Animation techniques

S. Brown 


Adobe Flash CS3 Professional 

Basic Animation Exercises
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Tool Bar

Many of these tools will be familiar to you from other drawing packages.  The tools with Flash will meet the needs of most students. Familiarize yourself with the function of each tool.
Important – before you begin!
As you complete a step, tick off the number so you always know where you are up to, today and next period. Read the support notes included in each section.
Exercise 1:
Single frame animation – write your name

1. Open Adobe Flash, Start>All Programs>Adobe Web Premium CS3>Adobe Flash CS3 Professional
2. Create a new file File>New>Flash File (ActionScript3.0)>OK
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You are about to animate your name by drawing each letter, stroke by stroke, in a 
separate frame of the movie (keyframe). For example, the letter M takes 4 strokes to form 
the letter, ie: I \ / I.

3. You are in frame 1, select the Brush tool from Tools menu. Now select Brush Shape and Brush Size at bottom of tools.

4. In Properties pane at bottom, select colour of brush and smoothing of brushstroke.

5. Draw the first stroke of letter Hint: Draw and hold down Shift key at same time to control vertical or horizontal stroke.
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6. Insert > Timeline > Keyframe (Key Lock off– F6). Draw the second stroke of the letter
7. Insert Keyframe (F6). Draw the third stroke of the letter
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8. Repeat, drawing each stroke in a new keyframe, until name is complete.

9. Select Control > Play, or press Enter to play the animation sequence.

10. Another method is drawing each stroke a little bit at a time in each keyframe, to make the letters grow gradually, appearing to be magically painted in the direction of the stroke.

11. Save to IT folder as Task 1 Draw Name.

Exercise 2:
Text animation and motion tweening.
1. Using Text Tool, draw a rectangle on stage and type word ‘HELLO’ or your name.

2. Highlight text. Format text in Properties pane at bottom, selecting Font, Font size, Letter spacing and Text fill colour. Align text to Centre.
We need to convert your word into a symbol before it can be animated.
Symbols and Instances

Symbols are reusable elements that you use with a movie. Symbols can be graphics, buttons, movie clips, sound files, or fonts. When you create a symbol, the symbol is stored in the file's library. When you place a symbol on the Stage, you create an instance of that symbol. 

Symbols reduce file size because, regardless of how many instances of a symbol you create, Flash stores the symbol in the file only once. It is a good idea to use symbols, animated or otherwise, for every element that appears more than once in a movie. You can modify the properties of an instance without affecting the master symbol, and you can edit the master symbol to change all instances. 


3. Using Select tool,
     draw rectangle around text and release mouse. A blue border should now surround your word.
4. Modify>Convert to Symbol (F8) will offer you 3 choices of symbol. Select the Graphic option and rename as Hello (or your name). 
5. Modify>Break Apart your word (may need to Break Apart twice).  Each letter is now in its own box and can be colour edited. 

6. In Colour pane at right, select colour from Paint Bucket or RGB Rainbow sampler. 

7. Click on each letter and edit its colour

8. Once you are satisfied with appearance, select all letters with arrow selection tool, Modify>Convert to Symbol again, select Graphic option and name it ColourHello.
9. You have one layer (Layer 1), double click the layer name and call it full word.
Layers

Layers are like transparent sheets of acetate stacked on top of each other. When you create a new Flash movie, it contains one layer. You can add more layers to organize the artwork, animation, and other elements in your movie. You can draw and edit objects on one layer without affecting objects on another layer. Where there is nothing on a layer, you can see through it to the layers below. 

The number of layers you can create is limited only by your computer's memory, and layers do not increase the file size of your published movie. You can hide layers, lock layers, or display layer contents as outlines. You can also change the order of layers. 

The Golden Rule for Layers is to have only one symbol per layer until you are an experienced user of Flash. Also separate all actions from backgrounds by using layers. Hint! Double click on the layer name and rename it with a descriptive name, so you know exactly which layer you are on. 

10. We now need to save each letter as its own symbol as they are going to be spinning independently of each other. So, click again on ColourHello graphic so that blue border surrounds it. Modify >Break Apart (may need to Break Apart twice). All are now broken apart.
11. Click mouse on first letter. It should now be separate. Modify>Convert to Symbol and make Graphic called FirstLetter or ‘H’ etc. Once you click on OK it will be added to library.

12. Repeat symbol process for each letter.

13. Add a new layer for each letter. Insert>Timeline>Layer.
14. Double click on each Layer name and rename ‘H’ or ‘E’ etc.
15. Your Full Word layer is no longer needed as we have individual letters, however we will keep it for the time being as a guide to placing where our letters should go. Click on the ‘H’ layer and drag that letter symbol across from the Library (at right) and place over same letter in the full word (helps get it in right place – place ‘H’ over ‘H’ of HELLO, etc, it should Snap Align).

16. Repeat dragging symbol for each letter of your name. Be sure to click on correct layer first before dragging symbol from library
17. Use Eye Tool       to deselect ‘Hello’ layer (will have a red cross to indicate this)      . ‘Hello’ word should appear even though each letter is on its own layer.

Tweens (think “beTWEEN a beginning and an ending”)

You create animation by changing the content of successive frames. You can make an object move across the Stage, increase or decrease its size, rotate, change colour, fade in or out, or change shape. Changes can occur independently of, or in concert with, other changes. For example, you can make an object rotate and fade in as it moves across the Stage. 

There are two methods for creating an animation sequence in Flash: frame-by-frame animation and tweened animation. In frame-by-frame animation you create the image in every frame. In tweened animation, you create starting and ending frames and let Flash create the frames in between. Flash varies the object's size, rotation, color, or other attributes evenly between the starting and ending frames to create the appearance of movement. 

Tweened animation is an effective way to create movement and changes over time while minimizing file size. In tweened animation, Flash stores only the values for the changes between frames. In frame-by-frame animation, Flash stores the values for each complete frame.

Timelines

The Timeline organises and controls a movie's content over time in layers and frames. The major components of the Timeline are layers, frames, and the playhead. 

Layers in a movie are listed in a column on the left side of the Timeline. Frames contained in each layer appear in a row to the right of the layer name. The Timeline header at the top of the Timeline indicates frame numbers. The playhead indicates the current frame displayed on the Stage. 

The Timeline status display at the bottom of the Timeline indicates the current frame number, the current frame rate, and the elapsed time to the current frame.

18. We are now ready to have our letters spin. Hide all layers other than layer of first letter. Select this layer. Click on Frame 15 Insert>Keyframe (F6).  While Frame 15 is still selected move letter on stage to different location.

19. Click inside layer between Frame 1 and 15 and in properties pane below select Tween>Motion Tween. If you now move the Playhead from Frame 1 to 15 you will see letter move position.

20. To make letter spin – click in properties pane below, set Rotate to Clockwise (CW) and 4 times.  In Frame Label call it H Spin.
21. Repeat for other letters in their layers. Hint: Maybe make some spin counter clockwise if desired.
22. Control>Test Movie to see what it looks like.
23. If working as desired, select Hello layer and delete, clicking on Rubbish Bin     icon.

24. Save to IT folder as Task 2 Text Animation. 
Publishing and exporting

When you're ready to deliver your movie to an audience, you must publish or export the Flash FLA file to another format for playback. The Flash Publish feature is designed for presenting animation on the Web. The Publish command creates the Flash Player (SWF) file and an HTML document that inserts your Flash Player file in a browser window. The Export Movie command lets you create Flash content that can be edited in other applications and export a movie directly into a single format. For example, you can export an entire movie as a Flash Player file; as a series of bitmap images; as a single frame or image file; and as moving and still images in various formats, including GIF, JPEG, PNG, BMP, PICT, QuickTime, or AVI.


Exercise 3:
Shape Tweening
1. Open a new file:

Create two different graphic symbols in Library by doing the following:
2. Using Rectangle/Oval tool in Toolbar. Hint: Click on rectangle tool and drag mouse down to see other shape options, select Oval Tool. Draw a circle (use Shift key while drawing to keep shape as circle not oval).
3. Modify>Convert to Symbol>Type>Graphic name it Ball>OK
4. Using Rectangle/Oval tool again, draw a rectangle (use Shift key while drawing to keep shape as square not rectangular).
5. Delete all graphics from stage.

6. Insert Ball graphic on stage (drag from Library). Position far left/top, choose colour.
7. Modify>Break Apart symbol (sometimes needs to be done twice if complicated graphic).

8. Insert Blank Keyframe in Frame 20 
9. Delete Ball Graphic. Insert Square graphic, (drag from Library). Position far right/bottom, choose different colour.
10. Modify>Break Apart this symbol also.
11. Reduce size of square, select Free Transform tool in Toolbar, use corner handle to resize.
12. Click in any frame between 2 – 19 and select Properties Panels)>Tween>Shape.
13. Click on Onion Skin tool       to see all frames created in tween. Drag ‘Onion Skin envelope’ on timeline, to start or end of movie, to see each frame in transparent skin. 
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Hint: Use Onion skin tool when creating single frame animation to see where previous drawing/object was, helps placement of next drawing.
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14. Control>Play Movie. Circle shape move left to right, changes colour and size.

15. Save to IT folder as Task 3 Shape tweening

Exercise 4:
Motion Tweening with Guidelines
You will use a photo of a basketball and have it bounce following a predetermined path. The guideline will simulate the bounce path it will follow. The path will be hidden from view.
1. Insert Keyframe in Frame 1.

Import a graphic of a basketball to the Library to use in an animation.
2. File>Import>Import to Library, browse for file ‘


Look in: J:\Students\IP\Year 8\2007\Semester 2\Term 4\Images\basketball.jpg>Open
3. Drag imported image on to stage. Resize it using Free Transform tool. 
4. Select image       Modify>Convert to Symbol>Type>Graphic name it BasketBall>OK. Basketball symbol appears in Library.
5. Now delete basketball.jpg image from stage and drag on to stage the symbol.
6. Move basketball to top left of stage

7. Insert Keyframe in Frame 30.
8. Move basketball to bottom right of stage,
9. Click between frame 2-29 and in Properties pane, select Frame>Tweening>Motion, Ease Out>80, Rotation>CW, 3>Times, tick>Orient to Path.

10. Click on Onion Skin and spread from Frame 1 – 30.
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11. Click on Edit Multiple Frames icon        to see symbol at Frame 1 & 30. 
12. Select pencil tool and draw motion guide for symbol. Draw from centre crosshair of frame 1 bball to centre crosshair of frame 30 bball, in a bouncing path. MUST connect with centre.
13. Click on Frame 1 and move symbol until it snaps onto guide.

14. Click on Frame 30 symbol and move until it snaps onto guide. If it does not snap you will still see onion skins change pathway when over guide.
15. Use Eye Tool       to turn off vision of guide layer (will have a red cross to indicate this)      . Basketball should only appear and guide layer is hidden. 
16. Select Control>Test Movie to see if it follows path. Close Test.
17. Save to IT folder as Task 4 Motion Tweening & Guidelines

Exercise 5:
Use a Mask

1. Create Text which reads ‘HELLO’ Modify>Convert to Symbol.>Type>Graphic.

2. Name Layer “Text” and ensure Text graphic symbol is in Frame 1. Insert Keyframe at Frame 20.

3. Insert new layer called “Circle” and create Circle graphic in Frame 1 to the left of text. Make sure circle is at least larger in height than text.
4. Convert circle to symbol and name it. Delete instance of circle from stage and drag circle symbol from Library on to left side of text.

5. In Circle layer, add keyframe to frame 20.
6. Move circle symbol to right side of text
7. Make a Motion Tween in circle layer from Frame 1 to Frame 20 - so that Circle moves from left of text to the right of text. 
8. Ensure that circle layer is one level above text layer.

9. Right-mouse on Circle layer name and select “Mask”.

10. Test Movie to see if Mask blanks out text like a Mask!!

You should see the text through the circular mask shape.

11. Save to IT folder as Task 5 Using a mask
Source: adapted from instructions created by Tim McCallum, Caulfield Grammar School, and S. Brown, Forest Hill College.
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