Flash
Flash Text Effect Tutorial - Fades

http://www.webdevelopersnotes.com/tutorials/adflash/flash_text_effect_tutorial_fades.php3
Fades can be primarily be of three types

· Fade-in Effect: Object gradually comes into view. 

· Fade-out: Object is visible at the start and then vanishes. 

· Object fades in and out over time. 
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In Flash, you can apply all the three effects to objects. However, these objects must be first converted to symbols. Fading is accomplished by modifying the visibility of symbols instances using the Alpha color effect. Sounds confusing? It's actually quite simple.

Step 1
Open a new file. Change the layer name to something more descriptive as "Fade effect".

Step 2
With the first frame highlighted, create a rectangle using the Rectangle tool [image: image3.png]


. Now convert this object to a symbol by first selecting it with the Arrow tool [image: image4.png]


and then clicking on Insert - Convert to Symbol. When asked for a symbol name, type "rect" (without the quotes) and make sure that the Behavior for this symbol is set to Graphic.

Step 3
Align this symbol to the center of the page. An easy way to do this is through Align command in the Modify menu. In the align window, (shown below) click on the third icons from the left in both vertical and horizontal alignments and check the Align to Page checkbox.
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Step 4
Add a keyframe at frame 36.
And with frame 36 highlighted on the time line, click on Modify - Instance. The Instance Properties window opens up. Click the Color Effect tab and select Alpha from the drop down menu. Change the Alpha value to 0% (you can do this by either typing the value in the text field or moving the slider to the extreme left). [image: image8.png]Instance Properties
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So what have we done here? By adding a keyframe at frame 36, we create an Instance of our symbol rect. The properties of this instance can then be changed through the Instance properties window. In addition to Alpha, there are other properties like, Brightness, Tint and Special. Alpha changes the tranparency of the symbol. Thus, 100% alpha signifies that the object is fully visible while 0% makes it completely transparent.

STEP 5
You shall notice that the symbol has vanished though the selection outline is still visible.
The last step is to apply a motion tween between the start and end frames.
Right-click on a middle frame, and select Create Motion Tween from the drop down menu.
You have just created a fade-out effect. Click Control - Play to see your result.

Flash Animation Course - Motion tweening

http://www.webdevelopersnotes.com/tutorials/adflash/flash_animation_course_motion_tweening.php3
One of the basic animation techniques is moving an object from one location to another. This is accomplished in Flash by applying a Motion Tween between the start and the end frames.
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Step 1
Open a new file. You'll notice that this movie has only one layer called Layer 1. It is always a good practice to put descriptive names of your choosing for the layers in a Flash file. To rename Layer 1, double click on its name and then type the new name, something like "Motion Tween".
[image: image11.png]




Step 2
Our stage is set and it is now time to create an object.
Hightlight the first frame in the Time line and using the Oval Tool [image: image12.png]


and draw a circle somewhere on the stage.

Step 3
To animated this circle so that it moves from one place to another, we have to convert it into a Symbol.
Click on the Arrow tool [image: image13.png]


and select the circle you have just drawn. (The previous tutorial explains how to select objects using the Arrow tool). Flash places a sort of 'net' over selected objects. The image below shows what a selected and an unselected circle looks like.
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Now click on Insert - Convert to Symbol. The Symbol Properties window pops up. In the name text field type "Ball" which is the name for our symbol and also make sure that the Behavior is set to Graphic (that is the default value). Click OK to convert the circle into a symbol.
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Step 4
If the Symbol Library is not open, click Window - Library to display the library in which you will find your newly created symbol, "Ball". Click on its name to view the a thumbnail of the object.
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Step 5
Place the circle (which is now a symbol) somewhere near the top-left corner of the stage.
Now right-click frame number 36 in the time line and select Insert Keyframe
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This adds a key frame at frame 36. With this frame selected, move the circle symbol and place it near the top-right corner of the stage. Thus, the circle is placed at its staring point (top-left) in frame 1 and at its ending point (top-right) in frame 36. We are all set to apply the animation.

Step 6
The last step is creating a Motion Tween between frame 1 and frame 36.
Right-click at any frame between 1 and 36, and from the drop down menu select Create Motion Tween
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With the motion tween applied between frames 1 and 36, the layer should look something like:
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To see how it works, click on Control - Rewind and then Control - Play.
Click on the button below to see is what I made:

Flash web site design tutorial - Fade-in and fade-out effect
http://www.webdevelopersnotes.com/tutorials/adflash/flash_web_site_design_tutorial_fade-in_and_fade-out_effect.php3
A continuous fade-in and out effect involves creating three keyframes on the Time line. The logic behind creating this effect is quite simple. The first and the last frames have an invisible symbol while the middle keyframe has a fully visible symbol instance.
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This time, instead of using shapes, we shall employ some text.

Step 1
Open a new file. Change the layer name to fade-in-out. Hightlight the first frame on the layer.
Click on the Text Tool [image: image22.png]


. Select a bold font like Arial Black, size 48. Type some text (your name!), center the text with Modify - Align and clicking on the third icon from the left in both Vertical and Horizontal alignments and checking the Align to Page checkbox.

Step 2
If the text is not selected, click on it with the the Arrow tool [image: image23.png]


. Now, make this text into a symbol by clicking Insert - Convert to Symbol. Give a name to this symbol and be sure that its Behavior is set to Graphic.

Step 3
Make two keyframes (frame number 1 is already a keyframe) at frames 15 and 30. (To make a keyframe, right-click on the frame and select Insert Keyframe from the menu).

Step 4
Hightlight frame 1 and click Modify - Instance. Change the Alpha level (in the Color Effect) to 0%. Repeat the process for frame 30.
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Step 5
Our time line with the required keyframes is all set for the addition of motion tweens.
Create Motion Tweens between frames 1 and 15 and 15 and 30. You can do this by right-clicking on one of the middle frames and selecting Create Motion Tween from the menu.

http://www.webdevelopersnotes.com/tutorials/adflash/flash_text_fade-in_fade_out_effect.html
Special Effects in Flash
As I have mentioned before, Alpha (which changes the transparency of an object) is one of the four effects you can apply to symbols. The other are:

· Brightness: Changes the brightness of a symbol instance 

· Tint: Changes the color of the symbol instance. 

· Special: Lets you modify both Alpha and Tint for a symbol instance. 

[image: image26.png]


[image: image27.png]


Firstly, we'll make a small movie.

Creating the basic Flash file
Open a new file. Change the layer name to something more descriptive (Yes, I shall keep on reminding you of this). Draw a rectangle in the first frame. Convert this into a symbol, since Flash effects can only be applied on symbols. Align the object to the center of the page.
Add a keyframe at frame 30 and then create a motion tween between the starting and the ending frames.
Here is what I made:




Applying the Tint effect
Hightlight frame 30 (which is a keyframe) and select the symbol instance using the arrow tool [image: image29.png]


. Open the Instance Properties window by clicking on Modify - Instance. Click the Color Effect, and select Tint from the drop down menu.
Move the Tint slider to 100% or alternatively enter the value in the text field. Move the color slider up and select a color from the color palette. Check the image below for details.
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If you are familiar with RGB color codes, you can enter the color red, blue and green color values in their respective fields instead of moving the color slider and selecting a color from the palette.
I changed the tint of the symbol instance in the ending frame to a bright yellow. The square in my file now changes color from cyan to yellow.
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Brightness
The Brightness effect is simple. You need to select Brightness from the Color Effect drop down menu and then move the slider for a desired shade or alternatively, enter a value in the text field.
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With brightness set to -50% for the symbol instance in the final frame the flash movie I'm creating would change:




Special
The Special Effects window presents a set of sliders and their associated text fields through which you can change both the RGB (color) and alpha values for the same symbol instance.
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Online Flash Help - Splits

http://www.webdevelopersnotes.com/tutorials/adflash/online_flash_help_splits.php3 
The aim of this session is to create an animation something like:




In all the previous sessions, we made files that contained only one layer. However, in this animation we would have to use three layers. One containing the original text and the others containing the upward and downward animations.
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Step 1
Open a new file. Change the name of Layer 1 to text. Click on the Add Layer icon or alternatively you can click on Insert - Layer. This adds a new layer just above the first layer.
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Add another layer to the movie. Name the top layer downward motion and the middle layer upward motion. You should now have three layers in your file named (from top to bottom) downward motion, upward motion and text.
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Step 2
Hightlight the first frame of text layer and using the text tool [image: image43.png]


insert some text in the frame. Convert this text to a symbol. Name this symbol mytext and make sure that the Behavior is set to Graphic. Align this symbol to the center of the page.
Open the Symbol Library (Window - Library). You shall find the mytext symbol in the listing. Click on its name in the library to display a thumbnail view of the symbol.

Step 3
First frame of text layer is a keyframe. Insert 17 more frames after frame 1 so that the layer now has 18 frames in total. (You can add frames by either right-clicking on the Time line and selecting Insert Frame from the menu hitting F5 on the keyboard.)
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Step 4
Hightlight the first frame of upward motion layer, and drag an instance of mytext symbol from the library onto the stage. Align this to the center of the page. In the same layer, add a new keyframe on frame 18 and shift the symbol slightly above the original location. We shall now modify this symbol instance. Click on Modify - Instance, choose Alpha from the Color Effect drop down menu and decrease the alpha value to 0%. Insert a motion tween between the first and last frames. (Right-clicking on any middle frame and selecting Insert Motion Tween from the menu will insert the motion tween).
Now place an instance of mytext symbol on the first frame of layer downward motion and center it on the stage. Insert a new keyframe on frame 18. Place this symbol slightly below the symbol in frame 1. Change the alpha value of this instance and decrease it to 0% through Modify - Instance - Color Effect - Alpha. Insert a motion tween between the first and the last frames.
With eveything done, your layers should look like:
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Check the results by playing the movie.

Shape tweening in Flash

http://www.webdevelopersnotes.com/tutorials/adflash/shape_tweening_in_flash.php3 
Shape tweens allows us to change the shape of objects. This is similar to morphing where one object changes to another. In this session we shall make a simple shape tween in which a circle changes to a square.




One of the main differences between a shape tween and a motion tween is that shape tweens do not work with symbols or groups. If you want to apply shape tweens to groups or symbols, you have to first ungroup or break them apart.
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Step 1
Open a new file. Change the name of the layer to something more descriptive. Highlight the first frame in the layer by clicking on it. Draw a circle using the oval tool [image: image50.png]


. Align the circle to the center of the page. (Do not convert the circle to a symbol).
Now, right-click on frame 30 and from the menu select Insert Blank Keyframe. With the rectangle tool [image: image51.png]


, draw a square and align it to the center of the page.

Step 2
Right-click on the first frame and choose Properties. Click on the Tweening tab and select Shape from the Tweening drop down menu. Click OK.

Step 3
You must have noticed that Shape tweens have a light green color instead of light purple for motion tween. Your layer should resemble the one below.
[image: image52.png]» 50





Play the movie to see the shape tween in action.

There are times when you might want to use a shape tween on a symbol. Since shape tweens will not work on groups or symbols you would first have to ungroup or break the object. To break or ungroup an object repeartedly click on Modify - Ungroup or Modify - Break Apart till these options are 'grayed' out.
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Shape tweens between text and an object stored as a symbol
Start a new Flash file. Draw a circle and convert it into a symbol. Name this symbol circle and make sure that Behavior is set to Graphic.
Delete this symbol from the stage (with the symbol selected press the backspace key on the keyboard).
Using the text tool [image: image55.png]


insert some text onto the stage. Convert this into a symbol named text with Behavior set to Graphic.
Delete this symbol from the stage.

Now, hightlight the first frame of the layer and drag the circle symbol on it. Place it near the top-left corner of the movie. Click Modify - Break Apart.
With frame 30 hightlighted, right-click and insert a blank keyframe. Drag an instance of the text symbol on the stage and place it near the top-right corner of the stage. Click Modify - Break Apart; however, the Break Apart option does not 'gray out' on the first time. So repeat this process. Click Modify to confirm that the Break Apart and Ungroup options are both grayed out.
Right-click on the first frame and select Properties from the menu. In the Frame Properties window, click on the Tweening tab and select Shape from the Tween drop down menu.

Click for the results in a shape tween which changes a circle to text:




Flash Tutorial Animation - Tween Properties
Motion Tweens

http://www.webdevelopersnotes.com/tutorials/adflash/flash_tutorial_animation_tween_properties.php3
Rotation can be applied to motion tweens so that objects spin in clockwise or anti-clockwise direction. After inserting a motion tween, right-click on one of the frame to bring up the Frame Properties window. Click on the Tweening tab and from the Rotate drop down menu select the direction, clockwise or anti-clockwise. In the text field, type in the number of times you want the object to spin. Click OK and play the movie to see the results.
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The Easing property allows you to specify the rate of motion from start to finish. With a value of -100, objects accelerate towards the finish while the reverse happens if the value is set to 100.
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Shape Tweens
Easing values can also be used for shape tweens. They do essentially the same function as in motion tweens. Here is a Shape Tween with an Ease value set to 100.




Motion on a defined path in Flash

http://www.webdevelopersnotes.com/tutorials/adflash/motion_on_a_defined_path_in_flash.php3



All along we have only looked at creating motion along a straight path. What if you wanted objects to move around on a complex path.
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This involves creating a simple motion tween, making the complex path and then placing the symbols at the start and end frames at the ends of the path.

Step 1
Open a new file. Rename the layer to motion path. Create a simple motion tween that runs for 60 frames (5 seconds assuming the frame rate is set to 12 frames per second).

Step 2
Right-click on motion path layer and select Add Motion Guide from the menu. A new layer is created on top. The icon of the blue curved line on this layer signifies that this is a motion guide layer.
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Step 3
Hightlight the first frame of the motion guide layer and then using the pencil tool [image: image71.png]


, draw a path on which you want the object to move.

Step 4
Click the first frame on motion path layer. With the Arrow tool [image: image72.png]


, select the symbol and drag it to the starting end of the path till the cross hair inside the symbol turns to a circle. (see figure below)
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Fixing the symbol to one end of the motion path.
Repeat the process for the other end of the path with the symbol on the last frame. Play the movie to see the results.
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Orientation
An important property of motion tween is Orient to path direction. It causes the object to be oriented in the direction of the path. You would have to select the Orient to path direction checkbox in the Frame Properties window Tweening tab.
Note the subtle difference in the movie below (which has the Orient to path direction checked). You'll notice that the square aligns itself to the direction of the path during motion.




Flash Mask Tutorial - Masking

Masking allows you to hide part of an object or text. It can be used for making spotlight kind of effects.
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Step 1
Open a new file. Rename the layer to mask. Add a Blank Keyframe at frame 40.

Step 2
Add a new layer and name this layer text. Using the text tool [image: image79.png]


, insert some text into the first frame of this layer. I recommend a thick font like Arial Black, size 48.

Step 3
Now, click on the first frame of layer named mask, and draw a circle slightly larger than the text. Convert this circle into a symbol and place it on the left hand side of the text.
Click on frame 40 and drag an instance of the circle symbol onto the stage and place it on the right of the text.
Create a motion tween between frame 1 and frame 40 of layer mask.
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Step 4
The last step is to create the mask.
Right-click on the top layer (text) and select Mask from the menu. Play the movie to see the results.




Note: The color of the masked object is set by the color of the masking object. In our case, the color of text is determined by the color of the circle. So even if you've used black for text color, the final color on masking will be the color of the object used to mask the text.

	


	




Button tutorial Flash - Simple buttons

http://www.webdevelopersnotes.com/tutorials/adflash/button_tutorial_flash_simple_buttons.php3
Buttons are one of the building blocks of interactivity. They are used to capture user events such as mouse roll overs or clicks. You can use buttons to perform various tasks such as loading external movies, stopping sounds etc. Creating a button is as simple as creating a graphic symbols because buttons are symbols themselves.
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Step 1
Open a new file. Give a descriptive name to the layer.

Step 2
Draw a rectangle that will serve as a button graphic. Put some text inside the rectangle. Select the rectangle and the text and align them to the center of the page. Click Insert - Convert to Symbol. Name this symbol "rect" and select Graphic as its Behavior.
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Graphic symbol that will be used inside the button.
If not already open, click on Window - Library to display the library. You will find your newly created graphic symbol rect listed in the library. We will use this graphic symbol inside our buttons and change its instances to differentiate between the various button states.
You can now delete the graphic symbol from the stage. (Don't delete the symbol from the library, just its instance on the main movie).

Step 3
Click on Insert - New Symbol. In the Symbol Properties window, type mybutton in the name field and select Button as the Behavior.
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Step 4
Whenever a new symbol is created, you are directly taken to Symbol Editing mode. In this mode, you can edit the symbol only. (You can always go back to editing the movie by clicking Edit - Edit Movie).
The button symbol consists of only four frames called Up, Down, Over and Hit.

· Over: Determines the button state when the mouse cursor is taken over it. 

· Down: Determines the button state when the mouse cursor is taken over it and the mouse button is pressed (but not released). 

· Up: Determines the state of the button when a mouse button button is pressed and then released over it. 

· Hit: Determines the area of the button. 

When the mouse cursor is moved over a Flash button its shape changes to a hand. Hit determines this active area.
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Step 5
Drag an instance of the rect symbol onto the Up frame of the button. Align it to the center of the page.
Select the remaining three frames (use the SHIFT key for multiple selections), right-click and select Insert Keyframe.
To differentiate between various button states, we'll change the instances of the rect graphic which now occurs in all the four frames.
For mouse-over effect, hightlight the Over frame and click Modify - Instance. Change the Brightness in the Color Effect to 50%. Click OK
Then change the instance of the symbol in the Down frame. In the Frame Properties window, select Special from Color Effect drop down menu and change the Red value to 219.
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We've change the instances of rect symbol for Over and Down button states. Our button is now complete. We now need to place it in the main movie and check our results.

Step 6
If in symbol editing mode, go to movie editing mode (click Edit - Edit Movie).
Drag an instance of the button symbol onto the main movie stage. Align it to the center of the movie.
Click Control - Test Movie to see how this button works.




Move your mouse cursor over the button and click on it to see how it functions.

Note: It's not necessary to use the same graphic symbol for each of the button states. You can have freaky buttons if you combine different graphic symbols.

Using only text as buttons
Buttons can be made using only text. However, in such cases, use a geometrical shape such as a rectangle to define the area for the Hit frame of the button because the area enclosed by the text is thin and irregular.

Flash Button Tutorial - Animated button

http://www.webdevelopersnotes.com/tutorials/adflash/flash_button_tutorial_animated_button.php3
Making an animated button is similar to making a simple button but instead of using graphic symbols instances we use Movie Clip symbols.
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Making a movie symbol
A Movie Clip symbol is a self contain movie whose time line moves independently of the main movies' time line. Movie Clip symbols can contain animations and here we look at creating two simple movie symbols. The first symbol which we shall call fade-in consists of an animated rectangular graphic which is semi transparent at the start and then becomes clear. The second called fade-out, contains the same rectangular graphic which fades out.

The first step in to make the rectangular Graphic symbol. This should not be difficult for you, now that you have gone through so many sessions.
Open a new file and in the first frame draw a rectangle with some text. Align both the rectangle and the text to the center fo the page. Convert this into a Graphic symbol and name it rectbutton.
The rectangular graphic should look something like:
[image: image95.png]BUTTON




Delete the instance from the stage. Open the symbols library (Windows - Library).
Click on Insert - New Symbol and in the Symbol Properties window set the Behavior to Movie Clip and name it fade-in.
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You will not be in symbol editing mode. That's fine 'cause this is what we wanted. Drag an instance of rectbutton graphic symbol you created before onto the first frame. Align the symbol to the center of the page. Insert a keyframe at frame 18 and create a motion tween between the first and the eighteenth frames. Hightlight the first frame by clicking on it and then click Modify - Instance. Change the Alpha (found under Color Effect tab) value to 30%. Click OK to continue and test your movie Control - Play.




This movie will be used for mouse-over effect. Since we don't want it to play continuously, we would have to add a Stop Action to the last frame. Add another layer to fade-in movie, call it actions and insert a keyframe at frame 18 (the last frame). Right-click on this frame and select Properties from the menu. In the Actions tab click on the Plus (+) sign and select Stop from the menu.
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(Note: This is the first time an action has been included in a movie. Thus, I have introduced you to the simplest of them all. The Stop action tells the movie to stop playing at the specified frame.)

Click Edit - Edit Movie to go back to editing the main movie.
We now create the other Movie Clip symbol.
Click Insert - New Symbol. Name this symbol fade-out and set the Behavior to Movie Clip. You shall now be in symbol editing mode. Place an instance of rectbutton graphic symbol on the first frame and align the instance to the center of the page. Insert a keyframe at frame 18. Create a motion tween between the start and end key frames. Click on the last frame and then change the Alpha value of the instance to 30%. Click OK.




Add another layer and insert a kerframe at frame 18. Add a Stop action to this keyframe just as you did before. The fade-out movie is used for mouse-out effect.
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Making the animated button
You would now have three symbols in the Library, one graphic and two movie clips. It is time to create an animated button. Enter the Movie editing mode and click on Insert - New Symbol. Name this symbol mybutton and set its Behavior to Button.
Place an instance of fade-out movie clip symbol into the Up frame and align in to the center of the page. Insert a Blank Keyframe in Over frame, drag an instance of fade-in movie clip symbol onto the frame and align in centrally. In the Hit frame, insert a blank keyframe, add an instance of rectbutton graphic symbol and align it to the center of the page. (Notice that we do not use the Down button frame). The button frames should look like:
[image: image102.png]




Enter the movie editing mode (Edit - Edit Movie) and drag an instance of the animated button onto the movie. Align in to the center and click Control - Test Movie to see how it works.




The importance of the Stop action
We introduced a Stop action at the last frame of both our movies. This tells the movie to stop playing once it reaches the end frame. If we skip this step, our movie plays continuously messing up our animated button.

Flash tutorial - Scroll Menu



Download the .fla file
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Important points
· The movie consists of four frames. Each frame has a 'Stop' action attached to it. Actions for the main movie are placed on a separate layer which is a good habit since it differentiates the content (graphic, movie or button) from the actions. 

· Buttons are created employing Graphic symbols. The symbol used in the 'Over' frame is different from those used in 'Up' frame to provide a mouse-over effect. 

· For buttons, the actions should only be attached to their instances. Therefore, you have to drag the button from the library (thus creating an instance of the button) and then change the instance properties through Modify - Instance. Click on the Actions tab and assign the actions. Flash will ignore any actions placed directly on button frames (Up, Over, Down or Hit). 

· The 'Up' button in the first frame and the 'Down' button on the last frame do not have any actions associated with them. 

· The position of 'scroll' is changed over frames. 

Flash ActionScript Tutorial - Mouse drags

You can create all kinds of interactivity in Flash. My favorite is the mouse drag that allows user to 'pick' something with the mouse and place it anywhere on the Flash movie stage.
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Make your landscape - Flash Interactive movie



Creating Symbols that can be dragged
· Flash allows only movie clip symbols to be dragged. 

· Buttons are the only symbols which recognize mouse events like mouse-over and mouse clicks. 

· The 'Mouse Drag' is accomplished by the Drag Movie Clip action that is applied to the button instance. 

· To stop the draggin, Drag Movie Clip is applied with the 'Stop' action. 

· Movie Clips are dragged when the mouse button is 'Pressed' and dragging is stopped when the mouse button is 'Released'. 

Making draggable objects involves the creation of a button symbol, which is then placed in a movie clip symbol. Remember that the actions are applied to the instance of the button symbol.

Step 1
Draw a circle on the stage and align it to the center of the page. Convert this to a Graphic symbol and name it circle. Delete it from the stage now that you have it in the library.

Step 2
Click Insert - New Symbol, name this drag-button and set the Behavior to Button.

Step 3
Drag an instance of circle graphic symbol on to the first ('Up') frame of the button. Insert keyframes in the other three frames.

Step 4
Go back to movie editing mode (Edit - Edit Movie) and make another symbol (Insert - New Symbol). Name this symbol circle-drag and set the Behavior to Movie Clip.

Step 5
Place an instance of drag-button button symbol onto the first frame of the movie clip and align it to the center of the page. Click on Modify - Instance and bring the Actions tab in front.
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Step 6
We shall now add the drag actions to our button instance.
Click on the plus sign (+) and select Drag Movie Clip. Click on 'On (Release)' in the actions list, check the Press checkbox in the Events listing and uncheck Release (refer image below). This changes the 'On (Release)' action to 'On (Press)' and tells the Flash to start the dragging process when the mouse button is pressed NOT relased.
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Click 'End On', and add another Drag Movie Clip action from the menu. (Click the plus sign to display the menu). Select the 'Stop drag operation' radio button.
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The image above displays the final actions associated with the button instance.

Step 7
Go to movie editing mode (Edit - Edit Movie) and place an instance or circle-drag movie clip symbol from the library on to the stage. Click Control - Test Movie to check the results.




Download 'Make your landscape' .fla
Download the circle movie .fla
