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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.

Animated Internet ;Adf

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
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project objectives

Project Objectives

Each Project Meeting includes a
summary of the specific skills required
2w 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.
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g Every stage of the workflow is
broken into multiple hands-on,

step-by-step exercises.
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Visual Explanations
Wherever possible, screen
shots are annotated so you
can quickly identify important
information.
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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.
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‘The Against The Clock Portfolio Series teaches graphic
design software tools and techniques entirely within

Corvette Artwork

the framework of real-world projects; we introduce and

[ Setting up the Workspace
explain skills where they would naturally fall into a real .
project workflow (d Drawing in Flash

The project-based approach in 7he Professional (J Painting and Coloring Objects
Portfolio Series allows you to get in depth with the

software beginning in Project 1 — you don’t have to read
several chapters of introductory material before you can
start creating finished artwork.

project 1

Our approach also prevents “topic tedium” — in
other words, we don't require you to read pages and pages
of information about text (for example); instead, we
explain text tools and options as part of a larger project
(in this case, as static text in a series of Internet ads and as
dynamic text in an interactive game).

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

Talking Kiosk Interface

d Working with Symbols
(d Working with Sound

offer practical advice and tips about underlying concepts
and graphic design practices that will benefit students as
they enter the job market.

project 2

The projects in this book reflect a range of different

. o i (d Creating Frame Animations
types of Flash jobs, from animating creatures in the

ocean to programming an interactive Web site interface.
When you finish the eight projects in this book (and
the accompanying Portfolio Builder exercises), you will
have a substantial body of work that should impress any
potential employer.

The eight Flash CS6 projects are described briefly
here; more detail is provided in the full table of contents
(beginning on Page viii).

Animated Internet Ads

d Animating Symbols
J Working with Text
(d Working with a Flash Project

project 3




j Ocean Animation
i (A Importing Bitmaps and Symbols
g_ (A Animating Symbols
(A Programming Basic Timeline Control
'—2 Gator Race Game
i (A Preparing for ActionScript
g_ (d Working with ActionScript 3

(A Creating Custom Functions
(1 Working with Variables and Arrays

(A Scripting
Loops

d Adding
Sound with
ActionScript

Gopher Golf Game

(A Preparing Game Artwork

project 6

A Programming Interactivity

(A Creating a Mobile App

Travel Video Module
(A Encoding Video for Flash

project /

(4 Working with Components

Photo Portfolio Interface
(d Building Site
Navigation

(A Loading External
Content

project 8

Our goal in this book is to familiarize you with the Flash
tool set so you can be more productive and more marketable
in your career as a graphic designer.

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 software 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.
We are confident that these projects provide the practice you
need to be able to create sophisticated artwork by the end of
the very first project.

Vii
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PREREQUISITES

The entire Portfolio Series is based on the assumption that you have a basic understanding of how to
use your computer. You should know how to use your mouse to point, click, and 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 doesnt 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.

REesouRrcke FILES

All of the files you need to complete the projects in this book — except, of course, the Flash application
files — are on the Student Files Web page at www.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., FL6_RF_Project1.zip). At the
beginning of each project, you must download the archive file for that project and expand that archive 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 Web page; these archives are also named by project (e.g., FL6_PB_Project1.zip).

SYSTEM REQUIREMENTS

As software technology continues to mature, the differences in functionality from one platform
to another continue to diminish. The 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 or other system-
specific instructions, we always follow the same Macintosh/Windows format — Macintosh commands
are listed first, then a slash, followed by the Windows command.

Minimum System Requirements for Adobe Flash CS6:

Windows Mac OS

e Intel® Pentium® 4 or AMD Athlon® 64 processor *  Multicore Intel processor

¢ Microsoft® Windows® XP with Service Pack 3 or ¢ MacOS Xv10.6 or v10.7
Windows 7

e 2GB of RAM (3GB recommended)

e 2GB of RAM (3GB recommended) * 4GB of available hard-disk space for installation;

e 3.5GB of available hard-disk space for installation; additional free space required during installation
additional free space required during installation (cannot install on a volume that uses a case-sensitive file
(cannot install on removable flash storage devices) system or on removable flash storage devices)

*  1024X768 display (1280X800 recommended) *  1024X768 display (1280X800 recommended)

¢ Java™ Runtime Environment 1.6 (included) ¢ Java Runtime Environment 1.6

¢ DVD-ROM drive ¢ DVD-ROM drive

*  QuickTime 7.6.6 software required for multimedia *  QuickTime 7.6.6 software required for multimedia
features features

e Some features in Adobe Bridge rely on a DirectX 9—
capable graphics card with at least 64MB of VRAM

Xiv




