Navigation Storyboard


	
	instructional objectives

This is a Director movie to be opened by end user inside Director and run.  Instructs user on using lingo for navigation using the following commands:

	
	go next

go previous

go loop

go “name” 

go marker (n)


	play “name”

play movie “name”

play frame n of movie “name”

play done


	continue

pause

wait for mouseClick or keypress

	
	User can run the movie and see how it responds, or can go into scripts in the movie to figure out how the code works.
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	Introduction

Artwork:  Navigational map turned at angle over parchment background with a compass rose overlaid on top.  Nautical feeling, very photoshop layers type look.

Animation: Build on screen.  Not much in whole movie.  None in this scene, because it uses a “wait for mouseclick or keypress”.

Sound: None in entire movie.

Text: 

This movie shows many of the ways to use lingo to navigate from scene to scene in Director.  It shows how to use:

• go next, previous, loop, “name” and marker(n)

• play “name”, movie, frame n of movie and play done

• pause, continue and wait for mouse click

Interactivity: A simple mouseclick or keypress continues.  The CLOSE button quits the example if the user is running this from help.
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	Scene 1

Artwork:  Navigation map showing the various connecting navigational paths throughout the example.  Current scene “1” is outlined.  Typical throughout scenes.

Animation:  Build on screen then pause

Text:  

The map on the left shows how each scene is connected to every other scene.  The button above will go to the next scene.  In this first scene, you can only go to the next scene.  It uses a “pause” command to stay in this scene.  The NEXT button above uses a score script with the command “go next”.  Check the movie’s score and scripts to see how the navigation works.
Interactivity: The latest label field reads “Scene 1” when this scene is entered.  The text window uses a handler to page up and down through multiple pages that does not disturb the marker based navigation. 

NEXT button goes to scene 2 with a “go next” command.
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Interactivity: The latest label field reads “Scene 2” when this scene is entered.    

NEXT button goes to scene 3 with a “go next” command.

PREVIOUS goes to scene 1 with “go previous” command

GO MARKER(1) goes to scene 2.1 with “go marker(1)”

GO MARKER(2) goes to scene 2.2 with “go marker(2)”

GO MARKER(3) goes to scene 2.3 with “go marker(3)”
	Scene 2

Artwork:  Navigation map with the “2” branches enlarged and highlighted. “2” is outlined.

Animation:  loop animation of dancing ants (ala photoshop’s active selection rectangle, but thicker) around the 2

Text:  

This scene uses branching style navigation, where you can choose from a menu of options to go to another scene.  The branching items are labeled with unique label names in the score that are used by the GO TO buttons to jump to that part of the movie with the commands [go marker (1)], [go marker (2)] or [go marker (3)].  

This scene uses a [go loop] command in the script channel to create the animated line around the 2 on the map.

Note: Use another color to differentiate lingo text within a description.
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