1. Work Area

a. Stage – publishable area

i. Zooming

1. mag. Tool (either click, or drag an area to zoom in) 

2.  press ctrl to zoom out

ii. Moving the view  of the stage
1. spacebar

2. hand tool

b. TimeLine

i. Layers over time

1. animation is a series of frames

ii. Focus of next class

iii. Layers

1. insert layers

2. position layers (like photoshop)

3. delete layers

4. layers folders

c. Tools Panel

i. Tools area - drawing, painting, & selection tools. 

ii. View area – zoom, pan 

iii. Colors area - stroke & fill colors (like illustrator)

iv. Options area  - modifiers for the currently selected tool. Modifiers affect the tool's painting or editing operations.

d. Library Panel

i. Where you store & organize symbols & imported files (bitmap graphics, sound files, and video clips)

ii. Window > Library or Ctrl + L or Command + L

e. Properties Panel
i. Changes depending on the selected tool

ii. Now, change the workspace size to 400 x 300 pixels

iii. Can change the color of the background

iv. Frame rate (12 frames per second)

v. Publish settings 

2. Drawing

a. Drawing Shapes

i. Oval, rectangle (behind rectangle - flash 8)
ii. Hold Shift to constrain proportions


iii. Merge Object Mode by default

1. Draw an oval, blue fill, green outline

2. Draw a square on top, yellow fill, no outline

3. Deselect the square

4. Select the square & move


iv. Switch to Object Drawing Mode

1. try steps 1-4 again


v. Switch back to Merge Mode

1. create a blue shape, no fill

2. create another blue shape, no fill

3. drag on top, deselect

4. try to select the shape


vi. Draw a line in Merge Mode

1. Create a blue shape

2. Draw a line on top in a different color

3. shape is bisected


Select all (Ctrl+a) & Delete
3. Color

a. Draw a circle


b. Change color & stroke 

i. in the properties panel

ii. or if selected in the tools panel


c. Fill Color

i. Deselect the shape, 

ii. Change the fill color on tools panel

iii. Use paint bucket to fill


d. Stroke Color

i. Deselect the shape

ii. change the stroke color on tools panel

iii. Use the Ink Bottle Tool to change the stroke color


e. Switch background & foreground


f. No Stroke or Fill

4. Selection

a. Strokes

i. Draw a square – blue fill, orange outline (5px)

ii. Select tool

iii. Click on the stroke

1. Notice it selects one line, the square’s stroke is made up of 4 distinct lines

iv. Double Click on the stroke

1. Notice it now selects the entire stroke

v. Move the outline


b. Select an area

i. Create a square, no stroke

ii. Select the selection tool

iii. Drag to select a section of the square

iv. Move using the arrows 

1. notice that just the selected area is affected, it did not select the entire shape


c. Hold down shift to select more than one object

d. Distort Image

i. Create a square - w/ a stroke
ii. Selection tool

iii. Mouse over the stroke, you get a curved line icon on the selection icon

iv. Click & drag

1. dumbed down version of bending lines in illustrator

v. Click on the subsection tool

vi. Select the area you just bent

vii. Click on the end points to see how it was created & for more control

e. Wireframe mode to deconstruct difficult images

f. Moving shapes

i. Circle in the middle will snap to other images

5. Free transform tool

a. Create a Circle  - w/ a stroke

b. Free transform tool (Q)
i. select on sides, or corners – scale, rotate,  skew

ii. Hold down Shift to constrain proportions

c. Distort

i. allows you to move one end-point

d. Envelope – all endpoints
i. New level of detail, to distort shape
6. Text Tool

a. Select text tool & click on the stage

i. Font, size, color, style options

b. Text Types

i. Static - display text that doesn't change characters dynamically. 

ii. Dynamic - display dynamically updating text, such as sports scores, stock quotes, or weather reports. 

iii. Input - allow users to enter text in forms or surveys

c. Options

i. Change direction, or format

ii. HyperLink text
iii. Transform text – you can transform it like an object—rotating, scaling, skewing, and flipping it

d. Break apart, put on different layers to animate or distort characters

i. Modify > Break Apart

7. Timeline

keeps track of your various objects & shapes & which layer they're on

keeps track of your animation key frames and their timing and placement.
a. two columns: 

i. Layers column

ii. Timeline - divided into individual frames; 

b. sliding red line 

i. marks your current position in the timeline. 

c. Layers

i. Similar to photoshop

1. add, delete, hide, lock, group, folders

d. Frames

i. In the first frame, black circle = keyframe

ii. Keyframes – beginning & end points, tells the program what to animate (in between the points)

Tweening - "Tween" is actually short for "in-between", and refers to the creation of successive frames of animation between key frames.

8. Basic Animation – Shape Tween

a. Draw a circle

b. Frame 24 – (2 seconds) Right click & insert blank keyframe

i. Or Insert > blank keyframe

ii. If we added a keyframe, the circle would be copied over

iii. It would duplicate the old keyframe & added a new one on frame 24

c. Frame 24 -  draw a large square

d. In between the 2 keyframes
i. On the properties menu, select Shape in the Tween dropdown
ii. Dotted line - means there is an error.  Make sure all of the instances are converted to shapes for the shape tween

e. Frame 1  -  Play (press enter)

9.  Shape Tween - alpha

a. Frame 36 - Add a keyframe (1 more second)

b. Frame 25 - add a keyframe 

c. Remove tween

i. Right click on a tweened frame & remove tween

d. Go to the last keyframe (36)

i. Open the color  mixer

ii. Set alpha to 30%

e. Create a shape tween

f. Play – press enter
10. Symbols

a. Frame 37 - add a blank keyframe
i. Draw a circle

b. Transform the shape into a symbol

i. Can’t animate shapes

ii. Right click > convert to symbol

iii. Insert > convert to symbol

iv. F8

v. Select Graphic

c. Can reuse symbols, stored in the library panel

d. Add more instances of symbol

i. Open library & drag more symbols onto the workspace 

e. Modifying symbols & instances

i. Modifying instances won’t change the original symbol

ii. Modify the symbol

1. Double click an instance, or the symbol in the library panel

2. You are now in the symbol, see your path on the breadcrumb above the workspace

3. Modify shape & see that all of the instances will change

4. Click Scene 1 to return to the main screen

f. If you edit the symbol, make sure it is in the correct position (centered)

i. Move so the center circle is aligned with the crosshairs

ii. Otherwise, the shape will be off to the side when you drag it onto the stage

11. Basic Animation – Motion Tween

Motion tweens have to be of symbols

a. Drag an instance of the symbol onto the stage

b. Frame 52 ( > 1 second) - 
i. Right click & insert keyframe

1. Or Insert > keyframe

2. It duplicated the old keyframe & added a new one on frame 48

3. If we added a blank keyframe, the circle wouldn’t be copied over

c. Frame 48 -  move the circle to the other side
i. In between the start & end keyframes, right click & ‘create motion tween’

d. Frame 36 - Select  (red outline should be on 36)

e. Play - Press enter

f. Add frames 

i. In the motion tweened area, right click & add frames.  Continue until at frame 60

g. Can also delete frames if too long



12. Motion Guide Tween

a. Frame 61 -  add a blank keyframe
i. Drag a circle symbol onto the stage

b. Frame 84 - Add a keyframe (2 seconds)

c. Click on the ‘add a motion guide”

i. Adds a new layer

ii. Create a keyframe on 61

iii. Use the pen tool to draw a curvy line

d. Select the circle on frame 60

i. Move center point & snap to the beginning of the curvy line

e. Select the circle of frame 84

i. Move the center point & snap to the end of the curvy line

f. Create a motion tween

13. Publish Preview & Export

a. F12 - opens a new browser

b. Save as - .fla (editable flash file, like saving as a .psd)
c. Export 

i. Saves as a .swf file, compressed, can add to a website.  Can’t edit

