Multimedia Basics with Flash MX

Some important parts of the Flash window:

· Panels: Give you "tools" and "information" about your project. You can use as many or as few panels as you wish, and you can save your Panel set if you prefer a certain working environment. 

· Property Inspector: This is an important panel that changes based on what you are doing. You also use the property inspector to change the size of your stage, background color, etc.

· Timeline: Think of each box in a timeline as a box on a filmstrip. All items in frame 1 on the timeline (all layers) are what are visible for the first frame of your movie. Timelines have blank keyframes, frames, and keyframes. A blank keyframe is represented by a hollow circle and means the timeline is "ready" for you to draw or add something in that frame; a frame is represented by a box; a keyframe is represented by a filled in circle and means that there is content in the frame.

· Layers: The timeline can have multiple layers. It is important to keep objects on separate named layers. This is critical in big Flash movies! You can double click the Layer # to change the name. 

Activity 1: (Scene 1, Frame 1)
1. Rename Layer 1 as Background.

2. Change the background color of the stage to blue (HINT: Use Property Inspector).

3. Use the paintbrush tool to draw green blades of grass. Change shades of green and create a few more strokes (experiment with size and shape). Then, use the square brush to fill in any gaps.

4. Use the eraser tool to erase any extra grass that went off onto the background.

5. Use the oval tool to draw a sun. Use a black stroke (outline) and a yellow fill. 
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6. Use the pen tool to add extra nodes (editing dots) and the subselection tool (the white arrow) to pull nodes out to make a "sunny" shape.
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7. Change the stroke color using the ink bottle tool to an orange color; change the fill in the sun to an orange and yellow gradient using the Color Mixer panel (HINT: Double click to select an entire object). Use the fill transform tool to modify the gradient. Change stroke on sun to a jagged edge.

8. Draw a flower on the stage; then, delete the flower (NOTE: This is illustrating how Flash optimizes files and removes "unnecessary" parts of a drawing.. this is why layers are IMPORTANT!).

9. Undo so that the picture is back to normal (no flower). 

10. Add a new layer (click + button on timeline) and name it flower.

11. Lock the Background layer (so you don't accidentally draw on it).

12. We are going to create a flower but we want it to be a graphic symbol (so we can use it over and over again). So, create a new graphic symbol (Insert, New Symbol or Ctrl-F8) and call it My Flower. You will go into symbol editing mode, so the screen will “disappear”.. don't panic..

13. Using a combination of shapes and tools, draw a flower. DRAW IT BIG. First, draw the stem. Then, use the free transform tool to draw the petals (draw one using an oval and copy and paste… do not deselect the petal.. after about half is drawn, copy and paste and flip), and add the center last (upstrokes with the brush). When finished, return to the stage (where the background is) by clicking the Scene 1 button on the timeline. (HINT: Before using free transform, be sure your entire petal is selected--double click it!)

14. Now that you are back to the stage, let's look in your library. You should have a flower in there (Window, Library or F11).

15. Drag the flower from the library to your stage (HINT: Be sure the flower layer is active). It will be big! Hold shift and size it down with the free transform tool. Zoom in really close and make it even smaller. We want a small flower here. Then, copy and paste several times to make a bunch of flowers (HINT: Hold control and drag a flower to fast copy).

16. Briefly turn off the flower layer (eyeball) to make sure you did indeed put them on the correct layer!! If you did not, you can use Shift and click to try to grab several of them and cut and paste them in frame 1 of the flower layer (you may not be able to get them all, though).

17. Now, we are going to import some clipart to use in our drawing. Click File, Import to library. On your CD, locate the file house.gif and open it into your library. 

18. Create a new layer called house. Lock the other two layers and pull the house from the library onto the stage. This is called a bitmap in Flash. 

19. Notice it is imperfect (some white areas, etc.). So that is isn't as obvious that we didn't draw this house from scratch, we are going to edit it a little bit. To do that, we will have the computer trace this bitmap so that it looks like we drew it (yes… sneaky…). Click Modify, Trace Bitmap. You can play with the settings, but I used a color threshold of 60, minimum area of 7, and many corners. 

20. Now, use the erase and touch up the house a little bit. Remember, since it is on it's own layer and the other layers are locked, we will not accidentally erase in the wrong place. VERY IMPORTANT!

21. Once we get the house like we want it, we are going to convert the house to a graphic symbol since Flash likes those better (and we do want to make Flash happy, right?). Select the entire house (use black arrow tool and click and draw a square around it) and go to Insert, Convert to Symbol (or press F8). Make sure it is a graphic symbol and name it house improved.

22. Now, move your house around to the location you desire. (Illustrative point: Move the house on top of the flowers and then reorder the layers. Notice if the house layer is on top, the flowers disappear. Be sure your house layer is between the flower and background layer.)

BONUS: Fast worker? Think you are so smart? Well, lock your layers and try this! Create a tree layer and import the file treeshouse.gif to your library. Trace bitmap, clean it up so you only have one tree and no house, and convert it to a symbol named tree improved. Put the tree on the stage by your house!
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Activity 2: (Scene 1, Frames 1-50)
Now we will embark on motion. The fun of Flash is making things move. We will do a basic motion in Flash, called a tween.

1. Create layer called bird.

2. Import stork.gif to your library.

3. (Be sure all layers are locked!!) Drag the stork onto your stage, trace bitmap, and clean him up (especially his poor eye.. use the eyedropper and paint bucket!).

4. Select the bird and convert to a movie symbol named stork improved. We will make this bird move in a minute. Then, after it is converted, double click it so we can get in symbol editing mode.

5. We want to make his wings flap. Before we can do that, we have to.. well, tear him apart! So, rename layer 1 and call it body; create layer 2 and 3 and name them top wing and bottom wing.

6. On the body layer should be a black dot (keyframe) showing that the whole bird is on that layer. But, not for long! Use your freehand select tool (lasso) and select the top wing (zoom in and it is much easier). It doesn't have to be perfectly precise but don't get into the black where the wing meets the body (we don't want black moving around). Once you let up off the lasso, the wing should be selected. Point to it and right click (it must still be selected when you do this). Select cut.

7. Click up on the top wing layer. Then, right click on the stage and click Paste in Place (this puts it in the same spot). You should now have a block dot on the top wing layer. Use your eyeball to make sure that wing is on it's own layer!

8. Repeat this process to move your bottom wing to it's own layer.

9. Up on the timeline, we are going to right click on frame 2 of every layer and click Insert Keyframe (not frame.. KEYframe). This will put a black dot on the layer meaning we have basically copied frame 1 into frame 2. We are now going to move the wings in frame 2 to make him fly.

10. Click a wing layer. When you do, it will select the wing. Click the free transform tool and rotate the wing. Be sure to line it up so it doesn't look goofy on the body. You may need to use your arrow keys to scoot it a little bit. Repeat for the other wing layer. MAKE SURE YOU ARE IN FRAME 2! If you mess up, do not try to fix it… UNDO.

11. Drag the playhead (red thing on the timeline) to see the bird in action.

12. On the timeline, click Scene 1 to return to your movie and exit the symbol editing mode.

13. Notice, your bird isn't moving. Unless you test or publish your movie, he'll sit there all day. So, let's look! SAVE FIRST. Then, press Control+Enter (or go to Control, Test Movie) to see him fly in place. (To leave test movie screen, press the BOTTOM X or you will exit the whole thing)

14. That's nice, but he should really fly across the screen, so now it is time to tween. Click on the bird layer and move him off the screen to the right. If you want him to be smaller, resize him with the free transform tool (hold Shift so he doesn't skew).

15. Right click in frame 25 on the timeline on the bird layer. Select Insert, Keyframe. This copies him to every frame between 1 and 25. Click in 25 and move him over to right above the house.

16. Insert Keyframe in 25 of the other layers so that he actually has some things to fly over….

17. If you test now, he just pops in. Here's where we tween. Right click up on the timeline between frame 1 and 25 on the bird layer and select Create Motion Tween. A blue shade should appear.

18. Test movie to watch him fly! (NOTE: The movie repeats unless we tell it otherwise)

19. Now, we are going to break Mr. Stork apart and separate him from the baby. Insert a keyframe at 26 on the bird layer. Press Control-B to break him apart (or Modify, Break Apart). He should be gray and selected.

20. Zoom in and freehand select the baby. Right click and cut the baby.

21. Insert a new layer called falling baby. Insert a blank keyframe in 26 on the falling baby layer and "Paste in Place" the baby. Convert the baby to a graphic symbol called baby in blanket.

22. Insert a keyframe in frame 27 of the falling baby layer to copy your baby. Scoot the baby down a little bit. [image: image3.png]@ Fle Edt Vew Insert Modfy Text Control Window Help
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23. Insert a keyframe in frame 27 of the bird layer to copy your bird. Lock the baby layer for a second so we can work with the bird. You are going to draw a little now… open up that beak! (if you were really ambitious, you could move the wings so that he is hovering in place… since we broke him apart, he is no longer flying).

24. Zoom out so you can see the whole thing. In the baby layer, click in frame 35 and insert keyframe. Move the baby down near the bottom of the screen. Insert a motion tween to fill in the gaps. 
25. To make more realistic: In frame 28 of the bird layer, insert a keyframe, redraw the bird's mouth to be closed (or cheat and copy and paste frame 26 here), convert him to a movie symbol (call him stork flying no baby), double click to edit him, and make his wings move again like last time (only now he has no baby).

26. Insert a keyframe on the bird layer in 35 to extend your bird. You may also wish to insert frames on the other layers so you can see your background.

27. We won't make any more changes to the baby, background, etc., layers so we will go ahead and insert frames at 50 on these layers. 

28. On the bird layer, insert a keyframe at 50.

29. It's time for the bird to fly away! This time, we are going to make him smaller as he flies off. In frame 50 of the bird layer, move the bird off the left side of the screen and use the free transform tool to make him smaller. We are going to tween this, so be sure he is a symbol or it won't work!

30. Create a motion tween between frames 35 and 50 on the bird layer.
31. Test movie.

32. Optional: Your baby may be like Godzilla baby.. very big. You may wish to click back into the baby layer on frame 35 and use free transform to make the baby smaller and more "real" (since storks are real and everything…). Provided you inserted a FRAME and not a KEYFRAME in 50 for the baby layer, this will work okay. A frame just takes on the properties of the preceding frames so it will change to match. You could also go back to frame 1 of the bird layer and make him smaller initially so he can fly in and zoom it at the same time.

Activity 3: (Scene 1, Frame 50)

1. Insert a new layer at the top called Stop.

2. Insert a blank keyframe at frame 50.

3. We are going to insert an action that makes the movie not play again. To do this, open the Actions panel (above the Properties Inspector).

4. In the white box at the right, type stop(); (or you can click Actions, Movie Control, and double click stop at the left of the Actions panel to enter the code)
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5. Test your movie and it should stop after the bird flies off the screen.

Activity 4: (Scene 1, Frame 50)

Notice how the bird just hangs out off the screen, flapping his wings. Well, if you publish your flash file and view it on a webpage, this won't even show up. But, just for grins, let's make him disappear as he flies off.

1. Click on the bird on Frame 50 of the bird layer.

2. Open the Property Inspector (bottom of the window).

3. Under Color, select Alpha. Change the percent to 0% so that we cannot see him.

4. Test your movie and he should disappear! (NOTE: This Alpha thing only works on symbols)

5. I don't like how he just fades and becomes invisible. So, to fix that, insert a keyframe at 48, click the bird, and change the Alpha there to 100% so we can still see him until the very end.

6. Test and see the difference.

7. Optional: Just for fun, go back to the baby layer and in the motion tween where the baby is dropped (click on frame 30) look in the Property Inspector. Select CW under Rotate. This will make the baby rotate as he falls!

Activity 5: (Scene 1, Frame 1)

Our movie just starts, so we are going to create and add a button that will allow the user to start the movie.

1. Insert a stop action on the stop layer, frame 1. (HINT: Use Actions panel)

2. Create a button. Click Insert, New Symbol. Call it button and be sure to select button as the behavior type. When you press OK, you will enter button editing mode. 

3. Quick Lesson: Button editing mode has four states: up (that’s when the mouse is not touching the button), over (that’s when the mouse is touching it), down (that’s when it is being “pushed”) and hit (hit is simply the area you want the person to be able to click on to select the button). 

4. In the Up stage of the button, draw a shape that is to be your button (any shape, any color). Double click the shape with the black arrow and align the button to the stage (use Align panel).

5. Insert a new layer. We are going to put the words of the button on the new layer. Let’s just enter text that says START MOVIE using the text tool. Your font and colors can be selected in the property inspector at the bottom of the page. I find it easier to type in the words, then highlight the words and use the property inspector to change the size. Then, align the text to the stage (horizontally and vertically center).

6. Insert a FRAME in the hit box of the text layer. This will keep the text on the screen during all stages of the button. Lock the text layer.

7. Insert a KEYFRAME in the over box of the shape layer. We are going to change the color of the button. Use the paint bucket and select a different shape of your current color choice.

8. Insert a KEYFRAME in the down box of the shape layer. We are going to make the button looked “pressed” so just alter the stroke (outline) and make it thicker. Be sure to double click to select the whole button before making your change in the property inspector.
9. Insert a FRAME in the hit button to just copy the area in the frame to be the area we want users to click on.

10. Click Scene 1 to return to the stage.

11. Insert a new layer called button. Drag your button from your library (F11) to the stage to the location of your choice.  You may wish to size down your button using the free transform tool if it is too big.

12. If you test movie right now, you’ll see your button and it will change if you point to it, click on it, etc., but it will not make the movie start. We must tell the movie that the button will make it start using ActionScript.

13. Click on the button and then open your Actions panel. Watch closely as it should say Actions-Button. If it does, then use Movie Controls and double click on ON, select release, then double click on GOTO, and tell it to go to frame number 2. This tells the movie to go on to the next frame. 

14. Test movie! It should now work.

a. NOTE: I inserted a keyframe on the bird layer in frame 2 and then in frame 1, I changed the alpha on the bird to 0% so I didn’t have to watch him hover in the margin.
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