
Using Flash to Create Animated Environments
Objectives:

• Understand the capabilities of Flash
• Gain a general overview of features and tools
• Understand layers, text, graphics, animation and buttons
• Import existing images into Flash
• Understand basic ActionScript coding

Flash is a vector-based animation environment that allows you to add animation to your Web
site or to create an entire site in Flash. It uses a movie metaphor for most of its elements.  It can
be used to create entire Web sites, animated portions of Web sites, or small gif animations to be
included as part of a Web page.  An animated gif is basically the same as a normal gif image,
except that it plays multiple images in a sequence to give the effect of animation.

When you enter Flash, it opens in a new document. Elements of the screen include the Stage,
Timeline, Toolbars, and Palettes.  The Stage is where all actions take place. 

Symbols are created by either inserting a new symbol or converting an existing image to a
symbol. Symbols are placed in the Library that is unique to a specific document (there are some
shared libraries).

The Timeline records the actions in each Frame. It also allows multiple independent images and
actions through Layers.

The native file format for Flash is .fla.  The published file that you will use on the Web is .swf.
This file will sit in an html page.  When you select your Publish Settings, you can have Flash
create both the .swf and .html pages.

You can use Flash to add an animated component to a page, create a Flash intro. to a regular
html Web site, or to create an entire site.



Flash Practice
1. Open New File Ð should be open when application opens or choose File, New.

(ActionScript 3.0)

2. Change Document Properties
The properties panel is on the right. You can change the size. Consider the minimum
monitor size and size appropriately (something like 1000 x 600).

3. Create New Symbol - Text Ð Insert Ð New Symbol, name it ÒnameÓ, choose graphic and
OK (You are no longer in the Scene, but in the Edit Symbol area, note the tabs at the top
of the Stage)
Use Type Tool (toolbar is on left) to type some text, change the font size and size and
pick any color you want (use the Properties Panel). Make sure you orient the symbol
around the crosshairs. This will become important when we animate.

4. Animate the Symbol – rotation, scaling and movement
Move back to the Scene - Click Scene Icon 
Select Window, Library or click Library tab on left (to see new symbol in library)
Name Layer 1, ÒnameÓ, by double-clicking it
Drag symbol on stage in frame 1 (Þlls keyframe)
Insert, Motion Tween (or Ctrl-click Create Motion Tween). Flash automatically inserts
frames for tween that can be increased or decreased.
Click frame 1 and select Motion Tween properties -  Clockwise, 5 in the Properties panel
Test with controller (if Controller is not open, click Window, Toolbars, Controller)
(Makes name spin in place)

Make Image Move and Spin - Click on Frame 1. Use the move tool (black arrow, top of
toolbar) to move object bottom left. Use Free Transform button to scale it down
Click on the last frame and move it up right, and make it big
Test with controller- name now spins from a small word on bottom left to a large word on
top right. 

Notice the path that Flash creates for you. This is new in CS4. You can move the entire
path, thus the entire animation, and you can bend the path for non-linear animation.

Save File Ð Choose File, Save As. Name it with a .ßa extension.

5. Import Symbol
Click on Insert, New Symbol
Choose File, Import. Find any graphic. This will open in the symbol editor
Look in the Symbol Library. There are two instances of the image, one is the gif/jpg, the
other is your symbol. Use the symbol because it has special Flash properties.

If you had imported the symbol into the movie, you could have chosen convert to symbol
to make the object a symbol. Now you can insert the symbol into the Movie and animate
it the same way we animated the name.

6. Adding a Layer Ð add a new layer for each animation. Click on the New Layer button .
You can double-click it to name it. Insert the symbol into the Scene at the top left (you
can start this offstage if you want).  Follow the procedure above to make the new symbol
move across the top of the screen. Use the controller to test.

7. Continue working with Layers to add additional text, images or animation as necessary.



When you are happy with your results, File Save.

8. Publish. To make Þle ready for a Web browser, you must choose the proper Publish
Settings. Check the Flash tab to choose AS3.  Make sure the Þles it will publish are html
and swf.  Click on Publish when you are ready.  The swf sits in the html page that Flash
makes for you. You can do anything with that page that you can with other html pages.
You should open in Dreamweaver, add an appropriate Title, and any other pertinent info,
like contact info, date, Flash Player link.  Use a stylesheet to control the style of text and
links on that page.  Make sure you upload html, swf, and css to your Web server. 

Flash has the ability to let you add additional scenes or to complete the entire animation in one
scene by using frames.

Additional techniques that you will use:

Shape Tween Ð add another layer, call it Morph
! You use the shape tween with images that are NOT symbols.  Draw a Þlled circle in a

frame (use F6 to add keyframe).
! Make a another keyframe further down the timeline and delete the original shape.
! Type a word in Frame 20. Choose Modify, Break Apart (twice) to remove text properties.
! Click on frame Þrst frame and choose Insert, Shape Tween (or Ctrl-Click Create Shape

Tween). Your layer should turn green and you will see an arrow. 
! Test
! Save Movie

Using Movie Clips
By making a movie clip (Insert, new Symbol, select Movie), you can make a symbol that is its
own little movie.  What that allows you to do is have an animation that continues while the main
movie has stopped. Movie Clips also have special properties that can be used in tweens. 

You can also use movie clips as button states. For example, when you rollover a button, not
only will it change, but it can change into an animation.

Create an animation using the timeline in the Movie Clip symbol, then insert into your movie.
Later make an animated button by dragging an animated movie clip into a button state.  By
using movie clips, you can expand your ability to make your ßash movie more interactive.

Using Action Script3 to add functionality to your animation
You will be learning the code (as well as the Code Snippet shortcuts provided in CS5) to stop,
go to next frame and to link to an outside site (getURL).



Exercise: Create a photo slideshow in Flash using one scene and movie clips
Bring at least 5 digital images to class to include in the slideshow. Before class, size them
appropriately and optimize in Photoshop (Save for Web)

1. Open a new Flash File. Size it appropriately Ð edit Size in Properties panel (900 x 600
or something similar). You will be importing photos and creating a photoslideshow

2. Create a design for your interface on one layer. Some background graphics that will
remain on the stage during the entire slideshow.

3. Make sure all your photos are optimized for the Web before importing into Flash
4. Save frequently
5. Use File, Import to Stage to import your photos. If you named them in a sequence, Flash

will ask you if you want to import all of them to separate frames. If not, import each one
individually to a different keyframe. 

6. If you play it now, your slideshow will advance very quickly through each photo and start
over. 

7. Now you will include ActionScript to control the slideshow.
8. Insert a new layer for actions. Name your layers as you go so you don't get confused.

Include a stop(); action in a keyframe (F6) for every frame. (Window, Actions). You can
also use the Code Snippets. Make sure you are in the frame where you want to put the
stop action. Open the Actions panel, click Code Snippets (top left of panel), and under
Timeline Navigation, choose Stop at this Frame. Do this for each of your frames (you
want it to stop at each picture, letting the user decide when to continue). Code Snippets
also creates the Action layer for you, if you don't already have one.

9. Create a new layer for Buttons. We will create one button that will progress through each
frame of the slideshow. The button will reside in Frame 1 and be available throughout
the slideshow. 

10. Insert, New Symbol, pick Button. Create a button with proper up, over, down and hit
states. The button will be a next button, so it should say next or indicate it with an arrow
or other symbol. Remember to put a shape in the hit area, to deÞne the active area of
the button.

11. Drag the button from the Library on to the Button layer in Frame 1. Select the button
(with the black arrow) and in the Properties panel, give it the following instance name
next_btn. If you don't name the instance, Code Snippets will assign a name for you.

12. In addition to the stop(); action in the 1st frame, add this script (Window, Actions). Must
be typed exactly:

next_btn.addEventListener(MouseEvent.CLICK, navigate);
function navigate(event:MouseEvent):void
{
nextFrame();
}

I have included the code that you can copy and paste under Other Links on our
class site.

Code Snippets also has Click to Goto Next Frame and Stop. Select the button and then
select that snippet and it will do the code for you.

13. Use Control, Test Movie to see the slideshow. Make sure it plays properly.
14. Add captions in another layer for each photo.



15. Make sure you save the Þle frequently while you are working on it.

Add a fade-in effect for each photo:
1. Once your movie is playing properly, you can add some tweening effects to the

slideshow. Tweens have to reside on Symbols. So, Þrst convert each of your images in
each frame to a Graphic symbol.

2. Then convert each of those Graphic Symbols to a Movie Clip.Give meaningful names to
each symbol, so you can identify them in the Library. 

3. Double-click on the new Movie Clip in each frame to edit the Movie Clip. You will perform
a Tween here.

4. Click on the keyframe that holds the Graphic. Use Insert, Motion Tween (or Ctrl-click,
Create Motion Tween) 

5. In the Þrst frame, click on the image and change the Alpha to 0 in the Properties panel
under Color.  

6. In the Þnal frame (it defaults to 24, but you can move), select the image and increase the
Alpha back to 100. The interim frames will gradually change automatically throughout
the tween.

7. The last thing to do is stop the tween in the Movie Clip. Add a new layer and put a
keyframe in the Þnal frame. Open the Actions panel (Window, Actions) and put a stop();.

8. Do this for every image in your slideshow. The slideshow will advance from frame to
frame and it will play the tween in each frame and stop. The next button will move to the
next frame, per the ActionScript you added. 

9. Use Control, Test Movie to test
10. Adjust your Movie Clips in each scene to make sure your slideshow presents

consistently.
11. Save frequently

Create an external link to a site
1. Create a button symbol with the text for your link on it. 
2. Give the button an instance name. (if you don't, code snippets will provide one for you). 
3. Under Code Snippets, Þnd Actions. Choose Click to Go to Web Page. You will need to

put in the correct url, replacing the www.adobe.com link.

Publishing your slideshow
1. Once you have completed your slideshow, it's time to Publish. Go to File, Publish

Settings. Make sure that HTML and Flash are checked under Formats and that
ActionScript 3.0 is selected under Flash (that is the ActionScript version we are now
using).

2. When you are sure those Settings are correct, choose Publish. (Subsequently, you can
just choose Publish from the File menu, once you are sure the Settings are correct).

3. Flash creates an .swf and .html Þles in the same folder as the .ßa. The .swf is inserted in
the .html page. Flash includes everything you need to run the Þle in the .html page. 

4. You should open the .html page in Dreamweaver and make any changes, including the
Title, Flash Player link (both required) and any other items you want to add that are not
included in the slideshow (date, contact info, etc.)

5. Once you have published the html page, you can test it in the browser. 



Simple ActionScript – Cheat Sheet
We are now using ActionScript 3.0. It seems much more difÞcult than ActionScript 2.0, but is
much more powerful. Just follow the instructions.

Open Action Panel Ð action script is written in the window.  Make sure Script Assist is not on.
All actions will go on a frame. Make a new layer just to hold your actions. 

Make sure that it says Actions-Frame at the top of the Actions panel
stop();
A frame action will put a tiny @ in the frame to let you know that there is an action.

Button Actions Ð requires a user event (like a mouse click) before the action is performed.  You
can use these actions on a button for the user to press to go to the Next Scene, a particular
scene, a particular frame, or to an entirely different Web site.

First, give the button an instance name (for example  buttonname _btn). Put all actions on layer
in Frame 1 (lock actions layer to prevent any art from going in there)

Actions for buttons
Button actions now require two parts. The Þrst is the Listener object that is associated with the
button instance (change buttonname_btn to your speciÞc button name). The second is the
function that performs the action in the Listener.

To play a specific Scene:
buttonname_btn.addEventListener(MouseEvent.CLICK, navigate);
function navigate(event:MouseEvent):void
{
gotoAndPlay(1, ÒScene 2Ó);
}
To play the Next Scene:
buttonname_btn.addEventListener(MouseEvent.CLICK, navigate);
function navigate(event:MouseEvent):void
{
nextScene();
}

In every subsequent scene that contains the button, simply add the EventListener. No need to
repeat the function.
buttonname_btn.addEventListener(MouseEvent.CLICK, navigate);

To play a specific Frame:
buttonname_btn.addEventListener(MouseEvent.CLICK, navigate);
function navigate(event:MouseEvent):void
{
gotoAndPlay(11);
}

To play the Next Frame:
buttonname_btn.addEventListener(MouseEvent.CLICK, navigate);
function navigate(event:MouseEvent):void
{
nextFrame();
}



To access the main timeline from a MovieClip:
MovieClip(this.root).nextFrame();
(for example, use this in Movie Clip instead of Stop to make it advance on its own to next frame
of main timeline)

To open another Web site (like linking to Google, etc.):
buttonname_btn.addEventListener(MouseEvent.CLICK, myBtnClicked);

function myBtnClicked(e:MouseEvent):void {
navigateToURL(new URLRequest("http://www.example.com/"), '_blank');

}

Site Navigation
This is some helpful script that allows you to create one function that works for all buttons on
your site, if you have different buttons for each section (like navigation buttons Ð Home, Links,
Contact, etc.) Create the individual buttons, give them the proper corresponding instance name.
Then also make sure you set up frame labels (click on keyframe, provide frame label in
Properties panel) with the same names as the buttons where each section begins on the
timeline. 

home.addEventListener(MouseEvent.CLICK, clickSection);
links.addEventListener(MouseEvent.CLICK, clickSection);
contact.addEventListener(MouseEvent.CLICK, clickSection);

function clickSection(evtObj:MouseEvent) {
gotoAndStop(evtObj.target.name);
}

Hint: Don't include your frame labels on your ActionScript layer.

Note: You can also use gotoAndPlay in the function, but make sure you create additional
functionality and script for stopping at the appropriate frame.

Creating a Flash Preloader
For Flash movies that are large and take time to download. Put preloader in empty frame
(Frame 1) before the actual movie begins. Select all the frames in your movie and move them
over one frame.

First you need to add a text box on the new Þrst frame (you can put it in its own layer). Choose
Dynamic Text and give it an instance name of preloader_txt. You can put 0% as the text in it as
a placeholder. 

Put the following ActionScript in the new 1st frame in the Actions layer.

stop();
loaderInfo.addEventListener(ProgressEvent.PROGRESS, updatePreloader);

function updatePreloader(evtObj:ProgressEvent):void
{
var percent:Number = Math.ßoor((evtObj.bytesLoaded*100)/evtObj.bytesTotal);
preloader_txt.text = percent+"%";

if(percent==100)
{
nextFrame();
}

}



When you use Control, Test Movie, you can use View, Simulate Download to see how long it will
take for your Þle to download to determine whether you need a preloader. And you can Simulate
Download to watch your preloader in action. Choose the proper Download Setting for your
preview. The Bandwidth ProÞler also provides information on the download speed of the current
movie. You can watch the percentage download.

Some extra tips to make an audio slideshow with navigation to stop, start, and rewind

MovieClip(this.root).nextFrame(); -  put this in each movie clip in place of the stop(); in the Þnal
frame.

It will advance on its own.

Use GarageBand to edit audio to get mp3 for each photo.  Import to Library

Add them to each movie clip in their own frames. They will play and the slideshow will advance
on its own. Best to use Sync = Stream, will work better with navigation.

To add nav, make a movie clip with stop (stop_btn), go(go_btn), rewind(rewind_btn) -  you'll put
this movie clip inside of each other photo movie clip.

include this script in Þrst frame of this movie clip:

stop_btn.addEventListener(MouseEvent.CLICK, stopshow);
function stopshow(event:MouseEvent):void
{
MovieClip(this.parent).stop();
}

go_btn.addEventListener(MouseEvent.CLICK, startshow);
function startshow(event:MouseEvent):void
{
MovieClip(this.parent).nextFrame();
MovieClip(this.parent).play();
}

rewind_btn.addEventListener(MouseEvent.CLICK, rewindshow);
function rewindshow(event:MouseEvent):void
{
MovieClip(this.root).gotoAndStop("start");

}

Add a blank frame at the end of the main timeline, put a gotoAndPlay(1); in it and name a frame
"start".


