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Introduction

Xtreme takes a traditional animator's approach to Flash animation. You create key
frames(or 'snapshots')of your animation through time, and Xtreme automatically
creates althe inbetween frames for you

Xtreme does not have timelines (which is the approach usedexdobe Flash
authoring tool). We feel our approach is far simpler.

An example start frame

*

The next key frame has the star shape moved, rotated a
little, reduced in size, and chdng a different color.

**### x x

Xtreme will create a smoothly animated Flash file automatically creating the
inbetween frames. This process is traditionally called tweening.

What Flash can and cannot do

The FlasHiormat does not support some of the advamteffects thakKtreme offers,
for example complex graduated transparency, feathering, bevels and st of
advanced color fill types.

However it does support a range of effectsttimzlude simple transparencyq for
exampleif youfade the stabnthe 2nd key framaboveto be 100% transparent
you'll get an animation where the star moves, reduces in size and fades.

The same examplgthinbetween frames, but employing a transparency too.

Like Xtreme Flash is vector graphics basédch meas you can enlargebjects
with noloss of detail. It also meaRkash files can be very comgaethichis of
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course ideal for web download.

Toillustratejust how small and compactr¥me Flash animations can beeth
previousexampe animated over one sendwith 24frames (so the movie plays at a
smooth 24 frames per second) creates a Flash file that's only 700 bytes.

The 6 core transformations
In order to keep Flash files very compact, the types of shape imgerpported by
Flash is limited to sisore transforms:
1. Moves you can move objects from one position to another
Scalg you can enlarge or reduabjectsin size
Squash oskewg you can squash or skevbjects.
Rotateg you can rotate objects
Transparencg you can adjust the overall (flat) transparency of the object
Color transformg you can change the fill (flat) color of objects

ok wN

Note : the abovesix transform typesare absolutely key to all Flash animations. No
other type oftransform is possible for thsveened frames.

If you look & Flash animation examples on the web, you'll find that almost all consist
of just these effects. Objects faideand out; they whiz from one position to another.
They sometimes spin, and oftgrow or shrink That's the basi®r almost all Flash
animationsand it's very easy to produce such animationstieide.
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Because thehspe changasi.e. it morphs from one shape to another, this is not
possible in Xeme Flash animations

Important:  tweening is not like thBlendtool, which can 'morph’ from one shape
to another. To stress the point agathe only things you can do &hapes, text and
photos in Flash animations are #ircore transform types listed above.



Release
Notes

What you can't do with Xtreme Flash

Xtreme is primarily a vector illustration package and is not designed to be an all
encompassing Flash tool. Instead we fd®irigs a new, innovative, very easy to
understand approach to Flash animati@ambined with Xreme's acclaimed vector
drawing tools and slick eas¢use, it allowgouto create really compact Flash
animations more easily than other tools.

Because dahis simplified approach, Xtrenumes not support more complex Flash
features such as scripting (programming), audio or embedded movies.

Additionally asFlash vector rendering is relagily primitive compared to Xara
Xtremet thete are advancedtkeme effects that cannot be used in Flashese are
detailed in the What XtremedaturesDoes Flasifupport?section towards the end
of this chapter.

Initial reading

Themain manual contains more information on:
e TheNamegallerg page 39.
e TheFramegallerg page203.
e Animated GIFg page203.

Core principles

-

TheCopy
Frame button or
the Animation
button bar.

In your animation you are likely to have some objects that remain betiieen key
frames {;e. no tweening is necesspand dher objects you willvant to animate.

To tell Xtreme which objects you want to animate it's necessary toegieh object
a name, which is simply done via the Create New INdtorn the Selectool
InfoBar.

N

An overview ofthe typical procesto create a new mimaion from scratch, which
this chapter will guide you through, is this:

1. Draw your first frame. Name the objects that you want to animate.
Create a nevkey frame usually doe by copying the earlier frame.
Move and tansform the objects as required.

Previewthe results
Repeat steps chtough4.

abrwn

And soyou carthenbuild up your animation.
Xtreme provides an easy orautton way to create nevikey frame which are a
copy ofapreviousframe (see left)The Framegallery allows you to view akgy



frame and pu can adjust the frame order and display period for each key figmee.
Framegallery is described in depth later in this chapter.

For those familiar with the animated GIF featureXtoéme (or its predecessors)
the whole process will be very familidhe difference ithat with Flash fileXtreme
can automatically create all the tween steps, to produmeotherand much more
compact animatiomithan animated GIFs can offer.

Note : objects that you want to animate from one frame to another need to have
name. All other objects will remain visilibeit static for the display period of the
frame until the next key fram&o to delete an object from an animation, just delete
it on the first key framen which you no longer need it tppear.

Your first animation

To create a new animation:

1. Createanewanimation documat. To do this:
e Choose File > New Animation(shortcut Ctrl+& +N).
e Orclickthe New Animation button on theStandard button bar.

——H1 5

A new document will open, anay will see the animatiobutton bar
appear that contains sormelevantbuttons.

2. Draw a simple black rectangle (like shown in the examples at the beginning
of the chapter) Give it no fill color

3. Draw a simple shape,duas the QuickShape stéuf it canbe any shape)
4. Click theCreate New Namdson on theSelectorinfoBar and name it

'shape’
[\ S
5. Click theCopy Framéutton to crede your 2nd key frame
H-—

6. Transformthe shape as required. You can adjust it using any shtluare
transforms described earlier in the chapter.
7. Press thePreviewFlashbutton to seethe animation

G

By defaulthe disphy period for eackey frameis half a second. To produce a longer
animationsee theMovie Frame Rate and Tween Steps sedtiter in the chapter.

For more complex animations we strongly recommend you display bothrdme
andNamegallerieqdescribel in depth later in the chaptenvhich can be docked on
the side of the Xtreme windovior ease of access
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You are not limited to just onmovingobject You can have as many as you like
each keyframe. And as long as they appear, transformed in sageon the next
keyframe (and they are each given a unique name) they will animate.

Here is another example.

Xara Xtreme

The first keframe has some simple text and a simple shape st#limrectangle.

Xara Xtreme

And this is the next frame, where the textédrmgteced in size at the
same timas the stashapehas been reducedcotoed and rotated.

Thisis how the animation is constructed.

Key frame 1

xara Xtreme
—Xara Xtrem

ne

Intermediate

Xara Xtreme
Xara Xtreme i
Xara Xtreme % emere

Xara Xtreme Key frame 2

In this animation, the text objecédes into the distance
while at theamedimethe star shrinks and fades.

Release
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Exporting a Flash file

To export youranimationasa Flash file:
e Select Filee Exportand then choos€&lash undeBave As Type
s Or click theExport Animated Flaslbutton.

.

This will savehte finished SWF file into the location you choose.

Inserting your Flash animation into a web page
To view your animation as it would look in a web page, clicletegiewFlash
button to see a browser preview.

G

The preview page will show your finishednaation as well as useful information
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To place your SWF animation into a web page you will need to insert some HTML
code. Click theview HTMLink to get code that you can pastg¢o your web page
using your preferred HTML editor.

Note: you must biange the SWF filename in the code to match the actual name of
your exported SWF fileYou must also place your SWF file into the same directory
as your web page for the code to work. \ilhyou can place the SWF file in a
different directory, you will need to change the HTML code accordingly if you do.

The Frame gallery

To open theFramegallery choose Utilities > Galleries > Frame Gallery, or click the
Framegalery icon on theGalleriestoolbar.

—m > B N 45 1F WY

This shows a list of the key frames in your document. To vievkeyfyame just
clickits name in the gallery.



The frame orde
is the reverse o
that in earlier
versions of Xare
Xtreme.

A shortcut to
display the
Animation
Properties dialo
is to simply
doublelick on a
frame name in
the Frame galle
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Animation Frame gallery ﬂ

New Froperties..
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[1 [ Frame 3 [display for 0.5 3)
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A typical Frame gallémame? is selected and thus visible.

The Framegallery shows frames frorhétop down,so the first frame is at theop
and the each new frame you add getsaiuthe bottom of the listYou can reorder
frames by dragging them. There are bugttmperform the main operations of
deleting frames, copying the selected framei(italways get added to the end) and
creating new blank frames. TReopertiesbutton is very important as it shows the
Animation Propertiesdialog which controls many aspects of not just the selected
frame but the whole animation.

B Animation properties

EX

Animation Loop and Speed Preview in Browser
Frame Flash Options GIF Options
Frame
Nanme:
[[JBackground [ Overlay
Local delay
Display this frame for; | 200 1400 s
Show frame
[ 0K ] [ Cancel ] [ Apply ] [ Help ]

The Animation Projies dialog

The All Frames Visibléhe eyg andEdit All Framegthe arrow) buttons on the

Frame Gallenare useful because they allow you to view or edit all frames together,
one on top ofthe other. This is particularly useful if you want to select olgéuat

are on multiple frames.

Note: when you copy a frame it always copies the selected frame and places it_
the end. So in order to insert a new frame, say betwlemmes4 and 5, seledtame



4, click theCopybutton, and then drag the new copy from the end to the desired
position betweerframes4 and 5

Note: frame names do not mattarand can be anything you like. They do not have
to be Frame 1, Frame 2 etc. Animasaiways play the fraraé the ordertop to
bottom, irrespective of the names

Copying objects

You can copy objects from one frame to anotivethe usual wayi.e. copy the
content,select the new frame arttlen paste into the new framelhe Edit >Paste
in Place option (Ctrl& +V) is particularly usefuthen doing thisas tts willalways
paste objects back to the exact position they came fbornon the new frame

When you copy an object its name is copied witBitt be careful not to haveore
than one object with the sae name on a given franigoing sowill generate errors.
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Because Flash files usually consist of vector shapes, and the transforms are relatively
simple, the files can be very small. Photos and bitmaps can be ethiveddgash
animations, but unless you are careful it will result in huge animatioiY éilesan

perform 5 of the 6 core Flash transforms on bitmaps or photos (i.e. you can move,
scale, squash, rotate, and fade).

Flash files can include both PNG a@PHQ images just as .xar files do, and so if you
keep ther size and resolution down you can create acceptably small Flash animations
with photos The best way to incorporatphotos is to use JPEG images as small as
you can possibly get away with, and wlith maximum compression you can accept.

Fortunately it's easy to save JPEG images from Xtreme, at any size, resolution and
compression and you even have interactive preview where you can adjust the
compression and immediately gbe result.

If you jus drop aJPEG file onto the animation, and resize it, that does not reduce the
size of the JPEG fijat only reduces the dimensioffand thus increases the

resolution). Flash is just liBé&reme in this resped it will embed the original full
resolution JEG image, so you can zoom in. So it's easy to estimate the size of any
animationcontaininglPEGhotos it's approximately the sum of the sizes of all the
embedded JPEG imag@heBitmap gallery will show you the size of all embedded
photos or bitmaps).

When tweening bitmaps or photos only one copy of the bitmap is stored in the Flash
fileg so you can perform transformations of the bitmap with little overhead. In other
words just because the bitmap appears on frames 1, 2 and 3 of your animation does
not mean three copies of the bitmap are embedded in the Flash file.

Producing optimized JPEG photos

To create a smaller JPEG, it's necessary to export it as a new JPEGr&oma Xt
the required size and compression valilien reimport the nowreduced JPEGhe
steps are this:

1. Drop the required JPEG file ontatpéme.

2. Resize it to be the size you requireyour animation.

3. Select Filee Export(shortcut Ctrl+é +E) and export as JPEG.

4. In the export preview window, select tH@ptionstab and adjust the quality
slider as low as you can make it. The file size is shoder the preview
Export the JPEG
Drag and drop younew minisized JPEG from Windows File Expldoack
onto the animation document where you intend to use it. This JPE@ilfile

be embedded it the Flash file (and the .xar file when you save)

o v



You can tell wh
version of the
Flash Player yo
have by right
clicking on any
Flash animatior
your web brows
and looking at t
About menu.

Non-JPEG bitmaps

Other types of bitmap, for example, BMP, TIFF or PNG bitmaps, are usually a lot
larger and thus less suitable for use in Flash animations (JPEG compression is a lot
better than PNG). Theefore, when creating a Flash animation, these bitmaps get
converted to JPEG in order to create the smallest possible file size.

You can control the compression used for this automatic JPEG conversion using a
slider in theFlash Optiongab of theAnimation Propertiesdialog. The usual
compression value is 75%, but you can vary the quality, preview the animation and
quickly see the quality and size savings. Note: this only affects automatically
generated JPEG bitmaps. JPEG files that you drop onto ymatiani from your file
system, are embedded exactly as is.

256 color or less bitmaps (such as GIF) are not encoded as JPEG and will be
embedded using PNG compression, which is usually the best compression type for
these types of images

Bitmap quality

Flash Player version 8 and later has higher quality bitmap display. This is particular
evident when rotating or scaling bitmaps and photos whereas older versions of the
player tend to produce pixelated, and rather jerkgpvements.

]©8" 40| y8yzun8§y48ywane¢t¢yExyx40©uody- ¥o§04®n?

using bitmaps or photos. You can control this from Eh@sh Optiongab of the
Animation Propertiesdialog.
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Animation frame rate and tween steps

Flash animatiorrsin at a fixed frame rate. The faster the frame ratestmother
the resulting animation, and the larger the Flash{iteme animatiors default to
showing 24 frames per second lyatu can change this.

When you create eackeyframe you determine how lorthe periodis until the

next keyframe. For example éframe period is set thalf a second, this means the
animation from thtkey frame to the next will take half a secontl2A frames per
second this means there will bé ihtermediate steps generated byrémein the
Flash animatigrso 12 frames in a([These intermediate frames are not ever seen in
Xtremethey are only generateghen you create the Flash file.)

Animation Frame gallery m

Meww PpoQltiQS"-
copy Delete Help:: @ L

B O Animation frames in Untitleds * =
[] Frame 1 [display for 0.5 5)
MY Frame 2 (display for 0.5 5]
[ Frame 3 [display for 0.5 5]

O
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The Fame gallery always shows you the display period for each key frame.
In this examptéree frame aredispayed for half a second each, so
thewhole animation lasts 1.5 sexbefibre repeating.

To createa longer tween effect, in bér words to slow the aimation down,
increase the displgyeriod usinghe Animation Propertiesdialay.

The easiest way to alter the display period for any frame is to just dolitkeon

the frame name you want to alter, which brings up the dialogr ¢m¢ new period
in seconds and clicRKor Apply.




Cropping and clipping

Before long you'll start to consider creating some Flash animations like you see on
the web, say with some wordimy a photo that whizzes in from one side.

Assuming you want the animation cropped to the frame, how do you doTtig?
answer is to use ClipViewSee page 99 of the main manual for help on ClipVjiews.

By using gectangleas a ClipView object it @ans you animation never strays
outside the frame. So the halfy point of youmanimation would look like this:

(treme

To create an animation like this:

1. Create your first frame as before, drawing the rectangle, text and shapes at
their starting positiongthe text and shapes coulzk entirely outside the
rectangle framat the start).

2. Name the objects you want to anineatn the above case the text and star
shape.

3. Make sure the rectangle frame is the bawbst object (selecthe object
then seleciArrange> Put to Back or shortcuCtrl+B). This is because the
backmost object is the one that will be used as the clipping shape.
Select althe objects, and select ArrangeApply ClipView.

5. Click theCopy Framéutton to create your &dkey frame

-

6. Select Arange> Remove ClipView so you can work on the separate
objects again.

Adjust the text and star size and position as required.

Select althe objectsagan, and select Arrange > Apply Clipview.

9. Press thePreviewFlashbutton to seethe animation

T

e
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Note: if you get a warning telling you that 'non round line joins and end caps' are only
supported by SWF 8 then you can either ignore it (all line end caps and joins will use
the round setting few people will notice) or set the Flash version to use version 8
from the Animation Propertiesdialog(click Propertiesin theFramegallery).

Although you can usBelect Insid€Ctrl+click) to select objects inside a ClipView,

it's generally easier to remove the ClipView, edit the frame contents as required and
then Select Aland re-apply the ClipView agaiRemember that the ClipView object

is always the baakiost objectof the selection



Animation speed

When you create a new key frame it defaults to having a period of half a second.
S the animation fromhat key frame to the next will take half a second. The longer
you set the period the slower the animatidro set the frame period for any frame,
first select the desired frame in tirf@amegallery (click on it) and theclickthe
Animation Propertiesbutton (or just doubleclick the frame name

M Animation properties @
Animation Loop and Speed Preview in Browser
Frame Flash Dptions GIF Dptions
Frame

MName: .Flame 1

[[] Backaround [ Overlay

Local delay
Display this frame for: 2 seconds

Shaow frame

[ 0K l[ Cancel ]I Apply ][ Help ]

Setting@isplayThis Frameoréto 2 seconds means the animation
will take 2 seconbsfore it gets to the next key frame.

Note: the Animation Propertiesdialog is normodal and you can keep this on
screen all the time. By pressing #heply button instead of OK, the dialog remains
on screen. Its contents are updatas you select different frames, and for each of
them you ca set the required display period.




Animation smoothness

Flash movies play at a constant frame rate. The faster the frame rate the smoother
the animation. Xtremelefaults to showing 24 frames per second. To changeatee r
select theFlash Optiondab of theAnimation Propertiesdialog.

B Animation properties @
Animation Loop and Speed Preview in Browser
Frame Flash Options GIF Options
Flash Movie Speed
Frames per second: |24 [1to 100)

Wersion
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JPEG Quality
0% 100%

— 5%

The Flash Options tab, where you can change the
movie speed as well as the Flash export version.

Note: the faster he frame rate the larger the resulting Flash Yitau will find that if
your animation isnostly objects fading in and owith relatively little fast moving
animation thenyou can reduce the frantate to under 24 frames per second. If you
have a lot ofast action it may be necessary to increase the frame raté&&tcarely
necessary to have it above 50 frames per second.

The defaulimoviespeed of 24 frames per second ties into the default frame period
of half a second. It means that, using tliefaultsthere are exactly 12 frames of
the movie from one kejrame to the next.
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Rotation

Xtreme calculates and generates the twéames automatically by working out
how to transform the shapes from erkey frameto the next. But sometimes it's not
possible to know exactly whagpe of rotation is required.

Take this example. Suppose you twéam the first clock face to the second:

You might expect it to rotate clockwise, bof courseit could go counter clockwise:

In fact there are other wapjit could rotate. The above examples assume the hand
rotates around one end, but you could tween from one state into the other by doing
a straight line rotation of the centerf the objet, which would result in this:

If you look closelythe hand rotates around its center rather than one end, and the
center point moves in the straight line from one key frame to the rigxdefault,
Xtreme rotates objects this way.

The Rotate command
To force the rotation to be around any other point you can use a special keywor



