This manual is taken from the complete user's manual of the retail version of
Hyperceive. The sections on Saving and Publishing have been left in for
information purposes. You may experience some other differences between
the demonstration version of hyperceive and the information contained in this
manual.
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All rights reserved. No part of this publication may be reproduced in
any form or by any means (graphic, electronic or mechanical,
including photocopying, recording, taping or information storage and
retrieval systems) without the prior permission in writing of Insigma
Technologies Ltd.

Insigma, Hyperceive and the Hyperceive globe logo are trade marks
of Insigma Technologies Ltd. Java is a trade mark of Sun
Microsystems Inc. Windows, Windows NT and Internet Explorer are
trade marks of Microsoft Corporation Inc. Cool Edit is a trade mark
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To the extent permitted by law, this user manual is provided 'as is'
without warranty of any kind, either express or implied, including,
but not limited to, the implied warranties of satsfactory quality,
fitness for a particular purpose, or non-infringement. The software
described in this document is furnished under a licence agreement,
set out in the following pages. The software may be used only in
accordance with the terms of that license agreement. It is against
the law to copy, distribute or use the software except as specifically
allowed in the license.

This publication could include typographical errors. Changes are
periodically added to the information herein; these changes will be
incorporated in new additions of the publication. Insigma
Technologies Ltd may make improvements and/or changes in the
product(s) and/or the program(s) described in this publication at any
time.

SOFTWARE LICENCE

THE HYPERCEIVE SOFTWARE PROVIDED IS A TRIAL VERISON
ONLY.

IT CONTAINS ALL THE USUAL FUNCTIONALITY OF THE RETAIL
VERSION BUT WITH THE SAVE AND PUBLISH FUNCTIONS
DISABLED.

THIS VERSION OF HYPERCEIVE IS DESIGNED TO ILLUSTRATE THE
FUNCTIONALITY OF THE SOFTWARE.

YOU WILL NOT BE ABLE TO TRY OUT YOUR ARRANGEMENTS ON
THE INTERNET. TO COMPOSE A HYPERCEIVE ARRANGEMENT AND
TEST IT IN A WEB PAGE YOU WILL NEED TO PURCHASE AND
INSTALL A RETAIL VERSION OF THE SOFTWARE.

You must obtain the consent of the relevant copyright owner or
appropriate licensing body before using the Software to reproduce,
adapt, distribute, play or perform copyright works belonging to third
parties. Copyright works include literary, dramatic and musical
works, films and sound recordings. Insigma will not be liable for any
loss or claim resulting from any failure by you to obtain such
consent and you shall indemnify Insigma for any claim, liability or
expense resulting from any infringement of copyright by you.

Copyright

Save as provided below, Insigma owns the copyright and all other intellectual
property rights in the Software. Except as expressly permitted by this
Licence or otherwise expressly permitted by law, you may not copy, modify,
adapt, merge, translate, reverse engineer, decompile or dis-assemble the
Software or any part of it.

Use of sample sound files provided on the Software installation CD
Insigma owns the copyright in the sample sound files included in the
Software package. You may install the sample sound files on your internet
web site, but you may not use them for any other purpose or do any other act
restricted by copyright in respect of them without obtaining Insigma s written
consent.

Dealing with the Software

You may transfer your rights under this Licence to another person, provided
he accepts the terms of this Licence and you do not retain any copies of the
Software. You may not lease, rent, sub-license or otherwise deal with the
Software or make it available to any person other than your employees.

Warranty



Insigma warrants that the Software will perform substantially as described
in the Software user manual for a period of 30 days after the date of despatch
by Insigma (the Warranty Period ). If the Software fails to comply with
this warranty and you return the complete Software package to Insigma or
the supplier from whom you purchased it within the Warranty Period,
Insigma will (at its option) either refund the purchase price or replace the
Software. The benefit of this warranty is only available to the original
purchaser. It will not apply if you misuse or damage the Software or its
support media.

Insigma does not warrant that the Software will meet your particular
requirements or that the operation of the Software will be un-interrupted or
error-free. Any other warranties, terms and conditions implied by statute,
common law or otherwise in respect of the Software are excluded to the
fullest extent permitted by law.

TO THE FULLEST EXTENT PERMITTED BY LAW, INSIGMA S
TOTAL LIABILITY IN RESPECT OF THE SOFTWARE SHALL IN NO
CIRCUMSTANCES EXCEED THE PRICE PAID FOR THE SOFTWARE
PACKAGE.

TO THE FULLEST EXTENT PERMITTED BY LAW, INSIGMA
EXCLUDES ITS LIABILITY FOR LOSS OF PROFITS, LOSS OF
BUSINESS INFORMATION, LOSS OF REVENUE OR GOODWILL,
BUSINESS INTERRUPTION, LOSS ARISING FROM THIRD PARTY
CLAIMS AND ANY OTHER INDIRECT OR CONSEQUENTIAL LOSS,
WHETHER ARISING IN CONTRACT, TORT (INCLUDING
NEGLIGENCE) OR OTHERWISE.

Nothing in this Licence restricts Insigma s liability for death, personal injury
or direct physical damage to tangible property caused by its negligence. To
the extent that they apply to this licence, nothing in this Licence affects the
statutory rights of consumers under English law.

To obtain support and assistance for the Software and receive information on
new releases and other Insigma products, you must complete and return the
Licence Registration Form enclosed in the Software package.

Please contact Insigma at

Insigma Technologies Ltd
PO Box 60

Cirencester
Gloucestershire

GL7 5ZE

UK

if you have any questions relating to this Licence.
This Licence is governed by English law.

The Software incorporates Javad software belonging to Sun Microsystems
Inc. ( Sun ). The following Sun licence terms govern the use of Javad
software:

1 Restrictions

Java0 software is confidential copyrighted information of Sun and title to all
copies is retained by Sun and/or its licensors. You shall not decompile,
disassemble, decrypt, extract, or otherwise reverse engineer Javad software.
Java0 software may not be leased, assigned, or sublicensed, in whole or in
part. Javad software is not designed or intended for use in on-line control of
aircraft, air traffic, aircraft navigation or aircraft communications; or in the
design, construction, operation or maintenance of any nuclear facility. You
warrant that you will not use or redistribute the Javao software for such
purposes.

2 Trademarks and Logos

This Agreement does not authorise you to use any Sun name, trademark or

logo. You acknowledge that Sun owns the Javad trademark and all Java6-

related trademarks, logos and icons including the Coffee Cup and Duke

( Javad Marks ) and agree to:

i comply with the Javad Trademark Guidelines at
http://java.sun.com/trademarks.html

ii  not do anything harmful to or inconsistent with Sun s rights in the Javadé
Marks; and

iii assist Sun in protecting those rights, including assigning to Sun any
rights acquired by you in any Javaé Mark.

3 Disclaimer of Warranty

Javaod software is provided AS IS, without a warranty of any kind. ALL

EXPRESS OR IMPLIED REPRESENTATIONS AND WARRANTIES,

INCLUDING ANY IMPLIED WARRANTY OF MERCHANTABILITY,

FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT,

ARE HEREBY EXCLUDED.

4 Limitation of Liability

SUN AND ITS LICENSORS SHALL NOT BE LIABLE FOR ANY DAMAGES
SUFFERED BY YOU OR ANY THIRD PARTY AS A RESULT OF USING
OR DISTRIBUTING JAVA6 SOFTWARE. IN NO EVENT WILL SUN OR
ITS LICENSORS BE LIABLE FOR ANY LOST REVENUE, PROFIT OR
DATA, OR FOR DIRECT, INDIRECT, SPECIAL, CONSEQUENTIAL,
INCIDENTAL OR PUNITIVE DAMAGES, HOWEVER CAUSED AND
REGARDLESS OF THE THEORY OF LIABILITY, ARISING OUT OF THE
USE OF OR INABILITY TO USE JAVA6 SOFTWARE, EVEN IF SUN HAS
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.



5 Export Regulations

Javad software, including technical data, is subject to U.S. export control
laws, including the U.S. Export Administration Act and its associated
regulations, and may be subject to export or import regulations in other
countries. You agree to comply strictly with all such regulations and
acknowledge that you have the responsibility to obtain licenses to export, re-
export, or import Javad software. Javad software may not be downloaded, or
otherwise exported or re-exported (i) into, or to a national or resident of,
Cuba, Iraq, Iran, North Korea, Libya, Sudan, Syria or any country to which
the U.S. has embargoed goods; or (ii) to anyone on the U.S. Treasury
Department s list of Specially Designated Nations or the U.S. Commerce
Department s Table of Denial Orders.

6 Restricted Rights

Use, duplication or disclosure by the United States government is subject to
the restrictions as set forth in the Rights in Technical Data and Computer
Software Clauses in DFARS 252.227-7013(c) (1) (ii) and FAR 52.227-19(c) (2)
as applicable.




Getting started 2.3 Inserting your tracks
S I —

2.1 Introduction which you have saved your .au files.
. . . . Highlight the first file for selection o ERE =l &l = ml
This overview is designed to take you through the basic : . e o
and click on Open (Fig 2.3). LA ] Wod]

functions of Hyperceive. To start you will need to: massca) e

PIOASSICALS 4wkt
The file selected (CLASSICALI1.au) Fjlmzm" e

. . CLAESICAE
1 successfully install your copy of Hyperceive appears in box 1 of the Track list,

2 have your audio files prepared as 8 kHz, 8 bit mono

. and is now ready to be inserted into Flogaee  [LGHCALT T |
3 leZ)égiﬁs e.lilc;if)ﬂfilse(ssfr? ;hsjgcciij )directory t.he sequencing space denot.e d by bar ot T 2 meey
4 open Hyperceive by double clicking on the icon (left). lines and beat measures (Fig 2.4). Fig 2.3
2.2The player Double click on the beat
The basic player functions are position (the space between
& P ‘ “ ®  H |T I8 44 pp similar to those found on a CD the ve.rtical lines) wherg T ] | L
: ' player. Figure 2.1 shows from left you wish to place your first T TcLABBICALI AU |
Fig 2.1 to right: audio file. A blue line 2| '
appears, representing the 3|
Scroll to start of arrangement complete file. In Fig 2.5 the |4 !
Scroll to end of arrangement file has been inserted into Fig 2.4 beatlr_n';ilsure blar e
Freeze playback to this point beats 1 and 3. 92

Play the arrangement from a selected point
Stop the playback

Play the arrangement from the beginning " NE W~ | . | - _._HJ I>|T b il Now simply hit >
Pause the playback o —_________ _____________ the Playicon
Rewind the arrangement s ] | and listen!
Fast forward the arrangement | CLABHIEELLAY | —— '
2| _EE
2.3 Inserting your tracks ﬂ
D Open the File menu on the menu bar and select New to Figlj 25

create a new song or click the New Song icon.

As you will see, you can place this file anywhere along its

Click the right mouse button in (LIS e 66+ e Wi e = sequencing space that you wish. You are now ready to add
the box beside the number 1 E your second file. Click on the right mouse button immediately
under System Track. Select below the first track and you can choose a second file from

Insert Track from the menu (Fig |3 Uva Tract irvm

Lrad g E your audio directory. Add your files in the order in which they
2.2). This will open a dialog box = will be played.
from which you can select the :
desired file from the directory in I.-:ig 59
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2.4 Adjusting track options

By clicking the right mouse button on the audio track name,
various options are available. These are shown in Fig 2.6.

v
e | o B By

Systern Track
c 1.4

« +|H = >

| ) [ [

Edit Clip will auto-
matically load this sound
file into the audio editing
software of your choice,

| |  E— —
k Play

Eddit Clip

e == e ]

fave Track Dowen

Set unloaded

Setioaded

Inzert Track

Delete Track

Propetties
I

In this case, Cool EditO has
been selected as the audio
editing application. It is
shareware and can be found
on your Hyperceive
installation CD, but please
register your copy of Cool
Edit® with Syntrillium.

Set unloaded places a cross
next to the audio track name
and effectively turns the
track off. This has more
relevant use in conjunction
with the modem simulator,
which we shall look at later
in this chapter.

assigned in the
Preferences section within
the File menu (Fig 2.7).
This can also be activated
by double clicking on the
audio track name, allowing
adjustments of the file to be
made.

General | e | Pubien |

I [Bubakhe i CToal TRes

¥ Ly e ot o roiem s ke s e ek
Auts clip sl

EEETETS Broses

" vwvam ata il ireelid =3 mple rales

¥ s il darng pimhack - ¥ Playsianap snond
Aurn drasian

| paitia

g une o e ) kel on

o co] |

Fig 2.7
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2.5 Arranging your tracks

Properties (Fig 2.8), allows B2 Track Froperties
you to rename your audio file or :
. . . Properties |
to replace it with an alternative
file, selected through the Marme: | Classicalt au
Browse option. Filenarne: | C\Program Filesunsigma T gamwge___gl
Length: 2940
You can give your file a name [ Preload

which corresponds to its sound
content for easy recognition in
the track list.

_Oil Canceli Applvl

The remaining options from Fig 2.8
this right-click selection are
self-explanatory. A full list and
explanations can be found in Chapter 3.

2.5 Arranging your tracks

We shall now start to look at the features of Hyperceive which
give control and variation to your arrangement.

Hyperceive will play back your arrangement at the playback
speed set in the properties of a Beat Length. A musical note
situated in the System Track at the top of the sequencing
window shows that a beat length has been set. To find out the
value of the beat length, access the Beat Length Properties
dialog by right-clicking the musical note (Fig 2.9) and
selecting Properties from the drop-down menu (Fig 2.10).

OEE= 90 %= i-m e
DEEson «= _F
Bystatn Tratk |
1 |CLASSICALL. AL — — |
i | . TN F
v ey || e
.'Icmssml_m.l | 4 |CLASSICALL. AL Propeies
3 | CLASSIEAL AL £ | BLASSICALS A
i !cu.asmu.a.-_- g Haat 1
5 icuesmum 7 Beatlergh | 2990
& | &
| 9 7 |
Gi in Ok Cancsl
al iy ]
Fig 2.9 Fig 2.10
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A beat length is a time value in milliseconds. Hyperceive will
initially adopt a value that corresponds to the length in
milliseconds of the first file to be inserted. The beat length
dictates the speed at which the editor plays the sequence and
is visually marked as the space between the vertical lines in
the main sequencing window. Therefore in Fig 2.10 the first
track has a beat length of 2940 milliseconds, and the space
between each vertical line in the main sequencing window
represents 2940 milliseconds.

The value in milliseconds of the beat length can be adjusted
- ~ Dby changing the value in the Beat Length Properties dialog
7w~ (Fig 2.10).

As an example of choosing an appropriate beat length, place a
succession of instances of the same inserted audio file to
create a back to back arrangement (Fig 2.11). If the beat
length is correct, the files will play smoothly from one to the
next, giving the impression of looping.

=
Systemn Track

1 |CLASSICALT.AU
2 |cLassicaLzAU
3 |cLagsicaLz AU
4 |CLASSICALA AL

5 | CLASSICALS.AU
g

Fig 2.11

The correct time value to produce a smooth loop is normally
slightly less than the actual length in milliseconds of the file.
This allows each instance of the file to flow into the next
without jumping. In the case of the CLASSICAL1.AU file in
Fig 2.11, the beat length was reduced from 2940ms to
2400ms.

Once you have arrived at the correct time value, you can
create time fractions by reducing the beat length value by a
particular amount, say 1/2 or 1/4.

2.5 Arranging your tracks

In the example shown in Fig 2.12, the time value of the beat
length has been reduced from 2940ms, as seen in Fig 2.10, to
735ms, which 1s a quarter of the original value(Fig 2.12). This
means that each beat is now a quarter of the length of the
file, so the sound file stretches over four beat spaces rather
than just one. Now other files can be placed in an off-beat
arrangement relative to CLASSICAL1.AU. This allows you to
control more accurately how tracks are synchronised with one
another.

[Dedz|oc|++|[onn,

Systermn Track
1 |cLassIcAL AU |
2 |cLagSIcALZ.AY
3 |cLAgSICALZ.AY
4 | CLASSICALY AL
5 | ol assIcal & AL

Fig 2.12

- E

Note: having adjusted the beat length, you may have to
reinsert your files to fit the new beat arrangement; otherwise
they may overlap.

Further events can be added to occur at certain times
throughout your arrangement. A list of the available events
pops up on a click of the right mouse button at the place of
your choice along the shaded bar of the System Track
(Fig 2.13).

beaz

Systemn Track

1 |CLASSICALY AU
2 |cLagSICALZ AU
3 |CLASSICALI.AU
4 |CLASSICALL.AU
5 | CLASSICALS AL
6 |cLASSICALE AU

Fig 2.13

Beat Length Event
Jurmgp

IElElE EvEnE

Inzert Best(s)
Delete Beatis)
I

6 hyperceive user’s guide
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Each event is represented by its own icon, and can be placed
as many times as you choose. The available events are:

2.5.1 Loopback Points

A loopback point can be placed anywhere in the arrangement
that represents a suitable point to return to in the event of
the next file not having downloaded to the end user s machine
in time. Sensible placement of loopback points enables a
continuous flow of sound should it be required.

2.5.2 Beat Length Events

The beat length is the time value in milliseconds of your
sound file. So for instance, a drum loop with a total length of
2000ms will have a beat length of approximately 2000ms. The
beat length dictates the speed at which the editor plays the
sequence. By inserting a new beat length event (Figs 2.9 and
2.10) into your arrangement at different points, loops of
varying tempos can be used.

2.5.3 Unconditional Jumps

Unconditional Jump events are
repeat points separated by up

=] : '
and down arrows. These arrows E‘-‘fj']ump Properties |
can be placed wherever you Properties |

wish a section to repeat in a
continuous loop. Similarly with Beat 15
all these events, click the right
mouse button on the icon and
select the Properties option
where the arrows can be
positioned (Fig 2.14). In this
case the song will jump from Fig 2.14
beat 15 to beat 5 and start a

continuous loop between those beats.

Target beat: | 5

5] | Cancel I Apphy I

Also triggered by the right click are the Insert beats and
Delete beats options. These provide a facility for lengthening
or shortening your arrangement. The number of beats is

2.6 Adjusting track playback

entered in the box, as seen in Fig 2.15. The new beats are
inserted before the selected beat.

[E: Insert beats

Beats; 12
OKI Cancel |
Fig 2.15

Delete beats will delete all selected beats.

2.6 Adjusting track playback

By now, you should be familiar with the idea of how the
horizontal blue bars represent the audio files of your
arrangement. We shall now look at some of the functions that
effect this layout.

We have already inserted tracks in the sequence by double
clicking within the desired beat space (section 2.3).
Figure 2.16 shows another way of achieving this.

= L, e,

System Track J | | | | |
1 |CLASSICALT AL = — —
2 | CLASSICALZ AL = — c———
3 |cLassicaLzAL —
4 | CLASEICALL AL Play
5 | CLASSICALS.AL i TET Play Onice
6 |CLASEICALE.AL " : Meeded By
7 Insert Best(s)
a Delete Beat(z)
o e e
Fig 2.16

A click on the right mouse button within a beat space will
reveal a pull-down box offering the following alternatives:

8 hyperceive user’s guide
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1 Play
2 Play Once
3 Needed By

’_ 2.6.1 Play

Play inserts an instance of a file within the sequence in the
same way as a double click.

I 2.6.2 Play Once

This option will insert a pale blue bar into the sequencing
window to represent an audio file that will not be repeated in
the event of a loopback. This is especially useful for voice files
such as welcome messages which would sound unusual if
repeated.

7 2.6.3 Needed By

By placing the Needed by icon ahead of an audio file
position, you can instruct the player to return from the
Needed by triangle to the last loopback point until any files
flagged as Needed by have downloaded (Fig 2.17). This is
especially useful for guaranteeing that audio files will play
together, and can be likened to pre-fetching audio files.

D2 o c|esonmr o
Systemn Track

CLASSICALT AL
CLASSICALZ ALY
CLASSICALIAL
CLASSICALL AL
CLASSICALS AL
CLASSICALE.AL

Play

5 Play Once
Deleteeyents

L=t B n RS L B T

In=zert Beat(=)
Delete Beat(s)

[L=]

55
far ]

Fig 2.17

Figure 2.17 shows Needed by placements for CLASSICALS3
and the insertion of another Needed by for CLASSICALA4.

10 hyperceive user’s guide

2.6 Adjusting track playback

Note that the Needed by triangles are at the same beat
position (beat 3 of bar 2). This is telling the player that both
files must have downloaded and be ready by that point. If not,
the player loops back from the Needed by triangles to the
loopback point at beat 1 of bar 2 until both CLASSICALS3 and
CLASSICAL4 have downloaded, allowing the two files to play
together.

The Needed by option also enables the controlling of
loopback to suitable points to retain the musical sense of an
arrangement, even over a slow Internet connection (Fig 2.18).

Placing a Needed by event as
seen in Fig 2.18 will make the
arrangement jump back from
beat 1 of bar 6 to the loopback 2 | | 9
point at beat 1 of bar 5. The
composer has decided that this
makes a more musically ideal
loop arrangement than to have
the player jump back from beat 4
of bar 5. The player will only Fig 2.18
jump back if Track 6 has not

downloaded by the time the

Needed by triangle is reached.

vV — —

By clicking with the right mouse button

on an inserted audio play event, the drop
down box shown in Fig 2.19 will appear. d| . .

Here we have the option to shorten or Sharten
lengthen a play event around the Crop to LentiEy
here option. Cropping the play event will Delete events
reduce its length to the position of the insert Betl=)
selected beat. This can be used to tighten Delete Beat(s)
the sound of a file or to instruct the Properiiss

player to reproduce only part of a file such

as the first two beats in a drum loop. Fig 2.19

hyperceive user’s guide 11



Getting started 2.8 Saving and publishing
I ]

2.7 Modem simulation Once you have selected the appropriate modem speed, simply
click on the modem icon to activate it (the icon will depress)

The modem simulation function is designed to imitate the
and press play.

download behaviour of a modem. This function is controlled

=
oo . . . .
= from the telephone icon and is particularly useful for testing At this point, the audio files will be set as unloaded, unless
the viability of your arrangement and the correct placement of ’ . ’ .
L back point d Needed by bl ¢ they have been set preloaded (see section 3.4). A box will
oopback points and Needed by placements. appear, illustrating the Net throughput in kilobytes per second
. . . . Fig 2.21). This throughput value is adjustable for testing your
Figure 2.20 shows how, with a right click on the modem (Fig ) 80P . ) gy
. . . arrangement under varying simulated Internet performances.
simulator icon, you can select the modem speed that you wish
to imitate. You can also configure the modem simulator in the . : :
General Preferences. Please note that the modem simulator 2.8 Sa\”ng and pUbIIShlng
' has been designed to represent a graphically heavy site, and Before we look at the publishing function of Hyperceive, we
- throughput is therefore assumed to be slow. shall briefly consider the everyday functions such as Save.
”D = R -»‘” ;. ] I Fig 2.22 shows from left to right:
e . E LY I | . Newsong
1 [CLASSICALT AL || —— =k i - Open an existing song
2 |cLAsSICALZ A p— o Save a song N .
3 |CLASSICALZ.AL . Publish a son | ,, | ey ok | e
4 |cLagsICALYAL " Bak  User [128k . Undo an actiogn | D = e & | |
5 |cLagSICALS AL . i
B |CLASSICALB.AU ok | cancel | + Redo an undone action Fig 2.22
7 | - Scroll to beginning of song
" Scroll to end of song
Fig 2.20
Throughout the process of building a song, it is essential to
= = — save your work frequently. The Hyperceive file format we use
_ S |y = o= | . . .
” B = | el |“ ® — F Ll e !ml | for saving the sequences has the extension .hyp. This format
_ is unique to Hyperceive, and has been specially designed to
System Track J | |l ] ] work within HTML.
1 |cLASSICALT AL
2 CLASS'CALEAU N RS A CE— - . .
e = On saving your vYork you will be asked whether you want to
3] CLASSICALS AL copy the audio files, or reference them Copy makes sure
3] CLASSICALS AL Yy that all the audio files you have used in your arrangement are
P CLASSICALEAU Bl At ) | = = : copied to your audio directory (creating the directory if it
; SURATREBEL i doesn t exist). Reference will not make copies of the files;
g ISHEHEUGI T Sl Reies Hyperceive will expect you to save your files to the right
an ! ! location so that they can be found later.
Fig 2.21
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Finally, the time will come to publish your arrangement as an
HTML page, ready for putting onto the World Wide Web.

The publishing process couldn't be simpler. The first step is to
decide on a name for the example HTML document which
Hyperceive produces when you publish your arrangement.
Enter this name in the box marked Leafname of example
HTML file in the Publish Preferences section (under
Preferences in the File menu). The default name for the file
is Example.html. You should also make sure that the two
boxes marked Save example HTML file and Always
overwrite example HTML file are ticked (Fig 2.23).

E%Dptions
General I Save Publish I

l_ Stare clip names in file
[ Ttitn blank bars from end of sang
[_ Insert auto jump to last loophack

¥ save example HTML file

Leathame of example HTML file Example.himl

W?AIW&\;S ovarntite example HTML filei

[7 Copy appletfiles

ﬁi Cancell Applyl

Fig 2.23

Now just hit the publish icon, agree to the overwriting of the
.hyp file and you will publish an HTML page, complete with
all your audio ingredients, ready for the Web.

14 hyperceive user’s guide

2.8 Saving and publishing

Figure 2.24 shows the section of the sample HTML page
which contains all the relevant applet tags. In this case the
player will look for the audio files in a directory called audio,
and the Hyperceive .hyp arrangement is called Mysong.hyp.
These names will change for each arrangement you publish,
depending on what names you have given your audio
directory and .hyp file. Cut and paste this section into the
page on which you wish the sound to appear, or use the
sample page as the basis for a new page.

<Hyperceive playback system (c) Copyright Insigma technologies Ltd. 1998 -->
<APPLET CODE="Hyperceive.class” WIDTH=2 HEIGHT=2>

<PARAM NAME="audiobase” VALUE="audio">

<PARAM NAME="songfile” VALUE="Mysong.hyp”">

<PARAM NAME="“colour” VALUE="0,0,0">
</APPLET>

Fig 2.24

Other items you will require in conjunction with this page on
your server are:

The Audio directory, complete with the audio & Mypage BE[
files from your arrangement. File Edit View Help
The applet files, which will be copied to your T
local directory by the publishing option of the @ Mypage. hirnl
editor (ensure the Copy applet files option is  [&3Hperceive class
. . . . IMPSEaze.class
ticked in the preferences section, see Fig 2.23). IMPS Clp.class
These files are: IMPSPlayer. class
Hyperceive.class
IMPSBase.class
IMPSClip.class

IMPSPlayer.class
IMPSPlayListener.class Fig 2.25
The .hyp file that you have created using
Hyperceive (which contains the sequencing information).

Figure 2.25 shows a folder with all the necessary files in place
to play an arrangement called Mysong.hyp on a Web page
called Mypage.html.
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<HTML>
<HEAD>

2.9 Incorporating your work into your site

For the purposes of this overview, we shall look at the two
most straightforward methods of incorporating your
arrangement into your Web site.

1 Placing the applet information into the HTML of
individual pages.

2 Placing the applet information into its own HTML page to
sit within a persisting frame of a frameset.

Page by page your Web site can deliver different audio
messages. By creating a separate .hyp file for each page in
your site, you can make the sound change from page to page.

Alternatively, it is often the case that a site will have
continuous sound running throughout. To achieve this is
slightly more complicated but the results are great, with
endless audio content continuing regardless of where you may
navigate through the site.

Fig 2.26 shows the HTML for a frameset containing a page
called sound.html. This is the persisting frame that holds the
applets and sequencing information, and it is sized to zero so
that it is invisible and does not interfere with the layout of
the frames.

<TITLE>hyperceive demonstration pages</TITLE>

</HEAD>

<FRAMESET COLS="0,177,*"” FRAMEBORDER="yes” BORDER="0" FRAMESPACING="0">

2.9 Incorporating your work into your site
]

In this example, navbar.html would be the navigation or
menu bar frame from which the site can be navigated.
home.html would be the main introduction page (this would
also be the frame where the other pages in the site would
appear as they were called up via the navigation bar).

If sound.html holds the relevant applet tags for the desired
audio content (see Fig. 2.24), the sound will continue
throughout the site, regardless of which page 1s visited.

You can combine these two techniques and have, for example,
a music sequence held in the persistent frame, and voices
and/or sound effects for each individual page within the site.
This way the music would provide a continuous backing track,
and you could tailor the audio content of each page to suit its
needs.

<FRAME SRC="sound.html|” SCROLLING="auto” RESIZE="no">
<FRAME SRC="navbar.html|” SCROLLING="no" RESIZE="no">
<FRAME SRC="home.html” SCROLLING="auto” RESIZE="no” NAME="main”>

</FRAMESET>
</HTML>

Fig 2.26
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