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Flash Designer
for(init;expression;increment) { };
Example:
for(x=0;x<10;x++) { }
*break and continue is not supported in for and while

Built-in classes
Detailed information is available in official Macromedia reference.

Core Classes
Arguments, Array, Boolean, Button, Date, Error, Function, Math, Number, Object, String

Flash Player Classes

Accessibility, Button, Color, ContextMenu, ContextMenultem, Key, LocalConnection
Mouse, MovieClip, MovieClipLoader, PrintJob, Selection, Stage, System

TextField, TextFormat, Media Classes, Camera, Microphone, NetConnection
NetStream, Sound, Video
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Script Targets (Movie Clips)
Flash Designer defines the following items as ActionScript targets:

%0 Sprites

%0 Groups

%o Items defined as sprite animation (command "ltem" > "Sprite")
You have to enable "ActionScript Target" option for the item. Select the item and choose "ltem"
> "Placement Properties”, then check "ActionScript Target".
You can use the name defined in "ltem" > "Placement Properties" in ActionScript, for example:
Spritel._rotation = 90;

Official ActionScript documentation
download.macromedia.com/pub/documentation/en/flash/mx2004/fl_actionscript_reference.pdf

Movie Control
Commands to control movie flow:

stop();

Stops the movie playing.

play();

Starts the movie playing.

nextFrame();

Goes to next frame.

prevFrame();

Goes to previous frame.

NOTE: Because Flash Designer is using 2 physical frames for each frame use nextFrame and
prevFrame twice. For example:

prevFrame();prevFrame();

gotoAndPlay("frame label");

Jumps to frame labeled by "frame label" and starts playing the movie.
Example: gotoAndPlay("Frame 1");

gotoAndStop ("frame label");

Jumps to frame labeled by "frame label" and stops the movie.
Example: gotoAndStop("Frame 2");

stopAllSound s();

Stops all non-streaming sounds in the movie.

getURL (url,target);

Jumps to a web page.

Example: getURL("http://www.selteco.com”,"_blank");

Parameters

You can pass parameters to your Flash movie in the query string, for example

PARAM NAME="MOVIE" VALUE="myflashfile.swf?param1=3&param2=john" To specify
parameters choose "Movie" > "Export Options" and enter parameters in "Parameters" field.
Parameters are passed as variables in ActionScript.

Control Flow

if (expression) {} else { };

Example:

if (x==9) gotoAndStop("Frame 2"); else gotoAndStop("Frame 3");
while(expression) { };

Example:

while(x<10) { x++; }
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Flash Designer
Tutorial 1

In this tutorial you will create your first Flash animation. It will display "Tutorial 1" message.
You will learn how to:

Specify animation size and background color.
Create text object.

Define Intro animation.

Preview the artwork.

Export SWF file.

Create the file

1. To launch the program open Start Menu, navigate to Programs and choose Flash
Designer.

Click on Evaluate button if you are running unregistered version.

Flash Designer main window should open.

From the Frame menu choose Frame Size command.

Specify animation size. Put 300 as "Width" and 200 as "Height". Click OK to confirm.
From the Frame menu choose Background Color command.

Color selection dialog should appear.

Click "Standard Colors" and choose your favorite color, for example red. Press OK twice

to confirm your selection.
From the toolbox choose the "Text tool":
Al
10. Position the mouse cursor wherever over the red rectangle and click the left mouse
button.
11. Text edit dialog should appear.
12. Enter "Tutorial 1" in the edit box.
13. Click Font... button.
14. Font selection dialog should appear.
15. Change the font size to "26".
16. Click OK to confirm the selection.
17. Click OK in the "Text edit" dialog to draw the text.
18. Observe how the text appears on the screen.
19. You can move your text using the "Select Tool".

Ly

20. Press F9 to preview Flash file. The text is static. Press Esc to quit the preview.
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Animate the text

21. Make sure the text is selected. From the “ltem” menu choose “Intro” > “Intro Animation”
command.

22. Check "Enable" checkbox. Choose "Fly” effect from the list. Click OK to confirm.

23. Press F9 to preview the “Fly” animation. The text will slide from the left.

24. From the “Item” menu choose “Intro” > “Intro Animation” command.

25. Check “Fade” option and click OK.

26. Press F9 to preview the animation. The text will slide from the left and fade in.

27. From the “Item” menu choose “Intro” > “Intro Animation” command.

28. Check “Glyph Animation” option and click OK.

29. Press F9 to preview the animation. Each letter of the text will slide from the left and fade
in with predefined interval. Hit Esc to quit the preview.

30. From the “Item” menu choose “Intro” > “Intro Animation” command.

31. Choose “Top” from the other list and click OK.
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Exits sprite thread and displays main thread frames

Play Animation, Play Sprite
Plays either entire movie or just current sprite.

Export Options
To specify SWF export options choose “File” > “Export Options...”

Animation URL
Link entire animation to specified URL.

Width, Height

By default this is with and height of the document. You can change the values without affecting
document size. New values will appear in EMBED and OBJECT definitions in HTML code.
This change is not visible in preview mode, only on HTML page.

Loop
By default the animation loops infinitely, you can switch it off. This value is defined in EMBED
and OBJECT tags in HTML code.

Background color
Global background color of entire animation defaults to the background color of the first frame.
You can change it to any different color.

Transparent

You can create transparent flash animation by setting this option on. Each frame that has its
background color the same as defined in the "Export Options" background color will be
transparent. This options sets WMODE parameter (windowless) to "transparent" in HTML
code. This change is not visible in preview mode, only on HTML page.

Streaming Sound
You can add streaming sound while the animation is playing. Click to browse WAV file.
Currently you can use PCM encoded files only. MP3 is not supported.

ActionScript

Frame Script

Frame ActionScript is executed before the frame is displayed. To define the script choose
"Frame" > "ActionScript" command, check "Enable" box and enter the script in the dialog.
Button Script

ActionScript can be executed on button events (OnClick, OnUp, OnOver, OnOut etc). To
define button script select the item and choose "Item" > "Actions" and "OnClick", "OnOut",
"OnOver" or "OnUp" commands. In the dialog select "ActionScript" option and enter the script
in the edit field below.

Edit Fields

To allow interaction between the user and the movie use edit fields. Read only edit field can
display information, or the user can use editable fields to provide information. To draw the field
choose "Edit Field" tool from the toolbox and draw the item on the frame. Flash Designer
labels the fields "Edit1", "Edit2" etc. You can assign value to the field by simple assignment
operation:

Editl = "some text";
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Loop
By default animation goes to next frame after delay time is elapsed. You can specify animation
jump to other than next frame.

Frame Sound
Define the sound to play on frame entry

Play Frame
Preview current animation in preview browser. Use play frame to start the animation at current
frame

Preview Items
Displays items existing on current frame in Flash Player

Insert Clone
Inserts a clone of existing item

Insert Symbol
Inserts Webdings or Wingdings symbol

Select Item
Displays a list of items and allows to select an item from the list

Movie menu

Sounds, Import Sound
Displays currently defined sounds, or imports new sound in WAV or MP3 format

Insert SWF Clip, Insert GIF Animation, Insert Flash Designer Clip
Imports external SWF file of GIF file and defines it as a sprite

Insert external SWF file
Loads existing Flash file at runtime

Append Flash Designer file
Reads existing Flash Designer document and concatenates it with current document

Export Options
Set HTML options like output size, transparency, global background color, URL, streaming
sound, SWF compression.

Image Optimization

To reduce SWF file size try Image Optimization. Flash Designer will reduce color depth for all
images. Image quality may decrease. To enable this option choose “Movie” > “Image
Optimization”

Frame Rate
Lower frame rate creates smaller SWF files but animation quality may decrease

Edit Preloader
Enters preloader thread and allows to add graphics to preloader.

Go to Main Thread

Flash Designer

32. Press F9 to preview the animation. All letters of the text will drop from the top. Hit Esc to
quit the preview.

Export SWF file

33. From the File menu choose Export SWF File command.

34. From the Save In dropdown list choose Desktop (or navigate to desktop using folder list).

35. Put "first" as a file name and click Save button.

36. From the File menu choose Export HTML Page command. Click OK to leave default
options.

37. HTML page should popup in a browser window.

38. Activate Selteco Flash Designer minimized window and choose Exit command to quit the
program. Click "No" in "Save changes" prompt dialog.

"Button" Animation

In this tutorial you will create a button that will react when you drag the mouse over it. You will
learn how to use Master Frames and define "OnOver", "OnClick" and "OnOut" events.

Create the document

1. To launch the program open Start Menu, navigate to Programs and choose Selteco Flash

Designer.

Click on Evaluate button if you are running unregistered version.

Flash Designer main window should open.

From the Frame menu choose Frame Size command.

Specify animation size. Put 300 as "Width" and 200 as "Height". Click OK to confirm.

From the “Frame” menu choose “Background Color” command.

Color selection dialog should appear.

Click "Standard Colors" and choose your favorite color, for example red. Press OK twice

to confirm your selection.

From the toolbox choose the "Ellipse tool"

0. Position the mouse cursor wherever over the red rectangle, click and drag to draw the

ellipse. Choose “Edit” > “Align” > “Center on Page” command.

11. Choose “Frame” > “Master” command.

12. Choose “Frame” > “New” command to add a new frame.

13. In the "Frame List" box, open the "Background" drop down list, and select "Master Frame
(1)" as the background. Notice that the ellipse from the master frame appears on this
frame.

14. In the "Frame List" box, open "Delay" drop down list, and select "Stop". It will prevent the
movie to continue to the next frame.

15. From the Frame menu choose New command to add another frame (Frame 2).

ONoOGOAWN
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Draw the text

16. Position the mouse cursor wherever over the background rectangle and click the left
mouse button. Text edit dialog should appear.

17. Enter "Click me" in the edit box. Click OK in the "Text edit" dialog to draw the text.

18. Choose “Item” > “Set Font” command. Change the font size to 12. Click OK to confirm.

19. Choose “Edit” > “Align” > “Center on Page” command to align the text with the ellipse.

Modify ellipse actions

20. From the “View” menu choose “First Frame” command to go to the master frame.

21. Make sure the ellipse is selected. From the Item menu choose Actions menu and choose
“On Over” command.

22. Inthe "On Over Action" dialog choose "Go to Frame", and select "Frame 2". Click OK.

23. From the Iltem menu choose Actions menu and choose On Out command.

24. Inthe "On Out Action" dialog choose "Go to Frame", and select "Frame 1". Click OK.

32

5



30.
31

Flash Designer

From the Item menu choose Actions menu and choose On Click command.

In "On Click Action" dialog choose "Get URL".

Type the URL of your web site (or you can type "http://www.selteco.com"). Select
"_blank" as the target. Click OK.

From the Item menu choose Actions menu and choose On Over Color command.
Uncheck "No Color", click "Standard Colors" and choose yellow or other color. Press OK
twice to confirm.

Hit F9 to enter preview. Move the cursor over the ellipse.

Press "Esc" key to quit preview window.

Export SWF file

32.
33.

34.
35.

36.
37.

From the File menu choose Export SWF File command.

From the Save In dropdown list choose Desktop (or navigate to desktop using the folder
list).

Put "button" as the file name and click Save button.

From the File menu choose Export HTML Page command. Click OK to leave default
options.

HTML page should popup in a browser window.

Activate Selteco Flash Designer minimized window and choose Exit command to quit the
program. Click "No" in "Save changes" prompt dialog.

Flash Designer
On Over Mouse is moved over the item
On Out Mouse is moved out of the item
On Up Mouse button (left) is released when the cursor is over the item

On Over Color
Define color of the item for mouse over action. This attribute has effect only if any action is
specified.

Sound - On Click, On Over, On Out, On Up
Define sound to play on mouse event.

Make Transparent
Convert opague white background of an image to transparent.

Invert
Invert images to negative.

Resave JPEG
Converts the bitmap to JPEG format

Rotate
Flip images or polylines horizontally or vertically, or rotate in each direction.

Frame Menu

New, Insert, Duplicate
Creates new frame.

Master
Switch on and off master frame. Master frames can be used as background for other frames
only.

Delete
Delete current frame and all its contents.

Frame Size
Set animation size. This affects all frames in the animation.

Frame Delay
Set frame duration in seconds or make the frame stop.

Background color, Border Color, Border Width
Set current frame background color., border color and border width

Animation Properties

Change global settings for intro or outro animations on this frame. Silence is the time period
between end or previous frame and start of intro animations, object intervals specify the time
difference between intro animations, zero value causes the animations to start simultaneously.

Timeline
View all animations in a chart

ActionScript
Define script executed before the frame is displayed
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Zoom In, Zoom Out, Zoom
Enlarge view to maximum 800%. Use plus and minus signs on numeric keypad to operate
zoom. Use keypad asterisk * to center the view.

First Frame, Next Frame, Previous Frame, Last Frame
Navigates between frames. Use "Page Down" and "Page Up" keys to scroll between the
frames.

ltem Menu

Fill Color, Line Color, Line Width
Apply fill and line attributes to shapes. Line color and width can be also applied to images. If
nothing is selected you can choose default fill or line color for new objects.

Bitmap Fill, Gradient Fill
Use for non-solid fills, gradient fill and bitmap fill is not exactly reflected in design mode.

Edge Rounding
Set button edge rounding

Color Balance
Change brightness and contrast parameters (visible in Flash Player only)

Resize
Resize items.

Edit properties
Set item specific options like object name or colors.

Placement Properties, Color Balance
Change object placement properties visible in Flash Player only like Layer or opacity. Use
color balance to modify item color in Flash player.

Set Font, Text Color
Edit text attributes. If no text is selected you can specify default attributes for new text objects.

Intro Animation, Outro Animation, Advanced Intro Animation, Advanced Outro Animation

You can specify intro or outro animation for each individual object. Intro animation is performed
before the frame is displayed, outro animation after. You can choose between predefined
effects, or specify custom transformation parameters.

Fade will add fade option to existing animation or create fade effect if no animation is defined.
Rotate is the same as fade. Tween creates intro or outro movement calculated on other item
position and size.

Sprite Animation
Object defined as a "Sprite" will perform animation in an infinite loop.

Motion
Defines item movement during the frame (by default the item is static)

Actions On Click, On Over, On Out, On Up
Define mouse actions for selected item.

On Click Mouse button (left) is pressed when the cursor is over the item
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Introdu ction

Flash Designer enables you to create interactive flash animations with text, graphics, images,
sound and existing flash movies.

Each animation contains one or more frames (stages). By default the animation starts from the
first frame, and goes from frame to frame until it reaches the end of the animation. The
animation can stop in the middle or loop to other frame if specified by the user. Clicking a
button can also change the animation flow.

Text

You can add text with the regular “Text” tool (know also as artistic text) or Dynamic text
(HTML) tool. Dynamic text is rendered with one of the built-in screen fonts and accepts basic
HTML tags. Dynamic text takes less space and looks better at smaller font size.

Graphics
Use Rectangle, Ellipse or Polyline tools to draw simple or complex shapes.

Images
Import bitmaps with “File” > “Import Image” command. Paste images from the clipboard with
“Edit” > “Paste” command.

Buttons

Buttons provide interactivity for your visitor. Each item can become a button, if you define
mouse action for it. OnClick, OnOver and other actions define behavior for mouse click and
mouse over events respectively. If you are familiar with javascript "onmouseover" tag you will
quickly understand idea behind flash buttons. By clicking a button user can jump to other
frame, browse an URL, stop or play the animation.

Master Frames

To share items between frames use a “Master Frame”. Choose “Frame” > -=L
“Master” command to convert the frame to a “Master”. To select a “Master” for =, ===

a frame expand “Background” list in the “Frame List” window and select the Backgound: _Cola|
master frame. This provides an easy way to populate repetitive graphics on e e ] ]
other frames, what also results in lower file size on the output. For simple 3] ET ]

MainThead  _ |
B Maste Frams (1)
Frame T}
[#) Frame 2

document single master frame is usually sufficient, for complex documents you
can create multiple masters.

Online tutorials

Online tutorials available at: http://www .selteco.com/tutorials
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Frames

Frames are fundamental elements of the animation flow. Each frame has specified duration
time in seconds. By default the animation starts from first frame, and goes from frame to frame
until it reaches the end of animation. Then is loops to the beginning. To specify how long each
frame should be displayed, enter its delay time in seconds. To create a static frame change the
delay to “Stop”.

Flash Designer creates default animation that contains single 1 second frame.

Frame List [=] Start

Dielay: |1 | =

™ Master Frame

Background: Culcul
Solid - FRAME 1
&l

tain Thread I

[ Frame 1 FRAME 2
D Frame 2
Frame 3

Ll
il

FRAME 3

Master Frames

Master frame with all its items acts as the background for other frames. This provides an easy
way to populate repetitive graphics on other frames, what also results in lower file size on the
output. Master frame must exist “before” the frame for which it “masters”.

For example to set an image as the background throughout entire animation follow the steps
below:

1. Import the image with “File” > “Import Image”

2. Change frame to master frame with “Frame” > “Master” command

3. Add a new frame that will appear as “Frame 1" in the frame list (“Frame” > “New” command)
4. Set Frame 1 background to “Master Frame 1"by changing “solid” background to desired
frame (in the frame list)

Flash Designer

Cut, Copy, Paste

Use these commands to operate the Clipboard. You can copy and paste items between
frames, or you can paste bitmaps from other applications. You cannot copy and paste data to
other programs.

Duplicate, Clone Item, Clone to Frame

Duplicate one or more items. Duplicated items are moved by specified delta and duplicated
specified number of times. Use clone command to create a live copy of an item. Clone can not
be edited.

Convert to Clone
Converts selected item to a clone of other item.

Change Original
Point the clone to use a different item

Move by, Move to
Move one or more items. Items are moved by specified delta or to specified position.

Align
Aligns 2 or more selected items to their most left, right, top or bottom edge. You can also align
items vertically (align middle) or horizontally (align center).

Delete
Deletes selected item or items.

Bring to Front, Send to Back

Use to manipulate stacking order of the items on a layer. Front items overlap bottom items. To
bring master frame items on top, place them on a different layer (for example “Layer 1”) with
“Iltem” > “Placement Properties” command.

Select All
Quickly select all items on current frame.

Group, Ungroup

2 or more items can be combined and act as single object. Group can not be resized. You can
apply animation effects to entire group. To edit individual objects of the group you need to
ungroup objects first.

Convert to Sprite
Create a new sprite (movieclip) and move selected items to the new sprite. To enter the sprite
thread double click it. To quit hit Esc.

Combine, Break Apart
Combine 2 or more polylines to single shape, or break complex polyline into a series of simple
lines.

Convert to Curve

Converts rectangles and ellipses to editable polylines

View Menu

Toolbar, Status Bar, Frame List, Current Colors
Switch on and off elements of program interface.
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<EMBED SRC="transparentegg.swf" WIDTH="300" HEIGHT="250" PLAY="true"
LOOP="true" WMODE="transparent"  QUALITY="high"
PLUGINSPAGE="http://www.macromedia.com/shockwave/download/index.cgi?P
1_Prod_Version=ShockwaveFlash">
</EMBED>
</OBJECT>
</DIV>

File Menu

New
Creates new document with single frame and no items. Default frame size and background
color are retrieved from last saved document.

New Slide Show
Invokes slide show wizard that creates animation from existing images

Intro Wizard
Launches a wizard that helps create simple intro animation from an image and few text effects.

Open, Close

Opens a document from file. Only SFD files can be opened, there is no support for opening
SWEF files. To close active document choose "Close" command or close document window. If
modified, the program will prompt to save the document.

Save, Save As...
Saves active document to SFD file. To create SWF file use "Export To SWF..." command.

Export SWF File...

Exports SWF file for the web page. SWF file can be embedded in html code using complex tag
syntax. To view HTML code use "Export HTML Page..." command. See also "Export Options"
dialog.

Export HTML Page...
Exports sample HTML page and creates code necessary to embed SWF file. This command is
available only after exporting SWF file.

View HTML Code...
Displays code necessary to embed SWF file. This command is available only after exporting
SWF file.

Import Image...
Imports image from a file. You can import GIF, JPEG and BMP formats. You can also copy
and paste images from other applications using Clipboard.

Import GIF Animation
Imports GIF Animation from a file and places it in new document.

Exit
Exits the application and closes all documents.

Edit Menu

Undo
Undoes last operation. Only operations on items can be undone.
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Example of a Master Frame. Three laptops appear on all frames:

Master Frame

Frame 1

Frame 2

By default master items are placed beneath
other items. To place a master item on top,
select the item on the master frame, choose
"ltem" > "Placement Properties". Set item
layer to "Layer 1" and click OK.

This change is not reflected in the design
mode but in preview the item will appear
above other items.

Frame Flow

By default, when the animation ends it loops back to
the beginning. In some cases you need to stop the
animation. To do so, choose "Stop" in the "Frame
List" toolbar, from "Delay" drop list:

To change the default flow, you can specify a jump to
other frame. To set the loop choose "Loop..."
command located under the "Frame" menu. This
jump is unconditional (Flash Player will always jump
to desired frame after it finishes the frame with a
jump defined)
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To create a jump button select the item to be the button (for example a text) and choose “Item
> “Actions” > “OnClick”. Choose “Go to Frame” option and choose requested frame. This jump
will occur when the user click the button.

”

Animating Objects

Flash Designer provides a number of ways to animate objects. When no animations are
defined, each frame is static. In this example the movie consists of 2 frames, 1 second each:

Start St]"’ t
FRAME 1 Intro Animation

FRAME 1

FRAME 2 kL
FRAME 2

Intro Animation
Intro effect, when defined for an object creates animation before frame is displayed. In the
example below text "FRAME 1" has "Fly" effect defined:

Outro Animation

Outro effect, when defined for an object creates animation after frame is displayed. In the
example below text "FRAME 1" has "Fly" effect defined as intro and "Fade" effect defined as
outro animation:

Flash Designer

Preloader

Preloader animation is displayed to indicate progress of loading Flash file. By default Flash
Designer will show percentage on a blank frame.

Choose "Movie" > "Preloader Options" to change progress font, font size and color. You have
to type the font face manually. Use most popular fonts since Flash player is using client side
font. You can also switch off progress indicator.

To create preloader animation choose "Movie" > "Edit Preloader". Add your own graphics on
Frame 1. Add new frames if necessary. Don't use anti-aliased texts, use HTML text instead. To
quit editing the preloader thread choose "Movie" > "Go to Main Thread".

To disable preloader choose "Movie" > "Preloader Options" and choose "None"

Built-in preloader is using getBytesLoaded and getBytesTotal functions to loop preloader
thread. If you choose “User Defined” preloader you have to program the loop by yourself.
To create the simplest user defined preloader use the following code at the first preloader
frame:

if(getBytesLoaded()==getBytesTotal()) gotoAndPlay("Frame 1");

This command jumps to Frame 1 of the main movie if entire movie is loaded, it prevents from
displaying preloader unnecessary.

Add new frame to preloader thread (Frame 2) and add the following actionscript code to make
the loop:

if(getBytesLoaded()<getBytesTotal()) gotoAndPlay(1);
This code jumps to the first preloader frame if the movie is still loading.

You can also add own code to display loading progress for example create edit field and use
the code:

Editl = getBytesLoaded();
Editl = Editl + " bytes loaded...";

Transparent Flash Animation

To export transparent Flash animation perform 2 steps:
1. Choose "Movie" > "Export Options" and check "Transparent" checkbox. It will force
Flash Designer to export Flash movie in so called "windowless" mode.
2. Add Flash HTML in absolute positioning mode (for example in a DIV tag)

<DIV STYLE="position:absolute; left:300; top:200">

<OBJECT CLASSID="clsid:D27CDB6E-AE6D-11cf-96B8-444553540000"
WIDTH="300" HEIGHT="250"
CODEBASE="http://active.macromedia.com/flash5/cabs/swflash.cab#versio
n=5,0,0,0">

<PARAM NAME="MOVIE" VALUE="transparentegg.swf">

<PARAM NAME="PLAY" VALUE="true">

<PARAM NAME="LOOP" VALUE="true">

<PARAM NAME="WMODE" VALUE="transparent">

<PARAM NAME="QUALITY" VALUE="high">
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Text

Flash supports both vector (anti-aliased) fonts and raster (system) fonts.

To draw anti-aliased text choose "Vector Text tool".
Click on the document, enter the text in the dialog and
click OK.

To draw raster text choose "HTML Text Tool". Click
and drag a rectangle enclosing the text. After releasing
mouse button a dialog will appear. Enter the text and
click OK to draw the text.

HTML Text can be formatted with basic HTML tags like
<B> (bold) or <U> (underlined)

If you use HTML tags “Align” option has no effect.

Open example file "6-html-text.sfd" in examples folder
to view all tags allowed.

Flash Designer

Intro (Slide from Left) Outro (Fade Out)
Duration

To speed up the animation decrease duration time, to slow down increase.
Effect delay

Delay before intro animation (or after outro animation) is used to desynchronize animation
effects for different items.

Direction
Left, top, right, bottom and other options define the direction of the movement from (intro
animation) or to (outro animation)

Easing

Check to create accelerated or de-accelerated movement

Rotation

The item will rotate during the animation

2 Way

The animation will play in both directions, half time forward and half time backward
Always Visible

Combined with “Effect delay” forces the item to be visible before its intro animation begins (or
after the outro animation ends)

Motion (In-frame) Animation
By default items are static during the frame. To define item movement during the frame choose
“Item” > “Motion”. Define item speed, direction, rotation, zoom.

26
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Text Animation

Text effects can have additional glyph effects defined. Each letter is animated independently:

Glyph Animation

Check this option to animate each letter. Only vector text can be animated this way.
Interval

1 frame equals 1/20™ second

Reverse

Animate letters from the last letter of the text or from the first

Transform by

Defines center of the transformation for effects like zoom or rotation.

Online tutorial: http://www.selteco.com/tutorials/t1006.asp

Sprite Animation

Each object defined as "Sprite" will be animated in infinite loop, regardless of current animation
flow. To define a "Sprite", select the item and choose "Sprite" command located under "ltem"
menu. You can place this object on "Master Frame" to have it animated during entire movie.
To customize Sprite use Intro and Outro animation settings. Intro and Outro animations will
loop infinitely if “Sprite” option is

checked under “ltem” menu .
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Images

To import an image choose "File" > "Import Image" command. You can import GIF, BMP,
JPEG, ICO formats, or import images from SWF files. If a SWF file has more than 1 image,
Flash Designer will group imported bitmaps.

To paste the image from the clipboard choose "Edit" > "Paste" command.

Importing screenshots
Activate a window to capture, press PrntScrn. The screenshot will be copied to clipboard. To
capture active window only (for example a dialog) use Alt+PrnScrn key.

Copying images from a web page
Right click on the image and choose “Copy” command from the popup menu. Switch back to
Flash Designer and paste the image.

Transparent Images
To remove white background of the image select imported bitmap and use “ltem” > “Image” >
“Make Transparent” command.

Image Opacity
Select the image and choose “Iltem” > “Placement Properties”. Change “Opacity” value (default
100%). This change is not visible in design mode.

Converting b etween JPEG and Indexed format

JPEG compression should be used for photo-realistic images. If you paste a bitmap from the
clipboard it will be converted to indexed format. To optimize the file size you can consider
using JPEG compression.

Crop Tool
Use scissors to crop images. To crop, select the image first using the crop tool. Then click and
drag one of the image handles to crop the image. This tool can be used only with bitmaps.

Bitmap Fill

Fill any shape (ellipse, rectangle, polyline) with a bitmap fill by choosing "ltem" > "Bitmap Fill"
command. You can select a bitmap on any frame in the movie. In no bitmap is available it must
be imported first. To find out the bitmap name choose "ltem" > "Placement Properties"
command.
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To modify polyline, right click on one of the handles. A popup menu will appear. You
can change the selected line to curve or straight, delete selected handle or insert
new point in the middle of selected line.

To create multi-segment shapes select 2 polylines and choose "Edit" > "Combine" command.
To break the shape choose "Edit" > "Break Apart" command.

Convert Rectangles and Ellipses to Polylines with “Edit” > “Convert to Curve”

Rotate polylines with “Item” > “Rotate” commands.

Zoom Tool

Zoom tool is used to zoom a portion of the document. Click and drag to draw a rectangle.
Selected area will be enlarged. To zoom out use minus sign on the numeric keypad.

24

Mouse Events

Each item can react to mouse
over events or mouse clicks.

OnClick Action

To define action when the user
clicks the button, select the item
and choose "Action" > "On Click"
command located under "ltem"
menu. The action is executed
after the user click on the item.

OnOver, OnOut, OnUp

Actions executed on over, out
and up events respectively.

OnOver Color

Flash Designer

To define new color when the user moves the mouse over the button, select "Action"->"On
Over Color" located under "ltem" Menu. Uncheck "No Color" box and select new color.

Creating Roll-Over effects

OnOver and OnOut action can be used to jump to other frame, when the user moves the

mouse over the item. To create roll-over effect:

Set Frame 1 and Frame 2 background to Master Frame (1)
Set Frame 1 and Frame 2 delay to “Stop”
Create the active button on the Master Frame (1)

arONE

Exporting Flash Movies

Create 1 master frame and 2 regular frames (Master Frame (1), Frame 1 and Frame 2)

Define action form the button: OnOver: Go to “Frame 2", OnOut: Go to “Frame 1"

Flash Designer exports Flash movies in SWF format, that can be played by any web browser

with Flash plug-in like Internet Explorer or Netscape.
To publish your Flash animation you have to perform few simple steps.

1. Export SWF file. Choose "Export SWF
File" command from Flash Designer's
"File" menu. Save the file in the same
folder where your html page is placed.

2. Generate HTML code. Choose "View
HTML Code" command located under
"File" menu. Select all code, then right click
in the edit box and choose "Copy"
command from popup menu.

3. Paste HTML code. Open your html page in
your editor and paste the code from the
clipboard.

4. Preview your page in the browser to make sure the animation is visible.

5. Upload both html page and SWF file to the web server.
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Choose "File" > "Export HTML Page" to export sample HTML page with the animation. You
can copy and modify this page to use with your web site.

Using Flash Designer with Microsoft FrontPage.

Follow the steps below to import Flash Designer animation to FrontPage editor.

Find ou t the root of your local web:
1. Launch or switch to FrontPage
2. Find out the root of your local web in "Folder List" window. In this case the root folder
is "C:\My Webs\myweb".
3. If the folder list is not visible choose "Folder List" command located under "View"
menu.

Export SWF file from Flash Designer to the above root folder:
1. Launch or switch to Flash Designer
Open your document file
Choose "Export SWF File..." from "File" menu
Navigate to root folder and save the file
From "File" menu choose "View HTML Code" command.
Select all the code, right click inside the code and choose "Copy" to copy it to
clipboard.
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Flash Designer
Tools

Selection Tool
Use select pointer for a number of operations:

To select the item just click inside the item. Hold shift and click an item to add it to
the selection. Hold shift and click on selected item to subtract it from the selection.
Click and drag outside the item to draw selection rectangle. All items inside the
rectangle will be selected.

To move the item or items, click inside the selected item and drag to move it.
Observe status bar information about shift value (in pixels).

To duplicate the item or items, click inside the selected item and drag to move it,
holding Control key. Observe status bar information about shift value (in pixels).

To resize text, ellipse or rectangle items select the item first, then click and drag one
of the handles. Observe status bar information about new size of the item (in pixels).

Pipette Tool

To sample a color from a bitmap, select pipette tool, and click inside the bitmap. New color can
be applied to current fill, line or text color. You can also apply it to fame background color.
Clicking on a text or vector object will set text, fill and line colors respectively.

Eraser Tool

This tool can be used only with bitmaps. It's used to erase portion of image to make it
transparent. To erase click inside the bitmap. You can also drag the eraser to erase
continuously. Hold Control key to erase in "bucket" mode. In this way you can quickly erase
large amount of pixels that have the same color.

Bucket Tool
Use bucket to color texts with current text color, or to color shapes with current line and fill
color.

Polylines

To draw a line choose "Polyline" tool. Click and drag to draw a line. Move the cursor over
existing polyline handle to add a line to existing polyline.

Using "Node Edit" tool:

To reshape a polyline select it first, then click and drag the handle. Observe status
bar information about shift value (in pixels).

14

23



Flash Designer

Easing
By default the animation is linear, modifying easing value creates impression of accelerated
movement.

Frame Animation Properties
Use “Frame” > “Animation Properties” to control some advanced options:

Animation Intervals
adds delay between each item animation so they don't start at the same time

Delay Before/After
adds extra silence before all intro animations and after all outro animations

Layers

To change stacking order choose "Edit" > "Bring to Front" and "Send to Back" commands.
You can also place items on different layers. Base Layer is the lowest. To change item layer
choose "ltem" > "Placement Properties” and set item layer. Layer placement is not visible in
design mode.

Use Layer settings to place “Master Frame” objects above other items.

Clones

Clone is a copy of the item linked to the original so it always looks the same. Use clones to
save on file size, especially on bitmaps.

If you duplicate an image the file will grow. If you use a clone, only once copy of the image
data will be used for both objects, original and the clone.

To make a clone select the item and choose "Edit" > "Clone" > “Clone Item” command.

If you decide to use a clone instead of copied item choose “Edit’ > “Clone” > “Convert to
Clone”. Select original item from the list and click OK. The original can be on different frame.
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Copy the code to FrontPage:
1. Switch back to FrontPage editor.
2. Hit F5 key to refresh "Folder List" window. You should see your .swf file in the
"Folder List"
3. Position the cursor where the animation should appear. Make sure you are in
"Normal" view mode
Choose "Insert" > "Advanced" > "HTML" command
Paste the code in the "HTML Markup" dialog:

o s

Save the page using "Save" command located under "File" menu. The page must be saved in
the same folder as the .swf file is. Otherwise you have to adjust the path to .swf file in the
code.

Switch to "Preview" mode to enjoy the animation
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If you're familiar with HTML code you can paste the code directly in HTML view. Switch from
"Normal" to "HTML View"

Position the cursor between your html body tags and paste the code from Flash Designer

16
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Advanced Animations

With advanced animation dialog you can precisely control movement, rotation and other
options during intro and outro animation. To define advanced animation choose "ltem" >
"Advanced Intro Animation" or "Advanced Outro Animation"

Enable Animation
Check to switch on, uncheck to switch off animation effect for selected item.

Predefined Effect

Choose predefined effect to initialize other
fields. For example "Zoom 10%" will set scale
fields to 10%.

Duration

Specify how long the animation is played.
Default is 1 second. Use smaller values to
speed up the animation.

Effect delay

Additional time between the end (or start) of
the animation sequence and the actual
frame. By default all intro animations end at
the same time, and all outro animations start
at the same time.

DeltaX, DeltaY
The item is moved by delta x and delta y
values

Rotate
The item is rotated by this value. Set control point if you want to rotate the item by one of its
edges. ControlX, ControlY can be used to move rotation axis beyond item boundary.

ScaleX, ScaleY
The item is enlarged or shrunk by scale values

Always Visible
By default items are not visible before intro (and after outro) animation. Set this check to
display static item before (or after) the animation.

No Clip, Static Clip, Animated Clip
Use Static Clip to crop the item during the animation. Use animated clip to leave static item
and animate clipping rectangle.

Tween Animation
Check Tween Delta to animation the item so it will move to the location of specified item.
Check Tween Scale to make the item resize to fit specified item.

Text Options

Text items can have "Glyph Animations" enabled so the animation options refer to glyphs.
Glyph Interval: 0 — glyph animations are simultaneous, higher values add time interval between
each glyph animation.
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Sprites
Sprites are independent movies placed in the main movie. Sprites have own frames, items,
sounds and events.

Choose "Sprite Tool" and draw
a rectangle enclosing a sprite.
After releasing mouse button
Flash Designer will display
sprite thread. In the sprite
thread you can add new
frames, define objects and
animations.

To exit sprite thread choose
"Movie" > "Go to Main Thread"
command or hit Esc button. To
enter sprite thread back double-
click the sprite.

Importing External Sprites

Choose "Movie" > "Insert SWF Clip" to insert a sprite in SWF format. External clip can not be
edited and in design view it's displayed as blank rectangle. You can preview it in Flash preview
only. Press F9 to preview the animation.

Importing Flash Designer Clips
Choose "Movie" > "Insert Flash Designer Clip" to import existing Flash Designer animation as
a sprite.

Importing GIF Animations
Choose "Movie" > "Insert GIF Animation" to insert a sprite in GIF format.

Previewing Sprites
Choose "Movie" > "Play Sprite" to preview sprite thread.

Loading external SWF files at runtime

Choose "Movie" > "Insert External SWF file" to load Flash animation at runtime. This option
reduces SWF file size because external Flash animation is linked when the frame is displayed.
Flash player must be able to locate the file when the movie is to be loaded. Use URL path if
possible, for example “http://www.selteco.com/movie.swf”. If you use a relative path, for
example just a file name, the external movie will not load until you put both swf files in the
same folder.

Flash Designer
Inserting Flash movies to Macromedia Dreamweaver

Export .SWF file from Selteco Flash Designer:
1. Launch or switch to Selteco Flash Designer
2. Open your animation
3. Choose "Export SWF File" from "File" menu
4. Navigate to known folder and save your .swf file

Insert .SWF file:
1. Launch or switch to Macromedia Dreamweaver
2. Open your HTML page
3. Inthe Design view of the Document window, place the insertion point where you
want to insert the movie
4. Choose Insert > Media > Flash
5. Browse to SWF file and click OK
6. Click OK to copy the file to the Root Folder

Press F12 key to preview the page in default browser
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Sound s

To import sounds in WAV or MP3 format choose "Movie" > "Import Sound" command. Select
sound file and click OK.

Frame Sound

Frame sound plays when the frame is displayed. Choose "Frame" > "Frame Sound" to define
previously imported sound. To play MP3 soundtrack import the sound and play it at the first
frame of the animation.

Item Sound
A sound can be played on mouse events like "OnClick", "OnOver" etc. To define item sounds
choose "ltem" > "Sound" > commands.

StartSound Options

No multiple — sound will not be started if it's already playing

Stop — sound will stop if it's playing

Loops — how many times the sound must be played

In and out points — the sound will start and end at specified sample

Sound Frequency

Flash player can play sounds at 11000Hz, 22000Hz and 44000Hz only (WAYV format also
allows 5500Hz). If the sampling rate of the sound file is different, the sound will slow down in
Flash player. To verify sound frequency import the sound with “Movie” > “Import Sound” and
read sound rate in the “Details” field.

Adding Sound tracks

You can use WAV format sound files and place them in your Flash movie as streaming sound,
music that plays in the background when movie is displayed. The WAV file must be saved in
PCM compressed format.

To add the sound to the movie in Flash Designer:

Open your animation in Flash Designer

Choose File > Export Options

Click "Browse" in streaming sound to browse for WAV file

You can specify how many times the sound will be played in "lterations" edit.
Click OK to confirm your settings

agpwNE

Iteration count

By default the sound is played once. If the animation loops after it comes to the end, the sound
starts every time the animation loops. If you specify iteration count greater than one, the sound
will be repeated during the movie.

Optimize sound file
You can achieve better compression results by using lower sample rates of your sound file. If
you choose stereo sound instead of mono the file will grow respectively. If your sound is 44kHz
Stereo and you want to keep your SWF file small, use Sound Recorder to resample your
sound to lower rate, for example 11kHz mono.
To verify what format is the file compressed in:

1. Open Sound Recorder from Start menu > Accessories.

2. Open the WAV file in Sound Recorder.

Flash Designer

3. Choose Properties from File menu.
4.  The file should be compressed in PCM format.
5. If not, click "Format Now" and choose PCM as the format.

Image Optimization

Use JPEG format for photos. Flash Designer can export JPEG in native format saving a lot of
space. Import photos in JPEG not in GIF or BMP. If you paste a photo using clipboard it will be
exported in bitmap format. You can convert it to JPEG using "ltem" > "Image" > "Resave
JPEG" command.

Try to decrease frame rate. Higher frame rates produce larger files. Default frame rate is 20
FPS (frames per second). If you are not using sound you can reduce frame rate to 12 FPS. To
change the rate choose "Movie" > "Frame Rate".

Try Image Optimization. If you turn it on Flash Designer will covert all non-JPEG images to 8
bit images and reduce the number of colors to specified value. To use image optimization
switch if on in "Movie" > "Image Optimization" dialog.

Use clones wherever you can. If you duplicate a bitmap you should use a bitmap clone
instead. If you have the bitmap duplicated all over the place convert them to clones (leave one
bitmap as original). To convert the item to clone select it and choose "Edit" > "Clone" >
"Convert to Clone". You will have to select the original item from a list.

Use MP3 sounds instead of WAV. If you use WAV sound try down-sampling it to lower
frequency using Windows Sound Recorder. Use mono sound instead of stereo wherever you
can.
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