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What is Macromedia Flash 8? 

Introduce Flash 8 by explaining that is the latest release of Flash from Macromedia. Briefly discuss how Flash can be used to create simple graphics as well as exciting animations and even interactive Web sites. Flash can also be used to add multimedia elements to Web sites such as sound and video. If a computer with Internet connection and an LCD projector is available, demonstrate examples of Flash graphics by visiting the Macromedia Web site at www.macromedia.com. 
Types of Web Media

A very important concept for students to understand is the difference between bitmap and vector graphics. Highlight the key differences between the two. These differences include how the image files are stored; how the file size of bitmap graphics tend to be larger than that of vector graphics; and how bitmap graphics are resolution-dependent while vector graphics are resolution-independent. Refer to the example in Figure 1-1 to show a key difference between the two types. You may want to use other examples such as the one below to emphasize this point. 
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Explain to the students that animation is accomplished by displaying a series of images in sequence. This can be accomplished with either bitmap graphics or vector graphics. Refer to examples of animation on the Macromedia site. 
Classroom Activity

Ask the students to work in pairs and to use a Web browser to navigate to a Web site with pictures such as www.corbis.com, www.gettyimages.com, or www.photos.com. Have them save a sample picture onto their disks by right-clicking a picture and clicking Save Picture As (or Save Image As in Netscape Navigator). Then instruct the students to start Microsoft Paint, and to open the picture they saved from the Internet. Once the picture is open in Paint, have the students zoom into the picture by clicking View, then Zoom, and then Custom. They should zoom in 600% or 800% to see how the picture’s pixels start to become more apparent. 
Web Media in Flash 
This section discusses the various types of media that students may encounter when working with Flash. It also discusses the types of file formats used with Flash. These include the FLA, SWF, and HTML files. Emphasize to students that they will be working with Flash documents which are saved as FLA files. When the documents are ready to be placed on the Web, they must be published as SWF files. Explain to students that anytime they need to edit their Flash graphics, they need to open the FLA file. The SWF file is the end product which displays on a Web page, but it is not the file that is edited in the Flash authoring program. The HTML file is the actual Web page that displays in the Web browser. A SWF file is loaded into a HTML file by means of the Flash Player plug-in. This plug-in is necessary or the Flash graphics will not display. Most Web browsers already have the Flash Player plug-in installed. 

The steps starting on page 7 instruct the students to open a sample Web page in their browser to see various examples of simple Flash graphics. If possible use an LCD projector to demonstrate other examples of Flash graphics from various Web sites. Visit the Macromedia Flash web site (http://www.macromedia.com/software/flash/) and then use the provided links to visit Web sites that use Flash. You want students to start getting a better idea of the types of graphics that can be created with Flash. 

Quick Quiz

1. A Flash file which is the original document edited in the Flash program is saved in the ________ file format. (Answer: FLA). 
2. ________ techniques allow end users to begin viewing or listening to media files while the remainder of the file continues downloading in the background. (Answer: Streaming)

3. A(n) ________ file displays in the Web browser using the Flash Player plug-in. (Answer: b)

a. FLA
b. SWF
c. HTML
d. BMP 

Classroom Activity

Ask your students to work in pairs and to use a Web browser, such as Internet Explorer, to search for examples on the Web of Flash graphic animations. They can tell if an animation on a Web page is a Flash animation by right-clicking on it. If it was created with Flash, a context menu similar to the one shown on Figure 1-2 will display. Ask students to write down the URL of the Web site with the Flash animation and then to share this URL with other groups in the class. A few possible URLs they can start with include http://www.koolmoves.com, http://www.nba.com and http://www.weather.com/.
Classroom Activity

Have your students go to http://www.macromedia.com/software/player_census/flashplayer/ to see statistics about the availability of the Flash Player plug-in. Ask them to think about whether the fact that the plug-in is required to view Flash graphics is a problem. That is, will most visitors to Web sites with Flash graphics be able to easily see the graphics or will they be inconvenienced by having to download and install the plug-in. 
Starting Flash
In this section, students start exploring the Flash program and its various components. Have students start Flash and follow the steps on page 9 to set the program window to its default layout. They should then review Figure 1-4 to get familiar with the main elements of the Flash program window.
On page 11 students get to open a sample Flash document to see how the document is displayed on the Stage and how the document’s animation can be tested by using the Play command in the Control menu. This section also shows students how to use the Test Movie command to play the movie in a separate Flash Player window and the Publish Preview command to play the movie in the computer’s default browser. Point out to students that they will be using these commands regularly when they start creating their own animations in Flash later in the book. Also explain what is meant by the term “publish”. To publish a Flash document means it is saved as a SFW file which can then be played by the Flash Player. In order for a Flash graphic to be displayed on a Web page, it must be published. The Publish Preview command creates a SWF file and the corresponding HTML file to display the graphic on a Web page in the default browser. 
Flash Program Window Elements 
The main components of the Flash program window are introduced in this section. These components are the Stage, Work Area, Timeline, Tools panel, and panels. 
Explain the significance of the Stage in relation to the Work Area. Tell students that only those graphic elements that are on the Stage are displayed in the final published file. You can place graphic elements on the Work Area temporarily as you work and you can also place elements that will be animated to move from the Work Area onto the Stage. 

The Timeline has several significant elements that students will use when they start creating animations. These include layers, frames, and the playhead. The steps on page 15 allow the students to see the relationship between the document contents on the Stage and the Timeline where the animation’s frames and layers are organized. They can also see how the playhead moves throughout the animation. Tell students they will be using the Timeline extensively later in this book. 

The Tools panel section lists and describes each of the tools found on the Tools panel. At this point the students should start getting familiar with these tools, and how they are organized in the Tools panel. Emphasize to students how the Tools panel is divided into its four different areas: tools, view, color, and options. Review the tools a shown in Figure 1-11 and the table in Figure 1-12. Be sure to point out how the tool modifiers in the options area of the Tools panel change based on which tool is currently selected. Use the SimpleKite document to demonstrate how some of the tools work. The steps on page 19 have the students practice using the Selection tool to move the kite symbol on the Stage. 
Another important component of the Flash program window is the panels. Demonstrate how to expand and collapse panels, how to open panels using the Windows menu, how to move panels, and how to group panels together. Students should work the steps starting on page 21 to manipulate some of the panels. 
A special panel that students will use frequently is the Property inspector. It is important for the students to see how the options in the Property inspector change to reflect the currently selected tool or graphic object. Students should continue to work with the SimpleKite example in the steps that start on page 25 to see how to use the Property inspector. 
Quick Quiz

1. Objects must be placed on the ________ in order for them to be displayed in the published SWF file. (Answer: Stage)

2. The modifiers displayed in the options area of the toolbar change based on the currently selected tool. (Answer: True)

3. The Flash program window component that controls and organizes the parts of a document’s animation is the ________. (Answer: c)
a. Property inspector
b. Color Mixer Panel
c. Timeline

d. Tools panel
Changing the View of the Stage

The one part of the program that students work with most of the time is the Stage. Make sure the students understand the purpose of the Stage and its relationship to the finished SWF file. Remind them that anything on the gray work area and not on the Stage itself will not display in the final graphic. 
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There are several ways to modify the view of the Stage and its contents. Show students how to do this with the Zoom tool on the Tools panel as shown here. The Zoom tool is a good example of a tool that has modifiers in the options area of the Tools panel. The modifiers for the Zoom tool are the Enlarge and Reduce buttons. Students should start getting familiar with the use of modifiers since they will use them with many of the tools in Flash. Also, point out that when the Zoom tool is selected you can temporarily switch from Enlarge to Reduce and vice versa by pressing the ALT key on the keyboard. Another keyboard shortcut with the Zoom tool is the Spacebar. Pressing the Spacebar temporarily changes the Zoom tool pointer to the Hand tool pointer. These keyboard shortcuts may be useful once students start doing more work with Flash. Introduce them here so that they become aware of them. 

Other ways to change the view of the Stage include the Magnification command in the View menu. They can select from specific settings such as 25%, 50%, 100%, etc. These same settings are available from the Zoom control located in the upper-right side of the work area. 

Use the Sample.fla file located in the Tutorial.01\Tutorial folder to demonstrate the use of the Zoom tool. Also, demonstrate the use of the Hand tool which is used to move (or pan) the Stage view. This is especially useful when you zoom in and not every part of the Stage is visible at one time.

This section also discusses the use of the grid, rulers, and guides. Demonstrate how to turn on and off the grid and the rulers. The students should work through the steps in the tutorial to see how to display the grid and the rulers. Also, show students how to create guides when the rulers are displayed. Be sure to show them how to reposition guides by dragging them with the mouse pointer. Also, point out the use of pixels for the units on the rulers. Explain that, by default, Flash graphics are meant for display on the Web and that graphics on the Web are measured in pixels as opposed to inches or other units of measurement. 

Remind students that the grid lines and guide lines do not become part of the final movie and are only used to help align objects on the Stage.

Finally, in this section students are introduced to the Document Properties dialog box (click Modify, then Document) as shown in Figure 1-28. The Document Properties include the dimensions of width and height (which are reflected by the size of the Stage), background color, frame rate, and units used with the current document. Be sure to review the table in Figure 1-29. Point out that some of these document properties can also be changed using the Property inspector. The Property inspector allows you to change the background color and the frame rate. The Size button in the Property inspector opens the Document Properties dialog box. Another way to open the Document Properties dialog box is to double-click the Frame Rate located at the bottom of the Timeline.

Quick Quiz

1. Changing the zoom level of the Stage changes the way the final movie is displayed. True/False? (Answer: False)

2.  Guide lines are created by dragging the mouse pointer from one of the horizontal or vertical ________. (Answer: rulers)

3. Which of the following properties cannot be changed in the Documents Properties dialog box? (Answer: c)

a. Background Color

b. Frame Rate 

c. Grid line color

d. Ruler Units

Working with Objects in Flash 

This section starts with a discussion of strokes and fills. Make sure students understand the difference between strokes and fills. Point out that you can have an object with both a stroke and fill, with only a stroke, or with only a fill. See the examples of Figure 1-30.

A very important concept to understand is how objects on the Stage interact with each other. Figure 1-31 shows an example of this. Demonstrate this concept by drawing several shapes of various colors on the Stage. Then move one shape on top of another using the Selection tool. Deselect the moved shape first by clicking an empty area of the Stage and then move the same shape again to see how it interacts with the underlying shape. Shapes of different colors will cut away at the underlying shape. Shapes of the same color will merge with the underlying shape. 

To prevent objects from affecting each other you can either group two or more objects together to treat them as one, or you can place objects in individual layers. In this section students learn the concept of grouping objects together. Be sure to demonstrate this concept by drawing several objects as shown in Figure 1-32, selecting two or more objects and then grouping them. Also, make sure students know how to edit a grouped object and how to tell if they are in group-edit mode, as shown in Figure 1-32. 

At this point be sure to emphasize the use of the address bar above the Timeline. It’s important for students to start paying attention to the address bar as shown below. They will need to make frequent use of the address bar in later tutorials. Show them how to get out of group-edit mode by clicking the Scene 1 link. 
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Another feature of Flash that students will use extensively is that of selecting colors. You can select colors in several ways. For example, you can select colors using the color controls found in the Colors area of the Tools panel. These same controls also display in the Property inspector when you select an object or certain tools. You can also select colors using the Color Mixer panel. Point out and demonstrate the various ways to students. Also, show students how to select colors using the color palette as shown in Figure 1-33. Tell students that colors in Web pages are often specified using a hexadecimal code and that they can enter this same code in the color palette. Be sure to also review the different parts of the Color Mixer panel as shown in Figure 1-34. 

Classroom Activity

Have students go to the Web and browse to http://www.visibone.com/colorlab/. Ask them to click a color in the 216-Color Webmaster’s Palette (see below). Each color’s hexadecimal code will appear next to the palette. Have the students write down the hexadecimal number for one of the colors they selected. Then have them go back to Flash and enter the hexadecimal number in the text box in the lower-right part of the Color Mixer panel, shown below. Once they press Enter, the color they selected should match the color previewed in the Color Mixer.
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Selecting Objects 

This section shows students how to use the Selection, Subselection, and Lasso tools to select objects on the Stage. Students should work through the hands-on activities to learn how to use these tools. 

The Selection tool is one that is used frequently when working with graphic objects in Flash. Demonstrate how to use the Selection tool to select objects. Clicking an object with the Selection tool will select that object. Double-clicking a fill will select it as well any stroke that is part of the object (such as when a rectangle has a fill and a stroke). This section also shows students how to modify an object with the Selection tool as shown in Figure 1-36 by dragging a corner point or a side. Also, show students how to select several objects at one time by drawing a rectangular marquee around them with the Selection tool as shown below. 
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As you discuss or demonstrate each of the tools in this tutorial, be sure to point out the modifiers that some of the tools have. For example, the Selection tool has the Snap to Objects, Smooth, and Straighten modifiers as shown in Figure 1-37. Be sure to demonstrate to students how to use these modifiers. The one modifier of the Selection tool that students may use the most is Snap to Objects. When this is selected, objects you draw or move will snap to other objects on the Stage. 
Another tool used to select objects is the Subselection tool. Anchor points display along the outline of an object when you click the object’s stroke. If an object does not have a stroke, you can click the object’s edge or outline to display its anchor points. Show students how to move these anchor points to modify the shape of the object. Refer to Figure 1-40. Also show them how to adjust the tangent handles that display when an anchor point is selected. Modifying an object’s anchor points and tangent handles can be very useful when you need to change the shape or slope of an object’s curves. 

With the Selection tool you can draw a marquee around several objects to select them all at once. However, the marquee you draw with the Selection tool is rectangular. In situations where the objects you need to select are close to other objects that you don’t want to select, a rectangular marquee will not work. Instead, you need to be able to draw a free-form marquee around the objects you want selected. To do this you use the Lasso tool. Refer students to Figure 1-43 and demonstrate the use of the Lasso tool to select parts of objects or several objects at one time. Be sure to also show students how to use the Polygon Mode modifier. With this modifier selected you can click points around the objects to select them. 

Quick Quiz

1. The Lasso tool is used to select only the fills of objects. True/False? (answer: False)

2. Clicking the Selection tool and then dragging the pointer around a group of objects will create a(n) ________ around the objects. (Answer: marquee)

3. The term “strokes” refers to ________. (Answer: d)

a. painted area of an object that may be selected

b. rectangles with rounded corners that contain fills 

c. irregular shapes that are joined to form other objects 

d. lines and curves that form the outline of an object 

Classroom Activity

Ask students to use the Sample.fla file to practice selecting several of the objects using the Lasso tool. Then ask them to use the Polygon Mode modifier to select several objects by clicking points around them. Also, ask the students in what situations they think the Polygon Mode modifier would be most useful. 
Getting Help in Flash
This section discusses the various Help options found in Flash. Explain to the students that they should become familiar with the Help options and encourage them to use the information found in the Flash Help system when they don’t understand how to use a certain tool or how to accomplish a certain task. Also encourage the students to work through some of the tutorials found in the Flash Help system. 

Refer to Figure 1-45 and discuss the main parts of the Help panel. Show students how to find information about a particular topic. Also refer to Figure 1-46 to point out the specific Help Panel buttons.
Classroom Activity 
Have the students start Flash, click Help on the menu bar, and then click Flash Help. Ask students to use the Flash Help system to answer the following questions:
· What is the difference between vector and bitmap graphics?

· What is meant by resolution-independent and resolution-dependent?

· How can the Flash Help system help you to learn Flash?
Closing a Document and Exiting Flash
This last section shows students how to close the document they have been working with and how to exit Flash.
Key Terms
	Term
	Definition

	Macromedia Flash 8
	A program developed by Macromedia, Inc. that was initially developed as a way to create small, fast-loading animations that could be used in Web pages. It is now a full Web page authoring tool that allows developers to create interactive media ranging from animated logos to Web site navigational controls and even entire Web sites

	Web media
	Elements such as text, graphics, animations, sound and video that may be part of a Web page. 

	Bitmap graphic
	A graphic that is stored as a row-by-row listing of every pixel in the graphic, along with each pixel’s color. 

	Pixel 
	The smallest picture element on the monitor screen that can be controlled by the computer.

	Vector graphic
	A graphic that is stored as a set of mathematical instructions that describe the color, outline, and position of all the shapes of the image.

	Animation
	A graphic element consisting of a series of still images that when displayed in sequence gives the illusion of motion.

	Bitmap animation
	An animation that consists of putting bitmap still images into motion for Web viewing.

	Vector animation
	An animation that consists of a listing of shapes and their transformations.

	documents
	Web media created in Flash and saved in the FLA file format.

	FLA file
	The native format of a Flash document. This file contains the elements of a Flash document and has the file extension .fla. 

	SWF file
	A finished Flash file that has been published for use on a Web page. A published file has the .swf extension and is played using the Flash Player.

	Flash Player Plug-in
	Software that is capable of reading and displaying Flash SWF files within a Web page.

	Stage
	The central area of a Flash program window where you create, import, and assemble all of the graphic objects for your document.

	Work Area
	Gray area surrounding the Stage. The Work Area is a convenient place to store elements until you are ready to add them to the Stage, or for storing notes and other information you want to refer to as you develop a document. Objects that are animated to move unto the Stage will begin in the Work Area.

	Timeline
	Used to control and coordinate the frames and layers that make up a Flash document. 

	Frame 
	Represents a unit of time within the Timeline.

	Layers
	Used to organize the images, animations and other objects that are part of a document. The layers are organized within the Timeline.

	Playhead 
	A marker within the Timeline that indicates which frame is currently selected.

	Scrubbing 
	Using the mouse to drag the playhead back and forth through the frames to play the animation. This is useful when testing the animation during development.

	Tools panel
	Contains the tools that let you draw, paint, select, and modify Flash graphics. The Toolbar is divided into the Tools, View, Colors, and Options areas.

	Strokes
	Refer to the lines that make up a Flash graphic.

	Fills 
	Refer to the painted areas within a Flash graphic. Fills are often enclosed by strokes. 

	Panels
	Contain controls for viewing and changing the properties of objects.

	Panel set
	A group of panels arranged together within one window. 

	Property inspector
	A special panel that provides easy access to the most common attributes of the currently selected tool or object.

	Grid
	Displays as a set of lines on the Stage behind all of the objects you place or draw on the Stage.

	Rulers
	The rulers show the unit of measurement, such as pixels, that is selected from the Document Properties dialog box and are displayed vertically on the left edge of the Stage window and horizontally on the top edge. 

	Guide
	A line that can be moved to a specific part of the Stage using the rulers as reference and that is used to align objects.

	Merge Drawing model
	In this drawing model, objects on the same layer are not considered to be on top of or below one another. As a result, objects drawn or moved on top of other objects merge with or segment the existing objects.

	Object Drawing model
	In this drawing model, the shapes you draw are treated as separate objects and do not merge with or alter other objects on the same layer.

	Group 
	To treat two or more objects as one. 

	Swatch 
	A color square in the color pop-up window.

	Web-safe colors 
	Colors that are displayed the same on both Internet Explorer and Netscape Navigator browsers, as well as on both Windows and Macintosh operating systems.

	Selection tool
	Used to select strokes or fills and can also be used to select a group of objects.

	Subselection tool
	Used to display points, referred to as anchor points, on strokes and on the outlines of fills that have no stroke.

	Anchor points
	Points, revealed by the Subselection tool, on strokes and on the outlines of fills. Adjusting these points modifies the strokes and fills.

	Tangent handles
	Handles that display along a curved line when an anchor point is selected. Handles are dragged to change the slope of the curve.

	Lasso tool
	Used to select several objects at one time or to select an irregularly shaped area of an object by drawing a free-form selection marquee around the area.


Click link to return to document





Indicates group-edit mode





Drag Selection pointer around a group of objects to draw a marquee; when the mouse button is released, the three objects will be selected





Color hexadecimal code entered in Color Mixer here
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