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Chapter 1: Introduction to Animate CC

What's New in Animate CC

The October 2018 release of Animate CC (version 19.0) rolls out exciting new features for character animators, game
designers, advertisement developers, animators, and educational content creators. Read on for a quick introduction
to these features and links to resources offering more information.

Auto Lip-Sync

As a character animator using Animate CC, creating lip syncing was always a time consuming effort. Now, you can
match mouth poses to sound inflections automatically with Adobe Sensei powered Animate.

Auto lip-syncing allows easier and faster method of placing appropriate mouth shapes on Timeline, based on the
chosen audio layer. You can achieve this using an existing list of mouth poses, drawn within a graphic symbol and label
them with corresponding visemes. When you apply auto lip-syncing on a graphic symbol, keyframes are created
automatically at different positions matching with the audio visemes, after analyzing the specified audio layer. You can
make any further adjustments if you want, by using regular workflows and Frame Picker.

File Edit View Inset Modify Text Commands Control Debug Window Help
Auto_Lip_Sync_Example.fla® >

4= Wi Scenel s Gull

Graphic

f: | qull_beak

ST

Neutral

Use Frame Picker...

1 Neutral

\‘\ \U\U\ﬁ

Lip Syncing...

Auto Lip-Sync
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Introduction to Animate CC

For more information, see Create symbol instances in Animate CC.

VR authoring and publishing (Beta)

As a 2D game developer, educationist, or web developer, you can use 2D skill set in Animate and export panorama or
360 virtual reality animations. You can use these virtual reality animations as Facebook feed, use in Microsoft Office
products or in any website.

Animate now introduces VR 360 and VR panorama document types which enable you to create such engaging content
with ease. Also, you can use the virtual reality document type to import 3D model content (.glb files) to an Animate
project and interact with VR output.

You can click and move MovieClip instances in the Preview panel. Animate detects the objects automatically when you
click and move them around. They move along a cylinder or a sphere path depending on the selected document type.

Animate also lets you manage the virtual reality animations at runtime by using APIs. For example, you can introduce
some objects in a 360 virtual reality environment when a user clicks a button.

VR publishing output sample

For more information, see Virtual Reality authoring and publishing.

Asset sculpting for vector and raster content

You can now easily deform complex vector shapes and raster shape using asset warp tool. Create animations without
having to redraw assets on each frame.

Using the warp handles that appear on the objects, you can reshape or distort specific object areas while leaving other
areas intact. Users can select multiple objects using selection tool and then select asset warp tool to create warp handles
on them. All the selected objects are grouped when you create the first warp handle. This asset warp tool enables you
to create frame-by-frame animation and tween animations on complex shapes or bitmap images.
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Illustration for asset warping

For more information, see Transforming and combining graphic objects.

Texture publishing for improved performance

As an animator, now you can continue to author content in vector format and export as vector or raster format for
HTML 5 platforms.

Click File > Publish Settings. If Export animation as texture is enabled in Basic tab, you can view the texture
publishing optionsin Image Settings tab. By default, all the symbols are included in texture publishing. To selectively
choose symbols for textures, click Change.
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Texture publishing settings

For more information, see Texture publishing in Texture publishing.

Layer parenting and layer effects

Layer parenting

Animate allows you to parent one layer to another. Layer parenting is an easy way to allow one layer/object of your
animation to control over the other layer/object. As an animation designer or a game designer, you can speed up your
animation time as you can control movements of different parts of a character more easily.

Now, you can animate between poses easily by organizing assets in parent-child layers. When an object on the parent
layer moves, the child layer automatically moves along with it.
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File Edit View Inset Modify Text Commands Control Debug Window Help

AnCC LayerParenting Walkeyclefla* %

= M Soemel A Wolkoyde Nested

Timeline:

A mI

Layer parenting
For more information, see Create timeline layers with Animate CC.

Layer effects
Add tints and filters to layers, play with in and out fades, depth of field, and so on. You can make all these changes
without changing objects on stage.

You can use frame level filters to apply them for all the objects at a time in a frame. Apply filters directly on the timeline
(frames) without having to place the assets or animation inside a Movie clip. Filters can be applied over all types of assets
including graphic symbols and shapes, providing more flexibility.

Using layer effects
Using layer effects

For more information, see Applying layer effects.
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Export to GL Transmission Format (gITF)

As an animator, now you can export new glTF standard based animations that can run on Facebook feed and Microsoft
Oftice suite. New WebGL-gITF standard (Beta) and WebGL-gITF Extended (Beta) document types have been added to
the existing list of document types in Animate.

You can use standard document type which allows integration with standard gITF playback packages. The extended
document type enables you to create advanced animations with interactivity that runs on Animate’s new gITF runtime.

WebGL-gITF Export (Standard and Extended)
WebGL-gITF Export (Standard and Extended)

For more information, see Using WebGL-gITF document type in Virtual reality authoring and publishing.

Improved integration with After Effects

As an Animator, you often need to create animations in Animate and import them into After Effects for post processing
tasks. Now, Animate streamlines this workflow by providing a plug-in for After Effects.

You can import Animate FLA files into After Effects to composite them with a video or render them as video with more
creative effects. The layer hierarchy of Animate is maintained in After Effects. After Effects can interact with Animate
using the plug-in.

Import Preferences X

hoose Folder .

For more information, see Importing Animate FLA files into After Effects.

New Home screen

You can get started quickly now with Animate using the new Home screen. Choose the destination for an animation
using any of the intents, Animate provides you the preset formats. Choose an intent from the tabs at the top of the
screen such as Character Animation, Social, Game, Education, Ads, Web, and Advanced. In Advanced tab, you can
choose document types such as HTML5 Canvas, ActionScript 3.0, VR 360 (Beta), and so on.

Select the appropriate presets for each of the intents and click Create to start creating animations. You can view the
recently used files in the left pane. Sample assets are provided at the bottom of the startup screen.

Click Learn from the left pane to access recommended tutorials to get started with Animate.

While working with your animations, to create new document you can use File > New. Alternatively, you can use the
following shortcuts:

Windows OS: CTRL +N.
macOS: CMD + N.
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New Home screen

Miscellaneous changes

Paint bucket tool You can now use Paint bucket tool to click and drag across the contours of an object to fill them with
a chosen color. You can click and drag the tool in any direction across the contours. Paint bucket tool fills the color
wherever dots are captured across the contours.

Quick tween creation You can now create tweens quickly from the stage by selecting the objects. Select the objects at
stage, right-click, and choose one of the tween animations to create tweens quickly. If the objects selected are part of
multiple layers, a one-second animation is created in all the layers.

Support for MS Office pen Now, Microsoft surface users can get the best performance and line quality as the pen is
natively supported.

Better looking interface Animate user interface has been updated using the Spectrum framework to make it as sharp
and intuitive as with other Creative Cloud products.

Exit frame sync for graphic Symbols You can synchronize graphic symbols with parent timeline while editing the
symbols. When you enter and leave the graphic symbols, the graphic symbols are synchronized and the frame positions
are retained.

Redesigned Timeline Timeline controls have been redesigned for ease of use. Some of the controls are moved to the
top of the timeline. Previously, the controls were placed at the bottom of the timeline.
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Brush and eraser tools enhancements Improved drawing experience with Brush for preview and final Brush strokes.
Pressure and Tilt options and minimum brush size options are added to Brush tool. Simplified smoothing control is
provided for Brush tool. More controls are provided for the eraser tool, all the capabilities of the brush tool are now
available for eraser tool.

For more information on eraser tool enhancements, see Erase by dragging.

Merge layers

You can group a set of layers and merge them as a single layer. In timeline, select the layers and right-click the selected
layers. Choose Merge Layers from the pop-up menu as shown in the below screenshot.

Show All
Lock Others
Hide Others

Show Others Transparent

Insert Layer

Delete Layers

Cut Layers
Copy Layers

Paste Layers

Duplicate Layers

Merge Layers

Guide
Add Classic Motion Guide

Mask

Show Masking
Timeline

Insert Folder
Delete Folders
Expand Folders
Collapse Folders

Expand All Folders
Collapse All Folders
& ] Darth_Meow_Shado

& ] Obi_Wan_Catnobi

L] Obi_Wan_Catnobi_Shadow

Properties...

Merge layers in timeline
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New Themes
You can now choose any of the four color themes for Animate. To change the theme, select Edit > Preferences. In
General tab, click the drop-down list menu adjacent to User Interface and choose the appropriate theme.

-
[55)

)
[3+)
[3+)

]
D
L

General

Code Editor
Undo: Document-level Undo ~

Script Files
100 |evels

Compiler

Text
Auto-Recovery: 10 minutes

Drawing

User Interface: Lightest ™

Darkest
Dark der
Light r Stage Panning for better performance

v Lightest -app notifications

(] Hide time markers on the timeline

|
User interface themes

Swatches panel enhancement

You can expand the swatches panel without affecting its order of colors alignment. When you drag the panel, it
increases the size of the swatches as shown below in the second screenshot. If you further drag it, the swatches panel is
distributed across multiple columns as shown in the third screenshot below.

Swatches in multiple columns

You can export, import or re-use the saved swatches. Tagged swatches can be re-used across all document types in
Animate.
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H264 video import enhancement

When you import H264 format videos in Animate, by default, the entire video is imported without affecting the
number of frames in the video. If you want to match the document FPS, you can select the option in Import Video
dialog as shown in the following screenshot.

« If Match document FPS is selected, Animate drops some frames as video fps is different from doc fps.
+ If Match document FPS is not selected, frames are not dropped.

By default, Match document FPS option is unchecked.

Import Video X

Embedding

How would you like to embed the video?

Symbol type:  Embedded video

Place instance on stage

Expand timeline if needed
Include audio

Match document FPS (frames in the video will be removed or repeated as necessary)

Match document FPS

What is Animate CC?
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Visual Glossary

Basic tools, Workspaces, and Colors

Basic tools

Workspaces

Colors

Time

trimellne
oé 1 5 1
F=le T T | S
B Cloud X ]
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Tm o e [ a»

Timeline Frames

FPS
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Timeline
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= Normal La... ) « @
£ Motion Layer

X Guide Layer
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% Motion Ma...
3, Motion...

Layers
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Elements

AO

12

Symbols Raw Shapes Bitmap Video
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Audio Groups Text Drawing Objects
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Classic Tween

Motion Tween

Shape Tween

Animate CC system requirements

Applicable for: October 2018 (19.0) release

System requirements for earlier releases: Animate CC system requirements | earlier releases

Minimum system requirements for Animate CC
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Windows

Minimum requirement

Processor

Intel Pentium 4 or Intel Centrino, Intel Xeon, or Intel Core Duo (or
compatible) processor (2GHz or faster processor)

Operating system

Microsoft Windows 7 with Service Pack 1 or Windows 10 version 1703

RAM

2 GB of RAM (8 GB recommended)

Hard disk space

4 GB of available hard-disk space for installation; more free space
required during installation (cannot install on removable flash storage
devices)

Monitor resolution

1024x900 display (1280x1024 recommended)

Internet Internet connection and registration are necessary for required
software activation, validation of subscriptions, and access to online
services.*

macOS
Minimum requirement
Processor Multicore Intel processor

Operating system

macOS X version 10.12 (64 bit) or version 10.13 (64 bit)

RAM

2 GB of RAM (8 GB recommended)

Hard disk space

4 GB of available hard-disk space for installation; more free space
required during installation (cannot install on a volume that uses a
case-sensitive file system or on removable flash storage devices)

Monitor resolution

1024x900 display (1280x1024 recommended)

Internet Internet connection and registration are necessary for required
software activation, validation of subscriptions, and access to online
services.*

Software QuickTime 10.x software recommended

* NOTICE: Internet connection, Adobe ID, and acceptance of license agreement is required to activate and use this
product. This product can integrate with or allow access to certain Adobe or third-party hosted online services. Adobe

services are available only to users 13 and older. It requires agreement to more terms of use and the Adobe Privacy
Policy. Applications and services cannot be available in all countries or languages. It can be subject to change or
discontinuation without notice. Extra fees or membership charges can apply.

Language versions available for Animate CC

Deutsch
English
Espaiiol
Frangais
Italiano

Nederlands

Last updated 10/15/2018
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Polish

Portugués (Brasil)
Svenska

Turkish

Cedtina

Pyccxuit

2?2

220

220

29e%

*Available for Windows only.

Create a 2D character animation

If you want to re-create this animation, save the 2D Animation assets to your own Creative Cloud account. Once in
your Creative Cloud Libraries, you can access these assets from the CC Libraries panel in Animate CC.

Last updated 10/15/2018


http://adobe.ly/1IG6Gaw

Introduction to Animate CC

Note: You need to be signed into your Creative Cloud account to save the library. Get an Adobe ID if you don't have one.

Publish content on multiple platforms

Adobe Flash Professional is now Animate CC. All the features and functionality shown can now be found in Animate.

Last updated 10/15/2018
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http://www.adobe.com/products/animate.html
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Work with Multiple File Types in Animate CC

Last updated 10/15/2018
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About Animate files

In Animate, you can work with a variety of file types, each of which has a separate purpose:

« FLA files, the primary files you work with in Animate, contain the basic media, timeline, and script information for
a Animate document. Media objects are the graphic, text, sound, and video objects that comprise the content of your
Animate document. The Timeline is where you tell Animate when specific media objects should appear on the

Stage. You can add ActionScript® code to Animate documents to more finely control their behavior and to make
them respond to user interactions.

+ Uncompressed XFL files are similar to FLA files. An XFL file, and the other associated files inside the same folder,
are simply the uncompressed equivalent of a FLA file. This format makes it easier for groups of users to work on
different elements of an Animate project at the same time. For more information, see Working with uncompressed
XFL files.

« SWFEfiles, the compiled versions of FLA files, are the files you display in a web page. When you publish your FLA
file, Animate creates a SWF file.

The Animate SWF file format is an open standard that other applications support. For more information about
Animate file formats, see www.adobe.com/go/flashplayer.

+ ASfiles are ActionScript files—you can use these to keep some or all of your ActionScript code outside of your FLA
files, which is helpful for code organization and for projects that have multiple people working on different parts of
the Animate content.

+ SWC files contain the reusable Animate components. Each SWC file contains a compiled movie clip, ActionScript
code, and any other assets that the component requires. Note: SWC files cannot be imported into Animate.

+ ASCfiles are files used to store ActionScript that will be executed on a computer running Adobe Media Server.
These files provide the ability to implement server-side logic that works in conjunction with ActionScriptin a SWF
file. Note: ASC files are not supported with Animate CC.

+ JSFL files are JavaScript files that you can use to add new functionality to the Animate authoring tool.

« APRfileslets you bundle the canvas publish template along with its publish profile settings. Going forward, any new
asset linked to a publish profile is bundled and shared as well. For more information, see Specify publish settings for
Animate

What is Animate CC?
What is Animate CC?

The following additional videos and tutorials demonstrate working with Animate/Flash Pro. Some videos may show
Flash CS3 or CS4, but are still applicable to Flash Pro CS5.

« Video: Working with FLA files (CS3) (6:00)
+ Tutorial: Creating your first Flash CS5 document
« Video: Creating your first working, interactive FLA file (CS3) (7:51)
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Working with other Adobe applications

Animate is designed to work with other Adobe® applications to enable a broad range of creative workflows. You can
import Illustrator® and Photoshop” files directly into Animate. You can also create video from Animate and edit it in
Adobe® Premiere® Pro or After Effects®, or import video from either of those applications into Animate. When
publishing your SWE files, you can use Dreamweaver® to embed the content in your web pages and launch Animate
directly from within Dreamweaver to edit the content.

Opening XFL files

Beginning with Animate CC, XFL is the internal format of the FLA files you create. When you save a file in Animate,
the default format is FLA, but the internal format of the file is XFL.

Other Adobe® applications such as After Effects® can export files in XFL format. These files have the XFL file extension
instead of the FLA extension. InDesign® can export directly in FLA format, which internally is XFL. This allows you to
work on a project in After Effects or InDesign first and then continue working with it in Animate.

You can open and work with XFL files in Animate in the same way you would open an FLA file. When you open an
XFL file in Animate, you can then save the file as a FLA file, or as an uncompressed XFL file.

The following video tutorials demonstrate exporting from InDesign and AfterEffects to Animate via XFL and FLA:
« Exporting from After Effects to Animate via XFL (2:43)
To open an XFL file in Animate:
1 Inanother Adobe® application, such as InDesign or After Effects, export your work as an XFL file.
The application preserves all of the layers and objects of the original file in the XFL file.
2 In Animate, choose File > Open and navigate to the XFL file. Click Open.

The XFL file opens in Animate in the same way as an FLA file. All of the layers of the original file appear in the
Timeline and the original objects appear in the Library panel.

You can now work with the file normally.
3 To save the file, choose File > Save.
Animate prompts you to name the new FLA file in the Save As dialog box.

4 Type a name and save the FLA file.

Working with uncompressed XFL files

Beginning with Animate CC, you can choose to work with your Animate files in uncompressed XFL format. This
format allows you to see each of the separate parts, or subfiles, that make up the Animate file. These parts include:

« An XML file that describes the Animate file as a whole.

« Separate XML files to describe each Library symbol.

« Additional XML files containing publish settings, mobile settings, and others.

+ Folders containing external assets, such as bitmap files, used by the Animate file.

By working with uncompressed XFL format, you can allow each part of the Animate file to be worked on separately by
different people. You can also use a source control system to manage the changes made to each subfile within your
uncompressed XFL file. Together, these capabilities allow for much easier collaboration on larger projects with multiple
designers and developers.
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Using live update with XFL files

With live update of editable assets for Uncompressed XFL Documents, you can edit any Library asset from an

uncompressed XFL document while the document is open in Animate. Your changes to the asset are reflected in

Animate when you finish editing the asset in another application.

To edit an asset from an uncompressed XFL document in another application:

1
2

Save a Animate document in Uncompressed XFL format.

In an appropriate editor, such as Photoshop, open the asset you want to edit from the LIBRARY folder of the
Uncompressed XFL Document.

Edit the asset and save your changes.
Return to Animate.

The update to the asset is reflected in Animate immediately.

Edit a SWF file from Dreamweaver in Animate

If you have both Animate and Dreamweaver installed, you can select a SWF file in a Dreamweaver document and use
Animate to edit it. Animate does not edit the SWF file directly; it edits the source document (FLA file) and re-exports
the SWF file.

1
2

u H» W N

In Dreamweaver, open the Property inspector (Window > Properties).
In the Dreamweaver document, do one of the following:
+ Click the SWF file placeholder to select it; then in the Property inspector click Edit.

+ Right-click (Windows) or Control-click (Macintosh) the placeholder for the SWF file, and select Edit With
Animate from the context menu.

Dreamweaver switches the focus to Animate, and Animate attempts to locate the Animate authoring file (FLA)
for the selected SWFE file. If Animate cannot locate the Animate authoring file, you are prompted to locate it.

Note: If the FLA file or SWF file is locked, check out the file in Dreamweaver.

In Animate, edit the FLA file. The Animate Document window indicates that you are modifying the file from within
Dreamweaver.

When you finish making edits, click Done.

Animate updates the FLA file, re-exports it as a SWF file, closes, and then returns the focus to the Dreamweaver
document.

Note:
To update the SWF file and keep Animate open, in Animate select File > Update for Dreamweaver.

To view the updated file in the document, click Play in the Dreamweaver Property inspector or press F12 to preview
your page in a browser window.

Start Animate.

On the main Animate screen, select Create New > Animate File (Mobile).
In Device Central, select a Player version and ActionScript version.
Select a content type.

In the Available Devices list, select a single target device or multiple devices (or select a set or individual device in
the Device Sets list).

Last updated 10/15/2018
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6 Click Create.
7 Add content to the new Animate document.

8 To test the document, select Control > Test.

Create a new document
You can create a new document or open a previously saved document in Animate, and you can open a new window as

you work. You can set properties for new or existing documents.

You can choose the destination for an animation using any of the intents, Animate provides you the preset formats.
Choose an intent of your choice from the tabs at the top of the screen such as Character Animation, Social, Game,
Education, Ads, Web, and Advanced.

Select the appropriate presets for each of the intents and click Create to start creating animations. You can view the
recently used assets in the left pane. Sample assets are provided at the bottom of the startup screen.

©

Character Animation

Full HD
panoroma_moving.fla 1 20 1

bird_flying.fla

testfla ActionScript 3.0
HorseRiderfla

PR2fla Standard
640 x 480

Create
SAMPLE FILES (11)

P
2 »

3
il

Auto Lip Sync Stickman Biblo Walkcycle Side Complainer

.

Creating a new document
1 Select File > New.
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New Document X

Advanced

WebGL gITF Stand.... HTMLS Canvas

VR Panorama (Beta) VR 360 (Beta) ActionScript 30

AIR for 10S AIR for Android

Happy Pants Guy Dance Scared Puppy Stickman Complainer

New Document

2 Choose an intent of your choice from the tabs at the top of the screen such as Character Animation, Social, Game,
Education, Ads, Web, and Advanced.

3 Select the appropriate presets for each of the intents and click Create.

You can also choose settings for the document. See Set properties for a new or existing document.

Create a new document from a template
1 Select File > New from Template.
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New from Template X

Templates

Advertising

AIR for Android
AIR for i0S
Animation

Banners

Templates:

480 x 320 Blank
960 x 640 Blank
1024 x 768 Blank
1136 x 640 Blank
2048 x 1536 Blank

HTML5 Canvas
Medi yback

c

Sample Files Description:

Blank document for AIR for iOS

devices with landscape stage size
of 480 x 320.

Cancel

New from Template dialog

2 Selecta category from the Category list, select a document from the Category Items list, and click OK. You can select
standard templates that come with Animate or a template you have already saved.

Open an existing document
1 Select File > Open.

2 In the Open dialog box, navigate to the file or enter the path to the file in the Go To box.
3 Click Open.

View a document when multiple documents are open

When you open multiple documents, tabs at the top of the Document window identify the open documents and let you
easily navigate among them. Tabs appear only when documents are maximized in the Document window.

? Click the tab of the document you want to view.

By default, tabs appear in the order in which the documents were created. You can drag the document tabs to change
their order.

Open a new window for the current document
? Select Window > Duplicate Window.

Set properties for a new or existing document
1 With the document open, select Modify > Document.

The Document Settings dialog box appears.
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2

To set the Dimensions of the Stage do one of the following:

« To specify the Stage size in pixels, enter values in the Width and Height boxes. The minimum size is 1 x 1 pixels;
the maximum is 2880 x 2880 pixels.

+ To match the Stage size to the exact amount of space used by the contents of the Stage, select the Match Contents
option.

+ To set the Stage size to the maximum available print area, select Match Printer. This area is determined by the
paper size minus the current margin selected in the Margins area of the Page Setup dialog box (Windows) or the
Print Margins dialog box (Macintosh).

+ To set the Stage size to the default size, 550 x 400 pixels, select Match Default.

To adjust the position and orientation of 3D objects on the Stage to maintain their appearance relative to the edges
of the Stage, select Adjust 3D Perspective Angle to Preserve Current Stage Projection.

This option is only available if you change the Stage size.

(CS5.5 only) To automatically scale the contents of the stage relative to the change in Stage size, select Scale Content
With Stage.

This option is only available if you change the Stage size. You can choose whether to scale content in locked and
hidden layers in the Preferences. For more information, see Set General preferences.

To specify the unit of measure for rulers displayed in the work area, select an option from the Ruler Units menu.
(This setting also determines the units used in the Info panel.)

To set the background color of your document, click the Background Color swatch and select a color from the
palette.

For Frame Rate, enter the number of animation frames to appear every second.

For most computer-displayed animations, especially those playing from a website, 8 frames per second (fps) to 15
fps is sufficient. When you change the frame rate, the new frame rate becomes the default for new documents.

(CS5.5 only) To 