3D & Filters in Flash

Lab/Tute 09

Importing
Create a new flash file (actionscript 3.0) and select import to stage.
File -> Import to library. Choosing the BanjoFrog.PSD File 
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You will be presented with a window of options. In photshop we can import the file directly into flash with a all the layers. We don’t need the bottom layer so untick this. We can also update the stage size. Tick this box at the bottom of the window.

Settings should look like the window below.
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The timeline will now update to look like this.
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Select the mouth and convert it to a movieclip. We need to make them moveclips so we can animate them. (Select and press F8)
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We also need to change the registration point as we want our mouth to move at the corner and not in the middle. Drage the white dot in the middle to edge of the mouth like below.
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Do the same with the arm and leg of our frog. Naming the movies arm and leg, and then changing the registration point.
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If we rotate our leg we are going to have the leg appear over the body. We can fix this by applying a mask. Create a new layer above the leg layer. Rename it mask and right click it choosing mask from the options. It will change the layer to a mask and mask the layer underneath. This is the leg layer.
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You will need to draw a shape on the mask layer. (Unlock the mask layer) Where ever you draw will create a mask for the layer beneath. The layer beneath will only show where there is content in the masked layer. So draw a shape that covers the leg completely and has room for when you rotate the leg.

We nee to adjust it so that it matches the stomach of the frog and makes this appear as if it is in front of the leg.  You can change the shape using the white arrow to select points of the square or circle. Depending on what shape you have drawn you can add more points with the pen tool (looks like a pen tip) Drag the pen over the edge of the shape and you will see a plus or minus appear. A plus will add a new point and a minus will remove the pojnt you are hovering over.
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This is the shape I drew. You can see the results of you masking by locking both the mask and masked layers.
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to work on the masked layer you will need to unlock the masked layer and hide the mask layer. See below.
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The pictures below show you the view when the mask is hidden and als the view of both layers locked.
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Next we need to create a layer for the sound.

Change the layer 1 name to sound. Import the sound file frogsong.mp3
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To import the sound to your timeline, select the sound layer and drag the audio file from the library to the stage space (not the timeline)

Depending on how your movie is set up you need to extend your timeline to include the entire audio track. For my clip it was 160 frames. (Select the frames and press F5)
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Now lets move the mouth.

Right click the first frame of the mouth layer and choose create motion tween.

Now by looking at the audio wave in the sound layer you can judge when to start moving the mouth shape. I just rotated it to give the impression of the mouth talking. Remember our animation is this style so it does not need to appear very realistic, although matching mouth movements helps. So if it is a big and long drawn out word you would keep the mouth open for a while, and if it is a short peep then a short time open would be more appropriate.
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Rotate it to add some movement. 

Then do the same for the arm and leg. Animating movements every few frames.
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To create blinks we can simple make the eye layer appear and disappear for one of two frames. Timing this is also good, if the character is singing a long drawn out note they may have their eyes shut the entire time.
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Add as many frames as you need

Save your work and preview it.

Extras

You could use 3D elements in this animation if you wanted to. How would you stop this clip.  Hint use a frame script: stop();
