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Getting to know the Interface (Lesson #01)
Tumult Hype is an authoring tool for interactive web animations. It is designed to let you compose complex animation choreographies with as little code as possible. Therefore it is important to learn how to use the features in the interface properly. So this first lesson is dedicated to make you familiar with the interface of Tumult Hype.
 
￼[image: image23.png]
Key Learnings:
●Understanding the interface
●Settings and functionality
Understanding the project
Open the HTML file next to the browser to investigate the different Hotspot. You can also open a new Hype project to see the actual interface in the tool.
 
Note that you can switch between light and dark mode in the preferences.
Now let’s take a quick look at the different parts of the interface to understand their functionality and how to use them.
(1) The Scene Editor
The  scene editor is the heart of your composition. It is a representation of the look of the project during design time. You can place, arrange, modify and remove elements from the scene. The scene has dimensions which are represented by the (currently) white board. 
Elements that are placed within the boundaries of the scene will be visible in the browser. Everything outside the scene will be invisible during run time (i.e. in the browser) - similar to the “off” on a real stage.
Background color and dimensions of the scene can be modified in the Scene Inspector.
(2) The Timeline
The Timeline is the place where you create and orchestrate your animations. It has a single track for each item and context dependent properties. The timeline in Hype is time based (MM:SS.FF where MM = minutes, SS = seconds, and FF = frames out of 30). Animations are represented by tweens between keyframes.
￼[image: image127.png]
(2.1) The Playhead
The playhead is an indicator for the current position on the timeline. It can be moved by either clicking on a position on the timeline or via drag. The vertical line allows you to accurately align timings on the timeline.
Note that changes made on the scene editor or in the properties relate to the current position of the playhead, especially while being in the record mode.
(2.2) The Record Mode
The Record Mode is a unique feature in Tumult Hype: It allows you to switch between layout and animation mode. When deactivated, you can create, arrange and modify elements without creating animations. When enabled, changes get interpreted as animation instructions.
(2.3) Timing functions (aka “Easings”)
Timing functions allow you to affect the velocity in which the animation plays in each instance. That allows you to create more “natural” animations, for example when elements slow down during the animation process. Per default, Hype applies an EaseInOut function.
￼[image: image36.png] 
(2.4) Timeline Zoom
The timeline zoom allows you to zoom in and out on the timeline, in case you need to adjust really short animations or see the bigger picture on a long animation sequence.
(3) The Scenes Selector
This view shows you the available scenes of the current project. You can switch between scenes by clicking on the scene preview. You can also rearrange, rename, add and remove scenes here. 
(4) The Layouts Selector
This view shows you the layout variations of the current project. You can switch between layouts by clicking on the layout preview. You can also rearrange, rename, add and remove layouts here. You can choose from predefined layout breakpoints or create custom ones.
￼[image: image119.png]
(5) The Inspector
The Inspector holds the different settings and properties for the project as well as for currently selected elements. The inspector is separated into different views that can be switched using the tabs at the top bar.
￼[image: image66.png]
 
(5.1) The Document Inspector
Here you can edit the settings for the document as such, for example the title or meta tags of the exported HTML document. 
(5.2) The Scene Inspector
The Scene Inspector allows you to make adjustments to settings that refer to the current scene. Here you can modify the size, add and modify layouts and timelines, change the scene background color and add scene related actions and behaviors.
￼[image: image162.png]
Note that this view changes to the Symbol Inspector when you change the context by entering the symbol scope.
 
(5.3) The Metrics Inspector
The Metrics Inspector gives you access to certain properties of the currently selected element, such as content overflow, positioning, scaling, responsive behavior and transformations.
￼[image: image171.png]
(5.3) The Element Inspector
The Element Inspector gives you access to the styling properties of the currently selected element, such as background color, border, visibility, shadow, filter effects and reflection.
Note that the Element Inspector switches to the Vector Inspector when editing the vector context of a vector shape, giving you access to properties like anchor point behavior and path options.
(5.4) The Typography Inspector
Typography has an Inspector view on its own, including properties like font family, color, size alignment etc. It is also context sensitive, so all changes only apply to the currently selected element.
(5.5) The Actions Inspector
The Actions Inspector allows you to add event listeners to the currently selected element and define according actions. Here you can also set the cursor property for the current element.
￼[image: image59.png]
(5.6) The Physics Inspector
Hype gives you access to a physics engine. With this view you can customize the behavior of the currently selected element in regard to this physics context, such as density, force, friction, drag etc. and of course in how far the element should be affected at all (inactive, static or dynamic).
￼[image: image245.png]
(5.7) The Identity Inspector
The last view gives you access to Accessibility settings, the display name and allows you to define CSS classes and/or a unique ID for the currently selected element. You can also add additional HTML attributes.
(6)The Elements Popup
The elements popup allows you to create and/or place all sorts of elements like text, buttons, rectangles, ellipses as well as vector shapes and lines, HTML widgets, images, audio, video and sprite sheets.
￼[image: image172.png]
 
(7) The Symbol Popup
The Symbol popup gives you access to the symbol creation options, such as creating a new empty symbol, converting the selection into a symbol, creating persistent symbols (scene independent) or making a duplicate symbol (which means making a copy of the symbol itself, not only of the symbol instance).
￼[image: image129.png]
Note that you can also use the context menu using a right click to convert selected elements into a symbol or persistant symbol as well as make a duplicate symbol.
(8) Group and Arrange Toolbar Buttons
The group and arrange options in the top bar allow you to quickly group and ungroup elements and change their order on the (virtual) z-axis (determining which is placed in front or behind the other elements).
￼[image: image186.png]
These options are also available through the right click context menu or in the main menu under “Arrange”. 
(9) Zoom
The zoom option allows you to quickly zoom to a defined percentage value or zoom in and out progressively. You can however use the keyboard shortcuts CMD++ and CMD+- to zoom in and zoom out as well.
 ￼[image: image184.png]
(10) Preview in Browser
The preview in browser option lets you run the composition in a new browser window. Click on the browser icon to start the preview. You can use the drop down menu next to the browser icon to define the target browser.
￼[image: image21.png]
 
You can also use the keyboard shortcut to start the preview from anywhere in the project, which is very handy and probably the most used shortcut when working with Hype.
(11) Toggle Inspector and Resources views
With these icons you can show and hide the views for the Inspector and Ressources library. This is especially useful when working on a smaller screen when you need more space for the scene editor. You can also use keyboard shortcuts here: CMD+Shift+I for the Inspector and CMD+Shift+L for the Ressources library.
(12) Toggle Scenes and Layouts selectors
Similar to the Inspector and Ressources icons you can use the Scene and Layouts icons to show and hide their selector views respectively. The keyboard shortcuts here are CMD+Shift+J and CMD+Shift+K.
￼[image: image96.png]
(13) Resource Library
In this view you will find all permanent assets and resources of your project, such as images (depending on the original size/quality in variations for retina optimization), functions, symbols, fonts, external libraries and styles, etc.
Here you can manually add and remove resources, set preload options and enable automatic optimization on export.
￼[image: image128.png]
 
Good to know…
You can change the Source editor font, the interface theme and the color of the guides in the Preference settings. Click on “Hype” > “Preferences…” to open the menu and then click on “Interface” to access the settings for the UI.
￼[image: image156.png]
Here you can customize your UI settings. 
 

Creating a simple animation (Lesson #02)
One of the biggest advantages of using Tumult Hype is the timeline, which allows you to create web animations without writing code. In this short lesson you will learn how to create your first animation and preview it in the browser. This is what the result looks like:
 
￼[image: image104.png]
Key Learnings:
●Using the timeline
●Record mode
●Keyframes
Understanding the project
Start the project file in the 010 Start folder. This project already contains the character as a single element, which we want to move from left to right.
￼[image: image189.png]
 
Activate record mode
In order to create an animation, you need to create at least two states that will then get interpolated - or in plain language: The computer then creates the transition between both states to achieve the animation. Creating an animation in Hype is really easy thanks to the “record” mode. 
 
￼[image: image232.png]
This mode allows you to switch between layout changes and animation instructions. Since we want to animate the character now, click the record icon (red circle) in the timeline. 
￼[image: image226.png]
The record mode is now active and changes get interpreted as animation instructions.
 
Move the playhead
With the next step we define the duration of the animation by moving the playhead on the timeline. As mentioned before, an animation needs at least two states. In this example the initial state is already good as is. Before we define the second state we need to define when this state should be achieved.
You can either click on the ruler, drag the playhead or enter a number in the time field to set the playhead to the new position. 
￼[image: image98.png]
In this case set it to 2 seconds. That means the animation will have a duration of 2 seconds. 
Change character position
Now that we have defined the duration we need to move the character to create the second state for the animation. This can easily be done by moving the character in the scene editor (click and drag the element). Move the character to the right side of the scene.
￼[image: image30.png]
See how this moving of the character instantly creates keyframes in the properties overview on the timeline (the diamond shaped items in the lower section) and a tween in the character layer.
Adjust timing function (optional)
The animation already works. The blue dotted line indicates the movement. If you take a close look you might notice that the distance between the dots is uneven. This is due to the timing function that is applied automatically. Such a timing function - also referred to as “easing” - is a mathematical equation that is applied to the animation to affect the playback speed. Per default, Hype uses an EaseInOut function, which means that the animation is a bit slower at the beginning and at the end.
You can change this timing function by clicking on the tween between the keyframes first to select the tween (Tip: you can double-click the animation in the properties section too, for more of a direct edit).
￼[image: image44.png]
Then open the timing function popover at the right hand side of the timeline to apply a different timing function if you want to.
￼[image: image152.png]
Preview animation
In order to test and preview your animation, you have two options: you can preview the animation in Hype itself or you can preview the animation in a browser. For a first impression it is helpful to play the animation in the tool, but it is always good to check in the real environment (i.e. the browser) to really get a feeling for timings.
Preview in Hype
To play the animation in Hype you can simply click on the play button on the timeline. It will start the animation from the current playhead position or restart the animation when the playhead is currently at the end of the timeline.
￼[image: image229.png]
You can also use the space bar on the keyboard to start and pause the animation.
Preview in a browser
In order to run the animation in a browser you can either press Cmd+Return on your keyboard (probably the most used keyboard shortcut when using Hype) or click on the Preview Toolbar Button in the top bar of the interface with the browser icon.
￼[image: image15.png]
 
If you followed the instructions carefully you will now see the animation in a new browser window of the selected browser.
￼[image: image73.png]
Good to know…
In this example we have animated the position property of an element, but the general procedure works for all kinds of animations, such as opacity, scaling, color… you name it. 
You also don’t need to start with the animation at the beginning of the timeline. Once the record mode is activated, there is a second playhead on the timeline, called the “capo,” that can be repositioned to define the starting point.
￼[image: image1.png]
 
Note that you can always change the position of a tween on the timeline easily. Just drag it to the desired position. You can also change the duration and change the properties within keyframes and add new keyframes. But we will go into more details on that in the following lessons.
 
Happy animating.

Creating a Call-out element in Hype (Lesson #03)
Tumult Hype does not only gives you the power to animate already existing artwork, but you can also use it to create content. In this easy tutorial you will learn how to create and style elements as well as usage of text and fonts to create a simple call-out component. The result looks like this:
 
￼[image: image164.png]
Key Learnings:
●Creating elements
●Text and font usage
●Properties and Positioning
Understanding the project
Start the project file in the 010 Start folder. This project is currently empty as we will create everything we need from scratch.
￼[image: image210.png]
We will use the creation tools in Tumult Hype to create the entire component, step by step. Here we go…
 
Create base rectangle
We start with the background element of the call out component. Here we can simply use a rectangle in a slightly dark grey color (of course you can use any color you like for your particular call out).
In order to create a rectangle, click on the Elements popup in the top bar and select  the rectangle tool.
￼[image: image209.png]
 
This will place a generic rectangle on the scene, that you can then start to modify
￼[image: image67.png]
 
Make sure to have the element selected by clicking on it. Now you can position it and use the handles on the edges to change the size
￼[image: image54.png]
 
When being selected, you can change the properties of the element like background color, border and so on in the Element Inspector on the right hand side. Here we will now change the color to a darker shade of grey and remove the border. Click on the color bar underneath the fill style property to access the color wheel and select the preferred color.
￼[image: image130.png]
 
Per default, elements are created with a small light-grey border. In order to remove this border, set the border style property to “None”:
￼[image: image231.png]
It is always a good idea to properly name your elements. This helps to keep track in larger projects and quickly understand what is going on. Therefore re-name the layer on the timeline by double clicking on the current name and enter something more meaningful, e.g. “callout-base”.
￼[image: image101.png]
You can confirm by hitting the “enter” key or clicking anywhere else.
 
Create Headline 
Now that our base is created, we want to place some headline text on top of it. We will first create the text element as such and then use the text element settings to add a specific font.
Create text element
Similar to the rectangle element, you can use the Elements popup on the top bar to add a new text element to your project:
￼[image: image121.png]
 
The new element automatically is positioned on top of the previous element and is already selected.
￼[image: image136.png]
You can start entering the text right away, e.g. YOUR HEADLINE as a generic placeholder and place the element on top of the base.
 
 
Add Styling and Select a Font
Now we want to customize the styling of the text element and select a more appropriate font. In order to adjust styling for text elements, switch to the Typography view in the inspector. Here you can change the font size, color, family and so on.
First change the text color to white using the color option:
￼[image: image117.png]
 
Then adjust the font size, e.g. to 34px by entering the value in the according box underneath “size”
￼[image: image228.png]
 
As for the font family, you can either choose from the selection already present here (default web fonts) or you can add new fonts, through Google (Web) Fonts or custom CSS. In this example we want to add a Google Font for practicing. 
Click on the “Add More Fonts…” option and select “Google Fonts…”
￼[image: image139.png]
 
Now you can use the pop up dialog box to search for the right font for your project. In this case for example Roboto Condensed.
￼[image: image154.png]
Click on Add Font to add the font to your project. It will automatically be applied to the selected text element and be available in the font selection for this project from now on.
 
You might need to change the text element size after changing the font so that the entire text fits in one line. You can also set the Alignment to Center for more convenient positioning on the base:
￼[image: image109.png]
 
Remember to change the name for the layer as well, for example to “headline”.
 
Create Subheadline
In the next step we want to create a subheadline with a blue background. In this case we don’t really need a separate base element but will use the option to add a background color to text elements. 
Start by creating a new text element with the Elements popup and type your copy, for example “Subheadline”
￼[image: image5.png]
 
Now let’s first adjust the text properties: Select “Roboto Condensed” as Font family, set the size to 18px and the font color to white.
￼[image: image52.png]
 
Now switch to the Elements Inspector (one tab to the left). Here you can change the Background fill style from “None” to “Color”
￼[image: image24.png]
 
Now the color option becomes available. Click on the color wheel to set the background color to a light blue tone
￼[image: image72.png]
 
Now place the element in the scene editor so that it fits your layout ideas. For example placing it slightly overlapping on the left bottom of the base
￼[image: image80.png]
 
Don’t forget to rename the layer, e.g. to subheadline, and we’re done with this step. 
Create marker 
Now we want to create a marker that points to the item the call out is supposed to define. We will combine to ellipses to create an inner and an outer circle for this marker.
Create outer circle
Let’s start with the outer circle. Use the Elements popup to create an elliptical shape.
￼[image: image38.png]
 
Place this circle to the bottom right of the callout base and use the handles on the edges to adjust the size. Note that you can resize the element evenly when pressing the shift key.
￼[image: image43.png]
 
For this outer circle we want just an outline. Therefore set the fill style to None in the Property inspector and add a 2px solid border in the blue color. 
￼[image: image75.png]
You can use the color picker to get the same color as the subheadline background for color consistency. This is what it now looks like:
￼[image: image70.png]
Create inner circle
We can now use the Elements popup again to add another ellipse to create the inner circle of our marker. Here we don’t need a border and use the same background color as the callout base element. Make the circle slightly smaller than the outer circle and place it evenly inside:
￼[image: image163.png]
Remember to rename the layers still.
Draw connecting line
Last but not least we want to create a connecting line between callout and marker. Here we are going to use a vector tool, which is very handy for creating lines. This is also an option in the Elements popup:
￼[image: image74.png]
This tool allows you to create anchor points that are connected with a straight line by default. Start at the callout element and create an anchor point at the right edge
￼[image: image193.png]
Then create a second anchor point on the same vertical position slightly to the right, so that a short horizontal line is created
￼[image: image49.png]
Now create a third anchor point next to the outer circle to create a horizontal line.
￼[image: image13.png]
Don’t worry that it looks a little weird yet. Per default the vector tool adds a fill creating this triangular shape. Let’s fix this in the Inspector: First set the Fill Style in the Vector Inspector to None
￼[image: image146.png]
 
Then change the border width to 2px and the color to the same grey color we used previously.
￼[image: image227.png]
 
Don’t forget to change the layer name here as well. And that’s it. Your Callout component is created! Well done.
 
￼[image: image28.png]
Good to know…
This lesson has been focussing on the creation part in Hype. Of course you can now add animations to the callout component to make it more awesome. For instance let the different parts appear one after another, create a pulsing animation for the marker, add line animations to connect the marker with the base element and so on…
 
You will soon notice when working with such components that it can become quite tedious to select all elements for repositioning the component. A simple approach is using groups to cluster elements that form a component. 
A better way is converting components to symbols: You can then not only reposition everything at once but also contain animations (essential for asynchronous animations) and easily reuse components throughout different projects. You will learn more about symbols in other lessons. 
 
Stay tuned and happy animating!

Creating buttons with states and hyperlink (Lesson #04)
Buttons are very common elements in digital interfaces and hyperlinks are among the most basic forms of interactivity. In this short lesson you will learn how to create and design a button in Hype with states and how to add a hyperlink to a different website. 
 
Here’s the result:
￼[image: image92.png]
Key Learnings:
●Button elements
●Button state design
●Click action
●Hyperlinks
Understanding the project
Open the project file in the 010 Start folder. This project is currently empty as we will create everything we need from scratch.
 
Create Button element
Since buttons are such prominent elements in digital interfaces and applications, Tumult Hype offers a button element you can use. The advantage is that it already covers the basic functionality such as pre-defined states and sets the role attribute in your HTML for this element to button (which is important for accessibility).
 
To create such a button element, open the Elements popup in the top bar and select “button”.
￼[image: image88.png]
This generates a generic button element in the scene editor, including a base element as well as a label (text). It also has options for the different states available directly above the button. But we’ll get to that in a bit. 
￼[image: image242.png]
Since the text is already selected, you can start typing to edit the button label, for example to “Explore” here.
Design Button states
Now it is time to take care of the button design. Of course you can customize the button anyway you want to. In this case we opt for a simple and light look with a slight shadow. We will start with the default state and then work our way through hover to pressed state.
Design the default state
For the default state, we first want to change the background color. Open the color property in the Elements Inspector and adjust the color to your likings.
￼[image: image192.png]
Tip: You can save colors in the color palette at the bottom to quickly apply it to other elements as well.
 
The generic button element comes with a border, which we want to get rid of now. Set the Style property in the border section to None to remove the border from the button.
￼[image: image85.png]
 
Now we want to add a subtle box shadow to the button to make it pop out a bit more. You can add shadows using the Inspector. Since drop shadows are not supported across all web browsers, we will use a box shadow. 
Set the X offset to 2, the Y offset to 4 and blur to 4. In order to generate a smooth shadow you can use the same color as for the button background but with slightly reduced brightness (-20%) and an opacity of 30%. This can easily be done using the HSB Sliders instead of the color wheel.
￼[image: image58.png]
 
Now all that’s left to do is styling the button label. Switch to the Typography view. Here we change the font color to white so that it fits better to the green base color.
￼[image: image177.png]
That should do for now, so that we can move on and take care of the other states now… 
Design the hover state
You can switch between the button states by clicking on the segmented control above the selected button element. Note that any design changes you make refer to that particular state, with the exception that the properties from the default state are inherited, so that you only need to make adjustments specific for the particular state.
For the hover state, we want to change the background color to a slightly darker green. This will be enough to indicate a state change without distracting the user. Therefore click on the Hover option above the button and switch to the Element Inspector.
￼[image: image87.png]
Here you can adjust the background color by decreasing the brightness by 20%. Looks good so far.
Design the pressed state
The third state will be displayed when the user clicks the button but has not yet released it. This can be a crucial point (“You are about to click the button - are you really sure?!?”) and therefore important to clearly indicate the state.
In our example here we will invert the focus by using a lighter background and the darker green color for the text. We also reduce the shadow offset to make the button appear to be closer to the background (i.e. “pressed down”). Let’s do this one step at a time…
First set the state to “pressed” so that the following steps apply to this state.
￼[image: image19.png]
 
Now since we already have the Elements Inspector open, we start by changing the background color. Increase the brightness by 20% to get a similar but lighter color tone:
￼[image: image45.png]
Then adjust the shadow settings: Set the X-offset to 0, Y-offset to 2 and increase the opacity to 50%.
￼[image: image82.png]
 
Last but not least, switch over to the Typography Inspector. Here you can edit the font color. Use the darker green color (primary color -20% brightness) so that we regain some contrast:
 ￼[image: image220.png]
 
Add click event and hyperlink
Now that the button design is complete, we can take care of the interactivity part. 
Switch to the Actions Inspector (one tab to the right of the Typography Inspector).
￼[image: image168.png] 
Here we can use the interface to add the interactivity, which would usually require some coding in other tools. The cursor is already automatically set to pointer here. So we only need to take care of the click action itself. 
We want the browser to open a new window with a specific URL as soon as the user clicks on the button. Add a click event to the button by clicking on the small “+” icon next  to On Mouse Click:
￼[image: image99.png]
 
Then you can use the drop down menu to define the action that will be executed when the click occurs. Here choose “Go to URL…”
￼[image: image141.png]
 
Now you can use the modal field to enter your target URL and check the box to open the link in a new window.
￼[image: image53.png]
Preview in browser
Time to check the result in the browser… Use the preview icon in the top bar or hit “Cmd+Return” to run the project in the browser. If you followed the instructions carefully you will now see the button states when hovering over the button and pressing it. On release the URL should be opened in a new window.
￼[image: image11.png]
Good to know…
The button element we used in this lesson is very handy since you don’t have to create the different states or create elements for background and text first. However, you can not include additional elements apart from the background image and text like icons or animate parts individually. In those cases you need to create your own states and events using symbols.
 
In case you want to change the height of the button, it is a good approach to use the padding value (in the border section) instead of manually increasing the element height. This way the text remains vertically centered. With the width this is not critical as the text is set to center.
 
Happy animating!
 
 
 

Create a looped animation sequence using timeline actions (Lesson #05)
It is quite often the case with animations that you don’t want to play them just once, but let them play back and forth or to play in a loop. With Tumult Hype, you don’t even need to write code for that, you can use timeline actions. In this lesson you will learn how to create simple character animations and make it playback in a loop using these timeline actions.
 
Here’s the result:
￼[image: image191.png]
Key Learnings:
●Timeline Actions
●Looped Animations
●Scaling
●Vector animations
Understanding the project
Open the project file in the 010 Start folder. This project contains the visual assets for this lesson. Since we want to animate different parts of the character, it consists of several layers: One for the base, one for the eyes, one for the mouth and a last one on top for the part of the hair that covers the left eye of the character.
￼[image: image108.png]
We will create animations for the eyes and mouth in a first step and then add a timeline action to make it playback in a loop. Here we go…
Create blink animation
First thing we want to do is make the character blink. Here we are going to use a simple trick: Our brain is conditioned to interpret and recognize patterns. So in order to make the character appear to be blinking, we just need to shrink the height of the eye elements - our brains will do the rest.
 
In order to create the animation, select the eye layer on the timeline. Then activate the record mode and move the playhead a small distance down the timeline.
￼[image: image133.png]
 
Now use the Scale property in the Metrics section of the Inspector to shrink the height of the eyes to 1%. Make sure that the “constrain ratio” option is not active.
￼[image: image122.png] 
 
Now move the playhead again 2 frames further down the timeline while keeping the record mode enabled. Then set the height back to 100%. This way we will have the eyes close and open up again over a short period of time.
￼[image: image212.png]
 
Now you can deactivate the record mode and move the entire animation sequence to the intended point in time, for example 4 frames. Note that you can easily drag and move as well as shorten and lengthen animation sequences in Hype any time.
 
￼[image: image134.png]
Create talk animation
Next up is animating the mouth element to create a talking sequence. The mouth is a vector shape drawn in Hype, so we can easily modify the anchor points for the different mouth positions. Activate the record mode again and select the mouth layer.
Then double click on the mouth on the scene editor (or use the “v” key) to access the vector shape mode.
￼[image: image159.png]
 
Now place the playhead on the spot where the first mouth position should be defined, for example at frame 6. Then move the anchor point at the bottom downward to open the mouth. The transition will be created by Hype automatically.
￼[image: image178.png]
 
Now move the playhead further and create several mouth shapes to open and close the mouth. You can also move the outer anchor points inward to create more diversified talking states. 
￼[image: image46.png]
Create animation loop
Now it is time to add a timeline action at the end of the animation sequence to create a loop. You can loop the timeline by restarting the animation from the beginning. This is how it is done:
Add Timeline Action
First you need to add a timeline action at the end of the current animation. Timeline Actions are executed at exactly the moment the playback of the animation reaches this point in time. Note that this only applies to the published animation in the browser and not for the preview in Hype.
 
You can add a timeline action using the small “+” icon above the elements in the timeline. Note that the timeline action is placed at the current position of the playhead.
￼[image: image35.png]
 
Define Timeline Action
When you add a timeline action, you can use the dropdown menu to define what the action should be. You can always reopen the menu by double clicking on the diamond icon on the timeline. 
In our case here we want the timeline to playback from the beginning, so we select “Go To Time in Timeline…” . Note that you might have to scroll down in the drop down menu to reach this option, as there are several options available for timeline actions (yes, they can be pretty handy).￼[image: image120.png]
 
In the next step you need to define which timeline you are targeting (main timeline, we just have the one in this project) and specify the point in time. Since we want to replay from the beginning, we can leave it at 0:00.00.
￼[image: image138.png]
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you followed the instructions carefully, you will now see the character animation playing in a loop.
￼[image: image165.png]
Good to know…
Timeline actions are pretty powerful once you get the hang of it. For this lesson we have been focusing  on creating a loop, but you can also let the timeline play in reverse, for example to let an exploded view animation return to its original state. 
 
Happy Animating!
 

Storytelling with multi scenes (Lesson #06)
Tumult Hype is a great tool for telling stories in a compelling way. That doesn’t even mean to involve complex animations. One of the most important advantages of Hype is the convenient way to combine scenes and add transitions based on interactions, timeline actions or even swipe gestures to create a feeling like turning a page in a book. In this lesson you will learn how to create and orchestrate scenes in Hype. 
This is the final result:
 
￼[image: image31.png]
Key Learnings:
●Working with scenes
●Scene Transitions
●Timeline actions
●swipe gesture
Understanding the project
Open the file in the 010 Start folder. This project already contains assets and animations as well as three scenes (Intro, Scene 01 and Scene 02).
￼[image: image182.png]
In this lesson you will learn how to create transitions from one scene to another as well as creating new scenes. You will learn about three different options to get from one scene to another: Waiting for the user to click, at a specific point in time (timeline based action) or using a swipe gesture for a page turn feeling. Let’s go through them one at a time… 
Add Click event to intro scene
For the intro scene we want to use a click action to trigger the scene change. This way the user has the power to start the story any time he or she is ready. The user should be able to click anywhere on the scene to get to the next scene. Luckily, this scene contains an element that lies on top and covers the entire area. Therefore we can use this to listen to a click event.
Make sure the intro scene is selected. You can open and hide the scene selector in Hype by clicking on the Scenes button in the top left corner. 
￼[image: image91.png]
 
Click on the scene editor to make sure the element on the top layer is selected. Then open the Actions Inspector in the properties inspector to add a click event. You can do that by clicking on the “+” icon next to On Mouse Click.
￼[image: image235.png]
 
Open the drop down menu next to action to select the “Jump to Scene” in order to add a scene transition
￼[image: image4.png]
 
Here you can define the target scene first. The default is “next scene”, which is fine for our case here. Note however that you can also target a specific scene, e.g. to navigate to different scenes from various elements thus creating non-linear storytelling. But we want to keep it simple here.
 
In the next step we can define the transition that will be applied. Here we can use Crossfade to have a smoother transition.
 ￼[image: image111.png]
You can then set the duration for the transition, for example 1 second to keep it noticeable but not disturbing.
Add timeline action to Scene 01
Now we can take care of the next scene. Here we want to create a transition that should take place after the animation is finished, so that the user doesn’t need to do anything to proceed in the story.
Click on the Scene 01 in the Scenes selector to select this scene.
￼[image: image147.png]
 
Move the playhead to the end of the animation sequences and click on the “+” icon next to Timeline Actions to add a trigger (i.e. an action that will be executed at this point in time).
￼[image: image16.png]
 
Similar to the click action we added in the previous step we can here again use the drop down menu to define the action (“Jump to Scene”) and then use the interface to define the transition.
￼[image: image167.png]
 
In this case we can use Push (Right to Left) to simulate the progression from one page to the next.
Add a new scene
Now that we have learned how to create transitions from one scene to another, we want to learn how to create new scenes. To keep things simple, we will duplicate Scene 02 and alter the text. Of course you could easily create a completely new scene from scratch as well.
Duplicate scene
In order to duplicate a scene, use a right click on the scene you want to duplicate. Here you get several options. In our example here we want to have the same scene but without animations. This way we can use the  scene transition to only change the text while the wolf remains at the same position.
￼[image: image243.png]
Note that the current state of the scene is duplicated. So when you want to duplicate the beginning of the scene, you need to move the playhead to that position before duplicating.
Edit text content
Now we can modify the content in this new scene. All we want to do for now is change the content of the text field. Double click on the text field to access the edit mode and enter the text you want, for example: "What are you doing out here, little girl?" the wolf asked.
￼[image: image155.png]
 
Tip: If you want to paste text without formatting, use the pencil icon to access the HTML content dialog. Here you can make sure that there is no additional formatting like text spans present.
Rename scene (optional)
If you want to change the name of the new scene (or any scene for that matter), simply double click on the name of the scene to access the name edit mode.
￼[image: image194.png]
You can of course also use the option in the menu that opens on right click, but using a double click seems more intuitive and faster. You can also hit return to edit the scene name, though the scene needs to be focused first.
Add timeline action to second scene
We still need to add a transition to get to this new scene. Therefore we need to add a timeline action in the previous scene (i.e. Scene 02) just like we did in the first scene. 
Click on Scene 02 in the Scenes selector to select it. Then go to the end of the timeline and add a timeline action (similar to the step above). 
￼[image: image84.png]
 
Use Jump to Scene as action to create a transition, next scene as target and as transition Push Right to Left, so that again we proceed analogue to a reading direction.
Add swipe gesture (optional)
If we want to allow the user a more “hands-on” experience and more similar to navigating through a book, we can use swipe gestures to create page turn transitions in Hype. Let’s add one for the intro scene.
Click on the Intro scene in the Scenes selector to select it. Then switch to the Scene Inspector to add an event to the entire scene.
￼[image: image197.png]
Click on the “+” icon next to “On Swipe Left” to add an action that occurs whenever the user swipes left. Here we can again select the already familiar “Jump to Scene” action.
￼[image: image190.png] 
In this event however we have the additional option “Page Turn”, which connects the transition to the swipe gesture.
￼[image: image3.png]
 
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you followed the instructions carefully, you will now see the intro scene and be able to continue with a click or swipe gesture.
￼[image: image106.png]
 
Good to know…
Note that the Page Turn option is only available on scene level, so you need to add them in the Scene event section as described above. This transition is pretty useful for UI mockups as well by the way, as it allows you to simulate swipe gestures on mobile interfaces for instance.
 
In this example we only added transitions in a forward direction. Of course you can also add UI elements that allow the user to navigate back as well or use another swipe gesture (swipe right e.g. ) to go backwards in the story.
 
Happy Animating!
 

Nested Animations: Symbols and Loops (Lesson #07)
When creating interactive animations, it is often required to have parts of the animation to playback independently from the rest, for example having a clock continuing to spin in the background while the main timeline is paused to wait for a user interaction. This is where symbols come in handy: They provide a detached timeline and thus allow you to create asynchronous animation loops. 
Here is an example:
￼[image: image95.png]
Key Learnings:
●Symbols
●Timeline actions
●Playback actions
Understanding the project
Open the file in the 010 Start folder. This project already contains assets and animations on the main timeline. Our goal here is to create an independent animation for the fish in the bowl, so that the fish keeps swimming in a loop even when the main animation stops.
￼[image: image238.png]
Create Symbol
The first thing to do is convert the fish and bowl elements into a symbol. Symbols can be regarded as sort of tiny scene within a scene - they have their own context and their own timeline. This makes them perfect for creating asynchronous animations like our fish swim loop.
 
You can create empty symbols with the symbols menu, but a more convenient way for our use case is converting existing elements into a new symbol. This way they get wrapped and placed in the new symbol while remaining at the same position as before. Here’s how you do it:
 
Select both the fish and bowl element (you can hold the shift key to select several elements). Then use a right click to access the context menu. Here you can select “Convert into symbol”
￼[image: image221.png] 
 
On the first look it doesn’t seem like anything has happened, but the elements are no longer separate but in one layer called “Symbol” and represented by a purple border
￼[image: image40.png]￼[image: image187.png]
 
A symbol has two perspectives: From outside it behaves like a single element. But you also have an inside scope. This is where we create our independent animation. 
Create animation inside the symbol scope
You can access the symbol by double clicking on it (either the element on the scene editor or the name on the timeline layer). See how the new scope is indicated by the purple layer in the timeline. It always shows the level you are currently in the symbol, which itself is the immediate child of the main scene.
￼[image: image201.png]
You can also have symbols within symbols, so the level of nesting is always presented in this breadcrumb navigation. You can click on the level you want to revert to or use the “X” close button at the beginning to get back to the main context. 
 
Another thing you might notice is that all elements except for the fish and the bowl are faded. They don’t exist within the symbol scope. But still being able to see them makes it easier to orient and layout the elements present in the symbol.
 
Creating an animation inside the symbol works the same way as on the main scene: we can use the record mode to start animating, move the playhead to set the duration of the tween and then change the state. In this case letting the fish swim from right to left.
￼[image: image153.png]
 
You can change the timing function if you want to, for example using Bounce to create a comic effect.
￼[image: image234.png]
 
Now to let the fish swim back again you can either create a new tween by moving the playhead in record mode and changing the state again, or you can select the keyframes and use CMD+C / CMD+V to copy/paste them to the current position of the playhead. Then you just need to switch the position of the keyframes to reverse the animation.
￼[image: image12.png]
The advantage of this method is that you have the exact same duration and start/end points.
 
Finally, you can change the orientation of the fish using the scale width value. Keep the record mode enabled and move the playhead to the starting point of the second part of the animation.
￼[image: image126.png] 
Then change the scale width value to -100% to reverse the direction. Make sure however to have the constrain ratio option unchecked.
￼[image: image6.png]
The change is interpolated, which means that the fish keeps slowly turning during the entire animation sequence. This is not what we want. Luckily we can use a timing function to fix this: Select the animation track for the scale width animation (click between the two keyframes) first. Then open the timing function popover and select “instant”.
￼[image: image176.png]
Now the orientation of the fish changes abruptly the moment he starts to swim back.
Create timeline loop in symbol
Now since we want this fish animation to keep playing in a loop we need to add a timeline action at the end: Go to the end of the sequence and add a timeline action using the “+” icon next to “Timeline Action”. 
￼[image: image183.png]
In order to loop the timeline use “Go to Time in Timeline” and leave the timing at 00:00,00. 
￼[image: image7.png]
 
Note that the Main Timeline here references the main timeline of the symbol, not the timeline of the main composition. Now we are good to go.
Modify symbol playback (optional)
Go back to the main composition (using the X on the timeline or double clicking in empty space). Now you can see that there is a tween indicated in the symbol layer. The symbol animation is also playing when you scrub with the playhead or use the preview in Hype. Note however that the loop only works in the browser.
Now if you don’t want to start the loop animation from the beginning you can click on the Symbol layer. 
￼[image: image145.png]
You can see that symbols have a unique Property called “Symbol Actions”. You can move the keyframe to delay the animation (or move the entire tween in the timeline above). You can also add and modify these symbol actions to control the playback from outside, like pause or go to a certain point in time or use different timelines (which we will cover in another lesson).
￼[image: image105.png]
For now it is enough to know about these options.
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you followed the instructions carefully, you will now see the main animation play once but see how the fish continues to swim in a loop.
￼[image: image27.png]
 
 
Good to know…
Symbols are more powerful than this lesson indicates. You will soon learn how important it is to have  elements nested in symbols, to control different parts of the composition independently and be able to reuse components. 
Get familiar with the concept and try different levels of nesting, for example using a character as a symbol with the head as a nested symbol which again has eyes, brows and mouth as separate symbols and so on…
 
Happy Animating!
 

Create non-linear animations with multi timelines  (Lesson #08)
Tumult has a pretty unique feature for creating animation variations without having to write code: You can create several timelines for the same assets, resulting in different animations that you can orchestrate easily. There are several occasions where this can be pretty handy. In this lesson you will get familiar with the basic concept by creating two animations for the facial expressions. Depending on which button the user clicks, the character shows either a happy or a sad face.
Here is the example:
 
￼[image: image37.png]
Key Learnings:
●Multi Timelines
●Click Action
●Character Animation
Understanding the project
Open the project file in the 010 Start folder. This project already contains all the assets required for this example. The buttons are created as button elements in Hype and already have a hover state. The character consists of several layers combined in a group. You might notice that the eyes are converted into a symbol in which a blink animation is playing in a loop.
￼[image: image42.png]
In this lesson we will create separate animations for the facial expressions using the mouth vector as well as eye and brow position on different timelines. We will then add click actions to control the playback. Here we go…
Create timeline for “happy” animation
First thing we are going to do is create a new timeline to contain the happy face animation. In order to create a new timeline, click on Main Timeline to access the timeline options:
￼[image: image2.png]
Currently there is only the main timeline, so we choose “New Timeline…” here. Now a modal window opens up to ask for the name for this new timeline. It helps to use significant names; “Happy” in this case.
￼[image: image214.png]
Leave the checkbox unchecked. Relative timelines are a topic for another lesson.
Create “Happy” animation
Now you can create the animation in this new timeline the same way you are used to. Engage the record mode and move the playhead to determine the duration of the animation tween.
￼[image: image60.png]
 
In order to create a happy face expression, we will first modify the mouth shape. Since it is a vector shape we can simply move the anchor points. Double click on the vector to access the vector 
Mode. 
￼[image: image71.png]
Now modify the anchor points by moving the one in the middle slightly downwards and the ones on the edges outwards. 
￼[image: image125.png]
 
To increase the smile effect, move the brows slightly upward. Since the happy face will be a reaction to the “Yes” button, it might also be a nice add on to move the eyes in the direction of the button.
￼[image: image198.png]
 
Create timeline for “Sad” animation
Just like before, you can now add a new timeline for the sad animation. Click again on the name of the timeline to open the menu and add a new one.
￼[image: image86.png]
By the way: You can always use the menu to switch between the different timelines.
Create “Sad” animation
Note that the timeline is completely empty and all assets are at the default position from the main timeline. Analogue to the “Happy” animation we can now create an animation for the sad expression. 
In this case, the mouth should represent a frown. This can be achieved by moving the anchorpoint in the center upwards and the ones at the end downwards.
￼[image: image55.png]
 
In addition to that, you can move the brows downward and again move the eyes slightly towards the button - the No button of course in this case.
￼[image: image20.png]
Add click actions to control timelines
Now we need to add click actions to the buttons in order to start the appropriate timelines when the user clicks on one of them. Let’s start with the Yes button. In this case the “Happy” animation should play. 
Click on the button to select it. Then open the Actions Inspector to add an action on click.
￼[image: image123.png]
Select “Start Timeline” to define the action. Now you can select the timeline that should be started by this action. Note that you can only affect timelines in the same scope this way (i.e. not timelines within a different symbol).
￼[image: image18.png]￼[image: image81.png]
Select the “Happy” timeline and you’re good to go.
 
Repeat this for the No button as well, only choose the “Sad” timeline in this case.
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you followed the instructions carefully, you will now see the idle animation - which means blinking of the eyes. As soon as you click on one of the buttons, the appropriate animation is played.
￼[image: image116.png]
 
Good to know…
Admittedly, this is a rather primitive example, but it is good to understand the underlying concept. Using multiple timelines allows you to create reactive, stateful animations with variations. 
As mentioned above, you can only control the playback of multiple timelines within the same scope, meaning either the timeline the element is currently in or its own timelines if it is a symbol. Symbols are very powerful here as well, as you can use playback actions from outside the symbol to control the different timelines. Of course timeline actions work as well, for example to chain different timelines. 
 
For more complex interaction scenarios you can use behaviors - but that is another chapter.
 
Happy Animating! 
 
 

Create dynamic animations with relative timelines (Lesson #09)
In the previous lesson you have already learned about the multi timeline feature in Tumult Hype. In this lesson we will go even a step further and use relative timelines. The idea here is that the starting point of the animation - i.e. the initial state - is not fixed but adapts to the current state when the timeline starts playing. This can better be described with an example: Take an animated chart. Now the chart is animated from zero to a certain value. But moving on to the next value, it should not start from the beginning again, but take the last value as starting point. Usually this would require some coding to dynamically create the animations. In Hype we can rely on the build in feature to do all the heavy lifting for us. 
Here is the example:
 
￼[image: image160.png]
Key Learnings:
●Relative timelines
●Multi Timelines
●Line Draw Animation
●Button triggered playback
Understanding the project
Open the project file in the 010 Start folder. This project already contains all the assets required for this lesson. Yet there are no animations present. ￼[image: image57.png]
We will create simple line drawing animations in order to get animated chart components. Those animations will be placed on several timelines, one timeline for each year the charts will represent.
Here we go…
Create a new timeline
First thing we will do is create a new timeline for the year 1990 that will contain the required animations. Click on “Main Timeline” to access the timeline menu. Then select “New Timeline…”
￼[image: image51.png]
 
In the modal window that opens up you can now add a name for the timeline (“1990”) and select the additional option for relative timelines.
￼[image: image175.png]
As the name already indicates, the initial keyframes are relative from now on. 
Don’t worry if you forgot to check this option - you can always change the setting for the timeline in the timeline section of the Scene Inspector.
￼[image: image217.png] 
You can also get to these options through the timeline menu via “Edit Timelines” by the way.
But back to our project… 
Create chart animations
Now that we have our own timeline for the year 1990 we can start creating the animations. Here we are going to use line drawing animations to animate a donut chart. This can be done pretty easily in Hype as we can convert shapes like a circle into a vector shape and then use the Line Draw feature to animate the border of the circle. Since this line draw feature already uses percentage value, creating the result is pretty straight forward. Let’s take a look:
Select the Ellipse element in the Sales group (click on the name in the timeline layer) and open the Element Inspector.
￼[image: image137.png]
 
You can see that currently the line draw value is set to 0%:
￼[image: image41.png]
 
Now enable the record mode, set the playhead on the 1 second mark on the timeline and change the value in the line draw property, e.g. to 37% - of course depending on the value the chart is to represent.
￼[image: image240.png]
 
If you scrub over the animation with the playhead you can see how the line drawing is animated to represent the chart growing over time.
 
Now repeat this for the other Ellipses as well, for example with 70% for Costs and 23% for Profit.
￼[image: image205.png]
 
You can modify the timing functions for the animations if you want to, but it also works fine with the default Ease-in-out.
Create second relative timeline
Similar to the 1990 timeline we can now create a new relative timeline for another year (2020) to display different chart values.
 
Click on the timeline name again to access the menu here and select “New Timeline...”.
￼[image: image94.png]
 
Name this timeline “2020” and remember to enable the relative timeline checkbox.
￼[image: image102.png]
 
Note how this new timeline is again without any animations. We can now create a different animation sequence for the values of this particular year, analogous to the year 1990, using again the record mode and line draw values for the ellipses: 
Set the playhead to 1 second, activate the record mode and set the values, e.g. 67% for Sales, 20% for Costs and 54% for Profit. 
￼[image: image223.png]
 
Adding click action to buttons
Last but not least we need to control the playback of the animations. In this example we will use the buttons to trigger the different timelines. 
Select the button that says 1990 and open the Actions Inspector.
￼[image: image216.png]
 
Click on the “+” icon next to “On Mouse Click” to add an action to the click event. As the action, select “Start Timeline” and then the appropriate timeline, in this case 1990 obviously. 
￼[image: image200.png]￼[image: image202.png]
 
Now repeat the same for the other button as well, so that it starts the 2020 timeline.
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you have followed the instructions carefully, no animation will start right away. When you click on one of the buttons, the animation will start on all charts from the initial zero to the target value. Now the clue is that when the user clicks another button, the animation does not start from the beginning to the end value but from its current position. Awesome, right?
￼[image: image222.png]
 
 
Good to know…
It might take some practice to really get familiar with the concept of relative timelines. Note that here the limitations for controlling the different timelines is the same as with multiple timelines in general: You need to be in the same scope to use the action model in Hype to start and stop timelines (or use symbol actions). 
Of course this concept does not only apply to line drawing animations but for all possible keyframes. For example create several different animations for a ski jumping game, move items to the cart or trash bin… you name it.
 
Happy Animating!

Using vector drawing tools (Lesson #10)
One of the biggest advantages of using Tumult Hype for web animations is the powerful Vector Shapes. This way you can create SVG elements right in Hype and bring them to life. In this lesson you will learn how to create vector graphics in hype. To keep things simple we will start with a simple icon:
￼[image: image25.png]
Key Learnings:
●Vector drawing tools
●Converting shapes into vectors
●Vector graphic modifications
Understanding the project
Open the project file in the 010 Start folder. In this lesson you will start with an empty project as we will be creating all the required assets using the creation tools in Hype.
 
￼[image: image179.png]
 
Create box from rectangle
The first thing we want to do is create the box for the icon. As you can see from the preview above, the box is merely a rectangle with rounded corners without fill, that is open at the top right corner. Luckily we don’t need to draw these kinds of basic shapes from scratch, but can use the common shapes and convert them to vector shapes. Here’s how it’s done:
 
Use the rounded rectangle tool in the Elements popup to create a rectangle with rounded corners in the scene editor.
￼[image: image89.png]
By default this rectangle has a light grey fill and a small grey border. For our purpose here we don’t need a fill color, so we remove it by setting the Fill Style setting in the Element Inspector to “None”.
 
￼[image: image144.png]
 
Now we have the outlines of the box and can use the border settings to determine the color and width. Let’s set the border width to 4px and the color to black (#000). Of course you can adjust these properties to your likings anytime.
 
￼[image: image207.png]
 
Convert rectangle into vector shape
In order to create the opening on the top right corner we first need to convert the rectangle into a vector shape so that we can modify the path. Use a right click on the shape to open the context menu. Here you can select the option “Convert to Vector Shape”. 
￼[image: image26.png]
 
Now you have access to the anchor points as the element is no longer a plain div container but an SVG.
￼[image: image166.png]
 
Create gap in vector shape
Now to create the opening in the top right corner we can’t just delete the anchor points, as the vector will connect the remaining anchor points to close the path. 
So we first need to open the path using the appropriate setting in the Vector Shape Inspector
￼[image: image196.png]
 
Click on Open Path and you see that the path now has an opening, unfortunately at the wrong position (for Hype the path is drawn counter clockwise, so this is the ending).
￼[image: image161.png]
Let’s worry about that a bit later. First we are going to set the anchor points a bit further apart to create a bigger gap here. You can simply click on an anchor point to select it and move it to the intended position.
￼[image: image174.png]
Flip vector shape
As with all elements in Hype we can apply a scaling to vector shapes as well. And the easiest way to flip elements horizontally is by setting the horizontal scale value to -100%. This is what we will be doing here as well.
Open the Metrics Inspector, deactivate the Constrain ratio checkbox and set the first value (width) to -100%.
￼[image: image225.png]
Now the gap of our vector shape is at the right position.
￼[image: image76.png]
Create check mark
Time to take care of the second part of our icon: the check mark. In this case we will be using the vector shape tool to draw the shape from scratch.
Open the Elements popup and select the Vector Shape tool to start drawing anchor points.
￼[image: image17.png]
Click inside the box to set a first anchor point close to the left edge and then another one in a diagonal line towards the bottom line. The smart guides in Hype will help you keep the same distance here.
￼[image: image203.png]
As soon as you click for the second anchor point the line is drawn to connect the points. Now set a third anchor point in the gap to complete the check mark. 
￼[image: image180.png]￼[image: image208.png]
Smoothen line caps and joints
Currently the line caps and joints of the vectors are sharp edges. This does not fit well with the rounded rectangle corners. Therefore use the Path options for both the check mark and the box shape to set the line caps and line join to “round”.
￼[image: image56.png]
 
Tipp: If you want to access a vector shape again, you need to use a double click. A single click selects the containing element. The view in the Inspector switches accordingly from Element to Vector Shape and vice versa (if you click Escape to leave the vector scope).
 
Preview in browser
Now you can start the project in a browser to check the result. Since we haven’t used any animation you will only see the plain icon. But it is good to know that you can create such elements in Hype with ease. 
￼[image: image140.png]
It would be a piece of cake to start animating the lines in a next step, though. We will cover that in another lesson.
Good to know…
The vector features are pretty new to Hype and were released in the latest version 4 of the tool. It is already pretty handy, but not yet comparable to full blown vector drawing tools such as Adobe Illustrator or XD. For example there is (yet) no way to combine or subtract separate paths (like with the pathfinder in Illustrator) or connect several paths to a single anchor point. 
Also it is not yet possible to import vector graphics and modify them in Hype as of now. Currently imported vector graphics get placed as background images - which gives you lossless scaling but no access to anchor points, fill colors, strokes etc.
Nevertheless, the vector features open up new possibilities for creating awesome web animations. Give it a try!
 
Happy Animating!
 
 

Create vector animations (Lesson #11)
In the previous lesson you have learned how to create vector shapes in Tumult Hype. In this lesson you will now learn how to bring vector shapes to life to create awesome animations. 
Here’s the result:
￼[image: image22.png]
Key Learnings:
●Line Draw animation
●Control draw direction
●Line Dash animation
●Reuse animation tweens
Understanding the project
Open the project file in the 010 Start folder. The vector shapes are already created as we will be focussing on animating vector shapes in this lesson. The artwork consists of a vector for the light bulb itself, two lines for the socket, a highlight line to promote the curvature of the bulb and five strokes to indicate the light rays.
￼[image: image239.png]
Create bulb animation
Let’s start with animating the bulb itself. We will use a line draw animation to let the outline appear in a counterclockwise direction. 
Enable the animation mode by clicking on the “record” icon. Then move the playhead on the timeline to determine the duration, e.g. 1 second. 
￼[image: image115.png]
 
Now use the Line Draw property in the Element Inspector to create a line draw animation. When animating from 0 to 100, it would appear in clockwise direction. But we can also use negative values, so set the final keyframe value to -100%. 
￼[image: image211.png]
 
Now go back to the initial point and set the start value to 0. This way the bulb is not visible at the beginning and gets drawn in counterclockwise direction as intended.
￼[image: image110.png]
Create socket line animation
Next up are the socket line animations. Here we are going to use plain line drawing animations. As the lines are significantly shorter, we will also use shorter animation durations. Set the playhead to 00:00,12 and keep the record mode activated.
Select both socket layers and set the line draw property to 0%.
￼[image: image34.png]
 
This will create the animation, but in reverse direction. So we need to go in and move the initial keyframe past the second one. Make sure to select both initial keyframes in the properties section on the timeline, you might need to scroll down to see the second one (when several layers are selected, the properties are listed underneath each other).
￼[image: image188.png]
 
Then drag the keyframes further right beyond the second keyframes, so that the animation is reversed.
￼[image: image224.png]
 
Finally you can move the entire animation sequences beyond the bulb animation so that they appear afterwards and slightly staggered. 
￼[image: image157.png]
Create highlight animation
The highlight stroke can be animated exactly the same way the socket lines are animated. Since it is slightly longer, the animation tween might be a bit longer, so that it covers the same duration as the staggered socket animations.
￼[image: image237.png]
Create ray animations
Last but not least we want to animate the light rays. Here we are not going to use simple line draw animations but use dash array animations, so that only part of the stroke is visible and sort of moves along the path.
We can create this animation for one ray first and then apply the animation to the other ray layers afterwards.
Select one of the ray layers, activate the record mode and set the duration to a small value, like 00:00,15 seconds.
￼[image: image199.png]
 
Then switch from line draw to line dash properties in the Path options section of the Element Inspector.
￼[image: image10.png] 
Now you can animate the values for the stroke dasharray and the offset to create the animation. Since we set the values at this point to 30 (dash segment), 40 (Dash Gap) and -40 (Offset). Remember that the changes apply to the current position of the playhead.
￼[image: image148.png]
 
Now move the playhead to the beginning of the timeline to set the initial values to 30 (dash segment), 40 (Dash Gap) and 30 (Offset) so that the stroke is no longer visible here as well.
￼[image: image170.png]
When you move the playhead over the animation sequence you will see how a part of the stroke moves along the path in an outward direction, just as intended.
 
Now move the animation sequence on the timeline via drag to a point in time directly behind the other tweens. Then you can hit CMD+C to copy the tween (make sure it is still selected, i.e. white), select another ray layer and use CMD+V to apply the entire animation tween.
￼[image: image150.png]
 
You still need to switch from line draw to line dash in the Path options again though, otherwise the animation will not work. 
￼[image: image181.png]
Now repeat this step with the other ray layers as well and you are done!
￼[image: image83.png]
 
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you have followed the instructions carefully, you will now see the entire animation: The bulb, socket lines and highlight stroke get drawn and the rays briefly appear as dash array animation.
￼[image: image215.png]
 
 
 
Good to know…
Creating dash array animations is a bit tricky, as you need to take into consideration the total length of the path in order to determine the segment length, offset and gap. Unfortunately the help Hype offers is a little hidden, but if you hover over the line draw/line dash popup, it will present a tooltip that shows the length of the path for this purpose.
 
Happy Animating!
 
 

Using custom functions (Lesson #12)
You can already create a lot of interactive goodness in Hype using the built-in features. However, there are often occasions where you need to add more functionality than a visual user interface can provide, for instance to do some calculations and provide dynamic results. This is where custom functions come into play. You can use Javascript in many ways to enrich your Hype composition. In this lesson you will learn a very simple way to retrieve a number from a text field, add 5 to the value and show the result in a text field again whenever the user clicks on a button.
 
￼[image: image158.png]
Key Learnings:
●Run custom javascript
●Using IDs in Hype
●Dynamic content
Understanding the project
Open the project file in the 010 Start folder. This project already contains all visual assets as we will be focusing on the functionality, i.e. providing IDs, adding custom script and triggering it on click.
￼[image: image241.png]
Set ID for text field
Currently the text field that contains the value as number is just a plain text field created in Hype. In order to retrieve the current number of this text field using script, we need to add an ID. This allows us to determine exactly which text field we want to get the content of.
Select the result_value element by clicking on the layer name. Then open the Identity Inspector. 
￼[image: image100.png]
This view allows you to add settings for accessibility, but also set unique IDs and class names.
In order to add a unique ID, simply type it in the according  input field, e.g. in this case result (pay attention to capitalization and only use valid ID names).
￼[image: image173.png]
Now we can use this ID later on to identify this particular element.
 
Add click event to button and create new function
When the user clicks on the button, the current number in the result text field should be retrieved, get increased by 5, and then displayed as result in the text field again. As you can see, this is quite a bit of logic required and nothing we can easily do on a timeline. Hence we need some custom code.
First, we want to listen to the click event. Therefore select the button element and open the Actions Inspector. Here you can add a click event using the “+” icon next to On Mouse Click.
￼[image: image79.png]
The action we are going to use here is called “Run JavaScript…”, so that a function is called whenever the user clicks on the button.
￼[image: image33.png]
Since we don’t have any functions defined yet, we have to select “New Function...” here, creating a new JavaScript function that we can then define.
￼[image: image63.png]
 
This function is opened automatically in the code view. Note that it is a new tab next to the composition itself, so you can always go back and forth between the animation and the functions.
￼[image: image131.png]
Define function
Now we can take care of the function itself. It is currently named untitledFunction, which is not very useful. So the first thing we want to do is give it a proper name. Since this function will basically calculate the new result and display it in the text field we can call it “updateResult”. You can simply select and type like in a text editor.
￼[image: image97.png]
Currently the function itself is empty and does nothing. Let’s do this one step at a time…
First we need to get the current content from the result text field using it’s ID. Of course at the beginning it is 0, but the function gets called everytime the user clicks the button, so this value changes and we want to be able to add 5 to the current number here.
So we use the Hype API to give us the reference to the element and store it in a variable called el (short for element). Note that you can sort through the Hype API at the bottom of the Code view, and add script by double clicking.
￼[image: image62.png]
 
Don’t worry if this is a bit techie for you, you can simply copy paste the code if you want to. The code line looks like this:
var el = hypeDocument.getElementById('result');
 
Then we retrieve the content of the text field and make sure to only consider integers (number values, no “polluting” html remains etc.) and add 5 to the number. We then store the result in a variable called value.
var value = parseInt(el.innerHTML) + 5;
 
Finally we exchange the content of the result element with this new value:
el.innerHTML = value;
 
It is always a good idea to document your code (using // to add comments describing what is going on, these lines are ignored by the computer). The code view then looks like this:
￼[image: image50.png]
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you have followed the instructions carefully, you will see the number change accordingly every time you click on the button.
￼[image: image135.png]
Congratulations, you just created a dynamic, interactive web application.
Good to know…
Of course the example in this lesson is pretty basic. However you can use all the Javascript power here to create really awesome compositions and extend the functionality of Hype any way you want it. Get familiar with the API and use all your common web dev knowledge to unleash your creative potential.
 
By the way, you can open the code in your preferred code editor environment and modify the script there to use features like code completion, shortcuts etc. In order to do that, right-click on the function name in the Ressources and select your preferred code editor.
 
Happy animating!
 

Create motion path animations (Lesson #13)
When creating animations, it is for the most part totally sufficient to create simple x and y transitions. In some cases however, objects should move in a more complex manner, for example a plane flying a loop. For these occasions you can use motion paths in Hype. In this lesson you will learn how to create and use them. Here’s the final result: 
 
￼[image: image9.png]
Key Learnings:
●Motion Paths
●Timeline animations
●Timing functions
Understanding the project
Open the project file in the 010 Start folder. The project already contains the visual aspects as well as two symbols for the cloud animation in the background.
￼[image: image218.png]
 
In this lesson we will create a motion path animation for the plane to make it fly a loop. 
Enable motion path
In order to create a motion path animation, you first need to switch from X/Y transitions to motion path. You can do this for each element individually. Select the Plane element and take a look at the Properties section in the timeline. Here you see the properties for Origin (left and top) currently.
Click on the path icon next to the keyframe icon to enable the motion path mode to explicitly change it to motion path. If you select the path and drag out it will automatically become a motion path as well.
￼[image: image206.png]
It doesn’t matter if you use Origin Top or Origin Left, both result in a single Motion Path Origin property.
￼[image: image39.png]
 
Now all animations regarding the position of the element result in a motion path animation.
Create motion path
Creating the actual motion path works like creating basic animations. Enable the record mode and set the duration using the position of the playhead. Then place the element to the intended final position, for example to the right side off the scene.
￼[image: image65.png]
 
As you can see, a tween is created, just like you are used to. The interesting thing however is, that you can now modify the blue line that connects the starting and end position, i.e. the path that defines the motion.
Customize motion path
Similar to regular paths you can modify this motion path by adding or removing anchor paths and use bezier handles to determine the curvature at these points. 
We will add 4 anchor points and position them in a way that the currently straight line becomes a loop. 
Click on the blue dotted line to select the motion path.
￼[image: image113.png]
 
Now click on the line somewhere near the left anchor point to create a new one.
￼[image: image69.png]
 
Continue until you have four new anchor points in between the original ones (6 in total).
￼[image: image64.png]
Now you can easily move them around to create a rough loop. Note that you have to move third and fourth one to the right side for this. 
￼[image: image114.png]
 
Now you can move the handles on each anchor point to generate a smooth loop.
￼[image: image233.png]
Note that you might need to switch the direction of the handles, for example in the top anchor point to have an even motion.
Orient to motion path
When animating objects along a path, there are two options: Either the object should follow the path but remain in the same orientation (i.e. rotation position) - for example a hand while writing letters. The other option is to make the object rotate along with the path, like we need in this case.
You can enable the option in the Rotation section of the Metrics Inspector.
￼[image: image90.png]
Now the plane rotates when flying the loop.
Adjust timing function (optional)
As with classic animations, motion path animations are also using timing functions. Per default, Hype applies an Ease In Out timing to animations, so you probably want to change that, for example to a linear timing function.
Select the tween and use the timing function popover on the right hand side of the timeline to adjust the timing.
￼[image: image151.png]
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you have followed the instructions carefully, you will see the plane fly a nice loop. 
￼[image: image61.png]
 
Good to know…
You can always switch back and forth between motion path and Top/Left transitions. Keep in mind however that Hype will only remember the keyframes. That means all anchor points and modifications on the path as such are lost when switching.
 
Happy Animating!
 
 

Create flexible layouts (Lesson #14)
When creating animations for the web, it is important to take different screen sizes into consideration. Luckily Tumult Hype offers some features to help you with that. In this lesson you will learn how to create a flexible layout for a hero element, so that the background stretches across the entire available width while the different elements remain positioned accordingly. 
 
￼[image: image169.png]
Key Learnings:
●Relative screen size
●Pins & sizing
●Scale behavior
●Groups
Understanding the project
Open the project file in the 010 Start folder. The project already contains all necessary assets for this lesson. We will be focussing on the responsive behavior and the preparations required for this in this lesson, so there won’t be any animations necessary.
￼[image: image195.png]
Set scene size to percentage value
Per default, the compositions in Hype use fixed pixel values for height and width. In order to make a flexible layout we need the scene to adjust to the screen size and thus use a percentage based width.
Open the Scene Inspector. Here you can switch the size settings for the scene to percentage by checking the Scale boxes.
￼[image: image219.png]
Now the composition takes 100% of the available space. This does not apply to the content yet, however. So this is something we have to take care of throughout the next steps.
Make background stretch the entire width
The first thing we want to do is make sure that the background stretches across the entire width. Therefore we need to “pin” it to both sides (that means taking both the left and right edge of the scene as reference and then enable stretching.
This can be done in the Metrics Inspector. Select both the background and the floor layers in the timeline and set the Pin to both sides in the Flexible Layout settings.
￼[image: image68.png]
Then click on the horizontal arrow inside the box to enable stretching. This way the background elements will cover the entire width, no matter how large or small the screen gets.
￼[image: image236.png]
Note that for basic elements such as the background elements you don’t need to specifically allow stretching.
Make poster stick to right hand side
Per default, elements are oriented to the top left corner. In some cases it might be necessary however that an element is oriented to the right side, for example a logo. In our example here we want the poster to stick to the right side.
Select the poster element and change the pin setting in the flexible layout section of the Metrics Inspector accordingly: Remove the left pin and activate the one on the right side. The preview will show you the effect immediately.
￼[image: image14.png]  
Make character and bubble remain centered
This next step is a bit more tricky: We want the character and the speech bubble to be oriented in the center. However, using the pins on both elements directly would not lead to the intended effect, as their positions will be calculated in relation to their initial position, and therefore the distance between bubble and character vary depending on the screen size.
To avoid this, we need to place elements that are to behave as one unit inside a group first.
Select the character and the speech bubble and then use the “Group” option in the top bar or a right click to create the group.
￼[image: image48.png]
 
Now you can apply the flexible behavior to the group. Make sure to activate both pins (left and right) so that the group is moving proportionally to both sides.
￼[image: image112.png]
 
Tip: When you want the group to be centered on larger displays, you can increase the width of the group so that its borders have the same distance to the left and right edge of the scene. As the position is relative, this will make sure the container is placed centered. The size of the group has no effect on the size of the content.
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. You will see that the project stretches over the entire window width. If you resize the browser window you will see how the different elements behave differently to the resizing.
￼[image: image32.png]
It takes some practicing to get the hang of the flexible layout settings but it can help you create really rich, responsive pieces of content.
Good to know…
If you want your entire composition to scale as one unit, you can create a group around all elements and apply the flexible layout settings to this group container. This makes sure that the distances between the objects scales proportionally. Make sure though to adjust the size of the group to fit the scene size, especially when you have elements positioned outside the scene, as the group will be created with the maximal dimensions. 
 
Note that using flexible layouts might not suffice in many cases to provide a good experience across all devices. As you might have noticed in this example as well, the layout gets pretty stretched on large displays. This is where you should opt for layout variations. Note that you can easily create such layout variations based on your current layout using the Layouts option in Hype. Open the Layouts Inspector and click on the ‘+’ icon to add a new Layout to your current scene. Note that you can choose from existing presets or define your own breakpoint width here.
 
Happy Animating!
 

Create a text effect (masking with group overflow) (Lesson #15)
Creating nice eye candy effects does not necessarily require a lot of work. One of the easiest ways to improve your content is breaking it down into slices that can be animated individually, for example to create a fancy headline animation. Tumult Hype does not support masks per se, but you can use the overflow feature to get a similar result. In this lesson you will learn how to create a typo effect with this approach. Here’s the result:
 
￼[image: image8.png]
Key Learnings:
●Fonts
●Groups
●Overflow and masking
Understanding the project
Open the project file in the 010 Start folder. This project has a background element and a simple text field. We will add an external font and then create the effect from scratch here.
￼[image: image29.png]
Customize Font
First we want to select a more appropriate font for our effect. Select the text element and open the Typography Inspector. Then click on “Add More Fonts…” to access the Google Web Fonts.
￼[image: image47.png]
The Londrina Sketch should work well for our purposes here. Of course you can use any font you deem fit.
￼[image: image204.png]
Click on Add Font and it will be included in your project and instantly applied to the selected text field. Set the style to “italic” to give it an even more dynamic appearance.
￼[image: image107.png]
 
Mask element with group
Now we want the text to appear in two different segments: The top half should appear from the right whereas the lower half should fly in from the left in a counter movement. Since we don’t want to convert the text into an image first and slice it manually, we would rather use some sort of mask to show only a part of the text element. Using a group, you can do exactly that.
 
Create a group around the text element (either with a right click or the Group option in the top bar).
￼[image: image230.png]
 
Now open the Metrics Inspector and set the Content Overflow to Hidden instead of visible. 
￼[image: image149.png] 
Now everything outside the boundaries of the group is no longer visible. Currently this has no effect as the group has the same boundaries as its content. But we can change that.
The yellow bounding box represents the group. You can change the size similar to elements. So take the lower edge and move it upwards until the height is cut in half. Note that the content is not shrinking but being cropped.
￼[image: image93.png]
Duplicate group
Now we can simply duplicate the entire group and adjust the group boundaries so that this second group shows only the lower half of the text.
￼[image: image78.png]
￼[image: image103.png]
Create the animation
With the two separate parts of the text we can now create the animation. Enable the record mode. Set the opacity for the beginning to 0 for both elements and to 100% after approximately 1second. Move the upper text part to the right at the beginning and the lower to the left, slightly outside the scene.
￼[image: image77.png]
So both parts fly in from opposite directions while fading in. You can increase the effect by setting the easing for the Origin Left animation to Ease Back.
￼[image: image118.png]
Now we already have a nice title effect with the actual text layers still intact, so you can always go in and change the wording if you want to. 
By the way, if you plan on making this effect even more reusable, you can wrap the text element in a symbol at the beginning. Then you can edit the text in the symbol and thanks to inheritance the changes get applied to all instances, so you only need to edit it in one place.
Add glitch (optional)
Finally we want to add a little extra to our effect and create an additional glitch after a few seconds, so that the attention of the user is focussed on the text, even when he or she did miss the intro animation for any reason.
This can be done in a similar way as the intro animation. Make sure the record mode is enabled. Set the capo to approximately 2 seconds to start the animation at this point and not the last keyframe (The capo is the small white line at the beginning of the timeline. It is a bit tricky to select it at the beginning. Move the playhead first and then click and drag the white || icon to move the capo).
￼[image: image143.png]
 
Now move the lower part of the title slightly to the left to create a tween. 
￼[image: image124.png]
Then move the playhead one step further and move the element back to the initial position.
￼[image: image132.png]
 
Repeat this a bit further down the timeline with the upper part in the opposite direction. This will create a very subtle notion that has still a pretty impact on the attention span of a user without being fully distracting or irritating. 
￼[image: image244.png]
Preview in browser
Now you can hit CMD+Return or use the Preview icon to start the project in a browser. If you have followed the instructions carefully, you will now see the text parts fly in from opposite directions to form the title as well as the tiny glitch effect afterwards. Enjoy!
 
￼[image: image213.png]
 
Good to know…
You can use this basic technique not only on text elements but for images as well. This allows you to create awesome results even when you have very limited assets and/or time at hand. Especially when using symbols as mentioned earlier, you can easily reuse the same effect throughout several projects by simply exchanging the text or image respectively.
In this lesson we have only used two segments to keep it simple. Of course you can use any number of groups to create smaller segments. That allows you for example to create an entire curtain reveal effect or more precise glitches. Also note that you are not limited to segments that span across the entire width. You can use vertical segments as well, or rotate and skew groups, create tiles etc. I think you get the idea ;)
 
Happy Animating!
 
 
Hungry for more Hype content?
 
Check out http://richcontentdesign.com
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