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Institution: 
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Outline Developed by:
Art Department/  Nora Brodnicki, Chris Dreger and Deb Carino (Computer Science)

Type of Program:

Transfer/ Web Specialist Certificate
Course Description:



Introduces the principles of animation using Macromedia’s Flash software. The course will emphasize design principles, analytical skills and creativity. Students will learn the basics of Flash in order to create successful animated projects.
Course Objectives:

· To teach animation using Macromedia Flash, to include:

· Effective use of the specific animation features: timeline, movie clips, keyframes, motion and shape tweening

· Effective use of time-saving tools: symbol library, ActionScript panel and behaviors library

· Artistic and creative character development, script development, and storyboarding

· Traditional and modern animation techniques using the Flash drawing tools

· Publishing a finished project as a standalone Flash file, web page-embedded Flash file, QuickTime video or AVI file.

· Present and discuss past and current solutions to animation, to foster and facilitate an understanding of the possibilities animators have to communicate, entertain, and economize resources.

· Demonstrate design principles and analytical skills.

Student Learning Outcomes:
The defined outcomes listed in this guide are stated in terms of what the successful student should be able to do after completing this course. This section is a statement of final learning outcomes and does not attempt to state how, or in what order, the defined outcomes will be presented. 

After completing this course, the successful student will be expected to:

· Proficiently use the Macromedia Flash drawing tools and timeline.

· Implement basic ActionScripting to control the playback/interactivity features of an animation project.

· Discuss the advantages and disadvantages of motion and shape tweens to create animation effects versus frame-based animation.

· Create an animated cartoon using Flash, incorporating images, animations, sound effects and music.

· Apply the time-saving features of Flash, such as the symbols library and automatic animation to presentation creation.

· Explain best practices and design principles as they relate to the Flash software and demonstrate that knowledge in their projects.

· List the various stages of the animation process: character development, script development, storyboarding, keyframing, and timing, and follow through each stage in their projects.

Length of Course:
66 hours lecture/lab
Grading Method:
A-F or P/NP
Prerequisites: CS 195 or ART 225, equivalent experience or instructor consent


Required Text: Illustrating With Macromedia Flash™ MX 2004, by Robert Firebaugh ISBN: 1-58450-315-7
Major Topic Outline:

I. Introduction

II. Getting started on your animation

A. Character development

B. Script development

C. Storyboarding

III. Animation using Flash

A. Vector graphics vs. raster

B. Drawing Tools

C. Selection Tools

D. Transformation Tools

E. Fill Tools

IV. Illustration Concepts

A. Controlling the view

B. Creating simple and complex shapes

C. Perspective

D. Coloring

E. Lighting

V. Creating an illustration style

A. Line art

B. Solid fill art

C. Cartoon

D. Photographic caricature

E. Experimental

VI. Flash animation techniques

A. Creating symbols

B. Shape tweens

C. Motion tweens

D. Frame-by-frame animation

VII. Advanced illustration techniques

A. Blurring

B. Highlights

C. Drop shadows

D. Glows

E. Textures

F. Perspectives

VIII. Advanced animation techniques

A. Looping animations

B. Text movement

C. Special Effects

IX. Publishing Flash work

A. Optimizing content

B. Standalone .fla and .swf formats

C. Integrating .swf files and web pages

D. Quicktime videos

E. AVI videos
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