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Lesson Overview:

In this lesson students will be introduced to the different symbols available in Fireworks and their simple application in websites. Understanding the basics of these symbols is important before students continue on in making more complicated things. Students will learn how to make simple button for linking a page and simple animated picture.

The instructor will give step by step instructions on all the processes. Students are required to give full attention to all the steps, especially for the button symbol. At the end of the lesson, students will be required to create a simple animated picture as well as simple buttons. There will also be a theoretical quiz at the end of this lesson. 

Lesson Objective:

· Understanding about symbols in Fireworks.

· Understanding the graphic symbols.

· Making simple animated picture

· Making buttons

Supporting Files (all are samples to be shown): 

· blueOrangieStar.gif

· Exercise 11 – 1.png

· ex111.gif

· Exercise 11 – 2.png

Duration: 


2 hours (with 10 minutes break)

Lesson Breakdown: 

· Introduction to Symbols

· The Graphic Symbol

· Simple Animated Picture

· Simple Buttons

Activity:

· Quiz

· Practice

Introduction to Symbols

Fireworks has 3 types of symbols: graphic, animation, and button. Each of the symbol has its own unique characteristics for its specific use. These symbols are useful whenever you want to reuse these elements. Whenever you make a symbol, the symbol is being stored in the library. 

To see your symbols in your library:
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If your library panel is not already open. Go to the menu, select Window --> Library.
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The shortcut key to open your library is by pressing F11 in your keyboard.

2. The library panel is being grouped together under the Assets Panel. By default it is being placed in the right side of your fireworks layout, but you can always drag it out and place it elsewhere.
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When you place a symbol on the canvas, what you are actually placing is an instance. Instances are representations of the symbol. When the symbol object (the original) is edited, the instances (copies) automatically change to reflect the modifications of the symbol. However each of these instances can still have their own special characteristics, for example each instances from the same symbols can have different filters applied on them. You will learn more of these in the next topics.

Each time you want to use the same symbol, all you need to do is drag and drop the symbols from the library to the canvas. Hence symbols are very helpful because you do not have to recreate the same thing over and over again. You just need to make one symbol (the so-called blue print) and reuse it again for other situation.. After that, you can make the necessary changes if needed.

Some of the important things to notice from the Library panels are:

[image: image14.png]Erames: [25 2|

vove: [50 +|

orections [z <]

Scaleto: [100 j

opaciy: 100 =] |

Rotate: [360 j Coow @ EGH

==




[image: image15.png]The arimation of this symbol extends beyond the las frame of
the document. Automaticaly add new frames?

e ==




[image: image16.png]


[image: image17.png]Edt »

Magrification »
Select »
Hi Selection e

Hid Edges Fo

Convert Path to Marquee.

Arrange ,
Transform »
o G
Ungroup Culeshiftss
Convertto Symbl. v
Symbol > setings
Inset Hotspot Culeshifeau
Remove Arimation
Insert Rectangular Sice Ak+Shit+L)
Insrt Polygon Sice Abshie+n
Export selected sice
Lock Selection Culelert
Fatten Selecton Culeershifesz
Herge Do crlve

Flattzn Layers

Ext Full serezn ode



[image: image18.png]


[image: image19.png]edt »
Wagnfication »
Jal Solct ,
tide Seection e
tide Edges s

Conyert Path ta ercee,

arrange »
Transform »
Group ctie

Ungroup Cltshiite
Convert to Symbal 5

[ e selection s, Aihttins

Symbol
Insert Hotspot Crkshiftru

Insert Rectangular Sice Alt+shift+U Remave Anintion
Insert Polygon Slce: ALESHFLP

Export Selcted Site,

Lack Selection AL

Flatten Selection Ctrl+Ak+ShtsZ

erae Do CirifE

Flattzn Layers RO 500 x 50

it Full serezn ode



[image: image20.png]Fie Edit View Select

New
Open,

Open Recent
Reconsttute Table.
Scan

Close

save
Save s
Revert

Import
Export

Imags Preview.
Sendto E-mal
Update HIML.

Modfy Text
i+
cti+o

e

cti+s
Ctlvshitss

iR
Ceri+shiftR
Ctrlvshit+

Batch Pracess

Preview in Browser

Page Setup.
rint.
HTML Setup.

Exit

cri+p

o



[image: image21.png][Export Wizard

[~ The Export Wizard helps you

Select an export format,

Find ways to minimize the size and maxinize the qualty of your image after
ou select an export formet.

Reduce file to a requested target size.

[-Which do you want to do now?
 select an export format.
€ pelyze curtert Format settias

T~ Target export fle size:

ol




[image: image22.png]Export Wizard

Frames

What do you want to do with the frames n this document?

& nimeted GIF
© Javascript rolover
 single mage file





[image: image23.png]



[image: image24.png]1mage Preview

Optons | Fie  {Afinatin | Anmated GIF  Preview [V
@ Adaptive 128 colors

Bl [T 11054 17 sec @stkbps

Saved settings:

=

Frame 1 Tjo0ser, =~

Frame 2

Frame 3

Frame 4

Frame s

Frame &

Frame 7

Frame 5

Frame 10

Frame 11

Frame 12

Frame 13

Frame 14

Frame 15

Frame 16

Hl
Run Time: 175525

' Crop each frame

e —— y Bl = O Bm ulemiE o »

Export. o Concel





Important thing to notice:

· When you delete a symbol from the library, all the instances of that symbol in the canvas will be deleted.

· When you delete an instance from the canvas, the symbol in the library will not be deleted. In other word, you can still drag the symbol out from the library to the canvas.

Hence with this behavior about symbols, be careful in deleting symbols from the library. Do not delete a symbol from the library unless you are really sure.

The Graphic Symbol

The graphic symbol is the most static of all the symbols. The advantage of having a graphic symbol or any symbol for that matter is that it is very reusable. For example: you have a website in which you want to put your logo in all the pages. Instead of drawing over and over again for all the pages, you just need to draw only 1. Then all you need to do is drag it over from the library panel and place it in the pages.

These are the steps to make a simple graphic symbol:

1. Draw your graphic.
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2. Select all the objects and do a right-click.
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3. Choose Convert to Symbol. The shortcut key is F8.
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4. A pop-up window will appear.
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Key in the name of the symbol in the Name field.

5. Place a tick in the Graphic type option.
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6. Click OK.
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You can see the symbol is being stored in the Library. If you want to edit the symbol, just double click on the name of the symbol in the library or use the Symbol Properties icon at the bottom of the library panel.

A new editing window will appear which look very similar with your normal canvas. The only different is the Done button on top of the ruler.
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In this new editing window, you can do all the changes you need to your graphic symbol. When you are done, click the Done button. This will bring you back to the canvas.

Take note that when you modify your symbol, all the instances from that symbols will experience the same changes.

When you place an instance of the symbol in the canvas, the instance has its own properties which is independent to the symbol blueprint or other instances from the same symbols.

This is the properties panel of one instance:
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Here you can see that you can set the filter effect, transparency, as well as the blending mode for the instance.

All the instances will have the same property options, but you are allowed to choose different effect to be aplied to different instances.

For example: In this canvas, there are 3 instances coming from the same symbols. Applying different effects on instance 2 and instance 3 make them look very different from the original look of the symbol. The original look of the symbol is like instance 1 (no effect had been applied on it).
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Simple Animated Pictures

Next we are going to make simple animated pictures that can be used for websites. The end product will be a .gif file. GIF (Graphics Interchange Format) is a bitmap image format for pictures with up to 256 distinct colours. A GIF file uses lossless data compression so that the file size of an image can be reduced without losing much quality. However since it only has 256 distinct colours, it is unsuitable for photographs. We are using this file format for our animated picture because a GIF file format can combine multiple GIF images into a single file to show the animation. Colorwise, we will not be hindered with the 256 colors limitation, because our simple animated picture will not be using much colors.

The steps are as follow:

1. Create a new file, the canvas size do not have to be too big. Choose the background to be transparent.[image: image40.png]



2. Draw your object.

3. Select your object and do a right click.
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se Animation --> Animate Selection. The shortcute key is: Alt+Shift+F8.
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5. A pop-up window will appear.

You will need to fill in the values for the fields.

Frames determines how many individual pictures will make up your animation (the more frames, the larger the final file will be). More frames will make your animation run smoother. Entering values between 20 to 40 frames is good enough.

Move sets the distance (in pixels) for your object to move during the whole animation. The slider bar will only go to 250, but you can type in larger numbers. We can manually modify this later on.

Direction sets the direction of the movement in degrees. We can also modify this later on.

Scaling allows you to change the size of the object as it animates. 0 will make the object disappear. If you set it to 200 for example, it will double in size at the end of the animation.

Opacity determines if the object fades in or out. The first box sets the opacity at the start of the animation. The second box sets it at the end of the animation. 0 will make it transparant. 100 will make it fully visible.
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Rotate sets how much the ovject rotates (in degrees) during the animation. You can type in numbers larger than 360 for more than one rotation. CW  is for rotation in clockwise manner and CCW for counterclockwise rotation.
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6. Click OK.

7. A window will pop up. Just click OK.
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8. You will see the animation's path (blue line with blue points ending with a red point) coming out from the center of your object.
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Use the Pointer tool (black arrow) or the subselection tool (white arrow) to drag the red point, to decide 
the direction and distance of the path that your object will take during the animation.
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9. To view the animation, look at the small control on top of your properties panel. Click play to see how your animation looks like. The play button also acts as the pause buttons.




If you need to modify your animation. You need to stop it from playing first.

Remember that if you only want to change the direction and distance, you can do it manually by dragging the animation's path. 

If you need to add or remove more frames, change the scale or opacity, or adjust the rotation, these are the steps to follow:

1. Click on the object to select it.

2. Do a right click. Choose Animation --> Settings.



3. A pop up window will appear. Make your changes.


4. Click OK.

After you are done animating your object, it is time to save it and export it to a GIF file. The steps are:

1. Go to the menu File --> Export Wizard.

2. The Export Wizard window will pop up. Just let the default selection be.


Click Continue.

3. Next, choose Animated GIF.

Then click Continue.

4. The next window is divided into the Options, File, and Animation tabs. Click the Animation tab. In this section you can choose if your animation should loop forever or only play once and so on.




5. Remove the tick in Crop each frame.


6. Click Export.

7. Give your file name and choose where you want to save it.


8. Click Export again and you are done.

You will end up with a GIF file which you can insert in your website. 

If you need the same animation to be placed in the same canvas, then you need to clone it.

1. Click on your first animated object.

2. Go to the menu, choose Edit --> Clone.


3. The clone will be placed in the same place as the first one. Use your pointer tool to move it to another place.

4. You can modify the path of the clone using the same step as modifying the animation's path.

5. Do not forget to export it again so that your latest file is updated.

Simple Buttons

The button symbol in Fireworks is one of the most useful feature in fireworks. Buttons are often used in website as a mean for linking pages. So when the user clicks on the button they can go to another page or maybe to another website. 

Before making the button, there are a few things that you need to understand about the button symbols. A button can have up to 4 different states. Each state represents the button’s appearance in response to a mouse event:

· The Up state is the default appearance of the button. This is the normal state/appearance of your button in the website.

· The Over state is the way the button appears when your mouse roll over it. This state alerts the user that the button is active and by clicking it, something or an action will likely to happen.

· The Down state represents the button after it is clicked. Often a concave image of the button is used to signify that it has been pressed. 

· The Over While Down state is the appearance when the user moves the pointer over a button that is in the Down state. 

All these states control the appearance of the button and it does not at all affect how the button operates. It is not necessary to modify all 4 states of the button. In fact most of the time, people would only modify the up and the over state. This is done so that visitors of the website understand that there is a button there and something will happen when you click on the button.

Now we are going to make a simple button. Our buttons will look something like this:


The steps are:

1. Draw a simple shape for your button.

2. Select the shape and do a right-click. 

Choose Convert to Symbol or you can also press the shortcut key F8.


3. A pop-up window will appear. 

· Give a name for your button.

· Place a tick on the button type.


4. Click OK.

You will see lines and slices are automatically created for your button (Not to worry it is normal).

5. Double-click on the button in your canvas and you will brought to an editing window.By default you are in the Up State.


6. Next we are going to add text for the button. Click on your text tool and type in any text. It does not matter what the text is because this is only a template and we can always change it later.


A few things to note:

· before typing the text, in the text properties, change the alignment of the text to Center.

· Use the alignment panel to align the text to be at the center of the canvas.

· If your actual text for the buttons later on will be long, please make sure that it can still fit the button shape. You can do so by making the font size smaller.

7. After you are done with the text, you can add in effect to your shape. For example adding in shadow for your button shape or for the text. This step is optional.

8. Click the Over tab (the tabs are located on top of the ruler).


9. Click on the Copy Up Graphic button (located on top of the instructions).


10. All the graphics from the up state will be copied over. So now we need to modify the state of the button for Over. You can do so by changing the color of the shape or text, or making the text italic or bold. For this example, we are just going to change the color of the button shape. Click on the shape only (the rectangular shape).



11. Use the filter in the properties to modify the color. You can use the options in Adjust color. Just make sure that the Over state has a different look than the Up state.



The new look of the over state can be something like this.


12. Go to the Down and Over While Down tabs respectively and click on the Copy Up Graphic button. It is not necessary to change the appearance of the buttons in this states.

13. Once you are done with all the modifications, click Done (the button is located on top of the properties panel).


You are done making the button symbol. Click the preview tab to see how your button will look like in the website. Make sure that your roll over state works.


Now your button has a roll over state but it is not working yet. As in when you click the button, nothing will happen yet. This is because we have not told the button what to do when it is being clicked. So our next steps are to make the buttons work.

The steps are:

1. Make sure you are back in the original window. If not, click the original tab.


2. Make sure the button is selected. If not use the Pointer tool (black arrow) to click it.

3. Next we are going to modify the value in the properties panel. The first thing that we are going to change is the text for the button. Look at your properties panel and type in the actual text for your button in the text field.


4. Next, specify the link. This can be a page in your website or another website.

If you are linking to another site, do not forget to add http:// before the website address.


5. The next part that you may want to modify is the Target. This is optional. Click on the small arrow in the Target field and select from the available options.


None or _self loads the web page into the same frame or window as the link.

_blank loads the web page into a new browser window.

_parent loads the web page into the parent frameset or window of the frame that contains the link.

_top loads the web page into the full browser window, removing all frames.

You are now fully done with creating your first button. To see if it is really working, you need to preview it in a browser. So press F12 in your keyboard to do so.

Now that we are done with one button, the question is how to use this one button to generate other buttons. The other buttons will have similar appearance but different texts and links.

The steps are:

1. Select your button.


2. Go to the menu, click Edit --> Clone.


3. A clone of your button is created and it is being placed exactly in the same place as your first button. So you use your Pointer tool (black arrow) to move it to a new place.



4. Now we need to modify the text, link, and target (optional) for the second button. Go the second button's properties panel to do so.


You are done with your second button. Repeat the same steps to generate more buttons. To check whether all the buttons are working fine, preview it in the browser (F12).

Things to note: in the properties panel of the buttons you can see the Add Filters option. You can experiment with this to apply filter to your individual button.


If you want to modify any of the button, choose one of these 2 steps.

Step A: double click on the button in the canvas and you will be brought to the editing window.

Step B: double click on the button symbol in the library. You will also be brought to the same editing window.


Whatever changes you make will be reflected in all the clones.

All the steps shown so far in making the symbols is by converting an object to a symbol. You can also make a symbol from scratch:

1. Do one of the following:

· Go to the menu and choose: Edit --> Insert --> New Symbol. 

· Select New Symbol (the icon with the + sign) from the Library panel Options menu. 

2. Give a name for you symbol and select a symbol type: Graphic, Animation, or Button. 

3. Click OK. 

4. The Symbol Editor window will appear. Create your symbol.

5. Click Done.

The library tab in the Assets Panel.





The type (kind) of the symbols, divided into: Animation, Button, Graphic.





The different symbols that we have currently in our library are being listed by their names. The symbols have different icons next to their names. The icons represent what kind of symbols they are.





New Symbol.


Click this to create a new symbols.





Symbol Properties.


By clicking this you can modify your symbol properties (a pop-up window will appear). In this pop-up window, there is also a shortcut for you to edit the symbol.





Delete Symbol.


Select the symbol that you want to delete and click this icon to delete the symbol.





Green point represent the first frame and the starting position of the object.





Red point represent the last frame and the final position of the object.





The rest of the points represent the frames in between and the position of the object in that particular frame.





Play / Pause button





Click here to let the animation play only once.





Click here let the animation loop. You can choose if you want it to loop forever or only for a certain amount of cycles.





The first button





The second button (the clone)
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