Guided Computer Tutorials

Learning

Adobe

Anim&e 2024

Module 2

By Greg Bowden




PUBLISHED BY

GUIDED COMPUTER TUTORIALS
PO Box 311
Belmont, Victoria, 3216, Australia

www.gct.com.au

© Greg Bowden

This product is available in Single or Multi User versions.

Single-user versions are for single student or teacher use at any
particular time, just as a single copy of a text book would be used.
If you intend to use the notes with multiple students the single user
version should be upgraded to the multi-user version.

Multi-user versions allow the school or institution to print as many
copies as required, or to place the PDF files on the school network,
intranet and staff laptops. A certificate of authentication is provided
with multi-user versions. Bookmarks provide links to all headings and
sub-headings, and individual chapter files are provided.

First published 2024

ISBN: Module 2 978-1-922018-73-1

PDF document on DVD or Download

Adobe® Animate® 2024 is a product of Adobe Systems Incorporated.

THIS PRODUCT IS NOT ENDORSED OR SPONSORED BY
ADOBE SYSTEMS INCORPORATED, PUBLISHER OF ADOBE
ANIMATE 2024

Every effort has been made to ensure that images used in this
publication are free of copyright, but there may be instances where
this has not been possible. Guided Computer Tutorials would
welcome any information that would redress this situation.



Learning Adobe Animate 2024

Module 2 Contents

Chapter 16: Adding Sounds to Animations

Loading an Animation and SOUNd .........eneinninensinnsnsinssssssssessssssessens 16-1
Adding Sounds t0 the TIMElINE...... e issesessessssiees 16-1
SYNCHIONISING SOUNAS ...ttt ssasssssssssasessssssassaens 16-3
EVENT ettt sss s sttt 16-3
STIRAMN ettt s bbb s st s s easenecs 16-4
STOP curerererretrte st st sttt s st s st st ettt s s e et et n et s tenans 16-7
SOUNG EffECLS courvertrieeisreesssessissssstsstsssesssssssssssssssssssssssssssssssssssssssssssssssssssssssssssses 16-7
Removing the EXtra SOUNS ... rereneieeseseiseseiseesessessessseaees 16-7
Using the Fade in EffeCt. ... sssississssssssssssessenes 16-8
Editing SOUNT EffECtS....uiirreierreirsisieiseisssssssssssisssssssssssssssssssssssssases 16-9
Adding SOUNAS 0 BUTTONS .....cveierrereineersissssississsssisssssssssssssssssssssssssssssens 16-11
Placing the Button on the Stage.....nnineseneiseseisesesienns 16-11
Adding the Sound to the Library ... 16-11
Adding the Sound to the BUutton ... 16-12
Animate Assignment 16 16-14

© Guided Computer Tutorials 2024

C3



Learning Adobe Animate 2024

Chapter 17: Using the 3D Tools

The 3D ROTAtiON TOO ... cieeeeeiereieeneieieeieeissssesisesasessesssessssssesssssssssssesssesnss 17-1
Creating the MOVIe Clip... i iisinsissssissssssssssssssssssssssssssssens 17-1
Selecting the 3D Rotation TOON .........cirenineneineiseseineiseseissssseseens 17-2
ROtating the ODJECT ...ttt sssisessssssssssssesasssees 17-3
Adjusting the PerspeCtive .....ecnsrnseneiseissesesssssssssssssssssssans 17-4
Adjusting the Vanishing POINt ..........ccceeemieneneneinnessnsissssissssssnsenns 17-5
Moving the ROtation POINT.........cccenieereinsinsssinsissnssssssssssssssssssseens 17-5
Using the 3D Rotation Tool in ANIMations ...........ceneereenneneenns 17-6

The 3D Translation TOON .......eeereeneierieeieisessseesessessesessesssssssssssesssesanes 17-7
Creating the Movie Clip SYMDBOL ......reiseisriseeseiesesesisssisenene 17-7
Applying the 3D TransIatioNn ........ceneeneiseiseiseisesssesssssssasesane 17-8

MOVIE CEAILS .oveeveneereeeeieesseruseesesssessseasesssessesssesssesssssssesssesssessssssssssesssssssesssesans 17-11
Creating the MOVIe Clip... i nsissississssssssssssssssssssssssss 17-11
ANIMAtING the TEXT....crirrerererriiseiseieseiseiesseisesssssssssssssssssssssssaseses 17-13

Applying 3D Effects 0N IMAGES .....ereenrrnrireeseiesiseisssisesssessssssssssssssssssns 17-16
IMPOrting the IMage.... et esssesssesens 17-16
Converting the Image to a Movie Clip Symbol..........cerennnne. 17-17
Setting the GIOhE POSITIONS .......ccvireirireirsiissississsssississsssssssssssassens 17-18
Adding Some Translations and ROtations ............cccveneneinsesennee 17-20

Animate Assignment 17 17-23

© Guided Computer Tutorials 2024



Contents

Chapter 18: Using the Bone Tool

The BONE TOOI BASICS ...coueuiueereineieeeiseiesisesssessesssesssessesssesssssssssssesssssssssssses
Drawing the Shape ....ncnesssssssissssssssssssssssssssssssssens
Applying the BoNe TOO ... reirisesnieissiseissssissssssssssssssssssses
USING the BONE LINKS.....vuiireeieeiieseietsesessssessessessssssssssssssssenns

THE Pin OPLioN ..eeeeeeseiseieeisesisssisessesssssssessssssssssssssssssssssesssssssssssses
Controlling Bone MOVEMENTS.........ocerrreerninensinsissessisssssssssssssssssssenns
Constraining Movements and ROtations..........eneneneennsneens
The RUNTIME OPLION ...ttt s ssssessssssssssassassasens
Animating IMpPOorted IMagEs..........reneeneinesrineieseiessesssassssssssssssssssees
Loading the Prepared File .......ceeneeerneesiseiseessiesssseeseessessenenns
Separating the BiCEPS .....cirrnsisississssssssssssssssssssssssssssssssssssens
Separating the FOr@arm ... ncnsisensssissssssessssssssssssssssssenns
Separating the Hand ......nisensssisssssisssssssssssssssssssens
Applying the BoNe TOO......ereeseseiiseississseissssssssessessssassans
Creating the ANIMAtioN ...t eessssssssessssassens
ANIMating Drawn SHapes........eeinricnensinsissssisssssesssssssssssssssssssssssssssssses
Drawing the Shape ... sssssssssssssssssens
Setting the BoNe STrUCTUIE .....eeireereieessissseissssesssssssssssssses
ANIMAtING the fIQUIE ...t sssssssssans
The SPrING EffECt.insiseississississsisssssssssssssssssssssssssssssssssssssssssssssssssses
Loading the IMage ... ssssessssssess s ssssssssssssssasens
Applying the BONE TOO ... eeeeeeeiretseeseeseisessessesssssssesssesssssaes
ANIMAtING the PiN .encsesesessissssissssssssesssssssssssssssssssens
Applying the SPring EffeCt....nsessessississsesesessssssesssssssenns
Animate Assignment 18

© Guided Computer Tutorials 2024

C-5



Learning Adobe Animate 2024

Chapter 19: Using the Asset Warp Tool

SIMPpPle ASSEt WarPing .......eeeenninensinssnsississssesssssssssssssssssssssns
Creating a Movie Clip Symbol........rrensiseinns
Inserting the Asset Warp Handles .........ovveevrenrcernennnnnne
Setting the Keyframes ........eeeecsseessiensesssesssssssesssesssnns
Adjusting the Shape....rseeseeissseienns
Creating the ANIMatioN........reneeensesssssssssessessssesenns
Animating the Movie Clip.......esinssennnns
The Asset Warp OPtioNns......eeceeeensrssrssssssssssssssessesssssennes
Animate EXercise 19-T... i

More Detailed ASSETt WarPs ... esssssssssssssanses
Opening the Prepared File ...
LINKING LAYETS ..uvvrrereereinrerississessissssssssassssssssssssssssssssssssssssssns
Setting the Asset Warp Handles.........oovvnnicreneinncnennees
Inserting the Frames and Keyframes........ccooceveenveerneenennne
Setting the Right Legs Start Positions.........ccccvuveeenireennnne
Setting the Left Legs Start POSItioNns.........cocceevvenerrereneienns
Applying @ Classic TWEEN.......c.eveereeseereiseieesseeisssisesasesanes
Animating the Symbol.........nesesessseienns

ANimate EXercise 19-2u.... . iricsisiensisenscsssssssessssssessennes

Animate Assignment 19

Chapter 20: Character Rigging

Creating a JuUMpPINg Character ... eneensenseisssisssesessesns
Loading the Sample File.....crereinnseinsisessisssssennins
Creating the Bone Structure........eenerneeseeneessssennenns
ANIMating the ODJECT .....cerreererreiseiseiseiesisesisssisesisesies
Creating the ANIMatioN.......nessesssssssisssssssessens
Applying Some Easing Effects .......ccenrenerenneessssesenseenns
Moving Individual JOINtS.......cccceveeeeerrrrneresenerssiessssisssssenssenes

Animating Bitmap IMages ......evererenenisisisinessessessessessesssnnns
Loading the IMage......eereneeeeseseieeseiseeeesessesssasennes
Creating a Movie Clip Symbol.........eneeneeneireineinnee
Setting the RiIGQiNg....nneesessesesesseisessssssssssns
Copying the Rigging to a Second Keyframe.........cccueuuue.
Creating the StEPS.... s ssssssssssssssssssses
Creating the ANIMatioN......eneneseseiesseisesssseisenns

Animate Assignment 20

C-6 © Guided Computer Tutorials 2024



Contents

Chapter 21: Linked Layer Animations (Layer Parenting)

Loading the SAmMPIE Fil€.... et isssssisssssesssssssssssssssassessens 21-1
LOOKING @t the LAYErS ...ttt issssessssssssssssssssssssssssssssssens 21-1
THE LAYEI OFAEN ..uueeeeeeeeieeieiiseiiseeaseesseissessssssesasssssesssssssssssessssssssssesssssssssssesssessses 21-2
Creating GraphiC SYMDOIS.........irereiseseiseiseiseisesssisssssssssssesssssssssees 21-3
Setting the ROTAtioN POINTS........ocvriceereirnineissinsissississsssissssssssssssssssssssssssassenns 21-4
LINKING The LAYEIS ..u.ceeeiereieeseeeteseiesseissssssssessessssssessssssssessssssssssssssssssseass 21-6
Creating an ANIMATION .....cceeeeeineiresesesesesesssssssssssssssssssssssssssssssssssssssssssssns 21-8
Setting the Body Layer Frames.......eensensenssneississiseesssssssssenes 21-8
Creating @ Classic TWEEN.......nineessssssssisssssssssssssssssssssssssssssanns 21-8
Animating the SYMDOIs..........eerreereeeeeriseeseessesseessesenne 21-9
ANIMAtiNg the HEAd ........ieeeresseessssisssssississssssssssssssssssssssssssans 21-13
Separating the HEad ........eecneneneiseeseeseiseisessssssssssssssesans 21-13
Converting the Head to @ Symbol ... 21-14
LINKING ThE LAYEIS ....eueeneeerereiereiereeeieiseissaesisssssesssesssssssesssesssssssssssees 21-15
Inserting the ClassiC TWEENS.......c.reeeereemeemensenssensesssessessessacens 21-15
Summary of the Layer Linking ProCess...........ooeneneeneeneeneensesseesennne 21-17
Animate Assignment 21 21-18
Chapter 22: The Camera Tool
ANIMating @ Still PROTO.....ecereesceiessis st ssssssssssssssssssnes 22-1
Loading the IMage ...t sssssessssssssssssessssssees 22-1
Inserting the Camera Layer ... inensisensississsssisssssssssssssssssnnes 22-2
ZOOMING IN ettt sessessesssssssssasssssasesssassases 22-3
The Camera PrOPEITIES ....veeeereereereeesessssssssss s tsssessssssssssssssssasssssasens 22-4
Panning Around the iMage .......nnennenseneesessssseeseesesesienes 22-5
PanNing and ZOOMING ........cvirinrinineinrinsssississsssssssssssssssssssssssssssssssses 22-6
APPIYING ANIMATION ..ot ssssssesssessssssssssssssssans 22-8
ROTAtING T VIEW ..ttt ssssssssssssssssssssssssaees 22-9
Further Camera ProOPerties...... o ineinsensnsisssssensssssssssssssssssssssens 22-10
Viewing Stage CoNteNt.......eenenenenininisiessessessessessessessessesssseens 22-11
Using the Camera Tool in ANIMAtioNS.......ccenensisensinssssssssssssesssssens 22-12
Loading the Prepared ANimMation ...........ninsennsiseeseeesssnnes 22-12
Setting the KEYFrames ... reeeeeesisssssssssssssssssssssssssssssssssssens 22-12
Adding Camera Effects .....ieneneinnissinsissnsiessessesssssssssssssesssssassenns 22-13
APPIYING EASING wectiiieireinieissiiseiseisssssissssssssssssssssssssssssssssssssssssssssens 22-15
Zooming in on the Finish LiNe ......inesieseessisssssiessessssens 22-17
Refining the ANIMAtioN ... sesssessssssssssssssssssnees 22-18
Animate Assignment 22 22-20

© Guided Computer Tutorials 2024

C-7



Learning Adobe Animate 2024

Chapter 23: The Assets Panel

Looking at the ASSets Panel.......cnsinninesesssssissssssssissssssssssssssssssens 23-1
ANIMATEA ASSETS ...uceueerereererereeneeeeiesseessesssesssesssesssesssssesssssssssssesssessssssssssssssssans 23-2
STATIC ODJOCES ottt sssssssssssssssssssssssssssssssssssssssssasssens 23-5
SOUNA ClIPS curitiirirrririetnsiesieeissssssssssssssssssssssssssssssssssssssssssssssssssssssessssssssssssssssans 23-6
Creating an BEACh SCENE ...t ssesssssssasssssssans 23-6
Inserting a Background IMage .........enseeneneensisnsensissssssssssssensennes 23-6
Saving the Background ASSEt ........eninneneessinissesssssssnsssssssssssens 23-7
Animating the Background IMage...........nenninneneinsensesessssssens 23-9
Inserting Animated CharacCters ........eeneneineieneeneeseisessssesssssesans 23-10
Inserting the PUPPY Character.......rnsinersesseessisessssssssssees 23-10
Looking at the PUPPY MOViIe ClP ....ovreereenreerreereireeseeseisessseeseesnens 23-12
Flipping the Movie ClIP ..nseneisssssssisssssessisssssssssessssssssens 23-13
SaVING the PUPPY ASSET...iirriireiseinisississssssissssssssssssssssssssssssssssssns 23-14
Inserting the WOIf CharaCter ... nnnsssessssssssssssssssssnees 23-15
Adjusting the ANIMATtION ......ceerenneneeneissessississesssesssssssssssssssns 23-17
ANIMAte EXEIrCISE 23......eiceeeirccnciisisisiesessessessessesesssss s ssssssssssssssens 23-18
Animate Assignment 23 23-19

C-8

© Guided Computer Tutorials 2024



Contents

Chapter 24: Lip Syncing

Loading the Prepared File ... eeerererssinsssissesesssssensenes
Creating the Mouth Symbol ...
Creating the Mouth Shapes.........neninsenseseiseissseins
Creating the A Mouth Shape........nneonerensisenenn,
Creating the O Mouth Shape ...
Creating the E Mouth Shape. ...
Creating the W,R Mouth Shape .........vncneneinnicneennnns
Creating the T,S Mouth Shape .......enneneneinsiseinenns
Creating the LN Mouth Shape ...,
Creating the U,Q Mouth Shape ........ecnecnsrineeneis
Creating the M,B,P Mouth Shape..........cneerrcneennnns
Creating the F,V Mouth Shape ...
IMporting an AUIO File ......reersessseisesssesesesseees
AULO LI SYNCING.uiuiririririeireineineisessensessessessessssssssssssssssssssssssssssssssass
Opening the Lip Syncing Dialogue BOX ......c.coeccvsvverreuenee
Assigning the Mouth Shapes..........neceineneiessnsennnns
Stopping the ANIMAtioN ... sssssseseens
Fine Tuning the Lip SYyNC EffeCt.... i

Animate Assignment 24

Chapter 25: Code Snippets

Loading a Prepared SYmbol .........neeneiseiseiscinesisesisssisennne
Naming the MoVie Clip... i nsinsissssisssssssssssssssssssssssssnsens
Controlling Objects With the Arrow Keys.........c.covneeenrnernsreneenns
Moving Objects With the MOUSE ...
OPENING WED SIteS....uueuieriereireieireiseieeiseiseissiseisssssassssssssssssssssassases
FAding @n ODJECT ....iveirerrreseieieisssssssssessssssssssssssssssssssssssssssesens
Multiple COAE SNIPPELS......cvereerrrrrrrsrersirsissesstsssssssassssssssssssssssassanns

Animate Assignment 25

© Guided Computer Tutorials 2024

C-9



Learning Adobe Animate 2024

Chapter 26: Invisible Buttons

Loading the Prepared File ....eenrereneinsessssisssesessssssnsenes
Looking at the ANIMation ........nninensinnensseissessssssssssenes
Stopping the ANIMAtION ......rcrereseeeiessesesssssaeens
Setting an INVisible BUTtON.........creeeirineiieeseeiseseseeesieene
Creating the BUTtON ...t
Setting the Hit Area ... sssessesssns
Naming the Button INStanCe ......veenenensrnseneisesnseneens
Adding SOME ACLIONSCIPT ....uvurrvrereirerrniseiseissiseisessssssesssssssssssssssns
Adding Sound to the BUttON ...

Animate Assignment 26

Chapter 27: Text Formatting

Creating TEXT u.iccieereerseeireesserssessessssssssesssssssssssssssssssssssssssssssssssssens
Character SPACING ....ceeeeieerrrissinsssissssssssessssssssssssssssssssssssssssssens
SEIECTADIE TEXT...ouureueeueeeietieisseisseeiseeseis i eisessse s sssesssessseasssssssssssans
LINKEA TEXT wuceureureeueenernensenueesenssenssessessessesssssssessssssesssesssssssesssesssssssess
VEITICAl TEX L. e eieieesetiesssessesssesssesssesssessesssessssssessesses
Paragraph FOrmMatting......cc.cecnreneineeseenssesssisssisssesessssssssssssssssssnes
Loading the Prepared File ........cornerenreernsresensiserssennis
TEXt AlIGNMENTS ..ttt sssssssessssssssssseens
Paragraph Spacing and Margins..........ennnnns
FIOIS ettt sssess s s s s s sssssasesasesasssssens
ANIMALING LETLEIS.....irieecieneisetenseesesesesssssssessessessssssassassasenss
Breaking the Text APart......enenseseesesseessssssssssens
Creating @ GUIAE Layer .......eeneereeneeseiseiessseessssssesssesans
Adding frames to the Layers .........ceeeeeeereeesseesssenesensenns
Adding the GUIdE LiNES.......ririreineiniseissssssseisesssasesssnns
ANIMating the LETters ... rerereeeiseseiesseisesssssiseens
ANIMAte EXEICISE 27 ... eeeieeeirerereesesesesisissessessessessessssssasessenss
Converting Text iNto ShapEs ........ccveeericnrnsinsinsssisssseessssssssassens
Breaking Text APart TWICe .....ereneennenseesssssessssssnsessenns
Creating the Shape TWeeN ... nennenersieeseiseisssssesenns
Some Other Text Effects .....eenneernecnneenecisseeisecssesisseenne
Reversing Frames ........ennenseneisineisessessessessessessessensens

Animate Assignment 27

C-10

© Guided Computer Tutorials 2024



Contents

Chapter 28: Text Effect Movie Clips

Creating the Movie Clip SYMDBOL ... ssssessenes 28-1
ENEEIING The TEXT..uiiieeeirrieereinsissiseisesseissssssssssssssssssssssssssssssssssssssssssssssssssssssssssens 28-1
AdAING KEYTTAMES....uceeerrrrsrereissississsisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssens 28-3
ANIMAtING the LETTEIS ...ttt sssssssssssssssssees 28-4
Keeping the Letters 0N the SCreeN ... ieeneeseseissessssesisesssssesssesns 28-6
EXitiNg the MOVIE CliP .rrisersieisesstsssssisssssssssessssssssssssssssssssssssssssssssssssens 28-7
USING The MOVIE ClIP cuuueeereieiseiseirsieisstsssssississssssssssssssssssssssssssssssssssssssssssssens 28-9
EItiNg MOVIE ClIPS c..ureieeereieiiisrisissiseisssssisssssssssssssssssssssssssssssssssssssssssssssssns 28-11
Animate Assignment 28 28-14

Chapter 29: Creating Scenes

Loading the Prepared File ... erensisssssiseisssssisssssesssssssssssssssssssssens 29-1
The INtrodUCTION SCENE......c ettt ssessesssssesssssssesssesasesases 29-2
Creating the ANIMAtioN ... issssesssssssssssssssssssens 29-2
NaMING the SCENE..... s sssssssssssssssnes 29-5
THE APES SCENE ...ttt s s st s sasssssssssassasssessassssses 29-6
Creating @ NEW SCENE ...t ssessssessesssessssesssssssssssssnes 29-6
Adding @ BackgroUnd ........ecnsinensnsissnsisssssssessssssssssssssssssens 29-7
INSErting the GOrilla.... s sssississssssssssssssanes 29-8
The Orangutan Layer ... ieinessississisesssssssssssssssssssssssssssssnes 29-9
Looking at the ANimation SO Far ... 29-11
THe Big Cats SCENE ...ttt issississssssssssssssssssssssssssssssssssssssssssssssas 29-11
Changing the Order Of SCENES..... st ssssessens 29-12
DUPHCATING SCENES ...t isssssissssssss s sssssssssssssssssssssssssssssssssssnns 29-13
StoppPiNg the ANIMATION ...t ssssssssssssssssssasees 29-14
Animate Assignment 29 29-15

© Guided Computer Tutorials 2024

C-11



Learning Adobe Animate 2024

Chapter 30: Useful Tools

IMPOrtiNG VIO ClIPS .ouveeereierereersisessessisssssissssssssssssssssssssssssssssssssssssssssssssssssens 30-1
Selecting the VIO ... sssssssssssssssssssssssssssns 30-1
Selecting the SKINNING......ireseissie s ssssasenns 30-2
Playing the VideO CliP ......ccvuirerreeereiseieiseiseiseseisesseisessessssssssesssesees 30-3

THE PEN TOO .ceieisitsetissississssseisssssssssssssessssssssssssssssssssssssssssssssssesssssases 30-4
Drawing Straight LINES .....eeecnrireseirsinsssissssssssesssssssssssssssssssssssssenses 30-4
Creating CUIrVed LINES.... e eissinesissssssnssssssssssssssssssssssssssssssesns 30-6
Combining Curved and Straight LiNes .........cccvvevrecsenerneeneiseennenennns 30-7
Adding ANChOT POINTS......virerriireiseisiseinsietseiseisssesssssssssesssssssasssss 30-10
Deleting ANChOT POINTS .......ocevverreeeriererinsisissiesissssessssssssssessessassssens 30-11

LiN€ WiIdEh TOOIS c...cuveeeeneeiireiiseieseieiseiseisesissssesssesssssssssssesssessssssssssssssssssesssssas 30-12
Variable Width Profiles........eeneeneereeseeeeeeeiseessesisesssesssessseses 30-12
The WIdth TOOI ... eereiniseissiisssissiseissssssssssssssssssssssssssssssssssssssees 30-15
Animating Shape Widths ... 30-17

Preset ANIMATIONS .......eicciccicessesesssssssssssssssssssssssssssssssnes 30-19
Creating the ODJECT .....eeeiseseissssississssssssesssssssssssssssssssssssssens 30-19
APPIYING @ MOTION PreSEt ... ieeeisiseississnsissssssssessssssssssssssssassenns 30-20
Saving @ MOLION Preset..... i eeresesinesisiessessessessensessessessssssses 30-21

Looking at Sample ANIMAtIONS ........ccerireneinsiseneieiseiseiesssisessssssesssssssans 30-23

TULOTIAL FIl@Seueiieieeeeiteeecsereiesses st ssessesssesssesssessssssesssssns 30-24

Animate Assignment 30 30-25

Animate Project 2

© Guided Computer Tutorials 2024



Chapter

16

Adding Sounds to Animations

A sound track can be added to Animate movies or buttons. This sound track can be
music, a narrative that you record, pre-recorded sounds, etc. Animate will import sound
formats such as MP3, AIF and WAV.

It is good practice to place sounds in a separate layer (or layers) so that you can control
when the sound starts and finishes.

Loading an Animation and Sound

A sample sound will be imported into the LIBRARY panel then added to the car
speedometer that you created in an earlier assignment.

1 Load Adobe Animate or close the current files then click on the OPEN button.

2 Access the ANIMATE SUPPORT FILES, open the CHAPTER 16 folder and open the file:
Speedo

3 Display the FILE menu, highlight IMPORT and select IMPORT TO LIBRARY.

4 Access the ANIMATE SUPPORT FILES, open the CHAPTER 16 folder and open the
sound file:
Car

5 Preview the animation. In this case, a Classic Tween was used to make the change of
direction of the dial easier to create.

Adding Sounds to the Timeline

You can add sounds directly to the movie by dragging the file onto the stage. However,
for more control over the sound, it is better to add it into the required number of frames.
Obviously, you will not see the sound on the stage, just in the TIMELINE panel.

| 1 Click on the DIAL layer in the

TIMELINE panel, insert a new layer
and rename it: Engine

© Guided Computer Tutorials 2024 16-1
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s Control Debug Window Help
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| 2 Click on the KEYFRAME MARKER at
FRAME 1 of the ENGINE layer then
open the LIBRARY panel and drag
sL Lo Ed the CAR sound onto the stage

-~

D v N ¥HY NEPNT

el :

NOTE: i You can press CTRL+L or COMMAND-+L to quickly open the
LIBRARY panel.

ii The sound waves are added to the ENGINE layer in the
TIMELINE panel.

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:
Speedo

4 Press <enter> or <return> to preview the movie and the sound should play as the
speedo dial moves.

5 Inthe LIBRARY panel there is a PLAY
button to play sounds before adding
them to the stage.
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Using the 3D Tools

Adobe Animate provides two 3D tools, the 3D Rotation Tool and the 3D Translation Tool.
These tools allow you to move and rotate objects as if they were three-dimensional
shapes. The shapes are not true 3D shapes, just 2D postcards and the tools only operate
on Movie Clip symbols.

The 3D Rotation Tool

The 3D ROTATION TOOL allows you to rotate an object in the X, Y and Z axes.

A Creating the Movie Clip

In order to use the 3D ROTATION TOOL, an object created in Animate or an image
imported into the LIBRARY panel must be converted to a MOVIE CLIP symbol. In this case
a sample image has been prepared for you.

1 Load Adobe Animate or close the current files then click on the OPEN button.

2 Access the CHAPTER 17 folder of the ANIMATE SUPPORT FILES and open the
JOGGER file.

3 Use SAVE AS to save the file in your STORAGE folder as:

3D Rotation

4 Setthe VIEW to FIT IN WINDOW then
open the LIBRARY panel and drag
the JOGGER image onto the stage.

NEHY NEeN R

5 Select the SELECTION TOOL, click on the image then display the MODIFY menu and
select CONVERT TO SYMBOL (or press the F8 key).
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Convert to Symbaol

6 Call the symbol JOGGER_SYMBOL,
set its TYPE to MOVIE CLIP and select
OK.

B Selecting the 3D Rotation Tool

1 Ifthe 3D ROTATION TOOL is already in the TOOLS panel, select it.

H

Library

-~

2 If the 3D ROTATION TOOL is not in
the TOOLS panel, click on the EDIT
TOOLBAR icon (...) and drag the 3D

ROTATION TOOL into the TOOLS

panel.

< @> @mwmaEmcctarn

Tirpe vy HY NBONINK| 0TV

3 Rotation guides will be added to the symbol. The rotation guides have the
following purposes:

The RED guide controls the HORIZONTAL (or X axis) movement.
The GREEN guide controls the VERTICAL (or Y axis) movement.
The BLUE guide controls the CIRCULAR (or Z axis) movement.

The ORANGE guide controls both VERTICAL and HORIZONTAL movement.

. J/
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C Rotating the Object

—~

M Animate File Edit View Inset Modify Text Commands Control Debug Window Help

1 Move the pointer over the vertical
RED line until an‘x’is added to the
pointer then drag the line up and to
the left slightly to rotate the object
horizontally.

~

5
R

’
&
m,
s/

3 Move the pointer over the
horizontal GREEN line until a‘'y’is
added to the pointer then drag the
line up or down to rotate the object
vertically.

e -

Undo the rotation then move the
pointer over the BLUE circle until a‘z’
is added to the pointer and drag the
line to rotate the object in a circular
motion.

kkkkk

Control Debug Window Help

5 Undo the rotation and move the
pointer over the ORANGE circle and
drag it to rotate the object both
vertically and horizontally.

EN

58
R

% N E N
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D Adjusting the Perspective

You can control the FIELD OF VIEW (camera angle) by adjusting the PERSPECTIVE ANGLE
in the PROPERTIES panel.

1 Open the PROPERTIES panel select
the OBJECT tab and expand the 3D
POSITION AND VIEW section.

2 Drag the PERSPECTIVE ANGLE value
to the left or right to adjust the
camera angle.

—

NOTE: The default camera angle is about 55° which can be entered in

the PERSPECTIVE ANGLE box to return the view to normal.

ul Control Debug Window Help

3 The XandY values in the 3D
POSITION AND VIEW section and be
adjusted to move the image on the
stage. Try some adjustments.

4  Use CTRL+Z or COMMAND+Z to UNDO any changes that you made.
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Using the Bone Tool

The BONE TOOL allows you to set hinges either within an object or between a group of
objects. It can be applied to create human movements in arms and legs, robotic arm
movements, crane operations, etc.

The Bone Tool Basics
To illustrate the basics of the BONE TOOL, a simple shape will be converted into an arm.

A Drawing the Shape

1 Load Adobe Animate or close the current files and start a new FULL HD file.

F e e e il 2 Select the CLASSIC BRUSHTOOL and
- set the FILL COLOUR to a skin colour.

&/ Classic Brush

s & K

~  Colorand Style

=

¥ Classic Brush Options

Minimu|

Set the BRUSH TYPE to the CIRCLE
(first brush), the BRUSH SIZE to 40 pt
and paint a line with a small ‘kink’ to
represent a hand at its right end.

If the BONE TOOL is not in the
TOOLS panel, click on the EDIT
TOOLBAR icon (..) and drag the
BONE TOOL into the TOOLS panel.
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B Applying the Bone Tool

1 Press CTRL+ or COMMAND+ to zoom the view to 200%.

2 With the BONE TOOL selected, click
at the left of the shape, hold down
the mouse button and drag to the

centre of the shape.

File Edit View Insert Modify Text Comman

w

When you release the mouse button the first bone is created.

NOTE: This first section will represent a bone from the shoulder to the

elbow.

File Edit View Insert Modify Text Commands W elp - | =

@ 4 Click and hold at the right end of
the previous bone and drag to
beginning of the kink.

8

5 Release the mouse button to create the second bone.

NOTE: This second section will represent a bone from the elbow to the

wrist.
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’ 6 Click and hold from the right end
of the second bone and drag to
the right edge of the shape.

7 Notice that a new layer, called
. — ARMATURE_1, has been created
* Armature_) in the TIMELINE panel.

‘ NOTE: All the bone sections are moved into the ARMATURE layer. l

C Using the Bone Links

The bone sections have set a rotation joint at the left of the shape (red diamond shape)
and hinges (or joints) at the centre and near the right of the shape.

1 Press CTRL- or COMMAND- to return the view to 100%.

2 Select the SELECTION TOOL, drag
the some bones and joints and
the shape should move like an
arm.

NOTE: When the mouse pointer is over a joint or bone that can be
moved, a bone symbol is added to the pointer.
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D The Pin Option

The PIN option allows you to fix the position of a bone and prevent it from moving.

1 Select the left bone and turn on
F\Ie-. Edit View Insert Modify Text Commands Control Debug Window Help ‘ the PIN check box in the LOCAT'ON
7l  section of the PROPERTIES panel.

¥ Joint: Rotation [

2 Apin (o) is attached to the end of
the bone to indicate that it is fixed.

File Edit View Insert Modify Text G na rol Debug Window Help

Drag the right joint of the third bone
and only the second and third bones
should move.

Vv Position and Size

Select the left bone and turn the
Z, PIN check box off in the PROPERTIES
panel.

5 Try moving the bones again and all the bones should move.
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Using the Asset Warp Tool

The ASSET WARP TOOL is similar to the BONE tool. It allows you bend, twist and warp
bitmap or vector images to create movement. It is designed to be used with CLASSIC
TWEENS. To illustrate the use of Asset Warps, movement will be added to a worm and to
the legs of a spider.

Simple Asset Warping

To illustrate the basics of the ASSET WARP TOOL a worm image will be animated.

A Creating a Movie Clip Symbol

With Asset Warping you can create the animation in a normal Animate document, but if
the motion is to be repeated, the base motion needs to be created in a Movie Clip Symbol.

1 Load Adobe Animate or close the current files and start a FULL HD file.

2 Display the INSERT menu and select NEW SYMBOL (or press F8).

Create New Symbal x

3 Call the symbol:
Worm

set its TYPE to MOVIE CLIP and select
OK.

4 Display the FILE menu, highlight IMPORT menu and select IMPORT TO STAGE.

5 Access the CHAPTER 19 folder of the ANIMATE SUPPORT FILES and open the WORM
image.

@ Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

Animate

6 Inthe OBJECT section of the
PROPERTIES panel notice that the
image is a BITMAP image.
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B Inserting the Asset Warp Handles

The ASSET WARP TOOL allows you to place handles at various positions along the shape.

@ AdobeAnimate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

Animate

Tool | Object = Frame

lad sitmap

Instance of: - Worm.png F| (2] | Trce

1 Set the ZOOM to 200%, scroll
so that the worm is visible and
select the ASSET WARP TOOL in
the TOOLS panel.

“~\

ke

a
=

st s __a

Asset Warp Tool (W)

PednyHw \He

2 Clicka HANDLE at the left of
the worm and, in the OBJECT
tab of the PROPERTIES panel,
turn off CREATE BONES and set

the HANDLE MODE to OPEN.

@ Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

WO DMV

A
=

PP e *NNY S NE S

Click 6 more handles along
the worm so that there are 2
at either end and 3 around the
centre point.
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4 There are two settings for ASSET WARP handles in the PROPERTIES panel:

r 2

OPEN which allows the handles to be moved.

«  FIXED which prevents the handle from moving, but allows the
handle to be rotated.

You can also turn the MESH off if you don't want it displayed.

C Setting the Keyframes

For this basic animation two keyframes will be added, one at the end of the animation
and another at the centre. Setting keyframes before animating will set the Asset Warp
handles at each of the new keyframes.

1 Click on FRAME 30 in the
TIMELINE panel and insert a
KEYFRAME by clicking on the

Timeline

m o ; S 3pF 4 T) @ I 2 |
S —

= - : = el Insmjjm}/ INSERT KEYFRAME icon (Or

Layer_1

pressing the F6 key).

| 2 Clickon FRAME 15 in the
TIMELINE panel and insert
another KEYFRAME.

NOTE: i The WARP handles setin FRAME 1 will be included in the new
KEYFRAMES at FRAMES 15 and 30.

ii The ASSET WARP TOOL works best if you set all the required
WARP HANDLES at the first keyframe. It does not work well
when extra WARP HANDLES are added later.
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D Adjusting the Shape

& Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

Properties
Tool | Object

%2 Warped Bitmap
Instance of: WarpedAsset 1

M,
=
=
@
A
s
7
L 4
L}
e

| 1 With the PLAYHEAD at FRAME
15 drag the centre handle up.

- von ~

P L AN E AN,

® Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

centre handle to the right a little to
reduce the worm’s body at the rear.

i ]

~ Color Effects

Nene

& Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

3 Drag the 3 handles to the right of
the centre handle to the left a little
to reduce the worm’s body at the

front.

~ Color Effects

Nane
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Character Rigging

Character Rigging allows you to apply realistic movement to objects. In Adobe Animate
Character Rigging is created by applying the Create Bones feature to the ASSET WARP
TOOL. Itis similar to the BONE TOOL, but it is easier to create human like movements. Its
disadvantage is that it can be only applied to single objects or images.

Creating a Jumping Character

To illustrate the basics of Character Rigging a simple character will be animated to squat
then jump.

A Loading the Sample File

1 Load Adobe Animate or close the current files and select OPEN in the Welcome
screen or from the FILE menu

2 Access the ANIMATE SUPPORT FILES, open the CHAPTER 20 folder and load the file:

Rigging Figure

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:
Rigging Jumper

B Creating the Bone Structure

To rig a character you need to create a BONE STRUCTURE.

® Adobe Animate 2024  File Edit View Insert Modify Text Commands Control Debug Window Help

Properties

1 Select the ASSET WARP TOOL, click

on the object to select then click
between the arms to set the first
joint.

SNy HY NEIANNO DAY
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& Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

#  Animate

Rigging Jumper.fla®

& scener v

2 Inthe OBJECT tab of the
PROPERTIES panel turn on CREATE
BONES in the WARP OPTIONS.

LN f:." ﬂ v

~

Q

v Color Effects

*NeY Y NEe

3 C(lick a second joint at the base of
the torso and a bone should be
created.

"ne O Y |

8\
N

I ~  Color Effects

AN N I 8

NOTE: The first joint is the ROOT (or PARENT) joint and it is displayed
as arectangle. The second pointis a DEPENDENT (or CHILD)

joint and it is displayed as a circle.
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& Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

Properties

“he 0OMv

Tool Object
{ S 0
" 4 Click 2 more joints along the left

( ) leg, one at the centre to represent
i a knee and another at the base to
* represent the foot.
H,
/ - v Warp Options
L @ Mesh
T Envelope
bl‘ Create bones
Z A Bone type O Had O Soft O Fexi

& Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

A  Animate
bé * = - m“m“rnal Object
3} . m| -
: s | 5 Click on the joint at the base of the
“ ( ) torso to make that joint active, then
o click 2 joints on the right leg at the
* knee and the foot.
=)
4 ' Warp Options.
’.‘ ®  Mesh
r Envelope
&, Create bones

Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help

&  Animate

Rigging Jumper.fla®

& scene1 v

6 Click on the ROOT joint between the
arms to make it active and click a
joint at the base of the head.

w181 2
o
i

X
H 33 Y 386

V' Color Effects

b
K1,
L
KA
‘I
(b/
. d
=]

None

NOTE: If you need to connect two unconnected joints, click on the one
of the joints then hold down the ALT or OPTION key and click on
the second joint.
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@ Adobe Animate 2024 File Edit View Insert Modify Text Commands

Control Debug Window Help

L = 7 Click on the ROQT joint again and
| click 2 joints along the left arm,
one at the centre to represent an
elbow and the other at the end to
represent the hand.

v Color Effects

None

¥ Warp Options

r N H SN NS® DTV

# Adobe Animate 2024 File Edit View Insert Modify Text Commands Control Debug Window Help
A  Animate

Rigging Jumper.fia*

& scene1 v # $ 0 J|ww v

8 Repeat step 7
right arm.

B
KT,
®
%
e

8\
N

v Color Effects

None

~ Warp Options

5 NES

& Mesh

8 To complete the rigging structure press the ESC key or click outside the object’s
frame.

C Animating the Object

The figure will be set to squat then jump up.

Timeline

- . L 300075 18 <A> eman o dq

- |

= ] 5 10 5 20 25 \Insert Keyframe . 45

B Layer_1 2

1 Click on FRAME 15 in the TIMELINE
panel and press F6 or click on the
INSERT KEYFRAME icon to insert a
keyframe.
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Linked Layer Animations

There are times when the Asset Warp Tool or the Bone Tool are not suitable when
animating objects. The Asset Warp Tool only animates a single object (Bitmap or artwork)
and the Bone Tool requires careful attachment of symbols then those symbols are
transferred to an Armature layer where the animation is created.

Layer Parenting (Layer Linking) simplifies the Bone Tool operation and allows you to
keep the layers within the animation. To illustrate how to use Linked Layers to create an
animation, the Jogger image will be animated again.

Loading the Sample File

1 Load Adobe Animate or close the current files and select OPEN in the Welcome
screen or from the FILE menu

2 Access the ANIMATE SUPPORT FILES, open the CHAPTER 21 folder and load the file:
Jogger

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:

Linked Layer Animations

Looking at the Layers

Te DIV

1 In the TIMELINE panel turn the view
of each layer off in turn to see what
is in each layer.

N

oL
S

nnnnn

AN LY K3
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2 Turn the view of all the layers back on.

Object Frame Doc

|3 Use the SELECTION TOOL to drag
the body to the right and notice that

the left arm is not connected to it.

4  Press CTRL+Z or COMMAND+Z to UNDO the move.

The Layer Order

The order of the layers in the TIMELINE panel is important when using Layer Parenting
to link layers. In this case the BODY is the PARENT or BASE layer so it needs to be at the
back (bottom of the layers). The BICEPS is connected to the BODY so it needs to be next
followed by the FOREARM then the HAND.

Timeline

m o / 24.00 | 3
In the TIMELINE panel drag the HAND

layer to the top of the layers so the
order from the base is BODY, BICEPS,
FOREARM and HAND.
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Creating Graphic Symbols

Each separate object that is going to be animated needs to be converted to a graphics
symbol.

the HAND and press the F8 key or
click on the CONVERT TO SYMBOL
icon in the PROPERTIES panel.

Convert to Symbol X

2 Call the symbol:
Hand_Symbol

Set its TYPE to GRAPHIC and select
OK.

Name: | Hand_Symboel

| 3 Click on the FOREARM and press

the F8 key or click on the CONVERT
TO SYMBOL icon in the PROPERTIES
panel.

Call the symbol:

Forearm_Symbol

Set its TYPE to GRAPHIC and select
OK.
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| 5 Click on the BICEPS and press the
F8 key or click on the CONVERT TO
SYMBOL icon in the PROPERTIES
panel.

b

6 Call the symbol:
Biceps_Symbol

Set its TYPE to GRAPHIC and select
OK.

If the BODY was going to be adjusted in the animation, it too

would need to be set to a graphics symbol.

Setting the Rotation Points

The ROTATION POINTS (or joints) that each object will be rotated around need to be set
on each symbol.

1  Select the HAND and set the view to at least 200%.

and drag the WHITE HANDLE within
the selection to the BOTTOM RIGHT
CORNER of the frame in line with the
centre of the forearm.

The WHITE HANDLE is the ROTATION MARKER and it controls the

rotation of the object.
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The Camera Tool

The Camera Tool allows you to pan across an animation or zoom in on specific parts just
as you can do with a camera. It can add ‘real-life’ effects to your animations. To introduce
the Camera Tool a photo will be animated using the Camera Tool then the Camera Tool
will be applied to the Beetle Racing animation.

Animating a Still Photo

A still photo can be brought to life using the Camera Tool.

A Loading the Image

1 Load Adobe Animate or close the current files and click on the NEW FILE button.

2 Inthe NEW DOCUMENT dialogue
box open the CHARACTER
ANIMATION category, select the
STANDARD preset and select
CREATE.

3 Display the FILE menu, highlight IMPORT and select IMPORT TO STAGE.

4 Access the ANIMATE SUPPORT FILES, open the CHAPTER 22 folder and open the
image:

Sanctuary

ik 5 Use the SELECTION TOOL move the
=% image so that the left pelican is in
the centre of the stage frame.
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B Inserting the Camera Layer

The CAMERA TOOL adds a CAMERA layer to TIMELINE panel which records all the camera
effects. The CAMERA TOOL is in the TOOLS panel and at the top left of the TIMELINE panel.

meEcdarn

~

1 Click on FRAME 105 of the LAYER 1
layer in the TIMELINE panel and press
F5 key (or the use the INSERT FRAME
icon) to insert some frames. The
RESIZE TIMELINE icon can be used to
display more frames.

2 Click on the CAMERATOOL in the
# TOOLS panel or use the EDIT TOOLBAR
icon (...) to drag the CAMERATOOL into
the TOOLS panel.

I=

The CAMERA panel is added over the
base of the image, a CAMERA layer is
added to the TIMELINE panel and the
BLUE camera viewer frame shows the
stage boundary.

P D€ v By HaY NESY AR

.

—

B
=

4  The CAMERA panel has the following labelled sections:

Rotation Button Zoom Button Slider Bar

Er e ee—
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C Zooming In

The first part of the animation will zoom in on the left pelican.

1 Click on FRAME 15 of the CAMERA
layer in the TIMELINE panel and click
on the INSERT KEYFRAME icon (or
press the F6 key) to insert a keyframe.

o

| 2 Check that the ZOOM button is
selected in the CAMERA panel (it is
the right button) and drag the SLIDER
to the right to zoom in on the left
pelican. You can release the mouse
button then drag to zoom some
more.

L& v NBy e NESNAN

NOTE: The blue camera frame represents the stage and it shows you

the part of the image that will be seen in the animation.

3 Click on FRAME 30 of the CAMERA
layer in the TIMELINE panel and insert
another KEYFRAME. This keyframe
will keep the zoom on the screen for
15 frames.
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D The Camera Properties

CAMERA PROPERTIES can be accurately set in the TOOL section of the PROPERTIES
panel.

Properties

With the KEYFRAME MARKER at
FRAME 30 of the CAMERA layer
selected, open the TOOL tab of
T the PROPERTIES panel and set the

(> emen casn ZOOM box to 180% to accurately set
the zoom.

Properties

-~

the KEYFRAME MARKER at
FRAME 15 of the CAMERA layer and
set the ZOOM box in the TOOL tab

of the PROPERTIES panel to 180%.

< @> emFg B =arn
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The Assets Panel

Adobe Animate provides numerous pre-drawn movie clips and images in the Assets
Panel that can be used in your animations. Some of these assets are static (one frame
animations or images) such as backgrounds. Others are full movie clip animations.

You need to have internet access to use the Assets Panel. If you do not have internet
access, you will need to skip to the next chapter.

Looking at the Assets Panel

1 Load Adobe Animate or close the current files and click on the NEW FILE button.

|

2 Inthe NEW DOCUMENT dialogue
box select the HD preset in the
CHARACTER ANIMATIONS category.

3 Set the WIDTH box to 1000 px and
click on CREATE.

~

Assets S

4 Open the ASSETS panel in the PANEL
Default Custom GROUP and the 3 asset sections
(Animated, Static and Sound Clips)
should be displayed.

5 Collapse each section to make it
easier to look at them.
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Animated Assets

The ANIMATED section of the ASSETS panel contains animated movie clips.

Assets

Default Custom

1 Expand the ANIMATED section of
the ASSETS panel, set the FILTER BY
(top) box to CHARACTERS and the
box below it to ALL.

-
Zorrb:cv\ji
=T x

2 Move the pointer over some of
the characters and their animation
should be displayed.

Assets

Default Custom

You can filter the list of characters.
Set the lower box to OBJECTS

and just the object characters are
displayed.

232 © Guided Computer Tutorials 2024



The Assets Panel 23

NOTE: i Youcan drag the scroll bar down or click on the SHOW NEXT
button to see more characters.

ii RIGS are a skeletal animation for representing virtual bones
in a character.

Assets

Default Custom 4 Set the F”_TER BY bOX tO
BACKGROUNDS and the animated
backgrounds are displayed.

5 Move the pointer over the
backgrounds to view their
animation.

Default Customn

[:j!___ Bird

6 You can search for specific objects.
Enter:
Bird
in the SEARCH box and just the BIRD
related objects are displayed.
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Assets

Default Custom

(:j!___ Bird

v Animated
7 Click on the LIST/GRID VIEW button

and the objects will be displayed as
a list.

All

All

Green Bird

Dragon Run

m Chicken Siblings

Talking Sea Guill

Assets

Default Custom

8 Click again on the LIST/GRID VIEW
button if you prefer GRID view
and delete the BIRD text from the
SEARCH box.

9 Set the FILTER box to ALL to return
all the characters to the panel.
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Lip Syncing

Lip Syncing is the process of synchronising mouth movements to spoken letters. In
the past it has been a really difficult process to make animated characters talk in a
realistic way. However, Adobe Animate provides an automatic LIP SYNCING option
that makes the process much easier.

The process is not perfect, but it does a reasonable job, and also provides a fine
tuning feature to manually improve the results.

Loading the Prepared File
A sample sketch of a face has been prepared for you.

1 Load Adobe Animate or close the current files and select the OPEN button.

2 Access the CHAPTER 24 folder of the ANIMATE SUPPORT FILES and open the
LIP SYNC file.

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:

Lip Syncing

4 The file contains a quick sketch of
a face and some sample mouth
shapes. These can be searched for
on the internet.

5 There are 3 layers:

The HEAD layer which is the face, hair,
eyes and nose.

The MOUTH SHAPES layer which contains
the sample mouth position image.

The MOUTH layer which contains the
shape that will be animated.

€ PN Yy NE SN
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Creating the Mouth Symbol

The auto Lip Sync feature requires that each mouth position is placed in a keyframe
within a GRAPHIC symbol, so the MOUTH shape will first need be converted to a symbol.

To make the process easier the sample LIP SYNC MOUTH POSITIONS image will be cut
and pasted into the graphic symbols editor.

Lip Sync Mouth Positions

£

1 Select the SELECTION TOOL, click on
the mouth then press F8 or display
the MODIFY menu and select

CONVERT TO SYMBOL.

Convert to Symbol X

Name: | Mouth

Call the symbol MOUTH, set the
TYPE to GRAPHIC, the REGISTRATION
to CENTRE and select OK.

Type: | Graphic ~ | Registration

b\

Folder:

[~

= e —— ~

| 3 Click on the LIP SYNC MOUTH

POSITIONS image and press CTRL+X
or COMMAND+X to CUT it from the
‘ stage.
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Animate File Edit WView Insert

4 Edit the symbol by selecting it from
Lip Syncing.fla* the EDIT SYMBOLS icon in the EDIT
L A BAR or by double clicking on the

@ Mouth <& mouth shape.

~

In the TIMELINE panel for the symbol
change the LAYER_1 name to

@[ voun ; - MOUTH and add a new layer called
Mouth MOUTH_SHAPES.

Te® DMV
=

-~

Click on the KEYFRAME MARKER at
FRAME 1 of the MOUTH_SHAPES
layer, press CTRL+V or COMMAND+V
to paste the LIP SYNC MOUTH
SHAPES image onto the stage and
TR ELE. move the image to the right of the
mouth shape.

A NE®N RN

N

> @ m o cdar b

B Mouth_Shapes
@ Mouth

‘ 7 Click on FRAME 10 of the MOUTH_
SHAPES layer and press F5 (or use
the INSERT FRAME icon) to insert 9
extra frames.
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NOTE: i The 10 framesin the MOUTH_SHAPES layer will keep the
sample mouth shapes image on the screen as keyframes are
added to the MOUTH layer.

ii The LIP SYNC MOUTH POSITIONS image is in the LIBRARY
panel and it could have been inserted from there.

Creating the Mouth Shapes

The normal lip sync process is to draw the different mouth shapes you require to
represent each letter(s) manually. However, to save time here we will ‘cheat’ a bit and
just use the samples in the LIP SYNC MOUTH POSITIONS image.

Each mouth has to be drawn in a separate keyframe for the auto lip sync process to
work.

A Creating the A Mouth Shape

POSITIONS image and press CTRL+B
or COMMAND-+B to break the image
into a bitmap image.

< > w2 m A

()
- Ra

§ 2 Clickon FRAME 1 of the MOUTH
layer and press F6 (or use the INSERT
KEYFRAME icon) to insert a keyframe
at FRAME 2.
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Code Snippets

Adobe Animate has its own programming language called ActionScript. This allows you
to enter code to more accurately and professionally control your animations. However,
ActionScript does take quite some time to learn. To allow you to use ActionScript
without needing to know how to write ActionScript commands, Animate provides CODE
SNIPPETS of some of the common tasks used in Animate animations.

Using Code Snippets is also a good way to develop your understanding about how
ActionScript commands need to be entered.

Loading a Prepared Symbol

Code Snippets need to be applied to movie clip symbols so, to save time, one has been
prepared for you.

1 Load Adobe Animate or close the current files then click on the OPEN button.

2 Access the ANIMATE SUPPORT FILES, open the CHAPTER 25 folder and load the file:

Beetle
3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:

Beetle Code Snippets

Naming the Movie Clip

When using ActionScript it is best to name the movie clip before applying code snippets
to it. If you don't do this, Animate will ask you to anyway.

& Adobe Animate 2024  File Edit View Insert Modify Text Commands Control Debug Window Help

\‘ - |
1 Open the LIBRARY panel and drag the
BEETLE movie clip onto the stage.

BesvaANuT e 07
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Properties

—

2 Open the PROPERTIES panel, enter
| Movie ciip the name BEETLE in the INSTANCE
: NAME box and press <enter> or
<return>.

Controlling Objects With the Arrow keys

You can set a movie clip symbol to be controlled by the keyboard arrow keys when the
file is exported.

1 The BEETLE movie clip symbol should be selected on the stage. Set the view FIT IN
WINDOW.

2 Display the WINDOW menu and select CODE SNIPPETS to open the CODE
SNIPPETS panel.

| 3 Move the CODE SNIPPETS panel to
the top right of the stage.

Text Commands Control Debug  Wing

‘ Adobe Animate 2024  File Edit View Insert Modify

lovi
|3 =

4 The code snippets are divided
\ into categories for the different
programming code that Animate
supports.

saaare oM@

NOTE: In this chapter the code snippets for ActionScript 3.0 will be
looked at. The HTML5 Canvas code snippets are applied in the
same way, but they are used if you are creating content for non-
Animate (Flash) supporting devices or web pages.
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Invisible Buttons

Invisible buttons are buttons that just have content in their HIT area. This means that
their content is not seen, but the HIT area is active and can be clicked on. To illustrate
the use of INVISIBLE BUTTONS an animation that allows the user to click on a gun to fire
a bullet will be created. This is a technique employed in some computer games. It will
involve entering some ActionScript to force the gun to fire.

Loading the Prepared File

1 Load Adobe Animate or close the current files and click on the OPEN button.

2 Access the ANIMATE SUPPORT FILES, open the CHAPTER 26 folder and load the
SHOOT file.

Looking at the Animation

File Edit View Insert Modify Text Commands Control Debug Window Help

o) shoot \\
1 Open the LIBRARY panel and you

will see four assets: Bullet, Bullet
Image, Gun and the Shoot sound.

2 Preview the animation and the bullet should ‘fire’from the gun. Itis just a simple
Motion Tween that moves the bullet from behind the gun to the left of the stage.
We want the animation (and a sound) to play only when the gun is clicked on.

3 Save the animation in your STORAGE folder under the name:

Shoot Button
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Stopping the Animation

A stop command needs to be inserted so that the animation will not automatically play.
It is good practice to put all your action commands in their own layer.

TIMELINE panel, insert a NEW LAYER
above it and call it:

Actions.

2 Click on the empty KEYFRAME
MARKER at FRAME 1 of the ACTIONS
layer.

...........

3 The ACTIONS panel needs to be opened. Display the WINDOW menu and select
ACTIONS (or press the F9 key).

Actions

¥ i Scene 1 ome 4 In the first line of the ACTIONS frame
[l Actions : Fram.. enter:

-

stop();

then close the ACTIONS panel by
clicking on its CLOSE box.

NOTE: A small o with a dot is added above the blank KEYFRAME

MARKER in the ACTIONS layer. This is the STOP symbol.
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Text Formatting

You can create a variety of different text effects using Animate. This ranges from standard
text formatting through to detailed text animation. The PROPERTIES panel has all the text
formatting options.

Creating Text

When using text within Animate you have all the fonts in the computer’s system available
to you. However, those fonts may not be available on the user’s computer. Therefore, it is
advisable to use fonts from regular font families.

For example:

The SANS SERIF font family includes: Arial, Helvetica, Verdana, Myriad Pro.

The SERIF font family includes: Times New Roman, Century Schoolbook, Minion Pro.

1 Load Adobe Animate or close the current files and start a FULL HD file.

| 2 Select the TEXT TOOL, click the
I-Beam near the top left of the stage
and enter:

—

Global Tours

NOTE: If you use fonts that are unusual and possibly not in a user’s
system, it is best to use the EMBED button in the PROPERTIES
panel to embed the font in the animation. This does increase the
size of the file a little, but it ensures that the font is not replaced by
a different font from the user’s system.
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| 3 Highlight the text by dragging the
I-Beam across it.

File Edit View Insert Modify Text Commands Control Debug Window Help

the TEXT TYPE is set to STATIC TEXT
then set the font FAMILY to TIMES
NEW ROMAN, the STYLE to BOLD,
the font SIZE to 48 pt and the text
FILL COLOUR to BLUE.

NOTE: i The fontSIZE can be entered by clicking in the SIZE box in
the PROPERTIES panel and entering the required size or by
dragging the bottom border of the SIZE box.

ii There are 3 types of text. STATIC which is used in normal
Animate animations, DYNAMIC which can change within an
animation, for example the scores during a computer game,
and INPUT where the user is asked to enter text from the
animation. DYNAMIC and INPUT text are used in conjunction
with ActionScript code.
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Character Spacing

You can control the character spacing in all the words or just on selected letters.

1 Highlight all the text by dragging the
I-BEAM across it.

*NyHY VBN 0TV

2 Inthe PROPERTIES panel set the
TRACKING THE AMOUNT OF SPACING
box (next to VA) to 12 pixels and all the
letters in the text will be spaced out.

3 Return the AMOUNT OF SPACING to 0.

4 Click in the text box and use one of the
EDIT HANDLES to reduce the width
of the text box so that the words are

5 Click outside the text frame to set the change.
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b,

. can double click on a word to quickly

7 highlight it).

m,

s

& mbed

ar sze 48 s Auto kern

| S :

: Render | Anti-ol® -\amm-,‘ 2 v N

* 7 Use the PROPERTIES panel to increase
the AMOUNT OF SPACING to about 5
pixels so that the word TOURS is the
same width as the word GLOBAL.

Selectable Text

You can allow text from an Animate file to be copied and pasted within a web site. This
might be useful if you are providing information on a web site that others may wish to
use. Only a whole text box can be made selectable, not individual words.

= | O X

1 Click the I-Beam in the GLOBAL TOURS
text box to remove the highlight.

File Edit View Insert Modify Text Commands Ce

v

‘Global |

Times

2 Inthe PROPERTIES panel check that
the SELECTABLE button is turned on.
The button should be shaded.
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Text Effect Movie Clips

You can set special text effects in a movie clip then import those effects into web pages
or other animations. For example, you might want an animated logo or a message
animating across the screen. An ActionScript 3.0 file will be used here, but if your file is to
be added to a web site, it would be better to use a HTML5 Canvas file.

Creating the Movie Clip Symbol

The first step in the process is to create the Movie Clip Symbol.

1 Load Adobe Animate or close the current files and start a FULL HD file.

2 Display the INSERT menu and select NEW SYMBOL.

Create New Symbaol

3 Name the symbol LOGO and set the
TYPE to MOVIE CLIP.

4 Select OK and your screen will be set to EDIT SYMBOL MODE.

Entering the Text

Some text will be entered then broken apart and distributed to layers so that each letter
is in a separate layer. Once this is completed each letter can be animated.

1 Select the TEXT TOOL, set the FONT
to ARIAL, BOLD, the SIZE to 50 pt

and the text COLOUR to BLUE.
- o

2 C(lick the I-Beam on the stage and
enter:

Global ToursT

Global Tours
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3 Display the MODIFY menu and
select BREAK APART so that each
letter is placed in a separate text

Global Tours

W | Q) it

.\
N

| 4 Display the MODIFY menu
again, highlight TIMELINE, select
DISTRIBUTE TO LAYERS so that each
letter is placed in its own layer and
increase the height of the TIMELINE
panel so that you can see all the
layers.

<> @O &

P Pe sV AL NE S

a
fdaaaddaadad
o = -oe .

LD ®

Timeline

I | L > emonm = dr b

-

~
=

5 The layers need to be in the same
order as the words. Click on the G
layer and drag the layer to the top of
the layer list.

iddacdacacaaaan

Timeline
- oo L > @ Mo ddrp

-
=

6 Repeat step 5 to move the other
layers so that they are in the same
order as the letters in the words.

iddsacaaasaaaas
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Scenes are self contained Animate screens that follow each other in sequence, just like
the acts of a play. To illustrate how scenes are used, a simple 4-scene zoo animation will
be created. The first scene will introduce the Zoo, the second scene will show animations
about Apes and the third and fourth scenes will display Big Cat animations.

We will just use animal photographs in this example so you can see how to put the
scenes together. In the normal use of scenes you would create more detailed animations.

Loading the Prepared File

A file with all the photographs and backgrounds has been prepared for you.

1

2

N O M ke

Q.
™~

£ 4
|,
s
s
a5
&,
Z
b2

€

e

Load Adobe Animate or close the current files and click on the OPEN button.
Access the ANIMATE SUPPORT FILES and open the CHAPTER 29 folder.

Open the ANIMALS file.

Use SAVE AS from the FILE menu to save the file in your STORAGE folder under the
name:

Animal Scenes

| 5 Open the LIBRARY panel and the
assets that will be used should be
displayed.

File Edit View Insert Modify Text Commands Control Debug W

CHm > @londdrp
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The Introduction Scene

The Introduction scene will simply place the title on the stage as an animation.

A Creating the Animation

File Edit View Insert Modify Text Commands Control Debug Window Help

(n) B\r (&

> Publish $tings

v Documenl Settings

imeline

SRR 1 Select the SELECTION TOOL, open
. the PROPERTIES panel and, in the
DOC tab, set the STAGE colour to a

light colour.

| 2 Select the TEXT TOOL and, at the top
; centre of the stage, enter:

Introducing Our Zoo

LR RALILEY 3 Highlight the text and set it to a font
of your choice, BOLD, 40 pt and a
darker colour than the background.
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the VIEW to FIT IN WINDOW so that
the whole stage can be seen.

Remove Twee

Select CREATE MOTION TWEEN from
y the TIMELINE panel or INSERT menu
and, at FRAME 12, move the text to
the centre of the stage.

@ §
i

“

R AN A EXY

File Edit View Insert Modify Text Commands Control Debug Window elp

Frame

;.\ 1{;) 5 . £

o\
~

Arial hd

6 Click on the KEYFRAME MARKER at
FRAME 1 of the LAYER 1 layer, move
the text box to outside the top
left of the stage and use the FREE
TRANSFORM TOOL to reduce the

size of the text.

~

RN AR K
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7 Click back on the KEYFRAME
MARKER at FRAME 1 and, in the
FRAME tab of the PROPERTIES panel,
set the ROTATE box to CLOCKWISE
and the COUNT box to 2 (for 2

rotations).

View Insert Modify Text Commands Control Debug Window Help

d
~Nofv

o\
~

@ g
i

< 0 > @i BasdAdr»

“

i Pe tNYHN NES

8 Click on the PROPERTY KEYFRAME
MARKER at FRAME 12 and use the
FREE TRANSFORM TOOL to increase
the size of the text box. The ALT or
OPTION key can be used to adjust
individual handles.

TS

N O v

o\
=~

QurLoc

< m > @m moca>

PP TN YHY NE S

i

9 Test the animation and the text should start small then rotate and grow to the larger
size.
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Useful Tools

To complete this module some useful tools that Animate provides will be looked at.
These include importing Video Clips, the Pen Tool, the Width Tool, using Preset and
Sample Animations and provided Animate tutorials.

Importing Video Clips

Video clips can be inserted into Animate and used within animations. The videos can be
in a variety of formats, such as MP4 (H264) or F4V (H264).

A Selecting the Video
1 Load Adobe Animate or close the current files and start a FULL HD file.

2 Display the FILE menu, highlight IMPORT and select IMPORT VIDEO.

Import Video x

Select Video 3 You will be asked to select the

video, leave ON YOUR COMPUTER
and LOAD EXTERNAL VIDEO WITH
PLAYBACK COMPONENT selected
and click on the BROWSE button.

O Already deployed to a web server, Flash Video Streaming Service, or Flash Media Server:

4 Access the CHAPTER 30 folder of the ANIMATE SUPPORT FILES and open the TIGER
CUB.MP4 file.
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Impart Video X

Select Video

Where is your video file?

© On your computer

© Load external i

O Embed H264 video in timell ign time only - the video cannot be exported)

File path Browse...

5 The path to the video clip is
inserted. Click on the NEXT button.

C: n\Desktop\Animate Support Files\Chapter 301 Tiger CUbmpd

QO Already deployed to a web server, Flash Video Streami rice, or Flash Media Server

Cancel

B Selecting the Skinning

The SKINNING is the video controller that is added to the video. Animate provides a
range of different controllers for you to select from.

Import Video *

Skinning

1 Select a SKIN from its menu box
and set the COLOUR box next to it
to a light colour. The controller is
displayed in the PREVIEW frame.

2 Click on the NEXT button to
continue.
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Import Video

Finish Video Import

3 A summary of the settings is
provided, click on the FINISH button
to complete the import.

C Playing the Video Clip

The video clip is added to the stage and it can be used in animations.

1 Inthe OBJECT tab of the
PROPERTIES panel the size and
position of the video can be
adjusted.

nnnnn

2 Test the movie and the PLAY/PAUSE
button in the CONTROLLER can be
used to pause then play the video.
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NOTE: i You could add the video clip to the INTRODUCTION scene of
the ANIMALS animation that you created in Chapter 29.

ii The video clip can be resized, moved on the stage and have
animations inserted around it.

iii  You can export Animate animations as video files using the
FILE menu - EXPORT - EXPORT VIDEO/MEDIA.

The Pen Tool

The PENTOOL allows you to create custom vector paths that can be filled, outlined or
selected. Itis one of Animate’s more difficult tools to master, but if you intend to use
Animate to create detailed artwork, it is worth learning how to use it.

A Drawing Straight Lines

Straight lines are easily created with the PEN TOOL. Points are clicked on the stage and
straight lines are inserted between those points. The points are called ANCHOR POINTS.

1  Close the current file and start a FULL HD file.

100%

8 pen

RF- R

2 Select the PEN TOOL from the

S P TOOLS panel and, in the PROPERTIES
: panel, set the STROKE COLOUR to a

dark colour, the STROKE SIZE to

5 pt and click an anchor point near

the top left of the stage.

Ny Hw NESRN

£ &
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