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INTRODUCTION

Welcome to the New Horizons training team.

Our goal is to provide you with the best computer training available and we
know exactly what that takes. Our corporate heritage is based in training. In fact,
we use our Student Manuals every day, in classes just like yours, so you can be
confident that the material has been tested and proven to be effective.

If you have any suggestions on how we can improve our products or services,
please contact us.

ABOUT THIS COURSE

Flash MX - Level 1 is a hands-on course that will introduce you 1o the\basics of
creating objects and animating in Macromedia' s Flash MX. You will expiere the
basics of Flash, including tools and features, and will create different types,of
animations. Finally, you will publish materia for the Web.

Course Prerequisites

In order to take this course, you need to be familiar with your computer’s operat-
ing system and basic operation.

Course Objectives

When you’re done working your way through-this book, you'll be able to:

e View a Flash movie and modify the/gppearance of the Stage.

e Draw, paint, and create custom colors;.gradients, and line styles,

e Manipulate objects, describe shape-interaction, and import artwork.

e Add text and manipulate its/sehavior and appearance.

»  Build layers and use themi to create-various effects.

. Create frame-by-frame, ‘shape-tweened, and motion-tweened animation.
*  Publish a Flash movi€

@ ABOUT THIS

COURSE

About This Course  vii
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COURSE SETUP INFORMATION

Hardware and Software Requirements

To run this course, you will need:

« Anlntel Pentium 200 MHz or equivalent processor
*  Windows 98 SE, Me, NT4, 2000, or XP.

* 64 MB of random-access memory (128 MB recommended) plus a minimum
of 85 MB of available disk space (64 recorimendexl):

e 1024 x 768, 16-hit (thousands of colors) color disglay or better

e Either Microsoft Internet Explorer 5.0 and/or-Netscape’ Navigator 4.0 (or
later version).

. Macromedia Flash M X.
. A CD-ROM drive.

Class Requirements

In order for the class to run froperty; perforim the procedures described below.

1. Install Macromedia Flash MX. Astrial version can be downloaded from
http://www.macr omedia.com/softwar e/downloads/; 14U aready have a
full version of Flash\M X installed on your computar;:this course will run
best if you uninstall anc-reinstall Flash to reset the application to its default
settings. Warning:Uninstalling and reinstalling, Fash will require you to
re-enter the sérial number of the program. If(youjgo not have the serial num-
ber and installation CID/available, do not unifstaii.

2. Install the course data files that come-with’this book. Open the contents
of the-€D-RCNM-through My Computér,/and open the 078 164 folder. Inside
this/folder, you will find three separate:fciders. Copy the Flash MX Level 1
Data folder 10 your C:\ drive. This-folder contains all the data materia you
will need Tor the course.

w

Make sure that you have &¥Web browser properly installed on your
cempluter. It is suggestedithat you have both Netscape Navigator and
Microsoft Internet Explorer instaled, since they are the two most popular
browsers.

4.~ In the 078_164 fglder, on the course CD, the Lesson folders in the Additional
Data folder contawn & the course images and data, completed up to the les-
son indicated f3y the folder name. This alows you to begin at any lesson in
this manual using/the correct data that includes all files that would have
been created from previous lessons. It also allows you to begin a new lesson
with fresh, correct data, if so desired.

For example, if you would like to begin this manual at Lesson 4, you should
open the Lesson 4 folder in the Additional Data folder in the 078 164 folder
on the course CD, and copy the Flash MX Level 1 Data folder from the
Lesson 4 folder to your computer’s hard disk. All the files you'll need to
complete the rest of the course are contained in the new folder.



However, the files in the new Flash MX Level 1 Data folder are in read-only
format. Therefore, you should now open the data folder you just copied to
your computer’s hard disk. Choose Edit - Select All to select all the icons
in the folder, then choose File- Properties, uncheck the Read Only
checkbox, and click OK.

HOW T0 USE THIS BOOK

You can use this book as a learning guide, a review tool, and a reference.

As a Learning Guide

Each lesson covers one broad topic or set of related topics. Lessons are afranged
in order of increasing proficiency with Flash MX; skills you acquire in-one fessen
are used and developed in subsequent lessons. For this reason, you shotitd work
through the lessons in sequence.

We organized each lesson into explanatory topics and step-by-stepyactivities. Top-
ics provide the theory you need to master Flash MX, activitiesdiow you te-apply
this theory to practical hands-on examples.

You get to try out each new skill on a specially prepared sample fife. This saves
you typing time and allows you to concentrate on the technique at hand/ Through
the use of sample files, hands-on activities, illustrations that give you feedback at
crucial steps, and supporting background information, this\book provides you
with the foundation and structure to learn Flash MX quickly~and easily.

As a Review Tool

Any method of instruction is only as effective &s the time and effort you are will-
ing to invest in it. For this reason, we encourage.yeu to spend some time
reviewing the book’s more challenging topics’and activities.

As a Reference

You can use the Concepts sections.in this\book as a first source for definitions of
terms, background information on-given tepics, and summaries-ef procedures.

ABOUT THIS
COURSE

About This Course
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|CONS SERVE AS CUES:

Throughout the book, you will find icons representing
various kinds of information. These icons serve as an
"at-a-glance" reminder of their associated text.

Topic:
Represents the beginning
of a topic

Task:

Represents the beginning
of a task

Student Note:

A margin note that
highlights information
for students

QuickTip:

A margin note that
represents a tip, shoricit,
or additional way to de
something

Web Tip:

A margin note that refers
you to a website whére you
might find additioral
information

Overhead:

Check Your Skills;

Represents a Chack Your
Skills practice

S\ Apoly Your knowledge:

. Represents an Apply Your

Kmowiedge activity

Glossary Term:

A/margin note that represents
a‘definition. This’definition
also appears in/the glossary

Warning:

A margin nete that represents
a caution; tiis note typically
provides-a’solution to a
potential problem

(nsiructor Note:

A margin note in the Instructor's

Edition that gives tips for
teaching the class

Additional Instructor Note:

T the-instructor edition, an
everhedd note refers to a“ppt
slide that the instructor can use
inthe lesson

A margin note in the Instructor's
Edition that refers the instructor
to more information in the back
of the book

x Flash MX - Level 1 (Windows)



The Flash Environment LESSON
1
i

Overview

In this lesson, you will be introduced to the concepts and technology behind
Flash. You will also explore the Flash environment, including the workspace
options, features, tools, and panels available in Flash.

Data Files
Jjammin_banner.htm/
jammin_banner.fla

Lesson Time
45 minutes

Objectives

In order to become familiar with the Flash environment, you will:

1A Identify the advantages of Flash as a Web developmérit toel.

Flash is fast becoming a Web standard, thanks to the’ accessibility oF the
Flash Player, as well as its speed and ease of use.

1B Identify the main components of the Flash work environment and
describe their purpose.

You will determine the type of set up for your workspace, examine the
different tools and features, and explore the-use ef panels in the Flash
work environment.

Lesson 1: The Flash Environment 1



Topic 1A

What is Flash?

When they want to add interactive animation to a Web site, mary Web designers
and developers turn to Flash. Ranging from state-of-the-art user’interfaces to
logos to animated movies, you'll find Flash movies on corporate, entertainment,
and personal Web sites throughout the Internet.

Flash has become the Web design tool of choice for several reasons. First, Flash
provides Web developers and designers with greater contral over/the display of
their work. When designing Web pages without Flask, the-end result is at the
mercy of the browser on which the user views-the site. tsing Flash allows you,
as the designer, to determine exactly how the site*will function and appear,
regardless of the browser used, smply because it wili~beviewed using the Flash
Player. Add to this the Flash Player's easy aceessibility (it is included in major
Web browsers, system software, and often ships staridard on new computers, as
well as being easily downloaded from the Viacromedia site) and you can see why
Flash has become a Web standard.

Flash packs a lot of functionaljty’intorene easy-to-use program. Not only can you
create animated movies fromy/scratch with Fhash, but you can also import graphic
content created with other programg’and dse Flash to animate it.

However, download times may still ise affected by the type’of; connection the
viewer has, so you do need to consider that in creating an asirfiation. You'll take
a greater look at vector aind raster graphic formats in adater. section.

TASK TA-1:

Viewing a Flash Movie

1. Laurich your Web browser (either Internet Explorer or Netscape
Navigator),

2. Chaose File- Open. The Open diaog box appears.

3. “Navigate to the Flash M’ X Level 1 Data folder and open the
banner_example.html-fite. 7he Flash animation plays as it would when
viewed on the Web.

=
¢

Close the browsz window.

2 FlashMX - Level 1 (Windows)



5. Launch the Flash application.

6. Open the banner_examplefla file in the Flash MX Level 1 Data folder.

When the file opens, Flash displays the first frame of the movie in the Flash

work environment.

7. Choose Control - Play. The animation plays. This is the type of animated
effect that you can create with Flash.

8. Closethe file and do not save any changes.

Topic 18

The Flash Work Environment

Whether you're creating or editing Flash files, you' [l work with these keytools:
the Stage, the work area, and the Timeline. You'll also use the tools in the
Toolbox and the panels to create and manipulate objects.

Flash Features and Tools

The Flash work environment provides a wide range of features and tools,/as
shown in Figure 1-1.

Ticecd b

|
!
!

Wk Area ENE

Figure 1-1: The Flash environment provides a wide varigty of toois-and features.

The Sage. The Stage is the large. rectangular area in(the workspace where you'll

create and place all thie coitent for your movie. Whenyad play a movie, it
appears here. You candraw or import new objectsfor your movie on the Stage.

The default Stage-color iswhite. You can modify the background color or even
import a bitmay graphic-to serve as a background. You can also add tools like
rulers or-gridsto-the Stage to help with layout and positioning.

The work area:~The gray area surrounding the Stage is known as the work area.
You can use this.area when working with animation objects that will move on
and off the Stage.

.t

If this is the first time you've
opened Flash on your
computer, you may see a
dialeg box asking whether
youa-like-to register the
Software.~Clivk Register Later
{o close this dialog box.

You may want to direct
students to close the
panels which open
automatically with Flash if
they need more screen
space.

Lesson 1: The Flash Environment 3
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layer:

An organizational element
that enables you to stack
images on top of one
another,

=

frame:
A movie segment composed
of an individual image.

4 Flash MX - Level 1 (Windows)

The Toolbox. The Toolbox contains al the tools you'll need to create and modify
Flash artwork. There are tools for drawing, painting, selecting, and editing. There
are four sections in the Toolbox: Tools, which includes selecting, drawing, and
painting tools; View, which offers tools for customizing your view of the Stage;
Colors, which presents tools for changing outline and fill colors; and Options,
which displays modifiers for the currently selected tool.

The Timeline. You'll use the Timeline to organize your movi€e's/content with lay-
ers and frames. With layers, you can create a stacking order 4hich controls the
way objects appear and interact. Frames determine what content-appears at a par-
ticular point in your movie. When you select a frame in‘a-mavie, ai‘of the
content on al of the layers included in that specific frame will display on the
Stage. The Timeline is resizable, alowing you to display. as many layers as you
wish.

Panels. Flash’s panels provide options for workirig with ehjects, colors, text,
instances, frames, and entire movies. You‘can use panelsto view, organize, and
change elements in a movie. Each panel. foclises-on a specific area. For example,
you can use the Color Mixer panel to creaie and edit, colors. The default panel
layout includes the Color Mixer, Color Swatches, Components, Answers, Actions,
and Properties panels.

Panels can float on your screen; or can,be docked below or to the right of the
work area and Timeline. You/can use éithey-the preset Developer or Designer
panel sets or you can create and saye custom panel layouts that are suited to your
needs. Panels can be opened, closed;~and/repositioned as desired.

The Property Inspector. The Property Inspector provides jnférmation about the
document you are workiig on, or the specific object within.a movie. When no
object is selected, it displaysthe attributes of the movie.vou are working on. If an
object is selected, it-displays the most commonly used\éttributes for that item,
whether it is a symbiol, shape, bitmap, video, group, frame, or text. This simpli-
fies the design and. development process by allowing-you to make changes to the
document o chject without having to access menus’or panels.

Developeivs. Designer

Flash has 'severai, preset workspaces thét-alow you to access the tools and fea-
tures that 'witl_be most useful to you/n working on movies. You can choose
between-paneis which emphasize design/or development work within Flash. The
Designerpanel sets focus on megiia elements in Flash, such as color mixing and
transforming objects. The Developer-panels provide access to advanced scripting
and debugging tools. Howevex, within all the developer and designer sets, panels
can still be added, closed, ormieved as you need them.



TASK 18-1:

Exploring the Flash Work Environment

1.

0.

In this task, you will set up your work environment and determine the initial
settings for a banner ad for a company called Jammin’ Juice, which you will
create throughout the course. Launch the Flash application.

The Info panel provides information on the location and size of objects on
the screen and will be helpful as you create your movie. You will show the
Info panel. Choose Window - Info. The Info panel appears.

You will dock the Info panel so that it is in the panel areato the right of the
work area. Position the cursor over the Info panel handle, so that a miove
cursor [FEgE appears.

Drag the Info panel over the Panel docking area to the right of.the
Stage, and release the mouse button when a grey line appears cireither
side of the pand area. The Info panel is now docked with the other panels.

Next you will close the Components panel because you will not 32 using-it
in this course. Choose Close Panel from the Components panel drop-
down list in the upper right corner of the Components.pand. The
Components panel no longer appears below the work area.

Rather than continuing to open or close individual parels that will be used
in the movie, you can choose a panel set. You willselect a designer panel
set to work with as you design an animation in this course. Choose
Window - Panel Sets- Designer (1024x768), Fhe Property Inspector
remains below the work area and the Info, Align, Transform, Color Mixer,
Color Swatches, Components, and Answers panels appear in the panel area.

Next, you will set the size of the Stage for your rsovie. Because you fiave
no other objects selected, the Property-trispector-alows you to make seleg-
tions for the movie' s appearance. Click on ¢he Size button in the:Property
Inspector. The Document Properties.dielog/box appears and theswidth
dimension is selected.

You will leave the width of ‘the-docurrient as it is, but change the height so
that it is shorter and more gppropriaie for a banner ad. Type\130 in the
Height dimension field:

Document Properties m‘

Dimensions: | 550 pot [vadh] « 140 [remighil
i (7opd ) i) (oo ]
Backgiourd Colod =
Frame Rabd 112 Ips
Fudes el | Piosis w
[ Staip~ | [ s Distaut | ok | [ canest |

You will leave the rest of the settings as they are. Click OK.

.t

If you are using a higher
resolution, you can choose a
designer set for either 1280
X 1024 or 1600 x 1200.

Lesson 1: The Flash Environment 5
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10. Finaly, you will add grid lines to use as guides as you are developing

11.

objects on the Stage. Choose View - Grid - Show Grid. Light grey grid
lines appear on the Stage.

- J of

You are finished setting up your document. Save the docuiment as
jammin_banner.flain the Flash MX Level’l Datafoiaer

Summary

In this lesson, you viewed a Flash movie. You were introduced to Flash, and
its benefits for Web developmert and animation. You also chose a panel set
to work with, added and clesed panels, and set initial movie characteristics
using the Property Inspector:

Lesson Review

1A What advanteges does Flash offer as a Weh development tool?

1B

Answerswiil vary, sut’may include: greater control over display, accessibil-
ity of theklash Player, range of functignaity’in Flash program, and small
file size:

What.are the main components.oi:the Flash work environment?
Bescrihethar functions.

The-Sage, which is where nidvie elements are created and placed; the work
area, where animations from aimovie may move in and out of the Stage; the
Teolhox, which contains(tools for creating and modifying Flash artwork; the
Timeline, where movie ‘¢anitent can be organized with layers and frames;
Pandls, where you caisview, organize and change elements in a movie; and
the Property Inspectar, where you can change attributes of the whole movie,
or selected objects or))the Stage.



Drawing and Painting LESSON
l')

J

L

Overview
| Data Files
Flash offers a wide variety of drawing and painting tools, allowing you to 1 circles.fla
create interesting objects for your movies. In this lesson you will explore | fruit fla
Flash’'s basic drawing and painting tools, modify outline and fill properties, |
and create custom color swatches, gradients and line styles. | Lesson Time
| 1 hour
|

Objectives

In order to draw and paint in Flash, you will:

2A  Explain the difference between vector and raster g aphics,
Flash’s small file sizes are based on using vector graphics.

2B  Create objects using Flash drawing and painting tools.

Flash provides several useful tools for creating graphic objects, including
the pencil, pen, ling, brush, oval, rectangle, and eraser. tools.

2C Create a custom color swatch, gradient,/and linestyle.

While Flash provides a wide variety,.of -presei-colars, gradients, and line
styles to choose from, often you willynéed to expand on those for movies
you are working on.
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vector graphic:
A graphic image defined by
mathematical equations.

=

raster graphic:
A graphic image defined by
grids composed of pixels.

=

bitmap:

A graphic image defined by
grids composed of pixels;
raster graphic.

=

pixels:

Picture elements. Small
squares which are arranged
on a grid to create raster
graphics.
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Topic 2A

Vector vs. Raster Graphics

Before you start to work with Flash, you should become familiarwith two graph-
ics formats: vector and raster. Flash allows you to create and ariimate vector
graphics. You can also import and manipulate raster graphics.with Flash.

Vector Graphics

Vector graphics are composed of lines and curves defined.by mathematical
equations. There are severa advantages to using vector graphics on your Web
site. For example, vector graphics have a smaller file size than raster graphics,
which will save download time for visitors to your site. They are also resolution
independent, so they can be resized without distortion: This is due to the fact that
when you edit vector graphics, you are-actually modifying the properties of the
lines and curves which compose the image-Additionaly, the vector format will
print at whatever resolution a printer allows,-because of the mathematical instruc-
tions that are contained within them. However, \editing complex vector graphic
objects can be difficult because they arecompased of many smaller objects.

Raster Graphics

Raster graphics, also known as bitmaps;, are composed of a,grid (or raster) of
small sguares caled pixels. Each pixel.in a raster graphic carv’be a different color
or shade of gray. While this allows for detailed and complex-ifnages, it also
causes raster images to have large file sizes because they must store information
about the color of each individual pixel. When you résize-a raster graphic, it can
become distorted because of the way the pixels argvedistributed on the grid.
Because the data which describes a raster image is.fixed to the size of the grid,
these graphics are resolution dependent. For this reason, a raster graphic will
appear distoried-whenit-is viewed on a comptiter set at a lower resolution than
the one at which-itwas created. You can irport vaster graphics into Flash and
work with them, but-you'll have limited &antrol over their appearance. One ben-
efit of importingéa raster graphic into Fash ijs that Flash will compress it to a
smaller file'size

For example, imagine you have an image of a line that is 50 pixels in length dis-
piayed on'your screen. If the image were a raster graphic, it would be defined by
50 separate’ pixels, since each/pixal’s color could be different. If, on the other
hand, you were working with\a vector graphic, the image would be defined by an
internal mathematical equation:that recognizes a starting and ending point for the
line. This results in a smaller-file size because your computer will not try to rec-
agnize every pixe thairiswused within the graphic image.



TASK 2A-1:

Comparing Vector and Raster Images

1. Open thecirclesflafilein the Flash MX Level 1 Data folder. The circle
on the left was created with a raster image graphics program. The circle on
the right is a vector image created in Flash. Both images look similar.

2. You will take a closer look at the circles. Choose 400% from the Zoom
drop-down list, located in the upper right corner of the Stage. You can
see the individual pixels which compose the shape on the left, while the one
on the right remains a smooth curve.

3. Choose 100% from the Zoom drop-down list to return thé magnification
to actual size.

4. Closethe file and save any changes.

Topic 28

Basic Drawing and Painting Tools

The Toolbox, shown in Figure 2-1, is full of\drawing teels that you can use to
create the objects for your animations. It's a goed idea to become familiar/with
these tools for creating and modifying simiple’shapes-Since Flash is a vettors
based program, these simple shapes becorne the ©uilding blocks of more complex
shapes. Many of these tools also have several_modes which alow youto modify
their function dightly, depending on‘the.taskat-nand.

(=
\ =
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Figure 2-1: The Flash Toolbox provides/a/variety of drawing and painting tools.

Perhaps the most basic drawing-toci Flash/offers is the Pencil tool. With this tool,
you can draw free-form shapes, lines,~and curves. The Pengil tool also has three
modifier modes, straighten, smooth, and ink, from which yeu can select to change
the look of your lines.

TASK 28-1:

Working with the Pencil Tool

1.

2.

You/viill begin by creating a new docuiment. Choose File— New.

Select-the-Péncil tool . Thé Pexicil Mode button appears in the Options
section of the Toolbox.

Click’ on the Pencil Mogehutton H 4,| and verify that Straighten is

selected. This modifierawitl_convert curved line segments into straight
segments. It will alsa-cenvert rough circles, squares, and triangles into neat,
geometric shapes.

Using the Pencil-tocl, drag the cursor across the Stage to draw a heart
shape. Your ¢drved lines are straightened. This feature can be useful when
you' re drawing-shiapes with perpendicular lines.



5. Draw acircle on the Stage. If Flash recognizes the shape you have drawn,
your drawing will be straightened into a perfect circle.

6. To clear the Stage, choose Edit — Select All, then press the [Backspace]
key.

7. Next, you will use the pencil in Smooth mode. When you draw in Smooth
mode, jagged line segments are converted to smooth, curved lines. In the
Pencil Mode drop-down list, choose Smooth .

8. Draw a heart on the Stage. Flash converts rough areas to smooth-curves,

9. Draw acircle on the Stage. Flash smooths the lines, but doesn’t goivertthe
shape to a perfect circle.

10. Choose Edit - Select All, then press the [Backspace] key/to clear the
Stage.

11. The fina mode for drawing with the Pencil tool is Ink. In Ink~mede, Flash
won't make any modifications to the shapes you draw. In the Pericil Mode

drop-down list, choose Ink .

12. Draw heart and circle shapes on the Stage.

13. You can draw perfectly straight lines in any pencil drawing mode by holding
down the [Shift] key as you draw. Hold-down the{Shift] key as you draw
a straight line on the Stage.

14. Choose Edit - Select All, then pressihe [Backspace] key to clear the
Stage.

The Pen Tool

The Pen tool is useful for drawing precise paths with straight\lines or smooth
curves in vector format.. JTo.createthe lines and curves, you click to set two or
more anchor points for theline, adjusting the direction of ctirves you have drawn
by moving the tangent handies. - To,draw straight lines/with the Pen tool, click to
place the ending, or anechor, point’of the line. As withuather tools, holding down
the [Shift] key consirains the lines you create to 45° anigles.

To draw a curved-line, place’the first anchor point and then drag in the direction
you want the ¢urve-1o-go. Once you have reached the end of where you want the
curve to_go, 4elease thernouse button. To readjust the curve once it is placed, you
can change the tangent handles, which determine the slope and the height of the
curve. For each.anchor point on a curve, there are two tangent handles which
control the curve, which will move simultaneously when you adjust the curve.

anchor points:

Locations on a vector line or
curve which determine the
length and direction of the
line.

B

tangent handle:

The part of a vector curve
which can be adjusted fo
determine the slope and the
depth of the curve.

Lesson 2: Drawing and Painting 11
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To access more room to
work on the Stage, you may
want to collapse the Timeline
and Property Inspector
windows.
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TASK 28-2

Drawing with the Pen Tool

1.

You will draw a letter “j” for the Jammin’ Juice banner ad, to accompany
other text that you will add later. Open the jammin_banner.fia file in the
Flash MX Level 1 Data folder. A Stage appears that is 550x130 pixels and
has grey grid lines.

You will zoom in on the left hand side of the Stage =0 thai.you can draw
with the Pen tool easier. Type 150 in the Zoom fieid above the Stage and
scroll so that the left side of the Stage is ‘&iowing:

Select the Pen tool in the Toolbox.

First you will draw straight lines with'thie-Pen teoi. Click on the first hori-
zontal grid line, midway between the secand and third vertical grid
lines.

Click on the intersection of the first_horjzontal and fourth vertical
gridline. A line one and ahalf grid sguares long appears.

Click on/the.intersection of the fourtirharizontal and fourth vertical
gridlire; A vertical line three grid squiarés long appears.

Position the ¢cursor on the sixth-herizontal grid line, approximately half-

way between the second and third)vertical grid line, drag approximately
onegrid square to the left, and r&ease the mouse button.

;




8.

10.

11.

12.

13.

14.

15.

Position the cursor on the first vertical grid line, approximately midway
between the third and fourth horizontal grid line, drag up approxi-
mately 1%z grid squares, and release the mouse button.

=
7

Draw a straight line segment approximately %2 grid square long, and
parallel to the horizontal grid lines. Instead of a straight line, Flash draws
a curved line, using the tangent line from the last curve to determinethe
direction of the new line.

g

Choose Edit — Undo. The last curved line is gore.

To create a horizontal line, without it curving, 'you will|click the Arrow toa!
to deselect the Pen tool. Click the Arrow/tooi: Thedines you drew are no
longer selected.

To finish the “j” you will continue usiig the Pen'tool. Click the Pen-toot.

Click anywhere on the line segments yow’hiave drawn. The afichor points
appear and the line segments are-once again selected.

Click on the last anchor point-you drew.

Click to create a short“horizontal line segment, paratiei~to the grid, and
approximately half~a grid square in length.

Lesson 2: Drawing and Painting 13
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16. Next you will create the interna curve of the “j.” Position the cursor mid-

17.

18.

19.

way between the second and third vertical grid lines, on the fourth
horizontal grid line, and drag the tangent handle approximately one half
grid square to theright to create the curve.

5

Click to create a symmetrical curve on the-other side of the third verti-
cal grid line. Flash automatically créates a curvewith the same dimensions
as the one you just drew.

-

Click on the intersection of the third vertical and Second horizontal grid
lines.

Click directlyhetew the first anchor point,but on the second horizontal
line.

-

| -
o
\

*,




20. Click on the original anchor point to close the shape. Flash automatically
fills the shape with the fill color in the Toolbox.

21. Choose File- Save.

Shape Tools and their Properties

You can use the Line, Oval, and Rectangle tools to draw perfect lines, ovas,
circles, rectangles, and squares. Each of these tools allows you to chogseé outline
properties for the outlines of the shapes you create. You can change the. type of
outline (dashed, dotted, hairline, etc.), the color of the line, and’the line width.

You can aso modify the colors which fill the objects when using both of these
tools. Additionally, the Rectangle tool includes a modifier that you can use to
draw squares and rectangles with rounded corners. Finally, holding down the
[Shift] key with the tools constrains the tool geometrically: the Line tool creates
lines that are in multiples of 45 degrees, the Oval tool ¢reates only circles, and
the Rectangle tool creates only squares.

Stroke and Fill Properties

When you create a shape using any of the drawing-or-pairting tools, you'll work
with both interior fills and exterior strokes. To ¢hange the color of an object’s
stroke or fill, you'll use the Colors section of the Teolisox. When you click/on the
color button for either stroke or fill, Flashwill display”a drop-down coloi~palette
with a variety of options. To change the|stroke properties of a line or shape)out-
line, you will use the Property Inspector.

Web-safe Colors

All of the colors in the Flash defauit palette are Web-safe colgrs=Whether you
use a Windows PC or a Macintosh, provided the machine hasia 256-color video
card, these colors will appear carrectly. It's a good idea to-uses\Web-safe colors in
your Flash movies.

Lesson 2: Drawing and Painting 15
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TASK 28-3

Properties of Shapes

1.

Currently the “j” that you drew in the previous activity has a default fill and
outline. You will change both the stroke and the fill of theietter. With the
Arrow tool, click inside the letter to select it. Only the fill ot theletter, not
the stroke, is selected.

Click on the Fill color button in the Toolbox and choese a dark purple
color from the drop-down list.

== 2]0)

Double-click anywhere or the edge-of the letter to select its outline.

To change the stroke of “anabject, yaty'can change the color in the Color
section of the Toolbox, or you can/triake other changes to the line using the
Property Inspector. Choose 4 from'the Stroke Height' dr op-down list in
the Property Inspector. The line around the letter is naw’4 pixels wide.

Choose the Dashed stvie from the Stroke Styledrop-down list in the
Property | nspector.

Click anywhere.on the Stage to deselect thefetter stroke. A dashed line
appears.araund the letter.

Select-tiye line-again and change thecolor to light pink.

Finally, you)will use the oval togl-to-create the dot for the “j.” Click on the
Cval teal iR the Toolbox. The&ursor changes to a crosshair.

Hold\down the [Shift] key’and drag to create a circle approximately half
agrid/square wide and foing above the “j.” You have drawn a circle with
the'same fill and stroke you specified earlier.

—

 EERE

10. Choose File- Close and save the changes you made to the file.



The Brush Tool

Another useful drawing tool, the Brush tool can be used to draw freehand shapes,
similar to the pencil tool, or to add a solid fill to an existing shape. Like the paint
brush for which it is named, this tool offers a variety of brush sizes and shapes,
enabling you to create a range of painting effects. The Brush tool also provides
five modifiers, described in Figure 2-2, which govern the tool’s behavior.

Modifier Description

Paint Normal Paints any part of the object covered by the stroke
of the brush.

Paint Fills Paints any fills covered by the stroke of the brush;

Paint Behind Paints the area around the object, so that the
object appears in front of the brush strokes.

Paint Selection Paints whatever has been selected by the arrow
tool.

Paint Inside Paints gaps or spaces between strokes.in-the
object.

Figure 2-2: Modifiers for the Brush tool.

TASK 28-4:
Working with the Brush Tool

1. Open fruit.flaiin the Flash MX Level 1 Data/foider:

2. You'll experiment with the Brush tool by imodifying-ihe objects on this page.
Select the Brush tool . The brush rodifiers appear in the Options.sés-

tion of the Toolbox.
3. Select the third size from the top from the Brush size drop-dowii-list.

4. Select the circular shape from the-Brush Shape drop-down list/if
necessary.

5. First, you'll use the Paint. Normai~made to paint over existing colors with a
new color. Select a light~green fill color in the Color ssection of the
Toolbox.

6. Drag across the grapes ta_paint several green (strokes. The green fill com-
pletely covers the areas where you painted.

o
e

-t
Cpee

=

7. Toremove the green brush stokes, choose Edit - Undo as many times as
iS necessary.

7
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8.
9.
10.
11.
12.
13.
14.
15.
16.
Be careful to click on the
inside of the grape to select
the fill. If you click on the 17
edge of the grape, you'll
select the grape’s outline
instead.
18.
19.

18 Flash MX - Level 1 (Windows)

Next you will use the Paint Fills mode of the Brush tool. Choose Paint Fills
from the Brush Mode drop-down list .

Paint several strokes across the grapes. Only the fill color of the grapes is
covered, while the stroke color remains intact.

Choose Edit - Undo to return the grapes to their original state.

Next you will use the Paint Behind mode of the Brish tool. Choose Paint
Behind from the Brush Mode drop-dewn_list FIEJ

Drag to paint several strokes acress-the.grapes and out onto the Stage.
This time, only the strokes outside the grapes will show, giving the effect
that the strokes were painted Hehind the grapes.

Choose Edit 4 dndo to remove the brush stiokes.

Next you will use-the’ Paint Selection mode of:the Brush tool. Choose Paint
Selection, from the Brush Mode drop-down/list .

Click-on the Arrow tool, then select-the bottom grape.

Reseiect-the/Brush tool and chiange the fill color back to green, if
necessary.

+._Drag/to paint the bottom-grape, making sure to drag over the other

grapes and outside of the grape area as well. When you release the mouse
button, you'll see that ohly-the selected grape has been painted.

r

Choose Edit -~ Undo several timesto return the grape to its original
color and to deselect it.

Finally, you will use the Paint Inside mode to paint the gap between the
grapes. Choose Paint Inside from the Brush Mode drop-down list .



20. Select a lighter purple color than the grapes from the Fill color drop-
down list in the Toolbox.

21. Paint over the gap between grapes near the stem. When you release the
mouse button, you'll see that the gap between the grapes is the only area
that was painted.

22. Paint the other gapsin the grapes.

23. Choose File- Save.

The Eraser Tool

Like the Brush tool, the Eraser tool has several shapes and sizes, as well as
modifiers. However, the Eraser tool is used to remove lines or4ills from the
shapes in your Flash movies. The modifiers available for the Eraser tool /are listed
in Figure 2-3.

Modifier Description

Erase Normal Eliminates any part of.the.object covered by the
stroke of theeraser.

Erase Fills Eliminates any fills covered by the stroke of the
eraser,

Erase Lines Eliminates any strokes covered by the stroke-of
the eraser.

Erase Selected Fills Efirhinates any fills that have been selected. by the
arrow tool)that are covered by the stroke of the
eraser.

Erase Inside Eliminates gaps or spaces between stiokes in the
abiject.

Figure 2-3: Modifiers for the Eraser-tool.

Aside from the different &raser modes, the Eraser tool also fias another option—
the Faucet. When the Faucet is sgiected, you can quickiy-erase entire fills or
lines, no matter which Eraser mode you are currently tising.

r.d

Be sure your initial click is
inside-the-area you wish to
Till. If parts-of the grapes are
also painted, undo to return
them ta/their original color,

' and reposition the brush so
that its starting point is
within the gap.
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You may want to zoom in on
the grapes to make it easier
to fill between them.
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TASK 28-

Erasing Objects with the Eraser Tool

1. Click on the Eraser tool @ The eraser modifiers appear in the Options
section of the Toolbox. The default eraser mode is Erase Nermal.

2. Drag over the grapesto test out the Eraser tool. In this.mode, both the
fills and strokes will be erased.

4
J
Lo

3. Choose Edit — Undo to return thegrapes to their original appearance.

4. Choose the Erase Inside eyaser mode Eﬂ

5. Click on the Eraser Shape drop-dowri list and select the smallest round
shape.

6. Drag to erase the gaps between the grapes. Similai4g'the Paint Inside
mode with the Brush tool, the Erase Inside mode efases éntire fills.

7. Choose Edit - Undo te-return the grapes to thejyeriginal appearance.

8. Using the Erase Inside mode can be a time-conssming method to precisely
erase the fills in your/object, especialy if they-are numerous. Using the Fau-
cet option, you carrquickly and accurateiy-erase fills. Click on the Faucet
button IL@_' The cursor changes to a/falicet’icon.

9. Click.in the gaps between the granes, The fills in the gaps of the grapes
are erased-guickly and precisaly:

10. Choose Edit —Adado’to return the grapes to their original state.

The Paint Bucket Tool

As you have seen, the fill colors for new and existing objects can be changed
using the Colors section of the Toolbox or the Property Inspector. You can also
modify these object properties by using the Paint Bucket tool when working with
fills.



With the Paint Bucket tool, you can add solid, gradient (bands of color blending
into each other), or bitmap fills to the objects in your Flash movies. Gradients
can blend up to eight colors and can either be composed of linear bands or con-
centric circles. You can further manipulate gradient fills by using the Fill
Transform tool to rotate, skew, change the center point, ater the width, or adjust
the height of a gradient.

Just as the Brush and Eraser tools offered modifiers to adjust how they add or
erase color to an object, the Paint Bucket tool has a Gap Size modifier. The Paint
Bucket tool works on the premise that it fills enclosed areas. Sometimes when
working with an object, you want to fill and area that is not completely enclosed
by an outline. The Gap Size modifier allows you to choose the type of area that
will be filled, from completely enclosed by outlines to areas with large gaps.

TASK 28-6:
Creating Fills with the Paint Bucket Tool

1. You will use the Paint Bucket tool to fill the bananas in the fruit.fla file.
Select the Paint Bucket tool . The cursor changes to/a/paint-bucket

icon. You use just the tip of the cursor’s “pouring paint? to fill/an objeot.

2. First you will select a color to use for the fill. Click on the Fill>color but-
ton and choose a yellow color from the drop-down list.

3. Click inside the top banana with the tip of the cursor. All of the top
banana is filled with the yellow color you selected.

h
Y/

(

L&

4. Choose Close Large Gaps Q) from the Gap Size modifier girop-down
list.

5. Click inside the tip of the bettem banana. Flash closes the geps in the
banana and fills only part of it with_the yellow color.

) ‘
|
|
il

.~

{

6. Because the bananas are already completely enclosed shapes, you will use
the Dori't Close Geps mode to finish filling the bananas. Choose Don’t
Close Gaps-fram the Gap Size modifier drop-down list.

7. Finish fillingrin the rest of the bananas.

B

gradient:

Bands of color that blend
into each other. In Flash,
gradients can blend up fo
eight~colors in linear or
concentric-patterns.
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10.

11.

12.

You have used the Paint Bucket toal to fill an empty object with a solid
color. Next, you'll begin to work with color gradients, changing the existing
solid fill of the apple to a gradient. Click on the Fill Color button. The
pop-up color palette includes a selection of gradient swatches in its bottom
row.

Click to select the red and black gradient.

Click in the upper left corner of therappieto-add the gradient. The gra-
dient replaces the apple’s solid red fill calor,

When working with the red-to=hlack gradient, the red jsart of the gradient is
concentrated at the poeint where you clicked with the Rgint’Bucket tool. You
can use the Fill Transform tool to change the gradient.in’a variety of ways.
Among other things;-this tool allows you to repesition the gradient’s center
point, adjust itswidth and ireight, and rotate or skew the gradient. Select the
Fill Transform toot |L§Q in the Toolbox.

Click on-thie apple. A circle appears areund the apple, indicating that the
gradient“has been, selected. The handlesthat/appear on this selection alow
you techange-the’appearance of the.gradient.

b, The center point gf-the gradient is indicated by the circular handle in the

middle of the selection. You can move the centerpoint by moving this
handle. Drag ttecenter point handle to reposition it above the upper-
right corner cf.the white square on the apple.



14. You can change the width of this gradient by dragging the square handle on
the edge of the selection. Drag the square selection handle to the right to
increase the portion of the apple that is covered by the red center of the
gradient.

15. You can change the radius of a circular gradient by dragging the circular
handle directly beneath the square handle on the edge of the selection. Drag
the circular handle beneath the square handle to the left. This reduces
the area of the apple filled with the red portion of the gradient, and gives the
effect of a smaller light source shining on the apple.

The Ink Bottle and Eyedropper Tools

The Ink Bottle tool is handy for changing the stroke attributes of existing lines
Once a shape has been drawn, this tool makes it easy to modify the appearance
of the lines which compose the shape. Once you have selected the Ink Bottle
tool, you can set the attributes for a line in the Property Inspector, just as you did
when working with other drawing tools.

Another helpful tool for modifying fill or stroke appearance is the Eyedropper
tool. With this tool, you can easily duplicate the fill or stroke ir an already-exist-
ing object and apply it to a new one. The tool will pick up whichevéy attribiite
you click on in an object, either afill or a stroke, which will then/rémain’the
active fill or stroke for whatever tool you are using.

TASK 28-T

Modifying Strokes with the Ink Bottle and Eyvedropper
Tools

1. Inthistask, you'll modify the line attritutes of the pineapple. Click . otvithe

Ink Bottle tool .

2. In the Property Inspector, chaose a browr color from the Stroke Color
drop-down list.

3. Sdlect 3 asthe line size iy the-Sircke Height field in the Rroperty
I nspector.

4. Choose Solid from)the Stroke Style drop-down list.

5. Now you're reany-t0 add tihese settings to the lines in' the pineapple. Click
with the tip of/ theink Bottle tool on one of/the lines in the leaves of the
pineapple. Thelines are/modified to take on tieLharacteristics you selected.
|

&=\

8

Lesson 2: Drawing and Painting 23



o,

24 flashMX - Level 1 (Windows)

10.

11.

12.

Next, you'll apply the new attributes to the crisscrossed lines in the body of
the pineapple. Click on one of the lines in the body of the pineapple.
Flash changes only the section of the line you clicked on.

In order to change the attributes of all the lines at once, you'll need to select
them. Click on the Arrow tool.

Double-click on one of the lines in the body of the pineapple. All of the
lines are selected.

Now you're ready to copy the new line attributes. From.the Toolbox, select
the Eyedropper tool .

Click on the lines in the pineappl€'s leaves.

Click with the tip of the Ink Bottle'tool ‘on-one of the lines in the body

of the pineapple. The Eyedropper. tool automatically changes the properties
of the lines you've selected in the-hody of “the-pineapple to match the lines

in the leaves.

Close the file and save theChanges.

Topic 2

Creating Custom Colors, Gradients,.and Line
Styles

Flash offers a widerange of\colors, gradients, and\line/styles for you to choose
from when creating. Flash iviovies. However, oftenzyou will need to create a cus-
tom color, gradient, or-tirie style for the movie.yow are working on. Luckily, even
in those cases, Flash makes creating the exaci)look you need an easy task.



The Color Mixer Panel

When you need to create or edit a solid color you use the Color Mixer panel,
where you can specify colors by their RGB (Red, Green, Blue), HSB, or hexa-
decimal values. You can aso use the Alpha mode to set the level of transparency
for a color. If you have an object selected on the Stage before you begin to make
changes in the Mixer panel, the color modifications you make will be applied to
that selected object.

It is important to use caution when using custom colors in a movie. When you
create a custom color, Flash may end up combining other colors to create a Web-
safe color close to the one you' ve defined. Using this approximation may degrade
the quality of your images.

TASK 2C-1:

Creating a Custom Color Swatch

1.

You will create several custom colors to use in your Jammin» Juice hannef
ad. Navigate to and open the jammin_banner.fla file in thé Flash-MX
Level 1 Data folder.

Expand the Color Mixer panel.

You will add several colors by specifying their RGBvalues. These are colors
taken from an image you will use later in your banner ad. Choose Solid
from the Fill Style drop-down list, if necessary. Type-163 in the Red
field, 57 in the Green field, and 124 in the Bluefield.“ A magenta color is
created.
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Next, you will add,the coier to the Color Swatch panel.-so, that it can be
used in your movie, Click on‘the triangle in the uppes,right corner of the
panel. The Color Mixer-drap-down list appears.

Choose Add Swaten.

You can verify-that ycdr color has been added by viewing the Color
Swatches| panei-Expand the Color Swatches panel. The color has been
added in-the bottom left corner of the panel.

There are threeother colors you want to add for the movie you are working
on. Type 143; 65, 147 in the RGB values to create a violet color. To add
it to the Color Swatches panel, click in the space below the other colors.

B

RGB value:

Color that is determined by
the fevels-of red, green, and
lue thateompose it

=)

L

HSB value:

Golor that is determined by

hue, saturation, and
brightness settings.

B

hexadecimal value:

A unique six-digit code that
is assigned to a specific
color value. Used by most
Web sites and HTML pages.
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10.

11.

12.

Type 196, 170, 120 in the RGB values to create a light brown color and
add it to the Color Swatches panedl.

Type 61, 70, 126 in the RGB values to create a dark blue color and add
it to the Color Swatches panel.

As you create new colors, you may want to use them in other-movies. You
could save this list as separate colors list or you could st (it as the-default
colors list when Flash opens. Because you didn’t eliminate any of the origi-
nal Web-safe colors and only added a few more, you will set.it-as the default
color panel for future movies. Click the triangle in/the-upper right corner
of the panel. The Color Swatches drop-down list appears.

Choose Save as Default. A dialog box appears-asking if you are sure you
want to save the current colors as the defatit/colors fer creating new
documents.

Click Yes.

Custom Gradients

Just as you can add custom ¢olors t0,/the Flash palette, you also have the option
of adding custom gradients. Whil€ the progess of creating a gradient is a little
more complex, Flash still makes this aredatively easy task./T0 create a custom
gradient, you'll work with the Color Mixer Panel. The gradient/controls here
allow you to choose from linear or radia types, to specify wiich colors will be
included, and to add or remave colors from the gradient.

TASK 2C-2

Creating a Custom Gradient Swatch

1.

You will creale several custom gradients to use for a bottle cap in the
JamminJdice banner ad later. £hoose Radial from the Fill Style drop-
dewn_list in the Color Swatchesyanel. A black and white gradient bar
appears.
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When you work with gradients, the pointers on the gradient bar determine
what colors are included in the gradient, as well as the amount of each color
in the gradient. To change the color of the pointer, you use the sguare to the
left of the Fill Style drop-down list. You will first change the color of the
left pointer to dark blue. Choose the custom dark blue color you created
from the Color drop-down list. The gradient starts with the dark blue color.




10.

11.

12.

13.

14.

15.

16.

Next you will change the color of the right pointer. Click on the right
pointer to activate it.

Choose the custom magenta color you created from the Color drop-
down list. The gradient now changes from blue to magenta.

You will add the two other custom colors you created to the gradient. Posi-
tion the cursor anywhere below the gradient bar until there is a plus
sign icon and click.

Another pointer appears below the gradient bar, with the shade of blue or
magenta currently on the bar at that point in the gradient.

Change the pointer to the custom violet color.

Finally, you will add the light brown color to the gradient. Click 40-add a
pointer between the violet and magenta pointers. Again, the pointer takes
on the color that was already in gradient.

Change the pointer to the custom light brown color.

You can adjust the look of your gradients by adjust the‘position of the
pointers. Move the violet pointer about ¥2" to the right ofthe dark blue
pointer, if necessary. The darker blue color is shortened in the gradient.

Move the light brown pointer about ¥2" to the left'of the magenta
pointer, if necessary. The magenta color is shortened.

You are finished creating your gradient{.and wiit-add it to the Color
Swatches panel. Choose Add Swatch from_the Color Mixer drop-dgam
list. The gradient now appears in the Cotor Swatches panel.

You will now create a new gradient\fer the pottle cap using the custom
magenta color. The gradient will~change frorn a lighter shade cfthe) magenta
color to a darker shade. First you witl need to create the darker and lighter
shades of magenta. ChooseSelid from.ihe Fill Style menid.

Select the custom magenta color fiom the Fill Color._arop-down list.

Drag the Brightness ¢ontroi~down so that it is approximately two thirds
of the way down on thescale.

Add-the swatch, to the Color Swatches panel.

Using the same magenta color hue, you will create a lighter color. Drag the
Brightness control up so that it is approximately one third of the way
down the scale.
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17. Choose Add Swatch from the Color Mixer drop-down list.

18. You will now create the gradient using the two colors you just created.
Choose Linear from the Fill Style drop-down list. The gradient bar
appears with the four pointers from the previous gradient.

19. You will remove the two pointers in the middle of the gradient. Position the
cursor over the second pointer and drag down to remove it from the
gradient.

20. Position the cursor over the pointer in the middleof-the gradient bar
and drag down to remove it.

21. With the left pointer selected, choose the darker. magenta color you just
created from the Fill Color drop-downdist

22. Click on the right pointer.

23. Choose the lighter magenta color yiou-just created from the Fill Color
drop-down list.

24. Choose Add Swatch from/the Color Niixer drop-down list.

25. Choose File- Save.

Custom Line Styles

Not only does Flash provide teols for creating custoriicotors and gradients, it
also offers tools for creating custom line styles. When \working with lines, you'll
use the Property Inspectorto set attributes. To create a/custom line style, you'll
use the Line Style dialog hox.

TASK 263
Creatinga Custom Line Style

1. To viaw the stroke properties for a line, you need to first select the line.
Using the Pointer tool, double-click on the outline of the “j” on the
jammin_banner.fla banne—ad to select the outline around the entire
letter.

You will create a(cusipm stroke for the outline. Click the Custom button in
the Property Inspector. The Stroke Style dialog box appears.

N
.

3. In the Stroke Styte dialog box you can change the attributes of aline to a
further extent than in the Property Inspector. The attributes change depend-
ing on which line style you choose. You will chose the Stipple line style,
and make the line dightly darker by changing the dot size and the dot
variation. Choose Stipple from the Type drop-down list.

4. Choose Medium from the Dot Size drop-down list. The changes appear in
the preview window.



5. Choose Random Sizes from the Dot Variation drop-down list. Again, the
changes appear in the preview window.
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Help
6. Click OK.

7. Desdlect the outline by clicking anywhere on the page to see the changes.

8. Closethe file and save any changes.

Summary

In this lesson, you used Flash’s basic drawing and painting tocls to create
and modify some simple shapes. You also worked with strokes and fiils to
modify existing shapes. Finaly, you created custom fills and strokes for use
in your Flash movies. As you can see, Flash provides imany tools which are
useful for creating custom graphic looks and effects.

Lesson Review

2A How do vector and raster graphics differ? What are the strengths and
weaknesses of each?

\ector graphics are defined by mathematical equations. They’have smaller
file sizes, are resolution independent, jand can be resized withoit distortion.
They are editable within Fiash. Editing complex vector graphics can be diffi-
cult because they are carriposed of smaller graphic objects.Raster graphics
are composed of grids;and-pixels. They have large fite-sizes. They tend to
become distorted whenresized and they are resolution dependent. Raster
graphics can be defailet-and complex.
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2B

2C

Name three Flash drawing and painting tools and list their primary
functions.

Any three of the following: The Pencil tool is used for drawing free form
shapes, lines, and curves. The Pen tool is used to draw precise paths with
straight lines or smooth curves. The Line tool is used to draw horizontal,
vertical, and diagonal lines. The Oval tool is used to draw-ovals and circles.
The Rectangle tool is used to draw rectangles and squares! The.Brush tool is
used to draw freehand shape or add fills to existing shapes.. The Eraser tool
is used to remove lines or fills. The Paint Bucket tool is used te.add or
modify fills to an object. The Ink Bottle tool is used to-add-or nodify the
strokes of an object.

Which tool will pick up strokes or fills for &n ebject-arid apply them to
another object?

The Eyedropper tool will pick up strékes or fitlsfar an object and apply
them to another object.

Which panels are used when creaiiing.custom’ colors, gradients, and line
styles?

The Property Inspector and,the Color-Mixér panels contain the options
required to create custom colors/gradients, and line styles.



Manipulating Objects

Overview

Flash objects have certain rules which govern their behavior. Learning these
rules will help you when it comes time to select an object, deal with object
interaction, transform an object, group objects, or import artwork. In this
lesson, you'll experiment with all of these situations.

Objectives

In order to work with objects in Flash, you will:

3A

3B

3C

3D

Edit and reposition objects using the selection tools,

Since most Flash objects are actually made up of a coilection of /objects,
learning how to select them can be difficult. Once you' ve had-some prac-
tice, you'll know which selection tool to use in a particular instance.
You'll also see how easy it isto edit al or part of (an object once it has
been selected.

Manipulate Flash objects on a single layér to-achieve various effects.

When working with multiple objects on a'single layer, you can change
the interaction between the abjects.

Scale, rotate, skew, group, and uigroup ebjects.

Scaling, rotating, skewing, and ungroupifg objects allows you {o.create
even more complex and interesting chjects.

Import and modify artwork into a Flash file.

While Flash offers a variety-of-tools for creating origiriai~graphics, you
may find the need to ifmport artwork created in other ‘programs. You will
import a bitmap,image-into Flash and convert it to_avector image.

LESSON
1

J

Data Files
object practice.fla
pottle.gif

Lesson Time

1 hour
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selection marquee:

A rectangular area, created
with the Arrow tool, which
selects the objects within its
borders.
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Topic JA

Selecting Objects

An essential part of learning how to manipulate objects is first uitderstanding how
to select them. Objects in Flash can sometimes behave in ways/you-don’t expect.
Practicing with the Flash selection tools will help you to beceme more familiar
with these unpredictable behaviors and, more importantly, how to.wark with
them.

The Arrow Tool

The Arrow tool is useful for making straightforward selections. With the Arrow
tool, you can click on an object to select it, or you can drag to draw a rectangular
border, or selection marguee, around the ¢bject you.wishyto select. Once an
object is selected, you can move, copy,cut, or. paste it.

TASK 3A-1:

Selecting Objects with the Arrow Tool

1. You will work with some existing pbjects for this task” Mavigate to and
open the object practicefla file in the Flash MX lzevd /i Data folder.

2. Each of the shapes in.this document contains both-a fill and an outline. In

Flash, with any-given shape, you can select eitherthe fill, or the outline, or
both. Select the Arrow tool El then click(on the outline of the yellow

circle. Only the-outling of the circle is selected.
7\_}
/)

3.~ Clickjen the center of the’yeilow circle. This selects only the circle’s fill.

v

~

4. Click on the center of the circle again and drag to the right. Only the

circle's selected fill moves.




10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

If you wish to move an object more precisely, you do have the option to
keep its movement along a horizontal or vertical line, or on a 45-degree
diagonal, by using the [Shift] key. Hold down the [Shift] key, then drag
the yellow circle down diagonally. The circle's fill moves along a perfect
45-degree diagonal .

You can also move the selected object by one pixel using the arrow keys on
the keyboard. Press the left arrow key several times to move the circle's
fill to the left several pixels.

Choose Edit -~ Undo as many times as necessary to return the circle to
its original position.

Next, you'll work with selecting the triangle shape. Click on the triangle’'s
outline. Only the segment on which you clicked is selected. This is becatise
the triangle is composed of multiple line segments.

Double-click on the outline of the triangle. This selects the entite autline
of the object, whether or not it's made up of multiple line segments.

Double-click on the fill of the triangle. Double-clicking onvihe fill ‘of an
object selects the entire object, both fill and outline.

You can aso select more than one object at a time. Click on/the fill/‘of the
yellow circle.

Hold down the [Shift] key and then double-click on the green square.
Both the yellow circle's fill and the green sguare afe selected.

Drag to move the square lower on the page, The<circle s fill moves as
well.

Choose Edit - Undo to return the shapes'to thar original positions.
Click on any empty part of the Stageto deselect the objects.

Another way to select multiple objects at once is with a selection-mareitee.
Place the cursor to the left above the yeliow circle and dragown and
to the right to create a rectangutar-selection marquee around Both the
circle and the red triangle4ien release the mouse buttor:~The circle and
the triangle, fills and outlines nciuded, are selected.

Once an objectis selected, you can use the copy and paste commands to add
copies of lit to the Stage. Double-click on the blue rectangle to select it.

Choaese-Edit- Copy.

Choose Edit4 Paste. Flash adds a copy of the rectangle to the center of the
visible Stage area.

rd

You can also make a copy
using the Duplicate
command.
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20. If you'd rather paste a copy of a shape in the same place as the original,
which is especially useful when working with layers, Flash offers that option
as well. Choose Edit — Paste in Place. Flash adds a copy of the rectangle
directly on top of the original.

21. Choose Edit — Undo as many times as necessary to remove the rectangle
copies.

The Lasso Tool

Previously, you used the Arrow tool to draw a marquee around two objects next
to each other, but suppose you wanted to select objects that weren't lined up
quite so neatly? For example, if you were to use the'Arrow tool to select the tri-
angle and the oval shown in Figure 3-1, you' d'wind up also selecting parts of the
rectangle and the square.

OAMNER
B O

Figure 3-1: The Lasso tool(is useful when working with multigie objscts.

When you need to select an itregularly shaped area, yau-can use the Lasso tool.
This tool allows you to makefree-form selections by drawing a loop around the
objects you wish to/select. You can also use the Liassg)tool in Polygon mode to
make straight-edged selections.

AN
TASK 3A-2:
Selecting Objects with the Lasso Tool
1.~ Selectthe Lasso tool EI

2. Drag around the red triangie and the orange oval to create a selection.
The Lasso tool allowsyetrto tailor your selection to fit the area.

3.  When you release the mouse button, both the triangle and the oval are
selected. Choose Edit — Deselect All.



10.

11.

You've been using the Lasso tool in its normal mode. This tool also has a
Polygon Mode that is useful for creating irregularly shaped selections with
straight edges. In the Options section of the Toolbox, click on the Polygon

M ode button .

Previoudly, you've selected entire fills, outlines, or objects. You can also
select parts of abjects. To demonstrate this, you'll split the orange oval in
half with a zigzag selection. Click on the Stage above the middle of the
oval and drag down dlightly into the oval.

Click again to create a line segment.

)

Continue to drag and click at each turning point to create zigzagging
line segments through the oval.

<>

-

To finish your selection, drag and click to draw line segmenis.cennecting
the beginning and end of the jagged line.

When you have finished creating the selection, double-click to complete

it.
The selection is complete. Click-omn the selected half of/theoval and drag
it to the right.

&«»
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Close the'file-and_save the changes.
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stacking order:

The order in which items
appear, based on the order
they were placed on the
Stage. Objects placed on the
Stage later will be higher in
the stacking order and will
obscure objects already on
the Stage.
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Topic 38

Object Interaction

In Flash, objects on a single layer will interact with one another-in-a variety of
ways, causing them to split or combine under different circumstances. \WWhen
objects overlap, there will aways be an interactive effect. For.example,~when you
draw a new object on top of an existing object, the new object wili~remove the
portion of the old object where they overlap once you deserectit. Overlapping
can cause other effects as well. In order to work efficiently, you!l! need to
become familiar with these object interaction behaviors.

Each object that you add to the Stage is given.-a place.in-the stacking order. The
first objects you add to the Stage will be lower,inthe stacking order than those
you add later. This means that should you-position-thefitst object in the same
space as the last object, the last object will obscure thefirst. Understanding stack-
ing order helps you to know how objects.will appear,when they overlap.

TASK 38-1:

Working with Overlapping Shapes

1. Inthis activity you will create a bottle cap for the Jamiin” Juice banner ad,
but first you will experiment with how objects intéfact with one another.
Navigate to and open the jammin_banner.fla fite-in the Flash MX Level
1 Data folder.

2. You will create-a largey circle which will serve-as the bottom layer of the
bottle cap//Click-the Oval tool @

3. Sdectthe lightto dark magenta gradient fill and no stroke in the Color
section of the Toolbox.

4. /iald dewn-the [Shift] key and:drag to create a circle to the right of the

|- approximately six grid/squares in diameter.

5. ~Draw/a second circle with & solid magenta fill, slightly smaller and to
theright of the first.

|
L A

6. UsetheArrow tool to select the second circle.




10.

11.

12.

13.

14.

15.

16.

17.

Drag the second circle over the first. When you release the mouse button,
the second circle is still selected.

As long as an object is still selected, it will not interact with other objects
around it. However, once it is desdlected, if you remove it, whatever was
covered of the other object will also be removed. Click on an empty space
on the Stage to deselect the second circle.

Drag the inner circle away from the first. The section of the first circle
that was covered up is removed.

Click Edit - Undo to place the second circle on the first. The' second
circle is still selected.

It is possible to undo your actions to the point where-you first placed the
object, so that you can move it without disturbing sther objects. Click
Edit - Undo. The inner circle is deselected.

Click Edit-—Undo again. The inner circle is/sélected and at the point when
you had just placed it.

Drag the inner circle off the larger circle-~The larger circle is not affected
by the inner circle.

You will return the smaller circle on top of the larger one, and add-twg/ oth-
ers for the bottle cap. Select and. drag.tire’smaller circle over/theJarger
one.

While the inner circle is stili~selected, use the arrow kegs.on’the key-
board to center it on thé(larger-ene.

Draw another circle'with the magenta gradient fili;zapproximately four
and a half grid sgtaresin diameter, to the right-ef the other circles.

f@

You wili~move the gradient so that it goes in the opposite direction of the
first circle. Click the Fill Transform tool and click on the last circle. Gra
dient bounding lines appear around the circle.
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18. Drag the gradient rotation handle so that the gradient starts light on the
left and gets darker.

19. Click the Arrow tool and select the circle.
20. Drag the circle over the other two and use the arrow-keys to center it.

21. Click on an empty space on the Stage to‘desdlect-thecircle. You will cre-
ate the last circle for the bottle cap in a later activity.

22. Choose File- Save.

Line-to-Line Interaction

Working with lines on the same layer is a little different/than-working with
shapes. You have somewhat_ more control with line segmentsbehavior than you do
with shapes. Lines aren’t aifected by overlapping the\way-shapes are; they are
controlled by the points Ofintersection and the strgke characteristics they have.
For example, two (lines which intersect, but have diffeent stroke attributes will be
broken up at.the intersection, but can still be selected as their individual, continu-
ous lines. Asyycu will seg, however, once the-stroke characteristics for part of a
line have been changed, the ability to select the Whole line is no longer available.

¥ ap. 9

TASK 362

Intersecting Lines

1. You will start by drawing-aiine with the pen tool, but first you want to
Zoom in on the screensto view the line you are creating better. Choose
200% from the Zaem drop-down list.

2. Sdlect the PenAool:

3. Set theline to a’blue color and four pointsin size using the Property
I nspector.

4. Position the cursor at an intersection of a horizontal and vertical grid
line at the top of the Stage and click to place an anchor point.



5. Position the cursor two grid squares directly below the first.

6. Drag down and to the left to create a curve that is similar to part of a
circle and release the mouse.

7. Click to place a third anchor point two grid squares teiew the second.
Flash creates an equal, but opposite curve to the under the first:

8. Next you will draw a straight line, perpendicularto the first. Using thetiine
tool, draw a horizontal line appraximately four grid squares leng, and
format it light green and size 3.5 in_the Property Inspector.

9. Click on the Arrow toegl, The second line is/&elected.

Lesson 3: Manipulating Objects 39



40 Flash MX - Level 1 (Windows)

10. Drag the second line over the first.

)
C

11. Click on the Stage to deselect the line.

12. Click on the blue line. Only one side of the line is selected.

13.

14.

Double-click on the line. Both parts,of the line are selected.

LineS-are not affected the way shapes-are; in that when you remove a line, it
does not eliminate the part of the cther/iine it covered up. Drag the blue
line away-from the light green’iing. Both lines are intact.

Drag the blue line back over_the light green and deselect it by clicking
somewnhere on the empty-Stage.

Click on one end of thalight green line. Only one half is selected.

. Change the color _of the line to black, size 5. Only the half of the line that

was selected is crianggd.

. Double-clickén the black line you just changed. Only the segment you

changed is selected. When you changed the properties of the one segment,
the line was divided.



Object Combinations

Now that you have seen the difference between how lines and shapes interact,
you are ready to look at how objects interact when they are combined. Because
lines and shapes interact similarly when they are selected in combination with
other objects, you will work with the lines you used in the last activity. The prin-
ciples about object interaction that you will use on these lines also apply to shape
objects.

TASK 38-3

Combining Objects

1. Once objects which intersect or overlap on the same layer have the aime
attributes, Flash automatically combines them. You will change the stroke
attributes of the lines you created in the last activity. Click on any-of-the
lines you created.

2. Changetheline color to purple, size 1.

3. Sdect the Eyedropper tool and click on that line to sét(the Si7 oke
attributes for the Ink bottle tool.

4. With the Ink bottle tool, click on each of the other lines. All the lines you
drew are purple, size 1.

5. Click on any of the lines with the Arrow tool. Only ene.segment is
selected.

6. Double-click on any segment using the Arrew-tool/ All of the lines are
selected. Flash has automatically combiied-them secause of the similar fine
attributes. This is also true of shapes. Once-a fill /gradient, or bitmap/is
applied to several different selected and-overlapping shapes, they aré-atite-
matically combined.

Line and Shape Interaction

Finally, you will take a look at how shapes are affected wheri'they) are intersected
with lines. Just as shapes andines break down into separate-sagments when they
overlap or intersect, shapes/are breken into separate parts when a line intersects
them. This is useful wheri creating. more complex shapas-or varying fill within a
shape. It is aso useful-when animating a shape, as it ‘dlows you to quickly and
efficiently break that shape apart.

S\
—
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Clicking near the center of
the circle will set the center
of the radial gradient in the

center of the circle.
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TASK 3B-4:

Using a Line to Divide a Shape

1.

You will create the final circle for a bottle cap for the Jammin’ Juice banner
ad. Using the Oval tool, draw a circle four grid squaresin diameter, with
no fill and purple, size 1 outline.

You will use the “S" shaped segment you created in the |ast-activity to inter-
sect the circle, but first you need to delete two of the Ssgments.” Select one
segment of the horizontal line.

Press [Backspace] to delete it.

Do the same to delete the left horizentai.segment, I€aving you with the
original “S” shaped line.

Drag the line to the center of the circie you~just created, so that the ends
of the line segment line up with the circumference of the circle. As with
any other shape interaction, as long ‘as the line is still selected the circle is
not yet affected.

Click on the(Stage to desdlect the line.

Now that the linetiitersects the circle, you have the ability to move, resize,
reshape, or change the appearance of Ather Side, independent of the other.
Select thie Paint-Bucket tool.

Choese-the/four color custom giadient you created from the Fill Color
drep-dowit list.

Apply|the gradient to theright half of the circle. The gradient appears in
theright half of the circle only.




10. The separation of the two sides is not dependent on the line segment staying
in place. Select and drag the line segment outside of the circle. The parts
of the circle you created remain.

(d

11. Choose File- Save.

Topic 4C

Transforming and Grouping Objects

There are several methods for transforming an object. First you can use the
Transform tool, click on the object, and freely rotate or scale the/object in-the
direction you like. Second, you can choose from several optighs in the Modify
menu, including Free Transform, Rotate and Skew, Scale and-Rotaie, Rotate 90°
Clockwise or Counter-clockwise. Finally, you can use the Transferm-painel to
modify your objects.

When you scale an image with the Transform panel, you'have the option to
enlarge or reduce its size horizontally, vertically, or both according to
percentages. To rotate an object, you simply enter the-angle degree to which you
wish to rotate it. The object then rotates around its registration point, or center
point. To skew or slant an object along either its vertical oF horizontal axis, you'l
enter a value to represent the angle at whichiy:ou wish to-skew.

TASK 3C-1:

Transforming Objects

1. Inthis activity, you will gcompietethe center of the bottle’cap for the
Jammin’ Juice banner ad:Isirst you will rotate the “S” lixie you created to
create a pinwheel for the center of the bottle cap. Selectand duplicate the
“S’ line. The second fine you-created is still selected.

2. Expand the Transform parél.

3. Type 120 in the-Rotate field.
(N
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registration point:
The center point of an object.

this activity, suggest that
they work in an area of the
screen that will not interfere
with the shapes they have
already created but won't be
using in this activity, the “j”
and the concentric circles
for the bottle cap.
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You may need to use the
arrow keys on the keyboard
fo adjust the lines
appropriately.
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10.

i1.

12.

Drag the second line over the first so that their center points are
aligned.

With the second line still selected, duplicate the/line again. A third line is
added to the Stage, to the right of the second line,\and is salected.

You will rotate the third line. Type 240 in the Rotate field.

Drag the third line over the first two so that_their, center points are
aligned.

You will place the pinwheel over the circle you created/in/the last activity,
but first you will fill\the whole circle with the gragient fiil, so that you don’t
have to worry about-lining up the “S’ line again. With’the arrow tool,
select the fill on-the right half of the circle and\press Backspace.

Use the Paint ‘Bucket 1ool to fill the circlewitli/the four color custom
gradient.

Select the pinwhed lines by double«licking anywhere on it and drag it

over/ the circle, so that the lines arescompletely contained by the circle,
then 'deselect|the lines.

.{?

To finish the pinwhee! effect, you will fill every other swirl with white.
Select the Paint Bucket tool.

Choose white from the Fill Color drop-down list and Close Large Gaps
from the Paint Bucket Options panel.



13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

23. Return.to.thefruit.fla file, copy the bananas and orange, and paste them

Click in every other space in the circle.

With the Arrow tool, select all the lines in the pinwheel and the circle's
outline and delete them.

You are ready to add the fruit you worked on in an earlier lesson to the

pinwheel. Navigate to and open the fruit.fla file in the Flash MX Level 1

Data folder.
Select the grapes and copy them.

Choose Window —jammin_banner.fla to the return to the
jammin_banner fla file and paste the grapes. The grapes are seletted,
however, they are much too large.

You will use the Transform panel to scale the grapes to/an appropriate size.
Expand the Transform panel, if necessary.

You want to make sure the grapes retain their original proportions; so first
you will make sure that any changes you make to thie'height are also made
to the width. Check the Constrain checkbox, if necessary.

Type 17 in the Height field. The Width field isautomatically changed, as
well, and the grapes are scaled down in size.

You will rotate the grapes so they fit in'thé.swirl.-Ctick the Rotate radia
button, if necessary, type 15 in the Rotate field;,and press [Enter]:
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Drag the grapes to the top-white swirl in the pinwheel.
o — |

J
4

T

in the jammin_banner fla file.

A

You may want to zoom in to
see the lines more clearly.

®

You may need to zoom out
fo view the whole grapes
object.

r.d

Depending on how the
pinwheel fits in your circle,
you may need fo use a
different angle. Positive
angles rotate the object
clockwise, and negative
angles rotate it counter-
clockwise.
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You may want to zoom out in
order fo move the bananas
and orange info the work
area.
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24.

25.

26.

27.

28.

29.

30.

31.

32.

w
(78]

34,

Make sure both objects are not touching any other objects, and click on
an empty part of the Stage to deselect them.

This time you will scale the objects down using the Free Transform tool.
Select the Free Transform tool in the Toolbox.

Drag around the orange to select it. A bounding box appears-around the
orange. Similar to the gradient handles you used earlier, the transform
bounding box alows you to freely rotate and scale the shape.

When you use the Transform tool, holding down the [ Shift) key while
resizing the object will constrain the original_proportions of the shape. Hold
down the [Shift] key and drag any corner’of-theerange’s bounding box
to reduce it, so that it will fit in a swirl of the-pinwheel.

Drag the orange into one of the swirls of thepinwhesl.

Finally, you will add the bananasta the pinwheel. Drag to select the
bananas.

In the Transform panel, type 17 in‘the height field.

Use the Transform tool/to rotate the-bananas until they fit in the third
white swirl, then drag the bananag'to the pinwheel.

Often, scaling~an/abject will impact it$ appearance. In the bananas and
orange-shapes yed scaled down, thedines are to thick, obscuring the overall
image, so you will reduce the stroke properties for al the shapes. With the
arrow tool,/drag to select the eatire pinwhed. All the swirls and fruit are
sefected:

.~ln the Property Inspector‘pangl, select .25 for the line width and dese-

tect thie pinwheel. The bananas and orange are more clear.

’,—x
AV

~

—
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Choose File- Save.



Grouped Objects

When you combine several simple objects together to create a more complex
object, it's easier to work with the complex object if you group its parts together.
Once objects are grouped together, they will move and transform as one object.
This way, you won't have to worry about leaving part of a complex creation out
when moving it, transforming it, and animating it on the Stage.

TASK 3C-2:

Grouping and Ungrouping Objects

1. To complete the bottle cap for the Jammin’ Juice banner ad, you will move
the pinwheel and fruit on to the concentric circles you created earlief. /Using
the Arrow tool, drag the pinwheel onto the center of the circles you cre-
ated earlier. Since the objects around the pinwheel are not grouped, only the
pinwheel moves, leaving the white background and fruit behind.

2. Choose Edit —» Undo to return the pinwhee to its original position.

3. First you will select all the objects that make Up the center of the bottle cap.
Using the Arrow tool, drag a selection_marguee.around the white circle,
pinwheel and fruit. All the objects are sefected.

4. Choose Modify — Group. A blue bourding box-appears around the tatife
cap center, indicating that all the individual<objects will now act &s-one
grouped object. As long as they are grouned they can no longer/oeindividu-
aly selected or modified.

P
AL

5. You will drag-the center of the bottle cap over the other parts. Drag the
center giithe bottle cap over the other concentric circles you created.

6. You want.theinside rim of the bottle cap to equal the outside rim, so you
will scale-the center to enlarge it. Since it is aready selected, type 105 in
the Height field in the Transform panel and press [Enter].
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7. Adjust the center so that the rim around it is even.

8. Finally, because you will be animating the bottle cap asawhole later, you

want to group all of the circles with the center. With the Arrow tool, drag
to select the whole bottle cap.

9. Choose Maodify — Group. A bounding box agpears-around the entire bottle
cap, and it can be moved as one obj&ct.

10. Close the file and save any changes.

Topic 30

Bitmap‘images

Flash proyides a complete development enviionment for creating original artwork
from scratch. Flash alows you to impoxt several different file types. Although
Flash is a vector-based program, you can-aiso import bitmap artwork into your
Flash movies.-\When importing a bitimap file, you can choose from the BMP
(available to Windows users only); PICT (available to Macintosh users only),
JPEG, GIF,yahd PNG formats.

Once a-hitmap is in your Flasn document, you can edit it either as a bitmap, you
can convert it to a vector image, or you can opt to launch an external image edi-
tor-such as Macromedia Fiteworks or Adobe Photoshop. To edit a bitmap within
Flash, you must first braak it apart. You can then use the Flash drawing and
painting tools to work 'with the pixels within the image. Converting a graphic to a
vector image gives/you greater control when modifying it and reduces the size of
the file.

You can use Flash to scale, rotate, flip, or skew an imported bitmap. If you wish
to make further modifications to an imported bitmap, you may find it easier to
convert a bitmap into a vector graphic, which Flash can do as well. Doing this
gives you greater control over the object. Another advantage of converting a
bitmap to a vector graphic is the vector graphic’'s smaller file size.



The Trace Bitmap command allows you to convert bitmaps into vector graphics.
The Trace Bitmap dialog box provides settings for several graphic aspects. The
Color Threshold field sets guidelines for converting colors. If the difference
between two pixels RGB color values is less than the color threshold setting you
create, then the two pixels are considered the same color. When you increase the
Color Threshold value, you decrease the number of colors (and consequently, the
number of shapes) that will appear in the converted graphic. The Minimum Area
field determines the number of surrounding pixels to compare when selecting a
color for a particular pixel. This setting will determine the smallest possible vec-
tor shape size once the bitmap object is converted. The Curve Fit setting alows
you to specify how smoothly the outlines of finished shapes will be created. The
Corner Threshold field asks you to specify whether sharp edges should be
retained or smoothed out.

It's best to convert only simple bitmaps into vector graphics. Trying to convert-&
more complex bitmap with a wide range of colors can have less than satisfactcry.
results. When Flash converts a bitmap to a vector graphic, it converts pixels/cf
similar colors into vectors. A bitmap with many colors will turn into avector
graphic composed of many objects. This can make the graphic difficult to-edit,
and can also increase, rather than decreasg, its file size.

TASK 30-1:

Importing and Modifying Bitmap Graphics

1. Inthis activity you will import a GIF image of a botiie and convert it to a
vector image. Choose File— New.

2. Choose File- Import. The Import dialog box (appears.
3. Navigate to the bottle.gif file in the Fiash M X Levél 1 Data folder.

4. Click Open. The bottle image appears on the Stage with a grey band around
it, indicating that it is a bitmap imageé.

5. Click on (& blank-spot of the Stage to deselect the imported image.

6. Sincethisimage is a simple line drawing, you might want to add some color
to it. From.the’Toolbox, select the Paint Bucket tool.

7. Choose a light brown color from the Fill Color drop-down list.
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10.

11.

12;

Click in the neck of the bottle. The Paint Bucket tool doesn’t work because
you cannot edit imported bitmap images in Flash. In order to add a fill color
to this object, you'll need to convert it to a vector graphic.

Before you convert the bottle object, you should zoom in to get a good ook
at the bitmap graphic up close. Zoom in to 200%. You can see the pixila-
tion of the bottle.

Return to 100% magnification, and-select the bottle. Choose M odify -
Trace Bitmap. The Trace/Bitmap,diaieg-biox appears. The Color Threshold
setting sets guidelines for Lonverting ealors. If the difference between two
pixels RGB color values-isiess than the color threshold setting you cresate,
then the two pixels are considered/thie same color. When you increase the
Color Threshold value, you decrease the number of c@lgi's{and consequently,
the number of shapes) that will appear in the conveted giaphic. The Mini-
mum Area setting determines the number of surrounding pixels to compare
when selecting a colorfor-a particular pixel. The'Curve Fit setting deter-
mines how claseiy-the shapes created by the irace follow the original

bitmap. The Carner Thieshold setting determines/how much a curve must be
bent befare, it would be considered a corner.

EIET AN - |
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To accept the default settings, click OK. Flash converts the bottle to a vec-
tor image, and the entire=object is selected.

Click on a blank/spat of the Stage to deselect the bottle.



13. Click on the left of the bottle to select it. Only the individual part of the
bottle on which you clicked will be selected. This is because the bitmap has
been converted to several vector shapes.

X |

14. Click on a blank part of the Stage to deselect the bottle. |
15. You're ready to add afill color to the bottle. Select the Paint Bugket teoi:

16. Click on the Fill Color button and select a light brown color from-the
pop-up palette, if necessary.

17. Click inside the bottle. The fill color is added to the bottie!

18. Choose File- Save and save the fileas bottle.fla in the Flash M X kteve 1
Data folder.

Summary

In this lesson, you selected objects using the Arrow and Lasso tools. You
experimented with line and shage interaction, and used.a variety of Flash
options to transforrn-and groupg objects. You also irmport/ a bitmap image into
a Flash document and-cenverted that image to avector graphic.
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Lesson Review

3A

3B

3C

3D

How can you select an object in Flash when it is actually composed of
two or more objects?

If the object is composed of a outline and a fill, double-clicking-on the
object will select both objects. You can also use the Arrgw tool of Lasso tool
to create a selection marguee. Finally, you can hold down-the [ Shift] key
while clicking on different objects.

How does shape-to-shape interaction differ from line-tojline interaction
in a single layer document?

When shapes overlap other shapes, the shape properties are automatically
affected regardless of their fill. Lines retaifvtheir_separateness as long as
their stroke properties are different, althOugh intersecting lines create line
segments at the points of intersection. When the stroke properties are the
same, the lines are combined, although the segiients are still accessible.

What are the three features,toois,~aor commands you can use in Flash to
transform objects?

You can transform objects+in FFlash with the Transform tool, the Transform
panel, or the Modify menu:

Why might you want to convert an imported bitmag irage into a vector
graphic? When weuldn’t you want to convert a/citmap to vector?

You might want to_convertan imported bitmap ifege because vector graph-
ics have smallérite Sizes than bitmaps and ¢an be much easier to edit in a
Flash production. However, converting a conglex’ bitmap image, such as one
that contains awidevznge of colors, can resutt in a complicated group of
vector shapes. This can make the image difficult to edit and actually increase
its file size.



Working with Text LESSON
I

l.lr

Overview

You will probably want to add text to your Flash movies. Text blocks and
text fields allow you to add information and interactivity to your movie.
Text can also be broken apart to use in animations or develop as a graphic
element in your movie.

Data Files
Jjammin_banner.fla

Yesson Time
45 minutes

Objectives

In order to add text to your Flash movies, you will:

4A Create text blocks.

Text is a vital component of content created for the Web, "The sirmplest
way to add text is with a text block.

4B  Convert text into shapes by breaking it apart

Converting text into shapes allow you to create visual effects that aren’t
possible with plain text.
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Topic 4A

Text Blocks

While Flash may be primarily thought of as a graphic development-tool, you'll
certainly find the need to add text to the movies you develop. Variakle-and fixed
width text blocks are the most basic way to add text to a Flash documerit. Vari-
able width text blocks will automatically expand their width to ascommodate
additional text. Fixed width text blocks, on the other harid, keep. their width,
expanding their length and wrapping additional text to fit. The text contained in
text blocks can be formatted, edited, and moved{_Text biocks themselves will
interact with other objects on the same layer, so beware of overlapping.

When creating and modifying text blocks, you'il work withythe Property Inspec-
tor, which displays character and paragraph’ formatiing-properties whenever the

Text tool or text is selected. The following isaist of text attributes that can be
changed with the Property Inspector:

*  Font, color, and size

 Bold and italics

e Alignment and text direction

e Character adjustment

e Margins, using the Format buiton
e Text border

*  Setting a hyperlink

Text Fields

You can aso add iext using,text fields. Much miore-ifan a text block, atext field

@ offers interactive functionality. You can use text fields to request user input such
as names or passwords, or you can use thepi-to-display information that varies
ActionScript: from sessieito session, such as quiz scores4owever, in order for interactivity to
The coding language used in be part of your miovie, you must either, use ActionScript, the Flash coding lan-
Flash. guage, to.include the text as part of ap-action, or a Common Gateway |nterface
(CGlyrogram, which accepts and returns data to your site. An example of when
@ you would.use a CGI would be with anvorder form for merchandise on the Web.

Common Gateway

Interface (CGI): (@X T

A program designed to -

aceept and return information E IASK 4'A ]
from a Web site. T’ . ..

Creating and Editing Text Blocks

1. Navigate to and gpen the jammin_banner.fla file.

2. First you will clear the bottle cap you created off the Stage, so that you have
room for to work with the text. Drag the bottle cap so that it is completely
off the Stage to the left.
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10.

11.

Next you will eliminate the outline on the “j” so that it better matches the
text you will add, and reposition it so it is centered on the Stage. Select and
delete the outline on the “j,” and reposition it is vertically centered on
the Stage.

Select the Text tool .

Click to theright of the “j” you created and type ammin’ juice. The text
is added to the Stage in a text block. The circle-shaped handle on the text
box indicates that this is an extending text block which will resize to accom-
modate the text which it contains.

L
ammin’ juice

Select the text.

The Property Inspector provides options for setting the fent, type size, style,
and color of selected type, among other options_One optien is to choose
between static, dynamic, and input text. Because the'text you are entering
will simply appear in the movie, not add interactivity/or information, you
will leave it at the default setting of static 4ext. First-you will format the
text. Choose Arial from the Font drop-down.list.

Choose 40 from the Size drop-down list.
Choose the custom purple color-from-the Text Fill drop-down. list.

Click on the Bold button.
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You can reposition & text/block the same way-you/reposition a simple object.

Select the Arrow toof.
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12. Select and drag the text block so that the top of the letters lines up with

@ the top of line of the “j.”

Because you can't see the @ 1 -
letters when you're dragging ammin ¥ j uice
the text block, you can
position it approximately
where you want it and then
use the arrow keys on the
keyboard to position it more
precisely. 13. You've been working with a variable width text block—You alsoyhave the
option of working with a fixed width text block. This type af text block can
be useful for positioning text within a certain area\of the Stege. Select the
Text tool, if necessary.

14. Drag on the Stage to draw a text block approximately two inchesin
width. Notice that this fixed width text block-has a:square corner handle.

<

® L
ammin' juice i
J i
=l

15. In the text block you just created, type ALL NATURAL ISLAND ELIXIRS.
The text wraps automatically.

ammin! juice
ALL |
NATURAL
ISLAND
ELIXIRS

16. Resizing a fixed width text Btack is easy. Drag the square corner handle to
the right until the text fits-onto two lines.

o | I NXT.
ammifjuice

ALL.NATURAL
ISEAND ELIXIRS

17. You can aso change a fixed width text block into a variable width block by
double-clicking on its corner handle. Double-click on the corner handle for
the fixed width text block. It changes to variable width.
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18. You can aso change the character and paragraph properties for the entire
text block, once it is selected with the Arrow tool. Select the Arrow tool.
The text block you just created is selected. Any changes you make in the
Property Inspector will now affect the whole text block.

19. Choose 15 from the Font Size drop-down list in the Property Inspector.

20. Finaly, you can change the paragraph properties for a text block. You want
the tag line to be split under the words “Jammin’ Juice,” so that the “All
Natural” isin front of the hanging “j” in “Juice” and “Isdland Elixirs’ is after
it. You will create a new text block and split the text between the existing
one and the new one. Select the Text tool.

21. Click anywhere on the Stage and type ALL NATURAL.

22. Double-click the first tag line text block you created, select, then delete
the words “ALL NATURAL" and the space before “ISLAND.”

23. You will set the paragraph alignment for each of these text blocks sc-that
they move toward the hanging “j” in “Juice.” Select the All Natural text
block and click the Right/Bottom Justify button in the Property

I nspector. Because your text block only has one line, the/ep and;botiem
justify properties do not affect the text.

24. Select the Idand Elixirs text block and click the Left/Top~Justify button
in the Property I nspector.

25. Move the two text blocks below the “Jammin’ Juicg” text box, so that
they are an equal distance from the hanging“j”_.in “Juice.”

@ 1Ll
ammin' juice

ALL NATURAL @ ISLAND ELIXIRS

Topic 48

Converting Text into Shapes

Converting text into shapes-hy breaking it apart allows several possibilities. First,
by converting a character toa shape, you can then usetheArrow tool to change
the shape of the letter, i1 order to” customize text. You.can/also add the flair of
fills or strokes to the text, Finally, converting text/#0 shapes allows you to ani-
mate the characters individually, without having to tyge them as separate objects
to start with. However, as-you convert shapes to text it is important to remember
that you cannat use the character and paragraph properties in the Property Inspec-
tor once'they have been converted. Therefore it is important to get the text
propertiesjust_as you want them before you break them apart into shapes.

.t

If the alignment buttons on
the Property Inspector are
hidden by the panel docking
area, drag the Property
Inspector window up, so that
jivfloats freely. To reposition
¥ it below the Stage and work
area, choose one of the
panel sets from the Window
men.
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TASK 48-1:

Breaking Apart Text

1. You will break apart the “ammin’ juice” text in the jammin_banner.fla file in
order to adjust some of the text, as well as animate it later. Setect the
“ammin’ juice” text block and choose Madify — Break [Apari.. The blue
bounding box around all of the text is now several smalier boxes around
each letter, indicating that the larger text block has been broken-down into
several smaller text blocks.

5 b e
ammin’ juice

ALL MATURAL T ISLAND ELIXIRS

|
)

2. You want the text to be converted tg-shapes, not just broken down into
smaller text blocks. Choose M odify — Break Apart again. Each of the let-
ters is now selected as individual shapes.

o e K
aimmin jJHCe

ALL NATURAL & ISCANDNEMIXIRS

3. Click anywhere on the.empty Stage to desdect ati-the text.

4. The first change you will make to the text is\to_miove the apostrophe closer

to the “n” jat the'endOf “jammin’.” Click on-the apostrophe.

5. Usethe arrew-keys on the keyboard/to' move the apostrophe closer to
the /n"

6. Youwit_now experiment with fiie-¢hanges that you can make to characters
ance theyiave been converted ia:-shapes. Select the Arrow tool and posi-
tion-the cursor over the edge of the letter “e,” so that a corner appears
heside the cursor.

&
Click and drag the<¢orner down and to the right. The letter is reshaped.

e

8. You can also change the fill of individual letters to a different solid or gradi-
ent fills once they are converted. Select the Paint Bucket tool and choose
dark blue from the Fill color drop-down list.

ol
.

9. Click anywherein the letter “e.” Only thefill for the letter “€” is blue.
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10. Finaly, you can add a stroke color to characters, once they have been con-
verted to shape. Select the Ink Bottle tool and choose bright green from
the Fill color drop-down list.

11. Click on the outside edge of the “e.” A bright green stroke is added around
the outside edge of the letter.

&

12. Choose Edit - Undo to the letter “€” to its original color and shape.

13. Close the file and save any changes.

Summary

In this lesson you worked with text in Flash movies. You created veriable
and fixed width text blocks. You also converted text to shapes; and tihen
modified their appearance in ways not possible with standard text.

Lesson Review

4A When would you use a fixed width text block as-opposed to a variable
width one?

A fixed width text block can be useful when you wish’to position text in a
limited area of the Stage.

4B Why would you want to convert text to shapes? What is a possibie
drawback of this conversion?

Converting text to shapes allows you to-medify the appearance-of the text by
adding fills or outlines, modify the shape of the letters, and ghimate the
letters. One possible drawback:is the fact that once you convert,text to
shapes, you can no longer jedit it astext, so there is no vay o correct spell-
ing or change wording iitle keeping the same effects.

Lesson 4: Working with Text 59






Multiple Layers in a Movie LESSON
[

U

Overview
| Data Files
When you're working with a large number of objects on a single layer, it l sm_island.jpg
can become confusing to keep track of stacking order. Using multiple layers | jugg_yling. fla
can make shapes and objects easier to manage, and will allow you to create |
a variety of effects without worrying about unwanted object interaction. | Lesson Time
| 1 hour
|

Objectives

In order to create Flash files with multiple layers, you will:

5A Create and manage multiple layers.

Multiple layers make working with numerous objects rmuch/ more
manageable. You will create multiple layers, then perform avariéty of
modifications on them.

5B Create a mask layer.

Mask layers allow you to create interesting, effects in your Flash movies.
With this technique, you can create a layel which-ailows viewers to see
only selected portions of the layer below.

5C Align objectsin a Flash document.

Flash provides several tools that ynake it easyto align objects in yauf
movies with precision.
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Topic HA

Creating and Managing Multiple Layers

When you work with several objects on a single layer, things caitget confusing.
Overlapping objects interact with each other and end up with new properties and
appearances. Also, when animating objects, it is easier to manage their individual
movements, when the object is on its own layer.

To create new layers, you work with the Timeline. Within the Timeline you can
add or delete layers, change the stacking order of-Jayers, hide layers, lock layers,
and organize layers in folders. The Distribute to Layers commaind automatically
places any items you have selected onto different-layers.

TASK 9A-1:

Creating and Deleting Layers

1. Navigate to and open the/jamrmin_banner.fla file in the Flash MX Level
1 Data folder.

2. Everything you have added to thisfile is on a single layer. If you were to
move any of the letters in “Jammin’ Juice” or the bgtti€. cap so that they
overlap, they would-interact with one another. TheZovierlapping portion of the
object lowest in the stacking order would be remaved if the object above it
were later moved. Also, if. you want to move the¢pjects individually using
animation, it ywould kevery difficult with al(the feiters on a single layer.
Therefore, you need to,move each object ontive Stage to its own layer. You
will start-by adding anew layer for the *a” in“Jammin’ Juice.” Click the
Insert Layer-button in the Timeline”A new layer, Layer 2, is added
and sdected.

3. You will move the “a”_to:L ayer 2. When you use the Arrow tool to select
the “a@’ on Layer 1, thatlayer is automatically selected in the Timeline.
Click on the “a’/n“Jammin’ Juice.” The letter is selected.

4. Choose Edit .#Cut. The letter “a’ is cut from Layer 1.

5. Select Layer 2 in the Timéline.

6. Choose Edit - Paste in Place. The letter reappears on the Stage in the same
location, but is now on a different layer.



10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

Moving each of the letters and abjects on Layer 1 to different layers can be
tedious and allow for frequent mistakes. Flash's Distribute to Layers com-
mand quickly moves several objects to their own layers. Choose Edit —
Select All to select all of the items on the Stage and work area. All the
text and the bottle cap are selected.

Choose M odify - Distribute to Layers. In the Timeline, many layers are
created, each containing a different object from the Stage and work area.
Any text blocks that are distributed using this command are automatically
labeled with the text in the block. All the other objects are given numerical
layer names.

To better see each of the layers in the Timeline, you can expand the size of
the Timeline window by dragging its lower edge down. Position the cur sor
over the lower edge of the Timeline until it changes to a Resize cur sor
and drag down to show more layers.

There are some things to consider when using the Distribute to Layers com-
mand, however. Select the “j” in “Jammin’.” The layer with the *j"enit is
highlighted in the Timeline.

Select the dot above the “j.” A different layer is selected, indicaiing that
the dot was put on a separate layer from the main part gf4he %},

You will return the letters to one layer. Choose Edit - Undo until/ail the
letters are on one layer, as indicated in the Timeline.

With the Arrow tool, draw a selection marquee‘arcund the “j” and dot

in “jammin’.

Choose M odify — Group. A blue bounding box appears around both, indi-
cating that they are grouped.

Select the “i” and its det in “jammin’” and group thems:

Select the “n” anddhe-apostrophe after it in “jammin’” and group them.
Select the “j” and its-dot in “juice” and group:ihem.

Select the “i” and itsdot in “juice” and group’them.

Now that!the pieces are grouped appropriately, you will redistribute them to

layers. Choose Edit - Select All to select all of the items on the Stage and
wor k-area.

.

You may want to close the
Property Inspector, if it is
open, in order to better view
the Stage and the Timeline
fogether.

.t

Zooming in may help select
only the letter and its dot.
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The new layer numbers are
much higher than previously.
This is because Flash does
not use the numbers that
were used previously when
you distributed the objects fo
separate layers. You will
change the layer numbers to
names in the next activity.
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20.

21.

22.

23.

24,

Choose M odify - Distribute to Layers. Each object is moved to a separate
layer.

When you select a layer in the Timeline, the contents of that layer are also
automatically selected. Click on several layers. The item on each layer is
selected on the Stage when you click on its layer.

Finally, you will delete Layer 1, because al the objects on'it were-distrib-
uted to other layers. Select Layer 1 in the Timeline.

Click on the Delete Layer icon in the Timdine.Layer 1 is deleted.

Select Layer 2 and delete it also.

Layer Organization

When you begin to work with a variety of tayers;.it-can become difficult to
remember what objects are on each layefTe.make things easier, you can rename
your layers to give them more descriptive names.’Then, once your layers are
renamed, you can further organize’your movie/by grouping similar layers into
folders. Finally, when you position layers indifferent orders you affect the way
they appear on the Stage. Anry ‘objects in thigse layers in the higher positions in
the Timeline will appear on top-of dbjectsin any layers lower in the Timeline.

TASK 5A-2:

Organizing Layers

1.

First yeu-will rename/each of the letter, text biock, and bottle cap layers.
Click inthefirst J to select its layer, thenchoose M odify — Layer. The
Layer-Properties cialog box displays.

To hetter identify the letters in “Jamymin’ Juice,” you will add a numerical
indicator after any letters that ate duplicated. Therefore, the layer for the first
“TPwill be “J1” and the layey, for the second will be “J2.” The other letters
you willneed to add numerical. indicators for will be the “m’s’ and the
“1*s”/In the Name field, type J1
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The layer name in the Timeline is now J1. Click OK.



10.

11.

12.

You can also rename a layer by double-clicking on the name displayed in
the Timeline. First you must determine which letter is on a layer. Click on
Layer 22. One of the letters on the Stage is selected.

Double-click on Layer 22. The name Layer 22 is selected and the insertion
point is blinking after it.

Type the letter name and press [Enter]. The layer name in the Timeline is
now renamed.

You will rename the rest of the layers. Use capitals for the letter names so
they are easier to identify and name the bottle cap layer “bottle cap.” The
two text block layers were aready named when you distributed objects to
layers, so you will leave them as they are. When you select a layer and the
Arrow tool is activated, its contents are selected, making it easy to identify
them as you rename the layer. Select any layer, double-click on thetayer
name, and rename it to reflect its contents.

Rename the rest of the letter and bottle cap layers.

[m g
= =

r O
r, m
r, m
wu * B
WE |
r, m
T 0

bollla e LI
51 SN LI

Once your layers are named, you want to further organize them into folders.
You will place each of the letters in one folder naimed for the word they
spell. Select the layer at the top of the list if/the Timeline.

Click the Insert Layer Folder icon E]J in the Timeline. A folder is
added above the layer.

Layer folders are renamed in the saime way s layers. Name the folder
Jammin’.

To move layers in the Timeline, yau~simply drag them to they position you
want them to be in. Drag thie-d1 layer.over the Jammin’ 4cider layer until
the folder selected and release theinouse. The J1 layey/is-moved into the
Jammin’ folder.

Repeat these stepsito‘hut the other letter layers for-the word “jammin’”
in order in the folder layer,
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13. Once you have moved your layers into a folder, you can collapse and
expand the folder to manage the space on your screen better. Collapse the
Jammin’ folder layer.

sar

14. Select the layer under the Jammin’ folder layer.

15. Add afolder layer and name it Juice.

16. To select severa layers at once, you can click on one and-then press the
@ [Shift] key while clicking another. All the fites in between the two will be

selected. Click on the C layer.
To select layers that aren't

next to each other at the 17. Hold down the [Shift] key and click on the-E layer./All the layers in
same time, hold down the between are selected
[Ctrl] key as you click on '
them.
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18. Drag the layersinto the “Juice” folder layer.

19. Select and drzg-any-other folders for the werd“juice” into the folder
and put them(in order.

20. Collapsethe Juice folder layer.

21. Finaly, you wantto change the order it the bottle cap in the Timeline.
Dreg'the boitle cap object onto the Stage, over the word “jammin’.”
Because it is lower in the stacking-arder, the bottle cap appears behind the

text.

22.-You wyarit the bottle cap to@ppear over the words when it is animated, so
you-will move that layer/to the top of the Timeline. Drag the bottle cap
layer above the “ Jammin’’/folder layer in the Timeline. The bottle cap is
now over the text.
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23. Drag the bottle cap off the Stage again.

24. Make surethe layersfor ISLAND ELIXIRS and ALL NATURAL are
below the Juice folder.
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Locking and Unlocking Layers

When you lock a layer, you prevent it from being unintentionally altered. When
working with overlapping objects on multiple layers, this feature can be espe-
cially helpful. If you later wish to edit a locked layer, you'll need first to unlock
it. As you can see in Figure 5-1, next to each layer in the Timeline there are three
columns. The first column controls whether the layer is visible. The second col-
umn determines whether or not a layer is locked, and the third layer provides
options for a layer’s outline color. You will use hidden layers and outline colors
shortly. For now, you'll lock and unlock layers.
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Figure 5-1: The lock/unlock feature controls whether a layer is editable or not.

TASK 5A-3

Locking and Unlocking Layers

1.

When working with text, it is often difficult to select individualletiers with-
out having to zoom in. Draw a selection marquee around the V" in
“jammin’,” which includes part of the “m” to the Jeft of it. The “i” is
selected, but so is the part of the “m” that was inciuded in the selection
marquee.

min'’

Click anywhere on the Stage that js empty te-deselect the letters:

When you lock a layer, you ensure that.the objects on it cannot jse-aitered or
moved. When several layers are.in.onefolder, clicking on the dat.in/'the
Lock column for that folder will loek-al of the files in that folder. Click on
the dot in the Lock column.of.the Jammin’ folder layer:
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Expand the Jarnmin’folder layer. All of the layerg/in the folder are
locked.
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5. In order to make changes to a layer, it must be unlocked. Click the lock
icon in the Lock column of the |1 layer. The layer is unlocked, however
the rest of the layers in the folder remain locked.

6. Again, draw a selection marquee around<the “i"~Nin-<jarmnmin’,” which
includes part of the “m” to the left of it. Orily the letter “i” is selected.

7. Finaly, to easily lock or unlock all the layexs,you cari click on the lock icon
at the top of the Lock column. Click onthe lock icon at the top of the
Lock column. All the layers are locked, and-the “i” is no longer selected in
“jammin’,” because it can no longer-bechanged or atered.

8. Click on thelock icon at the top.of the l.ock column again. All the layers
are unlocked.

Hidden Layers and Qutiines

When you're editing objects on a layer in a multi-layered mavie, it can some-
times be helpful to hide otiher layers. This helps you to’foctis your editing efforts
on the layer at hand, without the distraction of objects or-other layers, especialy
if they are overlapping:--Another tool useful when working with complex draw-
ings is the ability ta view objects as outlines. This.option can be especially
helpful when yeu areworking with a complex muiti-layer movie, and you wish
to quickly determine which objects belong to-which layer. By assigning a differ-
ent outline colorto-each layer, you have a/#igua cue for making this distinction.

In the Timeline, as shown in Figure 5-2, the first column next to the layer name
has an eyeicon &t the top. This column; the’Show/Hide column, determines
whether a lfayer_is hidden or visible{€licking on the eye will show or hide all of
the layersin the open movie. On the otfier side of the Lock/Unlock column the
Show Layer.as Outline column #ias:a box indicating the color of the outline for
that-layer:
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Figure 5-2: The Show/Hide and Show Layer as Outline features determine if and how a
layer appears.



TASK 5A-4:

Hiding Layers and Displaying Outlines

1. You will work with different layers to see how you can hide a layer. Click
on the dot in the Show/Hide Layers column next to the All Natural
layer. The text block on that layer no longer appears on the Stage and a red
X appears in the Show/Hide column for this layer, indicating that it is
hidden.

& 1sLanD s+ [
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2. Just as you can lock all the layers within a folder, you can also hide al the
layers in the folder by clicking on the dot in the Show/Hide column bkeside
the folder layer. Click on the dot in the Show/Hide Layers column next to
the Jammin’ folder layer. The word“jammin’” no longer appears.on the
Stage and a red X appears in the Show/Hide column for al the layers in.the
folder.

3. Finally, you can hide al the layers in the movie by clicking/on the éyeicon
at the top of the Show/Hide Layers column. This is usefdl’when you have a
large number of layers, but only want to view one or twe. Yo(U/can guickly
hide all the layers and unhide the ones you want to work with.~ClicK the
eye icon at the top of the Show/Hide Layers column. No objects appear
on the Stage and a red X appears in the Show/Hide Column for al the layers |
in the movie.

4. Click on the eyeicon at the top of the Show/Hide L ayer's column again,
to show all the objects in the movie.

5. Showing the objects as outlines works just/as hiding-or locking layers. You
can choose individual layers, select al thelayersin a folder, or select/ail)the
objects in the movie to be shown witti outlines. Click on the square.iw‘the
Show Layer as Outline column next to the Jammin’ folder layer. Each of
the letters for the word “jammin’” is outlined in a different color~ndicating
what layer they are on.

ALL HATURAL/

6. You also have the opticn to change a layer’s outlinie”Color. Currently the
layer color for the-igtanid Elixirs layer is light‘hlug. To change this you
access the Layer Propefties dialog box. Select the Island Elixirs layer and
choose Modify ~.Layer. The Layer Properties dialog box appears.

7. Choese a-dark blue color from the Outline Color drop-down list and
click~QK._The.autline color box changes in the Show Layer as Outline
column.
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Click on the square in the Show Layer as Outline next to the Island
Text layer. The text in the text block for that layer is shown in the dark blue
color.

Click the Show Layer as Outline squares for the Jammin’ folder layer
and the Island Elixirs layer.

10. Choose File- Save.

Topic 58

Mask Layers

Layers can be useful for organizing your fvovies, butthey can also help you to
add interesting effects to your movies. or example, with a mask layer, you can
designate which areas of a particular layer-are visibie. Similar to a stencil, the
mask layer hides portions of the layer directly below, known as the masked layer.
In order to create masking effects, layers must baiinked together.

TASK 9B-1:

Creating a Mask Layer

1.

[§5]

You will use a mask-layer to create a pattern under_the first “j” in the
Jammin’ Juice banner ad- Expand the Jammin’ folder layer and select the
J1 layer.

You need/to add-asecond layer for the mask fayer. Click the Insert Layer
button in-the Timeline. A layer is adged above the J1 layer.

Renaine thelayer “Idand Mask.”

Sincethe-J11ayer will be the mask Jayer, it must be above the Island Mask
layer-in the stacking order. Dyag thie |dland Mask layer below the J1
layen

You will use a JFEG /document as the graphic that will appear under the J1
mask layer. Firstyou need to import the graphic onto the Island Mask layer.
Select the Idand/Mask layer.

Choose File- Import.

Navigate to and open the sm_idand.jpg file in the Flash MX Level 1
Data folder. An island scene is imported onto the Island Mask layer.



10.

11.

12.

13.

Position the island image so that it is covered by the“j” in “jammin’.”

You are ready to turn the J1 layer into a mask layer. Double-click on the
Layer Name icon to the left of the J1 layer name. The Layer Properties
dialog box appears.

Click the Mask radio button in the Type list and click OK. The icon
beside the layer name has changed, indicating that it is a mask layer.

* (5 Jammin' + + W
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You now need to designate the Island Mask layer as the masked layer.
Double-click on the Idand Mask Layer Name icon. The Layer Properties
dialog box appears.

Click the Masked radio button in the Type list and cligk’ OK/The tstand
Mask layer now appears indented below the J1 layer in/he Timeline, the
Layer Name icon indicates that it is now a masked layer, and a dotted line
between the two layers indicates that the two are connected.
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To see the effects of the mask layer, you will needtolock both the mask
layer and the masked layer. Click on the Lock icon at/the top of the lock
column to lock all layers in this document. The-mask layer effect displays.

|
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=

14. Close the file and save the changes.
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Topic 5C

Aligning Objects

Trying to align objects in your Flash movies by eye can be bothirustrating and
imprecise. Luckily, Flash provides tools that help with this dil&hma. The Align
panel provides several options for positioning objects on the‘Stage. You-can aign
objects horizontally or vertically along their right edge, center, orleft edge. You
can also use the Align panel to distribute objects so that/they-are evenly spaced,
or to resize objects to share the same dimensions.

TASK aC-1:

Aligning Objects

1.

5.

Navigate to and open the juggling.fla fite,_This document has five layers.
The lowest layer is Jimmy, a bitmap graphic. The other layers, Orange,
Lime, Apple, and Pineapple’are @i} graphic objects that were created in
Flash.

You'll use the Align panel to-position the objects in a pnore pleasing manner.
Select the Pineapple layer, hola-down the [Shift] k&y/and click on the
Orange layer. This seiects the four fruit layers, and/thefruit objects on the
Stage are al selected as well.

Expand the Afign-panel, if necessary.

Click on the Align Top Edge button ,_T—_nl Ali of the fruit is lined up along
the top edge of theorange, since this ohiect was the highest selected object.

Next, you'll even(up the fruit's spacing horizontally. Verify that all of the
fruit objects aresciected.



6. Click on the Space Evenly Horizontally button . The fruit objects
are spaced evenly horizontally, while retaining their vertical alignment.

7.  When Flash determined the horizontal spacing for the selected objects, it
spaced the two middle objects evenly relative to the objects on either end:;
Since the objects are all close together, this has caused some overlagning. To
correct this, you'll need to reposition the two outer objects. Select-the Pine-

apple layer.
8. Drag the pineapple to the left about an inch.

9. Sdect the Apple layer, and then drag the apple to the right about an
inch.

10. Next, you'll re-apply the horizontal spacing, but first you must re-sefect the
fruit layers. Select the Pineapple layer, hold down the [Shift] key, select
the Orange layer.

11. Click on the Space Evenly Horizontally button again. The lime and
orange are spaced evenly and none of the fruit objects oveflap.

12. Close the file and save the-changes.

Summary

In this lesson, you worked with Flash movies that contained multiple layers.
You created multiple-iayer movies, and then edited and manipulated them.
You created avisual effect using mask layers. You also worked with the
Align pandl to quickly arrange objects on multiple layers.
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Lesson Review

5A When and why might you want to add layers to a Flash document?

5B

5C

Layers are useful when you are working with a Flash document that has
multiple objects in it. Layers allow you to better manage the-abjects in your
document. You can change the stacking order, lock layersito prevent making
unintended changes, hide layers to make editing easier, and use outlines to
see object placement without distracting details.

What are the basic steps for creating a mask layer?

Create two layers and place the appropriate graphics orreach, put themin
the proper stacking order, use the Layer Properties.dialog box to establish
one layer as the mask layer and the gther“as the stacking layer, then, lock
both layers to view the mask.

What options for aligning objects are-available in the Align panel?

With the Align panel, you can align\objectsihorizontally or vertically along
their right edge, center, or Yeft edge-You-can also distribute objects so that
they are evenly spaced, oi i'esize objects to share the same dimensions.



Creating Animation

Overview

Since Flash animation can be found all over the Web, it's often the primary
thing that comes to mind when the program is mentioned. Flash can be used
to create three basic types of animation: frame-by frame, shape tweening,
and motion tweening. In this lesson, you will work with all three types of
animation. You will also see how adding a guide layer can improve the look
of motion-tweened animation.

Objectives

In order to animate objects in Flash, you will:

6A Create a frame-by-frame animation.

Flash’s frame-by-frame animation is closest to traditional animation in
that it is composed of several frames designed tol simulate motion.

6B Create a shape-tweened animation.

Shape-tweened animations allow you to create the effect of one shape
transforming into another.

6C Create a motion-tweened animation

Motion tweening alows you to give-the appearance of motion to‘abjegts
in your Flash movies.

6D Create a guide layer.
When creating a motion tween alongra complicated path;-creating a guide
layer can save devel opment.time.

6E Animate a mask layer.

Utilizing motion:tweened animation, you can create dynamic effects using
two layers, with oneas atnask which is animated, This allows you to
control and yary what the fill of the moving.objects will be.

LESSON
p

U

Data Files

drinking1.gif
drinking2.gif
drinking3.gif
drinking4.gif
drinking5.gif
drinking6.gif
drinking7.gif

Lesson Time
1 hour, 15 minutes
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Frame-by-Frame Animation

Traditional animation uses a series of images in which dlight changes from one
image to the next simulate action. Frame-by-frame animation i Flash eperates
under the same premise. Using a series of frames in which action is simulated by
dlight changes from frame to frame, Flash movies can give the appearance of

motion.
In Flash animation, the frames in which you define changes in your animation are
@ declared as keyframes. For frame-by-frame animations, each frafme becomes a
keyframe, since there is a dlight difference between each-frame. In the Timeline,
keyframe: keyframes are noted by circles.

A frame in which a change in
animation is defined.

TASK GA-1:

Creating a Frame-by-Frame Aniination
1. Choose File- New.

2. You'll be working with some existing GIF files, so yoid' I} need to import
them. These files were designed to create an animation;<s¢’each file has a
dlight difference fremlthe previous file. When imparted into Flash, they will
create a movie which-simulates motion. Choosef=ile_. Import.

3. Navigate to and seiect the file Drinkingl.gif, then click Open. A dialog
box appears, hoting that the file appears to‘hepait of a sequence and asking
whethe you want to import al of the images,in the sequence. Flash recog-
nizes a potential sequence of files whepa group of files is named in
numerical order:IN this case Drinkingt/Drinking2, etc.

? Thiz hle appears bo e pal of a sequence of magez, Do you wanl bo
=y mport all of the images in the sequence ?

4. Click Yesto import the&ntire sequence.

5., Flash imports the sequence of files and places them in consecutive frames.
To preview the &nimation, press the [Enter] key. You have created a
simple frame-by=itarie animation.

et i ] ah| | ] v [[reeis] o 1T *

6. Closethe file and save it as frameanimation.fla in the Flash MX Level 1
Data folder.
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Shape-Tweened Animation

Flash makes it easy to create the effect of one object transforming or morphing
into another with the animation process called tweening. Tweening is a type of
animation in which the beginning and end states are defined using the Stage and
Timeline, and all states in between are calculated by Flash. You can also use
tweening to create animations that change the color, size, location, or transpar-
ency of the selected objects. With shape tweening, you could create the effect of
transforming an image of a frog into an image of a handsome prince by simply
creating keyframes containing the starting and ending images, and then instruct-
ing Flash to create a shape tween. Shape tweening is only available for smple
shapes in Flash; you cannot create shape teens with symbols, groups, or bitmag
images. To create a shape tween, you will use the Property Inspector.

TASK 6B-1:

Creating a Shape-Tweened Animation

1. You'll create a morphing effect in which an orange morphs into-adiine. First,
you'll need to copy the fruit shapes. Open the fruit.fla in the Fiash M X
Level 1 Data folder.

2. UsetheArrow tool to draw a selection marquee arcund the orange
shape.

3. Choose Edit - Copy.

4. Now you'll need to create a new documeni-in-which to paste your copy of
the orange shape. Choose File— Newy.

5. Choose Edit — Paste to place the orange on/the Stage.

6. Currently, your Flash document has.ne frames. In order to create an anima-
tion, you must add frames. €liek on frame 25 in the Tim&ine,and choose
Insert - Blank Keyframe. Flash adds a keyframe in the/iimgline, and
inserts frames between frame 1 and 25.

7. You'll rieed.to return to the Fruit document to copy the lime. Choose
Window - Truit.fla.

8. Sdect and-copy the lime shape.

8

tireening:

| Animation in which the

| beginning and end states are
| oefined using the Stage and
Timeline, and all states in
between are calculated by
Flash.
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Depending on the number of
new movies you've opened,
Yyour movie may be named
differently.

o,
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10.

11.

12.

13.

14.

15.

To return to your movie, choose Window - Untitled-1.
Choose Edit - Paste. The lime is pasted onto frame 25.

To preview your animation, click on frame 1 in the Timeline, then press
[Enter]. As the animation plays, you'll see that the orange appears in frames
1 through 24, and the lime is only in frame 25.

Resdlect Frame 1 in the Timdine.

You're ready to create a shape tween between the erange and thie lime.
Choose Shape from the Tween drop-down list.

Turen |Mome -
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Flash creates the shape tween. This s indicated in the Timeline by an arrow
and shading between frames 1 and 25.

Choose Control - Play to view the animation. Th&.orarige morphs into the
lime.

Close the filerand save it as orangetween.fleiin the Flash MX Level 1
Data folder.

Topic &6

Motion-

weened Anintation

With motipn/tweening, you canasily create motion effects for the objects in
your-Ftashmovies. Kites flying, kalls bouncing, rocks rolling—all of these ani-
mations can be made simple_and gasily with motion tweening. Flash can tween
abject position, size, rotation,~skew, and color. When you create a motion tween,
youl} first use the Insert menu to create a motion tween. Flash will position the
abject to simulate motjoniin the frames between your keyframes.



TASK GC-1:

Creating Motion-Tweened Animation

1.

10.

Navigate to and open the jammin_banner.fla file in the Flash MX Level
1 Data folder.

You will hide the masked image for the “j.” Click on the dot in the Show/
Hide column of the Iand Mask layer. Unlock all layers.

First, you will position all the objects where you want them at the beginning
of the animation. The first “j” will remain static on the Stage, the rest of the
“jammin’ juice” text will drop in from above, the two text blocks will
increase in size, and the bottle cap will “roll” in from the left of the Stage.
Use the lasso tool to select all the “jammin’ juice” text, except for-the
first “j.”

Drag the letters above the Stage.

amminjjuice
L

DJ

Select the bottle cap and drag it to the left of the'Stage, if necessary.

Next you need to decide how long you want themavie to_be. For example,
if you are using the default frame rate of 12 framesper second (fps), a five
second movie would then be 60 frames. The ‘animation/in this banner add
will be approximately 3 seconds, so yolwill need 36/frames. Click on
frame 36 of the bottle cap layer in theTimeline.

Choose Insert - Frame. Frames 1 thiough 36 are shaded to indicate that
these frames have been added. Now, the contents of the bottle cap-tayer will
display throughout the movie.

Click on any frame of the bettle cap.jayer.

Choose Insert - Create Motion Tween. Flash adds blue'shading to the
frames in the bottle cap layer, indicating that a motion tween has been
created. The dotted\line in the frames indicates that thetween is not
complete. Once the tweeris finished, the dotted limewill change to an
arrow.

To complete the motion tween, you will first need to move the playhead (the
red sgquare currently located at frame 1) to the last frame of the movie. Drag
the playhead to frame 36.
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11.

12.

13.

14.

15.

16.

17.

Drag the bottle cap object to the right of the Stage.

-

a | ﬂj

This creates the motion that the bottle cap will makeand places it in its final
position. The dashed line in the Timeline has changed to an arrow, indicating
that the tween is complete.

You will preview your animation. Choose €antrotsRlay. The bottle cap
moves across the Stage.

You can aso make objects rotate asthey move. Click on any frame for the
bottle cap layer. All the properties that~can be.¢hanged in the tween are
listed in the Property Inspector.

Choose CW (clockwise) from the Rotaie/drop-down list.

Type 6 in the Times field and press’[enter].
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Choose Contrel - Play, The bottle cap rolls ente’'the Stage.

Next you will animate the rest of the elements on the Stage. To quickly add
frames to eachtayer, you can select a4rame on one layer, press the [Shift]
key,/ard’ select that frame on another-tayer, and Flash will select all those
layers. Then, Wwhen you insert a frame, @l the layers will have frames added.
Expand-the Jammin’ and Juigg€ foider layers.

. Click in, frame 36 of the Jilayer, hold down the [Shift] key, and click in

frame)36 of the All Natural layer. Frame 36 in al the layers is selected.



19.

20.

21.

22.

23.

24,

Choose Insert - Frame. Frames from 1 through 36 are added to all the
layers.
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[Shift] key, and click in frame 1 of the E layer. The first
the letter layers is selected.

Choose Insert - Create Motion Tween. Dotted lines to of
the letter layers.
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Move the playhead to%??ﬁ d click on frame e A layer.
een

You will complete each of the letters, ing them down to
their original positions age. Drag the | to its original posi-
tion on the St

Repeat these for/the other letters to r@them to the Stage at
frame 36.

N
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The second ‘" should not be
selected, because of the
hanging part. You will align
the letters to the bottom, and
that part would cause the
rest to be too low.
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25.

26.

217.

28.

29.

30.

31.

32.

34,

To align the letters once they are in their final position, you can use the
Align pandl. With the playhead at frame 36, use the Arrow tool to draw
a sdlection marquee around the text you just moved, except the second

J. All the letters are selected except the second “j.
Expand the Align pandl, if necessary.
Click the Align Bottom Edge button.

You don't want al the letters to move at once, but to stagger.tihemselves as
they fall, so you will change the start and end timeSAor-each of the letters.
You can easily change the duration of a tween by holding down the [Ctrl]
key and moving the beginning or the ending/keyframes-of'the tween. Posi-
tion the cursor over the frame 1 of the A layer-and press the [Ctrl] key.
The cursor changes to a two-sided arrow.

Drag the keyframe over Ao frame 2 of-tihie movie. You have changed the
start of the tween.

Position the cursor over frame-36,0f the A layer, press the [Ctrl] key,
and drag it to frame 8. The duration of the tween isthgw only 6 frames.
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Move the playhead to frame 1 and £hoose Control — Play. The letter “&’
moves-down more quickly than the athers, however it disappears once it is
down,

You wiil-add a keyframe in frame.36 of the movie, so the “a’ remains on
the Stage. Click in frame 3G of the A layer and choose Insert — Frame.
The frames between 8 and ‘36 are shaded in, and a dotted line indicates that
an_incomplete motion tween'\'s present.

~.You will remove thedwesy from the second part of the Timeline for the A

fayer. Click on frame Sof the A layer.

In the Property- fnsgector, choose None from the Tween type drop-down
list. The framies between 9 and 36 of the “A” layer are shaded grey.
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35.

36.

37.

38.

39.

40.

41.

42.

43.

44,

45.

You will change the duration of the tweens for the other letters. Each tween

should start 1 frame after the previous letter started, and end one frame later
than the previous letter ended. Repeat these steps to stagger the rest of the
letters by changing the duration of their tween, and then adding frames
so they remain on the Stage.

=50 ] 10 5 o 4 0 all ]"’

@ a « + @ A!,_,_ § =
FITEEEN ]| — 1
[T * + Wffs ) 1'
n =+ + Bl P —y 1
] * s Bl gh . 1

= Juce + + [

@)z * ¢ Hffs HLH_" :‘I
U= - mj  joeeeees 1
e - o R 1

e + +« Wils o — & i

I ) e

B 'El' w| ) W 1) [0 [ 20 [4]] LI_

Finally, you will change the scale of the two text blocks that are on the
Stage, so that they appear to be zooming in. First you will move them-down
dightly, so they have room to move up as they zoom in. Select frame 1 in
both text block layers.

Drag both down approximately half an inch on the Stage.

With frame 1 still selected in both layers and create a maotion. tween.

Move the playhead to frame 36 and drag the text/hlocks to their original
position. Tweens are indicated by a solid arrow in‘the Timeline for each

layer.

You will use the Transform panel to scale the text blacks as the movie plays
Expand the Transform panel, if necessary.

Click in thefirst keyframe of the All Natural layer.

Type 5 in the Width field on the Transforim panel and press [Enter]), The
text block appears to disappear on the Stage.

Repeat these steps to change the-size of the second text byock.

You are ready to view thefinished-miovie. Press [Enter]/7Al, of the motion
tweens you added to the imovie appear as the movie plays.

Close the file and save the cihanges.

.t

To make room on the screen,
you may want to collapse the
two folder layers in the
Timeline.
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You may need to zoom out
fo view the whole Stage.
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Guide Layers

The simplest motion tweens move objects from point to point along. a straight
path. You can create more varied paths by adding keyframes to/redirect.the
motion over the course of the movie. However, this can be time-consurming work.
Creating a guide layer makes it much easier to create an intricate-path along
which your objects can travel.

A guide layer contains a path along which a motign-tweened object will travel.
The path can be drawn with any of the Flash drawifig toots. The guide layer is
linked with the layer on which the animation resides. Guiide layers are invisible to
the end user.

TASK 60-1:

Creating a Guide Layer

1. Open the ocean.fla file\in-the Flash/M X Level 1 Data folder. Flash opens
a document with four layers, ahottie’layer, a sky layer, and two ocean
layers.

2. Select frame 25 forall four layers and insert a dfame. All the objects on
these layers will now-last for 25 frames.

3. Create a mofion tween in frame 1 of the bottle)layer, if necessary.

4. Move thie'playheac 1o frame 25 and drag the bottle to the right side of
the Stage:

5./ You are now ready to)create a guide layer which will make the bottle appear
to bob in the oeezinClick on the Add Motion Guide button in the

Timeline. Flash.creates a guide layer above the bottle layer.
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6. Click on frame 1 in the guide layer.

7. You will draw the motion guide for the bottle to follow. Select the Pencil
tool and choose the Smooth Pencil mode from the options section.



8. Draw a wavy line from the bottle on the left to the right of the Stage.

9. Click on the dot in the Show/Hide column of the Guide:bottle layer to
hide the motion guide.

10. Finaly, you want to see what the animation will look like with the bottle
maintaining its original orientation. Click on frame 1 of the bottle rayer
and uncheck the Orient to Path checkbox in the Property Inspector,~if
necessary.

11. You can now preview your animation. Press [Enter].

Path Orientation

When working with complicated paths that twist and change directicn, you can
improve your animation effects by orienting an object to jts path. When you use
this option, the object will re-orient to follow the directier of the path.

TASK 60-2

Orienting to a Path
1. You will orient the bottle to its path. (Click on frame 1 of the bottle layer.

2. Check the Orient To Path cheCkhox:
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3. You are ready to preview-the/movie. Press [Entér]. By orienting the bottle
to its path, it appearsto-hob in the ocean.

Editing a Motion Guide Path

You arefree to edit-a path once you have established it, but this may create some
problems with your -animation. For example, greatly altering a guide path may
result in the object becoming disconnected from its path. Becoming familiar with
editing techniques will help your animations run smoothly.
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You may want to hide the
ocean layers to view the
motion guide more clearly.

"

Hide and show the Ocean
layers as necessary.

TASK 60-3

Editing a Motion Guide Path

1.

As you played the animation in the last activity, you noticed the bottle
bobbed very high in the waves. You will move the motion-guide down on
the Stage. Select the Guide:bottle layer. Although it is selected, the path
does not appear because the Show/Hide column is checked for it.

Click on thered X in the Show/Hide column of ihe Guide:bottle layer.
The path appears on the screen.

Click on the Guide:bottle layer to select the'whole path.

Drag the path down one and a half~inchies.

Play the animation. The bottle moves in a straight-tine because the motion
guide was moved toe far away from it.

Click on the Guide:bottle layer to select the path.

Drag itrsothat.it-isjust below the surface of the waves and near the
beginning of the bottle.

Play tre animation. The bottle again-appears to bob in the ocean, but not as
high.

€lose thedocument and save tile£hanges.
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Mask Animations

In combining two feaitires of Flash, mask layers and motion tweening, many
interesting effects can.jpe created. Because either layer can be animated when you
have a mask and a masked layer, you have a lot of freedom to create variety in
your movies.



TASK BE-1:

Animating a Mask Layer

1.

10.

11.

12.

13.

14.

15.

16.

You will use an animated mask to create the appearance of binoculars look-
ing a an island. Choose File— New.

Set the movie size to 700 x 300, using the Property Inspector.

First you will add and name a second layer to the movie. Click the Insert
Layer button in the Timeline.

Name layer 1 island and layer 2 binoculars.

= & 0
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You will create the binocular shape. Select the binoculars layer.

Draw a circle with no outline and a black fill, approximately 2 inchesin
diameter.

Duplicate the circle.

Drag the second circle over the first to create a shape that looks like
lenses and place the binoculars in the middle left-of the Stage.

Next you will set the binoculars layer as thé imask layer. Double-ctick on
the Layer Name icon for the binoculars layer. The Layer Progerties dialog
box appears.

Click the Mask Layer radie button)and click OK.

You are ready to animate the mask layer. Click on frame:58 of the binocu-
lar layer, insert a{rame, and-insert a motion tweers;

Click on frame 50 of theisland layer and inseit aframe.

Click on frame'50 aind, drag the binocular s4o the bottom left side of the
Stage.

To create\a change-of direction in a masked motion tween, you simply click
on/frames.within the original motion tween and move the objects on the
Stage. You will “have the binoculars move clockwise around the Stage. Click
on frame 10.and drag the binoculars to the top left of the Stage.

Click on frame 20 and drag the binoculars to the middle of the Stage.

Click on frame 30 and drag the binoculars to the top right of the Stage.

Lesson 6: Creating Animation 87



88 Flash MX - Level 1 (Windows)

17.

18.

19.

20.

21.

22.

23.

24,

25.

26.

Click on frame 40 and drag the binoculars to the middle right of the
Stage. You are done setting the animation for the binoculars.

Now al you have to do is place an image on your masked layer and your
mask animation is set. Select frame 1 in the Island layer.

Choose File- Import.

Open thelg_idand.jpg file in the Flash MX Level 1 Data folder! The
island image appears on the Stage.

Enlarge and center the image so that it covers the Stage.

Double-click on the Layer Name icon for theidandtayer. The Layer
Properties dialog box appears. Click the #asked radio button and click
OK.

Lock both layers so the mask effect appears.

One last thing you need to do to make your-binoculars animation effective is
change the background of the, movie. Clickjanywhere on the Stage to dese-
lect any abjects and choose’black from the Background color drop-down
list in the Property Inspector.

Press [Enter] to view/the animation.

Save the file-as-binoculars.fla.

Summary

In thisiesson, you worked'with/a variety of Flash animation tools. You cre-
ated frame-by-frame, shape-tweened, and motion-tweened animations. You
also added a motion guide fayer to create a more complicated motion effect.



Lesson Review

6A How is frame-by-frame animation similar to traditional animation?

Both forms of animation use a sequence of individual frames in which dlight
differences between frames create simulated movement.

6B Which pand is used to create a shape tween?
The Property Inspector is used to create a shape tween.

6C What properties of an object can you control with a motion tween?

Location, size, rotation, skew, color, and transparency.

6D What are the basic steps involved in creating a guide layer?

Create a motion tween, insert a guide layer, and draw a path with-one of the
drawing tools.

6E What are the steps for creating an animated mask effect?

Create mask and masked layer, then animate one of the Jayers using either
motion or shape tweening.
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Publishing Your Flash Movie LESSON

Overview

In order to distribute your Flash movie to an audience, you must publish it.
You will need to consider your distribution method and your audience as
you prepare a file for distribution.

Data Files
Jjammin_banner.fla

Yesson Time
30 minutes

Objectives
In order to prepare a Flash file for distribution, you will:

7A  Select publishing settings.

Once you've finished a Flash movie, you will want 10 4ublish it sg’ others
can see your work. Whether you plan to distribute your-.mavie via‘the
Web or as a Macintosh or Windows projector file, you wili~need/'to pre-
pare your files accordingly.

7B View preview files and publish a Flash movie:

It's a good idea to preview your Flash filestefore puilishing them.
Flash’'s Publish Preview option allows you {o do just that.

Lesson 7: Publishing Your Flash Movie 91



92 Flash MX - Level 1 (Windows)

Topic /A

Selecting Your Publishing Settings

When you're ready to publish a Flash file, you'll need to specify which type of
file you wish to create for distribution. The Publish Settings digiog tox-contains
al of the publishing selections you'll need to make.

The Formats tab of the Publish Settings dialog box asks you to speciiy the file
format you wish to create. Your first option, Flash (.swf)(is selected by default,
and will create a Flash movie that is viewable through a Web browser with the
Flash Player plug-in. Also selected by default is HTML. Thiswill create the
HTML document which is required to display a Flastimavie in a Web browser.
Selecting GIF Image, JPEG Image, PNG Image, 6r. QuickTime will create an
dternate file which will display in the selected formai-if/the Flash Player is
unavailable. These files will also require.an HTML fileto display. The Windows
Projector and Macintosh Projector options will create standalone projector ver-
sions of your Flash movie.

The Use Default Names checkbox, whichis checked by default, causes each file
created during the publishing piacessto use-the name you've given your origina
Flash file, followed by the fiJeéformat/extenision. So, for example, if you were to
publish jammin_banner.fla as a.Fiash movie, the file would automatically be
named jammin_banner.swf. Also, any-fiies created will be stored in the same
location where you saved your origina”.fla file.

Depending on the files ycu choose to create, additional‘taks will appear in the
Publish Settings dialog box. These tabs provide settirgs-pertinent to each particu-
lar file type. For exampie, the-Efash tab provides choicés for the order in which
the movie will load the &bility to run a file size repori) ‘an option to protect your
files from being imperted and altered by others,~aswell as password, JPEG, and
audio settings.

TASK 7A-1:

Choosing Publish Settings

1. “You'lV prepare the jammin_béanner.fla file for publication on the Web. Navi-
gate to and open the jammin_banner.fla file in the Flash MX Level 1
Data folder.

N
B

To begin the pubiishing process, choose File- Publish Settings. The Publish
Settings dialog box-appears.



3. Verify that the Flash and HTML file types are selected, and that the Use
Default Names checkbox is checked.
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4. Now you're ready to specify settings for each of the files you'll ereaie.
Select the Flash tab.

5. Your first option in the Flash tab is to select the version you-want the movie
to be published in. Depending on the level of your audience, you.rhay want
to publish the file in an earlier version, so it can be seen be viewers with
earlier versions of the plug-in. For the purposes of4fils course, you will
accept the default option of Flash Player 6. The next cption is to select the
order in which the movie will load over the Iniernet-Youi accept the
default option, Bottom up, which will load the movie from the bottom layer
up. Next you have severa options to choose from. Check the Protect From
Import checkbox. This option will prevent viewers-{from importing yout-file
into Flash and making changes to it. You will~aceept the rest of the default
settings for the Flash tab.
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6. Select the HTML tab.
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7. The settings you choose in the HTML tab will govern the HTML file that
Flash generates in order to display your Flash movie and to control its
appearance. Choose Flash Only from the Template drop-down list. This
template plays the movie if the correct plug-in is present.

8. The HTML tab provides severa other settings which can be modified. You
can set the dimensions of your movie to match the movie,or_establish them
in pixels or percentages. You aso have the option to establish tive kehavior
of your movie — whether it will play on a continuous lcap-or if it'will be
paused at its start, whether you'll include a right-click-shortcut menu, and
whether you wish to use an anti-aliased font for fonts not.installed on the
viewers machine. You will leave the Dimensions setting at the default setting
of Match Movie. You do not want any of the Playback-eptions at this time.
Uncheck the Display Menu checkbox, if necessary. You'll accept the
default settings for the remaining optionsin the HTML tab.
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9. Uncheck tihe Loop checkbox.

10. Click OK to\close the Publish Settings dialog box and save your
selectiens.

Previewing and‘®ublishing Files

Orice you' ve prepared(youy files for publishing, there are still two more steps you
must take before yourimovie is ready for distribution. First, you should take
advantage of the Gptiop) to preview your file to make certain everything appears
as it should. Second, you must actually publish your file.

Just to be on the safe side, it's a good idea to preview the result of your settings
before you actually publish your movie. Using the Publish Preview option allows
you to see the files as they will appear once published. If any editing is required,
you can quickly access the Publish Settings dialog box and make your changes.



Once you've established that your publish settings are correct, you can proceed
with publishing your file. Remember that the finished files will al be created in
the same file in which the original Flash document resides. When you actually
move the HTML file and any other files to your Web server, be sure to keep them
in the same folder. Otherwise, you'll need to go into the HTML document and
edit the references to these files.

TSk 78-1 i

Previewing and Publishing Your Files

1. Choose File- Publish Preview - Default-(HTML). Flash opens a browser
window, displaying your movie on an HTML page.

2. Close the preview window.
3. You are ready to publish your file. Choose File- Publish.

4. To view your published file, you'll need to launch your Web browser:
Launch Internet Explorer or Netscape Navigator.

5. Locate and open the jammin_banner.html file. The finished/publistied
page appears in your browser window.

6. Close the browser window. '

7. Exit Flash and save the changes to the jammin_bannerfla file.

Summary

In this lesson, you prepared a Flash mcvie for, publishing to the Web. Then
you used the Publish Preview command te-preview the files you had
prepared. Finally, you published the files and viewed them in a Wek
browser.

Lesson Review

7A At the minimurn, which files must be created it order to publish a Flash
file to the Web?

A Flash .syif Tile'and an HTML file, which will control the way the Flash
movie i< displayed-on the page.

7B Why should yeu preview your files before publishing them?

Previewing your files allows you to see if any editing is required before you
actually publish the files.
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When uploading your published files to a Web server, why should you
keep them all in the original folder?

If published files are moved from their original folder, you will need to edit
the HTML document to indicate the new file structure.
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ActionScript
The coding language used in Flash.

anchor points

Locations on a vector line or curve which
determine the length and direction of the
line.

bitmap
A graphic image defined by grids com-
posed of pixels; raster graphic.

Common Gateway Interface (CGI)

A program designed to accept and return
information from a Web site.

frame
A movie segment composed of an indi-
vidual image.

gradient

Bands of color that blend into each other.
In Flash, gradients can blend up to eight
colorsin linear or concentric patterns.

hexadecimal value

A unique six-digit code that is assigned to
a specific color value. Used by most Web
sites and HTML pages.

HSB value
Color that is determined by hue, saturatien,
and brightness settings.

keyframe
A frame in which a change in-animation is
defined.

layer
An organizational element that enables you
to stack images on top of one/ancther.

pixels
Picture elemarits. Smail. sguares which are
arranged. on a grid-to create raster graphics.

raster graphic
A graphic image defined by grids com-
posed of pixels.

registration point
The center point of an object.

sLossaRY 2L

Color that is determined by the levels of
red, green, and blue that composerit.

selection marquee

A rectangular area, created with' thé Arrow
tool, which selects the objects within.its
borders.

stacking order

The order in which,items'appear; based on
the order they wer'e’placed.on-the Stage.
Objects placed on' the Stage later will be
higher in the gtacking order/and will
obscure objects aiready on the Stage.

tangent handle

The part gt @ vector curve which can be
adjusted to-determine the dope and the
depth-ofthe curve.

tweehing

Animatiornin which the beginning and end
states are defined using the Stagetand
Timeling, and al states in heivieen are cal-
culated by Flash.

véctor graphic
A graphic image defined-oy mathematical
equations.
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A

aligning objects, 72-73

animation
animating mask layers, 86-88
frame-by-frame, 76
motion-tweened, 78-83
shape-tweened, 77-78

Arrow tool, 32-34

Brush tool, 17-19

C

color
custom color swatches, 25
custom gradients, 26-28
hexadecimal, 25
HSB, 25
RGB, 25

Color Mixer panel, 25

D

drawing
Brush tool, 17-19
Eraser tool, 19-20
Eyedropper tool, 23-24
Ink Bottle tool, 23-24
Paint Bucket tool, 20-23
Pen tool, 11-15
Pencil tool, 9-11

E

Eraser tool, 19-20
Eyedropper tool, 23-24

F

fill properties/15-16

Flash environment;.3-4
frame-by-frame animation, 76
frames, 3-4

G

gradients, 20-23

custom gradients, 26-28
graphics

importing, 48-51
grouping objects, 47-48
guide layers, 84-85

H

hexadecimal color, 25
HSB color, 25

importing graphics, 48-51,
Ink Bottle tool, 23-24
intersecting lines, 38-40

L

Lasso tool, 34-35

layers, 3-4
creating, \62-64
deleting, 6264
dispiaying-outlines, 68-70
guide layers,-84-85
hiding,68-70
tocking, 67-68
mask layers, 70-71
organizing, 64-66

line styles, 28-29

M

mask animations-86-88

mask layers
creating, /70- 71

motion-tweened animation, 78-83
editing motion guide paths, 85-86
guide layers, 84-85

objects
aligning, 72-73
combining, 41

dividing objects-using lines, 41-43
grouping, 4743
overlapping, 36-38
transforming,~43-46

overlapping shapes, 36-38

P
Paint Bucket tool, 20-23
pandls; 3-4

Pen tool, 11-15

Pencil tool, 9-11
previewing files, 94-95
Property Inspector, 3-4
publish settings, 92-94
publishing files, 94-95

raster graphics, 8
RGRB_color,”25

5
selecting objects

Arrow tool, 32-34

Lasso tool, 34-35
shape-tweened animation, 77-78
stacking order, 36-38
Stage, 3-4
stroke properties, 15-16

T

text
converting text to shapes, 57-59
text blocks
creating, 54-57
editing, 54-57
text fields, 54-57
Toolbox, 3-4
tweening, 77-78, 84-85

vV

vector graphics, 8
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