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Chapter

14

Some interesting and effective animations can be created using a layer to cover (or mask)
part of another layer. The portion of the layer being covered can only be seen though
whatever shape is drawn in the mask layer. The process is called MASKING.

Creating a Mask over a Background

For this first example a mask will be used to display part of a photo of London.

A Creating the Background Layer

1 Load Flash or close the current files and create a new ACTIONSCRIPT 3.0 file.

Timeline | Motion Editer |

2 Alter the name of the layer to
IMAGE.

3 Display the FILE menu, highlight IMPORT and select IMPORT TO STAGE.

4 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 14 folder and import the

LONDON image.

5 Set the ZOOM to FIT IN WINDOW so
that the whole stage is visible.

Fl Fle Edt vew mmsert Modify Text Commands Control Debug  Window  Help

Untitled 6* = |

5 scene 1

EC- ]
1]
@ e
it 4.
| “
o & =]
o &
= &
N | 2,
™ o
4
2

6 Use the FREE TRANSFORM TOOL to

adjust the image so that it covers

the stage area.
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B Inserting the Mask Layer

For a mask to operate, a layer must be converted to a MASK layer.

Tinmeline | Mo

a] Image

1 Inserta new layer in the TIMELINE
panel and call it:

Mask

R IR RS L

Fl
Untitled-6* x

5 Scene |

Fle Edit wiew Insert Modify Text Commands Control Debug  ‘Window Help

Double click on the layer icon to
the left of the MASK name and the
LAYER PROPERTIES dialogue box
should be displayed.

(E Name: __ AN
| e [foe v L
$ - T &
[ Sas =T '/‘
<,
.
04
== e e e 3 Setthe TYPE box to MASK and click
Layer height: [ 100% | v on OK.
=

NOTE:

You can also RIGHT+CLICK or CONTROL+CLICK on the layer name

and select MASK from the CONTEXTUAL (or SHORTCUTS) menu.

Timeline | Mo

|
N T 4 The MASK layer is given a different
icon to distinguish it as a mask layer.
14-2 © Guided Computer Tutorials 2012
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C Creating the Mask

A shape now needs to be drawn in the MASK layer. The background will only be seen
through this shape. You can use the shape tools such as the OVAL and RECTANGLE
TOOLS to create the shape, or use the BRUSH TOOL to draw a more complicated shape.

1 Select the OVAL TOOL from the
Fl Fie Edt wiew Insert Modfy Text Commands Cortral Debug  Window Help SH APES TOOL and set the STROKE

Untitled 6% x |

5 COLOUR to NO COLOUR.

Style: |Solid B ¥

B s [ To] O
& Cap: =¥

B -=0en

Draw an oval over the centre of the
photo, the fill colour doesn’t matter
as shortly the background will be
seen through the oval.

3 The program needs to be told which layer is to be masked. In this case it is the

IMAGE layer.
Fl Fe Edt view msert wModfy Text commands Control Debug  Window Help Essentids ~ [0 ] IL‘EIL]]
Untitled-6* > | )
T 4 Double click on the icon to the left

of the IMAGE layer label to display
its LAYER PROPERTIES dialogue box.

AN

click on OK.

1 outline color: [ ]

[ view layer as outlines

Layer height: | 100% | =

g 5 Set the TYPE box to MASKED and ]

EN
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NOTE: i ThelMAGE layer is indented under the MASK layer to
indicated that it is masked by the MASK layer.

You can drag a layer to the lower edge of a MASK layer to
quickly set it to a MASKED layer.

FI Fie Edt Vew Insert Mocfy Text Commands Control Debug Window Help Essentials I:H;‘ilg
Untitled 6% | K 2w
» | Properties | Library | .=
) Scene 1 B 4 |Fitinwindow v || @
2 Frame @ |k
=] [ X
| | = LABEL 9
15 e o
1 Type: [ Hame - 3
|| < sounp T
=] T — i
& Effect; | hone L
s
o Sync: [ Event &
e Repeat e
Mo sound selected

6 Lock both layers and the mask
should be created.

Timeline | Motion Editor |

—

..mé.'f .......... e Rl e TR TR AR R R R R

D Background Colours

Some interesting effects can be created by changing the background colour.

Fl Fle Edt view Insert Modfy Text Commands Control Debug  Window Help Essentials - EM]

untitled-6* x | .
e | 1 Select the SELECTION TOOL, click

on the stage area and, in the
PROPERTIES panel, set the STAGE
colour to BLACK.

Q,

Fd

o

&,

=7 SWF HISTORY /

Lag Clear g

= — — o

Timeline | Motion Editor. | = a
®a0f s 0 15 20 25 30 3% 40 45 S0 S5 60 g5 0 75 @0 & 90

& Mask am &

@ X a0y

2 Setthe ZOOM to 100% to see the effect more clearly.

3 Try some other background colours if you wish to.
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Chapter

15

Flash provides two 3D tools, the 3D Rotation Tool and the 3D Translation Tool. These
tools allow you to move and rotate objects as if they were three-dimensional shapes. The
shapes are not true 3D shapes, just 2D postcards and the tools only operate on Movie Clip

symbols.

The 3D Rotation Tool

The 3D ROTATION TOOL allows you to rotate an object in the X, Y and Z axes.

A Creating the Movie Clip

In order to use the 3D ROTATION TOOL, an object created in Flash or an image imported
into the LIBRARY panel must be converted to a MOVIE CLIP symbol.

1  Load FLASH or close the current files, then create a new ACTIONSCRIPT 3.0 file.

FI Fe Edt view Insert Modfy Text Commends Control Debug  Window Help

Untitled-1* |

5 scene 1

2 Select the OVALTOOL from the
SHAPES TOOL, set the STROKE
COLOUR to NO COLOUR, the FILL
COLOUR to green and turn on
OBJECT DRAWING.

‘EID'E“.G &%

IR

=
=
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Fl Fie Edit wiew Inssrt Modfy Text Commands Control Debug  Window  Help Eseenfids ~ (2 | [=[a] x ]
MEIELAD =] o | Praperties | Library =
=kt & 4. \mn%—v[! i | Orawino ohiect I L3 ‘
3 Draw an oval near the centre of the
stage.

= —
L ‘ o . —
E? Stroke:
L N —

| a|  see[ ]Ommn

G880

4  Display the MODIFY menu and select CONVERT TO SYMBOL (or press the F8 key).

Convert to Symbol [g|

Mame: |O\ral

Type: | Mavie Clip " Feqistration:

Falder: Library roat

5 Call the symbol OVAL, set its TYPE to
MOVIE CLIP and select OK.

Adwanced b

B Selecting the 3D Rotation Tool

Fl Fie Edit Wiew Insert Modify Text Commands Control Debug  ‘Window Help

Untitled-1* x |

5 Seene 1 &, 4| 100

>
: Tl 2
L
:
LA
>

= Q) 3D Ratation Tool (W)
i A franSlation Tool (G)

‘I:!GI
B -

% 279,00 v {i60.00

Wi 170,00

POSITI
5
{
[
A=
Cy

1 Select the 3D ROTATION TOOL and a
series of rotation guides are added
to the symbol.

bl

N0/ HAs

.l@

2 The rotation guides have the following purposes:
- The RED guide controls the HORIZONTAL (or X axis) movement.
- The GREEN guide controls the VERTICAL (or Y axis) movement.
- The BLUE guide controls the DEPTH (or Z axis) movement.

- The ORANGE guide controls the movement in both the vertical and horizontal
planes.
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C Rotating the Object
Fl Fie Edit Wiew Insert Modify Text Commands Control Debug  ‘Window  Help Essentials « EM]

Untitled-1* x |

5 Seene 1

1 Move the pointer over the top
RED line until an x is added to the
pointer and drag line down and to
the right slightly to rotate the object
horizontally.

B

Fl Fie Edit view Insert Modfy Text cCommands Control  Debug  Window  Help

Untitled 1% x |

5 Seene |

w | properties | Library =

the pointer over the GREEN
line until ay is added to the pointer
and drag the line down and to

the left a little to rotate the object
vertically.

o4 | Ll

2 Move

Fl rie Edt wiew Inset Modfy Text Commands Control Debug  Window  Help

Untitled-1* x |

5 Seene 1

P e — I = T |

3 Move the pointer over the BLUE
circle until a zis added to the
pointer and drag the line to rotate
the object in or out of the screen
slightly.

—
Siyle: | None 52

£

Fl Fle Edt wiew Insert Modfy Text Commands Control Debug  Window  Help

Untitled-1* x |

5 Scene |

4 Move the pointer over the ORANGE
circle and drag it to rotate the object
vertically or horizontally.

< COLOR EFFECT s
s

3 :
. Style: [Mone [ v] o
| = k2
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D Adjusting the Perspective

You can control the FIELD OF VIEW (camera angle) by adjusting the PERSPECTIVE ANGLE
in the PROPERTIES panel.

Fl Fie Edt wiew Inssrt Modfy Text Commands Comtrol Debug  Window  Hel 1 In the PROPERTI ES panel eXpand the
e 3D POSITION AND VIEW section.
o
= I
@ A
! | 1| 4.
\ ale z
& Q,
o &
| R 7

2 Drag the PERSPECTIVE ANGLE box
to the left or right to adjust the
camera angle.

NOTE: The default camera angle is 55° which can be entered in the

PERSPECTIVE ANGLE box to return the view to normal.

E Adjusting the Vanishing Point

The VANISHING POINT controls the depth of view of the three dimensional object.

Fl Fie Edit wiew Inssrt Modfy Text Commands Control Debug  Window  Help Essentials - |:|l;‘ilﬂ
Untitled 1% | >

o I — —
Try adjusting the X and Y vanishing
point values in the PROPERTIES panel

@ to add more depth to the object

[ [~ &

PO[Ga%O
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Using Behaviours

Behaviours are snippets of Flash commands that can be applied to animations. They
allow you to use Flash’s action commands without needing a detailed knowledge of
how to write action scripts. To illustrate the use of BEHAVIOURS an animation that allows
to user to click on a gun to fire a bullet will be created. This is a technique employed in
some computer games.

Loading the Prepared File

1 Load Flash or close the current file then click on the OPEN button.

2 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 16 folder and load the
SHOOT file.

3 Save the animation in your STORAGE folder under the name:

Shoot

Looking at the Animation

Fl Fie Edt vew It Modfy Text Commends Cortiol Debug Window Help e | 0 L
shoot x |

& Scene 1 & 4 |10

-3
Sl Y |
=
| Q@
- -
] name L
a_'_—'w A [ame | 45 Linkage
& ulet
- Bullst image
@ Gun
= Shoat
) « 100!

1 Open the LIBRARY panel and you
will see four assets: Bullet, Bullet
Image, Gun and the Shoot sound.

[§
0/ H7 005~

2 Preview the animation and the bullet should ‘fire’from the gun. Itis just a simple
Motion Tween that moves the bullet from behind the gun to the left of the stage.
We want the animation (and a sound) to play only when the gun is clicked on.

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:
Shoot

© Guided Computer Tutorials 2012 16-1



Learning Adobe Flash CS6

Stopping the Animation

A stop command needs to be inserted so that the animation will not automatically play.
It is good practice to put all your action commands in their own layer.

e — | 1 Click on the GUN layer in the
A bt .- m ] TIMELINE panel, insert a new layer

/ above it and call it ACTIONS.
Jlﬁ‘//lllldil SIS OIN)

U G .. 2 Click on the empty KEYFRAME
g - - 8 T MARKER at FRAME 1 of the ACTIONS
layer.
3]_|'j’|';‘ ([ |1 1 B I el | 8 S| Ty By 2] L

3 The ACTIONS panel needs to be opened. Display the WINDOW menu and select
ACTIONS (or press the F9 key).

| ActionSeript 1.0 & 2,0 | 2PLPOHOYEERRIBYOODI I dFl Code snppets P

IE] global Functions L stop i) ;
EI Movie Clip Control
E] Timeline Contral
@ gotoandPlay
P—

@ gotoAndstop ~

e 4 C(lick in the right frame and enter:
stop();

then close the ACTIONS panel by
clicking on its CLOSE box.

|3

A small o is added above the blank KEYFRAME MARKER in the

ACTIONS layer. This is the STOP symbol.
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5 Use the CONTROL menu to test the movie and the bullet should not move.

6 Close the TEST MOVIE screen.

Setting an Invisible Button

To allow a user to click on the gun, an invisible button needs to be set over it.

1 Click on the GUN layer in the
TIMELINE panel, insert a new layer
and call it:

Shoot Button

Timeline | Motion Editor |
=@ 0| 5 10 15 20 25
4l Actions « « [0 i
m Shoot Butkon @ e il
S @un + o+ [] -
& Bullet « « @l N
ﬂ%liilblbhl RNl 1 O]

S @un + =+ [0 0

! Bullst = -l /
o

2 You can widen the label section
of the TIMELINE panel to provide
more room for the label names by
dragging its right border to the
right.

Ll oW [ AL el | S B E R
Timeline | Motion Edit. |
® @ DH 5 1w 15 20 %
=] Actions - (] i
= Shook Button s = |
@ Gun « « O 0
A Bullet - « 0

3 Click on the KEYFRAME MARKER
at FRAME 1 of the SHOOT BUTTON
layer.

4 Display the INSERT menu and select NEW SYMBOL.

Create New Symbol [g|
Tame: |Trigger — |
Type: | Buttan I(T IF:QI]-

Falder: Library roat

Advanced »

5 Call the symbol TRIGGER, set its TYPE
to BUTTON and click on OK.
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Timeline | Mokion Edilorl
® @ O Up Owver Down| Hik

o [ —

6 Click in the HIT frame in the TIMELINE
panel and insert a KEYFRAME (F6).

Fl Fie Edt wew Insert Modfy Tewt Commands Control Debug ‘Window Help

Shoot* x |

Nl — =

&, 4

7 Select the RECTANGLE TOOL from
the SHAPES TOOL and draw a
rectangle roughly the size of the gun
anywhere on the stage.

8 Click on the SCENE 1 label to return
to the animation.

NOTE:

The colour of the rectangle doesn’t matter as it won’t display in

the animation. It is simply a HIT AREA for the mouse to click on.

ntrol  Debug  Window  Help

Shaot*
£ Scene | &, &

9 Drag the TRIGGER button from the
LIBRARY panel over the gun. The
arrow keys can be used to nudge
the button into place.

ER |

NOTE: i

higher levels.

If the rectangle is the wrong size, double click on the TRIGGER
symbol in the LIBRARY panel and free transform its size.

ii  You could set the TRIGGER button to just the size of the trigger
on the gun. You could create a computer game where the HIT
area becomes progressively smaller as a player progresses to

16-4
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Animating Still Photos

Life can be added to still photos by using Flash to animate parts of them. To illustrate this
we will use a photo of a cat and make its head shake and tail wag.

Loading the Prepared File

1 Load Flash or close the current file and create a new ACTIONSCRIPT 3.0 file.
2 Display the FILE menu, highlight IMPORT and select IMPORT TO STAGE.

3 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 17 folder and load the CAT
image.

Breaking the Photo Apart

In order to edit the photo, it must be broken apart into individual pixels.

Fl Fie Edit wiew Inssrt Modfy Text Commands Control Debug  Window  Help Essentials - |:|l;‘ilﬂ
Untitled 5% | : : >

5 scene 1 &, 4 |100w

1 Move the cat to the top left of
the stage and press CTRL+B or
COMMAND-+B to break the image

into pixels.
Fl Fe Edt view Insert wModfy Text cCommands Control Debug Window Help Essentials - I:”;‘ilg
Untitled-5* X| we | properties | Libi =
) scene 1 & 4 [100% & Frame @
i.i ﬁr X
o [ e )
T —
. S —T I
[ [ T
A S L1 N
| & Effect; [Mone || O,

2 Click on the stage area to deselect
the cat and rename its layer as
BODY.
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Separating the Head

To animate the head it needs to be separated from the body and converted to a symbol.
Itis also good practice to place the head in its own layer.

1 Set the ZOOM to 200% and scroll so
that the cat is on the screen.

Fl Fe Edt view Insert Modfy Text Commands Control Debug  ‘Window Help

Untitled-5* *

-
£ scene 1 & & 20%
T |7F| Document 1Y
- »
] E Unititlzd-5 R
1 T E
= =7 PUBLISH o
‘ J l- Fil faul 0‘
- 0 Profile: Default
i
o 9
o | Target: | Flash Player 11.2 | T
] s A\
ﬁ 1

2 Select the ERASER TOOL and select
the smallest eraser shape.

SWE HISTORY

> =

“ =

< I | > 7
Timeline [ 1
® a0 5 0 15 20 25 30 35 40 45 S0 55 60 65 70 75 60 @5 90 2

L]

)

<,

Fl Fie Edit wiew Inssrt Modfy Text Commands Control Debug  Window  Help Essentials - EHM

ki B, & __znn% - 8

Dacument Ly
m| | Fl &
untitled-5

:.."~oo-o" .}.:' -

i Eolie : 3 Cutall the way around the cat’s
A head, including the white areas to
b F—

the side and above the head.

h""‘.'u )
i
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Fl Fie Edt vew It Modfy Text Commends Cortiol Debug Window Help Essentisk - |:|M£|LJ]

untitled-5* *

5o ORI

Properties

@ Shape

=7 POSITION AND SIZE

1m&:

B3I
ga W 82,00
| < 1 anp sTROKE
e 1

Stroke:

WO/ 5700 %~ FE|

4 Select the SELECTION TOOL and
click on the cat’s head to select it.

NOTE: If the whole cat’s body is selected you will need to erase around
the cat’s head again.

Fl Fie Edt View Insert Modfy Text Commands Control Debug Window Help Essentials ~ DM

untitled-5" x

N E

Al o

5 Press CTRL+X or COMMAND+X to

Documen 3

.

cut the head from the screen.
: —_——
- ) TN
s o B —
h ' | o )
Timeline

6 In the TIMELINE panel insert a new
layer, call it HEAD and click on its
first frame.

Al Irrl S mh

al W I
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Fl Fle Edt view Insert Modfy Text Commands control Debug Window Help Essentials ~ l:”;‘ilg

7 Paste the cat’s head into place
by pressing SHIFT+CTRL+V or
SHIFT+COMMAND+V and use the
arrow keys on the keyboard to
nudge the head into position.

NOTE: You can also select PASTE IN PLACE from the EDIT menu.
PASTE IN PLACE inserts the copied item in exactly the same

position that it was cut from.

Converting the Head to a Symbol

To animate the head using a Motion Tween, it needs to be converted to a symbol and its
reference point set to the base of the head.

1 With the head selected, press F8 to convert it to a symbol (or select CONVERT TO
SYMBOL from the MODIFY menu).

Convert to Symbol E|

Mame: | HE A~ — | I oK

Type: | Graphic ;|' Registration:

Falder: Library rogt

2 Call the symbol HEAD, set its TYPE to
GRAPHIC and its REGISTRATION to
CENTRE.

Advanced »

3 Select OKto create the symbol.

4 The rotation of the symbol is more accurate if the REGISTRATION MARKER is
moved to the base of the head. Double click on the head to set the screen to EDIT
SYMBOL MODE.
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Using the Bone Tool

The BONE TOOL allows you to set hinges either within an object or between a group of
objects. It can be applied to create human movements in arms and legs, robotic arm
movements, crane operations, etc.

The Bone Tool Basics

To illustrate the basics of the BONE TOOL, a simple shape will be converted into an arm.

A Drawing the Shape

1 Load Flash or close the current files and create a new ACTIONSCRIPT 3.0 file.

Fl Fe Edt view msert wModfy Text commands Control Debug  Window Help Essentials - I:”;‘ilg
Untitled 1% |

5 scene t

Library | Behaviors

2 Select the BRUSH TOOL and set the
FILL COLOUR to a skin colour.

I
&
o

o] T —

Cap = |+

Join: =¥ Miter: 0,00

000D erdsv PERANTN[ERND / 33

3 Set the BRUSH SHAPE to a CIRCLE,
the BRUSH SIZE to the largest size

and paint a line with a small ‘kink’to
represent a hand at its right end.
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B Applying the Bone Tool

1 Press CTRL+ or COMMAND+ to zoom the view to 200%.

S ey A N S 2 Select the BONE TOOL, click at the
T left of the shape, hold down the
mouse button and drag to the
centre of the shape.

Wi 247,30 32,60

FIREERE

i
SRENN0 /45

3 When you release the mouse button the first bone is created.

NOTE: This first section will represent a bone from the shoulder to

the elbow.

Fl Fie Edt wew Insert Mocify Text Commands Control Debug  Window Hel Essentids ~ [0 | l= L
Uneated 12 | i Properties | Libs Behavi =

5 scene t Ed[ M@ Ik Shape & ‘

lm| %

= 2

o ~ P

it X 226,05 i 64,25 &,

i zg_@ Wi 247,30 H: 32,60 &

4 Click and hold at the right end of

the previous bone and drag to
beginning of the kink.

5 Release the mouse button to create the second bone.

NOTE: This second section will represent a bone from the elbow to

the wrist.
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I _Tol x T1

Fl Fie Edt wew Insert Modify Text Commands Control Debug  Window Helg

e 6 Click and hold from the end of the
second bone and drag to the right
edge of the shape.

Wi 247,30 H: 32,60

.
T
N
=)
2

7 Notice that a new layer, called
ARMATURE_2, has been created in
the TIMELINE panel.

\

De O« A

Q Laver 1 .« B I

' NOTE: All the bone sections are moved into the ARMATURE layer. l

C Using the Bone Links

The bone sections have set a rotation point at the left of the shape and hinges (or joints)
at the centre and near the right of the shape.

1  Press CTRL- or COMMAND- to return the view to 100%.

Fl Fie Edt wew nsert Modify Text Commands Control Debug  Window  Help

Untitled 1% |

5 scene 1 &, 4 |100w

2 Select the SELECTION TOOL and
drag the right joint of the shape and
it should move like an arm.

NOTE: When the mouse pointer is over a joint, a bone symbol is

added to the pointer to indicate that the joint can be moved.
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D The Pin Option

The PIN option allows you to fix the position of a bone and prevent it from moving.

1 Select the left bone and turn on the
:lﬂl :\i* Edlwt Wiew Insert Mocify Text Commands Control  Debug  Window Help PIN check box in the PROPERTIES
= panel.
-
SR =
E.}é?-%‘u-h - o Position X: 108,00 ¥:72.50 P
T . % m Length: 113.5 px Angle:0.00% 0‘
= Speed: 100 % ¥ Pin T
\ . [E1
T~ 2 Anxisattached to the end of the
bone to indicate that it is fixed.
Fl Fle Edt view Insert Modfy Text Commands Control Debug  Window Help Eseertis - [0 | HHLJ]
Untitled-1% x | .
B 3 Drag the link at the right of the third
bone and only the second and third
bones should move.
4 Select the left bone and turn the
Fl Fi\-.e* E\jlwt Wiew Insert  Modify Text Commends  Control  Debug  Window Help PIN Check bOX Off in the PROPERTIES
Py panel.
.3}
‘: =7 LOCATION 0‘
0 Position ¥: 108,00 ¥:72.50 P
E Length: 113.5 px. Angle:0.00° Q
] I 4

5 Try moving the right link again and all the bones should move.
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Adding Sounds to Animations

A sound track can be added to Flash movies or Flash buttons. This sound track can be
music, a narrative that you record, pre-recorded sounds, etc. Flash will import sound
formats such as MP3, AIF and WAV.

It is good practice to place sounds in a separate layer (or layers) so that you can control
when the sound starts and finishes.

Loading an Animation and Sound

A sample sound will be imported into the LIBRARY panel then added to the car
speedometer that you created in an earlier assignment.

1 Load Flash or close the current files then click on the OPEN button.

2 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 19 folder and load the file:
Speedo

3 Display the FILE menu, highlight IMPORT and select IMPORT TO LIBRARY.

4 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 19 folder and open the
sound file:
Car

5 Play the animation. In this case, a Classic Tween was used to make the change of
direction of the dial easier to create.

Adding Sounds to the Timeline

You can add sounds directly to the movie by dragging the file onto the stage. However,
for more control over the sound it is better to add it into the required number of frames.
Obviously, you will not see the sound on the stage, just in the TIMELINE panel.

Timeline | Motion Editor |
| = — —— 1 Click on the DIAL layer, insert a new
- -8 0. — layer and call it ENGINE.

Bl § [I4ai>-1rpl S mE R4
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Fl Fie Edt Vew Iset Modfy Text Commands Contol Debug Window el Ewertds - [P Jl=l0] X ]
| = >

& scene |

S@aRND/ =008 ~F|E

2 tems
Marme:
S < car .
L)

2 Click on the KEYFRAME MARKER at
FRAME 1 of the ENGINE layer then
open the LIBRARY panel and drag
the car sound onto the stage

)

|@

NOTE: i Youcan press CTRL+L or COMMAND-+L to quickly open the
LIBRARY panel.
ii The sound waves are added to the ENGINE layer in the
TIMELINE panel.

—

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:

Speedo

4 Press <enter> or <return> to preview the movie and the sound should play as the
speedo dial moves.

5 Press the ESC key if the sound keeps playing.

Properties | Library | Behaviors | =
[ Speedo x| & Em
6 Inthe LIBRARY panel there is a PLAY
button to play sounds before adding
them to the stage.
2 tems e ]
ame o | AS Linkage
&]% car.wav
@ dial
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Synchronising Sounds

The SYNC (for synchronise) option in the PROPERTIES panel gives you control over when
your sound plays. There are four SYNC settings:

Event The sound will be synchronised to an event such as a mouse click.
Start The sound will start when the movie is loaded.

Stop The sound will not start when the movie is loaded. It will require some sort of
action for the sound to play.

Stream Links the sound to an animation in a movie. The sound plays within the
frames in the TIMELINE panel.

A Event

You will see the main use of EVENTS a little later when attaching sounds to buttons. For
now, the event will just be the start of the animation.

—~

:lEEd:ex ‘Edll wiew Insert Modfy Text Commands Control Debug  Window  Help ‘I Cllck On the KEYFR AME M ARKER at
e FRAME 1 of the ENGINE layer. The
sound was inserted at this keyframe

so the sound is attached to it.

I ——r
& Eifect; [Mone  [v] 2 EL
L Syne: [ Event = »:/
=] : 7
— 2z Mol 16 Bit 4.2 5 185.6 kB {K“‘
O,
P
=4
V]
Q
\ o \
e 7 2 Open the PROPERTIES panel, set
g b np om0 8 8.8 8.8.20  the SYNC box to EVENT and the box
CE P S S S P e —sfe, q
‘am : below it to LOOP so that the sound

will play over and over.

3 Preview the movie and the sound should play continuously as the dial moves.

4 Press the ESC key to stop the sound.
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B Stream

Stream compresses the sound into the set frames.

Fl Fie Edit wiew Insert Modify Text Commands Control Debug  ‘Window  Help Essantials + HL‘LJI
Speedo* x \ / = — 1
= 1 Click back on the KEYFRAME MARKER

at FRAME 1 of the ENGINE layer and
set the SYNC box to STREAM.

ElE NP TR

f;ﬂ
é_
]
om
T
LA
all
1]
EA
]
i
I—

2  Press <enter> or <return> to preview the movie and the sound is compressed to
the number of frames in the movie.

i T T Sy e o e 3 Click back on the KEYFRAME

S MARKER at FRAME 1 of the ENGINE
layer then set the box below STREAM
to REPEAT and the REPEATS to 2.

22 kHz Mono 16 Bit 4.2 5 165.6 kB

Timeline | Motion Editor

B el PERUNESGNSND S

a4
%_
N
[
=) |=!
L i
i
i
L
It |
i
1N
s 1| IS

4 Click on the stage to set the change, preview the movie and the sound should
repeat twice within the 50 frames, although it may be a little difficult to hear the
repeat.
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Code Snippets

Adobe Flash has its own programming language, called ActionScript. This allows you

to enter code to more accurately and professionally control your animations. However,
ActionScript does take quite sometime to learn. To allow you to use ActionScript without
needing to know how to write ActionScript commands, Flash provides CODE SNIPPETS of
some of the common tasks used in Flash animations.

Using Code Snippets is also a good way to develop your understanding about how
ActionScript commands need to be entered.

Loading a Prepared Symbol

Code Snippets need to be applied to movie clip symbols so, to save time, one has been
prepared for you.

1 Load Flash or close the current files then click on the OPEN button.

2 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 20 folder and load:

Beetle
3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder as:

Beetle

Checking the Flash Settings

Code Snippets use ActionScript 3.0 so, when applying Code Snippets to previously
created files, it is a good idea to check that the file is set to that version of ActionScript.

1 Display the FILE menu and select PUBLISH SETTINGS.

Publish Settings X -
Profile: {:}l Target:l Flash Player 11,2\|v| 2 CheCk that FLASH (.SWF) iS Selected
Serpt: [ FeEonScD1 5.0 s ST in the PUBLISH frame, set the
PLAYER to one of the FLASH PLAYER
PUBLISH | Gl Do ‘a .
A — 11 versions and the SCRIPT to
T rr— =l REs dokadha ACTIONSCRIPT 3.0, then select OK.
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Naming the Movie Clip

When using ActionScript it is best to name the movie clip before applying code snippets
toit. If you don't do this, Flash will ask you to anyway.

Fl Fie Ecit view Insert Modfy Text Commands Control Debug Window  Help Essertials - EBM
Beetle® x

eeeeee

il |3
LD/ A DeR | |

o,

1 Open the LIBRARY panel and drag
the BEETLE movie clip onto the
stage.

Fl Fle Edt vew Insert Modfy Text Commands Control Debug  Window  Help Essentials EH&‘L

o
nstance of; Bef
POSITION AND ST,
it
N

2 Open the PROPERTIES panel, enter
the name BEETLE in the INSTANCE
NAME box and press <enter> or
<return>.

Controlling Objects With the Arrow keys

You can set a movie clip symbol to be controlled by the keyboard arrows when the file is
exported.

1 The BEETLE movie clip symbol should be selected on the stage.
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Code Snippets

Fl Fie Edit wiew Insert Modfy Text cCommands  Control  Debug  Window  Help

Beetle* x |

5 Seene 1

Code Snippets
]
» [ Actions

£ Timeline Havigation

[ Mawe vertically

[ Tol x 1

Click in the CODE SNIPPETS icon
at the left of the PANEL GROUP to
expand the CODE SNIPPETS panel.

=7 3D POSITION AND YIEW
wiMa  viima 208
Wi 97,0 H:74.0

2] 550

{::E 2000
| r——

CSEMSD /5

.
3 The code snippets are divided into
categories, expand the ANIMATION
category, click on the MOVE WITH
KEYBOARD ARROWS snippet and
select the SHOW CODE icon.
Fl Fle Edit View Insert Modfy Text Commands Control Debug Window  Help Eserntids - [ |l=18] %
pecties x‘ " | Properties | Library | Behaviors: -=
%Scenel —— - - N o
4 Select INSERT to insert the code and
an ACTIONS layer is added to the
& Code Snippets | Components | TIMEL'N E panel.
0] [
< / \: s |2
5 L ’
’ 7 PROPERTIES }
@0 ‘ o
/* Move with Keyboard Arrows &,
[)Ratate 0 Allows the specified symbal instance to be mojed ¥
) Rotate Continususly with the keyboard arrows.
) Animate Horizantally b et ,g
[} Animate Vertically 1. To increase or decrease the amount of mover] ‘”)
[ Fade 1n a Movie lip replace the number 5 below with the numbe: Q
S 10 15 20 ) 30 85 40 45 50 ) Insert l:l
T &
wl Bestle +« + @ N _ b .
\ b
5 Display the WINDOW menu and select ACTIONS to open the ACTIONS panel.
Actions | =
ActionScript 3.0 vl PovEEE HEYDDO M o) CodeSnippets y, @
Top Level -~ [l '+ Move wich Keyboard Arrows ~
Language Elements F i1lovs the specified synbol instance to be wmoved with the keyboard =
adobe.utils
air. desktop Instructions:
N M

air update

air update events
fl.accessibility

[@] fl.containers

@] fl.contrels
Fl.contrels.dataGridClasses
Fl.controls JistClasses
Fl.controls progressBarClasses
@] fl.core

@] fl.data v
JE—

w7

var upFressed:Boolsan = false;

(O var downPressed:Boolean = false;
var leftPressed:Boolean = false;
2 wvar rightPressed:Boolean = false:

& [@ Current Selection
“oofo]  Actions : Frame 1
B & scenel
8] Actions : Frame 1
& Symbol Definition(s)

function £1_MovelInDirectionOfKey (event:Event)
[
if (upPressed)
[
Beetle.y -= 5:
;
if (downPressed)
[
Beetle.y 4= 5

Eeetle.addEventListener (Event.ENTER_FRAME, fl MovelInDirectionOfKe
stage.addEventListener (KeyboardEvent .KEY _DOWN, f£1 SetKeyPressed);
stage.addEventListener (ReyboardEvent .KEY UP, £l UnsetKeyFressed);

6 The instructions about the code that

has been generated is displayed at
the top of the ACTIONS dialogue
box, with the code inserted below
the instructions.
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NOTE: Notice that the instructions say that if you want to increase or

decrease the amount movement, change the 5 value in the code.

7  Close the ACTIONS panel.

8 Display the CONTROL menu, highlight TEST MOVIE and select TEST.

¥ Beetle

File Wiew Control Debug

9 Press the arrow keys and the beetle

- should move in the direction of the
%&T / arrow that you press.

10 Close the TEST MOVIE screen.

Moving Objects With the Mouse

There is a code snippet that allows you to attach a movie clip to the mouse so that it
moves as you move the mouse.

Timeline | Motion Editor |

al Bestle ' "'j | 1 Select the ACTIONS layer in the

TIMELINE panel and click on the

/ DELETE LAYER icon to remove the
/ layer.
al o RN N AR -l

NOTE: Deleting the ACTIONS layer will remove all the code from the

symbol.
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Text Formatting

Flash is now widely used in the creation of web page layouts or content for mobile
devices such as mobile phones, iPods, iPads, etc. Because of this, recent versions of Flash
have introduced far greater text formatting features, many of which are similar to those in
design programs such as Adobe InDesign and Adobe lllustrator.

The new text features are called the Text Layout Framework (or TLF for short) and they
require Flash Player 10 or later to be viewed. If you need to provide content for use on
previous Flash Player versions, the text can be set to Classic Text, but this reduces the
amount of formatting features that you can use.

The Text Layout Framework

Some simple text will be entered and formatted using the TLF Text options.

1 Load Flash or close the current file and create a new ACTIONSCRIPT 3.0 file.
2 Display the FILE menu and select PUBLISH SETTINGS.

Publish Settings X
] =T — Y R YT R —r 3 Check that the PLAYER is set to
s Aty L= FLASH PLAYER 10 or later and select
puEsrlaSh — Output file: | Unititled-4, swf | B OK
O swe JPEG Quality: 20
OTHER FORMATS [1Enable JPEG deblocking
4 Select the TEXT TOOL, click the
I-Beam near the top left of the stage
Fl Fie Ecit wiew Inssrt Modfy Text Commands Control Debug  Window Help A
Untitled-4* x | and enter.
Bt Global Tours

e
<7 CHARACTER Q‘
Fans 2
A e — L

Sige: 5oOpt Leadng: 120
Color: [l Tracking: 0
Highliaht: [ [ Auto kern

Anti-alias: | Readabiicy =7

Global Toursj/

b, @ T
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5 Highlight the text by dragging the
Fl Fie Edit Wew Inset Modfy Text Commands Control Debug  Window Help / I_Beam across lt'

Untitled-4* x| e
1 seene 1 & & 100% v
~

B &

IGlobal Toursl

EEEIECEE
SNL/Hetenr~

6 Inthe PROPERTIES panel check that
the TEXT ENGINE box is set to TLF
TEXT then set the font FAMILY to
ARIAL, the STYLE to BOLD, the SIZE
to 36 point and the text COLOUR to
BLUE.

~

NOTE: The text SIZE can be entered by clicking in the POINT SIZE box
in the PROPERTIES panel and entering the required size or by

dragging the bottom border of the POINT SIZE box.

Fl Fle Edt wiew Insert Modfy Text Commands Control Debug  Window  Help Essentials ~ EM
Untitled-4* x | e — )|

s 7 Click outside the text box to view
the text on the stage.

Global Tours T ————— ———

Stylet [Bold v || Embed...

& Siee: 36.0pt  Leading: 120
& Color: [l Tracking: 0
Highlight: [ & Auto kern

o
Anti-alias: | Readabiity I>

S50 /B
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Selectable Text

You can allow text from a Flash file to be copied and pasted within a web site. This
might be useful if you are providing information on a web site that others may wish to
use. Only a whole text box can be made selectable, not individual words. You can also
make the text editable within the web site.

1 Click the I-Beam in the GLOBAL

Fl Fle Edt wiew Insert Modfy Text Commands Control Debug  Window  Help

N

\

TOURS text box to select it.

Untitled-4* x|

5 Scene |

Global Tou

D/7H= 0%~ 4

&

| 2 In the PROPERTIES panel click on
the TEXT TYPE box and select the
SELECTABLE to enable the text to be
selected.

3 C(lick the I-Beam under GLOBAL
TOURS to add another text box and

Fl Fie Edit Wiew Insert Modify Text Commands Control Debug  ‘Window  Help /

st o Not Selectable

E L) TLF Text (K3
elertable

Global Tou | T

INot Selectable] =R .

o
Anti-alias: | Readabiliy Lx

SO/ s 008 ]

4 In the PROPERTIES panel click on
the TEXT TYPE box and select READ
ONLY.

© Guided Computer Tutorials 2012 21-3



Learning Adobe Flash CS6

5 Add another text box under NOT

Fl Fie Edit Wiew Insert Modify Text Commands Control Debug  Window  Help SELECTABLE and enter:
Untitled 4% x | I; .
5 Scene 1 Edltable
e 2,
@ = e
Global Tours g e 8.
t Size: 36.0pt
( . iy .
Not Selectable A= | Q
i lias: J’ ?
6 Inthe PROPERTIES panel click on the
TEXT TYPE box and select EDITABLE.

7 Display the CONTROL menu, highlight TEST MOVIE and select TEST.

o Untitled-4
File Wiew Contral Debug

Global TourS\ 8 Highlight GLOBAL TOURS and the

text can be selected (and copied if

Not Selectable need be).
Editable
' Unitled-4
Global Tours 9 Try highlighting NOT SELECTABLE
and you should not be able to do so.

Not@W

Editable
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Text Effects

You can create a variety of different text effects using Flash. This ranges from simple text
movement that you have done before to animating individual letters and distorting text
into different shapes.

Animating Letters

You can split the text in a text box up into its individual letters then animate each letter.

A Breaking the Text Apart

1  Load Flash or close the current files and create a new ACTIONSCRIPT 3.0 file.

Fl Fle Edt wiew Insert Modfy Text Commands Control Debug  Window  Help Essentials

5 Scene | B & 100 v
Py

Classic Text
G I I el 1
o b a -
| POSITION AND S12
=7 CHARACTER
Farmily:
B
Sizer 5001
o
. Anti-alias

PROPERTIES panel, set the TEXT
ENGINE to CLASSIC TEXT, the STYLE
to BOLD, the SIZE to 50 pt then enter
the word:

Global
at the top left of the stage.

NOTE: The CLASSICTEXT engine is used here because shortly you will
be setting each letter into an individual layer. The TLF TEXT
has difficulty breaking text into individual letters. As we won't
need to use any of the TLF TEXT formats here, it is easier to use
the CLASSIC TEXT engine.
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Fl Fe Edt view Insert wModfy Text cCommands Control Debug Window Help Essentias - [©2 | l;‘ilL]]
Untitled 5% x | . .
& et 3 Ensure that the text is displayed on

l one line. The handles can be used
Global __— to resize the text box if necessary.

Style: __Bn\d (=] __Emhed .

4 Display the MODIFY menu and select BREAK APART.

Fl Fle Edt view Insert Modfy Text Commands Control Debug  Window Help Eseertis - [0 | HHLJ]
untitled-5* x | s |
S 5 Each letter of GLOBAL will be placed
Gﬂ d]b[bl - in its own separate text box.
B[ 2.

el s
:

6 Select the SELECTION TOOL and
click outside the letters to deselect
them.

FI Fe Edt view Insert Modfy Text Commends Control Debug  Window Help

Untitled-5* |

5 scene 1 .
3
IObaI [ POSITION :r::i:::t & 3
=7 CHARACTER P
e — 7 Click on the G, move the pointer to

- the base of the G text box and drag
it down. Only the G is moves.

8 Press CTRL+Z or COMMAND+Z to undo the last move.

9 Press CTRL+A or COMMAND+A to select all the text boxes.
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10 Display the MODIFY menu,

=7 CHARACTER

Fl Fie Edt wew Inesrt [MEER |Jext Commands  Comtrol Debug  Window Hel Essential e = L
Cumnted s+ [ e
. Propetties | Library | Behaviors
Convert ta Symbol GG . ]
Scene 1 100% v

& Convert ka Btmap B 4 &
Ereak Apart: Chri+E i T e Tk = X

g ke

Symbol 0

Shape > POSITION AND SIZE ;J‘

o)

He m:

- \

highlight TIMELINE and select
DISTRIBUTE TO LAYERS. Each letter
will be placed in its own separate
layer in the TIMELINE panel.

2 EAnE

B Converting to a Guide Layer

LAYER 1 is empty and it can be converted to a GUIDE LAYER so that guide lines can be
added to the stage. Anything drawn in a GUIDE LAYER is not displayed in the movie, the
content in it simply helps you position objects in an animation.

Timeline | Mation Editor |

o ! G
o a . .

b

Layer Properties

Fame:|Guide

[ shiow [ Lod
Type: ) Marmal
O Mask
O Masked
O Falder

|

y

Cancel

1 Double click on the LAYER NAME

icon for LAYER 1 (next to the layer
label) in the TIMELINE panel and its
LAYER PROPERTIES will be displayed.

(=) Guide ~—

Qutling color: |:|

[ wigw layer as outlines

Laver height:| 100% | w

Set the NAME of the layer to:
Guide

In the TYPE section click on GUIDE,
select OK and the layer will be
converted to a GUIDE LAYER.
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C Adding frames to the Layers
Frames can be added to all the layers in one step.

1 Move the pointer over the top border of the TIMELINE panel until it changes to
vertical lines with arrows.

Fl Fie Ecit view Insert Modfy Text Commands Control Debug Window  Help Essertials - EBM

Untitled-5* x

{ 2 Hold down the mouse button and
increase the height of the TIMELINE
panel so that all the layers are

visible.

Global

H EIINEEIRET T RERN

Timeline | Moti

3 SHIFT+CLICK on the last layer and all
the layers should be selected.

4 Pressthe F5key 11 times toinsert 11
frames to all the layers.
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Text Effect Movie Clips

You can set special text effects as a movie clip then import them into web pages. For
example, you might want an animated logo or a message flashing across the screen.

Creating the Movie Clip Symbol

The first step in the process is to create the movie clip symbol.
1 Load Flash or close the current file and create a new ACTIONSCRIPT 3.0 file.
2 Display the INSERT menu and select NEW SYMBOL.

Create New Symbol

NTm:L:ZI(T( II OK I 3 Name the symbol LOGO and set the
vpe: P TYPE to MOVIE CLIP.

Advanced »

4  Select OK and your screen will be set to MOVIE CLIP EDIT MODE.

Entering the Text

Some text will be entered then broken apart and distributed to layers so that each letter
is in a separate layer. Once this is completed each letter can be animated.

1 Select the TEXT TOOL, set the TEXT
ENGINE to CLASSIC TEST, the STYLE
to BOLD, the SIZE to 50 point and

FI Fe it vew Imert Modfy Text Commonds Contol Debug wWindow Help the text COLOUR to BLUE.

Untitled-7+ x |

S5 = 4| 100% v e N

Global Tours

\ 2 C(lick the I-Beam on the stage and
enter:

Global Tours

aﬁ\ncﬁé\é&

NO A/ Hs VR
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Fl Fe Edt view Insert wModfy Text cCommands Control Debug Window Help Fasential - [O [=[a] x|

73 Display the MODIFY menu and
Glob

select BREAK APART so that each
Elu Ei!|!|ﬂ|5 << | letteris placed in a separate text

box.

Size: 50.1pt Letter spacing: 0.0
+ Color: I & Ao kem

%0

4 Display the MODIFY menu
again, highlight TIMELINE, select
DISTRIBUTE TO LAYERS so that each
letter is placed in its own layer and
increase the height of the TIMELINE
panel so that you can see all the
layers.

—_—

5 Click on LAYER 1 in the TIMELINE
panel and click on the DELETE LAYER
icon to delete the layer.

EN\EODOEEEOEE

Il ’-Tfi‘i ALeerl S BRI L 2400fps 005 [4

6 The layers need to be in the same
order as the words. Drag the G layer
to the top of the layer list.

- @
o |
- B
- B
- B
- B
|
- B
|
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7 Repeat step 6 to move the other
layers so that they are in the same
order as the letters in the words.

Adding Keyframes

Keyframes will be added to each layer. This can be done in one step.

1 Highlight FRAME 10 for each layer
by dragging the pointer from
FRAME 10 of the G layer to FRAME

10 of the last L layer.

2 Press the F6 key to insert the
KEYFRAMES.

EEOEEEOEEE

NOTE: KEYFRAMES should be added to FRAME 10 of each layer along

with normal frames up to FRAME 10.
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Animating the Letters

We want the G to come on the screen first followed by the L then the O, etc.

Timeline
cano 5 P 5, 2 3 w0 om0
@G « M 0
3 ~ 1 Click to the left of the first L layer
LE . u icon (the second layer) to highlight
QT - mk all its frames.
Al e + O
Q] u + D
ol + M
Qs - B,

2 Drag the KEYFRAME MARKER at
FRAME 1 for the L layer to FRAME 6.

EEEOEEEDON

NOTE: All of the frames for the L layer should move to the right. This
will cause the L to be placed on the stage 5 frames after the G.
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Creating Scenes

Scenes are self contained Flash screens that follow each other in sequence, just like the
acts of a play. To illustrate how scenes are used, a simple 4-scene zoo animation will
be created. The first scene will introduce the Zoo, the second scene will create an Ape
animation and the third and fourth scenes will display big cat animations.

We will just use animal photographs in this example so you can see how to put the
scenes together. In the normal use of scenes you would create more detailed animations.

Loading the Prepared File

A file with all the photographs and backgrounds has been prepared for you.

1 Load Flash or close the current file and click on the OPEN button.

2 Access the FLASHcs6 SUPPORT FILES and open the CHAPTER 24 folder.

3 Openthe ANIMALS file.

4 Use SAVE AS from the FILE menu to save the file in your STORAGE folder under the

name:
Animals
5 Open the LIBRARY panel and the
assets that will be used should be
displayed.
Fl Fle Edit View Insert Modfy Text Commands Control Debug  Window Help senids - [ [ j=lCl x|
] : -
£ Scene 1 & & |10 - — =
3 b
%1
I A
o P
it 3
=l . r-a— N
& |n é I = | A5 Linka Q,
E Ape i
o Eat¢und y
= | %:::m:h &
@ Leopard 4/‘“
= 2
a B e s
< > & sky Backyround =4
Timeline | Motion Editor _ 25 %] Tiger 9
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The Introduction Scene

The Introduction scene will simply place the title on the screen as an animation.

A Creating the Animation

Fl Fie Edit wiew Insert Modfy Text Commands Control Debug  Window  Help Essentials - EM
Animals* = | |
R T— =
5 scene 1 &, 4 |10 v| &
-~
i)
= | pusisn

1 Select the SELECTION TOOL, open
the PROPERTIES panel and set the
STAGE to a light colour.

| Size: o x40 px A |2

Stage: S,

) <7 SWF HISTORY }

< k4 T o =4
Timeline | Motion Editor = = iﬂ)

2 Select the TEXT TOOL and, at the top
centre of the stage, enter:

Introducing Our Zoo

Fl Fle Edt wiew Insert Modfy Text Commands Control Debug  Window Help

Animals* x |

Prpete ] —

5 Scene 1 &, & |100% - N
Introducing Our Zool = -

e = s

[> POSITION AND A,

@ | caracrer -

it Famiy: [aral 8.

8 Size: 4 Letter spacing: 0.0 §

& Color: [ Auto kern Q.

o
9 | antalis: s For readabilty 7

3 Highlight the text and set it to the
CLASSICTEXT engine, a font of your
choice, BOLD, 40 point and a dark
colour.
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Fl Fe Edt view Insert wModfy Text cCommands Control Debug Window Help Essentials - I:”;‘M

Introducing Our Zoo

> PARAGRAPH

5 Select MOTION TWEEN from
the INSERT menu and use the
SELECTION TOOL to move the text
to the centre of the stage.

sapgr s 10 15 20 25 30 35 40 45 50 55 &0 S

Fl Fie Edt “iew Insert Modfy Text Commands Control Debug Window Help Essermals + (O | [=[o] x ]

£, & [rrwrsn | @
B

T
|' Static Text Ir

[> POSITION AND SIZE
Q@ <7 CHARACTER

6 Click on the KEYFRAME MARKER at
FRAME 1 of the LAYER 1 layer, move
the text box off the top left of the
stage and use the FREE TRANSFORM
TOOL to reduce the size of the text.

VrE> >

~

” 15 20 25 30 35 40 45 S0 S5 &0 65 70 s 60 &5 90 Q
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Fl Fie Edt wew Insert Modify Text Commands Control Debug  Window Helg

Animals* = |

5 scene 1

B 4| Fitin window v

=
B & -
S

EEEIETEE

JESNO/as U E Y v

‘Elj

-~

7 Click on the KEYFRAME MARKER at
FRAME 1 and, in the PROPERTIES
panel, set the ROTATION DIRECTION
box to CW with 2 ROTATES.

Fl Fie Edit wew Insert Modify Text Commands Control Debug  Window  Help

Animals* = |

5 scene 1

Introducing Our Zoo

R | - 1
ER T =
B, 4 |Fitinwindow v || @ X
m| T &
= |'& posrrion ano stee Al
0 ‘HARACTER p
H| s .

~

8 Click on the PROPERTY KEYFRAME
MARKER at FRAME 12 and use the
FREE TRANSFORM TOOL to increase
the size of the text box.

~

1
1l

N PG

Ti on Editor
samgr s 10 15 2 S 30 35 40 45 50 55 @D 65 70 75 80 &5 a0

9 Test the animation and the text should start small then rotate and grow to the larger
size.

NOTE: You can also apply some 3D ROTATIONS and 3D TRANSLATIONS

to the text if you wish to.
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Publishing For Mobile Devices

You can publish your Flash animations so that they can be viewed on mobile devices.
When Flash files are published for mobile devices they are saved as .AIR or Adobe
Integrated Runtime files and, with the CS6 version of Flash, all required files for either
Android or iOS (Apple) systems are packaged together for easy upload to the required
system. This packaging of files is called Captive RunTime.

In this chapter we will look at publishing a current Flash file in the AIR format and creating
a file specifically for viewing on a mobile device. It is important to understand that when
creating a mobile application, some ActionScript programming is required, so if you want
to use Flash for that purpose, you will need to do some learning of ActionScript.

Publishing a Flash File

Any of the Flash animations that you have created in these modules can be exported

for display on a mobile device. However, the dimensions of the document may not be
suitable for view on a smaller screen. For that reason, we will use one of the sample Flash
animations that is provided with the program.

A Loading the File

1 Load Flash or close the current files.

Create from Template Create New .
. B i 2 Inthe FLASH WELCOME screen click
B AR for Android L on the ANIMATION button in the
R arinaton <— K CREATE FROM TEMPLATE section.
'. Banners '. AR for Anclroid = &1

B Mz Playhack B 2R forios [E R

B rrecentations B FlschLite 4 [E &
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New from Template

-~

s
B AR window 53

Media Playback. B Crag and Drop Sample
Presentations Handuwriting

Sample Files (— RS Skick Man Sample

3 Inthe TEMPLATES tab of the NEW
FROM TEMPLATE dialogue box
select the SAMPLE FILES category
followed by the RPG GAME
COLLISIONS template and select OK.

B #pha Mask Sampls
B Custom Mouss Cursor Sampls
i Date Countdown Sample

T Lin Svne
T Menu Sample

| pglion
P Parring

erspective Zoo Sample File {no instructions).
rel skermal File
i rP& Game Colisions
B Toogls Button Sampls
Ok

|:‘¢:|

B

The file is a game that gets the user to use the arrow buttons to move a figure to
find money, books and artefacts.

Save the file in your STORAGE folder under the name:
Game

Display the CONTROL menu, highlight TEST MOVIE and select TEST to see how the
animation performs as a SWF file designed for the internet.

Close the TEST MOVIE screen.

Publishing the File for a Mobile Device

We can see how the file will look on a mobile device. In this case we will publish to the

iOS system.

Fl rie Edt wew Insert Moclify  Text Commands Control  Debug  Window Help

Game * |

5 scene t
click on the STAGE and, in the
PROPERTIES panel, the PUBLISH
section should be displayed.
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FI Fe Edit View Insert Mocify Text Commands Control Debug  Window Hel Essentids - | [0 |l=18] X
Some =] =) = ]
P ® & | Properties | Library | Behaviars | =

Seene 1 100% -
Profile; | Default Iv| € Targer: [Flashlavering =] el L4 Dacumeni 3 (&]
-~
Flash Flayer 5 3] Fl &
Seript: X{ Game
Flash Player & 5]
| PUBLISH 9
g Flash Player 7 = |7 2,
Cutput File: | Game.swf Profile: Default y
4 Flssh fuswf) |: Flash Plaver & P [5] e
O swc PEG Quaity: 50 Flash Player 9 i &
OTHER FORMATS [JEnat|  FlashPlayer 10.3 T‘
[ HTML S
™ tapper o —_— Flash Plaver 11,1 | Serit [ actio®eerine 3.0 AR W AN
[ 61F Image + Flash Player 11,2
L] PEG Image: G WE - o .
I e Dow 2 Click on the PUBLISH SETTINGS

[ Win Projector AIR 3.2 for Android

e . button then click on the TARGET box
Flash Lite 1.0 [% .
l and select AIR 3.2 for iOS.

Flash Lite 2.0

3  Select OK to return to the file.

NOTE: You can also select PUBLISH SETTINGS from the FILE menu to

open the PUBLISH SETTINGS dialogue box.

T T 4 Display the CONTROL menu,

e highlight TEST MOVIE and this time
select IN AIR DEBUG LAUNCHER

(MOBILE).

g Test Scene Chrl+Alt+Enter
k=) Clear Publish Cache e .
Clear Publish Cache and Test Movie &
Target: [ AIR 3.2 forios R W P
Loop Flayback
Play 4ll Scenes . Tt SlikiEnter = Seript: [ Actionscript 3.0 B2 S AN

Simulator _ % Ea@|

%7 ACCELEROMETER

Orientation: Defaulk EI
F R

5 A preview screen is opened along
with the MOBILE SIMULATOR screen,

= which provides the mobile settings.
6 Click on the arrow keys and they
— operate in the same way as the
B —————— Og 5 .
) o internet version.
B D g

[> TOUCH AND GESTURE
|» GEOLOCATION
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7 Close the GAME window then close the GAME file.

NOTE: You might like to test some of your Flash animations to see
how they look in the Mobile Simulator.

Creating a Mobile Application

Normally mobile apps are created specifically for mobile devices. In this case a simple
game app structure has been prepared for you and some mobile specific Code Snippets
will be applied to it.

The App is a simple maze game where the user needs to drag a ball with their finger
to the exit of a maze in the shortest possible time. There would need to be some
ActionScript added to complete the App.

A Loading the Prepared File

1  Close the current file and click on the OPEN button.

2 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 25 folder and open the
MAZE GAME file.

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder under the
name:
MazeGame

4  Display the MODIFY menu and select DOCUMENT.

)
’ e ! 5 The DIMENSIONS of the document

-— " T have been set to 800 px by 480 px
e Y‘; which are the dimensions of some
Rularunits: Makech: O Default Common Smart phone Screens When
B turned on their side. Select CANCEL
) Printer
to return to the document.

Dimensions: l 500 px ‘ (width)

[ Adjust 30 Perspective Angle to pres

NOTE: The PUBLISH SETTINGS for this document have been set to the

AIR 3.2 FOR ANDROID system.
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Useful Tools

To complete this module, some useful tools that Flash provides will be looked at. These
include inserting Video Clips, using the Deco Tool, the Spray Brush Tool and the Pen Tool,
and applying Preset Animations.

Converting Video Clips

Video clips can be inserted into Flash and used within animations. The videos to be
imported must be in one of three formats, FLV, F4V (H264) or MP4 (H264). If the video

to be imported is in a different format, it needs to be converted into one of the three
formats. Adobe provides a conversion program with Flash called Adobe Media Encoder
CS6 to allow for the conversion of files into the required formats. If this program is not on
your system, it can be downloaded from the Adobe web site.

If you do not have access to Adobe Media Encoder CS6, skip to the Importing the Video
Clip section on page 26-3.

A Importing the Video Clip.

A sample video clip needs to be imported into Adobe Media Encoder.

1 Load Adobe Media Encoder CS6 and remove any files that may be displayed.

~

2 Click on the ADD SOURCE (+) button
next to QUEUE at the top left of the
ADOBE MEDIA ENCODER dialogue
box to insert the video.

Lok in: | (23 Chapter 26 =l £ El-

& Monkey

"5 Morkey

My Recent 1| Tiger Cub

D S| Tiger Cub_t

G 8
w

Access the FLASHcs6 SUPPORT
FILES, open the CHAPTER 26 folder

M?J’g and open the TIGER CUB.AVI file.
< #
Mypr‘»lail;vsmk File name; |T|ge| Cub j Open
Files of type: [Video Files [".ai" eps*.aif* aif," ari" asnd;* avi v | Cancel
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| 4 Thefile is added to the QUEUE
frame.

NOTE: You can add multiple video clips and convert them in the one
session if that is required.

B Saving the File

You can adjust the formats and presets before saving the conversion, however, the
default settings are quite suitable.

1 Leave the FORMAT box set to F4V. ]

ssssss

2 Click on the arrow under PRESET
and the various Flash video versions
are displayed. Leave MATCH
SOURCE ATTRIBUTES (HIGH QUALITY
selected.

3 Click on the OUTPUT FILE box,
access your STORAGE folder, leave
the FILE NAME as TIGER CUB_1 and

select SAVE.

aaaaaaaa

Tiger Cub_1 )
wpe: [Video Files("f4v) E

Save
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5

§ 4 Click on the START QUEUE button to
{  start the conversion.

5 Exit from ADOBE MEDIA ENCODER.

Importing the Video Clip

The video clip can now be imported into Flash.

A Selecting the Video

1 Load Flash and create a new ACTIONSCRIPT 3.0 file.
2 Display the FILE menu, highlight IMPORT and select IMPORT VIDEO.

' Import Video E|

Select Video <—

3 You will be asked to select the video,
click on the BROWSE button.

Where is your video file?

(®) On your computer:

File path: Erowse. ..

(®) Load external video with playback component

4 Access your STORAGE folder and open the TIGER CUB_1.F4V file. If you did not
have access to ADOBE MEDIA ENCODER, there is a copy of the converted video clip
in the CHAPTER 26 folder of the FLASHcs6 SUPPORT FILES.
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Select Video

_ 5 The path to the video clip is
where is your video file? )
(&) On your computer: | n Se rted .

File path:

C\Documents and SettingsiAdministratoriDeskkopiFlash Storage)Tiger Cub_1.Fay
(®) Load external video with playback component

(O Embed FLY in SWF and play in timeline

Sy S - 6 Leave LOAD EXTERNAL VIDEO
WITH PLAYBACK COMPONENT
LU I D g selected and CIiCk on the NEXT (or
vt fmydamain, comydirectaryviden sl C O NTI N U E) button .

Launch Adobe Media Encoder
|« Back Nek = Cancel

B Selecting the Skinning

The SKINNING is the video controller that is added to the video. Flash provides a range
of different controllers for you to select from.

Import Yideo

Skinning

revsereangel 1 Select a SKIN from its menu box
e and set the COLOUR box next to it
to a light colour. The controller is
displayed in the PREVIEW frame.

To gfnove all play controls and only
imngfort vour videa, select "Mone” from the
fin drop down bo,

Skin: | MinimaFlatCustomColarPlayBackSeekCounteralMute, swf | v| Color:

UL | ’ 2 Click on the NEXT (or CONTINUE)

button.
< Back. || Iext >/

v | cancel |
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