Interpolated Animation Approach
Animation (‘ani’)

· Name

· Strip collection

· Properties

Strip (‘stp’)
· Name

· Time-Varying Element collection (each element appears as a ‘Track’)
· Properties
Frame (‘fr’) – the value of all of a Strip’s time-varying elements (Tracks) for a particular interval
Time-Varying Element (‘vel’) / Track
· time-varying multimedia, e.g., Bitmap, sound,
· User properties 

Time-Varying Bitmap (‘vbm’)
· x, y
· Bitmap id

Bitmap collection (‘

· Filename

· Bitmap id

NOTES

Two approaches:

- interpolated
- fixed frames (no interpolation)

Fixed frames simpler but increase author-time effort (manual interpolation) and runtime size (must have a Frame for every interval)

Fixed Frames Approach

Converting existing animations to Fixed Frames:

ltank test case

Animation:

Name = “ltank”

Strip[0]

Name = “base 0”

Frames[1] {

TvBitmap = {



X = n



Y = n



Bitmap id = “ltank_base_0_0”


}


TurretX = n


TurretY = n

}

…

Strip[7]

Name = “base 7”

Frames[1]

Strip[8]

Name = “fire 00”

Frames[3] {

TvBitmap {



X = n



Y = n



Bitmap id = “ltank_fire_00_0”


}


FireX = n


FireY = n

}, {


TvBitmap {



X = n



Y = n



Bitmap id = “ltank_fire_00_1”


}

}, {


TvBitmap {



X = n



Y = n



Bitmap id = “ltank_fire_00_2”


}

}

…

Strip[23]

Name = “fire 15”

Frames[3]

Runtime

