THEATRE TUTORIALS
TUTORIAL 1 - INTRODUCING THE THEATRE

The theatre section of Choreographic enables you to visualise your choreographic ideas and sketches in three dimensions with music. There are a number of sections to this screen. To the left is the My Choreographic list where all your choreographic ideas will be created and stored. The main view is of a theatre stage with eight dancers. Beneath this view are buttons to control your point of view, and this may be the stalls, the balcony, stage right, stage left or above. And below this are the animation tools that you will use to create your choreography.

TUTORIAL 2 - ADJUSTING THE STAGE VIEW

In addition to the five pre-set views, you may also use the mouse pointer to move the view around. You can move it to the left, to the right, you can move it up and you can move it down. If you hold down the “Ctrl” key on your keyboard and slide the mouse from left to right, it is possible to zoom in and out of the stage view, and this works in any of the five pre-set views. So, for example, viewing from stage right, we can move the stage back wards and forwards, and holding down the “Ctrl” key, we can zoom the view in, and out.
TUTORIAL 3 - STAGE TABS

You can choose to view the stage either as a completely open stage, where the dancers are visible in the wings at all times, or alternatively, by going to the “Actions” menu, and choosing the “Show/Hide tabs” option, you can place tabs on the stage to mask the dancers in the wings.

TUTORIAL 4 - THE MY CHOREOGRAPHY LIST

In order to create an animation, you must create an item in the My Choreography list first. This is done by clicking the add button, “+”, at the bottom of the list. This will create a new item in the list called “Untitled Choreography”. To rename the item simply double click on the name in the list, and name it to whatever you want. You can create as many of these items as you wish. To delete an item, make sure it is selected in the list, and click on the “Delete” button. If you are sure you want to delete it, click “Delete Choreography”, or if you think you may want to keep it, click “Cancel”.
TUTORIAL 5 - SELECTING DANCERS

In the lower part of the screen, on the far left hand side, is a list of all the dancers, one to eight. Clicking on a dancer name selects the corresponding dancer on the stage. To begin choreographing on a dancer, you must first make sure that the dancer is selected.

TUTORIAL 6 - SHOWING AND HIDING DANCERS

The check boxes next to each dancer name allow you to hide or show the corresponding dancer on the stage, so for example, if you were working on a duet or a solo, and you didn’t require all eight dancers, you could simply hide them and only work with the two visible dancers. If you hold down the “Ctrl” key and click on any of the check boxes this enables you to hide and show all of the dancers at once, which is a quick way of simply selecting one.
TUTORIAL 7 - CREATING A SEQUENCE

Before you can begin to choreograph, you must first create a sequence on the timeline for one of your dancers. This involves selecting which dancer you wish to choreograph on, and also selecting which beat of the music you wish the sequence to be at. Selecting the dancer is done by clicking on the names in the list. Selecting the beat of the music is done by clicking on the timeline. Each of the thin vertical lines on the timeline represents one beat of the music. And each of the darker vertical lines,  represents one phrase of the music, so for example, the current piece of music is in phrases of eight, one, two, three, four, five, six, seven, eight, and so on. So if I wanted to create a sequence on the first count of the second phrase of eight, I would click there. To then create the sequence you click on the add button “+” which is underneath the stage view. The sequence is then created on the timeline and you can begin to choreograph.
TUTORIAL 8 - SET THE DANCER START POSITION

By default, each dancer has a pre-allocated starting position in one of the wings. However you may wish to change the dancers starting position to anywhere else on the stage. This can be done using the staging buttons in this area here. In order to use the staging buttons you must make sure there is a sequence selected in the timeline, otherwise the staging buttons will be disabled. Clicking on the staging buttons moves the starting position of the selected dancer to one of the corresponding positions on the stage. Everything the dancer then does within the entire choreography is relative to this starting position, so moving the starting position will move the relative positions of everything else that the dancer does. If you don’t wish to use one of the preset starting positions, click on the above view, click on the selected dancer, and drag the dancer to any position on the stage that you like. When you do this ensure that you click and drag only on the selected dancer. Clicking and dragging on anywhere else in the view, including on any of the other dancers, will simply move the view. If you wish to return the dancer to its pre-allocated starting position in the wings, go to the restore button on this toolbar here and select “Move dancer to wing”. This will restore the starting position to the dancers’ pre-allocated position in the wing.
TUTORIAL 9 - SET SEQUENCE LENGTH

Whenever you create a new sequence on the timeline, its length is always set to eight counts; however you may change this to anything from one to thirty two counts. There are two ways to do this. The first way is to use the arrow buttons on the toolbar, hold down the “Ctrl” key on your keyboard and click on the forward arrow button to increase the length of the sequence, and the back arrow button to decrease the length of the sequence. The other way to do this is with the use of a mouse that has a scroll wheel. If your mouse has a scroll wheel simply position the cursor inside the sequence and move the scroll wheel to change the length. 
TUTORIAL 10 - THE LOOK AT VIEW

As you create your choreography on the selected dancer, it’s useful to zoom in close so that you can have a better view of what you are doing. One way to do this is to use the standard “Ctrl” and drag method, which zooms in the view of the stage, however, using this method it’s only possible to view your choreography from the front. A better way to do it is to click on the “Look at” button, which is this button here. This immediately changes the view to zoom in on the currently selected dancer. Additionally, clicking and dragging on the stage view will rotate the view of the dancer so that you can see your choreography from any angle you wish. To restore the view simply click on one of the stage view buttons underneath the stage view.
TUTORIAL 11 - SELECTING BODY PARTS

In order to create choreography you have to select body parts on the figure and move them to positions to make up the shapes, which will make up your sequences. To select a body part, click on the figure, and the selected body part is then coloured in yellow. Holding down the “Shift” key, will select the body part and its corresponding mirror part on the other side. This means that, for example, you can position two arms at the same time. Body parts may also be selected by using the body part map at the lower right hand corner of the screen. Again, clicking on a body part will select it; holding down the “shift” key will select both that part and its corresponding mirror on the other side of the body.

TUTORIAL 12 - POSITIONING BODY PARTS

To position a body part, select it on the figure and then use the positioning wheels in this area here, to move the body part to the desired position. The captions on the positioning wheels will change depending on which body part is selected. So, for example, the upper arm can move front and back, turn out and turn in or be lifted and lowered. If, for example, the back is selected, the options will be different, in this case it will be arch and curve, spiral right, spiral left, side bend right and side bend left. And the options will change for any given selected body part. Select the body part you wish to move, and click and drag on the positioning wheel. The positioning wheels move the selected body part in ten degree increments. If you wish a finer degree of control, hold down the “Shift” key and then you can move the body part in much smaller amounts. If you have a mouse with a scroll wheel, you can simply position the mouse cursor inside the positioning wheel and use the scroll wheel to move the body part. Again, holding down the “Shift” key will move the body part by smaller amounts. Using combinations of the positioning wheels you can position a body part anywhere you want. One thing to note is that there are no constraints on where you can put the body part, so it is possible to place a body part in a position where it could not physically go. If you make a mistake, or if you don’t like what you have done, you can restore the body part to its default position by clicking on the restore button and choosing “Restore selected parts”. Mirroring is easily accomplished by holding down the shift key to select two body parts and then using the positioning wheels to move both at the same time. To change a different body part, simply click on it and move the positioning wheel.
TUTORIAL 13 - RESTORE DEFAULT SHAPE

Sometimes you may create a shape that you don’t like and it may be necessary to start again from scratch. The quickest and easiest way to do this is to go to the restore menu and choose “Restore entire dancer”. This will restore the current shape to the dancers default position.

TUTORIAL 14 - MAKING A SEQUENCE

A sequence is made up of a number of shapes. To make the figure move you add shapes to a sequence on different beats. When you play the animation the software works out where the dancer needs to be in-between those beats, and this way the motion of dance is created. To add a shape to a sequence click on this area here, which is the light blue bar, and select a beat to add your shape to. In this case we’ll add a new shape to beat number two of the current sequence. You can now see that I have two shapes in this sequence. The first one is on beat one and the second one is on beat two. Whenever you create a new shape in a sequence it automatically copies the exact position of the dancer from the previous shape. In this way it is easy to work your way through a sequence adding shapes and moving the dancer as you go. For this simple sequence we’ll just raise the arms up to shoulder height. So, hold down the “Shift” key and click on the upper arm and this will select the upper arm on both sides of the body.  Go to the positioning wheels and lift the arms up. To add another shape on beat three, click on the light blue bar again. If you don’t get the shape exactly on the beat that you want, you can click and drag and it will snap into position. As you can see, shape three has been copied from shape two. So for shape three we are going to take the back in a spiral to the right. So, select the back, go to the positioning wheel and move the spiral right. Again, repeat this for beat number four. Once again the shape is copied from the previous beat and we can start to modify it. So for this one we are going to drop the head down towards the chest. So, click on the head, go to the positioning wheel and the one that is captioned lift and drop, we move towards the drop direction. On beat number five we are going to curve the spine. So click on the spine, go to curve, and the spine will curve forwards. On shape number six we are going to bend the elbows, so we hold down the “Shift” key, to select both of the lower arms, go to the positioning wheel labelled bend and bend the elbows. On shape number seven we are going to flex both hands. So again hold down the “Shift” key, click on one hand, go to the positioning wheel labelled flex and bend, and flex the hands up. And on beat number eight we are going to bring the dancer back to it’s original position, so all we have to do for this is go to the restore menu and choose “Restore entire dancer”. You have now created an eight count sequence with eight shapes, one shape per beat. One, two, three, four, five, six, seven, eight. We can now play this sequence to see what it looks like.
TUTORIAL 15 - MODIFYING A SEQUENCE

Sometimes it may be necessary to change a shape within a sequence. This is very easily done. So for example, supposing, on beat four of our sequence instead of dropping the head, we wanted to tilt the head back. Simply select the shape on beat four, click on the head, go to the positioning controls and where it says lift and drop we move it towards lift. Then when we play the sequence, Choreographic will      automatically update it to reflect the new position of the head on beat four. 

TUTORIAL 16 - ALTERING TIMING
It is possible to alter the timing of a sequence, so that shapes fall on different beats, or different parts of beats, down to one quarter of a beat. So, for example, if I wanted to move the shape currently on beat two so that it came on the previous half beat, I can simply slide it down. Similarly I can move the other shapes left and right to make them happen earlier or later within the sequence. In this way it’s very easy to experiment with the timing of the sequence to achieve different types of movement effects. Again once the changes have been made, Choreographic will automatically update the animation to take account of the changes you have made.

TUTORIAL 17 - DELETING A SHAPE

Sometimes you may wish to delete a shape entirely from a sequence. So, for example, beat number four, where the figure is spiralled to the right with the head tilted back, you might decide you don’t want that shape. Select the shape inside the sequence, and click on the delete button, which is this button here. The shapes are re-arranged so that the previous shape is now selected, and it now takes up two beats of the phrase, its own original beat, and the beat of the shape that was just deleted. Again, Choreographic will update the sequence to reflect the changes that have been made.
TUTORIAL 18 - COPY AND PASTE SHAPE
Sometimes you will want to move a shape from one part of a sequence to another and this can easily be done using copy and paste. So, for example, here are the shapes within our sequence, finishing with the default position. However, supposing we wish to finish with the shape that is here, we can go to the “Actions” menu and choose “Copy shape” and then click on the final shape, and choose “Paste shape”. So our sequence now looks like this. Similarly, we could take the shape in this beat, copy that one, and paste that into the end. So our sequence now looks like this. So it’s very easy to move shapes around within a sequence.

TUTORIAL 19 - COPY AND PASTE SEQUENCE

It is also possible to copy and paste an entire sequence. This can be a very quick way to generate material for your choreography by repeating sequences. So, for example, we can select this sequence in the timeline, go to the “Actions” menu and choose “Copy sequence”. Then select another position on the timeline and choose “Paste sequence”. And we can continue to do this as many times as we like. So I now have the sequence repeating four times.

TUTORIAL 20 - PASTE SEQUENCE TO DANCER

It is also possible to copy and paste a sequence into a different dancer. In this way you can achieve unison work with relatively little effort. So, for example, let’s copy the sequence in dancer one, then select dancer two, and paste the sequence, and again we can continue doing this along the dancer two timeline, and we now have a unison duet. 

TUTORIAL 21 - PASTE ENTIRE TRACK

It is also possible to create unison material very quickly by using the “Paste entire track” function. This takes material from one dancer and pastes it, in its entirety, onto another dancer. So, for example, dancer one is selected, I go to the “Actions” menu and choose “Copy entire track”. I then select dancer two and choose “Paste entire track”. This function will replace any material currently existing on dancer twos’ track and Choreographic will warn you that it is about to delete all of that material and replace it with the material being pasted. At this point you can either cancel the action or choose to go ahead. Now we have the same unison duet created very quickly by pasting an entire track of material.
TUTORIAL 22 - ARRANGING SEQUENCES

Choreographic allows you to re-arrange your material, so for example on this timeline we have two sequences, sequence one and sequence two. Sequence one has eight shapes on eight counts and looks like this. And sequence two is a much simpler sequence involving two shapes, where the dancer moves from his default position to this position over eight counts. Let’s look at that now. We can re-arrange the sequences so that sequence two is first and sequence one follows. This is done simply by clicking and dragging on the timeline. So we’ll click on sequence one and drag it to the right. Choreographic doesn’t permit sequences to overlap, so, once the mouse cursor has passed the other sequence, the dragging motion continues. I can then move sequence two to the beginning of the timeline, and follow it with sequence one. So I have now re-arranged my material in a different order.
TUTORIAL 23 - NAMING A SEQUENCE

Sequences can easily be named by going to the “Actions” menu and choosing “Rename selected sequence”, you can then type in a name for the sequence, and a short description. Click “OK”, and the sequence is renamed on the timeline.

TUTORIAL 24 - THE SEQUENCE LIBRARY

It is possible to store a sequence in the sequence library and reuse it at some point in the future. So, for example, I would go to the “Actions” menu and choose the option “Store selected sequence in library”. At this point I can change its name or its description, or in this case I’m going to leave these as they are. Click “OK” and the phrase is now stored. To look at the current contents of your sequence library, click on the “Sequence library” button, this opens a panel to the left of your stage view, and you can then see the sequence library there. Click in the information icon, “I”, and you can view and update the information for that sequence. To insert an item from the sequence library into a track, move the timeline to the beat where you would like to insert the sequence, and then click on the check mark, “√”, in the sequence library item. The sequence is then inserted and Choreographic automatically plays the sequence so you can see what it looks like. If you don’t like it simple delete it. It will be removed from the track but remain in the library for later use. If you want to insert a sequence from the library, but not view it, hold down the “Ctrl” key when you click the check mark. This inserts the sequence but doesn’t play the animation.
TUTORIAL 25 - THE SHAPE LIBRARY

There is also a shape library, where individual shapes from sequences can be stored for later reuse. So, for example, let’s look through the shapes in this sequence. Supposing we want to take this final shape and store it in the library for later use, perhaps to use in a different combination, we simply go to the “Actions” menu and choose “Store selected shape in library”. At this point we can give it a name and a short description, (Dancer curved forward). To view the shape library click on the “Shape library” button which is over here above the shape controls, and you can see the shape that you have just added is there. To insert the shape in a sequence, simply click on a beat and click on the check mark, “√”. That shape is instantly used to replace the shape that was there before.
TUTORIAL 26 - DROP TO FLOOR

When you are designing shapes, it is sometimes the case that the dancer will finish in a position which is completely off of the floor. For this reason Choreographic includes the “Drop to floor” button which brings the figure back down to the floor. For example, this is useful when putting the figure into a position that involves a plié. To put the figure in a parallel position plié, take the following steps. Select both thighs and lift them, then select both of the lower legs and bend them, sometimes moving the view to the side view can be helpful. Once the legs are in position, select both feet and flex them until the soles of the feet are parallel to the floor. The plié position is now complete however the dancer is hovering over the floor. Simply click on the “Drop to floor” button and this bring the dancer back down in contact with the floor and we now have the dancer in a parallel plié position.
TUTORIAL 27 - ANCHORING

All of the tutorials that you have seen so far have involved keeping the dancer on the spot. However, dancers do move around the stage, so we therefore need a way to allow the dancer to travel. In Choreographic, travelling is achieved using a technique called Anchoring. Anchoring is accessed through the “Anchor” menu which is here. The best way to demonstrate Anchoring is by example, so I will now choreograph a simple sequence where the dancer will travel across the floor. I’m going to start in the default position, add a shape on beat number two. For beat number two the dancer is going to turn out its legs to stand in the first position. So I will hold down the “Shift” key, click on one thigh, this selects both of them, and I can turn out the legs. I’m going to rotate the view just to make sure it’s not over turning out, and then click on the “Look at” button to bring the dancer back to front. I would like the dancer on beat three to slide out to the side and end up in a deep second position plié. So I will create a shape on beat number three, I want everything to move relative to the dancers right foot, which is this foot here. So I’m going to go to the “Anchor” menu and choose “Anchor, Right foot”. The right foot turns red to indicate that this is now the anchor position for the shape I am about to create. I’m now going to lift both of the upper legs, normally this would raise the legs off the floor, but because we have set an anchor the dancer remains pinned to wherever that right foot is in space. I can then click on the lower legs and bend them. Again the dancer remains anchored to its right foot. In this way we can pull the figure into a plié position. On beat three I am also going to raise the arms to the side. So we now have one, two, three. On beat number four I want the dancer to extend this movement into a high tilt standing on its left leg. So I will click to create a shape on beat number four, this time I want to anchor around the left toes, so the left toes are going to become my fixed point in space, so I will go to the “Anchor” menu and choose “Left toes”. The left toes are now coloured red to indicate that this is the current anchor for the shape that I am about to create. Now I would like the dancer to be up on its toes, up on relevé, the first thing I’m going to do is lift the heels off the floor, so I will hold down the “Shift” key, click on either foot, to select both feet and point the feet. And you can see that the dancer remains anchored to its right toes and comes up on to point. What I then want to do is straighten the legs, so I will hold down the “Shift” key, click on one of the lower legs to select them both, and straighten them. Again you can see the dancer remains anchored to the right toes. I now want to raise the dancer up onto its left foot, so I click on the pelvis and I choose “Tilt right”, you can see the dancer is now coming up into a tilt position. Now I don’t want the dancer to be completely up on point, I would like it to be at demi point, in this case I’m going to use the body map, hold down the “Ctrl” key and click on left foot, that selects the left toes, now I’m going to flex the toes, so the foot goes into demi point and use “Drop to floor” just to ensure that proper contact with the floor is made. So I now have four counts starting here, one, two, three, four, and you can see the dancer travelling through space as it goes. So if I now play that sequence, you will see how Choreographic will create the animation from those four shapes and make the dancer travel. 
TUTORIAL 28 - ANCHORING TO PREVIOUS ANCHOR

Sometimes the situation arises where the position of the dancer in space for one shape, does not match the position in space for either the previous or the following shape. For example, here is a situation where on beat three the dancer is here but on beat four the dancer is here. It is very easy to move the dancer in shape four so that it matches the spatial position of shape three. Simply select shape three, choose an anchor, in this example I’m going to anchor the left toes, and then select shape four. Go back to the “Anchor” menu and then choose “Adjust for previously defined anchor” and the dancer moves into the correct position. Now you will find that shape three and shape four, match perfectly with respect to the spatial position of the dancer.
TUTORIAL 29 - PIROUETTES

It is common in choreography to want a dancer to turn or pirouette. This is achieved in Choreographic using a special pirouette mode. I’m going to add a pirouette onto the end of this sequence, so the dancer will start here, turn out the legs, slide out into second position, go up into a high tilt and then what I want the dancer to do is turn around towards the back of the stage. I’m going to do the pirouette over four counts, so I’ll add a shape on count eight. To achieve a pirouette the pelvis must be the selected body part. I’m just going to re-anchor the left toes, just to make sure that the anchor is properly set. Pirouettes are achieved by turning the pelvis; however the pelvis turns on its own axis, which at the moment is running from the head down through the spine, down through the pelvis, in a straight line ending up around about here. So if I rotate the pelvis it will rotate on that axis. You can see that happening. What I want to do is rotate the pelvis on an axis that goes straight down towards the floor. To do this I still use the “Turn right”, “Turn left” positioning wheel but I hold down the “Ctrl” key, now when I turn the dancer it remains anchored to the toes on the floor and it rotates on an axis which is perpendicular to the floor, giving me a pirouette. So when we play the sequence it looks like this.
TUTORIAL 30 - JUMPS

Another common requirement in choreography is to have the dancer jump. In Choreographic, jumps are achieved by using the “Elevation” positioning wheel. Again the simplest way to demonstrate this is by using an example. I’m going to make the dancer do a simple jump in parallel position. The first thing I need to do is create a shape for the jump preparation which is going to be a simple plié in parallel position. Use the “Drop to floor” to place the dancer on the floor. So shape number two is our jump preparation. Shape number three is going to be in the air, so I create a new shape on beat number three, I can then use the “Elevation” positioning wheel to lift the dancer off the floor. What I then need to do is straighten the legs and point the feet to give a nice position in the air. This can be done for the legs using the “Restore selected parts” command. So there we have our dancer in the air. Now that the legs are straight I can see that I don’t have enough elevation, so I can simply turn the elevation wheel again to achieve more lift off of the floor. On shape number four I want the dancer to land on the floor, now the shape for number four will be identical to the shape for number two because the dancer is going to land in the same position, so I can simply copy that shape and paste it into shape number four. And then finally, the dancer will straighten its legs and come back to the default position, which can be done simply by selecting “Restore entire dancer” from the “Restore” menu. Again the dancers’ feet are below the floor so I click on “Drop to floor” that will put the dancer on the floor correctly. So I now have a phrase which looks like this, starting position, preparation, jump, land, finishing. At this point we have set all the individual shapes for the jump. We can play the sequence at the moment although the dynamics will be wrong because we have not taken into account the effects of gravity. However, let’s have a look. So you can see that the dancer is going through the motion of a jump but is remaining in the air for too long. The effect of gravity is not simulated inside Choreographic but the effect can be approximated by adjusting the timing of the shapes in the sequence. Generally, experimenting with moving them close together is a good place to start. So what we should now have is a much more rapid jump which is a little more realistic.
TUTORIAL 31 - TRAVELLING JUMP

So far we have been able to make the dancer jump straight up and down, however we frequently want jumps to travel. In Choreographic this is accomplished by moving the position of the pelvis in space. So for example, in our simple jump sequence we have a preparation, followed by a jump, followed by a landing and then back to the original position. But suppose we want the dancer to jump backwards. The way to do this is to choose a position where you want the dancer to end up, which in most cases will be the landing position. We then go to the above view, and at this point I’m going to hold down my “Ctrl” key and zoom in so that I can see much more easily what I’m doing, and we want the dancer to jump backwards so we want the dancer the land around about here. If I just click and drag the dancer, what I would be doing is just changing its starting position for everything it does. To actually just move the dancers’ pelvis relative to the rest of the sequence, I need to hold down the “Shift” key and then click and drag. So I can move my landing position upstage. So, going back to my “Look at” view, I start the jump here, I do the preparation, I’m in the air and I land further back. Now when I go to my final position, I find it’s in the wrong place, so I need to use anchoring to move the final position back to where it should be relative to the landing. So if I go to my landing shape and choose an anchor, which can be either one of the feet, I’m going to choose the left foot in this case although it would work just the same with the right foot, I then click on my finishing shape, go to the anchor menu and choose “Adjust for previously defined anchor”. So I now have a jumping sequence which looks like this. Starting position, preparation, in the air, land further back and finish. So if we run the animation it looks like this.
TUTORIAL 32 - FACING

It is possible in Choreographic to change the facing for an entire sequence. So for example, here is a sequence that was choreographed facing the front. To change the facing I use the staging buttons in this area here, remember that these buttons are also used to control the dancers position on stage, so to use them to change facing, hold down the “Ctrl” key. Then clicking on the “Staging” button will change the dancers facing to the corresponding facing on the stage. Bear in mind that this change is taking place for the entire sequence, so when I play the sequence, every shape in the sequence will have had its facing changed. If you don’t want to use one of the pre-set facings, you can simply use the “Facing Control” wheel to turn the dancer to any facing you like. 

TUTORIAL 33 - LIGHTING

Choreographic has a lighting library that allows you to change the lighting state for your choreography. Click on the “Lighting” button on the toolbar, select items from the list to change the lighting state. There are different colour combinations you can choose from depending on the mood you wish to achieve. At the bottom of the list you also have plain white, and also black. If you then introduce the tabs to the stage, you have a traditional black box stage to work in.
TUTORIAL 34 - TIGHT TIMING

Normally when Choreographic plays back a sequence, smooth timing occurs from shape to shape, however, it is possible to use tight timing, which gives a much punchier, sharper feel. Depending on the movement style that you are choreographing in, you can choose to use either tight timing or normal timing. 

TUTORIAL 35 - MUSIC

Choreographic also has a music library of original music compositions which you can use for your choreography. To access the music library click on the music button, “♫”, on the toolbar, then simply select a piece of music from the list and it is immediately applied to your choreography. This enables you to experiment with applying different music to the same choreography.
