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How to Make a “Superman” 
Too be able to create the superman stunt you need to have macromedia flash MX installed on your computer. You will need to locate where it is and open it to be able to use information presented to you in this help sheet. 

1. First you will have to draw the shape of what you want to do the superman using the line tool. (In our case that is a stick figure) 
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2. Now on to the hard part! Even though you could create a motion tween to get from stand to standing on the wall it looks better when you do it frame by frame
a. In each frame you will have to move the figure a little move his arms a legs also. 

B .first you will need to select the selection tool and select the stick figure or alternate object 
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To werk with Flash Projects:
1. Create a new project, or
2. Open an existing project.
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Selection tool 









Selection box 

3. Now you can use the free Transform tool to tilt him towards the wall. 
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Alternate way to 

Select the free
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Transform tool

a. Also move 

His arms and 

And legs a little

By using the selection 

       tool 

4. Now you need to create a new key frame by right clicking the next frame in the timeline and selecting insert key frame.



5. Now repeat step 3 until the stick figure is standing on the wall. 

[image: image11.png]Fle Edt View Insert Modfy Text Commands Control Window Hep

ook
& o n
/e To workwith Fash Proects:
¢ A 1. Create 2 new prtec,or
2. Open an exsting project.
00 | Dz
7
oS
[ ) 4] | w o2 [2eks [ 1 €]
7 a
e |
UQ
Test Project £ 8
& Dats Components.
2] oatarolder
Dataset
G roBResoher
m Frame. Tween: |Motion Scle | Sound: [None [v! 8 a
$ [ || emeo || A et e ED @) oncomector
55 updaten
Lo e o [ ] [0 e oo [ [t o]t of e
[orient to path Sync  [V]Snap No sound selected. N

ro.. | & an. [N QPR AV 11z0pu

e & £ 0. [ |k [ O |





6. Now select the 21st frame or hover many you want the motion tween to be. And insert a frame. 


7. Next you need to insert a motion tween by right clicking anywhere between the last key frame and the last frame.



If the line is dotted you need to insert a key fame on the last frame. 

8. Now click the last frame and drag the stick figure to where you want it to be by the end of the motion tween


9. At the end you may do what ever you like you can have the figure flay off the screen, land, disappear or even blow up. 







