Making animation gestures - guidelines





An animation gesture is a sequence of small pictures (frames) that are displayed one after the other to form an animation sequence that shows a gesture.


All frames in a single gestures must be of the same size, though different gestures may have different frame sizes.





General Guidelines


The frame size should be kept small. The current size used is 40*40, and you should try to make your gesture in a area of around the same size. Frames do not have to be squares, any rectangle is OK.





Try to use as few colors as possible. All current gestures use less than 16 colors. Stick to the windows basic colors.





The playing speed is about 4-5 frames a seconds. The length of the animation sequence may change according to user's options.





Making a single frame


A frame can have one background color, and any color can be used as the background color. All frames should have the same background color. This color may be later set as transparent. If you are not using a transparent background, it is reccomended taht the background color is white.


The top row of pixels, the bottom row, the left and the right rows of each frame must contain only the background color, and not any other color. All the rest of the pixels of the frame may contain any color.





Making the animation from the frames


The animation sequence is built by taking the frames and putting them one by the other into a single GIF file. The first frame is the left-most one. There is no gap between frames. The height of the animation bitmap must be the same as the frame height. The width of the animation GIF must be (frame_width*number_of_frames)





Animation data


The animation is added to the descriptor data and optional audio into a VPA file. The additional information available in the VPA file is:





General data


Displayed name: The name that will be displayed at the end of the chat log line, e.g “hello (Wave)”





Image data


Transparent color: One color can be set as transparent. Specify the RGB of the transparent color if required. Currently all background of bubbles is white, but this may change in future versions. To show the transparent color, the background of the test bubble is displayed as a random color. Therefore, you should test your animation more than once.


Is animation looped: If not specified, when the animation ends the last frame is displayed and the animation stops.


Is animation reversed:  When the last frame (right most) is reached, the direction is reversed until coming back to the first frame. When reaching the first frame, the animation stops, unless Loop is specified.


Loop to frame: When a loop ends, the frame number that starts the next loop (default=0). A loop ends when the last frame is reached and no Reverse option is specified, or when Reverse is specified and the animation returned to frame 0.





Audio data


The audio file: Optional. If present, must be shorter than 30K bytes.


Frame to play: The frame number when to play the audio (default=0)


Play Audio only once: If Loop is specified and the audio frame is within the loop, then by default the audio will play each time the audio frame is displayed. If Play Adio only once is specified, the audio will play only for the first time the audio frame is displayed.











The Palette Icon


Every Gesture includes also the icon for the gestures palette. This icon is a 20 by 20 GIF file, with no transparent color. The background color of buttons should be light gray (RGB:192,192,192). The palette of icons should be the windows 16-colors palette.





Making a gesture


To make a new gesture, first create the animation and the icon files (and optionally the adio files). Then run the VPABuild utility to create the animation. You can test the animation from within the utility.





If you have an existing gesture, you can open it from VPABuild. The utility creates temporary files from the animation, icon and audio sections. You can copy or edit those files.





To see icon in the palette, first save the gesture to some temporary directory, and then use the “Palette” button to display the palette.





Once your gesture is ready, you can save it. Use only lower-case letters for gesture file names. Save the gestures to the same directory as assigned in the VP preferences as the gestures directory. You need to stop and start VP to get the new gestures into the VP gestures palette.


