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Project Goals

Each project begins with a clear description
of the overall concepts that are explained
in the project; these goals closely match the
different “stages” of the project workflow.

ges in shape and color

gosiion and opacity

Project Meeting

The Project Meeting

Each project includes the client’s initial
comments, which provide valuable
information about the job. The Project
Art Director, a vital part of any design
workflow, also provides fundamental
advice and production requirements.

art director comments

« 336 X 280 pixcls
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project objectives

Project Objectives

Each Project Meeting includes a
summary of the specific skills required
to complete the project.

Real-World Workflow

Projects are broken into logical lessons or

“stages” of the workflow. Brief introductions at
the beginning of each stage provide vital foun-
dational material required to complete the task.

Creating Frame Animations
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Step-By-Step Exercises
Every stage of the workflow is
broken into multiple hands-on,
step-by-step exercises.

Visual Explanations
Wherever possible, screen
shots are annotated so you
can quickly identify important
information.

2. selecthe Frame 1 eframe of the Talking layer

Project 2: Talking Kiosk In

5. Double-click the interface.ai folder name to highlight the name. Type
component artwork to change the folder name.
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The Against The Clock Portfolio Series teaches graphic
design software tools and techniques entirely within

Pro

Corvette Artwork

the framework of real-world projects; we introduce 0 Setting up the Workspace

and explain skills where they would naturally fall into

a real project workflow. This project-based approach (A Drawing in Animate

project 1

allows you to get in depth with the software beginning 0 Painting and Coloring Objects
in Project 1.

Clear, easy-to-read, step-by-step instructions walk
you through every phase of each job, from creating a

new file to saving the finished piece. Wherever logical,

we also offer practical advice and tips about underlying
concepts and graphic design practices.
The projects in this book reflect a range of basic

Talking Kiosk Interface

Animate jobs, from drawing artwork that will be used

[ Working with Symbols
[ Working with

in an animation to animating creatures in the ocean.

When you finish the projects in this book (and the

project 2

accompanying Portfolio Builder exercises), you will

Sound
be better prepared for a more in-depth exploration of
digital animation. (A Creating Frame
It is important to keep in mind that Animate is an Animations

extremely versatile and powerful application. The sheer

volume of available tools, panels, and features can seem

intimidating when you first look at the interface. Most

of these tools, however, are fairly simple to use with a

Animated Internet Ads

bit of background information and a little practice.

Wherever necessary, we explain the underlying

[ Animating Symbols

concepts and terms that are required for understanding

(A Working with Text

the software. Were confident these projects provide

project 3

the practice you need to be able to create sophisticated
artwork by the end of the very first project.

[ Repurposing Animate Content

Ocean Animation

[ Importing Bitmaps and Symbols

project 4

[ Animating Symbols

A Programming
Basic Timeline
Control

i Fish r Turtle r Cave T Reset
"




Contents

Acknowledgements iii
Walk-Through iv
Getting Started ix
The Animate CC User Interface 1
Explore the Animate Interface .. ....... ... ... ... . ... 1
Explore the Arrangement of Animate Panels .. ............ 4
Identifying and Accessing Tools in Animate . .. ............ 9
Create a Saved Workspace. .. ...t 10
Explore the Animate Document Window . . .............. 13
Customizing Animate Keyboard Shortcuts . .............. 13
Understanding the Animate View Options .............. 16
Managing Multiple Documents. . .. .......... ... ...... 18
Project 1

Corvette Artwork 19
Stage 1 Setting up the Workspace.............. 21
Create a New Document . ............. oo ... 21
ImportaRasterimage. .......ooviii i 23
Raster Images vs. Vector Art . ... 23
Change Document Properties . ...................... 24
Using the Document Settings Dialog Box. . .............. 25
Create Layers for Organizing Artwork . . ................ 27
Drawing Preferences .. ... 28
Stage 2 Drawingin Animate .................. 29
Draw with the Line Tool. . .. ... ..o 31
Adjust Lines with the Selection Tool .. ................. 34
Anchor Point Basics. . ..o oot e 35
Draw with the PenTool ... ......... ..., 36
Adjust Bézier Curve Shapes . ........... ...t 40
Use Destructive Editing to Create Shapes ............... 43
Draw with the Oval Tool ................. ... ... .... 47
Understanding Basic Shape Options . ... ............... 48
Using the Free Transform Tool ....................... 50
Draw with the Pencil Tool. . . .............. ... ... ... 51
Work with an Object Group . . .. ... ..o 54

Stage 3 Painting and Coloring Objects .......... 56
Apply Fill and Stroke Colors to Selected Shapes . .......... 56
Fill Artwork with the Paint Bucket Tool . ................ 57
Change Stroke Attributes with the Ink Bottle Tool ......... 59
Adjust Alpha Transparency. . .......oovveeiinn... 62
Convert Strokes to Softened Fills. . .. .................. 64
Paint with the Brush Tool . . . ... ... ...t 65
Apply Linear and Radial Gradients .................... 67
Transform Gradients . ......... . ... ... . ... 69
Locking Bitmap and Gradient Fills. .. .................. A
Organize Finished Artwork Layers. . ................... 72
Export Artwork asan Image. ... ......... ..., 73
ProjectReview ........ ... ... ... .. ... ... ... 74
Portfolio Builder Project. . . ...................... 75
Project 2

Talking Kiosk Interface 77
Stage 1 Working with Symbols. ................ 79
The Library Panelin Depth. . .......... .. ..t 79
Create a New Animate File. . . ........... ... ... ... 80
Import Adobe Illustrator Artwork . .................... 81
Import Files to the Library . ... 84
Convert Objects to Symbols . .. ...t 85
Create a Button Symbol . . ........ ... ... ... .. ..., 89
DefineaHitFrame. ....... ... ... i, 91
Edit Symbol Properties. . ... ... 93
Explore the Symbol Registration Point. .. ............... 94
Organize Your Library with Folders . .. ................. 97
Stage 2 Working withSound .................. 99
Import Sound Files .. ... ... .. 99
Add EventSound. .. ... 100
Edit a Sound Envelope to Control Volume . ............. 102
More about Editing Sound Files ... .................. 103
Use the Start and Stop Sync Methods for Buttons. . . ... ... 104
Stage 3 Creating Frame Animations. ........... 106
Add Streaming Sound .. ... ... 106
Prepare for Lip Syncing . ... ... 109
Create Lip Sync Animation ... ..., 110
Define Sound Compression Settings .. ................ 114
ProjectReview ........... ... ... . ... ....... 116
Portfolio Builder Project. . ...................... 117

vii




Contepts

Project 3

Project 4

Animated Internet Ads 119 Ocean Animation 165
Stage 1 AnimatingSymbols ................... 121 Stage 1 Importing Bitmaps and Symbols. ... ..... 167
Createan AdFile. . ... 122 Import Adobe Photoshop Artwork .. ................. 167
Create a Shape Tween. .. ..., 125 Copy Assets from External Libraries .. ................ 169
Understanding Transformation Options. ... ............ 129 Align Objectsonthe Stage. ... ...t 171
Tween an Object's Color . ...........co i, 130 Transform Symbols and Instances . .. ................. 172
Creating and Controlling Shape Tweens ... ............ 132 Create a Movie Clip from Objects on Different Layers. . . . .. 175
More about Working in the Timeline Panel ............. 134 Organize Your Library with Folders . .. ................ 178
Create a Classic Tween ... 135 Stage 2 Animating Symbols ................... 179
Tween an Object’s Opacity. ..o, 138 Create a Basic Frame Animation in a Movie Clip Symbol . . . . 179
Stop the Animation Timeline . ...................... 141 Create a Motion Tween . . . 182
Stage 2 WorkingwithText................... 144 Using Onion SKins . . ... ..o 185
Create a New Text Object .. ..., 144 Controlling Animation Speed with Easing . ............. 187
Controlling Text Properties. .. ..., 145 Edit the Shape of the Motion Path .. ................. 188
Define Font Embedding . ........... .. ... .. . 147 Motion Tween Properties and Presets................. 190
Control Object Stacking Order .. ........ ... ... .... 149 Copy and Paste Frames . ... ... 191
Stage 3 Repurposing Animate Content .......... 151 Define Numeric Transformations in a Tween ............ 193
Scale Content to Document Properties ................ 151 Graphics vs. Movie Clips ... 196
Manually Adjust Content to Document Properties . .. .. ... 152 Animate Effects and Filters. . ... 197
Publishthe Ad Files. . .. ... 157 Stage 3 Programming Basic Timeline Control . ... 200
Understanding SWF Publish Settings ................. 159 Convert a Motion Tween to a Movie Clip. .............. 200
Project REVIEW . .. ... oo 161 Prepare Symbol Instances for ActionScript. . ............ 204
Add Movie Clip Controls . ..., 205
Portfolio Builder Project. . . ..................... 162 Ve MIp
Add Event Handlers to Buttons. . ... ............... .. 208
Combine Multiple Event Handlers ina Button ........... 21
ProjectReview ............. .. ... ... .. ... ... 214
Portfolio Builder Project. . ...................... 215




Getting Storted

PREREQUISITES

SoFTWARE VERSIONS

To use The Professional Portfolio Series, you should know
how to use your mouse to point and click, as well as how to
drag items around the screen. You should be able to resize
and arrange windows on your desktop to maximize your
available space. You should know how to access drop-down
menus, and understand how check boxes and radio buttons
work. It also doesn’t hurt to have a good understanding of
how your operating system organizes files and folders, and
how to navigate your way around them. If you're familiar
with these fundamental skills, then you know all that’s
necessary to use the Portfolio Series.

REsouRrcke FILES

All the files you need to complete the projects in this book
— except, of course, the Animate application files — are
on the Student Files Web page at againsttheclock.com. See
the inside back cover of this book for access information.

Each archive (ZIP) file is named according to the related
project (e.g., Vette_ANCC16_RF.zip). At the begin-
ning of each project, you must download the archive for
that project and expand it to access the resource files that
you need to complete the exercises. Detailed instructions
for this process are included in the Interface chapter.

Files required for the related Portfolio Builder exercises
at the end of each project are also available on the Stu-
dent Files page; these archives are also named by project

(e.g., Robot_ANCC16_PB.zip).

This book was written and tested using the 2015.2 release
of Adobe Animate CC software, as released in June 2016.
You can find the specific version number in the Splash
Screen that appears while your application is launching,
or by choosing About Animate in the Animate CC menu
(Macintosh) or Help menu (Windows).

Because Adobe has announced periodic upgrades rather
than releasing new full versions, some features and func-
tionality might have changed since publication. Please
check the Errata section of the Against The Clock Web site
for any significant issues that might have arisen from these
periodic upgrades.

SyYsTEM REQUIREMENTS

The Professional Portfolio Series was designed to work on
both Macintosh or Windows computers; where differences
exist from one platform to another, we include specific
instructions relative to each platform. One issue that
remains different from Macintosh to Windows is the use of
different modifier keys (Control, Shift, etc.) to accomplish
the same task. When we present key commands, we always
follow the same Macintosh/Windows format — Macintosh
keys are listed first, then a slash, followed by the Windows
key commands.









