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1. Introduction Guide

1.1 About Saturn Author

The Saturn author is the authoring software that is used to combine individual units
of raw data (QuickTime movie or PICT), that were created using other tools (movie
editing or graphics tools), into interactive movies. Saturn authoring software greatly
reduces the time required to create applications that use movies. The Saturn author
is made up of the following programs.

Author Editor
Combines multiple materials together to create a scenario. Runs on a Macintosh.

Author Converter

Converts the data created by the author editor for the author player and at the same
time outputs a virtual CD script file for creating CD-ROM images. Runs on an IBM
PC/AT.

Author Player
Plays the movies that is based on the scenarios created by the author editor. Runs on
the Saturn.

1.2 Characteristics

The Saturn author has the following characteristics:

e Adds collision frames or branch information to movies or still pictures.
e Scenarios created on the Macintosh can be run in simulations.

* C(Can create programless interactive movies.

e Data output from the author editor can be used in game applications.

e Compatible with Cinepak movies and MPEG movies.
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1.3 System Image
The flow of data through the Saturn authoring is shown in Figure 1.1.
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Figure 1.1 Data Flow

1.4 Environment
Depending on the program, the environment used will change.

Table 1.2 Environments Used with the Saturn Author

Program Environment Required
Author Editor Macintosh CPU: 68040 or higher
RAM:  More than 32MB
HD: More than 1 GB

Author Converter PC/AT or compatible CPU: 80486 or higher
RAM:  More than 8MB
es a virtual CD envionment) HD: More than 1 GB

Author Player Saturn

The data or movie files output from the author editor are moved to the author con-
verter PC. Because the movie files are large, the Macintosh and PC/AT must be
connected by EtherNET or another network in a LAN (configuration to) send files

from the Macintosh to the PC/AT. A large capacity media such as MO could also be
used.




1.5 Installation

The Saturn author is supplied with the following files. Because there is no particular
installation program prepared, simply copy the required files to the appropriate
folder or directory before using it.

e Author Editor
File Name: AT_EDIT

Copy AT_EDIT to an appropriate folder or directory on the Macintosh hard disk.

e Author Converter
File Name: AT _CNV.EXE

Copy AT_CNV.EXE to an appropriate directory on the PC/ AT and set the path.

e Author Player
File Name: AT PLAY.ABS

Used when creating CD-ROM images with the virtual CD.

1.6 Vocabulary Used in This Manual
Vocabulary used in this manual is explained below.

Object
Unit processed by Saturn author. Includes movies, pictures, cursors, etc.

Collision Frame
Rectangular region used to determine if a collision has occurred.

Movie

QuickTime movie. Used by Cinepak, MPEG.

Picture
Still Picture. A PICT file can be used.

Cursor
Items used by the users to operate the program. Similar to the mouse cursor used on
personal computers. A picture can be used as a cursor.

Scenario
Indicates the display timing of an object.
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Event
Reason why a collision is selected. Events include pad operation and time.

Action
Process contents when a collision is selected. Includes branches, object display, etc.

Tag
Name attached to scenario time. It is the branch destination.

Branch
Move to the specified tag.

Interleave File
The file where a movie file and collision file that have been interleaved.

Interleave Definition File
Definition file used to create interleave files output by the author converter. An
interleave file is created by the virtual CD by assembling this file into a script file.

Virtual CD
CD-ROM emulator for the Saturn.

Script File
Text file that defines how the CD-ROM image is created. The virtual CD translates
this file and creates a CD-ROM image.




2. Author Editor

2.1 Overview

This section explains the functions and operations of the author editor. The author
editor is an editing program that can combine multiple units of raw data (QuickTime
movie or PICT) to create scenarios or applications that use movies. By adding colli-
sion frames to movies or pictures, branches can be added to movies by connecting
pad operation with collision frames. The scenarios created here can be emulated on
the Macintosh and after conversion with the author converter (described later) can
be assembled as an application by the author player.

Also, the data edited by the author editor is not just for the author player, but can
also be used by game application developers in programs. Refer to Chapter 5 “Data
Format” for information about the data files output by the author editor.
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2.2 System Configuration

Function Overview
Author editor functions are listed below.

e Combines multiple raw data into a single scenario.

* Can designate object display timing.

e Edits the collision frames applied to the object.

* Compliments collision frames between movie frames.

* Defines action execution contents.

* Simulates scenario and collision data.

e Outputs object and collision data interleave information (layout file).

An image of the author editor is shown in Figure 2.1.
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Figure 2.1 Author Editor Image




Specifications
Specifications of the author editor are shown in Table 2.1.

Table 2.1 Author Editor Specifications

Item

Specification

Comments

Special Object

- Time
- Non-display cursor

Usable objects

- Picture (PICT)
- Movie (QuickTime movie)

Picture - Size max320x224
- Color 32 K colors
Movie - Frame rate max30fps, 320x224

Color 16M colors, 32K colors

Total objects that can be
used.

1

90 pieces

Number of objects that - Movie 1 By memory limits.
can be displayed at the - Picture 32

same time

Scenario Time Axis 90 minutes

Object Display Control

- Indicates display timing on the

time axis.

- Specify display coordinates.

Collision Setting

- Movie, 1-frame units
- Compliment between frame

Collision Count

- max 50 / Frame

Total count is limited
by memory.

Action Function

- Branch
- Object display, non display

Can specify up to 4
branches for each
collision.

Simulator

Play, Stop

PAD is assigned to
the mouse or
keyboard
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2.3 HowTo. ..

Preparation
e Objects used by the author editor (movies or pictures) are edited in advance by

other tools.

e If using Cinepak movies, they are compressed by Cinepak when changing to a
QuickTime movie. With MPEG, any type of compression is allowed because
QuickTime is not used.

e Object files are named following MS-DOS rules with the extension for a movie
being “.MOV” and a picture “.PCT”. Refer to Chapter 5, “Data Format,” for
more details.

e All objects are placed in the same folder.

Startup and End
To start the author editor, double-click the AT_EDIT icon in the application file.

The startup screen is shown in Figure 2.2. To end, select “Quit” from the file menu.
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Figure 2.2 Startup Screen




Screen Explanation

Object Window
Figure 2.3 shows the object window. The object window is an area where the object

data (QuickTime movie or PICT files) that are required to create a scenario are
loaded.

Special Object Area

\.f

Object Data Load Area

Figure 2.3 Object Window

Special Object Area
The first level of the object window is an area that contains special objects supplied

with the author editor. Area 02~09 is reserved and cannot be used.

e TIME Object
Object that generates a time-out event. It is placed in the scenario TIME object
layout area and its action can be set. The action event can set the time-out, so
when the time where the time-out was set is reached, a specified action takes
place.

e NO DISP Object
Object which does not display the cursor. It is placed in the scenario cursor
object location and can set an action.

Object Data Load Area

Required objects are loaded by selecting “Load Object” from the file menu. Objects
are loaded by the system starting at number 10 loading order. There is no particular
significance in the order, but if many objects are to be loaded, it may be best to plan
out the positions ahead of time.
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Scenario Window
Figure 2.4 shows the scenario window. The scenario window is used to layout special
objects or registered objects on the object window, and to assemble a scenario.

Time Axis

Tag Name Set Area ™\ =
TIME Object o\
Placement Area e
Cursor Object \f"::u-'
Placement Area (VDP1) !

Object Placement
Area (VDP2)

Object Placement
Area (VDP1)

Figure 2.4 Scenario Window

Time Axis
The time access of the scenario is made up of time and frame position and is compat-
ible to the SMPTE format.

SMPTE Format 00:00:00.00 (Hr: Min. : Sec . Frame Number)

Frame number is from 00~29. The time axis can extend to 01:29:59:29 for a maximum
length of 90 minutes.

Tag Name Setting Area
Area used to set the branch destination for when an action event occurs.

TIME Object Placement Area
This is where the TIME object in the object window is to be placed. Other objects
cannot be located here.

Cursor Object Placement Area (VDP1)

The picture object and NO DISP cursor objects located in the object window can be
placed in this area. Objects use the VDP1 and are displayed as sprites. Normally, a
cursor made of a PICT is placed. Cursor objects can be moved up, down, left and
right, by the Saturn PAD cursor keys. However, the NO DISP cursor object is not
displayed so the action must be set first before being used.
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Object Placement Area (VDP2)

Movie and picture data registered in the object window are placed here. Objects are
displayed using NBGO and NBG1 on the VDP2 scroll screen. Scroll 0 (NBGO of VDP2
) can place movies or pictures. Scroll 1(NBG1 of VDP2) is set to display directly with
the author player external input screen, so it is exclusive for MPEG movies.

Object Placement Area (VDP1)

Movies and pictures registered in the object window are placed here. Objects are
displayed as sprites using the VDP1. Positioning is done in 32 levels (from 5~36);
when picture objects displayed at the same time are different, the smaller number is
displayed on the previous screen.

Screen Window
The screen window is shown in Figure 2.5. When simulating created scenarios, this

window takes the place of the Saturn TV monitor.

Screen Window

Time Code

Time Code [00:00:00.00]

Figure 2.5 Screen Window

Screen
Displays the created scenario.

Time Code
Displays a time code corresponding to the scenario time axis.
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Collision Editor Window
Figure 2.6 shows the collision editor window. It is used to create collision frames in

the object window.

QoY re oo isi 1 PEEGonanoaenon:
SEHZIZIEIEE  Collision Window  ERZsmmsmms

N

Collision Frame
Edit Area

Time Code

Figure 2.6 Collision Editor Window

Collision Frame Edit Area
Area used when editing a collision frame.

Time Code
This is the time code that shows the play frames of a movie object. If a picture object

is displayed, the time code is “00:00:00.00”.

Slider
Used to advance the frame position (or move back). Cannot be selected in the case

of a picture object.

©
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Editing Procedure
The procedure for using the author editor to create a scenario is shown below. Actual
procedure will differ depending on the type of work being performed.

[1]

2]

[3]

[4]

[5]

Open Object Data

First read the object data into the object window. Object data are Quicktime or
PICT data files that have already been edited with the extension “.MOV” or
“PCT”.

When the author editor starts up, a new scenario window is automatically
opened. Next, select “Load Object” from the file menu and read the necessary
files. Object data can be added and deleted while editing a scenario.

Position the Object

Pastes the loaded object data into the scenario window. Activate the object
window and drag the desired object to the time axis of the scenario window
and drop it. There is no need to worry about correct positioning of the object.
Just double-click the object and the play dialog box will open; enter the start
time and play time.

Set Branch Destination (Tag Setting)

Sets the tag name that sets the branch destination. To set the tag name, double-
click the appropriate time axis of the tag table in the scenario window. When
the tag name setting dialog box appears, enter the correct time and tag name.

Create Collision Frames

Collision frames are created for object data in the object window. Select the
object data in the object window with the mouse; selecting “Start Collision
Editor” from the Collision Editor Menu will activate the collision editor window.
Collision frames are created by using tools in the tear-off menu under the Tools
menu. Collision frames can be created in both movies and pictures; frames can
also fill-in between frames in movies.

Set Action

The collision frame corresponds to the Saturn pad and can be used to branch
off to the branch destination set in the tag. In addition, other objects in the
object window can be displayed (or played) or deleted.

To set an action, open the action dialog box from the Action menu by selecting
“Action”. Select the desired action to correspond to the event from the dialog
box.

When finished setting actions for the collision frame, select “Quit” from the
Collision Editor menu to close the collision editor window.
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[6]

[7]

14

Save The File

Data created in steps [1] ~ [5] is all scenario data. If a new scenario has

been created, select “Save As” from the File menu and enter the file name to
save. Scenario file names must have a file extension of “.ASC” according to the
rules in Chapter 5, “Data Format.” When editing an existing scenario whose
file name need not be changed, save the file by selecting “Save.” When a sce-
nario is saved, the collision file, layout file, and environment file are all saved
at the same time.

Verify The Scenario

Verify the saved scenario with the simulator. Play the scenario in the simula-
tion window by selecting “Start” from the Simulation menu. The Macintosh
keyboard and mouse are used in place of the Saturn PAD.




2.4 Reference

Menu
File Menu
Flle l
New pe i3
Open... 38o
Save 388
Save As...
Losd Object... 381.
Quit Ko
e New

Select “New” and a new untitled scenario will result. If there is already a

scenario being edited, a dialog box for confirming a Save will open. Untitled
scenarios can be given a name using the “Save As” command. When the author
editor opens, a new scenario will automatically appear.

* Open
Select the “Open” command and a dialog box showing a list of scenario files that
can be opened will appear. (Figure 2.7) When the scenario file name is opened,
the layout file, collision file and environment file will also open at the same time.

|E| Scenariov!“ e—MacintoshHD
[]Scenareol.ASC il et

[ Scenareo2.ASC
[] scenereo3.ASC Desktop

Cancel

O

Figure 2.7 Scenario Selection Dialog

* Save
Select “Save” to save changes in a scenario. If there is a lot of edited data, the

save will take time because collision data is being converted while the layout file
is being created.
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Save As

Select “Save As” to save a scenario file under a different name. Enter the file
name into the dialog box when it appears (Figure 2.8). The scenario file name
must have the file extension “.ASC”, according to MS-DOS file naming rules. As

in the “Save” operation, collision file conversions and layout file creation are
done during the save operation. When the scenario is saved, the files in Table 2.2
are created in the same folder. See Chapter 5, “Data Format” for more informa-

tion.

Table 2.2 Files Related to the Scenario

Type File Name Format Comments

Scenario File XXXXXXXX.ASC Text Contains objects, tags, time
information, etc.

Collision File XXXXXXXX.ACT Text Contains collision, action, etc.,

XXXXXXXX.ACB Binary | information.

These files are created for each
object (movie, picture); the file
identifier is the same as the object.

Layout File XXXXXXXX.ALA Text Contains the information required to
create a CD-ROM image. The file
identifier is the same as the scenario.

Environment File | XXXXXXXX.ENV Binary | Environment information used by the
author editor. The file identifier is the
same as the scenario.

3 Macinlosh HD

| [ Scanarol ALA
01 Scenanol ASC
0 Scananiol GFG
Ul Scenaro? ALA
| ™ Sconano? ASC
' T Scenano? GRS

Sava File As:
[unuueu 1

- l

Figure 2.8 Scenario Save Dialog Box




* Load Object

“Load Object” is used when reading objects into the object window. Object data
is a file that has already been edited and has the file extension of “.MOV” or

“ PCT” for QuickTime movies and PICT files.

Activate the object window and select “Load Object”. A dialog box will be
displayed showing a list of object data that can be loaded. (Figure 2.9) Select and
open the necessary object data and the object image will be set into the object

window starting at the 10th location. (Figure 2.10)

[ oBuECT~ I

[] MOVIE1.MOD
[] MOVIE2.MOD
[] MoVIE3.MOD
[ PICTURET.PCT
[] PICTURE2.PCT

L] PICTURE3.PCT

D]

1<

e—MacintoshHD

Cancel

Figure 2.9 Object File Select Dialog

Special Object Area

O

Object Data Load Area

Figure 2.10 Object Window

¢ Quit
Select “Quit” and the author editor will end.
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Edit Menu

The edit menu contains commands for editing object data and collision frames.
When a collision frame is edited, the action set to that frame is edited at the same
time. “Clear” is the only editing command that can be used for object data.

Edit

Undo 7
Cut o i
Copy % C
Paste = U
Clear % Y

Table 2.3 Edit Menu

Edit Menu Explanation

Undo Used to undo the latest change to a collision frame.
Use it again to undo the undo.

Cut Deletes the selected collision frame and saves it to
the paste buffer. Objects that have been cut can be
pasted in a different location.

Copy Saves the selected collision frame to the paste buffer.

Paste Outputs the contents of the paste buffer saved by the
“cut” or “copy” commands.

Clear Deletes the selected object data or collision frame.
The deleted contents are not saved to the paste
buffer.

Collision Menu

Collision

StartCollisionEditor SEl
QuitCollisionEditor =t ]
Zoom >
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Start Collision Editor

To create collision frames, select an object from the object window and select “Start
Collision Editor” from the collision menu. If a movie object is selected, the interval

setting dialog box is opened, set the interval for creating collision frames. (Figure 2.11)
The minimum interval setting is 1 frame; at this time collision frames can be created at

intervals of 1/30 of a second. By setting the interval value to match the frame rate of
the movie, a collision frame can be created for every frame of the movie.

Edit collision every

Enter the interval to edit the collision window.

| Cancel

frames

0K

Figure 2.11 Interval Set Dialog Box

The collision editor window will open; use the Tool menu to create collision frames

(see Figure 2.12).

I'Egz_r,,;;

Collision Frame

Figure 2.12 Collision Editor Window

Quit Collision Editor

After collision frames have been created for the object and the action settings are
finished, select the “Quit Collision Editor” command to close the collision editor

window.

Saturn Author User's Manual

19



Zoom
“Zoom” is used to change the magnification of the collision editor. When open,
zoom factors are 1X, 2X, 3X, 4X window sizes can be selected.

Tool Menu

The tear-off menu of the Tool menu is used to create collision frames. Drag and drop
the tear-off menu somewhere near the collision editor window. Figure 2.13 shows
the functions of the Tool menu.

N

Supplement: Supplements the collision frame
between each frame at a regular interval.
Supplemented windows copy the action
of the previous collision frame.

FrameSelect: Selects the collision frame. Used when
editing the collision frame. When the frame
is selected, it will change from green to red.

FrameSelect: Selected when creating a collision frame.
Drag with the mouse to create a frame.

Figure 2.13 Tool Menu Functions

Collision Frame Status

Collision frames have the following two states.
Normal State: The collision frame is displayed in red.
Selected State: The collision frame is shown in green.

Selecting Collision Frames

Collision frames are selected and released in the following ways.

Select: Select the frame selector and click in the frame with the mouse.

Release: Select another collision frame or click the mouse in an area where a colli-
sion frame is not shown.

Collision Frame Priority

Collision frames can be stacked. The priority of collision frames are determined by
the order in which they were created. In other words, the first created collision
frame has the lowest priority, and frames created last have a higher priority.

20




Collision Frame Information
Double-click inside the collision frame and the collision information dialog box will
open (see Figure 2.14).

CollisionFrame Information

HCoordinates |0 YCoordinates |0
HSize 320 ¥Size 200
Attribute |0

(cancer - [[ox_]

Figure 2.14 Collision Frame Information Dialog

e X Coordinates, Y Coordinates
Information for the left frame of the collision frame; used to adjust the positioning.

e X Size, Y Size
Collision frame size information.

e Attribute
Cannot be used with the author player. Use when creating an application from
collision data without using the author player. Setting range is -32768 ~ 32767.
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Interpolate
Once chosen, select two collision frames on different frames. All collision frames

between the two are automatically complimented. At the same time, the action
value set in the previous frame is also copied. The size and position of the
complimented collision frame is divided at even intervals between the two
specified collision frames. Figure 2.15 shows an interpolated image.

First, set frame A Next, set frame B
A

Y

B

Once two collision frames are set, the interval is supplemented.

\ /

+ The collision frame of this frame is supplemented.

+ The action value is copied from the value set in
collision frame A.

Figure 2.15 Interpolated Image Diagram
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Action Menu

Action

Action ... = |

Action

Action can be set for cursor objects or time objects placed within collision frames or

scenarios. Select the object to be set and choose the “Action” command to display the
action dialog box. Set the contents to be executed. Events that are conditions for actions

are different depending on the action as shown below.

Applicable Action

Events that can be Selected

Collision Frame

A Button
B Button
C Button
START Button

Cursor Object

A Button

B Button

C Button
START Button
Up Button
Down Button
Right Button
Left Button

Time Object

Time-out

To set an action, select the event radio button and choose the type of action button to
open a list of tag names and objects, then choose the destination of the object. Figure

2.16 shows the action dialog and Table 2.4 describes an explanation of the action buttons.

ActionSettings

Event

Action

@® A Button
O B Button
O C Button
Up Button

Left Button

000000

Timeout

START Button
Down Button

Right Button

(Set Wait Branch) (Set Branch) (Set Display) ( Set Delete)

Delete Action

( Cancel J

L ok J

Figure 2.16 Action Setting Dialog Box

Saturn Author User's Manual
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Table 2.4 Action Buttons

Command Button

Contents

Action List

Branch Setting

Sets the branch for when an event occurs.

Branches at the same time the event occurs.

Press the button and a list of tags set in the
scenario window will appear; select the tag
name of the desired branch.

Branch (tag name)

Wait Branch
Setting

Sets the branch for when an event occurs.
After an event, it waits for the object to finish
playing. Select the tag for the desired
branch the same as in branch setting.

WaitBranch (tag
name)

Display Setting

Sets the object to be displayed when the
event occurs. Press the button to display a
list of objects listed in the object window;
select the object to be displayed.

Show (object
name)

Delete Setting

Deletes the object being shown when an
event occurs. Select an object from the list
the same as the display setting.

Hide (object name)

Action Delete

Deletes the action set in the action list.
Select the action from the list and press
this button to delete.




Simulation Menu

Simulation
Play w ¥
Stop w /

Play

The simulation menu is used to verify scenarios once they are created. Select “Play”
and the saved scenario will be played in the screen window. To confirm the set
actions, use the Macintosh keyboard and mouse in place of the Saturn PAD. The
relationship is shown below.

Saturn PAD Macintosh Keyboard, Mouse
A Button a or A key, mouse click
B Button b or B key
C Button cor Ckey
START Button s or S key
Up Button cursor key 1
Down Button cursor key |
Right Button cursor key -
Left Button cursor key

Note: The 1, |, —», « are only for action events. The cursor is moved with the mouse.

Stop
Use the “Stop” command to stop a scenario that is currently being played.
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Object Placement

To place registered object data into the scenario window:

[1] Activate the object window and select the object.

[2] Drag the selected object and the object frame will appear in the scenario window;
drag the object to the appropriate time axis and drop. (Figure 2.17)

[3] Open the play dialog box by double-clicking the object.

[4] Enter in play start time and play time and any other needed items.

Gr R RIS 2

(Tinve

BATURN .[. .

Figure 2.17 Object Layout
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Object Play Information
Object Name Picture
Play Start 0 0 0 0
Time
Play Time 0 0 0 0
Display Position X: |0 Y:[0
Sprite Level 5
Type of Movie @ Cinepak O MPEG
( Cancel ) ( Set )

Figure 2.18 Play Information

¢ Play Start Time
Play start time on the scenario time axis.

* Play Time
Play time of that object. If it is a picture, it indicates the display time.

* Display Position
The coordinates are upper left of the object.

¢ Sprite Group
Input is allowed when an object is placed in a sprite group of the object
placement area. Used when changing the sprite level.

* Movie Type
Specifies whether the positioned movie object is Cinepak or MPEG. It is used
when using the author player. If the wrong setting is entered, the author player
will not play the object.
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Tag Setting
To set the tag to indicate the branch destination:

[1] Double-click in the appropriate time of the tag name set area in the scenario
window. (Figure 2.19)

[2] Enter the tag name when the tag name setting dialog box opens. (Figure 2.20)
[3] Enter the correct time of the branch destination.

Note: The object will not play if the start time of the object data is before the tag set time.

Double-click the
appropriate time

R R R

Figure 2.19 Tag Name Setting

Tag Setting Screen

Tag Name:

Time Code: |0 0] S 0] . |0

( Cancel ) '

)

Set J'

Figure 2.20 Tag Setting Dialog
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3. Author Converter

3.1 Overview
In this chapter, the Saturn author converter (author converter heareafter) functions
and method of operation will be explained.

The author converter converts the file output by the author editor for the author
player to use. See Chapter 5, “Data Format” for the types of data that can be used in
the author converter.

3.2 System Configuration

Function Overview

An overview of the functions in this system is outlined below.

e Makes an animation file and a collision file into an interleave file. The actual
conversion to interleave is done by the virtual CD. The author converter creates
an interleave definition file.

e Outputs a script file used to create CD-ROM images. Based on this script file, the
virtual CD creates a CD-ROM image.

A system image of the auto converter is shown in Figure 3.1 below.

—_
MPEG ||
—_
Cinepak (|-
Author Converter || Virtual CD
Collision (|-
—»1CD-ROM
Layout | —»
you Operates on
the Saturn
Scenario | —»
PC-AT
Player —>

Figure 3.1 System Image
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Function Configuration
Function configuration of the Saturn author is shown in Figure 3.2 below.

Author Converter

Interleave Definition
File Output Read Layout

Interleave Definition
File Output

Script File Output

Figure 3.2 Function Configuration
The author converter consists of the following two modules.

Interleave Definition File Output
Outputs a definition file used to interleave the animation file and the collision file.

Script File Output
Outputs the script file used to create CD-ROM images. When using animation files
in game applications, the user must create the script file.
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Date Flow

The data flow of the auto converter is shown in Figure 3.3.

L L
[Animation FiIeJJ( Collision JJ( Layout J jmmmmmmmmmmmmmmmm———-

(MPEG, Cinepak) (Text Format)

Interleave Definition
File Output

Author Player

Script File Output

>(Interleave DefinitionJ

(Definition file used to convert
animation and collision to interleave.)

Virtual CD

CD-ROM

Script File

(Definition file used to create
CD-ROM images.)

B il el e

« Change amination and collision
to interleave.
e Creates CD-ROM images.

Figure 3.3 Data Flow

Saturn Author User's Manual
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3.3 HowTo. ..

Operation Procedure
The procedure for creating a CD-ROM image using the auto converter and virtual
CD. (See Table 3.1 for the directory.)

1. Copy the following files created by the author editor to the IBM PC-AT. (See
Table 3.1 for the directory:.)
* Scenario File
¢ Collision File
e Layout File

2. Copy a Cinepak or MPEG animation file to the IBM PC-AT.
Verify that the file extension is “.CPK” for the Cinepak files and “.MPG” for the
MPEG files. If a file has a different file extension, rename the file extension.

3. Execute the author converter. (See page 33, “Startup Method”) The author
converter executes the following conversion processed based on the animation
file name and collision file name described in the layout file.

e Qutputs the Interleave Definition file.
e Outputs the Script file.

4. When using with a game application, the user creates the script file separately.
The interleave definition file output by the author converter must be incorpo-
rated into the script file.

5. The CD-ROM image is created with the virtual CD.
Note: The files used by the author converter are stored in the following directories.

Table 3.1 File Directories

File Type File Name Directory
Input File Layout File User defined.
Scenario File Stored in the same directory as

the layout file.
Author Player ;
Animation File (MPEG, Cinepak) ;

Collision File ;
Output File Interleave Definition File User defined.
Script File Saved in the same file as the

interleave definition file with the
extension “.AlL".
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Startup Method
Launch the program from the MS-DOS prompt.
* Format
AT_CNV layout file name, split file name
(Example)
AT_CNV CRLALA CRI.ASP

e After conversion, a VCD file is created.
(Example)
File that the layout file for CRI.ALA can be converted to.
CRI_ASP, CRI.PRE, CRI.AIL

3.4 Interleave File

The interleave definition file is used by including it in the script file created by the
user. Virtual CD creates the CD-ROM image based on the script file. The interleave
file is an alternate lineup of the collision data and animation data according to the
time specified by the user.

The figure below shows the interleave method for animation files and collision data.

Collision |, [Animation|, .| Collision |Animation|, .| Collision | Animation
Sector Sector Sector Sector Sector Sector
. J\_ J
~—
I— Animation date to equal set time

Collision date to equal set time

The collision data sectors and the animation sectors are placed in sectors with no
intervening in every 2048 bytes or 2324 bytes.

Channel Number

The interleave file channel number is assigned as follows.
e Animation File Channel Number =1

e Collision File Channel Number = 2
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An output example of the interleave definition file is shown below.

<Example>

e In MPEG animation, the data speed is 150 KB/S and the animation file play time
is 2 seconds.

¢ The MPEG animation file is MOV.MPG, the collision file is COLI.ACB, and the
interleave file is MOV.AMI.

¢ Animation and collision will interleave each 1 second.

Interl eaveFile MOV. AM MOV. AM
Channel 2
Fil eSource COLI.ACB
O f set 0 100 1 second of collision
Dat aType FORML
EndChannel
Channel 1| =
Fil eSource MOV. MP(Q
O f set 0300 . .
Dat aType FORMR 1 second of animation
EndChannel
Channel 2
Fil eSource COLI.ACB ™ |
O fset 100100
Dat aType FORML
EndChannel
Channel 1
Fil eSource MOV. MPG —
O fset 300300
Dat aType FORMVR . )
EndChannel 1 second of animation
Endl nterl eaveFil e

1 second of collision
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4. Author Player

4.1 Overview

The functions of the Saturn author player is explained below. The Saturn author
player will be referred to in this manual as “author player hereafter”.

The author player is a tool used to play interactive movies on the Saturn based on
files created with the author editor.

4.2 System Configuration

Function Overview

The functions of this system are shown below.

* Plays interactive movies based on the scenario file and collision file created by
the author editor.

e If a collision frame that has been added to a still picture or movie is selected, a
separate still picture or movie is played.

The system image of the author player is shown in Figure 4.1.

~
{ Scenario

J

yu

) ; )
Animation CoII_|S|on >
Interleave File

= 1\
Picture Collision File J
(for Still Pictures) |

MPEG Cinepak
Library Library

b4y

Graphics | Peripheral
Library Library

Author Player

File System Library

Saturn

Figure 4.1 System Image
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Function Configuration
Figure 4.2 shows the configuration of this system.

Author Player

(1)Play Animation Play MPEG
Play Cinepak
Collision

(2)DisplayPicture Display Picture
Collision

Figure 4.2 Function Configuration

The author converter consists of the following two modules.

Animation Play
Plays MPEG and Cinepak animation. Determines the collision data acquistation hits.

Picture Display

Displays one still picture (picture file). Determines collision registered in the picture
file.

43 HowTo...

Creating Method
Prepare the following files and create a CD-ROM image with the virtual CD. See
Chapter 3, “Author Converter” for details.

e Author player (File name: AT_PLAY.ABS)
¢ Scenario File (File name: AT PLAY.ASC)
* Script File

e Interleave Definition File

e Animation File (MPEG or Cinepak)

e Picture File (One still picture)

e (Collision File

Note: Load AT_PLAY.ABS through the CD-ROM boot module. Make sure the scenario file name is
AT_PLAY.ASC.
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Application Image
Figures 4.3 and 4.4 show application images of the author player. The opening
screen is shown. The cursor indicates scene 1.

Scene 1
Scene 2

Scene 3

g

Scene 4

Press the down button on the pad.
(The cursor will move up and down
from scene 1 to 4 each time the
up/down button on the pad is pressed.)

-

Scene 1

Scene 2 The cursor moves
Scene 3 to scene 2.

g

Scene 4

Press the A or C button on the pad

-

Scene 1

Scene 2 will reverse
and the animation

X will play.

The cursor will move freely when
pressing the up/down/left/right buttons;
moves it to an object on the screen.

Scene 2

Scene 3 X

Scene 4

AL
g

-

Scene 1

Scene 2 /\/\

(@) ()
Scene 3 X\ X

Scene 4

# Press button A or C.

Figure 4.3 Operating Images (1)
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Scene 1

Scene 2 AN Play a different
Scene 3 E animation.

Scene 4

moving the cursor to an

Press button A or C after
l object on the screen.

Scene 1

Scene 2 AN Play the sprite

Scene 3 ﬁ E on the animation.

Scene 4

g

Wait for a while and the animation
will stop momentarily.

Scene 1 Select Command

Scene 2 CommandAk Window is displayed.

Scene 3 CommandB
| /' \

g

Scene 4

l Make selections in the window.

Scene 1

Scene 2 A Play a different

Scene 3 screen.

Scene 4 A

Figure 4.4 Operating Images (2)
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4.4 Functions

Process Flow
Figure 4.5 shows the process flow of the author player; Figure 4.6 shows the event

process flow.

Read Scenario File

v

Read Preload Object

End

Start play of object
registered on tag

I

Figure 4.5 Process Flow

User

Pad Event occurance
a (Up, Down, Left, Right, A, B, C, START)

Execute process if the process for event
Cursor is described in cursor. -
¢ If not, search for collision at cursor position.

Collison Execute process registered in collision.

Figure 4.6 Event Process Flow
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Pre-Load
Preload is a function that loads the specified objects (pictures) from files into memory
when the author player starts up.

This is used when a video is to be displayed momentarily as a response to a user
action.

If objects are not preloaded, there is a time-lag while the file is read from the CD-ROM.
For this reason, all objects other than videos should be preloaded to allow instanta-
neous display.

The number of objects that can be preloaded is limited by the Saturn RAM. The
following is an approximation.

Display Size: 80x80
Display Count: 32 objects
Display Colors: 32,000 colors (RGB beta)

Screen Mode
The author player operates with the following screen modes. The screen mode cannot
be changed during operation.

Table 4.1 Screen Mode

TV Screen Graphics Interlace Resolution Cautions on
Mode Mode Mode Vertical X Use
Horizontal
(Pixels)
Normal Normal Non-Interlace | 320 X 224 NTSC format
Graphics A

Object
The author player can display the objects shown in Table 4.2.

Table 4.2 Object Types

Object Name Contents
Picture Displays one picture.
Movie Plays MPEG or Cinepak movies.
Cursor Object that moves with PAD operation. Pictures can
be specified.
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Display

Objects automatically disappear when the specified time elapses. Special Saturn
sprite functions (deformation, etc.) or scroll screen control (rotate, scroll, etc.) cannot
be done.

The maximum number of objects that can be displayed in the TV mode at the same
time is 32. However, the display limit is based on Saturn VRAM.

Priority
The display priority is as follows.
Scroll Screen < MPEG Direct Play Screen < Sprite Screen

Collision
Collisions can be set for pictures, animation and movies.

Because collision determines if the cursor hits a frame, processing for when pad up,
down, left, right, A, B, C, START buttons are pressed can be set. For example, if but-
ton A were pressed, the display could branch to a different animation.

Below is a simple explanation about each type of object.

Picture
Picture indicates how long to display a still picture.

Display Destination: Sprite screen, scroll screen
Display Size:
Horizontal: 8~320 (multiples of 8)
Vertical: 1~224
Display Colors:

32000 colors (RGB fill)

Movie
Movie plays MPEG and Cinepak. Multiple movies cannot be played at the same time.

MPEG Animation
Destination: Direct Screen, Sprite Screen, Scroll Screen
Size:
Horizontal: 16~352 (multiples of 16)
Vertical: 16~240 (multiples of 16)
Colors:
16 million colors (On the direct screen)
32000 colors (On the sprite screen, scroll screen)
Cinepak Animation
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Cursor
The cursor is an object that moves with pad operation; only one can be displayed in
the screen at any given time.

Operation
Table 4.3 shows the basic operation of the author player.

Table 4.3 Pad Operation

Button Contents
Up, Down, Moves the cursor in the selected direction as a mouse
Left, Right cursor does.
A, B, C, START Executes the processing registers in the collision
buttons frame of the cursor coordinates.

Display
The cursor displays a picture created by the user on the sprite screen. If not speci-

fied, a cursor is not shown.

Action
Processing for events can be specified for collisions. This processing is called action.
Table 4.4 shows different types of actions.

Table 4.4 Types of Actions

Action Name Contents
Branch Branches to the specified tag.
Object Display Displays the specified object.
Delete Object Deletes the specified object.
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5. Data Format

5.1 Overview

This section explains the different file formats output by the Saturn author.

Output Data File

Table 5.1 shows the data files output by the Saturn author.

Table 5.1 Files Output by the Saturn Author

Name

Explanation

Scenario File

Describes the animation and static picture file names
to be displayed in a given time. Text format.

Collision File

Animation and static picture collision information,
branch destinations, and display coordinate data are
described. Text or binary format.

Layout File

Describes allocation information to allow real-time
continuous play of the animation file. Text format.
Internal file that allows data exchange between the
author editor and author converter.

The text format data file consists of the command token and the set value above 0

that follows. If there are multiple settings of each value, use a tab or space to sepa-
rate and set them. Tabs and spaces at the beginning are ignored.

Saturn Author User's Manual
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Data Files Used
Table 5.2 shows a list of data files used.

Table 5.2 List of Files used by the Saturn Author

Name Extension Explanation

PICT PCT Static picture data file. (Macintosh standard
format)

QuickTime .MOV Movie data file. (Macintosh standard format)

Scenario File ASC Object data and time information data file. (Output
by the author editor)

Collision File ACT File that contains collision, action and course
data. (Output by the author editor)

Layout File ALA Placement information of the files on the CD.
(Saturn author internal file)

Binary Collision File ACB A collision file that has been conformed to an

animation data format and converted to
binary format. (File for the author player)

Interleave Definition AlIL Definition file used to interleave an

File animation file and binary collision file to create a
file with the virtual CD. (Virtual CD script file)

Script File ASP Required when using author player. Definition file

for creating a CD image with the virtual CD.
(Virtual CD script file)

Startup File .PRE Used when starting the VCD. Startup file for the
VCD pre-processing program.

Picture APT Static picture data file used by the author player.

MPEG Collision AMI MPEG movie file on the Saturn. A file where a

Interleave File movie file and collision file are interleaved.

Cinepak Collision ACI Cinepak movie file on the Saturn. A file where a

Interleave File movie file and collision file are interleaved.

MPEG animation file .MPG MPEG animation file

Cinepak animation file .CPK Cinepak animation file
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5.2 File Names

In this section, the rules for assigning file names used by the Saturn author are

explained.

The naming rules for animation files and collision data files are as shown below.

Each file is saved with the same extension and in the same directory. See "5.5 File
Specification” for the file format.

File Identifier. File Extension

o

to 3 characters can be added

to the name of each file.
(Used for file type identification.)

Up to 8 characters specified by the user.

Data File Relationships
Figures 5.1 and 5.2 show the relationship between scenario files and collision files.

Scenario File

Object Table Scenario Table
No. Contents No. Contents
0 | Reserve 0 | Reserve

Type, FileName, Display
coordinates, etc.

TagName, TimeCode

Type, FileName, Display
coordinates, etc.

Number of object to be
displayed

Number of object to be
displayed

2 | TagName, TimeCode

Number of object to be
displayed

Number of object to be
displayed

Y Y
Movie File Picture File
Collision File Collision File

Figure 5.1 Scenario File and Collision File Relationship (1)
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Collision File

Time Code |

Collision Table Action Table
Coordinate, Action Table Number Action Address Table
Coordinate, Action Table Number No. Contents

0 | Reserve

Action Packet Address
Action Packet Address

<

Action Address Table
Action Packet \/
Action Packet \

Action Packet

Time Code | o o

Action Packet

Number of Event

Size 9

Event Value
Action Value Count

Action Value
== ===== | i s

1+ Tag Number (Enter the

lmmmmm e . Scenario table number)___ |

i Object Number (Enter
the object table number)

Object Number (Enter the
object table number)

};peat

Figure 5.2 Scenario File and Collision File Relationship (2)




5.3 Scenario File
The format of the scenario file is shown in Figure 5.3. See Table 5.3 for details on
each item.

Format Fornmat Nane!
Ver si on Version Nunber!
Option
oj ectDirectory Directory Nanel
EndOpt i on

hj ect Body Total Number of Cbjects bodies !
(bj ect BodyTot al
bj ect BodyDat a Obj ect Body Nunmber |
Fil eName File Nanel
Col | i si onFranmeStep Frame Interval |
EndObj ect BodyDat a

Endbj éct Body

hj ect
oj ect Total Total Nunber of Objects
oj ect Dat a Obj ect Nunber, Cbject Type |
(Contents of the object goes here)
EndObj ect Dat a

EndCbj ect

Scenari o
TagTotal Total Nunmber of Tags !
Tag Tag Nunber Tine Code Tag Nanel
(bj ect NoTot al Obj ect Nunmber Count |
Obj ect No Obj ect Nunber |

EndTag'

EndScenari o

Figure 5.3 Scenario File Format
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Table 5.3 Contents of the Scenario File Items

[tem Ttem
Format Name Author-Scenario goes here.
Version Number Version number of the Saturn Author
Directory Directory where the object is saved.

Total Object Body Count| Total object bodies in this scenario.
Obiject Body Number Object body number (1~65535)

File Name Object file name.
Frame Interval Set collision frame interval.
Object Total Count Total object count in this scenario.
Object Type MOVE: Movie, PICT: Picture
CRSL: Cursor, TIME: Time 4" 1
Object Contents Describes the attributes of each object. J
See table 5.2.
Repeat *q
Tag Total Count Total tags in this scenario.
Tag Name Tag number input by the user.
Tag Number Tag number (1~65535)
Time code Time information controller by the author ~ |
player. H:M:S, described in frames. — *3
Object Number Number from the start of the object — * 2

to be processed. (1~65535) —

* 2 Repeat
*3 Repeat




Object

The object format is shown in Figures 5.4 and 5.5; see Table 5.4 for details on each

item.
(1f Movie)
bj ect Dat a oj ect Nunber bj ect Type
Type Type of Mviel
Duration Movie Play Tinel
bj ect BodyNo Obj ect Body Nunber |
Si ze Movie X Size Movie Y Sizel
Dat aPos Data X Coord. Data Y Coord. |
Dat aSi ze Data X Size Data Y Size!
Di spPos Di splay X Coord. Display Y Coord. !
Di spSi ze Di spl ay XSize Di splay Y Sizel
Di spPl ane Di spl ay Pl ane!
Priority Priority!
EndObj ect Dat a
(I'f Picture)
bj ect Dat a hj ect Nunber Chj ect Typel
Type Type of Picture!
Duration Picture Play Tinel
bj ect BodyNo Obj ect Body Nunber |
Si ze Picture X Size Picture Y Sizel
Dat aPos Data X Coord. Data Y Coord. |
Dat aSi ze Data X Size Data Y Size!
Di spPos Di splay X Coord. Display Y Coord. !
Di spPl ane Di spl ay Pl ane!
Priority Priority!
EndQbj ect Dat a
(I'f Cursor)
Qbj ect Dat a bj ect Nunber Chj ect Typel!
Type Type of Cursor!
Dur ati on Cursor Play Tine!
hj ect No Obj ect Nunber |
Action!
Event Num Event Count |
Acti onTot al Total Action Count |
Acti onDat al
Event Val Event Val ue |
Acti onNum Action Count !
Acti onVal Action Val ue |

EndAct | onDat a

EndAct | on|
EndQoj ect Dat a

Figure 5.4 Object Format (1)
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(If Tine)

Qbj ect Type!

(bj ect Dat a Qbj ect Nunber
Type Type of Tinel
Dur ati on Tine Play Tinel
Action!
Event Num Event nunber |
Act i onTot al Total Action Count!
Acti onDat at
Event Val Event Val ue!
Act i onNum Action Count !
Act i onVal Action Val uet

EndAct i onDat a

EndAct | onl!
EndObj ect Dat a

Figure 5.5 Object Format (2)

Table 5.4 Object Contents (1)
ltem | Contents
If Movie
Type of Movie 0:MPEG, 1:Cinepak

Movie Play Time

Time the movie plays. Described in Frames,
Hours: Minutes: Seconds.

Object Main Unit Number

Number of the corresponding object main unit.

Movie X Size

Horizontal X size of the movie.

Movie Y Size

Vertical Y size of the movie.

Data X Coordinates

Upper left X coord. of the movie display source.

Data Y Coordinates

Upper left Y coord. of the movie display source.

Data X Size Horizontal X size of the movie display source.
Data Y Size Vertical Y size of the movie display source.
Display X Coordinates Upper left X coord. of the display destination.
Display Y Coordinates Upper left Y coord. of the display destination.
Display X Size Horizontal X size of the movie destination.
Display Y Size Vertical Y size of the movie destination.
Display Plane Display destination plane number.

0: Sprite Plane, 1: Scroll Plane

2: Direct Plane
Priority Priority of the display and collision

determination. 1 is display in front; collision
determination has higher priority.




Table 5.5 Object Contents (2)

Iltem

| Contents

If Picture

Type of picture

0:RGB

Picture display time

Time the cursor is displayed
Described in Frames, Hours:Minutes:Seconds

Object number

Number of the corresponding object

Picture X size

Horizontal size of the picture

Picture Y size

Vertical size of the picture

Data X coordinates

Upper left base display coordinate

Data Y coordinates

Lower right base display coordinate

Data X size

Original horizontal size of the picture

Data Y size

Original vertical size of the picture

Display plane number

Display destination frame number
0: Sprite plane, 1:Scroll plane

Display X coordinates

Display destination upper left X coordinate

Display Y coordinates

Display destination upper left Y coordinate

Display X size Display destination horizontal size
DisplayYsize Display destination vertical size
Priority Display and collision priority
1 is display in front, collision is higher priority.
If Cursor

Type of cursor

0: Normal

Cursor play time

Time the cursor is displayed
Described in Frames, Hours:Minutes:Seconds

Number of object

Number of object to be displayed as the cursor.

Number of event

Number of Event Values

Total Number of Action

Total Number of Action Values

Event Value

Value to show the event type

Number of Action

Number of Actions

Action Value

Action value to be processed *1 [*2

* Repeat 1

* Repeat 2

Saturn Author User's Manual
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Table 5.6 Object Contents (3)

Item

Contents

If Time

Type of Time

0: Normal

Time Play back Time

Time to playback time

Described in Frames, Hours:Minutes:Seconds

Number of Event

Number of Event Values

Number of Total Action

Total action values in this action

Event Value

Value that shows the type of event

Number of Action

Number of Action

Action Value

Action value to be processed *3 |*4

* Repeat 3

* Repeat 4

Event Value

The event value is expressed in 2bytes. The data format is shown in Figure 2.1.

When the bit is 1, that event is processed.

MSB LSB
15 14 13 12 11 10 9 8 7 6 5 4 3 2 1 0 :Bit
olo|ofo|lo]|o]o[Tme
out
N ~ | I | I | : | :
—~ | C | A | Left | Down
Reserved at 0 START B  Right  Up
& J

Figure 5.6 Event

Action Value

The action value is expressed in 4 bytes. The leading 2 bytes express the action type;

the remainder expresses supplemental da

Table 5.7 Action Value

——
Pad Events

Value Data Format

ta.

Action Type Supplemental Data
Value Contents Contents

0 Does nothing

1 Branch to the tag number Shows the tag number
specified in attribute. (1~65535)

2 Branch to the indicated tag | However if O, it does nothing
number after object has
been displayed.

10 Displays the designated Shows the object number
object. (1~65535)

11 Deletes the designated Shows the object number
object. (1~65535)
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5.4 Text Format Collision File

Collision files are created for each animation file and picture file. They contain hit
determination coordinate data and processing data for when there is a hit.

The format image is shown in Figure 5.7 and the format in Figure 5.8; the details of
each item are shown in Table 5.8.

Header

Tag: HMPK
Time Code

Tag: VLVR

Tag: COLI
Time Code

X coordinate, Y coordinate, X
size, Y size, Z coordinate,
Attribute, Action Table Number

Tag: ACTN
Time Code

Event Value, Number of Action

Action Value

Figure 5.7 Format Image Diagram
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Format Fornat Name!
Ver si on Versi on Nunber |

Tag HWPKI
Ti reCode Ti ne Code!
Tag VLVRI
Tag CCLI |
Ti neCode Ti ne Codel!
Col l'i sion!
Pos X Coord. Y Coord. !
Size X Size, Y Sizel
PosZ Z coordi nates!
Attribute Attributel
ActionTbl No Acti on Tabl e Nunber !
EndCol | si on!
EndTag!
Tag ACTNI
Ti neCode Ti ne Code!
Action!
ActionTotal Total Nunber of Action!
Act i onDat a!
Event Val Event Val uel
Acti onNum Nurber of Action!
ActionVal Action Valuel
EndActi onDat a!
EndActi on!
EndTag!
EndTag!
EndTag!

Figure 5.8 Collision File Format




Table 5.8 Contents of Collision File Items

Item

Contents

Format Name

Enter Author-Collision

Version Number

Saturn Author Version number

Tag HMPK: Frame Packet ]
Time Code Time code of the corresponding animation file

Tag Described in Frames, Hours: Minutes: Seconds
Tag VLVR: Volatile Variable Data

If Collision COLI Collision, ACTN: Action

Collision count

Collision count of this time code

X coordinates

Collision frame X coordinate

Y coordinates

Collision frame Y coordinate

X size

Collision frame horizontal width

Y size

Collision frame vertical height

Z coordinates

Collision frame Z coordinate

Attributes value

Attribute value

Action table number

Action table number
1~65535. —

Repeat 1

If Action

Total action count

Total number of action values in this action

Event value

Event value

Number of Action

Number of Action in this event value

Action value

Value of action being processed *2 |*3|*4

*5

* Repeat 2 —

* Repeat3 —

* Repeat 4

Tag

VLEX: Volatile Fixed Length Data

* Repeat 5
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5.5 Binary Format Collision File

The binary format collision file is created in conformity with the animation frame at-
tribute data file. The binary format collision file format is shown in Tables 5.9~5.10.

Table 5.9 Contents of Binary Format Collision File ltems (1)

Item Bytes Contents

Tag Name 4 HMVD

Data Size 4 Data bytes of the current tag

Time Code 4 Time code of the corresponding animation file
H:M:S:Frame are each shown with one byte

Tag Name 4 VLVR

Data Size 4 Data bytes of the current tag

If Collision

Tag Name 4 COLI

Data Size 4 Data bytes of the current tag

Time Code 4 Time code of the corresponding animation file
H:M:S:Frame are each shown with one byte

Extra 4 Extra

Collision Count 2 Collision count of this time code

X coordinate 2 Collision frame X coordinate

Y coordinate 2 Collision frame Y coordinate

X size 2 Collision frame horizontal width — *1

Y size 2 Collision frame vertical height

Z coordinate 2 Collision frame Z coordinate

Attribute value 2 Attribute value

Action table number 2 Action table number -

*1 Repeat
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Table 5.10 Contents of Binary Format Collision File ltems (2)

ltem Contents

If Action

Tag Name ACTN

Data Size Data bytes of the current tag.

Time Code Time code of the corrresponding animation.
file H:M:S: Frames are shown with one byte

Extra Extra

Number of Action

Number of action packets for this time code.

Action Packet
Address

Offset bytes from the action table
lead ----- 2

Repeat 2

Number of Event

Number of Event from this action packet. =]

Size Action value bytes registered in this event.

Event Value Event value

Number of Action Number of Actions regestered — %5
value in this event — %4

Action value Action value to be processed.
3 * Repeat -
7t Repeat -
5 Repeat
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(There is no page 58 in the original Japanese document.)




ACHON v 23,42
Action Menu .......cooovveeeeceeeeecineeeeeceeeeene, 23
Action Value .......cooovvvvvevveiiiniiiieeeeeenen, 52
Animation Play ..o, 36
Application Image ..........ccccovvvvviivriennnnn 37
Author Converter .....o.ooceeeeveeeeeeeeeenens 1
Author EAitor ....ocoevvveveviiiiiieeeiee, 1
Author Player ........cccccceeeeeieecerccnenenen 1
Channel Number .....ccccoeevevvecvecieenee. 33
Collision Editor Window .........ccceceeunee... 12
Collision File .....coovuiviiviiiiiiiieiiiieeeeen, 46
Collision Frame Edit Area ...................... 12
Collision Frame Information................... 21
Collision Frame Priority ........cccceevvvnnnn 20
Collision Frame Selection .........c...cc........ 20
Collision Frame Status ......cccccovvveveenneen. 20
Collision MenU ........coovveveveeereeeeeeneeennen. 18
Compliment ..., 22
CUTSOT oo 42
Cursor Object Placement Area................ 10
Data File Relationships ..........ccccccccuvvunnes 45
Data Files Used ......ccocoovvvvevvieceieeiiecnnns 44
Data FIOW ccuvveiieeiiieeeeeee e 31
Edit Menu .....ooovvvvvvveeeiieeeeeeeeeeeee e 18
Edit Procedure .......ocooooovuveeiviiieiiiiieeenine 13
ENd oo 8
Event Value ......ccccooovvvevviiiiicieceeceeenn 52
File Menu .....ooovvveveveveiiieeeiceieee e, 15
Function OVerview .........ccccoevvevivvveeeenn. 6
Interleave Definition File .........cccoueeen.. 30
Load Object .......coevvuiviiviiiiiiiiiiciccne 17
MOVIE oot 41
NO DISP Object ....cccoovvvueueuininiiicrciiinen 9
Object ... 40
Object Data Load Area ..........cccocururneneee. 9
Object Format .........cccooevvvvveiniiiin 49
Object Placement..........ccccoeveuiininiiiinns 26
Object Placement Area ..........ccccoeeveunnnne 11
Object WIndow ..o 9
Output Data File .........ccccccovviiiinnnne, 43
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PictUre ..o 41
Picture Display .......cccccocveiivniiininnnnee. 36
Play ..o 25
Preload.....cccoovevviviiiiiiiciiee 40
Process FIOW .....oovvvceviivciiiiiieiieieeeeen, 39
Quit Collision EAitor ........ccceveevveerrenneee. 19
Scenario File......ccovvevevveiiieiieiceecene, 45
Scenario File format.......ccccoevvvvvvvveennennn. 47
Scenario WIndow ........occceevvveeiivveeeenneen. 10
o Joi (<11 o IR PR 11
Screen Mode ....c.ooeveeeeeieceeeeeeeeeeeeeeene 40
Screen WINAOW .......oovvvvvvevveicieeeieeenen 11
Script File Output .......cccocvviiiiinnnn 30
Simulation Menu .......coceceeevvviviiiieeeennnen. 25
SHACT ..ot 12
Special Object ........cccccvvviiiiiininiiiiiee, 9
Specifications...........ccocevevvereccininecnennes 7
Start Collision EAitor .........ccccvevvevveeenenn. 19
Startup ..o 8
Startup Method ..o 33
STOP v 25
Tag Name Setting Area .........ccccceevnnnene 10
Tag Setting .......ccccoevviiiininiiii 28
TIME Object ......ccovuviviniiiniiiniiiiiciiine 9
TIME Object Placement Area ................. 10
Time AXIS weeeeeeveieeeireeeeeeeee e 10
TImMeE COAe coovveieiieeieeeeeeeeeeeeeeeeee e 11,12
TOOI MeNU ..ccoovvvvveieeeeeeeeeeee e 20
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