Creating and importing graphics: useful tips
· To select many objects press Shift and click on all the objects you want to select.

· Oval and square figures are formed by the border line and the inside color. To select the two at the same time, double click. You can choose to leave one empty. 

· You will see that sometimes it’s not possible to edit an image: you must break it first. Select it and press Ctrl+B (modify ( break apart). You will see how the image gets broken into little dots: you can edit it now. 

· If it’s a text, breaking it will divide it first into words, then into letters, and then into dots. It is useful to break texts if you are using a non-common font.
· If you create an image and you want to have it as a whole to work easier, you can group its elements: select them and press Ctrl+G (modify ( group). 
· You can copy an object and then paste it in the same place: Ctrl+Shift+V (edit ( paste in place).
· To align different objects at the same vertical or horizontal height, or to distribute them evenly around the stage, select the objects and go to modify ( align ( left/right/distribute/center…
· To change the size of an image keeping the proportions, press Shift when you do it. 
· It is useful to have the library open while you work. Press F11 to open it. When it’s open you will see a list of your symbols. To use them, drag them to the stage.

· To create a symbol select the image and drag it to the library or press F8 (insert ( convert to symbol).

· To edit a symbol double click on it in the library. If you want to edit it seeing the other elements of the stage (to calculate size, etc), double click on it from the stage. 

· Remember that you can edit a symbol or just one of its instances (if you edit only the instance the symbol will not change). To know if you are editing the symbol or its instance, open the library and click on this symbol: if you are really editing the symbol you will see the changes in the library window.
· Watch always the properties bar and the bar above the stage to see where you are.

· If you import an image, resize it before importing it to keep the weight of the file lighter. You can import it to the library or just to the stage (see edit ( import).
· To edit the background (change the colour or the size), click on the grey area outside the stage: the properties panel will show the properties of the background.
· If you want to zoom a specific area (just an object, for example), select the zoom tool and then select the area you want. For normal zoom just click on the stage, and to zoom out (smaller) press alt when you click.
· To preview your flash movie press Enter (control ( play) or Ctrl+Enter (control ( test movie).
2 – ANIMATING GRAPHICS
There are two methods for creating an animation in flash: frame-by-frame and tweened animation. In frame-by-frame animation you create the image in every frame manually. In tweened animation you create the start and the end of the animation and let flash create the frames in between.
Basic concepts: working with frames
To edit a frame you must convert it first into a keyframe (KF). Click on a frame and press F6 (insert ( keyframe); a white circle appears. After you edit this KF the circle will be black. Then go to the next frame that you want to edit and create another KF. Flash automatically copies the last KF in the new one; there you can edit it. If you want an empty KF, go to insert ( blank frame.
The empty frames between two KFs are called frames and you can insert them with F5 (insert ( frame). Inserting frames between two KF slows the movement. To delete a KF or a frame press Alt+F6 (insert ( clear keyframe) or Alt+F5 (insert ( remove frame).
Tweening: Shape and Motion
The tweening command (in the properties panel) makes you choose between shape or motion tween. Use shape tween to animate basic figures (circles, squares, lines…) and motion tween to animate grouped images or graphics. 
To make a tween animation: create the start KF and edit the start image, create the end KF and edit the end image, and then click on the first KF and select the tween you need.
Tweening options
· Movement: Draw a ball on the start KF. Create the end KF and place the ball somewhere else.  Insert a shape tween on the start KF.

· Guideline: With guidelines you can draw the path of the movement. Steps:
1. Go to the START Keyframe of the LAYER draw something.
2. Convert it into a symbol. 

3. Right click on this START Keyframe and select “create motion tween”.
4. Insert an END Keyframe on the LAYER (it will copy the symbol, let it there).
5. Insert a MOTION GUIDE.
6. Go to the LAST frame of the GUIDE (above the layer end Keyframe) and insert a Keyframe.
7. Draw the path on this END Keyframe of the GUIDE.
8. Right click on this END Keyframe of the GUIDE and select “copy frames”.
9. Right click on the START Keyframe of the GUIDE and select “paste frames”.
10.  Go to the END Keyframe of the LAYER and move the symbol to the end of the path.
· Shape, size and rotation: Draw a circle on the first KF. Create a second KF and change the circle into a square. Create then a third KF and make the square bigger and rotate it. Go then back to the first and the second KF and insert a shape tween. 

· Fading: To fade an object or a text you need to convert it into a symbol. Create a symbol. Then make the start KF. Click on the symbol and go to the “color” option in the properties panel. Select alpha and then a % (start with 0%). Then make the end KF and select 100% in the alpha option. Go back to the first frame and select the motion tween. The image will appear gradually. If you do it from 100% to 0%, the image will disappear. 
3 - CONTROLLING THE MOVIE

Flash has a list of orders (“built in programming language”) that you can insert in the movie in a very easy way: you just have to go to the Actions Panel and select the order that you want. You can use these orders (actions) in two different ways: 

· setting an action to a frame. This way you control the movie. First you have to select the frame where the action will occur (it can be empty but it must be a keyframe). When you insert the action, an “a” will appear on the KF in the timeline. 

· setting an action to a button. This way you make the movie interactive for the users. You place buttons on the movie to let the users choose if they want to stop the movie, go to another section, play a movie, etc.
Basic actions for frames and buttons
· Stopping or repeating the animation. You can choose to put a “stop action” on the last frame of the animation. Otherwise it will repeat over and over until you stop it. A stop action applied to a button lets the users stop the movie when they want. Actions ( Movie Control ( Stop. 


· Playing a stopped animation. If you have stopped the animation, you can set an action to continue to play it. Actions ( Movie Control ( Play.

· Jumping to another frame. You can set an order to make the movie jump to a specific frame. Actions ( Movie Control ( Goto ( Go to and play / stop. 
· Getting a website. Instead of jumping to a frame in the movie, you can set an order to open a website. You can open it in the same window as the flash movie or in a new window. Select Actions ( Browser/Network ( GetURL. This is how you make the intros to the websites!
Creating buttons

You can use the same button from the library many times for different actions. This is because when you create the button you do NOT specify the action for this button: you specify it every time that you place the button on the movie/stage. 
· Drawing and saving the image. Draw the image on the stage. Select it and convert it into a symbol (F8). Name it and save it as a button: the symbol will go straight to the library. (If you want to use effects like alpha, first you will have to save it as a graphic). 
· The states of a button. Open the button from the library. You will see that the timeline has 4 frames: up, over, down, hit. You can choose if you want them to look the same or if they will be different.

· Up shows the normal appearance of the button. 

· Over shows the button when you go over with the mouse.

· Down shows the button the moment you click it.

· Hit is the area that responds to the mouse (you don’t see it on the final movie).

· Insert the action as explained.

4 - PUBLISHING


When your movie is ready, you will need to publish it if you want to use it. To see the publishing settings, go to file ( publish settings or press Ctrl+ Shift + F12. Select a format to modify the settings for that format.
Formats
flash (.swf), 

html (.html), 

gif image (.gif), 

jpeg image (.jpg), 

png image (.png), 

windows projector (.exe), 

macintosh projector (.hqx) and 

quick time (.mov).

· .swf is the best solution because you have good quality with very low weight. Use this format for inserting flash movies in Front Page or Dreamweaver. The only problem is that to view it in .swf users will need to have Flash Player installed in the computer. It can be downloaded for free from the internet at www.macromedia.com. 

· If you know that the users will not have the possibility to view a .swf, you can use .exe/.hqx, but the file will be much more heavier.

· Use .gif or .jpg if you want to use your movie later with programs like Photoshop, Corel, etc.
· Use .png for Macromedia Fireworks (only if it is not an animated movie). 

· Use .mov only to view with Quick Time.

Protecting your movie

If you publish with .swf Flash gives you the possibility to protect your movie from import. This means that if somebody wants to copy it (from the internet, for example) they will need a password to do it. It makes a good copyright…
Publish!

When you are ready with the publish settings, give a name to the file and press publish.  It will save the movie in the same location where you saved the flash working file (this means you have to save it first!). You can give it a different name or click on “use default names” to use the same name for your movie as for the flash file.
Important! remember to check always the filename in the publish settings: Flash sometimes keeps the names from the file that you published last time and maybe you overwrite by mistake!!!!






