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Introduction

Welcome to Macromedia Flash 8 For Dummies, your friendly Web-
animation companion. In this book, we explain in plain English how to
make the most of Flash to create stunning Web site animations. Macromedia
Flash 8 For Dummies aims to give you all the information you need to start
using Flash right away — with no hassle.

About This Book

As though you hadn’t guessed, Macromedia Flash 8 For Dummies covers the
powerful animation product Flash 8, from Macromedia. (The preceding ver-
sion was Flash MX 2004.) Flash 8 is the latest version of the popular software
used on some of the coolest Web sites on the Internet.

Flash comes in two versions: Flash 8 Basic and Flash 8 Professional (Pro). In
addition to including all the features of Flash 8 Basic, the Pro version of Flash
has powerful features for programmers and production teams, such as pro-
ject file management, version control of Flash files, and the ability to connect
Flash to live external data sources and Web services. In addition, Flash 8 Pro
offers special graphics effects, custom animation controls, better handling of
bitmap scaling, and improvements in the way video content is handled. In
this book, we focus on the features of Flash 8 Basic rather than Flash 8 Pro
because they’re much more useful to people who are new to Flash. However,
we do sometimes describe the Flash 8 Pro features. We comprehensively
explain the Flash features, including

v Working with the Flash screen, toolbars, and menus

v Creating graphics and text in Flash

»* Adding sound and video

v~ Using layers to organize your animation

v Creating symbols, which are objects that you save for repeated use
v Animating graphics (the key to Flash)

v~ Creating interactive Web sites

v Publishing Flash movies to your Web site
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How to Use This Book

You don’t have to read this book from cover to cover. We provide just the
information you need, when you need it. Start with the first three chapters.
Then play around with graphics until you create what you need for your Web
site. You might want to check out Chapter 6, on layers, to help you organize it
all, and Chapter 7, which covers symbols. Then feel free to jump right to
Chapter 9, on animation, to create your first real Flash movie. Chapter 13 tells
you how to get your movie on your Web site. Then fire up your browser, sit
back, and marvel.

Of course, you’ll want to check out other chapters when you need them so
that you can create text and buttons, add sound and video, and create an
interactive Web site. Chapter 12 provides some ideas for putting all the Flash
features together for your best Web site ever.

Keep Macromedia Flash 8 For Dummies by your computer while you work.
You'll find it to be a loyal helper.

Foolish Assumptions

We assume that you're not already a master Flash developer. If you want to
use Flash to create high-quality Web sites and you’re not an expert animator
already, you'll find this book to be a great reference. Macromedia Flash 8 For
Dummies is ideal for beginners who are just starting to use Flash or for cur-
rent Flash users who want to further hone their skills.

Because people usually add Flash movies to Web sites, we also assume that
you know some of the basics of Web site creation. You should know what
HyperText Markup Language (HTML) is and understand the process of creat-
ing and structuring HTML pages as well as uploading them to a Web site.

If you want some help on the topic of Web sites, you might want to take a
look at Web Design For Dummies, by Lisa Lopuck (Wiley Publishing, Inc.).

Conventions Used in This Book

Sometimes it helps to know why some text is bold and other is italic so that you
can figure out what we’re talking about. (A typographic convention is not a con-
vention of typographers meeting to discuss the latest typography techniques.)
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New terms are in italics to let you know that they’re new. When we suggest that
you type something, we show you we want you to type in bold. Messages and
other text that come from Flash, including programming code, are in a special
typeface, like this.

When we say something like “Choose File>Save As,” it means to click the File
menu at the top of your screen and then choose Save As from the menu that
opens. When we want you to use a toolbar or toolbox button (or tool), we tell
you to click it.

How This Book Is Organized

We start by presenting an overview of the Flash universe and then continue
in the general order that you would use to create a Flash animation. More
basic material is at the beginning of the book, and more advanced material
(but not too advanced!) comes later on. You might never use all the material
in this book in one Flash movie.

To be more specific, this book is divided into seven parts (to represent the
seven states of consciousness — okay, we don’t have to get too cosmic here).
Each part contains two or more chapters that relate to that part. Each chap-
ter thoroughly covers one topic so that you don’t have to go searching all
over creation to get the information you need.

Part I: A Blast of Flash

Part [ contains important introductory information about Flash. In Chapter 1,
we tell you what Flash is all about, show you what the Flash screen looks
like, and explain how to get help when you need it most. You can also find
instructions for starting Flash, starting a new movie, and opening an existing
movie, and we give you a short list of steps for creating your first animation.
Chapter 2 explains in more detail the steps for creating a Flash movie. We
also explain some basic concepts that all Flash users need to know.

Part 1I: 1,000 Pictures and 1,000 Words

Part Il explains all the tools available for creating graphics in Flash. Chapter 3
explains the unique drawing tools included in Flash. Of course, we also explain
how to import graphics if you don’t feel like creating your own. Chapter 4
shows you how to edit and manipulate graphic objects, and Chapter 5 is all
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about creating text. Chapter 6 explains layers, which help you organize your
graphics so that they don’t interfere with each other.

Part I1I: Getting Symbolic

Symbols are graphical objects that you save to use again and again. Whenever
you want to place an object on a Web page more than once, you can save the
object as a symbol. You can also group together many individual objects,
making them useful when you want to manipulate, edit, or animate them all at
one time. Chapter 7 explains creating and editing symbols. Chapter 8 describes
how to create buttons — not the kind that you sew, but rather the kind that
you click with your mouse. Buttons are a kind of symbol, but on a Web page
they execute an action when clicked.

Part IU: Total Flash-o0-Rama

Part IV explains how to put all your graphics together and make them move.
Chapter 9 covers animation in detail — from frame-by-frame animation to
tweening, where Flash calculates the animation between your first and last
frames. Tween movement to make your objects move or morph into new
shapes. You can also tween color and transparency.

Chapter 10 shows how to create interactive Web sites that react to your view-
ers. For example, when a viewer clicks a button, Flash can jump to a different
part of a movie or go to a different Web page entirely. To create interactivity,
you use ActionScript, Flash’s JavaScript-like programming language. We tell
you how to put ActionScript to work.

Chapter 11 is about adding multimedia — sound, music, and video — to your
Flash movies and buttons.

Part U: The Movie and the Web

This part helps you put all your animated graphics and cool buttons together
and publish your work on the Web. Chapter 12 outlines the various tech-
niques that you can use to create a great Web site using only Flash.

Chapter 13 explains how to test your animation for speed and suitability for
all browsers and systems. Then we cover all the details of publishing movies
as well as the other available formats, such as HTML and GIF. You can also
create projectors — movies that play themselves.
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Part UI: The Part of Tens

What’s a For Dummies book without The Part of Tens? Chapter 14 answers
some frequently asked questions about Flash and introduces some fun tech-
niques, such as creating drag-and-drop objects and simulating 3-D effects.
Chapter 15 provides you with the ten best resources for learning about Flash
(besides this book, of course). Chapter 16 lists our winners for ten great
Flash Web designers, although new ones emerge all the time.

Part VlI: Appendixes

Last, but not least, we come to the appendixes. They add some valuable
information to the end of this book. Appendix A adds instructions on
installing Flash as well as setting preferences and options, illustrations of all
the tools and panels in Flash 8. In Appendix B, we show you what’s what on
the Property inspector and on the various panels.

Appendix C tells you what’s on the companion Web site (www.dummies.com/
go/flash8). We provide Flash movies that we illustrate in the book and others
that you can just play with to see how they work. We also add our own library
of graphics that you can add to your own movies. In addition, we provide a
bonus chapter, which is a glossary of obscure terms.

Icons Used in This Book

&ATUR.

Icons help point out special information. For example, sometimes they tell you
that you don’t care about this information and can skip over it without fear.

This icon flags new features in Flash 8. If you have been using Flash MX 2004
or even an earlier version, you may want to skim through this book and look
for this icon to help you quickly get up to speed in the new version.

Look for this icon to find all the goodies on the companion Web site, at
www .dummies.com/go/flashs8.

This icon alerts you to information that you need to keep in mind to avoid
wasting time or falling on your face.

5
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Flash has some advanced features you might want to know about — or skip
over entirely. This icon lets you know when we throw the heavier stuff at you.

3
Tips help you finish your work more easily, quickly, or effectively. Don’t miss
out on these.
NWNG/
§g~ Uh-oh! “Watch out here!” is what this icon is telling you. If you skip these, you

never know what might happen.

Where to Go from Here

If you haven’t already installed Flash, check out the complete instructions for
installing Flash in Appendix A. Then open Flash, open this book, and plunge in.

We would love to hear your comments about this book. You can contact Gurdy
Leete at gleete@mum. edu and Ellen Finkelstein at ellenfinkl@bigfoot.com.
Please note that we can’t provide technical support on Flash. (If you need
technical support, check out the resources we list in Chapter 16.)

Enough of all this talk. It’s time to move into the real part of this book and
start creating cool movies! Enjoy!
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In this part . . .

n this part, you discover what Flash can and can’t do

and start to make your way around the Flash world. In
Chapter 1, we introduce you to Flash, show you what it
looks like, and explain how to use its toolbars and menus.
You find out about the Stage and the Timeline, two central
Flash concepts. Play your way through your first anima-
tion to get firsthand experience in the power of Flash.

In Chapter 2, you get an overview of the entire process of
creating a Flash animated movie, from developing your
concept to publishing your movie in the format a browser
can display. We explain how to set properties that affect
your movie as a whole and how Flash works with various
kinds of graphics. We close with the steps for printing
your movie on paper. This part provides the foundation
for future success.




Chapter 1
Getting Acquainted with Flash 8

In This Chapter
Introducing Flash
Figuring out what you can create with Flash 8
Knowing when not to use Flash 8
Perusing the screen
Using Help
Creating your first animation
Closing Flash

Once upon a time in a galaxy that seems far, far away by now, there was
the Internet, which contained only plain, unformatted text. Then came
the Web, and we gained text formatting and graphics. Then the Web grew up
a little, and Web page graphics got fancier with things like small animations in
banner ads. But people, being used to movies and TV, wanted an even more
animated and interactive Web experience. Along came Flash.

Flash, from Macromedia, Inc., is the software that runs some of the coolest
Web sites around. When you surf the Web and see sites that contain anima-
tion across the entire page or buttons that do spectacular stunts when you
click them, you’re probably seeing some Flash magic. If you create a Web site,
you can use Flash to rev up the basics and actively respond to users’ choices
so that your viewers will say, “Wow!”

In this chapter, you find out what Flash is all about, what the Flash screen
looks like, and how to use Help. Then you create your first, simple animation
so that all the rest of this book makes sense.
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Discovering Flash

Flash offers a powerful system for creating animation for the Web. In a nut-
shell, here’s an overview of how you use the system:

1. Create a Flash movie by creating graphics and animating them over
the duration of the movie.

2. Use the Publish command within Flash to publish the movie into a
Flash Player file that a browser can display.

At the same time, Flash creates the appropriate HyperText Markup
Language (HTML) code that you need for your Web page.

3. Insert HTML code into your HTML document that references the Flash
Player file.

It’s similar to adding a graphic to a Web page. Or, you can use the HTML
code alone as a new Web page for a fully Flashed page.

4. Upload the new or edited HTML document and the Flash Player file to
the location where you keep other files for your Web pages.

5. Open your browser, navigate to your Web page, and presto! — there’s
your cool animation on your Web page.

You need the Flash Player to see the effects that Flash creates. These days,
the Flash Player comes installed with most computer systems and browsers,
so most people can view Flash-driven Web sites immediately without any spe-
cial download or preparation. When you display a Web site that contains
Flash effects, your system uses the Flash Player to play the animation. Users
who don’t have a Flash Player can download it for free from Macromedia at
www.macromedia.com/go/getflash.

Web sites are getting more and more sophisticated. By using animation, spe-
cial effects, and interactive techniques, you can distinguish your Web site
from the also-rans. Creating animation isn’t hard, and you don’t have to be a
professional graphic artist, either. Anyone can create simple animations to
enhance a Web site; it just takes a little time.

To find the most up-to-date Web sites that use Flash, check out the
Macromedia site at www.macromedia.com/software/flash/flashpro and
click the Showcase button. Don’t get discouraged by seeing some of the truly
professional results at these sites. You can start with a simple, animated site
and go from there. (Chapter 16 lists ten great Flash designers and where you
can find their work.)



Understanding What You
Can Create with Flash 8

You can use Flash 8 to create simple animation to add to your Web page. Or,
you can create an entire Web page or site using Flash and incorporate text,
graphics, interactive buttons, and animation. You can even program applica-
tions in Flash.

This book helps you use Flash to create a simple or complex Web site. The
following list describes some ways that you can manipulate text, graphics,
and sound by using Flash 8:

v Create still or animated text on your Web page. You can choose to stop
the animation after a few seconds or repeat it while your viewers view
the page.

v~ Use Flash tools to create your own graphics for your Web page or to
import graphics. You can lay out an entire Web page graphically or add
graphics to only a part of a Web page.

v+ Animate graphics and make objects appear and disappear by using
the transparency feature. Objects can move, get bigger or smaller, or
rotate. Flash also lets you morph — that is, transform — shapes into new
shapes.

v~ Fill shapes and text with gradients, which are colors that gradually
change into new colors. You can even fill shapes and text with bitmap
images that you import into Flash. For example, you could fill the letters
of your name with dozens of flowers. (You aren’t a flower child any more?)

v Create Web page buttons that not only lead your viewers wherever
you want them to go but also change shape or color at the same time.
You can make buttons change when you pass your mouse over them.
People who view your page can click a button to display a movie (anima-
tion) or start a small application.

v Add sound or video to your movie. It’s easy to add sound effects in
Flash. You can control how long the sound or music plays and whether
it loops to play continuously. You can play video files as well.

1 Create menus that viewers can use to navigate your site. You can create
navigation tools as well as forms, check boxes, and other interface ele-
ments that look a lot more stylish than plain HTML ones.

As you can see, you can go far with Flash if you want. And why not? It’s
great fun!

Chapter 1: Getting Aquainted with Flash 8
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Determining When Not to Use Flash 8

If Flash 8 is so wonderful, why doesn’t every Web site designer use it? Why
aren’t most Web sites created completely with Flash?

Here’s the other side of the story.

Although the vector graphics and animation of Flash load quickly, they don’t
load as quickly as plain text and simple graphics. Adding a movie to your
Web page creates some overhead. There’s no point in using Flash if you want
simple pages consisting of mostly text and a few graphics that you want to
stay put and not move.

You can create certain graphic effects more easily by using bitmap graphics.
Painted brushstroke and textured effects are examples. Artists create these
types of graphics by using graphics editing software, and the results are
bitmaps. Similarly, to add photographs to your Web page, you need to scan
the photographs as bitmaps. Flash creates vector graphics (defined mathe-
matically), which are different from bitmap graphics (defined by lots of dots).
You can find out more about bitmap and vector graphics in Chapter 2.

If you want simple animation, such as a few blinking dots or a marquee effect,
animated GIFs (the animated bitmap graphics that you often see on the Web)
might be smaller than Flash movies, so they load faster. You can create ani-
mated GIFs by using animated GIF editing software.

Some sites don’t lend themselves to animation. Animation can distract from
your content, and overdoing animation can make a serious site seem silly.
Animation is great, but it has its place. Also, although Flash has some fea-
tures that allow accessibility for people with disabilities, it still isn’t as acces-
sible as plain HTML. You need to determine whether animation is right for
your Web site.

Flash provides little in the way of 3-D graphics or animation. For those, you
need to go to more sophisticated software, such as Poser or 3D Studio Max.
(See Chapter 14 for more 3-D possibilities in Flash.)

Getting the Right Start

Well begun is half done, as the saying goes. The easiest way to begin using
Flash 8 is with a shortcut or alias right on your desktop. Double-click the
Flash icon, and you're on your way. (See Appendix A for information on
installing Flash.)
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Starting Flash on a PC

Whether you installed Flash from the CD or by downloading it from the
Macromedia Web site onto your PC, you might or might not have a shortcut
on your desktop. To create one, choose Start=>Programs=>Macromedia=>
Macromedia Flash 8. Right-click the Macromedia Flash 8 item and choose
Create Shortcut from the pop-up menu that appears. The new shortcut
appears on the menu. Drag that shortcut to your desktop.

To rename the shortcut, click the shortcut on your desktop. Then click the
text beneath the icon. Type Flash 8 (or whatever you want) and press Enter.
Just double-click the icon to open Flash.

Starting Flash on a Mac

You might find it handy to add the Flash 8 icon to your Dock for easy launch-
ing. To do this, click the Finder icon on the extreme left of the Dock to bring
up a new Finder window. Navigate in the Finder window to the Applications
folder, and in the Applications folder, double-click the Macromedia Flash 8
folder to open it. Click and drag the Flash 8 application icon to the Dock. A
copy of the Flash 8 application icon appears on the Dock.

Creating a new movie

Files that you create by using Flash are commonly called movies. When you
start Flash, the startup screen appears (by default). In the Create New sec-
tion, click Flash Document. If you have already opened a movie and have the
menus available, choose Filec>New. In the New Document dialog box, select
Flash Document on the General tab and then click OK. You usually start by
creating or importing some graphics. (To find out more about working with
graphics, see Chapter 3.)

Opening an existing movie

If you want to work on a movie you've already created, when you first open
Flash, choose the movie from the Open a Recent Item section or choose Open
to find the file. If you've already opened a movie and have the menus avail-
able, press Ctrl+O (Windows) or 88+0 (Mac) or choose File=>Open; then
double-click the movie to open it. The first frame appears on your screen,
and you can edit the movie any way that you want.



’4 Part I: A Blast of Flash

When you open more than one movie, you see a tab at the top for each movie.
You can click the tabs to move from movie to movie. The tabs appear in the
order you created or opened the movies.

Taking a Look Around

|
Figure 1-1:
The Flash
screen.
|

If you've never created animation, the Flash screen is different from the
screens in other programs that you might be used to, so take the time to get
to know it. You can also customize the Flash screen. Figure 1-1 shows one
possible display.

If your screen opens with several rectangular panels strewn about the screen
or docked on various sides, don’t worry about them now. We explain how to
open and use these panels throughout this book, but you don’t need them for
this chapter. If they drive you crazy, right-click (Windows) or Control+click
(Mac) each panel’s title bar and choose Close Panel Group from the menu
that appears.

See Appendix B for a full layout of each panel and toolbar.
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Tooling around the toolbars

Flash contains two toolbars in the Mac version: the Edit bar and the Controller.
In Windows, Flash also offers the Main toolbar. To display or hide these tool-
bars, choose Window=>Toolbars and click the toolbar that you want to display
or hide. Here is a description of the toolbars:

v+ Main toolbar (Windows only): Contains commonly used commands.
Many of these are familiar from the Standard toolbar in other Windows
programs. By default, Flash does not display the Main toolbar.

v~ Controller: Lets you control the playback of movies. For more informa-
tion, see Chapter 9.

v~ Edit bar: Helps you work with the Timeline and appears at the top of the
Timeline. It includes a toggle to display and hide the Timeline, a button
for editing scenes, and a zoom control. We discuss the Timeline briefly
later in the chapter. For more information about the Timeline and
scenes, see Chapter 9.

Using panels

Panels give you access to the many Flash settings. You access the panels
from the Window menu. We discuss the specific panels throughout this book.
In this section, we explain how to keep control over your panels.

Most panels are dockable, which means that they can sit at the side or
bottom of your Flash window without covering up your work. You can also
stack them on top of each other. You control panels by doing the following:

+* To dock a panel: Drag it to the side or bottom of your screen.

v To undock a panel: Drag it from its grabber, which is at the left edge of
its title bar.

+* To open or close a panel: Choose it from the Window menu.
1 To close an undocked panel: Click its Close button.

+* To close a docked panel: Right-click (Windows)/Control+click (Mac) its
title bar and choose Close Panel.

You can stack panels just like you stack plastic containers in your refrigera-
tor. Drag a panel (by its grabber) beneath another panel to stack it. You can
also collapse or expand panels: A collapsed panel displays only its title bar,
so it doesn’t take up much space. Use the arrow on the left side of the title
bar to collapse or expand a panel or click its title bar.
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In Windows only, the Flash interface has new arrow buttons above panels that

are docked at the bottom of your screen and to the left of panels docked at the
right. Click an arrow to collapse the panels to just the tiny arrow button. Click

the arrow again to expand the panels to their previous display.

The Tools panel contains all the tools that you need to draw and edit objects.
At the bottom of the Tools panel are options that modify how the tools func-
tion. (See Chapters 3 and 4 for a complete description of the Tools panel.)

The Property inspector is another important panel. This panel displays infor-
mation about selected objects, such as size, name, and location. You can
modify objects in the Property inspector as well. It is context-sensitive, which
means that its contents change according to what you're doing. For example,
if you select a graphic object, the Property inspector provides settings relat-
ing to that object, and you can use the Property inspector to edit that object.

For the best in customization, you can save any layout of panels you like. Set
up the panels and choose Window=>Workspace Layout=>Save Current. In the
Save Workspace Layout dialog box that opens, give the layout a name and
click OK. To restore that layout at any time, choose Window=>Workspace
Layout and choose your very own layout.

Discovering the Flash menus

Most drawing functions are available only in the Tools panel. Similarly, you
often use the Timeline, as we discuss in the section “Following a timeline,”
later in this chapter, for creating animation. Almost every other function in
Flash is on a menu somewhere. You just need to find it. In general, we discuss
the specific menu functions where appropriate throughout this book. Table
1-1 offers a brief overview of the menus.

Table 1-1 Flash Menus
Menu What It Does
Flash (Mac only) Enables you to set preferences, create keyboard

shortcuts, and quit Flash.

File Enables you to open and close files; save files; import and
export files; print; publish movies for the Web; send a movie as
an e-mail attachment (Windows only); and quit Flash.

Edit Provides commands that let you undo and redo actions; cut,
copy, and paste to and from the Clipboard; delete, duplicate,
select, and deselect objects; find and replace; copy and paste
entire frames on the Timeline; edit symbols (see Chapter 7 for
the whole story on symbols); set preferences (Windows only);
and create keyboard shortcuts for commands (Windows only).
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Menu What It Does

View Helps you get a better view by letting you zoom in and out; show
or hide various parts of the screen; and view a grid for easy
layout.

Insert Enables you to insert symbols (Chapter 7 explains this topic);

insert and delete Timeline features, such as frames and
keyframes (see Chapter 9 for more); insert layers (check out
Chapter 6); add Timeline effects (see Chapter 9); and add
scenes (also in Chapter 9).

Modify Helps you modify symbols, shapes, frames, Timeline effects,
scenes, or the entire movie. Offers tools for transforming, align-
ing, grouping, and ungrouping objects, and breaking objects

apart.
Text Enables you to format text and check spelling.
Commands Enables you to reuse and manage saved commands. A com-

mand is any action that you take in Flash, such as drawing or
editing objects. You can save commands from the History panel.
(See Chapter 4.)

Control Provides options that let you control the playing of movies; test
movies and scenes; engage certain interactive functions; and
mute sounds.

Window Enables you to open lots of things, including a new window;
panels that help you control objects; the Library (more on the
Library in Chapter 2); windows for creating interactive controls
(which we explain in Chapter 10); and the Movie Explorer (to
help manage your movie — see Chapter 12).

Help Comes to the rescue when you need help.

Many menu commands offer keyboard shortcuts. You can also create your
own keyboard shortcuts. (See Appendix A for instructions.)

The shortcuts are displayed on the menus, next to the command name. Here
are some of the most commonly used keyboard shortcuts (for more short-
cuts, see the tear-out Cheat Sheet at the front of this book):

v Ctrl+N (Windows) or 38+N (Mac): Open the New Document dialog box so
you can start a new movie.
v Ctrl+O (Windows) or 8+0 (Mac): Open an existing movie.

v Ctrl+S (Windows) or 38+S (Mac): Save your movie. Use this shortcut
often!
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v Ctrl+X (Windows) or $+X (Mac): Cut to the Clipboard. Chapter 4
explains more about using the Clipboard.

v Ctrl+C (Windows) or 88+C (Mac): Copy to the Clipboard.
v Ctrl+V (Windows) or 8+V (Mac): Paste from the Clipboard.

v Ctrl+Z (Windows) or 3+Z (Mac): Undo. Would you believe that by
default Flash remembers your last 100 actions and can undo them? What
a relief! And if you choose Window=>Other Panels=>History, the History
panel lists each action, so you know what the next Undo will undo.
Think of it as a journey into the long-forgotten past. (See Chapter 4 for
more on the History panel, and see Appendix A for details on customiz-
ing the number of Undos that Flash remembers.)

v Ctrl+Y (Windows) or 8+Y (Mac): Redo. This redoes actions that you
undid by using the Undo button. (Got that?) This button remembers just
as many actions as the Undo button. If you undo more actions than you
want, click Redo (or press Ctrl+Y/38+Y) until you're back where you
want to be. Using the Undo and Redo buttons is like traveling through
Flash time — and it gives you lots of slack while you're working.

v Ctrl+Q (Windows) or 3#8+Q (Mac): Exit Flash.

We mention other keyboard shortcuts throughout this book when we discuss
their corresponding commands.

You should note, although it’s not a shortcut, that you can find the Zoom
Control box in the upper-right corner of your screen — if you open the Edit
bar (choose Window=>Toolbars=Edit Bar). Click the arrow and choose a
zoom factor to zoom in and out. Zooming doesn’t change the actual size of
objects — it just makes them look bigger or smaller.

You aren’t limited to the choices on the Zoom drop-down list. Type a number in
the Zoom Control box and press Enter (Windows) or Return (Mac) to set your
own zoom factor. For example, type 85 to set the zoom factor to 85 percent.

Staging your movies

The white box in the center of your screen is the Stage. Think of the Stage as
a movie screen where you place objects. You can place graphics and text
there and then animate them. Flash also plays back movies on the Stage.

Around the edge of the Stage is a gray area called the Pasteboard. You can use
the Pasteboard to store graphics that you plan to use soon but don’t want on
the Stage just yet. (For more permanent storage, use the Library, as we explain
in Chapter 2.) You can also store data and other nongraphical content on the
Pasteboard. Content that you put on the Pasteboard doesn’t appear in your
Flash movie.
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Following a timeline

The Timeline window divides your movie into frames. Each frame represents
a tiny stretch of time, such as 4z of a second. Creating a movie is simply a
matter of assembling frames, which are then quickly played in order.

Chapter 9 explains in detail how to make using the Timeline completely pain-
less. For now, you should just understand the basics. See Figure 1-2 for the
basic Timeline.
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On the left side of the Timeline is the layer list. When you open a new movie,
you see only one layer, unimaginatively named Layer 1. A layer is like a sheet
of transparent acetate on which you draw objects. Layers help you keep
objects from running into each other, causing unfortunate, messy results. You
organize your entire movie by using layers. For example, if you want to keep
some text constant throughout the movie but animate a bouncing dot, you
would give the dot its own layer and animate it on that layer. The layer list
has room for more layers, and you can add as many layers as you want.
(Chapter 6 gives you the lowdown on layers.)

You can lower the bottom edge of the Timeline to make room for more layers.
Hover the mouse cursor over the bottom line until you see the two-headed
arrow and drag downward.

To the right of Layer 1, you see a bunch of rectangles, each representing a
frame. (Actually, before you start using the Timeline, they’re just potential
frames, like unexposed frames on a roll of film.) By default, each frame lasts
%2 of a second. Each layer has its own row of frames because you can have
different animations or objects on each layer.

A keyframe is a frame that defines some change in your animation. In some
animations, every frame is a keyframe. Other animations need keyframes for
only the first and last frames.

You don’t use the Timeline until you're ready to animate. While you work,
however, you should organize your objects on separate layers. Don’t worry —
you can always move an object from one layer to another.
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Getting Help in a Flash

This book is all that you need to start creating great animations, but we
would be remiss if we didn’t tell you about the Flash Help system.

To use Flash Help, choose Help=>Flash Help. You see a window like the one
shown in Figure 1-3.
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Multiple Help manuals

Flash Help contains several sections:
v Getting Started with Flash contains a basic overview of Flash and creat-
ing a Flash movie.
v Flash Tutorials is an extensive set of tutorials.
v Using Flash is the main Help manual.

v+~ Flash Samples contains some specific examples of Flash files, mostly of
advanced techniques.

v Learning ActionScript 2.0 in Flash is a user’s guide for ActionScript,
Flash’s programming language. (See Chapter 10 to find out more.)

v ActionScript 2.0 Language Reference describes the components of the
ActionScript programming language.
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v+ Using Components explains how to use components (did you guess?),
which we explain in Chapter 10. Components are basic Web interface ele-
ments, such as check boxes and forms that you can drop into your movie.

1+~ Components Language Reference contains a components dictionary.

v+~ Extending Flash offers help for Flash programmers who want to extend
its capabilities.

v~ Flash Lite Developer Guide explains how to use Flash Professional 8 to
develop Flash movies for mobile phones. Flash Lite is a version of the
Flash Player for mobile phones.

v Learning Flash Lite ActionScript is about the special version of
ActionScript for Flash Lite movies.

v~ Flash Lite 1.x ActionScript Language Reference is a programming refer-
ence for Flash Lite ActionScript.

To search for a term, click the Search button. Then enter the term and click
Search. You can choose one of the Help sections from the drop-down list to
focus your search more narrowly. You can then choose from the list of topics.

Finding more help on the Web

Macromedia offers support on its Web site. To access it, choose Help=>Flash
Support Center, which takes you to www.macromedia.com/support/flash.
There you can search the knowledge base and tutorials for answers to your
questions.

Try It; You'll Like It

Perhaps by now you’re getting impatient to try out Flash. Getting started is
easy. You collect a few ideas, put together some art, add animation, save your
movie, and publish it. Then you view it in a browser either online or offline.
That’s the gratifying part. In the following sections, you get to try out Flash
by working through a basic animation. The rest of the book explains the basic
concepts in more detail.

Conceiving your first animation

Suppose that you want to add an animated logo to a home page that you've
already set up. You want the animation to run when the page loads and then
stop. Figure 1-4 shows the Rainbow Resources company logo — unanimated,
of course — that you can find on this book’s Web site, at www.dummies.com/
go/flash8.
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Figure 1-4:
A company
logo that
could stand
some
animation.
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Suppose that you want the word Rainbow to fly into your page from the right
and the word Resources to fly in from the left. At the same time, you want the
graphic to rotate 180 degrees. The following section shows you how to create
this animation.

Creating flashy drawings

You can use Flash to create a company logo, but importing one from this
book’s Web site is simpler. Often, you import existing graphics (such as a
company logo) from a file rather than create them from scratch. (Chapter 3
explains how to import and manipulate graphics.)

If you're going through the steps and make a mistake, choose Edit=>Undo (or
press Ctrl+Z/38+Z) and try again. You can use Undo repeatedly to undo sev-
eral steps, if necessary.

To import the Rainbow Resources logo into Flash, follow these steps. (The
steps might vary if you're importing some other graphic in a different format.)
1. Start Flash.

See the instructions in the section “Starting Flash on a PC” or “Starting
Flash on a Mac,” earlier in this chapter, if you need help.

2. Choose Flash Document from the Create New section of the Startup
screen.

You see a spanking-new movie on your screen.

3. Go to www.dummies.com/go/£flash8 and download the rainbow.gif
file.

4. Choose File=>Import=>Import to Stage.

The Import dialog box opens.
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5. Browse the dialog box until you find rainbow.gif in the location
where you downloaded it.

6. Click to select rainbow.gif and then click Open.

If you have difficulty importing the file, copy it to your hard drive and
try Steps 3-5 again.

You see the logo on your screen. You need to break the logo into
pieces and make it a vector graphic so that you can animate sections
of it separately.

7. Choose Modify~>Bitmap~Trace Bitmap.
The Trace Bitmap dialog box appears.

8. In the Trace Bitmap dialog box, set the color threshold to 100, the
minimum area to 1, the curve fit to Pixels, and the corner threshold
to Many Corners. Click OK in the Trace Bitmap dialog box.

In our example, we chose to use settings that reproduce the bitmap as
faithfully as possible. Flash creates a vector graphic and breaks up the
graphic into individual components. The entire graphic, however, is
selected.

9. Click anywhere outside the graphic to deselect it.

You've got your logo! Now you need to set it up for animation.

Turning your objects into symbols

In the logo that you imported in the preceding section, each letter is a sepa-
rate object, which can get pretty confusing. Each line in the logo’s design is
also separate. But you want your words to stay together — and the little
design, too. So you must combine each word and the logo into a symbol. A
symbol helps keep objects together and is required for some kinds of anima-
tion. (See Chapter 7 for the scoop on symbols.)

To turn the words and the logo into symbols, follow these steps:
1. To get a better view of your image, click the Zoom Control drop-down

list (at the upper-right corner of the Stage area) and choose 200%.

If you don’t see the Zoom Control drop-down list, choose Window=>
Toolbars=>Edit Bar to display it.

Use the scroll bar to scroll the words of the logo into view, if necessary.

i 2. Click the Selection tool on the Tools panel if it’s not already selected.
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3. Click the upper-right corner of the word Rainbow (just above and to
the right of the w) and drag to the lower-left corner of the first letter, R.

Dragging from right to left makes it easier to avoid selecting the logo at
the same time. You should see the entire word selected. If not, click out-
side the word and try again.

4. Choose Modify~>Convert to Symbol. In the Convert to Symbol dialog
box, click Graphic for the behavior and then click OK.

It is normally good practice to name the symbol, but not necessary for
this exercise. When you click OK, Flash places a box around the word so
that you can see that it’s one object.

5. Repeat the procedure outlined in Steps 3 and 4 with the word
Resources.

In this case, you might want to start clicking and dragging from the
upper-left area of the word; then choose Modify=>Convert to Symbol
again and click OK. Now all the letters of the word Resources are a single
object.

6. Click the Zoom Control drop-down list and choose 100% so that you
can see the entire logo.

7. Click above and to the left of the logo and drag to the lower right to
select the entire logo.

8. Hold down the Shift key and click each word to remove both words
from the selection.

Now the design portion of the logo is selected.

9. Press F8 (the keyboard shortcut to create a symbol) and click OK in
the Convert to Symbol dialog box.

Flash creates a symbol from the lines of the logo’s design.

See Chapter 7 to find out more about what symbols are and how to use them.
Symbols are important building blocks in Flash movies.

Putting your graphics on layers

You need to place different pieces on different layers when you're animating.
You use layers to organize your movie and keep shapes separate so that they
don’t interfere with each other. (See Chapter 6 for the complete story on
layers.)

To split your three symbols onto three separate layers, you can use a conve-
nient feature of Flash 8: Distribute to Layers. Follow these steps:
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1. Click the Selection tool on the Tools panel if it’s not already selected.

2. Drag diagonally across the entire logo, including the two words, to
select it.

You should see two rectangles inside one bigger rectangle. All three
objects in the logo are selected.

3. Choose Modify~>Timeline~ Distribute to Layers.

You now have three new layers, named from Symbol 1 through Symbol 3.
The three objects of the logo have been distributed to Symbol 1 through
3 and removed from Layer 1.

4. Click outside the Stage to deselect any objects and choose 100% from
the Zoom Control drop-down list.

You're now ready for the animation process.

Making graphics move

We explain earlier in this chapter that your goal is to have the word Rainbow
fly in from the right and the word Resources to fly in from the left. You also
want the graphic to rotate 180 degrees at the same time. What you see now is
how the animation will end — the last frame of the movie.

Follow these steps to create the last frame of the movie and save the file:
1. For each of the three symbol layers, click frame 30 of the Timeline
and choose Insert>Timeline->Keyframe.

You can find out more about keyframes in Chapter 9.

2. Choose Filer>Save and pick a location where you save other docu-
ments that you create.

We don’t recommend saving the file in the Flash 8 program folder — it
might get lost among your Flash program files.

3. Give your movie a name, such as Movie of the Year, and click Save.
Flash creates a file named Movie of the Year.fla.Flash adds .fla
for you because that’s the filename extension for Flash movies.

Go back and create the beginning of your movie. Flash can fill in all the
blanks in between. Follow these steps to create the beginning of the movie
and the animation:
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10.

11.

. If the Property inspector isn’t already open, choose Window>

Properties=>Properties to open it.

If the Property inspector is open but collapsed, click the arrow at the left
end of its title bar to expand the panel.

. Select the word Rainbow. Click the first frame of the Timeline in the

highlighted row.

When you select the word Rainbow, you can tell which layer it is on by
looking at the highlighted layer.

. Press and hold down the Shift key while you drag the word to the

right, just off the Stage into the gray area.

You might need to use the horizontal scroll bar or choose a lower zoom
percentage from the Zoom drop-down list to see the gray area. Pressing
Shift keeps the object from moving up or down while you drag to the
right. By clicking the first frame and moving the word, you set its posi-
tion at the beginning of the animation.

. Click the word Rainbow’s layer, anywhere between the first and the

30th frame.

. On the Tween drop-down list of the Property inspector, choose

Motion.

You now see a solid arrow and a light blue color on the Timeline between
the first and 30th frames. Choosing Motion from the Tween drop-down list
creates animation that moves the symbol from the position in the first
frame to its position in the next keyframe, which is frame 30 in this movie.

. Repeat Steps 2-4 for the word Resources. When you move the word

Resources, hold down the Shift key and drag the word to the left, just
off the Stage.

. Select the logo design and click the first frame of the Timeline in the

highlighted row.

. Choose Modify=>Transform=>Rotate 90° CW to rotate the design 90

degrees clockwise.

. Repeat the Modify=> Transform=>Rotate 90° CW command to rotate the

design a total of 180 degrees.

Click the logo’s highlighted layer, anywhere between the first and
30th frames, and choose Motion from the Tween drop-down list of the
Property inspector.

If necessary, drag the horizontal scroll box until the Stage is in the
center of your screen.

Otherwise, you won'’t be able to see the entire animation — and you
don’t want to miss this one!
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12. Click the first frame of any layer.
Your screen should look like the one shown in Figure 1-5.

13. Press Enter (Return) and watch the animation. (Start writing your
Academy Awards acceptance speech.)

14. Save your movie again by choosing File~>Save.

Publishing your first animation
for posterity

You can’t watch the animation in a Web browser until you publish it and
insert it into an HTML document. To do so, follow these steps:
1. Click the Stage to change the display of the Property inspector.
You should see the Settings button next to the Publish label.
2. Click the Settings button in the Property inspector.
The Publish Settings dialog box opens.
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3. Click the HTML tab.
4. Deselect the Loop check box in the Playback section.

We want the animation to play only once.

. Click the Publish button and then click OK to close the dialog box.

With scarcely a blip, Flash publishes your movie and creates two files,
one named Movie of the Year.swf (assuming you used that name)
and Movie of the Year.html. They'’re in the same folder as your . fla
movie file. Movie of the Year.swf is the file that your browser reads
to play the animation. Movie of the Year.html contains the HTML
code required to display your movie on a Web page.

6. Open your Web browser.

7. Choose File~>Open (or Open File) and find Movie of the Year.html

10.

(or whatever you named your movie file).

You might need to click Browse and navigate to the file.

. Double-click the file.

Your browser opens the HTML document and reads its instructions to
play the Flash movie.

. Sit back and watch it roll.

Don’t blink or you’ll miss it. (If you do miss it, click the Refresh or
Reload Current Page button in your browser.) You can see the movie
in Figure 1-6.

When you finish watching the movie, close your browser.

You can find the Movie of the Year files (. f1a, .html, and . swf) in the Ch01
folder on this book’s Web site, www.dummies.com/go/flashs8.

Exitinq Flash

When you finish creating something in Flash, choose File=Exit (Windows) or
choose Flash=>Quit (Mac).
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Chapter 2
Your Basic Flash

In This Chapter

Examining the big picture
Setting movie properties
Getting graphics

Using templates

Printing your movie

' his chapter starts with an overview of the process of creating animation
in Flash. We then discuss some tools and features that are fundamental to
using Flash efficiently.

As you find out in this chapter, you use movie properties to set the screen
size and color, frame rate, and measurement units for the Flash movie as a
whole. We also discuss the Library and how it’s a storehouse for images, sym-
bols, and sound. Templates enable you to create great movies without much
work. Finally, near the end of this chapter, we explain how you can print a
Flash movie.

Looking at the Big Picture

When you use Flash to create animation for your Web site, you generally go
through several steps of construction. The steps might vary in their order,
depending on your situation. After you know the basics, you can start getting
creative and make your Web site rock. Here’s a typical path to add animation
to an existing Web page:

1. Think about it. Noodle around, maybe make some doodles on a napkin,
collect a few ideas, and choose one or all of them.

2. Set up your movie. Flash lets you choose the size and color of the Stage,
the speed of animation (number of frames per second), and other gen-
eral parameters that affect the entire Flash movie. See the next section
of this chapter for details.
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10.

11.

. Add some graphics. You have to decide whether you want to create

graphics in Flash, create them in another graphics software package, or
import existing graphics. Your choice partly depends on how artistic
you are, whether you have other software available to you, and whether
you can find the right graphics elsewhere. You can also use a combina-
tion of sources, which is a common practice. (See Chapter 3 for some
suggestions on great places to get graphics.)

. Lay out your graphics the way you want your animation to start.

Here’s where you might want to scale, rotate, or otherwise fiddle with
your graphics. (Chapter 4 has more on transforming your graphics.)

. Add some text. Using Flash is a great way to get terrific text onto your

Web site. Add text (also called type); then reshape it, make it transparent
(if you don’t want to be too obvious), add other effects, and move it
where you want it. (Check out Chapter 5 for typography tips.)

. Organize your text and graphics by using layers. Layers help you keep

track of what each graphic and text object does while you organize
everything into a powerful, coherent statement. Layers keep your anima-
tions from going bump in the night and getting entangled. Create as
many layers as you need and transfer your existing graphics and text to
those layers. (See Chapter 6 for further details on layers.)

. Turn a graphic into a symbol and multiply it all over the Stage. Making

objects into symbols is a way to keep them from merging with other
objects while they merrily animate. You also use symbols to keep the file
size down and to enable animation, as well as for interactivity, especially
buttons. (Turn to Chapter 7 for more info on symbols.)

. Design some buttons. You know those buttons you click on Web sites all

the time? The coolest ones are made in Flash. You can even use movie
clips to create animated buttons. (Chapter 8 has more on buttons.)

. Animate! You can create your animation frame by frame or let Flash fill

in the animation between your first and last frames, which is called
tweening. Flash can tween motion, shapes, colors, and transparency,
which means that you can create some real magic. (See Chapter 9 for
more on animation and the section in Chapter 1 where we step you
through your first animation.)

Get interactive. You want to start a relationship with your Web viewers,
so you can create buttons, frames, and symbols that respond to your
viewers’ actions. This is probably the most complex functionality of
Flash, but we make most of it seem easy. (Turn to Chapter 10 for addi-
tional info on interactivity.)

Make it louder! Make it move! Who wants a quiet Web site? Add sound
to your movies or your buttons. You can also add a video file. (Check
out Chapter 11 for more on sound and video.)
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12. Publish your magnum opus. Flash makes getting your movie to your
Web site easy by creating both the Flash Player (. swf) file and the
HyperText Transfer Language (HTML) code for your Web page. Flash has
other options, too, so you can publish to other formats if you want.
(Chapter 12 explains how to put it all together, and Chapter 13 is all
about publishing your animation.)

Congratulations! You’ve completed your first Flash Web animation — in fan-

tasy, at least. The following sections cover some details about how to get
started.

Setting the Stage

|
Figure 2-1:
You can
change
movie
properties in
the Property
inspector.
|

Before you create graphics and animate them — all that fun stuff — you need
to make some decisions about the structure of your entire movie. You should
make these decisions before you start because changing midway can create
problems.

The first step is to decide on the size and color of your Stage and other fun-
damental settings. Make sure that the Property inspector is open (choose
Window=>Properties=>Properties). When the Stage is active (just click the
Stage), the Property inspector looks like Figure 2-1.
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Choosing the Stage color

You can set the color of the Stage to create a colored background for your
entire movie. Like with other settings, you need to consider the context of
the Web page that will contain the Flash movie. For example, you might want
to match the color of your Web page’s background. If your Flash movie will
constitute the entire Web page, set the Stage color to the color you want for
the Web page background. You can also color the Stage to create a mood for
your animation.
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|
Figure 2-2:
The
Document
Properties
dialog box
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movie's
overall
parameters.
|

To set the Stage color, click the Background color swatch in the Property
inspector. Flash opens the Color palette. Click the color that you want.

Specifying the frame rate

In the Frame Rate text box, specify how many frames that a Flash movie plays
each second, and then press Enter (Windows) or Return (Mac). A faster rate
allows for smoother animation but might present a performance problem on
slower computers. Chapter 9 explains more about this setting. The Flash
default is 12 fps (frames per second), which is a good starting point. But chang-
ing the frame rate midstream in the creation process changes the rate of all the
animation in your movie, which might not give you the results that you want.

Setting the Stage size
and adding metadata

The Size button displays the current size of the Stage. By default, Flash uses a
Stage size of 550 pixels wide by 400 pixels high. To determine the proper set-
ting, you need to know how your Flash movie will fit into your Web page or
site. The default fits on almost everyone’s browser screen. You might, how-
ever, want to fit your movie into a small corner of a Web page: for example,
placing an animated logo in a top corner of a page. In that case, make the
Stage smaller.

To change the Stage size, click the Size button to open the Document
Properties dialog box, as shown in Figure 2-2. Type the dimensions that you
want in the width and height text boxes.

Document Properties

Title:

Description:

Dimensions: | 550 px {width} 400 pac {height)
Match: () Prinker < (%) Default
Background color: -
Frame rate: | 12 fps
Ruler units:  |Pixels ™
Make Default ] [ OK ] [ Cancel
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Flash offers two shortcuts for setting the Stage size in the Document Properties
dialog box:

v+ Match Printer: Click this option to set the Stage size according to the
paper size set in the Page Setup dialog box (choose Filer>Page Setup).
(For the Mac, the Print Margins dialog box, which you access by choos-
ing Filer>Print Margins, also affects the paper size.) Flash sets the size of
the Stage to the maximum possible area of the paper minus the margins.
Later in this chapter, in the section “Printing Your Movie,” we cover this
dialog box in more detail.

v Match Contents: Click this option to set the Stage size to the contents
of the Stage. Of course, for this to work, you need some objects on the
Stage. Flash creates a Stage size by placing equal space around all sides
of the entire contents of the Stage. If you want to create the smallest pos-
sible Stage, place your objects in the upper-left corner and then click
Match Contents.

To change the units used for measuring the screen and objects, choose a unit
from the Ruler Units drop-down list.

You can add metadata to your movies. The metadata is information embed-
ded in the movie that search engines can find. You can include a title in the
Title text field that describes your movie. In the Description text field, add
keywords and descriptions of your movie’s content that you would like to be
available when people search in a browser. For more information, see the sec-
tion on adding Web search information to your Flash movie in Chapter 12.

Click the Make Default button to make your settings the default for all your
new Flash movies. However, the Title and Description fields don’t become
defaults; you need to specify them individually for each movie.

When you’re done setting document properties, click OK to close the
dialog box.

Grabbing a Graphic

The first step when creating animation for your Web site is usually to create
or import graphics. First, you should know a little about the different kinds of
graphics that you can use in a Flash movie.
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|
Figure 2-3:
Bitmaps

lose focus
when
enlarged
(left); vector
graphics
remain
sharp and
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|

Understanding vectors and bitmaps

If you know enough about graphics to understand the difference between
bitmap and vector graphics, feel free to skip this section. (We hope you
always feel free.)

Bitmaps are created with lots of dots. Put them all together, and you get a pic-
ture. On-screen, they’re displayed as pixels. As you can imagine, it can take

a large file to store the information about all the dots in a bitmap. Another
problem with bitmaps is that they don’t scale up well. If you try to enlarge a
bitmap, it starts to look grainy because you see all those dots (as in the left
example shown in Figure 2-3).

> Q

Vector graphics are defined with equations that specify lines, shapes, and
locations. Blank space doesn’t have to be recorded, and the equations are
particularly efficient at storing information. As a result, file sizes are usually
smaller than bitmap file sizes.

Vector graphics are infinitely scalable, either up or down. No matter how big
you make your graphic, it always looks perfect, as shown in the right example
in Figure 2-3. In fact, your graphic might even look better when it’s larger
because the curves are smoother.

Flash creates vector-based graphics. The small size of the files means that
Flash Player files load and play super-fast on a Web page. As you undoubtedly
know, fast file-loading means that your Web page viewers don’t have to wait a
long time to see your effects. That’s the advantage of Flash. Nevertheless, you
can create great graphics with bitmaps that you can’t duplicate with vector
graphics, and we explain how to import bitmaps in Chapter 3.
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Finding graphics

Okay, so you’ve doodled and played around with some ideas for your Flash
animation and perhaps jotted down a few notes or maybe even made a few
sketches. You're ready to start building your Flash animation. A logical place
to start is to collect some of the graphics that will serve as building blocks in
this process.

Where do you get them? You have several choices:
v Create your graphics from scratch (if you feel artistic) by using the Flash

drawing tools that we describe in detail in Chapter 3.

v Create graphics in another graphics software package, such as Fireworks
or FreeHand.

v Import graphics from archives of art available on this book’s Web
site, from other places on the Web, or from digital (or scanned)
photographs — perhaps your own.

v Combine any or all of these approaches.

You can also import video files. If you want to add video to your Flash movies,
see Chapter 11 for detailed instructions.

Going to the Library

Every graphic that you create in Flash is precious and deserves to be archived
in style. Each movie file that you create has a Library. The Library saves the
following types of objects so that they never get lost:

v Graphic, movie clip, and button symbols

v Sounds

v Imported bitmap graphics (but not vector graphics that you create in
Flash)

v Imported video files

You'll find yourself going to the Library often. Figure 2-4 shows a Library con-
taining several types of symbols plus a sound and a bitmap.

To go to the Library of the current movie file, choose Windowr>Library. You
can also press Ctrl+L (Windows)/8+L (Mac). When you open the Library,
Flash creates a new window or adds the Library panel to the set of panels
that are already open.
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Options menu
New Library panel
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To use any object in the Library, follow these steps:

1. Select the layer on which you want to put the object or create a new
layer for the object.
2. Click the point on the Timeline where you want the object to start or
Q&N\BER appear.

The point that you click on the Timeline (in Step 2) must be a keyframe.
Chapter 9 explains keyframes in detail.

e,

3. Click and drag the object from its listing in the Library to the Stage.
You can also select an object from the listing or drag its image from the
preview box.

You can drag items to the Pasteboard, the gray area around the edge of the
Stage, until you're ready to use them.
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Using folders

A Flash movie can contain dozens or even hundreds of symbols, so you need
to keep them organized. Flash provides several features to keep you from
tearing out your hair.

You can, and should, organize your symbols into folders if you have more
than a few. To create a new folder, follow these steps:

1. Click the New Folder button at the bottom of the Library panel.
Flash creates a new folder.

2. Type a name that describes the type of symbols that you want to put
into the folder.

For example, you could create a folder named Intro and another one
named Conclusion.

3. Press Enter (Windows) or Return (Mac).

To put symbols into a folder, drag them to the folder. You can also move sym-
bols from one folder to another — just drag them. Note that folders exist just
to help keep you organized. You can move symbols from one folder to another
without affecting your movie.

To keep your symbol list from getting unwieldy, you can collapse folders. A
collapsed folder doesn’t display its contents. As soon as you need to see
what’s inside, you can expand the folder. Double-click a folder to either col-
lapse or expand it.

To quickly see the structure of your folders, click the Library’s Options menu.
Choose Collapse All Folders. You can also choose Expand All Folders to see
everything in the Library.

More Library housekeeping

By default, Flash alphabetizes items in the Library by name. You might, how-
ever, have different ideas. You can sort from A to Z (ascending) or from Z to A
(descending). You can also sort by any of the columns in the Library. To
change the direction of sorting (for any column in the Library), click the
Toggle Sorting Order button in the upper-right corner of the list (Windows
only). To sort, click the heading of the column that you want to sort by. (On
the Mac, you can click the column heading again to change the sort order.)

You can resize the Library panel by dragging its lower-right corner. Or you
can click the Wide Library View or Narrow Library View button to grow or
shrink its width, respectively (refer to Figure 2-4). You can resize any column
by dragging the column heading’s divider left or right.
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To rename any Library item, double-click the item’s name, type the new name,
and press Enter or Return. Don’t worry — the original filenames of imported
files remain unchanged at their original location.

To duplicate an item, select the item. Then right-click (Windows) or
Control+click (Mac) and choose Duplicate. To delete an item, select the item
and click the Trash can.

If you want to find out which items in the Library you aren’t using, look in the
third column (Use Count) for items with a zero use count. To make sure that
the use count is accurate, click the Library’s Options menu and choose Keep
Use Counts Updated or Update Use Counts Now. After you know which items
you aren’t using, you can delete them.

You can update imported bitmaps and sounds if the original files have
changed. Select the file and choose Update from the Options menu of the
Library panel.

Using the Libravies of other movies

After you place objects in a file’s Library, you can use those objects in any
other Flash movie that you create. Just open the movie and display its
Library panel, and its Library’s contents are available for you to use in your
current movie.

Choose Filec>Import>Open External Library to open the Library of another
Flash movie that isn’t open.

You can now switch among the Libraries of open movies by using a drop-
down list at the top of the Library panel.

When you have libraries open from more than one Flash file, you can copy
symbols or anything else in a Library from one movie to another by simply
dragging them from one Library to another. Choose the Library that you want
to use, select an item, and drag it into the other Library. Easy!

To create a new symbol that goes directly into the Library (rather than on the
Stage), choose New Symbol from the Library Options menu in the upper-right
corner (refer to Figure 2-4). You're transported to symbol-editing mode,
where you can create your symbol as you normally would. To return to your
main movie, choose Edit=>Edit Document. For more information on creating
and editing symbols, see Chapter 7.

Exploring the Flash stock Library

Flash comes with two Libraries that contain a basic assortment of button
symbols. They are well done, so they’re worth looking through. Choose
Window=Other Panels=>Common Libraries and choose Buttons.
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Using a Template

To help you create Flash movies more easily, Flash 8 comes with a few tem-
plates for common types of movies. Instructions are included on the tem-
plates. To create a Flash movie from a template, choose Filec>New and click
the Templates tab. In the New from Template dialog box (see Figure 2-5),
select a category, select one of the templates, and then click OK.

New from Template =
General | Templates
Category: Templates: Previewe:
Advertising a Classic Presentation
Form Applications @l Retro Presertation
Glabal Phones ﬁ Sharp Presentation
Japanese Phones ;
PDMis a Tech Presentation :
Phato Slideshows My Compans
I Presertations 30811 A gt
Quiz ey ] ot i
Figure 2-5: Shide Presentations
Yideo
Use the = iitw —
New from
Tem p late Description:
dIaIOQ bOX Use this kemplate to make custom
timeling presentations. Simply add
toc reate_a wour own images and text and let the
Flash movie template do the rest!
from a
tomplate
|

You can choose from the following template categories (although Flash
Professional offers some additional categories):

v Advertising: You can choose from a number of ad sizes. These tem-
plates simply contain a Stage of the ad size that you choose.

+ Global Phones: This creates movies for certain types of supported
phones.

v~ Japanese Phones: This creates movies for certain types of Japanese
phones.

v PDAs: You can create content for several types of PDAs.
v~ Photo Slideshows: This template creates a slide show of photos.

v Presentations: Create your own presentation. Just add the desired text
and graphics to each frame.

v Quiz: Create a quiz, complete with several types of question formats and
answer feedback. This template’s instructions are fairly involved.
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|
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When you open a new movie from a template, you should save it as a movie.
This way, the template is unchanged, and you are free to make any changes
that you want.

You can also save movies as templates. If you create a movie that you want to
reuse in many variations, choose Filec>Save as Template to open the Save as
Template dialog box, as shown in Figure 2-6.

Save as Template

Preview:

Marme: | Photoshow

Cateqgory: | Personal |ae |

Description: | My photos

Type a name, choose a category, and enter a description for your template.
Then click Save. From now on, you can open your template just like any of
the templates that come with Flash, just as we describe. Using templates can
save you lots of work!

To create your own category for templates, type a category name in the
Category list box instead of choosing one of the existing categories from
the list.

Printing Your Movie

Usually, you don’t print your movies — you publish them on the Web. But
you might want to collaborate on a movie with others who don’t have Flash.
(How unenlightened of them!) Or, you might just want to analyze a movie on
paper, tack your animation frames on the wall, and rearrange their sequence.
In this type of situation, you can print your animation frame by frame.

To print a movie, follow these steps:

1. To set page margins, choose Filez>Page Setup (Windows) or Filew>
Print Margins (Mac).

The Page Setup (Windows) or Print Margins (Mac) dialog box appears,
as shown in Figure 2-7.
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2. In the Margins section, set the margins.

You can probably keep the default margins.

3. Select the Center check boxes to center the printing horizontally (L-R)

and vertically (T-B) on the page.

4. In the Layout section, click the Frames drop-down list and decide

whether to print only the first frame or all frames.

5. Click the Layout drop-down list in the Layout section to choose from

the following options:

¢ Actual Size: Lets you choose a scale. This option prints one frame

to a page.

¢ Fit on One Page: Fits one frame on a page, scaling it to fit the paper.

¢ Storyboard - Boxes: Places several thumbnail sketches of your
movie on a page. You can specify how many frames that you want
in a row in the Frames text box. You might need to experiment to
get the right result. In the Frame Margin text box, enter in pixels
the space between the boxes. The Storyboard — Boxes option

places each frame in a box.

e Storyboard - Grid: Creates a grid of lines for your storyboard
rather than individual boxes around the frames. This option is just
a matter of aesthetics — don’t get too hung up over these choices.

e Storyboard - Blank: Leaves out the boxes or grid and just prints
all your frames in the storyboard. You have the same Frames and

Frame Margin settings as for the other storyboard options.

6. If you chose a Storyboard option, select the Label Frames check box

(Windows) or Label (Mac) to give each frame a number.

Chapter 2: Your Basic Flash
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Figure 2-8:
You can
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movie that
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each frame.
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7.

10.

11.
12.

13.

On a Mac, when you finish setting your options, click OK; then choose
Filec>Page Setup.

In Windows, you skip this step because you already opened the Page
Setup dialog box in Step 1.

. Select the size of the paper; (Windows only) define the paper source

in the Paper section.

Usually you can leave this section as is because it’s based on your
printer’s default settings.

. In the Orientation section, select Portrait (taller rather than wider) or

Landscape (wider rather than taller).

(Mac only) In the Format section, choose your printer from the drop-
down list.

When you finish setting your options, click OK.

(Windows only) If you chose a storyboard option, choose File=>
Print Preview to preview your movie to ensure that you like the setup.
Click the Close button to return to the regular display.

To print, choose File= Print.

Alternatively, you can press Ctrl+P (Windows) or 38+P (Mac).

Figure 2-8 shows an example of the storyboard with the grid option. The sto-
ryboard shows four frames across with a portrait orientation.

You can find out more about the Flash Player’s special printing capabilities in
Chapter 13.
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In this part . . .

Graphics are the basis of animation. Before you can
make anything move, you need to create the graph-
ics that form the building blocks of your animation.
Chapter 3 describes all the types of graphics that you can
use, from basic shapes created in Flash to sophisticated
imported bitmap graphics. The Flash tools are quite capa-
ble, and you can create exciting effects with gradient fills,
softened edges, and transparency. The Flash editing fea-
tures, as we describe in Chapter 4, offer more opportuni-
ties to create great-looking graphics — including skewing
objects, using the Distort and Envelope options, and
manipulating fills every which way.

In Chapter 5, you find ways to say great things with flexi-
ble text options and formatting. You can even break up
text and animate it, letter by letter. To keep all the pieces
of your animation from going completely out of control,
you see how to use layers to organize your movie anima-
tion in Chapter 6. You can use special layers to guide ani-
mation along a path and hide objects behind a mask.




Chapter 3
Getting Graphic

In This Chapter
Using the Pencil tool
Drawing lines, rectangles, and ovals
Working with shapes
Making curves with the Pen tool
Getting creative with the Brush tool
Finding more drawing tools
Making strokes with the Ink Bottle tool
Filling shapes with the Paint Bucket
Creating beautiful colors and fills
Using the precision tools

Importing graphics

In this chapter, you get down to the details of creating your own graphics
in Flash. The Flash graphics tools (found on the Tools panel) offer you the
capability to easily create interesting and professional-looking shapes. Of
course, you can also import graphics created in other programs.

After you master all the techniques for drawing and editing, you can create
some very cool graphics. If you’re new to Flash, take the time to try out all
the tools and techniques until you feel comfortable with them.

For a handy reference to the Tools panel, which we refer to throughout this
entire chapter, see the Cheat Sheet at the front of this book.

Sharpening Vour Pencil

The Flash Pencil tool is designed to be used like a real pencil to create free-
hand shapes. Whenever you want to create a shape not available from other
Flash tools (such as the circle and square), you can use the Pencil. But the
Pencil tool goes beyond a regular pencil’s capabilities by incorporating cool
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Figure 3-1:
Use the
Straighten
mode of the
Pencil tool
to draw
straight lines.
|

features that smooth or straighten what you draw. In addition to those fea-
tures, the Pencil also includes the shape-recognition feature (perfect for those
who are less artistic). Draw something that approximates a triangle, and Flash
forgivingly perfects it for you. In this section, we explain exactly how to use
this tool.

To start, click the Pencil tool on the Tools panel. To draw without changing
the Pencil modifier, move the cursor onto the Stage, click, and draw. After
you release the mouse button, Flash modifies the shape according to the
active modifier setting, as we explain in the next section.

Setting the Pencil modifier

When you choose the Pencil tool, the Options area below the Tools panel
changes to display the drawing mode modifier for the Pencil tool.

The Pencil modifier has three drawing modes:

v~ Straighten: Straightens lines and converts sloppy squares, rectangles,
circles, ellipses, and triangles to perfect ones.

+* Smooth: Smoothes out curved lines, eliminating unsightly bumps and
lumps. You can specify the amount of smoothing.

v~ Ink: Slightly smoothes and straightens your curves and lines but leaves
them mostly the way that you drew them.

In Figure 3-1, you see a right-pointing arrow. Suppose that you have already
drawn the horizontal line and now want to create the arrow’s point. See how
the point looks before and after Flash modified it by using the Straighten
drawing mode to create perfectly straight lines.

— —

Before After

Suppose that you want to animate some waves on your Web site. You start to
draw the outline of the waves. Figure 3-2 shows how the waves look before
and after Flash smoothes them out by using Smooth mode.
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How to set smoothing and shape-recognition
preferences

You can tell Flash just how much you want it to
smooth or straighten curved lines when you
draw with the Pencil tool. Choose Edit~>
Preferences (Windows) or Flash ©>Preferences
(Mac) and click the Drawing category. From the
Smooth Curves drop-down list, select one of the
following options:

v~ Off: Flash doesn't smooth or straighten
at all.

+* Rough: Flash smoothes or straightens only
slightly, honoring your own work as much
as possible.

v Normal: Flash smoothes or straightens
a medium amount. Normal is the default
setting.

+* Smooth: Flash smoothes and straightens
more so that you get fewer bumps and jolts.

In the same way, you can tell Flash how picky
you want it to be in recognizing lines, circles,
ovals, squares, rectangles, and arcs (90
degrees and 180 degrees). For lines, select Off,
Strict, Normal, or Tolerant from the Recognize
Lines drop-down list. Normal is the default. Use
Tolerant if you're a klutz; use Strict (or even Off)
if you don’t want Flash fiddling too much (or at
all) with your work.

For other shapes and arcs, select an option from
the Recognize Shapes drop-down list. You have
the same Off, Strict, Normal, and Tolerant
options.

Figure 3-2:
Smooth
mode
makes you

look like

Before
areal

smoothie
when it
comes to
drawing

curves.

After

For more complex shapes, Ink mode helps you look good without taking away

too much of your own authorship.

Setting the stroke type

While drawing with the Pencil tool (and any of the other drawing tools), you
can also control the type of stroke (line style), its width (also called height or
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weight), its cap (ending), and how it joins with other strokes. To modify
stroke settings, follow these steps:

1. Click the Pencil tool to make it active.

2. Open the Property inspector by choosing Window=>Properties->

Properties.
®gN\BEIf
& The Property inspector appears, as shown in Figure 3-3. As we explain in
Chapter 1, the Property inspector changes depending on which tool is
active and which part of the Flash window you’re using.
|
Figure 3-3: Stroke Height Stroke Style
Use the |
Property — ™ Properties  Perameters | Fiters J i,
inspector to P v e e — v| [custon... | e =1
control line © Tod | [ stroke Hiting Scale: Normal || Miter: ;7 o
type and |
width.
—— Stroke Color
3. Click the Stroke Style drop-down list to display the available line
styles and select a new line style from the list.
You can choose from seven line styles, including dashed and dotted lines.
4. To change the line width, type a new weight in the Stroke Height text
box and press Enter or Return or drag the slider bar to the value that
you want.
The first available stroke width on the Stroke Style drop-down list is
Hairline, which creates a hairline-width line. Flash measures weights
(widths) of other line types in points.
&ATURe
‘5\ You can now create a line up to 200 points wide. A point equals /% of
= e an inch. You can create lines with caps, which are line endings, as we
y explain in Step 5, next.
5. Click the Cap drop-down list and select one of the styles:
e None: The end is square with no added ending.
* Round: A rounded cap is added to the end of the line. The length
of the cap is half the line’s width.
* Square: A squared cap is added to the end of the line. The length
“&N\BE,, of the cap is half the line’s width. See Figure 3-4.
& Strangely, when you draw a line that crosses another line, both lines are

changed to round caps, regardless of the cap style that you select.
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|
Figure 3-4:

| drew these
lines to be
100 pixels
long, but the
bottom two
have round
and square
caps, so
they're
longer.
|

|
Figure 3-5:
You can
choose how
lines meet.
How
romantic!
|
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6. If you want, select the Stroke Hinting check box.

Stroke hinting makes slight adjustments to avoid blurry horizontal or
vertical lines. If your text doesn’t look as clear as you’d like, try selecting
this option.

7. Click the Join drop-down list and select one of the styles (see Figure
3-5) to control how lines look when they meet:

e Miter: A pointed corner.
¢ Round: A rounded corner.

¢ Bevel: A squared-off (beveled) corner.

Miter Round Bevel

|
[, B, S, (O 0, (0, [, [ T

8. The Scale drop-down box specifies how the thickness of strokes scales
if you include them in a symbol. (We discuss symbols in Chapter 7.)
From the Scale drop-down list, select an option to control how lines
scale:
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¢ Normal: Thickness scales both horizontally and vertically.

¢ Horizontal: Thickness scales horizontally only. This applies to ver-
tical lines, so that they become thicker as you scale them.

¢ Vertical: Thickness scales vertically only. This applies to horizon-
tal lines, so that they become thicker as you scale them.

e None: Lines don’t become thicker as you scale them.

9. (Optional) In the Miter text box, you can enter a limit to help prevent
beveling a Miter join.

When you draw two lines that meet at a sharp angle with a Miter join (a
sharp point), you might get a bevel instead. Increase the value in the
Miter text box to get a nice sharp point where the two lines meet.

You can create custom line styles, as well. In the Property inspector, click the
Custom button. In the Line Style dialog box that opens, you can create your
own designer line styles.

Setting the color

When using the Pencil, you can set the color of the stroke in the Property
inspector or in the Colors section of the Tools panel. In either location, click
the Stroke Color box to open the Color palette and then select a color.

We explain more about using colors in the section “A Rainbow of Colors,”
later in this chapter.

Creating Shapely Shapes

In the preceding section, we explain that you can draw shapes by using the
Pencil tool. You can also draw lines, rectangles, squares, ovals, and circles by
using the shape tools. Use these tools when you want more control over your
shapes — for example, when you want to draw perfect circles, perfect squares,
and straight lines.

Line up

To draw a line, choose the Line tool from the Tools panel. Click the Stage at
the desired starting point of the line and drag to the ending point. Then
release the mouse button. To keep your lines at multiples of 45 degrees, press
Shift while dragging. Flash creates the line at the 45-degree angle closest to
your drag line.
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When you use the Line tool, you can modify the line weight, style, and color
in the same way as for the Pencil tool, as we discuss in the preceding section.

Be square

To draw a rectangle, choose the Rectangle tool from the Tools panel. Click
the Stage at one corner of the rectangle and drag to the opposite corner.
Then release the mouse button. To create a square, press Shift as you drag.

When you click the Rectangle tool, you can modify the line weight, style, and
color of the rectangle in the same way that you can modify a line when you
use the Pencil tool. You can’t see the effect of caps when you create a rectan-
gle because it’s a closed shape; however, if you later cut out part of the rec-
tangle, the remaining lines take on the cap you specified.

Unlike lines, rectangles contain two objects: the fill (the area inside the
stroke) and the stroke (the outline of the rectangle).

Flash provides the following tools for adjusting the settings for rectangles:

v+~ Fill Color: Determines the color that fills the inside of the rectangle. You
can click the Fill Color box — either in the Property inspector or in the
Colors section of the Tools panel — and select one of the colors from
the palette that opens. You can also select from the gradients displayed
at the bottom of the palette. (See the section “A Rainbow of Colors,”
later in this chapter, for details about customizing colors and gradients.)

v Stroke Color: Determines the color of the stroke (the outline) of the rec-
tangle. Click the Stroke Color box — either in the Property inspector or
in the Colors section of the Tools panel — and select a color from the
palette.

v Black and White: Sets the stroke color to black and the fill color to
white. Click the Black and White button in the Colors section of the
Tools panel.

+* No Color: Sets either the stroke color or the fill color (whichever tool is
pressed) to no color. You have to click either the Stroke Color box or the
Fill Color box before you click the No Color box.

v Swap Colors: Switches the stroke and fill colors.

+ Round Rectangle Radius modifier: Creates a rectangle with rounded
corners. (It'’s located in the Options section of the Tools panel.) Click
this tool to open the Rectangle Settings dialog box, where you can set
the radius of corners in points; then click OK to close the dialog box.
The rectangle that you draw has nicely rounded corners.
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You can also specify the dimensions of the rectangle in advance. Select the
Rectangle tool, press Alt (Windows)/Option (Mac), and click the Stage. The
Rectangle Settings dialog box opens, but this time it includes Width and
Height text boxes that you can use to get exactly the size rectangle that you
want. When you click OK, the rectangle appears immediately. You can then
move it to the location that you want.

If you want to create a rectangle with no fill, choose the Rectangle tool, open
the Fill Color box, and click the box with the diagonal line in the upper-right
corner of the Color palette. To create a rectangle with a fill but no outline,
choose the Rectangle tool, click the Stroke Color tool, and choose the box
with the diagonal line at the top of the palette.

Be an eqq

To draw an oval, choose the Oval tool from the Tools panel. Click the Stage

at one corner of the oval and drag to the opposite corner. (Ovals don’t really
have corners, but you get the idea after you try one or two.) Then release the
mouse button. To create a perfect circle, press and hold Shift while you drag.

After you click the Oval tool, you can change the line color, type, and weight
in the same way as we describe in the “Setting the stroke type” section, ear-
lier in this chapter, for the Pencil tool. You can set the colors as we describe
in the preceding section on drawing rectangles.

You can specify the exact width and height of the oval. Select the Oval tool,
press Alt (Windows)/Option (Mac), and click on the Stage. The Oval Settings
dialog box opens. Use the Width and Height text boxes to specify the size
that you want, and click OK to create the oval.

Mixing and Matching Shapes

After you create shapes on the Stage, you need to understand what happens
when two objects touch. It’s a little weird, but you soon see how flexible the
Flash drawing tools are. Two basic rules exist about objects that touch.

On the other hand, Flash 8 has a new object-drawing model that lets you keep
your objects whole. We discuss both scenarios in the following sections. (If
you’re trying to follow the next two sections and the objects you draw have
blue boundaries around them, you're using the object-drawing model. To turn
the object-drawing model on and off, click the Object Drawing button in the
Options section of the Tools panel.)
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Cutting up shapes

The first rule is that when you use the Pencil or Line tool to draw a line that
intersects any other shape or line, the line acts like a knife to cut the other
shape or line. The line that you draw is also cut into segments. You don’t see
the effect until you try to select or move one of the objects. Suppose that you
want to draw a broken heart. You can draw the breaking line by using the
Pencil tool. You now have several objects, and you can easily move apart the
two halves of the heart. In the second heart (see Figure 3-6), we erased the
line and separated the halves of the heart.

Placing objects on top of each other

The second rule about objects that touch is that when you place one shape

on top of another, the top shape replaces whatever is beneath it. Again, you

can see the results only when you try to select or move the shapes. But now
it gets a little complicated:

v~ If the two shapes are the same color, they merge together into one com-
bined shape.

v~ If the two shapes are different colors, they remain separate.

Figure 3-7 shows a circle and a triangle on the left. They are the same color.
On the right, you can see the result after moving the circle down over the tri-
angle. Presto! It’s an ice cream cone. If you try to select the shape, it’s now
one object.
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Figure 3-7:
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When you combine shapes of different colors, you create cutouts. Rather
than add the shapes together, the top shape just replaces the area beneath it.
Figure 3-8 shows how you can create a cutout. We display a grid on the Stage
(find more about that in Chapter 4) so that you can see that the image on the
right is a cutout.

Figure 3-8:
A cutout.

There's a
hole in the
bucket!

To create a cutout effect, follow these steps:

1. Create two separate shapes of different colors.
2. Move one shape on top of another shape.

3. Deselect the shape that you moved by clicking anywhere off the
shape.

4. Select the top shape again and drag it away from the bottom shape to
create the cutout.

See Chapter 4 for details on selecting and moving objects.

Keeping objects safe and secure

You can now use the object-drawing model to keep your objects safe from
cutups, replacements, and cutouts.
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The object-drawing model is new for Flash 8. When you draw using this model,
objects maintain their integrity — no dishonest objects here! Other objects on
top of or beneath these objects do not cut up, cut out, or merge with them.

To draw any object with the object-drawing model, follow these steps:

1. Choose any drawing tool from the Tools panel.

2. Click the Object Drawing modifier in the Options section so that the
button has a white area around it (Windows) or the button darkens

Mac).
You click the modifier again to turn off the Object Drawing modifier.
3. Draw your object.

Your object now has a blue rectangular bounding box around it. This
bounding box is similar to the one you see when you turn objects into a
symbol (as we explain in Chapter 7) or group objects (see Chapter 4 for
more information).

If you change your mind and don’t want your object to stay separate from
touching objects, select the object and choose Modify=>Break Apart.

Creating Curves with the Pen

The Pen lets you draw Bezier curves, also called splines. Bezier curves are
named after the French mathematician Pierre Bézier, who first described
them. By using the Pen tool, you can create smooth curves that flow into
each other. You can also create straight lines.

You can set preferences for the Pen tool by choosing Edit=>Preferences
(Windows) or Flashe>Preferences (Mac) and clicking the Drawing category.
We suggest enabling Show Pen Preview to display a preview of the line or
curve while you draw. This setting helps you get a better idea of what the
result will be. Click OK when you finish setting your preferences.

To create a line or curve, choose the Pen tool from the Tools panel. What you

do next depends on whether you want to draw a straight line or a curve. The
following sections show you how to draw both.

Drawing straight lines

To draw a straight line with the Pen tool, follow these steps:

1. To create a line segment, click the start point and then click the end
point.
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Figure 3-9:
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2. Continue to add line segments by clicking additional points.

3. Double-click to complete the process. You can also Ctrl+click
(Windows) or 3+click (Mac) anywhere off the line.

Flash previews segments in a color that depends on the layer you're
working on — see the color of the square next to the current layer as
shown on the Timeline. (Chapter 6 explains layers in full.) When you
choose another tool, Flash displays Beziers in the current stroke color.

Close a figure by pointing near the start point. You see a small circle. Click
the start point, and Flash closes the figure. Flash fills in the shape with the
current fill color.

Drawing curves

Drawing curves with the Pen tool involves a couple of steps, depending on
the complexity of the curve that you want to create. To draw a curve with the
Pen tool, follow these steps:

1. Click where you want to start and drag the mouse in the desired
direction and distance for the start of the curve, as shown in Figure
3-9(@). Then release the mouse button.

You see a tangent line that defines both the direction and length, as
shown in Figure 3-9(b).

\

I R

2. To create one curve, move the mouse cursor to the desired end of the
curve; then double-click to end the curve, as shown in Figure 3-9(c).

If you set preferences to show a preview of the curve (as we explain
earlier in the section “Creating Curves with the Pen”), you also see a
stretchy line attached to your mouse cursor that previews the shape.
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3. To continue to draw curves, again click and drag in the desired direc-
tion, release the mouse button, and move the mouse cursor to wher-
ever you want the end of the next curve to be. Double-click to end the
curve.

For both lines and curves, you can press and hold Shift to constrain the lines
or curves (the tangent lines) to 45-degree angles.

Drawing curves with the Pen tool takes practice, but you soon get the hang
of it.

Getting Artistic with the Brush

|
Figure 3-10:
The brush
modifiers
control the
size and
shape of the
brush as
well as how
the brush
relates to
existing
images.
|

The Brush tool lets you create artistic effects that look like painting. You can
adjust the size and shape of the brush, and if you have a pressure-sensitive
pen and tablet, you can adjust the width of the stroke by changing the pres-
sure on the pen.

To paint with the Brush tool, select the tool on the Tools panel and then click
and drag anywhere on the Stage. Press and hold Shift while you brush to
keep your strokes either horizontal or vertical. The brush doesn’t have a
stroke (line) color. The brush creates only fills. Use the Fill Color drop-down
list in the Property inspector or in the Colors section of the Tools panel to
select a fill color.

When you choose the Brush tool, the Brush modifiers appear in the Options
section of the Tools panel, as shown in Figure 3-10. We discuss the Object
Drawing modifier (shown here in Figure 3-10) earlier in this chapter, in the
“Keeping objects safe and secure” section.

Oplions
Object Drawing ———0)] & Lock Fill
Brush Mode ———3
Brush Size — i |~
Brush Shape ——. L
Use Pressure ——J ,-.-'f"++— Use Tilt
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Brush Mode modifier

The Brush Mode modifier determines how the brush relates to existing objects
on the Stage. Here are your choices for brush mode. (Figure 3-11 shows some
examples.)

v~ Paint Normal: You just paint away, oblivious to anything else. Use this
setting when you don’t need to worry about other objects.

v~ Paint Fills: You paint fills and empty areas of the Stage. The paint doesn’t
cover lines. Note that your lines seem to be covered while you paint, but
when you release the mouse button, they reappear.

v+~ Paint Behind: You paint behind existing objects, but only blank areas
of the Stage. While you paint, the brush seems to cover everything, but
when you release the mouse button, your existing objects reappear. You
can messily paint over your objects, knowing that they won’t be affected.

+~ Paint Selection: You paint only a filled-in area that you previously
selected. While you paint, your existing objects are covered, but they
reappear when you release the mouse button. You don’t need to worry
about painting within the lines because Flash fills only the selected area.

v+~ Paint Inside: You paint inside lines. Only the fill where you start brush-
ing is painted. Paint Inside also paints an empty area on the Stage if
that’s where you start brushing. Again, at first the paint seems to cover
up everything, but when you release the mouse button, Flash keeps your
paint nice and neat, inside the lines — like every little kid learns in
kindergarten.

Brush Size drop-down list

Click the Brush Size drop-down list and select a size from the list of circles.
This list defines the width of the brush. If you use a brush mode that helps
you draw neatly, such as Paint Selection, you don’t need to be too concerned
with the size of the brush. On the other hand, if you're creating an artistic
effect by using Paint Normal mode, the width of the brush is important.

Brush Shape drop-down list

Flash offers several brush shapes you can choose from. Click the Brush
Shape drop-down list and choose one of the shapes. Each shape produces a
different effect, especially when you paint at an angle — you just need to try
them out to see what works best. Figure 3-12 shows a honey jar drawn with
various brush shapes.
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Figure 3-12:
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Pressure and Tilt modifiers

If you have a pressure-sensitive pen and tablet, Flash also displays a Pressure
modifier so that you can vary the width of your strokes according to the pres-
sure that you put on your pen while you draw. Click the Use Pressure button
(refer to Figure 3-10) to turn on this feature.

Flash fully supports pressure-sensitive pens and adds some unusual features,
such as the ability to use the opposite end of the pen to erase — just like a
real pencil. Figure 3-13 shows this type of pen and tablet.

Photo courtesy of Scott Rawlings of Wacom

A pressure-sensitive pen works together with a tablet to help you draw in
Flash. The tablet tracks the movement and pressure of the pen while you
draw. You can also use the pen as a mouse to choose menu and dialog box
items. In other words, if you want, you can use the pen for all your Flash
work. Alternatively, you can use the pen and tablet just for drawing and use
the mouse when you want to work with menus and dialog boxes.
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The Tilt modifier varies the angle of your brush stroke when you vary the
angle of the stylus on the tablet. For example, holding the stylus straight up
and down produces a different-shape brush stroke from the one that you get
if you hold the stylus at a 45-degree angle to the tablet.

Use the Tilt modifier for fine control over your brush strokes. Click the Use
Tilt button in the Options section of the Tools panel to turn on this feature.
You see the effect most clearly with a large brush size and one of the narrow
brush shapes. When you start to draw, change the angle of the stylus to the
tablet. Watch the cursor shape turn, giving you a hint as to the shape of the
brush stroke. Try brushing at a few angles to see how this works.

See the section “A Rainbow of Colors,” later in this chapter, for an explana-
tion of the Lock Fill modifier, one of the brush tool’s modifiers.

Brush smoothing

Smoothing brush strokes is similar to smoothing pencil strokes. You can
finely adjust how much your brush strokes are smoothed after you finish
drawing them. You can set smoothing anywhere from 0 to 10.

To set brush smoothing, follow these steps:

1. Click the Brush tool and open the Property inspector (choose
Window=>Properties=>Properties).

2. Click the Expand arrow at the lower-right corner.
3. Use the Smoothing text box or slider to set a new value.

The default value is 5. The lower values change your strokes less.
Therefore, if you set the Smoothing to 0, the brush stroke is closest to
what you actually drew. Lower values create more vectors, resulting in
a larger file size for your movie. The higher values smooth and simplify
your strokes more. A setting of 10 creates strokes that are smoother.

Pouring on the Paint

The Paint Bucket creates fills that fill shapes with color. You might want to fill
an enclosed area that you created with the Line or Pencil tool. You can also
fill enclosed shapes created with the Pen or Brush tool, as we explain earlier
in this chapter.
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The Paint Bucket is also handy for changing existing fills. You can change the
color as well as fiddle around with gradient and bitmap fills. (See Chapter 4
for more on editing fills.)

To use the Paint Bucket, choose it from the Tools panel. Set the color by
clicking the Fill Color tool and selecting a color. Alternatively, you can use the
Fill Color drop-down list in the Property inspector.

Flash can fill areas that aren’t completely closed. The Gap Size modifier (in
the Options section of the Tools panel) determines how large of a gap Flash
will overlook to fill in an almost enclosed area. Choices range from Don’t
Close Gaps to Close Large Gaps. Because small and large are relative terms,
you might have to experiment to get the result that you want. After you
choose an option from the Gap Size modifier, click any enclosed or almost
enclosed area to fill it, as shown in Figure 3-14.

After you use the Paint Bucket to fill a shape created with another tool, you
can delete the outline of the shape and keep just the fill.

Strokes, Ink

@

You use the Ink Bottle tool to create an outline on an existing shape. You can
also use the Ink Bottle tool to change an existing line (also called a stroke).

To use the Ink Bottle tool, click it on the Tools panel. Click the Stroke Color
tool to select a color. Use the Property inspector, as we explain earlier in this
chapter (in the discussion of the Pencil tool) to choose a line thickness and
line style. Then click anywhere on the shape. If the shape has no existing line,
Flash adds the line. If the shape has a line, Flash changes its color, width, or
style to the settings that you specified in the Property inspector.



Chapter 3: Getting Graphic 65

A Rainbow of Colors

Figure 3-15:
Use the
Color Mixer
panel to
create your
own colors.
|

Flash offers you lots of color options. You can work with the solid colors that
come with Flash. By default, Flash uses a palette of 216 colors that are Web-
safe, which means that they look good on all Web browsers and monitors. Or,
in these days when most computers can displays millions of colors, you can
create your own colors.

Solid citizens

When you choose either the Stroke Color or Fill Color tool, Flash opens the
current Color palette, which is the active set of colors that Flash uses.

Creating new colors or editing existing colors
Flash provides two ways for you to specify your own colors:

v Choose the Stroke Color or Fill Color tool from the Tools panel and click
the Colors Window button in the upper-right corner of the palette to
open the Color dialog box.

v Choose Windowr>Color Mixer to open the Color Mixer panel.

These two methods duplicate each other; here, we explain how to use the
Color Mixer panel, as shown in Figure 3-15.

Stroke Color Fill style
Fill Color
N> Color Mixer E|l— Options menu
P T Type: | Solid v
No Color — ¢ | Col
i — r
Black and Whlte—f/n olor space
Swa_p_CoI_ors— R 188 v } ‘ Brightness
Color specification —f— & 237 |v i 1
control
text boxes Bil227 v -
Alpha; 100% |v | #BCEDE3 — Hex text box
Transparency ———"
(alpha) value Currgnt/
E—
color box

If you select an object before you use the Color Mixer panel, the object’s color
changes immediately when you change the color in the Color Mixer panel.
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To create a new color or edit an existing color, follow these steps:

1. Click the menu icon in the upper-right corner of the Color Mixer
panel to open the pop-up menu; then choose the color mode.

RGB specifies a color according to red, green, and blue components; HSB
specifies a color by hue, saturation, and brightness. You can also define
a color by using hexadecimal notation, which is the color system used on
the Web: Just type the hexadecimal code in the Hex text box of the Color
Mixer panel.

2. Click the Stroke Color or Fill Color icon to specify which color you
<MBER want to change — stroke or fill.

Click the icon to the left of the Stroke Color or Fill Color box — not the
box itself, because if you click the box, you open the Color palette.

3. Type the color specs in the text boxes, use the sliders to drag to the
desired color, or find a color in the color space that’s close to the one
that you want, and then click that color.

4. Set the level of opacity/transparency (also called alpha) by using the
Alpha slider or by typing a number in the Alpha box.

A setting of 0% is completely transparent; 100% is opaque.

5. If you want to create a new color swatch, click the Options menu icon
in the upper-right corner of the panel and choose Add Swatch.

Flash adds the new color to the Color palette so that you can access it
from the Stroke Color or Fill Color boxes on the Tools panel, the
Property inspector, or the Color Swatches panel.

Managing colors

If you've added or changed colors, you can save this new palette. (A palette is
a set of colors.) You can then save the palette for use in other Flash movies
or import a Color palette from another Flash movie (so that you don’t have to
bother creating the colors again). Color palettes are saved as .c1r files and
are called Flash Color Set files. To save a color palette, choose Save Colors
from the Color Swatches option menu. (Choose Window=>Color Swatches to
open the Color Swatches panel and click the option menu icon in the upper-
right corner of the panel to display the menu.) In the Export Color Swatch
dialog box, choose a location for the file, name it, and click Save.

Macromedia Fireworks and Adobe Photoshop use Color Table files (ACT
files), and Flash can import and save these as well.

To import a Color palette that you've saved, use the option menu of the Color
Swatches panel. Choose Add Colors if you want to append this imported
palette to an existing palette. Choose Replace Colors if you want the imported
palette to replace an existing palette. You can use the same Color Swatches
panel option menu to manage your Color palettes. Choose from the following
options:
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Figure 3-16:
Linear and
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graphics
much more
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than plain
solid colors.
|

\\J

+~ Duplicate Swatch: Creates a duplicate of a swatch. Do this when you
want to create your own color and use an existing color as a basis.

v Delete Swatch: Deletes a color.

v Load Default Colors: Replaces the active Color palette with the Flash
default palette.

1~ Save as Default: Saves the active Color palette as the default palette for
any new Flash movies that you create.

+* Clear Colors: Clears all colors except black and white — for when you
really want to start from scratch.

v Web 216: Loads the Web-safe, 216-color palette.
v Sort by Color: Sorts the display of colors by luminosity.

Gradient colors

So you’re bored with solid colors and want something more interesting.
Gradients are combinations of two or more colors that gradually blend from
one to another. Flash can create gradients of as many as 16 colors — quite a
feat. Gradients are always used as fills. The gradient can be linear or radial
(concentric), as shown in Figure 3-16. Because the figure isn’t in color, it can’t
begin to show you the glory of gradients.

Linear gradient Radial gradient

v V

©

Flash offers a few standard gradients that you can find at the bottom of the
Color palette. But you often need a more customized look, and Flash has the
tools to create just about any gradient that you want.

Radial gradients look best on curved objects. A circle suddenly looks like a
sphere when you fill it with a radial gradient. Radial gradients give the impres-
sion of light highlights if you put white at the center of the gradient. Linear
gradients look best on straight objects.
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To create your own gradient, follow these steps:

1. Choose Windowr=>Color Mixer to open the Color Mixer panel (refer to

Figure 3-15). Then choose Linear or Radial from the Fill Style drop-
down list.

You see a gradient bar with color pointers that specify the colors of the
gradient and where the gradient changes from one color to the next.

If you select a fill before you use the Color Mixer panel, the object’s fill
color changes immediately when you change the gradient in the Color
Mixer panel.

. To use an existing gradient as a starting point, click the Fill Color box

on the Tools panel and choose a gradient from the bottom of the Color
palette.

You can also choose Windowr>Color Swatches to open the Color Swatches
panel and choose a gradient from the bottom of the Color palette there.

. To specify the color for each color pointer, click and hold the pointer

and then release the mouse button (this is like a long mouse click);
when the color swatches appear, select a color.

You can click the Fill Color box and select an existing color from the Color
palette or specify a new color by using the methods that we describe in
the earlier section, “Creating new colors or editing existing colors.”

Note that when you click a pointer, its point turns black to indicate that
it’s the active pointer. The square beneath the point displays the color
pointer’s current color.

. To change the number of colors in the gradient, add or delete color

pointers.

To add a color pointer, click where you want the pointer to appear,
just below the gradient bar. To delete a color pointer, drag it off the
gradient bar.

. To adjust where the color changes, drag a color pointer to the left or

right.

. To add control over how colors are applied to a selected shape beyond

the gradient, select one of the following overflow modes from the
Overflow drop-down list:

e Extend: Extends the last or outermost gradient color past the end
of the gradient.

¢ Reflect: Fills the shape by mirroring the gradient pattern.

¢ Repeat: Repeats the gradient from beginning to end.
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Overflow modes are new for Flash 8. To use these effects, fill a shape
with a gradient and then use the Gradient Transform tool to reduce the
size of the gradient so that it no longer completely fills the shape. (We
discuss the Gradient Transform tool in Chapter 4.) Then try out the
three overflow modes to see the results. The overflow modes are only
supported in the Flash 8 player.

Select the Linear RGB check box to create a gradient that complies with
Scalable Vector Graphics (SVG) standards. SVG is an XML language for
describing 2-D graphics.

7. To save the gradient, click the menu icon in the upper-right corner of
the Color Mixer panel and choose Add Swatch.

The new gradient now appears in the Color palette of the Fill Color box on
the Tools panel and in the Color Swatches panel. Go ahead and fill something
with it!

You can also move a gradient’s center and focal points, change its width and
height, rotate it, scale it, skew it, and tile it. See Chapter 4 for more on editing
gradients.

Bitmap fills

You can create the coolest, weirdest fills by importing a bitmap graphic and
using the bitmap to fill any shape. For a hypothetical Web site protesting
genetically engineered foods, for example, we could find a bitmap of a bug
(representing the Bt bacteria genetically engineered into corn) and use it to
fill a graphic of corn. Figure 3-17 shows the result.
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To use a bitmap graphic to fill a shape, follow these steps:

1.
2.

Create the object or shape that you want to fill.
Choose Filec>Import~>Import to Stage.

The Import dialog box opens.

. In the Import dialog box, choose the bitmap that you want to use as

the fill and then click Open/Import.

The bitmap appears on the Stage. If necessary, move it to the desired
location.

We explain more about importing graphics in the section “The Import
Business — Using Outside Graphics,” at the end of this chapter.

. Choose Modify~>Break Apart.

Flash breaks the bitmap into separate areas of color.

5. Click the Eyedropper tool on the Tools panel.
6. Click the bitmap on the Stage.

Notice that the Fill Color tool on the Tools panel now shows a tiny pic-
ture of your bitmap. Flash also automatically switches you to the Paint
Bucket tool so that you can immediately fill an object.

. Click inside the object that you want to fill.

Flash fills it with the bitmap. The bitmap is repeated over and over in an
effect called tiling.

If you've already imported a bitmap, you can fill an object with the bitmap by
using the Color Mixer panel. Follow these steps:

1.

U1 AW N

Choose Bitmap from the Fill Style drop-down list.

Bitmaps in the movie appear as small tiles at the bottom of the Color
Mixer panel.

. Click the Fill Color box if it isn’t already selected.
. Select the bitmap from the small bitmap tiles.
. Choose the Paint Bucket tool from the Tools panel.

. Click inside a closed object on the Stage.

You may need to scale the bitmap. See the section on transforming fills
in Chapter 4 for details.

For either method of choosing a bitmap, you can choose the Brush tool
(instead of using the Paint Bucket tool) and then brush with the bitmap. Use
a thick-enough brush size so that the bitmap shows clearly.
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Locking a fill

Flash has another trick up its sleeve for gradient or bitmap fills. A locked fill
looks as though the fill is behind your objects and the objects are just uncov-
ering the fill. As a result, if you use the same fill for several objects, Flash
locks the position of the fill across the entire drawing surface rather than
fixing the fill individually for each object. Figure 3-18 shows an example of a
locked fill. In this figure, you see some windows and portholes filled with a
locked bitmap of the sky. Doesn’t it look as though the sky is really outside
the windows?

To lock a fill, choose the Brush tool or the Paint Bucket tool with a gradient
or bitmap fill, as we explain in the two preceding sections. Then click the
Lock Fill modifier in the Options section of the Tools panel. Start painting
where you want to place the center of the fill and continue to other areas.

Drawing Precisely

If drawing in Flash seems too loosey-goosey to you, you need to know about a
few features that can help you draw more precisely. Other programs do offer
more precise tools, but Flash might have the tools that you need.

The ruler rules

To help you get your bearings, you can choose Viewr>Rulers to display the
Flash ruler along the top and the left side of the Stage, as shown in Figure 3-19.

/1
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To give yourself more room to work while you create drawing objects on the
Stage, you can hide the Timeline by choosing Window=>Timeline. Do the
same to display the Timeline again when you need to work with layers or
start animating your work.

By default, the ruler is measured in pixels. Computer screens are measured
by how many pixels they display horizontally and vertically. Pixels are useful
for Web site work because Web browsers work with only this unit. A pixel,
however, is not a fixed physical size because it depends on the resolution
capacity and settings of your screen. You might find it easier to think in
inches or millimeters.

You can set the ruler to the unit of measurement that is most helpful to you.
Choose Modify=>Document to open the Document Properties dialog box.
From the Ruler Units drop-down list, choose one of the units (pixels, inches,
points, centimeters, or millimeters) and click OK.

When the ruler is displayed, lines appear on the top and side rulers when-
ever you drag an object — either while creating it or editing it. For example,
when you drag to create a rectangle, you see a line on each ruler telling you
where you started and where you ended up. If you're moving the rectangle,
Flash displays two lines on each ruler indicating the outside dimensions of
the rectangle. You can easily move the rectangle one inch — or 50 pixels —
to the left by looking at the lines on the top ruler.

Using guides

Guides help you lay out the Stage more precisely. Guides (refer to Figure 3-19)
are horizontal and vertical lines that you can use as drawing aids while you
work. Don’t worry — guides never appear in the published Flash Player file.
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To use the guides, you must display the rulers, as we describe in the preced-
ing section. To display guides, choose View=>Guides=>Show Guides. But that
action simply turns on the Guides feature; you still don’t see anything!

To display the guides, you need to drag them from the rulers. Drag from the
left ruler to create a vertical guide, and drag from the top ruler to create a
horizontal guide.

To customize the guides, choose Viewr>Guides=>Edit Guides to open the
Guides dialog box, where you can choose the guide color or clear all the
guides. To force objects to snap to (attach themselves to) the guides, select
the Guides check box in the Guides dialog box. You can use the Snap Accuracy
drop-down list in the Guides dialog box to c