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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.
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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.
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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

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

1. With atrium_kiosk.fla open,
Library panel.

2. Ci
dov

R

1. With atrium_Kiosk 12 open. &
" above the Mouths layer:

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

3

Type buttons to change the folder name.

the Frame 1 keyframe of the Talking layer-
et the Frame.

2. Sele
g Ko 4. Click the start_over button symbol icon and drag it into the Buttons folder.
Projec

5. Double-click the interface.ai folder name to highlight the name. Type
component artwork to change the folder name.

Project 2: Talking Kiosk Interface m
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Flash Foundations

Additional functionality, related tools,
and underlying graphic design concepts
are included throughout the book.
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Advice and Warnings
Where appropriate, sidebars
provide shortcuts, warnings, or

tips about the topic at hand.
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After completing each project, you

can complete these fill-in-the-blank and
short-answer questions to test your under-
standing of the concepts in the project.
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Portfolio Builder Projects

Each step-by-step project is accompanied
by a freeform project, allowing you to
practice skills and creativity, resulting in an
extensive and diverse portfolio of work.

i another at
i another Use what you learned in this project to complete the following freeform exercise

t drector o design to meet the needs of the project
Use the space below to sketch ideas; when finished, write a brief explanation of your reasoning behind your final design.

Your clientis a company that provides
technical support for children's online video
games. The owner wants an introduction page
for that site similar to the kiosk interface, with
aalking character that idenifies the options.

We want to build a new introduction page 10
our video ganfE T

T g A TOOT ST
throughout the video game ste, and want that
character to be featured on the intro page — I even
recorded the intro message with a “mechanical”
sounding voice. (Feel fice to re-record the audio if
you want to, as long as the message stays the same.)
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“To complete this project, you should:

Q Download the dlient’ supplicd files in the
FL6_PB_Project2.zip archive on the
Studen Files Web page.

1 found a robot llustration dhat ke, but I'm not
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some kind of background artwork that mal
picce look like a cohesive user interface.
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Visual Summary

Using an annotated version of the
finished project, you can quickly
identify the skills used to complete
different aspects of the job.

Profect 3: Animated Intermes Ads K183




The Against The Clock Portfolio Series teaches graphic
design software tools and techniques entirely within
the framework of real-world projects; we introduce
and explain skills where they would naturally fall into
a real project workflow. This project-based approach
allows you to get in depth with the software beginning
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
Flash jobs, from drawing artwork that will be used
in an animation to animating creatures in the ocean.
When you finish the projects in this book (and the
accompanying Portfolio Builder exercises), you will
be better prepared for a more in-depth exploration of
digital animation.

It is important to keep in mind that Flash is an
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
bit of background information and a little practice.

Wherever necessary, we explain the underlying
concepts and terms that are required for understanding
the software. Were confident these projects provide
the practice you need to be able to create sophisticated
artwork by the end of the very first project.

project 4

project 1

Corvette Artwork
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A Drawing in Flash
(A Painting and Coloring Objects
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Ocean Animation
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(d Animating Symbols

'd Programming
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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.

REesouRrcEe FILES

All the files you need to complete the projects in this book
— except, of course, the Photoshop 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_FLCC15_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 Student
Files page; these archives are also named by project (e.g.,

Robots_FLCC15_PB.zip).

This book was written and tested using the 2015 release of
Adobe Flash CC software, as released in June 2015. (You
can find the specific version number in the Splash Screen
that appears while your application is launching.)

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.

SYSTEM 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.




