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2D Animation Creation Guide
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Observe the symbol reference point when animating the character/symbol.
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When importing source to flash, import as RGB, not CYMK
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When increasing the scale, keep the line thickness at the original ratio
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When moving in a group state, the source positions are intermittently shifted due to a bug.
Change to a symbol and then move it
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This is a bug in Flash, so there is a gradient flipping phenomenon when importing from Illustrator.

Flip it over correctly compared to the original source
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When adjusting the transparency, internal hidden sources should not be visible
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Set the shadow to black and set the transparency to 20%.
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When animating joints, fold in a natural curved shape rather than at an angle.
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When fluttering animations such as hats, ears, and cloaks, apply lines[bones] to move them
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Allows for some animation exaggeration, even for movements that are impossible with real character
proportions
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When changing the expression from a to b, add an intermediate frame to give a natural change
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Do not mix versions with and without outlines
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When working on the animation, divide the layers into parts and work after symbolizing them.



