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1 Introduction

This document contains some considerations for the new timed graphics work item.

2 Graphics

The first question I would like to consider is “what is a graphic” that we are timing?  

These can fall into three broad classes:  sampled graphics (JPEG, PNG, etc.) that are pixel-based; vector graphics that are drawing-primitive based (SVG etc.); and model-based graphics (usually used for 3D).

Given that we probably wish to rely on existing graphics renderers, possibly sub-setting them, I would suggest that we use one or more existing pixel-based formats, and the ‘appropriate subset’ of SVG.  The subsetting of SVG should consider that we probably do not want internal hyperlinking, scripting, and so on, within the graphic, and obviously we want to fit within the subsets currently defined for 3G services (SVG and DIMS, notably).

A question to consider is whether text-based or text-containing formats are used; they raise some questions, of course, such as font support, and others that Timed Text addresses.  (SVG uses text).

There is some attraction to picking one sample-based format (e.g. PNG, as it supports alpha) and one vector-based (a super-sub-set of SVG).
3 Overlay

Many of the uses of graphics in this case will be, liked timed text, as overlays:  ‘bugs’ and so on.  Just as text rendered on the screen draws the characters and leaves the background see-through, so do we need to support alpha-composited images.  There are two ways to do this:  image formats that contain an alpha plane (TIFF, PNG); or allowing a separate gray-scale or bitmap image define the transparency.  The latter is quite common for image libraries distributed as JPEG images, as sometimes using the ‘wrong’ mask gives the desired effect.

We surely need alpha-based images and may also need masking.  However, we should be careful not to require compositing that is much more complex than Timed Text does.
4 Animation

4.1 Introduction

Timed Text enjoys a couple of ‘animation’ possibilities, notably scrolling and karaoke highlighting.  We probably need some limited animation here as well.
4.2 By Replacement

This is the easiest way to do animation:  actually don’t, do it more like video.  GIF animation is this way:  images are replaced.

Since we have a timed format to hand, we can do this just as we do in timed text: with repeated closely spaced samples.
4.3 By transformation

This is attractive when smooth effects are desired: graphics that fade in or out, or slide or enlarge into place.  I think we could probably usefully use a few types of platform-managed animation here, probably in much the same simple declarative way that Timed Text does (with overall declarations, or modifiers on each sample).

‘New web’ practices are getting a lift from these types of animation proposed by us for CSS (transitions and animations) [CSS].
4.4 By Scripting/Looping

This is (one of the) worst way to do animation; either the script runs much too often and uses too much CPU, or too rarely and the animation is jerky.  Happily, it’s not easy to see how we’d do it this way either.  Let’s not.

4.5 Animation ‘axes’

I would suggest that we need fewer than the plethora supplied in say Microsoft PowerPoint.  The most obviously attractive are:

· fade in/out

· slide in/out (translation)

· enlarge in/out (from/to a point, which would need to be indicated either implicitly or explicitly, e.g. a point or “center”, “top-left”, etc.)

If positioning is done as in Timed Text, we have a small question as to what slide in/out means with respect to the bounding box.  My guess is that we need ‘positioning in the box’ information, and that the box clips the graphic.

Other transformations such a rotation and sheer take more specification.  I don’t think we need all the wild PowerPoint ‘entry animation’ modes.
5 Interaction

We probably want at least simple click-through, essentially as timed-text supports.  We’d need to be clear on the interaction between transparency and mouse-sensitivity.

Interaction that affects the graphic itself (e.g. “hover” behavior that changes its appearance) are not in timed-text, and probably don’t need to be in timed-graphics.
6 Ideas

This might lead us to a design in which each sample has a set of ‘commands’ (called modifiers), followed at the end by the ‘graphics’ (an image in a known format).  We’d need indication of the graphics format type.  Placement can (and probably should) be the same as for the box of Timed Text.  We might like a ‘library’ of images in the sample entry, that can be re-used; but this is dangerous if it makes the movie box large.

Command types might be 

· interaction:  a click-thru URL (just like timed text)

· the animation ones (fade, enlarge, move); fade might need indicators as to whether it fades the alpha or also/instead other channels

· positioning (top/center/bottom, left/middle/right);

· compositing information (opaque background, use alpha)

· transparency information

· masking information (a second graphic whose luminance provides the transparency map)
7 References

[CSS]
W3C CSS Transitions: http://www.w3.org/TR/2009/WD-css3-transitions-20090320/







































