CorelDRAW Tutorials

Learning Corel R.A.V.E. from scratch 
By Steve Bain
Whether you're an experienced CorelDRAW® user or brand new to the suite, you may be surprised to discover that animating in Corel R.A.V.E.™ is far less complicated than you might think.

Although a rudimentary exposure to animation may help smooth your personal learning curve, there's certainly no need to be a professional animator to use this program effectively (see Figure 1). We've all watched cartoons on television, and this makes us more than qualified to create our own using Corel R.A.V.E.



Figure 1: In Corel R.A.V.E.™, the longest part of the entire animation process is the planning stage. Creating the actual animation is a snap. 

If you're reading this before you've created your first animation project, you might find comfort in the planning pointers to follow. Some initial planning will help considerably, as will following a list of general tasks. 

You'll find the process less perplexing once you've determined at least a basic "script" of roughly what (and how) you'll be animating. Try these planning tips for starters: 

· Decide what you will be animating: text, simple objects or groups of objects. Completely swapping or replacing objects in an animation can be difficult if not impossible as you approach the latter stages of your work, so planning is important. The objects you animate may be created either directly in Corel R.A.V.E., or done in CorelDRAW and imported using the Import command.

· Establish the type of animation you'll be creating. Will it be a simple banner ad on a Web page, a set of standalone animated images in a Web design, a cartoon-like movie or a totally interactive interface? Corel R.A.V.E. lets you create any of these.

· Although it's not critical, try to determine the size and/or proportions of your animation, and give some consideration to its playback speed and duration. These properties are controlled by the Movie Setup options.

· Consider the movement of your objects and what your sequence of events will be. Give some thought to when they will appear and/or disappear, how you would like them to animate, and the points at which the objects might change appearance or position.

· Object properties such as position, transformation and color are applied directly on the Stage. The points at which objects appear or disappear are determined by the number and frames in which they are visible over time. The points at which they change properties are produced with the insertion of keyframes. All of these tasks are accomplished using the Timeline window.

For a first attempt, let's try animating by following these brief steps using a somewhat clichéd example: a perpetually bouncing ball. For this, I'll only need to create one circular object. The rest will be done by controlling its movement, shape and stage position in specific movie frames. 

1. Begin by launching Corel R.A.V.E., choosing to begin a new movie and setting some Movie properties. Double-click the edge of the Stage to open the Options dialog box to the Movie Setup page (or choose Movie, Movie Setup). 

For this example, let's keep the animation small by changing the stage size to 300 pixels in width and 100 pixels in height. Leave the Resolution at 96 and the Frame Rate at 12. Click OK to close the box. 

2. The Timeline currently displays the appearance of Frame 1, indicated by the frame indicator in the Timeline (see Figure 2). Using the Ellipse Tool, create a circular ellipse roughly 20 pixels in diameter on the left edge of the stage. Apply any fill and/or outline properties you wish. 




Figure 2: Create an ellipse and fill it with color. 

In this case, I've created a simple Radial Fill using colors from the onscreen RGB palette. You may also notice that the new object you've created is automatically listed in the Object Manager to the left of the Timeline window. I've used the Object Manager to name the object. 

3. For my movie length, I've decided the animated circle will bounce two times up and down as it moves across the stage over 30 frames. But at this point, the lifeline marker adjacent to the Ellipse indicates the object exists only in Frame 1. 

To give life to the ellipse across all 30 frames, click-and-drag the ellipse lifeline to increase its length and release at frame 30 in the Timeline (see Figure 3). By lengthening the ellipse lifeline, the movie length is increased automatically. 
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Figure 3: Increase the ellipse lifeline to cover 30 frames in the Timeline. 

4. At this point, the frame indicator has changed to display the stage appearance in frame 30, and the ellipse remains selected. However, the position of the ellipse needs to be changed to define the last point of movement. Any time an object's properties change, a new keyframe is required. 

To do this, select the endpoint of the lifeline and click Insert Keyframe button in the Object Manager (or double-click the ellipse lifeline at frame 30). Although the Add Keyframe action was only meant to add a keyframe to the ellipse lifeline in the final frame, both the beginning and endpoints have automatically become keyframes (Figure 4). 
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Figure 4: Keyframes are indicated as hollow lifeline markers in the Timeline. 

5. Applying property changes to the ellipse in each of the keyframes essentially creates the animation effect known as a "tween". In our case, the "tween" will involve a position change. While still in frame 30 and with the ellipse keyframe still selected, drag it to a new position to the right and center of the right edge of the stage. 

In the background, Corel R.A.V.E. creates a tween between the two object positions over 30 frames, which in turn causes the ellipse to change position slightly and progressively in each frame as it moves from its frame 1 position to its frame 30 position. At this point, view your efforts by clicking the Play button in the movie controller. 



Figure 5: Adding a keyframe to "tween" the ellipse position between frames. 

When finished, click the Rewind button. 

6. In order to create the effect of the ball bouncing up and down twice, you'll need to create more keyframes and ellipse positions to define the up and down positions. To keeps things simple, let's have the up positions occur evenly at frames 10 and 20, and the down positions at 5, 15 and 25. To add the keyframes to the ellipse animation, double-click its lifeline at each of these frame positions. 

Once you're done, click directly on the ellipse lifeline keyframe in frame five. On the stage, click the ellipse and drag it to the bottom of the stage border. Repeat this operation for ellipse position in frames 15 and 25. To create the up positions, drag the ellipses in frames 10 and 20 to the top of the stage (Figure 6). 
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Figure 6: Add keyframes at points along the ellipse lifeline, changing the position of the ellipse in each frame. 

Click the Play button in the movie controller to view the effects. Although the movement may seem slightly mechanical, you've created your first rough animation (Figure 7). 



Figure 7: Notice how the ellipse moves directly between its new positions as the animation progresses through frames. 

If you've followed along with the previous steps, you'll see the bouncing ball animation simulates movement through direct position changes. The "tweens" created by Corel R.A.V.E. automatically create the intermediate steps—something comparable to the Blend effect found in CorelDRAW. 

The path followed by the ball is determined solely by the positioning of the ellipse in each of its keyframes. However, we can achieve a more rounded path for the bouncing ball by applying a "tweened" ellipse to a path. 

7. For a "tween" to follow a path, there need be only enough keyframes to create a "tween" for the ellipse to appear throughout all 30 frames. In other words, you'll need to delete the five keyframes between frames 1 and 30. 

To quickly delete a keyframe, double-click the ellipse lifeline keyframe markers at frames 5, 10, 15, 20 and 25. After doing so, your ellipse should only consist of a single object "tweened" between two points. 

8. Rewind your movie to return to frame 1 and choose the Bezier tool. In my case, I created a single arc, duplicated it to create two copies, combined the three objects into a single curve (CTRL + L) and joined the broken nodes using the Shape tool and Property Bar options. Then, I resized the path to overlap the left and right edges of the stage. 
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Figure 8: Draw an open curve to act as the bounce path for the ellipse "tween" to follow. 

9. In order to successfully apply the ellipse to the path, you must be able to view and select both the "tween" and the path at once. This means you'll need to extend the lifeline of the open path by at least one frame by dragging the lifeline marker to frame 2. 

Having done that, click the ellipse "tween" in frame 2 of the Timeline window to select that portion; notice the Property Bar becomes available with certain Path options (Figure 9). Click the Attach to Path button and use the targeting cursor, which appears to target your open curve path. 
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Figure 9: Apply the ellipse to the open curve path using Property Bar options. 

Also, click the Full Path button in the Property Bar to have the ellipse follow the complete path. Click Play to view your results, which should resemble Figure 10. 



Figure 10: The ellipse now follows the path, regardless of its original keyframe positions. 

10. To hide the path from view, return to frame two and click the path on the stage. Once selected, right-click the None color well in the onscreen palette to remove any Outline Pen colors applied. 

In this variation of the bouncing ball animation, motion appears slightly more realistic since an arc path is used to simulate the effects of gravity; this gives the animation a sense of realism. If you're already getting the knack for animation, you might even consider continuing your efforts by creating a shadow ellipse (see Figure 11). 

In this case, I've "tweened" a flattened ellipse copy, layered it behind the original ellipse, and filled it with shades of RGB gray to serve as a shadow, as well as changing its position to roughly match the motion of the ellipse "tween" on the path. 



Figure 11: A copy of the ellipse uses position and color "tweens" to serve as a shadow. 

If you're tackling animation with Corel R.A.V.E. for the first time, you may find that these tricks of the trade will help you in your future animations. Stay tuned for more tips, and animation techniques in future tutorials.
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Hottest R.A.V.E. In Town

© 2001 by Foster D. Coburn III. All Rights Reserved.

I realize that many of you simply use CorelDRAW to create the artwork you use for printing, engraving, sublimating and cutting. But if you are going to already have the software and learn how to use it, you might as well get the very most out of it for your business. So I'm going to go over the new Corel R.A.V.E. program that is included with CorelDRAW 10. It's main focus is to create artwork for the Internet in Macromedia Flash format. Since a large number of you have a home on the Web, this could give you the ability to contribute content for that home. 

That Sense of Sameness

It's quite possible that you'll open up Rave for the first time and not notice any real difference from CorelDRAW 10. I guess that is because it is almost identical. The main changes are the addition of a Timeline Docker and the effects for creating quality animations. Because of this sameness, you can create your first animation only minutes after starting the program. Even better, you can open an existing CDR file to use as the basis for your animation. 

Let's Animate
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When working with CorelDRAW, everything is static. So the first change we see is in the Movie Setup dialog box at right. You still choose a height and width (the default measurement unit here is pixels), but the most important change is the Frame Rate. This determines how many frames are shown in each second. For reference, movies at your local theater play at 24 frames per second. The higher the value, the larger the file it produces though the animation will be smoother. The default in Corel R.A.V.E. is 12 frames per second and I would suggest keeping this value for the time being. Change the page size to 500 pixels wide by 200 pixels high and click OK. The Movie Setup dialog box gives you the ability to see the number of frames displayed each second. 

In order to get the hang of the timeline, we'll need to add something to our file. So, add some text. I chose the word "WOW!" in 100 point Futura XBlk BT for my file. Feel free to use a different word or font if you wish. My only suggestion is you keep the word fairly short and use a bold font. Hmmm, so far this works just like our old friend CorelDRAW. 
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Now look at the Timeline Docker and you should see "Artistic Text: Fontname" in the tree list just below Layer 1. "Fontname will obviously read as the name of the font you've chosen. For example, mine says "Futura XBlk BT". Just to the right of this entry will be the first frame of the object on the timeline filled with a big black circle. Click on the "Artistic Text" entry in the tree list and then click and drag the circle to the right until a line covers all the frames through Frame 36. You should now see something similar the image at right. The Timeline Docker makes it easy to specify how long each object appears on screen. 

Now click your cursor in the box representing Frame 18 of our text object. Hint, this is halfway. If you miss and click in the wrong frame, it isn't a really big deal. Once you've clicked in the frame, double-click right on the line. This will turn that frame into a Keyframe for our text object. When this happens, you'll notice that the big black circles at either end of the line have now changed into hollow squares and a hollow square is now in Frame 18. This just means that each of those three frames is a keyframe. 
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The idea is that you create artwork in each keyframe and then Rave will create all the frames between each of the keyframes. So let's make a change in our artwork so that you can see exactly how this works. With Frame 18 still selected, choose the Interactive Envelope tool, set the mode to Single Arc, click and drag the top middle node up while holding the Shift key. Keep dragging until you get near the edge of the movie. When you've done this, your screen should look similar to the image at right. After Enveloping the text, your image and Timeline should look similar to this. 

Believe it or not, we're almost done. Go to the lower left of the Rave window and you'll see some VCR buttons. Press the Play button (the rightward pointing arrow) and watch the movie you've made. The text will shrink and grow as the movie cycles. The last step is to export this file. 
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Choose File | Publish to the Web and name your file. The only file format available is Macromedia Flash (SWF). Click the Export button and you'll get a dialog full of options. In the Presets drop-down, choose "High Quality - Optimized and Protected" then press the OK button. Now it is just a matter of adding this file to your Web page. A simple way to preview it would be to find the file in Windows Explorer then drag and drop it on top of an open Internet Explorer or Netscape Navigator window. Most of you already have the Flash plug-in required to view the file though some of you may get an error if you don't have the plug-in. It can be downloaded for free from http://www.macromedia.com if you don't already have it. 
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Mastering Tweens in Corel R.A.V.E. 2.0
By Steve Bain
With the exciting new release of Corel R.A.V.E.ä 2.0, begins a new era for Corel Graphics Suite 11 users, enabling you to excel to a higher level of animation sophistication. In our first Corel R.A.V.E. tutorial, we explored the very basics by animating a relatively simple bouncing ball. This time around, we'll take a slightly closer look at how tweens can be manipulated to control animated effects.

Although the term may not yet be entirely familiar to run-of-the-mill illustrators, understanding the "tween" concept is a critical part of animating with Corel R.A.V.E. 2.0. Tweens enable you to put the 'zippity-doo-dah' into your animated designs by controlling how objects change over a sequence of frames. Let's explore how Corel R.A.V.E. enables you to manipulate object properties beyond simple position and size changes to create rotation and color tweens.

In essence, tweens automatically create a series of objects between two keyframes—one object for each frame. The properties of the intermediate steps created are based on the two objects being tweened in a steady progression. Each of the two keyframes in an object's lifeline is joined by a tween—the lifeline itself can consist of multiple keyframes, making it possible for you to change an objects' animated properties as many times as you wish.

For the most part, tweens are created automatically whenever keyframes are applied to an object's lifeline in the Timeline window (Figure 1). However, the effects of a tween may only be seen if the object properties differ in some way from the first keyframe to the next.
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Figure 1: Keyframes in the Timeline window are represented by hollow marker symbols. 

Creating and Selecting Tweens If you've never created a tween before, you'll find the technique for doing so relatively straightforward. To create a tween, follow these quick steps: 

· Create an object on the stage using any drawing tool.

· In the Timeline window, click-drag to extend its lifeline to span multiple frames.

· Double-click the lifeline end point, which will automatically set the lifeline beginning and endpoints as keyframes. The area between the keyframes represents the tween, which is indicated by a black line joining the two keyframe markers (Figure 2).

[image: image10.jpg]15 %

e e et

Selected tween






Figure 2: A tween is the line in the Timeline window joining two keyframe markers. While selected, the tween appears as shown above. 

· Click the endpoint keyframe to select the object. Notice the stage appearance automatically changes, and both the keyframe in the Timeline and the object on the stage become selected. At this point, a tween exists, but no changes have yet been applied to the objects to cause changes in the animation.

· Using a click-drag action, drag the object in any direction to change its position. Now, a position tween exists. Click the Play button to view the effects and notice the object moves between the first and last keyframe positions.

· In the Timeline window, click to select the area between the keyframes. Notice all objects on the stage become selected, whether they are visible in the current frame or not. In this selection state, you may apply changes to the entire arrangement. For example, a click-drag action will move all objects—including both those in the keyframes and the tween objects between them.

Once a tween exists between keyframes, any property changes applied to the object at either keyframe will in turn affect the tween itself. In each tweened frame, Corel R.A.V.E. automatically calculates and creates the transitional object properties to create the necessary animated effect.

Tweening Object Size And Position Clicking the area between keyframes in the Timeline window once selects the tween. A selected tween appears on stage with its beginning and ending object positions highlighted by tween markers, as well as being highlighted in the Timeline. Once a tween is selected, the Property Bar will present certain tween options. But before we explore these options, let's explore how tweening size and position can create animated movement on the stage.

To change the size and/or position of an object in a particular frame in Corel R.A.V.E., simply click an object once to select it and use a click-drag action to change its position and/or use the object's selection handles to apply relative scale, width or height changes. Applying these types of changes to a "keyframed" object will in turn affect its tweened frames.

Figure 3 shows an example of a tween using size and position. Here, text is tweened onto a stage position, appears to collide with another object, and quickly moves off the stage. The points at which each object changes in position and/or size were created using keyframes. Notice by varying the number of frames and changes in position, you may create a sense of acceleration. Also, by combining position and size changes you may create a sense of perspective.


Figure 3: This animated sequence was created using tweens causing changes in object size and position. 

Animating Object Rotation Rotating objects around a center origin using a tween is done in a similar way to size and position changes. To create a sense of rotation, follow these quick steps: 

· Create any object (ideally one which is non-circular) and extend its lifeline in the Timeline window to span multiple frames. Double-click the lifeline endpoint to create the keyframes at the start and end.

· Click the line between the keyframes in the Timeline. In the Property Bar, you'll notice an option to apply a Number of Rotations. You may fully rotate an object up to 25 times within a single tween to have Corel R.A.V.E. 2.0 perform the necessary degree calculations.

· While an object is selected, you may rotate by degree increments using the Property Bar Angle of Rotation option or interactively using the Pick tool cursor rotation/skew mode.

· With your object rotated, press Return to play the animation and view the results.

Notice as the animation plays the object is rotated between rotation properties of the object in each keyframe. Figure 4 shows two gears rotating in opposite directions, while the looping action appears continuous. To create this effect, precise rotation was applied to each object end keyframe object. The blue cog was applied with a 30-degree rotation angle, while the red one uses a 120-degree rotation.


Figure 4: The two gear cogs seen here appear to turn continuously in a 360-degree circle in opposite directions using rotation tweens. 

Controlling Tween Color As you're likely beginning to realize, once a tween exists you may apply any property change you wish to your objects to simulate various types of animation. One popular tween effect in animation is color change, created by changing the fill color properties of an object between keyframes. By default, whenever color changes are applied, your tween is automatically applied with a Direct color tween, resulting in a smooth transition of color being created in the tweened frames. 

Your tween's color may also be altered from this default to produce some very dramatic color shifts using the Property Bar options while an object's tween is selected in the Timeline window. If you wish, you may set your tween object to change color in either a clockwise or counterclockwise rotation around the standard color wheel. To apply these color rotation styles to a tween, click to select the tween in the timeline and use Property Bar options to select either the Clockwise or Counterclockwise buttons (see Figure 5). 
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Figure 5: Once a tween is selected, the Property Bar offers these color tweening options. 

To demonstrate these effects, Figure 6 shows the difference in visual effects created by the rotated color. In this case, an ellipse was tweened by size, with its outline color changed from Blue in the first keyframe to White in the last. The tween at the left uses the direct color option (the default). The center tween was applied with the Clockwise color option, while the right tween uses the Counterclockwise option. Notice how the difference in color transition differs dramatically in each instance, although all three tweens are otherwise identical. 


Figure 6: Changing tween color rotation enables the outline color of these three ellipses tweened by size to progress through the standard color wheel in three different ways. 

Reversing your Animated Action Here's a tip you might wish to keep in mind when manipulating tweens in the Timeline. Since property changes applied to objects between keyframes creates the effect as the movie progresses sequentially through frames, the order of the objects in those frames controls the forward or backward play action. This means the animated action always begins with the first object and ends with the last. But what if you want to play a sequence of frames in reverse? 

In animation, having the ability to reverse the action without the need to begin the tween sequence from scratch can be an incredibly powerful tool. If a tween involves object property changes in a single tween between two keyframes, select the tween in the Timeline and choose Arrange, Order, Reverse Order (see Figure 7). Doing so causes the object frame positions to be transposed in the Timeline. In turn, Corel R.A.V.E. automatically updates the tween to reflect the frame and object changes. 
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Figure 7: The Reverse Order command enables you to force tweens to play backwards from their original sequence. 

Figure 8 demonstrates the effects of altering the node positions composing a simple closed curve. In this case, a red ellipse was converted to curves and rotated 45 degrees. A tween was created involving changes to the nodes and curve states on the object in the second keyframe to create the shape of a blue rectangle, resulting in a morphing effect of sorts. The example on the left represents the original tween sequence, while the example on the right shows the tween applied with the Reverse Order command. 


Figure 8: This ellipse-to-rectangle morph was tweened quickly using the Reverse Order command.[image: image13.png]
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