Sound Blaster:
Chapter 4
 November 20, 2001
Sound Blaster:
Chapter 4
 November 20, 2001

Jan14/comments added from Megg

Dan, the comments here from the TE are really solid and once you address them, this chapter will be in great shape for the Comp Ref. I added a few other comments, but nothing major. – mb/Jan14
 (cn)Chapter 9

(ct) Meet LiveMotion

(2)How To…
· Learn About Digital Audio

· Use the Sound Palette to apply sounds

· Become acquainted with Export settings and bit depth

· Learn and use Sound object properties and attributes

· Attach a sound to a button State

· Create a quick jukebox

· Overview on obtaining and making your own sounds

Need to incorporate this list back into the chapter. Also, need some text before the opening hed whether that’s something relating to what’s in the chapter or something else.  – mbJan14

(1)Stop, Hey, What’s That SOUND?

Imagine a Bugs Bunny cartoon. He dashes up to Elmer Fudd, stuffs a cigar in Mr. Fudd’s mouth, lights a match, and klabooey! Elmer’s face is blackened with blown up cigar bits. His few hair strands are pointing upwards and simmering with puffy smoke.  He looks wearily into the camera and says, “I hate dem wabbits”. Only you don’t hear Elmer’s words. Nor do you hear the explosion, or the striking of the matchbook, the scratch and then the shhh as the flameignites. You don’t even hear the mock classical music as Bugs skips smugly through the woods whistling, and saying, “ain’t I a stinker?” 

The above scenario describes an amusing animation but nothing more. It’s like lightning without thunder. Silent lightning still is dangerous; it just doesn’t seem as dangerous. What is thunder after all? It is SOUND!!! It’s what makes you fear the lightning. It’s what makes you dance to the music. It lets you know when the tea is done, when it’s time to get up, when it’s time to answer the phone.

Like the Bugs Bunny cartoon, sound in Live Motion 2 can be used in many ways to breathe life into any project. It can be attached to a button as the user rolls the mouse cursor over a bell rings. Sound can be used as background music for a splash page or a voice over for an online commercial. You can create a web version of the cow goes moo and the rooster goes cockadoodle doo. 
Maybe all readers would understand the phrase “the user rolls over”?  But maybe it could be clarified?  jc
Before you go creating a symphony for your next online masterpiece, you should learn a few things about sound on the computer and sound on the web. For sound files are large and take up much bandwidth. Also, for all the good things sound brings to the table, it can be overused, and instead of enhancing your animation in can become a distraction. In this chapter we  cover all these aforementioned potential gems and potential pitfalls that are sound.

Dan, for your headings throughout, please aim for more action oriented headings where you can. See my examples throughout, ok? – mb
Action oriented heds should not always be used for the CompRef chapters – mb/Jan14
(1)Use Digital Sound 
In order for sound to be available on a computer, the sound must be ‘sampled’ or digitized. These means the sound must be converted into zeroes and ones so the computer can process the information. There are two measurements for digitized sound. They are sample rate and bit depth. 

(2)Sample Rate
maybe say something about how you can/can’t specify the sample rate, or that different sounds have set sample rates, or some idea of where/how you establish, determine, set, modify sample rates here in the first few sentences as background for this discussion? - mb
Sample rate refers to the number of kilobytes per second of a recorded sound. The higher the sample rates the better quality of audio you will achieve. Of course higher sample rates lead to bigger file sizes and longer download times for end users. Working with computer audio is always a struggle between file size and quality. 

One can think of audio like an image. The more colors one includes in an image, the clearer that image will be. 

There are three main sample rates you will be dealing with in Live Motion 2. They are:

· 44.1 kHz – This is cd quality audio but usually to large for online use

· 22.05 – This quality is about half that of cd quality. It is widely used on the net for music loops.

· 11.025 kHz – This quality can work for spoken word or quick ‘one shot’ sounds such as alert   beeps. Of course the smaller the sound, the less need for small sample rate.

Since Live Motion 2 doesn’t let the user choose a sample rate for a sound, the user only needs to deal with this when creating or recording their own sound. 
Do other programs let you choose a sample rate? Are there advantages/disadvantages to this?- mb
(2)Bit Depth

hmm, maybe start out saying, “The other measurement for digitized sound is bit depth” and give a description of what it is, how it’s measured, if/when you set it or specify it, etc – again just for some background on this topic for your readers - mb
The two main bit depths for audio on the web are:

16 bit – this is the default setting for Flash audio

8 bit – this will result in a smaller file size but cannot be used for music, it might be ok for spoken word narration.

Unless you are creating an animation for use on an Intranet or offline, 16 bit should be the highest depth you choose, and definitely nothing higher than 24 bit. Besides the large file size, audio in Live Motion 2 is compressed, so anything over 24 – bit won’t be noticeable.

(2)Sound File Types

Live Motion 2 can import and play most major sound file types. The main sound file types are:

1. . wav – This is the native uncompressed sound format for the PC

2. . aiff – This is the native uncompressed sound format for the Macintosh

3. . Mp3 – This is a compressed format. (for Mac and PC?) Importing a sound, as an .mp3 can be useful because .wavs and .aiff files are so large they can be difficult for the computer to process even locally. If you are importing a large file and your computer doesn’t seem to handle it well, try importing the file as a high quality .mp3. High quality being great that 128 bit. This will dramatically decrease the file size, yet you shouldn’t notice a big difference in the final product.

As a rule, you should work with the highest quality audio before you compress it. But as previously mentioned there are reasons to reduce the quality even before compression. Those reasons being to make workflow faster and easier. Also any advantage gained by importing audio above 16-bit and 44.1 kHz will be lost during export compression.
Hmm, you’re getting kind of granular hear before you’ve said too much about when/why/where/how you compress sound, what “work with” refers to. Maybe spend a little more time/text here on this paragrpah and expand these concepts just slightly? – mb
For a Comp Ref chapter, spend FAR more time expanding here so readers have the background needed to understand these complex concepts – mb/Jan14

(1)Use Compressed Sound Files for Sound on Your Site
Since Napster captured headlines and caused debate throughout the music industry, about whether you can record music from a site that features it for your own use, most everyone has heard of MP3 technology. MP3 stands for Mpeg Layer 3, and is a compressed format.
Dan, is my edit correct here? In case folks don’t recall what the Napster flap was about, it’d be good to summarize it here – mb

. In English, that translates to an algorithm that is used to compress information of a file so that the mpeg file becomes small enough to be usable on the Web. Just as you would never ask a user to download a large bitmapped photo, one should never expect a user to wait for audio that will take 5 minutes to download. One reason Mp3’s have become so popular is that they maintain an acceptable level of audio quality while keeping the file size down to a minimum. 

For example, a 5-minute piece of uncompressed cd quality audio would create a file of around 40 Megs, where the same compressed file in Mp3 formatwould be between 2 and 7 Megs, depending on the bit depth. Most listeners can’t tell little difference between the two files, which is why the music industry has its lawyers on high alert.
I believe you mean can’t?  - jc
Need to explain more what the laywer reference means here - mb
Live Motion 2 exports all audio as an Mp3.  Mp3’s work well on the web because they tend to give the best results proportionate to their compression rate. They are compatible with all major browsers, operating systems, and media players.

(1)Use the Live Motion 2 Sound Interface to Create Sounds for your Site
There are three palettes you will work with when using sound in Live Motion 2. They are:

1. Sound Palette

2. The Properties Palette

3. The Export Palette

Of the three, the Sound palette is only one that is unique to sound, where the other two are used for other objects as well.
Maybe mention what those other objects are here, just briefly - mb
(2)Explore the Sound Palette
 Insert Figure 1

Dan, you can’t open a section with a figure, you need to have some text first. And, each figure needs to have a text reference, as in, “blah blah, as shown in Figure 1” or “blah blah (figure 1).” And, make sure that showing the Sound Palette adds some value for your reader beyond just showing them what it looks like. Maybe use some callouts to show different parts of this screen? Don’t forget to add text ref, fig slugs and captions in when you incorp Tech Edit, ok? - mb

The Sound palette is the place where you can preview all the sounds that come with Live Motion 2 and also add your own sounds.. You can think of the Sound palette as a library for sounds.
We did see the Library for images in Chapter 2 so you could reference back to that if it adds some depth? jc
The example below will show how to preview sounds and apply them to an animation.

1. Choose Windows | Sounds from the Live Motion toolbar

2. Choose a sound from the palette and hit the play button in the bottom left corner. You should be able to hear the sound.

(2)Applying a Sound from the sound palette

Insert Figure 3
No figure 2 before 3?  jc
Same comment as above, you need to have text first, plus, you need a caption, and need a figure slug too – use the Fig# button on the OMH toolbar – mb

Also, it’s not great/not permissable to start out a section with steps, you need to introduce the process to your readers first - mb

1. With the timeline visible, choose Windows | Sounds from the Live Motion toolbar

Did we just start with a blank composition here?  What timeline do we make visible?  In the figure it looks like there is an object that you have highlighted in the composition window and not the timeline window.   You probably need to include some steps to get your readers to the point of having something to which to add a sound.  jc
Insert Figure 4
I don’t think figure 4 fits here.  It is showing and export bit rate and you haven’t talked about that. jc
2. Choose a sound from the palette and click the Apply Sound arrow in the bottom left hand corner

The play arrow is in the bottom left corner.  The apply arrow  is sort of middle of bottom of palette. 

Insert Figure 5
I don’t think figure 5 belongs here. jc
Do you really need to show both these figures? They’ll take up a half page each and unless it’s very important for folks to see what the results of these steps are, I’d cut one or both - mb

3. The sound file you chose should now appear on the timeline as an object

Determine Your Sound  Properties

There are three types of sounds available in Live Motion 2. 

1. Event Sounds – Event sounds have to be fully downloaded before they can play. Once they are downloaded, they are cached in memory.  This setting is good for one shot sounds such as a beep or short looped sounds such  as a repeating piece of music.

2. Solo Event Sounds – these have the same qualities as event sounds only they stop all other occurrences of that particular sound. This will prevent the sound from playing over and over again if clicked twice by accident. 

For example, if you have a short loop triggered by a mouse click, this setting would be useful if the user repeatedly clicks the button. Each time the button is clicked the sound will stop playing and start again from the beginning. If the sound was simply an Event sound, one instance of it would continue to play as the other one started up.

3. Streaming sounds – This setting is good for longer sounds such as songs or   narration. These sounds play as they are being downloaded. They are tied directly to an animation. Streaming sounds take precedence over animation in an .swf. Frames will be dropped if need be to keep up with the streaming audio.

So don’t you need to apply this knowledge?  Perhaps tell the reader that to change the properties for a sound you highlight the sound object on the timeline, then go to the properties palette and choose the appropriate setting? jc 









1. 
2. 
3. 


I wasn’t sure why all this was crossed out?  I think figure 4 went with this section.  I’m not sure when and how one uses export settings?  Do we need to know about them? jc
(1)Volume and Panning Attributes in the Properties Palette
Sound objects have two possible attributes, panning and volume. Panning is the action of placing a sound wave in a stereo spectrum.  Listen to a song by the Beatles. You will hear John Lennon’s voice out of the left speaker and Ringo’s tambourine in the right. You can pan hard left, hard right, and all places in between.

Volume – volume is how loud or soft the sound is.

Both Panning and Volume attributes  are set in the Properties palette. If a sound is selected on the timeline and you open the Properties palette (Window | Properties), a drop-down menu will appear that will allow you to choose the sound types. The Properties palette will also display a panning bar and volume bar that can be dragged to the appropriate setting on your timeline. 
This discussion does seem to follow from the Properties discussion above where you talked about event, solo and streaming sound.  Perhaps it can be better tied together?  jc


In the following example you will experiment with different panning and volume settings for a sound.

Insert Figure 2
Figure 2 seems to fit with Sound Properties a bit back – when you choose event, solo, streaming.  Maybe make it an illustration and renumber. 
um… you’ve already reference a Figure 5 up above, so you can’t now go back to Figure 2 - mb

1. Open the Sound palette using the Window | Sound command
Insert Figure 6
You need to get much more specific for the average reader to follow along.  Do a specific activity that the reader can follow.  For instance, put an object on a page, apply a sound object (and name the particular one for the reader to choose) I was not sure what these instructions 
2. Drag the Composition Duration bar to 9 second frame 

Insert Figure 7

3. Move your cursor to the 1 second frame of the timeline

On which bar?  jc

Insert Figure 8

4. Choose 12_Loop_Grunge sound and apply it by clicking on the arrow in the lower right

Insert Figure 9
On all these figures I’m looking at shots of the script editor, but you’re talking about the timeline.  I was not able to follow along an produce the results your figures show.  It might help if you read Sherry’s chapter 2 to get a feel for how she leads the reader through each step.. jc
Again, each of these figures will take up a ½ page and so your 4 steps will get spread out over 4 or 5 pages. What are you trying to show with all these figures? Could you just show a piece of these screenshots, and turn these figs into illustrations instead? - mb
5. Click on the 12_Loop_Grunge object. Notice the sound properties beneath the property tab.

6. Drag the pan arrow to the far right or type +100 in the panning options box. Play the sound animation. Drag it to the far left or type -100 in the panning options box and listen to the difference. 

If typing in directly it is not “+100” just “100”.  Include instructions for how to play the sound.  jc 

7. Repeat the above with the volume arrow. Drag it to 50. Try 75.

8. Keep this example open for you will return to it shortly.

(1)Animate YourSound Attributes

Sound attributes can be animated. They can change throughout an animation to create panning effects and volume sweeps.

This example will be a continuation of the previous example.

Dan, you need more explanation that this sentence above. What are folks doing here? What will they get to at the end of the steps here? Why are these two sets of steps connected? Don’t assume that your readers will really read the headings you use, so your first sentence after a heading should generally be something that describes the thought, action, concept or whatever of the text that follows – some kind of positioning statement. This way, folks who are skipping around in your chapters will still be able to comprehend what’s what. You’ll need to give more direction for readers who aren’t continuing from the previous example and just want to jump in here - mb

1. Click on the 12_Loop_Grunge object created above and drag the time pointer to 1 second.

2. Click and twirl down the arrow to the left of the sound object to view the object attributes.  Next click and twirl down the attribute options. Click on the pan icon. A grey diamond should appear at the one-second frame.

3. Make sure the properties tab is visible. Drag the pan arrow to the far left or type -100 in the options box.

4. On the timeline, drag the current-time marker to nine seconds.

5. Check the box for the pan attribute. A grey diamond should appear at the nine-second frame.

When I did this the pan attribute diamond at 1 second went away.  I clicked again and it appeared at 9 seconds.  Is this the desired behavior? jc

6. Drag the pan arrow property to the far right or type +100 in the panning options box.

100 not +100 jc

7. Move the pointer back to the 2-second mark.

8. Click the volume attribute icon.

9. Set the volume to zero in the options box or drag the arrow to the far left.

10. Drag the time pointer to the nine-second mark.

11.  Check the volume attribute box.

12.  In the property menu, drag the volume arrow to the far right or type 100 in the options box.

13.  Play the sound. Try and sit directly between the two speakers. Notice how the loop plays from left to right. Also notice how the volume swells from silence to its loudest point at the end.

(1)Attach a Sound to a State

Insert figure 3

No figs to start off a section. Need a figure slug and a caption, plus a text reference - mb

One possible use of sound is to attach to a button State. You can have one sound that occurs when a user rolls a mouse (or a cursor?) over an object and another sound for when the user clicks down on that object.

1. Drag an instance of an ellipse from the tool bar and place it on the composition area.

2. From within the State palette click on the New State icon. Choose Over from the pull-       down menu.

If we haven’t seen the “new state” icon before, perhaps you could show it in an illustration?  Perhaps it will have been covered by this chapter.  jc

3. Choose the Paint Bucket tool from the toolbar. Pick another color from the Color palette.    This will be the color for the Over state. 

4. From within the State palette click on the New State icon. Choose Down from the pull- down menu.

5. Choose the Paint Bucket tool from the toolbar. Pick another color from the Color palette.    This will be the color for the Down state.

6. With the Over state selected, open the Sound palette. Choose a sound and drag it onto the ellipse. If you click on the changes arrow, the name of the sound should appear.

7. Another option would be to click the Add/Remove Sound icon from within the Sound   palette. This will open a dialogue box that lets you browse to a file from your hard drive, local network, etc.

8. Repeat one of the above two steps with the Down state selected.

This may be very confusing to the reader.  It might be more clear just to give the exact step to repeat.  Maybe the alternate way to do it could either be left our or be a tip?  .  The reader might be confused about which 2 steps you are referring to. jc
9. Test your movie. When you mouse over the ellipse you should hear one sound. When you mouse down on the object, the other sound should play.

If I jumped right into this chapter I might not know how to “test the movie”.  Mouse down is usually called click.  jc  

Dan, here’s an example of needing to make your heading more active and results oriented -mb
Set Export Settings for Your Sounds
Insert figure 4

Need some text, a figure slug, text reference and fig caption here - mb

Export settings can be selected at any time throughout the development process but won’t become noticeable until you export or preview your movie. 

To open the Export palette as it applies to sound do the following:

From where? Where are you when you open the Export palette? –mb
Do you need to create  a composition before starting these steps? Or maybe continue on from the steps above by referring back to them?  jc
1. Select Window|Export

2. Select Macromedia Flash(SWF) from the drop-down export format menu

3. Click on the Sounds icon in the Export palette

The Export palette allows you to choose the bit-rate of the compressed Mp3, and to convert a stereo sound to mono.

Stereo sounds are made up of two signals, left and right. Because of this panning the sound one way or the other is possible. This results in a greater file size, because, there is twice as much information for the computer to process. 

To get around this, Live Motion 2 allows you to convert a stereo sound to mono. This combines the two signals into one. The draw back is the sound will only play directly up the middle, but for most projects this should not be noticeable problem.

Export settings in Live Motion 2 are global. You cannot set them individually per sound as you can in Flash. Because of this special care needs to be taken before you decide on a specific setting. Those considerations will be discussed below.
If this is a shortcoming do you want to refer directly to Flash?  Perhaps you should just leave that out? jc
(1)Set the Bit Depth in the Export palette.

This bit-depth refers to the depth of the compressed sound. A 24 bit depth compressed sound in Live Motion 2 might be acceptable for the web but a 24-bit uncompressed .wav file would be overkill and too large to download. Remember, when you are exporting sounds from Live Motion 2, they are Mp3’s, which mean they have been compressed to a much smaller file.
When choosing bit-depth, there are three things to keep in mind:

4. Length and Size of the sound – if the sound is a quick beep a higher bit-depth won’t cause much difference in the file size. Conversely, there isn’t much reason to a have such a quick sound be high quality. A two-minute music piece would be far too big in size to export at a high bit-depth.

5. The delivery method of the file – If your animation is going to be viewed locally from a cd-rom or over an Intranet on a high-bandwidth network, then by all means use higher bit-depths for better sounding audio. But if the animation is going on the web where at least half the users still have 56k dial-up modems, stick to between 16 – 20 bit mp3’s.

6. Type of Sounds – Sounds such as voiceovers aren’t going to sound any better past a certain bit-depth. Yet between say 16 – 32 bit, the quality will be much more noticeable. Increasing the bit-depth for music loops and songs will create the biggest difference in sound quality. Of course, these will also create the largest file sizes and increase download time.

Do you mean that you should make the bit depth 32 bit for  voiceovers?  Or do you mean make it between 16 and 32?  jc

A good rule of thumb is to ask yourself how important to the overall piece is the sounds you are using, and choose the appropriate bit-depth from there. The only way to tell this is by experimenting with bit-depths, listening to the final product, and checking the export report for file size and download time.

Since these bit-depth settings are global, think about which sounds are most important to the result you are trying to achieve and choose the setting that are appropriate to them.
Dan, is it just the bit-depth settings that are global? Please correct my edit if need be - mb
If you are familiar with Flash, you’ll remember that Flashuses 16-bit Mp3’s as the default sound setting on export.
Again, I don’t particularly see the value of referencing Flash in a Live Motion book.  jc
(1)Create A Quick and Dirty Juke Box 1
hmm, I’m not crazy about the “Quick and Dirty” description. Could you call this something else? Create a Simple Juke Box, or Create a Quick Jukebox”  instead?
In the example below, you will create a very rudimentary jukebox. When you are finished you will have learned one method for playing and stopping sounds within a movie.
This is great positioner text, and is a perfect lead in to this example
1. Download the chap9/sounds.zip file from this book’s download area at www.osborne.com. Open the file named sounds.liv.

Is it possible to get any files that you are referring to so I can use them during the tech edit?  For now I’ll just use some files that were included with Live Motion. When downloading do they have to be in a certain directory (folder) to show in the Live Motion Sound Palette? After I completed this section I realized that without the sounds.liv file it was pretty difficult to follow along. jc
2. Open the Sound palette (Window/Sounds) Scroll to the last three sounds ariff, minor, and oatmeal.

3. Move the time marker to 1 sec. Select the ariff sound from the Sound palette and apply it by clicking on the “apply sound” arrow in the bottom

4. With the time marker still on the 1 second frame, click on the Labels icon. Type ariff into the text box and click OK.
I didn’t know where the labels icon was and had to search around for it.    Maybe it will have been covered in an earlier chapter?  jc  

5. Move the time marker to 20 seconds. Select the minor sound from Sound palette and apply it to the timeline.

6. Click the Labels icon and type “minor” into the text box and click OK.

7. Move the time marker to 39 seconds and apply the oatmeal sound. Insert a label named “oatmeal”..

8. Select the ariff sound in the timeline. Open the properties palette (Windows/Palette). Select Streaming Sound from the drop-down menu. Repeat this step for the other two sounds. Make sure the time marker is somewhere on the actual content of your sound on the timeline or the change will not take effect. 

I was not sure how to “make sure the time marker is somewhere on the actual content of your sound” ? jc

9. Select the Composition object. Drag it to the end frame of the last ariff sound.  The time should read 00:00:53:05.

I was not sure how to do step 9?  Wasn’t the last sound “oatmeal”?  Can you be more specific about exactly how to select the “Composition Object”? jc

10. Select the ariff movie clip in the timeline. Open the States palette (Window/States) Select the down layer. Down should appear in parenthesis next to the ariff movie clip name in the timeline.

Maybe it is because I am not using your downloaded files, but I have no options in my States window when I click on the first sound in my timeline. jc
11. Double click icon for the ariff movie clip to view its timeline. Click on the Scripts icon.

12.  From within the Script window navigate to MovieClip Methods/GotoandPlay(). Type _root in front of the .GotoAndPlay(). Replace the word label with “ariff”. This script instructs the Flash player to goto the main timeline and play from the label entitled ariff when the down state of the ariff_rec button occurs. 

I am pretty lost about how to follow step 12.  When you say “Type _root in front of …” where do you mean?  I believe you mean in the right hand window pane, but I’m not sure.  I see the word “label” there, so I think I’m following but you probably need to be more clear.  jc 
13.  Repeat this step for the other two movie clips. Be sure to replace the label with the appropriate name. Replace the minor_rec label with “minor” and the oatmeal_rec label with “oatmeal”.

I suggest you walk me though this at least one more time.  What step do I go back to and repeat? jc
14. Navigate back to the Composition timeline by clicking the arrow in the upper left hand corner of the Movie clip menu. 

When did I get to a “movie clip menu”?  I’m lost here.  jc

15. Move the time marker to the first frame. Click on the scripts icon and chose the Stop() function beneath ActionScriptGlobal/Methods in the Script Editor window. If you leave out this step the movie will play from beginning to end, which is not the effect we are going for. 

It seems like I am putting this before the clip plays if I put the Stop() on the first frame? Could you explain more, or maybe show an illustration that I can follow along? jc
16. If you tested the movie now you would encounter a couple problems. The first problem occurs at the end of sound. The movie should stop but it doesn’t. You can remedy this by adding a stop() action at the end of each sound clip. Move the time marker to the end of each clip and insert a stop() action.

I’m now wondering if the movie is the same as the sound clips?  jc

17.  The other problem you would face is the continuous play of the sounds as you click from one button to another. The way around this is by placing a StopAllSounds() action before each GotoandPlay() action. The StopAllSounds() action lives up to its name. When invoked, it will stop any sound that is currently playing in the Global timeline. 

“Click from one button to another”? Is there an image that I’m supposed to be working with that has buttons? I assume this was the .liv file that I didn’t have. How do I place a StopAllSounhs() action ….?  Do I just type it in?  jc
Insert figure 5 
Need a figure slug, caption and text ref here
In the figure under ActionScript Globals I see “Properties” and “Methods”.  In my window I only have the choices directly under ActionScript Globals.  Maybe this changes depending on what you have selected.  jc
Open each movie clip timeline. Open the Script Editor. Navigate to MovieClip/Methods/StopAllSounds(). Insert this action before the _root.Gotoandplay(label) action. Be sure to end the action with a ; . This will separate the methods in your script.  

Open EACH movie clip timeline?  I thought I was just working with one timeline? jc
18. Lets do a volume fade on the Oatmeal sound clip. Select the arrow to the left of the Oatmeal sound clip and open up the Object properties by selecting its arrow. 

19.  Move the time counter to the 51s frame. Select Volume from the Object properties of the Oatmeal sound clip. (and do what with the volume?_ jc
20. Move the time counter to the 53s frame. Check the Volume checkbox in the Object properties for the Oatmeal sound clip. 
Do you mean “check” like “add a check mark” ?  
21.  With the Oatmeal sound clip selected, open the Properties palette (Window/Properties). Drag the volume arrow down to zero. This will create a two second volume fade.

22.  With the Properties palette still open choose 16-bit from the drop-down menu. 

Right now I only have Pan and Volume as selections in my Properties palette and also “Solo, Event or Streaming”
Of course these sounds started out as (??? Something missing here???) Export your movie and listen to the results as you test each button. Now try changing the bit-depth to 20-bit and listen to the results. Check out the HTML report and notice the change in file size and download time.
I don’t know where the movie was?  I have only 3 sounds in a composition? jc
      23. Save this file as sounds_finished.liv .

(1)Use Sound Loops in Your Animations
Listen to any hip-hop song on the radio and you will hear loops. Loops are a way of repeating whatever content you are using, be it audio or visual, without having to reinvent the wheel. Besides saving development time, using a loop will drastically cut down on file size.

Let’s say you have an animation that lasts over a minute. You find a 10 second loop of music that totally fits the entire animation. Instead of pasting 6 different versions of the same music, all you need to do is loop it six times. 

There are three ways to loop sounds in Live Motion 2. The first is by simply dragging the end of the sound clips timeline to the desired duration. A second way is by putting that sound in a separate movie clip and repeating it throughout the animation. The third is a more advanced way that accesses the Sound Object methods. We will cover the first two methods in the examples below. The third methodis covered in chapter 13 on Scripting.
Dan, can you confirm ch. 13 IS where this info is? – mb
Maybe it was too difficult to do the scripting in the jukebox above without the information in Chapter 13? jc
1. Open loop.liv

Where do I get the loop.liv file? 

2. Open the sound palette (Window/Sound)

3. Select 18_Loop_Steel and apply it to the composition timeline

Insert figure 6  (Figure 6 shows Preferences and doesn’t seem to belong here.)
Need a figure slug, caption and text ref here
I would be happy to check these steps if you send me the loop.liv file.  Jc 
4. Drag the end of the sound clip so it plays throughout the animation. It should play until frame 07:02.  Because the sound is cached, repeating it will not add any extra download time for the user.

5. With the 18_Loop_Steel sound clip selected in the timeline, move the current-time marker to 06:00.  Expand the 18_Loop_Steel Object properties column. Select Volume.

6. Move the current-time marker to 07:03. Select the volume check box.

Insert figure 7 Need a figure slug, caption and text ref here

7.  Open the Properties palette (Window/Properties) . Drag the volume control to zero.

An alternative way of doing the above example would be to convert the 18_Loop_Steel sound into a Movie Clip Group. Sounds cannot be single movie clips.

The only way to have a sound be a Movie Clip without graphics included is to create an invisible object, such as a white box on a white background, or change the opacity to zero. Turn this object into a Movie Clip. Open its timeline and apply the sound to it. 
This alternative method is pretty complex sounding without giving the exact steps. Are you about to do this?  It isn’t clear.  jc
(1)Use the Stop All Sounds Method to Give Your Visitors Some Choice
Imagine the above example was a pre-loader or a splash page. It would loop over and over until some action occurred to stop it. Sound on the web can be very useful but can also very distracting. Because of this the Stop All Sounds method will allow you to give the user the choice of hearing the audio or turning it off. This is proper web etiquette. 

Open the loop.liv file from above to create a Stop All Sounds button.

1. Create any shaped object. Name it Sound. Convert it to a Movie Clip. (HOW? Oh I see this below.  Object/Movie Clip or Ctrl/Cmd C) jc
2. Open the Opacity palette (Window/Opacity or F5 or Ctrl/Cmd O) and change the Object Opacity to zero.

3. Choose the type tool and type the following: SOUNDS:, somewhere in the composition area.

4. Create a new object with the word On and another one with the word Off. Change the object names to On and Off.

5. Convert the On and Off to movie clips (Object/Movie Clip or Ctrl/Cmd C).

I think it would have been much easier for the reader if you created the objects for them, since this chapter is about the sounds and not the objects.  jc

6. Select the Off object and open the States palette (Window/States).  Create a down state. Also create an over state and change the color of the text for each state. 

7. Repeat the above step for the On object.

8. Select the Off object and go back to the States palette. Select the down state and click on the Edit State Script icon.

9. Expand the Live Motion One menu to –Methods – Stop All Sounds(). Select Stop All Sounds() and close the script editor.

Live Motion One?  I don’t follow which menu. jc

10.  Select the 18_Loop_Steel object and copy (ctrl/cmd c). Double click on the sound Movie Clip to open up its timeline and type ctrl/cmd v to paste the sound.  
Where do I place it on the timeline?  jc

11. Move the current-time marker to 00:00 and create a label by clicking on the label icon. Name the label “Start”.

12. Return to the main timeline and delete the 18_Loop_Steel object because it is now in the Sound Movie Clip. 

Select figure 8
Figure 8 looks like a Selected Rounded Rectangle.  Not sure it fits here. jc
Need a figure slug, caption and text ref here

13.  Select the On object and choose the down state from the States palette. Click on the script icon and type this code into the editor : _root.sound.gotoAndPlay("start"). When the On down button is clicked, a message is sent to goto the root which is the main timeline, then go to the sound movie clip and play from the label ”start”.

14. From within the Sound movie clip, select the 18_Loop_Steel object. Open the Properties palette (Window/Properties) and change the sound type to Solo Event Sound. 

15. The only problem we have is the On button starts the sound loop from the beginning instead of from where it stopped. We will revisit this example in the chapter on scripting where we will fix this problem. Save this file as loop_finished.liv. We will reuse it in the scripting chapter when we take full advantage of the Sound object and its methods.

I had a very hard time following the above steps.  I think you should start with the three objects (“Sounds:” “On” and “Off”) already created and then walk the reader through adding the sound controls to these objects.  I also feel more detail is needed about the Scripts portions of the instructions since the reader has not been introduced to those yet. jc

Insert figure 9  (Figure 9 is an image library and doesn’t fit here.)
Need a figure slug, a caption, and a  text ref-mb

(1)The Sound Object   

Like everything else in Live Motion 2, sound is treated as an object with it’s own methods available for scripting. In chapter 13, we will investigate these scripting methods further.
Need some positioner text here for what this section DOES cover now that we’ve establsihed that the Scripting chapter
By opening the Script Editor and revealing the menu from Action Script Globals | Sound | Methods, you can read a description of what each method does.
I can see the “Action Script Globals” but not the Sound | Methods (exactly were are they)  Do I need to have something selected first? jc
(2) Get Sounds for Your LiveMotion Projects
There are many methods available to obtain sounds and music loops for your Live Motion 2 projects.

(3)Free Downloads :

There are a number of sites on the web that allow you to down load pre-made sounds and music for free. I have listed a few of them below:

1. http://www.partnersinrhyme.com/ - this web site makes available free midi sounds, loops, and sound effects. It also has a commercial aspect to it the allows you to by cd’s full of their sounds.

2. http://www.beatmode.com/free-loops/index.html - this site consists of free music loops

3. http://www.e-drummer.net/freeloops.html - this site is useful because it consists of free drum loops that were played by a real drummer, not programmed by a drum machine.

There are hundreds of these sites out there. If you can’t find what you need from the list above, just type in free music or free sounds into a search engine.

(3)A word about copyrights
When using free downloaded sounds and music, check the permission on the web site. Just because they are free doesn’t mean one can use them for commercial means. Most sites will let you use these sounds on a web site, but not for distribution purposes. Be sure to read that fine print.

(1)Make Your Own Sounds:

If you have a simple sound card such as a Sound Blaster, recording software, and a computer microphone, you can record your own voice overs or even your own sounds. Obliviously, the more equipment you have the better your final product will be. Still, with a relatively small investment, you can produce sounds that will enhance your Live Motion animations.

If you were to invest in only one of the three things listed above, I would recommend the recording software. There are very inexpensive programs such as Sound Forge XP or Cool Edit 2000. These programs are light versions of more extensive products but they will give you the functionality you need.

What these programs do is allow you to edit sounds. Besides web sites, there are thousands of CDs available with sound effects, loops, pretty much anything you’d want. By using a sound editor you can cut the sound short, or elongate it, or even add effects such as reverb and delay. The best part is you don’t have to be a musician or even a multimedia wizard to use these programs effectively. 

There are other types of software that makes making music a simple process. Look into ACID by Sonic Foundry (http://www.sonicfoundry.com)  for creating slick sounding grooves and loops. 

If you are a little more adventurous, check out a program such as Rebirth from (who makes this?). Using this software allows you to actually create your own sounds from scratch. These are called soft -synths. They replicate the analog synthesizers of old.

To learn more about digital audio visit http://www.computermusic.co.uk. This site has tutorials, product overviews, free software, and other assets that will help make your foray into using digital audio a less daunting task.

(1)Summary

In this chapter you learned all about Sample rate and bit-depth, audio file types, volume and panning. This is the first step of into a larger world of digital audio. 

In the next chapter we will discuss designing menus.
Dan, designing menus for your sites? For your animations? For your restaurant? ( Please specify just a little more here - mb

4-


4-


