	Unit 4 - Motion Tweening and Bitmaps


	Objectives and Activities
This page lists the unit's Objectives and Learning Activities.

	Objectives

By the end of this unit, a successful learner should be able to:

1. Create animations with motion tweening. 

2. Edit animations with motion tweening. 

3. Edit and work with bitmaps. 

4. Create a file using a mask layer with a mask animation. 

5. Create a file using a fill bitmap. 

Study

Presentation

[image: image1]Read this Learning Unit's Presentation. 



u04s1 Motion Tweens Readings
[image: image2]Complete the following readings: 

1. Read Chapter 7, "Motion Tweening and Timeline Effects," in the Flash MX 2004 H.O.T. book.

2. View the movie, "mutplShpTwn," in the movie folder on the Flash MX 2004 H.O.T. CD-ROM.

3. On the Learning Flash MX 2004 CD-ROM, view all the lessons under "Motion Tweening" and “Timeline Effects.”

4. In the Flash MX 2004 Help online documentation, look up “Motion Tweening” in the Index. Read the “Motion Tweening” topic and all the subtopics. 



u04s2 Bitmaps Readings
[image: image3]Complete the following readings: 

1. Read Chapter 8, "Bitmaps" in the Flash MX 2004 H.O.T. book. 

2. In the Flash MX 2004 Help online documentation, read the “Using Importing Artwork and Video” topic under the Contents tab.

3. On the Learning Flash MX 2004 CD-ROM, view all the lessons under "Bitmaps,” and “Masking.” 

4. Select Lessons under the Help menu and view the "Fireworks & Photoshop Users" lesson. If you do not use any of these programs, the same information is contained in the online help. Look up “Bitmap Images” in the Index of the Flash MX 2004 Help online documentation. Both these files are helpful and useful for creating Flash files when you want to use a background or a favorite photo of anything within your imagination and do not want the file size of a bitmapped image. 



u04s3 Exercises

[image: image4]Complete the following exercises: 

1. Copy the "chap_07" subfolder in the exercise files folder from the Flash MX 2004 H.O.T. CD-ROM to your hard drive. Complete the motion tweening exercises described in this chapter. 

2. Make sure you understand and complete the exercise for editing multiple frames. The first time you do this, you may totally mess up your animation. Fortunately, Flash allows for many undo levels. 

3. Make sure you do the Motion Guide exercise as well.

4. Create a motion tweened animation or two. Experiment with changes in properties of instances, type, position, size, rotation, and skew of instances.

5. Experiment with tweening an object along a nonlinear path. Experiment with tweening shapes and using a movie clip.

6. Copy the "chap_08" subfolder in the exercise files folder from the Flash MX 2004 H.O.T. CD-ROM to your hard drive. Complete the exercises described in this chapter. Take special note of the lesson on changing compression for bitmaps and importing files in sequence. You will also find that painting with a bitmap fill is a lot of fun. For instance, if you have an image of yourself, you could easily create buttons with your portrait. 



u04s4 Experiments 
[image: image5]Complete the following experiments: 

1. Import a bitmap image into your ongoing project. Experiment with the various ways to use a bitmap at optimum file size.

2. Create a file using a mask layer with a mask animation.

3. Create a file using a fill bitmap.

4. Include a motion guide and a motion tweening example in your project. Be prepared to respond to other learners' experiments and questions. 

Assignments and Discussions

u04d1 Individual Project

[image: image6]Complete the following: 

1. Add one or more new techniques related to motion tweening and bitmaps to your project, including a motion guide and a motion tweening example. 

2. Post the URL for your Web site and any experiments and exercises that you have completed. Indicate what you have modified and what is new. Include any questions or comments you have. 

3. If you are encountering problems with your project, let your course instructor know. How can the instructor be of assistance? 

4. Comment on the experiments of others. Select a learner who has not already received feedback. 



u04d2 Bitmap

[image: image7]Discuss your bitmap to vector file exercises from Chapter 8 in the Flash MX 2004 H.O.T. CD-ROM. Tell us what you did with your bitmap to vector file lesson.

Key -
u01s1 = Study 
u01a1 = Assignments
u01d1 = Discussions




U4D1 Project

I cleaned up my site on the Capella Server by removing all the fla files.  I then set the cloaking feature in Dreamweaver to keep any more fla files from being transferred to the server.  The fla files were taking up a lot of space and they are not needed on the server.

As of this posting, I have completed exercises for Chapter 7.  I expect that the exercises for Chapter 8 will be complete very early Sunday morning. 
I have one “ah ha” point from Chapter 7, exercise 7.  I get enjoyment out of doing the simple exercise of computing prime numbers when I am learning a new programming language.  This joy is not always shared by others.  Now the shoe is on the other foot.  I did not get enjoyment out of building the transition effects because the results were not spectacular.  Now I understand why programming students may not enjoy the necessary basic exercises.  You learn the basic concepts but the results produced are not spectacular. 

I now understand from looking at other people’s projects how to incorporate what we have been learning and by next Sunday, there will be substantial progress on the Project side of my Web Site.

As usual, you can see everything that I am doing at

http://www.lc.capellauniversity.edu/~jm1602/ts5506/index.html 

U4D2

I experimented with two jpeg files that I produced with my digital camera.  One was a picture of two polar bears where you could see their faces clearly.  The other was a picture of a solid rock wall.  

The original size of the polar bear picture was 380K.  I imported it into flash and flash reported that its uncompressed size was 7680K (very big).  The picture looked OK at a quality of 20 or a size of 100.8K.

The original wall picture was 224K.  Flash again reported an uncompressed size of 7680K.  This picture looked OK at a quality of 15 or a file size of 54.7k.  So, in my sample size of two pictures, I was able to reduce the size by a factor of 4 with no big sacrifice is display quality.

Next, I did some experiments with bitmap tracing on the bear picture.  With no bitmap tracing, the swf file was 96K in size.  With bitmap tracing with “smooth” and “few corners”, the bears looked “artistic” and the swf file size increased to 170kb.  

I concluded that using bitmap tracing to reduce file size will not work for my digital photographs but that importing into flash and lowering quality well below 50 will work.

