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1 Introduction
One of the surprise new features in Xara Xtreme Pro is the ability to generate basic Flash animations.  You can think of Flash to animations, as bitmaps are to animated gifs.  Flash is vector based animation, and in Xara, you design the key frames.  Flash then generates the in-between steps by manipulating certain vector properties.

Flash however is very limited in what it can do when it comes to generating these intermediate steps.  It is by no means analogous to Xara’s blend tool, nor indeed does it support most of Xara’s advanced features.  There are strict criteria that must be followed for successful “tweening” (tweening is the process of generating the in-beTWEEN steps between key frames).  These criteria are as follows:

1. Move:
you can move objects from one position to another.
2. Scale:
you can enlarge or reduce shapes in size.

3. Squash or skew:
you can squash or skew shapes.

4. Rotate:
you can rotate objects.

5. Transparency:
you can adjust the overall (flat) transparency of the object.

6. Colour transform:
you can change the fill (flat) colour of objects.

This is all Flash currently supports, and if you try to do anything else, you’ll get errors and your animation won’t be generated.  As you can see, Flash is limited in what it can do, but what it lacks in animation features is made up for in low file size (unless you use many bitmaps to overcome some limitations) and higher animation frame rates.  Animations are also generally quicker to produce once you become proficient in the idiosyncrasies of Flash animation creation in Xara.

Videos associated with this tutorial can be found on YouTube under user XaraXhris.  Simply search for Xara clips.

2 Creating a Flash animation

The best way to learn Flash is to watch someone else use it.  See video “2. Creating a Flash animation”.

To quote from Xara’s help file, the procedure for creating Flash animations is as follows:

7. Draw your first frame.  Name the objects that you want to animate.

8. Create a new key frame, usually done by copying the earlier frame.

9. Move and transform the objects as required.

10. Preview the results.

11. Repeat steps 2 through 4.

Making Flash animations in Xara teaches you well how to use the name gallery – one of Xara’s less discussed, but equally powerful features.

So let’s now generate a simple flash animation which highlights basic techniques.

3 Basic techniques

(See video “Creating a Flash animation”)

It is recommended that you have both the frame and name galleries open while creating flash animations to make things easier.  They can be docked at the side out of the way.

1. Create a basic shape and attribute it appropriately as shown below.  Select the shape and then click the “create new names” button on the selector tool infobar.
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2. Enter an appropriate name in the dialogue box that appears, such as “Star”, and click ok.  The name now appears in the name gallery as shown below, and it is assigned to the object.  The red circle denotes that the selected object(s) (our star in this case) has that name, and the full circle (instead of half-circle) indicates that the object is the only object in the document to have that name.  This completes the first key frame.
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3. We now need to generate the next key frame.  This frame should represent the final look of our object after we’ve animated it (following all the Flash rules shown above).  Click the copy button in the frame gallery as shown below.  This copies Frame 1 and makes a new frame called Frame 2.  Notice how the red circle next to the name “Star” is now a half-circle.  This is because our yellow star now exists twice in the document, and each time has the name “Star”.
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4. Apply the desired (allowable) transformations to the star that you want to be animated.  For example, we will perform all 6 possible transformations listed above: move, scale, squash/skew, rotate, change colour, change (flat) transparency value.  The result is shown below (the original yellow star and red arrow are just shown for informative purposes and should not be there).
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5. The animation is now complete.  To preview the animation, press the “preview Flash animation in browser” button on the animation toolbar as shown below.
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The screen below appears showing you the animation and some important details about it, such as file size (notice how small it is) and exported Flash version.
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Pressing the preview button will display any errors that may exist in more complex animations.  The Flash animation can now be exported by selecting the export button on the same toolbar.  Easy.

4 Commands

Objects can be given commands to alter how they rotate or translate.  This is done through the name they are given.

4.1 Applied to names

4.1.1 Rotation:

(See video “Rotation”.)  Objects rotate arbitrarily as they translate when tweened.  However this isn’t always desirable; the example given by Xara is if you want to animate a clock hand – the hands should rotate about their ends near the centre of the clock instead of the centre of the arm (see pictures below).
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When naming an object, putting the text “rotate+:” or “rotate-:” will force the object to rotate about the point that the rotation marker is located at, rather than transforming to the new position (slowly click twice on an object with the selector tool to view the rotation marker).  This is shown below, red for translation, green for rotation.  “+” means the object will rotate clockwise, “-“ means anticlockwise.  Colons denote the end of a command.
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Tip: it’s possible to make an object rotate a full 360° in just one frame by using the rotate command and not changing the position of the object in a subsequent frame.  However, the object will only rotate about its centre.  This might have some uses in certain situations.

4.1.2 Acceleration:

(See video “Acceleration”.)  Objects can be made to accelerate when translating.  This is achieved by putting “<:”, “>:”, “<>:”, or “><:” at the beginning of the object’s name in a similar fashion to the rotation command discussed above.  Think of the chevron representing the acceleration, for example, the shape “<” starts off small and gets larger – this is also how the object’s speed will change.  With this command, it will start slow and become fast.  Colons denote the end of a command.  Note that the same object will start it’s acceleration over again at the start of each frame if used in more than one.

4.1.3 Summary:

	Command
	Description

	rotate+:
	Object rotates clockwise about rotation marker

	rotate-:
	Object rotates anticlockwise about rotation marker

	<:
	Object accelerates (starts slow, ends fast)

	>:
	Object decelerates (starts fast, ends slow)

	<>:
	Object accelerates then decelerates (starts slow, goes fast, ends slow)

	><:
	Object decelerates then accelerates (starts fast, goes slow, ends fast)


4.2 Applied to frames

4.2.1 ;Stop
(See video “Commands”.)  Change the name of a frame to “<name>;stop” to have the Flash animation stop at the end of that frame.

4.2.2 ;Goto

(See video “Commands”.)  Change the name of a frame to “<name>;goto <desired frame name>” to have the Flash animation jump to the name of the frame specified once that frame has finished animating.

Tip: Use the goto command to skip to the frame you want to start watching when you are creating your animations.  This helps you avoid watching an entire animation if you only want to see what an end section will look like.
5 Other features and techniques

5.1 Scripting

(See video “Commands”.)  Xara’s scripting abilities are limited, but allow much more complex Flash animations to be created.  The commands used for scripting are covered in Section 4.2.  Flash animations can pause, wait for a user to click a button, and then direct the animation to a specific part once the button is clicked.  To redirect the animation when clicking a button, you must assign a web address to the button/object as shown below.
a) Right-click the object you want to be your button and select “Web address…”.
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b) Enter the name of the frame (excluding any commands in that frame name such as “goto” for example) in the URL box.  Enter “_Frame” in the “Target frame for URL” box.
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c) When you run the animation and are able to press the button, clicking on it will cause the animation to restart at the frame specified in the URL box.

5.2 Text on a curve:

(See video “Text Tween”.)  Flash supports tweening text on a curve.  The curve on which the text is attached can be altered in the next key frame.  To avoid errors, the curve must be set to non-visible (right-click no colour on colour line, or set line thickness to 0).  Names must only be applied only to the text on the curve and NOT the curve itself.
5.3 Use of bitmaps:

(See video “Use of Bitmaps”.)  Bitmaps (i.e. bitmap copies of objects) can be used to overcome the limitations of Flash.  For example, feathering is not supported in Flash, however, if you make a bitmap copy of your feathered object, then the appearance of feathering can be retained.  The disadvantage of using bitmaps in Flash however is that it increases file size proportionally to the size of the bitmaps used.

6 Other useful information
6.1 Good habits:

· Check you’ve named objects you want to animate.

· Check animation frame before copying to create a new frame.  Otherwise you could end up copying errors.
· Make sure you give separate names for each animating object.

· (See video “Group Transparency”.)  Group transparency will not work – ungroup objects first, apply transparency and then regroup and reapply name.  Alternative, unselect “Make groups be transparent as a whole” to apply transparency to all individual objects a group at once.
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6.2 What flash doesn’t support:

· Simultaneous use of complex fills and transparency e.g. linear fill and linear transparency – you can use only one.

· Change of position of handles of complex fills or transparencies e.g., you can’t have an object fade from yellow to red subtly in frame 1, and then more abruptly in frame 2 (see image below).

[image: image14.png]vy





· Change of fill or transparency type between frames, e.g. from linear to circular.
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· Other more complex fills or transparencies, such as conical etc.

· Any change that causes an effective morph – i.e. a change contradicting 6 rules is banned.

6.3 Name gallery
(See video “Name Gallery”.)  With no objects selected, or unnamed objects selected, any names in the name gallery show an empty circle indicating that objects with that name are not selected.
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When all objects with a particular name are selected, the name is shown with a full circle.
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When some, but not all, objects with a particular name are selected, then the circle is half-filled.
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When a name exists but no objects have it assigned, there is no circle present at all.
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· Set the final frame of an animation to display for 0 seconds to prevent any delay at the end when the animation is to repeat.

· The time shown on a frame in the frame gallery is the time it takes to get from that frame to the next.
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· Objects can be grouped or joined to be treated as a single object for naming purposes.  This prevents the need to name each object in the group separately, and can save a lot of time.

7 Videos

· A video showing how to create a water drip on an apple can be viewed by watching “Apple”.
· A video showing how to create a firework can be viewed by watching “Firework”.
Xhris

