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Marvin Quick Start Usage Guide
Preface
This guide assumes that Marvin has been installed alongside at least one Marvin character. Furthermore, this guide covers only basic usage of Marvin, for more information please consult the Marvin help menu.
Quick Start Guide

1. Plug in your microphone into the computer and open Marvin

2. Load a background images as your scene by clicking on “Background Image” tool underneath “Multimedia” heading on the left of the program interface (this is done by using the “Browse Image” button – also please make sure you change the value of the drop-down list from centre to stretch as shown below). Once you have chosen and stretched your image please click on the “Add Image” button.
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3. Once your background image is added, you need to select and load a character. This is done by clicking the “Load” button on the top right of the program interface. Select a character from the resulting window that pops up.
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4. You now have a scene with a character loaded into it.
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5. Now please move the character into position by holding your left mouse button down with the mouse cursor on the character and moving the mouse until the character is sitting nicely into the scene. 
6. Once the character is sitting in the right position click the “Add Move” button on the bottom right of the program interface
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7. Move line three to line two in the script window (big white area in the middle of the program interface) by using the green up/down arrows below the program main menu. This will set the character into the position you chose in step 5 so the character always pops up in that position when you play back/record the video even if you move the character out of the way of the program interface.
8. Your first three script lines should now contain the following (obviously the background image, character name and values in the Move script in line 2 may contain different values to the ones shown as long as the sequence is correct it will be fine) 
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9. You know have a scene loaded with a character positioned and displayed.
10. Next you should give the character some life by choosing an animation for it to play from the “Play Animation” window (right hand-side of the program interface below the panel that you used to load the character)
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When you select an animation, the character will display it, at this point the animation has not been added to the presentation until the “Add Play” button is clicked
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11. Next you need to record your voice by click the “Voice Recorder” button bottom-left of the program interface (please make sure you have a nice quiet place to do this or the noise will seriously detract from the quality of the final presentation), to do this you must first do a sound check to make sure the levels don’t exceed half way in the black box (shown below). To do a sound check click the “Start Recording” button, you can use the Volume slider to change the microphone sensitivity or move the mic further/nearer to your mouth. Click the “Stop Recording” button and then the “Clear” button when you have reached the desired recording level.
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12. Next start the recording by clicking the “Start Recording” button again, then the stop recording button when you have finished talking. You must then save the recording by clicking the “Save As File” button. I usually create a folder on the desktop for grouping all my audio together in one neat place.

13. Next it is time to add the voice recording to the character, click the “Speak” tool underneath the “General” heading on the top left of the program interface. Within the tools control panel (bottom and center of program interface) please select the “Wave” option which allows you to add pre-recorded voice. Then click the “Browse File…” button to search your computer for your recently completed voice recording.
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Once you have selected the voice recording please click the “Speak” button to test it out, if you are happy click the “Add” button to add it to the presentation.


14. Your script should now look something like the following…
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15. At this point please save your work and play a preview of your work (do this often as Marvin does not auto save and you should always preview your work to see if everything is sequenced correctly). You can use the blue play icon button directly below the “Help” menu.
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16. Finally add some more animations exactly as you did in step 10 and some more voice recordings like before.

17. Lastly optionally make the character disappear at the end of the recording by clicking the “Hide” button in the Character panel as shown below
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18. Play the recording back, then when you have finished please go to the help menu and select “Marvin Help” to learn how to export the presentation to a shareable video format. If you have audio issues in the final recording, please seek the Troubleshooting topic in the “Marvin Help” menu
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Exporting a Presentation to Video Form

The “Export Video function allows you to export your presentation into a highly portable ar
format - Microsoft AVI. This popular file format can be passed from your computer to your -
into any amount of video editing software for more complex Manin projects.

Note: Some PC systems don't support capturing audio from the PC speakers (audio line-out)
This means that in order to capture audio that is included in your presentations during export
‘microphone input.

Please visitthe AudiD Support Section to configure your system in the event that your exporter

as

STEP PROCEDURE
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Getting help on audio problems (over leaf)…
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Audio Support Section

These notes are provided to solve issues with regards to missing audio in exported Manvin
presentations

Most system configurations support recording (capturing) audio from the PC speakers (Lin
during presentation exports. However, some systems, for a variety of reasons fail to accom
this function. The result: exported movies with no accompanying audio. If you are experien
audio loss during exporting Manin presentations please read on

The next few steps provide a quick and easy remedy to this issue

Initial Checklist

1 Before we begin, check that your computer passes Manvin System Requirements?
2 Check that your PC sound card and microphone are fully operational
3 Make sure you have an audio cable like the one described below. These cables can be
purchased very cheaply and are available through IT / electonics retailers

1 Stereo audio cable with identical terminating 3.5 mm (1/8") stereo (TRS) jacks (sho
below)







