Importing from Photoshop: Bitmaps 
You can import PSD files with filters, transparencies etc. 

Flash will honor transparency backed bitmaps such as .gif, .png, .pict files 

You can access the bitmap properties dialog box by double clicking on image in library 

Photographs (.jpg) will compress better as a lossy 

Solid colors (.png or .gif) will compress better as lossless 

Tracing Bitmaps 
1. Import an image to stage 

Always reduce your image to appropriate size before importing 

Never import anything with higher than 72 resolution 

2. Make 5 new keyframes for this 

• You are not limited to the original look of the images 

• Can convert imported bitmaps into vector art by using trace bitmap feature. 

• Modify>Bitmap>Trace bitmap 

o Traces the internal shape of a bitmap graphic and simulates the appearance other bitmap file 

o You can control the settings in the trace bitmap dialog box to control how closely the new vector shapes match the original 

Please use this sparingly: this greatly increases file size 
Color threshold: as the threshold increases, the number of colors in the image decreases. Higher number = fewer broken down shapes = less detailed 

Minimum area: number of surrounding pixels to consider 
More detailed = smaller the number 

Curve fit: how smooth the outlines in the traced shape are drawn and how closely they match the original 
Smoother the line = smaller the file size 

Corner threshold: sharp edges = many corners & smoother edges (fewer corners) fewer corners = smaller file size 
Breaking apart bitmaps 
May only want to use the picture and delete the rest 

1. Modify>break apart 

2. With pencil (smooth option) tool draw around object you want deleted 

3. Must complete 

4. Click on the outside of pencil and delete 

5. Copy stroke 

6. Insert a new layer 

7. Paste in place 

8. Rename stroke 

9. Make 4 new key frames 

10. Lock image layer 

11. Go back to frame 3 and delete a little 

12. Go through each frame and delete a little more until nothing is left 

Masks 
Text shaped mask 
1. Create a static piece of text (big and thick) 

2. Create a new layer > call gradient 

3. Create a gradient filled box that is taller and wider 

4. Drag gradient layer underneath text in timeline 

5. Convert gradient rectangle in a graphic symbol 

6. At frame 50 in gradient layer add keyframe and move across stage (still covering the text) 

7. Insert a motion tween 

8. Control click on Text layer name >select mask 

Animated masks 
1. New document 

2. Black background 

3. Using text tool add large bold white text in center of stage 

4. “peek a boo” 

5. Add a new layer > name spotlight 

6. In this layer draw a white filled circle that is a little bigger than the height of the text 

7. Circle layer must be on top 

8. Convert the circle into a graphic symbol 

9. Insert keyframe on frame 50 of spotlight layer 

10. Move circle to right side of text 

11. Make animation 50 frames long in text layer 

12. apply a motion tween to Spotlight layer 

13. right click on the spotlight layer>select mask 

14. Pull text up into it 

15. Test movie 

16. Looks ok …make it more like a spot light 

17. Select text layer and add a new layer 

18. Drag rectangle underneath text layer 

19. Draw a gray rectangle from side to side of the stage, larger than the spotlight 

Buttons 
1. Open Bouncing ball exercise. 

2. Add a new layer 

3. Label layer it play button 

4. Make a square in top corner 

5. Convert square to a button f8 

a. Button symbol: make a simple button. It has four independent key frames. Very standard way of using buttons. 

6. Control>enable simple buttons to look and see your button 

7. Go to properties panel and label play_btn 
8. Add a new layer >label actions (actions will always go on individual layer 

9. In actions panel 

Action Script 3: 
In actions palette type: 

// pause the movie on frame 1 

stop(); 

// Code-hint comments 

// SimpleButton play_btn; 

// event handlers 

function handleClick( pEvent:MouseEvent ):void 

{ 

if( pEvent.target == play_btn ) 

{ 

// handle the event 

play(); 

} 

} 

// register events 

play_btn.addEventListener( MouseEvent.CLICK, handleClick ); 

Action Script 2 
Stop(); 

play_btn.onrelease = function(){ 

play(); 

} 

Using text as a button 
10. Add new layer>label text button 

11. Type in play 

12. Convert to a button symbol 

13. Label play_btn in properties panel 

14. Must cover the hit when dealing with text or you will get the “flicker” 

Animate Buttons 
1. Double click into button world 

2. Insert a keyframe on hit 

3. Make a shape to cover area 

4. Create a key frame on over and down 

5. On over convert key frame into a movie clip 

6. Double click into over’s movie clip world 

7. Double check you are in over’s movie clip world and not the main timeline 

8. In over’s timeline change word to down 

9. Insert a new keyframe on frame 10 

10. Put a motion tween in and in properties panel use the pull down menu to rotate clockwise 1 time 

Repeat the same thing for down but change word to say down…you can also play with different kind of motions. 

To put sound on buttons 
1. Double click into button world 

2. Add a new layer > label sound 

3. Add a key frame on over/down or both 

4. Drag sound from library into timeline 

5. Should see sound waves appear over keyframes. 

6. If parameter is on stream will not work. Change to event or start. 

Applying REPLAY button in Birdtween, Invisible Button 
Put button on bird tween: basic scripting to control the timeline 
1. Open birdtween.fla 

2. On main scene > add action timeline> add actions layer 

3. Add button layer 

4. Create button 

5. Double click into button world and modify button 

6. With button selected> give instance name to button replay_btn 

7. Select the bird body> give instance name > bird_mc 

8. Insert actions layer 

9. On frame 40 insert blank key frame> in actions palette type: stop(); 

10. Select frame 1 of actions layer 

Actionscript 3 
In actions palette type: 
// Code-hint comments 

// SimpleButton replay_btn; 

// event handlers 

function handleClick( pEvent:MouseEvent ):void 

{ 

if( pEvent.target == replay_btn ) 

{ 

// handle the event 

gotoAndPlay( 1 ); 

bird_mc.gotoAndPlay ( 1 ) 

} 

} 

// register events 

replay_btn.addEventListener( MouseEvent.CLICK, handleClick ); 

Actionscript 2 
Replay_btn.onrelease = function() { 

gotoandplay (1) 

bird_mc.gotoandplay(1) 

}; 

Notice birds wings do not stop 

11. Double click bird body > enter bird world 

12. Insert an actions layer > move this layer to the top. 

13. Frame 40 > insert key frame > action script: stop(); 

Now this movie clip which is nested inside other movie will stop at frame 40 

Adding an invisible button (Turning the sun into a button) 
1. Delete replay button from stage 

2. On button layer, which should be empty, draw a rectangle or shape over the sun or any other hot spot you want. 

3. Convert shape into a button symbol f8 

4. In properties panel > label replay_btn 

5. Double click > enter button world 

6. Drag the key frame from up to “hit” so the only filled in key frame is on the “hit” 

7. Go back to main timeline and notice you have a light blue rectangle that represents invisible button. 

8. Test movie and this rectangle will not appear 

