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Class Overview

Introduction

This class is in an introduction to using Macromedia's Flash MX 2004 software application.  Flash is the premiere software application for creating interactive multimedia projects for the Web.  Flash can be used to create animations, motion graphics and interactive interfaces. This class will expand your creativity and imagination as a multimedia artist and designer.

Class Objectives

As a student in this class, you will learn how to:

· Navigate in the Flash environment

· Create visual images using computer drawing tools

· Manipulate text in motion

· Use timelines and symbols to create animations

· Create buttons and actions for user interaction

· Publish your Flash projects for the Web

Class Materials
Classroom lectures will be supplemented with handouts that provide step-by-step instructions for key tasks.  Students are encouraged to write their own notes during lecture and lab time.  Students will receive a CD-R to copy their files at the end of the second day.  Students who wish to reinforce classroom learning are encouraged to purchase one of the following books:

Flash MX 2004 Hands-on-Training by Rosanna Yeung.  Peachpit Press, 2003.  $44.99

· Comes with a CD-ROM with many good exercises

Flash MX 2004: Visual Quick Start Guide: by Katherine Ulrich. Peachpit Press, 2003.  $24.99

· Great affordable reference manual

Teach Yourself Visually Flash MX 2004 by Sherry Willard Kinkoph.  Visual, 2003.  $29.99

· Red circles make it easiest to use

Online Resources

www.creationengine.com - Educations software discounts. Studio MX is $189.

www.macromedia.com/showcase - example sites using macromedia files

www.macromedia.com/devnet/mx/flash/- Flash developer site with tutorials

www.flashkit.com  -  Offers free tutorials, sounds, code snippets, and advice board. www.flashforwardconference.com - premiere industry conference for flash professionals 

www.joshuadavis.com - one of the premiere Flash designers, a real experimenter

www.hillmancurtis.com - big name NY designer creating Web motions graphics using Flash.

Schedule

DAY ONE

  9:00 – 9:30

Introductions (Course Materials, Instructor, Students)

  9:30 – 9:45

Flash Environment

  9:45 – 10:00

EXERCISE 1A: Trace Bitmap


10:00 – 10:30

EXERCISE 1B: Vector Drawing

10:30 – 10:45 

Break

10:45 – 12:00 

EXERCISE 2: Key Frame Animation

12:00 – 1:00

Lunch

  1:00 – 2:00 

EXERCISE 3: Tween Animation

  2:00 – 2:45

EXERCISE 4: Shape Tween

  2:45 – 3:00

Break

  3:15 – 4:30

EXERCISE 5: Motion Guide

  4:30 – 5:00

Brainstorm 30 sec. Animation

DAY TWO

  9:00 – 9:30

Review Basics

  9:30 – 10:15

Introduction to Buttons and Actionscript

10:15 – 10:30

Break

10:30 – 12:00

EXERCISE 6: Site Navigation

12:00 – 1:00

Lunch

  1:00 – 4:30 

WORK PERIOD (take a 15 minute break on your own)

  4:30 – 5:00

PRESENTATIONS: 30 sec. Animation

EXERCISE 1A: Trace Bitmap
Set-up

1. Download the image of the seahorse onto the desktop

2. Import the image to the library.  File >> Import >> Import to Library

3. Drag the image from the library to frame one, layer one

4. Name layer one: graphics

Threshold: Is the amount of difference for comparing pixels of color. If the difference in the RGB color values is less than the color threshold, the two pixels are considered the same color. As you increase the threshold value, you decrease the number of colors.

5. Modify >> Bitmap >> Trace Bitmap >> Threshold

6. Click off the image to see the results.

7. Select the image and delete it. 

8. Repeat steps 3-7 several times, selecting different Threshold values.

Publish

9. When you find a result that you like, please save your file as "exercise1a.fla"

10. Publish the movie

 
EXERCISE 1B: Vector Drawing

Draw
1. In a new file, Import the seahorse image again to your library.

2. Select the Pencil tool from your tool palette.

3. Set your stroke size to 3 pixels.

4. Create a new layer with the shortcut button in the Timeline.

5. Use the pencil tool to trace over the seahorse and make an outline.

6. Use the options to your pencil to smoothen or straighten your line.

7. Now use the Arrow tool to select curves and edit your outline.

8. Select your paint bucket color and tool. Fill the seahorse with blue.

9. Double click on the outline to select the entire stroke. Hold on shift for multiple selections and select the fill. 

10. Edit >> Copy / Edit >> Paste.

11. Modify >> Transform >> Flip Horizontal

12. Move the copied sea horse so it sits side by side.

13. Turn off eyeball of original layer.

Publish

14. Save as "exercise1b.fla"

15. Publish the movie
EXERCISE 2: Key Frame Animation

Set-up

1. Modfy >> Document and select a background color.

2. Set Width to 468 and Height to 60.  Close.

3. Download the four images for the banner ad

4. Import the image to the library.  File >> Import to library

5. Create Two New Layers.

6. Name the Top Layer: Graphics

7. Name the Middle Layer: Text

8. Name the Bottom Layer: Background

9. On the Background Layer, draw a pale yellow line

10. Insert a frame (F5) on frame 72 of the background layer

Animate the Banner

11. Insert key frame (F6) on frame 1 of Graphics layers.

12. Drag image of teen girl onto Graphics layer.

13. Insert key frame on frame 24 of Graphics layer.

14. Drag image of painting onto frame 24 of Graphics layer

15. Insert key frame on frame 48 of Graphics layer

16. Drag 3 art images onto frame 48 of Graphics layer

17. Insert frame on frame 72 of Graphics layer.

18. Insert key frame on frame 1 of Text Layer

19. Type:  Too Cool for Art?

20. Drag image of art onto frame 24 of Graphics layer

21. Type:  Or is Art too Cool for you?

22. Drag image of painting on frame 48 of Graphics layer

23. Type:  Oakland Arts & Crafts

24. Insert frame on frame 72 of Graphics layer.

Publish

25. Save as banner.fla

26. Publish the banner ad with html

EXERCISE 3: Motion Tween

Set-up

1. Name layer one ball animation

2. Insert new symbol >> graphic >> named ball

3. Select the circle tool and select no stroke

4. Draw a ball holding down on the shift key

5. Insert new symbo >> graphic >> named line

6. Select the line tool and change the storke in the properties inspector to 5.

7. Draw a line

Bounce the Ball

8. Insert a new symbol >> movie clip >> name bounce

9. Name layer one line

10. Insert a new layer and name it ball

11. Drag the line symbol to frame one of the line layer.  Move it to the top of the screen.

12. Drag the line symbo to frame one of the line layer again.  Move it to the bottom of the screen.

13. Insert a frame on frame 24 of the line layer.

14. Drag the ball symbol to frame one of the ball layer and place it just below the top line.

15. Insert a key frame on frame 12.

16. Drag the ball to right above the bottom line.

17. Select frame 1 of the ball layer and selet motion tweening in the properties inspector

18. Select frames 1 through 12 and Edit >> copy frames (Don’t just copy, COPY FRAMES)

19. Insert a blank key frame on frame 12a nd Edit >> Paste frames (don’t just paste, PAST FRAMES)

20. Select the frames you just pasted and Modfy >> Frames >> Reverse

21. Drag the bounce movie clip to frame of ht eball animation layer in the main timeline.

Publish

22. Save as ballbounce.fla

23. Publish the movie

EXERCISE 4: Shape Tween

Set-up

1. Name layer one: shape tween

2. Insert a new symbol >> movie clip >> named morph

3. Inside Movie Clip, Name layer one: text

Shape Tween - Used only for shapes. When two shapes appear in adjacent key frames, the shape tween effect will automatically morph the one shape into the other shape.

4. Type text on frame of the text layer and format

5. Insert a keyframe on frame 36 and change the text.

6. Select the text box using the arrow tool on frame one of the text layer.

7. Modify >> Break apart (Break apart until you see dots over the shape)

8. Using the arrow tool, select the text on frame 36 of the textl ayer.

9. Modify >> Break apart (Break apart until you see dots over the shape)

10. Select frame one of the text layer and select shape tweening in the properties inspector.

11. Drag the morph movie clip to frame one of the shape tween layer in the main timeline

Publish

12. Save as shapetween.fla

13. Publish the movie

EXERCISE 5: Motion Guide

Set-up

1. Modify >> Document:  355 pixels by 245 pixels and 12 frames per second 

2. Import  3 graphics to library.  

3. Center the photograph on the stage with the arrow keys 

4. Double click on layer one and rename it "background".

5. Create a new frame on frame 108.

6. Three new layers

7. Top layer:  ufo

8. Middle  layer:  beam

9. Bottom layer:  bob

Motion Tween - Used only for symbols (graphic, movies, buttons). When two instances of the same symbol appear in two adjacent key frames, the motion tween effect will automatically create the transition between the two symbols in the non-key frames. Motion Tween is good for changing size, position, and transparency of an object.

10. Drag the beach image onto frame 1 of the background layer
11. Drag the ufo onto frame 1 of ufo layer
12. Select the ufo graphic and insert >> convert to symbol >> graphic >> saucer
13. Position the ufo off stage
14. Insert a keyframe at frame 36
15. Move the flying saucer symbol to flat above the beach
16. Select frame one and select motion tween from the properties inspector
17. Insert a motion guide layer from the layers palette
18. Use the pencil tool with a red and 5 pt storke and draw the path of the saucer.
19. Snap the beginning point of the line to the center of the saucer and the ending point of the line on frame 36 to the center of the saucer.
20. Select the UFO on frame 1.  Use the scale tool to make it as small as possible
21. On the beam layer, new key frame at 36 and draw a yellow dot.
22. On the beam layer, new key frame at 72
23. On the beam layer, new key frame at 54, create a yellow triangle.
24. Shape tween from 36 to 54 and 54 to 72.
25. On bob layer, new key frame at 54.
26. Insert bob head at frame 54, convert to symbol
27. Move bob head ontop of ufo on frame 72.
28. Scale to as small as possible
29. Motion tween bob’s head from 54 to 72.
30. New blank key frame on bob layer at 55
31. New blank key frame on beam layer at 55
32. New key frame on ufo layer at 108.

33. Position UFO of stage on layer 108 and scale larger

34. Draw another motion guide and position UFO to tween from 72 to 108

35. Save and publish.

EXERCISE 6: Web Design

Set-up

1. Open new movie

2. Name layer one in the main scene Background

3. Insert a new layer and name it Content

4. Insert a new layer and name it Buttons

5. Insert a new layer and name it Labels 

6. Insert a new layer and name it Actions

Create Content

1. Insert a new graphic symbol name home

2. Type the text “This is my Home Page”

3. Insert a new graphic symbol named services

4. Type the text “This is my Services Page”

5. Insert a new graphic symbol name contact”

6. Type the text “This is my Contact page”

Create Background

1. Go back to the main scene of your movie

2. Draw a background on the first frame of your background layer.

Label Frames

1. Insert a blank keyframe on frame one if one is not already there.

2. Select frame one and use the properties inspector to give the frame a label: Home

3. Insert a blank keyframe on frame 10 and label it services

4. Insert a blank key frame on frame 20 and label it contact

Create Your Buttons

1. Insert a new symbol with a button behavior named home button

2. Notice the up, over, down, and hit frame

3. Select the up frame and type text in the window

4. Insert a keyframe and type text in the window

5. Change the text in the over frame to be slightly bigger and a different color

6. Insert a keyframe on the hit frame

7. Use the rectangle tool to draw the area that will be clickable on the button.  This rectangle will not show in your movie, only here in your hit frame.  It becomes invisible when you publish.

8. Repeat steps 1 through 9 and create two more button symbols.  One name services button and the other name contact button.

Create Navigation Bar

1. Select frame one of your button layer in your main movie timeline.

2. Drag each button symbol you created in part five to the stage and place them appropriately

3. Select frame one of your content layer and drag your graphic symbol named home to the stage… it should read “this is my home page content”

Insert Content

1. Insert a frame on frame 20 of your movie in the button layer.

2. Insert a frame on frame 20 of your movie in the background layer.

3. Insert a blank keyframe on frame 10 of the content layer.

4. Select frame 10 of content layer and drag your graphic symbol services to the stage

5. Inser a blank keyframe on frame 20 of your content layer.

6. Select frame 20 of content layer and drag graphic symbol contact to the stage.

Frame Actions

1. Insert a blank keyframe on frame one of your actions layer if one is not already there.

2. Open window >> actions

3. Click on the stop action in the left side of the panel window.  The right side of the window is used to define properties or edit the actioscript. Notice once you’ve gone back to your main movie and little “a” will appear in that specific frame of your timeline.  This is why it is important to have a layer for actions!

4. Insert a blank keyframe on frame 10 of the actions layer.

5. Select frame 10 of actions layer and double click on stop action in the actions panel

6. Insert a blank keyframe on frame 20 of the actions layer, select frame 20 of the actions layer and double click on the stop action in the actions panel.

Button Actions

1. Select your home button on the stage. Make sure you sue your arrow tool and only select the home button.  Look at your actions panel and notice it has changed from frame action to button action.  Flash recognizes you have a button select.

2. Type in the following code:

on (press) {

gotoAndStop(“home”);

}
3. Select your services button on the stage using the arrow tool

4. In the actions panel, double click on the go to action and tell it to go to and stop on frame label, services.

5. Select your contact button on the stage using the arrow tool

6. In the actions panel, double click on the go to action and tell it to go to and stop on frame label, contact.

7. Publish your movie
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