Flash Tutorial Outline
This is an outline of what we will be covering in class Monday – Friday (we will do as much of this list as possible). This is not a step by step tutorial – so be sure to right notes as we go.
Introduction

The default Interface

Toolbar

Timeline

Panels

Library

Actions

Property inspector

Stage

Work area

Docking and  undocking

Adding other panels – align

Open Drawing tools example

Drawing Tools in Flash


Modifying lines – filling 


Making lines thicker


Changing colors


Gradient


Removing sections


Snap


Rounded rectangles


Pen tool


Modifying paths

Animation basics - UI

Timeline Layer controls


Key frame


Playhead


Blank keyframe


Frame view


Layers


Current frame


Frame rate – understanding frame rate/animation norms



Flash default = 12 FPS



Movies = 24 FPS



Video = approx 30 FPS (29.97)


Elapsed time


Important Shortcuts


F6 add keyframe


F5 add frame


Shift F6 – clear keyframe


Shift F5 clear frame (or frames)

Saving


Projects (.fla) vs. movies (.swf)

Animating

Basic

Frame by frame

Shape tweening

More advanced

Simple Motion Tweening

Path Motion tweening

Basic Animation 

Frame by frame animation

Tutorial 1….drawing word one frame at a time

Insert and delete frames in your movie

Tutorial 2..Loop movie – using looping.fla

Next – reverse the frames

Tutorial 3..Onion skin – using onion.fla

Use the free transform tool

Tutorial 4- Shape tweening animation - 

 - Requirements – all items must be broken apart – example with text

-  See table below for differences between shape and motion tweening

Symbols and Instances

Symbol = a reusable object – become part of the library

4 basic types (there are others)


graphic


movie clip


button


sound

Instance  = a copy of the symbol in the timeline

Naming symbols

· No spaces

· No special characters

· No forward slashes

· Begin with a lower case letter (for actionscript)

· No dots

Timeline differentiation

· Main timeline

· Symbol timeline

· Scenes (not generally used)

Tutorial 5- Working with symbols - 

· Open snowflake.fla and convert to a symbol

· Registration point – usually set to the center

· The version on the stage is now an instance

· Create another instance

· Double click and change something….notice how it effects both instances

5 ways to create a symbol

1. Select the artwork from the stage and drag to the library

2. Left click and select convert to symbol

3. Menu – Modify>convert to symbol

4. In library add a new symbol

5. Click the create new symbol button at the bottom of the library

Tutorial 6- Animating with symbols 

· Import the snowscene.jpg
· Look at the bitmap details

· Increase the stage size

· Create the snow using instances of the snowflake
· Different tweens

· Movement

· Alpha

· Color

· Size…etc.

· Test the movie by hitting enter
· Control>Test

· Publish

Tutorial 7- Animating with symbols that are animated

· Make a duplicate symbol

· Animate in the timeline of the symbol

· Add instances of the new symbol

Shape Tween vs. motion tween

	
	Shape
	Group
	Symbol
	Text
	Broken apart text

	Shape Tween
	Yes
	No
	No
	No
	Yes

	Motion Tween
	No
	Yes
	Yes
	Yes
	No


Tutorial 8- Using motion guides to tween

· Make a duplicate symbol

· Add motion guide…set up 

Tutorial 9- Moving text

· New file
· Modify the background

· Type in the words “big air” on stage

· Modify the font, size and color

· Break apart – 1 level

· With all 6 items selected – Modify>Timeline>Distribute layers

· Animate each letter
· Open Window>Design Panels>Info to see X and Y coordinates

· Add transparency to the end
· Test the movie by hitting enter

· Publish

· Ease out…see motion curves

· Move all items into a folder in the timeline

What motion tweening can do:

Symbols

· Position

· Brightness

· Tint

· Alpha

· Scaling

· Rotation

· Skew

Groups

· Position

· Scaling

· Rotation

· Skew

· Text blocks

What motion tweening CANNOT do:

· Tween a shape

· Tween broken apart text

· Tween multiple lines on the same layer

Tutorial 10- Animating filter effects

· New file

· Type in the words “timeline effects” on stage

· Modify the font, size and color

· Break apart – 1 level

· Filter tab

· Apply a filter

· New Keyframe – modify filter

· Tween between the frames

Bitmaps and Flash

Vector graphic are crisp, small file size, and can easily be scaled. Efficient size allows the movie to play faster. 

Generally you will use .jpgs or .pngs (24 bit)

Controlling the look and the size of bitmaps

Compression in Flash…publish window

Bitmap details

Tutorial 11- Importing Bitmap sequences

· New file

· Import the sequence to the library

· Modify stage size to match

· Drag the first bitmap to the stage

· Duplicate the frame

· Swap the bitmap

Converting Bitmaps to Vectors

Trace Bitmap – to product a vector that closely resembles the original decrease the color threshold to 80, minimum area to 5, Curve fit = very tight and Corner threshold = many corners.

NOTE: The more detailed the vector the larger the file…Flash 8 deals with bitmaps better than any other version.
See MLP example

Masking

Masking is a technique that can be used creating bitmaps or shapes.

Tutorial 12- Basic Masking

· New file

· Import sideMountain jpg

· Lock the layer

· Insert new layer on top

· Open file mask.fla

· Copy and paste the library item

· Right click and make the layer a mask layer

· Animate the mask

See Nerf example

Buttons

When you create a button you will see it has its own timeline - (note that developers usually turn buttons into movie clips where they handle all the states through code) – because movie clips are addressable for things like XML. Macromedia says they will remedy this in Flash 9.

Up = holds the artwork that defines what the button looks like
Over = what the button will look like when rolled over the hit zone

Down = defines what the button does when hit (usually only lasts a split second)

Hit = you do not see – but defines the hit zone – makes the button clickable

Tutorial 13- Create a simple button

· New file

· View>Grid>Show grid

· Use the pen tool to create a triangle

· Convert to symbol – right click – pick a button type

· Double click on the stage

· Change the over and down states

· Choose Control>enable simple buttons

See Easy-Bake Oven example

Movie Clips

Movie clips can contain multiple layers, graphic symbol, button symbols and other movie clips. They operate independent of the main timeline. They can continue to play EVEN if the main timeline is stopped. A movie clip requires ONLY a single keyframe on the Main Timeline to play, regardless of how long its own timeline is. Think of it as a nested movie in the movies (with no end to the nesting possibilities).

Tutorial 14- Creating a movie clip (one way)
· Open movieClip.fla
· Insert a layer – name fill Tween

· Drag gfxFill to the stage

· Set keyframes at 20 and 40 using F6

· F5 to set the other frame to 40 

· At frame 20 set the alpha to 0

· Edit>Timeline>CutFrames

· New Symbol – mcOutlineFill

· Paste – Notice the main timeline is now empty

· Remove frames and layers from main timeline
· Drag the new movie clip out to the main timeline

Action Script basics

Action script can be attached to a button instance, a movie clip instance or a keyframe in a timeline. Actionscript cannot be attached to an instance of a graphic symbol. 

Tutorial 15- Controlling the timeline

· Open controlTimeline.fla

· Make sure that the Actions Panel is open

· Click on the instance of the stop button on stage

· + button - Global function > Movie Clip control > on (release) – stop

· do the same for play

· test the movie

Mouse events (buttons)

Press, release, releaseOutside, rollover, rollout, dragOver (mouse still pressed), dragOut, and key Press.

Keyboard Events

Similar to mouse events – but related to keys 

Tutorial 16- Add key commands to the buttons as well

· Click on the stop

· Add a movie clip control – key command

· Do for both – publish and play

Movie Clip Events

Unlike mouse events and keyboard events Timeline event occur with the playhead reaches a keyframe containing actions in the Timeline.
Events:

Load = when the movie clip is inserted and appears tin the Timeline

Unload = when the movie clip is removed from the Timeline

enterFrame = when the playhead his a frame, the action is triggered continually at the frame rate of the movie

mouseDown = when the mouse button is pressed

mouse Move = every time the mouse is moved

mouseUp = when the mouse buoon Is released

keyDown = when a key is pressed

keyUp = when a key is released

data = when data is received in a loadVariables or loadMovie action.

Tutorial 17- Controlling the timeline

· Open stopandplaymc.fla

· Familiarize yourself to the file

· Unlock the boarder layer, Name the mc instance (“boarder”) in the properties window

· Select the stop and add the actionscript to make it work

· Repeat with the play

· Publish and try (note it does not work)

· Add the MC instance name to the code (this.boarder.stop())

Frame Labels
The most powerful way to control the playhead
Tutorial 18- Creating dropdown menus using frame labels

· Open menu.fla
· Double click the menu to enter the menu’s timeline (note breadcrumbs)
· Add a layer called labels

· Create keyframes in the labels layer at 5,10,15,20

· Press F7 after each to create a blank keyframe after 

· Name each label: bkgd, gear, safety, learning and new

· Add blank keys up to 25 so you can see new

· Create an actions layer

· Put in stops

· Create all the different states by duplicating the buttons as graphics…and changing their properties (in the property window)…set up each state.
· Add action script to go to frame

Working with text

· Text embedding

· Static, Dynamic or Input – the difference

· Text options in the property window

· Size

· Color

· Alias

· Bold/italic

· Text orientation

· Alinment

· Kerning

· Leading

· Use device fonts (will not embed)

· Selectable text

· XML and Flash

Misc.

Getting rid of that annoying security issue with IE: instead of the default publish settings use these – see the website
Other stuff if we have time

 - Working with video and Flash (Sorenson Squeeze)

 - Working with sound

 - Components and Forms

 - Scenes (not generally used)

 - get URL action script
 - loading swfs in the library
