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Throughout this title you will see references to lesson or resource files on a disc.
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Please click here to go to the last page in this eBook for the download location and

instructions.

Adobe Flash Professional CS6 Classroom in a Book includes the lesson files that
you'll need to complete the exercises in this book, as well as other content to

help you learn more about Adobe Flash Professional CS6 and use it with greater

efficiency and ease. The diagram below represents the contents of the lesson files

directory, which should help you locate the files you need.

Adobe’ Flash® Professional CS6
CLASSROOM IN A BOOK'

N
AVAILABLE VIA DOWNLOAD

Learn by Video
bonus tutorials

A bonus 2-hour set of Adobe Flash
Professional CS6: Learn by Video tutorials
are included, from video2brain and Adobe
Press. Learn by Video is one of the most
critically acclaimed training products on
Adobe software and is the only Adobe-
approved video courseware for the Adobe
Certified Associate Level certification.

Lesson files

ry— Each lesson has its own folder
Lesson0l inside the Lessons folder. You
i Lesson02 will need to download these
lesson folders to your hard
[ Lesson03 drive before you can begin
[ Lessono4 each lesson.
[ Lessonos

[ Lesson06

Y Y Y Yy Y YyYYYIYYyYTYTYFr

Online resources

Links to Adobe Community
Help, product Help and
Support pages, Adobe
Press, Adobe certification
programs, Adobe TV, and
other useful online resources
can be found inside a handy
HTML file. Just open it in
your Web browser and click
on the links, including a
special link to this book’s
product page where you can
access updates and bonus
material.

Episodes | Shows

Foatwred  MostViewed HighestRated Recently Added




iv CONTENTS

CONTENTS

1

GETTING STARTED 1
About ClassroominaBook.............ccooiiiiiiiiiiiiiiat, 1
What's NEW. . ..o e 1
PrerequUIsites. ...o. v e 2
Installing Flash. ... e 3
CopyingthelessonFiles...........coooviiiiiiiiiiiininnnnn, 4
How to Usethe Lessons.........c.covuiniuiiiiiiniiinen... 5
Additional Resources ..........c.coiiiiiiiiiiiiiiiiiiien 5
Adobe Certification . ........ovuviiiii i 6

GETTING ACQUAINTED 8
Starting Flash and Opening aFile....................ooo.at 10
Getting to Know the Workspace.................cooeniente 12
Working with the Library Panel...................... ... 16
Understanding the Timeline..............coooiiiiiiiiin, 18
Organizing LayersinaTimeline.............c.cooiiien... 25
Using the Properties Inspector ............ccooiiiiiininan.. 28
UsingtheToolsPanel ......... ..o, 31
Undoing StepsinFlash..............coooiiiiiiiii, 35
PreviewingYour Movie. .......c..ouiiiiii i 36
Modifying the Contentand Stage ...........covvvvvvenan., 38
SavingYour Movie . ... 39
Publishing Your Movie ... 44
Finding Resources for UsingFlash .......................... 45
Checking forUpdates .........c.coviiiviiiniiiiinnninen.n. 46



2 WORKING WITH GRAPHICS 48
GettingStarted ... 50

M Understanding Strokesand Fills.........................o. 50
-ﬁw Creating Shapes ........ooeiiiiii e 51

Making Selections ........coviiiiiii i 52
Editing Shapes. .. .. ooiiii 53
Using Gradient and BitmapFills ........................o... 57
Making Patterns and Decorations ....................cov... 61
Creating CUIVES. ..ot 70
Creating Transparencies. . ......o.veieie e, 73
Creating and EditingText .......ccovviviiiiiininiiinennns. 75
3 CREATING AND EDITING SYMBOLS 78
Getting Started . ...t 80
Importing lllustrator Files ..., 81
About Symbols . ... 82
Creating Symbols. ... 85
Importing Photoshop Files...............coooiiiiiiiiina, 86
Editing and Managing Symbols ..................ooae 88
Changing the Size and Position of Instances ................ 95
Changing the Color Effect of Instances. ..................... 98
Understanding Display Options .............coiviininnn. 100
Applying Filters for Special Effects......................... 103
Positioningin3DSpace........cccvviiiiiiiiiiiiie 104
4 ADDING ANIMATION 110
GettingStarted . .......ooiii i 112
About Animation ........o.viii i 113
Understanding the ProjectFile ..................ooooiiit 113
Animating Position ...l 114
Changing the Pacingand Timing..............coovvvuinnn. 117
Animating TransparenCy .......coveieiniiieeneenenneanenns 120
Animating Filters ...... ... 123
Animating Transformations ................cccoviiiiinen.. 127

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK Vv



Changing the Path of the Motion.......................... 131

SwappingTweenTargets........ooviiiiiiiiiiiniinnennn.. 136
Creating Nested Animations .............covvivinienn... 137
Using the Motion Editor. ..., 140
EaSing ..ot e 145
Animating3D Motion. ...t 152
TestingYourMovie. ..o 155
5 ARTICULATED MOTION AND MORPHING 158
Getting Started . ......ovi i 160
Articulated Motion with Inverse Kinematics................ 161
Constraining JoINtS . ..ovevii i e 170
Inverse Kinematics with Shapes ........................... 178
Armature OptioNs ....ovuii i 186
Morphing with ShapeTweens...............coovviiinen, 190
Using Shape Hints ........ooiuiiniii it 193
Simulating Physics with Inverse Kinematics................ 196
6 CREATING INTERACTIVE NAVIGATION 204
GettingStarted . ....oovii i 206
About Interactive Movies ..........coooiiiiiiiiiiiiiiiien.. 206
Creating Buttons. ......ovvii e 207
Understanding ActionScript 3.0 ........covvviiiiinininnn, 217
PreparingtheTimeline...........c.cooiiiiiiiiiiiiiin 221
Addinga Stop Action ........oiiiiii i 222
Creating Event Handlers for Buttons....................... 222
Creating Destination Keyframes.................cooveeat. 226
Creating a Home Button with Code Snippets .............. 230
Code Snippets OPtioNS . .....vvveiriiiii i iieeanns 235
Playing Animation at the Destination...................... 237
Animated BUttonsS ..ot 242
7 USING TEXT 246
GettingStarted . ...t 248
Understanding TLFText . .....ovvviiini i eeeens 249
Adding SimpleText . ...oovuvivinii i 252
Adding Multiple Columns...........ooiiiiiiiiii e 260

Vi CONTENTS



Wrapping Text. .. ..ot 264

Hyperlinking Text. ..o 273

Creating User-inputText .......cooviiiiiiiiiiiininnnn.. 275

Loading External Text ..........covuininiiniiii ... 282

8 WORKING WITH SOUND AND VIDEO 290
Getting Started . .....ooii 292
Understanding the Project File ........................ . 293

Using Sounds. ..ot e 294
Understanding Flash Video..................coooooiiint. 306

Using Adobe Media Encoder..............cociiiiiian... 307
Understanding Encoding Options..................ovue... 310

Playback of External Video ..............coooiiiiiiiiin... 318

Working with Video and Transparency..................... 322

Using Cue POINTS. .o ov vt 326

Embedding FlashVideo ..., 335

9 LOADING AND CONTROLLING FLASH CONTENT 342
Getting Started ..ot e 344

Loading External Content...........ccoovuvivininiiinennn 346

Removing External Content.............ooviiiiiiininan 354

Controlling Movie Clips ..o v e 355

Creating Masks . ....ovii e 356

10 PUBLISHING FLASH DOCUMENTS 364
Getting Started . .....ov it 366

Testing a Flash Document...........coviiiiiniininennn.n. 367
Understanding Publishing ...l 369

Publishing fortheWeb.............cooiiiiiiiiiiiiiian, 369
Understanding the Bandwidth Profiler..................... 376
AddingMetadata..........cooviiiiiiiii 378

Publishing a Desktop Application ......................ae. 380

Publishing for a Mobile Device ............ccooviiiiiinn. 387

Keeping Organized with Projects...................... ... 391

N Xt ST PSS . .t vttt e e e 394

INDEX 396
LESSON AND MEDIA FILES 409

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK Vi



This page intentionally left blank



GETTING STARTED

Adobe Flash Professional CS6 provides a comprehensive authoring environment
for creating interactive and media-rich applications. Flash is widely used to cre-
ate engaging projects integrating video, sound, graphics, and animation. You can
create original content in Flash or import assets from other Adobe applications
such as Photoshop or Illustrator, quickly design animation and multimedia, and
use Adobe ActionScript 3.0 to integrate sophisticated interactivity.

Use Flash to build innovative and immersive Web sites, to create stand-alone
applications for the desktop, or to create apps to distribute to mobile devices
running on the Android or the iOS system.

With extensive controls for animation, intuitive and flexible drawing tools,
and a powerful object-oriented coding language, Flash delivers one of the only
robust environments that let your imagination become reality.

About Classroom in a Book

Adobe Flash Professional CS6 Classroom in a Book is part of the official train-
ing series for Adobe graphics and publishing software developed with the
support of Adobe product experts. The lessons are designed so you can learn
at your own pace. If you're new to Flash, you'll learn the fundamental concepts
and features you'll need to use the program. Classroom in a Book also teaches
many advanced features, including tips and techniques for using the latest
version of this application.

What’'s New

The lessons in this book provide opportunities to use some of the new features
and improvements in Flash Professional CS6, including:

e An updated Document panel for quick access to document settings

e Powerful controls for managing layers
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2 GETTING STARTED

e Stage resizing that scales all your content proportionally

e Auto-Save and Auto-Recovery, new options that can ease your mind over
potential lost work due to crashes.

e Additional options for symbols, Convert to Bitmap and Export as Bitmap,
which provide greater control over graphics handling.

e Outputting animations as a Sprite sheet or PNG sequences to support
alternative approaches to animation.

e A new feature for inverse kinematics called Pinning, which allows finer control
for armatures.

e A tab ruler for TLF text for positioning of text with layout precision.

e Animproved Code Snippets panel featuring a fast, visual way of applying code
to objects on the Stage.

e Additional code snippets available in the Code Snippets panel, many geared
particularly toward mobile device interactions.

e A streamlined Publish Settings dialog box.
e Better workflow for sharing resources across multiple FLA files

e Revamped interface for Adobe Media Encoder for more efficient processing of
your media files.

e A simulator for mobile device interactions to allow testing gestures such as
pinches and swipes within Flash.

e Many more incremental feature improvements and overall better performance.

Prerequisites

Before you begin using Adobe Flash Professional CS6 Classroom in a Book, make
sure your system is set up correctly and that you've installed the required software.
You should have a working knowledge of your computer and operating system. You
should know how to use the mouse and standard menus and commands, and also
how to open, save, and close files. If you need to review these techniques, see the
printed or online documentation included with your Microsoft Windows or Apple
Mac OS software.



Installing Flash

You must purchase the Adobe Flash Professional CS6 software either as a stand-
alone application or as part of the Adobe Creative Suite. The following specifica-
tions are the minimum required system configurations.

Windows:

e Intel° Pentium 4, Intel Centrino®, Intel Xeon®, or Intel Core™ Duo
(or compatible) processor

e Microsoft® Windows XP with Service Pack 3 or Windows 7
e 2 GB of RAM required (3 GB recommended)
e 1024 x 768 display

e 2.5 GB of available hard-disk space (additional free space required during
installation)

e Internet connection required for product activation

¢ QuickTime 7.x software required for multimedia features and PNG import.
e DirectX version 9.0c or higher

Mac OS

e Multicore Intel processor

e Mac OS X 10.6.x or 10.7.x

¢ 2 GB of RAM required (3 GB recommended)

e 1024 x 768 display

e 2.5 GB of available hard-disk space (additional free space required during
installation)

e Internet connection required for product activation
* QuickTime 7.x software required for multimedia features and PNG import

For updates on system requirements and complete instructions on installing the
software, visit www.adobe.com/go/flash_systemreqs.

Install Flash from the Adobe Flash Professional CS6 application DVD, or from the
disk image you downloaded from Adobe, onto your hard drive. You cannot run the
program from the installation disc. Follow the onscreen instructions.

Make sure that your serial number is accessible before installing the application.
You can find the serial number on the back of the DVD case, or if you downloaded
the software from Adobe, the serial number will be in your emailed receipt.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK
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Copying the Lesson Files

The lessons in Adobe Flash Professional CS6 Classroom in a Book use specific
source files, such as image files created in Adobe Illustrator, video files created in
Adobe After Effects, audio files, and prepared Flash documents. To complete the
lessons in this book, you must copy these files from the Adobe Flash Professional
CS6 Classroom in a Book CD (inside the back cover of this book) to your hard
drive. Follow these steps to copy the lesson files:

1 On your hard drive, create a new folder in a convenient location and name it
FlashProCS6_CIB, following the standard procedure for your operating system:

e Windows: In Windows 7 or Vista, right-click and choose New > Folder.
Then enter the new name for your folder.

e Mac OS: In the Finder, choose File > New Folder. Type the new name and
drag the folder to the location you want to use.

Now, you can copy the source files onto your hard drive.

2 Drag the Lessons folder (which contains folders named Lesson01, Lesson02,
and so on) from the Adobe Flash Professional CS6 Classroom in a Book CD onto
your hard drive to your new FlashProCS6_CIB folder.

When you begin each lesson, navigate to the folder with that lesson number to
access all the assets, sample movies, and other project files you need to complete
the lesson.

If you have limited storage space on your computer, you can copy each lesson
folder as you need it, and then delete it after you've completed the lesson if desired.
Some lessons build on preceding lessons; in those cases, a starting project file is
provided for you for the second lesson or project. You do not have to save any fin-
ished project if you don’t want to or if you have limited hard drive space.

Copying the sample movies and projects

You will create and publish SWF animation files in some lessons in this book.

The files in the End folders (01End, 02End, and so on) within the Lesson folders are
samples of completed projects for each lesson. Use these files for reference if you
want to compare your work-in-progress with the project files used to generate the
sample movies. The end project files vary in size from relatively small to a couple of
megabytes, so you can either copy them all now if you have ample storage space or
copy just the end project file for each lesson as needed. Then you can delete it when
you finish that lesson.



How to Use the Lessons

Each lesson in this book provides step-by-step instructions for creating one or
more specific elements of a real-world project. Some lessons build on projects
created in preceding lessons; most stand alone. All the lessons build on each
other in terms of concepts and skills, so the best way to learn from this book is

to proceed through the lessons in sequential order. In this book, some techniques
and processes are explained and described in detail only the first few times you
perform them.

The organization of the lessons is also project-oriented rather than feature-oriented.
That means, for example, that you'll work with symbols on real-world design projects
over several lessons rather than in just one chapter.

Additional Resources

Adobe Flash Professional CS6 Classroom in a Book is not meant to replace docu-
mentation that comes with the program or to be a comprehensive reference for
every feature. Only the commands and options used in the lessons are explained in
this book. For comprehensive information about program features and tutorials,
please refer to these resources:

Adobe Community Help: Community Help brings together active Adobe product
users, Adobe product team members, authors, and experts to give you the most
useful, relevant, and up-to-date information about Adobe products.

To access Community Help: To invoke Help, press F1 or choose Help > Flash Help.

Adobe content is updated based on community feedback and contributions. You
can add comments to both content or forums—including links to web content,
publish your own content using Community Publishing, or contribute Cookbook
Recipes. Find out how to contribute at www.adobe.com/community/publishing/
download.html

See community.adobe.com/help/profile/faq.html for answers to frequently asked
questions about Community Help.

Adobe Flash Professional CS6 Help and Support: www.adobe.com/support/
flash/ is where you can find and browse Help and Support content on Adobe’s site.

Adobe Forums: forums.adobe.com lets you tap into peer-to-peer discussions,
questions and answers on Adobe products.

Adobe TV: tv.adobe.com is an online video resource for expert instruction and
inspiration about Adobe products, including a How To channel to get you started
with your product.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK
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Adobe Design Center: www.adobe.com/designcenter offers thoughtful articles
on design and design issues, a gallery showcasing the work of top-notch designers,
tutorials, and more.

Adobe Developer Connection: www.adobe.com/devnet is your source for techni-
cal articles, code samples, and how-to videos that cover Adobe developer products
and technologies.

Resources for educators: www.adobe.com/education offers a treasure trove of
information for instructors who teach classes on Adobe software. Find solutions
for education at all levels, including free curricula that use an integrated approach
to teaching Adobe software and can be used to prepare for the Adobe Certified
Associate exams.

Also check out these useful links:

Adobe Marketplace & Exchange: www.adobe.com/cfusion/exchange/ is a central
resource for finding tools, services, extensions, code samples and more to supple-
ment and extend your Adobe products.

Adobe Flash Professional CS6 product home page: www.adobe.com/products/flash

Adobe Labs: labs.adobe.com gives you access to early builds of cutting-edge technol-
ogy, as well as forums where you can interact with both the Adobe development teams
building that technology and other like-minded members of the community.

Adobe Certification

The Adobe training and certification programs are designed to help Adobe custom-
ers improve and promote their product-proficiency skills. There are four levels of
certification:

¢ Adobe Certified Associate (ACA)

e Adobe Certified Expert (ACE)

¢ Adobe Certified Instructor (ACI)

¢ Adobe Authorized Training Center (AATC)

The Adobe Certified Associate (ACA) credential certifies that individuals have the
entry-level skills to plan, design, build, and maintain effective communications
using different forms of digital media.

The Adobe Certified Expert program is a way for expert users to upgrade their
credentials. You can use Adobe certification as a catalyst for getting a raise, finding
a job, or promoting your expertise.


www.adobe.com/designcenter
www.adobe.com/devnet
www.adobe.com/education
www.adobe.com/cfusion/exchange/
www.adobe.com/products/flash

If you are an ACE-level instructor, the Adobe Certified Instructor program takes your
skills to the next level and gives you access to a wide range of Adobe resources.

Adobe Authorized Training Centers offer instructor-led courses and training
on Adobe products, employing only Adobe Certified Instructors. A directory of
AATCs is available at partners.adobe.com.

For information on the Adobe Certified programs, visit www.adobe.com/support/

certification/main.html.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 7


www.adobe.com/support/certification/main.html
www.adobe.com/support/certification/main.html

GETTING ACQUAINTED

Lesson Overview

In this lesson, yow'll learn how to do the following:
* Create a new file in Flash

e Adjust Stage settings and document properties
e Add layers to the Timeline

e Manage keyframes in the Timeline

e Work with imported images in the Library panel
* Move and reposition objects on the Stage

e Open and work with panels

e Select and use tools in the Tools panel

e Preview your Flash animation

e Save your Flash file

e Access online resources for Flash

This lesson will take less than 1 hour to complete. Copy the Lesson01
folder from the Adobe Flash Professional CS6 Classroom in a Book CD
onto your hard drive if it’s not already there.
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In Flash, the Stage is where the action takes place,
the Timeline organizes frames and layers, and other
panels let you edit and control your creation.




Starting Flash and Opening a File

The first time you start Flash you'll see a Welcome screen with links to standard
file templates, tutorials, and other resources. In this lesson, you'll create a simple
animation to showcase a few vacation snapshots. You'll add the photos and a title,
and in the process you'll learn about positioning elements on the Stage and placing
them along the Timeline. It’s important to understand that the Stage is used to
organize your visual elements spatially, and the Timeline is used to organize your
elements temporally.

@ Note: You can also 1 Start Adobe Flash Professional CS6. In Windows, choose Start > All Programs >

start Flash by double- Adobe Flash Professional CS6. In Mac OS, click Adobe Flash Professional CS6
clicking a Flash file

(*.fla or *.xfl), such as
the 01End fla file that is 2 Choose File > Open. In the Open dialog box, select the 01End.fla file in the

rovided to show you
fhe completed pro)}ect. Lesson01/01End folder and click Open to see the final project.

in the Applications folder or the Dock.

3 Choose File > Publish Preview > HTML.
@ Note: If your
computer is missing Flash creates the necessary files (an HTML file and a SWF file) to display
a font that the final the final animation in your default browser. An animation plays. During the
project contains, Flash
displays a warning
dialog box. You can
manually choose a
substitute if you wish, or
simply click Use Default
and Flash will do so
automatically.

animation, several overlapping photos appear one by one, ending with a title.

4 Close the browser.

10 LESSON 1 Getting Acquainted



Creating a New Document

You'll create the simple animation that you just previewed by starting a new
document.

1 In Flash, choose File > New.
The New Document dialog box opens.

New Document

General Templates
Type

B ActionScript 3.0 Width: 550 px

B ActionScript 2.0

,. AR Height: 400 px

‘ AIR for Android Ruler units:
B AR for 105

Bl Flash Lire 4 Frame rate: 24,00 fps

™. ActionScript 3.0 Class
"'!)_ ActionScript 3.0 Interface

Background calor: ||

™ ActionScript File Auto-Save: [] 10 minutes
™. ActionScript Communication File

; T Make Default
-_,__ Flash JavaScript File

™. Flash Project 5
. escription:

Create a new FLA file (*.fla} in the Flash Document window.
The Publish Sertings will be set for ActionScript 3.0. Use
FLA files to set up the media and structure for SWF files
published for Adobe Flash Player.

2 Under the General tab, choose ActionScript 3.0.

ActionScript 3.0 is the latest version of Flash’s scripting language, which you use
to add interactivity. In this lesson, you will not be working with ActionScript,
but you still must choose with which version your file is compatible. Choosing
ActionScript 3.0 creates a new document configured for playback in a desktop
browser (such as Chrome, Safari, or Firefox) with Flash Player.

The other options target alternative playback environments. For example, AIR
for Android and AIR for iOS create new documents configured for playback
with AIR on an Android or an Apple mobile device.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 11



Note: Forsimple
projects, such as the
example animation
you'll create in this
lesson, creating a
single FLA document
is sufficient. However,
for more complex
projects that require
coordination with
multiple developers
or for projects
intended for playback
in several different
environments (desktop
and mobile), it's best to
use the Project panel
(Window > Project) to
create a new project. A
project helps organize
multiple assets. You'll
learn about the Project
panel in Lesson 10,
“Publishing Flash
Documents.”

3 On the right-hand side of the dialog box, you can choose the dimensions of
the Stage by entering new pixel values for the Width and Height. Enter 800 for
Width and 600 for Height. Keep the Ruler units as Pixels.

Width: 800 px
Height: 600 px

Frame rate: 24.00 fps
Background calor: ||

Auto-Save: [ 10 minutes
Make Default

Description:

Create a new FLA file (*.fla} in the Flash Document window.
The Publish Settings will be set for ActionSeript 3.0. Use
FLA files to set up the media and structure for SWF files
published for Adobe Flash Player.

Leave the Frame rate and Background color for the Stage at their default
settings. You can always edit these document properties, as explained later
in this lesson.

4 Click OK.
Flash creates a new ActionScript 3.0 file with all the specified settings.

5 Choose File > Save. Name the file 01_workingcopy.fla, and from the Format/Save
as Type pull-down menu choose Flash CS6 document (*.fla). Save it in the 01Start
folder. Saving your file right away is a good working habit that ensures your work
won't be lost if the application or your computer crashes. You should always save
your Flash file with the extension .fla to identify it as the Flash source file.

Getting to Know the Workspace

The Adobe Flash Professional work area includes the command menus at the top
of the screen and a variety of tools and panels for editing and adding elements to
your movie. You can create all the objects for your animation in Flash, or you can
import elements you've created in Adobe Illustrator, Adobe Photoshop, Adobe
After Effects, and other compatible applications.

By default, Flash displays the menu bar, Timeline, Stage, Tools panel, Properties
inspector, and a few other panels. As you work in Flash, you can open, close,
dock, undock, and move panels around the screen to fit your work style or your
screen resolution.

12 LESSON 1 Getting Acquainted
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Choosing a new workspace

Timeline

Properties inspector

Flash also provides a few preset panel arrangements that may better suit the needs of
particular users. The various workspace arrangements are listed in a pull-down menu
at the top right of the Flash workspace or in the top menu under Window > Workspace.

1 Click the Essentials button at the top right of the Flash workspace and choose

one of the other predefined workspaces.

The various panels are rearranged and resized according to their importance to

the particular user. For example, the Animator and Designer workspaces put the
Timeline at the top for easy and frequent access.

milneriBa

[Essentials -] [

Animator
Classic
Debug
Designer
Developer
+ Essentials
Small Screen

Reset 'Essentials’
New Workspace...
Manage Workspaces...

/AN e R~

Y P=P=E Y72

o

<

Borlol~ -

- Tools panel

m, "
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2 If you've moved some of the panels around and want to return to one of the
prearranged workspaces, choose Window > Workspace > Reset and the name of
the preset workspace.

3 To return to the default workspace, choose Window > Workspace > Essentials.
In this Classroom in a Book, we’ll be using the Essentials workspace.

Saving your workspace

If you find an arrangement of panels comfortable for your style of work, you can
save the custom workspace to return to it at a later date.

1 Click the Workspace button at the top-right corner of the Flash workspace and
choose New Workspace.

Animator
Classic
Debug
Designer
Developer

v Essentials
Small Screen

Reset 'Essentials’

New Workspace...
Manage Workspaces...

The New Workspace dialog box appears.
2 Enter a name for your new workspace. Click OK.

New Warkspace

Name: [my workspacel @

e 3
[ Cancel )

Flash saves the current arrangement of panels. Your workspace is added to the
options in the Workspace pull-down menu, which you can access at any time.

About the Stage

The big white rectangle in the middle of your screen is called the Stage. As with a
theater stage, the Stage in Flash is the area that viewers see when a movie is playing.
It contains the text, images, and video that appear on the screen. Move elements on
and off the Stage to move them in and out of view. You can use the rulers (View >
Rulers) or grids (View > Grid > Show Grid) to help you position items on the Stage.
Additionally, you can use the Align panel and other tools you'll learn about in the
lessons in this book.
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By default, you'll see the gray area off the Stage where you can place elements that
won't be visible to your audience. The gray area is called the Pasteboard. To just
see the Stage, choose View > Pasteboard to deselect the option. For now, leave the
option selected.

To scale the Stage so that it fits completely in the application window, choose
View > Magnification > Fit in Window. You can also choose different magnification
view options from the pop-up menu just above the Stage.

— s |
= & b3 Fit in Window
= Show Frame
Show All

Changing the Stage properties

Now you’ll change the color of the Stage. The Stage color, and other document
properties such as the Stage dimensions and frame rate, are available in the
Properties inspector, which is the vertical panel just to the right of the Stage.

1 At the bottom of the Properties inspector, note that the dimensions of the
current Stage are set at 800 x 600 pixels, which you chose when you created the
new document.

Properties | Library |

il

Document
Fl

01_workingcopy.fla

< PUBLISH

Profile: Default

ser: a
o —
= PROPERTIES
FPs: 24.00
Size: BOO x 800 px A
Stage: I:I

w» SWF HISTORY

Log | Clear
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2 Click the Background color button next to Stage and choose a new color from
the color palette. Choose dark gray (#333333).

®" | < properTIES
- FPs: 24,00
Size: 800 x 800 px X4
Stage: -
| [ESEEEEH

[T eTS Gy

Your Stage is now a different color. You can change the Stage properties at any time.

Working with the Library Panel

Note: You'll learn The Library panel is accessible from a tab just to the right of the Properties inspec-
much more about tor. The Library panel is where you store and organize symbols created in Flash,
symbols in Lesson 3, 1l as i d files. including bi hi d fil dvid i
“Creating and Editing as well as imported files, including bitmaps, graphics, sound files, and video clips.
Symbols” Symbols are often-used graphics used for animation and for interactivity.

About the Library panel

The Library panel lets you organize library items in folders, see how often an item
is used in a document, and sort items by type. When you import items into Flash,

you can import them directly onto the Stage or into the library. However, any item
you import onto the Stage is also added to the library, as are any symbols you cre-

ate. You can then easily access the items to add them to the Stage again, edit them,
or see their properties.

To display the Library panel, choose Window > Library, or press Ctrl+L (Windows)
or Command+L (Mac).

Importing an item to the Library panel

Often, you'll be creating graphics directly with Flash’s drawing tools and saving them
as symbols, which are stored in the library. Other times you'll be importing media
such as JPEG images or MP3 sound files, which are also stored in the library. In this
lesson, you'll import several JPEG images into the library to be used in the animation.

1 Choose File > Import > Import to Library. In the Import to Library dialog box,
select the background.jpg file in the Lesson01/01Start folder, and click Open.

2 Flash imports the selected JPEG image and places it in the Library panel.
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3 Continue importing photol.jpg, photo2.jpg, and photo3.jpg from the 01Start folder.
Don't import the last image, photo4.jpg. You'll use that image later in this lesson.

You can also hold down the Shift key to select multiple files and import all of
them at once.

4 The Library panel displays all the imported JPEG images with their filenames
and a thumbnail preview. These images are now available to be used in your
Flash document.

avems o —
Name | Linkage,
@ background.jpg
photol.jpg
photo2.jpg
(] photo3.jpg

Adding an item from the Library panel to the Stage

To use an imported image, simply drag it from the Library panel onto the Stage. Note: You can also
. . . o choose File > Import >
1 Choose Window > Library to open the Library panel if it isn’t already open. Import to Stage, or

Ctrl+R (Windows) or

2 Select the background.jpg item in the Library panel. Command4R (Mac) to

3 Drag the background.jpg item onto the Stage and place it approximately in the import an image file to
the Library and put it on

center of the Stage. the Stage all in one step.
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Understanding the Timeline

The Timeline is located below the Stage. Like films, Flash documents measure time
in frames. As the movie plays, the playhead, shown as a red vertical line, advances
through the frames in the Timeline. You can change the content on the Stage for
different frames. To display a frame’s content on the Stage, move the playhead to
that frame in the Timeline.

At the bottom of the Timeline, Flash indicates the selected frame number, the cur-
rent frame rate (how many frames play per second), and the time that has elapsed
so far in the movie.

Current frame
Timeline | Motion Edimr_‘

) s s e s s
el s .- ol
Bl D@ IEE TN S BRSNS N O 2400fps 00s [€]

Frame rate Elapsed time (seconds)

The Timeline also contains layers, which help you organize the artwork in your
document. At the moment, your project only has one layer, which is called Layer 1.
Think of layers as multiple film strips stacked on top of each other. Each layer can
contain a different image that appears on the Stage, and you can draw and edit
objects on one layer without affecting objects on another layer. The layers are
stacked in the order in which they overlap each other, so that objects on the bottom
layer in the Timeline are on the bottom of the stack on the Stage. You can hide,
lock, or show the contents of layers as outlines by clicking the dots in the layer
under the layer option icons.

Show/Hide Layer Lock/Unlock Layer

Layer name Show Layer as Outlines

Timelin( | Motion Edit|ir |~
s an 5 10 15 20 25 30 35 40 45

<« . NIEETENAEVERNECERNNCERNNCENRNCRNNETRNNRCARNACEER

" Layer 1

al o3 AR TR S S =S O R 24.00fps 005 [X
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Renaming a layer

It’s a good idea to separate your content on different layers and name each layer to
indicate its contents so that you can easily find the layer you need later.

1 Select the existing layer in the Timeline, called Layer 1.
2 Double-click the name of the layer to rename it and type background.
e [ GHER EBITSR|

3 Click outside the name box to apply the new name.

4 Click the dot below the lock icon to lock the layer. Locking a layer prevents you

from accidentally making changes to it.

The pencil icon with a diagonal slash that appears after the layer name indicates
that you can’t make edits to the layer because it is locked.

Adding a layer

A new Flash document contains only one layer, but you can add as many layers as
you need. Objects in the top layers will overlap objects in the bottom layers.

1 Select the background layer in the Timeline.

2 Choose Insert > Timeline > Layer. You can also click the New Layer button ( al )
below the Timeline. A new layer appears above the background layer.

‘ New Symbol... %m‘

| Timeline > Layer

Layer Folder al
Scene |

: Frame F5

Keyframe
Blank Keyframe

3 Double-click the new layer to rename it and type photol. Click outside the
name box to apply the new name.

Your Timeline now has two layers. The background layer contains the
background photo, and the newly created photol layer above it is empty.

4 Select the top layer called photol.
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20 LESSON 1

5 Choose Window > Library to open the Library panel if it isn’t already open.

6 Drag the library item called photol.jpg from the library on to the Stage.

The photol JPEG appears on the Stage and overlaps the background JPEG.

= photol
Tl background

7 Choose Insert > Timeline > Layer or click the New Layer button below the

Timeline to add a third layer.

8 Rename the third layer photo2.

Getting Acquainted

= photo2 Nl !
Tl photol . ] !!
3l background +amj

Working with Layers

If you don’t want a layer, you can easily
delete it by selecting it and then clicking
the Delete button below the Timeline.

If you want to rearrange your layers,
simply click and drag any layer to move it
to a new position in the layer stack.

Timeline

= photo2
Tl photol
Tl background

[l e rl € E




Inserting frames

So far, you have a background photo and another overlapping photo on the Stage,
but your entire animation exists for only a single frame. To create more time on the
Timeline, you must add additional frames.

1 Select frame 48 in the background layer.

Timeline | Motion Editor |

s an 5 10 15 20 25 30 35 40 45 50 55
al photo2 = « [0
a |
k
AR IO T S TR TS SO R PH T TP [ —

2 Choose Insert > Timeline > Frame (F5). You can also right-click (Windows) or
Ctrl-click (Mac) and choose Insert Frame from the context menu that pops up.

Flash adds frames in the background layer up to the selected point, frame 48.

Timeline | Motion Editor |

@l photo2 = o @
al photol

El

ol oF [l I»pl |} S mEE[] 48 2400fps 20s [€

3 Select frame 48 in the photol layer.

4 Choose Insert > Timeline > Frame (F5). You can also right-click/Ctrl-click and

choose Insert Frame from the context menu.
Flash adds frames in the photol layer up to the selected point, frame 48.
5 Select frame 48 in the photo2 layer and insert frames on this layer.

You now have three layers, all with 48 frames on the Timeline. Since the frame
rate of your Flash document is 24 frames per second, your current animation lasts

two seconds.

Timeline l Motion Editor J

S photol o+ @lis
@l background « 8 @

EIRER. | [ b d e min ] 48 26000 208 @
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Selecting Multiple Frames

Just as you can hold down the Shift key to select multiple files on your desktop,

you can hold down the Shift key to select multiple frames on the Flash Timeline.

If you have several layers and want to insert frames into all of them, hold down the
Shift key and click on the point at which you want to add frames in all of your layers.
Then choose Insert > Timeline > Frame.

Creating a keyframe

A keyframe indicates a change in content on the Stage. Keyframes are indicated on
the Timeline as a circle. An empty circle means there is nothing in that particular
layer at that particular time. A filled-in black circle means there is something in
that particular layer at that particular time. The background layer, for example,
contains a filled keyframe (black circle) in the first frame. The photol layer also
contains a filled keyframe in its first frame. Both layers contain photos. The photo2
layer, however, contains an empty keyframe in the first frame, indicating that it is
currently empty.

Empty keyframe
Timeline | Motion Editor |
L ] B
@l photol o+ @lis
@l background « 8 @
aa® [aaip b bl d e mnmil] 48 26000 208 @

Filled keyframe
You'll insert a keyframe in the photo2 layer at the point in time when you want the
next photo to appear.

1 Select frame 24 on the photo2 layer. As you select a frame, Flash displays the
frame number beneath the Timeline.

= s .- . R 0
%l photol « s W, i q
] background - 8 0. il

RIO# [l Ibpl | (S mEE[I] 24 2400fps 10s [4
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2 Choose Insert > Timeline > Keyframe (F6).

A new keyframe, indicated by an empty circle, appears in the photo2 layer in

frame 24.
Timeline
a0 s 10 - A5 .. 20 5 .30 ...35 .. 40 45 .. 50 .. 55
photo B dl g
@l photol - o @, 1
] background @ @, 1
FIR=N. | Il aim el S mEEE] 28 24006 105 [

3 Select the new keyframe at frame 24 in the photo2 layer.
4 Drag the photo2.jpg item from your library onto the Stage.

The empty circle at frame 24 becomes filled, indicating there is now a change in
the photo2 layer. At frame 24, your photo appears on the Stage. You can click
and drag the red playhead from the top of the Timeline to “scrub,” or show
what’s happening on the Stage at any point along the Timeline. You'll see that
the background photo and photol remain on the Stage throughout the Timeline
but photo2 appears only at frame 24.

TIMELINE
s @ 5 10 15 20 5 30 35 40 45 50 55
photo 5 0 o
q] photol « o+« @i, o
4l background . Hi o
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Understanding frames and keyframes is essential for mastering Flash. Be sure you
understand how the photo2 layer contains 48 frames with 2 keyframes—an empty
keyframe at frame 1 and a filled keyframe at frame 24.

photo2 layer photo2 layer
is empty from contains content from

frames 1-23 frames 24-48
1

@ photol o+ W, 1

4] background @ O, 1

Moving a keyframe

If you want your photo2.jpg to appear later or earlier, you need to move the key-
frame in which it appears later or earlier along the Timeline. You can easily move
any keyframe along the Timeline by simply selecting it and then dragging it to a
new position.

1 Select the keyframe in frame 24 on the photo2 layer.

2 Move your mouse cursor slightly, and you’ll see a box icon appear near your
cursor indicating that you can reposition the keyframe.

3 Click and drag the keyframe to frame 12 in the photo2 layer.

Tl phetol . o @, T o
&l background « @ @i il

4l photol « o @, I
&l background « @ @i il

Removing Keyframes

If you want to remove a keyframe, do not press the Delete key! Doing so will delete
the contents of that keyframe on the Stage. Instead, select the keyframe and choose
Modify > Timeline > Clear Keyframe (Shift+F6). Your keyframe will be removed from
the Timeline.
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Organizing Layers in a Timeline

At this point, your working Flash file has only three layers: a background layer, a
photol layer, and a photo2 layer. You'll be adding additional layers for this project,
and like with most other projects, you'll end up having to manage multiple layers.
Layer folders help you group related layers to keep your Timeline organized and
manageable, just like you make folders for related documents on your desktop.
Although it may take some time to create the folders, you'll save time later because
you'll know exactly where to look for a specific layer.

Creating layer folders

For this project, you'll continue to add layers for additional photos, and you'll place
those layers in a layer folder.

1 Select the photo2 layer and click the New Layer button at the bottom of the
Timeline ( &l ).

2 Name the layer photo3.
3 Insert a keyframe at frame 24.
4 Drag the photo3.jpg from the library onto the Stage.

You now have four layers. The top three contain photos of scenes from Coney
Island that appear at different keyframes.

TIMELINE
a0 5 10 15 20 5 30 35 40 45 50 55
photo Ul
@l photo2 . o M@, e
4l photol « o« @,
&l background - @am
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5 Select the photo3 layer and click the New Folder icon at the bottom of the
Timeline (=1 ).

A new layer folder appears above the photo3 layer.
6 Name the folder photos.

photos
&l photo3 H. O
&l photo2 « o @, IOle
&l photol « o H,
4l background - @ O

Adding layers to layer folders

Now you’ll add the photo layers to the photo folder. As you arrange layers, remem-
ber that Flash displays content in the layers in the order in which they appear in the
Timeline, with the top layer’s content at the front and the bottom layer’s content

at the back.

1 Drag the photol layer into the photos folder.

Notice how the bold line indicates the destination of your layer. When a layer is

placed inside a folder, the layer name is indented.

7@' photos
ol photo3 R
&l photo2

&l background

2 Drag the photo2 layer into the photos folder.
3 Drag the photo3 layer into the photos folder.

All three photo layers should be in the photos folder.

Tﬁ' photos

al photo2 o
&l photol . . .!'
4l background - @ O,

You can collapse the folder by clicking the arrow. Expand the folder by clicking the
arrow again. Be aware that if you delete a layer folder, you delete all the layers inside
that folder as well.
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Changing the appearance of the Timeline

You can adjust the Timeline’s appearance to accommodate your workflow. When

you want to see more layers, select Short from the Frame View pop-up menu in the
upper-right corner of the Timeline. The Short option decreases the height of frame

cell rows. The Preview and Preview in Context options display thumbnail versions

of the contents of your keyframes in the Timeline.

You can also change the width of the frame cells by selecting Tiny, Small, Normal,

Medium, or Large.

d Tiny
Small
+ Normal
Medium
Large
Preview
Preview in Context

Short

Cut, Copy, Paste, and
Duplicate Layers

When managing multiple layers and layer
folders, you can rely on cut, copy, paste, and
duplicate layer commands to make your
workflow easier and more efficient. All the
properties of the selected layer are copied
and pasted, including its frames, keyframes,
any animation, and even the layer name and
type. Layer folders and their contents can
also be copied and pasted.

To cut or copy any layer or layer folder, sim-
ply select the layer and right-click/Ctrl-click

Timeline | Compiler Errors. ‘ Motion Editor ‘
= @0 5 10 15

¥ [ photos « o [0
1 photo3_g
4l photo2 G
o photol Lock Others

o background Hide Others

Insert Layer
Delete Layers

Cut Layers

Copy Layers
Paste Layers
Duplicate Layers

the layer. In the contextual menu that appears, choose Cut Layers or Copy Layers.

Right-click/Ctrl-click on the Timeline again, and choose Paste Layers. The layer or
layers that you cut or copied are pasted into the Timeline. Use Duplicate Layers to

copy and paste in one operation.

You can also Cut, Copy, Paste, or Duplicate layers from the top Flash menu.
Choose Edit > Timeline > and choose Cut Layers, Copy Layers, Paste Layers, or

Duplicate Layers.
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Using the Properties Inspector

The Properties inspector gives you quick access to the attributes you're most likely
to need. What appears in the Properties inspector depends on what you've selected.
For example, if nothing is selected, the Properties inspector includes options for
the general Flash document including changing the Stage color or dimensions; if an
object on the Stage is selected, the Properties inspector shows its x and y coordi-
nates and its width and height, among other information. You'll use the Properties
inspector to move your photos on the Stage.

Positioning an object on the Stage

@ Note: If the You'll begin by moving the photos with the Properties inspector. You'll also use the

Properties inspector Transform panel to rotate the photos.
is not open, choose

Window > Properties, 1 At frame 1 of the Timeline, select the photol.jpg image that you dragged onto

or press Ctrl/ the Stage in the photol layer. A blue outline indicates that the object is selected.
Command+F3.

2 In the Properties inspector, type 50 for the X value and 50 for the Y value. Press
Enter/Return to apply the values. You can also click and drag your mouse cursor
over the X and Y values to change their positions. The photo moves to the left
side of the Stage.

Instance of: photol.jpg

=z POSITION AND SIZE

The X and Y values are measured on the Stage from the top-left corner.
X begins at 0 and increases to the right, and Y begins at 0 and increases
downward. The registration point for imported photos is at the top-left corner.
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Choose Window > Transform to open the Transform panel.

In the Transform panel, select Rotate, and type -12 in the Rotate box, or click

and drag over the value to change the rotation. Press Enter/Return to apply
the value.

The selected photo on the Stage rotates 12 degrees counterclockwise.

+1000% § 1000% &5 o

© Rotate
4

O Skew
e Li=e

3D Rotation

8 x p0° vopo® = oge
3D Center point
X 0.0 ¥ 0.9 z 09

Select frame 12 of the photo2 layer. Now click on the photo2.jpg on the Stage.

Use the Properties inspector and Transform panel to position and rotate the

second photo in an interesting way. Use X=80, Y=50, and a Rotate of 6 to give
it some contrast with the first photo.

Hoo®

Y. 00° Z 00°
3D Center point
x 0.0 Y. 0.9 z 090
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Working with Panels

Just about everything you do

in Flash involves a panel. In this
lesson, you use the Library panel,
Tools panel, Properties inspector,
Transform panel, History panel, and
the Timeline. In later lessons, you'll
use the Actions panel, the Color
panel, the Motion panel, and other
panels that let you control various
aspects of your project. Because
panels are such an integral part

of the Flash workspace, it pays to
know how to manage them.

To open any panel in Flash, choose
its name from the Window menu. In
a few cases, you may need to choose
the panel from a submenu, such as
Window > Other Panels > History.

By default, the Properties inspec-
tor, Library panel, and Tools panel
appear together at the right of the
screen; the Timeline and Motion
Editor are at the bottom; and the
Stage is on the top. However, you
can move a panel to any position
that is convenient for you.

Duplicate Window

Toolbars

| v Timeline

Mation Editor

v Tools

v Properties
Library
Common Libraries
Motion Presets
Project

Actions

Code Snippets
Behaviors
Compiler Errors
Debug Panels
Movie Explorer
Output

Align
Color

Info
Swatches
Transform

Components

Component Inspector

Other Panels
Extensions

Workspace
Hide Panels

{F7

Strings
Web Services

{rEF10 |

* To undock a panel from the right side of the screen, drag it by its tab to a

new location.

e Todock a panel, drag it by its tab into the dock at a new position on the screen.
You can drag it to the top, bottom, or in between other panels. A blue highlight
indicates where you can dock a panel.

e To group a panel with another, drag its tab onto the other panel’s tab.

* To move a panel group, drag the group by its dark gray top bar.

You also have the option of displaying most of the panels as icons to save space but
still maintain quick access. Click the upper-right arrows to collapse the panels to
icons. Click the arrows again to expand the panels.
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7 Select frame 24 in the photo3 layer. Now click on photo3.jpg on the Stage. Note: When images
o L are scaled or rotated in
8 Use the Properties inspector and Transform panel to position and rotate the Flash, they may appear
third photo in an interesting way. Use X=120, Y=55, and a Rotate of -2 so all jagged. You can smooth
them out by double-
clicking the bitmap icon
in the Library panel. In
the Bitmap Properties
== [ dialog box that appears,
Q1 - locox s idacos m e select the Allow
Smoothing option.

your photos have visual variety.

(@ Rotate
ol

Y. 0.0°

3D Center point
X 00 Y00 Z 08

(B Wil

Using the Tools Panel

The Tools panel—the long, narrow panel on the far right side of the work area—
contains selection tools, drawing and type tools, painting and editing tools, naviga-

L0z ~El]

tion tools, and tool options. You'll use the Tools panel frequently to switch to tools
designed for the task at hand. You'll most often be using the Selection tool, which is
the black arrow tool at the top of the Tools panel, for selecting and clicking on items
on the Stage or the Timeline. When you select a tool, check the options area at the
bottom of the panel for more options and other settings appropriate for your task.

5

Selecting and using a tool

When you select a tool, the options available at the bottom of the Tools panel and
the Properties inspector change. For example, when you select the Rectangle tool,
the Object Drawing mode and Snap To Objects options appear. When you select
the Zoom tool, the Enlarge and Reduce options appear.

The Tools panel contains too many tools to display all at once. Some tools are
arranged in hidden groups in the Tools panel; only the tool you last selected from
a group is displayed. A small triangle in the lower-right corner of the tool’s button
indicates there are other tools in the group. Click and hold the icon for the visible
tool to see the other tools available, and then select one from the pop-up menu.

&,
2
Z
WV
Q
i
|
&
L1
=
5
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You'll use the Text tool to add a title to your animation.

1 Select the top layer in the Timeline, and then click the New Layer button.

2 Name the new layer text.

3 Lock the other layers below it so you don’t accidentally move anything into them.
4

In the Timeline, move the playhead to frame 36 and select frame 36 in the
text layer.

5 Choose Insert > Timeline > Keyframe (F6) to insert a new keyframe at frame 36
in the text layer.

TIMELINE

A She e e e [
| nea o . .0 i g
¥ = photos - amfd
Q] photo3 . [ 1 Ols o
@l photo2 « @ @, Ols i)
@l photol + W, 1]
@l background « @ O o

You will create text to appear at frame 36 in this layer.

6 In the Tools panel, select the Text tool, which is indicated by the large capital
letter T.
e

| Text Tool

o

R

M |

-

wlnl |

7 In the Properties inspector, choose Classic Text from the pull-down menu.
Choose Static Text from the pull-down menu that appears below.

Classic Text is a mode for adding simple text that doesn’t require sophisticated
options such as multiple columns or wrapping around other objects. Static
Text is the option for any text that is used for display purposes. Dynamic and
Input Text are special text options for more interactive purposes and can be
controlled with ActionScript. You'll learn about more advanced text options in
Lesson 7, “Using Text”

8 Select a font and size in the Properties inspector. Your computer may not
have the same fonts as those shown in this lesson, but choose one that is close
in appearance.

9 Click the colored square in the Properties inspector to choose a text color. You
can click on the color wheel at the upper right to access the OS Color Picker, or
you can change the Alpha percentage at the upper right, which determines the
level of transparency.
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Current color Transparency

i
i DPERTIES

Text Tool

[ Classic Text E

[mictor Tv] [F 3
vCHAM(.TER

Family: |Cooper Black n
Regular

iz Defrr

==
|
al

Size: 32.0pt Lerer spacing: 0.0

olner (B

7

Color: [ | ¥ Auto kern -
#CCTFOD aiphax 100 @—— Color Picker

~ Color choices

10 Make sure the empty keyframe in frame 36 of the title layer is selected, and then
click on the Stage where you want to begin adding text. You can either click
once and begin typing, or you can click and drag to define the width of your
text field.

11 Type in a title that describes the photos that are being displayed on the Stage.

¥ [ photos

ql photo3 Ofe

agd
am
l photo2 - @ m
-am
agd

1|3

&l photol
&l background
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Tools Panel Overview

The Tools panel contains selection tools, drawing and painting tools, and naviga-
tion tools. The options area in the Tools panel lets you modify the selected tool.
The expanded menu on the right shows the hidden tools. The black squares on
the expanded menu to the right indicate the default tool that appears on the Tool
panel. The single capital letters in parentheses indicate the keyboard shortcuts to
select those tools. Notice how the tools are grouped together by similar function.

H K Free Transform Tool (Q)

Selection Selection (V) __@ _'_i Gradient Transform Tool (F)
tools -
Subselection (A) — & lé 9) 3D Rotation Tool (W)
E‘ o A 3D Translation Tool (G)
- © & Pen Tool (p)
Lasso (L) —§— {}*’ Add Anchor Point Tool (=)
Drawing and ) {4 Delete Anchar Point Taol {-)
Type tools : C rt Anchor Point Tool (C
Yl Text (T) —-T N Conve chor Point Tool (C)
Line (L) — |° ] Rectangle Tool (R}
= o 3 Oval Tool (D)
Pencil (Y) __‘;PJ ]::[ Rectangle Primitive Tool (R)
70 2 Oval Primitive Tool (O)
P; O PolyStar Tool
Deco (U) —
Retouching q’}}’ & Brush Tool (B)
tools & e Spray Brush Tool (B)
&0
! = Bone Tool (M)
Eyedropper () — # B e
ind Tool
Eraser (E) — 47
— &3 Paint Bucket Tool (K)
Navigation Hand (H) —-r,i"'}l
tools #% Ink Bottle Tool (5)
Zoom (Z) —+
Colors area o
Stroke Color —-IZI
&y
Fill Color —-{l
Black and white —m,
Swap colors — &3
Options Snap to Objects ——
area =
Smooth —+
Straighten — = {
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12 Exit the Text tool by selecting the Selection tool ( &k ).

13 Use the Properties inspector or the Transform panel to reposition or rotate
your text on the Stage, if desired. Or, choose the Selection tool and simply drag
your text to a new position on the Stage. The X and Y values in the Properties
inspector update as you drag the text around the Stage.

14 Your animation for this lesson is finished! Compare the Timeline in your file
with the Timeline in the final file, 01End.fla.

Undoing Steps in Flash

In a perfect world, everything would go according to plan. But sometimes you need
to move back a step or two and start over. You can undo steps in Flash using the
Undo command or the History panel.

To undo a single step in Flash, choose Edit > Undo or press Ctrl/Command+Z.
To redo a step you've undone, choose Edit > Redo.

To undo multiple steps in Flash, it’s easiest to use the History panel, which displays
a list of all the last 100 steps you've performed. Closing a document clears its his-
tory. To access the History panel, choose Window > Other Panels > History.

For example, if you aren't satisfied with the newly added text, you can undo your
work and return your Flash document to a previous state.
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Note: If you remove
steps in the History
panel and then perform
additional steps, the
removed steps will no
longer be available.

1 Choose Edit > Undo to undo the last action you made. You can choose the
Undo command multiple times to move backward as many steps as are listed in
the History panel. You can change the maximum number of Undo commands
by selecting Flash > Preferences.

2 Choose Window > Other Panels > History to open the History panel.

HISTORY

3 Select Layers
43 Move Layers
13 Select Layers
4 Delete Layer
E; Select Frames
LEL Select Frames
4 Lock Layers
4 Lock Layers
E; Select Frames

E Delete
Replay ESLC]

M = )

3 Drag the History panel slider up to the step just before your mistake. Steps
below that point are dimmed in the History panel and are removed from the
project. To add a step back, move the slider back down.

HISTORY

43 Select Layers
43 Move Layers
S 5] Select Layers
7D
ELE C
[oLs
ET AR
L
[oLs
=

Replay EIE

Previewing Your Movie

As you work on a project, it’s a good idea to preview it frequently to ensure that
you're achieving the desired effect. To quickly see how an animation or movie will
appear to a viewer, choose Control > Test Movie > in Flash Professional. You can
also press Ctrl+Enter or Command+Return to preview your movie.

1 Choose Control > Test Movie > in Flash Professional.

Flash creates a SWF file in the same location as your FLA file and opens and
plays the file in a separate window. A SWF file is the compressed, published file
that you would upload to the Web to play in a browser on the desktop.
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Flash automatically loops your movie in this preview mode. If you don’t want
the movie to loop, choose Control > Loop to deselect the option.

2 Close the preview window.

3 Click on the Stage with the Selection tool. Note at the bottom of the Properties
inspector that the SWF History displays and keeps a log of the file size, date,
and time of the most recent SWF file published. This will help you keep track
of your work progress and revisions.

Document
Fl

01_workingcopy.fla

=7 PUBLISH

Profile: Default

Publish Settings...
Target: | Flash Player 11.2 | =
Script: | ActionScript 3.0 |« X

O —

> PROPERTIES
FPs: 24.00
Size: 800 x 600 px A
stage: I
=7 SWF HISTORY

306.0 KB 3/1/12 11:18 AM
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Modifying the Content and Stage

When you first started this lesson, you created a new file with the Stage set at 800
pixels by 600 pixels. However, your client may later tell you that they want the
animation in several different sizes to accommodate different layouts. For example,
they’d like to create a smaller version with a different aspect ratio for a banner ad.
Or, they may want to create a version that will run on AIR for Android devices,
which have specific dimensions.

Fortunately, you can modify the Stage even after all your content is put in place.
When you change the Stage dimensions, Flash provides the option of scaling
the content with the Stage, automatically shrinking or enlarging all your content
proportionally.

Stage Resizing and Content Scaling
You'll create another version of this animated project with different Stage dimensions.

1 At the bottom of the Properties inspector, note that the dimensions of the
current Stage are set at 800 x 600 pixels. Click the Edit button next to the Stage
size (the wrench icon).

Properties | Library | -=
Document
Fl
01_workingcopy.fla

= PUBLISH

Profile: Default

Publish Settings...

Target: | Flash Player 11.2 | =

Script: [ ActionScript 3.0 || X
Class: 4
«» PROPERTIES
FPs: 24.00
Size: 800 x 600 px @
Stage: -
=7 SWF HISTORY

306.0 KB 3/1/12 11:18 AM

The Document Settings dialog box appears.

2 In the Width and Height boxes, enter new pixel dimensions. Enter 400 for the
Width and 300 for the Height.

Notice that as you enter new values for the Width and the Height, the option to
Scale content with stage becomes enabled.
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3 Check the option to Scale content with stage.

Document Settings

Dimensions: | 400 px | (width) x | 300 px | (height)

[ Adiusr 30 Darsnactive Angle to preserve current stage projection Cancel

E/J Scale content with stage

Rulerunits: [Prels T~ | Mawch: | pefaul
(¥) Contents
Q) Printer

Background color: [l
Frame rate: 24.00

Auto-Save: [ 10 minutes

Make Default

4 Click OK.

Flash modifies the dimensions of the Stage and automatically resizes all the
content. If your new dimensions are not proportional to the original size, Flash
will resize everything to maximize the content to fit. This means that if your
new Stage size is wider than the original, there’ll be extra Stage space to the
right. If your new Stage size is taller than the original, there’ll be extra Stage
space on the bottom.

5 Choose File > Save As, and choose Flash CS6 Document for the Format. Name
the file 01_workingcopy_resized.fla.

You now have two Flash files, identical in content but with different Stage
dimensions. Close this file and re-open 01_workingcopy.fla to continue
this lesson.

Saving Your Movie

A mantra in multimedia production is “Save early, save often”” Applications, operat-

ing systems, and hardware crash more often than anyone wants, and at unexpected

and inconvenient times. You should always be saving your movie at regular intervals
to ensure that, if a crash does happen, you won't have lost too much of your time.

Flash can help alleviate much of the worry over lost work. The Auto-Save feature
automatically saves your file at specified intervals, and the Auto-Recovery feature
creates a backup file in case of a crash.
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Using Auto-Save

The Auto-Save feature, when enabled, saves your Flash file automatically at regular
intervals that you set. You can set your Flash file to Auto-Save anywhere between
1 minute and 1440 minutes (24 hours).

1 At the bottom of the Properties inspector, click the Edit button next to the Stage
size (the wrench icon).

The Document Settings dialog box appears.
2 Check the Auto-Save option and enter a desired interval for each save.

Document Settings

Dimensions: | 800 px (width) x [ 600 px | (height)

[ Adjust 3D Perspective Angle to preserve current stage projection Cancel

[l Scale content with stage

Rulerunits: [Pixels ] Mawchi () Defaul
=) Contents
Q) Printer

Background color: -

Frame rate: 24.00

Auto-Save: [ 10 minutes

Make Default

3 Click OK.

Rest easy. Your old Flash file will be replaced by the open document at the
predetermined intervals. An open document that has unsaved changes is indicated
by an asterisk at the end of its filename at the top of the document window.

l@aoe &

= 01_workingcopy.fla*

% Scene 1

Using Auto-Recovery for a backup

The Auto-Recovery feature works a little differently from the Auto-Save feature.
The Auto-Recovery feature is a preference set for the Flash application for all docu-
ments, while the Auto-Save feature is specific for each document.

The Auto-Recovery feature saves a backup file, so that in case of a crash, you have
an alternate file to return to.

1 Choose Flash > Preferences (Mac) or Edit > Preferences (Windows).

The Preferences dialog box appears.
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2 Choose the General category from the left column.

3 Select the Auto-Recovery option and enter a time (in minutes) for the interval
that Flash creates a backup file.

Preferences

Category
General
ActionScript
Adito Formiat On launch: = Welcome Screen & ]
Clipboard
Drawing f -
Text Undo: | Document-level Undo v ]
Warnings
PSD File Importer 100 levels
Al File Importer
Publish Cache - M S

Workspace: [ Open test movie in tabs

4 Click OK.

EAum—Cnllapse lcon Panels
Selection: [ Shift select

E} Show tooltips
E Contact-sensitive Selection and Lasso tools
E Show axes for 3d movie clips

Timeline: [] Span based selection
"I Named anchor on Scene

Highlight color: () Use layer color

.Drawing objects

Drawing primitives
1/ Croups
|9/Symbols

= :Other elements
Auto-Recovery: [ 10 | minutes

Scale Content: vy Align top left
Elnclude locked and hidden layers

Cancel ) 0K

Flash creates a new file in the same location as your FLA with RECOVER _
added to the beginning of the filename.

'. 01_workingcopy.fla
"% 01_workingcopy.swf
background.jpg

photol.jpg
photo2.jpg
photo3.jpg
photo4.jpg

Bl RECOVER_01_workingcopy.fla

The file remains as long as the document is open. When you close the document
or when you quit Flash safely, the file is deleted.
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Saving an XFL document

You've already saved your Flash movie as an FLA file, but another option is to save
your movie in an uncompressed format known as XFL. The XFL format is actually
a folder of files rather than a single document. The XFL file format exposes the con-
tents of your Flash movie so that other developers or animators can easily edit your
file or manage its assets without having to open the movie in the Flash application.
For example, all the imported photos in your Library panel appear in a Library
folder within the XFL format. You can edit the library photos or swap them with
new photos. Flash will make the substitutions in the movie automatically.

1 Choose File > Save As.
2 Name the file 01_workingcopy.xfl and choose Flash CS6 Uncompressed

Document (*.xfl). Click Save.

Formal v Flash C56 Document (*.fla)
Flash C56 Uncompressed Document (*.xfl) .
S Flash CS5.5 Document (*.fla)
:\M: Flash CS5.5 Uncompressed Document (*.xfl)

Flacl FEC Paciiman s A

Flash creates a folder named 01_workingcopy, which contains all the files for
your Flash movie.

3 Close the Flash document by choosing File > Close.

Modifying an XFL document

In this exercise, you'll modify the Library folder of the XFL document to make
changes to your Flash movie.

1 Open the LIBRARY folder inside the 01_workingcopy folder.

The folder contains all the photos you imported into your Flash movie.

|| 01_workingcopy » . 01_workingcopy.xfl = background.jpg
& bin B photol.jpg
2| DOMDocument.xm| E photo2.jpg
B photo3 g
[ META-INF

T MaobileSertings.xml

1 PublishSettings.xml|

2 Select the photo3.jpg file and delete it.
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3 Drag the photo4.jpg file from the 01Start folder and move it to the LIBRARY
folder inside the 01_workingcopy folder. Rename photo4.jpg as photo3.jpg.

‘. 01_workingcopy.xfl = background.jpg ¥ Preview:
3 bin [ M photol.jpg

! DOMDocument.xml B photoz.jpg

[ LIBRARY .

[0 META-INF '

= MobileSettings.xml
. PublishSettings.xml

Swapping out photo3.jpg with a new image in the LIBRARY folder
automatically makes the change in the Flash movie.

4 To open an XFL document, double-click the .xfl file.

The last image in keyframe 24 of your Timeline has been swapped with the
photo4.jpg image with which you made the substitution.
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Publishing Your Movie

When you're ready to share your movie with others, publish it from Flash. For some
projects, that means posting an HTML file and a SWF file to the Web so your audi-
ence can view it in a desktop browser. For other projects, it may involve publishing
an application file for your audience to download and view on a mobile device.
Flash provides options to publish for a variety of platforms. You'll learn more about
publishing options in Lesson 10 “Publishing Flash Documents.

For this lesson, you'll create an HTML file and a SWF file. The SWF file is your final
Flash movie, and the HTML file tells the Web browser how to display the SWF file.
You'll need to upload both files to the same folder on your Web server. Always test
your movie after uploading it to be certain that it’'s working properly.

1 Choose File > Publish Settings, or click the Publish Settings button in the Profile
section of the Properties Inspector.

The Publish Settings dialog box appears. The output formats appear on the left,
and their corresponding settings appear on the right.

Publish Settings

Profile: | Default | * q Target: | Flash Player 11.2 | -
Script: | ActionScript 3.0 |=| A

EOBLGH Output file: | 01_workingcopy.swi [
[ Flash (.swf)
L] swc JPEG Quality: 80
OTHER FORMATS [] Enable JPEG deblocking
HTML Wrapper
o ER Audio stream: MP3, 16 kbps, Mono
] GIF Image
] JPEG Image Audio event: MP3, 16 kbps; Mono,
] PNG Image [ Override sound settings

g Win Frojetion [] Export device sounds
Mac Projector

ADVANCED v

[ Compress movie| Deflate | v

[ Include hidden layers

[ Include XMP metadata 3
[] Generate size report

[] Omit trace statements

[] Permit debuaging

[ protect from import

Password

Script time limit: 15 seconds

Local playback security:
Access local files only | v

Hardware acceleration:
None R

Help | [ Ppublish | [ cancel | [ oK
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2 Check the Flash and HTML Wrapper options if they are not already checked.

3 Select HTML Wrapper.

The options for the HTML file determine how the SWTF file appears in the
browser. For this lesson, keep all the default settings. If the Loop check box is

selected, deselect it.

PUBLISH
¥ Flash (.swf)
[ swe

OTHER FORMATS
[¥i HTML Wrapper
[ GIF Image
[ JPEG Image
[] PNG Image
] Win Projector
[] Mac Projector

Output file: | 01_workingcapy.html | &

Template: | Flash Only =] [ wmfo.. ]

[] Detect Flash Version
Version: 11. 2. 0

Size: | Match Movie | v

Width: 800 px

Playback: [] Paused at start
[ Loop
[ Display menu
[] Device font

uatity.
Window Mode

[ Show warning message

SCALE AND ALIGNMENT P

4 Click Publish at the bottom of the Publish Settings dialog box.

5 Click OK to close the dialog box.

6 Navigate to the Lesson01/01Start folder to see the files Flash created.

[“swr (8
F

01_workingcopy.swf

01_workingcopy.fla

JELOY

01_workingcopy.htmi

Finding Resources for Using Flash

For complete and up-to-date information about using Flash panels, tools, and other

application features, visit the Adobe Web site. Choose Help > Flash Support Center.

You'll be connected to the Adobe Flash Professional Help site where you can search

for answers in the support documents. There are links to helpful tutorials, forums,
product guides, product updates, and more.

Don't be shy about going beyond the Adobe Web site and searching elsewhere on

the Web for additional resources. There are numerous worldwide sites, blogs, and

forums dedicated to Flash users, from beginner to advanced.
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detects that you're
not connected to the
Internet when you
start the application,
choosing Help > Flash
Support Center opens
the Help HTML pages
installed with Flash.
For more up-to-date
information, view the
Help files online or
download the current
PDF for reference.



Note: To set your
preferences for future
updates, choose Help >
Updates, and then
click Preferences in
the Adobe Application
Manager. Select the
applications for which
you want Adobe
Application Manager
to check for updates.
Click OK to accept the
new settings.

Checking for Updates

Adobe periodically provides updates to its Creative Suite applications. You can eas-
ily obtain these updates through Adobe Application Manager, as long as you have
an active Internet connection.

1 In Flash, choose Help > Updates.

The Adobe Application Manager automatically checks for updates available for
your Adobe software.

2 In the Adobe Application Manager dialog box, select the updates you want to
install, and then click Download And Install Updates to install them.

46 LESSON 1 Getting Acquainted



Review Questions

i A~ W N

What is the Stage?

What'’s the difference between a frame and a keyframe?
What'’s a hidden tool, and how can you access it?

Name two methods to undo steps in Flash and describe them.

How can you find answers to questions you have about Flash?

Review Answers

The Stage is the rectangular area viewers see when a movie is playing. It contains
the text, images, and video that appear on the screen. Objects that you store on the
Pasteboard outside of the Stage do not appear in the movie.

A frame is a measure of time on the Timeline. A keyframe is represented on the
Timeline with a circle and indicates a change in content on the Stage.

Because there are too many tools to display at once in the Tools panel, some tools are
grouped, and only one tool in the group is displayed. (The tool you most recently used
is the one shown.) Small triangles appear on tool icons to indicate that hidden tools are
available. To select a hidden tool, click and hold the tool icon for the tool that is shown,
and then select the hidden tool from the menu.

You can undo steps in Flash using the Undo command or the History panel. To undo
a single step at a time, choose Edit > Undo. To undo multiple steps at once, drag the
slider up in the History panel.

Choose Help > Flash Support Center to browse or search for information about
using Flash CS6 and ActionScript 3.0. Use the site as the launching off point for free
tutorials, tips, and other resources for Flash users.
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WORKING WITH GRAPHICS

Lesson Overview

In this lesson, yow'll learn how to do the following:

Draw rectangles, ovals, and other shapes
Understand the differences between drawing modes
Modify the shape, color, and size of drawn objects
Understand fill and stroke settings

Make symmetrical and decorative patterns

Create and edit curves

Apply gradients and transparencies

Group elements and convert art to bitmaps

Create and edit text

This lesson will take approximately 90 minutes to complete. If needed,

remove the previous lesson folder from your hard drive and copy the

Lesson02 folder onto it.



arden Court Cafe
Sota Wl Tuste the Diﬁerencr#

You can use rectangles, ovals, and lines to create
interesting, complex graphics and illustrations in
Flash. Edit their shapes and combine them with
gradients, transparencies, text, and filters for even
greater possibilities.




Getting Started

Start by viewing the finished movie to see the animation you'll be creating in
this lesson.

1 Double-click the 02End.html file in the Lesson02/02End folder to view the final
project in a browser.

The project is a simple static illustration for a banner ad. This illustration is for
Garden Court Cafe, a fictional company that’s promoting its store and coffee. In
this lesson, you'll draw the shapes, modify them, and learn to combine simple
elements to create more complex visuals. You won't create any animation just
yet. After all, you must learn to walk before you can run! And learning to create
and modify graphics is an important step before doing any Flash animation.

2 In Flash, choose File > New. In the New Document dialog box, choose
ActionScript 3.0.

3 On the right-hand side of the dialog box, make the Stage size 700 pixels by 200
pixels and make the color of the Stage a light brown by clicking the icon next to
Background color. Click OK.

4 Choose File > Save. Name the file 02_workingcopy.fla and save it in the 02Start
folder. Saving your file right away is a good working habit (even if you've
enabled the Auto-Recovery feature) and ensures that your work won't be lost if
the application or your computer crashes.

Understanding Strokes and Fills

Every graphic in Flash starts with a shape. A shape is made of two components: the
fill, or the insides of the shape; and the stroke, or the outlines of the shape. If you
always keep these two components in mind, you'll be well on your way to creating
beautiful and complicated visuals.

The fill and the stroke are independent of each other, so you can modify or delete
either without affecting the other. For example, you can create a rectangle with a
blue fill and a red stroke, and then later change the fill to purple and delete the red
stroke entirely. All you'll be left with is a purple rectangle without an outline. You
can also move the fill or stroke independently, so if you want to move the entire
shape, make sure that you select both its fill and stroke.
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Creating Shapes

Flash includes several drawing tools, which work in different drawing modes. Many
of your creations will begin with simple shapes such as rectangles and ovals, so it’s
important that youre comfortable drawing them, modifying their appearance, and
applying fills and strokes.

You'll begin by drawing the cup of coffee.

Using the Rectangle tool

The coffee cup is essentially a cylinder, which is a rectangle with an oval at the top Note: Each color has
and an oval at the bottom. You'll start by drawing the rectangular body. It’s useful a hexadecimal value in

. . . . . Flash, HTML, and many
to break down complicated objects into their component parts to make drawing other applications. Light

them easier. gray is #999999, white

is #FFFFFF, and black is
1 In the Tools panel, select the Rectangle tool ( [LJ] ). Make sure the Object Drawing #000000. You may find it

mode icon ( [ ) is not selected. handy to memorize the
= & values for the colors you
2 Choose a stroke color (g ) and a fill color ( g ) from the bottom of the Use most often.

Tools panel. Choose #663300 (dark brown) for the stroke and #CC6600
(light brown) for the fill.

3 On the Stage, draw a rectangle that is a little taller than it is
wide. You'll specify the exact size and position of the rectangle
in step 6.

4 Select the Selection tool ( &k ).

5 Drag the Selection tool around the entire rectangle to select
its stroke and its fill. When a shape is selected, Flash displays
it with white dots. You can also double-click a shape, and Flash
will select both the stroke and fill of the shape.

6 In the Properties inspector, type 130 for the width and 150 for oSTION AN Sz
the height. Press Enter/Return to apply the values. i S ian
€ wi13000  Ho15000
Using the Oval tool
Now you'll create the opening at the top and the rounded bottom.

1 In the Tools panel, press and hold your mouse cursor over the Rectangle tool to
access the hidden tools. Choose the Oval tool.

=[] Rectangle Tool (R)
Q Oval Tool (@) i &
= Rectangle Primitive Tool (R} &,
2} Owal Primitive Tool (O} &f‘
D PolyStar Tool }
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Note: Flash applies
the default fill and
stroke to the rectangle
and oval, which are
determined by the
last fill and stroke you
applied.

Note: Hold down
the Shift key when
making selections to
select multiple fills or
strokes together.

2

3

4

Make sure the Snap to Objects option (|fll] ) is enabled. This
option forces shapes that you draw on the Stage to snap to each
other to ensure that lines and corners connect to one another.

Click inside the rectangle and drag across it to make an oval

inside the rectangle. The Snap to Objects option makes the sides

of the oval connect to the sides of the rectangle.

Draw another oval near the bottom of the rectangle.

Making Selections

To modify an object, you must first be able to select different parts of it. In Flash,

you can make selections using the Selection, Subselection, or Lasso tool. Typically,

you use the Selection tool to select an entire object or a section of an object. The

Subselection tool lets you select a specific point or line in an object. With the Lasso
tool, you can make a freeform selection.

Selecting strokes and fills

Now youll make the rectangle and ovals look more like a coffee cup. You'll use the

Selection tool to delete unwanted strokes and fills.

1
2

In the Tools panel, select the Selection tool ( & ).
Click the fill above the top oval to select it.

The shape above the top oval becomes highlighted.
Press the Delete key.

The shape is deleted.

Select each of the three line segments above the top oval and
press the Delete key.

The individual strokes are deleted, leaving the top oval
connected to the rectangle.

Now select the fill and strokes below the bottom oval, as well as
the inside arc at the bottom of the cup, and press the Delete key.

The remaining shape appears as a cylinder.
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Editing Shapes

When drawing in Flash, you'll often start with the Rectangle and Oval tools. But to

create more complex graphics, you'll use other tools to modify those base shapes.

The Free Transform tool, the Copy and Paste commands, and the Selection tool can

help transform the plain cylinder into a coffee cup.

Using the Free Transform tool

The coffee cup will look more realistic if you taper the bottom rim. You'll use the
Free Transform tool to change its overall shape. With the Free Transform tool, you
can change an object’s scale, rotation, or skew (the way it is slanted), or distort an
object by dragging control points around a bounding box.

1 In the Tools panel, select the Free Transform tool ( % ).

2 Drag the Free Transform tool around the cylinder on the Stage
to select it.

Transformation handles appear on the cylinder.

3 Press Ctrl/Command+Shift as you drag one of the lower corners
inward. Holding these keys while dragging lets you move both
corners the same distance simultaneously.

4 Click outside the shape to deselect it.

The bottom of the cylinder is narrow, and the top is wide. It now
looks more like a coffee cup.

Using Copy and Paste

Use Copy and Paste commands to easily duplicate shapes on the Stage. You'll set
the surface level of the coffee by copying and pasting the top rim of the coffee cup.

1 Choose the Selection tool. Hold down the Shift key and select
the top arc and bottom arc of the coffee cup opening.

2 Choose Edit > Copy (Ctrl/Command+C). The top strokes of the
oval are copied.

3 Choose Edit > Paste in Center (Ctrl/Command+V).
A duplicate oval appears on the Stage.
4 In the Tools panel, if it’s not already selected, select the Free Transform tool.

Transformation handles appear on the oval.

Note: If you press
Alt or Option while
moving one of the
control points, the
selected object is
scaled relative to
its transformation
point, represented
by the circle icon.

You can move the
transformation point
anywhere, even outside
the object. Press Shift
to constrain the object
proportions. Press Ctrl/
Command to deform
the object from a single
control point.
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Note: Hold down
the Alt/Option key
while dragging the
sides of a shape to add
anew corner.

Press the Shift key and the Alt/Option key as you drag on the
corners inward. Make the oval about 10 percent smaller. Pressing
the Shift key lets you change the shape uniformly so the oval
maintains its aspect ratio. Pressing the Alt/Option key changes the

shape from its transformation point.
Select the Selection tool.

Drag the oval over the rim of the coffee cup so it overlaps the

front lip.
Click outside the selection to deselect the oval.
Select the lower part of the smaller oval and delete it.

Your coffee cup now is filled with coffee!

Changing shape contours

With the Selection tool, you can push and pull lines and corners to change the
overall contours of any shape. It’s a fast and intuitive way of working with shapes.

1

In the Tools panel, select the Selection tool.

2 Move your mouse cursor close to one of the sides of the coffee cup.

A curved line appears near your cursor, indicating that you can change the
curvature of the stroke.

3 Click and drag the stroke outward.

The sides of the coffee cup bend, giving the coffee cup a slight bulge.

4 Click and drag the other side of the coffee cup outward slightly.

The coffee cup now has a more rounded body.
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Changing strokes and fills

If you want to change the properties of any stroke or fill, you can use the Ink Bottle
tool or the Paint Bucket tool. The Ink Bottle tool is used to change fill colors, and
the Paint Bucket tool is used to change stroke colors.

1 In the Tools panel, select the Paint Bucket tool (&4 ).

2 In the Properties inspector, choose a darker brown color (#663333).

| |==== Apha% 100 7 @

3 Click the top surface of the coffee that is inside the cup.

The fill of the top oval changes to the darker brown color.

4 In the Tools panel, select the Ink Bottle tool ( [€2] ) that is hidden under the Paint
Bucket tool.

5 In the Properties inspector, choose a darker brown color (#330000).
6 Click the top stroke above the surface of the coffee.

The stroke around the surface of the coffee changes to a darker brown color.

Note: If your Paint
Bucket tool changes the
fill in surrounding areas,
there may be a small
gap that allows the fill
to spill over. Close the
gap, or at the bottom of
the Tools panel, choose
to close different gap
sizes for your Paint
Bucket tool.

Note: You can also
select a stroke or a fill
and change its color in
the Properties inspector
without using the Paint
Bucket or Ink Bottle tool.
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Flash Drawing Modes

Flash provides three drawing modes that determine how objects interact with one
another on the Stage and how you can edit them. By default, Flash uses Merge
Drawing mode, but you can enable Object Drawing mode or use the Rectangle
Primitive or Oval Primitive tool to use Primitive Drawing mode.

Merge Drawing mode

In this mode, Flash merges drawn shapes, such as rectangles and ovals, where they over-
lap, so that multiple shapes appear to be a single shape. If you move or delete a shape
that has been merged with another, the overlapping portion is permanently removed.

Object Drawing mode

In this mode, Flash does not merge drawn objects; they remain distinct and separate,
even when they overlap. To enable Object Drawing mode, select the tool you want to
use, and then click the Object Drawing icon in the options area of the Tools panel.

To convert an object to shapes (Merge Drawing mode), select it and press Ctrl/
Command-+B. To convert a shape to an object (Object Drawing mode), select it and
choose Modify > Combine Objects > Union.

Primitive Drawing mode

When you use the Rectangle Primitive tool or the Oval Primitive tool, Flash draws
the shapes as separate objects. Unlike with regular objects, however, you can
modify the corner radius and start and end angle of rectangle primitives, and adjust
the inner radius of oval primitives using the Properties inspector.
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Using Gradient and Bitmap Fills

The fill is the interior of the drawn object. Currently, you have a solid tan color, but
you can also have a gradient or a bitmap image (such as a JPEG file) as a fill, or you
can specify that the object has no fill at all.

In a gradient, one color gradually changes into another. Flash can create linear
gradients, which change color horizontally, vertically, or diagonally; or radial gradi-
ents, which change color moving outward from a central focal point.

For this lesson, you'll use a linear gradient fill to add three-dimensionality to the
coffee cup. To give the appearance of a top layer of foaming cream, you'll import a
bitmap image to use as the fill. You can import a bitmap file in the Color panel.

Creating gradient transitions

You'll define the colors you want to use in your gradient in the Color panel. By
default, a linear gradient moves from one color to a second color, but you can use
up to 15 color transitions in a gradient in Flash. A color pointer determines where
the gradient changes from one color to the next. Add color pointers beneath the
gradient definition bar in the Color panel to add color transitions.

You'll create a gradient that moves from tan to white to dark tan on the surface of
the coffee cup to give it a rounded appearance.

1 Choose the Selection tool. Select the fill that represents
the front surface of the coffee cup.

2 Open the Color panel (Window > Color). In the Color
panel, choose the Fill color icon and select Linear
gradient.

The front surface of the coffee cup is filled with a color
gradient from left to right.

None
Solid color

Radial gradient i
Bitmap fill

# 000000

100
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3 Select the color pointer on the left of the color gradient in the Color panel (the
triangle above it turns black when selected), and then type FFCCCC in the Hex
value field to specify a light tan color. Press Enter/Return to apply the color. You
can also choose a color from the color picker or double-click the color pointer
to choose a color from the color swatches.

4 Select the far-right color pointer, and then enter B86241 for a dark tan color.
Press Enter/Return to apply the color.

m
Flow: -IEIE
!I an [ Linear RGB
OH:17*
O35 65%
OB:72%
®R: 184
O G:98
OB 65
# [BB6241 | A 100%

The gradient fill for the coffee cup gradually changes from light tan to dark tan
across its surface.

5 Click beneath the gradient definition bar to create a new color pointer.

—

+*

6 Drag the new color pointer to the middle of the gradient.

7 Select the new color pointer, and then type FFFFFF in the Hex value field to
specify white for the new color. Press Enter/Return to apply the color.

The gradient fill for the coffee cup gradually changes from light tan to white
to dark tan.

* A 1RO %

e

8 Deselect the fill on the Stage by clicking elsewhere on the Stage. Choose the
Paint Bucket tool and make sure the Lock Fill option ( & ) at the bottom of the
Tools panel is deselected.
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The Lock Fill option locks the current gradient to the first shape to which it
was applied so that subsequent shapes extend the gradient. You'll want a new
gradient for the back surface of the coffee cup, so the Lock Fill option should
be deselected.

9 With the Paint Bucket tool, select the back surface of the coffee cup. Note: To delete a

. . . color pointer from the
The gradient is applied to the back surface. gradient definition bar,

Using the Gradient Transform tool

In addition to choosing colors and positioning the color pointers for a gradient,
you can adjust the size, direction, or center of a gradient fill. To squeeze the gradi-
ent in the front surface and reverse the gradient in the back surface, you'll use the
Gradient Transform tool.

1 Select the Gradient Transform tool. (The Gradient Transform tool is grouped
with the Free Transform tool.)

WE Free Transform Tool (Q) (&
L} 3 Cradient Transform Tool (F) k

2 Click the front surface of the coffee cup. Transformation handles appear.

3 Drag the square handle on the side of the bounding box inward to squeeze the
gradient tighter. Drag the center circle to move the gradient to the left so the
white highlight is positioned slightly left of center.

4 Now click the back surface of the coffee cup. Transformation handles appear.
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Note: Move the
center circle to change
the center of the
gradient; drag the arrow
circle to rotate the
gradient; or drag the
arrow in the square to
stretch the gradient.

Note: You can
also use the Gradient
Transform tool to
change the way a
bitmap fill is applied.

4 In the Import to Library dialog box, navigate to the

5 Drag the round handle on the corner of the bounding box to rotate the gradient
180 degrees so the gradient fades from dark tan to the left to white to light tan
on the right. Drag the square handle on the side of the bounding box inward to
make the gradient tighter.

The coffee cup now has more realism because the shadows and highlights make
it appear that the front surface is convex and the back surface is concave.

Adding a bitmap fill

You’ll make this cup of coffee a little fancier by adding a frothy layer of cream.
A JPEG image of foam will be used as a bitmap fill.

1 Select the top surface of the coffee with the Selection tool.
2 Open the Color panel (Window > Color).
3 Select Bitmap fill.

v Sclid color
Linear gradient

o e

#[663333 ]

coffeecream.jpg file in the Lesson02/02Start folder.
5 Select the coffeecream.jpg file and click Open.
The top surface of the coffee fills with the foam image.

The cup of coffee is complete! Rename the layer
containing your completed drawing coffee cup. All
that’s left to do is to add some bubbles and hot steam.
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Grouping objects

Now that you're finished creating your cup of coffee, you can make it into a single
group. A group holds together a collection of shapes and other graphics to preserve
their integrity. When grouped, you can move the elements that comprise the coffee
cup as a unit without worrying that the cup might merge with underlying shapes.
Use groups to organize your drawing.

-

Select the Selection tool.
2 Select all the shapes that make up the cup of coffee.
3 Choose Modify > Group.

The cup of coffee is now a single group. When you select it, a blue
outline indicates its bounding box.

4 If you want to change any part of the cup of coffee, double-click

the group to edit it.

Notice that all the other elements on the Stage dim, and the top horizontal bar
above the Stage displays Scene 1 Group. This indicates that you are now in a
particular group and can edit its contents.

| = % Scene 1 Group

5 Click the Scene 1 icon in the horizontal bar at the top of the Stage, or double- Note: To change
click an empty part of the Stage, and return to the main scene. a group backinto its
component shapes,
choose Modify >
Ungroup (Shift+Ctrl+G
Making Patterns and Decorations [Windows] o Shift+

Command+G [Mac])).
You can make intricate patterns with the Deco tool ( #7 ), which has different
brushes and configurations. Many options allow you to quickly and easily build
symmetrical designs, grids, or branching-type flourishes. In this lesson, you'll use
the Deco tool to create symmetrical fizzy shapes and dashed lines to give the ban-
ner ad more punch, and floral decorations to adorn the edges.

Creating a symbol for a pattern

Before you can use the Deco tool’s symmetry brush, you must create a symbol to
be used as the base shape that will repeat. You'll learn more about symbols in the
next lesson.

1 From the top menu, choose Insert > New Symbol.
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2 In the Create New Symbol dialog box that appears, enter line for the name and
choose the Graphic Type symbol. Click OK.

Name: [line ] [ ox |

Folder: Library root

Advanced P

Flash immediately takes you to symbol editing mode. Notice the top horizontal
bar above the Stage, which indicates you are currently editing the symbol called
line. You will now draw a line for this symbol.

|<2= £ scene 1 [74] tine

3 Select the Line tool ( Y, ).
Note: A hairline 4 Select a brown color for the stroke and Hairline for the Stroke Style.

stroke maintains a
uniform thin thickness TS
regardless of how large B e oot

or small you scale it.

w7 FILL AND STROKE

P | =
Stroke: (F———
o 2
Scale: [ Hinting
Cap: =2/ *

Join: A|v  Miter: 3.00

5 Hold down the Shift key while you draw a line across the center of the Stage
where you see a crosshair representing the center point of your symbol. Make
the line about 25 pixels high.
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Click on Scene 1 on the horizontal bar above the Stage to return to the main
Timeline. Your new symbol called line has been created and is stored in your

Library panel for later use.

02_workingcopy.fla I»] =1 G

2 items Fel

Name & | Linkage|
coffeecream . jpg
[ line

Using the Deco tool Symmetry Brush

You'll create a star shape with the Deco tool.

symmetrical shapes in this layer.

2 In the toolbar, select the Deco tool ( £ ).

PROPERTIES.

F3 Deco Tool

«» DRAWING EFFECT

Vine Fill
Grid Fill

3D Brush : |
Building Brush

Decorated Brush
Fire Animation rl

Flame Brush

1 On the Timeline, insert a new layer and name it coffee aroma. You'll draw your

3 In the Properties inspector, under Drawing Effect, choose Symmetry Brush.

4 Click the Edit button next to Module to change the shape that will repeat.

5 In the Select Symbol dialog box, choose the line symbol. Click OK.

SeleckSypbol

(2] line

I OK
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6 Under Advanced Options, choose Rotate Around.

= ADVANCED OPTIONS

Reflect Across Line |
Reflect Across Paint

v Rotate Around [

Grid Translation

With these Deco tool options, you can create a repeating pattern of the line
symbol that is symmetrical around a point. A green guide appears on the Stage
that shows the center point, the main axis, and a secondary axis that determines
how frequently the symbol is repeated.

7 Click on the Stage to place your symbol and, while keeping your mouse button
depressed, drag it around the green guides until you get the radial pattern you
desire. The initial line should be vertical.

8 Drag the secondary green axis closer to the main axis to increase the repetitions.

& o
Q [e]

N/ \\//
SN

9 When you're done, select the Selection tool to exit the Deco tool.

The resulting pattern is a group consisting of a number of line symbols.

N

TN
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Aligning objects

Now you'll create a center bubble for the radiating lines. The bubble should be
located exactly in the center of the radiating lines, and for that, you can turn to the
Align panel. The Align panel, as you might guess, aligns any number of selected

objects horizontally or vertically. It can also distribute objects evenly.

1 Select the Oval tool.

2 Select a brown color for the stroke and no fill. To select no fill, choose the color
box that has a diagonal red line through it. Select Hairline for Stroke Style.

3 Select the coffee aroma layer. Hold down the Shift key while you draw a small
circle on the Stage.

4 Now select the Selection tool.

5 Drag the Selection tool over both the star-shaped group and the newly drawn
oval. You might have to lock the lower layer so you don’t accidentally select the
shapes in the lower layers.

‘}\l/—//
//|\¢ O

6 Open the Align panel (Window > Align).

7 Click the Align horizontal center button.

The star-shaped group and the oval become aligned horizontally.

Distribut Ajign horizental center |

o o
- e =

—" — Match size: Space:

/ \ G 8

[ align to stage
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8 Click the Align vertical center button.

The star-shaped group and the oval become aligned vertically.

\ | / Align:
\ / B&a PRk
Distribute: ;Qllgn vertical center
— : —
— 7 | E2& W WFE
L Match size: Space:
— 2 6 E e o
/ \ = D ms = e
/ | \ [ align to stage

Breaking apart and grouping objects

You used the Deco tool to create the group of radiating lines and the Align panel
to center the bubble with the lines. Now you’ll group the fizzy shape into a single
entity. To do so, you'll break apart the group of radiating lines and regroup them
with the oval.

1 With the Selection tool, drag a selection around the entire star so that all the
lines and the circle are selected.

2 Choose Modify > Break Apart.

The group of lines breaks into its component parts and becomes a collection
of line symbols.

+\\ % /f/{Jr
T et
—c ~c—,
+/ j! % \\E\Jr
3 Choose Modify > Break Apart one more time.

The collection of line symbols breaks into its component parts and becomes
a collection of strokes.

A
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4 Choose Modify > Group.

The lines and center circle become a single group.

5 Copy and paste the group to create multiple bubbles just over the coffee cup.
Use the Transform tool to scale the bubbles to different sizes.

Using the Deco tool Decorated Brush

Now you’ll explore the Deco tool’s Decorated Brush, which creates decorated
borders and complex line patterns.

1 In the toolbar, select the Deco tool ( £ ).
2 In the Properties inspector, choose the Decorated Brush option.

PROPERTIES.

F3 Deco Tool

= DRAWING EFFECT

Vine Fill 1|
Grid Fill
w7 ADV. Symmetry Brush
i 3D Brush
Building Brush

v Decorated Brush

Fire Animation
Flame Brush
Flower Brush

3 In Advanced Options, select Dashed Line. Choose a dark brown color for the
Pattern color and leave Pattern size and Pattern width at their default values.

<7 ADVANCED OPTIONS

1: Step Wave
4l 2: Wave

v 3: Dashed Line

5: Zig Zag
6: Mayan

4: Line Dot 7
7: Circles
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© Note: The Line

and Pencil tools can
also create dashed
lines and different

line patterns, but they
can’t make repeated
complex patterns

like the Deco tool

can. In the Properties
inspector, click the Edit
Stroke Style button to
customize the stroke for
dashed lines.

The Decorated Brush creates dashed lines giving your coffee cup a little

more life!

PROPERTIES

w Deco Tool

4 On the Stage, draw several curvy lines above the coffee cup.

Using the Deco tool Flower Brush

Now you'll create flower patterns to decorate the borders of the banner ad.
1 In the toolbar, select the Deco tool ( £ ).

2 In the Properties inspector under Drawing Effect, choose the Flower Brush option.

= DRAWING EFFECT

Vine Fill

Grid Fill

< ADVAl  Symmetry Brush
3D Brush
Building Brush
Decorated Brush
Fire Animation
Flame Brush

Lightning Brush
Particle System
Smoke Animation
Tree Brush

In Advanced Options, select Garden flower. Select the Branch option and leave
the colors and sizes at their default values.

=7 ADVANCED OPTIONS

| v Garden flower |\,
Rose

Poinsettia
Berry

Leaf size: 100 %

Fruit color: [

[ Branch
Branch color: [l
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4 Draw a swooping branch of flowers across the lower portion of the Stage.

The flowers, leaves, fruits, and branches are generated repeatedly as you move
your brush over the Stage.

5 Ifit’s not already chosen, choose the Selection tool. Select all the flowers, leaves,
fruits, and branches. Choose Modify > Group.

The flower decorations are combined into a single group so you can move or
modify them as a unit.

Converting Vector Art to Bitmap Art

Vector art, especially art with complex curves and many shapes like the flowers
you just created, can be processor-intensive, and can take its toll on mobile devices
where performance suffers. An option called Convert to Bitmap provides a way to
turn selected artwork on the Stage into a single bitmap, which can be less taxing
on the processor.

Once an object is converted to a bitmap, you can move the object without worrying
about it merging with underlying shapes. However, the graphics are no longer edit-
able with Flash’s editing tools.

1 Choose the Selection tool.

2 Click on the group of flowers.
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3 Choose Modify > Convert to Bitmap.

The flowers become a bitmap and the bitmap is stored in the Library panel.

Library

02_workingcopy.fla

S —
Mame | AS Linkage
Bitmap 1
coffeecream.jpg
[5a] line

Creating Curves

You've used the Selection tool to pull and push on the edges of shapes to intuitively
make curves. For more precise control, you can use the Pen tool (' {,).

Using the Pen tool

Now you'll create a soothing, wave-like background graphic.

1 Choose Insert > Timeline > Layer, and name the new layer dark brown wave.
2 Drag the layer to the bottom of the layer stack.

3 Lock all the other layers.

4l coffee aroma
ql coffee cup
= dark brown wave

In the Tools panel, select the Pen tool ( &, ).
Set the Stroke color to dark brown.

Begin your shape by clicking on the Stage to establish the first anchor point.

N & v b

Click on another part of the Stage to indicate the next anchor point in your
shape. When you want to create a smooth curve, click and drag with the
Pen tool.

A handle appears from the anchor point, indicating the curvature of the line.

a_/"‘?-n—'}
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8 Continue clicking and dragging to build the outline of the wave. Make the wave
wider than the Stage.

9 Close your shape by clicking on the first anchor point. Don’t worry about
making all the curves perfect. It takes practice to get used to the Pen tool. You'll
also have a chance to refine your curves in the next part of the lesson.

10 Select the Paint Bucket tool.
11 Set the Fill color to a dark brown.

12 Click inside the outline you just created to fill it with color and delete the stroke.
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Editing curves with the Selection and Subselection tools

Your first try at creating smooth waves probably won't be very good. Use the
Selection tool or the Subselection tool to refine your curves.

1 Choose the Selection tool.

2 Hover over a line segment and look at the curve that appears near your
cursor. This indicates that you can edit the curve. If a corner appears near
your cursor, this indicates that you can edit the vertex.

3 Drag the curve to edit its shape.

4 In the Tools panel, select the Subselection tool ( & ).
5 Click on the outline of the shape.

6 Drag the anchor points to new locations or move the handles to refine the
overall shape.

Deleting or adding anchor points
Use the hidden tools under the Pen tool to delete or add anchor points as needed.

1 Press and hold on the Pen tool to access the hidden tools under it.

= b PenTool ()
{* Add Anchor Point Tool (=)
Q_ Delete Anchor Point Tool (=)
[N Convert Anchor Point Tool (C)
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Select the Delete Anchor Point tool ( ¢ ).
Click on an anchor point on the outline of the shape to delete it.

Select the Add Anchor Point tool ( ¢+ ).

ui H» W N

Click on the curve to add an anchor point.

Creating Transparencies

Next, you'll create a second wave to overlap the first wave. You'll make the sec-

ond wave slightly transparent to create more overall depth. Transparency can be
applied to either the stroke or the fill. Transparency is measured as a percentage
and is referred to as alpha. An alpha of 100% indicates that a color is totally opaque,
whereas an alpha of 0% indicates that a color is totally transparent.

Modifying the alpha value of a fill
1 Select the shape in the dark brown wave layer.
2 Choose Edit > Copy.

3 Choose Insert > Timeline > Layer and name the new layer light brown wave.

e Loureur | woroveon|
®a |:|E| 5
4l coffee aroma e Ml |1
Wl coffee cup . . .I

= light brown wave
%] dark brown wave .. .i

4 Choose Edit > Paste in Place (Ctrl/Command+Shift+V).

The Paste in Place command puts the copied item in the exact same position
from where it was copied.

5 Choose the Selection tool and move the pasted shape slightly to the left or to
the right so the crests of the waves are somewhat offset.
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© Note: You can

also change the
transparency of a shape
from the Properties
inspector by clicking
the Fill Color icon and
changing the Alpha
value in the pop-up
color menu.

6 Select the fill of the shape in the light brown wave layer.

7 In the Color panel (Window > Color), set the fill color to a slightly different
brown hue (CC6666), and then change the Alpha value to 50%.

The color swatch at the bottom of the Color panel previews your newly selected
color. Transparencies are indicated by the gray grid that can be seen through
the transparent color swatch.

--w
F

!12153

.

#m

Matching the color of an existing object

If you want to match a color exactly, you can use the Eyedropper tool ( .# ) to
sample a fill or a stroke. After you click on a shape with the Eyedropper tool, Flash
automatically provides you with the Paint Bucket tool or the Ink Bottle tool with
the selected color and associated properties that you can apply to another object.

1 In the Tools panel, choose the Eyedropper tool.
2 Click on the fill of the shape in the dark brown wave layer.

Your tool automatically changes to the Paint Bucket with the sampled fill color.
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3 Click on the shape in the light brown wave layer.

The fill in the light brown wave layer changes to match that of the one in the
dark brown wave layer. Undo this step to return to the two different colored

wave shapes.

Creating and Editing Text

Finally, let’s add text to complete this illustration. Flash has two text options,
Classic Text and a more advanced text engine called Text Layout Framework (TLF)
Text. You'll learn more about TLF Text in Lesson 7. For this project, you'll use the

simpler Classic Text option.

When you create static text on the Stage and publish your project, Flash automati-
cally includes all the necessary fonts to display the text correctly. That means you

don’t have to worry about your audience having the required fonts to see the text

as you intended it.

Using the Text tool

1 Select the top layer.

Choose Insert > Timeline > Layer and name the new layer text.

2
3 Choose the Text tool ( T ).
4

In the Properties inspector, select Classic Text and choose Static Text.

Text Tool
| Classic Text =]
+ Static Text
Dynamic Text
Input Text
: [REgUEr—|wj[Embed. .
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5 Under the Character options, choose a font, style, size, and color.

6 Under the Paragraph options, you have additional choices for formatting the
text such as justification or spacing. Choose values there or accept the defaults.

7 Click on the Stage and begin typing. Enter Garden Court Cafe Taste the
Difference. Alternately, you can click and drag out a text box to define the
maximum width of your text.

S arden Court Cafe
"\ Taste the Dﬂerencd

i

8 Exit the Text tool by choosing the Selection tool.
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Review Questions

1 What are the three drawing modes in Flash, and how do they differ?
How can you draw a perfect circle using the Oval tool?

When would you use each of the selection tools in Flash?

H W N

What does the Align panel do?

Review Answers

1 The three drawing modes are Merge Drawing mode, Object Drawing mode, and
Primitive Drawing mode.
¢ In Merge Drawing mode, shapes drawn on the Stage merge to become a single shape.

¢ In Object Drawing mode, each object is distinct and remains separate, even when it
overlaps another object.

¢ In Primitive Drawing mode, you can modify the angles, radius, or corner radius of
an object.

2 To draw a perfect circle, hold down the Shift key as you drag the Oval tool on the Stage.

3 Flash includes three selection tools: the Selection tool, the Subselection tool, and the
Lasso tool.

e Use the Selection tool to select an entire shape or object.
¢ Use the Subselection tool to select a specific point or line in an object.
¢ Use the Lasso tool to draw a freeform selection area.

4 The Align panel aligns any number of selected elements horizontally or vertically and
can distribute elements evenly.
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78

CREATING AND
EDITING SYMBOLS

Lesson Overview

In this lesson, yow'll learn how to do the following:

Import Illustrator and Photoshop artwork

Create new symbols

Edit symbols

Understand the difference between symbol types
Understand the difference between symbols and instances
Use rulers and guides to position objects on the Stage
Adjust transparency and color, and turn visibility on or off
Apply blending effects

Apply special effects with filters

Position objects in 3D space

This lesson will take about an hour and a half to complete. If needed,
delete the previous lesson folder from your hard drive and copy the
Lesson03 folder onto it.



03_workingcopy.fla

> background.psd Assets
v ﬁ' characters

Symbols are reusable assets that are stored in your
Library panel. The movie clip, graphic, and button
symbols are three types of symbols that you will be
creating and using often for special effects, animation,
and interactivity.




Getting Started

Start by viewing the final project to see what you'll be creating as you learn to work

with symbols.

1 Double-click the 03End.html file in the Lesson03/03End folder to view the final
project in your browser.

The project is a static illustration of a cartoon frame. In this lesson, you'll use
lustrator graphic files, imported Photoshop files, and symbols to create an
attractive static image with interesting effects. Learning how to work with
symbols is an essential step to creating any animation or interactivity.

2 Close the 03End.html file.

3 In Flash, choose File > New. In the New Document dialog box, choose
ActionScript 3.0.

4 On the right-hand side of the dialog box, change the Stage to 600 pixels wide by
450 pixels high. Click OK.

5 Choose File > Save. Name the file 03_workingcopy.fla and save it in the
03Start folder.

80 LESSON 3 Creating and Editing Symbols



Importing lllustrator Files

As you learned in Lesson 2, you can draw objects in Flash using the Rectangle,
Oval, and other tools. However, for complex drawings, you may prefer to create the
artwork in another application. Adobe Flash Professional CS6 supports a variety

of graphic formats, including Adobe Illustrator files, so you can create original
artwork in that application and then import it into Flash.

When you import an Illustrator file, you can choose which layers in the file to
import and how Flash should treat those layers. Yowll import an Illustrator file that
contains all the characters for the cartoon frame.

1 Choose File > Import > Import to Stage.
2 Select the characters.ai file in the Lesson03/03Start folder.
3 Click Open.

4 In the Import to Stage dialog box, make sure the top level “hero” and “robot”
layers are selected. You can expand the groups below them to see their
individual drawing paths.

| Import "characters.ai" to Stage

Select lllustrator Artboard: | 1 - "Artboard 1" I ]

Check lllustrator layers to import: Layer import options for "hero":

™ v [E]hero m

v <Grnup>
[] <Compound Path>
E<Compound Path>_1
|E| <Compound Path>_2
|I|<Campour|d Path>_3
D<(ompound Path>_4
E<Campound Path>_5
|§| <Compound Path>_6&
E<Campound Path>_7
<Compound Path>_8
|]]<Compound Path>_9
|§| <Compound Path>_10

Comnnund Pathy 11

[l Import as bitmap

[] Create movie clip
Instance name:

Registration: fff
egistration [aiae]

i lARERAAAREAEE
DR PR RPRP PRSP E

If you want to import only certain layers, you can deselect the layers you want
to omit.

5 Choose Flash Layers from the Convert layers to menu, and then select Place
objects at original position. Click OK.

Convert layers to: | Flash Layers | ]

# Place objects at original position
[ set stage size to same size as |llustrator artboard (612 x 792)
[ Import unused symbols

__lImport as a single bitmap image

( Cancel ) oo
Cancel ) oK
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Note: You can select
any object displayed in

your lllustrator file and
choose to import it as
a symbol or a bitmap
image. In this lesson,
you'll just import the
lllustrator graphic and
take the extra step

of converting it to a
symbol so you can see
the entire process.

Flash imports the Illustrator graphics, and all the layers from the Illustrator file

also appear in the Timeline.

] robot « « A

Select Illustrator Artboard: | 1 - "Artboard 1"

Check lllustrator layers to import:

Layer import options for "hero":

™ ¥ [ |hero

¥ [ ] <Group>
D <Compound Path>
E <Compound Path>_1
E| <Compound Path>_2
m <Compound Path>_3
D <Compound Path>_4

<Compound Path>_5

AERRRAEE

About Symbols

(=]

[l Import as bitmap

E Create movie clip

Instance name:

Registration:
egistration: farate]

PRRR R P EE

A symbol is a reusable asset that you can use for special effects, animation, or

interactivity. There are three kinds of symbols that you can create: the graphic, but-

ton, and movie clip. Symbols can reduce the file size and download time for many

animations because they can be reused. You can use a symbol countless times in a

project, but Flash includes its data only once.

Symbols are stored in the Library panel. When you drag a symbol to the Stage,
Flash creates an instance of the symbol, leaving the original in the Library. An

instance is a copy of a symbol located on the Stage. You can think of the symbol as

an original photographic negative, and the instances on the Stage as prints of the
negative. With just a single negative, you can create multiple prints.
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Using Adobe lllustrator with Flash

Flash Professional CS6 can import lllustrator files and automatically recognize layers, frames, and symbols. If
you're more familiar with Illustrator, you may find it easier to design layouts in Illustrator, and then import them
into Flash to add animation and interactivity.

Save your lllustrator artwork in Illustrator Al format, and then choose File > Import > Import To Stage or File >
Import > Import To Library to import the artwork into Flash. Alternatively, you can even copy artwork from
Illustrator and paste it into a Flash document.

Importing Layers

When an imported lllustrator file contains layers, you can import them in any of the following ways:
e Convert lllustrator layers to Flash layers

e Convert lllustrator layers to Flash keyframes

e Convert each lllustrator layer to a Flash graphic symbol

e Convert all lllustrator layers to a single Flash layer

Importing Symbols

Working with symbols in Illustrator is similar to working with them in Flash. In fact, you can use many of the
same symbol keyboard shortcuts in both Illustrator and Flash: Press F8 in either application to create a sym-
bol. When you create a symbol in Illustrator, the Symbol Options dialog box lets you name the symbol and set
options specific to Flash, including the symbol type (such as movie clip) and registration point location.

If you want to edit a symbol in lllustrator without disturbing anything else, double-click the symbol to edit it in
isolation mode. Illustrator dims all other objects on the artboard. When you exit isolation mode, the symbol in
the Symbols panel—and all instances of the symbol—are updated accordingly.

Use the Symbols panel or the Control panel in Illustrator to assign names to symbol instances, break links
between symbols and instances, swap a symbol instance with another symbol, or create a copy of the symbol.

Copying and Pasting Artwork

When you copy and paste (or drag and drop) artwork between lllustrator and Flash, the Paste dialog box
appears. The Paste dialog box provides import settings for the lllustrator file you're copying. You can paste the
file as a single bitmap object, or you can paste it using the current preferences for Al files. (To change the set-
tings, choose Edit > Preferences [Windows] or Flash > Preferences [Mac].) Just as when you import the file to the
Stage or the Library panel, when you paste Illustrator artwork, you can convert lllustrator layers to Flash layers.

FXG File Format

The FXG file format is a cross-platform graphics file format that you can also use to easily move your artwork
between Flash and other Adobe graphics programs such as Illustrator. If you want to export your Flash artwork
as an FXG file, choose File > Export > Export Image and select Adobe FXG. Import FXG artwork as you would any
other external file by choosing File > Import > Import To Stage or File > Import > Import To Library.
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It’s also helpful to think of symbols as containers. Symbols are simply containers for
your content. A symbol can contain a JPEG image, an imported Illustrator drawing,
or a drawing that you created in Flash. At any time, you can go inside your symbol
and edit it, which means editing or replacing its contents.

Each of the three kinds of symbols in Flash is used for a specific purpose. You can
tell whether a symbol is a graphic ( El ), button (/& ), or movie clip (' El ) by look-
ing at the icon next to it in the Library panel.

Movie clip symbols

Movie clip symbols are one of the most common, powerful, and flexible of symbols.
When you create animation, you will typically use movie clip symbols. You can
apply filters, color settings, and blending modes to a movie clip instance to enhance
its appearance with special effects.

Also notable is the fact that each movie clip symbol contains its own independent
Timeline. You can have an animation inside a movie clip symbol just as easily as
you can have an animation on the main Timeline. This makes very complex anima-
tions possible; for example, a butterfly flying across the Stage can move from left to
right as well as have its wings flapping independently of its movement.

Most important, you can control movie clips with ActionScript to make them
respond to the user. For instance, a movie clip can have drag-and-drop behavior.

Button symbols

Button symbols are used for interactivity. They contain four unique keyframes that
describe how they appear when the mouse is interacting with them. However, but-
tons need ActionScript functionality to make them do something.

You can also apply filters, blending modes, and color settings to buttons. You'll
learn more about buttons in Lesson 6 when you create a nonlinear navigation
scheme to allow the user to choose what to see.

Graphic symbols

Graphic symbols are the most basic kind of symbol. Although you can use them for
animation, you'll rely more heavily on movie clip symbols.

Graphic symbols are the least flexible symbols, because they don’t support
ActionScript and you can’t apply filters or blending modes to a graphic symbol.
However, in some cases when you want an animation inside a graphic symbol to be
synchronized to the main Timeline, graphic symbols are useful.
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Creating Symbols

In the previous lesson, you learned how to create a symbol to be used for the Deco
tool. In Flash, there are two main ways to create a symbol. The first is to have noth-
ing on the Stage selected, and then choose Insert > New Symbol. Flash will bring
you to symbol-editing mode where you can begin drawing or importing graphics
for your symbol.

The second way is to select existing graphics on the Stage, and then choose
Modify > Convert to Symbol (F8). Whatever is selected will automatically be placed
inside your new symbol.

Both methods are valid; which you use depends on your particular workflow
preferences. Most designers prefer to use Convert to Symbol (F8) because they
can create all their graphics on the Stage and see them together before making the
individual components into symbols.

For this lesson, you will select the different parts of the imported Illustrator
graphic, and then convert the various pieces to symbols.

1 On the Stage, select the cartoon character in the hero layer.

2 Choose Modify > Convert to Symbol (E8).
3 Name the symbol hero and select Movie Clip for the Type.

4 Leave all other settings as they are. The Registration indicates the registration
point of your symbol. Leave the registration at the top-left corner.

Convert to Symbol

Mame |hern ‘ I oK |
Type Registration:

Folder: Library root

Advanced

Note: When you use
the command Convert
to Symbol, you aren’t
actually “converting”
anything; rather, you're
placing whatever you've
selected inside of
a symbol.
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5 Click OK. The hero symbol appears in the Library.

6

—
v,

1item 2

Name | AS Linkage
hero

Select the other cartoon character in the robot layer and convert it to a movie
clip symbol as well. Name it robot.

You now have two movie clip symbols in your Library and an instance of each
on the Stage as well.

Importing Photoshop Files

You'll import a Photoshop file for the background. The Photoshop file contains
two layers with a blending effect. A blending effect can create special color mixes

between different layers. You'll see that Flash can import a Photoshop file with all

the layers intact and retain all the blending information as well.

1

2
3
4
5

Select the top layer in your Timeline.

From the top menu, choose File > Import > Import to Stage.
Select the background.psd file in the Lesson03/03Start folder.
Click Open.

In the Import to Stage dialog box, make sure all layers are selected. A check
mark should appear in the check box next to each layer.

Choose the flare layer in the left window.
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7 In the import options on the right, choose Bitmap image with editable layer styles.

Import "background.psd"” to Stage

| Check Photoshop layers to import:

El - Background

=

Options for "flare”:

Import this image layer as:

(®) Bitmap image with editable layer styles
() Flattened bitmap image

V' Create movie clip for this layer

Instance name:

. B mog
Registration: 553

The movie clip symbol icon appears to the right of the Photoshop layer,
indicating that the imported layer will be made into a movie clip symbol. The
other option, Flattened bitmap image, will not preserve any layer effects such as

transparencies or blending.

8 In the left window, choose the Background layer.

9 In the import options on the right, choose Bitmap image with editable layer styles.

Import "background.psd” to Stage

| Check Photoshop layers to import:

| flare

o |
E - Background

Options for "Background™:

Import this image layer as:

() Bitmap image with editable layer styles
() Flattened bitmap image

V' Create movie clip for this layer

Instance name:

B R mog
Registration: HHH

10 At the bottom of the dialog box, set the Convert layers to Flash Layers option,
and select Place layers at original position.

You also have the option of changing the Flash Stage size to match the

Photoshop canvas. However, the current Stage is already set to the correct

dimensions (600 pixels x 450 pixels).

Convert layers to: | Flash Layers '9]

[?] Place layers at original position

("] Set stage size to same size as Photoshop canvas (600 x 450)
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11 Click OK. The two Photoshop layers are imported into Flash and placed on
separate layers on the Timeline.

The Photoshop images are automatically converted into movie clip symbols
and saved in your Library. All the blending and transparency information is
preserved. If you select the image in the flare layer, you'll see that the Blending
option is set to Lighten in the Properties inspector under the Display section.

Properties |

E <nstance Name» @
Movie Clip |
Instance of: flare

[» POSITION AND SIZE

[> 3D POSITION AND VIEW
[» COLOR EFFECT

=7 DISPLAY

[

[ visible
Blending:

Render: | Original (No Change) |

Transparent |=|[

[ FILTERS

12 Drag the robot and the hero layers to the top of the Timeline so they overlap the
background layers.

Note: If you want to edit your Photoshop files, you don't have to go through the entire import
process again. You can edit any image on the Stage or in the Library panel in Adobe Photoshop or
any other image-editing application. Right-click/Ctrl-click an image on the Stage or an image in the
Library and choose Edit with Adobe Photoshop to edit in Photoshop, or select another Edit with
the option to choose your preferred application. Flash launches the application, and once you have
saved your changes, your image is immediately updated in Flash.

Editing and Managing Symbols

You now have multiple movie clip symbols in your Library and several instances
on the Stage. You can better manage the symbols in your Library by organizing
them in folders. You can also edit any symbol at any time. If you decide you want
to change the color of one of the robot’s arms, for example, you can easily go into
symbol-editing mode and make that change.
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About Image Formats

Flash supports multiple image formats for import. Flash can handle JPEG, GIF, PNG,
and PSD (Photoshop) files. Use JPEG files for images that include gradients and
subtle variations, such as those that occur in photographs. GIF files are used for
images with large solid blocks of color or black and white line drawings. Use PNG
files for images that include transparency. Use PSD files if you want to retain all the
layer, transparency, and blending information from a Photoshop file.

Converting a Bitmap Image to a Vector Graphic

Sometimes you'll want to convert a bitmap image to a vector graphic. Flash handles
bitmap images as a series of colored dots (or pixels); vector graphics are handled

as a series of lines and curves. This vector information is rendered on the fly, so that
the resolution of vector graphics is not fixed like a bitmap image. That means you
can zoom in on a vector graphic and your computer will always display it sharply
and smoothly. Converting a bitmap image to a vector often has the effect of making
it look “posterized” because subtle gradations are converted to editable, discrete
blocks of color, which can be an interesting effect.

To convert a bitmap to a vector, import the bitmap image into Flash. Select the
bitmap and choose Modify > Bitmap > Trace Bitmap. The options determine how
faithful of a trace the vector image will be to the original bitmap.

In the following figure, the left image is an original bitmap and the right image is a
vector graphic.

Exercise caution when using the Trace Bitmap command, because a complicated
vector graphic is often more memory- and processor-intensive than the original
bitmap image.
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Adding folders and organizing the Library

1 In the Library panel, right-click/Ctrl-click in an empty space and select New
Folder. Alternatively, you can click the New Folder button ( & ) at the bottom
of the Library panel or from the options menu at the upper-right corner of the
Library panel.

A new folder is created in your Library.

2 Name the folder characters.

LIBRARY LIBRARY

| 03_workingcopy.fla IV| 2= B ‘ 03_workingcopy.fla \" £ &5
-
Preview not available
sitems o — T —
Name 4 | AS Linkage Name | AS Linkage
v [} background.psd Assets v [ background.psd Assets
v [ Assets v [ Assets
E‘ Background E‘ Background
(2] flare [2] flare
Background Background
flare flare
hero hero
robot robot
B
Cut
Copy
Paste
New Symbol...
New Folder |,
New Font...
New Video...

3 Drag the hero and the robot movie clip symbols into the characters folder.

4 You can collapse or expand folders to hide or view their contents and keep your
Library organized.

LIBRARY

[ 03_workingcopy.fla I>] % &
i ']

D

fe o n.

&

9items I
Name | AS Linkage
v @F background.psd Assets
v @f Assets
@ Background
[2] flare
Background
flare
v E’ characters
hero
robot
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Editing a symbol from the Library
1 Double-click the robot movie clip symbol in the Library.

Flash takes you to symbol-editing mode. In this mode, you can see the contents
of your symbol—in this case, the robot on the Stage. Notice on the top horizontal
bar that you are no longer in Scene 1 but are inside the symbol called robot.

% 03_workingcopy.fla®

& & scene 1 [E] robor

2 Double-click the drawing to edit it. You will need to double-click the drawing
groups several times to drill down to the individual shape that you want to edit.

(%' 03_workingeopy.fla®
& & scenel [£] robot 5] Group [ Drawina Obiect
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3 Choose the Paint Bucket tool. Select a new fill color and apply it to the shape on
the robot drawing.

%' 03_workingcopy.fla®

& % Scene 1 robot Group E] Drawing Object

Note: You can 4 Click on Scene 1 on the top horizontal bar above the Stage to return to the
quickly and easily main Timeline.
duplicate symbols
in the Library. Select The movie clip symbol in the Library reflects the changes you made. The instance
the Library symbol, on the Stage also reflects the changes you made to the symbol. All instances of the

right-click/Ctrl-click,
and choose Duplicate.
Or, from the top-right
Options menu in

the Library, choose
Duplicate. An exact
copy of the selected
symbol will be created
in your Library.

symbol on the Stage will change if you edit the symbol.

Name -~ |AS Liﬁkage
» @ background.psd Assets

= v @f characters

hero

robot

al 06§
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Editing a symbol in place

You may want to edit a symbol in context with the other objects on the Stage. You
can do so by double-clicking an instance on the Stage. You'll enter symbol-editing
mode, but you'll also be able to see the symbol’s surroundings. This editing mode is

called editing in place.
1 Using the Selection tool, double-click the robot movie clip instance on the Stage.

Flash dims all other objects on the Stage and takes you to symbol-editing mode.
Notice on the top horizontal bar that you are no longer in Scene 1 but are inside
the symbol called robot.

2 Double-click the drawing to edit it. You will need to double-click the drawing
groups several times to drill down to the individual shape that you want to edit.
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3 Choose the Paint Bucket tool. Select a new fill color and apply it to the shape on

the robot drawing.

4 Click on Scene 1 on the top horizontal bar above the Stage to return to the
main Timeline. You can also just double-click any part of the Stage outside the
graphic with the Selection tool to return to the next higher group level.

The movie clip symbol in the Library panel reflects the changes you made. The
instance on the Stage also reflects the changes you made to the symbol. All
instances of the symbol will change according to the edits you make to the symbol.

el

% Scen:
Vi

Breaking apart a symbol instance

If you no longer want an object on the Stage to be a symbol instance, you can use

the Break Apart command to return it to its original form.

1 Select the robot instance on the Stage.
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2 Choose Modify > Break Apart.

Flash breaks apart the robot movie clip instance. What's left on the Stage is a
group, which you can break apart further to edit as you please. Undo the Break
Apart command to return the robot object back to a symbol instance.

% Scene 1

PROPERTIES

=7 POSITION AND SIZE

X: 119,75 Y: 87.90

& W: 183.40 H: 37843

Changing the Size and Position of Instances

You can have multiple instances of the same symbol on the Stage. Now you’ll add
a few more robots to create a small robot army. You'll learn how to change the size
and position (and even rotation) of each instance individually.

1 Select the robot layer in the Timeline.
2 Drag another robot symbol from the Library onto the Stage.

A new instance appears.
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3 Choose the Free Transform tool.

Control handles appear around the selected instance.

4 Drag the control handles on the sides of the selection to flip the robot so it is
facing in the other direction.

5 Drag the control handles on the corner of the selection while holding down the
Shift key to reduce the size of the robot.
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6 Drag a third robot from the Library onto the Stage. With the Free Transform
tool, flip the robot, resize it, and make it overlap the second robot.

The robot army is growing!

Using rulers and guides

You may want to be more precise in your placement of your symbol instances. In
Lesson 1, you learned how to use the X and Y coordinates in the Properties inspector
to position individual objects. In Lesson 2 you learned to use the Align panel to align
several objects to each other. Another way to position objects on the Stage is to use
rulers and guides. Rulers appear on the top and left edge of the Pasteboard to provide
measurement along the horizontal and vertical axes. Guides are vertical or horizontal
lines that appear on the Stage but do not appear in the final published movie.

1 Choose View > Rulers (Ctrl+Alt+Shift+R/Option+Shift+ Command+ R).

Horizontal and vertical rulers measuring in pixels appear along the top and left
edges of the Pasteboard. As you move objects on the Stage, tick marks indicate
the bounding box positions on the rulers.

250
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2 Click the top horizontal ruler and drag a guide onto the Stage.

A colored line appears on the Stage that you can use as a guide for alignment.

0 ltsu‘luw
% v

3 Double-click the guide with the Selection tool.
The Move Guide dialog box appears.
4 Enter 435 as the new pixel value of the guide. Click OK.

Move Cuide

Position: 435 | [Pixels Iv]

The guide is repositioned 435 pixels from the top edge of the Stage.

5 Choose View > Snapping > Snap to Guides and make sure Snap to Guides is
selected.

Objects will now snap to any guides on the Stage.

Note: Choose 6 Drag the robot instance and the hero instance so their bottom edges align with
View > Guides > Lock the guide.
Guides to lock your
guides. This prevents
you from accidentally
moving them. Clear
all guides by choosing
View > Guides > Clear
Guides. Change the
color of the guides and
the snapping accuracy
by choosing View >

audes>eatcudes.  Changing the Color Effect of Instances

The Color Effect option in the Properties inspector allows you to change several
properties of any instance. These properties include brightness, tint, or alpha.

Brightness controls how dark or light the instance appears, tint controls the over-
all coloring, and alpha controls the level of opacity. Decreasing the alpha value
decreases the opacity and increases the amount of transparency.
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Changing the brightness
1 Using the Selection tool, click the smallest robot on the Stage.

2 In the Properties inspector, choose Brightness from the Color Effect Style menu.

PROPERTIES

Movie Clip |
Instance of: robot
w» POSITION AND SIZE
X: 308.25 Y: 144,63
=1 W 111.45 H: 183.25

[> 3D POSITION AND VIEW

w7 COLOR EFFECT +r COLOR EFFECT

Style: | None = Style: | Brightness | »
None
¥ Bright: ——(F——[-40]%

= DISPLAY
Tint 3

Blending: Advanced I | =

Render: Alnha n lw

3 Drag the Bright slider to -40%.
The robot instance on the Stage becomes darker and appears to recede into the

distance.
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Changing the transparency
1 Select the glowing orb in the flare layer.
2 In the Properties inspector, choose Alpha from the Color Effect Style menu.

PROPERTIES.

E <nstance Name: @
Movie Clip | >
Instance of: flare
w7 POSITION AND SIZE
X: 0.00 ¥: 0.00
&5 W: 546.00 H: 350.00

[> 3D POSITION AND VIEW

< COLOR EFFECT <= COLOR EFFECT
BN = — o
+ None ;
< DISPLAY ; Alpha; ——(— [50 |%
| Brightness i
Tint

Blending: | Advanced | lx

Render:

Note: To reset the 3 Drag the Alpha slider to a value of 50%.
Color Effect of any
instance, choose None
from the Style menu.

The orb in the flare layer on the Stage becomes more transparent.

Understanding Display Options

The Display section in the Properties inspector for movie clips offers options for
controlling the instance’s visibility, blending, and rendering.

Visible option for movie clips

The Visible property makes objects either visible or invisible to the audience. You
can directly control the Visible property of movie clip instances on the Stage by
selecting or deselecting the option in the Properties inspector.

100 LESSON 3 Creating and Editing Symbols



1 Select the Selection tool. A

. L. [ visible
2 Select one of the robot movie clip instances on e =
the Stage' Render: | Original (Ne Change) | =
Transparent | w D

3 In the Properties inspector, under the Display
section, notice that the Visible option is checked
by default, meaning that the instance is visible.

4 Deselect the Visible check box.
The selected instance becomes invisible.

The instance is present on the Stage, and you can
still move it to a new position, but the audience
won't be able to see it. Use the Visible option

to turn instances on or off during the course of
your movie, rather than deleting them entirely.
You can also use the Visible option to position

invisible instances on the Stage in order to make
them visible later on with ActionScript, the coding
language of Flash.

Check the Visible option to make the robot visible on the Stage again.

Blending effects

Blending refers to how the colors of an instance interact with the colors below it.
You saw how the instance in the flare layer had the Lighten option applied to it
(carried over from Photoshop), which integrated it more with the instance in the
Background layer.

There are many kinds of Blending options. Some have surprising results, depending
on the colors in the instance and the colors in the layers below it. Experiment with
all the options to understand how they work. The following figure shows some of the

Blending options and their effects on the robot instance over a blue-black gradient.

Normal Darken Lighten Overlay Hard Light Add Subtract Difference
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Export as Bitmap

The robots and the hero character in this lesson are movie clip symbols contain-

ing complex vector graphics imported from Illustrator. Vector art, however, can be
processor-intensive, and can take its toll on performance and playback. A rendering
option called Export as Bitmap can help. The Export as Bitmap option renders the
vector art as a bitmap, reducing the performance load. The movie clip remains as
editable vector graphics in the FLA file, however, so you can still modify the artwork.

1 Select the Selection tool.
2 Select the hero movie clip instance on the Stage.

3 In the Properties inspector, choose Export as Bitmap for the Render option.

< DISPLAY
[ visible
Bening:

+ Original (No Change)
Cache as Bitmap

RIS Export as Bitmap |

The hero movie clip instance appears as it will be rendered when published. You
may see a slight “softening” of the illustration because of the rasterization of the art.

4 In the pulldown menu under the Render options, leave the selection as

Transparent.
< DISPLAY
[ visible

e | ]

—
Opague

The Transparent option renders the background in your movie clip symbol
as transparent. Alternately, you can choose Opaque and pick a color for the
background of your movie clip symbol.
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Applying Filters for Special Effects

Filters are special effects that you can apply to movie clip instances. Several filters
are available in the Filters section of the Properties inspector. Each filter has differ-
ent options that can refine the effect.

Applying a blur filter

You'll apply a blur filter to some of the instances to help give the scene a greater
sense of depth.

1 Select the glowing orb in the flare layer.

2 In the Properties inspector, expand the Filters section.

3 Click the Add filter button at the bottom of the Filters section and select Blur.
The Blur filter appears in the Filters window with options for Blur X and Blur Y.

< FILTERS
Property | Value

" Remove All
Enable All
Disable All

Drop Shadow

Glow
Bevel
Gradient Glow
Gradient Bevel

AdjustColor | |
4 1If they aren't linked already, click the link < FiLTERS
icons next to the Blur X and Blur Y options to | %2 ke ‘
link the blur effect in both directions. Blur X opx =
Blur ¥ 10 px @
5 Set the Blur X and Blur Y value to 10 pixels. il S Note: It's best to

keep the Quality setting
for filters on Low. Higher
helping to give an atmospheric perspective to this scene. settings are processor-
intensive and can bog
down performance,
especially if you've
applied multiple filters.

The instance on the Stage becomes blurry,
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More Filter Options

At the bottom of the Filters window is a row of options to help you manage and
apply multiple filters.

B s §

The Presets button lets you save a particular filter and its settings so you can apply it
to another instance. The Clipboard button lets you copy and paste any selected filter.
The Enable or Disable Filter button lets you see your instance with or without the filter
applied. The Reset Filter button resets the filter parameters to their default values.

Positioning in 3D Space

You also have the ability to position and animate objects in real three-dimensional
space. However, objects need to be either movie clip symbols or TLF Text to move
them in 3D. Two tools allow you to position objects in 3D: the 3D Rotation tool and
the 3D Translation tool. The Transform panel also provides information for posi-
tion and rotation.

Understanding the 3D coordinate space is essential for successful 3D placement of
objects. Flash divides space using three axes: the ¥, y, and z axes. The x axis runs
horizontally across the Stage with x=0 at the left edge. The y axis runs vertically
with y=0 at the top edge. The z axis runs into and out of the plane of the Stage
(toward and away from the viewer) with z=0 at the plane of the Stage.

Changing the 3D rotation of an object

You'll add some text to your image, but to add a little more interest, you'll tilt it to
put it in perspective. Think about the beginning text introduction to the Star Wars
movies, and see if you can achieve a similar effect.

1 Inserta new layer at the top of the layers stack and rename it text.

e LW_
=an 5
= tex e el
% hero + + @
@l robot [ |
@l flare
4l Background « @

2 Choose the Text tool from the Tools panel.
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In the Properties inspector, choose TLF Text, Read Only, and select a large-
size font with an interesting color that will add some pizzazz. Your font could
appear a little differently than what’s shown in this lesson, depending on the
fonts available on your computer.

Click on the Stage in your text layer and begin typing your title.

MECHWARS|

To exit the Text tool, select the Selection tool.
Choose the 3D Rotation tool ( & ).

A circular, multicolored target appears on the instance. This is a guide for
the 3D rotation. It’s useful to think of the guides as lines on a globe. The red
longitudinal line rotates your instance around the x axis. The green line along
the equator rotates your instance around the y axis. The circular blue guide
rotates your instance around the z axis.

MECH’VVARS

<y

Click on one of the guides—red for x, green for y, or blue for z—and drag your
mouse in either direction to rotate your instance in 3D space.

You can also click and drag the outer orange circular guide to freely rotate the
instance in all three directions.
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Global vs. Local Transformations

When you choose the 3D Rotation or 3D Translation tool, be aware of the Global
Transform option (it appears as a three-dimensional cube) at the bottom of

the Tools panel. When the Global Transform option is depressed, rotation and
positioning are relative to the global, or Stage, coordinate system. The 3D display
over the object that you're moving shows the three axes in constant position, no
matter how the object is rotated or moved. Notice in the following image how the
3D display is always perpendicular to the Stage.

However, when the Global option is turned off (the button is raised), rotation and
positioning is relative to the object. The 3D display shows the three axes oriented rela-
tive to the object, not the Stage. For example, in the following image, notice that the 3D
Translation tool shows the z axis pointing out from the rectangle, not from the Stage.

Changing the 3D position of an object

In addition to changing an object’s rotation in 3D space, you can move it to a spe-
cific point in 3D space. Use the 3D Translation tool, which is hidden under the 3D
Rotation tool.

1 Choose the 3D Translation tool (' A, ).
2 Click on your text.

A guide appears on the instance. This is a guide for the 3D translation. The red
guide represents the x axis, the green is the y axis, and the blue is the z axis.
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3 Click on one of the guide axes and drag your mouse in either direction to move
your instance in 3D space. Notice that your text stays in perspective as you
move it around the Stage.

Resetting the rotation and position

If you've made a mistake in your 3D transformations and want to reset the position
and rotation of your instance, you can use the Transform panel.

1 Choose the Selection tool and select the instance that you want to reset.

2 Open the Transform panel by choosing Window > m

Transform. + 1000% 4 1000% &3 )
@ Rotate
The Transform panel shows all the values for the x, y, and o pet
Skew
z angles and positions. e N
. . . 3D Rotation
3 Click the Remove Transform button in the lower-right X 61° Y -336° Z 00°
corner of the Transform panel. JoCenerpain:
X 3526 Vi 843 Z 240
The selected instance returns to its original settings. Eal @

Understanding the vanishing point
and the perspective angle

Objects in 3D space represented on a 2D surface (such as the computer screen) are
rendered with perspective to make them appear as they do in real life. Correct per-
spective depends on many factors, including the vanishing point and the perspec-
tive angle, both of which can be changed in Flash.

The vanishing point determines where on the horizon parallel lines of a perspective
drawing converge. Think of railroad tracks and how the parallel tracks converge

to a single point as they recede into the distance. The vanishing point is usually

at eye level in the center of your field of view, so the default settings are exactly in
the middle of the Stage. You can, however, change the vanishing point setting so it
appears above or below eye level, or to the right or left.

The perspective angle determines how quickly parallel lines converge to the vanish-
ing point. The greater the angle the quicker the convergence, and therefore, the
more severe and distorted the illustration appears.

1 Select an object on the Stage that has been moved or rotated in 3D space.
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2 In the Properties inspector, expand the 3D Position and View section.

[dInstance Name: |
[ TLF Text =]
Read Only |*| [«

[» POSITION AND SIZE
=7 3D POSITION AND VIEW

X:163.6 Y:60.5 Z:-1526
W 5009 H:124.0
2] 59.2

A %2750  Y:200.0

3 Click and drag on the X and Y values of the Vanishing Point to change the
vanishing point, which is indicated on the Stage by intersecting gray lines.

4 To reset the Vanishing Point to the default values (to the center of the Stage),
click the Reset button.

5 Click and drag on the Perspective Angle value to change the amount of
distortion. The greater the angle, the more the distortion.
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Review Questions

What is a symbol, and how does it differ from an instance?
Name two ways you can create a symbol.

When you import an Illustrator file, what happens if you choose to import layers as
layers? As keyframes?

How can you change the transparency of an instance in Flash?

What are the two ways to edit symbols?

Review Answers

1

A symbol is a graphic, button, or movie clip that you create once in Flash and can then
reuse throughout your document or in other documents. All symbols are stored in
your Library panel. An instance is a copy of a symbol located on the Stage.

You can create a symbol by choosing Insert > New Symbol, or you can select existing
objects on the Stage and choose Modify > Convert to Symbol.

When you import layers of an Illustrator file into Flash as layers, Flash recognizes the
layers in the Illustrator document and adds them as separate layers in the Timeline.
When you import layers as keyframes, Flash adds each Illustrator layer to a separate
frame in the Timeline and creates keyframes for them.

The transparency of an instance is determined by its alpha value. To change the
transparency, select Alpha from the Color Effect menu in the Properties inspector, and
then change the alpha percentage.

To edit a symbol, either double-click the symbol in the Library to enter symbol-editing
mode, or double-click the instance on the Stage to edit it in place. Editing a symbol in
place lets you see the other objects around the instance.
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ADDING ANIMATION

Lesson Overview

In this lesson, yow'll learn how to do the following:

Animate the position, scale, and rotation of objects
Adjust the pacing and timing of your animation
Animate transparency and special effects

Change the path of an object’s motion

Create animation inside symbols

Change the easing of the motion

Animate in 3D space

This lesson will take approximately two hours to complete. If needed,

remove the previous lesson folder from your hard drive and copy the

Lesson04 folder onto it.



E || MOTION EDITOR
| Value

¥ Basic mation
¥ Transformation
¥ Color Effect

¥ Alpha

Alpha amount 0%

Filters

M(NoFase —— T¥] @
[ [ No Ease B2 o

=2 %
[# [No Ease 7]

M(NoFase  1v]

Use Flash Professional CS6 to change almost any
aspect of an object—position, color, transparency,
size, rotation, and more—over time. Motion tweening
is the basic technique of creating animation with
symbol instances.




Getting Started

Start by viewing the finished movie file to see the animated title page that you'll
create in this lesson.

1 Double-click the 04End.html file in the Lesson04/04End folder to play the
animation in a browser.

The project is an animated splash page for an imaginary soon-to-be-released
motion picture. In this lesson, you'll use motion tweens to animate several
components on the page: the cityscape, the main actors, several old-fashioned
cars, and the main title.

2 Close the 04End.html file.

3 Double-click the 04Start.fla file in the Lesson04/04Start folder to open the initial
project file in Flash. This file is partially completed and already contains many of
the graphic elements imported into the Library for you to use.

4 From the view options above the Stage, choose View > Magnification > Fit in
Window so that you can see the entire Stage on your computer screen.

5 Choose File > Save As. Name the file 04_workingcopy.fla, and save it in the
04Start folder.

Saving a working copy ensures that the original start file will be available if you
want to start over.
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About Animation

Animation is the movement, or change, of objects through time. Animation can be
as simple as moving a box across the Stage from one frame to the next. It can also

be much more complex. As you'll see in this lesson, you can animate many different
aspects of a single object. You can change an object’s position on the Stage, change
its color or transparency, change its size or its rotation, and even animate the special
filters that you saw in the previous lesson. You also have control over an object’s path
of motion, and even its easing, which is the way an object accelerates or decelerates.

In Flash, the basic workflow for animation goes like this: Select an object on the
Stage, right-click/Ctrl-click, and choose Create Motion Tween. Move the red play-
head to a different point in time and move the object to a new position. Flash takes
care of the rest.

Motion tweens create animation for changes in position on the Stage and for
changes in size, color, or other attributes. Motion tweens require you to use a
symbol instance. If the object you've selected is not a symbol instance, Flash will
automatically ask to convert the selection to a symbol. Flash also automatically
separates motion tweens on their own layers, which are called Tween layers. There
can be only one motion tween per layer without any other element in the layer.
Tween layers allow you to change various attributes of your instance at different
key points over time. For example, a spaceship could be on the left side of the Stage
at the beginning keyframe and at the far-right side of the Stage at an ending key-
frame, and the resulting tween would make the spaceship fly across the Stage.

The term “tween” comes from the world of classic animation. Senior animators would
be responsible for drawing the beginning and ending poses for their characters. The
beginning and ending poses were the keyframes of the animation. Junior animators
would then come in and draw the “in-between” frames, or do the “in-betweening”
Hence, “tweening” refers to the smooth transitions between keyframes.

Understanding the Project File

The 04Start.fla file contains a few of the animated elements already or partially
completed. Each of the six layers—man, woman, Middle_car, Right_car, footer, and
ground—contains an animation. The man and woman layers are in a folder called
actors, and the Middle_car and Right_car layers are in a folder called cars.

TIMELINE | BUTPUT | &

| = cars e e

& Middle_car + + O

#H Right_car + W

¥ & actors « O
& man | Dl'
# woman « @ I]lo

# footer |

# ground .
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You'll be adding more layers to add an animated cityscape, 00 L
refining the animation of one of the actors, as well as add- - ﬁ

ing a third car and a 3D title. All the necessary graphic 25%
elements have been imported into the Library panel. The b
Stage is set at a generous 1280 pixels by 787 pixels to fill N

. . . . 800%
up a high-resolution monitor, and the Stage color is black. —rrE—

You might need to choose a different view option to see

the entire Stage. Choose View > Magnification > Fit in Window from the view
options at the top-right corner of the Stage to view the Stage at a magnification
percentage that fits your screen.

Animating Position

You'll start this project by animating the TiweLe [[DUTPUT | MOTION EDIToR |
. . . . a0 s 015
cityscape. It will begin slightly lower than s Sam|
the top edge of the Stage, and then rise e i - @ m,
H Right_car - a0
slowly until its top is aligned with the top Vi - @]
man -am
of the Stage. A woman -8 o)
all| oty [ERCET
1 Lock all the existing layers so you don’t "_;J’;‘Z‘;;ﬁ -8 B
accidentally modify them. Create a new

layer above the footer layer and rename
it city.

2 Drag the bitmap image called cityBG.jpg from the bitmaps folder in the Library
panel to the Stage.

Library | Properties | =

& [ 04_workingcopy.fla

{5 |26 nems B

& | Name « | AS Linkage
o | ¥ B bitmaps
[%] bottom_back.jpg
» [ car_bitmaps
= 2] cityscjg
[2] double_identity.png
[2] footer.png
|| George_2.png
[#] rachel.png
i) bottom_back
[iE) cartefe
[iE) carMiddle
3] carMiddle_Base
[iE] carRight
[i£] carRight_Base
[ Headiights
[ homesymbols
[2] lefeCar_Base
[i£) movietite

2

v
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3 In the Properties inspector, set the value of X to 0 and the value of Y to 90.

prOPERTIES [IIBRARY

Bitmap

Instance of: cityBG.jpg
= POSITION AND SIZE
== W: 1280.00 H: 533.00

This positions the cityscape image just slightly below the top edge of the Stage.

4 Right-click/Ctrl-click on the cityscape image and choose Create Motion Tween.
From the top menu, you can also select Insert > Motion Tween.

Create Motion Tween |,

Select All
Deselect All

5 A dialog box appears warning you that your selected object is not a symbol.
Motion tweens require symbols. Flash asks if you want to convert the selection
to a symbol so it can proceed with the motion tween. Click OK.

The selected item cannot be tweened. You must convert this to a symbol in

[] Den't show again.

order to tween. Do you want to convert and create a tween?

Cancel

OK

Flash automatically converts your selection to a symbol, which is stored in your
Library panel. Flash also converts the current layer to a Tween layer so you

can begin to animate the instance. Tween layers are distinguished by a special
icon in front of the layer name, and the frames are tinted blue. Tween layers are
reserved for motion tweens, and hence, no drawing is allowed on a Tween layer.

iy
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Note: Remove a
motion tween by right-
clicking/Ctrl-clicking
the motion tween on
the Timeline or the
Stage and choosing
Remove Tween.

Move the red playhead to the end of the tween span at frame 190.

Select the instance of the cityscape on the Stage, and while holding down the
Shift key, move the instance up the Stage.

Holding down the Shift key constrains the movement to right angles.
For more precision, set the value of Y to 0 in the Properties inspector.

A small black diamond appears in frame 190 at the end of the tween span. This
indicates a keyframe at the end of the tween. Flash smoothly interpolates the
change in position from frame 1 to frame 190 and represents that motion with
a motion path. Hide all the other layers to see the results of the motion tween
on the cityscape.

T

TMELE [[OUTRUT | MOTION EDITOR |

® @@ 105 110 115 120 125 130 135 140 145 150 155 160 165 170 175 180 185 IHI

s
B
=]

¥ i@ cars
# Middle_car
# Right_car
¥ 3 actors
# man

# woman

o
hadbd - Bdbdb b 43

IDD;)DBDEH:
EpEfdomoOE@

# footer
# ground

Ol

Drag the red playhead back and forth at the top of the Timeline to see the
smooth motion. You can also choose Control > Play (Enter) to make Flash play
the animation.

Animating changes in position is simple, because Flash automatically creates
keyframes at the points where you move your instance to new positions. If you
want to have an object move to many different points, simply move the red
playhead to the desired frame, and then move the object to its new position.
Flash takes care of the rest.
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Using the Controller to Preview the Animation

The Controller panel allows you to play, rewind, or go step-by-step backward or
forward through your Timeline to review your animation in a controlled manner.

Choose Window > Toolbars > Controller to display a separate controller panel,
or use the playback controls that are integrated at the bottom of the Timeline.

1 Click any of the playback buttons on the controller below the Timeline to go
to the first frame, go to the last frame, play, stop, or move forward or backward
one frame.

« « @
« « @ o

IEEIN N EE="

2 Choose the loop option and click the play button.

The playhead loops, allowing you to see the animation over and over for

careful analysis.

3 Move the front or rear brackets on the Timeline to define the range of frames

that you want to see looped.

-

Il Irl B m ol 186 3000fs 625

The playhead loops within the bracketed frames. Click on the loop option again
to turn it off.

Changing the Pacing and Timing

You can change the duration of the entire tween span or change the timing of the
animation by clicking and dragging keyframes on the Timeline.

Changing the animation duration

If you want the animation to proceed at a slower pace, taking up a much longer
period of time, you need to lengthen the entire tween span between the beginning
and end keyframes. If you want to shorten the animation, you need to decrease
the tween span. Lengthen or shorten a motion tween by dragging the ends on

the Timeline.
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Note: If you have
multiple keyframes
in a tween, dragging
out your tween spans
will distribute all your
keyframes uniformly.
The timing of your
entire animation
remains the same; only
the length changes.

1 Move your mouse cursor close to the end of the tween span in the city layer.

Your cursor changes to a double-headed arrow, indicating that you can lengthen
or shorten the tween span.

85 a0

Ll

2 Click and drag the end of the tween span back toward frame 60.

Your motion tween shortens to 60 frames, so now the cityscape takes a much
shorter time to move.

TIMELINE

sat e B =

¥ & ars ¥am
& Middle_car ¥ad

# Right_car ¥am

¥ = actors >ang
# man Xalm

# woman Xam

# footer >am
& ground ¥am

3  Move your mouse cursor close to the beginning of the tween span (at frame 1).

01 5 10 15 20 25 30 35 40 45 50 55
¥ 3 cars Xamlm
& Middle_car Xa m,
4 Right_car Xal,
¥ 3 actors Xao
& man Xa il I]l-
# woman X a m, Ol
& footer Xa |,
# ground Xa |,

4 Click and drag the beginning of the frame span forward to frame 10.

Your motion tween begins at a later time, so it now plays only from frame 10 to

frame 60.
L - WuBi 5 @ 15 20 25 30 35 40 45 50 55 60
¥ 5 cars Xanm
& Middle_car Ha mE.
& Right_car Xa@,
¥ 3 actors XaOd
& man Xa il Ol
& woman Xa@m
& footer . Ha Bl
& ground xa m,
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Adding frames

You'll want the last keyframe of your motion tween to hold for the remainder of the

animation. Add frames by Shift-dragging the end of a tween span.

1 Move your mouse cursor close to the end of the tween span.

2 Hold down the Shift key and click and drag the end of the tween span forward Note: You can also

to frame 190.

add individual frames
by choosing Insert >
Timeline > Frame (F5)
or remove individual
frames by choosing
Edit > Timeline >
Remove Frames
(Shift+F5).

The last keyframe in the motion tween remains at frame 60, but additional

frames are added to frame 190.

¥ & cars

& Middle_car

4 Right_car

¥ & actors

# man

# woman
" Gty
& footer

& ground

Moving keyframes

When you click on a motion tween on the Timeline, the entire span is selected.

This allows you to move the entire motion tween forward or backward in time as

a single unit. However, if you want to move particular keyframes within a motion

tween to change the pacing of the animation, you have to select individual frames.
Holding down the Ctrl (Windows)/Command (Mac) key will let you select single

frames or a span of frames within a motion tween.
1 Ctrl-click/Command-click on the keyframe at frame 60.

Just the keyframe at frame 60 is selected. A tiny box appears next
to your mouse cursor indicating that you can move the keyframe.
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2 Click and drag the keyframe to frame 40.

The last keyframe in the motion tween moves to frame 40, so the motion of the
cityscape proceeds quicker.

TIMELINE

V& aars
= Middle_car
4 Right_car
¥ [ actors.
& man

& woman

& footer
& ground

Animating Transparency

In the previous lesson, you learned how to change the color effect of any symbol
instance to change the transparency, tint, or brightness. You can change the color
effect of an instance in one keyframe and change the value of the color effect in
another keyframe, and Flash will automatically display a smooth change, just as it
does with changes in position.

You'll change the cityscape in the beginning keyframe to be totally transparent
but keep the cityscape in the ending keyframe opaque. Flash will create a smooth
fade-in effect.

1 Move the red playhead to the first keyframe of the motion tween (frame 10).
R

A 01 5 El] 15 20 25 30 35 40 45 50 55 60
¥ 3 cars Xa |
&2 Middle_car Xa m,
& Right_car Xa @,
¥ 3 actors X aOd
& man Xa |, Ole
& woman
& footer Xa Bl
# ground Xa |,

2 Select the cityscape instance on the Stage.

3 In the Properties inspector, choose the Alpha option for Color Effect.
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Set the Alpha value to 0%.

PrOPERTIES | LIBRARY | PROPERTIES | LIBRARY | =
|Instance Name> |dnstance Name» | @
[ Movie Clip | Movie clip K3
Instance of: Symbol 1 Instance of: Symbol 1 | Swap... |
[> POSITION AND SIZE [> POSITION AND SIZE
[> 3D POSITION AND VIEW [> 3D POSITION AND VIEW
<+ COLOR EFFECT <+ COLOR EFFECT
Style: | v None Style: [ Alpha I~]
Brightness -
P DISPLAY | oo Alpha 0|
< FILTERS Advaiced [> DISPLAY
Property | = FILTERS
o Property | value
TIMELINE | BUTPUT | mOTION EDITOR |
Property | Value | Ease | Keyframe | Graph
To 15

Skew Y 0 [ [ Simple (Slow) v = g

Scale X 100% & [¥[NoEase v 4 @

Scale Y 100% @ [¥[No Ease 2 =

Filters — Brightness
¥ Eases = Tint
= Advanced Color
Simple (Slow) o ) R R
persmsEs e

=B 28 = ss8 0 2o [«] |

The cityscape instance on the Stage becomes totally transparent.
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apply a Color Effect
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Editor, as explained later
in this lesson. Click the
Motion Editor tab next
to the Timeline. Click the
plus sign next to Color
Effect and select Alpha.



5 Move the red playhead to the last keyframe of the motion tween (frame 40).

TIMELINE

¥ 3 cars
& Middle_car
& Right_car

¥ 3 actors
# man

e Y

6 Select the cityscape instance on the Stage.

7 In the Properties inspector, under Color Effect, set the Alpha value to 100%.

rropermies [sRAR ]

“
Movie Clip |»

Instance of: Symbel 1

[> POSITION AND SIZE
[> 3D POSITION AND VIEW
%7 COLOR EFFECT

Style: | Alpha |~

Alpha: I:L\§ %
> DISPLAY
w7 FILTERS
Property | Value

The cityscape instance on the Stage becomes totally opaque.

4

8 Preview the effect by choosing Control > Play (Enter).
Flash interpolates the changes in both position and transparency between the

two keyframes.
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Animating Filters

Filters, which give instances special effects such as blurs and drop shadows, can

also be animated. You'll refine the motion tween of the actors next by apply-

ing a blur filter to one of them to make it appear as if the camera changes focus.

Animating filters is no different from animating changes in position or changes in

color effect. You simply set the values for a filter at one keyframe and set different

values for the filter at another keyframe, and Flash creates a smooth transition.

1
2

Make the actors layer folder on the Timeline visible.

Lock all the layers on the Timeline except the woman layer.

Move the red playhead to the beginning keyframe of the motion tween in the

woman layer—at frame 23.

@01 s 10 15 2] 30
¥ 5 cars Xanm
& Middle_car xam.
& Right_car Xa lE.
¥ & actors @
& man -8 m, I
_ " woman EAE) - i
# city o o+ Ob Os
& footer X a l.
& ground Xa bl

Select the instance of the woman on the Stage.
You won't be able to see her because she has an
alpha value of 0% (totally transparent), but if
you click on the top-right side of the Stage, the
transparent instance will be selected.

In the Properties inspector, expand the Filters
section.

Click the Add filter button at the bottom of the
Filters section and select Blur.

=7 FILTERS
Property | value

Remove All
Enable All
Disable All

Drop Shadow

Clow

Bevel

Cradient Glow

Cradient Bevel

Adjust Color
[l b h—
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The Blur filter is applied to the instance.

Note: You can also

MOTION EDITOR

apply a Filter through [Property  [valie  |Ease  |Keyftame|Graph
the Motion Editor, as ST e - 25
explained later in this ¥ Transformation Mi[Simple Slow) [+ L]
lesson. Click the Motion ~ Color Effect =
Editor tab next to the v Alpha ™ )
Timeline. Click the plus Alpha amount 0% Mi[simpleSlow)  1v] | @b | g ..ol
sign next to Filters and Filters =3 Drop Shadow
select Blur. Y Eases =
Simple (Slow) 100 Glow
Bevel
ENE = a8 m v F

7 In the Filters section of the Properties inspector,

= FILTERS
click the link icon to constrain the blur values to o liale
both the x and y directions equally. Set the X and e i =
Blur Y 20 px (=
Y Blur values to 20 pixels. Quality ow v

8 Move the red playhead across the entire Timeline

to preview the animation.

The 20-pixel Blur filter is applied to the woman instance throughout the

motion tween.

9 Position the playhead at frame 140 and right-click/Ctrl-click on the woman

layer there. Then choose Insert Keyframe > Filter.

TIMELINE

¥ 3 cars
£ Middle_car
& Right_car
¥ & actors

H city
# footer
# ground

RO

Remove Tween

3D Tween

Convert to Frame by Frame Animation
Save as Motion Preset...

Insert Frame
Remove Frames Scale

[V %8S % i

Position

Skew
Insert Keyframe Rotation
nsert Blank Keyfra Color
Clear Keyframe 4
e & Al

A keyframe for filters is established at frame 140.
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10 Move the red playhead to frame 160.

TIMELINE
135 140 145 150 155 E%D 165 170 175 180 185 190
¥ 3 cars Xalm
# Middle_car Xam |
& Right_car Xam |
¥ & actors - @80
H man - 8 I
o o " i
H city - - O
H footer Xam + d
& ground Xam -

11 Select the instance of the woman on the Stage.
12 In the Properties inspector, change the value of the Blur filter to X=0 and Y=0.

The Blur filter changes from the keyframe at frame 140 to the keyframe at 160.
Flash creates a smooth transition from a blurry instance to an in-focus instance.

N = FILTERS

4 | < FLTERS
Property | Value | B Frooerty | Value

¥ Blur v Blur
Blur X 20 px =2 Blur X 0px
Blur Y 20 px = Blur Y Opx
Quality Low | Quality Low
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Understanding Property Keyframes

Changes in properties are independent of one another and do not need to be tied to the same keyframes. That
is, you can have a keyframe for position, a different keyframe for the color effect, and yet another keyframe for a
filter. Managing many different kinds of keyframes can become overwhelming, especially if you want different

properties to change at different times during the motion tween. Fortunately, Flash Professional CS6 provides a

few helpful tools for keyframe management.

When viewing the tween span, you can choose to view

155 [tho AT 0 205 210
the keyframes of only certain properties. Forexample, | 3p Tween
you can choose to view only the position keyframes = a 50“"5" r:’ tF,"”“Pe by f"""e Animation
. b e | ave as Motion Freset... st
to see when your object moves. Or, you can chooseto | v Position
. q | Insert Frame v Scale
view only the filter keyframes to see when there is a B goove Frames i
filter change. Right-click/Ctrl-click on a motion tween B insert Keyframe , ¥ Rotation
in the Timeline, choose View Keyframes, and then N sert Blank Keyframe : Ei':r'
select the desired property among the list. You can also Clear Keyframe »
. View Keyframes » All g
choose All or None to see all the properties or none of - None

the properties.

When inserting a keyframe, you can also insert a
keyframe specific to the property you want to change.
Right-click/Ctrl-click on a motion tween in the
Timeline, choose Insert Keyframes, and then select
the desired property.

A

Remove Tween |
3D Tween

Convert to Frame by Frame Animation
Save as Motion Preset...

Insert Frame

B Remove Frames :[c);li:im
The Motion Editor is a special panel that displays all the Skew
properties of your motion tween visually as lines on a Lo ert Blank Keyframe Rotation
. . . . Clear Keyframe » Color
graph. The Motion Editor is helpful when multiple prop- View Keyframes >
erties are changing at different times. For example, the v All E_

Motion Editor for the woman is shown in the screenshot

below, and shows changes in the x-position and Alpha
values in the first few frames, and changes in the Blur
filter in the last few frames.

MOTION EDITOR

Property | Value | Ease | Keyframe | Graph
v 3000 B8 TR B0 80000 B30 130 P 1900 B60
¥ Basic mation M [(NoEase  1v] L)
X 501px o e e e
v 208px ¥ [(NoEase ix] 4
Rotation Z o* o [Nokase 4
¥ Transformation M (NoEase — 1v] L5}
¥ Color Effect = &R
¥ Alpha ¥ (NoEase ——_iv] @
Alpha amount  100% o (o Ease q _nr_,———"—" 777777777777777777777777777777777777777777777777777777777777777777777777777777
¥ Filters = sr
¥ Blur ™ (NoEase v @
Blur X 0px € ¥ [(Mogase q -\_"‘—-__,‘,
Blur ¥ opx 6% [ [(Momme i) 4 i =, i
Quality [ow_1+]
¥ Eases = &r

You'll learn more about how to use the Motion Editor later in this lesson.
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Animating Transformations

Now you'll learn how to animate changes in scale or
rotation. These kinds of changes are made with the
Free Transform tool or with the Transform panel.
You'll add a third car to the project. The car will start
small, and then become larger as it appears to move
forward toward the viewer.

1 Lock all the layers on the Timeline.

2 Insert a new layer inside the Cars folder and
rename it Left_car.

3 Select frame 75 and insert a new keyframe (F6).

TIMELINE |0
a0 & 70 [hoa0
8 3 oo}
Left_car Z e i
& Middle_car « 80 Ole
& Right_car « 80 Ols
¥ 3 actors « 80
# man L | +
# woman « 8 0O | —
# city « @amg
# footer « 8[|
# ground « B |

TIMELINE | D

¥ 3 cars
. Gl Left car
& Middle_car
H Right_car - @ [,
¥ [ actors - @80
# man c @ Hi
# woman - @& Oy
H city « @ O
H footer - @ M,
H ground - @ @,

4 Drag the movie clip symbol called carLeft from the Library panel to the Stage

at frame 75.

5 Select the Free Transform tool.

The transformation handles appear around the instance on the Stage.
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6 While holding down the Shift key, click and drag the corner handle inward to
make the car smaller.

7 In the Properties inspector, make sure that the width of the car is about 400 pixels.

8 Alternatively, you can use the Transform panel (Window > Transform) and
change the scale of the car to about 29.4%.

9 Move the car to its starting position at about X=710 and Y=488.

10 In the Properties inspector, select Alpha for the Color Effect.
11 Set the value of the Alpha to 0%.

w7 COLOR EFFECT

Style: | Alpha I
tpha: (p———— o ]x

The car becomes totally transparent.

12 Right-click/Ctrl-click on the car on the Stage and select Create Motion Tween.

The current layer becomes a Tween layer.
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13 Move the red playhead on the Timeline to frame 100.

mweLe | ouTPuUT | MOTION piTo |
®a0 6 70 75 s 8 s o5 fho 105
¥ & cars - @ [
" Left car 7 Rel | e |
& Middle_car - @O0 EI‘- o4
& Right_car @[ I]l- +
¥ [ actors - @0
# man - | .
# woman - @O .
H city - @8O
H footer - &l
& ground - @ [ Ol

14 Select the transparent instance of the car, and in the Properties inspector,
change the Alpha value to 100%.

= COLOR EFFECT
Style: | Alpha |»

Alpha: 4(_7"\.‘ %

A new keyframe is automatically inserted at frame 100 to indicate the change in
transparency.

15 Select the Free Transform tool if it’s not already selected.

16 While holding down the Shift key, click and drag the corner handle outward to
make the car larger. For more precision, use the Properties inspector and set the
dimensions of the car to width=1379.5 pixels and height=467.8 pixels.

17 Position the car at X=607 and Y=545.
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18 Move the Left_car layer in between the Middle_car and Right_car layers so that

the car in the center overlaps the cars on the side.

Flash tweens the change in position and the change in scale from frame 75

to frame 100. Flash also tweens the change in transparency from frame 75 to
frame 100.

TiteLig [[ouTeuT | METION EBITOR |
®an e 70 75 g 8 s o5 Go 105 10 us 120 125
¥ 3 cars « 8@
& Middle_car 8O e
* Left_cai e | ol
# Right_car « @ m I]lo ¥
¥ 3 actors « 80
# man « B E +
# woman «8ad +
H city « 8 O
# footer L | Ol
# ground « B E Ofe
If your project involves creating identical motion tweens repeatedly, Flash e

provides a panel called Motion Presets that can help. The Motion Presets panel
(Window > Motion Presets) can store any motion tween so you can apply it to
different instances on the Stage.

For example, if you want to build a slide show where each image fades out in the
same manner, you can save that transition to the Motion Presets panel.

1
2

3
4
5

Select the first motion tween on the Timeline or the instance on the Stage.

In the Motion Presets panel, click the Save selection as preset button at the
bottom of the panel.

Name your motion preset, and it will be saved in the Motion Presets panel.

Select a new instance on the Stage and choose the motion preset.

Click Apply and your saved motion preset will be applied to the new instance.

Flash provides a number of motion presets that you can use to quickly build
sophisticated animations without much effort.
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v @ Default Presets
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Changing the Path of the Motion

The motion tween of the left car that you just
animated shows a colored line with dots indicating
the path of the motion. The path of the motion can
be edited easily so that the car travels in a curve, or
the path can be moved, scaled, or even rotated just
like any other object on the Stage.

To better demonstrate how you can edit the path of
the motion, open the sample file 04MotionPath.fla
in the 04Start folder. The file contains a single
Tween layer with a rocket ship moving from the
top left of the Stage to the bottom right.

Moving the path of the motion

You will move the path of the motion so the relative movement of the rocket ship
remains the same but its starting and ending positions change.

1 Choose the Selection tool.
2 Click on the path of the motion to select it.

The path of the motion becomes highlighted when it is selected.
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3 Click and drag the motion path to move it to a different place on the Stage.

The relative motion and timing of the animation remain the same, but the

starting and ending positions are relocated.

Changing the scale or rotation of the path

The path of the motion can also be manipulated with the Free Transform tool.
1 Select the path of the motion.

2 Choose the Free Transform tool.

Transformation handles appear around the path of the motion.
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3 Scale or rotate the path of the motion as desired. You can make the path smaller
or larger, or rotate the path so the rocket ship starts from the bottom left of the
Stage and ends at the top right.

Editing the path of the motion

Making your objects travel on a curved path is a simple matter. You can either edit
the path with Bézier precision using anchor point handles, or you can edit the path
in a more intuitive manner with the Selection tool.

1 Choose the Convert Anchor Point tool, which is = & PenTool ()
hidden under the Pen tool. {* Add Anchor Point Tool (=)
'{}_ Delete Anchor Point Tool (-}
I Convert Anchor Point Toal (C) k—

2 Click on the starting point or the ending point
of the motion path on the Stage and drag the
control handle out from the anchor point.

The handle on the anchor point controls the curvature of the path.
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3 Choose the Subselection tool.

4 Click and drag the handle to edit the curve of the path. Make the rocket ship
travel in a wide curve.

Note: The path of
the motion can also be
directly manipulated
with the Selection tool.
Choose the Selection
tool and move it close
to the path of the
motion. A curved icon
appears next to your
cursor indicating that
you can edit the path.
Click and drag the path
of the motion to change
its curvature.
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Orienting objects to the path

Sometimes the orientation of the object traveling along the path is important. In
the motion picture splash page project, the orientation of the car is constant as
it rumbles forward. However, in the rocket ship example, the rocket ship should
follow the path with its nose pointed in the direction in which it is heading. The
Orient to path option in the Properties inspector gives you this option.

1 Select the motion tween on the Timeline.

2 In the Properties inspector, under Rotation, select the Orient to path option.

PROPERTIES
Motion Tween

> EASE

Ease: 0
< ROTATION

Rotate: -times ot

Direction: [none  Iv]

Orient to path
= PATH Path rotation

X: 95.7 Y: 536
&= w: 345.0 H: 297.0
< DPTIONS

[ Sync graphic symbols

Flash inserts keyframes for rotation along the motion tween so that the nose of Note: To direct the
nose of the rocket ship,
or any other object,
along the path of its
motion, you must
orient its position so
that it is facing in the
direction that you want
it to travel. Use the

Free Transform tool to
rotate its initial position
so that it is oriented
correctly.

the rocket ship is oriented to the path of the motion.
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Swapping Tween Targets

The motion tween model in Flash Professional CS6 is object based. This means
that an object and its motion are independent of each other, and you can easily
swap out the target of a motion tween. If, for example, you'd rather see an alien
moving around the Stage instead of a rocket ship, you can replace the target of
the motion tween with an alien symbol from your Library panel and still preserve
the animation.

1 Select the rocket ship on the Stage to select the motion tween.

2 Drag the movie clip symbol of the alien from the Library panel onto the
rocket ship.

= & 00%

o |

Iv] @ &

T —
Name | Linkage

alien

[¥) alien_armieft

[74) alien_armright

[54] alien_body. pants

[¥) alien_body_shirt

[%4] alien_body_shoe

[%4] alien_eyeblink

[%4]) alien_head

[%4) alien_head_antenna

[%) alien_head_eye

rocket

Flash asks you if you want to replace the existing tween target object with a
new object.

Do you wish to replace the existing tween target object?

[] Don't show again.

‘ Cancel | | OK
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3 Click OK.

Flash replaces the rocket ship with the alien. The motion remains the same, but
the target of the motion tween has been swapped.

e @

Movie Clip |»

Instance of: alien

< POSITION AND SIZE {5wap symbol |

X: 96.4 Y: 182

== w: 1215 H: 131.3

Creating Nested Animations

Often, an object that is animated on the Stage will have its own animation. For
example, a butterfly moving across the Stage will have an animation of its wings
flapping as it moves. Or the alien that you swapped with the rocket ship could be
waving his arms. These kinds of animations are called nested animations, because
they are contained inside the movie clip symbols. Movie clip symbols have their
own Timeline that is independent of the main Timeline.

In this example, you'll make the alien wave his arms inside the movie clip symbol,
so he’ll be waving as he moves across the Stage.

Creating animations inside movie clip symbols

1 In the Library panel, double-click the
alien movie clip symbol icon.

You are now in symbol-editing mode
for the alien movie clip symbol. The
alien is in the middle of the Stage. In
the Timeline, the parts of the alien
are separated in layers.

2 Choose the Selection tool.

Note: You can also
swap instances in the
Properties inspector.
Select the object that
you want to swap
on the Stage. In the
Properties inspector,
click the Swap button.
In the dialog box
that appears, choose
a new symbol and
click OK. Flash will
swap the target of the
motion tween.
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3 Right-click/Ctrl-click on the alien’s left arm and choose Create Motion Tween.

Create Motion Tween

Create Zhape Tween

Cut

Copy
Paste

Copy Mation

Flash converts the current layer to a Tween layer and inserts one second worth
of frames so you can begin to animate the instance.

e [MOTBNEBITOR |

Al feet ]

al head o+ @,

@ body . . @y
i
|

B arm1 Foe
Al arm2

4 Choose the Free Transform tool.

5 Drag the corner rotation control points to rotate the
arm upward to the alien’s shoulder height.

A keyframe is inserted at the end of the motion tween.
The right arm rotates smoothly from the resting

position to the outstretched position.
6 Move the red playhead back to frame 1.

7 Now create a motion tween for the alien’s other arm. Right-click/Ctrl-click on
his right arm and choose Create Motion Tween.

Flash converts the current layer to a Tween layer and inserts one second worth
of frames so you can begin to animate the instance.

8 Choose the Free Transform tool.

9 Drag the corner rotation control points to rotate the
arm upward to the alien’s shoulder height.

A keyframe is inserted at the end of the motion tween.
The arm rotates smoothly from the resting position to
the outstretched position.
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10 Select the last frame in all the other layers and insert frames (F5) so that the
head, body, and feet all remain on the Stage for the same amount of time as
the moving arms.

-
w
—
=)
=
0
o
=}

25

Al feet
4l head
@l body .
B arm1 .
B armz2 .

L]
ve e e

EOE@EO0

11 Exit symbol-editing mode by clicking the Scene 1 button at the top left of
the Stage.

Your animation of the alien raising his arms is complete. Wherever you use the
movie clip symbol, the alien will continue to play its nested animation.

12 Preview the animation by choosing Control > Test Movie > in Flash Professional.

Flash opens a window showing the exported animation. The alien moves along
the motion path while the nested animation of his arms moving plays and loops.

-

‘200 O4MotionPath.swi

Note: Animations
inside of movie clip
symbols won't play
on the main timeline.
Choose Control >
Test Movie > in Flash
Professional to preview
nested animations.

Note: Animations
inside movie clip
symbols will loop
automatically. To
prevent the looping,
you need to add
ActionScript to tell the
movie clip Timeline to
stop on its last frame.
You'll learn more about
ActionScript in Lesson 6,
“Creating Interactive
Navigation.”
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Using the Motion Editor

The Motion Editor panel provides in-depth information and editing capabilities
for all the properties of a motion tween. The Motion Editor is located behind the
Timeline and can be accessed by clicking the top tab or by choosing Window >
Motion Editor. The animated object on the Stage or the tween on the Timeline
must be selected in order for the Motion Editor to display its information.

On the left side of the Motion Editor, an expandable list of properties is displayed
along with those properties’ values and easing options. On the right side, a timeline
shows various lines and curves representing how those properties change.

MOTION EDITOR

Property | Value | Ease | Keyframe | Graph
Tt T e e A e L e L e e e L
¥ Basic motion ™
X [ [No Ease ~] 4
Y ] 4
Rotation Z (= q
¥ Transformation ()
Skew X 0 ™ 4
Skew Y a° ] 4
Scale X 402% & M 4
Scale Y 402% € M(Nomse  1v] 4
¥ Color Effect =
v Alpha ™
Alpha amount 15.4% ™ 4
Filters =
¥ Eases =
Simple (Slow) o 2 L0
Mae e b e 2 10 Hp By On [{

Setting the Motion Editor display options

Options for displaying the Motion Editor are listed at the bottom of the panel.
1 Select the alien on the Stage.

2 Open the Motion Editor panel if it is not already visible.

3 Move your cursor over the gray horizontal bar

separating the Motion Editor from the Stage. MOTIN £DITOR

Property | Value

Your cursor changes to a double-headed arrow

¥ Basic motion

indicating that you can increase or decrease the height x 109px
of the Motion Editor panel. - ek

Rotation Z {15

¥ Transformation

Skew X a°
Skew ¥ a°
Scale X lo0% &
Scale ¥ loox &
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4 Click and drag the horizontal bar to increase the height of the Motion Editor panel.

5 Click the triangles to collapse all the properties categories on the left. You
can expand or collapse the categories to see only those categories you are
interested in.

MOTION EDITOR

Property | Value | Ease | Keyframe | Graph
3
P Basic metion = [
P Transformation ] ()
Color Effect = g8
Filters = {bv
F Eases = {é

6 Click and drag the number next to the Viewable Frames icon at the bottom of
the Motion Editor to change the number of frames that appear in the graph. Set
the Viewable Frames value to the maximum to see the entire motion tween.

MOTION EDITOR

Property | value | Ease | Keyframe | Graph |
B3 0050, 200, s 0, B0 A0 B0 R B0 B O 75 B0 B
¥ Basic motion = (5]
x 108 px MoEse——w) dob | | [ I —F—F7 T T
¥ 74.8 px ¥ (eEs= 17 ob | I
Rotatian Z o OmemEse— v 160 |9
R T —— R
Color Effect =
Filters =] ﬁ
¥ Eases = gp

A | e w3 B 85 m £ 7

7 Click and drag the number next to the Graph Size icon at the bottom of the
Motion Editor to change the vertical height of each property that is listed on

the left.
MOTION EDITOR
Property | value | Ease | Keyframe | Graph |
B S 0 AR 00 R0 B A0 B0 T S0 B PO T B0 R
¥ Basic motion =]
x 103px ™
¥ 74.8 px i
Ratation Z 9 [Ty e ——
¥ Transformation (]
Color Effect
Filters
HAPBr| S a0
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8 Click and drag the number next to the Expanded Graph Size icon at the bottom
of the Motion Editor to change the vertical height of each selected property.

To see how the Expanded Graph Size option affects the display, click the X
property under Basic motion. The larger the Expanded Graph Size value, the
more of the selected property you can view.

MOTION EDITOR

Proparty | Value | Ease | Keyframe | Graph
B 5o 100 500 205 UB5T 300035 008 500 SR B B T B0 RS
¥ Basic motion = ) =
x T 1 S— Y ///_—_\'
300
¥ 74.8 px ¥ (NoEase i v] <P | 200
100 I
Rotation Z 0° [ (HoEase . e a W
Mar e} oS 0w s | Bz E me O ¥

Changing property values
You will change another property of your flapping alien with the Motion Editor and

see how easy it is to animate multiple properties independently. For this example,
you'll create a fade-in effect by changing the Alpha property.

1 Next to the Color Effect property, click the Plus icon and choose Alpha.

MOTION EDITOR

Property | Value | Esse | Keyirame | Graph

D o )

» Basic motion = ®
» Transformation & )
Color Effect = gn

Filters =1
P Eases =

Brightness
Tint
Advanced Color

The Alpha property appears in the Motion Editor under the Color Effect category.
2 Select the Alpha amount.

The Alpha property expands, displaying a black-dotted horizontal line at 100%
extending from frame 1 to the end of the timeline. This line represents the
opacity of the alien throughout the motion tween.

3 Click on the first keyframe, which is indicated by a black square, and drag it
down to 0%. You can also change the Alpha value by clicking and dragging the
value next to the Alpha amount.
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MOTION EDITOR

Property | Value | Ease | Keyframe | Graph
i L )

# Basic motion =] Qa
(¥ Feaiierorriation ] )
¥ Color Effect = s

vapha & &

Alpha amount 0% I}

Filters
P Eases

|k

afo

The alien becomes transparent beginning at frame 1.

Inserting keyframes
Inserting keyframes is easy.
1 In the Motion Editor, move the red playhead to frame 20.
[FEESRET worion eorror [ e

Proparty | walue | Ease | Keyframe | Graph
e o s e I e S 0 A St
» Basic motion = (5
¥ Transformation ] L5}
¥ Color Effect =1 l{}_
* Alpha o @
n
Alpha amount 0% ™ 4-b nl e S it
| -5 |
Filters =) .
P Eases [ =

2 Click the diamond icon to add a keyframe at that point in time for the
Alpha property. You can also right-click/Ctrl-click on the graph and choose
Insert Keyframe.

MOTION EDITOR

Proparty | walue | Ease | keyframe | Graph
Ao e I e S g0 A s

» Basic motion = @
» Transformation ] @
¥ Color Effect =]

¥ Alpha ] @

>
Alpha amount 0% ™ q ? [ & t -
Add or Remove keyframe |

Filters = qr - . ; ;

P Eases | =

A new keyframe for the Alpha property is inserted at frame 20 indicated by a
black square on the graph.
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3 Click on the second keyframe.
The selected keyframe becomes highlighted.
4 Drag the second keyframe up to change the Alpha value to 100%.

MOTION EDITOR

Property | walue | Ease | keyframe | Graph

e e e S b

» Basic motion =] (5

¥ Transformation ™ L5}

¥ Color Effect =

¥ Alpha A ®
10y TRETTIE) e

Alpha amount m% = LI+ =0
Filters =)
P Eases S

Flash animates the smooth transition of transparency from frame 1 to frame 20.

Editing keyframes

You can easily navigate keyframes and remove them, and you can move keyframes
to control the precise timing of each of your transitions.

e Click the left or right arrow beside the diamond-shaped icon to move quickly
between keyframes.

e Right-click/Ctrl-click on any keyframe and choose Remove Keyframe to delete
a keyframe.

e Select a keyframe and click the yellow diamond to delete the keyframe.

e Shift-click to select multiple contiguous keyframes and move them together.

Resetting values and deleting properties

If you've made a mistake in setting a property, you can easily reset its value or
delete it from the Motion Editor entirely so the property won't be animated.

1 Click the Reset Values button to reset the property to its default values.
[IEHESRE] ~omox eorror [ ——

Propert Value Ease Keyframe | Graph
perty

T e e e

W B AN = )
BT e A o @
¥ Color Effect =]
¥ Alpha e 5
S Tt ) VY SRR PRSI, DSERIGOn , Me R W
Reset Values
casEibalies)
Alpha amount 0% ¥ 1o » |20

Filters

=
=

bl b

P Eases
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2 Click the Minus button and select Alpha to delete the property from the
Motion Editor.

Choose Edit > Undo (Ctrl-Z/Cmd-Z) to restore the Alpha property because
you'll be working with it in the next section.

MOTION EDITOR

Bopeity | Valie [E= | Keyframe. | Ginph
s s s A
» Basic motion (=] [(No Ease v &
P Transformation [ [(No Ease 52 &
¥ Color Effect Izk LS
¥ Alpha M (NoEase  iv] _}(emwe Color, Filter or Ease |
— L[ I T
50
Alpha amount 0% ™ < b
Filters = dr
P Eases = dr
Easi

Easing refers to the way in which a motion tween proceeds. In the most basic sense,
it can be thought of as acceleration or deceleration. An object that moves from one
side of the Stage to the other side can start off slowly, then build up momentum,
and then stop suddenly. Or, the object can start off quickly, and then gradually
come to a halt. But easing can also be more complicated. It can describe motion
that oscillates, bounces, and does other complex patterns. Your keyframes still indi-
cate the beginning and end points of the motion, but the easing determines how
your object gets from one keyframe to the next.

Easing is best visualized in the Motion Editor. The graphs that connect one key-
frame to another are usually straight lines, which indicate that the change from
one value to the next value proceeds linearly. However, if you want a more gradual
change from the starting position (known as an ease-in), the line would be curved
near the beginning keyframe, indicating a slower start. A gradual slowdown
(known as an ease-out) would be represented by a curve near the ending keyframe.
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Setting eases of a motion tween

You can create an ease by customizing the curvature of the property graph in the
Motion Editor.

1 In the Motion Editor, right-click/Ctrl-click the second keyframe in the Alpha
property and choose Smooth point.

Property | Value | Ease | Keyframe | Graph
S O e K e s e A e e T e
¥ Basic motion [ [(No Ease v &
» Transformation ™ @
¥ Color Effect =)
* Alpha (NoFase  [+] @
Remove Keyframe ‘ ------------------------------
Alpha amount 100% M[NoEase  iv] 4 & | Roving 1
Corner point ‘ A 0 O
Filters = 4:;_ ooth po
e = & Smooth left
= < Smooth right -

Control handles appear from the keyframe, which you can move to change the
curvature of the line.

2 Click and drag the control handle to create a smooth curve approaching the
100% Alpha value.

Property | Value | Ease | Keyframe | Graph
I e i P = e L I - . T
» Basic motion [ [(No Ease v &
¥ Transformation ~ o
¥ Color Effect = qp
~ Alpha M(Nokse — Tv] %
Alpha amount 100% M(Nokase v ] 4 & !
Filters = ﬂi_ ;
» Eases 2 ¢

The transition from 0% to 100% Alpha slows down as it approaches 100%
(ease-out).
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3 Right-click/Ctrl-click the first keyframe in the Alpha property and choose

Smooth point.

e woroweonos |

Property | Value | Ease | Keyframe | Graph
P 3 e 0 oS 0 P9 0 B8 0 39 0 380 M
¥ Basic motion [ [[No Ease » [
F Transformation ¥[NoEase 1] ® Remove Keyframe
¥ Color Effect =]
¥ Alpha M(NoFase — Tv] %@ roving
Corner point T i
Smooth point
Alpha amount 0% @ltokse — 5] 4 o M Smooth izt T
Smooth right
Filters = ib.
¥ Eases | W%

Control handles appear from the keyframe, which you can move to change the

curvature of the line.

4 Click and drag the control handle to create a smooth curve as the line begins
from 0%.
Lowmwe|woroneorron |
Property | value | Ease | Keyframe | Graph
N I G e e T R SR
» Basic motion [ [ No Ease - &
* Transformation M(NoEase  v] @
¥ Color Effect =)
* Alpha M(NoFase  [v] %
Alpha amount 0% [NoEase  1v] 4 < b
Filters =] faa_
* Eases = 4

The transition from 0% to 100% Alpha begins
gradually from 0% in addition to slowing down.
The total effect of the S-shaped curve is both an
ease-in and an ease-out effect.

Note: You can also apply ease-in and ease-out effects from
the Properties inspector. In the Timeline (not the Motion Editor),
select the motion tween. In the Properties inspector, enter an
easing value between —100 (ease-in) to 100 (ease-out).

Note: Easing values applied via the Properties inspector will
be applied globally to all the properties throughout the entire
motion tween. With the Motion Editor, you have precise control
over individual properties and eases between keyframes.

PROPERTIES.
Motion Tween

< EASE

Ease:
= ROTATION Easing \m\ue‘l

Rotate: - times s

[ Orient to path

D PATH
[> OPTIONS
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Using preset eases

Easing can be very powerful and can be used to create many specialized motions.
For example, a bouncing motion can be created with just two positional keyframes
and an ease that moves the object back and forth between the two positions.

For the next example, you'll return to the motion picture project and add a preset
ease to the motion of the car. You'll make the car shudder up and down to mimic
the motion of an idling car. The motion tween will be created inside the movie clip
symbol of the car.

1 Continue with your Flash project in progress, 04_workingcopy.fla.
2 In the Library panel, double-click the movie clip symbol called carLeft.

Flash takes you to symbol-editing mode for the movie clip symbol. Two layers
are inside this symbol: the top layer called lights, and the bottom layer called
smallRumble.

TineLnE [ HOTION EOOR

sanff s 1 15 2 2 320

= lights £ e« + 0 1
Al smallRumble D | 1

3 Lock the top lights layer.

4 Right-click/Ctrl-click on the car and choose Create Motion Tween.

Create Motion Tween

Cut
Copy
Paste

Flash converts the current layer to a Tween layer so you can begin to animate
the instance.

5 Move the red playhead to the end of the Timeline.
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6 Choose the Selection tool.

7 Move the car down about 5 pixels.

TIMELINE | MOTION EDITOR |
safdr s 10 15 25 30 35 40
al lights o @ O
B smallRumble 2o o« B

Flash creates a smooth animation of the car moving down slightly.

8 Click on the motion tween in the Timeline and open the Motion Editor.
9 Click the Plus icon on the Eases category and choose Random.
TIMELINE | MOTION EDITOR |
Property. | Value | Ease | Keyframe | Graph
T s
» Basic motion 4 (NoEase 1v] (5]
b Transformation M [(NoEase  i¥v] L]
Coler Effect Erl
Filters ¢ ‘{E
v Eases =

Simple (Slow) Q

The Random preset ease appears.

Simple (Slow)

Simple (Medium) | i
Simple (Fast) |
Simple (Fastest)

Stop and Start (Slow)

Stop and Start (Medium)
Stop and Start (Fast)

Stop and Start (Fastest)
Bounce

Bounce In

Spring

Sine Wave

Sawtooth Wave

Square Wave

Damped Wave
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10 Select the Random ease.

The Random ease jumps from one value to the next in random intervals. This is
shown graphically as a series of abrupt stair steps.

MOTION EDITOR

Property | Value | Ease | Keyframe | Graph |
S T T O S O S |
» Basic motion ¥ [(No Ease K2 Lo
» Transformation (] L]
Color Effect = g5
Filters =Y
¥ Eases =2 ﬁ
1-Simple (Slow) 0 a IE !_ L .
i H
{ i
2-Random 3 ; :
i H
i H
0 : H
2 = 9% m 20 K 7]

11 Change the Random value to 15.
The frequency of random jumps increases based on the Random value.

MOTION EDITOR

Proparty | Nalue | Ease | Keyframe | Graph |
S . S 1 O 5 T S B

» Basic motion [ (Nokase  iv] L5

¥ Transformation () L)

Color Effect = g8

Filters ~ qp

¥ Eases =+

1-Simple (Slow) 0 T L o o B i

]
g
~
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12 Select the Basic motion category.

13 In the Ease pull-down menu next to the Basic motion category, choose

2-Random.
Proparty. | Value | Ease | Keyframe | Graph |
L T A O P B M ] ]
 Basic motion [ =r— &
| + No Ease i
X 1.5 px s
1-Simple (Slow)
¥ 5.5 px ™ 2-Random |,
Rotation Z 0* ST =— | 2 b bl L
¥ Transformation ™ &
Color Effect = gg
Filters = gp
¥ Eases = R
1-Simple (Slow) ] . P ) I e O aeedees
2-Random S e B U e b -
S ol ! o I e e
B 37 = % m 20 < '

Flash applies the Random ease to the positional changes of the motion tween.
Instead of a smooth change in the y-position, Flash makes the car jerk up and
down randomly between the values of the keyframes, simulating a rumbling,
idling car. Since the animation is nested in a movie clip, choose Control > Test
Movie > in Flash Professional to preview the motion.

Classic Tween Model

In previous versions of Flash Professional (CS3 and earlier), JEES Modify Text
motion tweens were created by first establishing keyframes New Symbol...  %F8 ‘

in the Timeline, then changing one or more of the properties Motion Tween

Shape Tweer

of the instance, and then applying a motion tween between T
the two keyframes. If you're more comfortable working with _F |

this older way of animating, you can do so by relying on the
Classic Tween option.

Timeline >

Scene

Select the first keyframe containing your instance, and then choose Insert > Classic
Tween. Flash applies a classic motion tween to your Timeline.

The Motion Editor is not available for classic tweens.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 151



Animating 3D Motion

Finally, you'll add a title and animate it in 3D space. Animating in 3D presents
the added complication of a third (z) axis. When you choose the 3D Rotation or
3D Translation tool, you need to be aware of the Global Transform option at the

bottom of the Tools panel. The Global Transform option toggles between a global

option (button depressed) and a local option (button raised). Moving an object
with the global option on makes the transformations relative to the global coordi-
nate system, whereas moving an object with the local option on makes the transfor-

mations relative to itself.

1

Click on Scene 1 to return to the main timeline and insert a new layer at the top
of the layer stack and rename it title.

] DIHHSHH
]
v & cars s a@m
B Middle_car « @ 0.
B Lefr_car o s Hl
& Right_car « @ @,
v & actors 8
B man .8 |,
B woman . & EL
B ciry 8l
B foorer @8 .
B ground 8 @,

Lock all the other layers.
Insert a new keyframe at frame 120.

TIMELINE

" title FEN R |
v 5 cars s a@m
B Middle_car 8O -
B Lefr_car 8@ =
B Right_car - A @ .
v & actors a0
B man Al
& woran « @8 Qd -
B city . am
B footer 2l 0 -
B ground ag 13

Drag the movie clip symbol called movietitle from the Library panel onto
the Stage.

The movie title instance appears in your new layer in the keyframe at frame 120.
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Position the title at x=180 and y=90.

Right-click/Ctrl-click on the movie title and choose Create Motion Tween.

Flash converts the current layer to a Tween layer so you can begin to animate
the instance.

Move the red playhead to frame 140.
TIMELINE W MOTION | h—

" title P
¥ & cars
B Middle_car
B Left_car
& Right_car
¥ & actors
B man

& wornan
B city
B footer

PERERPRPRPRRD DD D
DEROENOEEDEL]

B ground

1|3

Select the 3D Rotation tool.

Deselect the Global Transform option at the bottom of the Tools panel.
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10 Click and drag the title to rotate it around the y-axis (green) so that its angle is
at about —50 degrees. You can check the rotation values in the Transform panel
(Window > Transform).

++ 100.0% $ 100.0% M Constrain

@ Rotate & (,0°
O Skew 7 -

3D Rotation

x 0.0° ¥ -30.0°z Q0°
B 3D Center point

x 4160 y 2350 =z 00

& &F

11 Move the red playhead to the first keyframe at frame 120.

12 Click and drag the title to rotate it around the y-axis in the opposite direction so
that the instance looks like just a sliver.

TRANSFORM |

+ 100.0% $ 100.0% [ Constrain

O Skew &7 -°

3D Rotation

x 0.0° ¥ 25.0° =z Q0°
B 3D Center point

x 4160 y 2350 =z 00

& &F

Flash motion tweens the change in the 3D rotation, so the title appears to swing
in three dimensions.
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Testing Your Movie

You can quickly preview your animation by “scrubbing” the red playhead back and
forth on the Timeline or by choosing Control > Play. You can also use the inte-
grated controller at the bottom of the Timeline or choose Window > Toolbars >
Controller to display a separate controller panel.

However, to preview your animation as your audience will see it and to preview any
nested animations within movie clip symbols, you should test your movie. Choose
Control > Test Movie > in Flash Professional.

Flash exports a SWF file and saves it in the same location as your FLA file. The
SWE file is the compressed, final Flash media that you would embed in an HTML
page to play in a browser. Flash displays the SWF file in a new window with the
exact Stage dimensions and plays your animation.

LX) 04 _wearkingeopy. vl

To exit Test Movie mode, click the Close window button.

You can also preview your animation by choosing Control > Test Movie > in Browser,
and Flash will export a SWF file and open it automatically in your default browser.

Note: The exported
SWF in Test Movie mode
will loop automatically.
To prevent the looping
in Test Movie mode,
choose Control >
Loop to deselect the
loop option.

Note: If you've
targeted a different
publishing platform
in the Publish Settings
(such as Adobe AIR),
those options will
be available for you
in the Control > Test
Movie menu.
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Generating PNG Sequences and Sprite Sheets

While you can create sophisticated animations to play as a SWF file with the Flash Cut
Player, you can also use Flash’s powerful tools to create your animation and export Copy

it as a series of images for use in other environments. For example, animations with i
HTML5 or on mobile devices rely on sequential PNG files or a single file that packs all g:’l’:t':e
the images organized in rows and columns known as a sprite sheet. The sprite sheet Duplicate...
is accompanied by a data file that describes the position of each image, or sprite, Maveito-

in the file.

Generating either PNG sequences or a sprite sheet of your animation is easy. First, E
- g o . ; A Play
your animation must be within a Movie Clip symbol. In the Library panel, right-click/ Update...
Ctrl-click the symbol and choose Export PNG Sequence. = :
roperties...
Component Definition...
Convert to Compiled Clip

For a sprite sheet, right-click/Ctrl-click the symbol and choose Generate sprite sheet. E:::z: ng';“em

The Generate Sprite Sheet dialog box that appears provides different options such as
sizing, background color, and the particular data format. Generate Sprits yheet..

Select the destination on your hard drive for your images.

Generate Sprite Sheet

Symbol information Sprite Sheet: 24 frames
1 symbol selected Output file size: 83 KB

™ alien Sprite Sheet Preview

Sprite Sheet output

Image dimensions: | Auto size | = Algorithm:
Width: 1024 px Data formar: | Starling |+
Height: 1024 px [ Rotate

] Trim
[ stack frames

Image format: | PNG 32 bit | =

Background color: [7] sord » .
rder padding: 0 px

Shape padding: 0 px
24 frames

iniiac Bowse.. | [02Mationath.gng | (B ] [ caneel ]

4

Click Export to output the sprite sheet and data file.
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Review Questions

wi A W N

What are two requirements of a motion tween?

What kinds of properties can a motion tween change?
What are property keyframes, and why are they important?
How can you edit the path of an object’s motion?

What are three ways to add easing to a motion tween?

Review Answers

A motion tween requires a symbol instance on the Stage and its own layer, which is
called a Tween layer. No other tween or drawing object can exist on the Tween layer.

A motion tween creates smooth transitions between different keyframes of an object’s
location, scale, rotation, transparency, brightness, tint, filter values, or 3D rotation
or translation.

A keyframe marks a change in one or more of an object’s properties. Keyframes are
specific to each property, so that a motion tween can have keyframes for position that
are different from keyframes for transparency.

To edit the path of an object’s motion, choose the Selection tool and click and drag
directly on the path to bend it. You can also choose the Convert Anchor Point tool
and Subselection tool to pull out handles at the anchor points. The handles control the
curvature of the path.

Three ways to add easing to a motion tween include the following:

¢ Select the motion tween on the Timeline and change the Ease value in the
Properties inspector.

¢ In the Motion Editor, right-click/Ctrl-click on any keyframe to pull out control
handles and change the curvature of the graph.

¢ Add a preset ease to the Ease category of the Motion Editor and apply it to a property.
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158

ARTICULATED MOTION
AND MORPHING

Lesson Overview

In this lesson, yow'll learn how to do the following:

e Animate armatures with multiple linked movie clips
e Constrain and pin the joints

e Animate armatures with shapes

e Morph organic shapes with shape tweens

e Simulate physics with the spring feature

e Use shape hints to refine shape tweens

This lesson will take approximately two and a half hours to complete.
If needed, remove the previous lesson folder from your hard drive and
copy the Lesson05 folder onto it.



You can easily create complex motion with articula-
tions—joints between linked objects—using a feature
called inverse kinematics. You can also morph—create
organic changes in—your shapes with shape tweens.




Getting Started

You'll start the lesson by viewing the animated crane and floating buoy that you’ll
create as you learn about articulated motion and morphing in Flash. You'll also be
animating a tentacle of an octopus.

1 Double-click the 05end.html file in the Lesson05/05End folder to play the
animation. Double-click the 05ShapelK_End.html to play that animation as well.

The first project is an animation depicting a crane working at the seaside dock
and a buoy floating along the gentle undulations of the water. In this lesson, you'll
animate the crane arm, the buoy, and the smooth motion of the waves. The other
project is an animation showing an octopus curling one of its tentacles.

2 Double-click the 05Start.fla file in the Lesson05/05Start folder to open the initial
project file in Flash.

3 Choose File > Save As. Name the file 05_workingcopy.fla, and save it in the
05Start folder. Saving a working copy ensures that the original start file will be
available if you want to start over.
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Articulated Motion with Inverse Kinematics

When you want to animate an articulated object (one that has multiple joints), such
as a walking person, or as in this example, a moving crane, Flash Professional CS6
makes it easy to do so with inverse kinematics. Inverse kinematics is a mathemati-
cal way to calculate the different angles of a jointed object to achieve a certain
configuration. You can pose your object in a beginning keyframe, and then set a
different pose at a later keyframe. Flash will use inverse kinematics to figure out the
different angles for all the joints to get from the first pose to the next pose.

Inverse kinematics makes animating easy because you don’t have to worry about
animating each segment of an object or limb of a character. You just focus on the
overall poses.

Defining the bones

The first step to create articulated motion is to define the bones of your object. You
use the Bone tool ( «”,) to do that. The Bone tool tells Flash how a series of movie
clip instances are connected. The connected movie clips are called the armature,
and each movie clip is called a node.

1 In your O5working_copy.fla file, select the crane layer. Lock all the other layers.

2 Drag the cranearm1 movie clip symbol from the Library panel onto the Stage.
Place the instance right above the rectangular crane base.
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3 Drag the cranearm2 movie clip symbol from the Library panel onto the Stage.
Place the instance next to the tip of the cranearm1 movie clip instance.

4 Drag another instance of the cranearm?2 movie clip symbol from the Library
panel onto the Stage. Place this instance next to the free tip of the first
cranearm?2 instance.

You'll have two cranearm? instances next to each other.
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5 Drag the cranerope movie clip symbol from the Library panel onto the Stage.
Place the instance so it hangs down from the last cranearm?2 instance.

Your movie clip instances are now in place and ready to be connected with bones.
6 Select the Bone tool.

7 Click on the base of the cranearm1 instance and drag the Bone tool to the base
of the cranearm?2 instance. Release the mouse button.

Your first bone is defined. Flash shows the bone as a skinny triangle with a
round joint at its base and a round joint at its tip. Each bone is defined from the
base of the first node to the base of the next node. For example, to build an arm,
you would click on the shoulder side of the upper arm and drag it to the elbow
side of the lower arm.
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8 Click on the base of the cranearm2 instance and drag it to the base of the next

cranearm?2 instance. Release the mouse button.

2
;!

|
;
3

Your second bone is defined.
9 Click on the base of the second cranearm2 instance and drag it to the base of

the cranerope instance. Release the mouse button.

Your third bone is defined. Note that the four movie clip instances, which are
now connected with bones, have been separated to a new layer with a new icon
and name. The new layer is a Pose layer, which keeps your armatures separate
from other objects on the Timeline such as graphics or motion tweens.
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10 Rename the Pose layer cranearmature and delete the empty crane layer that
contained the initial movie clip instances.

TIMELINE

Wl containers

l cranebase
-

Armature Hierarchy
The first bone of an armature is referred to as the | rrorermes [MERAERI ==
parent, and the bone that is linked to it is called L, KBone
the child. A bone can actually have more than one & [ikBoneName2 ——

child attached to it as well. For example, an arma- | = LocaTion

ture of a puppet would have a pelvis connected Position X: 148.20 Y:61.10
to two thighs, which in turn are attached to two Length: 83.7 px  Angle:0.00°
lower legs of their own. The pelvis is the parent, Speed: 100%

each thigh is a child, and the thighs are siblings < JOINT: ROTATION

to each other. As your armature becomes more B Enable

complicated, you can use the Properties inspector
to navigate up and down the hierarchy using these relationships.

When you select a bone in an armature, the top of the Properties inspector displays
a series of arrows.

You can click the arrows to move through the hierarchy and quickly select and view
the properties of each node. If the parent bone is selected, you can click the down
arrow to select the child. If a child bone is selected, you can click the up arrow to
select its parent, or click the down arrow to select its own child if it has one. The
sideways arrows navigate between sibling nodes.
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Inserting poses

Think of poses as keyframes for your armature. You have an initial pose for your
crane in frame 1. You will insert two additional poses for the crane. The next pose
will position the crane down as if it were picking something up from the ocean. The
last pose will position the crane back up to lift up the object.

1 Move the red playhead to frame 50.
e | oureut | commenesons | WomonebrioR |

=@ [d1 5 10 15 20 25 30 35 40 45 E} 55 60

] containers « @ .5. |
&l cranebase

Sl water am
Sl buoy @B [l
3l background am|m

2 Using the Selection tool, click on the hook at the end of the cranerope instance
and drag it down to the water.

A new pose is automatically inserted at frame 50. As you drag the cranerope
instance, notice how the entire armature moves along with it. The bones keep
all the different nodes connected.

TIMELINE

Tl containers . | d]
4l cranebase . i
ql water a 5
5] buoy « @ .;.
=l background + @8 W,
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4 Click on the hook at the end of the cranerope instance and drag it up out of Note: You can edit
poses on the Timeline
just as you can with

A new pose is automatically inserted at frame 100. keyframes of a motion
tween. Right-click/Ctrl-
click along the Timeline
and choose Insert Pose
to insert a new pose.
Right-click/Ctrl-click

on any pose and select
Clear Pose to remove
the pose from the layer.
Ctrl-click/Command-
click on a pose to select
it. Click and drag the
pose to moveittoa
different position along
the Timeline.

the water.

5 Preview the animation by choosing Control > Test Movie > in Flash Professional.

The crane animates, moving all its crane segments from one pose to the next.

Isolating the rotation of individual nodes

As you pull and push on the armature to
create your pose, you may find it difficult

to control the rotation of individual nodes
because of their linkages. Holding down the
Shift key as you move individual nodes will
isolate their rotation.

1 Select the third pose at frame 100.

2 Holding down the Shift key, click and drag
on the second node in the armature to
rotate it so that it points downward.

The second node of the crane rotates, but
the first node does not.
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3 Holding down the Shift key, click and drag on the third node in the armature to
rotate it so that it points upward.

The third node of the crane rotates, but the first and second nodes do not.

4 Holding down the Shift key, click and drag on the last node in the armature (the
cranerope instance) so that it points straight down.

Holding down the Shift key helps you isolate the rotations of the individual
nodes so that you can position your poses exactly as you want them. The crane
now retracts by collapsing its different arm segments.
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Pinning individual nodes

Another way you can more precisely control the
rotation or position of your armature is to fix indi-
vidual nodes in place, leaving the child nodes free
to move in a different pose. You do this by using
the Pin option in the Properties inspector.

1 Choose the Selection tool.
2 Select the second node of the crane armature.
3 In the Properties inspector, check the Pin option.

The tail, or end of the selected node, is
fixed to the Stage in the current position.
An “X” appears on the joint to indicate that
it is pinned.

4 Drag the last node in the armature.

Only the last two nodes move. Note how the
armature motion is different when using the Pin
option versus using the Shift key. The Shift key
isolates an individual node and all the rest of the
nodes connected to it. When you pin a node, the

pinned node remains fixed, but you're free to move

all the child nodes.

Koone [0S B

R
L

= LOCATION 2>
Position X: 146.90 ¥:56.75 P‘
Length: 100.1 px Angle:51.34° Q
Speed: 100% ™ Pin T

7 JOINT Pin the tail of the selected bone(s) to the stage |

[ Enable | \—Jv

Note: You can also
select a node and click
on its tail when the icon
of a pushpin appears
as your cursor. That
selected node will be
pinned. Click again to
unpin the node.
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al containers

Gl cranebase

&l water

Tl buoy

@l background
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.
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Editing Armatures

You can easily edit the armature by repositioning the nodes or by deleting and add-
ing new bones. If one of the nodes of your armature is slightly off, for example, you
can use the Free Transform tool to rotate it or move it into a new position. This does
not change the bones, however.

You can also move nodes into new positions by holding down the Alt/Option key
while dragging the node to a different location.

If you want to remove bones, simply click on the bone that you want to delete and
press the Delete key on the keyboard. The selected bone and all the bones con-
nected to it down the chain will be removed. You can then add new bones if desired.

Constraining Joints

The various joints of the crane can freely rotate, which isn’t particularly realistic.
Many armatures in real life are constrained to certain angles of rotation. For exam-
ple, your forearm can rotate up toward your bicep, but it can’t rotate in the other
direction beyond your bicep. When working with armatures in Flash Professional
CS6, you can choose to constrain the rotation for various joints or even constrain
the translation (movement) of the various joints.

Next, you'll constrain the rotation and translation of the various joints of the crane
so they move more realistically.

Constraining the rotation of joints

By default, the rotation of joints have no constraints, which means they can rotate
in a full circle, or 360 degrees. If you want a certain joint to rotate only in a quarter
circle arc, constrain the joint to 90 degrees.

1 Make sure that none of the nodes in your armature are pinned.

2 Click the second pose at frame 50 in the cranearmature layer, right-click/
Ctrl-click, and select Clear Pose.

Remove Armature

Convert to Frame by Frame Animation

il |

nsert Pose

v

|| mEmE 0 2400fs 20s [T \

8
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3 Click the third pose at frame 100 in the cranearmature layer, right-click/

Ctrl-click, and select Clear Pose.

o |oureur | cownenewors [womoweomos |

® @[O0 60 65 70 75 B 8 90 95 ID0 105 110 115 120 125 130 135 140 1¢
Q] containers - @ @ [h
) cranebase « @ |

+ |
Q water . a " Remove Armature
< buoy .am Convert to Frame by Frame Animation
Tl background -8\ nsert Pose

Clear Pose .
SR | I/ &%l Jep 2400fs 21 [@ i )

Your armature now has only a single pose at frame 1.
Move the red playhead to frame 1.

Choose the Selection tool.

Click on the second bone in the crane armature.

The bone becomes highlighted, indicating that it is selected.
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7 In the Properties inspector, select the Constrain option in the Joint:
Rotation section.

5 Mo RIS

< LOCATION

Position X: 148.20 ¥:61.10
Length: 83.7 px Angle:0.00°
Speed: 100%
=7 JOINT: ROTATION
¥ Enable

E’(&Cunstrain Min: -45° Max: 45°

%7 | Constrain rotation around jeint

L Enable

[ Constrain ~ Min: 0.0 Max: 0.0

=7 JOINT: Y TRANSLATION

An angle indicator appears on the joint, showing the minimum and maximum
allowable angles and the current position of the node.

8 Set the minimum joint rotation angle to 0 degrees and the maximum joint
rotation angle to 90 degrees.
w7 JOINT: ROTATION
[ Enable

™ Constrain  Min: 0* Max:

The angle indicator changes on the joint, showing the allowable angles. In this

example, the second segment of the crane can only bend downward or rise up
to be level with the horizon.
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9 Click on the third bone in the crane armature.

The bone becomes highlighted, indicating that it is selected.

10 In the Properties inspector, select the Constrain option in the Joint:
Rotation section.

An angle indicator appears on the joint, showing the minimum and maximum
allowable angles and the current position of the node.

11 Set the minimum joint rotation angle to -90 degrees and the maximum joint
rotation angle to 0 degrees.

=7 JOINT: ROTATION

™ Enable

M Censtrain  Min: -90° Max'D

The angle indicator changes on the joint, showing the allowable angles. In this
example, the third segment of the crane can bend only from a level position to a
vertical position. Each joint in an armature can have its own rotation constraints.
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Constraining the translation of joints

You don’t normally think of joints that can move positions. However, in Flash
Professional CS6, you can allow joints to actually slide in either the x (horizontal)
or the y (vertical) direction, and set the limits on how far those joints can travel.

In this example, you'll allow the first node (the tall first segment of the crane) to
move back and forth as if it were on a track. This will give it the capability to pick
up any sort of cargo from the ocean and place it on the dock.

1 Click on the first node in the crane armature.

2 Deselect the Enable option in the Joint: Rotation section of the Properties
inspector.

PROPERTIES

ikBoneNamel

<> LOCATION

Position X: 127.80 ¥:416.30
Length: 355.8 px Angle:0.00°
Speed: 100%
w7 JOINT: ROTATION

[J Constrain  Min: 0° Max: 0°
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The circle around the joint disappears, indicating that it can no longer rotate.

3 Select the Enable option in the Joint: X Translation section of the Properties
inspector.

Arrows appear from the joint, indicating that the joint can travel in that direction.

=7 JOINT: X TRANSLATION

™ Enable

L] Constrain  Min: 0.0 Max: 0.0
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4 Select the Constrain option in the Joint: X Translation section of the Properties
inspector.

The arrows turn into straight lines, indicating that the translation is limited.
5 Set the minimum X translation to -50 and the maximum X translation to 50.

The bars indicate how much translation in the x direction the first bone can do.

< JOINT: X TRANSLATION
™ Enable

™ Constrain i

-

6 Grab the hook and pose the crane in the first keyframe so that the first node is
close to the edge of the water and the hook is lowered.
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7 Move the red playhead on the Timeline to the last frame.

8 Move the hook out of the water and the crane back from the edge of the water,

creating a new pose.

The constraints on joint rotation and joint translation impose limits on the
poses that help you create more realistic animations.

9 Watch your animation by choosing Control > Test Movie > in Flash Professional.

Changing Joint Speed
Joint speed refers to the stickiness, or stiffness, m

of a joint. A joint with a low joint speed value —

. IKBone =] L]
will be sllugglsh. A joint Wlth a high joint speed [
value will be more responsive. You can set the e i
joint speed value for any selected joint in the S — —
Properties inspector. T T
The joint speed is apparent when you drag the Speed:[100 |
very end of an armature. If there are slow joints = JOINT: ROTATION

higher up on the armature chain, those particular
joints will be less responsive and will rotate to a lesser degree than the others.

To change the joint speed, click on a bone to select it. In the Properties inspector, set
the joint Speed value from 0% to 100%.
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Inverse Kinematics with Shapes

The crane is an armature made with various movie clip symbols. You can also cre-

ate armatures with shapes, which are useful for animating objects without obvious

joints and segments but can still have an articulated motion. For example, the arms
of an octopus have no actual joints, but you can add bones to a smooth tentacle to

animate its undulating motion.

Defining bones inside a shape

You'll add bones to an octopus—perhaps one that was picked up by the crane from
the ocean depths—and animate one of its tentacles.

1 Open the file 05ShapelK_Start.fla. Choose File > Save As. Name the file
05ShapelK_workingcopy.fla.

The file contains an illustration of an octopus. One arm is separated on its own
layer called arm1.

TIMELINE | MOTI

Sl body

Al arml

=l staticarms Mo
Sl background

2 Lock all the layers except for the arm1 layer and select the contents of the
arml layer.

3 Choose the Bone tool.
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4 Click on the base of the tentacle in the arm1 layer and drag out the first bone a
little ways down toward the tip of the tentacle.

The first bone is defined. The contents of the arm1 layer are separated to a new

Pose layer.

TIMELINE | M

Sl arml
Sl staticarms
Wl background

5 Click on the end of the first bone and drag out the next bone a little farther
down toward the tip of the tentacle.

The second bone is defined.
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6 Continue building the armature with a total of four bones.

7 When the armature is complete, use the Selection tool to click and drag the
last bone to see how the deformation of the tentacle follows the bones of the
armature.
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Editing the shape

You don’t need any special tools to edit the shape that contains bones. Many of the
same drawing and editing tools in the Tools panel, such as the Paint Bucket, the Ink
Bottle, and the Subselection tools, are available to you to edit the fill, the stroke, or
the contours.

1 Choose the Paint Bucket tool.
2 Choose a dark peach color for the Fill.
3 Click on the shape in the Pose layer.

The fill color of the tentacle changes.

4 Choose the Ink Bottle tool.
5 Choose a dark red color for the stroke.
6 Click on the shape in the Pose layer.

The outline of the tentacle changes color.
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Note: Add new
points on the contour
of the shape with the
Add Anchor Point tool.
Delete points on the
contour of the shape
with the Delete Anchor
Point tool. Both the
Add Anchor Point and
Delete Anchor Point
tools are located under
the Pen tool.

7 Choose the Subselection tool.
8 Click on the contour of the shape.

The anchor points and the control handles appear around the contour of the shape.

9 Drag the anchor points to new locations or click and drag the handles to make
edits to the tentacle shape.
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Editing the bones and armature

The Subselection tool can move the joints within a shape. However, the location of
the joints within the shape can be edited only when you have a single pose for your
armature. After your armature has been repositioned in later frames of the Pose
layer, changes to the bone structure cannot be made.

Use the Selection tool if you want to move the entire armature to a different loca-
tion but keep the bone structure unchanged.

1 Choose the Subselection tool.
2 Click on a joint.

3 Click and drag the joint within the shape to a new location.

4 Choose the Selection tool. Hold down the Alt/Option key and drag the entire
armature (and the shape around it) to a new location.

Note: You can easily remove bones or add more bones to your armature. Choose the Selection
tool and click on the bone you want to delete. Press the Delete key to remove the selected bone;
all the child bones will be removed as well. Add new bones by choosing the Bone tool and clicking
on the armature.
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Refining Shape Behavior with the Bind Tool

The organic control of a shape by
its armature is a result of a map-
ping between the anchor points
along the shape and its bones. The
points along the tip of the tentacle,
for example, are mapped to the
very last bone, whereas the points
farther up the tentacle are mapped
to the bones farther up the tentacle.
Hence, where the bones rotate, the
shape follows.

You can edit the connections
between the bones and their control
points with the Bind tool ( 2 ). The
Bind tool is hidden under the Bone
tool. The Bind tool displays which control points are connected to which bones and lets you break
those connections and make new ones.

Choose the Bind tool and click on any bone in the shape. The selected bone is highlighted in red, and
all the connected control points on the shape are highlighted in yellow.

If you want to redefine which control points are connected to the selected bone, you can do the following:
e Shift-click to add additional associations to control points.
e Ctrl-click/Command-click to remove associations to control points.

e Drag a connection line between the bone and the control point. In the following figure, a line is
being dragged from the selected bone to a point on the left to make the association.
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Click on any control point on the shape. The selected control point is highlighted in red, and all the
connected bones are highlighted in yellow. In the following figure, the red highlighted point is associ-
ated with the first bone.

If you want to redefine which bones are connected to the selected control point, you can do the following:
e Shift-click to add additional associations to bones.
e Ctrl-click/Command-click to remove associations to bones.

e Drag a connection line between the control point and the bone. In the following figure, another
control point farther down the tentacle is being associated with the first bone.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 185



Armature Options

Many settings are available through the Properties inspector that can help you make
your armature interactive or help you apply easing to your armature motion. You can
also choose different viewing options for your armature to suit your working style.

Authortime and runtime armatures

Authortime armatures are those that you pose along the Timeline and play as
straightforward animations. Runtime armatures refer to armatures that are interac-
tive and allow the user to move your armature. You can make any of your arma-
tures—whether they are made with a series of movie clips such as the crane or
made with a shape such as the octopus tentacle—into an authortime or a runtime
armature. Runtime armatures, however, are restricted to armatures that have only
a single pose.

1 Continue with the file 05ShapeIK_workingcopy.fla.
2 Select the layer containing the tentacle armature.

3 In the Properties inspector, select Runtime from the Type option.

PROPERTIES

D IK Armature
¥
«— EASE
Strength: 0.0
Type: | none | »
> OPTIONS

Type:  Authortime
+ Runtime

Style
+ SPRINGS

[¥ Enable

The armature becomes a runtime armature, allowing the user to directly
manipulate the octopus tentacle. The first frame of the Pose layer displays the
armature icon to indicate that the runtime option is selected and no additional
poses can be added.

Q] staticarms
% background
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4 Test your movie by choosing Control > Test Movie > in Flash Professional.

The user can click and drag the tentacle and interactively move it on the Stage.

Controlling easing

The Motion Editor and its sophisticated controls for easing cannot be used with
armatures. However, there are a few standard eases available from the Properties
inspector that you can apply to your armatures. Easing can make your armature
move with a sense of gravity due to acceleration or deceleration of its motion.

1 Select the layer containing the tentacle armature.

2 In the Properties inspector, select Authortime for Type in the Options section.
The armature becomes an authortime armature again.

3 Select frame 40 for all the layers and choose Insert > Timeline > Frame.

Frames are inserted in all the layers, giving you room on the Timeline to create
additional poses for the tentacle.

4l body

al staticarms
4l background « @ Ha

4 Move the red playhead to frame 40.
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5 With the Selection tool, grab the tip of the tentacle, curl it upward, and move it
to one side.

A new pose is inserted in frame 40 for the tentacle armature.

6 Select the first pose in frame 1 of the Armature layer.

7 In the Properties inspector, select Simple (Medium) for the Type under the Ease
section.

PROPERTIES

IK Armature

X
#

= EASE

Strength: 0.0

Type: | ¥ hone
| Simple (Slow)
i
Type:  Simple (Fast)
syl Simple (Fastest)
Stop and Start (Slow)
W SPRINGS | gion and Start (Medium) |
[ Enable Stop and Start (Fast)
Stop and Start (Fastest)

The variations of Simple eases (from Slow to Fastest) represent the severity of
the ease. They represent the same curvatures provided in the Motion Editor for
motion tweens.

8 Set the Strength to 100.

Type: | Simple (Medium) | =

The Strength represents the direction of the ease. A negative value is an ease-in
and a positive value is an ease-out.
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9 Choose Control > Test Movie > in Flash Professional to preview your animation.

The tentacle curls up, easing out of its motion gradually.

10 Close the Test Movie window.
11 Select the first pose in frame 1.
12 Change the Strength setting to -100 and test your movie again.

The tentacle curls up, but the motion now eases in, starting slowly and gradually

speeding up.
13 Close the Test Movie window. M
14 Select the first pose in frame 1. W, '::::'r:"l
15 In the Properties inspector under the Ease - BAsE

section, select Start and Stop (Medium) for Type. SUemibIN00
Type: none

The variations of Stop and Start eases (from Slow o opions | Simple Slow)

(
. Simple (Medium)
to Fastest) represent the severity of the ease. The Type:  Simple (Fast)
. Simple (Fastest)
Stop and Start eases have curves on both ends of g SL:Q’ :nij‘::r: (Slow)
. . SPRINCS :
the motion, so the easing values affect the start of |~ v Stop and Start (Medium)
. . [ Enable Stop and Start (Fast)
the motion and the end of the motion. Stop and Start (Fastest)

16 Set the Strength to -100.
17 Choose Control > Test Movie > in Flash Professional to preview your animation.

The tentacle curls up, easing into its motion gradually and also easing out of its

motion gradually.
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Morphing with Shape Tweens

Shape tweening is a technique for interpolating amorphous changes between
shapes in different keyframes. Shape tweens make it possible to smoothly morph
one thing into another. Any kind of animation that requires that the contours of a
shape change—for example, animation of clouds, water, or fire—is a perfect candi-
date for shape tweening.

Both the fill and the stroke of a shape can be smoothly animated. Because shape tween-
ing only applies to shapes, you can't use groups, symbol instances, or bitmap images.

Establish keyframes containing different shapes

In the following steps, you'll animate the gently undulating surface of the ocean
beneath the crane with a shape tween.

1 Continue with the file of the crane animation called 05_workingcopy.fla.

2 Lock and hide all the layers except for the water layer. The water layer contains a
transparent blue shape at the bottom of the Stage.

(
TIMELINE

SRLE »ooclosle 0 es s el e B e B B
] containers X & m|
5] cranebase X a |,
& cranearmature Xam
Al buoy Xa@m
5] background Xam

3 Move the red playhead to frame 50 in the water layer.

4 Right-click/Ctrl-click on frame 50 in the water layer and select Insert Keyframe.
Or, choose Insert > Timeline > Keyframe (F6).

T R e

Sl containers xXa B, Dl
5 cranebase xa ml,
# cranearmature xam

ate = 0
o buoy Xa H, 0
% background xa Bl 1

A new keyframe is inserted at frame 50. The contents of the previous keyframe
are copied into the second keyframe.

190 LESSON 5 Articulated Motion and Morphing



5 Move the red playhead to frame 100.

6 Right-click/Ctrl-click on frame 100 in the water layer and select Insert
Keyframe. Or, choose Insert > Timeline > Keyframe (F6).

5] containers x .L
4 cranebase Xam,
4 cranearmature Xam
=F =
9l buoy Xam.
4] background Xam,

A new keyframe is inserted at frame 100. The contents of the previous keyframe
are copied into this keyframe. You now have three keyframes on the Timeline in
the water layer: one at frame 1, a second at frame 50, and a third at frame 100.

7 Move the red playhead back to frame 50.
Next, you'll change the shape of the water in the second keyframe.
8 Choose the Selection tool.

9 Deselect the water shape. Click and drag the contours of the water shape so that
the crests become dips and the dips become crests.

Each subsequent keyframe in the water layer contains a different shape.

Apply the shape tween

The next step is to apply a shape tween between the keyframes to create the
smooth transitions.

1 Click on any frame between the first keyframe and the second keyframe in the
water layer.

2 Right-click/Ctrl-click and select Create Shape Tween. Or, from the top menu
choose Insert > Shape Tween.

TIMELINE

3] containers X a .!-

Tl cranebase
t  Create Motion Tween 0

& cranearmature
X @ .' Create Shape Tween

Wl background
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Flash applies a shape tween between the two keyframes, which is indicated by a
black forward-pointing arrow.

—

4l containers
Tl cranebase
# cranearmature

4 buoy
%l background

3 Click on any frame between the second keyframe and the last keyframe in the
water layer.

4 Right-click/Ctrl-click and select Create Shape Tween. Or, choose Insert >

Shape Tween.
TIMELINE [ OUTPUT.
=@ 0! 5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 50 95 100
Sl containers X a .L. | []l
] cranebase a H,
# cranearmature xam
o 2 I =
q buoy Xa Nl,. Create Motion Tween 5
3l background wa l, eate ape ag

Create Classic Tween

Flash applies a shape tween between the last two keyframes, which is indicated

by a black forward-pointing arrow.

TIMELINE [ OUT

3] containers X a m, | Dl
5l cranebase Xa l,
# cranearmature X am
Sl buoy Xam, I ID
] background = H,. i
Note: The Motion 5 Watch your animation by choosing Control > Test Movie > in Flash
Editor is not available Professional. Flash creates a smooth animation between the keyframes in the
for shape tweens.

water layer, morphing the shape of the ocean surface.
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Using Shape Hints

Shape hints force Flash to map points on the first shape to corresponding points on
the second shape. By placing multiple shape hints, you can control more precisely
how a shape tween animates from one shape to the next.

Adding shape hints

Now you’ll add shape hints to the shape tween of the wave to modify the way it
morphs from one shape to the next.

1 Select the first keyframe of the shape tween in the water layer.

al containers
4l cranebase
# cranearmature

Tl buoy
%l background
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2 Choose Modify > Shape > Add Shape Hint (Ctrl+Shift+H/Command+Shift+H).

A red circled letter “a” appears on the Stage. The circled letter represents the
first shape hint.

3 Drag the circled letter to the top-left corner of the ocean shape.

Shape hints should be placed on the contours of shapes.
4 Choose Modify > Shape > Add Shape Hint again to create a second shape hint.
A red circled “b” appears on the Stage.

5 Drag the “b” shape hint to the top edge of the ocean shape at the bottom of a dip
of the wave.
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6 Add a third shape hint.

A red circled “c” appears on the Stage.

7 Drag the “c” shape hint to the far top-right corner of the ocean shape.

You have three shape hints mapped to different points on the shape in the
first keyframe.

8 Select the next keyframe of the water layer (frame 50).

A corresponding circled “c” appears on the Stage, although an “a” and a “b”
shape hint are directly under it.

9 Drag the circled letters to corresponding points on the shape in the second
keyframe. The “a” hint goes on the top-left corner, the “b” hint goes on the
bottom of the wave, and the “c” hint goes on the top-right corner.

The shape hints are green, indicating that you've correctly placed the shape hint.
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Note: Youcanadda
maximum of 26 shape
hints to any shape
tween. Be sure to add
them in a clockwise
or counterclockwise
direction for best
results.

10 Select the first keyframe.

Note that the initial shape hints are yellow, indicating that they are
correctly placed.

11 Choose Control > Test Movie > in Flash Professional to see the effects of the
shape hints on the shape tween.

The shape hints force the dip of the first shape to map to the dip of the second
shape, causing the shape tween to appear more like a traveling wave instead of
an up-and-down bobbing motion. Use shape hints to lock down certain parts of
the shape (such as the “a” and “c” hints in this example), or to tell Flash where to
move the shape (such as the “b” hint).

Removing shape hints

If you've added too many shape hints, you can easily delete the unnecessary ones.
Removing a shape hint in one keyframe will remove its corresponding shape hint in
the other keyframe.

e Drag an individual shape hint entirely off the Stage and Pasteboard.
e Choose Modify > Shape > Remove All Hints to delete all the shape hints.

Simulating Physics with Inverse Kinematics

Now that you've animated the undulating water beneath the crane, it would be nice
to see the red buoy bob up and down along the surface as well. You could create

a motion tween so it floats along the water. However, since the buoy has a flexible
flag attached, it'll be more realistic to see the flag and the pole wave and bend as the
buoy moves. The Spring feature helps you do this easily.

The Spring feature simulates physics in any animated armature. A flexible object
(like a flag or a flag pole) normally would have some “springiness” that would cause
it to jiggle on its own as it moves, and continue to jiggle even after motion of the
entire body stops. The amount of springiness can be set for each bone in an arma-
ture to help you get the exact amount of rigidity or flexibility in your animation.
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Define bones for your armature

In the following steps, you'll animate the buoy bobbing along the water and set the
strength of the spring in each of the bones in the armature of the buoy. The first
step is to add bones to the shape of the buoy.

1 Lock and hide all the layers except for the buoy layer and select the contents of
the buoy layer.

2 Choose the Bone tool.

3 Click on the base of the buoy and drag out the first bone to the tip of the
triangular support at the bottom of the flag pole.

The first bone is defined. The contents of the buoy layer are separated to a new
Pose layer.

4 Click on the end of the first bone and drag out the next bone a little farther up
the flag pole.

<

M

The second bone is defined.
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Note: The Spring
feature for inverse
kinematics works for
both armatures in
shapes and armatures
with movie clips.

5 Click on the end of the second bone and drag out the next bone to the left into
the flag.

6 Define two more bones to extend the armature to the tip of the flag.

The bones in the flag will help the flag wave realistically. The bone in the flag
pole will help the pole bend separately from the floating bottom.

Setting the spring strength for each bone

Next, you'll set the strength value for the spring for each bone. The strength value
can range from 0 (no spring) to 100 (maximum spring).

1 Select the last bone (at the tip of the flag) of the armature in the buoy.

e
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2 In the Properties inspector, in the Spring section, enter 100 for the Strength.

q? G| (][]

+ LOCATION

IK Bone

Position X: 400.95 ¥:430.50
Length: 18.0 px Angle:-93.01°%
Speed: 100%

[ JOINT: ROTATION

[> JOINT: X TRANSLATION
[ JOINT: ¥ TRANSLATION
= SPRING

Strength: Damping: o

The last bone has the maximum spring strength since the flag tip is the most
flexible part of the whole buoy and would have the most independent motion.

3 Select the next bone in the armature hierarchy. It

PROPERTIES | I

may be difficult to select the next adjacent bone if KB = '
they are too crowded together, so you can choose [BoneNameST | parem
the Parent button in the Properties inspector to SELEATION

. Position X: 400.95 ¥:430.50
move up the hierarchy.

4 In the Properties inspector, in the Spring section, = seinG
enter 60 for the Strength. strength: ] Damoina: 0

The middle of the flag is a little less flexible than
the tip, so it has a smaller strength value.

5 Select the next adjacent bone, and in the Properties inspector, in the Spring
section, enter 40 for the Strength.

The base of the flag is even less flexible than the middle of the flag, so it has an
even smaller strength value.

6 Select the next adjacent bone (the bone within the pole), and in the Properties
inspector, in the Spring section, enter 50 for the Strength.

200

< SPRING

Strength: Damping: o
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Giving the pole a medium amount of spring strength will make the pole bend
back and forth on the buoy.

7 Select the next adjacent bone (the parent bone), and in the Properties inspector,
in the Spring section, enter 20 for the Strength.

Insert the next pose

Next, you'll make the buoy float atop the water and watch how its motion affects
the movement of the individual bones in the armature.

1 Unhide all the layers so you can see where the buoy is located on the scene.
2 Select frame 35 of the armature layer, which contains your buoy.

Q) cranebase

Q] water
& Armature...
T buoy

4l backgrou...

L}
Q] containers - @ .i.
.
.
.
.
.
.

bl O Ta4rp e pl | S el 35 1200fs 28s @ T

3 Rotate the first bone of the buoy to the left to make it rock slightly on the
surface of the water.

4 Rotate the second bone (the flag pole) just a bit to the right to bend it.

5 Choose Control > Test Movie > in Flash Professional to see the motion of the
buoy and its attached flag.

The buoy sways to the left. At the same time, the flag pole bends and the flag
jiggles slightly. Even after the keyframe at frame 35, the buoy continues to rock
back and forth slightly.
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6 Move the playhead to frame 75.

7 Rotate the first bone of the buoy back to the right to make it sway in the other
direction.

8 Test your movie again to see the complete motion. Note: The effects of
. . . o . the Spring feature are
The back-and-forth rotation of the buoy affects the lingering springing motion more apparent when
throughout the armature and makes the animation more realistic and much there are additional
simpler to animate. frames on the Timeline
after the armature’s final
pose, as in this lesson.
The additional frames
allow you to see the
residual bouncing effect
after the motion stops.
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Adding damping effects

Damping refers to how much the spring effect decreases with time. It wouldn’t
be realistic if the rocking of the buoy or the swaying of the flag and the flag pole
continues indefinitely. Over time, the swaying should lessen and eventually stop.
You can set a damping value from 0 (no damping) to 100 (maximum damping) to
control how rapidly these effects diminish.

1 Select the first bone of the buoy (in the floating part), and in the Properties
inspector, in the Spring section, enter 100 for the Damping.

= SPRING

Strength: 20 Damping'

The maximum damping value will decrease the rocking of the buoy over time.

2 Continue to select each of the bones of the armature and enter the maximum
value (100) for Damping.

3 Choose Control > Test Movie > in Flash Professional to see the effects that the

damping values have on the motion of your floating buoy.

The buoy and the flag and flag pole still sway, but their motion quickly subsides
after the initial starting motion and after the last keyframe. The damping values
help add a sense of weight to the armature. Experiment with both the strength
and damping values in the Spring section of your armature to get the most
realistic motion.

Review Questions

1 What are the two ways of using the Bone tool?

What is the Bind tool used for?

Define and differentiate these terms: a bone, a node, a joint, and an armature.
What is a shape tween, and how do you apply it?

What are shape hints, and how do you use them?

S unn A W N

What does strength and damping refer to in the Spring feature?
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Review Answers

1 The Bone tool can connect movie clip instances together to form an articulated object
that can be posed and animated with inverse kinematics. The Bone tool can also
create an armature wtihin a shape, which can be posed and animated with inverse
kinematics as well.

2 The Bind tool can redefine the connections between the control points of a shape and
the bones of an armature. The connections between the control points and the bones
determine how the shape reacts to the bending and rotations of the armature.

3 Bones are the objects that connect individual movie clips together or that make up
the internal structure of a shape for motion with inverse kinematics. A node is one
of the movie clip instances that have been linked with the Bone tool. A node can be
described in terms of its relationship with other nodes, such as parent, child, or sibling.
Joints are the articulations between bones. Joints can rotate as well as translate (slide
in both the x and y directions). Armatures refer to the complete articulated object.
Armatures are separated on a special Pose layer on the Timeline where poses can be
inserted for animation.

4 A shape tween creates smooth transitions between keyframes containing different
shapes. To apply a shape tween, create different shapes in an initial keyframe and in a
final keyframe. Then select any frame between the keyframes in the Timeline, right-
click/Ctrl-click, and select Create Shape Tween.

5 Shape hints are labeled markers that indicate how one point on the initial shape of
a shape tween will map to a corresponding point on the final shape. Shape hints
help refine the way the shapes will morph. To use shape hints, first select the initial
keyframe of a shape tween. Choose Modify > Shape > Add Shape Hint. Move the first
shape hint to the edge of the shape. Move the playhead to the final keyframe, and move
the corresponding shape hint to a matching edge of the shape.

6 Strength is the amount of springiness of any individual bone in an armature. Add
springiness with the Spring feature to simulate the way different parts of a flexible
object jiggle when the entire object moves and continue to jiggle when the object
stops. Damping refers to how quickly the springiness effect subsides over time.
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204

CREATING INTERACTIVE
NAVIGATION

Lesson Overview

In this lesson, yow'll learn how to do the following:

Create button symbols

Add sound effects to buttons

Duplicate symbols

Swap symbols and bitmaps

Name button instances

Write ActionScript 3.0 to create nonlinear navigation
Use the Code Snippets panel to quickly add interactivity
Create and use frame labels

Create animated buttons

This lesson will take approximately three hours to complete. If needed,

remove the previous lesson folder from your hard drive and copy the

Lesson06 folder onto it.



BEST of MERIDIEN

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE
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Let your viewers explore your project and become
active participants. Button symbols and ActionScript
work together to create engaging, user-driven,
interactive experiences.




Note: Flash warns
you if your computer
doesn’t have the same
fonts contained in a FLA
file. Choose substitute
fonts, or simply click Use
Default to have Flash
automatically make the
substitutions.

Getting Started

To begin, view the interactive restaurant guide that you'll create as you learn to
make interactive projects in Flash.

1 Double-click the 06End.html file in the Lesson06/06End folder to play
the animation.

The project is an interactive restaurant guide for an imaginary city. Viewers
can click any button to see more information about a particular restaurant.
In this lesson, you'll create interactive buttons and structure the Timeline
properly. You'll learn to write ActionScript to provide instructions for what
each button will do.

2 Close the 06End.html file.

3 Double-click the 06Start.fla file in the Lesson06/06Start folder to open the initial
project file in Flash. The file includes several assets already in the Library panel,
and the Stage has already been sized properly.

4 Choose File > Save As. Name the file 06_workingcopy.fla and save it in the
06Start folder. Saving a working copy ensures that the original start file will be
available if you want to start over.

About Interactive Movies

Interactive movies change based on the viewer’s actions. For example, when the
viewer clicks a button, a different graphic with more information is displayed.
Interactivity can be simple, such as a button click, or it can be complex, receiving
inputs from a variety of sources, such as the movements of the mouse, keystrokes
from the keyboard, or even data from databases.

In Flash, you use ActionScript to achieve most interactivity. ActionScript provides
the instructions that tell each button what to do when the user clicks one of them.
In this lesson, you'll learn to create a nonlinear navigation—one in which the movie
doesn’t have to play straight from the beginning to the end. ActionScript can tell
the Flash playhead to jump around and go to different frames of the Timeline based
on which button the user clicks. Different frames on the Timeline contain different
content. The user doesn’t actually know that the playhead is jumping around the
Timeline; the user just sees (or hears) different content appear as the buttons are
clicked on the Stage.
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Creating Buttons

A button is a basic visual indicator of what the user can interact with. The user usu-
ally clicks a button, but many other types of interactions are possible. For example,
something can happen when the user rolls the mouse over a button.

Buttons are a kind of symbol that have four special states, or keyframes, that
determine how the button appears. Buttons can look like virtually anything—

an image, graphic, or a bit of text—they don’t have to be those typical pill-shaped,
gray rectangles that you see on many Web sites.

Creating a button symbol

In this lesson, you'll create buttons with small thumbnail images and restaurant
names. A button symbol’s four special states include the following:

e Up state. Shows the button as it appears when the mouse is not interacting
with it.

e Over state. Shows the button as it appears when the mouse is hovering over it.
e Down state. Shows the button as it appears when the mouse button is depressed.
e Hit state. Indicates the clickable area of the button.

You'll understand the relationship between these states and the button appearance
as you work through this exercise.

1 Choose Insert > New Symbol.

2 In the Create New Symbol dialog box, select Button and name the symbol gabel
loffel button. Click OK.

Create New Symbol

Name: |gabel loffel button | | 0K ]

Folder: Library root

Advanced F

Flash brings you to symbol-editing mode for your new button.
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3 In the Library panel, expand the folder called restaurant thumbnails and drag
the graphic symbol gabel loffel thumbnail to the middle of the Stage.

B & x|

100 items 0

Name | Linkage|

GABEL LOFFEL

(3 @ _imported image assets
(] _imported photo assets
background
(3 B bitmaps
ﬁ gabel loffel button
logo
» [ restaurant content
3 restaurant previews
v EV restaurant thumbnails
[52] gabel loffel thumbnail
@ ‘gary gari thumbnail
[%] il piarto thumbnail
@ pierre platters thumbnail
@ title graphic

4 In the Properties inspector, set the X value to 0 and the Y value to 0.

The upper-left corner of the small gabel loffel restaurant image is now aligned to
the registration point of the symbol.

5 Select the Hit frame in the Timeline and choose Insert > Timeline > Frame to
extend the Timeline.

The gabel loffel image now extends through the Up, Over, Down, and Hit states.

@ @ [0 Up Over Dawn
= Layer 1 P . ) q

6 Insert a new layer.
7 Select the Over frame and choose Insert > Timeline > Keyframe.

A new keyframe is inserted in the Over state of the top layer.

a0 u Dm-n Hit

al Layer 1
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8 In the Library panel, expand the folder called restaurant previews, and drag the
movie clip symbol called gabel loffel over info to the Stage.

LIBRARY

® & wox |

I*] 4

[ 06_workingcopy.fla
e S e
E Get our your Lederhosen!
@ owore
% T - —
GABEL LOFFEL Name = | Linkage|

b [ _imported image assets
(3 B _imported photo assets
background
3 ﬁ bitmaps
& gabel loffel button
logo
» [ restaurant content
v @7 restaurant previews
«gabel loffel over info
gary gari over info
il piatto over info
pierre platters over info
v EV restaurant thumbnails
[#a] gabel loffel thumbnail
@ ‘gary gari thumbnail
[5] il piarto thumbnail
@ pierre platters thumbnail

[

9 In the Properties inspector, set the X value to 0 and the Y value to 215.

The gray information box will appear over the restaurant image whenever the

mouse cursor rolls over the button.
10 Insert a third layer above the first two.
11 Select the Down frame on the new layer and choose Insert > Timeline > Keyframe.

A new keyframe is inserted in the Down state of the new layer.

12 Drag the sound file called clicksound.mp3 from _
the Library panel to the Stage. [06_workingcopy.fia =] & &

o

T - E——
Name . | Linkage
3 @ _imported image assets
3 _imported photo assets

hackground
2 B bitmaps

)% dlicksound.mp3

& gabel loffel button
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Note: You'll learn 13 Select the Down keyframe where the sound form appears, and in the Properties

more about sound in inspector, make sure that Sync is set to Event.
Lesson 8, “Working with

Soundad ideo I
PROPERTIES
’T Frame &

= LABEL

Neme:[ ]

Type: | Name. =]

< SOUND
Name:
Eect &
e v Event |

J Start
Stop
| Stream

A clicking sound will play only when a viewer depresses the button.

14 Click Scene 1 above the Stage to exit symbol-editing mode and return to the
main Timeline. Your first button symbol is complete! Look in your Library panel
to see the new button symbol stored there.

LIBRARY

[ 06_workingcopy.fla =] =3 G

=

GABEL LOFFEL

101 items 0

MName | Linkage|
(3 _imported image assets
» _imported photo assets
background
L3 ﬁ bitmaps
&}~ clicksound.mp3
ﬁ gabel loffel button
logo

» [a restaurant content
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Invisible Buttons and the
Hit Keyframe

Your button symbol’s Hit keyframe indicates the area that is “hot," or clickable, to the
user. Normally, the Hit keyframe contains a shape that is the same size and location
as the shape in your Up keyframe. In most cases, you want the graphics that users
see to be the same area where they click. However, in certain advanced applications,
you may want the Hit keyframe and the Up keyframe to be different. If your Up
keyframe is empty, the resulting button is known as an invisible button.

Users can't see invisible buttons, but because the Hit keyframe still defines a click-
able area, invisible buttons remain active. So, you can place invisible buttons over
any part of the Stage and use ActionScript to program them to respond to users.

Invisible buttons are useful for creating generic hotspots. For example, placing them
on top of different photos can help you make each photo respond to a mouse click
without having to make each photo a different button symbol.

Duplicating buttons

Now that you've created one button, you'll be able to create others more easily.
You'll duplicate one button here, change the image in the next section, and then
continue to duplicate buttons and modify images for the remaining restaurants.

1 In the Library panel, right-click/Ctrl-click the gabel loffel button symbol and
select Duplicate. You can also click the options menu at the top-right corner
of the Library panel and select Duplicate.

EESREEES) uoeaer [

[ 06_workingcopy.fla I>] % &

=

m 3
GABEL LOFFEL

101 items 2
Name & | Linkage
> @ _imported image assets
(3 [a _imported photo assets
background
3 @ bitmaps
&% clicksound.mp3
& gabel loffet ~e=n=
s Cut
b [ restauran Copy
v [ restauran Paste
gabel - pename
2 V€ Delete
joem_ Duplicate |
PIETE " Move to...
v [ restauran

[74] gabel
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2 In the Duplicate Symbol dialog box, select Button, and name it gary gari

button. Click OK.

Duplicate Symbol

Name: |gary gari button |

Type: | Button |+
Folder: Library root

Advanced ¥

Swapping bitmaps

Cancel

Bitmaps and symbols are easy to swap on the Stage and can significantly speed up

your workflow.

1 In the Library panel, double-click the icon for your newly duplicated symbol

(gary gari button) to edit it.

2 Select the restaurant image on the Stage.

3 In the Properties inspector, click Swap.

@ Graphic |+
Instance of: gabel loffel thumb. .. @

< POSITION AND SIZE -

X: 0.00 Y: 0,00
= W 17400 H: 341.00

<> COLOR EFFECT

ste:

4 In the Swap Symbol dialog box, select the next thumbnail image, called gary gari

thumbnail, and click OK.

Swap Symbol

@ gary gari button
logo
» [?) restaurant content
[3 @ restaurant previews
v @ restaurant thumbnails
® [2i] gabel loffel thumbnail
@ -gary gari thumbnail
il piatto thumbnail k
@ pierre platters thumbnail
@ title graphic

L] -

Cancel

The original thumbnail (shown with a black dot next to the symbol name)
is swapped for the one you selected. Because they are both the same size,

the replacement is seamless.
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5 Now select the Over keyframe and click the gray information box on the Stage.

+

GARY GARI

6 In the Properties inspector, click Swap and swap the selected symbol with the
symbol called gary gari over info.

The instance in the Over keyframe of your button is replaced with one that
is appropriate for the second restaurant. Since the symbol was duplicated, all
other elements, such as the sound in the top layer, remain the same.

g

GARY GARI

The delicious headguarters
for all your ginger-related
neads! Ie)

e,

7 Continue duplicating your buttons and swapping [ ame | Uinkagd

» @ _imported image assets

the two instances inside them until you have

» @ _imported photo assets

four different button symbols in your Library i
» @ bitmaps
panel, each representing a different restaurant. % dlicksound.mp3
. . . loge
When you're done, it’s a good idea to organize ¥3 [ Fevnine buEa

ﬁ ‘gabel loffel button
& gary gari button
Library panel. {5 1l piatto button

ﬁ pierre platters button
» [ restaurant content

all your restaurant buttons in a folder in your

3 @ restaurant previews
(3 @ restaurant thumbnails
@ title graphic
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Placing the button instances

The buttons need to be put on the Stage and given names in the Properties inspec-
tor so that ActionScript can identify them.

1 On the main Timeline, insert a new layer and rename it buttons.

TIMELINE | OUTS

M buttons
l title
%l background

2 Drag each of your buttons from the Library panel to the middle of the Stage,
placing them in a horizontal row. Don’t worry about their exact position
because you'll align them nicely in the next few steps.

HEST&UMNTEUHDE

PRODUCED BY LOCAL MAGAZINE

GABEL LOFFEL GARY GARI IL PIATTO

3 Select the first button, and in the Properties inspector, set the X value to 100.
4 Select the last button, and in the Properties inspector, set the X value to 680.

5 Select all four buttons. In the Align panel (Window > Align), deselect the Align
to stage option, click the Space Evenly Horizontally button, and then click the
Align Top Edge button.

Align

F.E.“llul_u

Distribute

=& KN

Match size: Space

2 I g ==
[ Align to stage

All four buttons are now evenly distributed and aligned horizontally.
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6 With all the buttons still selected, in the Properties inspector, enter 170 for the
Y value.

All four buttons are positioned on the Stage correctly.

GARY GARI IL PIATTO

7 You can now test your movie to see how the buttons behave. Choose Control >
Test Movie > in Flash Professional. Note how the gray information box in the
Over keyframe appears when your mouse hovers over each button, and how
the clicking sound is triggered when you depress your mouse over each button.
At this point, however, you haven’t provided any instructions for the buttons to
actually do anything. That part comes after you name the buttons and learn a
little about ActionScript.

BEST of MERIDIEN

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE

GABEL LOFFEL GARY GARI IL PIATTO PIERRE

‘The delicious headquarters
forall your ginger-related
needs!

L}) MORE
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Naming the button instances

Name each button instance so that it can be referenced by ActionScript. This is a
crucial step that many beginners forget to do.

1 Click on an empty part of the Stage to deselect all the buttons, and then select
just the first button.

BEST of MERIDIEN

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE

GABEL LOFFEL GARY GARI

2 Type gabelloffel_btn in the Instance Name field in the Properties inspector.

PROPERTIES

’7 gabelloffel_btn @
% Bution R

Instance of: gabel loffel button

=7 POSITION AND SIZE

X 100.00 ¥: 170.00
&2 W: 174.00 H: 341.00

%7 COLOR EFFECT

stle:

3 Name each of the other buttons garygari_btn, ilpiatto_btn, and
pierreplatters_btn.

Make sure that you use all lowercase letters, leave no spaces, and double-check
the spelling of each button instance. Flash is very picky and one typo will
prevent your entire project from working correctly!

4 Lock all the layers.
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Naming Rules

Naming instances is a critical step in creating interactive Flash projects. The
most common mistake made by novices is not to name, or to incorrectly name,
a button instance.

The instance names are important because ActionScript uses the names to refer-
ence those objects. Instance names are not the same as the symbol names in the
Library panel. The names in the Library panel are simply organizational reminders.

Instance naming follows these simple rules:

1 Do not use spaces or special punctuation. Underscores are okay to use.

2 Do not begin a name with a number.

3 Beaware of uppercase and lowercase letters. Instance names are case-sensitive.
4

End your button name with _btn. Although it is not required, it helps identify
those objects as buttons.

5 Do not use any word that is reserved for a Flash ActionScript command.

Understanding ActionScript 3.0

Adobe Flash Professional CS6 uses ActionScript 3.0, a robust scripting language, to
extend the functionality of Flash. Although ActionScript 3.0 may seem intimidating
to you if you're new to scripting, you can get great results with some very simple
scripts. As with any language, it’s best if you take the time to learn the syntax and
some basic terminology.

About ActionScript

ActionScript, which is similar to JavaScript, lets you add more interactivity to Flash
animations. In this lesson, you'll use ActionScript to attach behaviors to buttons. You'll
also learn how to use ActionScript for such simple tasks as stopping an animation.

You don’t have to be a scripting expert to use ActionScript. In fact, for common
tasks, you may be able to copy script that other Flash users have shared. And you
can also use the Code Snippets panel, which provides an easy, visual way to add
ActionScript to your project or share ActionScript code among developers.

However, you'll be able to accomplish much more in Flash—and feel more confi-
dent using the application—if you understand how ActionScript works.

This lesson isn’t designed to make you an ActionScript expert. Instead, it intro-
duces common terms and syntax, walks you through a simple script, and provides
an introduction to the ActionScript language.
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Note: Variable
names must be unique,
and they are case-
sensitive. The variable
mypassword is not the
same as the variable
MyPassword. Variable
names can contain
only numbers, letters,
and underscores; they
cannot begin with a
number. These are the
same naming rules
that apply to instances.
(In fact, variables
and instances are
conceptually the same.)

If you've used scripting languages before, the documentation included in the Flash
Help menu may provide additional guidance you need to use ActionScript profi-
ciently. If you're new to scripting and want to learn ActionScript, you may find an
ActionScript 3.0 book for beginners helpful.

Understanding scripting terminology

Many of the terms used in describing ActionScript are similar to terms used for
other scripting languages. The following terms are used frequently in ActionScript
documentation.

Variable

A variable represents a specific piece of data that may or may not be constant.
When you create, or declare, a variable, you also assign a data type, which deter-
mines what kind of data the variable can represent. For example, a String variable
holds any string of alphanumeric characters, whereas a Number variable must
contain a number.

Keyword

In ActionScript, a keyword is a reserved word that is used to perform a specific
task. For example, var is a keyword that is used to create a variable.

You can find a complete list of keywords in Flash Help. Because these words are
reserved, you can’t use them as variable names or in other ways. ActionScript
always uses them to perform their assigned tasks. As you enter ActionScript in the
Actions panel, keywords will turn a different color. This is a great way to know if a
word is reserved by Flash.

Arguments

Arguments provide specific details for a particular command and are the values
between parentheses () in a line of code. For example, in the code gotoAndP1ay(3);
the argument instructs the script to go to frame 3.

Function

A function is a group of statements that you can refer to by name. Using a function
makes it possible to run the same set of statements without having to type them
repeatedly.

Objects

In ActionScript 3.0, you work with objects, which are abstract types of data
that help you do certain tasks. A Sound object, for example, helps you control
sound, and a Date object can help you manipulate time-related data. The button
symbols that you created earlier in this lesson are also objects—they are called
SimpleButton objects.
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Every object should be named. An object that has a name can be referenced and
controlled with ActionScript. Buttons on the Stage are referred to as instances,
and in fact, instances and objects are synonymous.

Methods

Methods are commands that result in action. Methods are the doers of
ActionScript, and each kind of object has its own set of methods. Understanding
ActionScript involves learning the methods for each kind of object. For example,
two methods associated with a MovieClip object are stop() and gotoAndPlay ().

Properties

Properties describe an object. For example, the properties of a movie clip include
its height and width, x and y coordinates, and horizontal and vertical scale. Many
properties can be changed, whereas other properties can only be “read,” meaning
they simply describe an object.

Using proper scripting syntax

If you're unfamiliar with program code or scripting, you may find ActionScript
code challenging to decipher. Once you understand the basic syntax, which is the
grammar and punctuation of the language, you'll find it easier to follow a script.

e The semicolon at the end of the line tells ActionScript that it has reached the
end of the code line.

e Asin English, every open parenthesis must have a corresponding close
parenthesis, and the same is true for brackets and curly brackets. If you open
something, you must close it. Very often, the curly brackets in ActionScript
code will be separated on different lines. This makes it easier to read what’s
inside the curly brackets.

e The dot operator (.) provides a way to access the properties and methods of an
object. Type the instance name, followed by a dot, and then the name of the
property or method. Think of the dot as a way to separate objects, methods,
and properties.

*  Whenever you're entering a string, use quotation marks.

*  You can add comments to remind you or others of what you are accomplishing
with different parts of the script. To add a comment for a single line, start
it with two slashes (//). To type a multiline comment, start it with /* and
end it with */. Comments are ignored by Flash and won'’t affect your code at all.
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Flash provides assistance in the following ways as you write scripts in the

Actions panel:

e Words that have specific meanings in ActionScript, such as keywords and
statements, appear in blue as you type them in the Actions panel. Words that
are not reserved in ActionScript, such as variable names, appear in black.
Strings appear in green. Comments, which ActionScript ignores, appear in gray.

e Asyou work in the Actions panel, Flash detects the action you are entering and
displays a code hint. There are two types of code hints: a tooltip that contains
the complete syntax for that action and a pop-up menu that lists possible
ActionScript elements.

e To check the syntax of a script you've completed, click the Check Syntax icon
(% ). Syntax errors are listed in the Compiler Errors panel.

You can also click the AutoFormat icon ( £ ) (which will also format the script

according to conventions to make it easier for others to read).

Navigating the Actions panel

The Actions panel is where you write all your code. Open the Actions panel by
choosing Window > Actions or by selecting a keyframe on the Timeline and click-
ing the ActionScript panel icon (@ ) on the top right of the Properties inspector.
You can also right-click/Ctrl-click on any keyframe and select Actions.

The Actions panel gives you quick access to the core elements of ActionScript as
well as provides you with different options to help you write, debug, format, edit,
and find your code.

0
ACTIONS - FRAME =
[ Actionscript 3.0 R P S BT 0@ 3 [¢fcode snippets) &, @

E Top Level 7 1 |
@ ArgumentError
@ arguments
Array
@ Boolean
@l Methods
E] Properties
@ constructor
@ prototype ( 0l
@ Date |‘,
DefinitionError
@ Error
=
]
E Current Selection
E} Layer 2 : Frame 1
5 Scene 1

4& Symbol Definition(s)

[T
%

l (o] tayer2:1f 5y

Line 1 of 1, Col 1

The Actions panel is divided into several panes. At the top-left corner is the
Actions toolbox, which contains categories that organize all the ActionScript code.
At the top of the Actions toolbox is a pull-down menu that displays only the code
for the version of ActionScript you select. You should select ActionScript 3.0,
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the latest version. At the very bottom of the Actions toolbox categories is a yellow
Index category that lists, in alphabetical order, all the language elements. You don’t
need to use the toolbox to add code to your script, but it can help to ensure that
you're using the code correctly.

At the top right of the Actions panel is the Script pane—the blank slate in which all
your code appears. You enter ActionScript in the Script pane just as you would in a
text-editing application.

At the bottom left of the Actions panel is the Script navigator, which can help

you find a particular piece of code. ActionScript is placed on keyframes on the
Timeline, so the Script navigator can be particularly useful if you have lots of code
scattered in different keyframes and on different Timelines.

All the panes in the Actions panel can be resized to suit your working style. They
can even be collapsed completely to maximize the pane that you are working in.
To resize a pane, click and drag the horizontal or vertical dividers.

Preparing the Timeline

Every new Flash project begins with just a single frame. To create room on the
Timeline to add more content, you'll have to add more frames to all your layers.

1 Select a later frame in the top layer. In this example, select frame 50.

Ql title

L |
@l background - a |,

2 Choose Insert > Timeline > Frame (F5). You can also right-click/Ctrl-click and
choose Insert Frame.

Flash adds frames in the top layer up to the selected point, frame 50.

3 wt L
ql title « @ Wl
al background - @ .:.

3 Select frame 50 in the other two layers and insert frames up to the selected frame.

All your layers have 50 frames on the Timeline.

TIMELINE | OUTPUT | COMPILER ERRORS | MO

i al "l.:uttons
Gl title
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Adding a Stop Action

Now that you have frames on the Timeline, your movie will play linearly from
frame 1 to frame 50. However, with this interactive restaurant guide, you'll want
your viewers to choose a restaurant to see in whichever order they choose. So you'll
need to pause the movie at the very first frame to wait for your viewer to click a
button. You use a stop action to pause your Flash movie. A stop action simply stops
the movie from continuing by halting the playhead.

1 Insert a new layer at the top and rename it actions.

TIMELINE |¢

= _action: - IS
al buttons a0,
ql title @ m,
wl background a m,

2 Select the first keyframe of the actions layer and open the Actions panel
(Window > Actions).

3 In the Script pane, type stopQ) ;

R PAHOYEEROEY D
1 stop();

The code appears in the Script pane and a tiny lowercase “a” appears in the first
keyframe of the actions layer to indicate it contains some ActionScript. The
movie will now stop at frame 1.

TIMELINE X

7 actions i
@ buttons

Ql title

% background

=
]
]

.
2
.
-
.

Creating Event Handlers for Buttons

Events are occurrences that happen in the Flash environment that Flash can detect
and respond to. For example, a mouse click, a mouse movement, and a key press
on the keyboard are all events. A pinch and a swipe gesture on mobile devices are
also events. These events are produced by the user, but some events can hap-

pen independently of the user, like the successful loading of a piece of data or the
completion of a sound. With ActionScript, you can write code that detects events
and respond to them with an event handler.
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The first step in event handling is to create a listener that will detect the event.
A listener looks something like this:

wheretolisten.addEventListener(whatevent, responsetoevent);

The actual command is addEventListener(). The other words are placeholders
for objects and parameters for your situation. Wheretolisten is the object where
the event occurs (often a button), whatevent is the specific kind of event (such as a
mouse click), and responsetoevent is the name of a function that is triggered when
the event happens. So if you want to listen for a mouse click over a button called
btnl_btn, and the response is to trigger a function called showimagel, the code
would look like this:

btnl_btn.addEventListener(MouseEvent.CLICK, showimagel);

The next step is to create the function that will respond to the event—in this case,
the function called showimagel. A function simply groups a bunch of actions
together; you can then trigger that function by referencing its name. A function
looks something like this:

function showimagel (myEvent:MouseEvent){ };

Function names, like button names, are arbitrary. You can name functions what-
ever makes sense to you. In this particular example, the name of the function is
showimagel. It receives one parameter (within the parentheses) called myEvent,
which is an event that involves the mouse. The item following the colon indicates
what type of object it is. If this function is triggered, all the actions between the
curly brackets are executed.

Adding the event listener and function

You'll add ActionScript code to listen for a mouse click on each button. The response
will make Flash go to a particular frame on the Timeline to show different content.

1 Select the first frame of the actions layer.

2 Open the Actions panel.

3 In the Script pane of the Actions panel, beginning on the second line, type
gabelloffel_btn.addEventListener(MouseEvent.CLICK,

restaurantl);

ACTIONS - FRAME |
R L OYEERROEYDOUON ({5 code snippets| &, @
1 stop();

Z gabelloffel_btn.addEventListener(MouseEvent.CLICK, restaurantl);|

The listener listens for a mouse click over the gabelloffel_btn object on the
Stage. If the event happens, the function called restaurantl is triggered.
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Note: The void
term refers to the data
type that is returned
by the function. Void
means that nothing is
returned. Sometimes,
after functions are
executed, they “return”
data, such as doing
some calculations and
returning an answer.

Note: Be sure
to include the final
curly bracket for each
function, or the code
won't work.

Mouse Events

The following list contains the ActionScript codes for common mouse events for
the desktop. Use these codes when you create your listener, and make sure that
you pay attention to lowercase and uppercase letters. For most users, the first event
(MouseEvent.CLICK) will be sufficient for all projects. That event happens when
the user presses and releases the mouse button.

®* MouseEvent.CLICK

® MouseEvent.MOUSE_MOVE
e MouseEvent.MOUSE_DOWN
®* MouseEvent.MOUSE_UP

e MouseEvent.MOUSE_OVER
® MouseEvent.MOUSE_OUT

For a complete list of all the events available for a button, check out the Flash Help
files and look for the Events of the SimpleButton class.

4 On the next line of the Script pane, type

function restaurantl(event:MouseEvent):void {
gotoAndStop(10);
}

ACTIONS - FRAME -
RLHOYEGERUDEYDDOAE
1 stopQ);

Z gabelloffel btn.addEventlListener(MouseEvent.CLICK, restaurantl);
3 function restaurantl(event:MouseEvent):void {

4 gotoAndStop(18);

5}

{F Code Snippets| % @

The function called restaurantl contains instructions to go to frame 10 and stop
there. The code for your button called gabelloffel_btn is complete.

5 On the next line of the Script pane, enter additional code for the remaining

three buttons. You can copy and paste lines 2 through 5, and simply change
the names of the button, the name of the function (in two places), and the
destination frame. The full script should be as follows:

stop(Q;

gabelloffel_btn.addEventListener(MouseEvent.CLICK,
restaurantl);

function restaurantl(event:MouseEvent):void {
gotoAndStop(10);
}
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garygari_btn.addEventListener(MouseEvent.CLICK, restaurant2);
function restaurant2(event:MouseEvent):void {
gotoAndStop (20);

}
ilpiatto_btn.addEventListener(MouseEvent.CLICK, restaurant3);
function restaurant3(event:MouseEvent):void {

gotoAndStop(30);

}

pierreplatters_btn.addEventListener(MouseEvent.CLICK,
restaurant4);

function restaurant4(event:MouseEvent):void {
gotoAndStop (40);
}

ActionScript Commands
for Navigation

The following list contains the ActionScript codes for common navigation com-
mands. Use these codes when you create buttons to stop the playhead, start the
playhead, or move the playhead to different frames on the Timeline. The gotoAnd-
Stop and gotoAndP1ay commands require additional information, or arguments,
within their parentheses as indicated.

° stopQ);

° playQ;

® gotoAndStop(framenumber or "framelabel™);
e gotoAndPlay(framenumber or "framelabel");
* nextFrame(Q);

e prevFrame();

Checking syntax and formatting code

ActionScript can be very picky, and a single misplaced period can cause your entire
project to grind to a halt. Fortunately, the Actions panel provides a few tools to
help you identify errors and fix them.

1 Select the first frame of your actions layer and open the Actions panel if it is not

already open.
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Note: Change the
automatic formatting
by selecting Preferences
from the upper-right
options menu. Choose
Auto Format from the
left menu and select
the various options for
formatting your code.

Click the Check Syntax button at the top of the Actions panel.

Flash checks the syntax of your ActionScript code. In the Compiler Errors panel
(Window > Compiler Errors), Flash notifies you if there are errors or if your code
is error-free. You should get 0 Errors and 0 Warnings if your code is correct.

M LINE | ouTp COMPILERERRORSW"”' MTOR

Location | Description

@ DErrorls) 1\ 0 Warningls)

3 Click the AutoFormat icon at the top of the Actions panel.

Flash formats your code so it conforms to standard spacing and line breaks.

Creating Destination Keyframes

When the user clicks each button, Flash moves the playhead to a new spot on
the Timeline according to the ActionScript instructions you just programmed.
However, you haven't yet placed anything different at those particular frames.
That’s the next step.

Inserting keyframes with different content

You will create four keyframes in a new layer and place information about each of
the restaurants in the new keyframes.

Insert a new layer at the top of the layer stack but below the actions layer and
rename it content.

TIMELINE | €

4l actions
o _

@l buttons
al title
@l background

i
5
o
.
.
..

am
am
am

ol 0§ | mEwE 38 24

2 Select frame 10 of the content layer.
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3 Insert a new keyframe at frame 10 (Insert > Timeline > Keyframe, or F6).

TIMELINE [ Gl

Tl background

S | |{ mm w10 2400

4 Insert new keyframes at frames 20, 30, and 40.

Your Timeline has four empty keyframes in the content layer.

TIMELINE

@l actions « o+ @B

@l buttons .

a
al titde . @ |
5l background B W,

5 Select the keyframe at frame 10.

6 In the Library panel, expand the folder called restaurant content. Drag the
symbol called gabel and loffel from the Library panel to the Stage. The symbol
named gabel and loffel is a movie clip symbol that contains a photo, graphics,
and text about the restaurant.

& scene 1 5 & 1w (=]
BEST of MERIDIEN

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE

2+

GABEL AND LOFFEL

MERIDIEN CITY OPEN :10 AM. - 10 PM.
T :450 49 4900 PRICE : $$3$

2335 GLENDALE AVE. CATEGORY : SWISS
W : GANDG.RES ‘

Malesuada quis, egestas quis wisi. Donec ac sapien. Ut
ofti duis ultricies, metus a feugiat porttitor, delor mauris
convallis est, quis mattis lacus ligula eu augue. Sed
facilisis morbi mi, tristique vitae, sodales eget, hendrerit
sed, erat lorem ipsum dolor.

Vestibulum eget purus vitae eros ornare adipiscing.

GABEL AND LOFFEL

TIMELINE

15
4l actions [ 1 ol
Al 3 - 0 o 0o 0o i

Al buttons ol
S title

o
.
.
.

4l background
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7 In the Properties inspector, set the X value to 60 and the Y value to 150.

The restaurant information about gabel and loffel is centered on the Stage and
covers all the buttons.

8 Select the keyframe at frame 20.

9 Drag the symbol called gary gari from the Library panel to the Stage. The
symbol named gary gari is another movie clip symbol that contains a photo,
graphics, and text about this restaurant.

o cena | & & o =]

BEST of MERIDIEN

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE

GARY GARI

Tis NE), HHEHLANIY AVE. CATEGORY : JAPANESE
MERIDIEN CITY OPEN :3PM. - 10 PM.
T 1490 24 6700 :

W : GARYOARLRES

Metus a fcughat porttitor, dolor mauris convallis cal, quis
eriitis lncus Bguls cu augue, Sed facilisis morbi mi,
tristique vitac, sodales cget, hendrerit sed, crat lorem
ipsum dolor.

Mulesunda quis, cgeatas quis wisi. Donec ac sapien. Ut
arci duis ultricies, mestibulum ciet purus vitac cros
arnase adigiscing.

GARY GARI

T

10 In the Properties inspector, set the X value to 60 and the Y value to 150.

11 Place each of the movie clip symbols from the restaurant content folder in the
Library panel to the corresponding keyframes in the content layer.

Each keyframe should contain a different movie clip symbol about a restaurant.

Using labels on keyframes

Your ActionScript code tells Flash to go to a different frame number when the user
clicks each of the buttons. However, if you decide to edit your Timeline and add or
delete a few frames, you'll need to go back into your ActionScript and change your
code so the frame numbers match.

An easy way to avoid this problem is to use frame labels instead of fixed frame
numbers. Frame labels are names that you give to keyframes. Instead of referring
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to keyframes by their frame number, you refer to them by their label. So, even if

you move your destination keyframes as you edit, the labels remain with their

keyframes. To reference frame labels in ActionScript, you must enclose them in
quotation marks. The command gotoAndStop("Tabe11") makes the playhead go

to the keyframe with the label called labell.

1 Select frame 10 on the content layer.

2 In the Properties inspector, enter labell in the Label Name field.

PROPERTIES

N

=7 LABEL
Name: |labell
Type: | Name

< SOUND

Name: | None |
Effect: | None lx] &

Sync: | Event |
Repeat I, T

No sound selected

o

8

3

3
II

@

A tiny flag icon appears on each of the keyframes that have labels.

“weune | outeer | covpeRemons | womeNeoroR |

@l actions

=1 content G

&l buttons

ol title

&l background

=N=N=H=N=

3 Select frame 20 on the content layer.

4 In the Properties inspector, enter label2 in the Label Name field.

5 Select frames 30 and 40, and in the Properties inspector, enter corresponding
names in the Label Name field: label3 and label4.

A tiny flag icon appears on each of the keyframes that have labels.

meune | oureur | cowensensons [womoweoron]

25 30 35 4 45 Fb

4l actions

dalabels  lalabeld

. o+ E
e
4l buttons .

q] tide .

Tl background

Select the first frame of the actions layer and open the Actions panel.
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7 In your ActionScript code, change all the fixed frame numbers in each of the
gotoAndStop () commands to the corresponding frame labels:

¢ gotoAndStop(10) ; should be changed to gotoAndStop("l1abell™);
e gotoAndStop(20) ; should be changed to gotoAndStop("label2™);
e gotoAndStop(30); should be changed to gotoAndStop("l1abel3™);
e gotoAndStop(40); should be changed to gotoAndStop("l1abel4™);

R AHYyEEE DY DDA M 5 Code Snippets) %, @
stop();

gabelloffel btn.addEventListener(MouseEvent.CLICK, restaurantl);
function restaurantl(event:MouseEvent):void {

gotoAndStop(“labell");

1

2

3

4
5}
6 garygari_btn.addEventlistener(MouseEvent.CLICK, restaurantZ);
7 function restaurantZ(event:MouseEvent):void {

8 gotoAndStop("label2");

9

L 10 ilpiatto_btn.addEventlListener(MouseEvent.CLICK, restaurant3);
I 11 function restaurant3(event:MouseEvent):void {

12 gotoAndStop("label3");

14 pierreplatters_btn.addEventListener(MouseEvent.CLICK, restaurant4);
15 function restaurant4(event:MouseEvent):void {

16 gotoAndStop(“labela");

17 }

The ActionScript code now directs the playhead to a particular frame label
instead of a particular frame number.

8 Test your movie by choosing Control > Test Movie > in Flash Professional.

Each button moves the playhead to a different labeled keyframe on the
Timeline, where a different movie clip is displayed. The user can choose to see
any restaurant in any order. However, since the restaurant information covers
the buttons, you can’t return to the original menu screen to choose another
restaurant. You'll need to provide another button to return to the first frame,
which you'll do in the next section.

Creating a Home Button with Code Snippets

A home button simply makes the playhead go back to the first frame of the
Timeline, or to a keyframe where an original set of choices, or the main menu, are
presented to the viewer. Creating a button that goes to frame 1 is the same process
as creating the four restaurant buttons. However, in this section, you'll learn to use
the Code Snippets panel to add ActionScript to your project.

Adding another button instance
A home, or main menu, button is provided for you in the Library panel.

1 Select the Buttons layer and unlock it if it is locked.
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2 Drag the button called mainmenu from the Library panel to the Stage. Position

the button instance at the top-right corner.

IF’SESTI&UFEMTEUU@IE

PRODUCED BY LOCAL MAGAZINE

GABEL LOFFEL GARY GARI

3 In the Properties inspector, set the X value to 726 and the Y value to 60.

Using the Code Snippets panel to add ActionScript

The Code Snippets panel provides common ActionScript code that makes it easy

for you to add interactivity to your Flash project, and simplifies the process. If you

are unsure of your ability to code your own buttons, you can use the Code Snippets

panel to learn how to add interactivity. The Code Snippets panel gives you a pre-
view of the actual code, allows you to modify the critical parameters of the code,
and use a visual pointer, called the pick whip, to point to objects on the Stage.

You can also save, import, and share code between a team of developers to make

the development and production process more efficient.

1 Select the first frame of the actions layer in your Timeline. Choose Window >
Code Snippets, or if your Actions panel is already open, click the Code Snippets
button ( {flcode snippets ) at the top right of the Actions panel.

The Code Snippets panel appears. The code snippets are organized in folders

that describe their function.

u Snippets |

8| G

» (] Actions

» [ Timeline Navigation
» [ Animation

» [ Load and Unload

» [ Audio and Video

» [ Event Handlers

» [ Mobile Touch Events
» [ Moblle Gesture Events
» [ Mobile Actions

» ] AIR for Mobile

» CJAIR
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2 In the Code Snippets panel, expand the folder called Timeline Navigation and
select Click to Go to Frame and Stop.

Code Snippets | %
8l |-

» [ Actions

v E3Timeline Navigation
| Stop at this Frame
|} Click to Go to Frame and Stop k G ;:J
|| Click to Go to Frame and Play
|| Click to Go to Next Frame and Stop
|| Click to Go to Previous Frame and Stop
|| Click to Go to Next Scene and Play
|| Click to Go to Previous Scene and Flay
|| Click to Go to Scene and Play

» [ Animation

Immediately to the right of the code snippet name you’ll find a description
button and a code button.

3 Click the description button.

A brief description of the selected code appears.

| Click to Go to Frame and Stop EE {}
|} Click to Go to Frame and Play

Clicking the object moves the playhead to the

Click to Go to Next Frame and Sto L
0 r specified frame and stops.

|} Click to Go to Previous Frame and Stof
|| Click to Go to Next Scene and Play
|} Click to Go to Previeus Scene and Pla
|| Click to Go te Scene and Play

» (3 Animation

4 Click the code button.

The actual code appears. There is a commented portion of the code that
describes the function of the code and the different parameters. The colored
parts of the code are the parts that you need to change.

] Click to Go to Frame and Stop @ [.g_

|} Click to Go te Frame and Play

.addEventListener

|| Click to Go to Next Frame and Stop i a
CK, fl_ClickToGoToAndStopAtFrame);

|} Click to Go to Previous Frame and Stof (Medzobyent
|| Click to Go to Next Scene and Play function

[ Click to Go to Previous Scene and Pla fLCIir_kToGnTuAndStnpAtFrame
[ Click to Ge to Scene and Play (event:MouseEvent):vaid

q

{
gotoAndStop(5);

1

¥

» 3 Animation

» (3 Lead and Unload

» (3 Audio and Video

Insert
» [ Event Handlers

5 Move your mouse over the blue words instance_name_here.

6 Click and drag your cursor from the blue code words to the Home button on
the Stage.
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A purple line extends from the Code Snippets panel to the Home button. The
Home button becomes highlighted with a yellow border, indicating that the
selected code snippet will be applied to it.

Code Snippets

eSS

» (3 Actions
v £ Timeline Navigation
] Stop at this Frame

] Click to Go to Frame and Stop

|_] Click to Go to Frame and Play

] Click to Go to Next Frame and Stop
] Click to Go to Previeus Frame and Stof

] Click to Go to Next Scene and Play function

in
(MouseEvent.CLICK, fI_ClickToGoToAndStopAtFrame);

e addEventListener

» [ Animation

8 » " Load and Unload

[ Click to Go to Previous Scene and Pla{|fl_ClickToGoToAndStopAtFrame
[ Click to Go to Scene and Play (event:MouseEvent):vaid
{

' gotoAndStop(3);

» (73 Audio and Video

» (] Event Handlers

Insert

[ Mobile Touch Events | I.
24

If you point your pick whip to an object that doesn’t support the particular code
snippet, a circular icon with a diagonal line appears (the international “no” symbol).

Release your mouse cursor.

Since you have not yet named the Home button, a dialog box appears to allow
you to give a name to the instance. Enter home_btn for the instance name and

click OK.

Set Instance Name

The selected symbol requires an instance name.

lhcmeiblnl l

"] Don't show again

- ——————
( Cancel ) oK ,

The instance name of the Home button is added to the code.

@0

home_btn.addEventListener({lMouseEvent.CLICK,
fl_ClickToGaToAndStopAtFrame);

function

fl_ClickToGoToAndStopAtFrame

{event:MouseEvent):void

1
gotoAndStop(3);

1

Insert
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If you pointed your pick whip to an object that doesn't support the particular code
snippet, your pick whip will rebound and the code snippet will remain unmodified.

8 Highlight the blue number within the parentheses in the code.

The blue number indicates which frame of the Timeline that Flash will display
when you click on the Home button.

9 Replace the blue number with the number 1.

@0

hol 1.addEventListener(louseEvent.CLICK,
fl_ClickToGoToAndStapAtFrame),

function
fl_ClickToGoToAndStopAtFrame
{event:MouseEvent):void

gotoAndStop();

. -

I
Insert

10 Click Insert.

Flash adds the code snippet to the current keyframe on the Timeline. A flag
appears on the Timeline to let you know that the code has been added, and to
indicate where on the Timeline it’s been placed.

Timeline | Mation 5
Fotion Fdlos Code Snippet Inserted £ ——
ano J e 90 - 75

Q] content D‘:\ahell ul:labeiz
al buttons
al title

@l backgrou...

Click on the flag to open the Actions panel to view the code. You should be familiar
with the syntax since you hand-coded your restaurant buttons earlier in this lesson.
The Code Snippets panel, however, can make adding code quick and easy.

17 }/* Click to Go to F
18 cking on
19 Can be used on the
20
21
22
23
24
25 home_btn.addEventListener(MouseEvent.CLICK, fl_ClickToGoToAndStopAtFrame);
26
27  function fl_ClickToGoToAndStopAtFrame(event:MouseEvent):void
280 {
29 gotoAndstop(l);

}

~

to the specified frame in

ce the number 5 in the code below with the frame number you would like the play

30
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Code Snippets Options

Using the Code Snippets panel not only makes adding interactivity quick and
learning code easy, but it can help organize frequently used code for yourself and
for a team working on the same project. There are additional options in the Code
Snippets panel for saving your own code and sharing your code with others.

Creating your own code snippet

If you have your own ActionScript code that you'll use repeatedly, you can store it
in the Code Snippets panel and apply it in other projects easily.

1 Open the Code Snippets panel, if it isn’t already open.

2 From the Options menu at the upper right of the panel, choose Create New

Code Snippet.
Code Snippets | =
4m -
» (] Actlons Create New Code Snippet

. Edit Code Snippets XML
» ] Timeline Navigatl| PP
Delete Code Snippet
» [ Animation
£ Refresh
» [ Lead and Unload
s . Reset to Default XML
» (3 Audie and Video
Show All Warning Dialogs
» [ Event Handlers
(3 Moblle Touch Eve
= Import Code Snippets XML

[ Moblle Gesture Ey Export Code Snippets XML

» (] Moblle Actions

» ] AIR for Moblile Help...

» AR

The Create New Code Snippet dialog box appears.

3 Enter atitle in the Title field and a description in the Description field for your
new code snippet. In the Code field, enter the ActionScript you want to save.
Use the term instance_name_here for any placeholder instance names and be
sure to check the option below the Code field.

Create New Code Snippet

Title: Home function

Description: Click to return to frame 1
[
Use code selected in Actions Panel? | Auto-fill 3

instance_name_here.addEventListener(MouseEvent.CLICK, returnhome);
functien returnhome(event:MouseEvent):void|
gotoAndStop(l);

Code:

«c— = ————— =4
E Automatically replace instance_name_here when applying code snippet.
Cancel ) oK
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4 Click OK.
Your code is saved in the Code Snippets panel under a Custom folder. You can
now access your code and apply it to future projects.

il

Code Snippets |
LN

®

¥ 3 Custom
] Heme function
» (3 Actions
» ] Timeline Navigation

» (1 Animation

» (1 Load and Unload

Sharing your code snippet

Soon, you may accumulate a large library of useful code snippets that you want

to share with other developers. It’s easy to export your custom code snippets and

enable other Flash developers to import them into their own Code Snippets panel.

1 Open the Code Snippets panel, if it isn’t already open.

2 From the Options menu at the upper right of the panel, choose Export Code
Snippets XML.

il

Code Snippets |

8 L
¥ 3 Custom

L] Home functloﬁ
» (O] Actions
[ Timeline Navigati
» [ Animation
[ Load and Unload
» (] Audie and Video
» (] Event Handlers
» (3 Moblle Touch Eve|
» ] Mobile Gesture Ey

» (] Moblle Actions

|-
Create New Code Snlpue\tLl_J
Edit Code Snippets XML
Delete Code Snippet
Refresh
Reset to Default XML

Show All Warning Dialogs

Import Code Snippets XML
Export Code Snippets XML *

Help...

In the Save file dialog box that appears, choose a file name and a destination,
and click OK. All the code snippets from your Code Snippets panel (the default
ones as well as your own custom snippets) are saved in an XML file that can be

distributed to other developers on your team.
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3 To import custom code snippets, choose Import Code Snippets XML from the

Options menu in the Code Snippets panel.

Code Snippets |

8 |G
¥ 3 Custom

L] Home fum:tlcm:
» (O3 Actions
» ] Timeline Navigati
» (1 Animation
» (1] Load and Unload
» [ Audio and Video
» [ Event Handlers
» ] Moblle Touch Eve|
» (1 Moblle Gesture Ey

ETH

Create New Code Snippet
Edit Code Snippets XML
Delete Code Snippet
Refresh

Reset to Default XML
Show All Wamning Dialogs

Import Code Snippets XML
Export Code Snippets XML

Help...

» ] Moblle Actions

Choose the XML file that contains the custom snippets and click Open. Your
Code Snippets panel will now contain all the snippets from the XML file.

Playing Animation at the Destination

So far, this interactive restaurant guide works by using the gotoAndStop() com-
mand to show information in different keyframes along the Timeline. But how
would you play an animation after a user clicks a button? One way is to use the
command gotoAndPTay (), which moves the playhead to the frame number or
frame label specified by its parameter and plays from that point.

Creating transition animations

Next, you will create a short transition animation for each of the restaurant guides.
Then you’ll change your ActionScript code to direct Flash to go to each of the key-
frames and play the animation.

1 Move the playhead to the labell frame label.

TiMeLine [NGl

=l actions

ql title
&l background

labell

Dlalabeld
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2 Right-click/Ctrl-click on the instance of the restaurant information on the Stage
and choose Create Motion Tween.

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE

GABEL AND LOFFEL

CATEGORY : SWISS
OPEN :10 AM. - 10 PM.
PRICE :$3%%

& quis, egestas quis wisi. Donec ac sapien. Ut
ultricies, metus a feugiat porttitor, dolor mauris
est, quis mattis lacus ligula eu augue. Sed

torbi mi, tristique vitae, sodales eget, hendrerit
lorem ipsum dolor.

m eget purus vitae eros ornare adipiscing.
Select All
Deselect All

GABEL AND LOFFEL

Free Transform
Arrange

Flash creates a separate Tween layer for the instance so that it can proceed with
the motion tween.

TIMELINE

al content ofblabell  (lelabel2  [Jalabel3s  [[alabeld
&l buttons
4l title

al background

3 In the Properties inspector, select Alpha from the Style pull-down menu in the
Color Effect section.

4 Set the Alpha slider to 0%.

=7 COLOR EFFECT

style:
Alpha (=——— [0 |%
The instance on the Stage becomes totally transparent.
5 Move the playhead to the end of the tween span at frame 19.
6 Select the transparent instance on the Stage.
7 In the Properties inspector, set the Alpha slider to 100%.

<> COLOR EFFECT
style:

Alpha; =——| 5
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The instance is displayed at a normal opacity level. The motion tween from
frame 10 to frame 19 shows a smooth fade-in effect.

BEST of MERIDIEN

RESTAURANT GUIDE

PRODUCED BY LOCAL MAGAZINE

GABEL AND LOFFEL
I

2335 GLENDALE AVE.

TIMELIN
e 4
S content - - M| dhiabelt | aiabelz  (lalabels  glalabele
Tl buttons o+ Mo i
Tl title - 8 l 1]
ol background -8 m,

8 Create similar motion tweens for the remaining restaurants in the keyframes

labeled label2, label3, and label4.

l actions
& Layer 2
& Layer 3
# Layer 4

al content
al buttons . .
l tite o @
&l background . @

Ofe
pfslabell olabel2 blabels fslabels

EET
oo lo o fe

CATEGORY : SWISS
OPEN_:10 AM. - 10 PM.

Note: Recall that
you can use the Motion
Presets panel to save
a motion tween and
apply it to other objects
to save you time and
effort. Select the first
motion tween on the
Timeline and click Save
selection as preset. Once
saved, you can apply the
same motion tween to
another instance.
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Note: A fastand
easy way of doing
multiple replacements
is to use the Find and
Replace command in
the Actions panel. From
the options menu in
the upper-right corner,

select Find and Replace.

Using the gotoAndPlay command

The gotoAndPlay command makes the Flash playhead move to a specific frame on
the Timeline and begin playing from that point.

1 Select the first frame of the actions layer and open the Actions panel.

2 In your ActionScript code, change all the first four gotoAndStop () commands
to gotoAndPlay () commands. Leave the parameter unchanged:

e gotoAndStop("labell™); should be changed to
gotoAndPTay("label1l");

e gotoAndStop("label2"); should be changed to
gotoAndPTay("1abel2");

e gotoAndStop("label13™); should be changed to
gotoAndPTay("1abel3");

e gotoAndStop("label4™); should be changed to
gotoAndPTay("1abel4");

stop()]
gabelloffel btn.addEventListener(MouseEvent.CLICK, restaurantl);
function restaurantl(event:MouseEvent):void {
gotoAndPlay("labell");
1
garygari_btn.addEventListener(MouseEvent.CLICK, restaurantZ);
function restaurantz(event:MouseEvent):void {
gotoAndPlay( labelz");

Woo~ oL AW

}

ilpiatto_btn.addEventListener(MouseEvent.CLICK, restaurant3);

function restaurant3(event:MouseEvent):void {
gotoAndPlay("label3");

el
WNee

1

pierreplotters_btn.addEventListener{MouseEvent.CLICK, restaurant4);

function restaurant4(event:MouseEvent):void {
gotoAndPlay("label4");

[
~Non

-
oa

For each of the restaurant buttons, the ActionScript code now directs the
playhead to a particular frame label and begins playing at that point.

Make sure you keep the function for your Home button unchanged. You'll want
that function to remain a gotoAndStop () command.

Stopping the animations

If you test your movie now (Control > Test Movie > in Flash Professional), you'll see
that each button goes to its corresponding frame label and plays from that point,
but it keeps playing, showing all the remaining animations in the Timeline. The
next step is to tell Flash when to stop.

1 Select frame 19 of the actions layer, the frame just before the label2 keyframe on
the content layer.
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Right-click/Ctrl-click and choose Insert Keyframe.

A new keyframe is inserted in frame 19 of the actions layer.

TIMELINE | OUTPUT | COMP

[ som 0 d :
& Layer 2
# Layer 3
# Layer 4
& Layer 5
4 content
% buttons
Q] tide
Tl background

BE s + + ¢+ & s

h
mlabel1 Flabelz gblabels  glhlabels

=H=H=N=N3

Open the Actions panel.

The Script pane in the Actions panel is blank. Don’t panic! Your code has
not disappeared. Your code for the event listeners is on the first keyframe of
the actions layer. You have selected a new keyframe in which you will add a
stop command.

In the Script pane, enter stop(Q) ;

2P OvEGRUBT
1 stop();

If you wish, you could also use the Code Snippets panel to add the stop command.
Flash will stop playing when it reaches frame 19.
Insert keyframes at frames 29, 39, and 50.

In each of those keyframes, add a stop command in the Actions panel. Tip: If youwanta
quick and easy way to
duplicate the keyframe

L - mbi 5 10 15 20 25 30 35 40 45 P h

BT F S S ; containing the stop

B Layer 2 .+ B e i command, hold down

2 Layer 3 A o | the Alt/Option key while

2 Layer 4 oo @ e 2 .

& Layer 5 | Bl you move it to a new

l content =N mhlabell hlabel2 o5 label3 mllabels location on the Timeline.

4l buttons v+« M

Tl title @ H.

5l background @ Wl

Test your movie by choosing Control > Test Movie > in Flash Professional.

Each button takes you to a different keyframe and plays a short fade-in
animation. At the end of the animation, the movie stops and waits for the
viewer to click the Home button.
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Animated Buttons

Currently, when you hover your mouse cursor over one of the restaurant buttons,
the gray additional information box suddenly appears. But imagine if that gray
information box were animated. It would give more life and sophistication to the
interaction between the user and the button.

Animated buttons display an animation in the Up, Over, or Down keyframes.
The key to creating an animated button is to create an animation inside a movie
clip symbol, and then place that movie clip symbol inside the Up, Over, or Down
keyframes of a button symbol. When one of those button keyframes is displayed,
the animation in the movie clip plays.

Creating the animation in a movie clip symbol

Your button symbols in this interactive restaurant guide already contain a movie
clip symbol of a gray information box in their Over states. You will edit each movie
clip symbol to add an animation inside it.

1 Inthe Library panel, expand the restaurant previews folder. Double-click the
movie clip symbol icon for gabel loffel over info.

Flash puts you in symbol-editing mode for the movie clip symbol called gabel
loffel over info.

%' 06_workingcopy.fla = =

=] % Scene 1 gabel loffel over info

Giet out your Lederhosen!

@ mozre

2 Select all the visual elements on the Stage (Ctrl/Command+A).

3 Right-click/Ctrl-click and choose Create Motion Tween.

% 06_workingcopy.fla® = = -

! % Scene 1 gabel loffel over info

Create Shape Tween

Cut

Copy
Paste
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4 In the dialog box that appears asking for confirmation to convert the selection
to a symbol, click OK.

Flash creates a Tween layer and adds one second worth of frames to the movie
clip Timeline.

“weun | outeur | cowpneneons | womoweorror |

5 Drag the end of the tween span back so the Timeline only has 10 frames.

rmeune | oureur | conpnsnersons |wonoweoron]

6 Move the playhead to frame 1 and select the instance on the Stage.

7 In the Properties inspector, select Alpha from the Style pull-down menu in the
Color Effect section and set the Alpha slider to 0%.

The instance on the Stage becomes totally transparent.
8 Move the playhead to the end of the tween span at frame 10.
9 Select the transparent instance on the Stage.
10 In the Properties inspector, set the Alpha slider to 100%.

Flash creates a smooth transition between the transparent and opaque instance
in the 10 frame tween span.

11 Insert a new layer and rename it actions.

12 Insert a new keyframe in the last frame (frame 10) of the actions layer.

e | outnut | coupneneanons | womoweorror |

& Layer 1

13 Open the Actions panel (Window > Actions) and enter stop() ; in the Script pane.

Adding the stop action in the last frame ensures that the fade-in effect plays
only once.

14 Exit symbol-editing mode by clicking the Scene 1 button above the Stage.
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Note: If you want
an animated button to
repeat its animation,
leave out the stop
command at the end of

the movie clip’s Timeline.

15 Choose Control > Test Movie > in Flash Professional.

When your mouse cursor hovers over the first restaurant button, the gray
information box fades in. The motion tween inside the movie clip symbol plays
the fade-in effect, and the movie clip symbol is placed in the Over state of the
button symbol.

BEST of MERIDIEN

RESTAURANT GU

PRODUCED BY LOCAL MAGAZINE

‘Gl our your Lederhosen!

&

(2) MoRs

16 Create identical motion tweens for the other gray information box movie clips
so that all the restaurant buttons are animated.
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Review Questions

1 How and where do you add ActionScript code?

How do you name an instance, and why is it necessary?
How can you label frames, and when is it useful?

What is a function?

What is an event? What is an event listener?

A unn A W N

How do you create an animated button?

Review Answers

1 ActionScript code resides in keyframes on the Timeline. Keyframes that contain
ActionScript are indicated by a small lowercase “a” You add ActionScript through
the Actions panel. Choose Window > Actions, or select a keyframe and click the
ActionScript panel icon in the Properties inspector, or right-click/Ctrl-click and
select Actions. You enter code directly in the Script pane in the Actions panel, or you
can select commands from the categories in the Actions toolbox. You can also add

ActionScript through the Code Snippets panel.

2 To name an instance, select it on the Stage, and then type in the Instance Name field
in the Properties inspector. You need to name an instance so that ActionScript can
identify it with code.

3 To label a frame, select a keyframe on the Timeline, and then type a name in the Frame
Label box in the Properties inspector. You can label frames in Flash to make it easier to
reference frames in ActionScript and to give you more flexibility.

4 A function is a group of statements that you can refer to by name. Using a function makes
it possible to run the same set of statements without having to type them repeatedly into
the same script. When an event is detected, a function is executed in response.

5 An event is an occurrence that is initiated by a button click, a keystroke, or any
number of inputs that Flash can detect and respond to. An event listener, also called
an event handler, is a function that is executed in response to specific events.

6 Animated buttons display an animation in the Up, Over, or Down keyframes. To create
an animated button, make an animation inside a movie clip symbol, and then place that
movie clip symbol inside the Up, Over, or Down keyframes of a button symbol. When
one of those button keyframes is displayed, the animation in the movie clip plays.
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USING TEXT

Lesson Overview

In this lesson, yow'll learn how to do the following:
e Understand the difference between Classic and TLF Text
* Add and edit text on the Stage

e Apply style and formatting options to text

e Create text with multiple columns

e Create text that wraps around objects

e Add hyperlinks to text

e Use editable text for user input

e Dynamically change text content

e Embed fonts and understand device fonts

e Load external text

If needed, remove the previous lesson folder from your hard drive and
copy the Lesson07 folder onto it.

This lesson will take approximately two and a half hours to complete.
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198 7" Avenue, South Slope

Rooms: 3
Beds: 1
Baths: 1

Biep into this gracious , one bedroom apariment and
ediately feel at home. It has an open, renovated

citchen that leads into a separate dining alcove perfect

for entertaining. The bedroom is large enough for

size bed and much more! There is also a large walk-in

oors, windows
lin every room,
land great closet

Type: Coop
Doorman: yes
Approx. SqFt: 1,100

th a refleciing poo
and a grassy recreation area. Many units feature outdoor

the Meridien skyline and
Hightail Park. Amenities
package includes
underground deeded parking,
doorman, concierge services,
a fitness center, refrigerated [
‘resh Direct storage, and pet sitting services.

Location! Location! Location! Close to the red and

green line subway and a short walk to Hilltop Shopping
Center. Experience Meridien modern living at its finest.

MORTGAGE CALCULATOR

Words are integral to any Flash site. Learn how to
use the Text Layout Framework to create titles,
sophisticated layouts, and dynamic text content
that can change to suit different situations.

Calculate

weaignopent 31V1S3 TVIY NIIAIRITN
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Getting Started

To begin, view the finished project to see the different kinds of text elements that

you'll create in this lesson.

1 Double-click the 07End.html file in the Lesson07/07End folder to play the

animation.

3764 Cobble Hill Way, Docksides

This mint Designer Dream Three Bedroom/Two and half
Bath boasts an abundance of pre-war detail. The
spacious living reom is generously sunlit through South
facing restored casement windows, and features a built-
in window-seat bordered by custom bookshelves and
illuminated by overhead recessed lighting. The dining

specially built
comer banquet,
complete with
additional
storage. A
generously sized

Rooms: 5 Type: Condo Price: $780,000
Beds: 3 Doorman: yes Maint/CC: $650
Baths: 2.5 Approx.SqFt: 2,600

and includes two deep closets. The second bedroom has
North facing windows, its own walk-in closet and a wall
of tailor-made closets and drawers. The windowed
bathroom boasts subway
tiled walls, a classic black
and white tile floor, and a
large linen closet. The
enlarged windowed kitchen
features upgraded stainless
appliances, including a built-
in Jenn-Air refrigerator/freezer; showcases black
granite countertops, custom wood and glass cabinetry,
and pocketed French doors. Beamed ceilings, ebony

master bedroom
also enjoys South
facing windows

hardwood planked floors, and a classic layout finish this
fine Tudor home.

et 31V1S3T VI NIIAIREIN

ABOUT THE NEIGHBORHOOD MORTGAGE CALCULATOR

Lorem ipsum dolor sit amet, ‘placerat felis. In elit dolor, laoreet
consectetur adipiscing elit. Sednon  imperdiet sagittis ut
r e e e

 arcu, ac. it
: us. Phasellus in risus lorem, vel

magna
tristique. Morbi vitae eros sed

The finished project is an interactive real estate site for the imaginary city

of Meridien, whose restaurant guide you completed in the previous lesson.
Viewers can read about the featured property and its neighborhood or

figure out how much they can afford to pay every month using the mortgage
calculator at the bottom right. Enter a new rate, a new value for the percent
down, and click the Calculate button to display the estimated monthly payment.

2 Close the 07End.html file.



3 Double-click the 07Start.fla file in the Lesson07/07Start folder to open the initial
project file in Flash.

The Stage already includes some simple design elements to divide the space,
with several assets already created and stored in the Library panel.

4 Choose File > Save As. Name the file 07_workingcopy.fla and save it in the
07Start folder. Saving a working copy ensures that the original Start file will be
available if you want to start over.

Understanding TLF Text

Flash Professional CS6 uses two different text options. When you choose the Text
tool (| T ) in the Tools panel to add text to the Stage, you choose either TLF Text or
Classic Text.

PROPERTIES

Text Tool
v TLF Text |

Classic Text Z‘
L J

=7 CHARACTER
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TLF text stands for Text Layout Framework, and is a more recent and more power-
ful text engine. Choose TLF Text when you want to use more sophisticated controls
for text formatting such as multiple columns or wrap-around text. You'll learn
many of the features unique to TLF Text in this lesson. Choose Classic Text when
you don’t need that degree of layout control or if you need to target an older ver-
sion of the Flash Player.

TLF Text depends on a specific external ActionScript library to function properly.
When you test a movie or publish a movie that contains TLF Text, an additional
Text Layout SWZ file () is created next to your SWF file. The SWZ file is the
external ActionScript library that supports TLF Text.

When a SWF file that contains TLF Text is playing from the Web, the SWF looks
for the library in a couple of different locations. The SWF looks for the library on
the local computer it is playing on, where the library is usually cached from normal
Internet usage. The SWF also looks on Adobe.com for the library file, and if that
fails, looks in the same directory as the SWF.

You should always keep the SWZ file with your SWF file so the TLF Text features
work properly when you test your movies locally. You should also have the SWZ file
accompany your SWF file when you upload it to your Web server, just to be safe.

Merging the TLF Text library

If you don’t want to maintain the separate SWZ file, you can merge the required
ActionScript library with your SWF file. However, doing so adds substantially to
the size of your published SWF file and is not recommended.

1 Choose File > Publish Settings. Click the Flash format from the left and
choose Settings for ActionScript 3.0. You can also click the Edit button next to
ActionScript settings in the Properties inspector.

Publish Settings Document

H

Profile: | Default 1] €3 | Target:| Flash Player 11.2 | > 07_workingcopy.fla e
Script: [ ActionScript 3.0 =] [a < PUBLISH %
; Profile: Default 53
PUBLISH Publish Settings...

Output file: [ 07_workingcapy.swi 1] 3

[ Flash (.swh) Target: [ Flash Player 11.2 |-
[ swc JPEG Quality: 80 T
OTHER FORMATS [ Enable JPEG deblocking Seript: [ ActionScript 3.0 =[] 1N
[ HTML Wrapper e s
Audio stream: MP3, 16 kbps, Mono Class: [ |Edit ActionScript settings
[ GIF Image 1Ek

The Advanced ActionScript 3.0 Settings dialog box opens.



Click on the Library path tab.

Advanced ActionScript 3.0 Settings

Document class:

Export classes in frame:

Errors: [¥] Strict Mode
[¥ Warnings Mode

<
N

Stage: [¥] Automatically declare stage instances

Dialect: | ActionScript 3.0 (Recommended) | = |

l Source path ]l Library path %‘I Config constan J

SWC files or folders containing SWC files
@+ -H=E1+ 3

» (= S{AppConfig)/ActionScript 3.0/libs
=
b | F| textlLayout.swc - ${AppConfig)/ActionScript 3.0/libs/11.0

a1 ¥

Runtime Shared Library Settings

Default linkage: | Runtime shared library (RSL) | v |

Preloader method: | Preloader SWF I~]

Preloader SWF: | $(AppConfig)/ActionScript 3.0

Click the arrow next to the textLayout.swc listing in the display window.

The arrow points downward, expanding the information about the TLF Text
feature. Note that the Link Type shows that the file uses a runtime shared
library, and the URL for the library is on Adobe.com.

Source path Library path “ Config cons 3 |

SWC files or folders containing SWC files
@+ -+ 8
> (= SlAppConfig)/ActionScript 3.0/libs il
r =
v £ textlayout.swe - S{AppConfig)ActionScript 3.0/libs/11.0
=, Feature: TLF Text
&2 Link Type: Uses default (Runtime shared library)

» (g RSLURL: http:{/fpdownload.adobe.com/pub/swz/tiff2.0.
Palicy File URL: htlp:,i.ifpdownluad.adube.cum;’pubf&wz;‘(ri

In the Runtime Shared Library Settings section, choose Merged into code for
the Default linkage.

Runtime Shared Library Settings

Default linkage: %‘

Preloader methodi Runtime shared library (RSL)

v Merged into code
Preloader SWF;
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Note: You can break
apart text (Modify >
Break Apart) to convert
each letter into separate
drawing objects whose
stroke and fill you can
modify. However, once
broken apart, your
text will no longer
be editable.

252 LESSON 7 Using Text

The Link Type changes to Merged into code.

» [ S(AppConfig)/ActionScript 3.0/libs

[ =

w Iél textLayout.swe - ${AppConfig)/ActionScript 3.0/libs/11.0
=, Feature: TLF Text
== |ink Type: Uses default (Merged into code)
(g RSLURL: (n/a)

The current Flash file will merge the TLF Text ActionScript library into the
published SWF if you click OK to accept these settings. For the project in this
lesson, do not merge the code. Click Cancel to leave the default setting, Link
Type as a Runtime Shared Library.

Adding Simple Text

You'll start by adding simple, single lines of text for display. Add text to the Stage
using the Text tool in the Tools panel. When you add text, whether TLF Text or
Classic Text, the text remains fully editable. So at any point after you create your
text, you can return to it and change it or any of its properties, such as its color,
font, size, or alignment.

As with other Flash elements, it’s best to separate text on its own layer to keep your
layers organized. Having text on its own layer also makes it easy to select, move, or
edit your text without disturbing the items in the layers below or above it.

Adding the titles

You'll add titles to various sections of the real estate site and learn about the
different formatting and style options.

1 Select the banner layer and click the New Layer button. Rename it text.

TIMELINE |

.
5

@l banner
Wl calculator
% background

2 Select the Text tool.



3 In the Properties inspector, select TLF Text and Read Only. In the Character
section, choose Times New Roman for Family, Bold for Style, 20.0 for Size, 14.0
pt for Leading, and black for Color.

PROPERTIES

Text Tool
ds [ TLF Text Ix

q

Read Only | -

+r CHARACTER

Family |TimEs New Roman ‘ b ‘
|

Style: [Bold | ][ Embed...

Size: 20.0px Leading: 14.0
Color: [ Tracking: 0
Highlight: [_—"| M Auto kern

Anti-alias: [ Readability I=]

Rotation:

Margins: 4|2 0,0 px
Indent: £ 0.0 px

Spacing: "E 0,0 px 4= 00px

Text Justify: | Word spacing |v|

You may choose a similar font if Times New Roman is unavailable on your
computer. For TLF Text, you have the option of choosing Read Only, Selectable,
or Editable.

PROPERTIES

Text Tool

[ TLF Text 1]
v Read Only  [I=]
—mne  Selectable F——"+
CHARACT|
e Editable
Family: | imes wew xoman -
Style: [Bold ][ Embed... |

¢ Read Only displays text that can’t be selected or edited by the end user.
¢ Selectable displays text that the user can select to copy.

¢ Editable displays text that the user can select and edit. Use the Editable
option for text input fields, such as login and passwords. You'll use the
Editable option later in this lesson to create the Mortgage Calculator.

4 Click the top-left corner of the Stage where you want to begin adding text.
Begin entering the address of the featured property, 198 7th Avenue, South
Slope. Exit the Text tool by choosing the Selection tool.

{198 7th Avenue, South Slopet
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Note: The registration
of text is at the top-left
corner of the text box.

Note: You can also
click and drag with the
Text tool to define a
text box at a set width
and height. You can
always change the
dimensions of the text
box to accommodate
your text.
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5 In the Properties inspector, position the text at X=90 and Y=10.

6 Deselect the text by clicking on another part of the Stage and choose the Text

tool again.

In the Properties inspector, select TLF Text and Read Only. In the Character
section, choose Times New Roman for Family, Bold for Style, 12.0 for Size, 12.0
pt for Leading, and white for Color.

PROPERTIES

Text Tool
4 [ TLF Text 1]

Read Only

> CHARACTER

Family: [Times New Roman =]
style: [Bold [ ][ Embed... |
Size: 12 0px Leading pt v

Color: [ | Tracking: 0
Highlight: ™ Auto kern

Anti-alias: [ Readability I=]

Rotation: | Auto | ¥ | L ]y

= PARAGRAPH

align: E[E[Z]

Margins: 4| 0.0 px Z 0.0px
Indent:
Spacing: "2 0.0 px = DO0px
Text Justify: | Word spacing | v |

Click on the dark green banner to place the beginning of your next piece of text
and enter the section title About the Neighborhood.

About the Neighburlloud

Create a third piece of text at the top of the dark brown area with the section
title Mortgage Calculator.

Mortgage Calculator




10 Position the About the Neighborhood title at X=70 and Y=460. Position the

Mortgage Calculator title at X=480 and Y=460.

About the Neighborhood

198 7th Avenue, South Slope

Creating vertical text

Calculate

Although vertical text is not common, it can be useful for unusual displays. For
many Asian languages, vertical text is essential to display them correctly. In this
lesson, you'll use a vertical orientation for the overall banner title.

1 Deselect any selected text and choose the Text tool.

2 In the Properties inspector, select TLF Text and Read Only. In the Character
section, choose Arial Narrow for Family, Regular for Style, 38.0 for Size, and

white for Color.

Text Tool

PROPERTIES.

T [ TLF Text Ed
(i
w7 CHARACTER
Family: ‘Afiﬂl Narrow | - |
Style: [Regular [ ][ Embed... |

Size: 38.0px Leading: 17.2
Color: [ | Tracking: 0
Highlight: [ | & Auto kern

Anti-alias: [ Readability =]
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3 From the orientation pull-down menu, choose Vertical.

PROPERTIES | LIBRARY |

Text Tool &
[ TLF Text -] ?
[Readonly | Horizontal
> CHARACTER
Family: [Arial Narrow =] i
Style: [Regular [ ][ Embed... | %
Note: In the 4 Click on the black vertical banner to place the beginning of your text and enter
Character section of the the banner title Meridien Real Estate Live Your Dream.

Properties inspector,
you can choose 270° to
change the orientation
of the individual
characters as well as the
lines of text.

BaJ(] INOA BAIT 9)B)ST |eay UsIpLa|\

Modifying characters

Use the Character and Advanced Character options in the Properties inspector to
modify the way your text appears. You've already used different colors, font fami-
lies, font sizes, and orientations. Now you’ll explore some less obvious options.

1 Double-click the top address and select the “th” characters.

{198 7th Avenue, South Slope;
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2 In the Character section of the Properties inspector, select the Superscript option.

< CHARACTER [4]
Family: [Times New Roman [=]
Style: [Bold [ ][ Embed... |

:

Highlight: [ ] & Auto kern

Anti-allas: | Readability

I~]

Rotation: | Auto [+ l;“i”%m‘

=7 ADVANCED CHARACTER

Link: | |

The “th” becomes smaller and is raised from the baseline as a superscript.

198 7" Avenue, South Slope]

3 Exit the Text tool by selecting the Selection tool, and click an empty part of the
Stage to deselect the text.

Hold down the Shift key and select the bottom two text titles, About the
Neighborhood and Mortgage Calculator.

About the Neighborhood

Mortgage Calculator

5 Inthe Advanced Character section of the Properties inspector, choose Upper
Case from the Case menu.

<> ADVANCED CHARACTER ;
Link: [ | &‘
Target: | | = | j
i Default
Digit v Upper Case
'\ Lower Case
Digit Wi{

Caps to Small Caps
Ligay  Lower Case to Small Caps |

Break:

ssseine s 00 &

The characters in the two selected bottom titles change to all uppercase.

ABOUT THE NEIGHBORHOOD MORTGAGE CALCULATOR
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6 Double-click the vertical banner text and select the words Meridien Real Estate.

Al

BaJ(] INOA OAI 9)e)ST |eay uaipua

7 In the Advanced Character section of the Properties inspector, choose Upper
Case from the Case menu.

The selected words in the banner title change to all uppercase.

23l INCA 8AIT J1VISS TvV3H NIIAIHTIN
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Select the last three words of the banner title, Live Your Dream.

In the Properties inspector, change the font size to 22 and Baseline Shift to 6.0.

PROPERTIES.

[dnstance Name: |

[ TLF Text [*]
< CHARACTER =]
Family: ‘A'ial Narrow | b |

style: [Reqular ¥ || Embed...
eading: 17.2

Color. Tracking: 0
Highlight: [ "] & Auto kern

Anti-alias: [ Readability B3|

Rotation: [auwte |+  [IT|[FE][T][T]
» ADVANCED CHARACTER

Link:
Target: . v
Digit Case
D
Break: | Auto I
Baseline Shift: 6.0 pt | »
Locale: | English |+

The selected words in the banner title become smaller and are shifted upward
from their baseline. The variations in size and baseline shift in the banner title

create a more pleasing design.
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260 LESSON 7 Using Text

Adding Multiple Columns

Now you’ll add the text description of the property and some details about the
neighborhood. The text will appear in different columns. For the property details,
you'll add a three-column text description, and for the neighborhood, you'll add a
two-column text description.

1 Deselect any selected text and choose the Text tool.

2 In the Properties inspector, select TLF Text and Read Only. In the Character
section, choose Times New Roman for Family, Bold for Style, 14.0 for Size,
16.0 pt for Leading, and black for Color. Make sure you switch back to
horizontal text.

PROPERTIES

Text Tool

T | TLF Text I
Read Only liw N
= CHARACTER
Family: [Times New Roman [=]
Style: [Bold [ = ][ Embed... |

Size: 14.0px Leading: 16,0
Color: [l Tracking: 0

Highlight: [ | M Auto kern

Anti-alias: | Readability %5

3 Click on the top horizontal banner below the address and drag out a long text
box to define the width and height of the text.

o E | S - -

% i

4 In the Container and Flow section of the Properties inspector, enter 3 for the
Columns option.

= CONTAINER AND FLOW
Max chare: EEEE
AH 20,0 px
Padding: L: 2.0 px R:2.0px
€ T:20px B:2.0px
B o g PR o ]
1st Line Offset

Your selected text box becomes enabled to display three columns.



5 Enter text in the text box that provides details of this hypothetical property,
such as the number of rooms, number of beds, and so on. Press Return
or Enter after each line. You can copy the information from the text file
07SampleRealEstateText1.txt in the 07Start folder.

108 7th A Santh Slana

N N LA
¥
looms: 3 Type: Coop Price: $350,000
eds: 1 Doorman: yes Maint/CC: $500
Baths: 1 Approx. SqFt: 1,100 9

The text is displayed in three columns. As text in the first column reaches the
bottom of the text box, the next line appears at the top of the next column.

6 Exit the Text tool by choosing the Selection tool, and click an empty part of the
Stage to deselect the text.

7 Select the Text tool again. Now you'll create the text for the About the
Neighborhood section.

8 In the Properties inspector, select TLF Text and Read Only. In the Character
section, choose Times New Roman for Family, Regular for Style, 12.0 for Size,
12.0 pt for Leading, and black for Color.

PROPERTIES

Text Tool
T [ TLF Text e

7=
{

Read Only | = -

+r CHARACTER

Family: [Times New Roman [=

|
Style: [Regular [ ][ Embed... |

Size: 12.0px Leading: 12.0
Color - Tracking: 0
Highlight: [ ] M Auto kern

9 Click on the bottom green bar below the About the Neighborhood title and
drag out a text box so that it takes up most of the light green space.

10 In the Container and Flow section of the Properties .. conraner ano row L
inspector, enter 2 for the Columns option. Behavior: [Multiine [+
Your selected text box becomes enabled to display , %ELEE
two columns. Padding: L: 2.0 px R: 2.0 px

€3 T:20px B: 2.0 px
2 [ —apr &[]
1st Line Offset:
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Note: Inthe 11 Open the text file 07SampleRealEstateText1.txt in the 07Start folder if it’s not
Container and Flow already open. Copy the Latin placeholder text in the About the Neighborhood
section of the Properties
inspector, you can
also modify the gutter,
the space between
columns, and the

section and paste it into the two-column text box.

['Ii.uram ipsum dolor sit amet, pharetra ut augue. Morbi laoreet
onsectetur adipiscing elit. Sed non rthoncus commede. Nullam sit amet

. eros elit, non molestie turpis. luctus enim. Praesent dictum
paddlng betWeen the Nullam ut ipsum arcu, ac placerat consequat varius. Phasellus in risus
. ectus. Sed in purus nec magna O lorem, vel lacinia magna. [nteger
text and the boundaries tempor tristique. Morbi vitae eros mauris velit, vulputate a sodales ut,
nibh, sed placerat felis. In elit dolor, condimentum et lectus. Duis sed
of the text box to help laoreet imperdiet sagittis eu, dapibus erat. E.I.]

you get the exact text
layout you desire.
The text is displayed in two columns. As text in the first column reaches the

bottom of the text box, the next line appears at the top of the next column.

Modifying the text box

If your text doesn't entirely fit in its text box, Flash displays a red cross at the
bottom-right corner. The red cross means there is overflow text that is not visible.

ABOUT THE NEIGHBORHOOD

ﬂ:mm ipsum dolor sit amet, laoreet imperdiet sagittis eu,
msectetur adipiscing elit. Sed non pharetra ut augue. Morbi laoreet
eros elit, non malestie terpis, thoneus commodo. Nullam sit amet
GNullam ut ipsum arcy, ac placerat luctus enim. Praesent dictum
lectus. Sed in purus nec magna consequat varius, Phasellus
tempor tristique. Morb: vitae eros lorem, vel lacinia magna. Integ
nibh, sed placerat felis. [n elit dolor, maurss velit, vulputate a s &5

el lectys Dhiis sed

To see more of the text, you can enlarge the text box.
1 Select the Text tool or the Selection tool.

2 Move your mouse cursor over one of the solid blue squares surrounding the
text box.

Your mouse cursor changes to a double-headed arrow, indicating the direction
in which you can modify the size of the text box.

Note: You can also 3 Click and drag to make the text box wider or taller to fit the text.
resize a text box by
entering new Width and ABOUT THE NEIGHBORHOOD
Height values in the
Properties inspector.
However, do not resize
a text box with the
Transform panel or the
Free Transform tool.

Doing so will squash or The text box gets resized, and the text reflows to accommodate the new
stretch the contents of dimensions.

the text box and distort

the text.
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Using the Tab Ruler

All TLF text boxes that you place on the Stage include a ruler at their top edges.
The ruler measures the left and right margins and indents, as well as tab stops. To
view the ruler, double-click a TLF text box or select the Text tool and click in a TLF
text box to begin editing. You can toggle to view or to hide the ruler by choosing
Text > TLF Tab Ruler.

Next, you'll use the TLF Tab Ruler to modify margins, indents, and tab stops.
1 Double-click the text box if it isn’t already selected.

The TLF Tab Ruler is displayed at the top edge of the text box, above either the
left or the right column, depending on where your mouse cursor is positioned.
The TLF Tab Ruler measurements are in pixels.

2 Drag the left margin indicator (solid black triangle) along the TLF Tab Ruler.

O 166/ 150!
~—~/m ipsum doler sit amet, imperdiet sagittis eu, pharetra ut

consectetur adipiscing elit. Sed a2ugue. Morbi laoreet rhoncus

non eros elit, non molestie commodo. Nullam sit amet

turpis. Nullam ut ipsum arcu, ac luctus enim. Praesent dictum
placerat lectus. Sed in purus nec O consequat varius. Phasellus in
magna tempor tristigue. Morbi risus lorem, vel lacinia magna.
vitae eros nibh, sed placerat Integer mauris velit, vulputate a
felis. In elit dolor, laorest .Isudatas ut, cengiimerlllum et B

The margins for the text increase. The margins are determined for each
paragraph. If there were paragraph breaks in your text box, you'd see the margin
for only the selected paragraph change.

o 100 130
£+
Lorem ipsum doler sit amet, laoreet imperdiet sagittis ew,
consectetur adipiscing elit. Sed pharetra ut augue. Morbi laoreet

non eros elit, non molestie turpis]  rhoncus commede. Nullam sit amet
luctus enim. Praesent dictum
~ullam ut ipsum arcu, ac placerat o consequat varius. Phasellus in risus
lectus. Sed in purus nec magna lorem, vel lacinia magna. Integer
tempor tristigue. Morbi vitae eros mauris velit, vulputate a sodales ut,
nibh, sed placerat felis. In elit dolor, gund;menlum et lectus. Duis sed H

Notice how the margin values change in the Properties inspector as well. Move
the margin indicator back to its original position after you finish exploring how
it works.

3 You can split the left margin indicator to establish the indent amount for the
first line of new paragraphs. To see the indents, press the Return or Enter key to
create a few new paragraphs in the text.

4 Click inside the TLF Tab Ruler.

Flash creates a tab stop.

'm 100 150'

anm dolor sit amet, laoreet Imperdiet sagittis eu,
onsectetur adipiscing elit. Sed non pharetra ut augue. Merbi laoreet
eros elit, non molestie urpis. rhoneus commodas,
Pullam ut ipsum arcu, ac placerat O Nullam sit amet lueras enim.
lectus. Sed in purus nec magna Praesent dictum consequat varius.
tempor tristique. Morbi vitae eros Phasellus in risus lorem, vel lacinia
nibh, sed placerar felis. In elit dolor, magna. Integer mauris velit,

Note: If you have
multiple paragraphs
and you want to change
the margins for the
entire contents of the
text box, choose Edit >
Select All, or use the
mouse to first select all
the text before moving
the margin indicator.
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Note: Drag the tab
stop off the ruler to
delete it.

Note: Linked text
boxes are also referred
to as “threaded text
containers.”

264 LESSON 7 Using Text

5 Drag the tab stop along the ruler to move the position of the tab.

6 To see the effects of the tab stop, press the Tab key when your cursor is in front
of new paragraphs.

Flash indents the text to the next tab stop on the TLF Tab Ruler.

100 150
£
[5 Lorem ipsum dolor sit amet,
onsectetur adipiscing elit. Sed non
eros elit, non molestie mrpis.

Mullam ut ipsum arcu, ac placerat O
lectus. Sed in purus nec magna

tempor tristique. Morbi vitae eros

nibh, sed placerar felis. In elit dalor,

Wrapping Text

Long passages of text are visually boring. Instead, if you can wrap text around pho-
tographs or graphic elements, you create more visual interest and a more pleasing
design. Take a look at any magazine in print or online, and you'll see how text flows
around photos to help integrate the elements on the page.

In this section, you'll add some graphic elements to the real estate site—an ani-
mated slide show and a photo of the real estate agent—and create text that wraps
around them both. You create wrapping text by linking separate text boxes. Text
will flow from one text box to another as if in a single container.

Adding the graphics

The animated slide show and the graphic of the real estate agent have already been
created and are in the Library panel for you to use.

1 Inserta new layer and rename it images. Drag the images layer under the
banner layer.

2 In the Library panel, select the photos movie clip symbol.

14 items Q2

Name | Linkage
banner_black

[i] banner_skyline

[a bitmaps

& calculate

contact

photos

Symbol 2

Symbol 3

Symbol 4

v




3 Drag the photos movie clip symbol from the Library panel to the Stage. Position
the movie clip instance at X=0 and Y=230.

198 7™ Avenue, South Slope

Rooms: 3 Type: Coop Price: §350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SqFt: 1,100

MORTGAGE CALCULATOR

weaigunoaen1 JIVIST TVIY NIIARIIW

Caleculate

The movie clip contains motion tweens of several photographs fading in and
out. A movie clip’s animation is independent of the main Timeline and plays
only when you test the movie (Control > Test Movie > in Flash Professional).

4 In the Library panel, drag the contact movie clip symbol from the Library panel
to the Stage. Position the contact movie clip instance at X=620 and Y=175.

198 7" Avenue, South Slope

Rooms: 3 Type: Coop Price: §350,000
Beds: 1 Doorman: yes Maint/CC: $500
Baths: 1 Approx. SgFt: 1,100

MORTGAGE CALCULATOR
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Calculate

The movie clip of the real estate agent and her contact information is a simple
static graphic.
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Linking the text boxes
Now you'll arrange several linked text boxes around the graphic elements.
1 Select the Text tool.

2 In the Properties inspector, select TLF Text and Read Only. In the Character
section, choose Times New Roman for Family, Regular for Style, 14.0 for Size,
20.0 pt for Leading, and black for Color.

PROPERTIES

Text Tool

[ TLF Text B2

Read Only | =

]

4

=» CHARACTER

Family: [Times New Roman *]
|

Style: [Regular [+ ][ Embed...

Size: 14.0 px Leading: 20.0
Color: [l Tracking: 0
Highlight: ™ Auto kern

Anti-alias: [ Readability I~]

3 Click and drag out the first text box that takes up the space above the photo of
the bedroom and whose right edge extends to about the middle of the Stage.
Don’t worry about precise placement at this point because you can always
adjust the size and location of your text box.

Your first text box is created.

198 7™ Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SqFt: 1,100

+
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Click on the lower-right corner of your text box.

Your cursor changes to an icon of the corner of a text box (%

Click and drag out your second text box just to the right of the photos movie @ Note: If you simply

clip instance. click on the Stage to
define your next linked

198 7" Avenue, South Slope text box, Flash creates a
Rooms: 3 Type: Coop ey .tex'F box that is |dgnt|cal
Beds: 1 Doorman: yes Maint/CC: $500 in size to the previous
! ST L text box.

,,,,,,,,,,,,,,, b

When you release your mouse cursor, your second text box becomes linked to
the first text box. A blue line that connects the first to the second represents
the linkage.

198 7" Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SqFt: 1,100
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6 Click on the empty box on the lower-right corner of your second text box; then click
and drag out your third text box above the real estate agent contact information

198 7 Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: $500
Baths: 1 Approx. SqFt: 1,100

?

7 Continue creating linked text boxes until you have five boxes that flow around
the photo and real estate agent.

198 7" Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: $500
Baths: 1 Approx. SqFt: 1,100

“T
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Adding content to the linked text boxes

Next, add text to your linked text boxes. Begin with the first text box, and as text
reaches the limit of one box, it will automatically flow into the next.

already open.

Copy the description of the property.

1 Open the file 07SampleRealEstateText1.txt from the 07Start folder if it’s not

Double-click the first text box on the Stage and paste the text.

immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
ffor entertaining. The bedroom is large enough for a king
gize bed and much more! There is also a large walk-in

“ utiul woo!
. f?/ _ T oors, windows
- fin every room,
pnd great closet
space make this a
must see!

{Avalon Green is
g unique vision
| fearuring two

198 7™ Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000

Beds: 1 Doorman: yes Maint/CC: §500

Baths: 1 Approx. SqFt: 1,100

Tep Ao Tis gracious , one O apartment an cparaicd by a manicured garden with a reflecting poo

gloset in the bedroom. True dining alcove, high ceﬂings,l:';‘

tasteful hujlrh'ng%-

d a grassy recreation area. Many units feature outdoor
ace-either a private terrace or balcony-to take in the

the Meridien skyline and
Hightail Park. Amenities
package includes

underground deeded parking,
doorman, concierge services,
a fitness center, refrigerated

5 resh Direct storage, and pet sitting services.
Location! Location! Location! Close to the red and

green line subway and a short walk to Hilltop Shopping
(Center. Experience Meridien modern living at its finest.

Click on the Stage outside the text boxes to deselect them and view how your
text appears as it wraps around the graphics. Adjust the size or location to

finesse the way your text flows from one box to the next.

Step into this gracious , one bedroom apartment and
immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
size bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceilings,

4 “ beautiful wood
floors, windows
in every room,
and great closet
space make this a
must see!

Avalon Green is
a unique vision

" featuring two
tasteful buildings

198 7" Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SqFt: 1,100

separated by a manicured garden with a reflecting pool
and a grassy recreation area. Many units feature outdoor
space-either a private terrace or balcony-to take in the
views of the garden, the lake,
the Meridien skyline and
Hightail Park. Amenities
package includes
underground deeded parking,
doorman, concierge services,
a fitness center, refrigerated

Fresh Direct storage, and pet sitting services.

Location! Location! Location! Close to the red and
green line subway and a short walk to Hilltop Shopping
Center. Experience Meridien modern living at its finest.

Note: Treat the
linked text boxes as
if they were a single
container. As you add,
delete, and edit text,
the contents reflow to
fit. You can select all
(Edit > Select All), and
the contents of all the
linked text boxes will
be selected.
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Deleting and inserting text boxes

If you need to edit the way the text flows, you can always delete linked text boxes or
add new ones, and the linkages between the existing ones will be maintained.

1 With the Selection tool, select the second linked text box.

198 7™ Avenue, South Slope
Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SqFt: 1,100
Tep into this gracious , one T apartment an cparated by a manic garden with a reflecting poo
immediately feel at home. It has an open, renovated d a grassy recreation area. Many units feature outdoor

kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
gize bed and much more! There is also a large walk-in the Meridien skyline and
closet in the bedroom. True dining alcove, high cei]_ings,[] Hightail Park. Amenities
4 & . 1 uul:-s w:;;ws | |package includes y
_ ) underground deeded parking,
. - in every room, doorman, concierge services,
and great closet a fitness center, refrigerated
space make this a| ffresh Direct storage, and pet sitting scrvices.
fust see!
tavalon Green is Location! Location! Location! Close to the red and
A unique vision green line subway and a short walk to Hilllop Shopping
| fearuring two Center. Experience Meridien modern living at its finest.
tasteful buildingg*)

ace-either a private terrace or balcony-to take in the

2 Press the Delete key on the keyboard.

The second linked text box is deleted from the Stage, but the remaining text
boxes maintain their linkages. The first text box is now linked to the third at the
top of the second column. Notice that the last text box shows the red cross at its
bottom-right corner, indicating overflow text that cannot be displayed.

198 7" Avenue, South Slope
Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SqFt: 1,100

&P 1At0 this gracious , one T apartment an

f wood floors, windows in every room, and great
immediately feel at home. It has an open, renovated loset space make this a must see!
kitchen that leads into a separate dining alcove perfect walon Green is a unigue vision featuring two tasteful
z’ur entertaining. The bedroom is large enough for a king I uildings separated by a
gize bed and much more! There is also a large walk-in manicured garden with a
closet in the bedroom. True dining alcove, high ceﬂings,[] reflecting pool and a grassy

? A recreation area. Many units
/ feature outdoor space-either
a private terrace or balcony-
to take in the views of the

, the Take, the Meridien skyline and Hightail
Park. Amenities package includes underground deeded
parking, doorman, concierge services, a fitness center,
refrigerated Fresh Direct storage, and pet sitting
services.

I ncarion! T acation! T acation! Clage 1o the red and

3 Click on the box containing the small arrowhead on the lower-right corner of
the first text box.
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4 Click and drag out the text box to reestablish the one you just deleted.

immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
Tfor entertaining. The bedroom is large enough for a king
gize bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceﬂings,[]

198 7" Avenue, South Slope
Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: §500
Baths: 1 Approx. SgFt: 1,100
€p INio this gracious , one O apartment an preal

i wood floors, windows in every room, an
loset space make this a must see!
walon Green is a unigue vision featuring two taste!

Jbuildings separated by a
manicured garden with a
reflecting pool and a grassy
recreation area. Many units
feature cutdoor space-gither
a private terrace or balcony-
to take in the views of the

, the Take, the Meridien skyline and Hightail
Park. Amenities package includes underground deeded
parking, doorman, concierge services, a fitness center,
refrigerated Fresh Direct storage, and pet sitting
services.

ful

I ncarion! 1 acation! T acation! Clage 1o the red and

A new text box is inserted between the existing linked text boxes, and the text

reflows to fill the new container.

immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
gize bed and much more! There is also a larpe walk-in
closet in the bedroom. True dining alcove, high ceilings,

> A Theautiful wood
floors, windows
lin every room,
and great closet
space make this a
imust see!

|Avalon Green is a
lunique vision
|featuring two

tasteful buﬂd.ings&]

198 7" Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: 500
Baths: 1 Approx. SgFt: 1,100

cparated by a manic garden with a reflecting poo
id a grassy recreation area. Many units feature outdoor
ace-either a private terrace or balcony-to take in the

the Meridien skyline and
Hightail Park. Amenities
package includes
underground deeded parking,
doorman, concierge services,
a fitness center, refrigerated

[_fmh Direct storage, and pet sitting services.

Location! Location! Location! Close to the red and
green line subway and a short walk to Hilltop Shopping
(Center. Experience Meridien modern living at its finest.

Breaking and relinking text boxes

You can also break the links between text boxes and create new linkages.

1 Click on the box containing the small arrowhead on the lower-right corner of

the first text box (1gs ).

2 Move your mouse cursor over the second text box.

Your cursor changes to a broken link icon (%), indicating that you can break
the link to the text box that is currently below your cursor.
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3 Click on the second text box.
The link from the first text box to the second text box is broken. Your text now

can’t flow out of the first text box.

198 7" Avenue, South Slope
Price: $350,000

Rooms: 3 Type: Coop
Beds: 1 Doorman: yes ‘Maint/CC: $500

Baths: 1 Approx. SqFt: 1,100

Immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
size bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high c:ilings,E

nto this gracious , one bedroom apartment and T

B

4 Let’s reestablish the link. Click on the red cross on the lower-right corner of the

first text box and move your cursor over the second text box.

Your cursor changes to a linked icon (%), indicating that you can establish a
link to the text box that is currently below your cursor.

5 Click on the second text box.

198 7™ Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes ‘Maint/CC: 3500
Baths: 1 Approx. SgFt: 1,100

Wm and

immediately feel at home. It has an open, renovated

kitchen that leads into a separate dining alcove perfect

Tor entertaining. The bedroom is large enough for a king
size bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceﬂings,E
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The first text box is again linked to the second text box. Your text now flows

throughout the five text boxes.

immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
size bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceilings,

floors, windows
in every room,

and preat closet
space make this a

must see!

Avalon Green is a

unique vision

| |featuring two
tasteful buildings

198 7" Avenue, South Slope

Rooms: 3 Type: Coop
Beds: 1 Doorman: yes
Baths: 1

Approx. SgFt: 1,100

Price: $350,000
Maint/CC: 5500

cparated by a manicurcd garder with a reflecting poo
da 5y recreation area. Many units feature outdoor
ace-cither a private terrace or balcony-to take in the
= views of the garden, the lake,

[the Meridien skyline and
\Hightail Park. Amenities
ipackage includes
underground deeded parking,
\doorman, concierge services,
la fitness center, refrigerated

P resh Direct storage, and pet sitting services.

ILocation! Location! Location! Close to the red and
\green line subway and a short walk to Hilltop Shepping
Center. Experience Meridien modern living at its finest.

Finding the Next or Previous Link

Sometimes, if you have multiple linked text boxes, it may be confusing to see the
linkages or difficult to select the boxes in succession. You can right-click/Ctrl-click
over any text box and, if it is linked, you can choose Find Previous Link or Find Next
Link. The previous or next linked text box will become selected.

Create Motion Tween  (-lo take in the

Find Previous Link
Find Next Link |

Cut

Copy
Paste

Select All
Deselect All

keparated by a manicured garden wiih a rellecting poo.
and a grassy recreation area. Many units feature outdoor

Hyperlinking Text

The description of the property on the real estate site contains references to several
landmarks and destinations of interest in Meridien City. Youll add a hyperlink to
one of those text references so your users can click it and be directed to a Web site
with additional information. Hyperlinks are easy to add to text and don’t require

any HTML or ActionScript coding.
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Note: A _selfTarget
loads the URL in the
same browser window,
taking over your Flash
movie. A _top and
_parent Target refers
to the arrangement of
a frameset, and loads
the URL in a particular
frame relative to the
current frame.
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Adding a hyperlink

1 Double-click the second linked text box on the Stage and select the words

Avalon Green.

tep into 1his gracious , one bedroom apariment and
fnmediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
or entertaining. The bedroom is large enough for a king
kize bed and much more! There is also a large wall-in
closet in the bedroom. True dining ale:

Iheautiful wood
floors, windows
in every room,
and preat closet
space make this a
must see!

Avalon Green is a
unigue vision
featuring two

tasteful buildings&]“

In the Advanced Character section of the Properties inspector, enter
http://www.avalongreen.org for the Link and choose _blank in the Target
pull-down menu.

=> ADVANCED CHARACTER

Link: [hrtp://avalongreen.org |

Target: [_blank [=]

The selected words in your text box become underlined, indicating that it is
hyperlinked.

Step into this gracious , one bedroom apartment and
immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
size bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceilings,
1 beautiful wood
floors, windows
in every room,
and preat closet
space make this a
must see!
Avalon Green is a
unigue vision
| featuring two
tasteful buildings

The Web address is a fictional one. Be sure to include the protocol http://
before any URL to choose a site on the Web. The Target field determines where
the Web site loads. A _blank Target means that the Web site loads in a blank
browser window.


http://www.avalongreen.org

3 Select the words Avalon Green, and in the Character section of the Properties
inspector, change the color from black to blue.

The selected words become blue and remain underlined, which is the standard
visual cue for a hyperlinked item in a browser. However, you are free to display
your hyperlink in any fashion, just as long as your user can recognize it as a
clickable item.

Step into this gracious , one bedroom apartment and
immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
for entertaining. The bedroom is large enough for a king
size bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceilings,
beautiful wood
floors, windows
in every room,
and great closet
space make this a
must see!

Avalon Green is a
unigue vision

~  feawring two
tasteful buildings

4 Choose Control > Test Movie > in Flash Professional. Click the hyperlink.

A browser opens and attempts to load the fictional Web site at www.
avalongreen.org.

Creating User-input Text

Next, you'll create the mortgage calculator, which accepts input from the user
through the keyboard and displays estimated monthly payments based on those
inputs. You create user-input text with Editable TLF Text. User-input text can be
used to create sophisticated customized interactions that gather information from
the viewer and tailor the Flash movie based on that information. Examples include
applications requiring a login and password, surveys and forms, or quizzes.

Adding the static text elements

Start by creating all the text that doesn’t change or can’t be edited—the static
elements of the mortgage calculator.

1 Select the Text tool.

2 In the Properties inspector, select TLF Text and < CHARACTER

Read Only. In the Character section, choose Times Family: [Times New Roman [»
New Roman for Family, Regular for Style, 12.0 for
Size, 12.0 pt for Leading, and black for Color.

|
Style: [Regular [x][ Embed... |

Size: 12.0px  Leading: 12.0
Color: [l Tracking: 0
Highlight: [_—] [ Auto kern

Anti-alias: [ Readability I=]
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Click in the dark brown area under the Mortgage Calculator text and insert
five separate lines of text for TERM: 30 Year Fixed, PRICE: $350,000, RATE:,
PERCENT DOWN:, and MONTHLY PAYMENTS:.

MORTGAGE CALCULATOR

Calculate

Adding the display fields

For RATE and PERCENT DOWN, you'll add Editable text boxes so your users can
enter their own numbers and customize the mortgage calculations to evaluate their

buying decisions.

1
2

Select the Text tool.

In the Properties inspector, select TLF Text and Editable. Keep the other font
information the same as the previous text you created.

Text Tool

[ TLF Text [v]
Read Only =
Selectable

v Editable 1

Click and drag out a small text box next to RATE.

MORTGAGE CALCULATOR

In the Container and Flow section of the Properties inspector, choose a white
color and 75% Alpha value for the Fill.

Behavior: ‘EZ
Max chars: ElElEl &‘
Columns: [[[] 1 B - px ’ﬁ
&

Padding: L: 2.0 px R: 2.0 px

il

& T20px B: 2,0 px ;f
o RIS
EE Alpha:s 75 7@




The Editable text box next to Rate displays a semitransparent white background.
You can also add a stroke to the text box to give it more definition if you desire.

5 Create a second Editable text box next to PERCENT DOWN with the same
semitransparent white background.

MORTGAGE CALCULATOR

6 Create a third text box next to MONTHLY PAYMENTS with the same
semitransparent white background, but make this text box Read Only.

MORTGAGE CALCULATOR

The text box next to MONTHLY PAYMENTS is Read Only because it will
display a number calculated based on the user-inputted RATE and PERCENT
DOWN. The user does not need to edit the information in that box.

7 In the Editable text box next to RATE, enter 5.25. In the Editable text box next
to PERCENT DOWN, enter 20.

MORTGAGE CALCULATOR

Entering initial text in Editable text boxes often guides users in knowing what
kind of text is expected.
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Note: Embedding
fonts dramatically
increases the size of your
final SWF, so exercise
caution when doing so,
and limit the number
of fonts and characters
when possible.
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Embedding fonts

For any text that may be edited during runtime, you should embed the fonts. Since
the user can enter any kind of text in Editable text boxes, you need to include those
potential characters in the final SWF to ensure that text appears as you expect it,
with the same font that you've chosen in the Properties inspector.

1 Select the first Editable text box next to Rate.
2 In the Character section of the Properties inspector, click the Embed button.

w7 CHARACTER

Family: |T|mes New Roman | b g |
Style: [Regular - Lizrgy_e_g._._._
Size: 120px Leading: 12,0

Color: [l Tracking: 0

Highlight: [_—"] ] Auto kern

Anti-alias: [ Readability I~]

The Font Embedding dialog box appears. The font that is used in the selected
text box appears on the left.

3 In the Character ranges section, select Numerals. Click OK.

Font Embedding

[+][=] [ options | Actionscripe oK
Font: -
L | vame:
v ) Times New Roman
Reguiar (Font 1) [Fomt 1 ‘
Famity [Times New roman ]
sty
Character ranges:
[] Al (1088/93514 glyphs) =

] Upperraca ta_71 37137 alvphs)
—wercase [a..2) (27/27 giypre
[ Numerals [0..9] (11/11 glyphs)
)

~_Punctuation [|@#%...] (52/52 bt
1 Ras= —_

Also include these characters:

Estimated glyphs: 11

Font Name: Times New Roman

Vendor ID: Mono

Typeface © The Monotype Corporation plc. Data © The
Monotype Corporation plc/Type Solutions Inc. 1380-1992
Al Rights Reserved

http: / /www. monotype.com /htmij type/ license.htmi

More Fant Info

All the number characters of the current font, Times New Roman Regular,
will be included in the published SWF.



Device Fonts

Use device fonts as an alternative to embedding fonts. Device fonts are three
generic options grouped at the top of the Character Family pull-down menu. You
can also choose the Use device fonts option from the Anti-alias pull-down menu.

Y
=+ CHARACTER
Family: [Times New Roman [=]
Style: T _sans Sample
Sizet T _serif Sample
L sample
Color: T _typewriter i
Highlight: §
M= XEHLEY
Anti-alias: -
- T B XFEHLES
O _EH Ery ey

The three device fonts are _sans, _serif, and _typewriter. These options find and use
the fonts on a user’s computer that most closely resemble the specified device font.
When you use device fonts, you don't have to worry about embedding fonts, and
you can be assured that your viewer sees text that is similar to the text you see in
the authoring environment.

Naming the text boxes

For Flash to control what text to display in a text box or to know what has been
entered in an Editable text box, the text box must be given an instance name in the
Properties inspector. Just as you named button instances in Lesson 6, “Creating
Interactive Navigation,” naming text boxes on the Stage allows ActionScript to
identify them. The same naming rules apply for text boxes as they do for buttons.

1 Select the first Editable text box next to Rate.

2 In the Properties inspector, enter rate_txt for the instance name.

PROPERTIES

[rate_txe

[ TLF Text =]
Editable =l =
~» POSITION AND SIZE I:”

The suffix _txt is the convention for text boxes.
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Select the next Editable text box next to Percent Down.

In the Properties inspector, enter down_txt for the instance name.

PROPERTIES

| down_txt

T | TLF Text I+]

Editable Izl

= POSITION AND SIZE I:”

Select the Read Only text box next to Monthly Payments.

In the Properties inspector, enter monthly_txt for the instance name.

PROPERTIES

[monthiy_txe

[ TLF Text =]

Read Only | | =

~ POSITION AND SIZE I:”

Changing the contents of text boxes

The contents of a text box are represented by its text property. You can dynami-

cally change a text box’s contents by assigning new text to the text property. In
this section, you'll add ActionScript that reads the text entered in the Editable text
boxes next to Rate and Percent Down, perform some mathematical calculations,

and then display new text in the Read Only text box next to Monthly Payments.

1

Unlock the calculator layer, select the Calculate button on the Stage, and in the
Properties inspector, enter calculate_btn for the instance name.

Insert a new layer and rename it actionscript.
Select the first keyframe of the actionscript layer and open the Actions panel.

You must first create a few variables to hold numerical information. The
variables will help you make the mortgage calculations. Variables are created,
or “declared,” using the var keyword. Enter the code as follows:

var term:Number=360;
var price:Number=350000;

var monthlypayment:Number;

1 var term:Number=36@;
2 wvar price:Number=350000;
3 var monthlypayment:Number;




5 Create an event listener and function for the Calculate button. You should
be familiar with event listeners from Lesson 6, but if not, you should review
the concepts in that lesson before moving on. The event listener and function
should appear as shown here:

var term:Number=360;

var price:Number=350000;

var monthlypayment:Number;
calculate_btn.addEventListener(MouseEvent.CLICK, calculatemonthlypayment);
function calculatemonthlypayment(e:MouseEvent):void {

A

N W bW e

6 Enter code within the function to make the mortgage calculations and display
the results. The completed code for the event listener and function should be
as follows:

calculate_btn.addEventListener(MouseEvent.CLICK,
calculatemonthlypayment) ;

function calculatemonthlypayment(e:MouseEvent):void {
var loan:Number=price-Number (down_txt.text)/100*price;
var c:Number=Number(rate_txt.text)/1200;

monthlypayment = loan*(c*(Math.pow((1+c),term)))/(Math.
pow((1+c),term)-1);

monthly_txt.text=String(Math.round(monthlypayment));

}
1 wvar term:Number=36@;
2 var price:Number=350000;
3 wvar monthlypayment:Number;
4 calculate_btn.addEventListener(MouseEvent.CLICK, calculatemonthlypayment);
5 function calculatemonthlypayment(e:MouseEvent):void {
6 var lean:Number=price-Number{down_ txt.text)/100*price;
7 var c:Number=Number(rate_txt.text)/1200;
8 monthlypayment = loan*(c*(Math.pow((1+c),term)})/(Math.pow((14c),term)-1);
9 monthly txt.text=String(Math.round(monthlypayment));
18

Don't get too discouraged looking at the code! Take your time to copy it exactly,
or you can copy and paste it from the 07End.fla file in the 07End folder.

It may look complicated, but there are only two important concepts to identify. First,
the contents of text boxes are referenced by the text property. So down_txt.text
refers to the contents in the text box named down_txt, and rate_txt.text refers
to the contents in the text box named rate_txt.

Second, text boxes contain text, or String data. To make numeric calculations, you
must first convert the text to a number using Number (). To convert a number back
to text, use String().

The rest of the surrounding code is algebraic manipulation using addition, sub-
traction, multiplication, division, and exponents according to a straightforward
mortgage payment formula.
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Testing the calculator
Now test your movie to see how Flash controls the contents of the named text boxes.
1 Choose Control > Test Movie > in Flash Professional.

2 In the preview movie that appears, enter new values in the text boxes next to
RATE and PERCENT DOWN, and then click the Calculate button.

MORTGAGE CALCULATOR

Flash reads the values in the text boxes next to Rate and Percent Down,
calculates a monthly payment, and displays new text in the text box next to
MONTHLY PAYMENTS. Try different values to see how much you can afford!

Loading External Text

So far, you've created an attractive layout with an interactive tool for this property
listing for the real estate agent. However, the agent has many more listings, and

it would be convenient to use the same layout to display the information without
re-creating it for each property. Fortunately, you can load new text from an external
file and display it in an existing text box, replacing its contents. To display addi-
tional listings, simply maintain additional text files and load them to be displayed
as needed. This is an example of dynamic content—content that changes at runtime
(in the SWF file) rather than being fixed during authortime (in the FLA file).

In this section, you'll load new content from external text files to replace the prop-
erty address, information, and description.

Naming the text boxes

To change the contents of the text boxes, you first need to give them instance
names so they can be referenced in ActionScript. You'll provide instance names
for the address, information, and description of the property listing.

1 Select the text box at the top of the Stage that contains the address of the
property listing.

1198 7 Avenue, South Slopes
Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: $500
Baths: 1 Approx. SqFt: 1,100



[address_txt |

[ TLF Text

2 In the Properties inspector, enter address_txt for the instance name.

3 Select the text box below the address that contains the details of the property listing.

198 7" Avenue, South Slope
?ﬁmn 3 Type: Coop Price: $350,000
el Doorman: yes Maint/CC: $500
Baths: 1 Approx. SqFt: 1,100 I‘]I]

Step into this gracious , one bedroom apartment and
immediately feel at home. It has an open, renovated

[info_txt |

[ TLF Text =]

separated by a manicured garden with a reflecting pool
and a grassy recreation area. Many units feature outdoor

4 In the Properties inspector, enter info_txt for the instance name.

Select the first linked text box of the description of the property.

immediately feel at home. It has an open, renovated
kitchen that leads into a separate dining alcove perfect
ffor entertaining. The bedroom is large enough for a king
kize bed and much more! There is also a large walk-in
closet in the bedroom. True dining alcove, high ceilings,

5 utiful wood
floors, windows
in every room,
land great closet
space make this a
must see!

\Avalon Green is a
lunique vision
featuring two
tasteful buildings

198 7™ Avenue, South Slope

Rooms: 3 Type: Coop Price: $350,000
Beds: 1 Doorman: yes Maint/CC: $500
Baths: 1 Approx. SgFt: 1,100

eparate: garden with a reflecting poo)
d a grassy recreation area. Many units feature outdeor
ace-either a private terrace or balcony-to take in the

a manic

the Meridien skyline and
\Hightail Park. Amenities
ipackage includes
underground deeded parking,
\doorman, concierge services,
|a fitness center, refrigerated
resh Direct storage, and pet sitting services.

\Location! Location! Location! Close to the red and
\green line subway and a short walk to Hilltop Shopping
|Center. Experience Meridien modern living at its finest.

PROPERTIES.

‘des(r\ptiun_lm |

[ TLF Text
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Embedding the fonts

When text changes at runtime, you need to embed all the characters of the font
that the text would potentially use to make sure that the text displays properly.

1 Select the first text box named address_txt.

2 In the Character section of the Properties inspector, click the Embed button.

s CHARACTER

Family |T|me: New Roman

-]
Style: | Bold ¥ ||Embed...
Size: 20.0px Leading Lwﬁ—
Color - Tracking: 0

Highlight: [_—"] M Auto kern

Anti-alias: [ Readability B3

The Font Embedding dialog box appears. You can also choose Text > Font
Embedding to display the dialog box.

3 The font used in the selected text box appears on the left side of the dialog box
(Times New Roman Bold). In the Character ranges section, select Uppercase,
Lowercase, Numerals, and Punctuation. Click OK.

Font Embedding

[+]=] Options || ActionScript
|

Name:

Font

v O Times New Roman
Bold (Font 2)

[Font 2 |

| Regular (Font 1) Family: ‘Timcs New Roman |
|

Style: [Bold

R

-

Character ranges
[] All (1088/93514 glyphs) -
[ Uppercase [A..Z] (27/27 glyphs)
¥ Lowercase [a..z] (2727 glyphs)

[ Numerals (0..9] (11/11 glyphs)
[ Punctuation [\@4%...] (52/52 glyphs)
[Tl Rasic Latin Q5 /G5 alunhel

Also include these characters

The character ranges that you've selected will be embedded in the final SWF
file. Any of the characters in those ranges will display properly in your final
Flash movie.

4 Select the first linked text box named description_txt.
5 In the Character section of the Properties inspector, click the Embed button.

The Font Embedding dialog box appears. The Numerals for Character range
should already be selected since you embedded those characters for the
mortgage calculator.
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6 In the Character ranges section, select Uppercase, Lowercase, and Punctuation
in addition to Numerals. Click OK.

Font Embedding

- Options || ActionScript

| | Font |

Name:
[Font 1 ]

¥ O Times New Roman
Bold (Font 2)
Regular (Font 1)

Family: [Times New Roman

[~]
Style: [Regular =]

| Character ranges
| [] All (1088/93514 glyphs) -
[ Uppercase [A..Z] (2727 glyphs)
¥ Lowercase [a..z] (27/27 glyphs)
[ Numerals (0..9] (11/11 giyphs)
[ Punctuation [I@#%...] (52/52 glyphs)
Rasirc Latin {95/85 alunhel A
Also include these characters:

The character ranges that you've selected will be embedded in the final SWF
file. Any of the characters in those ranges will display properly in your final
Flash movie.

Loading and displaying external text

Information for a second property listing is saved in three additional text files in the
07Start folder. You'll add ActionScript to your movie that loads information from
those text files.

1 Open the file in the 07Start folder called 07SampleRealEstate2-address.txt. Note: Make sure
you save external text
content as a text-only

y file in an application
5242::?3 — wu;%bouzialr‘:;zleﬂeamstate?—address.rxt such as TextEdit (Mac) or
Notepad (Windows). Do
not use Microsoft Word,
because Word adds
unnecessary additional
information to the file
that interferes with its
proper loading. If you

The Code Snippets panel appears. use Word, always choose
Save As Text Only.

The file contains information about the address of another property listing.

2 Choose Window > Code Snippets.
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3 Expand the Load and Unload folder and double-click the Load External Text option.

Code Snippets I
8| O

» [ Custom

» [ Actions

» ] Timeline Navigation

» (3 Animation

¥ 5 Load and Unload
] Click to Load/Unload SWF or Image
] Click to Load Image from Library
] Add Instance from Library
| ] Remove Instance from Stage
|_]Load External Text (O] ()

» ] Audio and Video

» [ Event Handlers

» [ Mobile Touch Events

A new layer named Actions is automatically inserted in the Timeline, and
the Actions panel opens to display the inserted code snippet. You'll need to
customize some of the code for it to work in this particular project.

1y

2 | /* Load External Text

3 | Loads an external text file and displays it in the Output panel.

4

5 | Instructions:

6 | 1. Replace "http://www.helpexamples.com/flash/text/loremipsum, txt" with the URL address of the text
file you would like to load.

7 | The address can be a relative link or an “http://" link

8 | The address must be placed inside guotation marks ("").

9 | &/

10

11 | var fl_TextLoader:URLLcader = new URLLoader();
12 | var fl_TextURLRequest:URLRequest = new URLRequest(
"http://www.helpexamples.com/flash/text/loremipsum. txt");

13

14 | fl_TextLoader.addEventListener(Event.COMPLETE, fl_CompleteHandler);
15

16 | function fl_CompleteHandler(event:Event):void

17

13 var textData:String = new String(fl_TextLoader.data);
19 trace(textData);

20

réig

22 A fl_TextLoader.load(fl_TextURLRequest);

23

4 Replace the URL in line 12 of the code snippet with the filename of the property

address, 07SampleRealEstate2-address.txt. Make sure you keep the double
quotation marks surrounding the filename.

18
11 wvar fl_TextLoader:URLLoader = new URLLoader();
12 ¥ var fl_TextURLRequest:URLRegquest = new URLRequest("@7SaompleRealEstateZ-address.txt");

13

The code loads the file 07SampleRealEstate2-address.txt.




5 Replace the trace command in line 19 of the code snippet with the following
code that assigns the new text to the text box named address_txt:

address_txt.text = textData;

16 function fl_CompleteHandler(event:Event):void

17 {

18 var textData:String = new String(fl_TextLoader.data);
19y address_txt.text = textData;

0 3}

The contents of the text file, 07SampleRealEstate2-address.txt, will be displayed
in the text box named address_txt.

6 In the Code Snippets panel, double-click the Load External Text option again.

7 A second code snippet appears in the Actions panel that loads a second text file.

23

24 y /* Load External Text

25 | Loads an external text file and displays it in the Output panel.
26
27 | Instructions:

28 | 1. Replace "http://www.helpexamples.com/flash/text/loremipsum.txt” with the URL address of the text
file you would like to load

29 | The address can be a relative link or an "http://" link.

3@ | The address must be placed inside quotation marks ("").

31 | B

32
33 | var fl_TextLoader_2:URLLoader = new URLLoader();

34 | var fl_TextURLRequest_2:URLRequest = new URLRequest(
"http://www.helpexamples.com/flash/text/loremipsum. txt");

35

36 | fl_TextLoader_?.addEventListener(Event.COMPLETE, f1_CompleteHandler_2Z};
37

38 | function fl_CompleteHandler_zZ(event:Event):void

39 | {

40 var textData:String = new String(fl_TextLoader_zZ.data);
41 trace(textData);

42

43

44 A fl_TextLoader_2.load(fl_TextURLRequest_23};

45

8 Replace the URL in line 34 with the filename of the property details,
07SampleRealEstate2-info.txt, and replace the trace command in line 41 with
the following code that assigns the new text to the text box named info_txt:

info_txt.text = textData;

23
24 * Lood External T
25 Loads an external
26

27  Instructions:

28

e and displays it in the Output panel

he URL addr

helpex
Load
lative link
e placed inside

nple

29
3e
31
3z
33  wvar fl_Textloader_2:URLLoader = new URLLoader();

34 wvar fl_TextURLRequest_2:URLRequest = new URLRequest(“@7SampleRealEstateZ-info.txt");
35

36 fl_TextLoader_Z.addEventListener(Event.COMPLETE, fl_CompleteHandler_2);

3

38 function f1_CompleteHandler_z(event:Event):void

39
40
41
42 3}
43

44 fl_TextLoader_2.load(fl_TextURLRequest_23};
45

E]
info_txt.text = textDa

2w String(fl_TextlLoader_Z.data};
ta;
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9 In the Code Snippets panel, double-click the Load External Text option a third
time and make the code replacements to load 07SampleRealEstate2-description.
txt and display the text in description_txt.

45
46 /* Load External Text
47 Loads an external text file and displays it in the Output panel.

48

49 Instructions:

5@ 1. Replace tip://www. helpexamples. com/flash/text/loremipsum.txt" with the URL address of the text
file you would like to load.

51 The address can be a relative link or an "http://" link

52 The address must be placed inside guotation marks ("

53

54

55 wvar fl_Textloader_3:URLLoader = new URLLoader();

56 var fl_TextURLRequest_3:URLRequest = new URLRequesi("07SampleRealEstatez-description.txt”

57

58 fl_TextLoader_3.oddEventListener(Event.COMPLETE, fl_Completenunurer—=03
59

6@ function f1_CompleteHandler_3(event:Event):void

(318

(74 = ——=ing(fl_TextLoader_3.data);
63 C_description_txt.text = textData; )

64 }

65

66 fl_TextLoader_3.load(fl_TextURLRequest_33};

67 |

The three large blocks of code snippets appear in the Actions panel one after
the other.

10 Choose Control > Test Movie > in Flash Professional.

3764 Cobhble Hill Way, Docksides
: C
i
ApprovSqFe: 2,600
This mirs Designer Dream Teree BodroomTwo and balf  and includes two deep clossts. The sezond bedroom has
Bath baasts an abundance of pre-war deail, The North facing windows, its own walk-in closet and a wall
spaciaus living roam i genescusly sunl theoigh Soath  of tailor-nsade losets and drawers, The windowed
facing restored casement windows, and features & bailt- batheoom boasts subway
in wind dered b ook and tiled walls, & classic blsck
illuminsted by mverbead recessed lighting. The dining and white tile floor, and o
- - arsaincludes a large liveen closet. The
specially bualt enlarged windowed kitchen
e i

Price: STRALO00
Malnt/CC: $650

complete with applisnces, including & buil-

additiona] 0 JNN-AIF TEITGErAN ITCHET; ERCWEASES DIAEK
granite countertops, custom wood and glass cabinetry,

gencrously sized W0 posketed French doors. Beamed ceilings, sbony

masterbedroom  ardwood plasiked floors, and a classic layous fiich this
fime Tudor home.

131V1S3 Tv3d N3IAiY3

ARGUT THE NEIGHBORHDOD MHORTGAGE CALCULATOR

Caloulate

Flash loads the three external text files and displays the contents of the text files
in the targeted text boxes. The listing now displays details for a property on
Cobble Hill Way instead of 7th Avenue.

The photos and mortgage calculator still refer to the previous listing, so the
update to the new property is unfinished. However, you can still see in this
incomplete example how flexible it is to develop a template that loads external
text content and displays it in text boxes on the Stage. Many professional Flash
projects rely on dynamic content fed from external assets such as text files.
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Review Questions

wi A W N

What is the extra SWZ file that is required for TLF Text?

What is the difference between Read Only, Selectable, and Editable TLF Text?
When do you need to embed fonts, and how do you do it?

How do you make text wrap around objects in a layout?

How do you change or read the contents of a text box?

Review Answers

1

The SWZ file is an external ActionScript library that contains information that
supports TLF Text. If your Flash movie contains TLF Text, it needs the SWZ file to
function properly. Flash automatically generates the additional file, which should
always accompany your SWF file.

Read Only text is for display purposes and doesn’t allow the user to select or edit the
text. Selectable text allows the user to select and copy text. Editable text allows the user
to select, copy, delete, and edit the text. The contents of all three kinds of text can be
changed dynamically with ActionScript.

Fonts should be embedded for any text that may be edited or changed at runtime,
which means any Editable text box or any text box whose contents dynamically
changes, except for text that uses device fonts. Choose Text > Font Embedding or click
the Embed button in the Properties inspector to display the Font Embedding dialog
box. In the Font Embedding dialog box, you can choose which font, style, and range of
characters to embed in your Flash movie.

You can wrap text around objects such as photos or graphic elements in a layout

by creating a series of linked text boxes, sometimes called threaded text containers.
The links establish how overflow text from one text box flows into the next text box.
Create the first text box, and then click on the small white box in its lower-right corner.
After the mouse cursor changes to a text box icon, click and drag to add the next
linked text box.

A text box’s contents are determined by its text property, which accepts String values.

To change or access the contents of a text box, you must first give the text box an instance
name in the Properties inspector. Then, in ActionScript, you can reference the contents of
the text box with its instance name, followed by a dot, followed by the keyword text.
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290

WORKING WITH
SOUND AND VIDEO

Lesson Overview

In this lesson, yow'll learn how to do the following:

Import sound files

Edit sound files

Use Adobe Media Encoder CS6

Understand video and audio encoding options

Play external video from your Flash project
Customize options on the video playback component
Create and use cue points

Work with video that contains alpha channels

Embed video in your Flash project

This lesson will take approximately three hours to complete. If needed,

remove the previous lesson folder from your hard drive and copy the

Lesson08 folder onto it.
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Sound and video add new dimensions to your
projects. Import sound files and edit them directly in
Flash, and use Adobe Media Encoder to compress and
convert video files to use in Flash.
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Understanding the Project File

The initial setup of the project has been completed except for the audio and video
portions and some of the ActionScript code. The Stage is 1000 x 700 pixels. A row
of buttons of colorful animals is on the bottom row, another set of buttons on the

left, a title at the top, and a background image of a resting lion.

SHEARWOOD WILDLIFE PRESERVE

d -
Guess this animal sound

Q videos
o hilights

W sound buttons

4l buttens

S bottom navbar

o title

4 background phota

thpenguins amandrill  [btiger olslion 0

dbhome pfzoodirector _(bvideos (bsounds __ [ls

EEDEEON
=1

The bottom three layers, called background photo, title, and bottom navbar, con-
tain design elements, text, and images. The next two layers above, called buttons
and sound buttons, contain instances of button symbols. The videos layer and the
hilights layer contain several labeled keyframes, and the actions layer contains
ActionScript that provides the event handlers for the bottom row of buttons.

If you've completed Lesson 6, you should be familiar with the structure of this
Timeline. The individual buttons on the bottom row are already coded so that when
the user clicks a button, the playhead moves to a corresponding labeled keyframe
in the videos layer. You'll be inserting content into each of those keyframes. But
first you'll learn to work with sound.
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Using Sounds

You can import several types of sound files into Flash. Flash supports MP3, WAY,
and AIFF files, which are three common sound formats. When you import sound
files into Flash, they are stored in your Library panel. You can then drag the sound
files from the Library panel onto the Stage at different points along the Timeline to
synchronize those sounds to whatever may be happening on the Stage.

Importing sound files

You'll import several sound files to the Library panel, which you'll use throughout
this lesson.

1 Choose File > Import > Import To Library.
2 Select the Monkey.wav file in the Lesson08/08Start/Sounds folder, and click Open.

The Monkey.wav file appears in your Library panel. The sound file is indicated
by a unique icon, and the preview window shows a waveform—a series of peaks
and valleys that represent the sound.

M ROPERTIES | LIBRARY H— =

[ 08_workingcopy.fla Ir] © &=
»

Name | Linkage
ﬂ BtnLion.jpg
i] BtnMandril.jpg
ﬁ BtnPenguin.jpg
Q BtnTiger.jpg

14 ﬁ LessonD8_assets.ai
ﬂ lion.bkground.jpg
&J¢ Monkey.wav
& sound_buttonl
& sound_button2
ﬂﬁ sound_button3
& video_buttonl
ﬁ video_button2

3 Click the Play button on the far upper-right corner of the Library preview window.

The sound plays.
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4 Double-click the sound icon in front of your Monkey.wav file.

The Sound Properties dialog box appears, providing information on your sound
file, including its original location, size, and other technical properties.

Sound Properties

S
| Monkey.wav ‘ [ import... |
JUsers/Lesson08/08Start/Sounds,
Friday, March 23, 2007 6:58 PM
5 kHz Mono 8 Bit 4.6 5 25.5 kB

Compression:

Will use publish setting: MP3, 16 kbps, Mono

Device sound: | o)

5 Choose File > Import > Import To Library and select the other sound files to
import into your Flash project. Import Elephant.wav, Lion.wav, Africanbeat.
mp3, and Afrolatinbeat.mp3.

Your Library panel should contain all the sound files.

6 Create a folder in your Library panel and place all the sound files in it to
organize your Library panel. Name the folder sounds.

@ lion.bkground.jpg

ﬁ sound_buttonl

& sound_button2

ﬁ sound_button3

v E" sounds

€] Africanbeat.mp3
&J¢ Afrolatinbeat.mp3
&}% Elephant.wav
%} Lion.wav
&]¢ Monkey.wav

& video_buttonl

& video_button2

ﬁ video_button3
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Where to Find Sound Clips

If you're looking for interesting sounds to

use in your Flash movie, you can use the free
sound files available from Adobe. Flash CS6
Professional comes preloaded with dozens of
useful sounds that you can access by choos-
ing Window > Common Libraries > Sounds.
An external library (a library that is not con-
nected to the current project) appears.

Simply drag one of the sound files from the
external library onto your Stage. The sound
will appear in your own Library panel.

Placing sounds on the Timeline

You can place a sound at any keyframe along the Timeline, and Flash will play that

LIBRARY - SOUNDSFLA || =

3

186 items (o
Name | Linkage
&}~ Ambience Basketball Game Girls _. =)

5]% Ambience Ocean Shore 01.mp3 =
&} Animal Dog Bark 26.mp3
&}~ Animal Mammal Carnivore Cat D...
IQ{— Animal Mammal Carnivore Dog ..
&J¢ Animal Mammal Carnivore Tiger ..
&} Cartoon Drum Roll Tom 04.mp3
w]% Cartoon Human Male Baby Talk ...
&J¢ Cartoon Human Male Giggle 03....
i [47 I L

sound when the playhead reaches the keyframe. You'll place a sound on the very

first keyframe to play as the movie starts to provide a pleasant audio introduction

and set the mood.
1 Select the videos layer on the Timeline.

2 Insert a new layer and rename it sounds.
TIMELINE

4l actions . . Dln

5

ql vi

Tl hilights

ulEhome ugzoudirector uEvideos

% sound buttons

Q] buttons

%] bottom navbar

T titde

.
.
.
.
.
.

4l background photo

3 Select the first keyframe of the sounds layer.
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4 Drag the Afrolatinbeat.mp3 file from the sounds folder in your Library panel
onto the Stage.

The waveform of your sound appears on the Timeline.

TIMELINE

280 5 10 15 20 25 30
4l actions . . .- I]l

-

@l videos .
&l hilights .
%l sound buttons -
al buttons . .

Dlghnme Dﬁzondireaor uEvidens

al bottom navbar
ql title
al background photo

5 Select the first keyframe of the sounds layer.

In the Properties inspector, note that your sound file is now listed on the
pull-down menu under the Sound section.

PROPERTIES
= Ii = Frame @

— LABEL
|
b e
= SOUND _
Effect; | Mone v &
Sync: | Event |+

Repeat =] %1

44 kHz Mono 16 Bit 10.0 s 15...

6 Select Stream for the Sync option.

PROPERTIES
= [! = Frame @

= LABEL
 —
Type: |Nama—lvi
< SOUND

Name: | Afrolatinbeat.mp3 | =
Effect: #

sync: Event
Start sl

| Stop  ©

g Bit 10.0 5 15...

The Sync options determine how the sound plays on the Timeline. Use Stream
sync for long passages of music or narration when you want to time the sound
with the Timeline.
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7 Move the playhead back and forth on the Timeline.

The sound plays as you scrub the Timeline.

8 Choose Control > Test Movie > in Flash Professional.

The sound plays only for a short while before getting cut off. Because the sound

is set to Stream, it plays only when the playhead moves along the Timeline, and

if there are sufficient frames to play. There is a stop action at frame 9 that stops

the playhead, and hence, stops the sound.

Adding frames to the Timeline

The next step is to extend the Timeline so that the entire sound (or at least the por-

tions that you desire) plays before the stop action halts the playhead.

1 Click on the Stage to deselect the Timeline, and then place the playhead
between frames 1 and 9 by clicking on the top frame numbers.

TIMEUINE | DUTPUT | COMPILE

al sounds
al videos
&l hilights

@l sound buttons

al buttons

al bottom navbar

&l title

4l background photo

+ Wi
. m,
« M
=1
. - Hj
- B,

e

Dlgpengums DBm:mdriH

Dlghnme DBzondirecmr Dﬁvidens uEsounﬂ; |]|.—_,

2 Choose Insert > Timeline > Frame, or press F5, to insert frames in all the layers

between frames 1 and 9.

3 Insert enough frames so that there are about 50 frames to play the sound before

the stop action in the second keyframe of the actions layer.

Tl sounds

J] videos

Tl hilights

% sound buttons

Sl buttons

%] bottom navbar

T titde

@l background photo

ulghume i % zoodire

4 Choose Control > Test Movie > in Flash Professional.

The sound lasts longer because it has more frames to play before the

playhead stops.
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Clipping the end of a sound

The sound clip you imported is a bit longer than you need. You'll shorten the sound
file by using the Edit Envelope dialog box. Then you'll apply a fade so the sound
gradually decreases as it ends.

1 Select the first keyframe of the sounds layer.

2 In the Properties inspector, click the Pencil button.

PROPERTIES
ii Frame @

=7 LABEL
T —
Type: [Name [ +|
<7 SOUND

T )
T

44 kHz Mono 16 Bit 10.0 5 15..

The Edit Envelope dialog box appears, showing you the sound’s waveform.
The top and the bottom waveform are the left and right channels of the sound
(stereo). A timeline is between the waveforms, a pull-down menu of preset
effects at the left corner, and view options at the bottom.

Edit Envelope

m;

Preset effects

Left channel

s ' ' ' o Timeline

ul =

Right channel

[T I ¥

Play controls —— [ [m]|

— View options

3 In the Edit Envelope dialog box, click the Seconds icon, if it isn’t already selected.
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The timeline changes units to show seconds instead of frames. Click the Frames
icon to switch back. You can switch back and forth, depending on how you
want to view your sound.

4 Click the Zoom Out icon until you can see the entire waveform.

The waveform appears to end at around 240 frames, or about 10 seconds.

e
-

[

5 Drag the right end of the time slider inward to about frame 45.

Edit Envelope.

3
5

@

I 0|

[=]

E B

The sound shortens by being clipped from the end. The sound now plays for
about 45 frames.
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6 Click OK to accept the changes you've made.

The waveform on the main Timeline indicates the shortened sound.

e I N e N A e A o
] actions .« . .-$ I:Ilg
ound ] bt re—r TS =

] videos . - M,
Gl hilights e« @) ulﬁhume uEzmdiretmr
] sound buttons - - N,
@l buttons « « [,
'l bottom navbar .« - M|
Al title e« W,
%l background photo . . .!

|

Changing the volume of a sound

The sound will be more elegant if it slowly fades out instead of being abruptly cut
off. You can change the volume levels through time in the Edit Envelope dia-

log box. Use it to fade in, fade out, or modulate the volume of the left and right
channels separately.

1 Select the first keyframe of the sounds layer.
2 In the Properties inspector, click the Pencil button.
The Edit Envelope dialog box appears.

3 Select the Frames viewing option, and zoom in on the waveform to see its end
near frame 45.

a0

[oT I v]

[ ]
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4 Click on the top horizontal line of the top waveform above frame 20.

A box appears on the line, indicating a keyframe for the sound volume.

i *

[T I v]

5 Click on the top horizontal line of the upper waveform above frame 45 and drag
it down to the bottom of the window.

The downward diagonal line indicates the drop in volume from 100% to 0%.

[T I v]

6 Click on the corresponding keyframe on the lower waveform and drag it down
to the bottom of the window.

[T I v]

The volume levels for both the left and right channels slowly decrease starting at
frame 20. By frame 45, the volume level is at 0%.
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7 Test the effects of your sound edits by clicking the Play button on the lower-left Note: You can
side of the dialog box. Click OK to accept the changes. choose and apply some
of the preset effects
from the pull-down

Deleting or changing the sound file menu in the Edit
Envelope dialog box.
If you don’t want the sound on your Timeline, or you want to change to a different Common effects like a
sound, you can make those changes in the Properties inspector. fade-in or a fade-out
are provided for your
1 Select the first keyframe of the sounds layer. convenience.

2 In the Properties inspector, select None in the Name pull-down menu.

PROPERTIES
II Frame @

= LABEL
Name: [ ]
Type: | Name &
= SOUND

LCLS v None g
Africanbeat.mp3 B
Afrolatinbeat.mp3 |
sync: Elephant.wav |
Lion.wav
Monkey.wav

Effect

The sound is removed from the Timeline.
3 Now let’s add a different sound. Select Africanbeat.mp3 for Name.

= SOUND

Name None
B v Africanbeat.mp3 .

Afrolatinbeat.mp3
Sync Elephant.wav r

Lion.wav

Monkey.wav

The Africanbeat.mp3 sound is added to the Timeline. The settings in the Edit
Envelope dialog box that clip the sound and fade it out are reset. Return to the
Edit Envelope dialog box to customize the Africanbeat.mp3 sound in the same
way as the previous sound.

Setting the quality of the sounds

You can control how much or how little your sounds are compressed in the final
SWE file. With less compression, your sounds will be better quality. However, your
final SWF size will be much larger. With more compression, you'll have poor-quality
sounds but a smaller file size. You must determine the balance of quality and file size
based on the minimum acceptable level of quality. Set the sound quality and com-
pression in the Publish Settings options.
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1 Choose File > Publish Settings.
The Publish Settings dialog box appears.

2 Click the Flash check box on the left to see the Audio stream and Audio
event settings.

PUBLISH

Qutput file: | 0B_workingcopy.swf |
[ Flash t.swf)
[ swe JPEG Quality: 80

OTHER FORMATS ] Enable JPEG deblocking

[ HTML Wrapper

Audio stream: MP3, 16 kbps, Mono
[] GIF Image
[ JPEG Image Audio event: MP3, 16 kbps, Mono
] PNG Image ] Override sound settings
L] win Projector [] Export device sounds
71 Mac Projector

3 Click the Audio Stream settings to open the Sound Settings dialog box. Change
the Bit rate to 64 kbps and deselect the Convert stereo to mono check box.
Click OK to accept the settings.

Sound Settings

Compression: | MP3 Ix] [ ox ]

Use BkHz sample rate
J :

preprocessing: [] Convert stereo to mono

Bitrate: | 64 kbps | ¥

Quality: | Fast |

4 Click the Audio Event settings.
The Sound Settings dialog box appears.

5 Change the Bit rate to 64 kbps and deselect the Convert stereo to mono check
box. Click OK to accept the settings.

Now both the Audio Stream and Audio Event settings should be at 64 kbps with
stereo sounds preserved.

The Africanbeat.mp3 file in particular relies on stereo effects, so keeping both
the left and right channels is important.

The Bit rate is measured in kilobits per second, and it determines the quality of
the sound in your final, exported Flash movie. The higher the bit rate the better
the quality. However, the higher the bit rate the larger your file becomes. For
this lesson, change the bit rate to 64 kbps.

6 Select Override sound settings, and click OK to save the settings.

Audio stream: M|

Audio event: M reg

Eﬂverride sound settings

[ Export device sounds

The sound settings in the Publish Settings will determine how all your sounds
are exported.
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7 Choose Control > Test Movie > in Flash Professional.

The stereo effect of the sound is preserved, and the quality is determined by

your settings in the Publish Settings dialog box.

Adding sounds to buttons

In the kiosk, the buttons appear on your stage on the left. You'll add sounds to the
buttons so that they play whenever the user clicks them.

1

In the Library panel, double-click the icon of the button symbol called

sound_buttonl.

You enter symbol-editing mode for that button symbol.

The three layers in the button symbol help organize the content for the Up,
Over, Down, and Hit states.

TIMELINE

® @ [0| Up | Over Down Hit

fal Text . . .;_
'al Highlight -« O

@ @ [0| Up | Over Down Hit

[l lcon « + A
al Text « o« O
4l Highlight O

i
0 [ . ]
i

Select the Down frame in your sounds layer and insert a keyframe.

A new keyframe appears in the Down state of your button.

l lcon e « Wl .

fal Text
&l Highlight

Drag the Monkey.wav file from the sounds folder in your Library panel to

the Stage.

A waveform for the Monkey.wav file appears in the Down keyframe of the

sounds layer.

l lcon e « Wl .
al Text L
l Highlight o o O 4

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 305



Note: You can
also add sound to the
Over state of a button
symbol, and the sound
will play whenever
the mouse cursor just
hovers over the button.

Note: Flash can
actually play back
any video encoded in
H.264, so your video
file doesn't have to

have the .f4v extension.

For example, a video
with a .mov extension
encoded by QuickTime
Pro with H.264 is
compatible with Flash.

6 Select the Down keyframe in the sounds layer.

7 In the Properties inspector, choose Start for the Sync option.

= SOUND
Name: | Monkey.wav | v
Effect 7
Sync Event il
Ao §
Stop !
Stream t4.65255kB

A Start sync option triggers the sound whenever the playhead enters that

particular keyframe.

8 Choose Control > Test Movie > in Flash Professional. Test the first button to
hear the monkey, and then close the preview window.

9 Edit the sound_button2 and the sound_button3 to add the Lion.wav and the
Elephant.wav sounds to their Down states.

Understanding Sound Sync Options

Sound sync refers to the way the sound is triggered and played. There are several
options: Event, Start, Stop, and Stream. Stream ties the sound to the Timeline so you
can easily synchronize animated elements to the sound. Event and Start are used to
trigger a sound (usually a short sound) to a specific event, like a button click. Event
and Start are similar except that the Start sync does not trigger the sound if it is
already playing (so there are no overlapping sounds possible with Start sync). The
Stop option is used to stop a sound, although you'll use it rarely, if ever. If you want
to stop a sound with a Stream sync, simply insert a blank keyframe.

Understanding Flash Video

Flash makes it very easy to deliver video over the Web. Combining video, interac-
tivity, and animation can create a very rich and immersive multimedia experience

for your viewers.

There are two options to display video in Flash. The first option is to keep the video
separate from your Flash file and use a playback component from Flash to play the
video. The second option is to embed the video in your Flash file.

Both methods require that the video be formatted correctly first. The appro-
priate video format for Flash is Flash Video, which uses the extension .flv or
the extension .f4v. F4V supports the H.264 standard, a state-of-the-art video
codec that delivers high quality with remarkably efficient compression. A codec
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(compression-decompression) is a method computers use to compress a video file
to save space, and then decompress it to play it back. FLV is the standard format for
previous versions of Flash and uses the older codecs Sorenson Spark or On2 VPé.

Using Adobe Media Encoder

You can convert your video files to the proper FLV or F4V format using Adobe
Media Encoder CS6, a stand-alone application that comes with Flash Professional
CS6. Adobe Media Encoder can convert single files or multiple files (known as
batch processing) to make your workflow easier.

Adding a video file to Adobe Media Encoder

The first step to convert your video file to a compatible Flash format is to add the
video to Adobe Media Encoder for encoding.

1 Launch Adobe Media Encoder CS6, which comes installed with Adobe Flash
Professional CSé6.

The opening screen displays the Queue in the upper left, which shows any
current video files that have been added for processing. The Queue panel should
be empty. The other panels are the Encoding panel, which shows any video
currently being processed; the Watch Folders, which shows folders that have
been identified for batch processing; and the Preset Browser, which provides
common predefined settings.

Queue Preset browser

Encoding panel Watch folders
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Note: You can also 2 Choose File > Add Source or click the Plus button in the Queue panel.
drag the file directly to
the Queue from your
desktop. 3

A dialog box opens for you to select a video file.

Navigate to the Lesson08/08Start folder, select the Penguins.mov file, and
click Open.

Note: In Adobe
Media Encoder CS6, The Penguins.mov file is added to the Queue and is ready for conversion to FLV

or F4V format.

the default setting is
not to start the Queue
automatically when ‘
the program s idle. In 3 . # Auto-Encode Watch F
CS5, the default setting a Preset

was to start the Queue A

automatically. You can =

still change the setting
by choosing Adobe
Media Encoder CS6 > . . .
Preferences. Converting video files to Flash Video

Converting your video files is easy, and the length of time it takes depends on how
large your original video file is.

1 In the first column under Format, select the F4V format.

Preset

FLV

H.264

H.264 (Legacy)
MP3

F4V is the latest video format for Flash. FLV is an older, but still valid format.

2 Under the Preset options, choose Web — 320x240, 4x3, Project Framerate,
500kbps.

Match Source Attributes (High Quality)

Match Source Attributes (Medium Quality)

Mobile - 256x144, 16x9, Project Framerate, 300kbps

Mobile - 512x288, 16x9, Project Framerate, 500kbps

Mobile - 768x432, 16x9, Project Framerate, 900kbps

PC & TV, HD, High, 16x9

PC & TV, HD, Low, 16x9

PC & TV, SD, High, 16x9

PC & TV, 5D, Med, 16x9

Phone & Tablet, 3G, 16x9

Phone & Tablet, Low, 16x9

Phone & Tablet, WiFi, 16x9

Web - 1024x576, 16x9, Project Framerate, 1800kbps

Web - 1024x576, 16x9, Project Framerate, 2500kbps

Web - 1280x720, 16x9, Project Framerate, 3500kbps

Web - 1280x720, 16x9, Project Framerate, 4500kbps

Web - 1920x1080, 16x9, Project Framerate, 5500kbps

Web - 1920x1080, 16x9, Project Framerate, 7500kbps

Web - 256x144, 16x9, Project Framerate, 300kbps
Web - 512x288, 16x9, Project Framerate, 600kbps ™

Web - 640x480, 4x3, Project Framerate, 800kbps

Web - 768x432, 16x9, Project Framerate, 900kbps
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You can choose one of many standard preset options from the menu. The
options determine the dimensions of the video and the quality of the video.
The Web — 320 x 240 option converts your original video to an average size
to display video in a Web browser.

Click the Output File.

The Save As dialog box appears. You can choose to save the converted file in
a different location on your computer and choose a different filename. Your
original video will not be deleted or altered in any way.

Click the Start queue button (triangular icon) in the upper-right corner.

Flash begins the encoding process. Flash displays the settings for the encoded
video and shows the progress and a preview of the video in the Encoding panel.

Source: Penguins.mov 1 output en

Elapsed Remaining: 00:00:08

w Output Preview
i

File Name: Penguins.fav
: Peachpit_FlashCS6_CIB/_AdobeFlashCS6_CIB/LessonFiles_CS6/

: Web - 320x240, 4x3, Project Framerate, 500kbps

eo: 320x240, Sam
CBR, Target 0.45 Mbp:
io: AAC+ Version 2, 48 kbps, 44.1 kHz, Stereo

e fps, Progressive

When the encoding process finishes, a “Done” label and a green check appear in
the Status column of the Queue panel. A sound indicates that the file has been
converted successfully.

¥ Auto-Encode Watch Folders

Status

You now have the file, Penguins.f4v in your Lesson08/08Start folder along with
the original Penguins.mov file.

Note: You can
change the status of
individual files in the
Queue by selecting the
file in the display list
and choosing Edit >
Reset Status or Edit >
Skip Selection. Reset
Status removes the
green check from a
completed file so it
can be encoded again,
whereas Skip Selection
makes Flash skip that
particular file.
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Using Watch Folders and the
Preset Browser Settings

The Watch Folders panel can be helpful in processing multiple videos, while the
Preset Browser stores predefined settings for specific target devices.

Adding a folder to the Watch Folders panel adds
all of its contents to the queue, where they are
automatically encoded. You can also add a dif-
ferent Output setting to the same folder, which
will result in multiple formats for the same set
of videos. To add a new Output setting, click
the Add Output button at the top of the Watch
Folders panel.

¥ B3 /Users/..ktop/_Peachpit_FlashCS6_CIB/

v FLV v Web - 320%240, 4x3, |

A duplicate selection appears in the list. Choose a new format and/or new preset
options. If you want to apply a particular setting from the Preset Browser, choose the
setting and simply drag and drop it on top of your selection in the Watch Folders panel.

& Watch Folders =
+
i Format esel Qutput Fblder

N =V

This is useful when you need different video formats for high-bandwidth and low-
bandwidth viewers, or for different devices such as tablets and mobile phones.

Understanding Encoding Options

You can customize many settings when converting your original video. You can crop
and resize your video to specific dimensions, just convert a snippet of the video,
adjust the type of compression and the compression levels, and even apply filters to
the video. To display the encoding options, choose Edit > Reset Status to reset the
Penguins.mov file, and then click the Format or the Preset selection in the display list
or choose Edit > Export Settings. The Export Settings dialog box appears.
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Cropping |
options

Trimming |
options

Cue points A

Cropping your video

00;00;06;18

| Preset
options

Summary
- of export
settings

Advanced
| videoand

audio

encoding

If you only want to show a portion of your video, you can crop it. If you haven't
done so already, choose Edit > Reset Status to reset the Penguins.mov file, and then
choose Edit > Export Settings so you can experiment with the cropping settings.

1 Select the Source tab in the upper-left corner of the Export Settings dialog box,

and then click the Crop button.

'ﬁ.‘-ﬂ

ft: 0 Top: O Rightt 0 Bottom: 0 MNone v

Export Sef

The cropping box appears over the video preview window.

2 Drag the sides inward to crop from the top, bottom, left, or right.

Source

Left: 0 Top: 120 Right 0 Bottom: 0

ADOBE FLASH
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The grayed-out portions outside the box will be discarded. Flash displays the
new dimensions next to your cursor. You can also use the Left, Top, Right, and
Bottom settings above the preview window to enter exact pixel values.

3 If you want to keep the crop in a standard proportion, click the Crop

Proportions menu and choose a desired ratio.

The cropping box will be constrained to the selected proportions.

4 To see the effects of the crop, click the Output tab in the upper-left corner of the
preview window.

Source Scaling Scale To Fit

The preview window shows how your final video will appear.

5 The Source Scaling pull-down menu contains options for setting how the crop
will appear in the final output file:

Outpt
Source Scaling Fit
= Scale To Fit
Scale To Fill
Stretch To Fill
Scale To Fit With Black Borders
Change Qutput Size To Match Source

?:’ﬂ‘\- = \

.a -
32 .

If the video has the selected crop shown here, then the Crop Setting options will

affect outputted file as follows:
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Scale To Fit adjusts the dimensions of the crop and adds black borders to fit
the output file.

Scale To Fill adjusts the dimensions of the crop to fill the size of the
output file.

Stretch To Fill adjusts the dimensions of the crop by distorting the image,
if necessary, to fill the size of the output file.

Scale To Fit With Black Borders adds black bands on any of the sides to fit
the crop in the dimensions of the output file.

Change Output Size to Match Source changes the dimensions of the
output file to match the crop dimensions.
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6 Exit the cropping mode without making the crop by clicking the Crop button
again under the Source tab to deselect it. You will not need to crop the
Penguins.mov video for this lesson.

Adjusting video length

Your video may have unwanted segments at the beginning or the end. You can
shave off footage from either end to adjust the overall length of your video.

1 Click and drag the playhead (top yellow marker) to scrub through your video
to preview the footage. Place the playhead at the desired beginning point of

your video.

00;00;06;18

1 S
Source Range: | Entire Clip

Time markers indicate the number of seconds that have elapsed.
2 Click the Set In Point icon.
00;00;01;05 00;00;06;18
c .

A In Point

Source Range Entire Clip

00;00;01;05
9

o
Source Range Custom

-
Source Range Custom
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4 Click the Set Out Point icon.

00;00;02;25 & 00;00;05;13

Source Range Custom

4

00;00;02;25

-
Source Range: Custom

5 You can also simply drag the In and Out point markers to bracket the desired
video segment.

The highlighted portion of your video between the In and Out point markers
will be the only segment of your original video that will be encoded.

6 Drag the In and Out points back to their original positions, or choose Entire

Clip from the Source Range pull-down menu, because you do not need to adjust

the video length for this lesson.

Cue Points

At the bottom left of the
Export Settings dialog box
is an area where you can set
cue points for your video.

+ il

Cue Point Name

Cue points are special mark-
ers at various points along
the video. With ActionScript,
you can program Flash to
recognize when those cue
points are encountered, or
you can navigate to specific
cue points. Cue points can transform an ordinary, linear video into a true interactive,
immersive video experience. Later in this lesson, you'll add cue points to your video
within Flash when your video is directly on the Stage.

Names for:

Setting advanced video and audio options

The right side of the Export Settings dialog box contains information about the
original video and summarizes the export settings.

Note: You can use
the left or the right
arrow keys on your
keyboard to move
back or ahead frame by
frame for finer control.
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You can choose one of the preset options from the top Preset menu. At the bottom,
you can navigate to advanced video and audio encoding options using the tabs. At
the very bottom, Flash displays the estimated final output size.

¥ Export Settings

Format Fav -
Preset options

Preset: [ Web - 320x24... +
Comments.
Output Name
¥ Export Video ¥ Export Auj
¥ Summary
Qutpu

CBR, Target 0.45 Mbp:
AAC+ Version bps, 44.1 kHz, Stereo - Summary of export settings

), 29.97 fps, Progressive, 00;00

¥ Basic Video Settings
Codec: MainConcept H.264 Video . ) .
5 - Advanced video and audio options
ideo
Frame Width

Frame Height 240 pixels

Use Maximum Render Quality
Use Frame Blending
Estimated File Size: 400 KB Final output size

Meradata.. Cancel

You will export the Penguins.mov file again but at a larger size.

1 Make sure the Export Video and Export Audio boxes are selected.

2 Click the Format tab and note that you're exporting the file to the F4V format.
Format

¥ Basic Settings

Multiplexing: F4V

3 Click the Video tab if it’s not already selected.

4 Make sure that Resize Video and the Constrain option (chain link icon) are
selected. Enter 480 for the Width and click outside the field to accept the change.

The Height automatically changes to keep the proportions of the video.

t H.264 Video
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5 Click OK.

Flash closes the Export Settings dialog box and saves your advanced video and
audio settings.

6 Click Start Queue to begin the encoding process with your custom resize settings.

Flash creates another F4V file of Penguins.mov. Delete the first one you created
and rename the second one Penguins.f4v.

Saving advanced video and audio options

If you want to process many videos similarly, it makes sense to save your advanced
video and audio options. You can do that in Adobe Media Encoder. Once saved,
you can easily apply your settings to other videos in the queue.

1 Choose Edit > Reset Status to reset the status of your penguin video in the
queue, then choose Edit > Export Settings.

2 In the Export Settings dialog box, click the Save Preset button.

¥ Export Settings

Format.

3 In the dialog box that opens, provide a descriptive name for the video and audio
options. Click OK.

Choose Name

Please name this pres

Sawve Filter Settings

Save FTP Settings

Cancel

4 Return to the queue of videos. You can apply your custom settings to additional
videos by simply choosing the preset from the Preset pull-down menu.

v Auto-Encode Watch

Match Source Attributes (High Quality)
Match Source Attributes (Medium Quality)
Mobile - 256x144, 16x9, Project Framerate, 300kbps

Makila  £17w700 16wl Drainct Crnmmaraba CANLbar
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Playback of External Video

Now that you have successfully converted your video to the correct Flash-compatible
format, you can use it in your Flash zoo kiosk project. You will have Flash play each
of the animal videos at the different labeled keyframes on the Timeline.

You will keep your videos external to the Flash project. By keeping videos exter-
nal, your Flash project remains small, the videos can be edited separately, and the
videos can maintain different frame rates from your Flash project.

1 Open your 08_workingcopy.fla project in Flash Professional CS6.

2 Select the keyframe labeled penguins in the videos layer.

TIMELINE

@l acrions

|]| penguins DBnundriH uEtlger
2 |

D‘Bhome lbzoodirector _lhvideos plasounds. il

N . N
EEDENEEEE

S
ol hilights
@l sound buttons
@l buttons
Sl bortom navbar
ol title
ol background photo

N
LR

3 Choose File > Import > Import Video.

The Import Video wizard appears. The Import Video wizard guides you step by
step through the process of adding video to Flash.

Import Video

Select Video

Where is your video file?

(=) On your computer:

Fiesat

(=) Load external video with playback component
() Embed FLV in SWF and play in timeline
(2 Impart as mobile device video bundled in SWF
O Already deployed to a web server, Flash Video Streaming Service, or Flash Media Server:
URL: [

Examples: http:/ fmydomain.com/directory/video.flv
rimp: / /mydomain.com/directory/video.xm|

Learn about Flas| ia Server

Learn about Flash Video Streaming Service

Launch Adobe Media Encoder

4 In the Import Video wizard, select On Your Computer and click Browse.

5 In the dialog box, select Penguins.f4v from the Lesson08/08Start folder and
click Open.
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The path to the video file appears.

Where is your video file?

(® On your computer:
File path: Browse...
fUsers/_AdobeFlashC56_CIB/LessonFiles_CS6/Lesson08/0BEnd/Peng...
(® Load external video with playback component
() Embed FLV in SWF and play in timeline

O Import as mohile device video bundled in SWF

6 Select the Load external video with playback component option. Click Next
or Continue.

7 In the next screen of the Import Video wizard, you select the skin, or the
interface controls for the video. From the Skin menu, select the third option
from the top, MinimaFlatCustomColorPlayBackSeekCounterVolMute.swf, if it’s
not already selected.

Skinning

) anovan0 “©

Minimum width: 304 No minimum height

Skin:l MinimaFlatCustomColorPlayBackSeekCounterVol..| v I Color: -

URL: [ |

The skins fall in three broad categories. The skins that begin with “Minima” are
the latest designs and include options with a numeric counter. The skins that
begin with “SkinUnder” are controls that appear below the video. The skins
that begin with “SkinOver” are controls that overlap the bottom edge of the
video. A preview of the skin and its controls appear in the preview window.

8 Select color #333333 with a 75% Alpha. Click Next or Continue.

The videa's skin determines the L
Alphas%7s.

T |

Minimum width: 304 No minimum height
latCustomColorPlayBackSeekCounterVol..| v | Color:|

Note: The skin
is a small SWF file
that determines the
functionality and
appearance of the
video's controls. You
can use one of the skins
provided with Flash,
or you can choose
None from the top of
the menu.
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9 On the next screen of the Import Video wizard, review the information for the
video file, and then click Finish to place the video.

10 Your video with the selected skin appears on the Stage. Place the video on the
left side of the Stage.

SHEARWOOD WILDLIFE PRESERVE

P 3 -
Guess this animal sound

«{ Sound 1
+ Sound 2
< Sound 3

Note: When a video An FLVPlayback component also appears in your Library panel. The component
on the Stage is selected, is a special widget that is used on the Stage to play your external video.
you can press the
spacebar to begin or EGERTiEs] usnaey [
pause playback. [08 workingeapy fia v] & &

FLVPlayback : 2.1020

Name = | Linkage
BtnLion.jpg
@ BtnMandril_jpg
E‘ BtnPenguin.jpg
BinTiger.jpg
[23 FLvPlayback fl.video.FLVPlayba
13 @ Lesson08_assets.ai
lion.bkground.jpg
& sound_buttonl
ﬁ sound_button2
& sound_button3
v ﬁf sounds
&]¢ Africanbeat.mp3
&}~ Afrolatinbeat.mp3
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11 Click the play button on the skin of your video to preview the video.

The video plays on your Stage. Use the controls to play, stop, scrub, and change
the volume of the movie.

12 Choose Control > Test Movie > in Flash Professional. After the musical
introduction, click the Magellanic Penguins button.

The FLVPlayback component plays the external penguin video with the skin you
chose in the Import Video wizard. Close the preview window.

13 The other animal videos have already been encoded (in FLV format) and
provided in the 08Start folder. Import the Mandrill flv, Tiger.flv, and Lion.flv
videos in each of their corresponding keyframes. Choose the same skin as the
Penguin.f4v video.

Controlling the video playback

The FLVPlayback component lets you control which video plays, whether the video
plays automatically, and other aspects of playback. The options for playback can

be accessed in the Properties inspector. Individual properties are listed in the left
column, and their corresponding values are listed in the right column. Select one
of the videos on the Stage, and then choose among the following options:

* To change the autoPlay option, deselect the check box. When the check box is
selected, the video plays automatically. When the check box is deselected, the
video is paused on the first frame.

PROPERTIES i'm' - E:
- °
dnstance Name»
Instance of: FLVPlayback f_q,

=7 POSITION AND SIZE

[

X: 35.00 ¥: 150,00

éa W: 480,00 H: 352,00

w7 COMPONENT PARAMETERS

Property | Value |
align enter (K2
autoPlay
cuePoints Nune
isLive =)
preview None
scaleMode
skin MinimaFlarCu.. _/
skinAutoHide ]

skinBackgroundAlp...

skinBackgroundColor .
source Penguins_fdy _/p

volume

4] [

Note: If you don't
have a skin on your
video, you can still
control playback of
the video on the Stage
by right-clicking/Ctrl-
clicking on the video
and choosing Play,
Pause, or Rewind.

Note: The FLV
or F4V files, the
08_workingcopy.swf
file, and the skin file are
all required for your zoo
kiosk project to work.
The skin file is published
in the same folder as
your FLA file.
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e To hide the controller and only display it when users roll their mouse cursor
over the video, select the check box for the skinAutoHide option.

ERDEERTES M
SWF @
Instance of: FLVPlayback &,
= POSITION AND SIZE =
X: 35.00 ¥: 150.00
&5 W: 480.00 H: 352.00
w7 COMPONENT PARAMETERS
Property | Value |
align center [E3
autoPlay =4
cuePoints None
isLive =)
preview None
scaleMode
skin RinimaFlarCu.. f
skinAutoHide
skinBackgroundAlp... [o.75
skinBackgroundColor .
source Penguins_fay _/p
volume
1] [

e To choose a new controller (the skin), click the name of your skin file and select
a new skin in the dialog box that appears.

e To change the transparency of the skin, enter a decimal value from 0 (totally
transparent) to 1 (totally opaque) for the skinBackgroundAlpha.

e To change the color of the skin, click on the color chip and choose a new color
for the skinBackgroundColor.

* To change the video file or the location of the video file that Flash seeks to play,
click the source option.

In the Content Path dialog box that appears, enter a new filename or click the
Folder icon to choose a new file to play. The path is relative to the location of
your Flash file.

Working with Video and Transparency

For the various animal videos, you want to show the entire frame with the animals
in the foreground and the lush environment in the background. But sometimes you
want to use a video file that doesn’t include a background. For this project, the zoo
director was filmed in front of a green screen, which was removed using Adobe
After Effects. When you use the video in Flash, the zoo director appears to be in
front of the Flash background. A similar effect is used for news weatherpersons,
where the background of the video is totally transparent and can show weather
graphics behind the person.
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Transparencies in video (called alpha channels) are supported only in the FLV for-
mat using the On2 VP6 codec. When encoding a video with an alpha channel from
Adobe Media Encoder, be sure to choose Edit > Export Settings, click the Video
tab, and then select the Encode Alpha Channel option.

Video

¥ Basic Video Settings

“On2 VP&
/ Encode Alpha Channel
v e

Frame Width

Frame Height :

You'll import the video file, which is already in FLV format, into Flash for display
with the playback component.

Importing the video clip

Now you’ll use the Import Video wizard to import the Popup.flv file, which has
already been encoded with an alpha channel.

1 Inserta new layer called popupvideo.
2 Insert a keyframe at frame 50 and insert another keyframe at frame 86.

TIMELINE | OUTPUT | COMPILER

s o D‘S
&l sounds ¢+ H He——n

+ @ pengui Dlsmandrill
&l hilights « @ D‘Ehome DEzoodirector DEvideos nEsaunds 0
Tl sound buttons + W/
Tl buttons « @
3l bottom navbar + E
Tl title + W
+ W

@l background photo

You'll place the video of the zoo director at the end of the musical introduction
at the same time the stop action appears (frame 50). The keyframe at frame 86
ensures that the video of the zoo director disappears from the Stage when the
animal videos appear.

3 Select the keyframe at frame 50.
4 Choose File > Import > Import Video.

5 In the Import Video wizard, select On Your Computer and click Browse. Select
the Popup.flv file in the Lesson08/08Start folder and click Open.

6 Select Load external video with playback component. Click Next or Continue.

7 Select the same skin that you've been using from the Skin menu and click Next
or Continue.
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Note: If you don't
stop one video before
navigating to another
keyframe containing a
second video, the audio
can overlap. To prevent
overlapping sounds,
use the command
SoundMixer.
stopAl11() to stop
all sounds before
starting a new video.
The ActionScript in the
first keyframe of the
actions layer in your
08_workingcopy.fla file
contains the correct
code to stop all sounds
before navigating to a
new animal video.

8 Click Finish to place the video.

The video of the zoo director with a transparent background appears on the Stage.

SHEARWOOD WILDLIFE PRESERVE

- A "0
Guess this animal sound
«{ Sound 1
< Sound 2
«{ Sound 3

9 Preview the video on the Stage by clicking the play button on the skin.
10 Choose Control > Test Movie > in Flash Professional.

After the musical introduction, the zoo director appears. If you click on one of
the animal video buttons, the popup video is removed from the Timeline.

ACTIONS - FRAME

e P BvERRE OBEY OO [
video_buttonl.addEventListener(MouseEvent.CLICK,clickListenerl);
function clickListenerl(event:MouseEvent):void {
SoundMixer.stopAll()
gotoAndStop("penguins”);

video_buttonz.addEventListener(MouseEvent.CLICK,clickListenerz);

function clickListenerZ(event:MouseEvent):void {
SoundMixer.stopAll()

10 gotoAndStop( mandrill");

1 |}

12

13 video_button3.addEventListener(MouseEvent.CLICK,clickListener3);

14 function clickListener3(event:MouseEvent):void {

5
2
3
4
5
b
7
8
9

15 SoundMixer.stopAll()
16 gotoAndStop(“tiger");
17 |}

18

19 video_button4.addEventListener(MouseEvent.CLICK,clickListener4);
280 function clickListener4(event:MouseEvent):void {

21 SoundMixer.stopAll()
H 22 gotoAndStop( lion"};
23

324 LESSON 8 Working with Sound and Video



Using a Green Screen

Professionals often film people in front of solid green or blue backgrounds so they
can easily remove, or key, the background in a video editing application such as
Adobe After Effects. Then the person is merged with a different background. The
image of the zoo director was filmed in front of a green screen, which was removed

in After Effects. Follow these steps to use a green screen:

1

Shoot footage in front of a green
screen:

Use a green background that is
flat, smooth, and free of shadows

so the color is as pure as possible.

Minimize the light that reflects off

the green screen onto the subject.

Keep movement to a minimum for
Flash Video; use a tripod if possible.

Remove the background in After
Effects or other video editing
application:

In After Effects, import the
file as footage, create a new
composition, and drag it onto
the Composition Timeline.

Create a garbage mask to
roughly outline the shape and
remove most of the background.
But be sure the subject never
moves outside the mask!

Use the Color Range keying
effect to delete the rest of the
background. You may need to do
some fine-tuning with the Matte
Choker and Spill Suppressor
effects. A spill suppressor
removes the light that splashes
onto the edges of the subject.

Export the file to FLV format:

Export the video file to Flash Video
(FLV) format directly from the video
editing application. Be sure to select
Encode Alpha Channel. The alpha
channel is the selection around the subject. Encoding the alpha channel ensures

that the video exports without a background.
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Note: Recall that
you can add cue points
to video with Adobe
Media Encoder. You can
also add cue points to
video with ActionScript
in the Actions panel,
which is not discussed
in this book.

Note: If the
FLVPlayback
component on the
Stage doesn’t show a
preview of the video,
right-click/Ctrl-click on
the video and make
sure that the Preview
option is selected.

Using Cue Points

Cue points are special markers that you place in your video that Flash can detect
with ActionScript. There are two ways to use cue points. Cue points can trigger
an ActionScript command, letting you synchronize the video with other Flash ele-
ments. Or, you can jump to particular cue points in the video with ActionScript.
Both types of cue points add more functionality to video.

In this section, you'll add cue points to the zoo director video so relevant informa-
tion can be displayed on the Stage as he speaks.

Inserting cue points

There are four points in the zoo director video at which you'll want to synchronize
the display of additional information. First, when he introduces himself, you'll show
his name. Second, when he instructs the audience to click on a video, you'll high-
light the videos. Third, when he refers to the sounds, you'll highlight the sounds.
Fourth, you'll add a cue point to mark the end of the video.

1 Select frame 50 (the first keyframe in which the zoo director video appears) of
the popupvideo layer.

TIMELINE [ OIS

penguins

NI

] hilights

Olghome DBioodirector nEvideos DBsounds |

4l sound buttons

4l bottom navbar

S title

]

]

+ + A

@l buttons « « @
1

]

]

4] background photo

2 Select the video of the zoo director on the Stage.

3 Click the play button on the skin and
pause the video when the zoo director
says, “...my name is Paul Smith”

The numeric counter that displays
the elapsed time should read about
two seconds.

00:0200:17

13
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4 In the Properties inspector, click the Plus button in the Cue Points section to

add a cue point at the two-second mark.

w CUE POINTS

- E—

+-EBA

Name | Time

| Type

Cue Poin... 00

namecue.

W AWE PuI 3

I —

+-mBA

00 ActionScript

Name | Time | Type

namecue | 00:00:02:00 ActionScript

A cue point appears in the Cue Points section of the Properties inspector.

Click the name of the cue point in the Properties inspector and rename it

6 Continue playing the video and pause it when the zoo director says, “..so click
on a video”

The numeric counter that displays the elapsed time should read about 12 seconds.

In the Properties inspector, click the Plus button in the Cue Points section to
add a cue point at the 12-second mark, and rename the cue point videocue.

T LuE runoa

o E—
+-mBA

MName | Time | Type

namecue 00!

videocue

0 ActionScript

0 ActionScript
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Note: If you need to 8 Continue playing the video and pause it when the zoo director says, “.. click on
adjust the time of any of a sound”

the cue points, you can
click and drag over the 9 In the Properties inspector, add a third cue point and rename it soundcue.

time or click to enter a The third cue point should be at the 14-second mark.
time with millisecond

precision. = CUE POINTS
+-EBA
Note: Inthe

o Name | Time | Type
Propertles inspector,

namecue 00:00:02:00 ActionScript

double-click any cue | wvideocue  00:00:12:00 ActionScript
point in the Type [soundcue |00,00:14:00 ActionScript

column and your
video on the Stage
will immediately jump

to that particular 10 Continue playing the video until it reaches the end. In the Properties inspector,
cue point. add a fourth cue point and rename it endcue.
== CUE POINTS
Note: To delete - E—
a cue point, select +-mBA
it in the Properties Name | Time | Type
inspector and C“Ck the namecue 00:00:02:00 ActionScript

videocue 00:00:12:00 ActionScript
soundcue 00:00:14:00 ActionScript
lendcue | 00:00:17:00  ActionScript

Minus sign.

Detecting and responding to cue points

Now you’ll add the ActionScript to detect the cue points and respond to them.
The Code Snippets panel can help do much of the ActionScript coding.

1 Open the Code Snippets panel (Window > Code Snippets).

2 Expand the Audio and Video folder in the Code Snippets panel and select the
On Cue Point Event option.

Code Snippets | =
8 O 3%~
» ] Actions -

» ] Timeline Navigation

» (3 Animation

» ] Load and Unload

¥ 5 Audio and Video
|_] Click to Play/Stop Sound
] Click to Stop All Sounds
|_]On Cue Paint Event
] Click to Play Video

] Click to Pause Video

] Click to Rewind Video

The On Cue Point Event code snippet triggers a function whenever a cue point
is detected.
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3

Select the Show Code button.

4 Click on the instance_name_here code and drag your pick whip over the video

5

6

of the zoo director on the Stage.

Code Snippets |
I
» (] Actlons
» [ Timeline Navigation
» 3 Animation
» (7 Load and Unload
v EyAudio and Video
|_]Click to Play/Stop Sound
_]Click to Stop All Sounds

| ]On Cue Point Event @ e
import fl.video.MetadataEvent; o
_]Click to Pause Video
[[]Click to Rewind Video ddEventListener
[ Click to Set Video Source 'OINT, fl_CuePointHandler);
[} Click to Seek to Cue Point : W
function
[Ey ezt MetStmam :deo fl_CuePointHandler(cvent:MetadataEvent):void
» [ Event Handlers { |
= : // Start your custom code
: - === PG (o e P T e § e ot
00:00/00:00 ] ‘& =i

Since you have not yet named the instance of your video component on

the Stage, Flash asks you to provide a name. Enter paulsmithvideo as the
instance name and click OK. Remember, objects must be named in order for
ActionScript to control them.

i Set Instance Name

The selected symbol requires an instance name.

Ipaulsmithv‘ideu I

["] Don't show again

(el ) o)

Click Insert.

Flash automatically adds the necessary code to detect cue points on your
selected video. A temporary flag on the Timeline indicates where the new
ActionScript code is inserted.

Timeline
Code Snippet Inserted
a0 5 10 15 20 25 30 35 40 45 33 o o 70 75

o 3 o
4 sounds « + @O o ot it posclin -
4l popupvid... + « [}y D|
@l videos « +» B,
T hilights « o+ O |]| home nEzoodirector DEvideos EIE
@l sound bu... +« + W
@l buttons « + @
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7 Select the keyframe in the actions layer at frame 50 and open the Actions panel
to examine the newly inserted code.

The stop() command on the first line was already present in the file before you
added the code snippet.

Actions - Frame [

hPGvERREEBEYDDOF {5 Code Snippets %,
1y stop(D;/* On Cue Point Event Handler
2 | Executes the fl_CuePointHandler function defined below each time a cue point is passed
X
4 | Instructions:
5 | 1. Add your custom code on a new line after the line that says "// Start your custom c
6 | The code will execute when cue points are reached in a video that is playing
7 | =7
8
9 | import fl.video.MetadataEvent;

11 | paulsmithvideo.addEventListener(MetadataEvent.CUE_POINT, fl_CuePointHandler);

| |12
[! 13 | function fl_CuePointHandler(event:MetadataEvent):void

14 | {

15 // Start your custom code

16 '/ This snippet code displays the cue point's name in the Output panel
17 troce(event.info.name);

18 // End your custom code

194}

8 Now you must add conditional statements to check which of the cue points has
been encountered and respond appropriately. Replace all the lines inside the
function with the following code:

if (event.info.name=="namecue") {
gotoAndStop("zoodirector™);

}

if (event.info.name=="videocue") {
gotoAndStop("videos");

}

if (event.info.name=="soundcue") {
gotoAndStop("sounds");

}

if (event.info.name=="endcue") {

gotoAndStop("home");
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GO R 2R = el ) Gl e el ({FCode Snippets
1 stop();/* On Cue Point Event Handler
2 Executes the fl_CuePointHandler function defined below each time a cue point is passed
3
4 Instructions:
5 1. Add your custom code on @ hew line after the line that says "// 5tart your custom c|
6 The code will execute when cue points are reached in a video that is playing.
o
8
9 import fl.video.MetadataEvent;
10
11 paulsmithvideo.addEventListener(MetadataEvent.CUE_POINT, fl_CuePointHandler);
12
13 function fl_CuePointHandler(event:MetadataEvent):void
14
15 if (event.info.name=="namecue") {
H 16 gotoAndStop("zoodirector");
17
18 if (event.info.name=="videocue") {
19 gotoAndStop("videos");
20
21 if (event.info.name=="soundcue") {
22 gotoAndStop("sounds")};
23
24 if (event.info.name=="endcue") {
25 gotoAndStop("home");
26
2r | 1

The final code checks the name of each cue point as it’s detected, and if there is
a match, the playhead goes to a specific named keyframe on the Timeline.

Adding the synchronized Flash elements

The Timeline already contains several named keyframes. In these keyframes, you'll
place additional Flash elements that appear as the cue points in the video are detected.

1 Select the keyframe named zoodirector in the hilights layer.

TIMELINE

&l actions

&l sounds

&l popupvideo

Q] videos
nlEhcme [fzoodirector nEvidecs DEsaunds Ol

Tl sound buttons

&l buttons

&l bottom navbar

Tl tite

Tl background photo
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2 Drag the symbol called zoo directorname from the Library panel to the Stage
and place it close to the video.

Pl _ Smmit

r

fn

Zoo Director

The graphic of the name appears when the playhead moves to the zoodirector

keyframe.

3 Select the keyframe named videos in the hilights layer.

imeawe [oureur | covensnensons [wowoveoros |

4l sound buttons

&l buttons

%l bottom navbar

q] title

&l background photo

EEEEEOEEEE O

i B AN AN S BRIt B
Tl actions - Dlg
4l sounds . T ™
Al popupvideo . I]l- =
Ql videos - zpenguins
Dlghume D:zmdirm:lnr 0O wideos Dﬁsﬂunds o

4 Select the Rectangle tool with a red 3.0 stroke and no fill. Draw a rectangle
around the video buttons to highlight them.

MAGELLANIC PENGUINS

MANDRILL

The rectangular red outline appears when the playhead moves to the videos

keyframe.
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5 Select the keyframe named sounds in the hilights layer.
[ rmeuwe [oureur [ cousmerenons [woronenmor [

'l actions

al sounds

al popupvideo |

&l videos . | zpaﬁguins
Dlghume u:zmdimtmr uzvidens uEsﬂunds o

&l sound buttons . |

'q] buttons

&l bottom navbar

al title

Q] background photo

6 Draw another rectangle with the same stroke and fill settings around the sound
buttons to highlight them.

00:00/00:00

‘Guess this animal sound
={ Sound 1 Bl

={ Sound 2
= Sound 3

MAGELLANIC PENGUINS

The rectangular red outline appears when the playhead moves to the
sounds keyframe.

7 Choose Control > Test Movie > in Flash Professional.

SHEARWOOD WILDLIFE PRESERVE

As the zoo director speaks, various Flash graphic elements pop up in synchrony.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 333



Finishing touches

At the end of the zoo director’s introduction, he disappears, but the FLVPlayback
component skin remains. You'll remove the skin and position the video to be better
integrated with the background.

1 Select the zoo director video in the popupvideo layer.

2 In the Component Parameters section of the Properties inspector, click the
Pencil button next to the skin property.

<7 COMPONENT PARAMETERS

Property | value
align center [E3
autoPlay ™
cuePoints [{namecue,00:00:...
isLive O

preview None

scaleMode [maintainAsp., =
skin Mml'maﬂatCu.
skinAutoHide 0
skinBackgroundAlp...

skinBackgroundColor [l
source Popup.flv f-"

volurie

3 In the dialog box that appears, choose None from the Skin pull-down menu.
Click OK.

Select Skin

(’ Skin: Nnne) | '| color: [l

URL: | |

The zoo director video no longer has a skin.
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4 With the Selection tool, move the video so that its bottom edge aligns with the
top edge of the navigation bar. You'll also want to move the zoo director name
that appears in the zoodirector keyframe of the hilights layer so it remains close
to the video.

Paufll Smith
oo Director

; S o S T

P e
Guess this animal sound
={ Sound 1
= Sound 2

=« Sound 3

MAGELLANIC PENGUINS MANDRILL

Without the skin, the illusion of the virtual zoo director greeting us is more
convincing.

Embedding Flash Video

In the previous section, you added cue points to synchronize external video with
Flash elements on the Stage. Another way to integrate video with Flash elements

is to use embedded video. Embedded video requires the FLV format and is best
only for very short clips. The FLV file is saved in the Library panel of your Flash file,
where you can place it on the Timeline. The video plays as long as there are suf-
ficient frames on your Timeline.

Embedding video in Flash is supported by Flash Player versions 6 and later. Keep
in mind the following limitations of embedded video: Flash cannot maintain audio
synchronization in embedded video that runs over 120 seconds. The maximum
length of embedded movies is 16,000 frames. Another drawback of embedding
your video is the increase in the size of your Flash project, which makes testing
the movie (Control > Test Movie > in Flash Professional) a longer process and the
authoring sessions more tedious.

Because the embedded FLV plays within your Flash project, it is critically impor-
tant that your FLV have the same frame rate as your Flash file. If not, your embed-
ded video will not play at its intended speed. To make sure your FLV has the same
frame rate as your FLA, be sure to set the correct frame rate in the Video tab of
Adobe Media Encoder.
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Encoding the FLV for embedding
You'll embed a short video of a polar bear in the beginning of your zoo kiosk project.
1 Open the Adobe Media Encoder.

2 Choose File > Add Source or click the Plus button in the Queue panel and
choose the polarbear.mov file in the Lesson08/08Start folder.

The polarbear.mov file is added to the Queue.

Source Name Format Preset Qutput File Status Start Queue
¥ FLV | FaV ¥ A Waiting
¥ FLV | Fav 1 Waiting

Add...
Duplicate

Remove

Settings...

3 In the options under Format, select the FLV format.

guins.mov 1 Outpurt: F4V

v B polarbear.mov

H.264 (Legacy)
MP3

4 Click the Preset settings or choose Edit > Export Settings to open the Edit
Export options.

5 Click the Video tab and set Frame Rate to 24. Make sure that the Resize Video
check box is deselected.

The Flash file 08_workingcopy.fla is set at 24 frames per second, so you want
your FLV to also be at 24 frames per second.
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6 Deselect Export Audio at the top of the dialog box. Click OK.

Output Name: p

+ Export Video

 Summary

7 Click the Start Queue button (triangular icon) in the upper-right corner to
encode your video.

The polarbear.flv file is created.

Embedding an FLV on the Timeline

Now that you have an FLV, you can import it into Flash and embed it on the
Timeline.

1 Open the file 08_workingcopy.fla.
2 Select the first frame of the popupvideo layer.

3 Choose File > Import > Import Video. In the Import Video wizard, select
On Your Computer and click Browse. Select the polarbearflv file in the
Lesson08/08Start folder and click Open.

4 In the Import Video wizard, select Embed FLV in SWF and play in timeline.
Click Next or Continue.

Select Video

Where is your video file?

(= On your computer:

fUsers/_AdobeFlashCS6_CIB/LessonFiles_CS6/Lesson08/0BEnd/polar...
O Load external video with playback component
@ Embed FLV in SWF and play in timeline

_) Impaort as mobile device video bundled in SWF

5 Deselect Expand timeline if needed and deselect Include audio. Click Next
or Continue.

Embedding

How would you like to embed the video?

Symbol type: | Embedded video | v

[ Place instance on stage
[ Expand timeline if needed
[ Include audio
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Note: You will 6 Click Finish to import the video.
not be able to hear . X
audio in the authoring The video of the polar bear appears on the Stage. Use the Selection tool to move
environment for it to the left side of the Stage.
embedded videos
containing sound. To ¢
near theaucio, you SHEARWOOD WILDLIFE PRESERVE
must choose Control >
Test Movie > in Flash
Professional.

' - AS
Guess this animal sound
4 Sound 1

B Lo
i -
)

4 Sound 2 2\

kYl
IAAGELLANIC PENGLINS MANDAILL SENGA TIGER SATANGA LIOR

+ Sound 3

The FLV also appears in your Library panel.

LIBRARY

| 08_workingcopy.fla

Lv| & =&

I —
Name | Linkage

BtnLion.jpg

@ BtnMandril.jpg

BtnPenguin.jpg

[2] BtnTiger.og

5 FLVPlayback fl.video.FLVPlayba
» @ Lesson0B8_assets.ai

@ lion.bkground.jpg

polarbear.flv

ﬁ sound_buttonl

E sound_button2

7 Choose Control > Test Movie > in Flash Professional to see the embedded video

file play from frame 1 to frame 49.
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Using embedded video

It’s useful to think of embedded video as a multiframe symbol, very much like a
symbol with a nested animation. You can convert an embedded video to a movie
clip symbol, and then motion tween it to create interesting effects.

Next, you'll apply a motion tween to the embedded video so it elegantly fades out
just before the zoo director pops up and speaks.

1 Select the embedded video of the polar bear on the Stage, right-click/Ctrl-click
it, and select Create Motion Tween.

s e

Create Motion Tween

Copy
Paste

Copy Motion

Copy Mation as ActionScript 3.0.
Paste Motion

Paste Motion Special...

Save as Motion Preset...

2 Flash asks to convert the embedded video to a symbol so it can apply a motion
tween. Click OK.

The selected item cannot be tweened. You must convert this to a symbol in
. order to tween. Do you want to convert and create a tween?

[] Don't show again.

cancel | [ ok |

3 Flash asks to add enough frames inside the movie clip symbol so that the entire
video can play. Click OK.

This video requires 316 frames to display its entire length. The selected
. timeline span is not long enough. Do you want the required number of
e frames automatically inserted into the timeline span?

[] Don't show again.

Cancel | I OK I

A motion tween is created on the layer.

4 Select the motion tween and click the Motion Editor tab.
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5 Collapse all the property categories. Click the Plus button next to Color Effect
and choose Alpha.

=]
¥ Transformation [ — bl ;
<ot - ST
Filters = | Brightness
S

. int
Advanced Color

The Alpha property is added to the motion tween.

6 Select frame 1, and set the Alpha amount to 100%.

Froperny | vahse | Ease. Ilﬂlhmul?ﬂ
i A 15

* Basic mosan [ 7 —— Y
* Tranyloermanion [CIET T — | -
* Color Effect -
v Ngsa T e— Y

Mipha amount 100% [ Botae T IRSL 100 £t bbb
Filters. -
|- [ = 5

7 Select frame 30, right-click/Ctrl-click, and choose Add Keyframe.

Fropeny | Valse | Ense | Keyframe | Gragh
s 10 1 0. s | T 0

* Basic mogon [~ — -
* Tranylgemation (o T — -
* Color Bffect = B
- Migna [ r— @

Mgha amount 100% [ Mo Eae i+] 4 160
Filwers -
]

|'I'.llll =

An Alpha keyframe appears at frame 30.
8 Select frame 49, right-click/Ctrl-click, and choose Add Keyframe.
An Alpha keyframe appears at frame 49.

9 Select the last keyframe at frame 49 and drag it down to 0%.

| Yalue | Eaze. | | Gragh
= s 1 1. = (3
[ [ No Ease iv] -
[Ty T — -
=
[T T —7 ]
o% Sy rrre—
L}
= @
= =

The Alpha is set to 0% at the last keyframe so the embedded video fades out
from frame 30 to frame 49.

10 Choose Control > Test Movie > in Flash Professional to see the embedded video
play and fade out.
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Review Questions

1 How can you edit the length of a sound clip?
What is a skin for a video?

What are cue points and how are they used?

H W N

What are the limitations for embedded video clips?

Review Answers

1 To edit the length of a sound clip, select the keyframe that contains it and click the
Pencil button in the Properties inspector. Then move the time slider in the Edit
Envelope dialog box to clip the sound from the front or from the end.

2 The skin is the combination of functionality and appearance of video controls, such
as Play, Fast Forward, and Pause buttons. You can choose from a wide array of
combinations with the buttons in different positions, and you can customize the skin
with a different color or level of transparency. If you don’t want viewers to be able to
control the video, apply None from the Skin menu.

3 Cue points are special markers that you can add to an external video with Adobe
Media Encoder or in the Cue Points section of the Properties inspector. You can
create event listeners in ActionScript that detect when a cue point is encountered
and respond accordingly, for example, by displaying graphics that are synchronized
with the video.

4 When you embed a video clip, it becomes part of the Flash document and is included
in the Timeline. Because embedded video clips significantly increase the size of the
document and produce audio synchronization issues, it’s best to embed video only if
it is very brief and contains no audio track.
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9 LOADING AND CONTROLLING
FLASH CONTENT

Lesson Overview
In this lesson, yow'll learn how to do the following:
e Load and display an external SWF file
* Remove a loaded SWF file
e Control a movie clip’s Timeline
e Use masks to selectively display content
This lesson will take about an hour to complete. If needed, remove the

previous lesson folder from your hard drive and copy the Lesson09 folder
onto it.
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OPERATIVE WORDS
STUMBLING INTO MARK'S
INNER CIRCLE

The star from Double Identity, who prefers |
installing a skyfight to the limelight talks |
about warkin%lon the one of the toughest

film shoots in history, family, and the starlet = -

wha's not doing a very goad job of hiding = ;_% lm w

in his bathroom. S ¥
\'1000'000'LFS

I\ uFesTvie
TODAY'S SELF IMPROVEMENT

Use ActionScript to load external Flash content.
By keeping Flash content modular, your projects
remain more manageable and easier to edit.




Getting Started

You'll start the lesson by viewing the finished movie.

1 Double-click the 09End.html file in the Lesson09/09End folder to view the
final movie.

yhest

ristrign bl Al
whass na dleing  ery good b ol Riding
i his bathroor,

TODAYS SELF |m=mvs:in'lr.\\
The project is a fictional online lifestyle magazine called Check. A jazzy animation
appears on the front page showing four main sections of the magazine. Each
section on the front page is a movie clip with a nested animation.

The first section is an article on the star of the upcoming movie Double Identity
(whose Web site you created in Lesson 4, “Adding Animation”), the second
section describes a new car, the third section presents some facts and figures,
and the fourth section is a self-improvement article.

You can click on each section on the front page to access the content. The inside
content is not complete, but you can imagine that each section could contain
more information. Click again to return to the front page.

2 Double-click the pagel.swf, page2.swf, page3.swf, and page4.swf files in the
Lesson09/09End folder.

Each of the four sections is a separate Flash file. Note that the front page, 09End.
swf, loads each SWF file as needed.
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iyt iz to o & meed

il w
— THE NOSE KHOWS THE FUTURE:
‘:': 000'000°LYS -.._..........:-_ 1650 g
f et o .
e e mom mas L4180 26538 BOTSD 23046 26631 K32TU SOZEN 41971 85049 3TLID
3 Close all the SWF files and open the 09Start.fla file in the Lesson09/09Start folder. Note: Flash warns
. ) L you if your computer
Many of the images, graphic elements, and animations have already been doesn't have the same

completed in this file. You will add the necessary ActionScript to make the Flash fonts contained in a FLA
file. Choose substitute
fonts, or simply click Use
Default to have Flash
automatically make the
substitutions.

file load the external Flash content.

4 Choose File > Save As. Name the file 09_workingcopy.fla and save it in the
09Start folder. Saving a working copy ensures that the original start file will be
available if you want to start over.
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Note: The ProLoader
object is an ActionScript
object introduced
in Flash Professional
CS5.5. Older versions of
Flash relied on a similar
object called the Loader
object. The ProLoader
and the Loader objects
are identical except
that the ProLoader
handles the loading of
TLF text better for more
reliable and consistent
performance.

Note: To compare
punctuation, spacing,
spelling, or any
other aspects of the
ActionScript, view the
Actions panel in the
09End-fla file.

Loading External Content

You'll use ActionScript to load each of the external SWFs into your main Flash
movie. Loading external content keeps your overall project in separate modules
and prevents the project from becoming too bloated and difficult to download. It
also makes it easier for you to edit, because you can edit individual sections instead
of one, large, unwieldy file.

For example, if you wanted to change the article on the new car in the second
section, you would simply open and edit the Flash file page2.fla, which contains
that content.

To load the external files, you'll use two ActionScript objects: one called a
ProLoader and another called a URLRequest.

1 Inserta new layer at the top and rename it actionscript.

TIMELINE | MOTION EDI

%l logo N =
A blackBarTop . - W
W pages =]

2 Press F9 (Windows) or Option+F9 (Mac) to open the Actions panel.
3 Type the following two lines exactly as they appear here:

import fl.display.ProlLoader;

var myProlLoader:ProlLoader=new ProlLoader();

This code first imports the necessary code for the ProLoader class, and then
creates a ProLoader object and names it myProLoader.

Actions - Frame |
w PO R YT DDO T

1 impert fl.display.ProLoader;
2 wvar myProLoader:ProlLoader=new ProLoader (J;

4 On the next line, type the following lines exactly as they appear here:
pagel_mc.addEventListener(MouseEvent.CLICK, pagelcontent);
function pagelcontent(e:MouseEvent):void {
var myURL:URLRequest=new URLRequest("pagel.swf");
myProLoader.Toad(myURL) ;
addChild(myProLoader);

}
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Actions - Frame |

RPOVEERR DEYDD I
1 import fl.display.ProlLoader;
2 var myProLoader:ProlLoader=new ProLoader (J;
3  pagel_mc.addEventListener(MouseEvent.CLICK, pagelcontent);
4 function pagelcontent(e:MouseEvent):void {
5 var myURL:URLRequest=new URLRequest(“pagel.swf");
6
7
8

myProLoader . Load(myURL) ;
addChild{myProLoader);

A

You've seen this syntax before in Lesson 6. On line 3, you create a listener that
detects a mouse click on the object called pagel_mc. This is a movie clip on the
Stage. In response, Flash executes the function called pagelcontent.

The function called pagelcontent does several things: First, it creates a
URLRequest object referencing the name of the file you want to load. Second,
it loads the URLRequest object into the ProLoader object. Third, it adds the
ProLoader object to the Stage so you can see it.

5 Select the movie clip on the left side of the Stage with the movie star.

6 In the Properties inspector, name it pagel_mc.

M
’7: pagel_mc @
Movie Clip | =

Instance of: homeBtnl Swap...

=7 POSITION AND SIZE

X 0.0 ¥ 102.0

=) W: 488.6 H: 473.6

The ActionScript you entered refers to the object called pagel_mc, so you need
to apply the name to one of the movie clips on the Stage.
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Note: You can also 7 Choose Control > Test Movie > in Flash Professional to see your movie so far.
use the ProLoader and . . . . .
URLRequest objects to The front page plays its animation and stops. When you click on the movie star,
dynamically load image the file called pagel.swf loads and is displayed.
files. The syntax is
identical. Simply replace
the SWF filename
with a JPEG filename,
and Flash loads the
specified image.

“Youwwant to Fnow work,
ﬂﬂ_-}wf have to do is meet 1Y FIOT,

8 Close the SWF called 09_workingcopy.swf.
9 Select the first frame of the actionscript layer and open the Actions panel.

10 Copy and paste the event listener and the function so you have four distinct
listeners for each of the four movie clips on the Stage. The four listeners should
appear as follows:

pagel_mc.addEventListener(MouseEvent.CLICK, pagelcontent);
function pagelcontent(e:MouseEvent):void {

var myURL:URLRequest=new URLRequest("pagel.swf");
myProlLoader.lToad(myURL) ;

addChild(myProLoader);

3

page2_mc.addEventListener(MouseEvent.CLICK, page2content);
function page2content(e:MouseEvent):void {

var myURL:URLRequest=new URLRequest("page2.swf");
myProLoader.lToad(myURL) ;

addChild(myProLoader);

}
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page3_mc.addEventListener(MouseEvent.CLICK, page3content);

function page3content(e:MouseEvent):void {

var myURL:URLRequest=new URLRequest("page3.swf");

myProlLoader.Toad(myURL) ;
addChild(myProLoader);
}

page4_mc.addEventListener(MouseEvent.CLICK, paged4content);

function page4content(e:MouseEvent):void {

var myURL:URLRequest=new URLRequest("page4.swf");

myProLoader.lToad(myURL) ;
addChild(myProLoader);
}

Actions - Frame [
R B OGYyEERESYDDUJH
1 import fl.display.ProLoader;
2 var myProLoader:ProlLoader=new ProLoader (J;
3 pagel_mc.addEventlListener(MouseEvent.CLICK, pagelcontent);
4 function pagelcontent(e:MouseEvent):void {
5 var myURL:URLRequest=new URLRequest("pagel.swf");
6 myProLoader . Load(myURL};
7 addChild(myProLoader);
8]
9 pageZ_mc.addEventListener(MouseEvent.CLICK, pageZcontent);
1@ function pageZcontent(e:MouseEvent):void {
1l var myURL:URLRequest=new URLRequest("pageZ.swf");
12 myProLoader . Load(myURL);
13 addChild(myProLoader);
14 3}
15 page3_mc.addEventListener(MouseEvent.CLICK, page3content);
+ 16 function page3content(e:MouseEvent):void {
I| |17 var myURL:URLRequest=new URLRequest("page3.swf");
18 myProLoader . Lload(myURL);
19 addChild(myProLoader);
28 1
21 page4_mc.addEventListener(MouseEvent.CLICK, paged4content);
22 function page4content(e:MouseEvent):void {
23 var myURL:URLRequest=new URLRequest("page4.swf");
24 myProLoader . Lload(myURL};
25 addChild(myProLoader);
26

Note: Adding event
listeners to movie clips
can make them respond
to mouse clicks, but
your cursor doesn't
automatically change to
a hand icon to indicate
that it is clickable. In the
Actions panel, set the
property buttonMode
to true for each movie
clip instance to enable
the hand cursor. For
example, pagel_
mc.buttonMode=true
makes the hand cursor
appear when you move
your mouse over that
movie clip on the Stage.

11 Click on each of the remaining three movie clips on the Stage and name them

in the Properties inspector. Name the yellow car page2_mc, name the data

section page3_mc, and name the self-improvement section on the lower left

page4_mc.
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Using the Code Snippets Panel

You can also use the Code Snippets panel to visually point and add code to load
external SWF or image files. Using the Code Snippets panel can save you time and
effort, but writing your own code by hand is the only way to understand how the
code works and will help you begin building your own more sophisticated, custom-
ized projects.

Follow these alternate steps if you wish to rely on the Code Snippets panel. However,
the remainder of this lesson will refer to the code presented in the previous section.

1 Choose Window > Code Snippets, or if your Actions panel is already open, click
the Code Snippets button at the top right of the Actions panel.

The Code Snippets panel appears. The code snippets are organized in folders
that describe their function.

2 In the Code Snippets panel, expand the folder called Load and Unload and
select Click to Load/Unload SWF or Image.

Code Snippets | G [ Motion Presets | | = ..‘.l;:j
A |0 (] | B
» [ Actions : &
» (] Timeline Navigatien .n“

» (7 Animation
¥ [CyLoad and Unload 'E
|_] Click to Load/Unload SWF or Image
|_] Click to Load Image from Library
] Add Instance frem Library
L] Remave Instance from Stage

] Load External Text

3 Click the Show code button.

The actual code appears. There is a commented portion of the code that
describes the function of the code and the different parameters. The colored
parts of the code are the parts that you need to change.

4 Move your mouse over the blue words instance_name_here.
Your mouse cursor turns into the pick whip icon that appears as a small curl.

5 Click and drag your cursor from the blue code words to the first movie clip on
the Stage.

The movie clip instance becomes highlighted with a yellow border, indicating
that the selected code snippet will be applied to it.
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x
Code Snippets |

» [ Actions
» (3 Timeline Navigation
» (3 Animation

v (5 Load and Unload

| ] Click to Load/Unload SWF or Image

[ Click to Load Image from Library
) Add Instance TraTTLirany

addEventListener

[ Remove Instance from Stage e .
|_ClickToloadUnloadS!

[] Load External Text

» (3 Audio and Video

» (] Event Handlers
] Mobile Touch Events . .
{/This variable keeps track of whether you want to

» [ Mobile Gesture Events load or 1mload the SWE

» [ Mobile Actions

Insert
» [ AIR for Mobile

6 Release your mouse cursor.

A dialog box appears to allow you to give a name to the instance. Name the
instance pagel_mc.

Set Instance Name

The selected symbol requires an instance name.

.pagel_mc

: Don't show again

N ———
Cancel (

oK )

7 Replace the blue URL with the filename pagel.swf.

@

Insert

The filename pagel.swf refers to the external SWF file that will be loaded.
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8 Click Insert.

Flash adds the code snippet to the current keyframe on the Timeline. A flag
appears on the Timeline to let you know that the code has been added, and to
indicate where on the Timeline it’s been placed.

Timeline | Output | Compiler Epaiitiir
case sopoe s &
= a0 o
@
@l logo « @@
Tl blackBar... « B .'
2l pages « + @

9 Click on the flag to open the Actions panel to view the code.

Actions - Frame I

R POVEERHETDDO M & Code Snippets
X * Click to Load/Unload SWF Image from a URL.
2 C(Clicking on the symbol instance loaods and displays the specified SWF or imag
3
4
5 es/imag jpg" below with
5] m the domain W the calling SW
7
8
9 pagel_mc.addEventlListener(MouseEvent.CLICK, fl_ClickToLoadUnloadSWF);

11 import fl.display.ProLoader;
12 var fl_ProlLoader:ProlLoader;

13
14 //This variable keeps track of whether you want to load or unload the SWF
15 var fl_TolLoad:Boolean = true;
6 |
17 function fl_ClickTolLoadUnloadSWF(event:MouseEvent):void
18
19 1f(fl_ToLoad)
H 20 {
21 fl_ProLoader = new ProLoader();
22 fl_ProLoader.load(new URLRequest("pagel.swf"));
23 addChild(fl_ProLoader);
24 }
25 else
26 {
27 fl_ProLoader.unload();
28 removeChild(fl_ProLoader);
29 fl_ProLoader = null;
30 }
3L // Toggle whether you want to load or unload the SWF
32 fl_ToLoad = !fl_Toload;
3300

Examine the code. The code is a little more complex than the code presented in
the previous section. The code includes a toggling functionality, so the user can
click once to load the SWF and then click again to unload the SWE. However,
because the external SWF that loads covers the entire Stage, the original movie
clip is hidden and inaccessible to click on. Use this code snippet if your layout
allows the button or movie clip that triggers the loading function to remain
visible on the Stage.
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Positioning of the Loaded Content

Loaded content is aligned with the Stage (or whatever it is loaded into). The registra-
tion point of the ProLoader object is at its top-left corner, so the top-left corner of the
external SWFs align with the top-left corner of the Stage (where x=0 and y=0). Since
the four external Flash files (page1.swf, page2.swf, page3.swf, and page4.swf) all have
the same Stage size as the Flash file that loads them, the Stage is completely covered.

However, you can position the ProLoader object wherever you want. If you want to
place the ProLoader object in a different horizontal position, you can set a new X
value for the ProLoader object with ActionScript. If you want to place the ProLoader
in a different vertical position, you can set a new Y value for the ProLoader. Here’s
how: In the Actions panel, enter the name of the ProLoader object, followed by a
period, the property x or y, and then the equals symbol and a new value.

In the following example, the ProLoader object called myProLoader is repositioned
200 pixels from the left edge and 100 pixels from the top edge.

27
28 myProLoader.x = 200;
29  myProLoader.y = 100;

When the external SWF content loads, it shows up exactly 200 pixels to the right
and 100 pixels down.

Yo vewent to kroie twork,
all you ase 1o do &5 mieet 1y o,

?
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Note: If you want to
remove the ProLoader
object from the Stage
entirely, you can use
the removeChild().
command. The code
removeChild
(myProLoader)
removes the ProLoader
object called
myProLoader so that it
is no longer displayed
on the Stage.

Note: If your loaded
content contains
open streams (such
as video or sounds),
those sounds may
continue even after
you've unloaded
the SWF from the
ProLoader object. Use
the unloadAndStop()
command to extinguish
the sounds as well
as unload the SWF
content.

Removing External Content

Once an external SWF file is loaded, how do you unload it to return to the main
Flash movie? One way is to unload the SWF content from the ProLoader object, so
the audience can no longer see it. You will use the command unload() to do this.

1 Select the first frame of the actionscript layer and open the Actions panel.

2 Add the following lines to your code in the Script pane:
myProLoader.addEventListener(MouseEvent.CLICK, unloadcontent);
function unloadcontent(e:MouseEvent):void {

myProloader.unload();

}
Actions - Frame |
w LPOHOvEERBIDYDDAMN
1 import fl.display.ProLoader;
2 var myProLoader:ProlLoader=new ProLoader (3;
3 pagel_mc.addEventlListener(MouseEvent.CLICK, pagelcontent);
4 function pagelcontent(e:MouseEvent):veid {
5 var myURL :URLRequest=new URLRequest("pagel.swf");
6 myProLoader. Load(myURL);
7 addChild(myProLoader);
8 }
9 pageZ_mc.addEventListener(MouseEvent.CLICK, pageZcontent);
10 function pageZcontent(e:MouseEvent):veid {
11 var myURL :URLRegquest=new URLRequest("pageZ.swf");
12 myProLoader. Load(myURL);
13 addChild(myProLoader);
14 1
15 paoge3_mc.addEventListener(MouseEvent.CLICK, page3content);
16 function page3content(e:MouseEvent):void {
17 var myURL :URLRequest=new URLRequest("page3.swf");
18 myProLoader. Load(myURL);
N |19 addChild(myProLoader);
rl [2e 3
21 page4_mc.addEventListener(MouseEvent.CLICK, page4content);
22 function paged4content(e:MouseEvent):veid {
23 var myURL :URLRegquest=new URLRequest("page4.swf");
24 myProLoader. Load(myURL);
25 addChild(myProLoader);
26 1
27 myProLoader.addEventListener({MouseEvent.CLICK, unloadcontent);
28  function unloadcontent(e:MouseEvent):void {
29 myProLoader.unload();
3@ }
31

This code adds an event listener to the ProLoader object called myProLoader.
When you click on the ProLoader object, the function called unloadcontent is
executed.

The function performs just one action: It removes any loaded content from the
ProLoader object.

3 Choose Control > Test Movie > in Flash Professional to preview the movie.
Click on any of the four sections, and then click on the loaded content to return
to the main movie.

354 LESSON 9 Loading and Controlling Flash Content



Controlling Movie Clips

When you return to the front page, you'll see the four sections, so you can click
another movie clip to load a different section. But wouldn't it be nice to replay the
initial animation? The initial animations are nested inside each movie clip, and you
can control the four movie clips that are on the Stage. You can use the basic naviga-
tion commands that you already learned in Lesson 6 (gotoAndStop, gotoAnd-
Play, stop, play) to navigate the Timelines of these movie clips. Simply precede
the command with the name of the movie clip and separate them with a dot. Flash
targets that particular movie clip and moves its Timeline accordingly.

1 Select the first frame of the actionscript layer and open the Actions panel.

2 Add to the commands in the function called unloadcontent so the entire
function appears as follows:

function unloadcontent(e:MouseEvent):void {
myProloader.unToad();
pagel_mc.gotoAndPlay(1);
page2_mc.gotoAndPlay(1);
page3_mc.gotoAndPlay(1);
page4_mc.gotoAndPlay(1);

}
Actions - Frame I
P OYECERHEYDDO @
1 import fl.display.ProLoader;
2 var myProlLoader:ProLoader=new ProLoader (J;
3 pagel mc.addEventListener(MouseEvent.CLICK, pagelcontent);
4  function pagelcontent(e:MouseEvent):void {
5 var myURL :URLRequest = new URLRequest('pagel.swf");
6 myProLoader. Load(myURL);
7 addChild(myProLoader);
8
9 pageZ mc.addEventListener(MouseEvent.CLICK, pageZcontent);
1@ function pageZcontent(e:MouseEvent):void {
11 var myURL:URLRequest = new URLRequest('pageZ.swf"};
12 myProLoader. Load(myURL);
13 addChild(myProLoader);
14 3}
15 page3_mc.addEventListener(MouseEvent.CLICK, page3content);
16 function page3content(e:MouseEvent):void {
17 var myURL:URLRequest = new URLRequest('page3.swf");
18 myProLoader. Load(myURL);
19 addChild(myProLoader);
Ml (20 3}
21 page4 mc.addEventListener({MouseEvent.CLICK, page4content);
22  function pagedcontent(e:MouseEvent):void {
23 var myURL:URLRequest = new URLRequest('page4.swf");
24 myProLoader. Load(myURL);
25 addChild(myProLoader);
26 }
27  myProLoader.addEventListener(MouseEvent.CLICK, unloadcontent);
28 function unloadcontent(e:MouseEvent):void {
29 miDrnl nadar inl nads -
3e pagel mc.gotoAndPlay(l);
3 pageZ_mc.gotoAndPlay(1);
3z page3_mc.gotoAndPlay(1);
33 page4_mc.gotoAndPlay(1);
34
E
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In this function, which is executed when the user clicks the ProLoader object,
the ProLoader object is removed from the Stage, and then the playhead of each
movie clip on the Stage moves to the first frame and begins playing.

3 Choose Control > Test Movie > in Flash Professional to preview the movie.
Click on any of the four sections, and then click on the loaded content to return
to the main movie.

When you return to the main movie, all four movie clips play their nested
animations.

STUMBLIN:
INNER CIRCLE
The star from Doubsbe ide
imntaling a skylght 1o the

Creating Masks

Masking is a way of selectively hiding and displaying content on a layer. Masking is
a way for you to control the content that your audience sees. For example, you can
make a circular mask and allow your audience to see only through the circular area,
so that you get a keyhole or spotlight effect. In Flash, you put a mask on one layer
and the content that is masked in a layer below it.

Masks can be animated, and the content that is masked can also be animated. The
circular mask can grow bigger to show more content, or the content can scroll
under a mask like scenery whizzing by a train window.
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Define the Mask and Masked layers

You'll create a rectangular mask that starts small and grows larger to cover the

Stage. The resulting effect reveals the contents of the Masked layer slowly, similar
to a sliding door opening.

1 Open the file page2.fla.

G'oﬂ&.a small town in Silicon

the whose goal s to hﬂng
Wmm motoring together.
A challenging coupling for sure, but nothing compared to the
pairﬁvl went outin one of the demo vehicles earlier today: the
the lab at TeslaMotors 3 . pspeed.com, a caustic, young, endorphin
company's ﬁmuhmm " M!kahmﬂllshrmwng "l think about the environmnet
mdea!'udmmm.ufg.»mma pﬂp«hrh\ug
‘about green vehicles, which recently favorably reviewed
Horse and Buggy in a non AprilFool's Day entry,

EST.A

A single layer called content contains a movie clip of the second section about a
new car.

= and 5 10

2 Insert a new layer above the content layer and rename it mask.

4l content « « [,

3 Double-click the icon in front of the layer name, or choose Modify > Timeline >
Layer Properties.

The Layer Properties dialog box appears.
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4 Select Mask and click OK.

Layer Properties

Narne:[mask I lasokal]
[# show [] Lock
Type: O Normal
(O Masked
Q Folder
O Cuide

Qutline :DIDI:-

[ view layer as outlines

Layer height:| 100% | ¥

The top layer becomes a Mask layer. Anything that is drawn in this layer will act
as a mask for a Masked layer below it.

e |MBTBNEBITOR

4l content « o+ @)

5 Double-click the icon in front of the bottom layer named content, or choose
Modify > Timeline > Layer Properties.

The Layer Properties dialog box appears.

Note: You can also 6 Select Masked and click OK.
simply drag a normal
layer under a Mask layer,
and Flash will convert it Name:cantent | [ox ]

to a Masked layer. [ Show [] Lock

Type: ) Normal

Layer Properties

(O Mask

O Folder
O Guide

Outline color: [l

[ view layer as outlines

Layer height:| 100% | v

The bottom layer becomes a Masked layer and is indented, indicating that it is
affected by the mask above it.

e HGTESTo
sa0of s 10

7?“ mask « +« [0,

¥ content
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Create the mask

The mask can be any filled shape. The color of the fill doesn’t matter. What'’s impor-
tant to Flash is the size, location, and contours of the shape. The shape will be the
“peephole” through which you'll see the content on the layer below. You can use
any of the drawing tools to create the fill for your mask.

1 Select the Rectangle tool.

2 Choose any color for the Fill and no stroke for the Stroke.

3 Select the top Mask layer and draw a thin rectangle just off to the left of the
Stage. Make the height of the rectangle slightly larger than the Stage.

Create Shape Tween

Cut
Copy
Paste
Copy Motior
1 as ActionScript 3.0.

1 Special

ion Preset.,

Select All
Deselect All
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5 Flash asks to convert the rectangular shape to a symbol so you can apply a
motion tween. Click OK.

The selected item cannot be tweened. You must convert this to a symbol in
‘ order to tween. Do you want to convert and create a tween?

[] Don't show again.

Cancel | i OK

The top layer becomes a Tween layer, and one second’s worth of frames is added
to the Timeline.

TIMELINE

i, mask

“¢. content

7 Move the playhead to the last frame, frame 24.
8 Select the Free Transform tool.
9 Click on the rectangular symbol.

The free transform handles appear around the rectangular symbol.
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10 Hold down the Alt/Option key and drag the right edge of the free transform
handle to expand the rectangle to cover the entire Stage.

Flash creates a new keyframe in the last frame, where the rectangle becomes
wider. The motion tween creates a smooth animation of the rectangle growing

wider and covering the Stage.

11 To see the effects of the Mask layer on its Masked layer, lock both layers. Scrub
the red playhead back and forth along the Timeline to see how the motion
tween uncovers the content in the bottom layer.

content

B, mask

EP content

13 Insert a keyframe at the last frame of the actionscript layer and open the

Actions panel.

14 Enter stop () ; in the first line of the Script pane of the Actions panel.

RLPOYERR ODBEYERD2 I
1 stopO);
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Note: Flash does

not recognize different

Alpha levels of a mask.
For example, a mask
drawn with afill at an
Alpha value of 50%
will not reveal the
underlying content
at 50%. However,
with ActionScript
you can dynamically
create masks that will
allow transparencies.
Masks also do not
recognize strokes.

15 Choose Control > Test Movie > in Flash Professional.

As the motion tween proceeds in the Mask layer, more of the Masked layer
is revealed, creating a cinematic transition known as a wipe. If you open
09_workingcopy.fla and choose Control > Test Movie > in Flash Professional,
and then click on the car movie clip, you'll see that the masking effect is
preserved even as it is loaded into another Flash movie.
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Review Questions

1 How do you load external Flash content?
What are the advantages of loading external Flash content?

How do you control the Timeline of a movie clip instance?

H W N

What is a mask and how do you create one?

Review Answers

1 You use ActionScript to load external Flash content. You create two objects: a
ProLoader and a URLRequest object. The URLRequest object specifies the filename
and file location of the SWF file that you want to load. To load the file, use the Toad ()
command to load the URLRequest object into the ProLoader object. Then display the
ProLoader object on the Stage with the addChi1d() command.

2 Loading external content keeps your overall project in separate modules and prevents
the project from becoming too bloated and difficult to download. It also makes it
easier for you to edit, because you can edit individual sections instead of one, large,
unwieldy file.

3 You can control the Timeline of movie clips with ActionScript by first targeting them
by their instance name. After the name, type a dot (period), and then the command
that you desire. You can use the same commands for navigation that you learned in
Lesson 6 (gotoAndStop, gotoAndPTay, stop, play). Flash targets that particular
movie clip and moves its Timeline accordingly.

4 Masking is a way of selectively hiding and displaying content on a layer. In Flash, you
put a mask on the top Mask layer and the content in the layer below it, which is called
the Masked layer. Both the Mask and the Masked layers can be animated. To see the
effects of the Mask layer on the Masked layer, you must lock both layers.
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364

PUBLISHING FLASH
DOCUMENTS

Lesson Overview

In this lesson, yow'll learn how to do the following:

Test a Flash document

Change publish settings for a document

Understand the various Flash runtime environments
Publish a project for the Web

Add metadata

Detect the version of Flash Player a viewer has installed
Publish a project as a desktop application

Publish a self-contained projector file

Test a project by simulating mobile interactions

This lesson will two hours to complete. If needed, remove the previous

lesson folder from your hard drive and copy the Lesson10 folder onto it.



BEST of MERIDIEN

;éonucen BY LOCAL MAGAZINE = XCHA“-E NGE

GABEL LOFFEL GARY GARI \ = ' ‘

o Firefox File Window Help

ANO
¢ufte

Getting Started  Flickr Photo Downlo...  Latest Headliness Apple™ Amazon eBay Yahoo! NewsY

When you've finished your Flash project, publish it in
a variety of formats for playback on different devices
and environments. Author once and publish (nearly)
everywhere with Flash Professional CS6.
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Getting Started

In this lesson, you'll publish several projects that have already been completed to
learn about various output options. The first project is an animated banner for the
familiar fictional city of Meridien. You'll publish the movie for playback in a desk-
top browser. The second project is the interactive restaurant guide for Meridien
that you completed in Lesson 6. For that project, you'll target Adobe AIR, which
creates a stand-alone application that runs on the desktop outside the browser.
Finally, you'll test the interactivity for a third project for a mobile device.

1 Double-click the 10Start_banner.fla, 10Start_restaurantguide.fla, and 10Start_
mobileapp.fla files in the Lesson10/10Start folder to open the three projects.

The three projects are relatively simple, each having unique Stage dimensions
that are suited for their final published playback environments.

GARY GARI ILPIATTO

PIERRE
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2 In the Properties Inspector for each project, notice that the Target is set for

different options.

The banner ad targets the Flash Player, the restaurant guide targets AIR for

Desktop, and the mobile app targets AIR for Android.

Properties | Library |

Document

m

105tart_banner.fla

Properties | Library | -=

Properties | Library |

il

Document

F

10Start_restaurantguide.fla

Document

W

10Start_mobileapp.fla

7 PUBLISH

Profile: Default

Publish Settings...

Targ

Script: [ ActionScript 3.0 I~] A
S —

= PUBLISH

Profile: Default

Targ (| AR 3.2 for Desktop | * DA
Script: [ ActionScript 3.0 iz
e —

Testing a Flash Document

= PUBLISH

Profile: Default

Publish Settings...
Targ!C | AIR 3.2 for Android ED )Y
Script: [ ActionScript 3.0 =] A

S —

Before we get to the completed Flash files, consider the troubleshooting process that
happens before you publish. Troubleshooting is a skill you develop over time, but it’s

easier to identify the cause of problems if you test your movie frequently as you create

content. If you test after each step, you know which changes you made and therefore

what might have gone wrong. A good motto to remember is “Test early. Test often”

One fast way to preview a movie is to choose Control > Test Movie > in Flash

Professional (Ctrl+Enter/Command+Return), as you've done in earlier lessons.

This command creates a SWF file in the same location as your FLA file so you can

play and preview the movie directly within the Flash application; it does not create

the HTML file necessary to play the movie in a Web browser.

When you believe you've completed your movie or a portion of the movie, take

the time to make sure all the pieces are in place and that they perform the way you

expect them to.

1

Review the storyboard for the project, if you have one, or other documents that

describe the purpose and requirements of the project. If such documents do not

exist, write a description of what you expect to see when you view the movie.

Include information about the length of the animation, any buttons or links

included in the movie, and what should be visible as the movie progresses.

2 Using the storyboard, project requirements, or your written description, create

a checklist that you can use to verify that the movie meets your expectations.

Note: The default
behavior for your movie
in Test Movie mode is to
loop. You can make your
SWF play differently in
a browser by selecting
different publish
settings, as described
later in this lesson, or by
adding ActionScript to
stop the Timeline.
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3 Choose Control > Test Movie > in Flash Professional. As the movie plays,
compare it with your checklist. Click buttons and links to ensure they behave as
expected. You should click on every possibility that a user may encounter. This
process is called QA, or quality assurance. In larger projects, it may be referred
to as beta testing.

4 For movies that play with the Flash Player, choose File > Publish Preview >
Default-(HTML) to export a SWF file and an HTML file required to play in
a browser and to preview the movie.

A browser opens, if one is not already open, and plays the final movie.

5 Upload the two files (the SWF and HTML) to your own Web server and give
your colleagues or friends the Web site address so they can help you test
the movie. Ask them to run the movie on different computers with different
browsers to ensure that all the files are included and that the movie meets the
criteria on your checklist. Encourage testers to view the movie as though they
were its target audience.

If your project requires additional media, such as FLV or F4V video files, skin
files for your video, or imported external SWF files, you must upload them
along with your SWF and HTML file in the same relative location as they were
on your computer hard drive.

6 Make changes and corrections as necessary to finalize the movie, upload the
revised files, and then test it again to ensure it meets your criteria. The iterative
process of testing and making revisions may not sound like fun, but it is a
critical part of launching a successful Flash project.

Clearing the Publish Cache

When you test your movie by choosing Control > Test Movie > in Flash

Professional to generate a SWF, Flash puts compressed copies of any fonts and
sounds from your project into the Publish Cache. When you test your movie again,
Flash uses the versions in the cache if the fonts and sounds are unchanged to speed
up the export of the SWF file. However, you can manually purge the cache by choos-
ing Control > Clear Publish Cache. If you want to clear the cache and test the movie,
choose Control > Clear Publish Cache and Test Movie.
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Understanding Publishing

Publishing is the process that creates the required file or files to play your final
Flash project for your viewers. Keep in mind that Flash Professional CS6 is the
authoring application, which is a different environment from where your viewers
experience your movie. In Flash Professional CS6, you author content. In the target
environment, such as a desktop browser or a mobile device, your viewers watch
the content when it plays back, or runs. So developers make a distinction between
“author-time” and “run-time.

Adobe provides various runtime environments for playing back your Flash con-
tent. The most common for a browser running on the desktop is the Flash Player.
Flash Player 11.2 is the latest version and supports all the new features in Flash
Professional CS6. The Flash Player is available as a free plug-in from the Adobe
Web site for all the major browsers and platforms. In Google Chrome, the Flash
Player comes pre-installed and updates automatically.

Adobe AIR is another runtime environment to play Flash content. AIR runs Flash
content directly from your desktop, without the need for a browser. When you
publish your content for AIR, you make it available as an installer that creates a
stand-alone application. You can also publish applications that can be installed and
run on Android devices and even iOS mobile devices such as the iPhone or iPad,
whose browsers do not support the Flash Player.

Knowing your audience and understanding the target playback environment is
essential for your success.

Publishing for the Web

When you want to publish a movie for the Web, you target a Web browser’s Flash Note: When you
Player. Flash content for the Web requires a SWF file for the Flash Player and an c:aggebl'fhs ;etti.ngs in
HTML document that tells the Web browser how to display the Flash content. You Eji:I o; b:)sx, t:et;mgs
need to upload both files to your Web server along with any other files your SWF are saved with the
file references (such as FLV or F4V video files and skins). By default, the Publish document.

command saves all the required files to the same folder.

You can specify different options for publishing a movie, including whether to
detect the version of Flash Player installed on the viewer’s computer.

Specifying Flash file settings

You can determine how Flash publishes the SWF file, including which version of
Flash Player it requires, which version of ActionScript it uses, and how the movie
is displayed and plays.

1 Open the 10Start_banner.fla file.
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2 Choose File > Publish Settings, or click the Publish Settings button in the Profile
section of the Properties inspector.

The Publish Settings dialog box appears with the general settings at the top, the
formats on the left, and additional options for selected formats on the right.

Publish Settings

Profile: Q Target: | Flash Player 11.2 | =
Seripr: | ActionSeript 3.0 |»| A

PUBLISH Output file: | 10Start_banner.swf ‘ ﬁ
¥ Flash (.swf)
[ swc JPEG Quality: 80
OTHER FORMATS [] Enable JPEG deblocking
[ HTML Wrapper
Audio stream: MP3, 16 kbps, Mono
& GiFimage
[] JPEG Image Audio event: MP3, 16 kbps, Mono
] PNG Image [] override sound settings

g Jnle ol [] Export device sounds
Mac Projector

ADVANCED ¥

[ Compress movie

[ include hidden layers

[ Include XMP metadata &
[ Generate size report

[] Omit trace statements

[] Permit debuaging

[ Protect from import
Password

Script time limit: 15 seconds

Local playback security:
Access local files only | v

Hardware acceleration:

Help | [ Publish | [ Cancel | [ OK

The Flash and the HTML Wrapper formats should already be checked.

3 At the top of the Publish Settings dialog box, select a version of Flash Player.
The latest version is Flash Player 11.2.

Some Flash Professional CS6 features will not play as expected in versions

of the player earlier than Flash Player 11.2. If you're using the latest features of
Flash CS6, you should choose Flash Player 11.2. Only choose an earlier version
of the Flash Player if you are targeting a specific audience that does not have the
latest version.

4 Select the appropriate ActionScript version. You've used ActionScript 3.0 in
lessons in this book, so choose ActionScript 3.0.
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5 Select the Flash (.swf) format on the left side of the dialog box.

The options for the SWF file appear on the right. Expand the ADVANCED
section to see more options.

PUBLISH

Output file: | 10Start_banner.swf ‘ a
[ Flash (.swf)
[ swc JPEG Quality: B0
OTHER FORMATS [] Enable JPEG deblocking
[ HTML Wrapper
Audio stream: M
] GIF Image i
] JPEG Image Audio event: MP3, 16 kbps, Mono
] PNG Image [[] override sound settings

g b LA [] Export device sounds
Mac Projector

ADVANCED ¥

[¥ Compress movie

[# include hidden layers

[ include XMP metadata &,
[ Generate size report

[] Omit trace statements

[] Permit debugging

[ Protect from import
Password

Script time limit: 15 seconds

Local playback security:
Access local files only | v

Hardware acceleration:

6 If you wish, you can modify the output filename and location by entering a new Note: Inthe
filename. For this lesson, leave the Output file as 10Start_banner.swf. Bitmap properties
dialog box for each
7 If you've included bitmaps in your movie, you can set a global quality setting for imported bitmap, you

can choose to use the
JPEG Quality setin the
Publish Settings, or
choose a setting unique
for that bitmap. This
allows you to publish
higher-quality images
8 Ifyou've included sound, click on the Audio stream or Audio event values to where you need it—for
example, in photos of
people, and lower-
quality images where
you can get away with
it—for example, in
background textures.

JPEG compression levels. Enter a value from 0 (lowest quality) to 100 (highest
quality). The value of 80 is the default, which you can leave as is for this lesson.

e iy

[] Enable JPEG deblocking

modify the quality of the audio compression.

Audio stream: MP3, 16 kbps, Mong
Audio event: MP3, 16 kbps, Mono

Sound Settings

Compression: | MP3 |» | | oK I

Use BkHz sample rate
2 °

Preprocessing: [ Convert stereo to mono

Bitrate: | 16 kbps | ¥

Quality: | Fast 1.2

The higher the bitrate, the better the sound quality will be. In this interactive
banner, there is no sound, so there’s no need to change the settings.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 371



Note: To learn about
other template options,
select one and then
click Info.

9 Make sure Compress movie is checked to reduce file size and download times.

ADVANCED ¥
[¥] Compress movie| Deflate | = |
™ Include hidden |4

v | Deflate
[ Include XMP met| LZMA

[] Generate size report

[J Omit trace statements
[] Permit debugging
[ protect from import

Password

Deflate is the default option. Choose LZMA for better SWF compression. You'll
see the biggest improvements in file size compression if your project consists of
more ActionScript code and vector graphics.

10 Make sure Include XMP metadata is checked if you want to include information
that describes your movie.

11 Select the HTML Wrapper format on the left side of the dialog box.

12 Select the Flash Only option from the Template menu.

PUBLISH

Output file: | 10Start_banner.html ‘ 3]
™ Flash (.swf)
[ swc Template: [ Flash Only, =] [ mnfo.. |

OTHER FORMATS Flash For Pocket PC 2003
¥ HTML Wrapper Flash HTTPS
Ol GIF image i v Flash Only
] JPEG Image &
Flash Only - Allow Full Screen

L] PNG Image wid|

] Win Projectr Flash with AICC Tracking

Heig|
] Mac Projector

Playba

Flash with FSCommand

Flash with Named Anchors

Flash with SCORM 1.2 Tracking
Flash with SCORM 2004 Tracking
Image Map

Quall

[ Show warning message

SCALE AND ALIGNMENT ¥

Detecting the version of Flash Player

You can automatically detect the version of Flash Player on a viewer’s computer;
if the Flash Player version is not the one required, a message will prompt the viewer
to download the updated player.

1 If necessary, choose File > Publish Settings, or click the Publish Settings button
in the Profile section of the Properties inspector.

2 Select the HTML Wrapper format on the left side of the dialog box.

3 Select Detect Flash Version.
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4 In the Version fields, enter the earliest version of the Flash Player to detect.

Template ‘ Flash Only | '| |

[ Detect Flash Version
Version: 11. 2. 0

5 Click Publish, and then click OK to close the dialog box.

Flash publishes three files. Flash creates a SWF file, an HTML file, and an
additional file named swfobject.js that contains extra JavaScript code that
will detect the specified Flash Player version. If the browser does not have
the earliest Flash Player version you entered in the Version fields, a message
is displayed instead of the Flash movie. All three files need to be uploaded to

your Web server and are necessary for your movie.

Changing display settings

You have many options for changing the way your Flash movie is displayed in a
browser. The Size and Scale settings for the HTML Wrapper work together to
determine the movie’s size and amount of distortion and cropping.

Output file ‘ 10Start_banner.html

Template: | Flash Only L]

Info...

[ Detect Flash version

Version:11. 2. 0O

Size: | Match Movie |+

Width:| ¥ Match Movie

Pixels
Height:

Percent
Playback:!

M Loop
[ Display menu
[] Device font

Quality: | High | =
Windew Mode: [Windon ]

[ show warning message

SCALE AND ALIGNMENT ¥

Scale: | Default (Showall) |~
v Default (Show all)

HTML alignment:
No border

Flash horizontal alignment:
Exact fit

Flash vertical alignment: No scale

Choose File > Publish Settings, or click the Publish Settings button in the Profile
section of the Properties inspector.

Select the HTML Wrapper format on the left side of the dialog box.

¢ Select Match Movie for the Size to play the Flash movie at the exact Stage
size set in Flash. This is the usual setting for almost all your Flash projects.
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¢ Select Pixels for the Size to enter a different size in pixels for your Flash movie.

¢ Select Percent for the Size to enter a different size for your Flash movie as a
percentage of the browser window.

3 Click on the Scale and Alignment option to expand the advanced settings below it.

¢ Select Default (Show all) for the Scale option to fit the movie in the browser
window without any distortions or cropping to show all the content. This
is the usual setting for almost all your Flash projects. If a user reduces the
size of the browser window, the content remains constant but is clipped by

the window.

v e X (J_‘ @rnie://nv > (Gl Google Q
Getting Started  Flickr Photo Downlo...

Latest Headlines 5

e Select Percent for Size and No border for the Scale option to scale the movie
to fit the browser window without any distortions but with cropping of the
content to fill the window.

- @ X {J‘_' @ file:// /Volumes/LaCie/ ¥ | > | |G|~ Google Q

Getting Started  Flickr Photo Downlo...  Latest Headlines® Apple¥ Amazon eBay
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¢ Select Percent for Size and Exact fit for the Scale option to scale the movie
to fill the browser window on both the horizontal and vertical dimensions.
With these options, none of the background color shows, but the content
can be distorted.

il e (%] Q ‘Oﬁie:,‘,ﬂ,’vniumv:b— "IG]* Google Q@

Getting Started  Flickr Photo Downlo...  Latest Headliness  Apple ¥

Dane 4

¢ Select Percent for Size and No scale for the Scale option to keep the movie
size constant no matter how big or small the browser window is.

|- - e (%] g |0 file:// /Volumes/LaCit ¥ | [ | |G|~ Google Q)

Getting Started  Flickr Photo Downlo...  Latest Headliness Apple¥ Amazon eBay |

Done
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Note: In general, it
is best to control a Flash
movie with ActionScript
than to rely on the
Playback settings in the
Publish Settings dialog
box. For example, add a
stop() command in the
very first frame of your
Timeline if you want to
pause the movie at the
start. When you test
your movie (Control >
Test Movie > in Flash
Professional), all the
functionality will be
in place.

Changing Playback settings

You can change several options that affect the way your Flash movie plays within
a browser.

1 Choose File > Publish Settings, or click the Publish Settings button in the Profile
section of the Properties inspector.

2 Select the HTML Wrapper format on the left side of the dialog box.

e Select Paused at start for the Playback option to have the movie pause at the
very first frame.

¢ Deselect Loop for the Playback option to have the movie play only once.

¢ Deselect Display menu for the Playback option to limit the options in the
context menu that appears when you right-click/Ctrl-click on a Flash movie
in a browser.
Playback: [] Paused at start
¥ Loop

[¥] Display menu
[] Device font

Understanding the Bandwidth Profiler

You can preview how your final project might behave in different download envi-
ronments by using the Bandwidth Profiler, a useful panel that is available when you
are in Test Movie mode.

View the Bandwidth Profiler

The Bandwidth Profiler provides information such as the overall file size, the total
number of frames, the dimensions of the Stage, and how your data is distributed
throughout your frames. You can use the Bandwidth Profiler to pinpoint where
there are large amounts of data so you can see where there may be pauses in the
movie playback.

1 Choose Control > Test Movie > in Flash Professional.

Flash exports a SWF and displays your movie in a new window.
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2 Choose View > Bandwidth Profiler.

Movie: Sl O S T S T I BO
Dim: 955 X 310 pixels 128 KB
Fr rate: 30.0 fr/sec
Size: 676 KB (692997 B)
Duration: 108 fr (3.6 5
Preload: 4237 fr(141.2 5)
Settings: |
Bandwidth: 4800 B/s (160 B/fr)
State:
Frame: 58
10 KB (10412 B)

A new window appears above your movie. Basic information about your movie

is listed on the left side of the profiler. A timeline appears on the right side of
the profiler with gray bars representing the amount of data in each frame. The
higher the bars, the more data is included.

You can view the graph on the right in two ways: as a Streaming Graph (View >
Streaming Graph) or as a Frame By Frame Graph (View > Frame By Frame Graph).
The Streaming Graph indicates how the movie downloads over the Web by show-
ing you how data streams from each frame, whereas the Frame By Frame Graph
simply indicates the amount of data in each frame. In Streaming Graph mode, you
can tell which frames will cause hang-ups during playback by noting which bar
exceeds the given Bandwidth setting.

Test download performance

You can set different download speeds and test the playback performance of your
movie under those different conditions.

1 While in Test Movie mode, choose View > Download Settings > DSL.

The DSL setting is a type of Internet connection and a measure of the download
speed that you want to test. It corresponds to 32.6 kilobytes per second. Choose
higher or lower speeds depending on your target audience.
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Note: The download
speeds listed for DSL,
T1, and the other preset
options represent
Adobe’s estimate of
those standard Internet
connections. You should
determine the actual
speed of your Internet
provider. You can
customize the options
and their speeds
by choosing View >
Download Settings >
Customize.

2 Choose View > Simulate Download.

Movie:
Dim: 955 X 310 pixels
Fr rate: 30.0 fr/sec
Size: 676 KB (692937 B)
Duration: 108 fr (3.6 5
Preload: 528 fr (17.6 s)
Settings:
Bandwidth: 33400 B/s (1113 B/fr)
State:
Frame: 19
3 KB (3540 B}
Loaded: 16.0 % (18 frames)
108 KB (111081 B)
Streams:

Flash simulates playback over the Web at the given Bandwidth setting (DSL). A

green horizontal bar at the top of the window indicates which frames have been
downloaded, and the triangular playhead marks the current frame that plays.

Notice that there is a slight delay at frame 1 while the data downloads. Anytime
a gray data bar exceeds the red horizontal line (the one marked 1.1 KB), there
will be a slight delay in the playback of your movie.

Once sufficient data has downloaded, the movie plays, though you may still see
some pauses when the playhead catches up to the downloaded portions.

3 Choose View > Download Settings > T1.

T1 is a much faster broadband connection than DSL, which simulates download
speeds of 131.2 kilobytes per second.

4 Choose View > Simulate Download.

Flash simulates playback over the Web at the faster speed. Notice that the delay
at the beginning is very brief, and the movie plays almost seamlessly as the
movie downloads quick enough so the playhead never catches up.

5 Close the preview window.

Adding Metadata

Metadata is information about data. Metadata describes your Flash file so other
developers with whom you share your FLA can see details that you want them to
know, or a search engine on the Web can find and share your movie. Metadata
includes a document’s title, a description, keywords, the date the file was created,
and any other information about the document. You can add metadata to a Flash
document, and that metadata is embedded in the file. Metadata makes it easier for
other applications and Web search engines to catalog your movie.
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Choose File > Publish Settings, or click the Publish Settings button in the Profile

section of the Properties inspector.

Select the Flash (.swf) format on the left side of the dialog box.

In the Advanced section, make sure Include XMP metadata is checked and click

the wrench icon.

ADVANCED ¥
[ Compress movie m
[ include hidden layers
™ Include XMP metadata| 9
[ Generate size report
[] Omit trace statements
[] Permit debugging
[ Protect from import

The XMP Metadata dialog box appears.

Description IPTC IPTC Extension Video Data Audio [:1 bl
Document Title:
Author:
Author Title:
Description:
Rating: W W W W W
Description Writer:
Keywords:
@ Semicolons or commas can be used to separate multiple values
Copyright Status: | Unknown -
Copyright Notice:
Copyright Info URL: Go To URL...
Created: 2/1/2010 - 11:42 AM Application: Adobe Flash Professional CS5
Modified: 3/8/2012 - 11:44 AM Format: application/vnd.adobe.fla
Powered By
xmp { Preferences J I\mpon“. "] l Cancel J oK )

Click the Description tab.

In the Document Title field, type Welcome to Meridien.
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6 In the Keywords field, type Meridien, Meridien City, relocation, tourism,
travel, urban, visitor guide, vacation, city entertainment, destinations.

Description IPTC IPTC Extension Camera Data Video Data Audio Data Mobil{ » | *

Document Title: Welcome to Meridien
Authar
Author Title

Description

Rating: ¥ W W %
Description Writer

Keywords: | Meridien, Meridien City, relocation, tourism, travel, urban, visitor guide, vacation, city entertainment,
destimtiuns|

@ Semicolons or commas can be used to separate multiple values

7 Enter any other descriptive information in the other fields. Click OK to close the
dialog box. Click OK to close the Publish Settings dialog box.

The metadata will be saved with the Flash document and will be available for
other applications and Web search engines.

Publishing a Desktop Application

Most desktop computers have the Flash Player installed with their browsers, but
you may want to distribute your movie to someone who doesn’t have the Flash
Player or who has an older version. Perhaps you just want your movie to run with-
out a browser.

You can output your movie as a projector, which is a stand-alone file that includes
the Flash Player with your movie. Because a projector contains the Flash Player,
projector files are larger than SWF files.

You can also output your movie as an AIR file, which installs an application on the
user’s desktop. Adobe AIR is a more robust runtime environment that supports

a broader range of technologies. Viewers download the free Adobe AIR runtime
from Adobe’s Web site at http://get.adobe.com/air/.

Creating a projector

You must create a projector that is specific for Windows or for the [pususn

Flash (.swf’
Macintosh. However, you can create both kinds of projectors from E EWE[J
OTHER FORMATS

[] HTML Wrapper
. . . . . . [ GIF Image
1 Choose File > Publish Settings, or click the Publish Settings 1 JPEG Image
[] PNG Image
[ win Projector
[ Mac Projector

either platform.

button in the Profile section of the Properties inspector.

2 Deselect the Flash and HTML Wrapper formats. Select Win
Projector and Mac Projector.
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Click Publish.

When the files have been published, click OK to close the dialog box.

Open the Lesson10/10Start folder. 2
The Windows Projector file has an .exe extension and -
the Mac Projector file has an .app extension, though  1ostart banner  105tart_bannerexe

your operating system may hide the extension in
the filename.

Open the projector file for your platform (Windows or Mac).

Both the Windows and the Mac projectors can be double-clicked to play
without a browser.

Projectors and TLF Text

The interactive banner in this lesson doesn’t contain Advanced ActlonScript 3.0 Settings
any TLF Text. However, if your movie includes TLF Text < S e
ocument class:
and you want to create a projector, you must merge the
. g B

Text Layout SWF into the projector. The Text Layout SWF Bxport dlasses in frame

H Errors: [¥] Strict Mode
contains the necessary code that supports the new TLF R
Text engine. Click the Edit button for ActionScript Settings Srmagei 77 Austormaticallyeclare stage nstances
in the Properties inspector or the ActionScript Settings altre b (e A )
button in the Publish Settings dialog box. R -
In the Advanced ActionScript 3.0 Settings dialog box that SWC files or folders containing SWC files
appears, click the Library path tab and then the textLay- @+ ~HusEr 8
out.swc file in the window below the tab. B G HApionNa)[Ationsebta 0/lIbS

. . . (=T
Select Merged into code for the Default linkage in the » £ textLayout.swe - S(AppConfig)/ActionScript 3.0/libs/11.0
Runtime Shared Library Settings near the bottom.
Runtime Shared Library Settings
Default linkage: | Merged into code | '_|
Preloader method: Runtime shared library (RSL)
v Merged into code .
Preloader SWF:
The TLF Text engine that is listed in the display window » (= StAppConfig) ActionScript 3.0/libs
now shows that its Link Type is to be merged into code P e, o _
) . . v £ textlayoutswe - S(AppCenfig)/ActionScript 3.0/libs/11.0
rather than linked to a shared external library. This means B\ Fesurni TEF Teat
that the code for the TLF Text engine will be included in ESinchypel e debilt (ierged i ore)
. . @ RSLURL: {n/fa)

the single projector file. |&] Palicy File URL: (n/2)

Refer to Lesson 7 for more information about TLF Text and
the additional Text Layout SWF.
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Creating an AIR Application

Adobe AIR allows your viewers to see your Flash content on their desktop as
an application.

1 Open 10Start_restaurantguide.fla.

This is the same interactive restaurant guide that you created in Lesson 6,
with a few modifications to the background image.

2 In the Properties inspector, note that the Target is set to AIR 3.2 for Desktop.

Properties | Library

Document

|

105tart_restaurantguide.fla

w7 PUBLISH

Profile: Default

Publish Settings...
Target: | AIR 3.2 for Desktop | =] A
Script: | ActionScript 3.0 x| X

AIR 3.2 is the latest version of the Adobe AIR runtime.
3 Click the Edit application settings button (wrench icon) next to the Target.
The AIR Settings dialog box appears.

AIR Settings

[ General  Si lcons  Advanced = Languages |

Output file: | 105tart_restaurantguide.air

Output as: (& AIR package
’:_,' Mac installer
C,' Application with runtime embedded

Name: 10Start_restaurantguide Version: 1.0

App ID:  10Start-restaurantguide

Description:
Copyright:
Window style: | System Chrome e i
Render mode: | Auto 3
Profiles: ¥ Desktop [ Extended Desktop
gMubile Device MExtendEd Maobile Device
ETV EEx(ended TV

=l =[E

Included files: |,i| I:“‘l'ij
CS6/Lesson10/10Start/ 10Start_restaurantguide.swf
2S6/Lesson10/10Start/ 105tart_restaurantguide-app.xml

———>..

® Publish ) ( Cancel ) (0K )
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You can also open the AIR Settings dialog box from the Publish Settings dialog
box. Click the Player Settings button (wrench icon) next to the Target.

4 Examine the settings under the General tab.

The Output file shows the filename of the published AIR installer as 10Start_
restaurantguide.air. The Output as options provide three ways to create an AIR
application. The first choice should be selected:

¢ AIR package creates a platform-independent AIR installer.
e Mac or Windows installer creates a platform-specific AIR installer.

¢ Application with runtime embedded creates an application without an
installer or the need for the AIR runtime already on the desktop.

5 Inthe Name/App Name field, enter Meridien Restaurant Guide.
Output as: (&) AIR package

() Mac installer

() Application with runtime embedded

Name: | Meridien Restaurant Guide Version: 1.0

App ID:  10Start-restaurantguide

Description:

This is the name of your application.

6 In the Window style, choose Custom Chrome (transparent).

Copyright  System Chrome
Custom Chrome {(opaque)
VLGRS v Custom Chrome (transparent) [s

Render mode: | Auto s ]
Profiles: E Desktop E Extended Desktop
MMobile Device E Extended Mobile Device
MV ™ Extended TV

Custom Chrome (transparent) creates an application without any interface or
frame elements (known as chrome), and with a transparent background.
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7 Click the Signature tab at the top of the AIR Settings dialog box.

AIR Settings

! Ceneral | Signature | lcons Advanced Languages

Application Digital Signature

e
(" More Info )

() Use a code signing certificate (.p12, .pfx)

Certificate: j !' lﬂl

Password:

|| Remember password for this session

"I Timestamp

() Prepare an AIR Intermediate (AIRI) file that will be signed later

Creating an AIR application requires a certificate so that users can trust and

identify the developer of the Flash content. For this lesson, you won’t need an

official certificate, so you can create your own self-signed certificate.

8 Click the New/Create button next to Certificate.

9 Enter your information in the empty fields. You can use Meridien Press for

Publisher name, Digital for the Organization unit, and Interactive for the

Organization name. Enter your own password in both password fields, and then

save the file as meridienpress. Click on the Folder/Browse button to save it in a
folder of your choice. Click OK.

AIR Settings

Publisher name:
QOrganization unit:
Organization name:
Country:

Password:

Confirm password:

Type:

Save as:

Meridien Press

Digital

Interactive

us

[ 1024-RsA =)

meridienpress‘

—
[ Cancel
e

A self-signed certificate (.p12) file is created on your computer. Make sure that

the Password field is filled, and that Remember password for this session and

Timestamp is checked.

10 Now click on the Icons tab at the top of the AIR Settings dialog box.

11 Select icon 128x128 and click the folder icon.
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12 Navigate to the AppIlconsForPublish folder inside the 10Start folder and choose
the restaurantguide.png file provided for you.

AIR Settings

! General = Signature |-lcons~ Advanced | L

|icon 16x16
|icon 32x32
icon 48x48

| icon 128x128

128x128 | ApplconsForPublish/restaurantguide.png

Preview: |

The image in the restaurantguide.png file will appear as the application icon on
the desktop.

13 Finally, click on the Advanced tab at the top of the AIR Settings dialog box.
14 Under Initial window settings, enter O for the X field and 50 for the Y field.

AlIR Settings

I General = Signature = Icons . Advanced | Languages |

Associated file typas
[#][=]lZ]

Initial window settings

width: || Height:
xfo ] ¥: |50
Maximum width: | Maximum height:
Minimum width: ] Minimum height:
E Maximizable
™ Minimizable
E Resizable
M visible
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10Start_restaurantguide.air

When the application launches, it will appear flushed to the left side of the
screen and 50 pixels from the top.

15 Click Publish.

Flash creates an AIR installer (.air).

Installing an AIR Application

The AIR installer is platform-independent, but requires that the AIR runtime is
installed on the user’s system.

1

Double-click the AIR installer that you just created, 10Start_restaurantguide.air.

The Adobe AIR Application Installer opens and asks to install the application.
Since you used a self-signed certificate to create the AIR installer, Adobe warns
of a potential security risk.

.00 Application Install

Are you sure you want to install this
application to your computer?

Publisher:  UNKNOWN
Application: Meridien Restaurant Guide

Install

Installing applications may present a security risk to you and your
computer. Install only from sources that you trust.

7“ Publisher Identity: UNKNOWN

The publisher of this application cannot be determined.

¢)  System Access: UNRESTRICTED

This application may access your file system and the internet,
which may put your computer at risk.

2 Click Install, and then click Continue to proceed with the installation at the

default settings.

The application called Meridien Restaurant Guide is installed on your computer
and automatically opens.

IL PIATTO

it wild fmieky ki el
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Notice that the application is positioned at x=0, y=50, and that the Stage is
transparent so your graphic elements float over the desktop, much like the
appearance of other applications.

3 Quit the application by pressing Alt+F4/Cmd+Q.

Publishing for a Mobile Device

You can also publish Flash content for mobile devices running on Android or on
Apple’s iOS, such as the iPhone or iPad. To publish Flash content for a mobile
device, you target AIR for Android or AIR for iOS to create an application that
viewers download and install on their devices.

Creating an app for mobile devices is a little more complicated than creating an
application for the desktop because you have to obtain specific developer cer-
tificates for distribution. Moreover, you have to factor in the additional time and
effort required for testing and debugging on a separate device. However, Flash
Professional CS6 features a mobile device simulator that can help make that testing
and debugging easier. The simulator can emulate specific mobile device interac-
tions such as tilting the device (using the accelerometer), touch gestures such as
swiping and pinching, or even using the geolocation functions.

Simulating a mobile app

You'll use the Adobe SimController to simulate mobile device interactions within
Flash Professional CS6.

1 Open 10Start_mobileapp.fla.

v 4 .
CHALLENGE

Timeline
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The project is a simple application with four keyframes that announces an
imaginary sports challenge set in our familiar city of Meridien. The project
already contains ActionScript that enables the viewer to swipe the Stage left
or right to go to the next or previous frames.

Examine the code in the Actions panel. The code was added using the Code
Snippets panel, which includes dozens of code snippets for interactivity on
mobile devices.

R P OHOVYEEEIEYTDODO O {7l Code Snippets 4, @
1 stop();
2 /* Swipe to Go to Next/Previous Frame and Stop
3 sSwiping the stage moves the playhead to the next/previous frame and stops the movie.
4+
<)
6 Multitouch.inputMode = MultitouchInputMode.GESTURE;
i
8 stage.addEventListener (TransformGestureEvent.GESTURE_SWIPE, fl_sSwipeToGoToNextPreviousFrame);
&l

18 function fl_SwipeToGoToNextPreviousFrame(event:TransformGestureEvent):void

{
12 if(event.offsetX == 1)

13
H 14 // swiped right
15 prevFrame();
16 }
17 else if(event.offsetX == -1}
18
19 // swiped left
20 nextFrame();
21
22 1

Note: On Windows, 2 In the Properties inspector, notice that the Target is set for AIR 3.2 for Android.
a security warning

may appear when you 3 Choose Control > Test Movie > in AIR Debug Launcher (Mobile), which should
use the AIR Debug already be checked.

Launcher. Click Allow

access to continue. The project publishes to a new window. In addition, the SimController launches,

which provides options to interact with the Flash content.

10Start_mobileapp

Orientation: Defauit [a] [=]
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4 In the Simulator panel, click Touch and Gesture to expand that section.
5 Check the Touch layer box to enable it.

o9 Simulator

| Menu | | Back | ‘ Search

[* ACCELEROMETER
7 TOUCH AND GESTURE

[ Touch layer Relocate

Alpha: —(Cr————— 20%

Touch: (g) Click and drag
() Press and tap
() Two-finger tap
Gesture: () Pan
() Rotate
() Zoom
O swipe
Width: —(O———— px ?
Height: —O————————— o
Pressure: —————————r— £

[ GEOLOCATION

The simulator overlays a transparent gray box over the Flash content to simulate
the touch surface of the mobile device.

You can change the opacity of the touch layer by changing the Alpha value,
if you wish.

6 Choose Gesture > Swipe.

Gesture: () Pan
O Rotate
() Zoom
(*) Swipe
Instruction:

Press down the mouse button and move to simulate
the action.

The simulator is now enabled to emulate a swipe interaction. The instructions at
the bottom of the panel detail how you can create the interaction with just your
mouse Cursor.
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7 Press down on the touch layer over your Flash content, drag to the left, and then
let go of your mouse button.

The yellow dot represents the contact point on the touch layer of the mobile device.

PN

10Start_mobileapp

The project recognizes the swipe interaction, and the second keyframe appears.
8 Swipe left and right.

Flash advances ahead one frame, or moves back one frame.

Publishing a Movie for HTML5

A free extension available for Flash Professional CS6 called Toolkit for CreatelS allows
you to publish your Flash content as HTML5. HTMLS5 is the latest Web standard for
browsers. One of the key features of HTMLS5 is the new <canvas> tag, which supports
more sophisticated rendering and animation without the need for the Flash Player.

Once installed, the Toolkit for CreatelJS extension appears as a new panel within Flash
Professional CS6. From the panel, you can export Flash content, including animation,
sounds, and images, to HTML5. The Toolkit uses several JavaScript libraries (collec-
tively known as CreatelS) to output a faithful representation of your Flash content.

At the time of this publication, the Toolkit supports only Classic Tween animations
and a small subset of Flash Professional’s capabilities. The Toolkit for CreatelS is in
only its first iteration, and in time, Adobe will be adding additional support and
features. Keep your eye on Adobe’s Web site for any updates and news about this
exciting new tool. It will undoubtedly become a valuable bridge between the Flash
Professional platform and the emerging standard of HTML5.
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Keeping Organized with Projects

If you intend to target multiple target environments with the same Flash content—
for example, you want to create a game that runs as both a Web site and as a mobile
app—then it’s useful to begin your project through the Project panel rather than as
individual documents. The Project panel (Window > Project, or Shift+F8) organizes
more complex projects by streamlining the sharing of common assets.

Starting a new project

You'll create a new project through the Project panel.

1 In Flash, choose Window > Project, or press Shift+F8. You can also click on the
Projects icon (& ).
The Project panel appears.

2 From the top of the Project panel, choose Projects > New Project.

|

Project ||

| Projects [~] [3%I~]

New Project...
L

Open Project
Quick Project

The Create New Project dialog box appears.
3 For Project name, enter animation_web.

4 For Root folder, click on the folder icon to browse your computer directory.
Create a new folder in the 10Start folder called myproject.

Project [

© il

Crnnte HawRuinct

Root falder: Jnluflustammypmjacﬂ Cé
™ Create defauit document

Default document name: |animation_web.fla
Target: |Flash Player 11.2 |*

Script: | ActlonScript 3.0 |~
Class template: | ActionScript 3.0 | =
| Create Project | ‘ Cancel
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5 Click Create Project.

Flash creates your new folder and creates a new project document

called animation_web.fla. Associated with the file is another file called
AuthortimeSharedAssets.fla. Additional project documents can share common
Library assets through this file.

[ animation_web =] E
File name: [=]
G Recent Flles
&anlmatlun_wzb.ﬂa o
P Avthortimesharedassets.fla el

Sharing Library symbols

You'll create a second document for your project, and both files will share a
common Library symbol. This makes editing simple and efficient. You can make
changes to the symbol in one document, and those changes will be automatically
reflected in the other document.

1 In the new animation_web.fla file that’s open in Flash, create a simple shape
and convert it to a movie clip symbol. Leave an instance of your symbol on the
Stage.

In this example, you see a simple square created with the Rectangle tool.

2 In the Library panel, check the box under the Linkage column next to your new

symbol.
Properties ';I Library L_____—j_‘*él
[ animation_web.fla Iv] & =

Litem e ]

Mame | @3 | AS Linkage

Symbol 1 @

Flash stores your new symbol in the AuthortimeSharedAssets.fla file so other
files in the same project can access it.

3 Open the Project panel and click the New File button at the bottom.
i 4;.3, w The Create File dialog box appears.
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4 For Name, enter animation_mobile, and for Target, choose AIR 3.2 for
Android. Check the Open file after creation box.

Project [

o
| Create file it

M open file after creation

| Create Flle || Cancel |

5 Click Create File.

Flash creates and opens a new document in your project. You now have two
documents open, the animation_web.fla file and the animation_mobile.fla file.

6 Now youwll add the shared movie clip symbol to animation_mobile.fla. In the
Project panel, double-click the AuthortimeSharedAssets.fla file.

The AuthortimeSharedAssets.fla file opens. Notice that the shared symbol is in
the Library.

7 Go back to the animation_mobile.fla file, [ Properties | Library =

and from the top of its Library, choose e —
animation_web.fla
AuthortimeSharedAssets.fla. ¥ animation_mobile.fla
Flash opens the Library for =
AuthortimeSharedAssets.fla for your
current document. e E——
Name = | @2 | AS Linkage

8 Drag the shared symbol from the Library to the
Stage of the animation_mobile.fla file.

The symbol appears on the Stage.

Proparki= arv |

Fgmn = vl E
l.lﬂ&j

9 From the top of the Library panel, choose

animation_mobile.fla to see the document’s own

Library. Check the box under the Linkage column
next to the symbol.

Flash links the symbol to the
AuthortimeSharedAssets.fla file. Now both

Litem e ]
files share the same symbol. Making and saving Name ~ /= As Linkage
Symbol 1 ~

changes in any of the three documents will make

changes in all of them.
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Editing Shared Library symbols

You’'ll make a simple edit to the symbol in one file and see the changes reflected in
the other file.

1 In the animation_web.fla file, double-click the symbol instance on the Stage to
enter symbol-editing mode.

2 Modify the shape of the symbol by changing its color or contours.
The red square in this example has been changed to a green trapezoid.
3 Save your file.

Flash updates the symbol in the AuthortimeSharedAssets.fla file.

4 Open the animation_mobile.fla file.

The shared symbol automatically reflects all the modifications from the
animation_web.fla file.

mation_web (( * animation_mobile.fla® : ion_web ))* AuthortimeSharedAssets.fl;

Next Steps

Congratulations! You've made it through the last lesson. By now you've seen how
Flash Professional CS6, in the right creative hands (your hands!), has all the features
to produce media-rich, interactive projects that run on multiple platforms. You've
completed these lessons—many of them from scratch—so you understand how the
various tools, panels, and ActionScript work together for real-world applications.

But there’s always more to learn. Continue practicing your Flash skills by creating
your own animation or interactive site. Get inspired by seeking out Flash projects
on the Web. Expand your ActionScript knowledge by exploring the Adobe Flash
Help resources and other fine Adobe Classroom in a Book manuals.
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Review Questions

1 What is the Bandwidth Profiler, and why is it useful?

2 What files do you need to upload to a server to ensure your final Flash movie plays in
Web browsers?

3 How can you tell which version of Flash Player a viewer has installed, and why is
it important?

4 Define metadata. How do you add it to a Flash document?

5 What is a projector file?

Review Answers

1 The Bandwidth Profiler provides information such as the overall file size, the total
number of frames, the dimensions of the Stage, and how your data is distributed
throughout your frames. You can use the Bandwidth Profiler to preview how your final
project might behave under different download environments.

2 To ensure that your movie plays as expected in Web browsers, upload the Flash SWF file
and the HTML document that tells the browser how to display the SWF file. You also
need to upload the swfobject.js file, if one was published, and any files your SWF file
references, such as video or other SWF files; be sure that they are in the same relative
location (usually the same folder as the final SWF file) as they were on your hard drive.

3 Select Detect Flash Version in the HTML tab in the Publish Settings dialog box to
automatically detect the version of Flash Player on a viewer’s computer. Some Flash
features require specific versions of Flash Player to play as expected.

4 Metadata is information about data. Metadata includes a document’s title, a
description, keywords, the date the file was created, and any other information about
the document. Metadata in a Flash document is published with the Flash file, making
it easy for others to identify the project.

5 A projector is a stand-alone application that includes all the information necessary to
play the movie without a browser, so people who don’t have the Flash Player or who
don’t have the current version can view your movie.
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INDEX

INDEX

NUMBERS

3D motion

animating, 152-154

checking rotation angles, 154

Global Transform option, 152
3D position, changing for objects, 106—107
3D rotation of objects, changing, 104—105
3D space, positioning in, 104—108
3D transformations, resetting, 107
3D Translation tool, identifying, 106

SYMBOLS

[] (brackets), using in ActionScript 3.0, 219
/! and /* */ (comments), using in ActionScript
3.0,219
{} (curly braces)
including, 224
using in ActionScript 3.0, 219
. (dot operator), using in ActionScript 3.0, 219
() (parentheses), using in ActionScript 3.0, 219
“ (quotation marks), using in ActionScript 3.0,
219
; (semicolon ), using in ActionScript 3.0, 219

A

AATCs (Adobe Authorized Training Centers), 7
Actions panel

navigating in ActionScript, 220-221

panes, 220-221

resizing panes, 221

Script navigator, 221

Script pane, 221
ActionScript, using with interactive movies, 206
ActionScript 3.0

Actions panel, 220-221

adding from Code Snippets panel, 231-234

arguments, 218

AutoFormat icon, 220

brackets ([]), 219

Check Syntax icon, 220

checking syntax, 225-226

commands for navigation, 225

comments (// and /* */), 219
comparing aspects of, 346
curly braces ({}), 219
dot operator (.), 219
event listener and function, 223-225
features, 217-218
final curly bracket (}), 224
formatting code, 225-226
functions, 218
gotoAndStop() commands, 230
keywords, 218
methods, 219
mouse events, 224
objects, 218-219
panel icon, 220
parentheses (()), 219
properties, 219
quotation marks (”), 219
scripting syntax, 219-220
scripting terminology, 218-219
semicolon (;), 219
variable names, 218
variables, 218
void term, 224
ActionScript objects
ProLoader, 346-353
URLRequest, 346—352
Add Anchor Point tool. See also anchor points
identifying, 73
using with shapes, 182
addEventListener() command, using with
buttons, 223
Adobe AIR runtime environment, 369
certificate, 384
creating, 382-386
Initial window settings, 385
installing, 386-387
Adobe Authorized Training Centers (AATCs), 7
Adobe certification, 6-7
Adobe Community Help, 5
Adobe Design Center, 6
Adobe Developer Connection, 6
Adobe Flash. See Flash
Adobe Flash Professional CS6, 5—6



Adobe Forums, 5
Adobe Illustrator. See also Illustrator

duration, 117-118
exporting, 156

blending effects, using, 101
Blur filter

files
copying artwork, 83
FXB file format, 83
importing layers, 83
importing symbols, 83
pasting artwork, 83
Adobe Labs, 6
Adobe Marketplace & Exchange, 6
Adobe Media Encoder. See also
encoding options
adding video files to, 307-308
converting video files to Flash
Video, 308-309
Encoding panel, 307
preset browser, 307
Queue, 307-308
Watch folders, 307
Adobe TV, 5
AIR application, 369
certificate, 384
creating, 382-386
Initial window settings, 385
installing, 386-387

gotoAndPlay command, 240
motion tweens, 113
moving keyframes, 119-120
nesting, 137-139
overview, 113
pacing, 117-118
playing at destinations, 237-241
previewing, 36, 117, 139, 155
project files, 113-117
stopping, 240-241
workflow, 113
arguments in ActionScript 3.0, 218
armature options
authortime, 186—187
controlling easing, 187—-189
runtime, 186—187
armatures
editing, 170

editing in inverse kinematics, 183

hierarchy, 165
moving, 183
articulated motion. See inverse
kinematics

applying, 103
applying to animation, 123-125

Bone tool

identifying, 161
using, 163

bones

adding to armatures, 183

of armatures, 165

defining for inverse kinematics,
161-165

defining in shapes, 178-180

editing connections between,
184-185

editing in inverse kinematics, 183

redefining control points for,
184-185

removing from armatures, 183

selecting in armatures, 165

brackets ([]), using in ActionScript 3.0,

219

Break Apart command

using, 66
using with symbols, 94-95

brushes. See Deco tool
buoy, floating, 200-201
buoy bobbing, animating, 197-198

alien symbol, creating, 136 audio project file, 293
Align panel, opening, 65 Auto-Recovery, using for backups,
alpha channels, support for, 323 40-41
anchor points. See also Add Anchor Auto-Save feature, using, 40 button instances
Point tool; Convert Anchor axes, X, y, and z, 104 adding for Home button,
Point tool; Delete Anchor Point 230-231
naming, 216-217
placing, 214-215
button symbols
creating, 207-210
described, 84

tool B
adding, 72-73
deleting, 72-73 background color, choosing, 16
animated banner project, 366 backups, using Auto-Recovery for,
animated buttons. See also buttons 40-41

creating, 242-244
repeating animations, 244
animated crane, 160

Bandwidth Profiler. See also
previewing
Frame By Frame Graph, 377

Down state, 207
Hit state, 207
Opver state, 207, 306

states, 207
Up state, 207
buttonMode property, setting to
true, 349
buttons. See also animated buttons;
Home button; interactive
movies; invisible buttons
adding sounds to, 305-306
creating event handlers for,
222-226
duplicating, 211-213
features, 207
swapping bitmaps and symbols,
212-213

animating
3D motion, 152-154
filters, 123-125
position, 114-116
transformations, 127-130
transparency, 120-122 See also animations
animations. See also banner-ad Bind tool, using with shapes,
animation; Flash movies; 184—185
movies; nested animations; Bit rate, changing for sounds, 304
transition animations bitmap art, converting vector art to,
adding frames, 119 69-70
adding titles to, 32-33, 35 bitmap fill, adding, 60
changing path of motion, bitmaps
131-135 converting to vector graphics, 89
cityscape, 114-116 swapping with symbols, 212-213
creating in movie clip symbols, _blank Target, using with hyperlinks,
137-139 274

Streaming Graph, 377
testing download performance,
377-378
viewing, 376-377
banner-ad animation, 50, 366.

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK 397



C

calculator
display fields, 276-277
static text elements, 275-276
testing, 282
certifications, 6-7
characters. See also text
changing orientation of, 256
modifying, 256-259
check example, 343-345
cityscape, animating, 114-116
code
importing, 231-234
saving, 231-234
sharing, 231-234
code snippets
creating, 235-236
creating Home button with,
230-235
sharing, 236-237
Code Snippets panel
adding code description, 232
displaying code, 232
Show code button, 350
toggling functionality, 352
using to add ActionScript,
231-234
using with cue points, 328
using with external content,
350-352
codec, explained, 306-307
coffee aroma layer, creating, 63
coffee cup
adding color to, 54, 57-59
bitmap fill, 60
converting to bitmap, 70
creating bubbles over, 67
duplicating shapes, 53
filling, 54
Gradient Transform tool, 59-60
gradient transitions, 57-59
rectangular body, 51
rounding, 54
shading and highlights, 60
shaping, 52
tapering bottom rim, 53
top, 51-52
Color Effect option
resetting, 100
using with symbol instances,
98-100
colors
applying, 55, 58
matching for objects, 74-75

INDEX

columns, adding, 260264
comments (// and /* */), using in
ActionScript 3.0, 219

content scaling, 38—39
Controller panel, previewing
animations in, 117
Convert Anchor Point tool, using,
133. See also anchor points
Convert to Symbol command,
using, 85
copying
layers, 27
lesson files, 4
movies, 4
projects, 4
corners
adding, 54
pulling with Selection tool, 54
cranearmature Pose layer,
naming, 165
cropping video, 311-314
cue points
adjusting time of, 328
Code Snippets panel, 328
conditional statements, 330
deleting, 328
detecting, 328-331
finishing touches, 334-335
inserting, 326-328
jumping to, 328
responding to, 328-331
setting for video, 315
synchronized Flash elements,
331-333
curly braces ({})
including, 224
using in ActionScript 3.0, 219
curves
creating, 70-73
editing, 72
Pen tool, 70-71

D

damping effects, adding, 202
dashed lines, creating, 68
Deco tool. See also graphics
Decorated brush, 67-68
Flower brush, 68—69
identifying, 61
options, 64
selecting, 63
Symmetry brush, 63-64
Decorated brush, using, 67-68

Delete Anchor Point tool. See also
anchor points
identifying, 73
using with shapes, 182
deleting
anchor points, 72-73
bones from armatures, 183
cue points, 328
external content, 354
keyframes, 24
layers, 20
motion tweens, 116
properties in Motion Editor,
144-145
shape hints, 196
sound files, 303
text boxes for wrapped text,
270-271
desktop applications. See publishing
desktop applications
destination keyframes, creating,
226-228. See also keyframes
device fonts. See also fonts
_sans, 279
_serif, 279
_typewriter, 279
using, 279
display options
blending effects, 101
Visible property, 100-101
documents, creating, 11-12. See also
Flash documents
dot operator (.), using in
ActionScript 3.0, 219
Double Identity example, 111-112,
153-155
download performance, testing,
377-378
drawing modes
Merge, 56
Object, 56
Primitive, 56
Drawing tools, accessing, 34

E

ease-in and ease-out effects,
applying, 147
eases, using in Properties inspector,
187-189
easing. See also motion tweens
controlling for armatures,
187-189
explained, 145



in Motion Editor panel, 145, 147
presets, 148—151
Edit Envelope dialog box
displaying, 299
fade-in effect, 303
fade-out effect, 303
preset effects, 303
Editable text box, creating, 276-277
editing in place, 93-94
educators, resources for, 6
embedded video. See also video
Alpha property, 340
using, 339-340
encoding options. See also Adobe
Media Encoder
adjusting video length, 314-315
advanced audio, 315-317
advanced video, 315-317
Change Output Size, 313
Constrain, 316
cropping video, 311-314
cue points, 311, 315
export settings, 311
presets, 311, 316
Resize Video, 316
Scale To Fill, 313
Scale To Fit, 313
Stretch To Fill, 313
trimming, 311
event handlers
addEventListener() command, 223
creating for buttons, 222—-226
creating function for event, 223
listeners, 223
event listener and function, adding,
223-225, 281
event listeners
adding to movie clips, 349
creating, 223
for external content, 348—-349
Export as Bitmap option, using, 102
exported SWF files, preventing
looping, 155
exporting
animations, 156
sounds, 304
SWF files, 155
external content
Code Snippets panel, 350-352
loading, 346—352
positioning, 353
removing, 354
external text. See also text
embedding fonts, 284-285
loading, 282-289

loading and displaying, 285-288
naming text boxes, 282-283
saving content, 285

external video. See also video
pausing playback, 320
playback, 318-322
skins, 319

Eyedropper tool, identifying, 74

F

fade-in effect, accessing, 303
fade-out effect, accessing, 303
files. See HTML file; SWF files; XFL
documents
fills
changing, 55
defined, 50, 57
deselecting, 58
modifying alpha values of, 73-74
sampling with Eyedropper tool, 74
selecting, 52
filter keyframes, viewing, 126
filters
animating, 123-125
applying through Motion
Editor, 124
blur, 103
options, 104
Presets button, 104
Quality setting, 103
Flash
installing, 3
starting, 10
Flash documents. See also
documents
reviewing storyboards, 367
testing, 367-368
using checklists, 367—-368
Flash movies, controlling, 376. See
also animations; movies
Flash Player
detecting version of, 372-373
runtime environment, 369
testing movies for, 368
Flash Support Center, accessing, 45
Flash Video, 306—307. See also video
converting video files to, 308—-309
embedding, 335-340
encoding FLV for embedding,
336-337
floating buoy, 160
Flower brush, using, 68—69

FLV
embedding on Timeline, 337-338
encoding for embedding,
336-337
flv extension, explained, 306
FLVPlayback component, Preview
option, 326
folders, adding, 90
Font Embedding dialog box,
displaying, 278
font size, selecting, 32
fonts. See also device fonts
choosing, 253
embedding for external text,
284-285
frame cells, changing widths of, 27
frame labels, using, 228-230
frame number, locating, 18
frame rate, displaying, 18
frames
adding to animations, 119
adding to layers, 221
adding to Timeline, 298
inserting, 21
locating in Timeline, 18
selecting, 22
Free Transform tool
rotating position with, 135
using, 53
functions in ActionScript 3.0, 218
.fv4 extension, explained, 306
FXG file format
described, 83
exporting artwork in, 83

G

gabel loffel button symbol, naming,
207
GIF files, using, 89
Global Transform option
deselecting, 153
explained, 106
using with 3D motion, 152
gotoAndPlay command, using, 240
gotoAndStop() commands, using in
ActionScript, 230
Gradient Transform tool, using,
59-60
gradient transitions
creating, 57-59
deleting color pointers, 59
Lock Fill option, 59
gradients, defined, 57

ADOBE FLASH PROFESSIONAL CS6 CLASSROOM IN A BOOK

399



graphic symbols, described, 84
graphics. See also Deco tool
adding to wrapped text, 264-265
aligning objects, 65—66
bitmap fill, 60
changing shape contours, 54
creating shapes, 51-52
curves, 70-73
Deco tool Symmetry brush,
63-64
drawing modes, 56
editing shapes, 53-55
fills, 50
Free Transform tool, 53
Gradient Transform tool, 59-60
gradient transitions, 57-59
grouping objects, 61
making selections, 52
scaling objects, 53
strokes, 50
symbols for patterns, 61-63
transparencies, 73-75
green screen, using, 325
grids, accessing, 14
grouping objects, 61, 66—67
guides, locking, 98
gutter, modifying, 262

H

H.264 video codec, support for,
306-307
hairline stroke, creating, 62. See also
strokes
hand cursor, enabling, 349
help, getting, 45
hex colors, choosing, 55
Hit keyframe, using with invisible
buttons, 211
Home button, creating with code
snippets, 230-235. See also
buttons
HTML file, creating, 44—45
HTMLS5, publishing movies for, 390
http:// protocol, including for
hyperlinks, 274
hyperlinks. See also text
adding, 274-275
_blank Target, 274
loading URLs, 274
_self Target, 274

INDEX

Ilustrator files, importing, 81-82.
See also Adobe Illustrator
image files, loading dynamically, 348
image formats
GIF files, 89
JPEG files, 89
PNG files, 89
images, smoothing out, 31. See also
photos
Import Video wizard, using, 323.
See also video
importing
code, 231-234
Ilustrator files, 81-82
Photoshop files, 86—88
sound files, 294—295
Ink Bottle tool, using, 55
installing Flash, 3
instances, naming, 217
interactive movies. See also buttons;
movies
overview, 206
using ActionScript for, 206
inverse kinematics
Add Anchor Point tool, 182
armature hierarchy, 165
defining bones, 161-165
defining bones in shapes,
178-180
Delete Anchor Point tool, 182
editing armature, 183
editing bones, 183
editing shapes, 181-182
explained, 161
inserting poses, 166—167
isolating nodes, 167—168
pinning nodes, 169
rotating nodes, 167-168
with shapes, 178-183
simulating physics, 196202
Spring feature, 196
Subselection tool, 183
invisible buttons, using Hit keyframe
with, 211. See also buttons

J

joint rotation, constraining, 170-173
joint speed, changing, 177
joints
angle indicator, 172-173
constraining translation of,
174-177

joints in shapes, using Subselection
tool with, 183
JPEG files, using, 89

K

keyboard shortcuts
copying layers, 27
cutting layers, 27
importing items to Stage, 17
keyframes, 119
Paste in Place, 73
pasting layers, 27
previewing movies, 367
Properties inspector, 28
removing keyframes, 24
Rulers, 97
keyframes. See also destination
keyframes; property keyframes
containing shapes, 190-191
creating, 21-24
displaying thumbnails of, 27
duplicating stop commands in,
241
editing with Motion Editor, 144
inserting, 126
inserting with different content,
226-228
inserting with Motion Editor,
143-144
managing, 126
in motion tweens, 118
moving, 24
moving in animations, 119-120
removing, 24
using labels on, 228-230
viewing for properties, 126
keywords in ActionScript 3.0, 218

L

labels, using on keyframes, 228-230
layer folders
adding layers to, 26
collapsing, 26
creating, 25-26
expanding, 26
layers. See also masks
adding frames to, 221
adding in Timeline, 19-20
copying, 27
cutting, 27
deleting, 20
duplicating, 27
identifying, 13



pasting, 27
rearranging, 20
renaming in Timeline, 19
showing and hiding in Timeline, 18
in Timeline, 18
working with, 20
lesson files, copying, 4
lessons, using, 5
letters, converting to objects, 252.
See also text
Library
duplicating symbols in, 92
editing symbols from, 91-92
organizing, 90
Library panel
adding items to Stage, 17
described, 16
importing items to, 16—17
Library symbols, sharing, 392-393.
See also shared Library symbols
Line tool, identifying, 62
lines
dashed, 68
pulling with Selection tool, 54
linked text boxes. See also text boxes;
wrapping text
adding content to, 269
arranging, 266—-268
defining bones for armature, 267
Find Next Link, 273
Find Previous Link, 273
selecting contents of, 269
listeners
adding to movie clips, 349
creating, 223
for external content, 348—349
loaded content, positioning, 353
looping
preventing for exported SWF
files, 155
preventing in movies, 37
preventing in nested animations,
139

M

Mac OS, installing Flash on, 3
margins, changing, 263
Mask layer, seeing effects of, 361-362
masked layers, defining, 357-358
masking, explained, 356
masks. See also layers

creating, 359-362

defining, 357-358

limitations, 362

Mechwars example, 80
Merge drawing mode, 56
metadata, adding, 378-380
methods, using in ActionScript 3.0,
219
mobile app
simulating, 387-390
Swipe option, 389
Touch layer, 389
morphing with shape tweens,
190-192
mortgage calculator
display fields, 276-277
static text elements, 275-276
testing, 282
Mortgage Calculator text, creating,
254
motion. See animations; path of
motion
Motion Editor panel
applying filters with, 124
collapsing properties categories,
141
deleting properties, 144—145
display options, 140-142
easing in, 145, 147
editing keyframes, 144
Expanded Graph Size option, 142
features, 140
Graph Size icon, 141
increasing height of, 141
inserting keyframes, 143—144
location, 140
properties, 140
property values, 142—143
resetting values, 144—145
using with properties, 126
Viewable Frames icon, 141
Motion Presets panel
saving transitions to, 130
using, 130
motion tweens. See also easing; shape
tweens
explained, 113
keyframes in, 118
removing, 116
saving as presets, 239
setting eases of, 146—-147
mouse events, ActionScript codes
for, 224
movie clip symbols
creating animated buttons in,
242-244
creating animations in, 137-139
described, 84
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movie clips
adding event listeners to, 349
controlling, 355-356
enabling hand cursor, 349
Visible option for, 100-101
movies. See also animations; Flash
movies; interactive movies
Auto-Save feature, 40
copying, 4
preventing looping, 37
previewing, 36-37, 367
publishing, 44—45
publishing for HTML5, 390
saving, 39-43
testing, 155

N

Navigation tools, accessing, 34
nested animations. See also
animations
creating, 137-139
preventing looping, 139
previewing, 139
New Folder button, identifying, 90
nodes
isolating in inverse kinematics,
167-168
moving back and forth, 174-177
pinning, 169
rotating in inverse kinematics,
167-168
unpinning, 169
numbers, converting to text, 281
numeric calculations, making, 281

(o)

Object drawing mode, 56

objects
in ActionScript 3.0, 218-219
aligning, 65-66
breaking apart, 66—67
changing 3D position of, 106—107
changing 3D rotation of, 104-105
constraining proportions, 53
converting to shapes, 56
deforming from control points, 53
grouping, 61
grouping objects, 66—67
matching colors of, 74-75
positioning on Stage, 28-29,

31,97

scaling, 53

octopus, adding bones to, 178-180



organizing projects, 391-394
Oval tool
Snap to Objects option, 52
using, 51-52

P

padding, modifying, 262
Paint Bucket tool, using, 55
panel groups, moving, 30
panels
displaying as icons, 30
docking, 30
grouping, 30
moving, 30
opening, 30
undocking, 30
parentheses (()), using in
ActionScript 3.0, 219
Paste in Place option, choosing, 73
path of motion
changing rotation, 132-133
changing scale, 132-133
editing, 133-134
moving, 131-132
orienting objects to, 135
using Selection tool with, 134
patterns, creating symbols for, 61-63
Pen tool
identifying, 70
using to create curves, 70-71
perspective angle, explained,
107-108
photos, moving with Properties
inspector, 28-29, 31. See also
images
Photoshop files
changing Flash Stage size, 87
editing, 88
importing, 86—88
physics simulation
adding damping effects, 202
defining bones for armature,
197-198
inserting poses, 200—201
setting spring strength for bones,
198-200
simulating with inverse
kinematics, 196—202
PNG files, using, 89
PNG sequences, generating, 156
poses
editing on Timeline, 167
inserting, 167

INDEX

inserting in inverse kinematics,
166-167
moving, 167
removing from layers, 167
selecting, 167
preferences, setting for updates, 46
prerequisites, 2
Preset Browser settings, using with
videos, 310
preset eases, using, 148—-151
previewing. See also Bandwidth
Profiler
animations, 117, 139, 155
movies, 36—37, 367
nested animations, 139
Primitive drawing mode, 56
project files, using for animations,
113-117
projectors
creating for desktop applications,
380-381
and TLF Text, 381
projects
copying, 4
creating, 12
sharing Library symbols, 392—-393
starting, 391-392
ProLoader object
positioning, 353
registration point, 353
removing from Stage, 354
using, 346-352
properties
in ActionScript 3.0, 219
deleting in Motion Editor,
144-145
Properties inspector
Display section, 100
ease-in and ease-out effects, 147
eases in, 187-189
features, 28
identifying, 13
moving photos, 28-29, 31
opening, 28
positioning objects on Stage,
28-29, 31
Simple eases, 188
Start and Stop eases, 189
Strength of eases, 188—189
property keyframes, using, 126. See
also keyframes
property values, changing with
Motion Editor, 142—-143
Publish Cache, clearing, 368

publishing
for mobile devices, 387-390
movies, 44—45
movies for HTML5, 390
process, 369
runtime environments, 369
publishing desktop applications
Adobe AIR, 382-386
creating projectors, 380—381
publishing for Web
Bitmap properties dialog box, 371
bitrate and sound quality, 371
Compress movie option, 372
detecting version of Flash Player,
372-373
display settings, 373-375
Flash file settings, 369372
JPEG Quality set, 371
Percent setting, 374
Pixels setting, 374
playback settings, 373-375
Scale and Alignment option, 374

Q

quotation marks (”), using in
ActionScript 3.0, 219

R

Random preset ease, using, 149-151
Rectangle tool, using, 51
rendering, Export as Bitmap option,
102
resources, 5—6. See also Web sites
Adobe Community Help, 5
Adobe Design Center, 6
Adobe Developer Connection, 6
Adobe Flash Professional CS6,
5-6
Adobe Forums, 5
Adobe Labs, 6
Adobe Marketplace & Exchange, 6
Adobe TV, 5
for educators, 6
finding, 45
restaurant guide example, 206, 366
Retouching tools, accessing, 34
rocket ship example, 131
rotation angles, checking for titles, 154
rulers, accessing, 14
rulers and guides, using with symbol
instances, 97-98



runtime environments
Adobe AIR, 369
Flash Player, 369

S

_sans device font, 279
saving
code, 231-234
external text content, 285
movies, 39—-43
workspace, 14
XFL documents, 42
Scale content with stage option, 39
Selection tool
accessing, 34
moving armatures with, 183
using on coffee cup, 54
using to edit curves, 72
selections, making, 52
_self Target, using with hyperlinks, 274
semicolon (;), using in
ActionScript 3.0, 219
_serif device font, 279
shape behavior, refining, 184—185
shape contours, changing, 54
shape hints
adding, 193-196
described, 193
removing, 196
shape tweens, morphing with,
190-192. See also motion tweens
shapes
changing transparency of, 74
converting objects to, 56
creating, 51-52
defining bones in, 178-180
duplicating on Stage, 53
editing, 53-55
editing in inverse kinematics,
181-182
inverse kinematics with, 178-183
moving joints in, 183
Oval tool, 51-52
ovals, 51-52
Rectangle tool, 51
rectangles, 51
star, 63—64
using Free Transform tool, 53
shared Library symbols, editing, 394.
See also Library symbols
Shearwood Wildlife Preserve
example, 291-293
skins, using with external videos, 319
slide shows, fading images in, 130

smoothing images, 31
Snap to Objects option, using with
Oval tool, 52
sound clips
finding, 296
shortening, 299-301
sound files
AIFF, 294
changing, 303
deleting, 303
importing, 294-295
MP3, 294
types, 294
WAV, 294
sound project file, 293
sound quality, setting, 303-305
Sound Settings dialog box, accessing,
304
sound sync options, 297
Event, 306
Start, 306
Stop, 306
Stream, 306
sound volume, changing, 301-303
sounds
adding to buttons, 305-306
adding to Over state of button, 306
changing Bit rates, 304
clipping ends of, 299-301
compressing in SWF files,
303-305
displaying waveforms, 300
Edit Envelope dialog box, 299
exporting, 304
extinguishing, 354
playing on Timeline, 296298
sounds folder, creating, 295
special effects, applying filters for, 103
Spring feature, simulating physics
with, 196
sprite sheets, generating, 156
Stage
adding items to, 17
background color, 16
changing properties, 15-16
choosing dimensions for, 12
described, 14
dimensions, 15
duplicating shapes on, 53
grids, 14
identifying, 13
positioning items on, 14
positioning objects on, 28-29,
31,97
resizing, 38—39

rulers, 14
scaling, 15
star shape, creating, 63—64
star-shaped group, aligning, 65
starting Flash, 10
steps, undoing, 35-36
stop action, adding, 222
stop command, duplicating in
keyframe, 241
storyboards, reviewing, 367
String(), using, 281
strokes. See also hairline stroke
changing, 55
defined, 50
sampling with Eyedropper tool, 74
selecting, 52
Subselection tool
using to edit curves, 72
using with joints and shapes, 183
Support Center, accessing, 45
Swap Symbol dialog box,
displaying, 212
SWF content, unloading, 354
SWF files
compressing sounds in, 303-305
creating, 44-45
exporting, 155
symbol instances
alpha controls, 98
breaking apart, 94—95
brightness, 98-99
changing transparency, 100
Color Effect option, 98—-100
decreasing opacity, 98
increasing transparency, 98
repositioning, 95-98
resizing, 95-98
rulers and guides, 97-98
tint controls, 98
symbol-editing mode, exiting, 139
symbols
buttons, 84
as containers, 84
creating, 85-86
creating for patterns, 61-63
described, 82
duplicating in Library, 92
editing from Library, 91-92
editing in place, 93-94
graphic, 84
movie clips, 84
storage, 82
swapping with bitmaps, 212-213
types, 82
Symmetry brush, using, 63—64
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T

Tab Ruler, using, 263—-264
tab stop, creating, 263
Test Movie mode
accessing, 155
exiting, 155
preventing looping, 155
testing
download performance, 377-378
Flash documents, 367—368
mortgage calculator, 282
movies, 155
text. See also characters; external text;
hyperlinks; letters; TLF Text;
user-input text; wrapping text
adding columns, 260—264
breaking apart, 252
converting to numbers, 281
creating, 32
creating and editing, 75-76
fonts, 253
modifying gutters, 262
modifying padding, 262
options, 249
registration, 254
titles, 252-255
TLF (Text Layout Framework),
249-252
vertical, 255-256
text boxes. See also linked text boxes
adding columns to, 260
breaking and relinking, 271-273
changing margins in, 263
defining, 254
deleting for wrapped text,
270-271
Editable, 277
enlarging, 262
inserting for wrapped text,
270-271
linking for wrapped text, 266—268
modifying, 262
naming for external text, 282-283
resizing, 262
TLF Tab Ruler, 263-264
text color, choosing, 32—33
Text tool
exiting, 35, 76
identifying, 75
selecting, 32
using, 75
threaded text containers. See linked
text boxes

INDEX

thumbnails, displaying for
keyframes, 27
Timeline
adding frames to, 298
adding layers, 19-20
adding layers to layer folders, 26
changing appearance of, 27
creating keyframes, 21-24
creating layer folders, 25-26
creating room on, 221
creating time on, 21
current frame, 18
elapsed time, 18
frame numbers, 18
frame rates, 18
identifying, 13
inserting frames, 21
layers in, 18
location, 18
moving keyframes, 24
playing sounds on, 296—298
renaming layers, 19
selecting frames, 22
Short option, 27
titles
adding, 252-255
adding to animations, 32-33, 35
animating in 3D space, 152—-154
checking rotation angles, 154
TLF Tab Ruler, using, 263-264
TLF Text. See also text
Editable, 253
overview, 249-250
and projectors, 381
Read Only, 253
Selectable, 253
SWZ file, 250
TLF Text boxes. See text boxes
TLF Text library, merging, 250-252
toggling functionality, including for
code, 352
Tools panel
colors area, 34
displaying tools, 31
Drawing tools, 34
identifying, 13
location, 31
Navigation tools, 34
Options area, 34
Retouching tools, 34
selecting tools, 31-33, 35
Selection tools, 34
Type tools, 34
using tools, 31-33, 35

Trace Bitmap command, caution
about, 89
transformations
animating, 127-130
global vs. local, 106
transition animations, creating,
237-239. See also animations
transitions, saving to Motion Presets
panel, 130
transparency
animating, 120-122
changing, 74
creating, 73-75
modifying alpha value of fill,
73-74
tween model
Classic option, 151
object based, 136
tween targets, swapping, 136—137
“tween” terminology, 113. See also
motion tweens
Type tools, accessing, 34
_typewriter device font, 279

U

undoing steps, 35-36
unloadAndStop() command, using,
354
updates, checking for, 46
URLRequest object, using, 346352
URLs, loading, 274
user-input text. See also text
creating, 275-283
device fonts, 279
display fields, 276-277
Editable text box, 277
embedding fonts, 278
static text elements, 275-276
testing calculator, 282
text boxes, 279-281

Vv

vanishing point, explained, 107-108
variables in ActionScript 3.0, 218
vector art
converting bitmap images to, 89
converting to bitmap art, 69-70
rendering as bitmaps, 102
vertical text, creating, 255-256
video. See also embedded video;
external video; Flash Video;
Import Video wizard
cue points, 315
display options, 306



encoding options, 310
Flash Video format, 306—-307
playback, 306
Preset Browser settings, 310
video and transparency, 322-324
Import Video wizard, 323
preventing overlapping sounds,
324
video files
adding to Adobe Media Encoder,
307-308
converting to Flash Video,
308-309
processing, 310
video length, adjusting, 314-315
video playback
autoPlay option, 321
changing files, 322
Content Path dialog box, 322
controller, 322
controlling, 321
file locations, 322
pausing, 320
video project file, 293
Visible option, using with movie
clips, 100-101
volume of sound, changing, 301-303

w

Watch Folders panel, using with
videos, 307, 310
waveforms, displaying for sounds,
300
Web publishing. See publishing for
Web
Web sites. See also resources
AATCs (Adobe Authorized
Training Centers), 7
Adobe Certified programs, 7
‘Windows, installing Flash on, 3
workspace
choosing, 13-14
components, 12—-13
layers, 13
Properties inspector, 13
saving, 14
Stage, 13
Timeline, 13
Tools panel, 13
wrapping text. See also linked text
boxes; text
adding graphics, 264-265
breaking and relinking text boxes,
271-273
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deleting text boxes, 270-271
inserting text boxes, 270-271
linking text boxes, 266—268

X

X axis, explained, 104

XFL documents
modifying, 42—43
opening, 43
saving, 42

Y

y axis, explained, 104

z

z axis, explained, 104

zoo director video, removing skin
from, 334

zoo kiosk project, files required for, 321
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WHERE ARE THE LESSON FILES?

Thank you for purchasing this digital version of:

Adobe Flash Professional CS6 Classroom in a Book

The print version of this title comes with a disc
of lesson files. As an eBook reader, you have access to
these files by following the steps below:

1. On your PC or Mac, open a web browser and go to this URL:
http://lwww.peachpit.com/ebookfiles/0133005976
2. Download the ZIP file (or files) from the web site to your hard drive.

3. Unzip the files and follow the directions for use in the Read Me
included in the download.

Please note that many of our lesson materials can be very
large, especially image and video files. You will be able to
see the size of any file for download once you reach the URL
listed above.

If you are unable to locate the files for this title by following
the steps above, please email ask@peachpit.com and supply
the URL from step one. Our customer service representatives
will assist you as soon as possible.

Legal Notice: Peachpit Press makes no warranty or representation, either express or implied, with respect to
this software, its quality, performance, merchantability, or fitness for a particular purpose. In no event will
Peachpit Press, its distributors, or dealers be liable for direct, indirect, special, incidental or consequential dam-
ages arising out of the use or inability to use the software. The exclusion of implied warranties is not permitted
in some states. Therefore, the above exclusion may not apply to you. This warranty provides you with specific
legal rights. There may be other rights that you may have that vary from state to state.

The software and media files are copyrighted by the authors and Peachpit Press. You have the non-exclusive
right to use these programs and files. You may use them on one computer at a time. You may not distribute
the URL to third parties or redistribute the files over a network. You may transfer the files onto a single hard
disk so long as you can prove ownership of this eBook.

You may not reverse engineer, decompile, or disassemble the software or media files. You may not modify or
translate the software or media, or distribute copies of the software or media without the written consent of
Peachpit Press.
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