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OUTLINES

* Flash MX2004 Symbols
= Graphic Symbol
=Movie Clip Symbol
" Button Symbol

* Exercise: Creating an interface (Menu
and Content)




= Graphic, Movie Clip, Button
= Stored In the Library

* Click and drag an object out of the
Library

Window - Library (Ctrl-L)

* Place an instance of the object on the
stage



Store static and animated images

Used when creating multiple copies of the same
graphic

Buttons, Sounds & ActionScript are not
supported

TO CREATE A GRAPHIC SYMBOL

= Create a Vector Graphic on the Stage
= Select the Graphic

= Modify - Convert to Symbol .. == =
= Choose the Graphic option e ( Mosedp - Regeraton: g2 .
= Name the Graphic Symbol 2 R

TO EDIT A GRAPHIC SYMBOL
= Double Click the Graphic Symbol in the Library



Store reusable animations, text and other content

May contain graphics buttons, sound, ActionScript
& other movie clip objects

Can be placed inside button objects

TO CREATE A MOVIE CLIP SYMBOL
= Create a Vector Graphic on the Stage
= Select the Graphic

* Modify - Convert to Symbol == S— =
n ChOOSe the MOVIe Cllp Optlon Behaviaor: :Mgviedip Registration: ggg Cancel i

- - Button i
= Name the Movie Clip Symbol oo =

TO EDIT A MOVIE CLIP SYMBOL
= Double Click the Movie Clip Symbol in the Library



Used to add interactivity to the project
Respond to user inputs from the mouse and keyboard
Four states: Up, Over, Down & Hit

= Up: button is static on the stage ’ﬁ *Eﬂluufwlnwd |
= Qver: mouse curser is over the button

= Down: button is selected with the mouse
= Hit: determine the area which the button will be active

TO CREATE A BUTTON SYMBOL
= Create a Vector Graphic on the Stage

= Select the Graphic +
= Modify - Convert to Symbol Name: [Movie Cip Symbol 1 x|
= Choose the Button option e _coneel |
= Name the Button Symbol Gt st |

TO EDIT A BUTTON SYMBOL
= Double Click the Button Symbol in the Library
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CREATING AN INTERFACE (Menu and Content)



= This exercise demonstrates how to use
movie clip & button instances to create a
menu and an interface.

[ ] INDUSTRY LEADER IN INTEGRATED MULTIMEDIA
e I I a AND SOFTWARE DEVELOPMENT PROJECTS
0 @

Welcome to = =
- multimedia s

multimedia SYSTEMS, is a company developed in 2004 for the
demonstration of Macromedia Flash MX 2004.

The content displayed to the screen will dynamically change when the user
presses the: About Us, Projects, Clients, Games or Contact Buttons.

Please enjoy our interactive.
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= Movie clip will be used to store [ Home ]
| ABOUTUS |

the buttons for the menu. ABOUT US

= \When a button iIs selected the
movie clip will:

= Move to a specific frame and
displayed the related graphics for
the menu PROJECTS
= Control which content is displayed CLIENTS
on the screen multiglegdia € , o * GAMES

CONTACT

clients

mmmmmmmmmmmmmmmmmmmmmmmmmmmmmmm




= Open a flash file (Labl.fla)
File 2> Open from the Main Menu

Mew... Ctrl+M

Open... Ctrl+0

Fimam fraem Sita

= Save file as Lab2.fla
File 2> Save As from the Main Menu

|Fle Edit View Insert Modify Te:

Mew... Ctrl-HM
Open... Ctrl+0
Cpen from Site...

Open Recent

Close Cirl+w
Clase Al

Save Cirl+5

Save and Compact

Ctrl +5hift+5




Select the Home Button Layer i

fie!
O

Insert 2> Timeline - Layer from i
the Main Menu T '

I, Hu::nme But... + 9 O
Double Click the Layer Name and [ Text 80
rename it: Menu [ Cirdes 3 B
EEad{gruund « g 0O

Using the Rectangle Tool from the
Tool Box

Set colors:
= Stroke: No Color
= Fill color: Grey (#666666)

Create a small gray rectangle graphic
under the title on the stage TR




= Convert to Graphic
Symbol

= Select the rectangle [Modfy Text Commands Control
|

m MOdlfy 9 Convert tO Document... Cirl+]
Symbol from the Main
Menu

= Choose the Graphic option
In the Pop-up Menu

* Name the Graphic Symbol:
Button Background

Convert to Symbaol... F8
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= To open the Library

= Window - Library from
the Main Menu

= Click and Drag 8 instances
of the button background
on to the stage

= Align them to the left and
top edges

Window Help
Mew Window Ctri+Aalt+¢
Toolbars »

v Project shift+Fa
Properties Cirl+F3
SCreEns

v Timeline Cirl+AlE+T

v Toolz Ctrl+F2

ooy i |




STEP 3: USING THE LIBRARY

= Using the Text Tool from
the Tool Box

= Create the text for
buttons on the stage

= HOME

= ABOUT US
= PROJECTS
= CLIENTS

= GAMES

= CONTACT

ABOUT US

PROJECTS
CLIENTS
GAMES

CONTACT




Select the HOME text and the
Button Background graphic m
under the text

Modify - Convert to o
Symbol from the Main Menu

Convert to Symbol... F38

Choose the Button option in

the Pop-up Menu

Name the Button Symbol: | bt |
Home Button



= Double Click the HOome Button
Symbol in the Library

= Qver State

= Insert 2 Timeline - Keyframe
from the Main Menu

= Change the color of text to Blue

= Down State

= Insert -2 Timeline - Keyframe
from the Main Menu

= Change the color of text to Dark
Blue

REPEAT STEP 4 TO CREATE THE
REMAINING BUTTONS

= i :
- g D|| Up [ower]oown| Hit |
W Layer 1 FARIEER N | .

|Insert Modify Text Commands Control Window Help

: =7 fla*

i Layer
| Timeline Effects ¥ Layer Folder
Motion Guide

Blank Keyframe

Create Motion Tween

GE D|| Up |D\'er|[_bﬂ Hit |

LTI | - | . | ;|
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= Select the Scene 1 Option to
move back to the Main Project

= Store the buttons in a Movie
Clip Symbol

Select the Menu

Modify - Convert to Symbol
from the Main Menu

Choose the Movie Clip option iIn
the Pop-up Menu

Name the Movie Clip Symbol:
Menu Movie Clip
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Double Click the Menu Movie Clip
Symbol in the Library

Select the HOME Button

{ = Timeline

Open the Actions Panel [Beeme — H|0phovEGon

Select the Scripting Window | 5=

@

@ onClipEvent

@ removeMovieClip
Insert the code: el
on(release) { e S

Home Button | =&

Line 3of 4, Cal 2

gotoAndStop(1);
_root.content.gotoAndStop(1);

}




STEP 6: ADDING ACTION SCRIPT

on(release) {
When the mouse button 1s released

gotoAndStop(1l);
Move the play-head to Frame 1 and stop

_root.content.gotoAndStop(1);

Display the information on frame 1 of the
Content Movie Clip

}




Select the ABOUT US Button
Open the Actions Panel
Select the Scripting Window

Insert the code:
on(release) {

gotoAndStop(5);

_root.content. gotoAndStop(S)



STEP 6: ADDING ACTION SCRIPT

on(release) {
When the mouse button 1s realeased

gotoAndStop(5);
Move the play-head to Frame 5 and stop

_root.content.gotoAndSto(5);

Display the information on frame 5 of the
Content movie clip

}




STEP 6: ADDING ACTION SCRIPT

For the remaining buttons add the script:

= PROJECTS
on(release) {
gotoAndStop(10);
_root.content.gotoAndStop(10);

}

CLIENTS

on(release) {

gotoAndStop(15);
_root.content.gotoAndStop(15);

by

GAMES

on(release) {

gotoAndStop(20);
_root.content.gotoAndStop(20);

}

CONTACT
on(release) {

gotoAndStop(25);
_root.content.gotoAndStop(25);

}
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Double Click the Layer Name and o~

rename it : Buttons
Select Frame 5 of the Buttons

Layer

Insert 2> Timeline -2 Keyframe =
from the Main Menu

Using the Selection Tool to re-
arrange the buttons

Using the Rectangle Tool to fill
the open menu area coens.

GAMES
CONTACT




= Select Frame 10 of the &

= Insert 2 Timeline -
Keyframe from the Main EET
Menu

= Using the Selection Tool to
re-arrange the buttons

= Using the Rectangle Tool to grme

GAMES

fill the open menu area




STEP 7: CREATING AN INTERACTIVE MENU

= Repeat Step 7 to create the following graphics

Frame 15 Frame 20 Frame 25

m

ABOUT US ABOUT US
ABOUT US

PROJECTS PROJECTS
CLIENTS CLIENTS

GAMES GAMES
CONTACT

PROJECTS
CLIENTS

CONTACT
CONTACT
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Insert 2 Timeline - Layer
from the Main Menu

D Buttons ¥,

|

Double Click the layer name and

rename it: Actions

Click and Drag the Actions Layer
below the Buttons Layer

Select Frame 1 of the Actions
Layer

Open the Actions Panel and
Insert the code: stop();

This tell the program to stop the
play head

I £

i w Actions - Frame

@ Global Functions
Et Timeline Contral
@ Browser/Natwork
E Maovie Clip Control
@ duplicateMovisClip
@ getProperty
@ on
@ onClipEvent
@ removeMaovisClip
@ setProperty
startDr;
=

-

= Current Selection
b E| Actions : Frame 1

Lo Lo L

REAHOVYEERSE
stop () 2l
4] LIJ
EI Actions : 1 |=d
Line 1of 1, Cal 7




= Select Frame 5 of the
Actions Layer

= Open the Actions Panel
and insert the code:

stop();

= |nsert Stop Actions to the
remaining frames (10,
15, 20, 25) of the Actions
Layer

| Functions =
L _:. e
Browser/Network
[E] Movie Clip Contr —
@ duplicateMoni
@ getProperty
@ on
@ onClipEve
@ remowvehiaon
@ ==tPropart,
@) startDrag L
= [A current sele ﬂ
i o] Actions =

oae |

E|
PO ERG R
=top () ﬂ
4 _*I_|
[l Actions: 1|1
| Line 10f 1, Col 7




Select Scene 1 to move
back to the Main Project

Select the Lock Option
on the Menu Layer

Insert -2 Timeline »
Layer from the main
menu

Double Click the layer
name and rename It:
Content

i w Timeline

I.TJ-" Menu

Er' Home But...

II-" Text

L_[.i-" Circles

L Background




STEP 8: CREATING CONTENT FOR THE MAIN PAGE

= Using Text Tool from the Tool Bar
= Create the following text on the stage:

Welcome to multimedia SYSTEMS

it

L muj a €
multimedia SYSTEMS, is a company ) mul:tlmedra i

developed in 2004 for the demonstration of - ““Tmultimedia, ..
Macromedia Flash MX 2004. .

misimadia 5YSTEMD, is a company daveleped in 2004 fr the

of W i Flash WX 2004,

- Tha content displaysd 1o the scresn will dynamically changa when the wser
| Essas Pe Al Us. Projects, Clonis. Gaenes of Contal Butons.

The content displayed to the screen will W s st
dynamically change when the user presses

the: About Us, Projects, Clients, Games or

Contact Buttons.

Please enjoy our interactive.




Select the Text objects on the
stage

Modify - Convert to
Symbol from the Main Menu

Choose the Movie Clip option
In the Pop-up Menu

Name the Movie Clip
Symbol: Content Movie Clip

Name the Movie Clip
Instance: content

iMndiﬁf_ Text Commands Control

|
|
]

Document...

Crl+1

Convert to Symbol... F3

351
Name: IContent Movie Clip oK I
Behavior: + Movie dip Registration: ﬁ Cancel |
" Button
" Graphic |
ph Advanced
ii w Properties
‘ @ iMD\fiE clip ;I | Instance of:  Content Mavie Clip
Icnntent Swap... |
w:l41?.1 x:[ 77.0

& H:| 213.3 «,-:!82.5




Double Click the Content Movie
Clip Symbol in the Library

Double Click the layer name and
rename it: Information

Insert -2 Timeline - Layer from
the Main Menu

Double Click the layer name and
rename it: Actions

Click and Drag the Actions Layer
below the Buttons Layer

Select Frame 1 of the Actions
Layer

Open the Actions Panel and insert
the code: stop();

This tell the program to stop the
play head

onClipEvent
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= Select Frame 5 of the Information Layer Kl ==
= Insert 2 Timeline > Keyframe from the Main| ¥Tmelne I —
= Using the Text Tool from the Tool Bar T ey — ]j—
= Create the following text on the stage: s e S
about us
mulitigiegia ©o==%
multimedia SYSTEMS, is a company " about us
developed in 2004 for the demonstration of T —
Macromedia Flash MX 2004.

This exercise demonstrates how to use
create the Structure for an Interactive project.

Lab no.2

= Select Frame 5 of the Actions Layer

= Insert 2 Timeline > Keyframe from the Main Menu
= Open the Actions Panel and insert the code: stop();
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Select Frame 10 of the Information Layer
Insert > Timeline - Keyframe from the Main Menu

Using the Text Tool from the Tool Bar

Create the following text on the stage:

projects

D Actions * E

multimedia SYSTEMS, is a company developed in 2004 for
the demonstration of Macromedia Flash MX 2004.

Macromedia Flash can be used to create: ~ projects

Animated Logo's, graphics and long - form animations
Web Site Interactions
Navigation

Standalone Interactive Projects

Select Frame 10 of the Actions Layer

Insert 2> Timeline 2> Keyframe from the Main Menu
Open the Actions Panel and insert the code: stop();
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= Select Frame 15 of the Information Layer

= Insert 2 Timeline > Keyframe from the Main Menu

= Using the Text Tool from the Tool Bar BEY = soct 3 conienitiovecio
= Create the following text on the stage: c

5
, m e Is
CllentS [ Actions i E N [Ig Elg| |

multimedia SYSTEMS, is a company developed in 2004
for the demonstration of Macromedia Flash MX 2004.

o | [T P D s b e e
|J L IJllrJHHHDH ||:J“_| D_ls Y8 T E M S

+

Macromedia Flash is used in the following industries: clients
Animation Pt
Web Design ?Um;g T ——
Graphic Design S

Standalone Projects

= Select Frame 15 of the Actions Layer

= Insert 2 Timeline > Keyframe from the Main Menu
= Open the Actions Panel and insert the code: stop();
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Select Frame 20 of the Information Layer
Insert 2> Timeline 2> Keyframe from the Main Menu
Using the Text Tool from the Tool Bar

Create the following text on the stage:

games

multimedia SYSTEMS, is a company developed in 2004
for the demonstration of Macromedia Flash MX 2004.

Macromedia Flash is used to create interactive games it sy A
using the following Scripting:
Click and Drag
Keypress
Mouse Select

Components

Select Frame 20 of the Actions Layer
Insert =2 Timeline 2 Keyframe from the Main Menu
Open the Actions Panel and insert the code: stop();
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Select Frame 25 of the Information Layer
Insert 2> Timeline 2> Keyframe from the Main Menu
Using the Text Tool from the Tool Bar - T

Create the following text on the stage:

Contact

multimedia SYSTEMS, is a company developed in 2004
for the demonstration of Macromedia Flash MX 2004.

Macromedia Flash is demonstrated in the Multimedia
Applications within the CP department.

http://lecturer.ivehost.net/adayuen/mma

= Select Frame 25 of the Actions Layer
= Insert 2 Timeline > Keyframe from the Main Menu
= Open the Actions Panel and insert the code: stop();
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Select Scene 1 Option to move back to the
Main Project

Previewing Movie
= Control - Test Movie from the Main Menu
Setting Publishing Properties

= File 2 Publish Settings from the Main
Menu

= |In the HTML Panel

= Change the Dimensions from Match Movie to
Percent
= Width to 100 percent

= Height to 100 percent
Publishing
= File ->Publish From the Main Menu

» This will create a .swf and a .html file in the
directory that your file have been saved.

= Save your file as: Lab 2.fla

Pgback: [~ Pouned N Siad P Diaplay Mery
¥ Leca I Device Fort

Guusley: [1azh -

LIFiIe Edit View Insert Modify Text Conb

i New ciri+h
- Mew From Template...
" Open... Ctrl+0
» Openas Library... Ctrl+shift+0
q Close Cirl+w
_ Save Cirl45
Save As... Cirl+5hift45

Save As Template...
Revert

Ol T S |

T Import... Cirl+R

£ Import to Library...

» Export Movie... Cirl+alt+shift+5
. ExportImage...

1 Publish Settings... Ctrl4shift+F12
\ Publish Preview 3
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Exercise Submission

= Submit 3 files
«Lab?2.fla
=Lab2.swf
=Lab2.html

* By emalll

»adayuen@ivehost.net
=osyuen@gmail.com
* Please indicate the following information
In subject of an email
=»Flash Ex. Class; Student Name; Student No.
"Flash Ex. 4130x/1/x Ada Yuen O S (38)



mailto:adayuen@ivehost.net
mailto:osyuen@gmail.com
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