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About IM S Char acter Generator Studio™ MX Pro

IMS CharacterGenerator Studio™ MX Pro is acompanion tool for Macromedia®
Director® MX and Director® MX 2004 that allows multimedia devel opers to quickly
and easily add talking animated 3D characters with synchronize facial and body
movements to their multimedia projects and presentations. The tool worksin the
authoring mode of Director® MX and publishes the resulting content directly to your
movie; including Lingo™ scripts, models, and audio. Thereis even an option to have the
Score generated for you. And best of al, there are no additional Xtras™ to download for
playback over the Web or from a CD-ROM.

IMS CharacterGenerator Studio™ MX is available only in the Professional version.
Below isagenera description of the featuresincluded in the new version of the product.
The Professional version of IMS CharacterGenerator Studio™ MX includes a number of
feature upgrades that makes the product much easier to use, and allows for more
flexibility in creating and bringing animated talking charactersto life.

IMS Character Generator Studio™ MX Pro;
Includes everything in the previous version of the Tool Xtra plus
+ Texture modifier (for modifying the face)
+ Mouth Position Exaggeration control
+ Background Images
+ Set Play Timefor “Slider style” control of playback
+ Compressed IMS data format for better streaming
+ Up to five minutes of audio file size for analysis
+ Easier PIP functionality

Functionality and Feature | mprovements:

We have made several key improvements to the IMS CharacterGenerator Studio MX Pro
version 2.5 product. A summary of these changes are outlined below. We have taken
into account feedback from our customers, and included a Frequently Asked Questions
(FAQ) section at the end of this reference guide.

1) Memory issues associated with MX 2004 have been addressed and fixed.

2) IMSdatafilesare now stored asimages in the cast and as PNG files when linked
for streaming. Thisresultsin datafilesthat are up to 20x smaller for streaming. A
provision for using legacy TEXT datafiles has been included for backwards
compatibility.

3) IMS mouth morphing is much smoother. There was ajitter bug that was
discovered and fixed.

4) The background member now works more efficiently. Set the name of the image
cast member you want to use as the background behind your character inthe IMS
Player behavior. It will be automatically scaled to fit the sprite rect.

5) Tool Xtrawindow garbage collection now cleans up the WindowL.ist correctly
and purges the Tool Xtrafrom memory when closed.

6) API changes:
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a. setIMSTime(newTime, aSprite) has been added to allow you to "jump” to
aspecific point within an audio file. Thisisallowsfor more traditional
dlider bar interfacing to the character animation.

b. All of the functions now have a sprite number parameter to allow for
multiple characters to be on the stage at the sametime. If the sprite value
isvoid, the function targets al sprites.

7) Full API:
-- audio cueing
addIM SQueue(imsFileName, aSprite) -- param stringURL, integer
del etel M SQueue(imsFileName, aSprite) -- param stringURL, integer
clearlM SQueue(aSprite) -- param integer
getlM SQueue(aSprite) -- returns list of queued audio
playNextIM SQueue(aSprite) -- param integer

-- play, pause, stop

getIM SDuration(aSprite) -- returns integer of the duration of the playing audio
setiIMSTime(newTime, aSprite) -- param integer, integer

startlM SPlayback(imsFileName, aSprite) -- param stringURL, integer

pausel M SPlayBack(aSprite) -- param integer

stoplM SPlayback(aSprite) -- param integer

-- adjustments

setlM STimingOffset(offsetM sec, aSprite) -- param integer, integer

setM outhExageration(exagerationAmount, aSprite) -- param float -- 1.0 for
normal mouth

checkIM SPlayback(aSprite) -- param integer -- returns symbol #play, #pause,
#stop

isIM SPlayerReady(aSprite) -- param integer-- returns boolean the ready state of
the player

-- environment

setlM SBackground(image, aSprite) -- param member("name") or imageObject,
integer

setlM SPIPrect(aRect, aSprite) -- param rect, integer — if the rect is smaller than
the sprite rect, it makes it create a picture in picture effect
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|. Installation Requirements: IMS Character Generator Studio™ M X
Installing IMS CharacterGenerator Studio™ is fast an easy. Carefully follow the
installation instructions below.

Hardwar e and Softwar e Requirements
The minimum hardware and software requirements for using this product are:

Macromedia® Director® MX or Director® MX 2004 installed

Microsoft® Windows 98, 2000, NT 4.0 or later, or XP

Microsoft® Internet Explorer 4.0 or later

Intel Pentium Il processor class or better

32MB of RAM

20MB of available disc space, a color monitor, a microphone for recording audio, and a
sound card.

Shockwave Player: Playback Requirements

Windows
- Intel Pentium processor (Pentium Il or higher recommended)
Netscape 4.0 or later
Microsoft Internet Explorer 4.5 or later
AOL 4.0 or later

Macintosh Classic
- Power Macintosh Power PC processor (G3 or higher recommended)
Netscape 4.0 or later
Microsoft Internet Explorer 4.5 or later
AOL 4.0 or later

Macintosh OS X
Power Macintosh G3 running OS 10.1.2 or later
Microsoft Internet Explorer 5.1 or later

Installation Procedure

After you have downloaded the installation executable file, click on the file to begin the
installation process. Make sure that the product folder is located on the C:\ drive, and not
buried too deep within your file system, otherwise this may cause an error during the
installation process. Note: due to a bug in Macromedia® Director®, applications
(Projectors) devel oped with Director® will NOT run if the directory path exceeds 126
charactersin length (including the name of the movie). For example:

Good Path:
C:\Documents and Settings\Administrator\My Documents\IM S CharacterGenerator Studio Installer\IM S Installer.exe

Bad Path:
C:\Documents and Settings\Administrator\My Documents\IM S CharacterGenerator Studio Installer\IM S CharacterGenerator Studio Installer.exe

If you see the following error message when running the installer,
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Director Player Error P x|

/ Unable to load movie playlist. Does the INI file exist? It must contain a section [Movies]' with an
= enitry Moviell =Pathname . dir'.

the ingaller is nested too deep and should be moved to your Documents folder or the Desktop.

From thislocation, double-click on the IM S Char acter Generator Studio M X I nstaller .exeto
begin the installation process.

Installing the Application

Installing this product is simple an easy. Once you have doubled-click on the installation
executable file, the following dialog box will appear.

WinZip Self-Extractor x|

You are installing IMS CharacterGenerator Studioftm] ki,

Ok

Click “OK” and the self-extracting window will appear as shown below.

WinZip Self-Extractor - IM5 CharacterGenerator 5

. The IMS installer application will run after the files have
1\/15 been unzipped to the temp directon. The installation files
will be deleted after installation.
Cancel

A bot

Ll

Click on “Setup”, and the self-extracting installation process will begin automatically.
During the installation process, adialog box will appear as shown below.

Windip Self-Extractor - IM5 EharacterE‘EnBratnd'.'ﬁgf‘ s

The IM5 inztaller application will run after the files have Setup |
w been unzipped ta the temp directany. The installation files
will be deleted after installation.
Cancel

_ Unipping Wik MOk dat About

4

Once the installation has been complete a“ Successfully Installed” dialog box will appear.
Simply click “OK”.
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& “ou have succezsfully installed IMS CharacterGeneratar Studio bl

Now that you have successfully installed the application, now you will need to authorize
the application for Demo or Commercia purposes by launching it from the Xtras menu in
Macromedia® Director® MX.

Accepting the License

Whichever distribution = 0]
method you are using, r'
electronic or boxed MS
product, the rest of the

installation processis
the same. After running
theinstaller the screens
below are displayed.
They show thelicense
agreement in ascrolling
field. Read and scrall
down to the end of the
licensein order to
activatethe "l AGREE"
button.

If you agree to the terms of the license, click on the "I AGREE" button. If you click on the "
DISAGREE" button, the installation procedure will end.

Installing IM S Character Generator Studio™ M X

> IMS Installer —|o]x]| After clicking the "I AGREE" button, theinstallation

' procedure continues and displays the screen to the | ft.
Theinstaller attempts to locate your copy of Director®
MX and fills the path field with this path. If this path is
incorrect, or, if you want to install IMS
CharacterGenerator Studio™ MX in adifferent
location, type the alternate path into the field provided.
Once the path is set, click on the install button to install
the software.

Theinstaler will now copy the required files to the
proper Macromedia® Director® MX directories. The
entire application resides in afolder titled IMS
Character Generator Studio MX located in the Xtras
folder of Director® MX. Thisisimportant to remember
because additional head models can be added to the
models directory of the IMS Character Generator Sudio
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MX folder.

When the installation is complete this message is displayed:
|
B x|

& You have successtully installed IMS CharacterGenerator Studio k.

Click the OK button to complete the installation process.

The IMS Character Generator Sudio™ MX application will automatically beinstalled in
the “ Interactive Multimedia Solutions” folder in the “Program Files’ directory. A copy of
the IMS Character Generator Sudio™ MX Reference Guide as well as a shortcut to the
“Seguencer” exampleisincluded in the product folder.

g1 Microsoft Money

E Programs Microsoft Outlook
— @ ticrozoft Picture [ Publishing 2001
E @ Documents : Microzoft PowerPoint
:ﬁ % Seftings v B Microsoft Streets & Trips
Microsoft Wiord
2earch Y El Microsoft Works
.E @ Help :’f MSM Explorer
2B A >Explorer  LIPGEN sxe
L Run.. B scinner Plus R
% Yahoo! Mail
§ & Log Off danovar... m |nteractive Multim 5
E ~: ShutDt Shortcut to IMS CharacterGeneratarStudioR eferenceGuide M pdf IS CharacterGenerator Studio M #
Sharteut to sequancer. di @ IMSCharacterCreatorPra »
Eﬁtalt “ o & G & ”H ¥ ahool | ¥ I{:j ScreenShats I @untitled-F’aintI |g§

Authorizing IMS Character Generator Studio™ M X

In order to authorize the application, you must first launch Macromedia® Director® MX.
During the authorization process you will have the opportunity to select a“Demo”
version of the application, or authorize the “Pro” version if you have purchased alicense
for the product.

The IMS CharacterGenerator Studio™ MX application is launched from the Xtras menu
in Director® MX as shown below.
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=% Director MX 2004
File Edit View Insett Modfy Contral | xiras Window  Help

8B || o Updtebovis, |l oEzow| s rae #ws

Filter Bitman: -
At Filter..

default Lt Distart..
[T D IM5 CharacterGenerator Studio M » IM5 CharacterGenerator Studio b
@ Qa Coreeert WA to S,

A/ Macromedia Director MX 2004

ano
@0
@0

Open a Recent Item
E) Open...

Create New

@ Director File

When the application is launched from this window, the following dialog box will
appear. If you wish to authorize acommercial license of the application, follow the
instructions in the dialog box, and send the unique Serial Number that is automatically
generated for you on your clipboard to the following email address,
authorize@ims3d.com. Within 24 hrs you will receive a unique Authorization Code.

Copy this Authorization Code and past it in the appropriate field by clicking the “ Paste”
button.

Once you have authorized a commercial version of the application, click the “ Submit”
button and this will launch the licensing window.

Product Demo Version

If you are running a demo version of the application, ssmply click the “Demo” button,
and this will take you to the demo version of the application. After clicking the “Demo”
button you will see the dialog box below.

B x|

Y'ou have inztalled the Mon-Commercial D emo version of the product.
Thig product may not be uzed for commercial purpozes.
[t waill empire within thiky[30] days.
Fleasze vizit v ime3d. com to purchaze the Commercial version of thiz product

IMS Character Generator Studio™ MX Authorization window.
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After you have entered the code in the field, click the
ok button.

After you have entered the Authorization Code into the
tool correctly, the tool is now registered for use.

There isamanual available by clicking on the help
button (“?”) on the top left corner of thetool. Please
refer to the IMS web site (http://www.ims3d.com) for
additional information and alist of frequently asked
questions (F.A.Q.).
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1. Out of the Box
About IMS Char acter Generator Studio™ M X

IMS CharacterGenerator Studio™ MX is acompanion tool for Macromedia® Director® MX that
allows multimedia developers to quickly and easily add talking animated 3D characters with
synchronize facial and body movements to their multimedia projects and presentations.. The tool
works in the authoring mode of Director® M X and publishes the resulting content directly to your
movie; including Lingo scripts, models and audio. Thereis even an option to have the Score
generated for you. And best of al, there are no additional Xtras™ to download for playback over
the Web or from a CD-ROM.

IMS CharacterGenerator Studio” MX allows users to create talking characters from within the
Director® authoring environment by simply selecting a prerecorded sound file, analyzing thefile
and publishing directly to the active Director® movie. The IMS voice-to-animation engine
automatically creates the corresponding facial animation sequence for the character. The assets and
Lingo code are automatically generated for you during the publishing process, so even
nonprogrammers can benefit from this amazing technology. Sound files used in the application can
be of arecorded human voice, or from atext-to-speech engine, in any language. IMS
CharacterGenerator Studio” MX includes stock character content, and additional characters can be
obtained from the IMS web site. Users can also create custom characters by using the IMS
CharacterCreator ™ application available at the IMS web site (www.IM S3d.com).

IM S Voice-to-Animation Engine

The IMS voice-to-animation engine is an ActiveX component that isused inthe IMS
CharacterGenerator Studio™ MX Tool Xtrato analyze a selected audio file and generate the
associated IMS data required to produce the facial animation. The anaysis process requires the
developer to use the Windows® environment for analyzing only. Authoring and playback of
published, analyzed audio, can be done on any Director® MX compatible operating system.

IMS Stock Character Content

IMS CharacterGenerator Studio” MX contains "stock" character models. The mgjority of these
models were created using the IMS CharacterCreator™ content creation application. Each, high
quality, head model works seamlessly with the IMS CharacterGenerator Studio” MX application.
Simply select the head you want to use, and it speaks the audio you select for processing.

IM S Publishing

One of the most powerful features of the IMS CharacterGenerator Studio” MX is its one step
publishing. After you have selected the appropriate head model and analyzed your audio files, press
the Publish button. The tool copies all of the required assets to your currently active Director®
movie, links the required Lingo code libraries, and will even generate the Score for you. Y ou do not
have to know how to program in Lingo to be able to use the power of talking charactersin your
presentations. IMS CharacterGenerator Studio” MX helps you every step of the way.
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Show Me

The process for using Studio MX is quite simple (if you have just completed the registration
process, you have aready completed this step).

1) Select IMS Character Generator Studio™ MX from the Xtras menu.

After sdlecting the Xtra", IMS CharacterGenerator Studio” MX is launched. The first time you
launch the toal, it will center itself on the screen. Y ou can move it anywhere on the screen. The tool
"remembers”’ where it was positioned last the next time you open the tool.

When the tool comes up, it displays the registration number, or the field to enter your registration
information if you have not aready done so. See the section on installation for more details.

Copyright © 2003-2006 Interactive Multimedia Solutions, Inc. All Rights Reserved 12



2) Interface

10.
11.
12.
13.

14.

Help button- click this button to access this manual at any time.

Selected Character M odel - displays and animates the head model selected from the Model
directory. The selected head will be published during the publishing process.

Character Selection List - click on acharacter to select it from the characters found in the Model
directory.

Character Thumbnail View — displays athumbnail of the character currently under the mouse
pointer.

Analyze button - click this button to select and process an audio file of type WAYV. You aso have
the option of processing all of you audio filesin asingle folder in “batch” mode.

List of Processed Audio Files- ascrollable list of all of the audio files you have processed in
each session. You can select audio files to be played and cleared from thislist.

Clear button - this button clears the currently selected audio file from the list of processed audio
files.

Clear All button - this button clears all of the audio files from the list of processed audio files.
Publish button - this button publishes all of the processed audio filesin the list of processed audio
files, the selected head model and all of the required Lingo code to the currently active and saved
Director MX movie.

Play button - this button plays the currently selected audio filein thelist of processed audio files
Stop button - this button stops any audio file currently playing.

IMSWeb Site—click here to launch the IMS website in your default browser if you are
connected to the Internet.

Close button - this button closes the IMS CharacterGenerator Studio™ MX Tool Xtraand the
active session.

Publishing Preferences - If thisis your first time publishing, it is recommended you leave the top
two options checked. If you have already published you can select which option not to use, or
select publish audio and data only if you are just processing audio files and have already published
the required Lingo scripts.
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3) Process an Audio File

Processing an audio fileis very easy. Simply click on the Analyze button. The tool displays an
Open File window for you to select an audio file to process. It does not matter where the audio file
resides aslong asit is on your computer (and not an Internet URL or FTP location). Note: AL L
audio filesmust be of .wav format for analysis, saved at mono 16 bit, 22.025 kHz or better
quality. If you areusing the“Pro” version of the product, a single audio file can be up tofive
(5) minutesin length depending on the audio samplerate. For CD quality (44 kHz) audio, it
isrecommended that you edit your audio at 44 kHz and then save a copy at 22.025 kHz for
processing. After you have published your character to Director, smply replace the 22.025
kHz audio cast memberswith the 44 kHz versions. Be surethe cast member namesremain
the same after changing them. Audio for playback can be .wav, .swa and .mp3 formats

Audio Batch Processing

You can aso “batch” process all of the audio filesin aparticular folder. After you click
the Analyze button, you can browse to the folder containing the audio files you wish to
process. If you wish to batch process your audio, simply type the word “batch” in the
Filename dialog box and click “Open”. All of the filesin the folder will be processed
automatically; once the processing is complete, the animations will begin to play in
sequence. Y ou may stop the animations by clicking the “STOP” button in the
application.
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There may be cases where an audio file you have selected for processing exceedsthe
pre-set limit for filesize. If thisisthe case, IMS CharacterGenerator Studio™ MX will
not processthisfile. You will be notified that your file exceeds the file size limit by a
warning in the Director® Message window. To address thisissue, you will need to edit
your sound filesinto sizes that are within the prescribed limits, and then re-select for
processing.

Thetool processes the audio in two steps. First it loads the
fileinto the RAM of the computer. Depending on the size
of the audio file this make take several seconds. Note: it is
recommended that large audio files be broken up into
small, logical pieces. Thiswill allow for faster processing
and better overall memory performance during playback.
Each file MUST be within the prescribed file size limits
or the processing step will fail and generate awarning in
the Director® M essage window.

Second, the audio is analyzed and the animation datais
generated. Thisisthe datathat is published along with the
audio file for use in your own Director® movie.

After the processing is complete, the name of the audio
fileis added to the List of Processed Audio files. Thefile
isalso played for review of the lip synchronization and
performance.
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4) Publish your currently active (saved) Director® movie

Once you have processed all of the audio files for your movie, you are ready to publish. Clear any
files you do not want to publish from the list by selecting each one and clicking on the Clear
button. Then, click on the Publish button. Depending on how you have set your publishing
preferences, the required models, audio filesand Lingo™ scripts are added to your Director® MX
movie cast.

If you have not saved your Director® movie, the publishing step will also generate a project folder
and the associated directories and support files required for correct playback of Shockwave movies
from your local drive. Thisincludes the creation of the dswM edia folder required by Macromedia
for security protection when testing offline. If thisisyour first time using this product, it is
recommended you let the IM S Publisher create the project for you.

The Automatic Score Gener ation option automatically puts the head model cast member onto the
Stage asanew Sprite. By default it chooses the first empty Sprite channel, unless you have a Sorite
channel selected in the score. In either case, the new Sprite is added to the Score and the required
Behavior script is applied to the Sprite. Another Sprite is added to the score and a button and Lingo
behavior are added to the Cast for a sample Play button and the behavior is automatically applied.
During play, this button will make the appropriate Lingo™ calls to cause the head model to "speak”
the audio you published.

Y ou can aso use this behavior as an example of communicating with the IMS Player Application
Programming Interface (API).
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The Embed Audio in Cast option is for situations where you want the audio to be
embedded into the Director movie. If this option is left unchecked, the path to the audio
Cast member is set to the directory file path of the audio files. Y ou will need to make
sure to update the links, should you move the audio files for any reason.

There have been several changes and additions made to the Casts of your movie. In the Internal
Cast of your movie you will notice several new cast members. These members are critical to the
functionality of the IMS Player. DO NOT change the names of these cast members or have any
other cast members with the same names as these cast members. In addition, a Cast named
ims_core has been linked to your movie.

We will discuss the linked Cast first. Y ou will notice this Cast is empty. Thisis done so asto
enable the IMS Player to link to the protected ims_core.cct Cast when you play the movie. DO
NOT unlink this Cast. If this Cast is not linked the IMS Player will not function correctly. We will
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discuss the structure of the filesin the directory and how they need to be packaged for shipping
applications later in this chapter.

Thefirst new cast member is the head model you selected in the IMS CharcterGenerator
Studio™ MX Tool. Thisis followed by the IMS Player behavior. This behavior has to be
applied to the head model sprite in order for the lip synchronization to work. The only
exception to thiswill be discussed in alater chapter when we cover implementing
picture-in-picture.

IMS Player API isaset of movie scripts that act as the interface layer to the IMS Player
behavior. Experienced Lingo" developers can use this API as a basis from which to

develop their own code. Beginners should use the API asis to ensure successful control
of the IMS Player. More details regarding the API will be discussed in the next chapter.

The loop() behavior isjust a standard frame looping script.

If you selected the Create Sample Button option, a button asset and a mouseUp behavior
will be created to control the IMS Player.

The last new cast members consist of pairs: an audio file and its associated IM S data.
Both cast members will have the name of the audio file in the member name.

5) Play your movie

Now that you are familiar with the publishing process, play your Director® movie. Then, click on
the button to play the audio file and watch the head model "talk.” It is as easy as that.
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6) Posting to the Server

After you have your movie talking, you will want to package it up for othersto see. You
can save your movie as an executable or use Director®publishing function to create a
Shockwave® version for web distribution. In both cases you need to be aware of how to
package the linked Cast file for proper playback.

After you have published your file from the IMS
CharacterGenerator Studio™ MX Tool Xtra, two
new files are added to the directory containing your
saved Director® movie.

These are the newly linked Cast: ims_core.cst. And
the protected Cast: ims_core.cct. The protected Cast
isactually a Cast file that is already converted to
Shockwave® form.

NOTE: When using Director® Publish to
Shockwave® function be aware of the following
diaog:

DO NOT CLICK OK!

Click Cancel so you do not write
over therequired ims_core.cct file
that was published by the IMS
CharacterGenerator Studio™ MX
Tool Xtra.

NOTE: if you are planning on testingthe HTML page on your local system before
posting to your server, placeall of thefilesin afolder named “dswMedia” before
testing. Thisisa REQUIRED step by Macromedia® for viewing Shockwave® content
offline. If you arenot sure how to do this, allow the publisher to generate a project

for you.
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After Director®
publishes the
Shockwave® version of
your movie the directory
will look something like
the oneto theleft. A .dcr
version of your movie
will have been added to
the directory aswell asa
htm file and aloader
fileif your preferences
have been set to do so.

For distribution on your
server, copy only the
Shockwave® versions of
thefilesand the
accompanying HTML
fileisrequired. In this
example that would be
the following:

talk.dcr
3D_progbar.dcr
ims_core.cct
talk.htm

The other files are only
required for editing in
the Director® authoring
environment.

NOTE: if you aretestingthe HTML page on your local system, place all of thefiles
in afolder named “dswMedia” beforetesting. Thisisarequired step by
Macromedia® for viewing Shockwave® content offline. If you are not sure how to
do this, allow the publisher to generate a project for you.

Thefilesfor this example as well as a Sequencer example are located in the examples
folder in the IMS Character Generator Sudio™ MX folder on your computer.
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[11. Now You're Talking

Now that you understand the publishing process, and have atalking character of your own, itis
time to understand how to control the character for use in your applications. The Application
Programming Interface (API) for the IMS Player resides in the IMS Player API movie script. The
API provides all of the functions necessary for controlling the player.

IMS Player APl Script

A(pplication) P(rogramming) I(nterface)

Note: the <targetSprite> parameter is optional if you only have one character sprite on

the stage at atime.

isl M SPlayer Ready(targetSprite)

addI M SQueue imsFileName,
targetSprite

deletel M SQueue imsFileName,
targetSprite

clear | M SQueue(targetSprite)

getl M SQueue(targetSprite)

playNextl M SQueue(targetSprite)

setl M STimingOffset offsetMsec,
targetSprite

setlM STime newTime, targetSprite

getl M SDur ation( targetSprite)

startlM SPlayback imsFileName,
targetSprite

This function returns the state of the IMSPlayer. Usethisto
determine when the player isfirst initialized before attempting
to make any calls on the player. It returns True when ready,
False while un-initiated.

Adds the imsFileName to the end of the IM SQueue of filesto
be played. Aseach fileiscompleted, the next file on the
IMSQueue is played.

Deletes imsFileName from the IM SQueue of filesto be
played. If thereis more than one instance of the same name,
only thefirst will be deleted each time this function is called.

Clears the entire IMSQueue.

Returns the IMSQueue as a linear list of names.

Stops the currently playing file and then plays the next file in
the IMSQueue. If there are no morefilesin the IMSQueue,
the player stops talking and returnsto idle mode.

This method allows you to set an offset for “tweaking” the
mouth to voice synchronization. +/- 33.333 milliseconds will
adjust the voice synch by +/- one keyframe.

This method sets skips to the time specified in the currently
playing audio file. Thisallows for forward and reverse
functionality.

This function returns the duration of the currently playing
audiofile,

This method starts the audio file specified. If nofileis
specified, it plays thefirst filein the IMSQueue. If the
IMSQueue is empty, no fileisplayed. If afileisaready
playing but was paused, it continues playback from the pause
point.
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pausel M SPlayBack (targetSprite) [This method pauses the audio file currently playing.

stopl M SPlayback (targetSprite)  This method stops the audio file currently playing. If
startiM SPlayback( ) is executed after stopping, the audio is
restarted from the beginning.

checkl M SPlayback (targetSprite) This function returns the state of the current audio file:
#playing, #paused, #stopped

setl M Sbackground rgbColor, This function sets the background color of the 3D character.

targetSprite The value of the rgbColor must be in the format
rgh(255,255,255). The values of each of the RGB component
range from O to 255.

setM outhExager ation aExageration, targetSprite
This method is used to adjust the amount of mouth
exaggeration applied when the mouth is moving. By default it
isset to 1.0. Larger settings make the mouth more
exaggerated. Thisisavailable only in the Pro version.

Events

| M SStart The IMSStart event is executed when an audio file is played.

imsFileName The event has one parameter containing the name of the audio
filethat is playing.

IMSEnd The IMSENd event is executed when an audio file is stopped.

imsFileName The event has one parameter containing the name of the audio
file that was playing.

Idling

The IMS Player has the ability to synchronize the animation of the character model to the audio file
being played, however, what happens when the character is not speaking? Actually, quitealot is
taking place while the character is"idling.” Built in algorithms create a "natural” idle motion for the
body and face of the character. Blinking and general body movements are generated for the
character with no requirement from the devel oper to implement.

As soon as the character begins speaking, the audio synchronization blends from the idle motion to
begin speaking. After the audio is complete, the character returns to the idle motion.

Sequencing

Sequencing a series of audio filesisvery easy. Simply use the IM SQueue to set up the series and
then start the series playing. For example, imagine a mouseUp behavior that triggers a series of
audio filesto play:

on mouseUp me
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addIM SQueue ("audioFilel.ims")
addIM SQueue ("audioFile2.ims")
addIM SQueue (“audioFile3.ims")
addIM SQueue ("audioFile4.ims")
startlM SPlayback()

end

This procedure creates an IMSQueue. As each fileis completed, the next in the queueis
automatically played. Thiswill reduce or eliminate any long "pauses’ between phrases.

NOTE: breaking your audio filesinto smaller pieces will make the loading and playing process
much smoother.

The Sequencing example is shown below.
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V. While Drinking Water

The IMS Player has the ability to work in two ways. The first way has been described in the
previous chapters. The second way is to use the character in another 3D scene. Thisinvolves using
another 3D cast member as the Sorite on the Stage and calling the cr eateT alkingHead method
from the API. Note: Thismethod isonly availablein the Pro version.

setIMSPIPrect

setl M SPI Prect( aRect, aSprite) takes two parameters:

aRect - the sub rectangle of the Sprite where you want the talking head to be displayed.
aSprite - the number of the Sprite to which you are adding the talking head.

So how doesit work? Well, the IMS Player behavior is designed to work as adrag and drop
behavior and as a script to be instanced into the script instance list of an active sprite. Simply add
the IMS Player behavior to the 3D sprite you want to display the character and adjust the rectangle
valuein the behavior. After the sceneis playing, you can adjust the position of the rect by using
the setIM SPIPrect(aRect, aSprite) function. Setting the rect to the same size as the sprite removes
the PIP and replaces the main 3D scene camera with the character at full Sporite size. Setting the
rect to rect(0,0,0,0) removes the PIP from the 3D scene.

All of the other IMS Player APl methods, functions and events work the same as when using the
character as a standalone sprite.

So now you can "talk while drinking water" or in this case have atalking character while having
another active 3D scene.
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V. Frequently Asked Questions (FAQS)
QUESTION: When | publish to Shockwave, | get a script error when playing an
embedded audio file, what is causing this?

SOLUTION: What is happening is that your Shockwave compression setting in the
Publish options has to be set to no compression or 100% quality, standard compression or
the compression setting for the ims dataimage cast member is set to less than 100%
quality. The compression setting is modifying the color values of the image that serves as
the data compression algorithm. This does not happen if the audio and data are saved
externaly.

QUESTION: When | save my file as a projector .exe everything works fine until | try to
play an audio file. No error, and no sound is played, what is the cause?

SOLUTION: Y ou have to manually add the PNG Import Export.x32 and Mix
Services.x32 to your Xtraslist of the Projector exe. If using on the web, set the Xtras for
the .dcr file as "download if needed.”

QUESTION: How do | play an audio file once | have published it?

SOLUTION: There are two ways:
start| MSPl ayback(the pathName & "mi sc.wav")

or

addl MSQueue(t he pat hName & "m sc. wav")
pl ayNext | MSQueue()

QUESTION: How do | set the path for an external audio file?

SOLUTION: Use the " @/misc.wav" notation for the URL to thefile (loca or http:/) --
startlM SPlayback(" @/misc.wav")

QUESTION: How do | know when a sound starts and ends?

SOLUTION: There are a set of event catchers that tell you when a sound starts and ends
(built in are the external Event scripts to send messages to the browser, as well):

---- on IMsStart is generated when a voi ce synchronized
---- animation starts

on | MsStart imsSprite, imsFileNane
--put "started" && insFileNane
-- add your code here to use this event
sendExt ernal Event ("I MSstarted", [insFileNane])
end

---- on IMSEnd is generated when a voi ce synchroni zed
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---- animation ends

on | MSEnd i nmsSprite, insFileNane
--put "ended" && insFil eNane
-- add your code here to use this event

sendExt er nal Event ("I Msended", [insFil eNane])
end

on sendExt er nal Event event Name, paraneterlLi st
-- generate paraneter string for web page event

parans =
ctr =0

repeat with parameter in paramneterlList
ctr = ctr + 1

put "'" & paraneter & "'" into itemctr of
par ans
end repeat
eventString = eventNanme & "(" & parans & ")"
ext ernal Event (event Stri ng) -- sends data out to
t he host
-- application (ie. the
br owser)
end
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VI. Encore
IMS Ready Characters

IMS provides avariety of animated character content that is specifically designed to work with its
suite of products. This animated character content is referred to as IMS ReadyCharacters . Free
samples of these characters are available at the IMS web site
(http://www.ims3d.com/ims_products _readycharacters.ntml). These characters were created by the
IMS CharacterCreator™ application. The content available range from the simple 2D cartoon-
based characters, to high-quality 3D photo-redlistic and hyper-realistic animated characters. You
may purchase the IMS CharacterCreator™ application to create you own custom characters viathe
IMS web site http://www.ims3d.com/ims_products _charactercreator_studio.html.

After purchasing or creating an IMS ReadyCharacter, you will need to install it into the models
directory of the IM S Character Generator Studio™ MX Xtra®directory. If you have Director®
MX running, make sure you have closed the active session of IMS CharacterGenerator Studio”™ MX
Thisis required for the IMS CharacterGenerator Studio” MX tool to initialize the list of available
models. Then, simply drag and drop your new character filesinto the models folder. If you use the
IMS CharacterCreator™ application to create your character, it will automatically place your
character in the models folder.

The next time you open a session with IMS CharacterGenerator Studio” M X, the new models will
bein thelist of available models. Y ou can access them by pressing the next model or previous
model buttons to cycle through the characters until you find the one you want to use. Y ou can also
preview the model before selectingit. NOTE: Onceyou install the” Commercial” version of
the product in place of the“Demo” version, the models from the“Demo” version will be
deleted from the models folder.
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IMS Character Generator Studio™ MDK

The IMS CharacterGenerator Studio™ MDK product is a high-end multimedia devel opers kit for
the advanced Macromedia® Director® MX developer. This Multimedia Developers Kit (MDK)
allows its users to incorporate talking character functionality as part of any application that utilizes
the Macromedia® Director® environment, provides dynamic interfaces to aweb site, aswell as
incorporates the following components; an automated character content creation engine, custom
character content, and a defined Applications Programmers Interface (API) for a text-to-speech
engine. One key benefit of the IMS CharacterGenerator Studio™ MDK is it allows the creation of
animated talking characters to occur in real-time. This product also allows talking characters to be
easily integrated as part of any multimedia application or presentation created for DVD or CD-
ROM, become an interactive dynamic web site host, or an interactive intelligent virtual character as
part of aKiosk system. Below isalist of features in the IMS CharacterGenerator Studio™ MDK
application.

1) Includes unlimited character content creation capability
2) Includes everything in the Pro Tool Xtra
+ Texture modifier (for modifying the face)
+ Mouth Position Exaggeration control
+ Picturein Picture for 3D scenes
+ Up to five minutesin audio file size
3) IMS Web Player
+ Reads an XML fileto create character scene
+ JScript/VBScript API for controlling character
4) IMS Layout Tool
+ Independent of Director
+ Defines the window size
+ Positions Character
+ Sets background color
+ Texture extractor for modifying face
+ Sets background image (if desired)
+ Sets overlay image (if desired)
+ Sets Shadow mode (if desired)
+ Performs audio analysis to create streaming files (like the Tool Xtra)
+ Saves all dataas XML for the Web Player or for usein Director
5) IMS Director MDK
+ All of the web player functionality open for modification
+ ActiveX support for dynamic audio processing

Professional Services

IMS offers professional servicesto its clients for creative projects that range from creating
interactive multimedia presentations, to complex integrated interactive solutions. IMS provides
project management, multimedia development, and systems integration services to clients that wish
to include talking characters as part of their applications, or solutions. The Company has aligned
itself with anetwork of highly skilled multimedia devel opers with expertise in content creation,
application development, and technology integration

IMS provides custom character content creation services to its clients that want to have characters
that are unique to their applications and presentations. The Company has the expertise and
experience in building talking character content that work seamlessly with its suite of products.
IMS can create characters that range from the simple 2D cartoon character, to the complex photo
realistic 3D characters.
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VII. About Interactive Multimedia Solutions, I nc.

Interactive Multimedia Solutions, Inc. (IMS) is a multimedia software and sol utions company focused on
developing and delivering innovative software solutions that allow for the seamless integration of
interactive animated talking digital characters as part of multimedia presentations to be delivered via the
Web or as part of a DVD/CD-ROM. The software solutions developed by IMS can be applied across a
number of markets including the Internet, Direct Marketing, Computer Based I nteractive Training,
Entertainment, and Interactive Kiosk systems.

IMS isfounded and lead by Donovan Moxey, Ph.D., the Co-Founder of LIPSinc. IMSis positioned to take
advantage of the emerging market opportunities for the use of animated talking characters in multimedia
applications and presentations. The Company islocated in the Research Triangle Park (RTP) area of North
Carolina.

Mission and Vision

IMS is dedicated to becoming the global market leader in interactive character-centric multimedia software
solutions. IMS will leverage its knowledge and expertise in 3D character design, automated character
animation, and cutting-edge graphics technologies to deliver the most compelling and easy to use
interactive multimedia solutions for 3D characters, worldwide.

Markets

The IMS product line is designed to enable users at multiple skill levelsto easily incorporate talking
animated characters as part of their applications and presentations. The Company has adopted a product
strategy that enablesit to address a number of market segments simultaneously. IM S provides software and
solutions to markets where the use of talking animated characters serve to enhance and add value to a
presentation or application.

Interactive Learning

IMS's products can be used to create educational DVD and CD-ROM titles, or educational content
designed to be delivered over the web. Talking characters can be used to enhance the learning experience
for the K-12 market, as well in the corporate interactive learning market for sales and customer relationship
training scenarios.

Customer Relationship Management (CRM)

IMS's products and solutions are positioned to address opportunities in the customer contact center
segment of the CRM space, more specifically being part of solutions that provide self-help or tier-zero
support to customers viathe web or interactive kiosk. The use of interactive talking characters can serve to
enhance interactions with customers, promote brand extension, and build relationships.

Direct Marketing (eM arketing)

The IMS products can be used in the Direct Marketing applications and allow marketersto easily create
and deliver compelling, targeted, and in some cases, automated messages using talking animated
characters. The use of animated talking characters for advertising is not a new one. Cartoon characters have
been used for yearsto convey marketing messages and sell products. The compelling difference now isthe
animated content can be created on demand in an automated fashion to deliver a custom message targeted
at aparticular consumer or prospect, pitching a specific offer. These character-centric personalized
Multimedia Marketing Messages (MMM) offer the ultimate in direct marketing capabilities over the web.

Entertainment

The Entertainment market includes interactive chat and messaging, online greeting cards, episodic
animated content for TV and commercials, feature film production, and online and offline interactive
computer gaming. IM S addresses opportunities in the Entertainment market by creating development tools
that appeal to a broader cross-section of multimedia developers that utilize Macromedia s® toolsto create
entertainment applications.

www.ims3d.com
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