Total of 665 pages plus art

Part 1: Live Motion Environment/Sherry

Chapter 1: Live Motion  Framework – 28 pp+

What is Live Motion?

Bitmap program

Vector program

Animation program

Authoring Program

Programming Interface

LiveMotion and Flash

The Flash Format

Using Live Motion  to generate Flash Movies

What can you do with Live Motion?

Static Web Pages

Splash Pages

Tutorials

Forms

Cartoons

Games

Web Sites

Database Front ends

A First Animation

Chapter 2: Exploring the Interface –10+



Overview



The Toolbox



The Menus



The Palettes



The Composition Window



The Timeline



Color




Getting Help

Part 2: Creating Static Objects/Sherry

Chapter 3: Creating Basic Objects –40+

Create objects with LiveMotion's Geometric tools

Rectangles and Squares

Rounded Rectangles

Ellipses and Circles

Polygons

Select Objects

The Selection Tool

The Subgroup Selection Tool

The Drag Selection Tool

Specify Object Size

Grid and rulers

Transforming Objects

Transform palette

Resize using bounding box

Apply Color and Color Schemes to objects

Create Outline Objects

Duplicate Objects

Arrange Objects

Combine Objects

Create Aliases

Distribute Objects

Group and align objects

Stack objects

Chapter 4: The Pen Tool 15+



What is a Bezier Curve?



Creating Polygons



Drawing Curved Shapes



Making Corners



Converting Points



Adding and Removing Points



Reshaping Objects

Chapter 5: Creating  Text  15+



Using Fonts on Web Pages



Text as Graphics




Creating Text Objects




Point Size




Leading




Tracking




Outline Text




Alignment



Text Field Tool




Text for display




Text for data entry




Embedding fonts

Chapter  6: Create Layered, Bitmapped Live Motion Objects 40+

Build an Object Sandwich

The ImageStyler Approach

Form, Layers, Filters, and Effects

The Layered Look

LiveMotion's Approach to Layers

Using the Object Layers Palette

Adjusting Objects with the Layers Palette

Layer Opacity and Object Opacity

The Layer Offset Tool

Alpha Channels

An object approach to alpha

Using Alpha Channels 

Build Alpha From Image

Importing Alpha Channels

Drag and Drop

Active Matte

Using Bitmapped images

Importing From Photoshop

Importing Alpha Channel information

Create grayscale Masks

Swap Objects

Chapter 7: Build Decorative Web Elements 40+

Textures

Importing Textures

Third-party Filters

Assigning Textures

Adding Textures to the Library

3D

The 3D palette

Assigning the Effect type (Bevel, Emboss, Cutout, Ripple)

About Edges (Straight, Button, Plateau, Ripple)

Depth

Softness

Lighting

Angle

Creating the Illusion of In or Out

Adjustments 

Brightness

Contrast

Saturation

Tint

Posterize

Invert

LiveMotion Style

What is a Style?

Style Elements

Write Recipes

Create Styles

Define the Style

Add Styles

Delete Styles

Edit Styles

Apply Styles

Styling Text

Chapter 8: Build Complex Shapes  30+

Transformations

Location

Scale

Skew

Distort

Rotate

How To Mangle An Object

Using the Distort Palette

Lens Effects

Displace

Twirl

Spherize

Quantize

Radial Quantize

Stacking Objects

How to Build An Object Stack

Aligning and Distributing

Maintain Alignment 

Send Forward, Send Backward, Bring to Front, Send to Back

Object Combinations

Unite

Unite with Color

Minus Front

Intersect

Exclude

Removing Combinations 

Chapter 9: Creating Backgrounds  20+

How LiveMotion Treats the Background

Setting Colors

Importing a background

Pattern Making

Creating Tile for the Web

Testing the Tiling

Creating Combined Backgrounds

Easy Stripes

Plain and Fancy

Scalloped Edges

Fractured Edge Effects

What Can I Build Into The Background?

How Browsers Display Background Images

Using Page Titles

Preparing For Frames

Chapter 10: Exporting Graphics 10+



Exporting as JPG



Exporting as GIF



Exporting as Photoshop



Exporting as PNG

Part 3: Building Basic Animations/

Chapter 11: The Timeline   30+/Shawn



Timeline Hierarchy




Composition




Objects





Naming Objects





Showing or Hiding Objects





Shy Objects





Locking Objects





Reordering Objects




Object Properties



Viewing the Timeline




Timeline units




Playback speed




Zooming in or Out




The Current Time Indicator



Object Duration



Key Frames




What is a key frame?




Using Key Frames



Animating Object  Transformations




Position




Object Opacity




Rotation 




Vertical Flip 




Horizontal Flip  




Skew




Scale  



Animating Layer Attributes (Color)



Structuring an Animation




Place Objects in Ending Position




Animate Backwards



Animation and Download Speed




Using Vectors or Bitmaps




Automatic Symbols on Export



Previewing Animations




In Live Motion




In the Browser

Chapter 12: Cel Animation  15+Steven Cloren



Disney and Live Motion



Animating  Object Attributes




Replace




Active Matte




Anchor Point




Outline Width




Shape



Animation Techniques




Squish




Stretch




Anticipation



Cartooning

Part 4: Creating Interactivity/Dan

Chapter 13: Introduction to Scripting   30+



Why Script?

Object Oriented Programming briefly explained

Quick Action Script Overview

Live Motion Behaviors and ActionScript

Variables

Data Types

Number

Object

String

Boolean

Operators

Programming Elements

Array

Conditional Statements

Expressions

Statements

Methods

Properties

Script Editor

Explain All Buttons and Menus

Explain 3 menus in Syntax Helper

Debugger

Trace() method

Chapter 14: The Movie Clip  30+

Explain movie clip – interactive object

Create a movie clip

Movie Clip Groups

Nested Movie Clips

Movie Clip Hierarchy

Absolute References

Relative References

SWF Player

Z order

Stacking

Looping Movie Clips
Chapter 15: Creating Rollovers 30+

Explain States

State Palette

Creating States

Making buttons go up and down

Different Buttons for Different States

Attaching the rollover code to buttons

Using the Web palette

Web palette options

Remote Rollovers

Define Custom States

Link Custom States

Saving Rollovers

State Scripts

Writing code without the state palette

LMCurrentState method

Chapter 16: Advanced Animation Techniques/Phil Singher



Creating Movie Clip groups

Animate Multiple Objects

Animate a Mask

Nesting Animations

Create a Backwards Animation

Stretch and Remap the Time in an Animation

Part 5: Scripting Techniques/Dan

Chapter 17: Timeline Control, Site Navigation, Interactivity 30+

Labels

Explore methods associated with timeline control

Goto and stop/play

Stop/play

Back/Forth Relative methods

GetURL;

Menus

Navigation Bars

Drop down menu

Collapsible menus

Event Handlers

Keyframe Scripts

Drag and Drop

Get Bounds

Key Object

Chapter 18: Visual Content Control – 30+

Movie Clip properties – write scripts that effect each property

Mouse Trailers

Mouse Object

Color Object

Chapter 19: Forms, Dynamic Content, XML 30+

Dynamic Text Fields

Property menu

Form creations

XML Object

XML Socket Object

Working with databases

Uploading content

Downloading Content/Variables

Load Variable method

Chapter 20: Sound Object 30+

Digital Sound Explained

Attaching sounds to buttons

Analyze Methods

Exporting audio

Sharable sounds

Create a jukebox with volume and pan controls

Chapter 21: Advanced Functionality 30+

Live Tabs

Script Automation

Date Object

Math and Number objects

String Object

Using JavaScript

Calling Scripts from outside Live Motion

Part 6 Using LiveMotion with Other Programs

Chapter 23: Using Other Programs with LiveMotion 30+/Phil & Sherry


Using Photoshop Images


Working with Illustrator


Creating Movies



QuickTime



After Effects


Exporting to GoLive

Chapter 24: Live Motion for Flash Users 20+/Matthew David

Part 7: Implementing Your LiveMotion Site 

Chapter 22: Programmatic Content and Pre-Loaders 30+/Dan

Explain it

Duplicate Movie Clips

Load/UnLoad Movies

Pre-loaders

GetBytesLoaded

Total Frames Property

Z order and Stacking – DHTML recreation

Reworking scripts to use variables and functions

Coding Techniques

Chapter 25: Site Building 30+/Dan

Optimization and File size considerations

Using the Adobe Reference Guids

Using the Export Report

Exporting

Site Creation Planning

Incorporating Live Motion into static HTML site

Creating Entire Site in Live Motion

Chapter 25. Creating Pre-Loaders

GetBytesLoaded

_Total Frames Property

Did I lose any outline headings for what’s now ch. 25??
