each Shape hold on the 
screen for three frames before changing. To  return to the original 
specd, stop the action, type K1, and press the space bar again. 

You can also control the number of "loops" the Sequence 
makes. SQ fai thc Sequence has been running continuously. If you 
look on the Help Line, you'll see that the L command (for Luop) is 
set at 0. To  make the Sequence loop through only once, stop the 
action and type h.1. To rnake the S~qr lence loop through three 
!imps, Vpe !-3. T!y tIie5e cnrvnards,  '&'!.!en yon nre Finished. type LO 
to return the Sequerice to continuous play. 

As yon prcvrrw your anirnatiori anti tr), out different combina. 
bons of Frame Rate, Color, Kw~ckness, arid Loops, you may wish to 
rnake a note in your log of the combinations you llke best so that you 
can remernbcr t h a n  later 

Wt~en you fin~sh previewing thr~ aniniatlon, return to thc Shapc 
~-m1c~ by ~)rc+~!l ttie Ley. (Notice thdt ttic arrow in the klelp 

1.1rie 1uiiis up S I J ~ I ~ I  ) 
Noh  let's trv rnak~nq another Scquenre G ~ v e  it another number 

or yorl II era.;? the first Scqucnce you credtcd Type S2 and then use 
(he joystick and joyb~~t ton  to pick up  the Shapes 
ordcr you u m t  therri, for your second Sequrlnce. 

HOTE: A Sequence can have as many as 

you want, in the 

16 different 
S h C ~ p t s  or repeats of the same Shape or a combination of 
different and repeat Shapes. However, you only need as 

many Shapes in a Sequence as it bl res to complete one 
full cycle of ackion. 

Whcn you have cvmpleted the Sequence, t ~ y  it out by typing A 
and pressimj the space bar. Try some of Lhc triclcs you tried on t-he 
first Sequence. If the action is not what you want, you can redo  the 
Sequence by keeping the same ,%quenqe number and picking up a 
new Sequences of Shapes with the joystick and joybutton. 

the Sequences 

When you have some Shapes and Sequences you like, you car1 store 
tharn in is Shape File. To do this type (J to get to the COMF'(9SE 
Utility Menu. Then remove the MOVIE MAKER dish from the drive 
and insert a b!ank, formatted disk to receive the File. (If you have two 
disk drives, put the blank, formatted disk in Drive 2. Use the Selector 
Bar to select the SELECT DRWE option, and follow tlle screen 
prompts to change the drive assigrlrnenl io Drive 2,! (lse the .%!K- 
tor Bar to select the KEEP F7I.E option. When you press RElYlRN, 
MOVIE MAKER prompts you for the type of file, so use the 5 l ec t c r  
Bar to choose the SHAPE option, 

Then MOVIE MAKER will ask you which file to keep. This is 
asking you for a file name. Clse a short riijme that is different f1on.1 
your otticr files. (For cxarnple, you rriiglit liavrr names of 1X)Ci I .  
DOG2, UOS3, etc.) 'Type your. file riame and press RETURN. Notice 

that the ncw file appears immediately as ttie current Shape (SHP) 
Filc at the bottom of the Utility Menu. This file will remain current 
(active) until you tell MOVE ILZAHEK to get a different file. 

f low before you go any further, repeat the process of keeping 
the file with another disk in the drive. This will give you a duplicate or 
backup copy in case something happens to your original. At a min- 
imum, you should backup files i i t  the end of each MOVIE MAKER 
sesbion. You may also want to make sonie notes in your 103 edc l~  
t ~ m e  you Keep a file to remind you of what Shapes and LSequenccs 
are in Ihe file. 



file Handling SuwhaI Tips 

Here are five file handling tips that can save your life-OK at least 

safegua~d your work! Read them and heed h e m !  

1. .Save your work frequentj. Bs soon as you finish crtal ing 
sorrie Shapes, Seuerices, or an animation, use h e  KEEP FlLE 
option to store your work in one or rnore fibs. Be sure to make 
backup copies. Then if Lhere is a power failure or your micro- 
computer develops a problern, you won't lose all of your precious 
work. 

2. Name your files careful). L ~ c h  file name may be up to 
eight crhsracters long and must not contain any blanks or punc- 
tuation. It must start with a letter, but the rernairiirq characters 
may be  "any combination of letters and numbers. (To ~y it 
arwther way, earh file name rnay contain crp to eight letters and 
nurnbers, provided h t  the name starts with a lelter and does not 
contain any blanks or punctuation.) i lse short nnrnes to save 
space. Wherever possible, choose mimes for yo::: Shape and 
Uackyound filcs !hat relate !o the MOVE MAKER filc you have 
i?uilt fiorn !hem. For example, for a MOVIE MAKER file called 
' DOG." your AN1 and BKG file could also be named DOG, and 
your Sl IF) files could be nawcd DOG 1, bOCi2, DOG3 (or DOGA. 
DOGB. DOGC), e k .  

WARNING: Don't give the same name to two files of the 

SAME type! If you do, tho second filc will be kept, and the 
first file will be: DESTROYED1 Don't worry about giving the 

! 
I 
I 
I 
I 

same name to files of DIFFERENT types. MOVlE MAKER 

i .mtomat.ically keeps track of t h a n  by supplying identifiers 
I that you don't see. 

! 3. Always CATALOG your files before you use the KEEP i 
I FlLE option. This will display your files narnes so that you can I 
i avoid dirplicate names of the same file type. To CATAL.OG your 
i filcs, move the Selector Bar over the words "CATALOG FIL.ES" 

on any Utility . e n u  ;1 press RETCIRN. MOVIE PMKER will d ip  
play on the screen the names and types of all files on the currently / assigned disk. 

1 4. Keep your MOVE MAKER ( K d M )  files on a sepamte 
disk from your wodt files. This will make it much easier to play 

your MOVE M K C R  (MVM) files. 

5. Use your lag to rccasd what's stored arnder each file 
name. When you KEEP a file, jot down the name in  your log and 
make a few notes to describe what is stored on the f~le. A few 
good notes in your log can save you a lot of time searching files to 
find what you want. 

--___ -- --- - -- 
You'll find additional tips on handling files in the sereion o r ~  "file 

Hausekeeping" in Chapter 5. 

Besides enabling. you to create Shape and Packground files, t l ~ e  
RECORD section of MOUE MAKER also enables you to record 
action Sequences arid backgrounds in Animation (ANI) Files. IWe'll 
see how to make a Background in the next chapter.) In addition to 
recording Sequences and Biackgrounds, you ciln also record Zoom 
and Color changes as well as sounds. 

The RECORD section works like a vidcorecorder and animation 
camera. You car1 be very creative with RECORD. 

There are four RECORD modes. When you activate them. the 
Help Line turns red. The four commands that activate ttwse modes 
are A (lor recordiry Actors), C (for recording color changes), N (for 
recording Noisc.s or sounds). and L (for rccording Zoon.1 changes). 
For now, let's concentrdte on the Actors. 

You can tlririk of an Actor as "a series of Shapes moving across 
d Background." With MOVIE MAKER. you can record one Actor at a 
time and store up to six recorded Actors at a time in each Anirnation 
File. 



To record the first Actor, g o  to the Main Menu. choc-the 
RE.CORD section, GET the file you just saved, and seleL, the 
RECORD optiorl on the Utility Menu. Then type A l .  When the Back- 
ground Yogr appears, you'll see that the Help Line is red. indicating 
that the recorder is turned on. 

In addition to specifying thp Actor's nun!ber, y o t ~  must. specify 

w l i i c l ~  Sequence l l le  Actor is to follow. li must be (I .Sequence pre- 
viously t k f i ncd  (In either RECQRD or COMPOSE) and kept in the 
current Shape File. For now, t y p  SC. 

-. 
Ill(? first. Shape of the specified S q u e r ~ c e  will appear o n  the 

screen. It can be n~ovcd a r o u ~ l d  the screcn (now a d  when the 
rccordrr  is  rurlning) by  using the joystick or Arrow Keys. 

A!though the recorder is turned on, it will not actually start 
r i ~ n n i n g  until you press the space bar. 

THE SPACE BAR STARTS W D  STOPS THE RECORDER 

r""\ 
K- ck.,es:' 

6ne l iwickrless setting determines tcle mlrnber of frarnes that 
each Shape is held o n  the screen before the next Silape in  the 

Sequence is p ~ ~ t  up o n  Vie scieen. K I  specifies one frame per 
Shape. KZ specifies Two frames per Shaw,  and so forth, u p  10 119. 
KO freezes the Sequence, and the Shape remains onclianged while 
the frames click away. The default sett i13 is K1. 

With the Kwickness command,  you can havc one Actor move 
faster than another. For example, an Actor recorded at K2 will move 
through a Sequence half as fast as an  Actor recorded at K1.  For 
now, leave Kwickness at the default setting. 

$--Jump 
The J Command determines how far h e  Actor rnoves ( j un~ps )  

for each niovcment of the joystick or press of an Arrow Key, J1 
means it rnoves one pixel, J 2  means 2 pixels, and so forth up to  9 
pixels. J O  is special: it sets an accelerating J u m p  rate. The defalrlt 
setting is .J1 For now, leave J u m p  at the d e f a u l ~  settlnsg. Checking the Speed Settings 

Before starting the recorder, you should review the speed set. 
t ~ r i g s  and c-hange them ~f necessary. The deiauit se i i~ngs are usually 

L- I-ran@ 
The L command determines the number of times the current 

Sequence cycles while being recorded Ll  means the S q u e n c e  
cycles once. 12 twice. 13 three times, and so forth up to 9 cvcles. LO 
means !hc Sequence cycles continuously. The tlefalrlt setting is LO. 
For now, leave 1-oop at the defdult setling. 

the best to start with. 

F-Fi.ame Rate 
A frainc i n  MOVIE M41IER is equivalerlt to a c l ick of thc shutter 

o f  a n  nnirndtion c a n e r a ,  that is, one frarne of f~ l rn .  It it; set by  the 
command  F followcd by i j  nurnbcr between I and 9. 7-hc default 
setting is I-'4. The h~gher  tile nuniher, the f ~ s t e r  the frarnes are 
c l ickcd off'. When rhe recorder is lurrled on, the clicks arc audible 
(unless the Help L.ine has been toggled off). 

T lw cornrliarld FO is special. It causes the recorder to advarlc:e 

one f r a ~ n e  at a t ime wh~r- I  the space bar is prcsscd. It eril.lblcs vnl l  t o  
record frame by frame ,vhile moving your Actor between tranle 
changes. if you w ish  ?-his gives you very fine control over thc 
r n o v ~ ~ n , . ~ n t  of the Actor. For now. set the F'r'jrne Rate at F.1. 

Record an Actor 

Now that you are ready to  begin recording yotlr first Actor 
(assuming that you havc alrradv typed A I to turn o n  (he recorder), 
use the joystick to move the first Shape just o f t  the screcrl to t t ~ e  left. 
Start the recorder by pressing the s p c e  bar. The frames will bt-gin to 
click off. Note the frarnes bcirlg counted o n  the Help Linc. Move tt-lc 
Actor o n  the screen with the joystick or Arrow Keys. Notice that the 
dog  is going through its Sequence ($1 )  over and over q a i n .  Flake 



ECORD Heip Line 

1 Art arrow at &te left. She r l ~ r c d o n  of the arrow a: the left 
tells w i ~ h  page is on the screen An arrow pointing up indicates 
Ule Shape ['age; down ind~cates the Backgrotlnd Page. 

2 A lhrre dlq;l number between 001 and 300. This is the 

I'r.3rnr Courltrr h ~r.dsntes the nl~nlber  of the current frame 

i 3. ,\n followed by a number between 0 and 9. 7he F- 

1 nlJlnber ind~cates the Frame Rate. or the speed at which frames 
! are chanyd .  
I 

4. An A f o l l ow~d  usually by a number between 1 and 6. This 

I indicates the Actor c!,rrentiy being recorded. A zero indicates that 
/ n o  Actor has been recorded. I 
i 5 An  for Sequence) lolioved by 3 decimal nuinher. The i 
i 
; number l o  the left of the decimal point indicates the ct~r lent 1 
/ Sequence being recorded (0 to 9 )  Zero (0) means no Sequerlce 
I 

has beell selected for recording. The number to the right of the 
i 
I 

I dr!rirnal point indicates [he r ~ ~ r r e n t  frame (00 to 16) within the 
I I 

1 S e q ~ ~ ~ ~ c e .  b c h  k q u e n c e  can have up to 16 different frenles. I 
/ The cloublc zero ((10) imirrltcs that no Shapes have been j ' scleclr3il for the currt:rlt Scc lue~~ce 

1 6. A K followcd by a number between O and 9. This irldicates 

) the Kvickness setting. 
I 

, I 
7. A J followed by a number between 0 and 9. This indicates 

i the Jurnp Rate setting. 1 
: 8. An L followed by a number between 0 and 9 This is the i 
1 Locp settiny it indicates the number of times the current 
i Sequence will cycle during recording. 

I 

9. i-n~rmbes (in the next to last field). The nc~rnber to the 
left of the decirr >oint indicates ehc Noise ( 1-8) to be recorded. 

I NO means that Noise is turr~ed off. The nturnber to the right of tile ; 

I decirnal point indicates the current. Voice ( 1  -4). Yot~  may record 1 , only one Voice at a time. 1 

10. A C-number ( in the last fieid). It shows wilich coinr is I 
cxreot  (0. 1.2, or 3) .  but rmi the h e  an? iuminancc settings, Yo11 1 
may record only one color at a tinre. I 

I The RECORD Help Line can be turned off by typing H and 
turned back on by typing H agairr. 

-_ _. ___--.___. -- 
the Actor move all arourid the screen. You can record up to 300 
frarnes. and you can stop the recorder at any time by pressing the 

space bar. To  resume recording, just press the space bar again. 
After you have recorded your first Actor, the second orie will be 

easy. Type G to go back to frame 001. Then type A2 to create the 
second Actor. We're going to use the same Shape Scqt~ence, so yo11 
can leave the S-number unchangcd. The second Ac!or's move 
ments wili record on the same 300 frarnes as !he first Actor's. 

Use the joystick to move the Shape just off Zhc screen to the lclt. 
and press the space bar when you're ready to sta~t. Again, use the 
joystick to move the Actor around the screen. Stop the Actor (and 
RECORD) by pressirq the space bar RECORD stops autornaticslly 
when the Frame Counter reaches 300. 

Now let's record a thlrd Actor. This time we'll use a ififfererlt 
Sequence. Type G to go  back to the first frame. Type A3 to create 
the third Actor. Then typt: 52 to use the second Sequence you 

created. Flove the Shape oft' the screen with the joystick, then [Iress 
the spacc bar to start the recorder. Again. Yse the joystick to move 
t.he Actor around the screen, and press the space hilr etit:rr you're 

ready to end RECORD (or let it end automatically when the Frame 
Counter reaches 300). 

Now you should have dogs running and jumping all over the 
place! 



You can re.record any Actor by specifying that Acto.:?A- 

number again. Keep in mind, however. that if you re-record an. ..tor 
after recording some othe~s, the level in x l i ich they appear will be 
char~gcd. This will come in handy later. 

After recording an Actor, you can record Zoom and Color 

changes in rnucli the same way. To  ciiange colors. type CO. C I .  C2. 
0, C 3  You can then change tlie hue and luminance of the current 
color by pressing the Arrow Keys. After you press the space bar to 
stan the recorder, you can continue to change the hue and lumi. 
rlance ''on the ny." You can also change the current color on the fly 

by pressing 0 ,  1. 2. or 3 while the rccorder is ruiining under the C 
corn rn~nd .  To  termirlate the C command, press ESC. 

To r rcn id  Loom clior~ges, type Z l  . L2, or 23. You can tell when 
Zoom is i l l  t.ifect hy the large cross-hair on the screen. After you 
prPss tlw space bar to start the recorder. you can change the Zoom 
settirigs on the fly by pressing 1 2, or 3. To  terminate the Zoom 
coini.;ja:>d, ~ r C s  Esc. 

tvjore infc.mation ahout making Color and Zoom changes 

appears i l l  the ihapter on Crrating Special Effects. 

Playback the Animation Rle 

Aftrr rerorr l i~ i( /  a n  Actor, you can preview lhe Anim.ltior1 File bv 
tiping P (fur Plnyt;a~\() fol lowrd bv .I number f r o ~ n  1 to 9 l o  indicate 

thc FI*jnie Rate. I r i  Playback. the l l r l p  1-ine is <]reen. and the a l imo-  
til:,!, cycles repatrdly.  7 1 ~  s p x e  bar st;11ts and bt()ps the h'l~$aik, 
\.nu ,:an choriqc tlie Franlc Rate on the flv by typillg a nu rbe r t r om  
1 ti, 9; you don't have to repeat tlre P. T o  see the Animation File 

you've created up to this paint. type P4 and press the space bar. 

Keep the Aninlation File 

The procedi~re for storing an Animation F i k  is similar lo kc:cpirig 
S h p e  or Oackrlro~rnd File. 

f ""r, 
Stad typing  to get to the RECORD Utility Meriu. Remove 

the MOM€ MAKER disk from the drive and insert a formatted disk to 
receive the file. (ire the Selector Bar to reiecl the KEEP FILE option. 
M e n  you press REiURN. MOUE M A I E R  prompts yo\] for t f ~ e  type 
of file. Use the Selector Bar Lo choo* Uie A N W - I I O N  option. 

Men MOWE MAICR a s k  you which file to keep. i t  is  aslong 
you for a file name Pick a name that is rirnilar to your Shape and 
hckg round  file names (for example. DQG 1 A). Type your file name 
and press RETURN. Notice that the nciv file name apwars imme- 
diately as Uie current Animation (ANI) File at the bottom of h e  Uti l iv 
Menu. Shis file will remain current until you tell MOUE MAKER to 

get a different AN1 file. 
Re~nember to make some notes in your log lo  remind you of 

what is in each tile. 

The next step is the easiest of a l l  it removes the flicker from your 
Animaiion File and prodllces a finished MOVIE WI (ER  (M1IM) f i le. 
The whole procedure is automatic. 

Return to the Main Menu and type 3 to select the SMOOTH 
section. Remove ~ C I J I  work disk. insert the MOWE M E E R  Disk in 
the drive, and press RETURN If the Shape. bckground ,  and hni1-n~. 
tion files thijt you want are current. there is no need to GET new tiles. 
Ottierwise, use the GET' FILE option on the Utility Menu to select the 
files of your choice. T h ~ n  remove the MOUE M,4KER Disk frorn tile 
drive and iriser-t a dish ro receive tlre MVM FILE. This r11l be yolrr 
Movie or PlAY disk. 

Select the 51.100111 option on the Utility m e i l ~  to produce a 
flickerfree MOVIE MAKER (MVM) File. MOVIE /'%4KER will ask you 
for a name to give tlie MVM file. It's a good idea to call your MVM files 
by the same names as the AN1 files they were created from. That way 
you know which belong to which. Don't worry about confusing the 



Now sit back and enjoy watching your movie. You can adjust 
the Frarne Rate by typing an appropriate F-number. The slash key 
(1) turns the continuous cycle on and off. The space bar stops and 
starts the movie. 

-Before you evit MOVIE rVAKER, be sure to KEEP any Shapes or 

Sequences that you want to save. 
If you exit MOVIE MAKER without KEEPing your work, 

the work will be DESTROYED FOREVER! 
' 

Now remove all the d i s k  from your drives and turn off i i le 
computer. That's all there is to it! You can EXIT at any time from any 
section of NOVIE MAKER. 

As with any niicrocomputer, you should remove the disks frorn 
the drivcs BEFORE you turn off the computer. Otherwise, the powc; 
switch can cause a power surge that could scrarnble the information 
stnrt.d o n  your disk and ruin them-iricludiny your MOVIE MAKER 
Disk. Play it safe! Always remove the disks DEFORE you turn off the 
computer. 

MVM and /iNI iilcs. MOVE MAKER autormatically k e e s  track of 
which is which by supplying file identifiers that you don't see. 

When you type the name a r ~ d  press RETURN. MOVIE MAKER 
automatically completes the SMOOTH operation. Wien  finished. 
MOVIE MAKER prints "SUCCESS" on h e  screen. Press RETURN to 
coritinue. 

Play the finishe 

At last, you're ready to PLAY the finished movie! From the Main 
> k n u  select option 4 for CJLAY. Remove your Movie disk from the 
drive, ~iijert the MOVIE FWKER Dis!c, arid press RETCRN. The PL4Y 

MOVIE MAKER PLAY 
- --- - -- - 

UTILITY MENU -_ --.- _l_l______l _ _-- _. -..- 

CATALOG f~lcs 
PICK hie 
PLAY 
MAIN MENlJ 
SELECT drive 
RENAME file 

I 
I 

DELETE flle 
I 

i / Use ARROWS and RETURN to select I 
. -- - .- . - . -. -. - - - - 

MVM 

Remove the MOVIE. MAKER Disk from the drivc! and re-insert 
your Movie disk. Move the Selector Bar to the "PICK File" oplion and 
prcss FiETURN. (No MVM files will be current.) Type the name of the 
NVM file you created in SMOOTH and press RE-1IIRN. 1-hen move 
the Selcctol. Bar to PLAY and press RET(IRN. 



The previous chapter showed you how to make a  nov vie with existing 
Shapes. but to create your own animalioil you'll need to draw your 
own Shapes. Want to try it? It's easier than yoti may think. 

All of your drawing will be done in the COMFOSE section of 

MOVE MAKER. There are five commands that you will use again 
and again in COMfOSE: 

I .  P [for Pen) is the command for drawing. 

2. Z ifor Zoorn) lets you view Sllapcs close up. 

3. W (for LV~r~dow) enables you tn duplicate and move Shapes 

around on the screen. 

4 O (for Q.)utIi~le) transforms a drawing into a defined Shape 

that rdn  bf? piclceti up for %quences. 

5. 6 (for Bordt.t') let' you alter the size and shape of  Windows 

and Outlii,es used in drawi~rg, assemblirlg, and duplicating Shdpc's. 

To  stan your draw~nq, rehoot the MOVIE MAKE-R Disk. (If the 

computer is already turned on. just put the MOVIE MAKER Disk in 

t-\ 

the d , . . e  and press the SYSTEM RESET key ) T h ~ s  will c l e ~ r  uut all 
of your previous work and give you a clean workspace lor drawing 

I Special Feature for Left-Hawders I 
If you prefer to draw W I ~  your left hand, you may comeit  the 
joyst~ck for left.hand use by pressing the SELECT key u h ~ l e  the 

M a ~ n  Menu is on the screen. A small vnll appear in the lower 
left hand corner of the screen, s~gn~ f y i r q  that MOVIE MAKER has 
changed the joysbck from a right-hand to a left hand model. You 
wll be able to rnove the stick wth your left hand and press the 
joybutton w ~ t h  your nght thumb. 

- - - - - - - - - - 

From the Pbin Menu, fype I and press RETURN to go  to tlie 
COMPQSE section. From the COMPOSE Utility menu, r w v e  the 
Selector Rar over the word COMPOSE and press RETURN. A blanl< 
Shape Page wlil appear. (You'll recognize it by the up arrow In tt-ie 

Help Line.) , 
You may draw images on  either the Shape Page: or the Back. 

ground Page. FOI now, we'll use the Shape Page. 

Drawing Simple Shapes 

The command for drawing is P (for Pen) followed by a number from 
0 to 3 to indicate the pen color. When you trpe P, a blinking square 
appears on the screen-the Fen Cursor. It moves around in 

response to the joystick and the Arrow Keys. T a  drdw, move the Pen 
Cursor inside the Outline rectangle on the screen, hold down tho 
joyhutton, and then rnove the joystick or press the Arrow Keys. When 

using the arrow keys, you may hold down the CTRL key instead of 
the joybutton to make the Per1 draw. The Pen keeps drawing as long 
as you hold down tho joybutton or CT'RL key. 



For practice, type PI and try drawing a tree Shape T this: 

1. The Arrow Keys are best for drawing straight horizontal or 
vertical lines. They automatically repent if held down. Most people 
firld it casier to press thc C TRL key insted of the joybutton to draw 
with the Arrow Keys. 

2.  7.0 change the color y r ~ u  are drawing with, press 0 for the 
hiickgrot~nrl color or 1. 2, or 3 for any of t l ~ e  Shape colors on the 
Color Bar. (The color on the left is 1 .) If you change the hue or 
luminosity of a c~lrrent color. any lines that you have already drawn 
with that color will change to rnntch the new color. 

3. Drawing with the background color (PO) is the equivalent of a 
erasing if it is done over a previously drawn area. l 'h is IS a irseful 

PA 

technique for touching up mistakes. 

4. Even though the Pen Cursor can rnoilc outside of the Out- 
line, it will not drCjlu outsidt? of the Outline. If you need more space. 
enlarge the Outline. We'll see how ncxt. 

To draw fine dehils or get in for a close look at your work, y3u 
can magnify the currant Outline area with the I (for Zoom) conv 
mand. Type Z, followed by a 2 or 3. The command 23 causes the 
largest magnification. To return to the'original magnification, type 
ZI. If you have not used another cornmand since typing a Z, vou can 
see the various magnifications merely by typing 1, 2, or 3. 

Yze of tlie Shape Quiliine or M r ~ d o w  

You'll ofLen need to change tjle size or shape of the Cutline to fik 
a particular figure. To do this, rype B (for Border). A small, flashing 
cursor will appear at the upper left corner cf the Outline. By rrloving 

the joystick or pressing the Arrow Keys, you can "stretch ' tlie Outline 
up or down and in or out i r o ~ n  ihe upp=r left corrler, ci~ancgins its size 
or proportions. When this corrler is where you want it to be, preqs tho 

joybutton to set ii. The flashing cursor will then shift to the lower right 
corner. You can move tliis corner in and out as you did the top Id [  
corner. When the corner is where you want i t  to be, press the joybur- 
Lon to set it. A visual sweep w~ l l  move from left to right withiri tlw 
Outline, indicating that a new Shape Outline has I?er:13 dcf iwd. 

MOVIE MAKER will rlot allow you Lo make an Outline larger 
than one.quarter of the screen. The larger the Outlines, the slourr 
the final animation will be during Playback. 

Moving and Redefining the Shape Outline 

Sometimes you'll want to pick up a Shape and Outline, rnovc 
then), and place them down at a new locacion on tllrt SCI-err). Fcr 
example, when you finish a Shape. you way ~ i s h  to r-novc the Outline 
and Shape next to another Outline in order to organizr the Sll,!pc. 

page. 



If ~ O L I  Erase something by niistalw--and everyor~e does some  
time-type R and the Erased material will be Restored. You rnuht 
issue the fi command before issuing arly other command or this will 
not work 

uildir~g Complex Shapes from Simple 

Suppose you &ant to draw a fercst. Wouldn t II be r:~ce to be able to 
c ! r m  [me IrPe and then copy rt agmi  arid again to i iwk t~  the forest] 
Or suppose you re makrny a rnovlng llyure Woclldn't r t  be nrce to be 
able to draw the pdrts once a11d then copy therii In d~fferer~t arran- 
gerncnls to create the animation3 

Fcrtunately, you can do tlirs One of  the most powerful features 
of  MOLIE I'.1:1KER IS rts abhty to copy s ~ m p k  Shapes 2nd cornb~ne 
them rnts complex ones It can save vou a lot of work and turn out 
better d i a w ~ g s  than )ou could we: makc b) yourself Here's hou ~t 
narks 

Buplica ting Shapes 

To m ~ k e  a copv of a Shape uithovt removing the or iy l~al .  you 
1; t t ' i f  ti7 i:se tl?rcc c ' ~ ~ ~ m ~ ! : i l s  rus t .  h \+ to cr~>,ltr a 'M i i i d ~ \ i  '' A 
\Vlrdcu\ can be rwognlred by ~ t s  thic k, non b l ~ n k ~ n g  border that 

sterns to replace the Outline. Actudlly, the Out l~ne IS strll there, 
t~encath the W~rdow.  

The W~rit lvw has two f~ lnct~or is .  F~rst  rt works as a sort of "mow 
able cnclosurc" to enable you to zero in on the part of the plcturc 
thdt you ~ d n t  to chdnge arid exclude the pdrt that you warit to leave 
intact. Second, it works as a sort of "dump truck" to carry that part of 
tht. pi(-tulc tn drly lo( atlorl on thr screen , l r d  ( I u i l ~p  ~t Tlie Wrndow 

a-. 

To pick up  and move the Shape Dut l i r~c and ar~yhing within it, 
tirst press the space bar to cancel any c u m n t  command. Then press 
the joybutton. You'll hear a sound cue rise in  pitch, and the Help Line 
will turn red, indicating that a Shape Outlirle has been picked up and 
is, in effect, dangling f ion l  the end of your joystick ready to be 
move(!. Use the joystick or arrow keys to move the Shape Outline. 
When you have II positioned whe~e you want jt, press the joybutton 
again to relrasc it. 

W(1710i'i: Be careful not t~ hit the space bar while you 
have an  Outline picked up ("'dangling from your joystick"). 
i f  you hit it. the  Outline and any Si~apes with it will irnme- 
diately drop to the page beneath. 

\5/hen the Outline is released, you'll hear the sound cue fall i n  
pitch and the I+lp Line will turn back to green, indicst~ng a success. 
ful drop. You'll also see a visual sweep from left to right within It!e 
Ouhne, ~ndicd ing that a Shape has been redefined. 

filoving shape Outlines arccnt! on the screen car: heip yol~ get 

the most out o i  MOVIE PAKER. The closer you can fit your Shape 
Ocltlincs toyetht.~ on the Shape Page, the more Shapes you can use. 

Erase a Drawing 

If YOU been euyer!rmrntrng tk~th the commands abow-as you 

should hc l~e- -p i1  prob,jbl\ ~ J L C  a tangle of hnes on the screen 
Therc are two wavs to elase them 

1 ,  To erase everything within an Outline, type E. Everything 

within the Outlirie will be eri~sed, but the Outline will scr-nain int;v:-t. 
Tly i t  with dlffeleril sired Outlines and differrnt Outline p05itionr. I 

2. 'To erase pdrt of a drdwing witho~it d~>trub i r~g the lest, you 

can change the Pen Color to match the Background Odor (type PO) 
and d1.n~ over [he lines you wish to wase 'This is tiaiicly for touct!ing 

up  Sti;~pes :mu have drilw~r Try it! 
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moves independently of the Shapes, as you can see by m o l  %, the 

joystick or Arrow Keys. 
Sometimes you'll need to change the sire of a Window to fit a 

new Shape that you're building. If so, when you have the Window in  
effect, use d ~ e  B ( b s d e r )  command, just as you wouki for an Out- 
line. I r l  fact, changing the size or shape af a Window also changes 
L1;e Outline beneath the Window. 

Clse the joystick to position the window dver the Shape or part 
of a Shape that you want to duplicate, Then type D (for Duplicate) to 
make a copy. You'll hear a sound cue, and tlio Help Line will turn red, 
si9nallir:g t h t  duplicating has begun. 

Now when you move the Window, a copy or Duplicate of the 
Shape wI! move wilh it. For now, move the Duplicate Window 
somewhere off to the side of the original Shape so that the Duplicate 
image will not overlap the original. 

Thti Lh~plicate image you've just created is not yet defined as a 
Shape bcca~use every Sliape must be enclosed within an Outline. To 
c reak  an Outline and Shape, you must be on the Shape P q c .  T.ype 
0. A sound cue and a visual swectp within the Outline will sigtlal 
5ucceCJs. 

Let's go  over that again: ( I )  Type W to make a Window around 

a Shape. (2) Type D to pick up a Duplicate image of the Shape. ( 3 )  
T y x  0 to deposit the image and p~ut an Oulline around it, definirig i t  
as a Shape. The 0 cornrnilnd can only be used on the Shape Paqe. 

You r i l n  repeat this process indefinitely and "stamp" identical 
images anywhere o n  the Shape and Background Page by repeatedly 
moving the Window and press the joybutton. If you wish to turn the 

i rnqe  irif6 &+fined Shapes, however, you rnust put them or1 the 

Shape Page and put an Outline arou~it l  them with the 0 cornrnand. 
if you really want to SdVe yoctrselt sorrle work, you can make a 

lot of c!uplicatc images in a hurry by holding dowr~ the joybuttori with 
the b' dnd corr~niands in effect. F'IOVIE MAt(ER will shoot a 

rilpid.fire series of duplicate images right across the page! 

C l l  l r  1N: Don't press the spce  bar while a Shape is in 
the Dupiicate Whdow and the Help l i ne  is led, or ycau will 
cancei the Duplicate command, and t h e  Shape will disap- 
pear from the Window. (You can replace it by going back to 
the original Shape and d~~pi icat ing it again.) 

Wc~uld you like to combine parts o,f a Shape to make a new 
Shape? You can do that with the Window. Pick up  the portion of a 
Shape or inaage that you want bv positioning an  appropriately sized 
Window over that portion and prfrssing the joybutton to lift it. Use the 
joystick to move your Shape over to a second Shape to which it is to 
be added, position i t  as you like; and press the joybutton again to 
drop it. The duplicate portion will now be part of the second Shape. 
(However, the slew portion wiil not be a Shape until you surround it 
with an Outline. You'll ieasn how to do this soon.) 

Before dropping the duplicate portion over the second Shape, 
you can erase arythinq under the Window by typing E. Phis docs not 
affect the  orti ti on corntained within the Window. 

Whenever you use the joybutton to drop a copy of a Shape. be 
sure to go back and enclose the new Shape within an Outline. If 
necessary. adjust the Border of the Window with the C, conimand to 
encircle the new Shape. and then type 0 to surround the new Shape 
with an Outlirie. 

To cancel the Wiridow, press the space bar. 

P/lirroring Shapes 

Here's another neat trick to save work. ii;~ve you ever noticed 
how tndrly Shapt3s are syl-11111etricdl-tlidt is, one side is the rwersc 
of the other? Or how rnmy pxts  of Shapes are mirror images of 
other pal-ts'' Wou ld~~ ' t  it t ~ c  nice if you could draw orle s i c k  of J 

Sha(1e dnd Iiave the computer draw the rest? 
Good nws-you  can! With the M (for Mirror) con1rn;lnd you 

can reverse or "flip.llopW all or part o f  a Shape. You can Mirror 

images to the right. left, up, or down. Here's how it works. 



Suppose you want to fiop part of a Shape. First, makr I t  

cate of the part to be flopped and put it somewhere else on the 
sr::seen, Ther; with the Outline or Window surrounding the part to be 
Mirrored, type M and press an Arrow Kebl for the direction you want 
the i~nage  lo be Mirrored (horizontal or vertical). MOUE MAKER will 

auiomatically re-draw the Mirrored image. When the Mirrowing is 
compiete, you'll have a new Shape that can be Sequenced, rr~oved. 
or Duplicated just like an), oiher Shape. 

* 

Let's tty out these procedures with an example. We'll draw a fat 
icftcr "P4" by drawing only half of the figure, then D~~pi icat ing it, 
Mirroring it. and moving it to join up the two halves. Here are the 
steps: 

1 .  Draw the left half of the "M" as shown below. (Try using the Z 
;Zocm) -:grnrnand to erllarge the defatls.) 

3. Type Ci tc! pick up a Dupi~ra!e of the Shape. 

4. Move the Duplicate image to the side and press the joybut. 
tc,n to deposit it. 

5. Type M and press the right Arrow Kry to Mirror the Duplicatr 
Shdpe horizon!ally flaw you h;lve thc riqht half of a fat "M." It should 

hke look this: 

6. Type W and D to create another Duplicate Window. 

7. Press the joyhutton to lift a Duplicate of the right half of the 
M. 

9. Use the B command to enlarge the Window and surround 
the whol:. figtrre M. 

I O. Typc 0 to put an Clutlinc around the figure M and define it as 

a Shape. 

Congratulations! You now have a fat M and you know haw to 
Mirror shapes. 



li's very essy to Insert color into your Actors and Backgrounds. It 
takes only f i w  steps. 

1.  Fake  a Window around the part of the picture you want to 

color. (It can be a whole Shape, part of a Shape, or part of  the 

background.) 

2. Type 1 (for Insert). A small, nonblinking cursor will appear 
near the center of the Wir~dow. 

3. Use the joystick or Arrow Keys to position the cursor some- 
where inside the Shape. 

4. Type 0, 1 ,  2, or 3 to choose a color. Use the arrow keys if 
ncccssary to yet the hut: and lurninance that you want. Make color 2 
rc:d. 

5. Pr.css the joybutton. 

MOVIE MAKER does the rest. After a pause, the color you have 
chosen will infr~se througho~~t  the entire Shape. If ihe Shape is rrot 
coinplete!y closed, MOVIE MAKER will deposit color frorn thc edge 
of the Slmpe !e the edge of the Window. 

Rcrnrmber that the hue and lurr-rin~nce level of Ihe currrnt 
color are ind~cated in the Help I..int.. 

To terrn~tlate .,e Insert command, press ti?e space bar. If y o ~  
make a mistake and wish to eradicate the color, type R (for Restore) 
before ifling any other commands and the color yaci just Inserted 
will disappear. 

Now try out the insert command on the fat "M" you created, 

Let's color it red: (4 ) tM>e \N to create a Window, (2) type 1. (3 )  use the 
joystick to position the cursor inside the M, (4) type 2 to select color 
number 2, and (5) press the joybutton. 

Congratulations! You now have a fat RED M and you know how 
to lnse~i color. 

e Compose Help line 

You've seer) that some of the symbols in the COMPCISE Ilelp Line 
are slightly different from the ones in the RECORD Help iine. Let's 
review them 

lhe COMFOSE Help Line l o o b  like this: 

As in RECORD. the arrow tells you which page is on the screen. 

An LIP i>rroW indicates the (upper) Shape Page. A clown arrow in& 
cates the (lower) Background Page. 

The F, S, K. J, and 1. syrnhols have the same inearlings in 

COMPOSE as they do in RECORD. The F.number indicates the 
currc3nt Frame Fat(!. The 5numher indicates the cl~rrcrlt S~quence. 

'The K.nurnDcr indict~tcs the "Kwickr1css" settin!] (usunlly I 1. 711e J. 
number shows the "Jump" rate. J 1 indlcat~s thr srnallest jurrlps. J9 
the largest, and JO means a progressivt:ly increasing Jurn11 rate. 1 he 

L.number shows the nunlber of L.oops the current Sequence is to 
run (LO is for continuous looping). 

The Cmumbcr in the COMWSE Hclp Line has a sl~ghtly dilfc<r. 

ent form. The first number indicates the current Color (0. i . 2 ,  or 3) .  



The two digits in the middle indicate the hue (OD to 15). 1-h( ,gle 

digit to the r iy l~ t  indicates the luminance (0  to 7). 
'The last item of information in the Help Line gives the current 

nurnber of St laps and !he maximurn nurnber of Shapes possible. A 
~.eaciing of 1/64, for example, means b a t  one Shape out of a possi- 
ble 64 are currently defined by Shape Outlines. 

I [ You now have an animation, btrt you need a Background for ~ t .  
ij 

I Fo r twn f~ l y ,  you already know how to do nearly eveiyth~ng you need 
J" 
Q for a Rackground 

W o r k i ~ g  on the Background Paqe is different from working on  

1 the Shape Page in one important way: 

1 Thcre are no Outlines or defined Shapes on the Back- 
I ground Page. a 
ti (Outlines are only necessary when you're selecting Shapes for ? 
? animation Sequences) To move all or part of an irn<qr on the 

1 background page. just move the Window around the image and use 
k the joybutton to lift it. When you have she imdye in the l~osit ion you 

5 desire, press the joybutton to deposit it. S~rnilarly, to duplicate all or 
g part of an image, rnove the Window around it, use tile D command 

I I to lift the duplicate, dnd press the joybutton to deposit the duplicate. i 
B 



6iOTE: You can use the Background Page as a work page 
when you're building images on the Shape Page and use 
the Shape Page as a work page when you're wosliing 011 

L3ackgrounds. ik's easy to togg!e the ESC key and transfer 
in-lager frorn the background page to the Shape page, and 
[.)ice LSersa. In this way you can get rnuch more worldng 
space to build your images. 

To h ~ i l d  a simple background, we'll create a sky and horizon, 
then draw a bush shape and transfer it froin the Shape Page to build 
a stand of shr l~bs on the Bdckground Page. !{ere are the steps: 

1. R ~ l c l r n  to the Shape Page (selec:i, COMmSE on the COM. 
POSE Utility Menuj. 

2. Prcss ESC to go to the Background Page. 

3. Type CO and press the Arrow Keys to change color 0 to 
green. 

4. T ~ p e  C 1 and press the Arrow Keys to change color 1 to blue. 

5. Use the t3 conimand to s t r~ t ch  the Window to the top and 
sicks of the screen, and about one-third of the way up from the 
bottom of the screen like this: 

P"1 

6. Type i and press the joybutton to color the sky blue. 

7. Press ESCl to leturn l o  the Shape Page. Then type P2 and 
draw a squiggle I ~ke  this: 

8. With the D command, duplicate the squiggle, move it over to 
the side, and drop the Duplic<te with the joybutton. Mirror the Dupli. 
cate squi~ggle, like this: 



i 
3,  Use the D cornmand to pick up a COPY of the origin& quig 

gle, press E X  to move it to ttre Bac-kqround Page. and then press 
the joybutton to stamp a series sf squiggles on  the Background, like 
this: 

-T. 

10 U l len  you'vr iinlshed, press the spnrc bar to c a n c ~ l  ille D 
~o rn l n i l nd  1 he go hai.k to the Shape k r j r  and transfer a dupi~cdie 
r nDy of tb~e M ~ r r u ~ e d  squiggle in the b d m r  inanller to complete the 
background folia~je. 

Tllcre you have it: your first background! 

4 7 

Now you are ready to preview your animation and Backgmund 
together. First, empty your Window if i t i i s  not airmdy empty. So to 

the Shape Page-press ESC, if necessary. (Get a differerit Shape 
File From the Utility Menu, if you want Bo.) " i k e  A (for Action), then 
SI (or whatever Sequence number yocr w k h  to view) Piezs the 
space bar to start your animation. ~ o u ! l i  be able to move the figure 
around on the screen with the joystick and change the Frame Rate 
as yau did in RECORD. 

You ccan store the Bacicground in a Background file, just as you 
created a Shape file earlier. Here are T!w steps. 

Type (.I to get to the COMPOSE Utiiity Menu. Remove the 

MOVIE M,+lIIER Disk from the drive and insert n forrnatted disk to  

receiw the File. i ise the Selector Ear to select the KEEP FILE option. 
Vhcn  you press RETCIRN, MOVIE MAKER prompts you for the type 
of file. Use the Selector Bar to choose the BACKGROUND option 
and press RETURN. 

When MOVIE MAKER asks you which file to keep it is asking 
you for a file name. Again, use a name that is different frorn your 
other files but short and related to the Shape file it accompanies (for 
example. SHRUBS). Type your file name and press RETURN. Plotice 
that the new file name appears irrimediatcly as the current Back- 
ground (BKG) file at the bottom of the Utility Mcriu. This file will 
remain current until yo11 tell MOUE MAKER to get a different file. 

Again, you should rnake some notes in your log to re~nind you 
what is in the: file. 



Recording Actors and Backgrounds 

The process of RECORDing Actors is the same with a Background 
as it is with a blank Background: that is, you go to the RECORD 
seclion, get the Shape file that y o i ~  want to use, get the Background 
file that you want to use, and then select RECORD. To  record the 
first Actor, you type A l ;  to record the second, you type A2, and so 
forth. The Background file that you select will be the one that 
appears in your animation file. You may use different Backgrounds 
to create another animation. Fxperiment with this idea. 

You'll l ind additional tips on  recording and editing Actors and 
Uackgrounds in Chapter 6. 

When you're working with a microconiputcs, keeping your work 
areas and files in proper order 15 not a luxury-~t s pos~hvely a rwces. 
sib! The foilowlng procedures will help you keep your MOVIE 
IcZAliER "studio" in order. 

Ordlnanly, only one Outl~rie on  a page IS vts~tde <it a hrne--the 
cl~rrent Outl~nc. tlouovcr, there rndy k r  n t h u  oirti~nes around 
Shapes and parts of Shapes. To sche all of the O~d l~ncs  on your 
Shape Page, type V (for V~ew). The current Out l~nr  will blink. the 
others will not. A n y h n g  on your screen outs~de of an Outl~ne 1s rlot a 

Shape P~ess V agalrl or dny other key to turn off Llcw 

Overlapping Outlines 

Outlines of various sizes and proportians cdn overlap a slngle draw- 
ing. Each portion of the drawing within an Outline will be a separate 



Shape capable o! being .Sequenced Tlicre arc some situat~u ;oi~'ll 

discover where this tect~nique can be useful. It also ecanamizes on 
WOI kspace. 

Screen Housecieaning 

Sooner or later your work area \Nil1 get cluttered with extraneous 
nonshapes. To  clear the work, create a Window by pressing W. Make 
i t  as large as you wish by usii:g Ihe B command. Position it over 
aq th i ng  you wish to remove and then t)pe E for Erase. Of course, 
ycu !.-at7 restore what you just Erased by t p i n g  K for Restore. When 
\{nu ilre finjshed with your houscrleanit?g, exit Window by pressing 
rile space bar. 

"Yanking" Unr~eeded Outlines 

Y r v ~  r r q  also have unneeded Outlines, ernpv or cthenvise. in 

your war!< area. These may be removed one by one. To  remove an  

unwanted Outline, first move the joystick or Arrow Keys to make it the 
"ci~rrent" (blir.~hing) Outline. Thcn type Y (for Yank). The Outline will 
vanish with a st:woooosh sound. 

A YANKED OUTLINE CANHOT BE RECOVERED 
OR RES'TOREDI 

All is not Isst, however, The irnage will no longer be a Shapr: 
because it no longt-r has an associdted Outline. To redefine the 
irn'qe as a Shitpe, type \V to create a Window and 0 to crcatc an 
Ouiiirie arar~rid it. 

Clearing Memory 

After you store any of your work in files, the work you storetl will 
remain active !along with any work that you have not stored) in the 
cornptler's current "rncrnory" until you cithcr turn off thc power or 

p. 
clear h e  rr, sry. Having this work clutter up d w  place car1 be a 
nuisance when you want to s h i t  working on sorr~ething new. 

Rather than turning off the power switch and r f~stmying ALL of 
your work w l ~ e n  you want to clear out the work space, it's m r ~ c h  
better PO ~ 1 %  the CLEAR I W ~ ~ C ) R Y  option. This lets ycu clear some 
things from active memory vithout cicstraying other things that you 
may wish to continue using. it aiso lets you continue without habhg 
to reboot the rMO\J1E MAKER Disk. - 

You may use this option from ~ ~ ~ ' C O M W S E  or RECORD, or 
SMOOTH Utility Menu. Simply move the Selector Bar over the words 
CLEAR MEMORY and press RETURN. The foliowing rrienu will 
appear: 

SIiP / BKG 
I 

Move the Selector Bar over the word that describes what you want to 

erase from memory, chcck to be sure that you really do want to 
DESTROY this work. and then press RETURI'I. If you wan! to clear 
ALL of your work from current memory and start completely Fresh. 
move the Selector Bar over the word "EVERYTHING." and press 

RETURN. Then you can start again without having to re.boot MOVIE 
MAKER. 



WARNING: Use this option with carel Once you cld 
something frorn memory, you can't get it back unless you 
have previously stoied it in a disk file. 

As you create more files, you may find it useful to rename some 
of them to keep them straight. This is easy to do. 

The Utility Menu in  each section of MOVE MAKER has a n  
opt ion for Kenarniny files. You n-lust be i n  the-PLAY section t o  
f ieriame a n  MVF\ file. Other file types can he Renamed frorn any 
other section. 

T o  change a file name, just select the RENfVY\E FILE option in  
the appropfiate section and follow the instr-uctions that appear o n  
the screen. MOVIE MAKER will prompt you for the file type, the old 
file I-lame, and a new file name. 

Deleting f i k s  

The only reason ever to delete a file is if you absolutvly have to 
make room for something and you don't have another disk around. 
(Otherwise, if you have some files you don' t  nccd, it's best to try to 
reformat an  entire d ~ s k  for your new files so that you don't scatter 
them helfer.skelter t h r o u g h o ~ ~ t  a lot of other citsks ) If you absolutely 
must  delcte a file, however. first be  DOCIDLY SURE that you can d o  
bi thout  it. 

ONCE A FILE IS DELETED, 
IT 15 DESTROYED FOREVER1 

The Cltili!y Menu in  each section o f  MOVIE MAKER has an 
optior? for cie,lc!ing f~les. Yo11 rnust he i n  the PLAY section to doletc 

a i l  fiVF\ file. Otherwisr, you can Delcte any  other type of filc f rom 
either- the COMPOSE, RECOW, or SF\001 H section. 

-1-(1 Delcte a file, sclect the DELETE FILL option i n  the approp. 
riate section and follow t h ~ t  iristructions that appear o n  the screen. 

)p-. 

MOVIE M, .. Z R  wili prompt for the file type (except i n  PLAY) and the 
name of the file to be deleted. 

Wlli !ON: SEny and th ink before you type the file name, 
and psess REYCIRM. MOVIE ER does riot give you any 
o ~ a e r  -mming, and orire you press WETURI: the 6le ranrsat 
be retrieved. 

if you change your rninrl in the rn[ddle of a deletion, b a c k p a c e  
to erase any file names you have typed in, and then press RETURN 
to cancel the cornrnand. 

Be very careful with h i s  command, and a1way.r Iteep a backup 
copy of your files! 

Changing Drives 

The Utility Menu in each section of MOVE P4AIIER gives you 
the option of selecting Drive I or  Drive 2 to haritlle files. If you have 
oncr disk dr-ive, you shou!d ignore this option. Just be sur-e that you 
have the appropriate file disk in the drive before you select a menu  
option or  issue a command to a \NOI.]~ file. or else MOVIE /uMKEf? will 
be unable to 'find the file and will issue a FILE NOT FO(JND 
message. 

If you have two drives, you have the choice of selecting Drive 1 
o r  Drive 2 to be the "current" drive (that is, the drive to receive 
commands addressed to files). In general. you sho t~ ld  select whic:li- 
ever drive contains the files you're addrcssirig. If you need to address 
files o n  two different disks, you can sirriply chancgc Ihe drive seltv?ion 
instead of physically swapping the disks i n  arid out of the s a r w  drive. 

If you h w c  two drivcs. you should ALWAYS k w p  the MOVIE 

MAKER Illc in Drive 1 and use ihe o the~.  drivc for your file disks. If 
you h a w  fi lot of files or1 different disks. Iiowcver, you rnny wish to 
put file disks in both drivrs at tirncs. Just rcnicrnhcr which f ~ l r s  arc 
located irn which drivc: when vou alw cha~icgirig t h r  drivc selection. 

To  charigc the drive assignment, choose tile SEI -ECr  DKIVE 
optior, f r om any of the Utility Plerius. MOVIE MAKER will I?rornpt you 
tor the drive riumber ( 1  or 2)  you wish to  be cur re~ l t .  



Editing Your Movie 

Once  you lay down arid smooth the basic animation Sequ~nces,  you 
have just begun to create! There are nlany additional refinenients 
and special rtlfec:s [hat you can add to your movie. You d o  this by 
et-l~tin!j---rrpea!cdly going back aver your movie to try out anti add 
refinements. F(:rtundteIy. MOVIE MAKER enables you to try new 
thlngs wittiout fear of dnrnacjing your work. In fact. this is the best 

uitv t i )  iearn what MOVIE MAKER can do. You can cx lw in ien t  and 
see the results immediately. Then if you aren't satisfied w1t1.1 the 
effect, you can change it almost instantaneously. 'This is the real 
power ol MOVIE FWKER! 

Edit ing enables you to exrrcise your crentivc urges. You can g o  
about as far as your own  artistic talents and standdrds lead you. 
Experiment with MOVIE MAKER and you'll discover t h ~  sense that is 
built into it! 

S o e r a l  MOW€ MAKER commands and procedures facilitate 
this process. 

,*'",, 

Playback 

When you are in  the RECORD section, the c o m m a ~ i d s  P, G, and 
R turn off the recorder and put you in the Playback mode (green 

Help Line). 

P- Playback 
As we saw earlier, after recording ara Actor, you can Playback 

the animation by typing P and a numbel: f r om 1 to 9 to indicate the 
frame rate you desire. The space bar stops and starts Playback, and 
Playback cycles continuously. 

G-Gofo Frame 
The command G followed by  a number puts you in  Playback 

and reposit.ions the recorder at the frame number specified. You car1 
use any riurnber f rom 001 to 300, but note that o n  numbers below 
100 you must include enough leading zeros to make three digits. If 
the nurnber you specify is larger than the last frame recorded. 
MOVE MAKER will g o  to the last frame recorded-a handy feature if 
you've forgotten ihe last Frame i.ecoided. 

If you type the G commarid without a number, MOVE MAKER 
always ~ O P S  to the First Frarne (Frame 001). 

R- Rewind 
Ttie Rewind cornnmr~d is  like the P command, but  i r r  reverse. 

Typing R followed by a n ~ ~ n i b e r  between I and 9 sets the Frame 
Rate spwif ied by thc riurnbcr, turns off the recorder, and puts you in  
reverse Playback. When you press the space bar, the recorder beqins 
running IJl;lybaclc in reverse. The space bar stops arid starts Rewind. 
and Rewind cycles cont in~~ous ly .  

/ (SLASH)--The Frame Marker 

Ttie Slash (1) is used to mark a frdrnt.: where the recorder will 
stop automatically. Whether you m e  rword ing  or i n  Playback, the 
recorder will proceed to the marked frame and stop. Pressing the 
space bar will restart the recorder, which will coritiriue to the last 



f'- 
recorded frarne, cycle back to frame 001. and stop again a~ h e  
marked frame 

To rnark the Frame, stop the reco~  Jer 011 the desired Frame (or 
use the G command to get there), type a Slash (/), and then press 
the space bar to continue. 

Once you mark a Frame w th  the Slash, the recorder will always 
stop a! l t ~ t  frarnr unless you rernove the mark. To rernove a Frarne 
Marker, sinlply type a Slash (/) again. 

Shiii-Arrow Keys 

Holdrnq down the SI1IFT key and e~ther the r~gh t  or left Arrow 
l k y  enables you to vlcw ahead one frarne or hack one frame, 
respcct~vely T h ~ s  can be very useful wlien you are ed~tr r~q scvc r~ l  
Actors 1 ti? SI~II-T.ARROW keys work when you are record~ng and 
during Playbac4 

,4 Scqt~rnce can be frozen at any Shape in the Sequc r~e .  Yo t~  can 
the;: animate ~ i ! h  this one, unchanging Shape. There are ttirec 
ri~ethods of doin!] this: 

1 .  Record frarne-by-lrarne. Sct the Frarnr Rate to 0 (F'O). Start 
the rrcnrdr.r with the spscc bar and record frame by frame by press. 

irig t h ~  spdct: bar reptL~tcdly until you reach the Shape in the current 
S ~ L I ~ I K : ~  (hdt you *ish 10 fret-re. R\:~eose the Actor from your J O Y 9  

tick b y  prcssiri!~ ttir joystick hutton, and use ttic space bar to record 
as r m l q  f ~ a t r ~ e s  as you wisli. (ReW ttie Frclrnr Ratc, if ric.ccs*;a~v.) 

.The Actor will rcrn,~in f rcmv at the s:.lrrtd S l l a l ~  iri tlic S ~ c l t ~ f w c c  
ur i l~ l  you pick it t ~ p  arjain ~ 1 t h  t h ~  joy~t ick  hutton hi between frdrne 

c l ~ a n ~ e i .  you can. i t  you histi, pick L I ~  tllc* ,4ctor, riiovc it sornwhere 
else on the scrceri, drop it, and continue to record 

2. Use the SO and KO comrn~ r i d  aftcr getting to  the Shape 

you want to  freeze. The actor will be froren at t h~s  Shape rn thc 

,#.*' ( 

Sequenc h 'ie recorder is running, Keep the Actor at the end of 
your joyslick. and m o w  it while the recorder runs. 

3. Redefine a Sequence so that ix consists of only one Shapc 
(the Shape of the Actor to be frozen). See below. 

Redefining Sequences 

We are lirriited to redefining only nine ,%quences bccause that is  all 
than can be saved with a single Shape k g e  in a StIP file. It is 
possible to redefine a Sequence in RECORD, however. a r ~ d  thereby 
b p  an irrilirnited number of Sequences! To redefine a Sequerice. 
first press ESC to get into the Shape Page, then fnllow the silr-ne 
procedl~r.es for rnaking a Sequence as in COMPOSE. Ficrnernhcr 
that defining a new Seql~ence rewrites any old Sequfncc havin!~ tt-ic 
same number. 

Zooming 

Yoir may wish to Zoorn in close to an Actor or part nf the Hack- 
ground for several frames. To do this, go to t!w frarrie a! which you 
wish to begin the Zoorn (using Playback, Rewind, Goto Frarne, or the 
SHIFTARROW keys) T l i ~ r i  type 22 or 23. A large. rapidly blink in!^ 
cross-hair will appear at the center of the screen. Position this cross- 
hair with rhe joystick or arrow keys and press the space bar to start 
the recordcr. Nll i le recording, you can track an Actor by using the 
joystick to keep the cross.hair centered on the Actor. It is helpf l~l  to 
use a slower Frarnc Rate when trackirq or panning in Zoom. You 
can also change the Zoom nwgnikat ion on the fly by typing 1,2, or 
3 before you prt>ss any other kcys. To terminate the Zoom, issire 
ariother RECORD commanil (A, C, G. N, P. or R). or press thc? space 
bar to stop the recorder and press ESC. 



Expanding Shapes uith "SCAiE" 

MQVlE MAKER has what is called an XTRA F'CjIdC2T'ION file narned 

S(:P,LE, wllicii you call use to expand shapes to double h i r  I le ig i~ t  
oi- width. yvu  can use it with Window or any Shape that has an 

O ~ i t l i i ~ e  around it. 
Y ~ I J  rnust be in COMPOSE to use SCALE. Use die GET FILE 

option to select the Kim FUNCTISiN file'narnec! SWLE. Then 

select COP'IFOSE a r ~ d  press RETCJRP1. When the Shape Page 
appeiJr5, move the Window or Outline over the area you wish to 
exparid 2nd t\Te X. Then if you move the joystick, you will see the 
Outlint: double in size irl the direction that the joystick moves. You 
r m v  ~1xparv.j [he 01.1tline to the right or left, or uj-> or down, as long as 
there is i.oam on ~ l e  page for the expanded sliape. 

CACITIOH: Be sure Lo leave plenty of room when you work 

~ i t h  SCALE because the expanded Shape will cover up any 
other Shapes or images that get in the way! 

Vv'hen the expanded Outline is i11 the positon you desire, press 
the joybuttor;. A visual sweep will cross the Outline and deposit an 
expanded Shape in its wake. This termir~ates the SC'AI-E. 

After you have expanded a Shape once. you can expand it again 
by typing X. You may keep expanding the Shape in any direction, as 
long as there is enough room on the pacle and an Outline does not 
exceed one qtlarter of a page in size. 

Chariging Actors, Sequences and Scenes 

One Actoi does not have to follow t t ~e  same Srquence for the entlre 
300 frames or to remain or1 staqe for the t ' r ~ l l i ~  length of the movie 
Yi?u cdn chanye Sequences at any tinie by typing Z followed by ttle 
nutrht.r of a new Sequence The new Sequence can ~nclude the 
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same h t a F  or an enhiely new set of Shapes. The Sequer~ce 
change can be done elher "on ih r  fly" while U w  recorder is runnlrig. 
or aftel first stopplny the recorder 

Emsing a Frame 

When you are recording (ied Help Line), it is possible to Erase one 

frarne or several frames by typing E. Erase always works one frarne 
at a tinw, but it the E key is held down it repcats and sc~eral  lrarnes 
can be Erased quickly. 

When you Erase one or more frar-nes, all subsequent frames are 
r~nrsmbered. For example. if you want to Erase frame number 20, 
you would go to thatframe, (tun1 on t l~e recorder with A if it were 
off), and type E. Frarnc number 20 would be Erased and the Frame 
Counter on the Help Line would change to J 9. Wltat had heen frarne 
number 21 would now be frame nurnber 20, and so on, 

Yanking a Single Actor 

Rather than Erasing an entire frarne a d ,  consequently, ail the 
Actors In tha! frame, it is possible to Yank any Actor from any f ra~ne 
or series of frames. To do this, first go to the desired frarnc: ((]sing 
Playback, Rcwind, Goto Frame, or the SHIFT-ARROW keys). Then 
type A. You will see an Outline arcund one of the Actors. Plove the 
joystick or press the arrow keys until the Out l i i~e moves around the 
Actor you wish to Yarlk. Notice which A.nurnbcr appears on the tlelp 
Line. Type Y and the Actor will disappear! To Yank the Actor from 
the next frame, go  to that frame, move the Outline or typc the same 

Amumbcr if necessary, then type Y again. Repeat thrs process for as 
many franws as you dcsirc. 



Suppose you discover some flaws in the placement of one or your 
Actois in  a few frames here and here. You'd like to reposibon the 
Actor In the offending frarnes only, without having to record the 
entire track aqari. 

To reposlt~on an Actor In any frame or  ser~es of frarnes, first ga 
to the frarne in  quesbon. If you know the exact frame number, the 
qurkest  way to get there is to type G and then the frame number. If 
you know only ihp approomate frame number, type G and the 
apprnxirn.~te number. then use the SHIFT ARROW keys to get to the 
t~xact frame. 

W i c n  you're at 117~ desired frame, you can use the joystick to 

rn1ol.e any Actor in t11e frarne to a new position. Type A followed by a 
nclinbcr to specify the Actor to be moved. An Outline will mark the 
specified Actor, and ;3 sound cue of rising pi t rh will indicate that the 

Actor is at the end of your joystick. Move the Actor to the new 
location M th  the joystick or A, row Keys and press the joystick button 
to drop the Actor in place. A sound cue of descending pitch will 
indicate a successful drop. You can repeat this process in other 
frames to reposition the same Actor or others. 

Changing Colors 

PFCOKD rt,?rls out with the colors a5 they wcre drf~ntxi In 
POSE or as thry were saved in the SHP arid BKG hies Typing C 
folioiced by a numher frorn 0 to 3 turns on t l i ~  recortier and dllows 

l fou to L iinnge the hac kground color ( nun ib~~ r  0) or the nttier colors 
( n ~ ~ ~ n b t r s  1 .  2. and 3) The ldst f d d  of the. RECORD Help Line tells 

y w  w h ~ r h  color 15 current Use the right and left Arrow Keys to 
~ o n t r o l  the color hue, use the up and down A r ~ o w  Kcys to control 
the iuminance, exactly as you d ~ d  In COMPOSE. When you press the 

space ha) ana smrt the recorder, the color changes will b r  recordcti. 
You can stop the recordel to changc colors, or change them on the 

fly by pressing the 1 .  2. 3. 0, and Arrow Keys befote eriterl~ig any 
other commands. 

You can change the four colors one at a l ime by lolloiwr~g the 
same routine as For iz;ring down Actors. That is, record one color, 
h n  record another color, and so forth You can't "erase ' a color, 
but you can change one that is already'recorded by re-recordmy the 
color at a different setting. 

Sorneti~ntls it's useful to swap colors in paf l  of a piawe--that is 
have everything that was Color I becornc Color 2, arid every!hing 
that was Color 2 become Ccdor 1. You can gel quire dramatic anirna. 
tion efferAs this way, especially when you alternate the color swaps 
rhythmically--like a bliriking light. 

To Trade Colors, you must be In the COMBrXE section. Yau 
may trade any two colors within a Window or Outline. Type T (for 
Trade) followed by the numbers of the two colors to be Traded. I'or 
example, to Trade Colors 1 and 3, you would t y p ~  T I 3  (or T3 I !. 
Anything within the Outline or Window in Color I will be changed to 

Color 3, and cicc iwsa. R will Restore your original colors. 
By putting a Shape in a Sequcncc, then Tradimj Colors ant1 

adding ehe new Shape to the Sequence, you can get a S h a ~ ~ e  with 
alternating colors. 

Adding Sounds 

You may ir~corporate a variety of sounds into your movies with 
MOUE WKER. 'for) do this by recording one to four. sounds tracks 
onto your AN1 file. You must get the sounds from the SND file on the 
M O W  IYAKER Disk, as i! is not possible to make new SND files 
yourself. 



'The SND file in MOVlE tNAKEH is named SOUND. it cor 1s G 

vilriety of rrrusical notes and sound effects. Iher-e are four "Voices" 
ir., the  file, and each Voice contains eight different "Noises" or 
s o m j s .  

?o prevkw these sounds, get into the RECORD section and use 
tfic F I E  option to  get the SND file from the t4(3WE 
Disk. Select the 'RECORD option, type N i for  Noise), then 0 ' ~  V1 
(f;;r Voice I j. M e n  you press any keys numbered 1 through 8, you'll 
hear organ notes. T o  stop an individual Noise, press the space bar. 

I cclrrcel Voice 1 ,  typc V a p i i r .  Tc - -  . 

T o  hear the sounds f rom Voice 2. type V2, and then press the 
nuinb;lr lceys 1 through 8. You'll hear a variety of torles, crashes, and 
rhytlin?ic souzcls. Voic.c 3 contains more sounds like those o n  Voice 
2 ,  dnc-l //oisp 4 c o n t a i i i ~  IowpitcI1ec1 organ notes. You rnay preview 
U:ern in the same way. Type N, the V.nurnber. and then the number 
k e y s  1 through 8. 

SoLlntls may be heard only i n  RECORD. They rnay not be heard 
in CQ?v\K!CE. 

WIWNIIYG: If you move f ro r r~  RECC3RD t o  COMPOSE after 
recording some sounds, you will h a w  to GET the SOUND 
file agair~ when you return to  RECORD. Clse the KEEP f i l e  
option to store the sourrds in a n  AN[ file before moving to 

thc COMPOSE stlction. 

To reror i i  sounds in y a ~ r  cjnirnatic)r~, use Playback, Rewind. 
Goto. or the StiIFTARROLV keys to yet to the f~.arne where the 
sound recordirig is lo begin. (It can b(rclin a l  any frame except 
ni lrnber 001 .) 'Type N (for Noise) to  turn o n  the recorder. The Hclp 
k ine  will turn I-ed. Type V followed by a number f rom 1 to 4 to 
'indicate the Voice track y l x ~  wish to record. i f h e  V.number sp tc i f i t s  

thc Voicc f rom which you drdw s o ~ ~ n d s  arrd the track that you are 
lq ' i l lg  down irl the AN\ fi lc.) 

Press the space bar to start the recorder and then press the 
nunrber keys to  make a cornpoj i t ion of  Noises f ~ o m  the specified 

Voice Fi), ~111 i r r  the reco~der  is running. Pre.+s ehc s p c e  bar to stop 
die recorder. 'hype 0 (zero) to turn off Noise but  not  ttrc rccordcr, 

You can ilskn to the mrjous Noises of ths cament h l c e  at 
any t h e  that the recorder Is stopped by pressirtg the 
nurnher keys. 

Yor~  may  r rcord  u p  to four Voice tracks o n  each Al'li file. k c 1 1  
track will contain sounds From a sin$& Voice. 7-0 record a second, 
third, or fourth Voicc track, position the recorder at the desired 
frame. type N and anoO~er V~number.  Press the space bar to begin 
recording and press h e  appropriate m m b e r  ke){s), as with h e  first 
Voice. While recording additional tt~acks. you will hear the previous 
Voices (unless they have been Quieted). - I o erase a track, type the Voice nurnbes you wish to erase, type 

NO, and rerecord the Voice. You'll actually be "recording" s i l ~nce .  
You cari turn off the audio monitor of a remrder Voice (Quiet i t )  

while recording additional Voices by slopping the recofder and i ~ .  

i ng  Q followed by the number ~f h e  Voice you wish to Quiet. For 
example typing Q1 will silence Voice I .  (The sound will still b e  on the 
file, you just won't hear it when you start recording again.) T o  turn ii 
Voice back on, typ V followed by the number. of the desired Voict:. 
T o  Quiet or turn o n  several Voices, stop the recorder and repeat the 
respective cornrnands for each Voice. 

Adding Titles and Text 

The MOVIE M K E R  Disk has an Xtra Function file named TEXT that 
you can use to  put  type and graphic characters into yoirr ani~nat ion.  
Y o t ~  may have upper case letters, lower case letters, any graphic 
characters available o n  your computer, and the inverse versions of 
any of  these. 

T o  put  text or gr'lphics into your animation, you niust be irr 
COMPOSE. Use the GET FILE option to select the Xtm Function file 



named TEXT. (The FNC file name will not be displayed as a current 
iile or1 the COMPOSE menu.) Theri x i ec t  the COMPOSE option. 

To type on the Shape or Background Page. first type X. A small 
square Wi ldow will appear. You r m y  move it around with the j o y  
stick tu position it where the first letter should appear. Then you can 
use your  I:eyboard as a typwl-iter. Type a ietter, and it will appear in 
the square. 'The Window will move one space to the right to get 
rcady for tho next letter. G c h  letter \hall be spaced automatically. 

You can use !he control keys to type grapliis characters that are 
available on the ATARI computer. Press the space bar to leave a 
space. Press the ATARI key to produce inverse characters. 

If you make a ~nistake, you may erase a character by placing the 
square: Window ovrr the charartcr and pressing the space bar. To 
rcplace a c'haracter, first erase it, then reposition the square Window 
a ~ v i  t y p  the correct character. 

To terminate the Xtra Func!ion mode, press ESC. 
Orlce you have some text on a Shape or background page, you 

can move the whole block of text around by putting a Window 
around it. If you put it on  the Shape page with an Outline around it, 
you can Sequence the block like any other Shape. 

Managing Muftipie Actors 

CJp to six Actors car1 be recorded. 'To record additional actors after 
the first one, use the P. R, or G comrrland to get to the irarne where 
the new Actor is to enter. Then type A followed hy the number of the 

,4ctor to be recorded. Then type S followed by a number to specify 
the Sequence you desire to record. Press the space bar to start the 
recorder arid record the Actor just as you did the first one. 

When recording several Actors, the last Actor always records on 
top o i  the previous ones. That is, the last Actor will always appear to 
be i n  front of the previous actors. You can take advantage of this 

featurc: to make it appear that an actor is going behind another Actor 

ar behind part of the scmrry. 
For example, in COMI-VSE you could define one Sequence as 

a single 511ap OF a tree. If you then selected this , kqu~nce  arid a 
new Actor, you could place h e  tree Shape in the latdscajle, pre- 
cisely positioned over one of the b ~ l < g r o ~ i r , i l  trees. W e n  the Actor 
is recorded, nothing will have seerned to  change. However, if the tiee 
Shape is recorded after a first Actor and before a third Actor, then 
the first Actor will always move behind the tree, and :he third Actor 
will always move in fronl of the tree. By editing precisely and control. 
ling the order nf appearance of the var.ious Actors. i t  is possible to 
have one actor nwve son.~ekirnes in front of and scmetirnes behind a 

piece of scenely or anoffler Actor. 
When recording additional Actors, it is sornctines necer;wry to 

know the location of other Actors in the frames alwaci. You can use 
the SiilFTARRO\N keys for this purpose to view frarnes forward or 
backwards. 

Keep in mind that if you stop recording an Actov before reach. 
ing frame 3000, the Actor will stand froren while the remaining 
frames run. To avoid having one Actor freeze while others are r-nsv- 
ing through the later frames, Yank the Actor from the last frame you 
wish to have it appear in. 



Making Your Own Play Disks 

Thcre are three ways to play your own MVM files: 

1 .  You can b o d  !he MOVIE MAKER Disk each time, go to the 
PLAY secticm, use the PICK FILE option to select one file, and then 
select the PI AY option to play the movie. This works fine I'or playing 
individual flles, but it does take some time to boot MOVIE. MAKER 
and get to tlle PLAY sectior~. Also. you can't play a series of MVM files 
wthout rcturrilng to the (Itility Mcnu to PICK a file eat-11 time. 

2. You can boot the AUTOPLAY Disk, then while the beginning 
ccx~ntdown is going from 10 to 1 ,  slip the A(ITOPLA\It D~slc out of the 
drive and insert the disk of your MVM files. When the countdown 
linishrs, the MVM flies on your- disk will play one alter the other in the 
order t l ~ t  t h q  were recorded on the disk. This method plays n-lore 
quickly than the first one. 

3. You can make your own AUTOPLAY disk First use your 

A'TARIq DOS COPYDISK program to make a copy of the MOVIE 
Ir1'~tiER AUTOPLAY Disk. (Copy the entire disk.) Then boot t lw 

MQWE M K L R  Disk, go to the PLAY section, and Catahg the files 
on the copy. You wili see several MVM file names. Use the DEI ETE 
RLE option to delete these files EXCEPT for the one narned 
CPITDWN.iNI. THE CNTIPWN,iHil file must remain on the disld 
You will tiren have an AUI OPhAY disk that will boot by ~tselh and play 
any fW'4 flles that you recard on it or copy on to it. The  MVM files %ill 
play one after another, in the order recordcd 0 1 1  h e  dsk. 1 li~s is the 

k t  method for playing your MVM filks quickly. 

e Most But of the 

Like any computer system. MOVIE MAKER has certain limits. Here 
are some of the limits and sorne ways to deal with tllern. If you 
exercise some ingenuity in designirq scripts and animations, y m  
can develop sohrtions of your own. 

1. Four Colors. MOVIE MAKER can use ordy four colors at a 
time on both the Shape Page and Background Page together. If you 

use some ingenuity, however, you can minimize this constrairt One 
way is to simplify your pictures. In animation, it usually bkes only a 

few colors to suggest the effect you want. You can get tlie effect of d 

different color or texture by adding dots of a contrasing color to a 

Shape. Another technique is to stop rccordin~g in the middle o l  an 
anirnation file and change the background or S q u e r ~ c e  colors 

before finishing thc recordirig. You can also study how colors appear 
in different contexts, then use the cornbinations that best evoke the 
effect you desire. 

2. dint Sequences. Evcn though you  cdn keep only nine 

Sequcncf,~ at a tirnr, the nurriber of Sequences you can have in an 

AN1 file is unlimited. By rcdef'ining your Scqut:nct.s in the RECORD 
section, you can make a litnitless number of Sequences available for 
any animation. 



3. Skteen Gnmes in a Sequence. If you're creating an mirna- 

tion Sequence that rc~quires more than sixtcen frames, you can 

probably simplify it to require fewer frames or else split 'he niolion 

up into two or rnore Seqsences. If you can't simpiify it to fit one 

%quence, try s t r ing i~~g  more than one Sequence together to corn- 
plete the planned movenien!s. 

4. Sixty-Four Shape Outlines on the Shape Page. If 64 Shapes 

are not enough for your animation, see if you can get the same 

animation effect with fewer Shapes or else try to simplify the "script" 

or rnoveni~:~tr ;  to require fewer Shapes. 

5. One-Quarter Screen for a Shape Outline. lf YOU need a 
S b p c  to appcsr larger than a qmrter of the screen. try Zooming in 

on it durinq-iecording, or 1.1sing two Shapes together. 

6. Six Pdors,  If yo11 rieed to have more than six movincg Actors 
on tile screen at  i~ time, see if you can group some of them together 

so that more ihan one figurc or Shape can move together as a single 
Actor. (By putting more than onc f ig l~re into the same Actor, :tie 

figures can d o  srparate rnovernelits at the sdnle l i m ~ . )  

7. Three-flundred Flames in  Oric Animation. To give the 

i ! ~ i p ~ ~ l j s ~ o n  of i)r:>aI~r length to arl a~iirn~lt iorl. use thc slowesl. F'rarne 

Rate that will give a satisfactcry iriiprcssiori of motion, us(: stiorl 
sc-cnes and f rcq~~cnr  c..hrlngmof Ar-to1 5 .  on(! IIrie ;I$ rriucli c~r~i~n; l l ior i  

( r n n ~ c i n i ~ n t i  at; [ ~ ~ s i i t ) l ~ ~ .  -1'0 I ~ r i ! j t t 1~11  I t i t?  ;I( t11;3l r\rnni~l!.j tirric of a n  

aninintion. SIY ~f  XI r a n  d~si~jr .1 the story tn have thc er~tire i~niri ld. 

tion Loop more thnri oncv when you arc I'LAYing the MVM tile. 

Findlly. can string Inure ttian one MVM file in  succession on d 

PL..4Y D~sk (see t)cyir~i i~t lg of this chapte~-). 7lit.r.e will bc p a u ~  

betwcen tlic files w h ~ n  ?he Disk is playing. but if you dcsigri your 

stor$ carefully, you probably can make the p ~ ~ ~ s c s  comc at na t~ .~ rd  

br~iyk3 in tllc story. Hen~ernber that you can have individual MVP1 
files Loop Illore than orlce when you are playing a success~orl of 

PLAY files. 

In animation, timing is crucial. Often a diiference of one frarrrr car! 

make the cliffexmce between a successful sourid or rrmtion effect 
and one that misses the mark. Notice the Frnme Coi~rlter during 

Playback, and proceed one frarne at a tinre when you are editing 

critical scenes. 

With animation and LCle resolution of the microcomputer- scrcen, 

one dot can mean a lot. It can be a n  rye, nose, mouth. or all t i~ree.  

Movements and expressions mLisi be cxaggcraled to be noticeable. 

Yor~r eye notices outlines and coiors rnore than dctails iv l le~ l  figures 
are moving. Take advantage of this fact i ~ t i c i i  y o i ~  are drawing 
Shapes. For ideas on how to leave out details. use the Zoom c o m  

rnand to study the shapes in the folltming SHP files or1 the MOL?E 
MAKER Disk: ACTORS, DOC;. SClFl, and SFACE A h  !!se rh~:  
space bar to study the demor-~stration anirnationr; on the ACITOPL-.1Y 

disk. 

'flicks With Actors and Backgrounds 

It is possihle to h a w  v.+iat appcnrs to hc a F l a r : k ! j ~ ~ ~ ~ r i d  ncturrlly bc an 

Actor. By rccord i~? '~ ari Actvr cornpcisrtl of "baclqrourid" t:lrrncnts. 

you can have the "backgrot~rid" spririg into life or move off the 

stage. 

You r a n  use t h ~  same t c~ch r i i ~ ]~~e  to "charqe scencs" dur in~ j  an 
animation. The trick is to create the Dackyround or part of it as a 

onc.fran\e Sequence that Loops cont~nuo~rsly. Ry r cco~d~ r i q  thc 

Rackgro~~nd S q l ~ c n c r  first, it will sew? as a sel) lrntit Ar.tor, ctn:l Itit. 

other Actors will appear to move in front ol it. l 'ou r a n  replace it later 
with another "background" Actor. 'To avoid pr~?blt-rns in nioving 



back and forth between RECORD and COMPOSE, make it a hab~t  to 
record sound effects la-,t! (See below.) 

You car1 also have one figure "grow" out of another. Just 

assemble a short Seqtlence c ~ f  Shapes in  whrc-h parts of the first 
figure are progress~vely replaced with parts of the second figure. 
Then when y u ~ i  record h e  Sequence, the second figure will appear 

to grow out of the other (animators call this "metamorphosis"). 

Varying the Speed and Amount of Animation 

You can actually \Jaw the speed of animation several ways. The 

Frariw Rate is the most obvious and easy to use. 'The Kwickness 
comriland can be effecti\,e when you want to show one Actor slow- 

ing down while anot1ie~Actor contir\~.~es to move at the regular rate. 

The Jump cornmand affects the speed of animation in a subtle way. 
k1ie1-I an &cior nlnvos a grflater distance with each iiiove, it appears 
to move faster. ever) t h o ~ ~ q t i  the speecf of animation is unchanged. 

You wili have to experiment with these different speed commands to 

get ttic "feel" ot rsch in d~fferent s~tuations. 
The amount of animation needed for any particr~lar effect usu. 

ally dt.pncfs on the circumstances. The trick is :o make the rnove- 
melit noticcable. And if o t h ~ r  Actors move in response to each 

c ~ t h t l r .  ttlc vffcrt ir; cbcn rnore dramatic. If you Zoom in and fill the 
scrrten \kith action, Ule effect is ver.y dramatic indeed. 

S~-wn& can heighten the sense of anticipation and action. A little 
. jo~rr ld goes long way. Sounds can also provide rhythmic and 

audio cues to help identify Actors and events. Tirnir~g sounds to 

coincide precisely with the action is critical. First record the action, 

then put the sounds in to appear at exactly the right mornent. Don't 

overlock the possibility of "layering" sounds-recording several 
tracks of sound on the mrie frames. Ih i s  can be especially effective 
when the cliiferer~t sourxls have cont~osting " t ~ ~ v r c s "  and rhythms, 

or when you give each A d o r  a distinctive sound keyed to its particu- 
lar character and speed of movement. 

All Shapes and Actors are registered from the bottorn center of heir 
Outlines. You can make s single Shape jump up and down by 
creating several Outlines of varying heights. 



PIO'TE: Most MOVE MAKER commands require only a single key 
stroke -either a Ictttrr or special key. A few commands require a lctier 
followed by an arrow or one or- two numbers. In this list, if a corm- 
mand needs a nurnber, the range of possible numbers for the 
comrmanrl is enclosed in brackets. For example. the notation Pi0.31 
means that you should type the letter P followed by a nurnber 0, 1,2, 
or 3. 

Compose Section 

. . - . -- .. --- - - -- - .. . -- - - - - - .- - . - -. .- -- --- - . - - -- - 
DK.1 \l/NCi .4ND SC'CXIENCE C0I'lbMND.S .. - -- ~ --. 

P[O-31 Pen Draw with Joystick or Arrow Keys. using 
specified Color (0-3) .  Default is P I .  

! 
(Must be done within an Outline on 1 
Shape page. Joybutton or CTKL must 
be held down.) 

M 
(Arrow Key) 

Window 

Outline 

Border 

Duplicate 

Mirror 

Sequence 

Xtra 
Function 

Create a Window so that an image can 
be moved, duplicated or clcfir~cd as a 
Shape. 

Create a n  Ou!line beneath the current 
Window; transform a drawing into a 
defined Shape, 

Change size and shape of a Window or 
Outline. (Joybutton must be pressed to 
establish the comers.) 

Duplicate a Shape or part of a Shape 
located within a Window. (Joybutton 
must be pressed to deposit a duplicate 
Shape. Space bar cancels.) 

"Flip" a Shape located within a Window 
or Outline horizontally or vertically to 
produce its mirror image. (Arrow Key 
indicates direction that the image flips.) 

M a g d y  an image io view i t  close ~jp.  
Default is Z I .  

Define a Sequence of up to 16 Shapes; 
specify a Sequence to preview Defclult 
is SO. (Up to 9 Sequences rnay be 
defined at a time.) 

Activate current Xtra Function (TEXT 
or SCALE). 

Ci 0-31 Color Assign current Color with arrow keys. 
Default is C 1 . 

I Insert Color Insert currerlt Color into ,J bounrjdry. 
Shape or W ~ r ~ d o w  

TI 0.3 1 Trade Colors Swap a ly two current Colors. 



- -- 
SF'Ek D COPIMANLIS -- - 

F[O-9 1 Frame Rate Set s p e d  at which frames are changed 
under A (Action) command. Default is 
F4. (High nurnkers a1 e fastest. FO steps 
one frame at a time.) 

K[O-91 Kwiclmess Set number of frames to  be run for 
each Shape in  a Sequence. Default is 
KI. (KO freezes the Shape unt i l  
changed.) 

______II________------ 

- - 
EDITING COPIPV?NDS 

r, 
K F.'eq!cx? R ~ s t r ? r e  ever8h1~a  chmged by pre~ious 

E, I, P, or f cornrnand (Must  rinrnedr 
ately follow romr~ innd  to be restored ) 

Y Yank Delete current. Outline. 
I' View Displai all existing Outlines (Toggles 

on an off.) 

__ -_ ___s____- l___ -  _ 
!'/iL \ i L  \V ( ~ U I ~ I P ; ~ ? ~ ~ J S  __ ___ __ - _ -  __ __ 
A Actron Prepare current Sequence for action on 

the Background Page. (Space bar starts 

and stops the action.) 

L [0.9] Loop Set number of t.irnes Sequences are to 
cycle. Default is LO. (LO sets continuous 

play. 

.-.-.-----__.-- MIS(-ELLANEOU~ CCP.IWDS - -- ------------- 
H ffelp Line Tcq$e the Help Line on and off. 

61 Utility Menu Go to Utility Menu of current sem'sn. 

------ 
SPEC/.*'& !(r? 5 ---- 

-----A- -- 
S C  Kqr Ssdrp SFla~e and Bzcbround T J ~ ~ R S  on 

the screen. 

Space War Cancel most drawing commands; start 
and stop acttion. 

Joybutton Lift and d ~ p m t  O~r t l i r ie~:  lift and depos~t 
images and Shapes with the Duplicate 
Window; activate P (Pen) command, frx 
corners of B (Border) con~mand, s ! q t  
3-2 Sar: ":+;>-;" 

> 8 - .  - U F )  en2 537- ~ ~ a , - ~ ~ , t ,  5L,jrf5t ~ k 2 - v ~  iUrr , , i i~~t -v  iC.7; 
3-  . - 

Arrow Keys with C (Color) command. 

Left and Change hue (00.15) with C (Color) 
Rigt~t Arrow cornrnand. 
Keys 

ecord Section 

COMFIAND HA ME FUNCTION 

Actor Turn on recorder and record s~ec i f icd 
Actor on background page. ( i l p  to 6 
Actois may be in menlory at a tin~e.) 

L.IO.9 J Loop Set i l unber  o f  times Sequences are to 
cycle. Default is LO. (LO sets continuous 
play.) 



S[ 1.9 1 Sequence Define a ,Sequence of up to 16 Shaps;  
specify Sequence to be recorded. De- 
fault is SO. (Up to 9 Sequences may be 
defined at a tirrie.) 

dl 1-31 l o o m  Record specified Zoom magnification. 
Default is Z1. (May be changed o n  the 

ny.) 
----- - - .- - -- ----- 
CDL C ? Ci),~l1~1,44NDS _ ____...- 

C[O-31 Color Turn on  recorder and record changes 
in specified COIOP using Arrow Keys. 
Dcfault is C1. (May be changed on the 
f ly,)  

Frame Rate Set speed dt wl i~ch  framers are cllanged 

t~nder A, C, N ,  P. R arid Z command:;. 
Defat~it is Fd. ( h l h  riurnbers are fastest. 
FO s t ~ p  one [lame at iI time.) 

JlO.9 Jump Set the Jump d~stance for animation 
n~overnents. Defduit is J1. (JI) sets ac- 
celerating Jump distance.) 

ti[ 0 9 1 Kwickness Set nr~rnber of frames to be r l ln for 
each Shape In a Sequence. Default is 
K1. (Normal is K 1 .  KO freezes the Shape 
until changed.) 

_. _ _  _ __ ___A. -- - --- - 
Sc IiliYD CfhVblAND.5 _ __ _ _ ._.. -. _ __ _ _. . .. 

N[ 0.8 1 Noise Turn or1 recorder and record a specified 

sound (1.8) from the current Voice. 
(Space bar starts and stops recording. 
NO turns off Noise.) 

a[ 1 -41 Quiet Turn off audio monitor of a specified 
Voice during recording or Playback 

V%141 Voice Designate a Vo~ce track ( 1 4) to record 
using the PI (Noise) command Lkfawlt 

? is V1. (Po try out sounds, w ~ t h  recorder 
): 

skopped, type a V number, hen type t': 
? 

11 and press number keys 1-8 to hem 
z 

sounds.) 
-- 

EDITll'r'G COMMh'DS -- 
------ --- -- ---- - ---- 

i E Erase Erase the c u r r ~ n t  frame while recording 
if 
'J under A, C, PI, or Z comnranc% 

1 G Go to Frame Go to [same 001 

t @[001.300] Go to Gu to sp rc i f i~d  frarnc (Oci i - 300) ( I ?+  
F Frame statts Playback at that fsdnie ) 

i, 
I 

Y Yank Delete Outl lr~ed Actor from current 

g frame during recording $4, C, N, or L ) .  
/ (Slash) Frame Mark a frame for ;lutomat~c halt during 

1 Marker recording or Haybark 

liewind Turn off recorder and begin Playback in 
reverse. Default is R4. (Number speci- 
fies the Frame Rate. KO sets frame by 
frame mode.) 

- - -  
ILIISCELLANFOUS CY)blFlANDS 
-_----_--_ll__l_____I___ I__I_ 

H Help L ~ n e  Toggle the Help Lme on  and off. 
U Uthty Menu Go to Ubl~ty Menu of current sechon. 



--- - .- - 
SFECiAL - KEYS - ----.--- - 

Shift/Anaw Single step foswaard (Right Arrow) and 

Keys backward (Left Arrow) through frames; 
during recording or Playback 

ESC Key Swap Shape and background pages on 
the screen. 

Space Bar Start and stop recorder and Playback 

Joybutton Lift and deposit outlines and ~ d o r s ;  
pause during A. C, N, P, R, and 2 
commands. 

\ 

Up and Change luminance (0-7) with C (Color) 

Down command. 
Arow Keys 

Left and Change hue (80-5 5) with C (Color) 
Right Arrow command. 

Keys 

CI'RLlArrow Review shapes. 

MOVE MAKER is  very iorgiving of your rnisi.akes. It lets you experi. 
ment vnth commands and usually just ignores mistakes. If there is a 

problem with disk activities, it gives you an error message on the 
Utility Menu screen saying what is wrong. 

lt is possibie, however that the system rntay refuse to respond to 
one af your cornmands or will "hang"-just freeze up and noi 
respcmd lo  any comn~ands or keystrokes. i f  this happens, here is 
what to do: 

@ If the system won't execute a pariicular MOUE bt4KER command 

(but will respond to other commands) . . . 

There is probably an error in the way you're issuing the 
command: 

a Check to be sure that you're ~n the right section of 

MOVIE M4KEH. (15 it a comniand that can be kised only in 
COMFOSE or onlv in RECORD?) 

b. Check to see II you have  he r~ght MOVIE F24KER page 
on the screen. (Arc you tiying to (JUI arb Outlirle on Ihc Bdck. 



if  the system "hangs" . . 

You probdbly issued a command or dombination that the 
computer can't unclcrstarld or a command that can't be executed. 

a Check to see if you have the appropriate d ~ s k  in the approp 
rrate dlwe and that the drive door is properly closed. It not, corm 
[ect the problem and press FZt-TTCIRN a few times. If the system 
stli! h ~ n g s ,  you'll hdve to re-boot !he MOVIE MAKER Disk 

b. !f you have o S h p e  or Background Page on the screen, 
try pressing the space bar a FCW tir-nes. I F  that doesn't Free the 
systt-ril, t:.pe f.l. I f  you carl't yet the Utility Mcnu on the screen, 
Iheri the progranl has "iiorrrbcd," and you'll have to ritbooi: the 
i q ~ i j i ~  ;q‘i!fi-n .V  in uisk 

c. If you have n menu on the screen, try pressing RETURN 
d few tlr.rles. If t h ~ t  doesn't free the system, the program has 
"bnmbed," and you'll have to re boot the MOVIE MAKER Drsk 

'Try to avoid rehooting the MOVIE F4AKER DISK, if possi- 
ble. because it wiil erase all your work thdt has not been 
saved in a dish file! 

e If a d ~ s k  drive runs on and on but won't cornplete a cornmand 
. . . OH r f  you get perbibtent error message on the screen thdt the 
c~jrnputrr can't read your f~le drhk . . . 

Your disk may be darnaged, or there may be a problem with the 
drive. 

a !s the disk drive door closed? 

b. S ~ L  he CmPUter cdrl lrdd d ~lmlldr disk (Be sure that 
it's pWpt:lly f~rmdttetl li it can, your f i r s  disk IS piob&ly 
damaged. 

c. If the computer can't read any disks at all. bere  may be a 
problem with the drive.. Try turning off' the drive. opening the 
door, reseating the disk then closing the door and turning h a  
drive back o n  You may have to reboot ihe MOUE M K E R  Disk 
If the problem continues, consult your microcomputer rcrnce 
center. 



Space Bar Stdrt and stop recorder and Playback 

Joybutton LIR and depos~t Qutlines and Actors: 

pduse duiing A, C, M, P, R, and Z 
c~rnrmncls .  

Up mJ Chalqe Ium~nar~ce  (0.7) wth C (Colo~)  

E? o W~I corntnard 
Arow Keys 

LcFt and Change hue (00.15) w t h  C: (Color) 

Rqh t  Arrow cornrndrid 
h y s  

C'TRI./Alrow Rev~rw shdpcls 

MOUE MAKER is very forgiving of your mistakes. It lets you experi. 
rnent with'cornrnantfs and usually just ignores rnistal<es. If there is a 
problem with di;k activities, it gives you an error messiqe or) the 
C M i t y  Meriu screen saying what is wrong. 

It is possible, however that the system may refuse to resporid to 
one of your comrnands or will "hang"-just freeze up and not 

respond to any con.inlands or Iceystrokes. If this happens, here is 
what to do: 

If the system won't execute a partiwldr MOVIE MAKER corr~mand 
(but v.dl respond to other commands) . . . 

There is probably an error in the way you're issuing the 
cornmdnd: 

a. Check to be sure that you're In the right sect~on of 
MOVIE MAKER (Is 11 d command that can be ~ l sed  onty in 
COMPOSE or only In RECORD?) 

b Check to sce ~f you have the rqh t  MOVIE M4KEK page 
on the screen. (Are you trying to put ari Outlme on thc Bdck. 



Actor A n  indepcndcntiy controlled Seqc~ence or several Seq~rences of 
Sliapes. 

A r : i ~ n ~ t i o n  .Tile proccss of creating the ~llusion of moverncnt in  a series 

ut strll ~r-l-iagex each rlnage slightly d~ffcrcrlr from t t ~ e  one before. When 
one flips rapidly rhrougli 3 1 ~ h  a series or sequence of irndges, t!)e 
p t~cnonwnon of pcrgs'enre of vlslon creates the lllusion of ~-noverrwnt. 

Autoplay An .4CI-I.OP!AY disk is on<: that wll boot autornil:ically *hen 
the con~putcr  IS tL1rilt.d c u ~ .  lr kjldys MOVIE FMKER MVM files one a fk r  
another. 

Background A pdsivvr grdphic rmage or scerw over which U x  anirnd. 

tlon of Shapes o k c s  place. &. 

Boot  To lond a program ~ n t o  the comp~rtcr 's memory frorrr a disk. 
thereby en.iblrr~g thr  cc;~nputer to o lx r~ l te .  

Catalog A hbt ot h e  lileb on a disk. To catdog a disk is to display the file 

rwmes 

Ctl A single component of a k c p e n c e ,  a Shape 

Cue jnal thdt confilms an acbwty Iv\OVlt MAKkK employes sound 
cues and visdal cues to confirm processes such as hfting arid putting 
down S h q e s  and crcsling Outhnes 

Cursor In MOVE MAKkR, a cursor 1s a screen marker indicdt~ng Ule 
powtion for a c t m  by h e  I). I. P, and I.  commands. 

Flle An direa on  a disk used to store ddtd per~r~a~ient ly .  CInl~lte the ddka 
stored w~t l l in  e computer, (dab stored o n  a disk 15 not lost when the 
computer rs turned off. 

Flicker The momentil ly loss of an ir;lage between frames. In MOUE 
fAKEA, flicker is  eliminated by using the SMOOTH section. 

Font The entire set of graphic syrnbo!~ constituting an alphabet, includ- 
ing letters, numerals, punct~ration symbols, and special characters. 

Frame In MOVIE MAKER, a frame is analogous to a single exposure of 
film in traditional animation. 

Function Any one of MOVIE MAKER'S capabilities. such as Action. 
Erase, KEEP File, etc. 

Get (or PICK) To choose a file from a disk and bring it into the corrlp1.r 
ter's memory so that the computer can act on  1/16 informatron stores! in 
the Ide. 

Hue One of the 16 colors ava~lable on the ATARI microcomputer. Each 
hue has eight l~~minance  levels. 

Keypress A L~ngle press of any hey on the keyboard Most comrndnds in  
MOVIE MAKER rcqu~re only one or two keypressrs 

b o p  A sir~~gle cycle or run-through of one or more Seclucnccs. 

Lurrrinance Refers l o  the degree of brightness of a color, l h e r c  are eight 
luminance Icvels for eac-ll A'TARI color or hue. 

Memory The area inside a computer where data IS stored for processing 
while the comp\Jrer is ~unning:  distmct from d ~ s k  storage. 

Menu A display of gptlorls wh~ch  arc crther progrnrn or disk actwities. 
P1OVIE MAKER has one b2ilirl Menu dnd fo~rr  L IL I~ I I~  rr~enus (one fur 
each scdon l .  There are also additronal rnitnus for c c ~ ~ r r r  functions i n  
some sections 

Mode Thc state a compu!er IS In as 11 performs a part~culdr sct of one or 
more ftrnctlons 

O n  the fly To do bornethlng 'on the fly' means to do I! khilc some 
d ~ t l o n .  such as playlny dn anltn,.~~~on. rs g o ~ r q  on 

Outline A thin-srded rectangle that ~ndicates and dt:f~~-ies the border of ,I 
MOVIE MAKER Shape. 



"i.\, 

pJgc A ~ L : I L . C ~ ~ ~ U I  id  bt1q1~5 01. i L ~ i h t ] i w ~ ~ ~ i i  s ~ c i ~ e ,  or tile blnnk , 
oil ~ h i c h  thcsr Shnp:s or S~cl.grounc!s ale drawn. 

C)l& See GET 

I The smallest addressable elernelit of a cornputcr screen. 

Selector Bar The Ilghted bai on  MOUE MAKER menus which the user 
rnoves to select functions to be yi.rformed. 

,&qt~ciice A rrdefinablu series of Shapes displayed in succession to 
c ~ e d t z  an animated irrlaye. 

,%iten .%e page. 

Shdg-ra Often called a sprite. A small graphic image capable of being 
rrmved indqxr~dt:nt.!y around Ihc screen. 

Sweep h visual !,weep or a S h a p  sweep is a movement of light on the 
scrcen ! h t  confirnls the crrdtlon of a new Outline. 

Toggle A sv:itcll activated by a keypress. Pressing the kcy once turns a 
f i ~ r ~ ? i ( > n  on: pressing it qd in  turns the furiction off. Examples in MOVIE 
MAKER i n c l d e  t i .  V, / ,  3 r d  the space bar. 

Window In MQVIE btWEi l ,  a rectangle with tilick sides used wrth Itre 
jq4111iton to dujil~catc'. ~mir~mr, pick LIP, and dcposit i n q e s  m d  Shilpcs 
or1 !he scieen. It is used wth the D, E. b\, 0, anti R cnmmarrds. 

MOUE MAKER was designed to provide the consumer with a pow- 
erful yet easy to use tool for making animation. It was not intended 
as a programmer's development tool. A version of MOVIE MAKER, 
MOVIE MAKER PROFESSIONAL is available o n  a licerrsed basis 
directly from Interactive Rcture Systems. Inc.. 270 Park Avenue 
South, New York, NY 10010. 

A good programmer may, however, use MOVIE MAKER to a 
limited extent in software development. Certainly MOVIE P A K U ?  is 
ideal for storyboarding and previewing anirnated sequences. Also. 
with a little know-how, the programmer may use image data genet- 
ated by MOVIE MAKER in programs. 

Both the SHAPE and BACKGROUND pages were left unpro 
tected by IPS to accornrnodate the serious programrner and hobby. 
ist. These files are, for all intents and purposes, Graphics 7 i n q e  
files. 

Using a BACKGROUND created in M O U E  MAKER is as sirnple 
as loading ~t into your program at the proper address. The trick is the 



Actor A n  indcpcndently coritrollcd Secquencc or several Squences of 
Shdpes. 

Anirnatiun me process of creating the illusion of rnovernent In a series 

of ~ t r l l  in;ages, each rmagr slightly d~ffcrcnt from the one before. When 
olle f l~ps rapidly ~hroug t i  such a series or sequence of images, the 
pt~er:ornc.non of persrjte~ice of vision creates the illusion of movement. 

Autoplay A n  ,\UTOi'LAY dish is one that will boot automatically when 

the cornputer IS turned on. It plays MOVIE MAKER MVM files onc aftcr 
ar~other 

Bckgl.ollnd A passive graphic image or scene over which the ariimd. 

[Ion of Shapes takes place. 

Boot T o  l o ~ d  a program Into the computer's mernory from a d~sk,  
thereby enabl~ng the co~n[,ut?r to operate. 

Catalog A l~s t  o l  the files on  a disk. To catalog d disk is to display the filc 

nnmes 

Cel A s~nylc  component of d Sequence; a Shape. 

Cue / i diat confirms an activity. MOUE MAKER employes so~rnd  
cues ana visual cues to corrfirni processes such as littiny and put t i r~g 
down %apes and creating Outlines. 

Cursor In MOVIE MAKER, a cursor is a screen marker indicating the 
position for aa ion by the D, 1, P, and Z commands. 

R!e A n  area on a disk used to store data permanently. Unlike the data 
stored within a computer, data stored on a disk is not lust when the 
computer is turned off. 

Rlckes The mornerltary loss of an &age between frames. In MOLE 
MAKE& flicker is eliminated by using the SMOOlH section. 

Font The entire x t  of graphic symbols constituting an alphabet, includ- 
ing letters, numerals, punctuation symbo!~,  and special ctlsractcrs. 

Frame In MOVIE MAKER, a frame is d n i r h g ~ l l ~  to a single exposure of 
fi lm in  traditional animation. 

Function Any one of MOVIE MAKER'S capabilittcs, such as Action. 
Erase, KEEP File, etc. 

Get (or PICK) To choose a file frorn a disk and bring it into the cornpu. 
ter's mernory so that the computer can act on  the ~nforrmt ion stored in  
the file. 

Hue One of the 16 colorsavailab!e on  the ATARl microcomputer. Each 
hue has eight luminance levels. 

Keypress A single press of any key on  the keyboard. Most cornrnands in 
MOVIE MAKER rvquire only one or two keypressrts. 

Loop A single cycle or rmfhrough of one or more Squencrs.  

bumiriance Refers to the degree of brightness of a color. There arc eighl 
luminance levels for cac-h ATARl color or hue. 

Memory The area rns~de a computer wt~ere ddta IS stored for proceslng 
wh~le the computer IS runnlng, drst~nrt from dlsk storage. 

Menu A drsplay of opt~ons whrch are e~ther proqrani or d ~ s k  artlv~tres 
MOVIE MAKER has one &tn Menu dnd four utrlrty menus (one for _ 
each sectror~) There dre also addrt~ondl ~net ius for cemin  lcrrrct~ons tri 
some sectrons 

Mode The state a compu!er is in  ds it performs a particular set of one or 
more functrons. 

O n  the fly To do something "on the f l y  mc'anb to do it whlle some 
dcl~on, such as playiny an animdhon, is going on. 

Outline ,A thin sided rectangle thdt indicates and defines the bcrder of d 

MOVIE MAKER Shapc. 



.-, 

N A P E  page. What is needed are the location, heigh.. ~ n d  
e individual shapes. They are not player/missiles! 
I artist create the images and shapes For the program. 
Ite the artist fairly. An artist can save the programmer an 

~ le  amount of  time and create far more interesting gra- 
MOUE MAKER. Tell the artist how many Sequences to 
how many shapes to put in each Sequence. Also, suggest 

.;st make the Shapes all the same size. Remember that in 
{KER all Shapes have been registered from the bot tom 

the top left. Color 0 is  transparent. 
~ u r n b e r  the Shapes and copy them to the screen i n  the 
artist put  them. Add paths, joystick routines, collision 
and game play. You are off to a great start! . 
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D R A W I N G  A N D  SEQUENCE COhlMANDS ----- -- -" -- -- .--*---- --- 
P 10-31 Pen Draw w ~ t h  Joystick or Arrow Keys, u s ~ n g  P 1 

s p e c ~ f ~ e d  Color (0-3) 

Window Create a Window so that an image can S6 moved. 
duplicated, or def ined as a Shape. 

Ou:!ine Create an Outline beneath the current Window; 
transform a drawing Into a defined Shape. 

5 Boroer Change s ~ z e  and shape of a W ~ n d o w  or Outline 

D - Duprica!e Ouy l~cate  a Shape or part of a Shape iocated 
w ~ t h i n  a W ~ n d o w  

M (Arrow Key) Mirror "Fllp" a Shape located w l t h ~ n  a Window or 
Qutllne horizorltally or vert~cal ly to proauce ~ t s  
mirror Image 

z 11-31 Zoom Magnify an Image to VIEW rt close up. Z 1 

S 11-91 Secjusnce Define a Sequence of u p  to 16 Shapes; specify S 0 
a Sequence to preview. 

X Xtra Funca~on Activate current Xtra F v n c t ~ o n  (TEXT or  SCALE) 

-- ----- - -- COLG COMMANDS 
d 

j 

C 10-31 Color  Assrgn current Color wlth Arrow Keys. C1 

I Insee Color Insert current Color lnro a ooundary, Shape, 
or W ~ n d o w  

T (0-31 i0-31 Trade Colors Swap any two current Colors -- -- 
S P E E D  COMMANDS 

F !O-91 Frame 8z te  Set speed at which frarnes are changed under A F 4 
1ActionI command. 

J 10-9) Jump Set the Jump distance !or animation movements. J O  
Kwdickness Set number of frames to be run  for each Shape Kl 

E Erase Erase everything within a Window or Outline. 

R Restore Restore everything changed by previous E, 1, P, 
or  T command. 

Y Yank Deletn current Outline. 
V View Display all existing Outlines. 

P R E V l E  W COMMANDS -. 
A Action Prepare current Sequence for action o n  the 

Background Page. 

L (0-9j Loop Set number of times Sequences are to cycle, 
a .  

LO 

------- MISCELLANEQUS C O M M A ~ D S  -- 

H Help Line Toggle the Help Line on and off. 

U Util i ty Menu G o  to Util i ty Menu of current section. 
- - - - - - -  --- 
-,-------. ------- SPECIAL K E Y S  -------.-- -- - 

ESC K e y  Swap Shape and Background Pages on  the 
screen. 

Space Bar Cancel most drawing corflmands; start and stop 
action. 

Joy$ut!on hi!! and deposit00utlines; !ift and depcsi! images 
and Shapes w ~ t h  the Duplicate Window: activate 
P (Per;) command; f ix corners for 8 (Border) 
command; start and stop action. 

Up and Down Review Shapes; change luminance (0-7) with @ 
Arrow Keys (Color) comrnsna. 

Left. and  R i ~ h t  Change nue (06-15) with C (Color) comma:;(j. 
Arrow Keys 

-------- --- - - 



A 1;-6] Actor Turn on  recorder and record specified Actor on  
Background Page. , 

L 10-9j L o c p  Set number o f t imes Sequences are !o cycle. 

S [ I -9 j  Seqtience Define a Sequence of up to 16 Shapes; specify 5 0 
Sequence to be recorded. 

Z ! I - ? ]  Zoom Record specified Zoom rnagn~frcation. 
--- -- .- 

z 1 

-- COLOR COMXfANDS 

C [O-3j Color  Turn on  recorder and record changes in specified C1 
Color using Arrow Keys. 

- - -- - -- - 
SPEED COMMANDS 

F 13-91 Frame Rafe  Set speed at which frames are changed under A, F4 
C. N. P, R ,  and Z commands. . . 

J 16-91 l u m p  Set the Jump distance for animation movements. J1 
K 10-91 K w i c ~ n e s s  Set number of frames to be run for each Shape K1 

in a Sequence. 
-- 
SOUND COMMANDS - 

N 10-81 N o ~ s e  Turn on recorder and record a specified sound 
(1-8) from the current Voice. 

3 11-31 Quiet Turn  off audio monitor of a specified Voice 
during record~ng or Playback. 

V 11-41 Voice Des~gnate a Voice track (1-4) to record using N V1 
(Noise) command. 
--- 

EDITING COMMANDS 

E Erase Erase the current frame while recording under A, 
C, N, or Z command. 

G G o  to  Frame G o  to  Frame 001. 

G 1001-3001 S o  to Frame Go to specified frame (001-300). 

Y Yank Delete Outlined Actor from current frame during 
recordrng (A. C.  N,  o r  Z). 

,' {Slash) Frame Mark a frame for automatic halt during recording 
Marker or Playback. 

P L A Y B A C K  COMMANDS - 
P i0-91 Playback Turn off recorder and begin Playback. P4 

F j0-91 Rewind Turn off recorder and begin Playback in  reverse. 
-- 

R 4 

~S~ ISCELLANEOUS~COMMANDS -- -- 

H H e i p  L ~ n e  Toggle the Help Line on and off. 

U Utility Menu G o  to Util i ty Menu of current section. -- - - .- - - . pp - - - -- .- 

SPEClAL KEYS ----- 
Shift/Arrow Single step forward (Right Arrow) and backward 

(Left Arrow) through frames; during recording or 
Playback. 

ESC Key Swap Shape and Background Pages o n  screen. 

Space Bar Start and stop recorder ana Piayback. 

Joybutton Lift and deposit Outlines and Actors: pause 
d u r ~ n g  A, C, N. P, R. and Z commands. 

Up and ~ c w n  Change luminance (0-7) wi th C (Color) comrnand. 
Arrow Keys 

Lefr and Right Change hue (00-15) with C (Color) command. 
Arrow Keys 

CTFiLIArrow Review Shapes. 
- -- - - - -- - ---- 
' '9:G t ? ~  ! r ~ ! ~ ! . x - ? l i r  ;:c!bt? .5.>!?1?1~+ In(~ 


