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named Flash CS4 For Dummies Library.fla.All that you see when
you open this file in Flash is a blank screen. To see the graphics, choose
Window Library. To use these shapes in another Flash file, choose

File Import to Library and choose the file named Flash ¢S4 For
Dummies Library.fla from the location where you saved it on your
computer.

An even better idea is to copy the . f1a file from wherever it is on your
computer to the Libraries subfolder of your Flash CS4 folder. (In Windows,
you find this at Program Files\Adobe\Adobe Flash CS4\en\
Configuration\Libraries on your hard drive. On the Mac, you find it
in Applications/Adobe Flash CS3/Configuration/Libraries on
your hard drive.) Then you can access this file at any time by choosing
Window Common Libraries.

Flash movies galore

Throughout this book, we refer you to the companion Web site to look at
Flash movies as examples of the features we are explaining. These movies are
organized by chapter. They help you understand some of the more complex
capabilities of Flash that are hard to explain or show in a figure. Some of
these movies are real-world Flash movies that come from active Web sites.
Others are examples we created for you to isolate a Flash feature. Either way,
we hope that you can use them to further your understanding of Flash.

To examine and use these movie files, you need to first download them to your
hard drive. Point your Web browser to www.dummies.com/go/flashcs4fd
and download the zipped file. When you unzip it, you can open the file you
want. Here are a few troubleshooting tips to keep in mind when you use the
Flash movie files provided on the Web site:

v~ The Flash movie doesn’t play. Sometimes when you open a Flash movie,
nothing happens when you try to play the animation. Choose Control
Test Movie to see the animation.

1~ The fonts look different. If some of the fonts required by the Flash files
aren’t available on your system, you might see less-than-satisfactory
substitutions when you play the Flash Player files. You might also see a
message asking you to substitute fonts. You can click Default or choose
any fonts you want.

We would love to hear your comments about this book. You can contact
Gurdy Leete at gleete@mum. edu or Ellen Finkelstein at ellen@ellen
finkelstein.com. Please note that we can’t provide technical support
on Flash. (If you need technical support, check out the resources we list in
Chapter 15.)

Enough of all this talk. It’s time to move into the real part of this book and
start creating cool Flash movies! Enjoy!
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“You know, T’ve asked you a dozen times NOT to
animate the torches on our Website,”




n this part, you discover what Flash can and

can’t do and start to make your way around
the Flash world. In Chapter 1, we introduce you
to Flash, show you what it looks like, and explain
how to use its toolbars, menus, and panels. You
find out about the Stage and the Timeline, two
central Flash concepts. Play your way through
your first animation to get firsthand experience in
the power of Flash.

In Chapter 2, you get an overview of the entire
process of creating a Flash animated movie, from
developing your concept to publishing your movie
in the format a browser can display. We explain
how to set properties that affect your movie as a
whole and how Flash works with various kinds of
graphics. We close with the steps for printing your
movie on paper. This part provides the foundation
for future success.
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Getting Acquainted
with Flash CS4

In This Chapter
Introducing Flash
Figuring out what you can create with Flash CS4
Knowing when not to use Flash CS4
Starting Flash
Perusing the screen
Using Help
Creating your first animation
Closing Flash

0 nce upon a time in a galaxy that seems far, far away
by now, there was the Internet, which contained

only plain, unformatted text. Then came the Web, and

we gained text formatting and graphics. Then the

Web grew up a little, and Web page graphics got R “bnw
fancier with things such as small animations in

banner ads. But people, being used to movies and

TV, wanted an even more animated and interactive

Web experience. Along came Flash.

Flash, once from Macromedia but now from Adobe

Systems, is the software that runs some of the coolest

Web sites around. When you surf the Web and see sites

that contain animation across the entire page or buttons

that do spectacular stunts when you click them, you're proba-

bly seeing some Flash magic. If you create a Web site, you can use

Flash to rev up the basics and actively respond to users’ choices so that your
viewers will say, “Wow!”

In this chapter, you find out what Flash is all about, what the Flash screen
looks like, and how to use Help. Then you create your first, simple animation
so that all the rest of this book makes sense.
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Discovering Flash

Flash offers a powerful system for creating animation for the Web. In a nut-
shell, here’s an overview of how you use the system:

1. Create a Flash movie by creating graphics and animating them over
the duration of the movie.

Besides animated graphics, you can add navigational buttons, check
boxes, and other user interface elements. You can add a few Flash com-
ponents to a Web site or create an entire Web site.

2. Use the Publish command in Flash to publish the movie into a Flash
Player file that a browser can display.

At the same time, Flash creates the appropriate HyperText Markup
Language (HTML) code that you need for your Web page.

3. Insert HTML code into your HTML document that references the Flash
Player file.

It’s similar to adding a graphic to a Web page. Or you can use the HTML
code alone as a new Web page for a fully Flashed page.

4, Upload the new or edited HTML document and the Flash Player file to
the location where you keep other files for your Web pages.

5. Open your browser, navigate to your Web page, and presto! — there’s
your cool animation, navigation, or other Flash element on your Web

page.

You need the Flash Player to see the effects that Flash creates. These days,
the Flash Player comes installed with most computer systems and browsers,
so most people can view Flash-driven Web sites immediately without any spe-
cial download or preparation. When you display a Web site that contains
Flash effects, your system uses the Flash Player to play the animation.

Users who don’t have a Flash Player can download it for free from Adobe at
www . adobe.com/go/flashplayer.

Web sites are getting more and more sophisticated. By using animation, spe-
cial effects, and interactive techniques, you can distinguish your Web site
from the also-rans. Creating animation isn’t hard, and you don’t have to be a
professional graphic artist, either. Anyone can create simple animations to
enhance a Web site; it just takes a little time.

To find Web sites that have successfully used Flash, check out the Adobe
site at www . adobe.com/products/flash/flashpro/productinfo/
customers and look at some of the examples. Don’t get discouraged by
seeing some of the truly sophisticated results at these sites. You can start
with a simple, animated site and go from there. (Chapter 16 lists ten great
Flash designers and where you can find their work.)



Chapter 1: Getting Acquainted with Flash CS4

Understanding What You Can Create
with Flash CS4

You can use Flash CS4 to create simple animation to add to your Web page.
Or you can create an entire Web page or site with Flash and incorporate text,
graphics, interactive buttons, user interface components, and animation. You
can even program applications in Flash.

This book helps you use Flash to create a simple or complex Web site. The
following list describes some ways that you can manipulate text, graphics,
and sound by using Flash CS4:

~ Create still or animated text on your Web page. You can choose to stop
the animation after a few seconds or repeat it while your viewers view
the page.

1~ Use Flash tools to create your own graphics for your Web page or to
import graphics. You can lay out an entire Web page graphically or add
graphics to only a part of a Web page, as shown in Figure 1-1.

New York Philharmonic g MyAccount (Login)  Search & Print

N . Concerts & Tickets  Broadcasts & Recordings  Education  Support the Philharmonic ~ AboutUs  eStore
CREDIT SUISSE

THIS MONTH AT THE PHILHARNIONIC Bz ¢ 5]
[4] ~MAY 2008
SUN MON TUE WED T:U Fz\ S:T MAY 22-24

4 - SCHUBERT'S "UNFINISHED"
gy SYMPHONY

CRRTY 2 [RIN 22 | 23 | 24 |
» 0 » EIEIEE

FIND A CONCERT

eMotes Newsletter  SigaUp

WHAT'S NEW

May 28, 2008 June 25-July 4

Young New Yorkers forthe Narratives of Mahler's Summertime Classics

Philharmonic Symphony No. 9

Bramwell Tovey should ¢

social

y Leonard Be

Thanks to the New York Philharmonic, www.nyphil.org, for permission to display its Web site.
Photo by Chris Lee

Figure 1-1: The New York Philharmonic Web site uses Flash to create an ever-changing
display on its home page.
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+~ Animate graphics and make objects appear and disappear by using
the transparency feature. Objects can move, get bigger or smaller, or
rotate. Flash also lets you morph — that is, transform — shapes into new
shapes.

v~ Fill shapes and text with gradients, which are colors that gradually
change into new colors. You can even fill shapes and text with bitmap
images that you import into Flash. For example, you could fill the
letters of your name with dozens of flowers. (You aren’t a flower child
any more?)

1~ Create Web page buttons that not only lead your viewers wherever
you want them to go but also change shape or color at the same time.
You can make buttons change when you pass your mouse over them.
People who view your page can click a button to display a movie (anima-
tion) or start a small application.

»» Add sound or video to your movie. It’s easy to add sound effects in
Flash. You can control how long the sound or music plays and whether
it loops to play continuously. You can play video files as well.

1~ Create menus that viewers can use to navigate your site. You can
create navigation tools as well as forms, check boxes, and other inter-
face elements that look a lot more stylish than plain HTML ones.

As you can see, you can go far with Flash if you want. And why not? It’s
great fun!

Determining When Not to Use Flash CS4

If Flash CS4 is so wonderful, why doesn’t every Web site designer use it? Why
aren’t most Web sites created completely with Flash?

Here’s the other side of the story.

Although the vector graphics and animation of Flash load quickly, they don’t
load as quickly as plain text and simple graphics. Adding a movie to your
Web page creates some overhead. There’s no point in using Flash if you want
simple pages consisting of mostly text and a few graphics that you want to
stay put and not move.

You can create certain graphic effects more easily by using bitmap graphics.
Painted brush stroke and textured effects are examples. Artists create these
types of graphics by using graphics editing software, and the results are
bitmaps. Similarly, to add photographs to your Web page, you need to scan
the photographs as bitmaps. Flash creates vector graphics (defined mathe-
matically), which are different from bitmap graphics (defined by lots of dots).
However, you can import bitmap graphics into Flash. Find out more about
bitmap and vector graphics in Chapter 2.





