Creating animation

Animated graphics add life to your Web site. You can create a variety of lively animated GIFs in Fireworks, including banner ads, logos, and cartoons. 

An animated GIF is a series of still images that appear quickly in succession, which creates the illusion of an image in motion. When you build animation in Fireworks, you place each image in a separate frame. All of the images of animation are exported to an animated GIF file. In Fireworks, you can open and edit existing animated GIFs, or create new animated GIFs. 

By gradually changing the content of successive frames, you can make an object appear to move across the canvas, get bigger or smaller, rotate, change colour, fade in or out, or change shape. You can use these and other techniques to put together a sophisticated animation that tells an entire story or depicts a realistically moving object, such as a cartoon character, animal, or automobile. 

To greatly simplify animation, you can convert to symbols those objects that appear in multiple frames in the animation. To create intermediate steps in the location, transformation, or effect of an object, you can use a process called tweening, which automatically draws the intermediate objects and distributes them to frames. 

Frames 

You create animated GIFs in Fireworks using frames. Each frame contains a different image. Elements that you want to appear in all frames are placed on a separate layer that is shared among all the frames. As the sequence of frames is displayed in order, it creates the illusion of movement. 

Tweening Instances
Tweening is a traditional animation term that describes the process in which a lead animator draws only the key frames, while assistants draw the frames in between.
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In Fireworks, tweening blends two or more instances of the same symbol, creating interim instances with interpolated attributes. You can tween the location, transformation, opacity, and effects of individual instances. 

Tweened from 100% opacity to 25%

For example, tween a vertical instance with a horizontal instance to produce objects that rotate progressively to form a blend between the two. 

Planning an animation 

When you create animation, it is important to plan the events you want to occur before you begin creating it. Otherwise, you may become lost in frames and layers and the animation may look choppy when it plays. Below are a few points to think about when planning. 

· Draw out on a piece of paper the main steps that will take place in the animation.

· Decide how long you want the animation to be.

· Deciding on frame speed can come later when you can experiment to see what speed is best. Remember though that speeding up/slowing down the animation without adding/removing any more frames will make your animation shorter/longer.

· Always check that you have all the elements that you wish to use before you begin creating animation.

