SESSIONL
Out of this World

In this session, students are introduced to Flash CS5. To begin, they view a
sample animation called "Out of this World" to gain an understanding of the

types of animation that can be created using the program. Afterwards, they

open Flash to learn about the program environment. Once fa miliar with the
components, they practice drawing using the tools in the Tools Panel. They
then learn how to manipulate images by scaling, skewing, and rotating. With

these skills mastered, they apply their knowledge of the drawing tools to
create the firs tscene in a space adventure.

Assignment 1: What is Animation?

Assignment 2: Introduction to Flash
Assignment 3: Working with Shapes
Assignment 4: About the Timeline

Assignment 5: Create Scene 1 dIn aLand Far Far Away

Session 1 Review: About Flash
Session 1 Skill Review. Cartoon Challenge
Session 1 Extension Activity: Flip and Align Objects
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Session 1: Out of this World

Getting Started

Overview

In this session, students are introduced to Flash CS5. To begin, they view a sample animation called "Out of
this World" to gain an understanding of the types of animation that can be created using the program.
Afterwards, they open Flash to learn about the program environment. Once familiar with the components,
they practice drawing using the tools in the Tools Panel. They then learn how to manipulate images by
scaling, skewing, and rotating. With these skills mastered, they apply their knowledge of the drawing tools
to create the first scene in a space adventure.

Materials
1 Flash CS5
1 Flash Flashcards (optional)
0 Tools Panel
o Timeline Area
o0 Layer Area
1 Flash Folder
o Out of this World sample
1 Session 1 Review: About Flash
1  Session 1 Skill Review: Cartoon Challenge

0 Creature.swf sample

Teacher Preparation
(Refer to the Preparing to Teach section of this guide for instructions)
1  Make the Flash folder available to students.
1 Determine a location for students to save their work during this project.

1 (Optional) Print the flashcards listed in the materials list for this session.

Teaching Strategy

In this project, students become animators. Explain scenario to students.

In this project, you assume the role of an animator. By learning how to use the program Flash
Professional CS5, you will be able to make objects move across a stage. By combining different

types of animation including frame by frame, motion tweens, shape tweens, a nd motion paths,
you will make a story come to life
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In this session, students learn how to use the drawing tools to create the introductory scene to a space
adventure movie. Explain scenario to students.

To be able to use Flash CS5, it is essential that you understand the components of the program window,

as well as how to use the tools to draw objects. To help you gain an understanding of the types of

animation you can create using Flash you will view the sample story, Out of this World. Afterwards, you
will learn how to use the most common drawing tools to make objects. Once confident with these

tools, you will use them to create the first scene of an animated space adventure.

Assignment 1 What is Animation ?

In this assignment, students are introduced to anim ation. To start , they learn about the history of animation

and the benefits to using the computer. Afterwards, they study how the Flash program can be used to

create animations. They then watch a sample movie clip of space adventure and identify the variou s types
of animation contained within the clip. This movie is a model of the type of animated story students will

create in Sessions 1 -6.

New terminology:

1  Animation: Animation is a series of drawings that show action.

Assignment 2 Introduction to Flash

In this assignment, students are introduced to the Flash environment by labeling the parts of the program

window, including the property inspector, stage, layers, tools panel, menu bar, edit bar, Library panel, and
Timeline. It may be a good idea to do this activity together. Have each student open up the Flash program
and point to each part. Afterwards, discuss the similarities between the Flash program and other programs

student are familiar with. For example, the Timeline is similar to the Timeline in Windows Movie Maker; the
drawing tools are similar to those in Microsoft Paint; the panels are similar to Microsoft PowerPoint.

Next, students explore the function of many of the tools in the Tools Panel. For some of the tools there are

additional options available in both the Tool Options tray and Property Inspector. Encourage students to
experiment.

Assignment 3 Working with Shapes

In this assignment, students learn how to group objects and adjust the stacking order. They learn these skills
by making a simple race car. Afterwa rds, they select a drawing challenge of either a bear or a chick.
Once your students have mastered the drawing tools, encourage them to make their own creations.

Common problem:
Entering the Edit Pane 4 if students double click on a GROUPED object, it opens into an editing pane. If this
happens, click on the Scene Name to return to the stage.

1-2 TECHNOKIDSINC.



TECHNOF_ASH SessIoNl

Assignment 4 About the Timeline

In this assignment, students read to learn about the Timeline. The following terminology is introduced:

=

= =4 =4 =4

Static Animation & Images with no mo vement that are displayed in a sequence.

Playhead & Red bar that shows the current frame and moves from left to right when the project
plays.

Timeline 0 The area below the stage that consists of layers and frames. It is used to organize the
document by controlling when the content appears over time.

Timeline Header 0 Runs along the top of the  Timeline and displays the frame numbers.

Layer 8 Arowina Timeline that divides the stage into levels to create different animations that play
at the same time.

Frame 90 A box that holds a single picture in a strip of animation.
Frame Rate - The number of frames that will play in one second.
Keyframe & Aframe adde dtothe Timeline that copies the content from the previous frames.

Blank Keyframe & Aframe added tothe  Timeline that does not copy the content of the previous
frames, and instead is empty.

Scene 0 A section of a document that has its own stage and Timeline. It is used to organize the
content of the document into parts.

Library 0 A gallery used to store symbols such as graphics or movie clips. The stored items can be
added to the document repeatedly.

Paste in Place 9 An editing feature that pastes an obje ct in exactly the same place on the stage as
the original copied item.

Assignment 5 Create Scene1l d1Ina Land Far Far Away

In this assignment, students make the first scene in their animated space adventure. This scene will consist
of some basic drawings and text. U  sing static animation, images will appear on the stage, and then
disappear, to be replaced with a new image.

This assignment contains many basic skills. It is advisable to do this assignment together and model each of
the steps.

About Assessment:

A customizable marking sheet is available in the Session 6 folder to assess the Out of this World movie. You
may wish to review this document.
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Lesson Plan
Assignment 1 - What is Animation?

1 Read the information to learn about animation, the benefits of using the compu ter to make
animations, and the benefits of using the Flash program to make animations.

1  Watch an animated story and identify the different types of animation used. Discuss the elements
of the story and the ways it can be improved.

Assignment 2 - Introduction to Flash

1 Label the parts of the Flash program window.

1  Consider how the Flash program window is similar to other known programs.

1 Label the parts of the Tools Panel.

1  Draw shapes including a line, oval, circle, rectangle, and square. For each shape select options
such a s stroke color, stroke width, stroke style, and fill color.

1  Use the Selection Tool to move the shape, bend the line, and change the corner point.

1 Use the Free Transform Tool to scale, skew, and rotate an object.

1  Edit the stroke color with the Ink Bottle  Tool and the fill color using the Paint Bucket Tool.

1 Clear the stage using the Selection Tool.

1 Draw a smiley face with spiked hair using the Pencil Tool.

1 Draw aworm using the Brush Tool.

1 Edit a drawing using the Eraser Tool. Experiment with the tools in the Tool Options .

1  Type your name using the Text Tool. Customize the font, size, and color of the letters.

1 Discover how to use tools in the Tools Panel including: Subselection Tool, Lasso Tool, Pen Tool, Spray
Brush Tool, Deco Tool, Hand Tool, and Zoom Too |.

1  Practice using the tools in the Tools Panel.

1 Close Flash.

Assignment 3 - Working with Shapes
1  Open Flash. Follow the instructions to make a car:
o Draw the car body using a Rectangle tool.
0 Add a tire using the Oval tool and then copy the shape to make two tires.

o Draw th e top of the car away from the body. Adjust the stacking order to send it to the
back of the car.

o Edit a grouped object by placing a racing stripe onto the car body.
o Upon completion, group all the car parts together.
o Practice drawing using grouped shapes. Select either the bear or duck to draw.

1 Close Flash.
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Assignment 4 - About the Timeline

il

Open Flash. Study the parts of the  Timeline including the playhead, layer, Timeline header, current
frame indicator, frame rate indicator, and frame.

Read to learn about frames. Iden tify the frame number.

Read to learn about frames per second. Calculate the number of seconds a document will play
based on 24.00 fps.

Read to learn about keyframes and blank keyframes. Draw a picture of the keyframe in the
Timeline.

Read to learn about layers. Record the name of the layer in the Timeline.
Read to learn about scenes.

Close Flash.

Assignment 5 - Create Scene 1 4 In a Land Far Far Away

1
1

Open Flash.

Use the Text tool to add the text:  In a land far far away . Draw a picture of outer spac  e. Notice the
change to the Timeline.

Insert a blank keyframe in Frame 72, and then view the story using the ENTER key.

In Frame 72, use the Text Tool to add the text:  there lived an alien that longed for adventure . Draw
an alien and add the object to the Library.

Insert the alien from the  Library. Change the newly added alien, by scaling, skewing, and rotating
the object. Break apart the newly added alien, and ungroup it. Edit the fill color using the Paint
Bucket tool. When finished, delete the newly adde d alien.

Insert a blank keyframe in Frame 144. In Frame 144, use the Text tool to add the text: He decided to
leave his planet to explore the galaxy . This is his story.

Copy an object from Frame 1 into Frame 144 using Paste in Place.
Test the movie by view ing it in the Preview pane. Notice the problem areas.

Close the Preview pane. Correct the problem by inserting a blank keyframe onto the Timeline to
cause the text to be on the screen longer.

Edit the story by inserting or removing frames to adjust the tim e the words are on the screen.
Save the file as space .

Close Flash.
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Learning Objectives

Students should be able to complete each learning objective independently

Content K|

XX X X X X X

Technical

Operating
X
X

Animation

XXX X XXX XXX

Graphics

XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX

nowledge:
define animation

understand the history of animation and how the computer has changed how animation is created

understand how the Flash program can be used to create animation
list the benefits of using the computer to create animation

label the parts of the Flash window

label the parts of the Tools Panel

label the parts of the Timeline: playhead, layer, Timeline header, current frame indicator, frame rate

indicator, and frame

Skills:

Environment
open and close a program
save a document

identify a frame by its number

calculate the length of time animation will play based on the frames per second
identify the name of the layer

insert a blank keyframe

add content to a blank keyframe

convert a symbol into the  Library

add a symbol from the  Library onto the stage

play a document using the ENTER key

test a movie in the Preview pane

select, insert, and remove frames

draw a line, oval, and rectangle

select the stroke color, width, style, and fill color from the Property Inspector
move, bend, and reshape an object using the Selection tool

transform an object by rotating, skewing, or scaling it using the Free Transform tool
select a stroke and fill color using the Stroke Color Control and Fill Color Control
fill an object with color using the Paint Bucket tool

fill the stroke of an object with color using the Ink Bottle tool

clear the stage using the Selection tool and the DELETE key

delete an object from the stage using the DELETE key

draw freehand using the Pencil or Brush tools

change the Pencil type by making a selection from the Tool Options
select the brush size and shape from the  Tool Options

adjust the paint mode to fill different areas with color using the Brush tool

erase a drawing using the Eraser tool and its options

add words using the Text tool

format the text by adjusting the font, font size, and font color in the Property Inspector

edit the individual points of a shape using the Subselection tool

select a portion of the stage using the Lasso tool

draw a polygon or zigzag shape using the Pen tool

spray paint on the stage using the Spray Brush Tool

draw preset patterns on the stage using the Deco Tool

move the stage within the window using the Hand tool

increase or decrease the size of magnification wit h the Zoom tool
copy and paste an object

paste an object in the same position as the copied image using Paste in Place
modify the appearance of a grouped object in the editing pane

modify the stacking order of objects

group together multiple objects

group together the stroke and fill of an object

break apart an object

ungroup an object

Applied Technology

X
X
X

view a movie clip and label the types of animation
draw objects using tools in the Tools Panel
create a scene that contains static animation

1-6
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Assignment 1: What is Animation?

In this assignment you will learn about the history of animation as well as how the
computer has changed the way animators make cartoons.

What is Animation?

Animation is a series of drawings that show action. By changing the still image slightly, it
can be made to look like it is moving. This is done by rapidly showing the images in sequence. The human
eye sees the change in images as movement, not as separate pictures.

History of Animation

Although humans have been drawing cartoon pictures since the time of the cave dweller, the ability to

show movement did not  occur until the 19th century. It was during this time that scientists created the

camera and projector. Artists were then able to use this technology to film a series of drawings that , when
shown rapidly, looked like they were moving.

In the beginning, artists would draw a p icture by hand and film it. Then they = would change the image and
film the new picture. These still images were strung together to create an animated picture. It would take a
very long time to make animations using this method.

twasnot wuntil the 196008s that animation was made easier
would allow artists to draw simple shapes and view the objects as if they were three -dimensional. Later, the
computer would allow the artist to draw a pictu re and then the software program would automatically

create the animation. Today, software programs have become very complex and can create life -like

animations that have realistic lighting and textures.

1. List some of the benefits you think there are to using the computer to create animations:

Can create animations quickly ~ , Can make animations appear life  -like,

Can create animations cost  -effectively, Software makes it easy to create objects ,

Do not need to be a computer expert or professional artist to make animations

Using Flash to Make Animations

Flash CS5 is a program that can be used to create animations. Flash animations are used most often on the
Internet. This is because they can be complex but still have small file sizes, making it e asy for people to view.
Flash animation isused to create online games, electronic greeting cards, information videos, electronic
advertisements, splash pages for company websites, or fancy navigation buttons. Flash has many features

that make it easy to ¢ reate animations:

1 Draw one object , use it many times. Flash has a Library where you can save your drawings. This
makes it easy to add the same object many times.

1  Pick your start and end point for an object, and then watch it move. Flash lets you apply moti on
tweening to an object. This means that you select the start point and end point for the object and
the program wil/l automatically create all the stildl
objects. By using motion tweening you can make an objec t move from left to right, up and down,
diagonally, clockwise, or counter clockwise.

1  Morph an object from one form into another. Flash lets you apply shape tweening to an object.
This means that you draw the original image and the transformed image. The pr ogram will then
automatically create all the still images that come
shape tweening you can morph an object into the form of another.

1 Make many things animate at one time. Flash lets you use layers to create you r animations. Each
layer can hold a separate moving object. This means that many movements can happen at the
same time.
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1 Make objects move realistically.  Flash lets you apply a motion path to an object. A motion path is a
hand drawn line that an object mov es along. You can use a motion path to make many fun
animations such as a plane doing a loop or a rabbit hopping.

1 Save time by copying, pasting, and reversing action sequences. Flash lets you copy an animation
you have already created and paste it into a new spot. As well, you can reverse the action,
making it fast and easy to create new action sequences.

1 Add sound to make the animation more interesting. Flash lets you add sound to an action or to an
entire scene. This is a great way to apply effects, sound track, or dialogue to an animated story.

Watch an Animated Story Made Using Flash

Flash lets you create several types of animation. Watch the animated story Out of this World, which was
created using Flash. For each scene, notice the type of animation.

8 Open the Flash folder. (Ask your teacher how to do this )

8 Double click the Out of this World file to watch the animated story.

I aland far far away

Planet
Techno

Scene 1 Scene 2 Scene 3 Scene 4 Scene 5
Static Animation Frame by Frame Frame by Frame Motion Tween Motion Tween

The alien starced 1o miss his hame.
He jumped into his spaceship and
flew back to his planet.

o

Scene 6 Scene 7 Scene 9 Scene 10
Classic Tween with Classic Tween with
Shape Tween Shape Tween Bone Tool Motion Path Motion Path
2. What did you like about the animation "Out of this World"?
3. What would you add to this story to make it even better?

8 Close the file.
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Assignment 2: Introduction to Flash

In this assignment, you learn about the components of the Flash program
environment. Read the  description on the back of this sheet about the parts of
the Flash window. Use this information to label each part correctly.

Open the Flash Program
8 Open the Flash program.

8 From the File menu, click New . Select ActionScript 3.0 and then click OK.

Label the Parts of the Flash Window

1. Label the parts of the Flash window.

A Property | nspector A Sage A Layers A Tools Panel
A Menu Bar A Edit Bar A Library Panel A Timeline
= — Property
@ Menu Bar —" erlexEdw( View Inset Modify Text Commands Control Debug Window Help | | ESSENTIIS v [ [ | Qfcslive |nSpeCtOr
) Scene 1
i) &
@ 1 :
. [ [e’)
Edit Bar n o
2
I emwey p——|
‘Namf: = = | Linkage T
q b
@ Stage '}3® 2
° . &
9 Library &
Panel s
A Tools
=4
ol Panel
Q
-
&
. ; .- ]
TIMELINE -
= a | 5 10 15 20 25 30 35 40 45 50 55 60 6 ®
a 2
<
Layers ‘ Timeline | T

FIEE] @ PEE L Hew oo M1 T /5\ 5 b0 aET >

Your window may look slightly different. If you are missing some of the parts, click on the Window menu. Click the Toolbar
option and select Edit Bar. Place a checkmark beside Timeline, Tools, and Library.

NOTE: The options are slightly different for ear lier versions of the program.

TECHNOKIDSINC.
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Parts of the Flash Window

Part Description

Menu Bar A bar at the top of the window. It lists menu options including File, Edit, View,
Insert, Modify, Text, Commands, Control, Debug, Window, and Help

Stage The stage is the white area in the center of the window. It is where Flash movies
are created.

Timeline The Timeline is typically at the bottom of the window. It is an area that controls
when objects appear on the stage. It is made up of a series of boxes. Each box is
a frame. Keyframes are added to the Timeline to set the start and end point for
each animation.

Layers Layers are part of the Timeline. They divide the stage into levels. The layers
section has tools to show, lock, or unlock layers, as well as display layer contents
as outlines. By placing objects on different layers, it is possible to have several
animati ons appear at the same time. Layers can also be used to adjust the
stacking order of objects. The layer at the bottom of the list is at the back of the
stage. The layer at the top of the list is at the front of the stage.

Tools Panel The tools panel is a vertical bar that holds a collection of drawing tools used to
create and customize objects on the stage.

Property Inspector A panel that when active displays options for the selected tool.

Library Panel The Library panel stores the media elements and sy  mbols for a project. Use this
panel to insert, delete, or rename items in the Library.

Edit Bar A bar that contains commonly used program options to edit the stage such as
changing the scene currently displayed, selecting a symbol, and adjusting the
magni fication.
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Parts of the Tools Panel

/

| know that you want to animate something, and you will.

However, before you can start making objects move you need to
know to draw objects. As you experiment with the tools in the
Tools Panel, you will notice how similar they are to most paint
programs. | tis likely that if you have drawn  before using the
computer you will find it a "flash” to learn the Flash drawing tools.

\_

2. The Tools Panel includes everythin g you need to create, select, or edit graphics on the Stage. It is
divided into six parts. Read the descriptions and then label the diagram.

@ Parts of the Tools Panel:

| Selection Tools

A Selection Tools: Tools used to select
an area on the canvas and modify
the selection.

A Drawing and Text Tools: Tool used to
draw and paint lines, shapes, and
text.

Color Tools: Tools used to add
bones, fill an area, copy a color, or
erase a mistake.

Drawing and Text Tools |

A Navigation Tools: Tools used to
move or magn ify an area.

A Stroke and Fill Color Selectors: Tools
used to select an outline or fill color.

| Color Tools A Tool Options: A tray that displays

options for the selected tool.

QNN CGRND /== V0 ~ 7|
N
>

S

Navigation Tools |

5

| Stroke and Fill Co lor Selectors

EIEH El NP

@ A tool that has a
Tool Options | b!ack arrow will
display a fly out
menu of tools.
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Get to Know the Tools

Some tools have a tiny arrow in the right corner. 4
If you click on the arrow, a fly out menu appears displaying more tools.

The tools in the Tools panel are not "sticky". In most programs, the tools are =[] Rectangle Tool (R) @

"stuck” in the same spot. This makes them easy to find. (O Oval Tool (O)

However, in Flash the tools in the Tools Panel change. If you select a tool
from the fly out menu, it replaces the curre nt tool in view. This can be
frustrating when you are just learning the program, because it takes some

]:{ Rectangle PrimitiveTool (R)
(& Oval PrimitiveTool (R)
® PolyStar Tool

time to get used to the location of the tools.

Answer the questions to help you learn the location of the tools.

3. Find the Oval Tool. O List two other tools in the fly out menu.

Rectangle Tool, Oval Tool, Rectangle Primitive Tool, Oval Primitive Tool, PolyStar Tool

TIP: Click tools with a black arrow to find the Oval Tool.

4. Find the Spray Brush Tool. [(;j List the other tool in the fly out menu.

Brush Tool

TIP: Click tools with a black arrow to find the Spray Brush Tool.

About Object Drawing Mode

In Flash when you draw objects you must set the Object Drawing mode. Thisoption is at the bottom of the
Tools Panel when you select a drawing tool.

=10 [Ol=

If Object Drawing mode is turned OFF

1
1
1

The stroke and fill color of a shape is separate.
Parts of the shape can be selected and then deleted or edited.

If you have many objects on the stage it can be difficult to select and move a desired shape,
because other objects will become selected as well.

If you layer an object over top of another, they will merge together.

If you double click on the object you will select it.

If the Object Drawing mode is turned ON

f
f

The stroke and fill color are grouped.

When you click the shape the entire object is selected. If you press DELETE or edit the shape the
entire obje ctis affected.

If you have many objects on the stage it is easy to select and move a desired shape, without
affecting other objects.

If you layer an object over top of another, they will remain separate.

If you double click on the object it will open in t he Editing Pane.

1-12
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Draw a Line

8 Click the Properties tab to ensure it is active.

The Property Inspector
changes each time you
select a tool.

PROPERTIES JLERARY |

. Document

8 Click to select the Line tool. /

8 Look at the Property Inspector. Notice how it now offers a series of Line tool options. Set the
appearance of the line by selecting a stroke color, width, and style.

erorenries | ERARVIE

N Line Tool
=7 FILL AND STROKE
Stroke color &
siroker U Lo Stroke width
Stroke style Style: &

Scale: [ Hinting

Draw a Line with Object Drawing Mode OFF

8 At the bottom of the Tools Panel, find Object Drawing. OFF _O Q LT on

Make s ure thatitis TURNED OFF!

8 Now click and drag the cursor across the Stage to draw a line.
8 Click the Selection Tool. k

8 Click and drag to draw a small box around part of the line to select a segment.

8 Press DELETE to removePARTOof the line.

Draw a Line with Object Drawing Mode ON

8 Click to select the Line tool. /
8 At the bottom of the Tools Panel, find Object Drawing.

Make sure that it is TURNED ON! OFF _O O | _ON

8 Now click and drag the cursor across the Stage to draw a line.

8 Click the Selection Tool. k

8 TRY to click and drag to draw a small box around part of the line to select a segment. YOU CAN NOT!

8  Click on the line ONCE. TIP:If you have the Object Drawing option turned ON,

Flash draws objects as grouped. If you  double click on
the grouped object the editing pane will open. If this
happens to you, click Scene 1 to return to the stage.

= ¥ Scene 1 Drawing Object [

8 Press DELETE to removethe ENTIREine.
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Draw a Rectangle and a Square

8

Click the Rectangle Tool.

Look at the Property Inspector. Notice the options now include a Fill Color option.

Change the rectangle appearance by selecting a stroke color, width, style and fill color.

PROPERTIES

|

[  Rectangle Tool

=7 FILL AND STROKE

7 < HE— Fill Color
Stroke: LF————
Style: &
Scale: [ Hinting
Cap: =|
Join: | v Miter: 3,00
Draw a Shape with Object Drawing Mode OFF
8 At the bottom of the Tools Panel, find Object Drawing. OFF _O O L[ on
Make sure that it is TURNED OFF!
8 Now click and drag the cursor across the Stage to draw a rectangle in a blank area.
8 Click the Selection Tool. k
8 Click and drag to draw a small box around part of th e shape to select a chunk.
1
8 Press DELETE to remove the chunk from the shape.
8 Click on a line segment. 4
|
8 Click and drag to separate it from the shape. ‘
8 Double click inside the shape to select BOTH the stroke and fill.
8 Press DELETE to remove the shape.

Draw a Shape with the Drawing Mode ON

8 Click the Rectangle Tool.
8 At the bottom of the Tools Panel, find Object Drawing.
Make sure that it is TURNED ON!
=10 [OH=
8 Now click and drag across the stage to draw a rectangle.
8 The rectangle is selected. Press ESC on the keyboard to deselect the shape.
8 Choose a new fill color inthe Property Inspector .
(If the rectangle changes color it is still selected. Press CTRL + Z to undo the change.  Press ESC to deselect the
shape)
8 Press and hold the SHIFT key. Now click and drag again to draw a square in a blank area .
1-14 TECHNOKIDSINC.
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Draw an Oval and a Circle

8 Click and hold the mouse on the Rectangle Tool .

= [ ] Rectangle Tool (R) @
(O Oval Tool (0)
= Rectangle PrimitiveTool (R)

8 Choose the Oval Tool from the fly -out menu. O

- Look at the Property Inspector. @ Oval PrimitiveTool (R)
It shows the same properties as the Rectangle Tool. O Polystar Tool
8 At the bottom of the Tools Panel, find Object Drawing. Make sure that it is TURNED ON!

8 Nowclickand draga cross the stage to draw an oval in a blank area.
8 The oval is selected. Press ESC on the keyboard to deselect the shape.

8 Choose a new fill color.
(If the oval changes color itis  stillselected. Press CTRL + Z to undo the change.  Press ESC to deselect the shape)

8 Press and hold the SHIFT key. Now click and drag again to draw a circle.

Use the Selection Tool to Move, Bend, and Reshape
8 Click the Selection Tool. k
Move the Line
8 Click on the line. Rest the mouse pointer over the LINE

8 The mouse pointer changestoa  Move Shape pointer. This is used to MOVE the object.
Click and drag to move the line on the Stage. k$

'L%,
8 Click off the line.

MAKE SURE THATHE LINHS NOT SELECTED.
Bend the Line

Notice how it changestoa  Line Shape pointer. This is used to BEND the shape.

8 Click and drag to bend the line. \/

Change the End Point

8 Rest the mouse pointer over the  center of the line. k

o

8 Restthe mouse atthe end of the line. The mouse pointer changes to a Corner Shape pointer.
This is used to CHANGE THE END POINT or CORNER of the object.

8 Click and drag to move the end point of the line.

5. Use the Selection Tool to change the appearan ce of each shape by bending it and moving the end
points or corner(s). Can you make a triangle from the rectangle? How did you do it?

Click on the corner point of the rectangle and drag it into the opposite corner of the

shape.
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Use the Free Transform Tool to Scale, Skew, and Rotate

The Flash program lets you scale, skew,
and rotate a selection. Try it!

8 Click on the circle to select it on the Stage.

8 Click the Free Transform Tool. E:E

8 Restthe mouse pointer over a corner of the bounding box. The mouse pointer changes to a
two -way arrow. Click and drag to change the shape. If you hold the SHIFT key, it keeps the
object in proportion.

8 Rest the mouse pointer over the line of the bounding box. The mouse pointer changes to a
double line. Click and drag upwards or downwards to skew the shape. This causes it to slant to Jr
the left or right.

8 Restthe mouse pointer above the corner  of the bounding box. The mouse pointer changes t o]
a round arrow. Click and drag the mouse in a circular motion to rotate the shape. ()

Edit the Color of the Stroke and Fill of a Shape

Sometimes you may forget to pick a stroke or fill color before you begin to draw.
Other times, you may change your mind and decide you no longer like the way
the shape looks. It is easy to change the stroke and fill color.

8 Press the ESC key on the keyboard to deselect any objects on the stage.

Change the Stroke Color
Vo

8 Select a color for the stroke ¢ olor using the Stroke Color Control. -

= & Paint Bucket Tool (K) ||

8 Select the Ink Bottle Tool. @
@ Ink Bottle Tool (S)

8 Now click on the stroke of a shape.

Change the Fill Color &
8 Select a color for the fill color  using the Fill Color Control. -
8  Select the Paint Bucket Tool. & & Paint Bucket Tool (K)

= @ Ink Bottle Tool (S)

8 Now click on the fill of a sha pe.
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Clear the Stage

The stage is full with all of the objects you have
drawn. It is time to clear the stage.

8 Click the Selection Tool. %

8 Rest the mouse pointer in the upper right corner of the stage. It will change to a Marquee k
Select pointer.

8 Click and drag to draw a dotted box around all the items on the stage. Once all of the objects are
selected, click DELETE on the keyboard.

Draw Freehand using the Pencil or Brush  Tool

You are now going to experiment with the Pencil and Brush Tools. The
Penc il is used to draw LINES. The Brush is used to paint FILLS.

Draw with the Pencil

8  Click the Pencil Tool. f

8 Look at the Property Inspector. It looks just like the Line Tool options. Set the appearance of the Pencil
line by selecting a stroke color, width, and style.

PROPERTIES =

> Pencil Tool

=7 FILL AND STROKE

Stroke color

2 & ]
Stroke: (¥ 12.50 Stroke width
Stroke style — Sy 7
Scale: [ Hinting
Cap: =~

Join: A v Miter: 3,00

= SMOOTHING

8 At the bottom of the Tools Panel, find Object Drawing.
Make sure that it is TURNED OFF! OFF _O O L on

- Nowyou needto pickaD rawing Option. Look at the Tool O ption s at the bottom of
the Tools Panel.

8 Click on the Pencil Mode arrow to choose a drawing mode: Straighten, Smooth, or Ink.

L |—| Straighten

S Smooth

% Ink

8 Use the pencil to draw a smiley face and give him spiked hair.
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Paint with the Brush

8  Click on the Brush Tool. /

8 Look at the Property Inspector. It only h  as the fill option. Pick a color.

erorenTres ||iEiAR S|

/ Brush Tool

=7 FILL AND STROKE
s = & [ +— Fill color

Stroke: L 12.50

Style: |Salid |=| &
Seale: | = | & Hinting
cap: —|~¥

Jain: — [ ¥ Miterz 3,00

= SMOOTHING

smoothing: 50

8 Look at the Tool Options in the Tools Panel. Pick a brush size and shape.

@)
=
©;
Brush size -,
.‘ Brush shape
= & Paint Normal ]
& Paint Fills

8 Click the Paint Mode tool in the Tool Options.

4> Paint Behind
.@. Paint Selection

(® Paint Inside

6. Listthe 5 types of Paint Modes.

Paint Normal, Paint Fills, Paint Behind, Paint Selection, Paint Inside

7. Which Paint Mode will paint only fills?

Paint Fills

8. Which Paint Mode will paint only an area that is selected  ?

Paint Selection

8 From the Paint Mode options, select Paint Normal .

8 Draw a worm.

’\/w
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Edit a Drawing Using the Eraser Tool

The eraser has many options. This makes it easy to remove unwanted
sections of a drawing. Experiment with using the Eraser Tool.

8 Click the Eraser Tool. g

8 Click Eraser Mode from the Tool Options in the Tools Panel.

W
)

@ IO

N

9. Listthe 5 types of Eraser Modes.

Erase Normal, Erase Fills, Erase Lines, Erase Selected Fills, or Erase Inside

10. Which Eraser Mode will erase only lines?

Erase Lines

11. Which Eraser Mode will erase only fills?

Erase Fills
8 Select Erase Normal from the Eraser Modes. O
8 Click Eraser Shape from the Tool Options in the Tools Panel. .

8 Select a shape from the list.

8 Click and drag over part of the WORM to erase part of it.

f\/\./—\

8 Click the Faucet from the Tool Options in the Tools Panel. _@
8 Click on a WORM part to erase it.

8 Clickthe Faucet again to turn it OFF. E

12.  Which method of erasing do you prefer, the Eraser Mode or Faucet?

8 From the Edit menu, click Select All . Press DELETE on the&keyboard to erase the stage.
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Add Text

You are now going to add your name to the Stage using the
Text Tool. You will notice that it is very similar to most paint
programs.

8 Click on the Text Tool. I

8 Look at the Property Inspector. Notice how it now offers a series of tool options. You can select the

type of text, font, size, color, style, direction, alignment, character spacing, and more! Change the
font, size, and color.

erorenties | ERARY |
Text Tool
TLF Text | v
o
< CHARACTER
Family: |ﬁr'es New Roman | Y ‘ — Font
Font size style: [Regular [~][ embec.. |
e 19 pt  Leading: 120
Color: [ | Tracking: 0
Highlight: [--- | 4 Aute kern
Font color Anti-alias: | Readability |~]

Rotation: T[2][T]T

<+ PARAGRAPH
Aign:

Margins: +§ 0.0

Indent:

Spading: "2 0.0 px

0 +
Text Justify: | Word spacing | =

]

apx

8 Click and drag the mouse across the Stage to draw a text box.

8 Type Student Name .

8 To change the look of your name, select the text inside the text box. Now make a new selection from
the Property Inspector.

4 You can scale, skew, and rotate text. ]
8 Click on the text box.
8 Click the Free Transform Tool. E:E
8 Rest the mouse pointer over a corner _ of the text box. The mouse pointer changes to a two -
way arrow. Click and drag to change the text box.

8 Rest the mouse pointer over the line of the text box. The mouse pointer changes to a double
line. Click and drag upwards or downwards to skew the shape. Jr

8 Rest the mouse pointer above the corner _ of the text box. The mouse pointer changes to a
round arrow. Click and drag the mouse in a circular motion to rotate t he text box. 0
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What Do These Tools Do?

The tools you have learned so far are the ones you will most likely use when you
are drawing. However, the Tools Panel has several other tools. See if you can find
out what they do. Draw a flower using the tools you have just learned. Then
experiment with more Flash tools to discover their function.

8 Use your skills to draw a flower .

step 1 Draw the center of the flower using the Oval tool:
a. Selectthe Oval Tool . O Tip: The Oval Tool is on the Rectangle fly out menu.
b. Turn the Object Drawing option  OFF. O

Why turn Object Drawing mode OFF?

When you draw many objects with Object Drawing mode ON the shapes stack on top of
each other. This means that you need to set the object order to arrange them properly.
Since this is a skill you do not have yet, it is better to turn Object Drawing mode OFF when
making the flower.

As well, when Object Drawing mode is ON the objects are separate. This means that they

do not merge together. Often when you are drawing an item you will want to create an
outline and then fill each section with color. When Object Drawing mode is OFF, the lines

will merge together making it easy to fill areas that were drawn separately.

From the Property Inspector, select the stroke color and width. Select the fill color.
Draw a small circle .
e. Press ESC to deselect the shape.

step 2 Draw the petals of the flower using the Pencil tool:
a. Select the Pencil Tool./»?
b. Turn the Object Drawing option ~ OFF. @

Why turn Object Drawing mode OFF?

The line of the petals will merge with the center of the flower. This makes it easy to fill an
area with color.

From the Property Inspector, select the stroke color and width. Select the fill color.
Draw petals. R

Click the Fill Color selector. Select a color. W

Click the Paint Bucket &

Fill each petal with color.

@ o 2o

TIP:If the petals will not fill with color, click the Gap Size option at the bottom of the Tools
Panel. Select Close Large Gaps .
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13. Edit the picture using each the tools to discover their function.

a) %

Subselection Edit the individual points of a shape.
O
Lasso Select a part of the Stage by drawing freehand around the area.
)] é
Pen Draw by clicking on the Stage to add points that form a series of lines.

d) 5==tg]

Spray Brush Tool Spray paint on the Stage.
Tip: This tool is in the
Brush Tool fly out menu.

e) Zf

Deco Tool Draw preset patterns on the Stage.
Y
Hand Move the Stage within the window.
9) q
Zoom Increase or decrease the magnification of the Stage.
G NE®

Experiment with the Drawing Tools and then Exit Flash

Have some fun drawing with the tools in the Flash Toolbox.
The more you practice the better you will become at
making objects in this program. When you are done, exit
the program.
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Assignment 3: Working with Shapes

In this assignment, you learn how to group and ungroup objects. Grouping is
when you combine separate objects to make a single item. This can happen

when you group the  stroke (line) and fill of an object. It can also happen when
you take multiple objects on the stage, and combine them all together. Learn

tips for drawing using grouped objects by following the in structions to draw a
simple car with Object Drawing mode tur ned ON.

Open the Flash Program
8 Open the Flash program.
8 From the File menu, click New.

8 Select ActionScript 3.0 and then click OK.

Draw a Car and Group Together the Pieces

Draw the Car Body and Tire

8 Selectthe Rectangle Tool .

8  Turn the Object Drawing option ~ ON.

This will automatically group the fill and stroke together. OFF I~ — N

8 Draw the body of the car using the Rectangle Tool .
8 Click the Selection Tool.
8 Click on the Stage to make sure that the shape is NOT SELECTED.

8 Restthe mouse pointer over the  center of the outline.
When it changes to a Line Shape pointer, click and drag to bend the outline.

8 Selectthe Oval Tool.
TIP:The Oval Tool is on the Rectangle fly out menu.

8  Turn the Object Drawing option ~ ON.

8 Click and drag to draw a car tire.
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