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Flash 100: Basic Techniques and Tools

Introduction

Macromedia Flash is in industry-standard program for creating
animated graphics for the Web and other uses. Flash movies can be
found almost everywhere, and the player necessary for viewing Flash
movies is now part of most browsers.

Flash uses “Action Scripting” and layers, so that very sophisticated
animations can be created. Action Scripting can also be used with

Flash to create entire websites, such as the website of the German
advertising firm Eye4U, which uses Flash in their online marketing
products.

GLIGK HErE GO BNGEP OUP 5166

A screenshot from the German company EYE4U’s Flash website (www.eyedu.com),
in which a torrent of flowers spirals outward from the company logo.

Flash and Flash Player

It is important to remember that Flash and Flash Player are two
separate programs. Flash is a professional program which is used to
produce graphics and animations. It requires a license agreement
before it can be installed on a computer. Flash Player, on the other
hand, is a free program that only plays Flash movies. It is a part of
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many Web browsers, and it can be installed on a computer without a
license agreement.

Flash Flash Player
License needed? Yes No
Purpose Create Flash Play Flash

movies movies

Because Flash Player is so commonly used, a short, simple Flash
movie can be created and put it into a Web page without fear that it
will cause problems for visitors. In this class, Dreamweaver will be
used to insert the movie into a Web page.

Uses of Flash

Although it is used in sophisticated movies and websites, Flash can
also be used in a classroom environment, where students can create
simple animations and learn different ways of thinking creatively. In
this course, Flash will be used to create an animated banner for a Web

page.

Terminology

The following terms are used in this manual:

Timeline — The timeline organizes the layers in a Flash movie. It is
also where the flow of time is controlled. Just like in traditional movies,
Flash movies divide time into frames. Every frame of each layer is
shown in the Timeline.

Stage — The Stage is the rectangular area where graphics are placed
as part of creating Flash movies and other documents.

Frame — A Frame is a unit of time in a Flash movie. All of the frames
for each layer are shown in the Timeline. The default frame rate in
Flash is 12 frames per second, so a 24-frame movie would last 2
seconds.

Keyframe — A Keyframe is used to define a change in an animation.
In this course, keyframes are used to mark the starts and stops of
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movement, and Flash is told to handle the frame-by-frame movements
in between in a process called tweening.

Tween — In Flash, an animator can define the starting and ending
positions of an object, and Flash can control the movements of the
object in between the two points. This is a motion tween.

Selection Tool — Shown as a black arrow in the Tools Panel, the
Selection Tool should be seen as the “default” tool in Flash. It is used
to “click-and-drag” objects to move them around, to change the
properties, of objects, and much more.

F12 — The F12 key on the computer keyboard is pressed when a Flash
user wants to see a preview of a Flash movie.

Action Script — Action Scripts can be used to control many aspects of
Flash documents and are used by advanced Flash authors. In this
course, a simple Action Script is used to keep an animation from
repeating over and over.

Flash Versions

This course was written using screenshots and instructions from Flash
MX 2004, but these instructions will work with all recent versions of
Flash. There may be some variations in menus and in the Tools Panel,
but the essential features of Flash have not changed.

Course Contents

This session will cover the following:

Flash and Flash Player

What can | do with Flash?

Flash tools

Vector and bitmap images

Drawing in Flash

Layers

Creating a simple Flash movie
Introduction to Action Script

Export a Flash movie

Insert a Flash movie into a Web page
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When to Use Flash?

Sometimes Flash may not be the ideal program to use. Flash is at its
best in creating movies with graphics that you created within Flash.
Depending on the situation, another program — such as Javascript —
may be a better choice for some projects.

Use Flash Use Javascript

e Web animations using images e Web image slideshows using
created in Flash large or numerous images

e Animations for the Web with that were not created in
small, simple images Flash
imported into Flash e Text animations — such as

text “crawlers” — which have
to be updated frequently.

Free Javascript code that can be downloaded from
www.dynamicdrive.com and other Web sites. Javascript image
slideshows are faster to create, run faster over the Web, and are
easier to update.

Steps in Creating an Animated Flash Web Banner

This course will cover the following steps for making a simple Flash
movie:

1. Setting up the Flash stage

2. Import an image (an image could also be drawn in Flash)
3. Add the school name and address

4. Add the school motto

5. Animate the mascot

6. Animate the motto

7. Animate the school name and address

8. Making the animation STOP!

9. Publish the moviel!

10. Insert the movie into a Web page!
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Flash tools

The Flash tool panel will probably look familiar to anyone who has used
Photoshop, Photoshop Elements, or Fireworks. We'll be using a few of
the tools to draw with.

Selection Tool Subselection Tool

Line Tool Lasso Tool
Pen Tool Text Tool
Oval Tool Rectangle Tool
Pencil Tool Brush Tool

Free Transform Tool Fill Transform Tool

PEHN0O= \ »
FHSNO>» 0w

Ink Bottle Tool Paint Bucket Tool

S
Q

Eyedropper Tool Eraser Tool

Wi

Hand Tool \:.ﬁ:' Q Zoom Tool

Colars

# EM |Stroke Color
@ B® Fill Color

Default Colors ®__18) |Swap Colors

Aions

Mo Color Gt

=5 =

Options Pane

Vector and Bitmap Images

Most image editing programs, such as Fireworks, produce bitmap
images. In a bitmap image, each individual pixel must be remembered
in order for the image to be displayed correctly. If you have a 550 by
400 pixel image (the default size of the Flash stage), that's 220,000
individual points that must be stored, or as much as 660,000 bytes of
storage space for a single image. If a movie was made up of this type
of image, that file size would be too large for it to be viewed online.

Vector graphics, on the other hand, store the image as a series of
mathematical instructions. This can be more efficient, especially with a
large image, as was described in the last paragraph. One of the
greatest strengths of vector graphics is that they can be scaled up or
down without affecting their appearance, and without affecting file
size. Flash uses vector graphics.
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Vector Graphics

Very efficient

Images created in Flash

(small file size,

even for large images)

e The file tells the computer
how to create the image,
using a set of mathematical

instructions
e Can be made

larger or

smaller without distortion

The Flash Workspace

Flash 100: Basic Techniques and Tools

Bitmap Graphics

Images created with most

image editing programs
e Large images have large file

sizes

e The computer has to
remember the color of every
pixel in the image

e Can be made smaller, but
not larger, or the image will

“pixelate”

The Flash MX 2004 workspace is shown below. There may be some
minor variations in other versions of Flash, but that should not pose a
problem in this course.

e
File Edit Wiew Insert Modify Text Commands Control  Window Help
= b Color Mixer
Tools wave. fla* s ts =
[T & | £ scene 1 Mothn Tween | %_ @.ISD% == & I Components
e i v Timeline I -[J Button
& A B checkBox
e Dv L:\F' fu:lIJUBUx
abel
4 ] ue
o Keyframe [} Loader
MumericStepper
& & Joaa @ || 4] Blo IENE R |
LN ~& ProgressBar
ﬂ g E RadioButtan
U= Timeline 3] scrolpane
m Q, Tools Panel =
Colars ~-{abl] TextInput
& ﬂ -- Window
]
E Stage i w Component Inspector =
Options / @ it
Paramelers I

n

i ¥ Properties

Properties Panel

Select a Component instance to edit its
parameters in this panel,

ii v Behaviors

‘1}‘, EI Layer 1 : Frame 1

Jif

Ii Frame Tween: IMotion j' Seale | Sound: INone d @ JExent | action
| <Frama Labal= Easei [0 - Effect: [fone <] [Edi.
Label type: [Hlame | rotate: [aure =] [0 tmes | syne [Event = [Repet  =I|1 2]
I orientto path W Sync W Snap o sound selected, ~
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Drawing in Flash

The various drawing tools can be used to create simple images in
Flash, which can then be animated. For this class, we’ll draw out a
rectangle to use as the background for a school banner, then animate
some images on top of it.

Hands-On Practice: Drawing Tools

1. Start Macromedia Flash, if you have not already done so.

2. Select File = New and choose Flash Document.

3. Spend a few minutes playing with the various drawing tools.
Imagine using them in a classroom with students. Try this:

e Use the Pencil Tool to draw a stick figure, a house, or some
other simple objects. Try using the Straighten and Smooth
options with the Pencil Tool.

e Use the Oval Tool to try to draw a perfect circle.

e Use the Brush Tool to do some painting!

4. Use File = Save As to save the image as an .fla file, so that it
can be edited later.

5. Use File = Export > Export Image if you want to save in a
format that can be used in other programs -- either a .gif
(bitmap image) or a .swf (pronounced “swiff,” a Flash “movie”
file).

Creating an Animated Banner:
Step 1 — Setting the Stage

We’ll begin by changing the size of the Flash Stage (and the
Document) to the approximate size of a Web page banner. We’ll then
draw a rectangle on the stage to serve as a background for our
banner.

1. Select File = New and choose Flash Document.
2. Choose the Selection Tool (%).
3. Click anywhere on the Stage.
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In the Properties, click the button showing the Document Size
(currently 550 x 400 pixels), to open the Document Properties
window.

Change the Document Properties to those in the image below,
and click [OK].

Document Properties
Dimensions: |650 (width) = IISD {height)

Match: Prinker | Contentsl Default |

Background color: ’_.
Frame rate: I 1z fps

Ruler units:  |HESER

Make Default | [8]4 I Cancel

Use the sliders on the side and bottom of the stage to reposition
it so that you can see it.

Choose File = Save As and Save the file as
MurrayBanner.fla.

Step 2 - Import an Image (Bring on the Mustelid!)

Let’s add the school mascot to the banner. The school is Murray
Elementary, and their mascot is the Mustelid. We’re going to import

the image.
1. Select File = Import > Import to Stage.
2. Browse for the file mustelid.gif (provided by your instructor)

and click [Open].

Click the Selection Tool (*). Click the new image and drag it
to about the position you see here. Fine movements can be
made with the arrow keys.

i Kl - . | »

Copyright © 2007, Northside I.S.D. Technology Training and Development Services. 5
November 2007



Flash 100: Basic Techniques and Tools

4. In the Timeline, right-click the words Layer 1 (the layer for the
mascot image) and choose Properties from the drop-down

menu.
5. In the Layer Properties window that appears, rename the layer

Mascot.

Step 3 — Add the School Name and Address

We’re going to add the school name and address as a new layer, so
that it can be animated separately from Murray the Mighty Mustelid.

1. Look in the lower-left corner of the Timeline. The first icon there
is the Insert Layer icon (#). Click it to insert a layer for the
school name.

| ™ = | B3 Seenel

/P i * Timeline

g A

O O

7 &

LS

o & ";.EI || 4] Bl w
2 I

2. Select the Text Tool ((A) from the Tools. Click somewhere to the
left of the mustelid and type the following:

[ | |
I ¥ Timeline

[ Mascot s - H

et i}

Fred Ralph Murray
Elementary School

1729 Eagle Rd. » San Antonio, TX 78240
(210) 397-5555 » Fax: (210) 555-4444
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To change font and size, just highlight the text and make the
changes in the Properties. Any fonts and sizes can be used, but
the following were used in this example:

Font for the school name is Kristen ITC.
Size for the school name is 34 points.
Font for the address is Verdana.

Size of the address is 15 points.

aoop

. Use the Selection Tool (%) to position the text where you want

it. Click the mustelid and drag it to a new location if needed.
Right-click on Layer 2 (the layer for the school name and
address) and choose Properties.

. In the Layer Properties window, rename the layer School

Name.

. Use File=Save to save your work.

Step 4 — Add the School Motto

The school motto will be added as a third layer. All three layers will be
animated separately.

1.
2.

Click the Insert Layer icon (#) to add a new layer.
Choose the Text Tool (A) from the Tools. Click below the
mustelid, and type the following:

Fred Ralph Murray
Elementary SChool

1729 Eagle Rd. » San Antonio, TX 78240
(210) 397-5555 « Fax: (210) 555-4444 Mustelids make a difference!

. Highlight the motto and format it by choose font, size and color

from the Properties. The text shown above is Kristen ITC, size
16, Bold face, and the color is a dark blue (#003366).

Select the Selection Tool (‘'*) and use it move the motto to the
desired position.

. Right-click on Layer 3 (the layer for the motto) and choose

Properties.
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6. In the Layer Properties window, rename the layer Motto.
7. Save your work.

Step 5 — Animate the Mascot

Now, it’s time create an animation that allows the mascot to slide in
from off-stage. The other two layers will be animated after Murray the
Mustelid is finished. The banner should load quickly, to avoid annoying
visitors to the website. At the standard rate of 12 frames per second, a
2-second animation requires 24 frames.

A frame rate of 12 frames per second is the default for Flash. If a different frame
rate is desired, follow these steps:

1. Choose the Selection Tool (black arrow) and click off the stage.
2. In the Properties Panel, click the Size setting to open the Document

Properties.
3. Type in the desired Frame Rate and click [OK].

1. In the Timeline, make sure the Mascot layer is selected. Click in
Frame 24 (a dark rectangle will appear in the frame).
2. Select Insert>=Timeline>Keyframe. The school name and

motto will disappear.

Macromedia Flash MX Professional 2004 - [banner.fla*]
i iew | Insert Modify Text Commands Control Window Help

Fla*

M &
Timeline Effects 3 Layer Folder
. i Motion Guide
_ Seeme 0 b
@ A b= L= Frame F5 25 30 35 40 45
O O [P Motto « O Keyframe
y /' [ schoal ... = Blank Keyvframe
- Create Mation Tween I
- |
& & foas g || 4] Blwl B E T [Eoms [oos W]
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rresponds to the finished position of the

mascot, at the end of a 2-second animation. Your Timeline and
Stage should look something like this:

banmer.fla*

| % Scene 1

i w Timeline

[ Motto
[ school ...

4. Click the first fra

me in the Mascot layer. With that frame

selected, use the Selection Tool ( *) to move the mascot off
the Stage, to the right, as shown below. We don’t need to add a

keyframe, becau

i w Timeline

se there is already a keyframe in frame 1.

:ary SChool

San Antonio, TX 78240
Fax: (210) 555-4444

=60 s w0 s w o x m ® @ & s s W e
[ Matta + O =
BSchoolN... ]
o]
|
DévEl @ ||+ alol & LT [Eohs [on A ] 2
Iph Murray

Mustelids make a difference!
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Now, we’ll add the animation. Right-click in the gray area
between Frame 1 and Frame 24 in the Mascot layer. Choose
Create Motion Tween. The area will change color, and an
arrow will appear.

I i ¥ Timeline
I CQD15H1520253035404550
N P Motto « + Ol
[ schodl ... - @
LA l
. Insert Frame
vl @ ﬂ — E Remave Frames h
I
_I Insert Keyframe I

Save your work.
You can see a preview of your new movie by pressing the [F12]
key.

Step 6 — Animate the Motto

We’re going to do something different with the motto. The mascot
begins animating right at the start of the movie, and the school name
will do the same. We’'ll start the movement of the motto in the middle
of the movie. It will move onto the Stage in the last half of the
animation.

1.

Right-click in Frame 24 of the Motto layer in the Timeline.
Choose Insert Keyframe. The motto should reappear on the
Stage. This is the finishing position for the motto, at the end of
the 2-second animation.

i w Timeline
a@0 pE e g LU [eettneee e e e
P Motto ] B
Create Motion Tween
[ School ... ]
@ Mascot + [M|le ! Insert Frame
Femaye Frames
i i || dlw| B e [2efs |—1 Insert Keyframe
Insert Blank Keyframe

. Click in Frame 1 of the Motto layer. Use the Selection Tool (%)

to move the motto somewhere offstage.
Right-click in Frame 12 of the Motto layer. Choose Insert
Keyframe.

. Right-click in the gray area between Frame 12 and Frame 24 in

the Motto layer. Choose Create Motion Tween. The area will
change color, and an arrow will appear.

. Save your work. Preview by pressing the [F12] key.
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Step 7 — Animate the School Name and Address

1. Right-click in Frame 24 of the School Name layer in the Timeline.
Choose Insert Keyframe. The school name and address should
reappear on the Stage. This is the final position for this layer.

. Click in Frame 1 of the School Name layer. Use the Selection

Tool (%) to move the school name somewhere offstage.

. Right-click in the gray area between Frame 1 and Frame 24 in

the School Name layer. Choose Create Motion Tween. The
area will change color, and an arrow will appear.
4. Save your work. Preview by pressing the [F12] key.

Step 8 — Making the Animation STOP!

Up to this point, when we’ve previewed our movie, it ran endlessly
until we closed the browser. We want to make our banner appear and
run through its animation just once. We’ll need to add an Flash Action

Script to do this.

1.
2.

Click Frame 24 in any of the three layers in the Timeline.

Open the Actions Panel by selecting Window=>=Development
Panels>Action.

. In the window on the left side of the Action Panel, choose Global

Functions, then click Timeline Control.

. Double-click Stop. An Action Script will appear in the main

window of the panel.

ii w Actions - Frame

@ prevFrame
@ prevScens

@ stopallSounds
Browser Mebwork

[——

El (& current Selection

El Schoal Mamne : Frame 24
El & sceret

El Schoal Mamne : Frame 24
é Symbol Definition(z)

REATBY EER @ £2 ),
stap(): ;I
£ il

El School Name : 24 |2

|

Line 2 of 2, Caol 1

. Close the Actions Panel by
right-clicking the box in the
upper-right corner of the panel

and choosing Close Panel.
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Preview your movie. It should now stop after one animation
(two seconds).

Step 9 — Publish the Movie!

There is more than one way to publish a Flash movie. If you're hand-
coding HTML, or using a simple editor, you’ll need to use the Publish
feature to create both a “Swiff” (.swf) file and an HTML file with the
code needed to activate your movie.

Dreamweaver, on the other hand, makes it quite easy to insert a Flash
.swf file into a Web page. We’ll export a .swf file and then use
Dreamweaver to put it into a sample Web page.

1.
2.
3.

Select File=Export=Export Movie.

Browse to the place where you want to save your Flash movie.
Make sure that Flash Movie (*.swf) is selected from the Save
as type drop-down menu.

Name your movie MurrayBanner.

Click [Save] to export your movie.

Save in: IL'f}images j e ? il

by Computer

-
2 File: narme: IMuna_l,lBanneri j Save I
Save az type: IFIash b ovie [*. sl j Cancel /l
o
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Step 10 — Insert the Movie into a Web Page!

The instructor will provide a sample Web page to use for this exercise.
You will be replacing an older, “flat” banner with the new, animated
banner.

Start Macromedia Dreamweaver.

Open the file index.html (provided by instructor).

Click the banner at the top of the page.

Press the [Delete] key to remove it from the page.

Select Insert>Media>Flash and browse to your new animated
banner (MurrayBanner.swrf). Press [OK].

ahwNRE

@ Macromedia Dreamweaver 8 - [A:\SamplePagejindex.html] - | = ﬂ

File Edit Wew Insert Modify Text Commands Site Window Help

fwiInsert Common  Layout | Forms | Text | HTML | Application | Flash elements | Favorites = P CSS
REE R4 BREB & ¥ epplcstion
P Tag Inspector

indesc. il  Files =
\47) Code | ==l spiit | | 5] Design | Title: | Fred Murray Elementary schoc (52 i I @, | ™ E, &, Files

S N N N L o G T O v R O T T T T Igﬁwmcwﬂppyj' Vel i
i = B\; 3% Floppy (A1)

| [FredRaiph M

E F | h =, 3 Lii'l images
o3 ] v p urray i @ index.heml

E ] o

2 |Elementary School :
| 1 - I
OE | 1729 Eagle Rd. « San Antonio, TX 78240

] i (210) 397-5555 « Fax: (210) 555-4444 Mustelids make a difference! |
= k ] :
in 3 B I e EE R T LT e e e e e S S

E Home
E : : About Fred Ralph Murray
iE ‘Administration | ) :

E : iFred Ralph Murray was a 30-year educator at various Morthside schools
= ‘Staff tipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod :
= i itempor incdidunt ut labore et dolore magna aliqua. Ut enim ad minim

E ETeams iveniam, guis nostrud exercitation ullameo laboris nigi ut aliquip ex ea
£ : icommodo consequat. Duis aute irure dolor in reprehenderit in voluptate:
E g wvelit esse cllum dolore eu fugiat nulla pariatur, Excepteur sint occaecat

E Library lcupidatat non proident, sunt in culpa qui officia deserunt mollit anirm id
5 E Eest laborum. Lorem ipsum dolor sit amet, consectetur adipisicing elit,
E ;Schedule ised do eiusrmod ternpor incididunt ut labore et dolore magna aliqua. Ut

E ; ienim ad minim veniam, quiz nostrud exerditationullames laboris nisi ut -
w [ h &% O [100% «|[787 %399+ [4K [ 1 sec

i v Properties =

pe Image, 13K W | Src | images/banner.gif D Al IMurray bariner j Class INnne j %
(]
T B0 e @) H& O A

Map W Sparce Target - Border %% g

’T ggﬂ H Space Lo Src ¥ ) Algn |Defaul ‘I N K _,I
i b Results IIQ 1 local items selected tota Log...

That’s it! You’ve successfully taken the first step into the world of
Flash.
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Notes:
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