Getting Started
Macromedia Flash MX is a multimedia tool like no other. It has the capability for creating interactive multimedia, containing sound, graphics, movie clips, buttons, and more. Before you will be able to create high quality projects, it is important to understand the basics of drawing in Flash. In this session, we will draw various items in Flash using a premade Flash exercise with guide layers. These guide layers do not show in the finished movie, so all of your original work will be contained in the finished published movie, not the instructions you see on your screen along the way. Let’s get started!

Parts of the Window
The interface for Flash resembles a number of different programs. If you have worked with Macromedia products, you will notice much resemblance in the way the workspace is organized.  Other elements are common to various graphic programs, such as a timeline (similar to timelines in video editing programs), layers on the timeline (similar to layers in programs such as PhotoShop), and drawing tools (similar to many drawing programs). 
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Open Your First File

Launch Flash and open the file Flash Drawing Starter.fla (FLA is the format Flash working files are saved in). A screen similar to the previous page will appear. You can change the way the screen looks by dragging toolbars around the screen or pressing on the gray bars of different panels. If you are looking for missing panels, they can be found under the Window menu. You can also access panel sets under this menu (or save your own!).

	TIP #1:  When working in Flash, it is a good idea to draw different objects on different layers. Then, lock the layer until you need to use it again. Drawing objects on top of each other on the same layer can result in missing parts if the objects are moved again.


Scene 1: Pencil Tool

The Pencil tool is a freehand drawing tool. Flash allows you to specify whether you want your freehand drawing to be straightened, smoothed, or left as is. The line style, weight, and color can be changed in the Properties Inspector. For most people, the pencil tool is not very useful for drawing much; basically, it is best used to enhance a drawing (add wrinkles, etc.). 

YOUR TURN:  Try to draw a candy cane shape using the pencil tool. Experiment with the various settings—straighten, smooth, and ink. Then, change the stroke (line) style and color using the Property Inspector.
[image: image11.emf]


Scene 2: Pen Tool (and Line and Paint Bucket tool)
After completing the previous exercise, you might be frustrated with drawing in Flash, but that’s what the next few exercises will help you with! This time, we will try to create a candy cane again, but we’ll use the pen tool.

The Pen tool creates lines and curves, but it does so by creating points (nodes/dots) that allow for more precise editing. Then, the Arrow tool (black arrow) and Subselection tool (white arrow) can be used to make changes. Moving the arrow near a point or line in your drawing will allow you to curve the line or change its position.

YOUR TURN:  Try to draw a candy cane shape using the pen tool. Use the guide provided in the tutorial as an example Modify using the black Arrow tool. Then, add lines for the stripes using the Line tool and fill in the stripes using the Paint Bucket tool. 

	TIP #2:  Flash creates vector objects when you draw from within the program. These objects are lower in file size than traditional bitmap graphics and do not distort when resized. Objects drawn in Flash may contain a stroke and/or a fill. A stroke is the outline of an object, or border; a fill is the inside of the object. These two things are separate from one another, so it is important to select both parts when moving the graphic around.


Scene 3: Shapes Bow (drawing with Shapes)
Drawing with shapes is pretty straightforward. Click the Oval or Rectangle tool, and then click and drag to create your shape. To draw perfect circles or squares, hold down the Shift key while dragging to create the shape. You can create a shape with no fill in the middle by either selecting the fill and deleting it afterward or by selecting “no color” before drawing the object. When using the Rectangle tool, you can set the options to round the rectangle instead of having pointed corners.


YOUR TURN:  Try to draw a bow using five ovals and two rectangles. Follow the guide on your tutorial. Delete the fills in the center and any unneeded lines, and then modify using the Arrow tool. 
[image: image2.emf]


Scene 4: Shapes Ornament (drawing with Shapes and using gradients)
[image: image12.png]Macromedia Flash MX - [Flash Drawing Starter:1]
@ Fle Edt View Insert Modfy Text Contol Window Heb
;

o [00s €1

- T

Q2m5a0>0”

[ merex
B renvee
& Bt

B ocinns
E20 @< |

Tuteria:

Update Panel
Cisk Updofe fo comnct fo Macromediaom
and ge th lfes content.

— e (osvrioopie ] st | | Framerie T
Fsnors N

Macromedia Flash X Y 103pM




Gradient fills can be applied inside of shapes using the Color Mixer panel. Where it says “Solid,” select the drop down arrow and choose either linear or radial gradient. 
A bar appears showing the two colors that make up the gradient at the left and the right. Drag the pointers to change the amount of each color in the gradient. Select a color square to change it, or shift-click between them to add other colors.

Once the fill has been applied, the fill transform tool can be used to change the direction and placement. 


YOUR TURN:  Draw an ornament using a rectangle and a circle; add a gradient fill. Then, use the line tool to add stripes or otherwise decorate the ornament.  Then, try to create an angel using the pattern shown on the tutorial—two squares, one circle, one oval, and one rectangle. Use the Arrow tool to modify the shape, delete unneeded lines, and color as you desire. Add any extra effects (with the pencil tool).
Scene 5: Pen Tree (drawing a Christmas tree with the pen tool and adding it to the Library)
Grids are helpful when drawing to line up objects and lines. When drawing the Christmas tree, change the grid (View, Grid, Edit Grid) to 50 px by 50 px or some other unit that you feel comfortable with. 
YOUR TURN: Create the tree points using the pen tool in the order indicated in the diagram on your tutorial. Use a black stroke and green fill.
Once this tree half is drawn, double click the tree to select both the stroke and fill and then copy that section. Paste the next section and then flip it and place them side by side (to flip—Modify, Transform, Flip Horizontal). You might want to align the Y value in the Property Inspector so that you are sure the tree matches up perfectly (but hey, who’s seen a perfect tree?).

Be sure your tree has the correct colors and then delete the line dividing the tree halves. Choose the Free Transform Tool and select the entire tree. Stretch it so the tree is taller (but not much wider). Use the Arrow Tool and point to the gap indicated in the diagram. Your arrow should change to a curvy line. Drag so that you round out the edges of your tree. Then, use the rectangle tool to create the stump and fill as you desire. 
Next, convert the tree to a symbol so it will be stored in the library (F8—create this as a movie symbol). Once something is an official symbol, any permanent changes you wish to make to the object should be made in symbol editing mode. More on that...soon.

Make Lots o’ Symbols!

Return to your previous scenes and convert your earlier created objects to graphic symbols (select entire object carefully with arrow or lasso, F8). Be sure to give each object a name. As they are converted to symbols, they will be stored in the library. You can view the library by pressing F11.

Scene 6: Shape Tween
Tweening is a process of automatically filling in the gaps of a sequence in an animation. Flash creates the frames “in between” two keyframes to “morph” one thing into another. There are two types of tweening—shape and motion. This exercise will focus specifically on shape tweening. In order to shape tween something, it must be broken apart (Ctrl-B) and cannot be a symbol. 

	TIP #3:  Keyframes are represented on the timeline by a filled in circle (if they have something in them) or an unfilled circle if they are blank, but ready to be drawn in. Frames are just gray. If you want to change something in an animation, you must insert a keyframe; if you insert a frame and make a change, all previous frames will also change. Right click on a frame on the timeline to insert keyframe, blank keyframe, or frame as needed.


To tween something, the object must be on its own layer. Fortunately, if you accidentally place something on a layer with it, you can easily cut the object and “paste in place” on a different layer. Remember, always lock layers when you are not using them.

YOUR TURN:  So that we can use this again, we are going to create a new symbol and draw the tween there. With the grid on (50x50) draw a circle with no stroke that occupies one of the squares. Insert a keyframe at 20; click in frame 20 and make the circle change. We’ll use a neat effect that makes a glow by selecting the circle, clicking Modify, Shape, Soften Fill Edges. Set to 20 px, 15 steps, and expand. Then, click somewhere between keyframe 1 and 20 and set the tween in the Properties Inspector to SHAPE. Exit symbol editing and the new symbol should be in your library. 
	What Shape Tweening Can Do
	What Shape Tweening Can’t Do

	· Tween the shape of an object

· Tween the color of an object

· Tween the position of an object on the Stage

· Tween the transformation (scale, rotation, skew) of an object

· Tween text that has been broken apart (Ctrl-B)

· Tween gradients
	· Tween grouped objects

· Tween symbols

· Tween text that has not been broken apart


*From Macromedia Flash H*O*T

Scene 7: Motion Tween
Motion tweening works very much like shape tweening, only distortion is much less likely. This is because motion tweens require symbols. Before you can motion tween something, you must convert it to a symbol. Then, after inserting a keyframe later on the timeline, you can change the symbol. You cannot replace one symbol with another and do a motion tween. You can change the properties (color, transparency--alpha) and transform settings (rotation, skew, size).

YOUR TURN: In order to motion tween, we must first create something as a symbol. We are going to create text and give it a mock shadow. Create your text in a green color. Then, highlight and copy the text, paste, and then set the new copy offset a few pixels and change its color to red. Use the Arrow tool to select both sets of words and convert them to a graphic symbol (F8). 
Next, we will insert some keyframes. We are going to make the text fade in. So, insert a keyframe in 20. This is where the animation will end. Go back to the beginning frame and make a change to the text. We are going to simply make the text transparent so you cannot see it. Click the text once, then in the Properties Inspector where it says Color, set it to Alpha. Set the Alpha to 0, meaning you cannot see the text at all (completely transparent). To apply the tween, click between the two frames and create a motion tween. If you watch the scene, the text will fade in.  You can make other changes to either frame (make the text smaller or rotate it with the free transform tool, for example).
	What Motion Tweening Can Do
	What Motion Tweening Can’t Do

	To Symbol Instances
	To Grouped Objects
	

	· Tween position

· Tween brightness, tint, alpha

· Tween scaling and rotation

· Tween skew
	· Tween position

· Tween scaling and rotation

· Tween skew
	· Tween a shape

· Tween broken-apart text

· Tween multiple items on the same layer


*From Macromedia Flash H*O*T
Scene 8: Tweens and Layers

To achieve maximum effects, combining multiple tweens is essential. The most important thing to remember when using multiple tweens is that they must be on their own separate layers. 

YOUR TURN: This time, we’ll use the Christmas text symbol created in the previous scene, but we’ll use it in a new symbol called cooltext. Symbols can be placed inside other symbols. First, create a new graphic symbol; then create two layers—text and oval. 
	TIP #4:  There are three symbol types—graphic, movie clip, and button. A graphic symbol can be animated and when you “scrub” the timeline, you will see it animate. A movie clip symbol can be animated but only plays when you publish/preview the movie. Movie clip symbols repeat and are especially good for things like wheels on a car, constantly moving objects, etc. Later, we will create a movie clip. You must think ahead about what you want the object to do when selecting the behavior.


On the text layer, drag the text symbol from the library and center it to the Stage (using the Align panel). Insert a keyframe at 30. Then, go back to the first frame and make the text so small (using Free Transform) that you cannot read it. Then zoom in and flip it upside down (drag the bottom handle to the top). Insert a motion tween between the frames. Then, lock the layer and remove the zoom.
On the oval layer, insert a keyframe at 5 and draw an oval with no fill and a red or green stroke around the text. Use the free transform tool as needed to line it up properly. Then, insert a keyframe at 30. Use the free transform tool to line it up again. Click between the frames and set a shape tween. Lock the layer.
Press enter to preview. You’ll notice that the shape tween isn’t very attractive, so we will fine tune the shape tween by adding extra keyframes. Click around frame 12 or so on the oval layer and insert a keyframe. Use the free transform tool to line up the oval with the text. Repeat this a few more times in other keyframes. Preview until you get an effect you like. Lock the layer when finished. Then, exit symbol editing and return to the scene. Drag the new symbol to your stage. HINT: If the timeline is only one frame long, you will have to add a frame later in the timeline to see the entire animation; adding a keyframe with a stop action at the end of the animation on the main timeline is recommended.
Scene 9: Buttons


Buttons in Flash contain four frames, or states—Up, Over, Down, and Hit. Hit is simply the area of the button that is clickable. 
It is a good idea to keep your button on layers for ease in editing. For example, in the diagram at the right, the text is on the top layer and the shapes are on the bottom layer. If you want to make the text change colors when you place your mouse over the button, for example, it is much easier to have the text separate.

Just like the main timeline, if you wish to make changes in a button, you must insert a keyframe. One little simple trick for buttons is to insert a keyframe in the down frames and then move the objects just a few pixels right and down to give the “pushed” down effect.
YOUR TURN: Create a Next button similar to the one shown above by creating a new button symbol (Insert, New Symbol). Create two layers. Draw the button and then insert a frame in the hit layer so that the entire button area is clickable. Lock the layer and then create your text on the text layer and do the same thing. Remember to align centered to stage. If you desire, insert a keyframe in the down stage and offset the button a little bit to give it a pushed look. Then, return to the scene and drag the button on the Stage. Test Scene to see your button in action (but it won’t go anywhere.. yet).
	TIP #4:  Always align your button layers centered to the stage so that they will show up in the library and work properly!


Adding Script to Button
To make the button actually go someplace, you must attach Actionscript. This is a “programming language” built in to Flash. You must use the Actions panel (F9) to add script.

To make your button go someplace, be sure the button is selected (but not in editing mode). Then, in the Actions panel (it should say Actions-Button) be sure you are in Normal mode. Then, click Actions, Movie Control, and double click the “on” operator, then double click the “goto” operator. In the box that appears at the right, tell it to go to the Next Scene. Your code should look like that in the diagram. Then, you can click the Actions panel to minimize it. Then, copy and paste this button to all your scenes so we can actually move between your scenes.

	TIP #5:  You can tell the script to “goto” other frames in the same scene or to particular scenes. The script will vary a bit, however. The most common script you will use is the stop action. There is no need for a button to jump to scenes if you don’t have a stop action to actually stop the movie! The stop action is also under Movie Control in the Actions panel.


Scene 10: Christmas Picture—Insert a New Scene!
Now, it’s time to put all your work together! To see what this finished scene should look like, you can watch the file Flash Drawing Starter_Christmas Picture.swf (SWF is the published movie file format in Flash).  

YOUR TURN: Below is an example timeline. Create the layers as shown: textsymbol, sound/stop, yellow thing, angel, ball, ornaments, and tree. Lock all layers except when you are working on them!
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1. Tree Layer: Drag your Christmas tree movie clip onto the tree layer. If time permits, go back and edit the tree movie clip by double clicking on it. Use the line tool with the Properties Inspector set at 3, dotted.  On a new layer, draw lines for lights (select a color first). Then, insert keyframes at 5 and 10; go back to frame 5 and change the color of the lines. Then, return to your scene and when you test your scene, the tree will have blinking lights. Lock the layer.
2. Ornaments Layer: Insert a keyframe at frame 53. Drag ornaments (candy canes, bows, and ball ornaments) from your library onto the tree. Use Free Transform to size down. Lock the layer.

3. Ball Layer: In the first frame, draw a circle with no stroke (can be whatever color; I used white). In frame 30, insert a keyframe and then change your “ball” shape to another color (I used light blue). You may also make other changes, such as softening the fill edges as we did in the shape tween tutorial. Position the ball in frame 30 over the top of the tree where the star/angel goes. Insert a shape tween. Lock the layer.
4. Angel Layer: Insert a keyframe in frame 30. Drag your angel to the right side of the stage. Then, insert a keyframe in frame 47 and drag the angel to the top of the tree, on top of the glowing ball. Insert a motion tween. If time permits, add a rotation in the Properties Inspector during the tween. Lock the layer.

5. Yellow Thing Layer: Insert a keyframe at 47. Using the paintbrush tool, draw six yellow “tada” lines in yellow. To make it blink, insert keyframes at 49 and 51, then go back and insert blank keyframes in 48 and 50. Insert a keyframe at 56 and then a blank keyframe at 57 so that the yellow disappears. Lock the layer.

6. Sound/Stop Layer: Insert a blank keyframe at frame 50. Then, drag the tinkle sound from the library to the stage. We’ll return to this frame later to insert a stop action at the final frame of the animation. Lock the layer.

7. Text Symbol Layer: Insert a blank keyframe at 67. Drag the cooltext graphic symbol you created previously onto the stage. Scrub the timeline to see when the animation ends and free transform to resize so it first on the stage(insert a frame if necessary on all layers after you identify the ending point so you can see everything). 
8. Sound/Stop Layer: Wherever your animation ends (should be around 98-100), insert a blank keyframe and then use the Actions panel to add a stop action. 

	TIP #6:  When you drag a sound to the Stage, it is a good idea to set the sound to stream in the Properties Inspector. If for some reason a sound does not work, modify this setting and it may make a difference. When it is set to stream, you can hear the sound as you drag or scrub the playhead.


9. If time permits….one more thing….Add a final layer called button if you desire. Create a new button that will either return you to frame 1 of this scene or return you to the beginning of the project. Be creative…use some of the graphics created in this project on your button.
If you have questions or problems, please contact me at tonya@btskinner.com and I will do my best to help you!
SCORING GUIDE: FLASH CHRISTMAS DRAWING ACTIVITY
	Requirement
	Points
	Deduction

	Completion of preliminary activities (drawing exercises)
	20
	

	Next button on all pages
	10
	

	Tree is in place at left of stage and has working lights
	10
	

	Ornaments appear at the appropriate time
	5
	

	Light ball shape tweens into position above tree (green guide)
	5
	

	Angel motion tweens across the stage into position (blue guide)
	5
	

	Yellow “tada” lines are added and blink
	5
	

	Sound effect in proper place
	5
	

	Text symbol animates and is scaled down to fit on the stage
	10
	

	Stop action is added to final frame
	10
	

	Start Over button is created to jump back to first scene
	10
	

	Additional Features: 

(please list—do something “extra” to the final scene; could create another ornament symbol from scratch to add to tree or draw a present to put under the tree; it must be something you create yourself)


	5
	

	TOTAL
	100
	

	Instructor Comments:




	Constructed Response—Identify what component of this project challenged you most. Do you feel you can apply what you learned to create an independent project? Explain, and identify concepts you believe you need more practice with in the future to develop competence in Flash.



	

	

	

	

	

	

	

	

	

	


NAME:_______________________________
FLASH BASICS: CAN YOU PROVE IT?

ENRICHMENT ACTIVITY
(Sample file included on CD—EasterBunny.swf)

Have you mastered the basic elements of Flash? Try this exercise to see if you are ready to move on to the next level.

PROJECT: Create a holiday animation consisting of two scenes—an intro with just a text tween and your name and an Easter scene. Include a button on the first scene to go to the second and a button on the second scene to return to the first frame of Scene 2 to replay the scene. 
Create the following symbols from scratch—an Easter bunny (use the pattern below), various decorated eggs, an Easter basket with eggs sticking out, scenery, and a replay button (be creative). You may use one of the built-in buttons in Flash Common Libraries for your first scene button or create your own (of course, I prefer you make your own…).
Example of scene— 

[image: image4.wmf]
Once all your symbols are created and in place, create a new symbol that consists of text that “wiggles”. Make this a movie clip that plays inside your cloud. It should fade onto the screen after the bunny rabbit enters the screen and should say something festive (such as Hoppy Easter!). Then, your replay button should appear. 

EXTRA, EXTRA!
Flash has an option to use a motion guide (which is basically a path that a tween can follow). Try to use a motion guide and make your bunny rabbit hop around the screen in an irregular path. Use this website for help--


http://www.cbtcafe.com/flash/motionguide/motionguide.html

Scoring guide on reverse side; be sure to complete all requirements, but if you should finish early, don’t settle! Add more and make it grrrreat!
FLASH BASICS: CAN YOU PROVE IT?

ENRICHMENT ACTIVITY SCORING GUIDE

Be sure to check your work with this scoring guide before requesting that your project be graded!

Name:_______________________________________________
Date:_____________________

	Evaluated
	Mastered
	On The Way
	Not Mastered

	Organization of FLA
	FLA contains various named layers and is organized; most objects are own their own layers
	Some layers are named or some layers contain too many objects
	Multiple layers are not used or are not named

	Flash Drawing
	Objects are drawn using mostly shapes, rather than pencil or paintbrush, and look like good “cartoons”
	Objects are there, but it is obvious that the pencil or paintbrush tool was used and graphics look amateur
	Objects are not drawn; imported graphics are used or graphics are too simplistic

	Creativity
	Project shows your personality and is creative and well-thought out
	Project is done that looks exactly like example—good, but could be better
	Project shows lack of creativity or effort

	Quality
	Tweens are used, cartoon runs smoothly, and work is of a quality that you should be proud of!
	Cartoon is a little choppy; frame-by-frame animation was used instead of tweens
	Did the bare minimum to get by; has objects, but did not achieve purpose

	Navigation/

Actionscript
	Buttons work and Actionscript is applied properly
	Buttons are there and Actionscript is attempted  but there are some functional problems
	Buttons are not there or do not work

	Follows Directions
	All directions were followed
	One or two minor direction were omitted
	Project did not stick to the guidelines in many aspects

	Extra
	Additional items were drawn and/or rabbit follows a path (motion guide)
	
	

	OVERALL EVALUATION
	A—Good job! Flash basics are mastered and you are well on your way!
	B/C—Not bad, but you probably need another enrichment project before you are ready to move on
	F—Lack of effort, motivation, or completion
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