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1 Introduction

This document contains the outline of a simple design of Timed Graphics.

The basic design is as much like Timed Text as possible.

2 Track Type, Layering, Positioning and Compositing

We use a new track/handler type, liked Timed Text; perhaps ‘tigr’?  As in Timed Text, the track dimensions and the matrix defines a box, to which all the content is also clipped.

Also like Timed Text, Timed Graphics tracks are layered according to the layer number in the track header, and are composed over the layers behind them using alpha-blending.  The alpha value might come from the image itself (PNG), or from an explicit image-mask if supplied.  The background-fill color should also have a transparency channel.

3 Sample Entry Type

The sample entry type tells you what sort of images are in the track.  That way you can use all-JPEG or all-PNG or all-TIFF.  We need JPEG, one of PNG or TIFF (for alpha), or both, and SVG (very simplified) for resizable.  We might want Text as well, so you can have text strings as an 'image', but that opens a lot of the font/rendering questions from Timed Text; we’d need the font table, and the caveats about font coverage, exactness of rendering etc. as in Timed Text.

Having the sample entry type dictate that the track contains only one type of image greatly simplifies the setup (you instantiate, for example, a JPEG decoder, and then hang onto it).

We need a definition of the very-simple-SVG here (much simpler even than tiny, I suspect).

4 Sample Data Format

4.1 Introduction

So, a sample is now composed of some of the following:

· an image

· a mask

· modifiers

An image may occur without a mask, but not the other way around.  If a mask occurs, its luminance is multiplied into the alpha channel (if any) of the image, to mask the image.

A sample without an image is a difference-frame; the image from the preceding I-frame is used. Note that an empty sample means something here; it's a 'hold that state' statement, for the sample duration.

Note that animation-by-replacement is easy here (one has samples each containing an image, closely-spaced in time).

4.2 Base data (Image etc.)

The image data is in the format defined by the sample entry, and is boxed in the ‘bdat’ box (base data).  An image mask is in the same format, and is in the ‘tdat’ (transparency data) box.

If we do text, it is implicitly rendered opaquely onto a transparent background.

4.3 Modifiers

Modifiers could be:

· transformation within the overall track box:

· translation

· rotation

· scale

· applied opacity value (i.e. from invisible 0 to fully visible 100)

· click-through URL, for interactivity

· Background-fill-color (full RGBA)

· animation: each animation box identifies a property that should be transitioned (animated) from the value in the previous frame, to the value in this frame.

4.4 Algorithmic Animation

The transition happens over the sample duration.  If a sample with transitions in it is marked as a random-access point (sync sample), then the transitions are ignored when performing random-access to that point.

The properties that can be transitioned are

· the image itself, if it's changed (this is a cross-fade from image A to image B, possibly cross-fading the mask as well)

· any of the transformations

· the opacity (so one can easily do a fade-in or fade-out)

Each transition definition can name a transition function, which defines the association of time to percentage complete (linear, ease-in, ease-out etc.).

5 Proposal

Develop a simple timed graphics specification based on the design outline above.
6 References

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







































