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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

In the Flash MX - Level Icourse, you learned the introductory skitls to create
basic animations and simple navigation buttons. In this course, you will work
with symbols and instances, create extensive Timelines with jindependent anima-
tions, build more complex navigation controls, work with sound;.and optiimize
your movies for viewing by your intended audience.

Course Prerequisites

To ensure your success, you should have familiarity with the Windows operating
system. We also recommend you first take the following. New Horizons course or
have equivalent knowledge:

. Flash MX - Level 1

Course Objectives

When you' re done working your way through this' book, you'll be abteto:

* ldentify the advantages that symbacl tise has in building a Flash movie, iden-
tify and create the three types-ef symbel's, and manage synibcis within a
movie using the Library palette.

e Use scenes to organize content in large complex Timelines;-and create frame
labels to mark critical points-inwour Timeline.

* Add advanced playback-centrols and interactive eféments to a Flash movie
(including remoté+olloversand expanding menus), and create prel oaders to
ensure smooth playback of larger movie files/over\slow connections.

« Import sounds into a-pfoject, work with sound properties, and edit sounds.

*  Test amovie white simulating a slow connection, identify factors that
increase-a movie s'Size and download time, and publish a movie using many
of Flash’s numerous publishing options.

@ 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. Instal the course data files thai~come with this book. &pen the contents of
the CD-ROM through.My Computer, and open the 0784166 folder. Inside
this folder, you wilkfind three separate folders. Capy-the Flash Level 2 Data
folder to your C:\ drive:-This folder contains all the data material you will
need for the couise:

2. Thefilesin the.Flash Level 2 Data folder are-in-fead-only format. Therefore,
you shauld’now-turiv eff the read-only option so that the files can be modi-
fied as you work with them. Open the FtasivLevel 2 Data folder you just
copied-te your.computer’s hard disk, ‘@d choose Edit — Select All to select
al the icons-within the folder. Then chinose File— Properties. In the Proper-
ties'diaog box, uncheck the Read-Cnly’ checkbox, then click OK. Deselect
the seiected.icons, and repeat thiese steps to turn off the read only option for
the_centents of each subfolder witikin the Flash Level 2 Data folder. You are
now ieady to begin workingwith the data.

3. Inworder to ensure that all.needed features of Flash MX will be available for
this course, run a standard-install from the software installation CD.

4., The Flash Player piug-in for Web browsers is required to display some of
the content generated)during this course in a Web browser. You can down-
load the Flash/Piayer plug-in from the Macromedia Web site. Go to http://
www.macromedia.com, and follow the instructions to download and install
the latest version of the Flash Player.

5. This course specifies the use of the font Arial. If this font is not installed,
the documents the student works on will not display as intended. Make sure
the font Arial is installed on the computer.

6. This course will run most smoothly if your monitor resolution is set to at
least 1024 x 768 pixels per inch.



7. Using the Provided Stage Dat&n the course CD, the Lesson folders in the
Additional Data folder contain all the course documents and data, completed
up to the lesson indicated by the folder name. This allows you to begin at
any lesson in this manual using the correct data that includes al files that
would have been created from previous lessons. It aso 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_166 folder
on the course CD, and copy the Flash Level 2 Data folder from the Lesson 4
folder to your computer’s hard disk (first remove or change the name of any
existing Flash Level 2 Data folder on your 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 Level 2 Data folder are in read-only
format. Therefore, you should now open the Flash Level 2 Data foldes you:
just copied to your computer’s hard disk, and choose Edit — Select All t
select all the icons within the folder. Then choose File - Properties._in the
Properties dialog box, uncheck the Read Only checkbox, then click-GK.
Repeat these steps to turn off the read only option for the contents of each
subfolder within the Flash Level 2 Data folder. The previous steps.are only
necessary if you plan to begin this manual at a lesson other/than/t.essen 1. If
you plan to work straight through the entire manual, thenhe previous steps
are unnecessary.

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 arranged
in order of increasing proficiency with Flash MX;skills you acquire in-aneJesson
are used and developed in subsequent |essons.-Foi this reason, you ghouid work
through the lessons in sequence.

We organized each lesson into explanatory ‘topics and step-by-step-activities. Top-
ics provide the theory you need:to master’ Flash MX, activities aiow you to apply
this theory to practical hands:on.examples.

You get to try out each nevi skill on a specialy prepared sample file. This saves
you typing time and allowsyou te-.concentrate on the technique at hand. Through
the use of sample files, -fiands-on-activities, illustrations that give you feedback at
crucia steps, and stipporting, hackground informatjan,~this book provides you
with the foundation and-structure to learn Flash NMiXguickly and easily.

As a Review Tool

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

ABOUT THIS
COURSE

About This Course
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AB[]UT THlS As a Reference

You can use the Concepts sections in this book as a first source for definitions of
[:[] U HS[ terms, background information on given topics, and summaries of procedures.

x Flash MX - Level 2 (Windows)



|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

About This Course

xi






Symbols and Instances

Overview

In this lesson, you will work with symbols as the building blocks of Flash
projects. You will use the three types of symbols available in Flash, and will
identify which symbol type is the most appropriate for a particular situation.
You will then learn to manage symbols and instances using the Library, and
you will use symbols as the basis for other symbols.

Objectives

To learn to work with symbols and instances effectively, you will:

1A

1B

1C

1D

1E

Identify the advantages that symbol use has in building a Flash
movie, and identify the three types of symbols.

You will see how symbols can help you to build projects quickly and
efficiently, and how they save file space. In addition, you will learn the
similarities and differences between graphic, button;.and movie clip sym-
bols, and identify when to use each type.

Identify the situations where you would| use a gijgphic symbol, and to
convert an object to a graphic symhat.

You will learn when choosing the graphic-symbol type is appropriaie
when building your movie. In addition, you.wil use the Convert tc-&ym-
bol command to convert an existing graphic object to a graphic.symbol.

Create a movie clip symbol;-and identify how it behavesdn_ thie main
movie Timeline.

You will create a movie clip~symbgl’to build an animation that is inde-
pendent of the main migvie Timéine, and you will cambing multiple
movie clip symbols fe.create a more complex animakior:

Create button symbels using static and animated image states.

You will create button symbols using static images. You will aso create
buttons containing animated image states using, independent animations
within movie-clip symibols.

Creaté/and-manage symbols within a movie.

Yau will “create instances from symbols, use the Library to manage sym-
bols,~and cambine symbols into more complex symbols.

LESSON
]
I

Data Files
Water Scene.fla
Spiral.fla
Preloader.fla

Lesson Time
2 hours

Lesson 1: Symbols and Instances 1



B

symbol:

A “building block” of Flash
content. Symbols are the
master objects within a Flash
movie. The three types are
graphic, movie clip, and
button symbols.

B

graphic symbol:

A symbol best used for static
images and animations that
are dependent on the main
movig Timeline.

2 Flash MX - Level 2 (Windows)

Topic 1A

What is a Symbol?

When you draw a simple or complex abject in Flash using Flash's-drawing tools,
that object is more or less decorative in nature. It appears within your =lash
project, but you can't do much with it. In order to add moticn_te_an object, or to
have it act as an interactive element within the movie, that object.needs to be a
symbol

There are several distinct differences between symbols and standard objects in a
Flash movie. First, a symbol does not interact with/other shapes when it is on the
same layer. So, when symbols on the same layer overtap-with other objects or
symbols, they do not merge or cut into other objests.

Second, symbols can be animated. In order tG add motion to an object, that object
needs to be a symbol. Remember that you-can’t-perform a shape tween (morph)
between one symbol and another. However, in.orderto perform a motion tween,
you must use a symbol.

Finally, symbols are the building blocks far your project. You can use a single
symbol multiple times in a movie without adding significantly to the movie's
size. A movie with one symbaol used/three’times will have a smaller file size that
a movie containing an original okject and/two duplicates of the original object. In
addition, you can combine symbols tagether when building’/more complex
symbols. For example, you, can use a graphic symbol’s shiapé &S the basis for one
or severa of the button/&ates in a button symbol. The 4nere you use symbols, the
smaller your files will be,~and.the easier it is to make-auick changes to your
content.

Types of Symbots

There are‘three types-of symbols in Flash:graphic symbols, movie clip symbols,
and button symbois. Each type of symkal isoptimized for certain uses.

Graphic Symbols

Graphic symbolsave their own/separate Timeline, similar to the main movie
Timeline. Just like the regular movie Timeline, a graphic symbol’s Timeline can
include-multiple layers.

There are severa importaftthings to remember about graphic symbols. First,
graphic symbols cannot_contain button symbols or sounds. In addition, they can-
not be made to be intéractive. Finaly, a graphic symbol’s Timeline is tied to the
main Timeline. If theswain movie stops playing, the graphic symbol will also
stop playing. AlscSif there are not enough frames in the main Timeline for the
graphic symbol’s Timéline to completely play, the graphic symbol’s animation
will not complete. For these reasons, graphic symbols are best used for static
graphics that you want to animate in the main Timeline, or for simple animations
that you want to have playing within the context of the main movie.



Movie Clip Symbols

Movie clip symbolsillow you to create independent animations within the main
movie Timeline. If the main movie stops playing, the movie clip symbol’s anima-
tion does not have to necessarily stop. Therefore, you can do a lot of things you
can’t do with a graphic symbol. For example, you can use a movie clip symbol
to create a looping animation within the main Timeline. Additionally, you can use
amovie clip symbol to create an animation within a button. Movie clip symbols
can contain both buttons and sounds, and you can control their playback from the
main Timeline.

Button Symbols

Button symbolsllow you to create elements in your movie that let viewers inter-
act with the movie using the mouse. A button symbol’s Timeline is different than
the graphic or movie clip symbol’s Timeline. It only consists of four frames, one
for each state of the button (up, over, down, and hit).

While button symbols are certainly used for traditional buttons in the movie, you
can create interactive controls that do not resemble traditional buttons at-&tl. ~or
example, you can use button symbols to create animations that follow (ttie posi<
tion of the cursor as it moves around the screen.

What are Instances?

Once you create a symbol, or convert an object to a symhbol, that symisol is stored
with the movie, but isn’'t used directly on the Stage. Instéad, you create instances
of that symboal. Instances are, in essence, copies of the origina symbol, but they
differ in two major ways. First, an instance of a symhbol_doesn't,add significantly
to the file size of the movie, whereas a copy and anitem would. Second,
instances are linked to their parent symbols, so if you charge the symbol, the
instances of that symbol automatically change iin the meovie/ But even though the
instances are linked to its symbol, you can change certain aspects of the instances
without breaking the link.

Let's say that you want to have five buttons in your movie that look the sare,
except you want them to be different colers..You could create five butten sym-
bols, making each a different color. However,you could also create @ne nutton
symbol, and use five instances of that symiol, changing the color/of each
instance. This would make the fife size mugh smaller than if you created five
symbols.

B

movie clip symbol:
A-symbol best used for
armimations that are
independent of the main
movie Timeline.

B

button symbol:

A symbol that contains four
frames allowing you to create
buttons with visible changes
as the user interacts with
them.

B

instance:

A copy of a symbol, which
doesn't add to file size and is
linked to its parent symbol.

Lesson 1: Symbols and Instances 3
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Topic 18

Graphic Symbols

In order to apply motion-tweened animation to an object, it needsta be converted
to a symbol, since standard objects drawn within Flash can oniy use.shape
tweens. Graphic symbols are best used for static images, or far ‘animaticns that
you do not want to run independently of the main movie's Timetine.

A graphic symbol’s Timeline looks identical to the mai/movie Timeline. You can
use multiple layers, masks, motion guides, and most other. elements that you can
add to the Timeline of the main movie. However, you cannat_add sounds or
movie clips within a graphic symbol’s Timeline,

You can create a graphic symbol using one of twe. metheds. First, you can create
an object within Flash, and then use the Convert to Symbol command. This will
convert your shape to a symbol, and attomaticallyturn your original shape into a
linked instance of that symbol.

Second, you can create a new symbol using the New Symbol command, and
work directly within the graphic’symbol”s Tiiveline. When a graphic symbol only
includes a static image, either/riethod ivorks equally well. However, if you are
building animation within the.symboi, it is gasiest to work directly within the
symbol’s Timeline.

You will now create an object that will’eventually form thie bagis for a button
using Flash’'s drawing toals. You will then convert that abiecito a graphic
symbol.

TASK 18-

Converting an-Object to a Graphic Symbol

1. Launch the Flash MX application--Tie Flash application launches, and a
naw, untited movie appears.

2. You wiib use the Oval tool foxdraw a circle on the Stage. Using the Oval
teal, draw a circle on the-Stage. With the circle selected, use the Prop-
erty-inspector to set thewidth and height of the circle to 150 pixels.

o~

l r Shaps
|i|"l

’
]

W WD | R EE

e |l | | s

3. You will now reove the stroke from the circle. Remember that you can
simply click once on the circle's edge to select the stroke. Click on the
edge of the circle to select its stroke, and press [Backspace].

4. You will now create a custom gradient for the circle's fill. Click on the
circle to select it. Choose Linear from the Fill drop-down list in the
Color Mixer.



10.

11.

12.

The gradient settings now appear in the Color Mixer. Click on the color
marker below the left edge of the gradient bar to select it.

e

LI - RO
@ e [ =
I
& a

Enter the following values in the Color Mixer: R-251, G-203, B-203. The
initial color of the gradient is set to a light pink.

You will define the ending color for the gradient. Click on the color
marker below the right edge of the gradient bar to select it.

Enter the following values in the Color Mixer: R-194, G-90, B-97. The
ending color of the gradient is set to a dark pink.
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Now that you have created the gradient, y6u will save it to the Swatches
panel so that you can use it again. Choose Add_Swatch from the Calor
Mixer drop-down list. The gradient’you defined’is now saved in thexCator
Swatches panel.

Next you will rotate the circle 0 degreesso the lighter color is &t the top of
the circle. While you could use the Transform Fill toal, in this case, you do
not have to, since the shapeis a-circle Instead, you can simply-rotate the
entire circle. Making surethe circieis selected, type 90 in'the Rotate field
in the Transform paletie.

Thie gradient row moves in a vertical direction, with the lighter color on top.

Next youwiil, copy the circle and then paste the duplicate to a new layer
that is above the original. Select the circle and choose Edit - Copy.

Click the Insert Layer button below the Timeline.

Lesson 1: Symbols and Instances 5
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13.

14.

15.

16.

17.

18.

19,

20.

21.

Making sure the new layer is selected, choose Edit - Paste in Place. You
have pasted a duplicate of the circle directly on top of the original.

You will now choose a solid color fill for the duplicate circle. Choose Solid
from the Fill drop-down list in the Color Mixer. Enter the following val-
uesin the Color Mixer: R-255, G-152, B-159.
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Next you will resize the duplicate cirele using-the Info palette so that the
duplicate is slightly smaller than theeriginal. Ciick on the center dot in the
location proxy in the Info palettel This wili, keep the circle centered when
you resize it.

Using the Info palette, set the'width/and height of the circle to 140.
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Once again, you will create a new layer and. paste the duplicate in place on
the new layer. Create/a new layer. There are tiow three layers in the
documerit. Making sure the top layer isselécted, choose Edit — Paste in
Place, The dupiicate is placed in the {6p/layer.

Because you pasted the original gradient filled circle, the duplicate is still
filled'with-that gradient. You went thie gradient of the duplicate circle to
have.the darker color starting,at the'top of the circle and the lighter color at
the bottem. Once again, youcan simply rotate the circle using the Transform
palettel With the new dupticate selected, type 270in the Rotate field in
the-Transform palette. the gradient is now rotated so it runs the opposite
direction of the original ¢ircie.

Using the Info patette, set the size of the new duplicate circle to 110.

Finally, you witi~create one more layer to place the final circle that will
comprise the basi¢/ bottle cap. Create a fourth layer, and paste the dupli-
cate circle in place once again.

You will use the same solid fill color as you used for the second circle. Set
the fill color to the following values in the Color Mixer: R-255, G-152,
B-159.



22. Using the Info palette, set the size of the circle to 85. The origina bottle
cap is complete.

23. You will now select al of the elements that comprise the bottle
Edit - Select All.

24. You will now convert the selected bottle cap elements to a
Choose Insert — Convert to Symbol. The Convert to Sy
appears. Type Bottlecapin the Name field. Click the
button.

Copvert to Sym bl

Hame: |Boitkecap
Behvior: () biovie Clip Flegisiratior: EE

() Button
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r |

SOUDE Q
sy upclale before publshing
- A\
Symiod Mame: Symbaol 1
V-& %:
Click OK.
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25. You have created the symbol. Two things occur when you convert an object
or series of objects to a symboal. First, the symbal itself is added to the docu-
ment’s Library. Second, the original object is converted to an instance of that
symbol. which is located in the document’s Library. Choose Window —
Library.

-"r'n ibam n e aky

Mams knd &
.j Bottiecap araph: a
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You are now viewing the document’s Library.-The Bottlecap symbol is
listed. In addition, the Property Ingpéector.displays the information for the
selected bottle cap on the Stage, indicating hat it is an instance of the
Bottlecap graphic symbol.

26. Choose File- Save. In‘the Saye As dialog box, name the document
Bottlecap Place the Bottlecap.fla, document in the
Flash MX Level 2 Data folder:.Close the Bottlecap/dgcument.

Topic 1

Movie Clip Symbols

You have seen that graphic symbols can wark)well for static graphics. In addi-
tion, many Hash desighers use graphic symisals for simple animations. However,
the animaiions in a graphic symbol have.several limitations. First, a graphic sym-
bol cannct_centaii’ buttons or sounds;”Second, a graphic symbol always plays in
conjtinction with the main movie Timeline. If the main Timeline has fewer frames
than the graphic symbol’s animation, the animation won't complete, and if the
mair-movie stops, so does the grapiic symbol’s animation.

The animation in a movie clip-symmbol plays independently of the Timeline.
Therefore, movie clip symbals:offer much more flexibility in creating animations.
You-can use movie clip symiols to create animations that loop and repeat within
themain Timeline, evgif the main Timeline stops. Movie clip animations can
contain sounds, and even buttons. You can combine movie clip symbols in the
main Timeline to gi'eaie multiple animations. Further, you can use movie clip
symbols to add animatton to a button state or to create dynamic rollovers. Thisis
just the beginning of what you can do with movie clip symbols.

You will now build a movie clip symbol that will contain a frame-by-frame
animation. You will then animate the symbol within the main movie Timeline,
and will combine that movie clip symbol with others to create a complex
animation.



TASK 1C-1:

Creating a Movie Clip Symbol

1.

2.

Create a new Flash document.

You will now create a movie clip symbol. In this case, instead of converting
existing content to a symbol, you will create the symbol first, and work with
the symbol’s Timeline directly. Choose Insert - New Symbol. The Create
New Symbol dialog box appears.

Type Paddlingin the Name field. Click the Movie Clip radio button.

Create Hewr Symbol

Mame: Paidleng oK
Bahavior (3] bowvie Chp Cancel |
) Button
AR [ Baie | [ Hen |
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Lirkage: [ Ewpoit fon AchionScaipt
] Epail loi uriime shasng
] It For uniimes shating

Fila: Bacwazn

Symiod Mame: Symbaol 1

Click OK. Flash creates a new movie clip symbol. You are now viewing the
Paddling movie clip symbol’s Timeline..A mavie ¢lip symbol’s Timeline
looks identical to the main movie's/Timeline, However, you can tell thai~you
are viewing the symbol’s Timeline hy. viewing the selected item in-the/infor-
mation bar above the top left corner of the Stage. Currently, the’Paddling
movie clip symbol appears there,;~so-you know you are viewing its/iimeline.

You will now import a series of ‘images that was created ir-an external
image editing program. Because the-files use a similar naming scheme and
are placed in the same location, Flash will recognize that-iiey may be a
series. Choose FilesImport:The Import dialog box-appears. Navigate to
the Canoe Animation-folder.inside the Flash M Xzl .evel 2 Data folder.

Click on any gne ofthe images in the folder;anaclick Open. An aert
box appears indicating that Flash recognizes the image as part of a sequence
of images.

AT,

£ = .
\_‘_..:_,. This Fle appaars to be part of 2 s=querce of images. Bo you mant bo mport 2l of the mages n te ssquence?

[ ves [ mo || cocd

Click Yesto import the images in the folder as a sequence. Flash imports

Lesson 1: Symbols and Instances 9
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the images, placing each image on a separate keyframe in the Timeline.

Next you will simply play the frame-by-frame animation within the movie
clip symbol’s Timeline. Press [Enter] to play the animation.

You will now return to the main movie Timeline. Click Scene 1 in the
information bar to view the main movie's Timeline.

Because you began by creating a new symbol instead oi-converting existing
content to a symbol, there are no instances of the symhol on-the Stage. You
will now add an instance of the Paddling movie cljp-symbal to the Stage.
Choose Window - Library to view the current decument’s Library, if
necessary.

10 s
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The Library contains-the Paddling movie clip symbe!,~&oiig with each of the
imported bitmaps that, comprise the symbol. Any tiine.you import a bitmap
image, it is automaticalty_added to the Library.

Drag the Paddiing-mavie clip symbol onto/fo the Stage, releasing the
mouse button when the instance of the symbal’is approximately in the
center ofihe Stage:




10. When you want to view a movie clip symbol in the main movie Timeline,
you cannot simply play the movie, because the movie clip symbol’s anima-
tion runs independently of the main movie Timeline. Instead, you need to
preview the movie. Choose Control - Test Movie. Flash creates a SWF file
from the Flash file, and displays it in a Preview window. You can now see
the movie clip symbol’s animation looping repeatedly.

11. You will save the file. Close the Preview window. You return to the Flash
movie. Choose File- Save. In the Save As dialog box, name the file
Paddling Animation, and save it inside the Flash MX Level 2 Data
folder.

e
N

\

Combining Movie Clip Symbols

As mentioned before, one advantage of using movie clip symbols for aniinations
is that you can combine them in the main movie Timeline to create more com-
plex animation sequences.

You will combine the Paddling movie clip symbol’s animation with an’ additional
animation to create a complex scene.

TASK 10-2: J

Combining Multiple Movie Clip Symbols '

1. You will now open an existing Flash document that contains some objects
you will use to build a more complex animation. @pen the Water Scene.fla
document located inside the Flash MX Level 2 Data folder. The
Water Scene document contains two waves, objects that have already been
converted to graphic symbols. In addition, ‘each of the symbol instances have
been placed on their own layer in the documenit.

2. You will now create an animation sequenceithat consists of the wave objects
and the Paddling movie clip symbol from the Paddling Animation imovie.
You will begin by importing the-Paddling movie clip symbol by siwiply
dragging and dropping between thetibraries of the Paddling/Animation and
Water Scene documents. Choase Window — Paddling Animatien to view
the Paddling Animation(document.-Choose Window (L ibrjary, if the
Paddling Animation Likrary is not showing.

3. Choose Window - Water_Scene to view the Water. Scene document.
Choose Window =+t.ibrary, if the Water Scene/Library is not showing.

4. Drag the Paddling.movie clip symbol from-the Paddling Animation
Library into.the Water’ Scene Library. The Pagdling movie clip symbol
and the agsociated image files are all copied to the Water Scene Library.
Now th4ithe symbal is in the Water Scene document, you can use it.

Lesson 1: Symbols and Instances 11
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Close the Paddling Animation document and Choose Window — Water
Scene to view the Water Scene document, if necessary.You will add an
instance of the Paddling movie clip symbol to the Stage, and will then ani-
mate it. You will begin by creating a new layer, placing it below the Front
Waves and Back Waves layers. Click the Insert Layer button. Name the
new layer Canoe. Move the Canoe layer below the Front Waves and

Back Waves layers.
&390
[J Front Waves . = :

L ]
[ Back Waves + « [0
*

[} Cance # . =
You will now place an instance of the P@@%@Iip symbol on the

Stage. Making sure that the Canoelayer is-active, drag an instance of

the Paddling movie clip symbol to th e.
appears that the canoe is parti the
instance of the symbol. (\

e the instance so it
. You have added an

(

Once again, you will%ﬂ/ the movie. Press [Ctrl][Enter]. A Preview
indow appears displaying the movie. The Paddling movie clip symbol’s

animation loopin tinuously. While the main Timeline only contains one
frame, the entire e clip animation is able to play, because its animation
is independe Timeline. If the Paddling animation were placed inside
a graphic symbgt/only the first frame of the animation would show.Close
the Preview window.

While you can obviously have animation within a movie clip symbol, you
can additionally animate the symbol itself within the context of the main
movie Timeline. You will have the canoe rotate slightly to appear asif it is
being carried by the waves, as the looping animation plays. To do this, you
create a simple motion tween with several keyframes.

You will first extend the Timeline for all of the layers so they will be visible



10.

11.

12.

13.

14.

for the duration of the motion tween. Drag in frame 60 from the Front
Waves layer down to the Canoe layer. Choose Insert — Frame. You have
extended the Timeline for al of the layers to frame 60.

D Front Waves L IIIII -
D Back Waves o« @l
D Canoe a « « [ -

Next you will create keyframes for motion tween. Click on frame 20 of the

Canoe layer, and choose Insert — Keyframe.

Create keyframes at frame 40 and frame 60 in the Canoe layer.

]
[ Bark waves « o @,
[7 Cance # s+ 0

You are now ready to create the motion tween. Click on the keyframe.in
frame 20 in the Canoe layer. You will rotate the Paddling instance. How-
ever, its transform point is currently set to its top left corner./You wili~reset
the transform point so it is a the center of the movie clip’symbel; Choose
Modify — Transform — Free Transform. Drag the trarsfor m/point from
the top left corner of the Paddling instance to its center.

1 Ll N |

You can now enter a value,in the-Rotate field in the Transform palette. Type

10in the Rotate field in\the Transiorm palette. You,have sat the rotation
value for the keyframe atframe 20.

Click on frame 40 in“the-Canoe layer. Set the transform point to the
center of the Paddling instahce, and type —101in the Rotate field in the
Transform palefte“Yeu have set the rotation/vaitie for frame 40.

The keyframes at frames 1 and 60 already have the rotation value set to 0,
which is What you.want. However, you need to set the transform point for
the those keyframes so it is in the center of the Paddling instance. Click on
frame1 inthe.canoe layer. Set the transform point to the center of the
Paddling instance. Set the transform point to the center of the Paddling
instance in-frame 60.

D Front Waves LI - ﬂ
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15. At this point, you are ready to establish the motion tweens. Click on any
frame in the Canoe layer between frame 1 and 20, and choose I nsert -
Create Motion Tween. You have created the first motion tween. Add a
motion tween between frames 20 and 40. Add a third motion tween
between frames 40 and 60.

- @ O q 5 10 15 20 25 30 35 40 45, 50 55 60
D Front Waves + + @O 7 0
[[? Back waves + + @ 0
[ canoe g+« H . . — !

16. You are ready to view the animation. Press [Entef] to view, the animation.
The movie clip symbol moves. However, onty thefirst frame of the Paddling
animation is visible. In order to see the independent Paddling animation
within the movie clip, you need to preview_the movie.

17. Press [Ctrl][Enter]. The movie plays/in.a Preview/window. The Paddling
animation continuously loops, white the instance of the movie clip is ani-
mated by the motion tween.

18. Close the Preview window, and save the\Water Scene document.

Multiple Movie Clip Symbols

Within the same main movie Timeline, Or even within moyvieclip Timelines, you
can embed multiple movieclip symbol instances. This aliowsyou to create com-
pletely independent animations that use different durations,-and that can be
altered as necessary.

You will now animaie the waves objects as a moyie clip, and add it to the main
movie Timeline sq that you can have multiple indegerdent animations running.

TASK 16-3;
Combining /Multiple Movie Clip Symbols

1.~_Each\ef the waves objects has-already been converted to a graphic symbol.
You will now create a mgvie.clip symbol that will contain the animation of
the-waves.Choose Inseri's New Symbol. The Create New Symbol dialog
box appears. Type Waves Animationin the Name field, click the Movie
Clip radio button, and.click OK. You are now viewing the movie clip
symbol’s Timeling:

2. You will now prepare the layers in the Timeline for the two waves objects.
Rename Layerl/io Back Waves.

3. Create a new layer and name it Front Waves. Make sure the Front
Waves layer is above the Back Waves layer.

=50
[ Front Waves # « « @
D Back Waves « +« [0




10.

11.

12.

13.

You are ready to place an instance of the Back Waves graphic symbol into
the first frame of the Back Waves layer. Click on the first frame of the
Back Waves layer. Drag an instance of the Back Waves graphic symbol
from the Library window to the Stage.

You will resize the instance of the Back Waves symbol so it extends 50 pix-
els beyond the left and right edges of the Stage. Making sure the Back
Waves instance is selected, enter the following values in the Info palette:
Width: 650, X: 0, Y: 0. When you set the center point of the object so that
its X and Y values are 0, the center point of the object line's up with the
registration point of the symbol. This becomes important as you place sym-
bol instances on the Stage within other symbol Timelines, or within the main
movie Timeline.

Click on the first frame of the Front Waves layer. Drag an instance ¢f
the Front Waves graphic symbol from the Library window to the Stage.

You will also resize and position the Front Waves instance using the-Info
palette. Click on the Front Waves instance to select it, and type 6501in
the Width field in the Info palette. Line up the bottom, left, and right
edges of the Front Waves instance with the bottom, left, and right edges
of the Back Waves instance. (Hint: You can use the arrow keys to-nudge
the selected instance on pixd at a time)

You will now create several motion tweens for each of the waves ol ects.
You will begin by creating the keyframes. Drag from frame 12iv the
Front Waves layer down to frame 12 in the Back(Waves layer. You have
selected frame 12 in both layers. Choose Insert - K eyframe. Keyframes are
added to frame 12 for both layers.

280 I]_I = .5 ..... ]_;:I
[P Front waves « + [y |:|<
ad

[ Back Waves # + « ||,

You will add keyframes to both layérs at frames 24, 36, and 48. Drag-from

frame 24 in the Front Waves layer_down 10 frame 24 in the Back-Waves
layer. Choose Insert — Keyframe.

Insert keyframes in both layers at fraimes 36 and 48.

D Front Waves . :_D{ I.I—“; IIIII T D.' S 'D. uuuuuuuuuu :
[ Back waves F + + [ q e il =’ :
VN LN

You will now sé“the pesition of each waves object-in each keyframe. Click
on the keyframe-at-frame 12 in the Front ¥Waves layer. Type 50 in the X
field in the Info palette

Click on-the keyframe at frame 24 in the Front Waves layer. Make sure
that the value in the X field in the Info palette is 0.

Click onthe keyframe at frame 36 in the Front Waves layer. Type —50
in the X field in the Info palette.

Lesson 1: Symbols and Instances 15
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14.

15.

16.

17.

18.

19.

20.

21.

22.

Click on the keyframe at frame 48 in the Front Waves layer. Make sure
that the value in the X field in the Info palette is 0.

You are ready to build the motion tweens for the Front Waves layer. Right-
click in the Front Waves layer between the first two keyframes, and
choose Create Motion Tween from the shortcut menu. You have created
the motion tween.

Create motion tweens for the remaining keyframes in-the Front' Waves
layer.

Next you will specify the object positions at each keyframe for the Back
Waves object.Click on the keyframe at frarne 12 in theBack Waves
layer. Type -50in the X field in the Info paiette.

Click on the keyframe at frame 36/in thie-Back Waves layer. Set the X
value in the Info palette to 50. Make stire the X value is set to 0 in the
Info palette in the keyframes atrames24-and 48 in the Back Waves
layer.

Create motion tweens betwéen each of the keyframes in the Back Waves
layer.

You have finished creating the animation within the Waves Animation movie
clip symbol. You will now view-the main movie Timeline once again. Click
Scene 1 in the information barto view the main movie Timeline.

You will now aterdihe main movie Timeline for the Water Scene document.
You will begin by deteting both the Front Wavesand. Back Waves layers
from the Timeline._ This will also remove the giigiiia instances of the Front
Waves and Back Waves graphic symbols. You will then create a new layer
that will contain-an instance of the Waves Aximation movie clip symbol.
Click on'the Front-\Waves layer in thecTimeline. Click the Delete Layer
button |@ Delete the Back Wavesjayer:

Next(you will, create a new layer to.contain an instance of the Waves Anima-
tion ymovie ¢lip symbol. Create anew layer called Waves Make sure the
Waves fayer is above the Canoelayer in the Timeline.



23. Click on frame 1 in the Waves layer to select it. Drag an instance of the
Waves Animation movie clip symbol to the Stage. Set the X value in the
Info palette to 275, and line up the bottom edge of the movie clip sym-
bol instance with the bottom edge of the Stage.

24. You will now preview the movie. Press [Ctrl][Enter]. Flash'd ,

animation in a Preview window. Close the Preview window, and’s

file. Q /
4

Nested Movie Clip Symbols

When you viewed the movie, you could see both the es Animation and
dling animation sequences continuously |ooping. Howv .15/ each animation logped
for a different reason. The Waves Animation ce looped because it is
instance a movie clip symbol. The motio dling animation
looped because the entire movie loops by /defaul

8@}

r the Water Scen
tion tween of the

You can vastly simply the main movie Ti
accomplish this, you can simply con

he

will simply consist of two m
symbol instance, and o the

the movie is occurring oVi
Timeline to a single frame.

N
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1.

X
S

To convert an existing animation to a movie clip symbol, you simply need to
copy the frames that comprise the animation, and paste them_into the movie

All of the frames in the Canoe layer are selected, along with.the objects and

defined tweens in those frames.

Choose Edit - Copy Frames.

Q
Create a new movie clip symbal called Pad%;aton
ine, cli

animation is pasted into the Tim

on the first frame.

ie clip symbol is complete.

In the Paddling Animation movie %?p T . cl
Choose Edit - Paste Frames. The si % amed Canoe and the
Th

View the main movie Timeline.
You will now alter the mai
the Paddling Animation
the Waves layer to fra

O
now one frame in duration.

rie SO you can place an instance of
ag in the Timeline from frame 2 in

Next you will sw e instance of the Paddling nfé&g,c ip symbol, so you
can replace it with

bol, which cont

e
and cI'

layer,

[Backspace].

Drag
Libr

o,

ance of the Paddling Awimation movie clip sym-
ion tween. Click e 1 in the Canoe

e instance of the Paddling symbol to select it. Press

of the Paddling AQM movie clip symbol from the

the Stage. \
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9. The Timeline is complete. Press [Ctrl][Enter] to preview the movie. The
animation looks the same as before, but the Timeline is much simpler.

10. Close the Preview window. Save and close the Water Scene document.

Topic 10

Button Symbols

I
A button symbol’s Timeline differs from the Timelines of a graphic or movie clip i
symbol. A button symbol’s Timeline consists of only four frames; one for each ‘
button state. The four button states are Up, Over, Down, and Hit. The Up state i
appears when the button is in its normal, default state. The Over state appears |
when the viewer moves their cursor over the button. The Down state appears |
when the viewer clicks on the button. Finally, the Hit state doesn’t actually create
avisual change. Instead, it defines the hot area of a button, if you want to desig-
nate one that is a different shape or area than the contents of the other button
frames.

By placing keyframes in each of the four frames, you can contioi theseffect-of-the
cursor interacting with the button symbol. Just as with a Timéline ipl ,a graphic or
movie clip symbol, you create keyframes when you want the eantérit to ghange in
a particular frame, so you do not necessarily need to define a keyframe for each
frame. For example, if you are building a button that changes only wiien the
viewer clicks on it, you only will have keyframes in the Up and Down frames, ’
but not the Over and Hit frames.

You will begin by creating a simple button that consists-of static image states. In
this case, the button will change appearance when/the viewer moves the cursor
over the button, and will change to a different appearance ywhen the viewer clicks
on the button.

TASK 10-1:

Creating a Button Symbol with Static Image/States

1. Open the Bottlecap documentlocaied inside the FlastiMX Level 2 Data
folder. The Bottlecap fite,"which you created earlier, contains a single
graphic symbol calted’ Bottiecap.

2. You will now create a new-btitton symbol using the Eottlecap graphic sym-
bol as its basis.Choose Insert -~ New Symbol. The Cieate New Symbol
dialog box appears:” Fype Bottlecap Buttonir the)Name field. Click the
Button radio butiton, and click OK. You are ngw viewing the button sym-
bol’s Timeline, whicirconsists of four frames.

& G O|[ Up | over [Down] Hit
_ﬁa'yil —f? 0o o . |
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You will now build the button using static image states, beginning with the
Up state. Choose Window — Library to view the document’s Library
palette. Drag an instance of the Bottlecap graphic symbol to the Stage.
You will now align the center of the graphic symbol to the center of the
Stage. It's often important to align elements to the registration point on the
state so that you can create subtle and precise variations within an animation
or a change in an image state. The easiest way to do this i5to use the Info
palette.

Click on the center dot in the location proxy in the-tnfo palette, and
type 0 in both the X and Y fields. The Bottlecap giaphic symbol now lines
up with the registration point.

You want a spiral shape to appear in the center-ai-the button when the
viewer moves the cursor over the button.“To.do this, you will add a
keyframe to the Over frame. Just as you do with a regular Timeline, in order
for there to be change to the content, yau-need te_add a keyframe. By
default, the new keyframe will inherit.the content from the previous one, so
you generally build your Timelines fiom-left toright.

You will now begin by creating a new_layr in the button symbol’s Timeline
to place the spira shape. Createa new-layer. Name the layer Spiral, and
make sure that the Spirai layer/is abeve the original layer. Change the
name of the original layer to,Buttar

Next you will create a keyframeiri the Over frame of‘thie Spiral layer.Click
on the Over frame in the Spiral layer and choos¢’Inseft - Keyframe.

ﬁfiéi!jjl! Up

DSpiraI (? « «» [ o
DEutmn |\ + « -

Ower | Down | Hit

You/witl" asp add a frame to the Button fayer, so that the button shape still
appears in tine Over frame. Click of-the Over frame in the Button layer,
and choese Insert » Frame. Ygu do not want to insert a keyframe here,
because you are smply extending-t/ie content from the previous frame.

&g D“—-'l-_p‘ | Over |Down| Hit
N/ f 1 Over |
[ spiral g+ +« K |:0 |
DEutmn + . ﬁ!i_ %
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Now you will/open an existing Flash file that contains the spiral shape.
However, sinceithie shape is in the other file's Library, you can simply open
the Library without opening the document. Choose File- Open as Library.
The Open as Library dialog box appears. Select the Spiral.fla document
inside the Flash MX Level 2 Data folder, and click Open. The Spira
file's Library appears in a separate Library palette.



10.

11.

12.

13.

Click on the Over keyframe in the Spiral layer. Drag the Spiral graphic
symbol from the Spiral Library palette to the Stage. The Spira graphic
symbol is added to the current document’s Library, and the instance of the
symbol is now on the Stage. With the Spiral instance selected, type 0 in
the X and Y fields in the Info palette to line up the Spiral instance with
the registration point.

.

@
Finally, you will create another visua change for the Down frame, which
will appear while the user holds the mouse button down on the buttorn. You
will create a soft glow that will appear around the button. Create arew
layer called Glow, and move the layer to the bottom of the stacking

order in the Timeline. Click on the Down frame in the Glow layer;.and
choose Insert — Keyframe.

@& @ O|| up |over [Down] Hit
DSpiral « + [0 o | .
[P Button « +« [ i o
[ Glow g« « Ol o 0

Make sure the keyframe in the Down frame in-the Glow layer is
selected. Using the Oval tool, draw a circle/ Set its width and height to
150 using the Info palette. Use the Info palette to s9f its center point te:G
for both the X and Y values.

Fill the circle with pale yellow, and remove.the/stroke from the civcle.

You will now create a fuzzy edge arcund the|circle to create the giow effect.
Choose M odify - Shape - Soften Fiil. Edges. The Soften Fill Edges dialog
box appears. Type 8 in the Distance field. L eave the value in the/Number
of Stepsfield at 4.

Soften Fill Ldpes A'
Distarc= || [_ O _l
|

Mgkt of teps: |4 NCarcel |
Diractior: (%) Expand |

120 et | -h:l:_

Click OK,
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14. You will now extend the Spiral and Button layers to the Down frame so that
the both the button shape and the spiral shape continue to appear when the
button is pressed. Select the Down frame in both the Spiral and Button
layers, and choose Insert — Frame. The button shape now appears in all
three frames. The spiral shape appears in the Over and Down frames, and
the glow only appears in the Down frame.

& @ O|| ver |Over |Down| Hit
D Spiral + « O o | -
[ Button gl .
[J Glow « o« [] o o

15. You have completed the button. You will now xdew the imain movie
Timeline, where you can drag an instance_of-the-hutton you created to the
Stage. Click Scene 1 in the information hat.

16. Delete the instance of the Bottlecap graphic symbol from the Stage.
Drag an instance of the Bottlecap-Button-hutton symbol from the
Library to the Stage.

17. You will now test the buttori./in orderto see buttons operate, you need to
test the movie. Press [Ctri]{Entey]. Fiasi displays the movie a preview
window. Move the cur sor over /ihe bdtton. The content in the Over frame
now appears. Click on the.button. ¥While the mouse button is actually
pressed down, the content of the Dawn frame appears/Close the Preview
window, and save the file.

Working with-Animated Button States

While buttons with static image states are certaitly-irfipressive, you can add even
more dramatic//mpact to your buttons by using animated image states. By adding
a movie clip‘symbal to one of the button’s frames, the movie clip symbol’s ani-
mation will-play centinuously while the miguse is interacting with the button in a
way that/triggersthat particular frame. For-example, you can place a movie clip
symbol in'the Over frame of a button_-and-while the cursor is over the button in
the mavie, the movie clip’s animaticga will play.

Remember that because a movie/glip symbol plays independently of the main
mavie Timeline, a movie clip’ s-anirmation can play within a single frame. For this
feason;-if you want to add animation to a button state, you must use a movie clip
symbol. Animation within a-gregtic symbol will not work, because a graphic
symbol’s animation will iy pray when there are enough frames in the Timeline.

You will alter the Ovefframe of the button so that the spiral rotates while the
cursor is over the button_To do this, you will create a new movie clip symbol
with the Spiral shape rotating.



TASK 10-2

Creating a Button with Animated Image States

1. Create a new movie clip symbol called Spiral Animation. You are view-
ing the Spiral Animation movie clip’s Timeline.

2. Drag an instance of the Spiral graphic symbol to the center of the Stage,
and line up the center of the spiral shape with the registration point.

3. Next you will create a motion tween. Remember that this animation will
loop because it is part of a movie clip symbol. You have will have the spiral
shape rotate. Click on frame 12 in the Timeline. Choose Insert -
Keyframe.

4. You will now add a motion tween between the keyframes in frames 1 and
12. Right-click in the Timeline between the two keyframes, and ehoose
Create Motion Tween from the shortcut menu.

5. You will now use the Property Inspector to set up the motian tween:.Choose
CW from the Rotate drop-down list in the Property Ingpéctor. Type 14in
the Times field in the Property Inspector, if necessary. You have set.the
motion tween to have the shape rotate one time clockwise,

[ I-I Frame Tuserc | Felction w [] ol
Eigw: | -
Fotate: w i times

[ | Ossresopath  [#]8ge 7] Snip

6. You have completed the Spiral Animation movie clip symbol. Next you will
return to the Bottlecap Button Timeline, so thai.you can replace the static
Spiral graphic symbol in the button’s Cver/frarme with the Spiral Animation
movie clip symbol. Double-click on the.Rottlecap Button symbal in the
Library. The Bottlecap Button symbaels Timeline appears.

7. Click in the Over frame in the Spiral layer) and delete the instanee/of
the Spiral graphic symbol.

8. Drag an instance of the Spiral Animation movie clip symibol from the
Library to the Stage, and use the Lnio palette to set theinstance's
centerpoint so it lines up(with thei'egistration point_on the Stage.

9. You will now create alkeyframe;in the Down frame of.the Spira layer, and
you will place an instance.of the Spiral graphic syimbol. This will cause the
static spiral shapeio appear-along with the glow!around the button when the
button is pressed. Click ‘on the Down frame oi-the Spiral layer, and
choose Insert > Blank Keyframe. By inserting-a/blank keyframe, the con-
tents of the-Over frame’of the Spiral layer do not carry over to the Down
frame. With the keyframe in the Down frame of the Spiral layer
selected;.drag an instance of the Spiral graphic symbol to the Stage, and
usethelnfo.palette to set the instance's centerpoint so it lines up with
the registratiori point on the Stage.

10. You are ready to test the button. Click on Scene 1 in the information bar
to view the main movie. Press [Ctrl][Enter] to preview the movie.
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11. Move the cursor over the button. The animation plays.

12. Click on the button. The spira shape stops spinning, and the glow appears
around the button.

13. Close the Preview window and save the file.

Topic 1E

Managing Symbols and Instances

You have seen a little bit about symbols as you havecreated each symbol type.
However, using Flash's symbol management tools, and ciearly understanding the
relationship between symbols and instancés can meke-it/much quicker and easier
to build your projects, and can help you keep-your filesize (and download time)
down.

As you have seen, there are two ways (g create symbols. You can either convert
content that already exists on the/Stage\to-a syrnbol, or you can create a new
symbol and create content directly in the symbal’s Timeline. However, while
symbols are the building blogks of yodr Flash projects, it's the instances of the
symbols that actually provide contérit that the viewer accesses.

You will now work with the Bottlecap 'movie, creating several instances of the
animated button symbol. Fhis will help you to see how greating a button symbol
and working with instaneces saves you time when you use:that symbol multiple
times in your project.

TASK 1E-E:

Creating Instances

1. Makesureyou are viewing the-Battiecap movie's main Timeline. You
will now-rernove all of the layérs except one, since you only needed the
various layers to build the original button symbol. Click on Layer 4. While
holding'down the [Shift] key,.click on Layer 2. Click the Delete Layer
hutton. The Timeline now hés a single layer and a single frame.

N
.

Next you will add ingtances of the Bottlecap Button symbol. Drag an
instance of the Bottlecap Button symbol to the Stage.

You can resize anvingtance without breaking the link to the original symbol.
With the instance selected, type 50 in the Width field in the Transform
palette, and press [Enter]. The instance of the button is resized to 50
percent.

W
.

4. You can aso duplicate an instance without needing to drag a symbol from
the Library. With the button instance selected, choose Edit - Duplicate. A
duplicate instance appears. Drag the duplicate button instance below the
original.



5. You will now test the button instances. Press [Ctrl][Enter] to test the
movie. The Preview window appears. M ove the cursor over the button
instances, and click on them to see the buttons operate. Close the Pre-
view window.

6. When you use instances, you maintain a link to the origina symbol, so if
you change the symbol, the instances will change. Remember that the
Bottlecap button symbol uses the Spiral Animation movie clip symbol,
which in turn uses the Spiral graphic symbol. You will now alter the Spiral
graphic symbol to see how it affects the symbols based on it, and the
instances of those symbols. Double-click on the Spiral graphic symboal in
the Library. You are viewing the Spira graphic symbol’s Timeline.

7. Click on the spiral shape on the Stage, and choose M odify — Ungroup.
The spiral shape is ungrouped, so you can ater the various objects that cam-
prise the shape.

8. You will change the white portions of the spiral shape to pale yeltow. Click
on one of the white portions of the spiral shape and select a palezyeitow
fill color.

9. Fill the remaining white portions of the spiral with the’same paleydlow
fill color.

vy '

10. Click on Scene 1 in the information bar to/view the main movie
Timeline.

11. You will once again test the buttons. Préss [Ctrl][Enter] to test the mavie
Once again, the Preview window appears. Mevethe cursor over the
buttons. The buttons now use the new spiral color for both the spiral™~anima-
tion in the Over frame, and the static'spiral shape in the Down frame,
because the Spira Animation movie clip symbol uses the Spirai{graphic
symbol as its basis.

12. Close the Preview window. Save.the/Bottlecap file and/cinseit.

The Document Library

Each Flash document has its owrr Library. This is separate/ from the Flash com-
mon libraries that contain pre-formatted buttons, saunds, and other elements. As
you have already seen; the Kjbrary belonging to each#lash document is where
symbols that you-create in-Flash and imported graphics (which are automatically
converted to symbolswhen you import them) reside.

Once symbols are in_the Library, you can access them, organize them, examine
them, and otherwise‘manage these many building blocks that make up your
projects.
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As you have seen, using symbols can make content creation quicker. For
example, you used the Spiral graphic symbol as the basis for the Spiral Anima-
tion movie clip symbol, instead of building the animation completely from
scratch. Additionally, if you make a change to the Spiral graphic symbol (chang-
ing its color, for example), the Spiral Animation movie clip symbol will
automatically update to reflect that change.

When you do use symbols as the building blocks for your projects,-asyou
should, you wind up with alot of symbols. This is where the ability to-organize
them can really come in handy. In a Flash Library, you can create a hierarchy of
folders and subfolders to store groups of symbols.

TASK TE-2

Using the Symbol Library

1. You will open another file that contains a Library with a relatively large
number of symbols. Open the Préoader-Fiash file located in the
Flash MX Level 2 Data folder. Choase Window - Library.
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The file-gontains a large number of syimibols. The text was broken apart, and
eachi individuwal character was saved as\a graphic symbol. In addition,
another graphic symbol—Animated-i-—4‘contains animation that was created
from thefirst letter in the text Loading.

2.~ You wilp now organize the symmbols using the tools in the Library palette.
First,/you can change the way you are viewing the symbols in the Library.
You-Can choose to view ‘the Library palette in narrow or wide view. Click
the Wide Library View-hutton IE in the top right corner of the

Vibrary palette. You naw see more information about each symbol, which
will be useful asjyouadd instances of the symbols to your project, and link
symbols to a shared Vibrary.

3. Additionaly, yatwy/can change the order that you are viewing symbals. Click-
ing on a column heading in Library palette sorts the symbols by that
column’s information, and clicking the Sorting Order button toggles the sort-
ing order within the column. Currently you are viewing the symbols in
alphabetical order using the symbol’s name. Click the Sorting Order but-
ton E The symbols reverse order. Click the Sorting Order button again.

The symbols return to their original order.



4. You will now organize the symbols into folders. By creating folders, you can
make it easier to locate symbols you need more quickly. You will begin by
creating a folder to contain the graphic symbols that will make up the ani-
mated preloader. Click the New Folder button in the Library

palette. Flash creates a new folder in the Library palette.
5. Type Static Textand press [Enter].

6. You will now move the text graphic symbols into the folder to make the
Library window’s items more manageable. Click on the*a” graphic symbol
in the Library window. While holding down the [Shift] key, click on the
“0" graphic symbal. All of the symbols within the range are selected. You
now need to deselect the symbols you do not want to place in the folder.
You can select or deselect individual items by clicking on them while hold-
ing down the [Ctrl] key.

7. While holding down the [Ctrl] key, click on the Circle graphic.symbai;
and the Animated L symbol, if necessary. Drag any of the selected.sym=
bols to the Static Text folder. The selected symbols are placed inside-the
folder.

8. To view the contents of a folder, you simply double-click/0n its icon.
Double-click on the Static Text folder icon. The folder” exparids to display
its contents. You can collapse the folder by double-clickirig or/it a second
time.
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9. Save and close the Preloader-Eiasy document.

Duplicating Symbois

You will now build gentent-quickly by duplicating sytvibels and altering them.
Remember that when'yourbase one symbol on angther))if you change the parent
symbol, the child symibol will aso change. This letsyou create multiple objects
much faster, and-etsyou update the child objects automatically if the parent
objects change.

You wili~build anew Flash document that will contain a series of buttons you
will use for navigation. The buttons will be based on the animated Bottlecap But-
ton button symbel’you created in the Bottlecap Flash document.
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TASK 1E-3:

Duplicating and Altering Symbols

1.

[%7]
.

You will begin by creating a new Flash document, and then opening the
Bottlecap Flash file as a Library. Create a new Flash document. Choose
File- Open as Library. In the Open as Library dialog|box, select the
Bottlecap.fla document inside the Flash MX Level 2 Data folder. Choose
Window - Library to view the document’s Library-palette.

Drag the Bottlecap Button button symbol from ithe Bottlecap Library
palette to the new document’s Library palétte. Al feur’symbols move to
the new document’s Library palette because the Battlecap Button symbol
uses the Bottlecap, Spiral, and Spiral Animation symbals. Collapse the
Bottlecap Library palette.

You want the Up state of each button.in the navigation bar to display a label
for the button. You want that label to-disappearwhen the viewer moves the
cursor to the button. The easiest wely to do this is to create additional button
symbols based on the originay that\contain/the text label in the Up frame.
Click on the Bottlecap Bution symbelin’the Library palette, and choose
Duplicate from the Libiary di'gp-down list. The Duplicate Symbol dialog
box appears. Name the dupticate syfribol History Button. Double-click on
the History Button symbol in the Library palette toview its Timeline.

You will nhow add aext label to the button in the Up fraine. Create a new
layer above the others called Text. Click on the’'Up-frame in the Text
layer. Using the Text tool, create a History lab&; Format the label using
Arial, bold, 18 peint, black text. Use the Info palette to line up the His-
tory label with the center of the button.

History

§

S

Because you want the text+g disappear when the cursor is moved over the
button, you need to c¢ieaiea blank keyframe in the Text layer in the Over
frame. Otherwise, the text will stay visible within the other button states.
Click on the Over frame in the Text layer, and choose Insert — Blank
Keyframe.

Now that you have created the History Button symbol, you will create a Fla-
vors Button symbol using the History Button as its basis. Click on the
History Button symbol in the Library palette, and choose Duplicate
from the Library drop-down list. In the Duplicate Symbol dialog box,
name the symbol Flavors Button

Double-click on the Flavors Button symboal in the Library palette to
view its Timeline.



10.

11.

To complete the Flavors button, you simply need to edit the History label in
the Up frame of the Text layer. Click on the Up frame in the Text Layer.
Select the History label, and change the text to Flavors. Make sure the
center point of the text label lines up with the registration point. You
have completed the Flavors Button.

You will now create one more button symbol based on the History Button
symbol. Duplicate the History button symbol once again. Name the sym-
bol Merchandise Button View the Merchandise Button symbol’s
Timeline. Change the label for the Merchandise Button in the Up frame
of the Text layer to Merch. Make sure the center point of the text label
lines up with the registration point. You have completed the Merchandise
Button symbol.

You will now place an instance of each of the button symbols you built 6n

the Stage.View the main movie Timeline. Drag an instance of the/istGi'y

button to the Stage. Drag an instance of the Flavors and M erchandise
buttons to the Stage.

Select the three button instances on the Stage, and use the Transformi
palette to scale them to 50%.
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12. Arrange the button instances as shown below. (Hint: Use the Align pal-
ette to align and distribute the buttons on the Stage.)

7N\

History

) (

Flavaors

® (

13. Press [Ctrl][Enter] to test the movie. Each button shows the its labdl in its
tUp state, the animated spiral. shape in its Over state, and the static spiral and
giew-in its Down state. Close the Preview window.

14, ~Save the document,waming it Navigation and placing it inside the
Flash MX Level 2-Data folder.

Swapping Symbols

In the Preloader Flash file, one animation has already been created. It is the
graphic symbol Animated L that animates the letter L in Loading, using the L
graphic symbol as its basis. As you learned before, graphic symbols may contain
animation. The main difference between a graphic symbol’s animation and a
movie clip symbols animation is that the movie clip’s animation is independent
of the main Timeline, while the graphic symbol’s animation is subject to the main
Timeline. If you do not want the animation to loop independently, a graphic sym-
bol is often preferable.



You will now create additional movie clip symbols to animate the other charac-
ters in the preloader animation. To do this, you do not have to create everything
from scratch. Flash gives you the ability to quickly change the symbol or sym-
bols that are used within another symbol. Because of this, you can simply
duplicate and rename the Animated L graphic symbol, and then change the
graphic symbol it uses as the basis of its animation.

TASK1E4 0!

Using Symbol Swapping

1. Open the Preloader Flash file inside the Flash MX Level 2 Data folder.
View the document’s Library.

2. You will begin by examining the Animated L graphic symbol. Double-click
on the Animated L graphic symbol in the document’s Library paiette to
view its Timeline.

3. TheAnimated L isin the center of the Stage. Click on thefegistration
mark to select the L graphic symbol. By examining the’Property Inspector,
you can see that the Animated L graphic symbol uses thied. graphic syrnbol
as its basis. You will now duplicate the Animated L graphic symbol; and
then in the duplicate, you will change the graphic symbol used.as/its basis.

4. Making sure the Animated L graphic symbol is selected in the Library
palette, choose Duplicate from the Library drop=down list. The Duplicate
Symbol dialog box appears. Type Animated oin-the Name field, make
sure that the Graphic radio button is selectéd, and-click OK.

5. You now simply need to open the Animated o-graphi¢/symbol you just cre-
ated, and swap the L graphic symbol used within with the o graphic symikal,
Double-click the Animated o graphic symboi-in)the Library palette to
view its Timeline. Click on the keyframe in frame 1 of the Text iayer:
Click on the selected text object aon.the Stage, and click Swap i-tha
Property Inspector. The Swap Symboi-diaicg box appears. Click ©\in the
symboal list, and click OK. The-Animated o graphic symbol now-uses the o
graphic symbol as its basis. You can-preview the animation/ty clicking the
Preview button in the Library~window, Click the Preview-button in the
Library window. The animation plays. It now uses the o symbol.

6. Using the above steps, createanimated graphic syrols to animate each
of the remaining characters.in the word L oading.

7. Create a new folder-inthe Library palette catted-Animated Text and
place all the aniwiated )graphic symbols yoticreated into the folder.
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10.

i1.

12.

You want each of the animated graphic symbols to begin playing at a
dlightly different time to create a rippling effect. In general, you do not want
to place multiple animated objects on the same layer in a Timeline, as this
can severely slow down performance. Additionally, it is often easier to alter
animations if each object is on a separate layer. You will now create a layer
for each graphic symbol instance. View the main movie Timeline. Create a
new layer, naming it L. Create additional layers, naming-them o, a, d, i,
n, and g.
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You will extend the Timeline for d! of the [ayers so that it spans 25 frames.
Drag in frame 25, from the top layer to/the bottom, and choose Insert -
Frame. You have extended ihe Timelinefor each layer to frame 25.

You will now create keyframes'for each of the layers, so that the movie clips
containing the animated text can-bé staggered on the main Timeline. You
already have a keyframe in frame/1 of the L layer bydefauit, so you will
begin with the o layér, Create a keyframe in frame 3 &/'the o layer. Cre-
ate a keyframe in“frame 5 of the a layer. Continuetreating keyframes in
each layer two frames.after the previous layertskeyframe.
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Next you will copy and fraste\each of the letters in the word Loading cur-
rently in Layer 1 into iés:¢arrect layer, in the correct keyframe. Later, you
will swap those letterswith instances of the animated text. Click on the
keyframe in frame 1 invthe Layer 1 layer. Click on the L to select it.
Choose Edit - Ciit. €lick on the keyframe in frame 1 of the L layer.
Choose Edit - Paste’in Place.

Click on the oer the Stage to select it. Choose Edit - Cut. Click on the
keyframe in frame 3 of the o layer. Choose Edit - Paste in Place.



13.

14.

15.

16.
17.

18.

19.

Continue cutting and pasting in place to place all of the lettersin the
appropriate keyframe on the appropriate layers. Delete the Layer 1
layer.
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Now to complete the preloader, you are going to build, you will simply
swap each of the static text symbols with the animated graphic symbols in
each keyframe. This will allow you to have the animated symbols pasitioned
exactly. Click on the keyframe in frame 1 of the L layer. Click on the
letter L on the Stage to select it. Click Swap in the Property I'nspector.
The Swap Symbol dialog box appears. Choose Animated L in the-Ani-
mated Text folder in the symbol list and click OK. You have siapped the
static text instance with the animated instance.

Swap each of the static graphic symbols for their anjimated/countefparts.

You have completed the initial preloader animation.
Press [Ctrl][Enter] to test the movie and preview the animatien.
Close the Preview window.

Finally, you will copy the entire preloader aniyation-you just created to a
movie clip symbol, so that you can easily useé it in another Flash file.
Choose Edit - Select All Frames. Choose Edit-» Copy Frames. Create a
new movie clip symbol called L oading Ahimaticn:"Click on the first
frame in the movie clip symbol’s Timeline, and,choose Edit - Past&
Frames. All of the layers and objects are pasted-into the movie clipssyiis
bol’s Timeline.

Save and close the Preloader file:

Summary

In this lesson, you learned abouit the three symbol types and the best use of
each one. You created graphic symbols for text and animation, movie clip
symbols for independeint enimations, and buttoi'symbols to create naviga

tion controls. You learned now to use symbols witkin other symbols, and

how to combiine.symbois and instances to create content, as well as to use

the Library-to organize symbols.
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Lesson Review

1A

1B

1C

1D

1E

What are the three types of symbols available in Flash?

Graphic, movie clip, and button symbols.

How do you convert an object to a symbal in Flash?

Select the object, and choose Inseffonvert to Symbol.

How does animation in a movie clip symboal differ from\animation in a
graphic symbol when viewed in the main{movie Timeline?

Animation in a movie clip symbol plays.independently of the main Timeline,
so the entire animation only uses one frame in the’ main Timeline. Animation
in a graphic symbol is dependent‘en the main-Timeline, so if the main
Timeline stops, or if there are not enough frames in the main Timeline, the
graphic symbol’s animation stops; as weit.

To add animation to a button’s frame, what type of symbol do you need
to use for the animation?

A movie clip symbol.

How do you replace the instance’of one symbaol with an instance of
another in the main movie or within a symbol?

Select the symbolyou want to replace, and clicksthe Swap button in the
Property Inspector.



Organizing Large Projects LESSON
l')
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L

Overview )
Data Files
In this lesson, you will use scenes and labels to organize larger and more Scenes.fla

extensive projects. Scenes alow you to divide long complex Timelines into
manageable chunks. Labels let you refer to a frame by a name instead of a

New Flavors.fla

number, making it easier to keep track of critical points in your Timeline, Lesson Time
and making it much easier to refer to those critical frames when using 30 minutes
scripts in Flash.

Objectives

In order to more easily build and organize large projects, youw'will:

2A  Use scenes to organize content in large complex Timelines,

You will section long Timelines using scenes, keeping the Timeline from
becoming unwieldy, and alowing you to build your project in manage-
able portions.

2B Create frame labels.

You will attach labels to frames to mark critical areas in a movie's
Timeline.
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Topic 2A

Scenes

Many of the projects you will create in Flash will be extensive, Often they will
contain numerous interactive elements and independent animations, tn-addition, a
Timeline that is built in a single linear fashion can often beceme unwieldy as it
gets larger.

Flash offers a number of features and tools that allow you to effectively manage
large projects. Scenes provide a way to divide atarger project into more manage-
able chunks. Instead of using one large single Timeline, yeu can segment a
project into individual scenes.

You will divide a project into several sceries so-tihalyou,can manage the overall
project more easily. The project you will work with censists of severa elements.
First, is an animation using a binoculars mask, foliewed by the water scene you
created earlier, followed by an opening page where viewers can navigate to vari-
ous pages in a site.

When you have multiple sections/in a project; it's much easier to divide the con-
tent into scenes instead of stringing the content along one Timeline. By using
scenes, you can build sections of your project, allowing you to build the portions
of the project in any order, and make chariges to those sections without affecting
the others.

If you did not use scenes, the Timeline's length would tiake it unwieldy to
manage. In addition, you-will later add interactive elements+io the project, allow-
ing you to move to different-areas of the main moviexliithis case, it is easier to
have the main Timeline‘move to another scene ingtead, of to a specific frame in
the main Timeline independently.

You will open‘an existingHash movie that contaips an animated layer mask in a
single scene. You will then add a scene ang’impert content into the new scene.

pa
.

Open the Scenes.fla fife.inside the Flash MX Level 2 Data folder. This
file's animation will &ethe first thing the viewer will encounter in the Flash
movie you are building. Currently, this file has one single scene. You will
rename the sceney and then will add another. To do this, you will use the
Scene inspector=Choose Window — Scene to view the Scene inspector.

Double-click on Scene 1 in the Scene inspector to select its name. Type
Binoculars and press [Enter].



2. You will now add a second scene. Click the Add Scene button in
the Scene ingpector. Change the new scene's name to Paddling.

By B
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3. To move between scenes, you simply click on the scene in the Scene '
inspector. Click on the Binoculars scene in the Scene inspector. You are |
now viewing the Binoculars scene.

4. Click on the Paddling scene in the Scene inspector. You are viewing the
Paddling scene's Timeline once again. Next you will copy the paddling
scene's contents from the Water Scene Flash movie.

5. Open the Water Scenefla file in the Flash MX Leve 2 Data folder:

6. Choose Edit - Select All Frames. All of the frames in the movie, ‘and-all
the objects in the frames are selected. Choose Edit — Copy/Frarmes. Ciose
the Water Scene file without saving the changes.

7. Making sure that the Scenes file is active, and that Paddlingis'the cur-
rent scene, click on the first frame in the Timeline, and choosg Edit —
Paste Frames. Flash pastes the content into the Timeiine, and imports the
symbols used into the Library.

8. Save the Scenes file and close it.

?om
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Frame Labels

As you build more complex projects that eontain longer Timelines, it is‘often dif-
ficult to keep track of frame numbers, especialy as you changeshe.lengths of
Timelines. For example, you may introduce a new object on frame 150. However,
if you later adjust the Timeline\what was on frame 150 may ‘\have moved to a
new frame number. You.can add iabels to a frame that are-attashed to that frame,
so even if the frame moves;-the label will always be attached, and anything in the
movie that refers to that |abel.

Additionally, when you are creating scripts within yeuFiovies, it's often easier
to refer to a meaningfui_riame/in the script than té-a frame number which might
mean little to someone examining or troubleshooting the script. You will now add
labels to the New FHavars.fla file in order to make it easier to later create a
preloader for'ine file.
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Adding Labels to a Timeline

1. Open the New Flavorsifla file located inside the Flash MX Level 2 Data
folder. Add a layer called Actions/Labels and make surgit is the top
layer in the stacking order.

2. You will add a Start label to the first frame in the Timeline. L ater, when you
insert frames at the beginning of the Timeline for & pre=loader, the Start 1abel
will consistently mark the beginning of the content currentiy in the movie.
Click on frame 1 in the Actions/L abels layer. Type Startin the Label
field in the Property Inspector, and press [Enter]. You have labeled frame
1 Start.

r
g
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3. You will now create another/label ‘atthe end of the Timeline. When you
want to create a new label/ you needto_create keyframe. Click on frame
300 in the Labels/Actiong layer/and, choose I nsert - Keyframe. Type End
in the Label fidld in the-Preperty Inspector. Later, you will use these
labels as you insert a prel oader animation into the Timeline.

4. Save the New Flavars file and close it.

Summary

In this lesson, you worked with two techinigues to help you manage large
and cornplex projects: scenes and labeis. You added a scene to an existing
movie and imported content into that scene, alowing the movie Timeline to
be divided.into/sections. In additian, you attached labels to frames in order
to'make it easier to refer to criticalargas in a Timeline.

~\-Lesson Review

A How do you create @ new scene in a movie?

o

Click the Add-Scene button in the Scene inspector.

2B How do you label a frame in the Timeline?

Select a frame, create a keyframe, and type a label in the Label field in the
Property Inspector.
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Interactivity in Flash LESSON
n

J

Overview )
Data Files
In this lesson, you will add a number of interactive features to your Flash Scenes.fla

movies. You will provide non-linear playback of a movie and basic
interactivity within a movie by adding the Go To, Load Movie, and Get
URL actions to frames and buttons. You will also create more advanced

Navigation.fla
New Flavors.fla

interactive content including remote rollovers and expanding menus. Finally, Z/story. l;);ml/

you will create a preloader to ensure smooth playback of larger movies. n?evr?:;sz.ang;s e himl
Lesson Time
2 hours

Objectives

In order to add non-linear playback and interactive features t@ your Flash
projects, you will:

3A  Provide non-linear playback capability to your Flash movies.

You will attach the Go To and Load Movie actiohs to frames that have
the movie go to specific frames and scenes in amovie, and to load exter-
nal movies that have already been created.

3B Add more advanced interactive elements'to a Fiash movie.

You will create animated remote roliovers and_custom expanding menus
that will provide attractive and professional_interactive elements in yaur
Flash movies.
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Topic JA

Basic Playback Control

Up to this point, you have created animations that are generaly iinear in nature,
that run from start to finish with no interaction from the viewer/ However, in
Flash, you can add interactivity to your movies, so that the viewer can control
what goes on within the movie. Flash’s capabilities for interactivity-are practi-
cally limitless. You can use Flash to create anything frory-mevies wiiere the
viewer can control playback to advanced games, puzzles, or othegr applications.

An action in Flash alows for non-linear playback afid interactivity that makes
Flash movies more than a linear presentation. You, can-aitach an action to either
an instance of a symbol, or to a frame. For example, youcan attach an action to
the instance of a button symbol to have a¥house click-cfy the button send the
viewer to another frame or scene in the-movie, or.to load a Web page. You can
attach an action to a frame in order to create a werking preloader. But this is only
the beginning of what you can do with/iasih-thirough actions.

Switching Scenes

You will now connect scenes withir-the’Scenes.fla movie using the Go To action.
You will add a Go To action to a frame’to accomplish this/\When the Timeline
gets to that frame, the GoTo action attached to it will edecute!

TASK 3A-1:

Using the’Go Te Frame Action to Switch Scenes

1. Openthé Scenes’document located-inside the Flash MX Level 2 Data
folder. Choose Binoculars from the Edit Scene drop-down list to view
the Binoculars scene.

'>;| »,-_'g LUt
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Next you will add a{ayeror the actions and any labels you will add later.
Add a new layer called~Actions/Labels and place it at the top of the
stacking order.

N

3. Thereis aready akeyframe at the end of the scene. However, you need to
add a keyframeto the last frame in the Timeline in the Actions/Labels layer.
In order to add an action or a label to a frame, you should always add a
keyframe to that frame in the correct layer. Add a keyframe to the last
frame of the Timeline in the Actions/L abels layer.



4.

5.

Choose Window - Actions to view the Actions palette.
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You will now add the Go To action to the frame. Making sure th
keyframe you just created is selected, click on the Actions cat
the Actions list to expand the list of available actions within t
category. Click on the Movie Control sub-category to
necessary.

Double-click on goto in the Actions list. The Go To ac
the frame, and the action’s settings how appear.
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7. You will have this frame go to the first frame in the Paddling scene. Choose

Paddling from the Scene drop-down list. Make sure that the value in the
Frame field is 1, and that the Go To And Play radio button is selected.

D
¥ Actions - Frame =
EI- Actions for Frame 96 of Layer Name Actions/Labels 3 @

_@ Actions goto - Go to the specified frame of the movie

@ Movie Contral m @ a4
t
g i @ Go to and Play C Go to and Stop
@ i Scene: 'Faddling = E‘
@ stop H Type: Frame Mumber ?
@ stopAllSaunds Pt m
Browser/Metwork —
E Movie Clip Control + - }5} '?’é ?}? EE =
@ duplicateMavieClip + | |gotoRndPlag{"Faddling”, 13; N
g anCHaEvent B i

Line 1. gotoAndPlay{"Paddling"”, 1},

8. Close the Actions palette. An a marker-appesars in the frame, indicating that

an action exists on that frame.

9. You have finished adding the Go,To actior to the frame. You will now pre-

view the movie and see its operation. Rress [Ctrl][Enter] to view the
movie. The Preview window.appears. /The Binoculars scene plays through
once, followed by the Paddling scene. Because the Paddling scene is only
one frame long, you do not see the Paddling animatian giearly. You will fix
this in the next task./Close the Preview window.

Loading External. Movies

Often complex, projecis are/ouilt in pieces. As you-have seen, you can copy
frames, layers, ohjects, and symbols from one-movie to another with relative
ease. However, therermay be times when you are working with exported SWF
files, and/donot have access to the original.Ft:A files, or you want to have mov-
ies superimposedt on each other.

You €an_load-one movie into anotheiusing Flash's Load Movie action. When
you load a-movie, the primary mgvie determines the size of the Stage, the Stage’'s
backgrounii¢olor, and the movi€ sframe rate.

When you’ use the Load Movie action, you determine its location on the server by
specifying the URL. In additien, you determine its level, which controls whether
or-nct movies are superimpased on each other.

THe main movie is sel/at ievel 0. By loading a movie using a higher level, the
loaded movie will play~err'top of the main movie. However, loading the movie
into level O will usload) the main movie, replacing it with the loaded movie.

You will have a separate movie load into the Scenes movie. In this case, you will
load the movie so that its Timeline replaces the current movie's Timeline.



TASK 3A-2

Using the Load Movie Action

1.

You will add a button to the Paddling scene that you will use to attach the
LoadMovie action. However, you first need to add a Stop action to the
single frame in the Paddling scene to have the playback pause at that frame.
When you add a button to a frame, the main movie needs to stop so that the
viewer can access the button. Choose Paddling from the Edit Scene drop-
down list to view the Paddling scene.

Create a new layer called Actions/Labelsand place it at the top of the
stacking order. Because this is the only frame in the scene, there is already
a keyframe by default.

With frame 1 in the Actions/L abels layer selected, view the Actions
palette. Double-click on Stop in the Movie Control sub-categofyin the
Actions category in the Actions list. There are no parameters for the Stop
action, so it is complete.
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You are ready to add a button to_the scene/Create another layér called
Button. Place the Button layer-helow the Actiong/L abels layer-iyy/the
stacking order. You are now.viewing the button symbol’s Jimeline.

a@u%
[ Actions/L... . . il
[ Button @~ i‘

[J waves « |
B Canoe e ._i E

Create a new button symbol called Land Ha:Button.

In the Up/frame;.use the Rectangle tool to create a rectangle that mea-

sures 50 pixels wide by 20 pixels tall, with its center point lined up with
theregistration point on the Stage. Fill the rectangle with a solid yellow
color, and-remove the stroke.
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7. Create a new layer above the first one, and using the text tool, create a

label for the button with the text Land Ho! Format the text as Arial, 10
point, bold, black. Center the text over the rectangle.

LansHHol

8. You will not create any visua feedback for the button, so not have to
add anything for the other button frames. Navigate to the(Pad scene
0

once again. Click on frame 1 in the Button layer, an e an instance
of the Land Ho Button symbol near the top left Stage.
/'/\\

Y

N
9. You Wi%h the LoadMovie the instance of the button.
M aki re theLand Ho B instance is selected, choose
Wiridow — Actions to view the Actions palette, if necessary.

10.

u t the Index categ the Actions list to view al of the avail-
ionsin Flash. The lisp di s each action name, as well as the
it resides in. Clic the Index category in the Actions list.

11. le-click on Load in the Actions list. The LoadMovie action is

attached to the button.i ce.
% You now need to ify the URL of the SWF file that you want to load.

You cannot load Flash files. Instead, you need to export a Flash file
that you wan to a SWF file. When specifying the URL of the SWF
file, you can absolute or relative URL. In this case, you can simply

type the name of the SWF file since it is located in the same folder as the
current movie. If you do use a relative URL, you need to be sure to maintain
the same file structure when uploading to your Web server in order for the
LoadMovie action to continue to work properly. Type main.swfin the URL
field.



13. You want the movie level to remain at 0, because you want the main.swf
Timeline to replace the current movie's Timeline. Make sure that 0
appears in the Location field.
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14. Close the Actions palette.

15. Preview the movie, and click the Land Ho! button. When you elick the
button in the Paddling scene, the main.swf movie loads:

16. Close the Preview window. Close and save the Scenes file.

Web Navigation Controls

Because your audience will primarily view your Flash centent within a Web
browser window, you can use Flash as a dynamic'frant end for accessing other
Web content, whether it is on your site or o-afy externa-site. The Get URL
action allows you to specify an absolute or réative URL, as well as a target-witv
dow, letting you control which files appear,-and inwiich browser window-those
files appear.

You will add the Get URL action to the buttensyou created in the Mavigation
document, having those buttons access various HTML files that you will/eventu-
aly upload to your Web site.

TASK 3A-3:
Attaching the Get URL Action to a Button

1. Open the Navigation.fla’'document.

2. Click on theHistory button instance on the Stage, and choose
Window = Actions

3. You can access.a hierarchical list of actions by holding down the mouse but-
ton on the-New Item button(the plus sign). Choose Actions—- Browser/
Network — GetURL from the Item drop-down list. The Get URL action is
added, and the parameters for the action appear.
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6.

N =

Just as when specifying the SWF in the LoadMovie action, you need to use
the URL that will actually exist when you upload your files to your Web
server. In addition, as with the LoadMovie action, you can use an absolute
or relative URL. You will use arelative URL, and you will export this file
as a SWF into the Website folder, where all of your Web-ready files are
located. Because of this, the relative URL will simply be the name of the

You can aso select a target window for the linked URL. . you
want to have the URL open in a new browser window e viewer
can easily close it and return to the movie. Choosg om the Win-
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7. Attach a Get URL action to the Merchandise button that points to the
mer chandise.html file. Have the URL open in a new window.
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8. Because the URLSs you used assume the final SWF file will be locaied-in the
same folder as those HTML files, you will save a copy of the Navigation
Flash file in the Website folder, as well. This way, when yoU/test the mavie,
the URLs will operate properly. Choose File- Save As. J1/the Save Asdia-
log box, name the file Web Navigation and place it in the Websitefolder
inside the Flash MX Level 2 Data folder.

9. You will now test the buttons. Press [Ctrl][Enter] to preview theé Flash
movie. The Preview window appears. When you click on one of the buttons,
your Web browser launches, displaying the linked page.

10. Close the Web browser window, and close the Preview window.

Topic 38

Creating Advanced Navigation Controls

So far you have created simple navigation-bars using only standard button
Timelines and simple actions. Yeuwill noy.extend the principlesyiou learned
into creating more complex navigation-elements, including animated remote
rollovers and expanding menus!

Using Button Events

As you have worked ‘'with-buttons so far, you havelused a button Timeline itself
to create visua changes in the button based on the ceritents you have placed in
each frame of the-hutton Timeline.

Additionally,~you_can use button events to control scripts. However, generaly you
will not do this witihin the button symbol’s Timeline. Instead, you will attach the
script you want-to an instance of the button, and select the button event or events
that you want to-trigger the script.

.l

When you are actually
creating content for a Web
site, you would not generally
save your native Flash file
inside the folder reserved for
Web content. Instead, you
would publish the file,
placing only the SWF and
companion HTML files in the
Web content’s folder.
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You can click on a button
instance to view the
registration point to help you
locate the center of an object
when setting a guide.
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For example, you use a button symbol’s Timeline to create a visual change to the
button when the viewer moves the cursor over it by placing certain contents in
the Over frame. To actually make something additional happen in the main
Timeline when the viewer moves the cursor over the button, you attach a script to
the Over button event for an instance of the button.

It's important to remember that you generally reserve the contents-of the button
symbol’s Timeline only for visual changes to the button. To add interaction in the
movie, you work with an instance of the button.

You will now build a series of remote rollovers using the-buttons yaui created in
the Web Navigation document. While clicking on the bdtton triggers the Get URL
action for each button, you will have additional explanatery messages appear
when the viewer moves the cursor over the button, and disappear when the
viewer moves the cursor away from the button.

You will begin creating the remote rollovers byvactually assembling each of the
animated messages that will appear when maving the.cursor over each button and
out of the same button. You will use mavie clip-symbols, because this way, those
animations can play within a single frame-of the main movie's Timeline.

TASK 38-1:

Creating the Remote Roitaver Movie Clip Symbols

1. Inorder to make it easier to place and edit the reméte reliover movie clip
symbols on the Stage, wou will place several guides orvthe Stage. Choose
View - Rulers. Now that you see the rulers, you'can-add guides to the
Stage. You add aguide by dragging from thejules.

2. You will_create a-horizontal ruler guide to line.up with the vertical center of
the History-button:Position the cursor _ifi.the horizontal ruler. Drag down
onto the Stageto)create a horizontal/ guidé, and release the mouse but-
ton when the guide lines up with the vertical center of the History
butien.

3. ‘Create two more horizontal guides that line up with the vertical centers
of the'Rlavors and Merchafdise buttons.



Create a vertical guide that lines up with the 250 pixel mark on the
horizontal ruler. Choose View — Guides— Lock Guides. The design grid
you created is now locked, so you will not inadvertently move the guides
while you are positioning objects.

e

You will first create the movie clip animation for the(History message. Cre-
ate a new movie clip symbol, and name it History-NMessageYou are now
viewing the movie clip symbol’s Timeline. However, in-arder to build the
animation, it will be easier to see what it looKs'like-in\the context of the
main Timeline. To do this, you will use the Edit_in Place option.

View Scene 1. Drag an instance of the distory Message movie clip sym:
bol to the right of the History button,-releasing/the mouse button“wkien
the top of the arrow cursor lines Wp with the intersection of the haxizon-
tal and vertical guides. Making sure the instance is selected, choose

Edit - Edit in Place. The buttons on'the Stage are dimmed. Y@l are viewing
the movie clip symbol’s Timeling; but you are actually able to see-the other
elements on the Stage. However, only.elements within the yhovie clip sym-
bol can be edited.

Using the Text tool, create a text object on the Stage tantaining the fol-
lowing text: Click heie to find,out how Jammin’ Juice got startedPress
[Enter] after the words “out’ and “Juice” to create line breaks. Format
the text as Arial; 12 point;-bold. Make sure the color is set to black.

Click here to find ou|
how Jammin' Juice
got started

You will new~convert the text to a graphic symbol. While you could build a
motion-tween using a standard text object, by creating a graphic symbol, you
make it easier to re-use the animation within the movie clip symbol using
another graphic symbol. Convert the text you just created to a graphic
symbol called History Message Text

B

If you can not line up the
movie clip symbol exactly
with the guides using the
mouse, simply use the arrow
keys.
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10.

1

12.

A
[9%)
.

1.

You are ready to use the History Message Text graphic symbol you created
within a motion tween for the History Message movie clip symbol. For the
motion tween, you will have the text move into place from above the Stage,
fading in as it moves. Position the instance of the History Message Text
graphic symbol so that its bottom edge lines up with the top edge of the
Stage. Set the X value in the Info palette to 0.

Click here to find out
how Jamrin' Juice
got startec!

|

Choose Alpha from the Color drop=dewn list in the Property I nspector,
and use the Color dlider to set thie' valtue ta 0. You have positioned the
text, and set the transparencyto 0'\for the initial keyframe in the motion
tween.
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Next you will create/a keyframe for the end of animjaiicn/Create a
keyframe in frame-12 of the movie clip Timelin€-Making sure that the
keyframe in frame 12 is selected, set the X and-Y_values of the instance
of the History iviessage Text graphic symbol-to\Q. Use the Property
Inspector to &2t the'Alpha value to 100%.

S/

Click here to-find out
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got startec
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Yeu are ready to create thie-tmotion tween. Right-click in the Timeline
beiween the two keyframes)/and choose Create Motion Tween from the
shortcut menu. You have.completed the motion tween for the History Mes-
sage movie clip symboi:

You now need to.add/a Stop action to frame 12 to keep the movie clip sym-
bol from loopiing-~Normally, you would create a separate layer for actions to
make it easier ta.fioubleshoot the Timeline, but in this case, you will simply
add an action to the keyframe in frame 12 in the layer with the other
content. Click on the keyframe on frame 12, and choose Edit — Deselect
All to make sure no objects are selected. Add a Stop action to frame 12
using the Actions palette.



14.

15.

16.

17.

18.

19.

You will now build the other movie clip symbols to associate with the Fla-
vors and Merchandise buttons by simply duplicating the History Message
movie clip symbol, and altering the duplicates. As you do this, you will see
how using symbols as the building blocks of your projects can really stream-
line your work. Duplicate the History M essage movie clip symbol, and
name the duplicate symbol Flavors Message

To alter the Flavors Message movie clip symbol for use with the Flavors
button, you need to do three things. First, you need to create a Flavors Mes-
sage Text graphic symbol. Then you need move the initial position of the
message object. Third, you need to swap the graphic symbol used in the
animation.

You can easily create the Flavors Message Text graphic symbol simply by
duplicating and altering the History Message Text graphic symbol. Duplicate
the History Message Text graphic symbol, and call the duplicate symboi
Flavors Message TextDouble-click on the Flavors Message Text symbal
in the Library palette to view its Timeline. Using the Text toof;.Change
the text to: Click here to check out our newest flavor creations-ana-vour
old favorites Press [Enter] after the words “out” and “creations’ to cre
ate line breaks.

Click here to check out
our newest flivor creations
and your old favorites

Reset the centerpoint of the text object so its X ard Y values are 0. View
the main movie Timeline once again.

You will now alter the Flavors Message movieclip-symbal. Once again, you
will want to edit in place, so that you can visually pesition the start of the
motion tween. Delete the instance of the History M essage movie clip
symbol. Drag an instance of the Flavors/M essage-movie clip to the
Stage, positioning it to the right of the/Flavars.button, lining it up/with
the inter section of the second horizontal guide-and the vertical guide.
Make sure you are lining up the registration point of the instance, and
not the bounding box of the text cbject within the movie clip~Rouble-
click on the registration point{of.the movie clip instance. Yot-are now
editing the Flavors Message movie ciip instance in place.

You will now alter the injtial pesitien/of the History Megsage Text graphic
symbol, and you will théri'swap it with an instance of the-Flavors Message
Text symbol.Click onframed in the Timeline, and-glick,on the instance
of the History Message Text graphic symbol on the Stage. Position the
instance of the History-Nressage Text graphic gymbol so that its bottom
edge lines up witit'the top edge of the Stage, Set-thie X value in the Info
palette to 0. Click-Swap) in the Property Ingpector. In the Swap Symbol
dialog box, select Flavors M essage Text from-irie symbol list and click
OK.

Click on-frame 12 in the Timeline, and click on the instance of the His
tory~Message Text graphic symbol. Swap it with the Flavors Message
Text symbol. The movie clip animation is complete.
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20.

21.

22.

23.

24

Finally, you will use the above steps to create Merchandise Message movie
clip symbol, along with a Merchandise Message Text graphic symbol. Dupli-
cate the History Message Text graphic symbol. Name the duplicate
Merchandise Message TexChange the text in the symbol to the follow-
ing: Click here to check out our latest Jammin’ Juice hats, beach towels,
and coolers. Press [Enter] after the words “out” and “Juice” to create
line breaks.

Click here to check out
our latest Jamreiin' Juice
hats, beach towels, and coolers

Duplicate the History Message movie clig_symbol. Name’the duplicate
Merchandise Message. View the main moviéTimeline Delete the
instance of the Flavors Message movie €lify’ symboi Place an instance of
the Merchandise M essage movie clip syimbot-on the Stage, lining up its
registration point with the inter sectiori~of the-hottom horizontal guide
and the vertical guide.

Edit in place, and position the text object-in the frame 1 so its bottom
edge lines up with the top &ige of the Stege. Use the Property I nspector
to swap the History Message Text graphic symbol instances in frames 1
and 12 with the Merchandise/Vi'essage Text graphic symbol.

Because you only placed the.instances of the movie clip symbols on the
Stage to help you position the animations within thosg’symbols, you will
remove the instances from the Stage.View the maipmévie Timeline.
Remove any of themessage movie clip instances from the Stage.

Save the file.

Remote Rotlovers

Now that yeu have created the objects youwill use for the remote rollovers, you
will now| $et up the rollovers using varigus actions assigned to button events.

To have the-remate rollover movie elips gppear based on the mouse events, you
will create.several additional keyframes”’Each frame will contain one of the
rémote rollever movie clips. Additienally, you will add Stop actions to the frames
so thaithe main movie Timelineauses on that frame, allowing movie clip
instancesto play through.



TASK 38-2

Setting up Remote Rollovers Using Button Events

1.

10.

You will have a separate layer for frame labels and actions in the Timeline,
and one for the rollover movie clips. Keeping things in separate layers
makes it much easier to troubleshoot when building a complex Timeline.
Create two new layers. Name the top layer Labels/Actions Name the
middle layer Remote RolloversName the original layer 1 Buttons

&G 0Onn
[ Labels Ac. . + o« []
D Remote R... LI |:|
[ Buttons # s+« « O

You will begin by creating a Stop action on frame 1. You need to,do this,
because the movie needs to pause on frame 1 so the viewer can aceess the
rollover buttons. Click on frame 1 in the Labels/Actions layer, arid-chocose
Window — Actions to view the Actions palette. Choose Edit — Deselect All
to make sure that no objects are selected.

Add a Stop action to the frame.

You will now add another keyframe in the Labels/Actions layer.You will
label the frame, and add a Stop action to it, as well. Add a keyframe to the
LabelgActions layer in frame 2. Type HistoryOverin the Label field in
the Property Inspector. Add a Stop action to theframe.

Add a keyframe to frame the L abels/ActionSiayerin frame 3. Label the
frame FlavorsOver Add a Stop action to the frame.

Add a keyframe to frame the Labels/Actions layer in frame 4. Labei~the
frame MerchOver. Add a Stop action to thefraime.

You will also add keyframes to the [Remote{Rollovers layers. Remiember that
whenever you are changing the contents.of a/layer from one fraifieto
another, you should add a keyframe. You-will have a different mavie clip in
each of the keyframes in the Remote Rallovers layer, and a/different action
assigned to the buttons in each frame/of the Buttons layer~Add>keyframes
to frames 2, 3, and 4 in thie Remote' Rollovers layer.

Now that the keyframies are-set-up, you can add the &gpropriate movie clip
instances to each of<thekeyframes. In the Remote Roliovers layer of
frame 2, add an instance of the History Message rijovie clip symbol.
Position its regisiration point at the inter sectien-at the vertical guide and
the top horizontat guide.

In the Remote Rollovers layer of frame 3, add an instance of the Flavors
Message-rnovie elip symbol. Position its registration point at the inter-
sectien ofthevertical guide and the second horizontal guide.

In the Remete Rollovers layer of frame 4, add an instance of the Mer-
chandise M éssage movie clip symbol. Position its registration point at
the inter section of the vertical guide and the bottom horizontal guide.
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11.

12.

13.

14.

15.

You are now ready to create the button events to trigger the rollovers. How-
ever, you will remove the existing actions from the buttons in frame 1,
because you will assign those actions in other keyframes.Move the
playhead to frame 1, and click on the History button to select it. Make
sure no other objects are selected, and choose Window — Actions if the
Actions palette is not visible.

Click on the onRelease line in the History button script in the Actions
palette, and click the Delete Action button. There are now.no actions cur-
rently attached to the History button.

Remove the getURL item from the Flavors and\M erchandise buttons in
frame 1.

Next you will create keyframes in frames.2/ 3, and-4in the Buttons layer, so
that you can assign various actions tg-each/irame’s button set. By creating
keyframes in advance of adding scripts40-the buttoris, you are creating a
separate series of buttons for eachi-keyframe, Add keyframes to frames 2,
3, and 4 in the Buttons layer.

You will nhow add a Go To action tothe History button in frame 1, triggered
when the viewer moves the cursor, overthe button. You want the Go To
action to move the playhead to/thie HistoryOver frame which contains the
History Message movie clip-ifove thé playhead to frame 1, and click on
the History button to select-it.-Make sure no other gbjects are selected.
Hold down the mouse button on/the Add Item buttor'in the Actions
palette. A drop-down/iist appears, allowing you to/&elect/an action. Choose
Actions— Movie Control -~ GoTo from the Item drop-down list. The
parameters of the Go Ta action appear. Choose Fiane Label from the
Type drop-dows-ist:. Choose HistoryOver from\the Frame drop-down
list.
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16. The default mouse event for a Go To action attached to a button is Release,

17.

which occurs when the viewer clicks on the button, and then releases the
mouse button. In this case, you want the Go To action triggered by the
RollOver mouse event. Click on the on (release) line (just above the
gotoAndPlay line in the script) to select it. You now see the various mouse
events that you can attach to the item in the script. Uncheck the Release
checkbox, and check the Roll Over checkbox.
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You have changed the mouse event associated with the action.

Next you will set up what happens when the viewer clicks on the’button.
You will use the Get URL action to have a Web page open in a new
window. However, you will attach this action to the-button in the
HistoryOver frame, which is where the playhead-currertlywould be in the
Timeline. Click on the keyframe in the Buttonsiayer of frame 2. Click
on a blank area of the Stage to desdlect alllitems, and click on the His-
tory button to select it. Choose Actions.sBrowser/iNetwork - GetURL
from the Item drop-down list in the Actions palette. Set the URL te
history.html. Choose Blank from the Window-drop-down list. Make/sure
the mouse event is set to Release.
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18.

19.

|
S

You will also add ancther action to the script for the History button in this
frame. When the viewer rolls away from the button, or releases the button,
you want to return to the first frame in the Timeline. This way, the naviga-
tion bar resets. Making sure that the keyframe in the Buttons layer of
frame 2 is till selected, and that the History button is still selected, click
on a blank area in the script window in the Actions palette. You want to

make sure you are adding a completely new action, and hing an
action to the same mouse event. Use the Item drop-dowi list d aGo
To action which goes to frame 1. Set the action to tri n both the

Release and Roll Out events.
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20. Click on the keyframe in the Buttons layer of frame 3 (the Flavor sOver
frame), and select the Flavors button. Add a Get URL action to the Fla-
vors button. Set the URL to flavors.html and choose Blank from the
Window drop-down list. Make sure the mouse event is set to Release.
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22. You will now set up the actions for the Merchandise button. Click on the
keyframe in the Buttons layer of frame 1, and select the Merchandise
button. Add a Go To action to go to the frame labeled MerchOver, trig-
gered by the RollOver mouse event.

23.

24,
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26.
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Click on the keyframe in thé Buttonslayer of frame 4 (the MerchOver
frame), and select the Mercharidise buiton. Add a Get URL action. Set
the URL to merchandisehtmi and ¢hoose Blank from the Window drop-
down list. Make sure the'mouse event is set to Release.

Add a Go To action.which goesto frame 1. Set the-action to trigger on
both the Release and Roll Out events. Make surgithe Go To action is not
linked to the same-mocuse event as the Get URL action.
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You will now save the file inside the Website folder, and then test the movie.
Choose File-¢Save As. Name the file Advanced Web Navigation, and
save it inside the/Website folder inside the Flash MX Level 2 Data
folder. Preview the movie. Flash creates a SWF file inside the Web folder.
Move the cursor over each of the buttons, and click on each of them.

Return to Flash. Close the Preview window. Close the
Advanced Web Navigation file.



Expanding Menus

You can create even more elaborate navigation controls by combining buttons and
movie clips. By using the Track as Menu Item option, you can use button and
movie clip symbols to assemble expanding menus, providing an elegant interface
for your viewers to interact with the Flash content.

You will create an nhow create an expanding menu that you could use for naviga-
tion to other areas of your Flash movie or to access external Web pages.

TASK 38-3

Creating an Expanding Menu
1. Create a new Flash file.
2. Create a new button symbol named Flavors Menu Button

3. Inthe Up frame of the Flavors Menu Button Timeline, usg the text too
to create a “Flavors’ text label. Format the label as Arjal, 18,point,
bold, black text. Position the label so its center lines up/with the regis-
tration point.

4. Create a keyframe in the Over frame. Change the text for tihe Over
frame to red.

5. The contents of the Hit frame in a button determine the-hot area of the but-
ton, which is the area that actually responds to-inouse evenis. When a button
consists only of text, the spaces between the Characters and within the char-
acters themselves would make it more difficult for the viewer to interact with
that button, because wherever a space exists, the-button would not reactdo a
mouse event. By placing an object in the'Hit-frame, you control what arsa-of
the button is interactive. You will add-ayectanglethat surrounds the-fext
labels in the Up and Over frames, so'the entire area of the text will reagt to
mouse events. Create a keyframe in the Hit/ frame. Draw a rectangie
filled with a solid color the size-of the-bounding box around-the)text,
and remove the stroke. It doesn’t-mafter what color the fill /of the’shape is
in the Hit frame, as long as4t*s.a soli¢-color. Drag the text chiect from
under the rectangle shape, and deléte it. Make sure thie center of the
rectangle lines up with/the registration point.

6. You will now create the actuai~expanding menu movie<clip. Create a new
movie clip symbol, and-namg it Flavors Menu

7. In the Flavorg Meriu-movie clip symbol’s Timeline, create two additional
layers. Name thetop layer Labels/Actions thesniddle layer Menu, and
the bottoni layer Menru Close

8. There are aiready kKeyframes in frame 1 by default. You will also create
keyframmes inframe 2 for each of the layers. Create keyframes in frame 2
for all three |layers.

9. Next you will label the keyframes, so it will be easier to set up the actions
you will use. Create a label in the Labels/Actions layer in frame 1 called
Hide.
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10.
11.

12.

13.

14.

15.

16.

17.

18.

Create a label in the Labelg/Actions layer in frame 2 called Show
Place a Stop action in frames 1 and 2 in the Labels/Actions layer.

Select the keyframe in the Menu layer in frame 1. Add an instance of
the Flavors Menu Button to the Stage, and line up its center point with
the registration point on the Stage.

With the Flavors Menu Button instance selected, choese Track as Menu
Item from the Track menu in the Property Inspector.
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You will now duplicate the Flavors Menu Buttorrsyimbol several times, and
then ater the text within it. This will allowyou toquickly build the items in
the sub-menu. Duplicate the Flavors Menu-Button symbol in the Library
window. Name the duplicate symiool Mango Tango View the Mango
Tango button symbol’s Timeline, Changeithe text objectsin the Up and
Over frames of the Mango Tango symbdl to Mango Tango and make
sure the text lines up with thergégistration point. Adjust the rectangle in
the Hit frame to match.the size of the Mango Tango text. (Hint: You can
view the width and height-of‘the text object in the Up or Over frame
using the Info palette, and enter’ those values for the Hit frame.

Create another duplicate of the Flavors Menu Button 'symbol called
Grape EscapeView-the Grape Escape button.symbol’s Timeline. Change
the text objectsii-the Upyand Over frames of ‘tie Grape Escape symbol
to Grape Esgepe and make sure the text lines yp with the registration
point. Adjusl the reciangle in the Hit frametg’match the size of the
Grape €scape texi.

Create-gne mare/duplicate of the Fravors Menu Button symbol called
Apple vs OrangeView the Apple vs'‘Qrange button symbol’s Timeline.
Change thetext objects in the Un~and Over frames of the Apple vs
Qrange symbol to Apple vs Cfange and make sure the text lines up with
the registration point. Adjust the’fectangle in the Hit frame to match the
size of . the Apple vs Orangetext.

You-will now assemble the expanded menu. View the Flavors Menu movie
clip symbol’'s Timeline:“Sdiect the keyframe in the Menu layer in frame
2. Add an instance oi~the Flavors Menu button to the Stage, lining up its
center point with-the registration point.

Add instancezof.the Mango Tango, Grape Escape, and Apple vs Orange
symbols to the:Stage, positioned as shown. Make sure there is no space
between the bounding boxes of the instances. You can [Shift]-click on the
menu items to view their bounding boxes, to make sure that the symbol
instances line up, and that there is no space between the instances. This will
be critical for the proper functioning of the menu.

Flagwors MangatTango
Grape &scape
Apple v& Orange




19. You have finished creating the expanded menu. Next you will set up the
menu so it will close. Select the keyframe in frame 1 of the Menu layer.
Select the Flavors Menu Button instance, and add a Go To action that
goes to the Show label. Have the action triggered by the Roll Over

20.

21.

22.

23.

mouse event.
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Select the keyframe in the Menu Close layer in frame/2/ Draiw a reci-
angle that surrounds the entire expanded menu. Make'surg that the
rectangle is filled with a solid fill color, and remove thestroke ai‘cund
the rectangle.

Select the rectangle, and convert it tg-a/butten
Menu. View the Close Menu button symbol’s Timeline.

You will only set up a Hit frame for’the' button to have it act as a trigger
Select thefilled rectangle in the Up.frame of the button and choese
Edit - Cut. Create a keyframe.in the Hitffame, and choose/Edit- Paste
in Place. Now the only content of the button is in the Hit frame:T#iis cre-
ates an invisible button.

View the Flavors Menu movie clip-Timeline, once again. $elect the
instance of the Close Menu. button symbol in the Closeivienu layer in
frame 2. Choose Track as Menu Item from the Tragk drop-down list in

the Property I nspecter.
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nool named Close
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24.

25.

26.

217.

N
o

29.

30.

With the Close Menu button instance still selected, add a Go To action
to go to the Hide label. Set the mouse event that triggers the action to
Roll Over.
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Because the Menu Close instance(is in alayer below the menu item button
instance, the button instances abovewill block the Roll Over event in the
Close Menu button from oceurring unless the viewer rolls over a portion of
the Close Menu rectanglé that isn't covered by one of the menu items.

Finally, you will add a Get YRL._action to each of the buttons in the
submenu. You will have each butteh link to an image/in/the browser
window. The imagesare located inside the flavors féider,/inside the Website
folder. When you save and publish the file, the SWFwill be inside the
Website folder. So toaccess the flavors images, eti-need to use the relative
URL, which includes the flavors directory. Select\the Mango Tango menu
button. Attach a Get, URL action to the button. Type flavors/
mangotango:ipgin the' URL field in the Actions palette. Choose Blank
from the'Window-drop-down list. Have.the,action triggered by the
Release meuse event.

Attach a Ge&t URL action to the Grape Escape button instance. Type

flavars/grapeescape.jpin the URL field in the Actions palette. Choose
Biank from’the Window drop-down list. Have the action triggered by
the Release mouse event.

Attach a Get URL actigrn to the Apple vs Orange button instance. Type
flavors/orangevsapple.jpavthe URL field in the Actions palette. Choose
Blank from the Windaw=drop-down list. Have the action triggered by
the Release mouse evert.

Save the file. Natmeit Menu.fla and place it in the Website folder inside
the Flash MX Level 2 Data folder.

You will now place an instance of the Flavors Menu movie clip symbol on
the Stage.View the main movie Timeline. Drag an instance of the Flavors
Menu movie clip symbal to the Stage. Save the file, then preview the
movie, and test the menu.

Close the M enu document.



Preloaders

The export format for Flash, SWF, is a streaming file format. The contents of
each frame in the movie are downloaded to the viewer's computer sequentially.
What this means is that the file can begin playing before the entire file is
downloaded. While streaming is an advantage, sometimes interruptions in play-
back can occur. If the file is being streamed, and a frame is encountered that
contains a lot of data (a bitmap graphic or a sound, for example), the playback
will stall while that information is downloaded.

In order to ensure smooth playback, often Flash designers often specify that a
certain portion of the file load before playback begins. The easiest way to do this
isto use an If Frame is Loaded action. With this action, you can specify that
frames containing the most data load completely before playback of the file
begins.

Larger SWF files can take significant time to download, especialy with siower
dial-up connections. Because the If Frame is Loaded action prevents the filefrom
beginning playback until certain frames are completely downloaded, without a
preloader, the viewer will be waiting with no indication that anything is
happening. This is why many Flash designers create a preloader animetion in
conjunction with the If Frame is Loaded action, to let the viewer Know that-the
file is downloading.

You will use the preloader sequence that you created earlier in.cenjunctich/with
the If Frame is Loaded action to make sure that a large file plays-back Smoothly.
You will work with the New Flavors.fla file, which contains backgrotnd music
and several background graphics. Because the file is so large, those viewers using
low bandwidth connections could potentially experience.interrupted playback.
Therefore, you will create a preloader sequence, and use the If.Frame is L oaded
action to make sure that playback doesn’t begin unti}-thelast frame of the movie
is loaded.

TASK 38-4:

Creating a Preloader

1. Open the New Flavorsfla file located~in the Flash MX Lgvel 2 Data
folder. Earlier you created a tayer for actions and labels. You ptaced a Start
label at that first frame in the Timdlire, and an End label(in the last frame.

2. You will now insert ey additional frame that will conitaiinthe preloader.
Because the preloader-is-a movie clip symbol, it will oniy need one frame to
run, since its animation isindependent of the meih Tiimeline. Choose Edit -
Select All Framés. Position the cursor on oneai-itie selected frames, and
drag to the rightorie fr ame.

& g

D Actionsy/L... —~‘ *
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& Music. . .

Flash inserts a blank keyframe in frame 1 of al of the layers. In addition,
the labels moved along with the existing frames, so the Start label now
refers to frame 2, and the End label refers to frame 301.
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When using labels to build a
preloader it is easier to use
the if Frame is Loaded
action, since you can refer to
frame labels within the
action’s parameters.
However, the action is being
deprecated after Flash 6, so
you should generally use the
framesloaded property
instead.
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Select the keyframe in frame 1 of the Labels/Actions layer, and add a
Preloaderlabel.

Next you will import the preloader animation from the Preloader Flash file.
Choose File- Open as Library, and select the Preloader file, located
inside the Flash MX Level 2 Data folder.

Select the keyframe in frame 1 of the Flavors layer. Dt ag an-instance of
the Loading Animation movie clip symbol from the Preleader Library
palette to the Stage. All of the symbols associated with thepreloader ani-
mation are imported into the New Flavors file.

You will now set up the preloader. To do this, you wiii-haye the Loading
Animation movie clip symbol continue playing-until theiast frame in the
Flavors scene loads. You do not want the\Timelineto-go to the Start |abel
until the last frame in the Timeline is{oadet: You will create a script to
check to make sure the last frame of thé movieis Igaded before moving to
the Start label. Select the keyframetin frame-1 of the Labels/Actions
layer. View the Actions palette.

Choose Actions- Conditions/L oops— If from the Actions drop-down list.
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You haveadded the If command:=Tlie Condition field is now available.

Choos=2'Properties— _framesicaded from the Actions drop-down list. The
text _{framedloaded is added io the Condition field. You want the condition to
specify that the last framei'the movie is loaded.



9.

10.

11.

Choose Operators— Comparison Operators— >= from the Actions drop-
down list. Choose Properties— _totalframes from the Actions drop-down
list.
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You have completed the condition statement. Next you will specify\what
happens if the condition is true. If the frames loaded is at |e€ast equal to_the
total frames in the movie (in other words, the entire movi€/is loaded), you
want the playhead to begin playing at the Start label.

Choose Actions— Movie Control - goto from the Actions drop-down list.
Choose Frame Label from the Type drop-down list. Choose Start from
the Frame drop-down list. Make sure the Go to and Play radio button is
selected.
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You have completed the pretoader. In order to test it) you will test the
movie, as you have-dene before. However, begause the file currently resides
on your hard disk,-smply testing the movie wauld load the entire file imme-
diately, ang you wouidi't be able to see if the preloader is working correctly.
In order to seethe-preloader actually working, you need to simulate an
actual srew~download, which you can do while testing the movie. Choose
Conitrol- Test"Movie. The movie begins playing immediately. You will
simulate-a slower download.
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12. Choose Debug- 56K . Choose View — Show Streaming. You now see the
preloader running while the movie downloads, as it would if you were using
a 56K connection.

13. Close the Preview window and save the New Flavors file.

Summary

In this lesson, you provided the ability for your movies to play in a non-
linear fashion. Next you created simple navigaiicn controis that allowed the
viewer to move to various parts of a movie or to external Web resources.
You then created advanced interactive elements, including animated remote
rollover, and expanding menus. Finally, you created a-preloader sequence
that provided smooth playback for large Flash files-over slow connections.

Lesson Review

3A What action do you use to-have a movie move from one scene to
another?

You use a Go To agtion, specifying that the mg\ie goes to the new scene.

3B Which action do you useto allow the user to aceess external Web pages
from inside your +lash movie?

The Get URL action.
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Working with Sound LESSON
I

l.lr

Overview )
Data Files
In this lesson, you will import sounds into a movie, and will add sounds Scenes.fla

movie clip and button Timelines. You will then edit and apply effects to
sounds to fine tune them for your project.

Advanced Web
Navigation.fla

Calypso.mp3
Paddle.wav
0 b ° ° Pour.wav
-] ectives Lesson Time
In order to work with sound in your projects, you will: 45 minutes

4A Import soundsinto a project.

You will import sounds into your movies and add those sounds to, frames
in the main movie Timeline, and to frames in button and movie clip sym-
bol Timelines.

4B Work with sound properties.

You will work with sound properties, edit your sounds, and apply fade
effects to fine-tune sounds for your projects:

Lesson 4: Working with Sound 67
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Topic 4A

Importing Sounds

Adding sound to a Flash movie can create professional flair to your presentation,
giving the viewer a more immersive experience with the content of your movie.
There are many ways you can integrate sound into your projects. You can have
short sounds attached to buttons to give the viewer feedback as they-are navigat-
ing through your content. Further, you can create background Saunds or
soundtrack music. You can even layer narration into yaur movies

In order to add a sound to your movie, you need ta import-it_irkto the Flash file.
You can then add the sound to a frame. You will begin by opening the Scenes.fla
file. You will import a sound into the file that youwill everitualy use with the
paddling animation.

TASK 4A-1:

Importing Sounds ayid Adding Them to the Timeline

1. Open the Scenesfla file located inside the Flash MX Level 2 Data folder,
and view the Paddling scene.

2. You will now add tie Paddling sound to the movi<; &nd will place the sound
in the Timeline. Choese File— Import. The Impart dialog box appears.
Select the Paddiewav filejinside the Sounds foider inside the
Flash MX Level 2 Data folder, and click Qpen)

3. View thedsibrary. The Paddle.wav file has been added to the Library. You
will nowplage it in the Paddling scene~Howeéver, you want it to be part of
the Paadling movie clip symbol so thai-it will play along with each repeti-
tion/of the lsoping movie clip.

4. Poubie-ciick on the Paddling4novije clip symbol in the Library window
to-open its Timeline.

5. ~.Creale a new layer in the-Raddling Animation Timeline called Sound,
ana-make sure that it isthe/'top layer.

6.~ Click on frame 1 in the Sound layer, and drag the Paddle.wav file from
the Library windew.to the Stage. Release the mouse button anywhere on
the Stage.

The sound is added to the Timedline.
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When you are adding a sound to the Timeline, you do not have to place the
sound in any particular place on the Stage. You have added the sound to the
Timeline. However, to hear its effect, you need to preview the scene.



Click on the Paddling scene in the information bar. Choose Control -
Test Scene. The Paddling animation loops, with the sound playing once each
time the movie clip loops.

Close the Preview window. Close and save the Scenes movie.

Button States with Sound

In the previous task, you added a sound to the beginning of a Timeline so that it
played during the playback of the movie clip symbol instance’'s Timeline. How-
ever, you can also associate sounds with frames in button states in order to
enhance the effect of a navigation bar.

You will assign a sound to the Over state of the buttons in the
Advanced Navigation.fla file.

TASK 4A-2

Associating Sounds with Frames

1.

Open the Advanced Web Navigation.fla file located in“the'\Website/folder,
inside the Flash MX Level 2 Data folder.

You will begin by adding the Pour sound to the Over state of the History
Button symbol. When assigning sounds to a buttori-frame, you need to work
with the actual button symbol, and not an instance of ‘a.button. Double-click
on the History Button symbol in the Library jpaleite toopen its
Timeline.

Create a new layer called Sounds and make stirefit is the top layer.

Create a keyframe in the Over frarme.of the Fimeline in the Sounds
layer.
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Choose File- Impert. I'n.tive’Import dialog box, select the Pour.wav
sound inside thie"Sounds folder inside the Flasti-MX Level 2 Data folder.
The Pour sound is added to the Library.

Making surethe Over frame is selected in the Sounds layer, drag the
Pour soufid to the Stage.

Lesson 4: Working with Sound 69



70 FlashMX - Level 2 (Windows)

7. Choose Event from the Sync drop-down list in the Property Inspector, if
necessary.

u
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8. Using the above steps, add the Pour sound to the Over-state of the Fla-
vors and Merchandise buttons.

9. You will now preview the movie. Press [Ctrl][Enter] to test the movie.
Move the cursor over each button. As you rricve thie cursor over each but-
ton, the Pour sound plays in its entirety. Youwould-ike the Pour sound to
stop when the viewer moves the cursor away-from a-button. You will fix that
in the next task.

10. Close the Preview window. Save thefile.

Topic 48

Event vs. Streaming Sounds

There are two basic types of sounds in Flash: event sounds-and streaming sounds.
Event sounds must be entirely downloaded before they‘cai-begin playing, while
streaming sounds can begin.ptaying as soon as therefs-enough information for
the sound to begin piaying.

Further, event and\ streamirg sounds differ in hew they play back within the
Timeline. Streafning-sounds are designed to be synchronized with the Timeline,
but event sounds-play independently of the Fineline. An event sound will play
through its entire duration until it is specifically told to stop.

Finally, event and streaming sounds differ ir)their intended use. You use event
sounds for_short spunds associated witirevents like button states. You use stream-
ing sounds for-tonger sounds like background music and narration.

You will nhew add background ritsic to the Advanced Navigation movie. In addi-
tion;.yeuwwill set up the buttorisso that the Pour sound stops playing when you
click aparticular button.

TASK 4B-1:
Controlling Event and Streaming Sounds

1. Import the Calypso sound located in the Sounds folder inside the
Flash MX Level 2 Data folder.

You will have the Calypso sound play as background music. However, you
can’'t simply place the sound on the first frame of the Timeline. The reason
why is that a streaming sound must actually have enough frames in the

Timeline to play. Since there is a Stop action in the first frame to keep the



10.

buttons visible, only one frame of the music would actualy play. The solu-
tion to thisis to place the Calypso sound inside its own movie clip symbol,
which you can then place on the first frame in its own layer. Remember that
amovie clip symbol plays independently of the main Timeline, so as long as
there is nothing specifically stopping the movie clip symbol from playing or
being removed from the Timeline, it will play in its entirety.

Create a new movie clip symbol called Music. View the Music movie clip
symbol’s Timeline.

With frame 1 selected, drag the Calypso sound file from the Library
palette to the Stage.

Next you need to set the Sync option to Stream. With frame 1 selected in
the Timeline, choose Stream from the Sync drop-down list in the Prop=
erty Inspector. The Stream option alows the sound to start playing before’it
is fully downloaded. This is usually the best option to use when the sound.is
not associated with a particular event in the Timeline.

Next you need to extend the Timeline of the movie clip symbol olt so there
are enough frames for the entire music clip to play. Click ori frame 305,
and choose Insert - Frame. The movie clip’s Timeline is/extended approxi-
mately to the length of the music clip.

You will now place an instance of the Music movie clip on the-main
Timeline. View the main movie Timeline. Create a new layer-called
Music. Making sure that frame 1 of the Music layer is selected, drag an
instance of the Music movie clip symbol to the Sage.

Test the movie. The background music plays. As-you movie the cursor over

each button, the Pour sound plays. However, (when you click on a button, the

Pour sound does not stop playing. You will new-fix this by working with the
Down frame in the Bottlecap button symbal. Close-the Preview window:

You will begin by changing the Histery_Button-symbol. Open the Histéry
Button symbol’s Timeline. Add a keyfrarie to the Down frame-of the
Sound layer.

In the Property Inspector, choose.Peur from the Sound dfop-down list.
Choose Stop from the Syn¢ drop-down list.
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Now when you-.ciick on a button, the Pour sotind will stop playing.

Using the above-steps, add the Stop sync option for the Pour sound to
the Dowiri \frame-ab the Flavors and Merchandise buttons.
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11. Preview the movie once again, and test the buttons. The sounds in the
movie al now work properly. The background music plays. When you move
the cursor over a button, the Pour sound plays. When you click on a button,
the Pour sound stops playing.

12. Close the Preview window and save the file.

Sound Editing

Flash contains a number of editing tools that allow you/'to edit.tihe actual sound
wave form and add effects such as fades to sounds. These features allow you to
fix and fine-tune sounds for your movie, and repurpese the same sounds for dif-
ferent functions in the movie.

If you want the edit of a sound to be universal 4c-ail uses of the sound in the
movie, you would edit the original importedseund in.the Library. If, instead, you
want an edit to only apply to a particutar-instance-of the sound, you would use
the Property Inspector with a selected sound instance:

You will edit the Pour sound to eiminate the silerice at the beginning and end of
the sound. In addition, you will fewer the. relative volume of the Calypso music
so it doesn’'t overwhelm the Pour sound as you roll over buttons. In both of these
cases, you will edit the instafce.of /thie sound.

TASK 48-2

Editing Sounds

1. Open the History Button symbol’s Timelitie.Click in the Over framein
the Sotnd/layer-The sound properties are now available in the Property
I nspector

2. Cligk’Edit in the Property Inspector: The Edit Envelope dialog box
appears.



Drag the Time In control to the .25 second mark in the Timeline. Drag
the Time Out control to the 3.45 second mark in the Timeline. Click the
Play button to hear the edited sound.
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Click OK. You have edited only this instance of the sound/ i'he original
imported sound in the Library has not been affected, so if you piace another
instance into the movie, it will not be edited.

Next you will reduce the volume of the Calypso music. In order to/do this,
you need to open the Music movie clip symbol which contains the Calypso
sound. Open the Music movie clip symbol in the/l\[brary to view its
Timeline.

Click on the first frame of the Timeline. The sound settings are now avail¢

able in the Property Inspector. Click Edit.

Drag the left channel envelope handle’down until it is approximatehy. %
inch above the zero line. Repeat the same step’ for the right chann@
envelope handle.
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Click the Piay button. The sound’s volume is now reduced. Click OK.

r.d

Drag the vertical bar as
shown in the following
graphic to change the Time
In-and Time Out controls.
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7. Test the movie. The background music volume is now lower, and there is
no delay in the Pour sound when you move the cursor over the History
button.

8. Close the Preview window. Close and save the
Advanced Web Navigation file.

Summary

In this lesson, you learned to import sounds intoyour movies and place
those sounds in the Timeline. You added sounds beth-to standard animations
and to button events. In addition, you edited, scund length and volume in
order to fine-tune each sound for your {roject.

Lesson Review

4A |f you want a sound té-piaywhen the viewer clicks on a button, what do
you do?

You need to import the sound, and add it to the Bawy/’frame in the button
symbol’'s Timeline.

4B How do you lower thewvolume of a sound in the/Timeline?

Select the frame that\contains the sound,'and click the Edit button in the
Property Inspector. I/ the Edit Envelope diaiog box, drag the envelope
handles, dawn.
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Testing and Publishing a LESSON

Flash Movie 5

identify the ways that you can reduce the file size and resulting download
times of your project. You will then work with various publishing optiaris to
optimize your movie for its intended audience.

| Data Files
. ' Scenes.fla
Overview |
_ _ _ _ | Lesson Time
In this lesson, you will test the download performance of a movie, and will i 45 minutes
|
|

Objectives

In order to best prepare your Flash movies to be distributed,‘you wili:

5A  Evaluate download performance.

You will test the download performance of a Flasy movie and identify '
potential ways to reduce the size of your movies.

5B Identify ways to reduce file size and downlead timeinh your movies.
You will identify the factors that lead to larger file)sizes, and how you
can optimize your movies to reduceile size.and-download times.

5C Export and publish Flash movies to preparethem for viewing 4y,
your audience.

You will use export and publish settings to adjust your movies-so-ifat
they are optimized for your target audience.
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Topic HA

Evaluating Download Performance

When a Flash movie is played in the viewer’s browser, the Flash Player attempts
to use the frame rate you set for the movie. However, due to the speed-of the
viewer’s computer, and the speed of the viewer’'s Internet connection, the actual
frame rate during playback can vary. As you learned before, if a-movie that is
downloading reaches a particular frame before the frame’ s required data has com-
pletely downloaded, the movie pauses until enough data'arrivesto continue.

In an earlier lesson, you built a ssimple preloader by testing-fo-sée if a particular
frame has downloaded. In that case, you specified that.ail. of the frames should
download before the movie plays. However, this doesn’t aways need to be the
case. Many times, the largest content may-occur somewhere else in the movie.

By using the Bandwidth Profiler, you ¢an-see how much data is sent for each
frame according to the modem speed you-specify. Wnen the Bandwidth Profiler
simulates the downloading speed, Flash estimates of typical Internet performance
produced by that speed. This alows you tefairly accurately test the movie You
should attempt to test your movie at each speed you intend to support, and on
each computer you intend to/Support./Thisalows you to make sure the content
works well using the slowest coniiection arid computer it is designed for (i.e.
without needing to constantly uplcad-it'to a Web server).

In addition, you can have{:lash generate a report of framiesihal are slowing
playback. This allows you'to see where you can optimizeyour movie to eliminate
the bottlenecks.

You will now test the Sceries movie in order to chieck for any potential playback
problems. In additicn, you\will check if there are certain elements in the movie
that lead to its increased file size.

TASK 5A-1:

Using the Testing Environivent
1.~ Open the Scenesfla file Jocated inside the Flash MX Level 2 Data folder.

2.._ You will begin by testing.file movie. Choose Control - Test Movie. Flash
greates a SWF file, and.displays the movie in a Preview window.

As you learned before when inserting a preloader into a file, when you pre-
view a moviefrony the Flash file located on your local hard disk, the movie
loads so quickiy. thiat you can’t tell simply by previewing how playback will
behave for your viewer who is downloading the file over the Internet. How-
ever, once you are in the testing environment, you can set a simulated
download speed and view the movie as it would perform using the selected
speed.



Choose Debug - 56 Kbps. Choose View - Show Streaming. The movie
now performs as it would if it were being downloaded using a 56K
connection. There is a delay between each of the scenes. In this case, you
would most likely set up a preloader, since the content needs to preload in
order for uninterrupted playback to occur.

You can also view a Streaming graph to allow you to see the streaming
behavior of the movie. This is one tool you can use to isolate areas of the
movie that are affecting playback. Choose View - Bandwidth Profiler.
Choose View - Streaming Graph, if necessary.

Mareir: o wm e wm e wm |
e 503 400 st T
FrRate: R0fTRes 413 KB
Fire MIKD [FIATAD | peem
Dhaialicic G22I 952 4] erdi ]

Prafost ITHA (226D 5]
Settings:
Bandwadth 000 Bz (400 BM)
State:
Flame: 95

NER[EZH]

Losded: 380345 frames)
T EB[HTT2E)

The Streaming graph shows where there are potential probiems with play-
back will occur. Given the download speed you selected/ini the/Debug-menu,
the Streaming graph displays how the movie is streaming. Each bar is’a
frame. Note that the first bar is above the red line. This means that there is
more data that must be streamed before that frame can actually play back.
The remainder of the frames are below the red line, indicating that the
streaming will fairly quickly catch up with playback. However, at around
frame 97, the streaming bar is above the red line again, indicating an inter-
ruption in playback.

In addition to the Streaming graph, you can usethe Frame by Frame graph,
which alows you to quickly see whichframes cortain the most data, arid
which might cause the most problems. Cheose View - Frame by Frame
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In the Frame by Frame graph, if any of the frames extends beyond the red
streaming line, this indicates that the frame could/potentially cause playback
interruptions, because-the entire frame must download before it plays. Note
that most\0f the content must load at frame 1 and frame 97. In this case,
agan, you.rmight want to create a preloader to make sure that the content in
frame 97.is leaded before playback begins. Close the Preview window.
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6. Finally, you can generate a report that summarizes the data size for the final
Flash Player file. Choose File— Publish Settings. The Publish Settings dia-
log box appears. Click on the Flash tab, and check the Generate Size
Report checkbox.
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7. Click Publish. Flash publisties’'the mavie using its default settings, and cre-
ates a size report as a text document.

8. You will now open the size report using a program/that-can view a text file.
In Windows Explérer/My Computer, navigate to the
Flash MX Level 2 Data folder, and open the Sgenes Report.txt document
to view it. Eachframe and each item is listeg-on_the report along with its
size. Once again, this\can help you locate target items that you can work
with to reduce their size. Close the size report document, and return to
Flash.

Topic 5H

Gptimization Factors

It's extrernely important to be.aware of the file size of your Flash projects. As the
size of your file increases, its'download time increases, as well. Additionaly large
files often cause playback interruptions, especialy if alarge object such as a
complex bitmap or souAg:occurs in a particular frame.

There are a number-af thiilgs you can do to keep file size, and resulting down-
load times to a mitimum, and to ensure as much as possible smooth playback.
Optimizing Files

Use symbols for every element that appears more than once, and use symbols as
building blocks for more complex symbols.



Use tweened animations instead of frame-by frame animations. Only use frame-
by-frame animations for effects that can’'t be produced using a tween.
Additionally, you can combine tweens with frame-by-frame animations. For
example, when animating a bird flying, only use a frame-by-frame animation for
the flapping of the wings. Use a motion tween to have the bird move across the
Stage.

Use movie clips instead of graphic symbols for animation. Limit the area of
change in each keyframe, having the changing contents in each keyframe isolated
to as small an area as possible.

Avoid animating bitmap elements. If you need to animate, try tracing the bitmap
so it is a vector shape. Reserve bitmap images as background or static elements,

When adding sounds to your projects use MP3, the smallest sound format, when-
ever possible.

Optimizing Objects
Group elements as much as possible.

Use layers to separate elements that change over the course of the animation from
those that do not. Do not put multiple animations in the same layer.

Use the Modify — Curves— Optimize command to minimize the/number of sepa-
rate segments and points that identifies a vector shape.

Limit the number of special line styles. Solid lines require less memory. in addi-
tion, lines you create with the Pencil tool produce smaller files sizes tihan lines
created with brush strokes. |

Limit the number of fonts and font styles, and avoid using-embedded fonts.
Remember that you can break apart text and treat itas vector-ebjects. If you do
embed fonts, select only the characters you are actually using in the movie
instead of including the entire font.

Optimizing Colors

Use the Color menu in the Property Inspector to create many instances oi~a.single
symbol in different colors instead of creating sepayate symbols only to change the
color.

Use the Color Mixer to match the color-péalette of the movie to a/browser-specific
palette.

Topic 5C

In order for your-audienceta’ be able to view your Flash movie, you must convert
your native Flagh fileinto a file type that your audience can view. The two ways
to do this indFiash is to-gither export your movie or publish it. While both meth-
ods alléw you te.create the same types of files, you choose whether to export or
publish generaily based on your workflow.
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Exporting vs Publishing

When you export a movie, the resulting file stands alone. When you publish a
movie, the resulting file is usually combined with an HTML page that includes
the exported file. Because publishing integrates your movie with an HTML page,
you have additional distribution options for your movie beyond those available
when you export. For example, publishing a movie lets you gerierate. a page that
not only contains the movie, but aso contains code to check whether-the viewer
has the Flash Player installed, and to play an aternate version-oi~the movie that
doesn’t require the Flash Player.

Publishing a Movie

When you publish a Flash movie, you need to follow to main steps. First, you
use the Publish Settings command to select’ publishing.fiie formats and file format
settings. Next you publish the Flash documerit. using the”Publish command.

The options you choose in the Publish Settings dialeg box control the files that
the Publish command creates. Using the(Formats+tab in the Publish Settings dia-
log box, you can have Flash publish the Flash movie file (SWF), the companion
HTML file, or alternate images/ivi a vasiety-of formats that appear automatically
when the Flash Player is not availabie' (GIF,JPEG, PNG, and QuickTime).

You can aso have Flash create starid-algné projector files for both Windows and
Macintosh systems, and QuickTime videos from Flash moyies.

You will now choose the(export formats that you want Fash10 generate when
you publish the Scenes movie.

TASK aC-1:

Selecting Ouiput Formats

1. When.you prepare to publish a Flasih.movie, you should first save the Flash
file in-the-folder where you warit the published files to appear. Flash auto-
matically places the published files/h the same folder as the original Flash
movie, You want the publishied files to appear in the Website folder, you will
first save the file there. Choase File- Save As. Save the Scenes.fla file
insiae the Website folder.

2.~ Choose File- Publish=Settings. The Publish Setting dialog box appears.



4,

5.

6.

You want Flash to create both the Flash (SWF) file, along with the compan-
ion HTML file. Click the Formats tab, if necessary. Make sure that the
Flash and HTML checkboxes are checked.
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Next, you will rename the files you are going to have Flash publish. By
default, Flash names the files it will export using the same name as/ihe Flash
movie, smply changing the file extension. In this case, becatise thé/ile is
named Scenes, each of the file names use that same name. However, you
should name all files that will be used on the Web using lowercase
characters.

Uncheck the Use Default Names checkbox. You-can now rename the files.
Type scenes.swin the Flash file name figld.

Type scenes.htmin the HTML file namefield.
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At this point, if you clicked Publish, Flash would generate the SWF and
HTML files. If you clicked OK, Flash would save the publish settings, asso-
ciating them with the file, but would not yet generate the exported files.

-

You can enter a path with the
filename to specify where
you want to publish the file,
if you want it to be different
than the default location. You
can set a different path for
each file format (for example,
if you want to publish the
Flash SWF file in one
location and the HTML file in
another location). In
Windows, use backslashes
(\) to specify the directory-
folder-file hierarchy. On the
Macintosh, use colons (:).
Specify the drive name for an
absolute path. In Windows,
use ..\ to indicate the path to
the hard drive.
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Flash Movie Publish Settings

When you publish a Flash movie, the Flash tab in the Publish Settings dialog box
allows you to set the properties of the exported SWF file.

The Version drop-down list allows you to select the version of the Flash Player
that you will output the movie for. If you select Flash Player 6, the viewer may
need that version of the Flash Player installed to view the movie. Many times, it
may be better to select an earlier version unless there are Flash\6—specific fea
tures that you need for the movie.

The Load order drop-down list allows you to set the order in“which Flash loads a
movie's layers for displaying the first frame of your mavie: The Bottom Up
option has the bottom layer load first, and the Top Pown-apiion’has the top layer
load first.

Checking the Generate Size Report checkbox witl have Flash generate a report
listing the amount of data in the final Flash mavie by-fiie.

Checking the Protect from Import checkiox-prevents,others from importing the
Flash movie and converting it back intg’a Frasih(FLA) document.

When you select the Flash Player’ 6 option.in the Version drop-down list, the
Compress Movie checkbox appéars. Tire Cempress Movie option automatically
compresses the Flash movie to/reduce file size and download time. This option is
on by default and is most beneficia/wheri a file has a lot of text or ActionScript.
A compressed file only plays in Fiash-Player 6.

Flash automatically uses JREG compression to reduce the size/of bitmap images
in your exported file. Tg control bitmap compression, yousadjust the JPEG Qual-
ity slider or enter a value.-Dragging the dlider furtherte-the left reduces the
image quality, but produces sméller files. Higher image/quality produces larger
files. You often nead to experiment to find the best vaile.

To set the sample rate-ang’ compression for all stream sounds or event sounds in
the movie, click the Set button next to Audio-Stream or Audio Event and choose
options for Compression, Bit Rate, and Quality in the Sound Settings dialog box.

If you check the/Qverride Sound Settings chieckbox, you can override settings for
individual sounds selected in the Sourid-section of the Property Inspector. If you
don'{ salect the-Select Override Sound. Settings option, Flash scans all stream
sounds ‘it the movie (including saiinds in imported video) and publishes all
stream sounds at the highest individual setting. This can increase file size, if one
or mere-stream sounds has a fiigh export setting.



TASK 5C-2:

Choosing Publish Settings for a Flash Movie

1. Click the Flash tab in the Publish Settings dialog box to view the Flash

settings.
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2. Check the Generate Size Report checkbox, if necéssary, to generate a !
size report.

3. Check the Protect from Import checkbox.

4. You will set the quality for event sounds. Click Set next to the Event
Audio setting. The Sound settings dialog box appears.

5. You will reduce the sound's bit rate t0 half of its‘original. Choose 8-kibis
from the Bit Rate drop-down list

rS«:lum:lS-altings
o
Compression | MP3 b [ LCariel ]
Prepuocersing
bt Fate | ETTTENNNY -
Quslty: | Faal "

Click OK. You returin to,the Publish Settings diatogbox.

HTML Publish Settings

In orderto play aFrash movie in a Web browser, you need to place it in an
HTML document that activates the movie and specifies browser settings. While
you can use an external Web page editor to build an HTML page and embed a
SWF file, the HTML option in the Publish Settings dialog box generates an
HTML document automatically using the parameters selected in the HTML tab.
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Template Settings

The Template drop-down list allows you to select an HTML template that is used
to generate the companion HTML page. You can click the Info button to the right
of the Template drop-down list to view a description of the selected template.

Dimensions Settings

You use the Dimensions drop-down list to select a dimensions.option-for; the
Flash movie within the HTML page. The Match Movie option-uses the size of
the movie you specified in the Document Settings dialog tiox:-If yeu select the
Pixels or Percent option, you can set the values of the wy'dt h~and hei ght
attributes in the <obj ect > and <enbed> tagsin the HTML page.

Playback Settings

You can use the Playback options to contral how-thie movie plays within the
browser window. The Paused at Start optionpauses the movie until a user clicks
a button in the movie or chooses Play 4rom the-shartcut menu. By default, the
option is deselected and the movie begins:toplay as/so00n as it is loaded.

The Loop option repeats the movie when it reachés the last frame. You should
deselect this option to stop the mavie when-it-i'eaches the last frame.

The Display Menu option digplays & shortcut menu when users right-click (Win-
dows) or [Ctrl]-click (Macintosh)the mavie. If you deselect this option, only
About Flash appears in the shortcut menu. By default, this gption is selected.

The Device Font option werks for Windows machines tossusstitute anti-aliased
(smooth-edged) system fents for fonts not installed on éhewser’s system. Using
device fonts increases thelegibility of type at small sizes and can decrease the
movie's file size. This option eniy affects movies centéning static text (text that
you created when @dthoring\a movie and that does not)change when the movie is
displayed) set to display with device fonts.

Quality Settings

The Quality setting determines the trade-cif.bstween processing time and apply-
ing anti-aliasing t0 smooth each frame Before it is displayed on the viewer’s
screen, asfollows/ The Low setting oes ot use anti-aliasing, and is the fastest
option.

The-Auto e option makes spéeda priority but improves appearance whenever
possible-Vith the Auto Low gption, playback of the movie begins with anti-
aliasing turned off. If the Flasti-Player detects that the processor can handle it,
anti-aliasing is turned on.

The Auto High option, emphasizes playback speed and appearance equally at first
but sacrifices appeararice for playback speed if necessary. Playback begins with
anti-aliasing turnegion.if the actual frame rate drops below the specified frame
rate, anti-aliasing I1sturhed off to improve playback speed. Use this setting to
emulate the View - Antialias setting in Flash.

The Medium applies some anti-aliasing, but does not smooth bitmaps. It produces
a better quality than the Low setting, but lower quality than the High setting.

The default Height setting favors appearance over playback speed and always
uses anti-aliasing. If the movie does not contain animation, bitmaps are
smoothed; if the movie has animation, bitmaps are not smoothed.



The Best setting provides the best display quality and does not consider playback
speed at al. All output is anti-aliased and bitmaps are always smoothed.

Window Mode Settings

The Window Mode setting for transparency, positioning, and layering only works
for the Windows version of Internet Explorer 4.0 or higher with the Flash
ActiveX control. Therefore, unless your primary audience is using a Windows
machine with a later version of Explorer installed, it might not be best to design
your movies in such a way that the options in the Window Mode setting are
critical.

HTML Alignment Settings

The HTML Alignment settings position the Flash movie window within the
browser window. The Default setting centers the movie in the browser window:
and crops the edges of the movie if the browser window is smaller than the
movie.

The Left, Right, Top or Bottom setting aligns movies along the corresponding
edge of the browser window and crops the remaining three sides of the imovie as
needed.

Scale Settings

The Scale settings allow you to place the movie within specified boundaiies if
you'’ ve changed the movi€e's original width and height. The Scale optian/sets the
scal e parameter in the <obj ect > and <enbed> tags.

The Default (Show All) setting displays the entire movig€'in the specified area
without distortion while maintaining the original aspect ratiq ef the movies. Bor-
ders may appear on two sides of the movie.

The No Border setting scales the movie to fill the\specified area and keeps the
movie's original aspect ratio without distortion; cropping if needed.

The Exact Fit setting displays the entire movie in.the specified area without pre-
serving the original aspect ratio, which may-cause distortion of the movié:

The No Scale setting prevents the movie from scaling when the Flash-Player win-
dow is resized.

Flash Alignment Settings

The Flash Alignment settings control howthe movie is placed within the movie
window and how it is cropped, if necessary. This option setsithesal i gn param-
eter of the <obj ect > and/<enbeds> tags. For Horizonta=aignment, choose
Left, Center, or Right. FeiVertical alignment, choose Tep, Center, or Bottom.

The Show Warning Messages option displays error messages if tag settings
conflict.
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TASK 5C-3

Choosing HTML Settings for a Flash Movie

1.

Click the HTML tab in the Publish Settings dialog box.

Publish Settings
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Choose Detect for Flash 6 from~the Template drop“dowan list, and click
Info. The description the template appears.

You will now need to creste an aternate image fife that the template will
display if the Flash 6-Player is not detected.Glick \the Formats tab, and
check the JFEG image checkbox. Name the JF=G image scenes.jpg
Click the HTMi. tal’ once again.

You do not-want the movie to loop. Uncheck the Loop checkbox.
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You have completed the Publish settings.

Click OK. The Publish settings are retained with the document.



6. Choose File- Publish. Flash publishes al of the files you specified.

7. View the scenes.html page inside the Website folder inside the
Flash MX Level 2 Data folder in your Web browser.

Summary

In this lesson, you learned how to test a movie to determine its download
performance and pinpoint potential playback problems. You also learned
numerous ways to reduce the size of your files to minimize download time.
Finally, you worked with a number of Publish settings to prepare your
native Flash files for viewing by your audience.

Lesson Review

S5A In order to view the movie as it would look as if it wefe downioading,
what do you need to do?

You need to choose the Vievhow Streaming command.

5B You should put all animations in the same layer to'reduce file size.

False. Placing multiple animations in the same layer-increases file size ang
reduces performance.

5C If you want to name a published file using a different name than the
Flash file, what do you need to do?

You need to uncheck the Use Default Names checkbox in the Faunats tab in
the Publish settings dialog box.
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button symbol

A symbol that contains four frames allow-
ing you to create buttons with visible
changes as the user interacts with them.

graphic symbol

A symbol best used for static images and
animations that are dependent on the main
movie Timeline.

instance
A copy of a symbol, which doesn’t add to
file size and is linked to its parent symbol.

movie clip symbol
A symbol best used for animations that are
independent of the main movie Timeline.

symbol

A “building block” of Flash content. Sym-
bols are the master objects within a Flash
movie. The three types are graphic, movie
clip, and button symbols.
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