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20. Click the Toggle Segment Kind button, which looks like a circle with a line
through it. The line segment in the editing window changes to a circle, as shown
in Figure 3.

21. Click the up arrow to increase line thickness until the circle is solid.

22. In the File pull-down menu, select Add to Animation.

23. In the Figure Name dialog box that appears, name the object Ball and click the OK
button to place the object into your scene.

24. Notice that the ball is very large compared to your characters. Change the size of
the ball to match the scale of the scene. Also, change the color to white. The ball
will disappear on the white background, but you will fix this in the next section.

Adding a Background
Time to add a background to the scene. You will use the soccer field graphic

created in Activity 4-1. If you have not completed Activity 4-1, do so now.

25. In the File pull-down menu, select Load Background. A standard Windows open
dialog box is displayed.

26. In the Files of type: drop-down list, select JPEG Image. If you do not select this,
you will not see the JPEG file.
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Starting a New Animation

12. Start a new project by selecting New from the File pull-down menu. When asked if
you want to save the current project, click No to discard the current animation.

13. Using the orange handle, move the stick figure to the right side of the frame.

14. Click the Colour button to display the Colour dialog box. (Colour is a non-
American spelling of the word color.) In the dialog box, select a pink swatch.
Then, pick the OK button to change the color of the stick figure.

15. Next to the Colour button is the scale text box. Enter 40 in this text box to reduce
the size of the stick figure to 40 percent, as shown in Figure 2.

16. Add a second stick figure by clicking the Add Figure button.

17. Change the new stick figure to a blue color and resize it to 40 percent.

18. Add five more pink and five more blue players to the field.

Creating a Custom Figure
Pivot Stickfigure Animator is not limited to the default stick figure. Custom figures

can be created. Next, you will create a custom figure to add to the scene.

19. In the File pull-down menu, select Create Figure Type. The Stick Figure Builder is
displayed. This is used to design a custom character. You can only attach a new
shape at a connection dot (handle). To add parts, select a tool, click a dot, drag to
length, and click at the end of the shape to create it.
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Creating a Basic Animation

1. Click and hold the orange dot on the bellybutton of the figure. With this handle,
you can move the entire figure to a different place on the frame.

2. Move the character to the center of the frame, if not already there.
3. Click the Next Frame button. This “sets” the first frame and adds a new frame.

4. Click and hold the red dot on the stick figure’s right hand. Move this handle up
slightly, as shown in Figure 1. Notice the gray line that indicates the starting point
of that joint that was moved. Remember, there should be only a small difference
between pages (animation frames).

Click the Next Frame button.

Move the right hand a little higher.

Click the Next Frame button.

Move the right hand even higher. This will be the extent of the hand moving up.

Using the same process, move the hand back down to near the original starting
position of the hand over four frames.

10. Click the Play button to see your character wave hello. If the Repeat option is
checked, the animation will continue to play until the Stop button is clicked.

11. Just to the right of the Play button is a slider. Move the slider up to increase the
playback speed or down to decrease the playback speed.
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How to Begin

Launch Pivot Stickfigure Animator. The first frame (page) is displayed with a
default stick figure. Continue s follows.
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activity 52

Students will use a basic figure animator to create an active animation. Students
will be able to create new figures and load figure types to enhance the scene. Students
will import a background image to enhance the scene.
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Click the Next Frame button to set the edit.

Click the second frame in the animation preview.
Move the entire character a little more forward.
Click the Next Frame button.

Continue editing the existing frames until the forward motion has been added for the one
complete stride. Make sure you click the Next Frame button each time to set the edit.

In the File pull-down menu, select Save Animation.
In the Save As dialog box that is displayed, name the animation Soccer Game.
In the same manner as above, continue adding to the animation. You should end

up with two teams, each having six players, as shown in Figure 5. The 12 players
should compete until one team scores a goal. Each player must be fully articulated
with moving arms and legs to run and kick. Use a basic storyboard to plan the
animation. A notepad with one page per frame will work as a basic storyboard. When
finished, be sure to save the animation.
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27. Navigate to the folder where you saved the soccer field JPEG image from
Activity 4-1.

28. Select the soccer field file and click the Open button to place it into the scene.

29. Maximize Pivot Stickfigure Animator to see your entire soccer field.

30. After adding the background, your characters may be stacked. If so, move them as
needed to see all of the stick figures and the soccer ball.

Animating the Scene

31. Choose one of the two stick figures to animate. Move each arm and leg a lttle bit
10 start a running motion, as shown in Figure 4.

32. Pick the Next Frame button.

33. Move the arms and legs a little more. You will add the forward motion later.
34. Pick the Next Frame button.

35. Continue animating the figure until one full stride has been completed.

36. Click the first frame of the animation in the preview bar along the top of Pivot
Stickfigure Animator. This displays the frame in the editing window.

37. Move the entire character slightly forward in the direction it is running.




