Animate CC
Chapter 16

A. New File.

Back View

Step 1. Click File Menu > New.
Step 2. In the New Document dialog box, select Web and Low. Click Create.
Import X
B‘ Import Bitmap‘ <« v 4 <« Anim., » Stuff-To-Trace ~ @ 2 Search Stuff-To-Trace
Step 1. Download bitmaps.zip file and that Orgmse v Newfoldsr =- ™ @
contains bitmap files from Animate Ehide B =" o
web page at cudacounty or use this Tech Ed 17-18 .ﬁg_f@ _. o ) -
link: click here to access bitmaps.zip. feen EA1E0 s | | G LY
. . Tech Ed 19-20 e £ 3 o
Create a folder in your Animate folder Tech £ 20-21 fockbandpng | schoolbus.png | shark-great.png
and extract files from zip file to new Animate a;?j
folder. Stuff-To-Trace ) ) ‘?i;':;;_
Delta Dart = =S - %—' ': it \‘-"-_;" =
Hoverboard ;’{‘ig ‘_/é% %
Step 2. Switch back in your new file in Ani- ovoro U heretomeng  sperewpng  surfespng
te CC File name: | schoolbus.png V| All Openable Formats ("waw™.1 ~
mate L4 Cancel
Step 3.  Click File Menu > Import > Import to Stage (Ctrl-R). Fig. 1
Step 4. Navigate to your Animate folder and select schoolbus.png and
click Open, Fig. 1.
Step 5.  Show All (Ctrl-3). .
(0]

C. Insert Blank Keyframe.

Step 1.  Click frame 2 of Layer 1 and click Insert Blank Keyframe [
(F7) from Timeline tools, Fig 3. Fig. 2
Step 2.  Click Onion Skin Button T/ s ALk : < o '5'~" > “-~
Timeline tools, Fig, 3. The mT -I=a 5 RRRRNRRRRNRRRERRRARNRRREY
bitmap drawing is faintly dis- & e |‘
played. -
Fig. 3
Step 3. To customize the color of the onion skin frames, Fight  onionsmsetings x
click Onion Skin Button “4 and click Advanced Set-
tingS. Range W - Prev 2 A
a
. -
Step 4.  In the Onion skin setting panel, Fig, 4 Ol e
Starting OpaCity 20% Starting opacity 20 %
close panel X . —e ~
Decrease by 10 %
* * O
D. Save File As ‘back view'. h
Step 1.  Click Save As from the File Menu in the Menu Bar. alll -
Step 2. Key in back view for the filename and press ENTER. Fig. 4
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E. Trace Bitmap with Pencil and Line Tools.

Step 1.  Trace the bitmap with Pencil Tool f (Shift-Y), confirm
Smooth Mode S modifier and Line Tool /'/ (N). Bend or shape
lines with Selection Tool ’ (V).

Step 2. Trace all the lines of the bitmap, Fig 5.

F. Fill with Paint Bucket Tool.

Step 1. Click the Paint Bucket & (K) in the toolbar. No fill color Fig. 5

Step 2. Click the Fill Color Iil to select colors to paint. Don’t fill the
windows with any color. Keep the windows transparent, Fig 6.

Step 3.  If parts of the drawing will not paint, use the Selection Tool } . =
(V) to close gaps between lines.

Step 4. Turn the Onion Skin Button U@ off to check your progress.

Step 5. Save (Ctrl-S).

G. Declete Frame 1.
Step 1.  This is very important. First, save your file. Use Ctrl-S.

Timeline
Create Classic Tween

Step 2. Don’t delete the wrong frame. You o ™A L e Mot T
want to delete frame 1. Right click
frame 1 and click Remove Frames

Create Shape Tween

m o + &g g Convert to Frame-by-Frame Animation > _
;

G Layer_1 l Insert Frame F5
(Shift-F5) from the menu, Fig 7. N Remweﬁams‘ ShiftsF5
Fig.7

H. Create Back View Drawing Symbol.
Step 1. Select all with Ctrl-A.

Step 2.  Click Modify Menu > Convert to Symbol (F8).

Step 3. In the Convert to Symbol dialog box, Fig 8.
Name key-in Back View Drawing
Type Graphic
Registration center grid
click OK. Convert to Symbol

Back View Drawing ‘ OK
Jype: Graphic~v Registration: gik Cancel

Folder: Library root

Name:

Step 4. Save (Ctrl-S).

.. *

» Advanced

Fig. 8
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I. Create Back View Symbol (rocking).
Step 1. Click the Back View symbol to select it, Fig 10. Select Drawing
symbol and create

Step 2. Click Modify Menu > Convert to Symbol (F8). €W Rocken
symbol
Step 3. In the Convert to Symbol dialog box, Fig 11.
Name key-in Back View Rocken
Type Graphic
Registration center grid
click OK.

Convert to Symbol *

Step 4. Save (Ctrl-S) Name: ' Back View Rockens

J¥pe: Graphic ~ | Registration: EE -Cancel
J. Keyframe 2 and 3. i EED)
. . Folder: Library root
Step 1. Click Edit & | sener ~ N

Symbols *‘ at 4 Back\iew Drawing
the left end of 4 Back \iew Rocken Fig' 11
the Timeline and Fio. 12 ‘
click Back View &
Rocken (Shift-E), Fig. 12.

> Advanced

Step 2. Click frame 2 of Layer 1 drag in
one motion across to frame 4 to
highlight frames 2 thru 4, Fig. 13. backview.fla (Canvas)*

+ - ST
Step 3.  Click Modify Menu > Timeline > Fig. 13
Convert to Keyframes (F6). Timtine
= l= 1F < a8 m > ®
Step 4. Click keyframe 1 of Layer 1 in the =T -0wa
Timeline, Fig 14. —— ’“Is TR TR TR

Step 5. In the Transform panel (Ctrl-T).
Key-in -10 for Rotate, Fig. 15
press ENTER.

Hloor.:;g 1 1000 5%

© Rotate
A -100-

O Skew &
&7

3D Rotation

X

3D Center point
¥ .

ANIMATE C€C Back View Page 16-3



Step 6. Click keyframe 3 of Layer 1 in the
Timeline, Fig 17.
Step 7. In the Transform panel (Ctrl-T).
Rotate 10, Fig. 18
press ENTER.
Step 8.  Click Loop Playback %4 in the
Timeline header.
Step 9. Drag Frame Selectors I"' ""I to
select all 4 frames, Fig. 20.
Step 10. Click Play B®in the Timeline header.
Step 11. Save (Ctrl-S).

K. Set-up Background Layer.
Step 1. Click Back #= at left end of

Timeline to return to the scene.
(Ctrl-E).
Step 2.  Double click Layer 1 name of the
Timeline, Fig 21. Key-in Back _
View for the new layer name and
press ENTER.

Click Insert Layer [T | and rename
layer Background, Fig 22.

Step 3.

Step 4. Drag Background layer to the
bottom layer and Hide ﬁ the

Back View layer, Fig 23.
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back view.fla (Canvas)*
+ - EEEEEEE.
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back view.fla (Canvas)*
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Fig. 20
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Fig. 21
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Fig. 22
Timeline
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& Back_View o
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& Scenel v
Fig. 23
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L. Draw Background Layer.

Step 1.

Step 2.

Step 3.

Step 4.

Step 5.

Step 6.

Step 7.

Step 8.

Step 9.

Turn on Snap to Grid (Ctrl-Shift-’). View Menu > Snapping
> Snap to Grid.

Click the Rectangle Tool . in the toolbar.

In the Properties panel (Ctrl-F3) Draw rectangle with
under Color and Style, Fig. 24 grid on - then turn
Fill None . off grid

N

Properties

Tool

Obj

ect

[ Recangle

~ Color and Style

" Fill
B stroke

Fig. 24

B 100%

Draw a rectangle to stage cor-
ners, Fig. 25.

Turn off Snap to Grid (Ctrl-
Shift-"). View Menu > Snapping
> Snap to Grid.

Use Pencil Tool ## (Shift-Y)

and Line Tool f (N) to hori-
zon line about a third of the way
down from the top, a wide road
and wide yellow line, Fig. 26.

Fig. 25

Use Paint Bucket a-'l (K) to
complete background, Fig. 27.

Double click and delete outline,
Fig. 28. Q)

Save (Ctrl-S).

Include wide
yellow line

Fig. 28
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