Animate CC

Chapter 13 Drum Kit
A. New File.
Step 1.  Click File Menu > New.

Step 2. In the New Document dialog box, select Web and Low. Click Create, Fig. 1.

P W Import b4
B. Import Bitmap. -
. . <« v <« Anim.. » Stuff-To-Trace (<] = Search Stuff-To-Trace
Step 1. If necessary, download bitmaps.zip
Organize = Mew folder =~ T @

file and that contains bitmap files

Tech Ed 16-17 ()

from Animate web page at cudacounty Teeh Ed 1718 . . f@@\\
or use this link: click here to access Tech £ 18-19 % W %@?Qj

bitmaps.zip. Create a folder in your Tech £ 19-20 bost-redpng  boat-red-gilpng  car-yellow.png
. Tech Ed 20-21
Animate folder and extract files from Animate - o> “ £
zip file to new folder. e ﬁfﬁ'\ = "
Delta Dart 3"’@“5 %‘:’ : E_"

Step 2 SWltCh baCk ln your new ﬁle 1n An1 Hoverboard drumkit.png football.png girll.png

mate CC, File name: | drumkit.png v| All Openable Formats (*.wav;*.t
Step 3. Click File Menu > Import > Import to Fig. 1

Stage (Ctrl-R).

Step 4. Navigate to your Animate folder and
select drumkit.png and click Open,
Fig. 2.

C. Insert Blank Keyframe.

Step 1.  Right click frame 2 in the Timeline
and click Insert Blank Keyframe
(F7) from menu, Fig. 3.

Step 2.  Click Onion Skin Button ¥l located

at top of the Timeline, Fig, 3. Tmine

The bitmap drawing is faintly s L 17 < @B _m > ®

displayed. mw -0%=a : ‘ ; ~
Step 3. Show All (Ctrl-3). N

D. Save File As ‘drumkit’.
Step 1.  Click File Menu > Save As.

Step 2. Key-in drumkit for the filename and press ENTER.
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E. Draw Cymbal.

]
Step 1. Press the Rectangle Tool |:| and click Oval Tool L_EE%#OOOOOO i) (7
':r_‘:l (O) in the toolbar. v W Default Swatches e

Step 2.  Click Fill Color Iil at the bottom of the toolbar
to open the color pop-up menu and click No

Color z, Fig 4.

Step 3. Draw a oval for the left cymbal, Fig 5. Start the

oval in the top left corner of the cymbal and drag
to the bottom right.

Step 4.  Click the Free Transform Tool b}:[ in the toolbar
Q).

Step 5.  Click oval, position the cursor just outside the
bottom left corner handle and when the cursor Fig. 5

changes to an arc with a arrow ¥, rotate the oval,
Fig 6. ;; S

Step 6. Drag a middle handle and flatten the oval, Fig 6. ./\ O \

Step 7. Repeat using the Oval, Free Transform Tools and %

draw the small oval in the center,. Also, draw the
right cymbal, Fig 6 Fig. 6

Fig. 7
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F. Draw Drums.

Step 1.

Step 2.

Step 3.

Step 4.
Step 5.

Step 6.

Step 7.

Step 8.

Step 9.

Step 10.

Step 11.

Click Oval Tool ':f_ﬁ‘ (O) in the toolbar and No — —
Color z

Draw a oval for the drum face, Fig 8. Start in the
top left corner of the cymbal and drag to the bottom Fig. 8
right.

Use the Selection Tool b (V) and click to select B —
your oval.
- -

Click Edit Menu > Copy (Ctrl-C).

Click Edit Menu > Paste in Place (Ctrl-Shift-V). Fig. 9

into position at bottom of drum, Fig 9. E j <
Click Line Tool /f (N) in the toolbar.

Confirm Snap to Object is on. View Menu > Snap- Fig. 10
ping > Snap to Object (Ctrl-Shift-U)

Draw lines between ovals for sides of drum, Fig 10. > E j C

Use Selection Tool ’ (V) and click to select the
inside of the bottom oval and delete with the Delete
key on the keyboard, Fig 11. Fig. 11

Use Arrow key on the keyboard to move oval down >

Draw the other drums using the Oval and Line Tools, Fig 12.

N [

S@@
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G. Create Gold Black Radial Gradient for Cymbals.
Step 1. Click the Paint Bucket b-'l in the toolbar. =

% #000000 Alpha:26100

Step 2. Click the Fill Color Iil to open the color pop-up v @ Default Swatches
menu. Click the white black radial gradient

to use as a start in creating a new gradient

1 Q

(bottom row of the color pop-up menu), Fig. 13.

Step 3.  In the Color panel (Cm-Shift-F9)
Click left pointer || on Gradient Definition

Bar Fig. 14.
Set RGB fields to 236, 239 and 189 - gold color

Close panel X .
n Radial gra..
[

H. Fill Cymbals with Gradient. o T
Step 1. Turn off Fill Lock I_?} switch in toolbar option (button not O 1
depress). O s
OB
Step 2. Fill both cymbals gradient. o =
O a
o
Step 3.  Press Free Transform Tool ’}:E in toolbar and click Gradient e

# ECEFBD
Transform Tool I:l (F) from menu.

[C—

Step 4. Click a cymbal fill to display handles and drag center handle o S
to move gold to center of cymbal, Fig. 15. Move center of
gradient in other cymbal. Fig. 14

/

c 64 e
1 21%
: 949

- 236

: ng

- 189
100&

¥ e

r—
— g

Fig. 15
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I. Use White Black Radial Gradient for Drums.

Step 1.

Step 2.

Step 3.

Step 4.

Step 5.

Step 6.
Step 7.

Step 8.

Unselect any cymbols. @

Click the Paint Bucket & in the toolbar. ’—R#ﬂﬂﬂﬂﬂﬂ

~ Bl Default Swatches

M

Click the Fill Color Iil to open the color pop-up
menu. Click the white black radial gradient ﬁ
Fig. 16.

Fill the sides of all drums with a white black

Alpha:%100 B Q

radial gradient E, Fig. 17. Fig. 16

Use the Gradient Transform Tool I:| (F) to move the center of the gradient to the top

center of the drums, Fig. 17.

Click the Paint Bucket »‘ in the toolbar to turn off Gradient Transform.

Fill small oval in center of cymbals (black) and fill drum faces (white), Fig. 17.

Save (Ctrl-S).

Fill black
Fill white

Fig. 17
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J. Delete Frame 1. o
Step 1.  This is very important. First, =
save your file. Use Ctrl-S. -u
& Layer 1
Step 2. Don't delete the wrong frame.

K. Import Sounds to Your Library. |®™" |
Step 1.  Display your Library panel. Click D ki
Wlndow Menu > lerary (Ctrl_L)' Organize v Mew folder
Tech Ed 16-17 &
. . Tech Ed 17-18
Step 2.  Click File Menu > Import > Import to Tech £d 18-19
Library. Tech Ed 19-20
Tech Ed 20-21
Step 3.  In the Import dialog box, Fig. 19. Ag,tmﬂtTT

You want to delete frame 1.

L] L~

-l=a
.

Create Classic Tween
Create Motion Tween £

Create Shape Tween

Convert to Frame-by-Frame Animation » bs

Insert Frame F5

Remove Frames Shift+F3
Insert Kevframe s

Fig. 18

Right click frame 1 and click Remove Frames from the menu, Fig 18.

oaE b > ®

30 35

Navigate to your Animate folder

Right click and click Sort by >
Type

Ctrl click the 6 mp3 files

Delta Dart

Hoverboard
v

Stuff-To-Trace View
Sort by
Group by
a Refresh
J) Paste

Paste shortcut

MP3

X
> To-Trace
> MName
P Date
® Type
Size ‘
Tags

Undo Delete Ctrl+Z m

mbal-left. mp3 .

< B Give access to > Descending
More...
\ New o M
Properties ' '
MP3 MP3 MP3
snare.mp3 tom-high.mp3 tom-low.mp3

File name: | "tom-low.mp3" "cymbal-left. mp3" v| All Openable Formats (*wav; .t ~

W

Cancel

click Open.

The new audio files are added to your Library., Fig. 20.

L. Create Cymbal Left Symbol.

Step 1.
Step 2.
Step 3.

Step 4.

Click the Selection Tool ’

(V) in the toolbar.

Drag a selection around the left cymbal, Fig 21.

Click Modify Menu > Convert to Symbol (F8).

In the Convert to Symbol dialog box, Fig 22.

Name key-in Cymbal Left
Type Button

Registration click center grid
click OK.

a

Fig. 21

Fig. 19

Library

drum kitfla

7 tems

Neme T

L4
‘ “
-8 oy

Linkzge

) cymbal-lefimp3
) cymbal-rightmp3
d drumkitpng

o) kick mp3

o) snaremp3

o) tom-high.mp3

o) tom-low.mp3

Eim @ m

Fig. 20

Convert to Symbol

Name:  cympal Left

Ivee: | Button v

Folder: Library root

> Advanced

Registration: g .‘S

*

Fig. 22
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Step 5.

Step 6.

Step 7.

Step 8.

Step 9.

Step 10.

Step 11.

Step 12.

Step 13.

Step 14.

Step 15.

Click Edit Symbols * at the left end of the Timeline and click L

Scene 1 hd

Cymbal Left, Fig 23. @ Cympal Left ~
Fig. 23

Place the cursor over the Over o
frame of Layer 1 in the Timeline - " .- <& o > len
and drag across to the Hit frame '
to highlight Over, Down and Hit e e [ens
frames, Fig 24. . HEN
Click Modify Menu > Timeline > ~ * « [SESHSSN
Convert to Keyframes (F6). Fig. 24
Click the Down keyframe in the e s 37 < nm m > e
Timeline, Fig. 25. =8 c0®a .o a

2 1
Click Onion Skin Button T from - .. a
Timeline tools to turn on. . -

Fig. 25
Click the Free Transform Tool »::E

(Q) in the toolbar - press Gradient
Transform .

Drag the center @ from the middle of the
symbol to the left edge. This will be the
hinge point, Fig. 26.

Move the cursor to the between top and Fig. 26
middle handle and the middle handle, the cursor
will change to a double headed arrowlr, drag up about 5 S z
degrees, Fig 26. Tool -
# Pendl

Click the Pencil Tool f (Shift-Y) in the toolbar and confirm s
Smooth Mode S modifier.

~ Color and Style

B stcke B2 100%

In the Properties panel (Ctrl-F3)
under Colpr and Style, Fig. 27 o 3‘
Stroke size 3

Draw curved wern R ~
motion lines on ( — 5
the ends of the / Fie 2
cymbal, Fig 28. \\ ig. 27

Fig. 28
Animate €CC Drum Kit Page 13-7



Step 16. Click the Down keyframe in the Tmeine
Timeline, Fig 29. s L SRR E
-W 'Dﬁﬂlu;.mer nHltl
Step 17. In the Properties panel (Ctrl-F3): D et [ | | L |
under Sound, Fig. 30 — N
Name cymbal-left.mp3 & . R ompalte
Fig. 29
Step 18. Click Control Menu > Test (Ctrl-ENTER). —— =
Step 19. In the browser, click your cymbal button to test button. o - ™
mn me @
Step 20. Use Alt-Tab to switch back to Animate CC. 8 e a
Step 21. Save (Ctrl-S). n
M. Create Cymbal Right Symbol. B
Step 1. Click Back #= at left end of Timeline to return to the scene. Spect | None v
(Ctrl'E) Sync Event ~
Repeat v X1
Step 2.  Click the Selection Tool ’ (V) in the toolbar. Drag a selection ks IEROE RS
around the cymbal right, Fig 31.
Step 3.  Click Modify Menu > Convert to Symbol (F8).
Step 4. In the Convert to Symbol dialog box, Fig 32.
Name key-in Cymbal Right
Type Button

Registration click center grid
click OK.

Convert to Symbol

X
__‘:'P31| Button sv I Registration: EE -

Folder: Library root

Name:

> Advanced

Fig. 32
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Step 5.

Step 6.

Step 7.

Step 8.

Step 9.

Step 10.

Step 11.

Step 12.

Step 13.

Step 14.

Click Edit Symbols * at the left end of the Timeline and click L

Cymbal Right, Fig 33.

Scene 1 hd

@ Cymbal Right,

@ Cympal Left
Place the cursor over the Over frame of Layer 1 in the Timeline Fig. 33
and drag across to the Hit frame _
to highlight Over, Down and Hit .
. z L~ 1F < o m > @ n

frames, Fig 34.

m 0= a Over Down  Hit
Click Modify Menu > Timeline > | & L
Convert to Keyframes (F6). drum kit (Canvas)*

+ - DR
Click the Down keyframe in the Fig. 34
Timeline, Fig. 35. —

s L~ S < na n > e
Turn on Onion Skin Button ¥ ~

C ) 0 =a Up mera Hit

o EE
Click the Free Transform Tool »::E _ a
(Q) in the toolbar. d;m mfdmx_
) Fig. 35 Cent

Drag the center @ from the middle ] h::: d‘iz
of the symbol to the right edge. This will be - _ -
the hinge point, Fig. 36. ; :

Move the cursor to the between top and
middle handle and the middle handle, the
cursor will change to a double headed arrow
lr, drag up about 5 degrees, Fig 36.

Click Pencil Tool #¥ (Shift-Y)in the
toolbar.

Draw in curved motion lines on the ends of //
the cymbal, Fig 37.

Fig. 37
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Step 15. Click the Down keyframe in the Timeline, Fig. 38.

Timeline

Step 16. In the Properties panel (Ctrl-F3) s L= 317 < m D> oen
ulg\(lier Sound,:llg. 559ht \ =8 -0va mElkE
ame cympal-right.mp E— .. E
Step 17. Click Control Menu > Test (Ctrl- ":“ Haute (camas
ENTER). %« @ ombalrght | Fig. 38
Step 18. In the browser, click your cymbal button to test the button. e =
Step 19. Use Alt-Tab to switch back to Animate CC. B Fome @

Step 20. Save (Ctrl-S). = fGd) L

» Label

N. Create Snare Symbol. v sound

Step 1. Click Back #= at left end of Timeline to return to the scene. name | ymbaldeftmps ~ v
(CtI'l-E) Effect None ~ ‘)'

Step 2.  Click Selection Tool ’ (V) in the toolbar. Drag a selection Repeat -
around the snare drum, Fig 40. 44 kHz Stereo 16 Bit0.8 5 19.4 kB

Step 3.  Click Modify Menu > Convert to Symbol (F8). Fig. 39

Step 4. In the Convert to Symbol dialog box, Fig 41
Name key-in Snare
Type Button
Registration click center grid
click OK.

Fig. 40

Convert to Symbol *

TyPe: | Button v | Registration: EE

Folder: Library root

Name:

> Advanced

Fig. 41
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Step 5.

Step 6.

Step 7.

Step 8.

Step 9.

Step 10.

Step 11.

Step 12.

Step 13.

Step 14.

Step 15.
Step 16.
Step 17.

Step 18.

Click Edit Symbols * at the left end of the Timeline and click
Snare, Fig 42.

Place the cursor over the Over frame of Layer 1 in the Timeline
and drag across to the Hit frame to highlight Over, Down and Hit
frames, Fig 43.

Timeline

Fo < @ m >

Fo < ma am >

= L= 1
Click Modify Menu > Timeline > - 1w
Convert to Keyframes (F6). i S
Qs 1]
Click the Down keyframe in the drum kit fa (Camas)*
Timeline to select all objects in the ~ * L )
frame, Fig 44. Fig. 43
Turn on Onion Skin Button T} s = :
] W - I:l & a Up  Over n Hit
Click the Down Arrow key on the 0 Lavert | L]
keyboard five times to nudge the — ~
drum down, Fig 45. + - NS

Fig. 44
Click Pencil Tool #F (Shift-Y) in the toolbar.

Draw motion lines on the top of the snare and a line
across the head of the drum, Fig 46. Keep you lines
above the onion skin outline.
Click the Down keyframe in the Timeline, Fig 44.
In the Properties panel (Ctrl-F3) set:

under Sound, Fig. 47

Name snare.mp3

Click Control Menu > Test (Ctrl-ENTER).
In the browser, test your snare button.

Use Alt-Tab to switch back to Animate CC.

Save (Ctrl-S).

*‘ Scenel v
@ Cymbal Right

@ Cympal Left

@ snare

Fig, 42

Fig. 45
WMV L

i
[}
n

» Label

~ Sound

Name

E
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ffec

cymbal-leftmp3 & ~

t None 2 L Py
Event ~

Repeat v x1

44 kHz Stereo 16 Bit 0.85 19.4 kB

Fig. 47



O. Create Tom Left, Tom Right and Kick Symbol.

Step 1. Repeat the Steps starting with create symbol on previous pages to create the other drum

symbols.
Tom High - Left Tom Low - Right Kick Drum

g l& 3 F g Lﬂ 3 F . § l& 3 F .
B mw-0=a Up Over D@lin Hit B mwW --0=a Up Over Dilin Hit EmwW-0=a Up Over D@lln Hit

s EENE - EEEE - NN N
drum kit.fla (Canvas)* x drum kit.fla (Canvas)* drum kit.fla (Canvas)* x

+ - <+ - + - I

~ Cd
A I Y Y/
{\‘E"'r\ T=——=2 -
- - - >
4 \
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