Our Animation Process:

1. Brainstorm – When starting both of two projects we spent the first two meetings coming up with ideas and sketching out some very rough keyframes.  We decided up on what the main story is, what would be fun and exciting to do, what tools and visual effects we’d like and feel are possible, and what sounds we might add in.  All members of the group were involved in this step.

2. Keyframe – The next step was to create a set of detailed keyframes.  Generally we created one or two keyframes for each scene and describe what is occurring in each scene.  It was important to have keyframes that marked the transition between scenes.  Generally at this point we created the keyframes in Flash and make certain to create the final library objects for everyone to use.  Two or three computer science members of the group came up with the key frames.

3. Divide & Conquer – After spending a week doing the previous two steps we divided up the scenes between our group members based on experience, abilities, time availability, and desire.  Only the computer science members of our group worked on the animation.  At this point we would split off and each work on our own sections for two – three weeks.  We each tried to do the best we could on our sections, leaving the odd section to be done on the next step if the section required more knowledge of the surrounding scenes.  Usually it was the last scene were this occurred.  Often we did not provide enough detail  and the person working on the scene had to wait for the previous scenes to be completed before starting.

4. Integration – To bring the scenes together into a single coherent animation the computer science members of the group met together for an entire day in the lab.  In this stage each person’s individual flash project was brought together with the rest into one big project where the scenes were linked in order.  Transitions between scenes were smoothed out and any discrepancies between characters or backgrounds were removed.  At this point we often added some new ideas that we came up with when viewing the actual scene.  For our first project we went through two integrations.  We met and then broke up and worked on improving the original scenes and then came back a couple of days later to put the animation together again.  On our second animation this was not necessary.

5. Sound Addition – Up until this point the animation is without sound.  Our music student required the animation in quick time format so we exported to this format and gave her the resulting file and any suggestions of what we had in mind for the sound effects.

6. Final Details – Once the music student created the sound we took her sound file and incorporated it into our flash project.  Unfortunately in the second project the timing was wrong and we had to adjust the animation to match the sound.  At this point we produced our final flash movie as well as exported the flash movie into a final quicktime movie.  

Technical Lessons

· The quick time movies exported by Flash are really poor.  Often they skip frames, distort the timing, and mangle any animation clips used.  Partially this may be due to using a frame rate of 20 fps.

· In order to export to quick time format it is necessary to convert the Flash project to a Flash 5.0 project.

· The export to .avi function in Flash does not work at all.

· If we were to do this again we would ensure our music student was able to view the actual Flash movies.  The incorrect timing in the second animation was a result of our animation student basing her work on the exported quick time movie.

· A very key lesson we learned in Flash is to use and share library objects.  This ensure that objects throughout the animation have roughly the same look and feel.

· The motion tweens created by flash have to be renamed when integrating the project.

· We found Swift 3D very useful to do some 3D modeling and rendering.  By exporting from Swift 3D to Flash movie format and then importing the flash movie into the project we were able to incorporate these sections of animation easily.

· Our music student was only able to give us the final sound in raw CD audio format.  Be sure to have some way of changing these files to wav or mp3s that you can import into Flash.  In our case we resorted to using Roxio Easy CD creator in the games lab.  There were no program able to do this in the animation studio.

What we learned

We learned the value of team work and cooperation, because none of us could have finished these two animations on our own. Throughout the process of creating our two animations, we all helped each other out by giving hints and ideas on what we can improve on for our scenes and for the animation.

We learned to compromise! When we received our music and realized that it was not synchronized with our animation scenes in Flash format, we tried different methods in order to make the music work but with no success. Finally, we decided to cut frames out of our own scenes in order for them to match the music and sound effects. We realized that changing our animation to suit the music was much more appropriate, given our time constraint, than to change the music to suit our animation.
After our initial animation, we had a better grasp of the mechanics involved in creating an animation. We found that creating the initial keyframes for every scene gives the animation a more consistent style and it helped articulate the ideas for the scenes of the group members.  Following through with this approach we were able to create a set of library objects for each scene as well.  This helped us save time as the same library object would not need to be re-drawn.  This is not to say that there were not any new objects put in the animation, but rather it aided us in saving time so we would not have as many redundant library objects.
