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Macromedia Flash is used to create animations and interactive movies for the Web.
Flash is installed on all computers in the Education Computing Lab Room T316

Starting Flash

1) Click Start | Program Files
Macromedia Flash 5 | Flash 5

2) Close any unwanted windows

r——

Note: Free 30 day trial versions of
all macromedia programs
including the latest version of
Flash are available

from the Macromedia web site
www.macromedia.com

i
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£% Flash 5 - Moviel

Starting a new movie 1

Chrl+H
Sean Clel 7
Open as Libran... Chl+S hift+0

2) Click Mod|fy | Movie_“ Open as Shared Library...
Close m

1) Click Eile | New

: Save
&% Flash 5 - Moviel

- e Cl+p
File Ldit View Insert | Modify Test Control Window Help o
Instance..  Cirl+ aeng...

Frame... CHl+F

1 07 Intraduction fla

Exit Chil+

{0 e el Eti'I+Sh:ft+[_:
Breat fpart {7l B

3) Change movie dimensions to an appropriate size eg. 300 x 300

4) Click OK 4
5) Dreg floating 3 FameRate: iz fps. >

windows into widh Height ST
Dimensions: Im s I3|:||:| o e
; Save Default |

suitable positions
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Drawing with flash
1) Select adrawing tool from the tool bar

2) Change stroke & fill coloursif desired

3) Change tool options if appropriate Line —
5) Select appropriate layer & frame Oval — Rectangle
(see working with layers page 7) Pencil — Brush

Paint Bucket

6) Click and drag the mouse on the stage to draw
Eraser

TheTimeline Stroke Colour
- ~ Fill Colour
The timeline organizes and controls a movie’s
content.
The major components of the timeline are: Tool _
° layers properties
[ frames
[ and the playhead
(& J
Change Frame view size
Playhead

View layers

lalal Bl el s Jeoes | oz o] b

Center frame Elapsed time

Selected frame number Frame rate
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Animation

Vs

There are two methods for creating an animation sequence with Flash:
frame-by-frame animation and tweened animation. In frame-by-frame
animation you create the image in every frame. In tweened animation,

you create starting and ending frames and let Flash create the frames in
between.

For an interactive introduction to animation select Help | Lessons |
Animation. or visit:www.viewhow2.com/viewlets/ekxxacc/motiontween_viewlet.html

.

M otion Tweens

1) Select the starting frame for the animation

Timeline

2) Draw the object(s) you wish to animate .
Note: If you draw more than one object you 2
must group them to form a single object

see Grouping Objects page 6

3) Select the final frame for the animation

4) Press the F5 key to add frames

Timeline

[+ [

-
alm B el s [zops | 20 o] ]
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M otion Tweens cont...

5) Select the Arrow tool — Press 'V on the keyboard-

6) Use the arrow tool to select the object you wish to animate
Double click on an object to select the fill and outline.

8) Click Insert | Create Motion Tween

9) Note: The timeline changes from black to dotted

& 50|

10) Drag selected object to finia position

& 90|

11) Note: The timeline changes from dotted to an arrow
Press the Enter key to preview the animation

4 el ) 2w [zahs [z <[] ¥

" Q

Colars
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Grouping Objects

when you want to tween, move or duplicate a collection of objects.

[ Groups help you manage a number of related objects. They are especially useful ]

1) Create adrawing using
anumber of lines or objects

2) Select the arrow tool

3) Click and drag arectangle
around al the lines or objects
you want to group.

4) Note: When you

rel ease the mouse button
al objects within the
rectangle are selected

5) Select Modify | Group
or press Ctrl + G

6) The group isoutlined in
acyan rectangle
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Use the lasso tool
to select irregular
shapes
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Layers

Like groups layers help you manage a number of related objects.

Layers help separate different sections of a drawing, for example you may have a layer
for the sky and another layer for clouds that move across the sky, and another layer for
the moon that rises and sets behind the clouds.

Inserting Layers

E{;. Moviel M=]
1) Click onthe@icon & Scene 1 S E B
S40] 5 2w v m 0® W
or select Insert | Layer : Jr 2
&% Flash 5 - Moviel
1 File Edit “iew | Inzert Modify  Text' Control ‘Window He

[Banverttasimtnaliy E

Naming Layers 5 D@ H ¢ o, ol &

T i

1) Select the layer you wish to name by Motion Guide
clicking on it in the timeline. ‘ =
Create Motion 1 ween

2) Select Modify | Layer... EIrEETS |
or double click on the File Edit “iew Insert | Mu:.dif_n,ln Text Contral Swindow Help

Iayers name. = Instance... Cirl+
b= E % Ea’/F\‘Eu'l'r? rl+E

3) Type anew name for the Ol 4 b
layer 5

4) Press OK e N Chelir
’A 4

Locking Layers 3

Hame:

k Ok

1) Click on the dot under the padlock v Show T Lock Langel |
icon. Note: A padlock will replace the dot g Help
when the layer islocked. e ~ .33:;“: —I
i Guded
'L': Mazk
B Moviel M= e |

& Scene 1

1
1 & 30O
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Exporting a Flash movie into Dreamweaver
£% Flash 5 - Moviel

EI|E Edit Miew |nzert  Modify

1) Save your movie as a .fla file e Tl R

: . N Chrl+
—flash movie- select File | Save e R
make sure that you save the file to Save As., CtrbShift+5

the J:\ drive. Note: Thisfileisthe source
code for your movie. If you want to make Lot
Changes to your movie |later you will Export Movie... Chil+Alt+5 hift+5
need thisfile.

Publizh ==+
. . —esBab fla
2) Select File | Export Movie. 4 D:AFLASHE. ACOLORING BOOK
3) N h g _ Export Movie EE:
ame the .swt file & save it B = Al =
to the J:\ drive. Note: Thisfileis Savein | 11221234 B @ ek
the movieitsalf. Thisisthefile
that you FTP to the Web. 3 4

I
4) Press Save @ [movie

Save as tvper | Flash Plaver [*.zwf)
5) Press OK !

Export Flazh Player

Options: [~ Generate size teport

6) Start Dreamweaver

and open the web page
that you want to insert

the flash movie into.

Load Order:

[ Erotect from impart
[ Omit Trace actions

7) Click on the Insert [T Debugging Permitted

Flash button found on the

. F d:
Objectstoolbar. Note: If assword: |
you cannot see this toolbar JPEG Qually: [50 (o-100)
sclect Wmdow | Ot_)JeCtS Audio Stream: MP3, 16 kbps, Mono St
8) Select the .swf file Audio Event: MP3, 16 kbps. Mana Cet
ﬂ?‘ Selectfile ___ EH|

9) Press Select Lc..jk_.n;| 2212345 - B8 & cllmE
9

Note: You should see a grey
rectangle with the flash icon in

it.
Thisisnormal, you will only see

the animation working in
Netscape or Internet Explorer.

File name:  |ftp3-0.swf

Select
Files of type: |1l Files [+ = Cancel |

URL: [ftp3-0 st

Relative To: iDncument TI 2212345 himl
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Creating Hotspots

A hot spot is an invisible button. They typically overlay part of an image and perform
an action when the mouse moves over the hotspot.

Hot spots can be used to highlight sections of a image or map as the cursor is moved
over the image or map.

1) Insert a background image on a new layer
Click File | Import... select the image you wish to import and click Open.

2) Double click on the layers name and change the name to background

3) Click Insert Layer to insert anew layer. change the layers name to Hotspots make
sure that the new layer is above the background layer.

&% Flash 5 - [hot spots fla]
L*:" Eile  Edit Mew |nsert Modify Tes Conimol ‘Window Halp
= Srene W Bl L

a40|fl 5 w 185 W X W ® 0 5 W0 B W

J Background + + H

) alalm @l 1 [1200s | ogs
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Creating Hotspots cont...

5) Select adrawing tool. In this example we will use the rectangle tool but any drawing
tool can be used.

&% Flash 5 - [hot spots fla]
| Ele Edit View Inset Modiy Tes Control Window Help
2y Scene |

80| | 0l T [i206e [ 60 4] | b eciangie Tool i)

6) Select an appropriate fill colour. In this example we have
chosen blue. The colour of the fill will become the colour of the
highlight for the hotspot.

7) Select the stroke colour swatch.

8) Select the stroke colour
to no colour.

It is important to set the stroke
colour to no colour otherwise
there will be a black line around
the hotspot. This would look
strange as the hotspot itself will
be invisible.
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Creating Hotspots cont...

9) Draw arectangle over the area you want to become the hotspot. If you can not see
the rectangle then you possibly did not select frame one on the hotspots layer in step 4.

£% Flash 5 - [hot spots fla]

| Ele Edit View lnsert Modify Test Control Window Help | =] x|
7 Scene | i B, L Tods
& o uE J's oo J'm % m ® 4 o & e |mjh K

i : e ™

W Background  + « @ ¢ A
e Im|

B gt =0l & Gl 7 [1Zoms | 0os 4 | 3 é;
2l

Wiew

10) Select the black Arrow Tool

11) Double click on the rectangle to select it.
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Creating Hotspots cont...

12) Convert the rectangle to a Symbol. Select Insert | Convert to Symbol... or pressthe

12

F8 key

£% Flash 5 - [hot spots flal

L Ble Edi
& Scene 1
= CIE k [k
all # %
(3 Badkand T » tfdmjun Guids g A
Frame FE | e B
Fegmove Frames Shitt+F5 | = i
[+ nos o 3
Eeyirame FE : _j—'i '_J— (R
Blank Keyirame F? ;" 2 o
Clear Keyframe Shilt+F& =
Creata Motion Tweean EE
SceEne
4] | b
455 ] 2 AVlay A W

==

Craala a new symbol fnotn the selection thet can ba used inmultiple places

13) Set the Behavior as Button

14) Name: the hotspot with an appropriate name. | recommend using the prefix Hs_for all
hotspots.

15) Click OK

Symbol Properlies

4 ]H s Mural 2%
o Dn

13 telp |
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Creating Hotspots cont...

16) Double click on the hotspot.

&% Flach 5 - [hot spots.fla]
| Fle Edit View Inset Modity Ted Conrol Window Help

2, Scane | | Bl
5 1 15 W % W B 0 6 0 B 0 | k B
all 7~ ¥
§ A
e ®
=\ 7 &
v ':,‘@ﬁ:»
A2
Tien
4 | b
487 =] FjE}ﬁA!'-".lﬁrﬂL;.}[_

17) Select the Over frame.

£% Flash 5 - [hot spots fla]
L‘:"-* File Edit Mew |nsert Modify Text Coniml ‘Window Help _Eﬁft_.'ﬂ
= Scanel &g Hs_Mural & B @] Tods
&40 Chver [Dowryy Hi 7 e
af &

17

18) Pressthe F6 Key to insert a new Keyframe.

£% Flash 5 - [hot spots fla]
| Fle Edit View |nsert Modity Test Conrol ‘Window Help MEET
= Scenel g Hs_Mural & B D] Tods
& 40O U Hl wl Rk k
al ¥ ¥

18
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Creating Hotspots cont...

19) Select the Up frame.

&% Flazh 5 - [hot spots_ fla]

| File Edit View Inset Modity Text Control Window Halp. __Iﬁf_i 35]
& Scanel g Hs_Mural & B @) Tods
- O Cowr] FH wf &K

. af] #

20) Press the delete key on the keyboard to delete the keyframe from the Up frame.

£% Flash 5 - [hot spots fla]
| Fle Edt View Insen Modity Tex Conral Window Help
& Scenel  Gg Hs_Mural

21) Select the Over frame again.

&% Flash 5 - [hot spots fla]
| File Edit View Inset Modity Text Control Window Halp.
& Scenel G Hs_Mumal

22) Click once on the hotspot to select it.
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Creating Hotspots cont...

23) Pressthe F8 key to convert the rectangle in the Over frame to a Symbol
24) Select the Behavior: to Graphic
25) Give the Symbol an appropriate name | have used Gr_Hs_Mural

26) Click OK

26

[amea |I_ir_H-:_!x“IurnF E 25 oK 2
Behevior, ™ Movia Clip Canoel
i"' = Vil

CogwD 24

27) Select Window | Panels | Effect

&% Flash 5 - [hot spots fla]
| Ele Edit View Insen Modiy Tew Contol | Windows: Help - =] x|
& Scenal G Hs_Mural NewWindow il 2| B | Tods
= 5 0|l up [DedCond Ht | Toolbers i l“’l d
| | ¥ Tools :! P
T - Cotvale
FPanel Sats L Fill
— Sawve Panal Layou.. Stroke
[+ [ @ || f e ol H2 12 coseanPanel Transfam
i Chi=k
Actions Crf+ Align
Movie Explorer CrbeAl+M hieer
it Swatches
’ i Character CireT
T T—— Library CirleL Famagraph Ciri+Shift+T
= = Common Libraries v TextOptians
e Generatar Objects 27 — =
Cascode I
Tie i Parameters
. : | 1 Mowvie? fla Frame Ciri+F
s V| Ehﬂtﬁ_pﬂ‘l‘;.!l& Saund
3 Mo
iJ = e Sroeng
437 - i3 7
"'J 5 Generator

Show ot change the selectad instance’s color aifect
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Creating Hotspots cont...

28) Set the Effect to Alpha

29) Set the Alpha value to around 20% chose a value that is appropriate for the colour of
the hotspot.

30) Return to the scene by clicking on the Scenelor by pressing CTRL + E

iS[=] E3
=15 x|

i FilE R MiEw  |nesd Modily T garnrm' Window | [Help
& Szanel ) Hs Mural
- ﬂ[[ Up

X

i
-.@.

o
x

BE

- '_ll :
dn 3 0 e N

3

L
s

E
m

|

31) Test the movie by selecting Control | Test Movie or by pressing Ctrl + Enter. The
hotspot should appear when the mouse moves over it. See Assigning actions to hotspots
and buttons on page 17, for details of how to make your hotspot play a new scene in aFlash
movie.
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Adding a second scene to your movie

Theory: When working on a long movie it is a good idea divide it into sections or
scenes. Scenes allow you to organise your movie.

When you publish a Flash movie that contains more than one scene, the scenes in the
SWEF file play back in one sequence in the order they are listed in the Scene panel.

1) View the scene panel by selecting Window | Panels | Scene

al | Window..Help = ]I H;

Mew Window Clrl+Alk+r

20 Toolbars ¥
¥ Tools

BT - creae
Fanel Seis ¥ Fill

) Save Panel Layout.. Shroke

P 112 Close All Panels Transform
Actions CuleAren,  2E0 Cie
honae Explarer Crl+alt+kA Mixar
Outgut Swatches

b
Debugger Characier Cii=T
Library Chl+L Paragraph Ciri+Shiti+T
Comimon Librares k Text Oplions
rafor Ghijects

e O Instance Cri=l
Cascade Effect
Tiz Clip Parameters
1 Mowiel Frame Cirl+F 1

¥ Zhotspots fis

2) You should see the Scene panel
appear listing Scene 1

3) Add a new scene by clicking
on the + button.
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Adding a second scene to your movie cont...

4) You should see two scenes listed in the Scenes panel.

5) At this point it would be a good idea to name both scenes rather than using the default
names of Scene 1 and Scene 2, which are not descriptive enough. We will use the names

Hotspots and Mural Info as the names for our scenes. You should chose appropriate
names for your scenes.

6) Double click on thetitle Scenel and rename it Hotspots then press Enter.

7) Repeat this process for Scene 2 giving it an appropriate name, in this example we will
use Mural Info.

B Modinfo
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Adding a second scene to your movie cont...

Theory: Because this will be an interactive movie that uses hotspots to control which
scenes are played in which order, it is important to add a STOP action to the first frame
in the hotspots scene. If we do not stop the movie playing in the hotspots scene the
hotspots scene will appear for only 1/12 of a second and be replaced by the Mural Info
scene.

8) Select the Hotspots scene.

9) Add anew layerto ~ |,
the hotspots scene

A a0l m| @[T [i20%s [@es <

10) Rename the new
layer Actions.

11) Double click on the first frame in the Actions layer, thiswill open the Frame Actions
window.

Frame Actions

12) Double click ioneExs .
onthe Stop action.  +| - || Fame Actiane ==
IF.‘ Bazc Achons

s+ | - | Frame Actions
|F_| Bazic Achiors

Go To

Play

Stop

Toggle High Ousaliby

Stop Al Sourds

Get LAL

FECormmnand bl

EREEIES®
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Assigning actions to hotspots

Note: When you add a hotspot or button to a flash movie it will not perform any action
until you assign an action to it.

Basic actions include, jumping to a new frame or scene in a movie. Stopping or
starting a movie, jumping to a Webpage (hyperlink). Other actions include starting or
stopping a sound and adjusting the playback volume.

In this example we will use the hotspot created in the previous section creating
hotspots, and connect it to a new scene that provides information about the mural.

The first step in this process is to create the new scene.
The second step is to apply the action to the hotspot.
See: Adding a second scene to your movie.

1) Select the hotspot by clicking on it once.

2) Open the Object Actions Window by clicking once on the Show Actions button

£% Flash 5 - [hot spots fla]
| Ele Edit View Insent Modity Ted Contol Window Help

Z. Hotspots

& 40 5 w1\ ;. ® w w5 m
[ Actions « « H

b wial m) @1 [izofes | oo «
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Assigning actionsto hotspots cont...

Object Actions

3) If required expand the e
parameters area of the +| = || ObjectActions

Object Actions window by | ¥ Se eers =

clicking once on the small ® Play

triangle located in the g

. ':3' Toggle High Clusalibe

bottom right corner of the @ Stop All Sounds

Object Actions window. @ GetlAL 1
@ FSCommand
@ LoadkMovie i
@ Unlosd biwie
® Tell Target

i ':EI IF Frame |= Losdsd
4) Double click on the Go to @ O house Evers -

action.

(Object Actions

[E] Basc Actions
@ GoTo
& Flay
@ Stop
Toggle High Dlualiby

| No action selectad.

Ma Pararmeters

| Line 2 gotoAndFisy (1)
Seere ]-'Curr-:nl SCEFED
Tups: ]Frame Murnbesr
Eramre: |1
¥ Goto end Play

5a) Change the Scene: from
<current scene> to the
scene that you want to
link the hotspot to.

Object Actions

+ - iI Object Actions

[E] Basc Actions

5b) In this example we

H @' GoTo
areusing the @ Flay
Mural Info scene. @ Siop

Toggle High Clualiby

| Line 2 gotoAndPlay (1)

S e scere =

CEUTen] scenss
<raxt scensr

Tupe:
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Assigning actionsto hotspots cont...

6) Turn off theGo to and Play check box.

Object Actions

JJl Object Actions
E Base Achors

@ GoTo

& Play

® Shop
Toggla High Clualibe

| Line 2 gotoAndPley ("Mursl Infa” 1)

Seere 1h-1u¢l Infa

=l
Tupe: ]Frame Murnbier ;l
|

Erame: |1
2. Gobo and Plap

JJ| Object Actions
[E] Basic Actions

@ GoTo

@& Flay

@ Stop
Toggle High Oualiby

e 2 gotoAndSiop (Wl " 1)

Seene |Mural Info =l
Tupe: ]Framr: MNurnber ;I
Eramre || ~]
™ Goto and Flay

8) Test the movie using Control | Test Movie or Ctrl + Enter to ensure that the hotspot is
properly linked to the Mural Info scene.

Note: At present there is no way to return to the Hotspots scene after clicking on the
Mural hotspot. To do this we will need to add a back button to the Mural Info scene.
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