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    Preface


     


     


    Adobe Flash Professional CC 2015


    Adobe Flash Professional CC 2015 is a multimedia platform for creating digital animation, rich web applications, websites, movies as well as content for mobile phones, and other embedded devices. It is frequently used for creating advertisements and games. Some of the most popular games made in Flash are Minesweeper, Pac Man, Tetris, and Bejewelled. Flash has also been used to create many popular movies and series such as Off-Mikes, Gotham Girls, CrimeTime, and Homestar Runner.


     


    Adobe Flash Professional CC 2015: A Tutorial Approach textbook introduces the readers to the Adobe Flash Professional CC 2015, one of the world’s leading 2D graphics, animation, and web design and development software. This textbook covers all the features of Adobe Flash Professional CC 2015. In this textbook, the author emphasizes on the 2D drawings, animation, web page design and development, Android App development, ActionScript 3.0, sound and videos, and exporting and publishing for web.


     


    This textbook will help you unleash your creativity, thus enabling you to transform your imagination into reality with ease. The textbook caters to the needs of both novice and advanced users of the software. Written with the tutorial point-of-view and learn-by-doing theme, this textbook is ideally suited for learning at your convenience and pace.


     


    The salient features of this textbook are as follows:


     


    • Tutorial Approach


    The author has adopted tutorial point-of-view and learn-by-doing approach throughout the textbook. This approach helps the users learn the concepts and techniques quickly and easily.


     


    • Tips and Notes


    Additional information related to various topics is provided to the users in the form of tips and notes.


     


    • Learning Objectives


    The first page of every chapter summarizes the topics that will be covered in that chapter. This will help the users to easily refer to a topic.


     


    • Self-Evaluation Test, Review Questions, and Exercises


    Every chapter ends with a Self-Evaluation Test so that the users can assess their knowledge of the chapter. The answers to the Self-Evaluation Test are given at the end of the chapter. Also, Review Questions and Exercises are given at the end of each chapter and they can be used by the Instructors as test questions and exercises.


     


    • Screen Captures


    About 600 screen captures are given throughout the textbook to facilitate the understanding of various concepts.


     


    Conventions Used in this Textbook


     


    Tip


    
      
        

      


      
        Special information and techniques are provided in the form of tips that help in increasing the efficiency of the users.

      

    


     


     


    Note


     


    
      
        The author has provided additional information to the users about the topic being discussed in the form of notes.

      

    


     


     


    Formatting Conventions Used in the Text


    Please refer to the following list for the formatting conventions used in this textbook.


     


    
      
        • Names of tools, buttons, options, areas, panels, button, and tabs are written in boldface.


        •  

      


      
        Example: The Selection Tool, the Position and Size area, the Properties panel, the Library panel, the Publish Settings button, and so on.


         

      

    


     


    
      
        • Names of dialog boxes, windows, drop-down lists, text boxes, edit boxes, areas, check boxes, radio buttons, and hexadecimal value of colors are written in boldface.


        •  

      


      
        Example: The Document Settings dialog box, the Family drop-down list, the Size edit box in the Character area, the Align area, the Auto-Save check box, the Default radio button, and so on.


         

      

    


     


    
      
        • Values entered in edit boxes and names typed in text boxes are in boldface.


        •  

      


      
        • The methods of invoking a tool/option from the menubar.

      


      
        Example: Enter the value 0.2 in the Stroke edit box.


         

      


      
        Example: Choose Modify > Transform > Flip Horizontal from the menubar.


         

      

    


     


     


    Naming Conventions Used in the Textbook


    Please refer to the following list for the naming conventions used in this textbook.


     


    Tool


    If you click on an item in the Tools panel and a command is invoked to create/edit an object or perform some action then that item is termed as Tool.


     


    For example:


    Selection Tool, Subselection Tool, Gradient Transform Tool, Lasso Tool, Text Tool, Pen Tool, Line Tool


     


    Button


    The item in a dialog box and panel that is rectangular in shape like a button is termed as Button. For example, OK button, Cancel button, Save button, and so on. If the item in a dialog box or window is used to exit a tool or a mode, it is also termed as Button. For example, OK button, Close button, Yes button, and so on, refer to Figure 1.
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    Figure 1 Choosing the OK button in the Tool Settings dialog box 


    Dialog Box


    In this textbook, different terms are used for referring to the components of a dialog box. Refer to Figure 2 for the terminology used.
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        Figure 2 Different terminologies used in a dialog box

      

    


     


    Drop-down List


    A drop-down list is one in which a set of options are grouped together. You can set various parameters using these options. You can identify a drop-down list with a down arrow on it. For example, Target drop-down list, Script drop-down list, and so on, refer to Figure 3.
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        Figure 3 The Target drop-down list

      

    


     


    Options


    Options are the items that are available in shortcut menus, drop-down lists, dialog boxes, and so on, refer to Figure 4.


    
      
        Figure 4 Choosing the Marker Range 2 option from the flyout
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    Flyouts


    A flyout is the one in which a set of common tools are grouped together. You can identify a flyout with a black triangle displayed next to a tool. A flyout is given a name based on the tools grouped in them, refer to Figure 5.


    
      
        Figure 5 Choosing the Rectangle Primitive Tool from the flyout
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    Free Companion Website


    It has been our constant endeavor to provide you the best textbooks and services at affordable price. In this endeavor, we have come out with a free companion website that will facilitate the process of teaching and learning of Adobe Flash Professional CC 2015. If you purchase Adobe Flash Professional CC 2015: A Tutorial Approach textbook, from our website (www.cadcim.com), you will get access to the files on the companion website.


     


    The following resources are available for the faculty and students in this website:


     


    Faculty Resources


    • Technical Support


    You can get online technical support by contacting techsupport@cadcim.com.


     


    • Instructor Guide


    Solutions to all review questions in the textbook are provided in this guide to help the faculty members test the skills of the students.


     


    • PowerPoint Presentations


    The contents of the book are arranged in PowerPoint slides that can be used by the faculty

    for their lectures.


     


    • Flash Files


    Flash files created in tutorials are available for free download.


     


    • Exercise Files


    Solution to exercises are available for free download.


     


    • Rendered Images and Media Files


    The media files used in the tutorials and rendered images of all tutorials are provided in the CADCIM website. You can use these images to compare them with your rendered images.


     


    • Additional Resources


    You can access additional learning resources by visiting http://adobeflashexperts.blogspot.com.


     


    • Colored Images


    You can download the PDF file containing color images of the screenshots used in this textbook from the CADCIM website.


     


    Student Resources


    • Technical Support


    You can get online technical support by contacting techsupport@cadcim.com.


     


    • Flash Files


    Flash files created in the tutorials are available for free download.


     


    • Rendered Images and Media Files


    The media files used in the tutorials and rendered images of all the tutorials are provided in the CADCIM website. You can use these images to compare them with your rendered images.


     


    • Additional Resources


    You can access additional learning resources by visiting http:// adobeflashexperts.blogspot.com.


     


    • Colored Images


    You can download the PDF file containing color images of the screenshots used in this textbook from the CADCIM website.


     


    If you face any problem in accessing these files, please contact the publisher at sales@cadcim.com or the author at stickoo@purduecal.edu or tickoo525@gmail.com.


     


    Stay Connected


    You can now stay connected with us through Facebook and Twitter to get the latest information about our textbooks, videos, and teaching/learning resources. To stay informed of such updates, follow us on Facebook (www.facebook.com/cadcim) and Twitter (@cadcimtech). You can also subscribe to our YouTube channel (www.youtube.com/cadcimtech) to get the information about our latest video tutorials.


    


  
    Chapter 1 


    Introduction to


    Adobe Flash


    Professional CC 2015


     


     


    Learning Objectives


    After completing this chapter, you will be able to:


    • Understand the Adobe Flash Professional CC 2015 interface


    • Work with various panels in Adobe Flash Professional CC 2015


    • Import images and sounds


    • Undo and redo steps in Adobe Flash Professional CC 2015


    • Save and preview the artwork


    • Find online resources for Adobe Flash Professional CC 2015


     

  


    INTRODUCTION


    Adobe Flash Professional CC 2015 is a part of the Adobe Creative Cloud. With the help of Creative Cloud, you can access all the Adobe creative tools and services. It also has a library of video tutorials to enhance the learning process. Moreover, you can access the Sync services, 20GB of online storage, the behance community hub, and updates (the moment they are released) to all programs.


     


    The Flash Professional CC 2015 allows you to share your artwork within the application and sync across multiple devices. This application, however, runs from your desktop, not in the browser or in the cloud. It is re-engineered with 64-bit architecture and a new streamlined user interface. The modular architecture of the software allows you to work on multiple large files and publish them faster.


     


    The Flash Professional CC 2015 also enables you import H.264 videos directly to timeline to use as a guide layer and export the content in full high-definition videos and audios. The HTML5 Canvas support in Flash Professional CC 2015 has been enhanced. You can also manage large backgrounds or elements using the unlimited pasteboard size supported in Flash Professional CC 2015.


     


    The Flash Professional CC 2015 allows you to create and publish rich GPU-accelerated graphics by choosing WebGL (Preview) document type for the web browser content.


     


    In this chapter, you will learn to start Adobe Flash Professional CC 2015, create a new Flash CC document, and will become familiar with Adobe Flash Professional CC 2015 interface. You will also learn to work with various panels.


     


    STARTING Adobe Flash Professional CC 2015


    To start Adobe Flash Professional CC 2015, choose the Start button on the taskbar; the Start menu will be displayed. Next, choose All Programs > Adobe Flash Professional CC 2015 from the Start menu, as shown in Figure 1-1; the Flash Professional CC 2015 welcome screen will be displayed, as shown in Figure 1-2.


     


    To create a new Flash CC document, choose ActionScript 3.0 from the Create New area of the welcome screen. Alternatively, choose File > New from the menubar; the New Document dialog box will be displayed, as shown in Figure 1-3. In this dialog box, choose ActionScript 3.0 from the General tab and then choose the OK button; a new flash file will be created.
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    Figure 1-1 Starting Adobe Flash Professional CC 2015 using the Start
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        Figure 1-2 The Flash Professional CC 2015 welcome screen
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        Figure 1-3 The New Document dialog box

      

    


     


    EXPLORING THE Adobe Flash Professional CC 2015 INTERFACE


    The interface of Flash CC 2015 consists of a Stage, Tools panel, Timeline panel, Properties panel, menubar, and application bar, as shown in Figure 1-4. Using the tools in this interface, you can create interactive websites and digital animations as well as edit and add elements to your movie. You can also import files from Adobe Illustrator, Adobe Photoshop, and Adobe After Effects in Flash CC 2015.


    
      [image: c01sc004.pcx]


      
        Figure 1-4 The default Flash CC 2015 screen with various panels

      

    


     


    Workspace


    In Flash CC 2015, the main screen is called the Application screen. There are several workspace profile presets, which allow you to change the layout and arrangement of the panels based on your primary usage. You can also arrange panels based on your requirement and save the current interface as your workspace. To save the current arrangement of panels as your workspace, choose the Workspace switcher button from the application bar; a flyout will be displayed. In this flyout, choose the New Workspace option, as shown in Figure 1-5. The New Workspace dialog box will be displayed. Next, type the name of the workspace in the Name text box and then choose the OK button; the current arrangement of panels will be saved with the name that you specified in the dialog box and it becomes the active workspace. You can also choose the preset workspace from the workspace flyout. Various components of the Flash CC 2015 interface are discussed next.
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        Figure 1-5 Choosing New Workspace from the workspace flyout

      

    


     


    Stage


    The Stage is an area where all activities are performed that the viewers see when a movie is being played. The gray area surrounding the Stage is called Pasteboard. Anything in the Pasteboard is not visible in the final output. You can change the color and size of the Stage by using the options in the New Document dialog box and the Properties panel, refer to Figures 1-3 and 1-6.


     


    Tools Panel


    The Tools panel is divided into six sections, refer to Figure 1-7. The Selection section consists of the tools that are used for selecting an object or part of an object. The Drawing section consists of tools that are used to create objects, text, shapes, and decorative patterns. The Editing section consists of tools that are used to edit the existing object. The View section consists of tools that are used to pan and zoom in/out in the Stage. The Color section consists of tools that are used to specify or modify the color of the border and fill of an object. The Options section of the Tools panel displays the options and modes of the selected tool.
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          Figure 1-6 The Properties panel
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          Figure 1-7 The Tools panel

        

      

    


     


    In Flash CC 2015, the outline of an object is called stroke and the color filled inside an object is called fill. The black triangle next to a tool indicates that there are some more hidden tools in the respective tool category. These tools are called hidden tools. To display the hidden tools, press and hold the left mouse button on that tool; a flyout will be displayed with all the hidden tools. The various tools in the Tools panel are discussed next.


     


    Selection Tool


    The Selection Tool is used to select an object, group of objects, strokes, and fills. To select an object, choose Selection Tool and then click on the object. Alternatively, invoke the tool and marquee select the object. The options displayed in the Options section of the Tools panel on invoking the Selection Tool are discussed next.


     


    Snap to Objects


    On choosing the Snap to Objects option, the objects that you move in the Stage jump to the edge of the nearest object.


     


    Smooth


    The Smooth option is used to smoothen the edges of the selected object.


     


     


    Straighten


    The Straighten option is used to sharpen the edges of the selected object.


     


    


    Note


    When you invoke a tool, the properties of that tool are displayed in the Properties panel.


     


     


    Subselection Tool


    The Subselection Tool is used to change the shape of an object.


     


     


    Free Transform Tool


    The Free Transform Tool is used to rotate, move, skew, and distort an object. The options displayed in the Options section of the Tools panel on invoking the Free Transform Tool are discussed next.


     


    Rotate and Skew


    The Rotate and Skew option is used to rotate and give an oblique direction to the selected object.


     


    Scale


    The Scale option is used to scale the selected object.


     


     


    Distort


    The Distort option is used to deform the shape of an object by dragging individual transform points. On invoking this option, each transform point can be moved individually in all directions.


     


    Envelope


    The Envelope option is used to manipulate the shape of an object. It creates an envelope of transform points around the object. Each transform point can move independently with respect to other transform points.


     


    Gradient Transform Tool


    The Gradient Transform Tool is used to scale, rotate, and change the direction of the gradient fill in an object. This tool is located in the flyout that is displayed when you press and hold the left mouse button on Free Transform Tool.


     


    3D Rotation Tool


    The 3D Rotation Tool is used to create an impression of 3D in Flash CC 2015. With the help of this tool, you can position the object at an angle and rotate it about any axis, refer to Figure 1-8.


     


    3D Translation Tool


    The 3D Translation Tool is used to create a 3D perspective view and depth. This tool is located in the flyout that is displayed when you press and hold the left mouse button on 3D Rotation Tool. You can create the depth by manipulating the distance between the object and the viewer by moving the object along the Z axis, as shown in Figure 1-9.


    
      
        [image: c01sc023.pcx]

      


      
        
          Figure 1-8 Rotating the object about the Y-axis
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      Figure 1-9 Translating the object along the Z-axis

    


    Lasso Tool


    The Lasso Tool is used to select an object or a part of it by creating lasso selection. When you press and hold the left mouse button on this tool, a flyout will be displayed containing the Magic Wand tool and the Polygon Tool.


     


    Magic Wand


    The Magic Wand tool is used to select the areas that contain similar colors.


     


     


    Polygon Tool


    The Polygon Tool is used to select an object or an area by creating linear and interconnected lines.


     


    Pen Tool


    The Pen Tool is used to draw shapes and paths. All the path and shape objects are built from a series of anchor points. You can modify the path by clicking on it and then manipulating the anchor points. When you press and hold the left mouse button on this tool, a flyout will be displayed containing the tools Add Anchor Point Tool, Delete Anchor Point Tool, and Convert Anchor Point Tool.


     


    Add Anchor Point Tool


    The Add Anchor Point Tool is used to add an anchor point to the path. For adding a new anchor point on a path, select the path and then choose Add Anchor Point Tool. Next, click on the point in the path where you want to add a new anchor point.


     


    Delete Anchor Point Tool


    The Delete Anchor Point Tool is used to delete anchor points. To delete an anchor point, choose Delete Anchor Point Tool and then click on the anchor point that you want to delete.


     


    Convert Anchor Point Tool


    The Convert Anchor Point Tool is used to break the handle of an anchor point into two handles that can be moved independently with respect to each other. To do so, choose Convert Anchor Point Tool. Next, select the anchor point and then click on the endpoint of the handle to convert it into two independent handles.


     


    Text Tool


    The Text Tool is used to write text as a vector object. To create a text object, choose Text Tool and then drag the cursor in the Stage; a text box will be displayed in the Stage. Now, you can write the text in the text box.


     


    Line Tool


    The Line Tool is used to draw a straight line segment. To create a line, choose the Line Tool, press and hold the left mouse button and drag the cursor in the Stage; a straight line segment will be created in the Stage.


     


    Object Drawing


    The Object Drawing button is a toggle button. By default, this button is not chosen. When a drawing tool is in the Object Drawing mode, the stroke and fill of an object are not separate elements and the shapes that overlap in the same layer do not alter one another if you move them apart, reposition, or rearrange.


     


    Rectangle Tool


    The Rectangle Tool is used to draw a rectangular shape. To draw a rectangular shape, choose Rectangle Tool, press and hold the left mouse button, and then drag the cursor in the Stage; a rectangle will be created in the Stage.


     


    Rectangle Primitive Tool


    This tool is located in the flyout which is displayed when you press and hold the left mouse button on the Rectangle Tool. Similar to the Rectangle Tool, the Rectangle Primitive Tool is also used to draw a rectangular shape with the only difference that the corner radius of the rectangular shape drawn by this tool is modifiable. To draw a rectangle, choose Rectangle Primitive Tool. Next, press and hold the left mouse button and then drag the cursor in the Stage; a rectangular shape will be created in the Stage. You can change its corner radius by specifying values in the Rectangle Options area of the Properties panel, as shown in Figure 1-10.


     


    Oval Tool


    The Oval Tool is used to draw an oval shape. To draw an oval shape, choose the Oval Tool, press and hold the left mouse button, and then drag the cursor in the Stage; an oval shape will be created in the Stage.


     


    Oval Primitive Tool


    This tool is located in the flyout that is displayed when you press and hold the left mouse button on the Oval Tool. Similar to the Oval Tool, the Oval Primitive Tool is also used to create oval shape with the only difference that you can change the start angle, end angle, and inner radius of the oval shape by specifying the options in the Oval Options area of the Properties panel.
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    Figure 1-10 The Rectangle Options area of the Rectangle Primitive Tool 


    



    PolyStar Tool


    The PolyStar Tool is used to draw the polygon and star shaped objects. On invoking this tool, the Options button is displayed in the Properties panel. On choosing the Options button, the Tool Settings dialog box will be displayed, refer to Figure 1-11. Using the options in this dialog box, you can change the style, number of sides, and star point size of the polygon and star shaped objects.
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    Figure 1-11 The Tool Settings dialog box 


    Pencil Tool


    The Pencil Tool is used to draw lines and shapes. The options displayed in the Options section on invoking the Pencil Tool are discussed next.


     


    Straighten


    The Straighten mode is used to draw straight lines.


     


    Smooth


    The Smooth mode is used to draw smooth curved lines.


     


     


    Ink


    The Ink mode is used to draw freehand lines.


     


     


    Brush Tool


    The Brush Tool is used to draw brush-like strokes. The options displayed on invoking the Brush Tool are Brush Mode, Brush Size, and Brush Shape. You can change the mode, size, and shape of the brush by using these options, refer to Figure 1-12.
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        Figure 1-12 The Brush Tool options

      

    


     


    Bone Tool


    The Bone Tool is used add IK bones to movie clips, graphics, and button instances. This bone chain creates a parent-child relationship between objects. To create a bone, first you need to convert your shape into symbol.


     


    Bind Tool


    The Bind Tool is used to break and rebuild bone connections. To break a connection, select bone with the Bind Tool, a yellow points will be highlighted around the bone. Press CTRL+click on yellow points. If you want to reconnect a point, press SHIFT and click on unconnected points by using the Bind Tool.


     


    Paint Bucket Tool


    The Paint Bucket Tool is used to apply the fill (solid, gradient, or bitmap) to a closed path or area.


     


    Ink Bottle Tool


    The Ink Bottle Tool is used to change the color, width, and style of the stroke.


      


    Eyedropper Tool


    The Eyedropper Tool is used to pick the fill and stroke hexadecimal values.


    



    Eraser Tool


    The Eraser Tool is used to erase a section of the artwork in the Stage. Figure 1-13 displays the options on invoking the Eraser Tool.
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        Figure 1-13 The Eraser Tool options

      

    


     


    Note


    When the Faucet  option of the Eraser Tool is selected, clicking on a part of the given stroke or fill will also erase, the entire stroke or fill. Therefore, make sure the Faucet option is not selected unless you want to delete entire fill or stroke.


     


    Hand Tool


    The Hand Tool is used to move the Stage in all the directions without affecting the magnification. This tool allows you to pan the Stage along the X and Y axes.


     


    Zoom Tool


    The Zoom Tool is used to magnify (zoom in) and demagnify (zoom out) the Stage. The options displayed on invoking the Zoom Tool are discussed next.


     


    Enlarge


    The Enlarge option is used to zoom in the Stage.


     


     


    Reduce


    The Reduce option is used to zoom out the Stage.


     


     


    Stroke Color


    The Stroke Color swatch is used to define the color of the stroke. In Flash, the outline of an object is called stroke. To define the color of the stroke, select the stroke by using the Selection Tool and then select the required color from the flyout that is displayed on choosing the Stroke Color swatch. You can also select the color first and then draw the stroke.


     


    Fill Color


    The Fill Color swatch is used to define the color of the fill. In Flash, the color filled inside an object is called the fill. To define the color of the fill, select the color from the flyout that is displayed on choosing the Fill Color swatch and then apply it to the required area. To change the color of the fill of a shape, select the entire fill using the Selection Tool and then select the required color.


     


    Black and white


    The Black and white button is used to redefine the stroke color as black and the fill color as white.


     


    Swap colors


    The Swap colors button is used to swap the stroke color to fill the color and vice-versa.


     


     


    Timeline Panel


    The animations and drawings in the Stage or Pasteboard are reflected automatically in the Timeline. The Timeline panel consists of layers, frames, Playhead, and few other components, as shown in Figure 1-14. The Timeline Header in the Timeline panel displays the frame numbers and the Playhead indicates the current frame displayed in the Stage. Various options in the Timeline panel are discussed next.


    
      [image: c01sc065.pcx]


      
        Figure 1-14 The Timeline panel

      

    


     


    New Layer


    The New Layer button is used to create a new layer.


     


    New Folder


    The New Folder button is used to create a new folder that can be used to organize layers.


     


    Delete


    The Delete button is used to delete the selected layer.


     


    Go to first frame


    The Go to first frame button is used to place the Playhead on frame 1 in the Timeline panel.


     


    Step back one frame


    The Step back one frame button is used to move the Playhead backward by one frame from the current frame.


     


    Play


    The Play button is used to play the animation in the Stage.


     


    Step forward one frame


    The Step forward one frame button is used to move the Playhead forward by one frame from the current frame.


     


    Go to last frame


    The Go to last frame button is used to place the Playhead on the last frame of the animation in the Timeline panel.


     


    Center Frame


    The Center Frame option is used to center the Timeline on the current frame.


     


    Loop


    The Loop button is used to specify a range of frames to play repeatedly during animation.


     


    Onion Skin


    In traditional animation method, light desks or light tables were used that let you see through multiple layers of paper due to transparencies and the ink lines standing out clearly laid on top of one another.
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        Figure 1-15 The frames in the onion skin mode

      

    


    



     


    Flash has an equivalent option of the light table known as onion-skinning. The Onion Skin button allows you to view the range of frames around the current frame in a progressively fading pattern. By dragging the edges of the grayed block in the Timeline, (Start Onion Skin and End Onion Skin markers) you can expand or reduce the number of frames displayed in the onion-skin mode, refer to Figure 1-15.


     


    Onion Skin Outlines


    The Onion Skin Outlines button is used to display the objects on the frames between Start Onion Skin and End Onion Skin markers as outlines, refer to Figure 1-16. The onion skin outlines mode is used for long and detailed animations.
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        Figure 1-16 The frames in the onion skin outlines mode

      

    


     


    Edit Multiple Frames


    The Edit Multiple Frames button is used to enable editing of all frames between Onion Skin markers.


     


    Modify Markers


    The Modify Markers button is a part of the Onion Skin. It is used to control the number of frames before and after the current frame that will be displayed in Onion Skin overlay. On choosing this button, a flyout is displayed, as shown in Figure 1-17. In this flyout, choose the required range of markers. The options in this flyout are discussed next.
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        Figure 1-17 The Modify Markers flyout

      


      
        

      

    


    



     


    Always Show Markers


    The Always Show Markers option is used to display the Onion Skin markers whether or not the Onion Skin is on.


     


    Anchor Markers


    The Anchor Markers option is used to lock the Onion Skin markers to their current position in the Timeline Header.


     


    Shift Marker Range


    The Shift Marker Range option is used to move the loop markers to different positions.


     


    Marker Range 2


    The Marker Range 2 option is used to apply markers on two frames on either side of the current frame.


     


    Marker Range 5


    The Marker Range 5 option is used to apply markers on five frames on either side of the current frame.


     


    Marker Range All


    The Marker Range All option is used to apply markers on all the frames.


     


    Get Loop Playback Range


    The Get Loop Playback Range option is used to reset the range of loop markers to its default state.


     


    Current Frame


    The Current Frame option displays the frame on which the Playhead is placed. You can also scrub the Current Frame value to place the Playhead on the required frame.


     


    Frame Rate


    The Frame Rate option is used to specify the speed at which the movie will be played. By default, the frame rate is set to 24 frames per second. You can change the frame rate from the Properties panel, the Timeline panel or the New Document dialog box.


     


    Elapsed Time


    The Elapsed Time option is used to display the time that has elapsed in your animation at the frame that you have selected.


     


    Reset timeline zoom to the default level


    The Reset timeline zoom option is used to reset the resized timeline to default label.


     


    Resize timeline view


    The Resize timeline view option is used to zoom frame tiles are in the Timeline panel.


     


    Show or Hide All Layers


    The Show or Hide All Layers button is used to display or hide the content of the layers.


     


    Lock or Unlock All Layers


    The Lock or Unlock All Layers button is used to freeze or defreeze the layers.


     


    Note


    If a layer is frozen in the Timeline panel, no changes can be made in that layer.


     


     


    Show All Layers as Outlines


    The Show All Layers as Outlines button is used to display only the outline of the contents of the layers. You can also change the layer properties using the Layer Properties dialog box, refer to Figure 1-18. To invoke the Layer Properties dialog box, double-click on the layer icon ([image: c01sc069.pcx]) located on the left of the layer name in the Layer area of the Timeline panel.


     


    Working with Library


    The library in Flash stores all the media files, such as bitmaps, graphics, sound files, and video clips that you import and symbols that you create in a Flash document. You can organize items in the library in folders and sort them by their type. You can also open the library of the other Flash documents in the current document to make the library items available from that file.
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        Figure 1-18 The Layer Properties dialog box

      

    


     


    Library Panel


    By default, the Library panel is located next to the Properties panel in the Essentials workspace.


    To display the Library panel, choose Window > Library from the menubar. The various parts of the Library panel, as shown in Figure 1-19, are discussed next.
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        Figure 1-19 The Library panel

      

    


     


    Note


    In Flash, every workspace has its own setting of panels.


     


    Item Preview window


    The Item Preview window displays the selected item in the Library panel.


     


    Pin current library


    The Pin current library button is used to pin the Library panel to make it stay active across multiple Flash documents.


     


    New library panel


    The New library panel button is used to create a new Library panel that will stay across multiple Flash documents but is active only in the document in which it is created.


     


    New Symbol


    The New Symbol button displays the Create New Symbol dialog box that is used to create a new symbol.


     


    New Folder


    The New Folder button is used to create a new folder in the Library panel.


     


    Properties


    The Properties button displays the Symbol Properties dialog box of the selected symbol.


     


    Delete


    The Delete button is used to delete the selected symbol or folder.


     


    Importing Images


    You can import images of different formats such as PNG, GIF, JPG, JPEG, and so on in Flash CC 2015. To import an image to the Stage, choose File > Import > Import to Stage from the menubar; the Import dialog box will be displayed. In this dialog box, browse and select the required image and then choose the Open button. If you choose File > Import > Import to Library from the menubar, the image will be saved in the Library panel. You can drag and drop images from the Library panel to the Stage.


     


    Importing Sound


    To import sound in Flash CC 2015, choose File > Import > Import to Library from the menubar; the Import to Library dialog box will be displayed. Browse and select the sound and choose the Open button. To add sound to the Timeline, choose Insert > Timeline > Layer from the menubar, as shown in Figure 1-20; a new layer is added to the Timeline panel to import sound. Drag and drop the sound from the Library panel in the Stage; the sound will be added to the current layer. The sound formats that Flash CC 2015 supports are ASND, WAV, mp3, AIFF, Sun AU, Ogg Vorbis, and FLAC.


    


    



    Note


    The ASND (Adobe Sound Document) is the built-in sound format of Adobe Soundbooth.
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        Figure 1-20 The Timeline submenu

      

    


     


    Undo and redo in Flash CC 2015


    In Flash CC 2015, you can undo and redo the actions performed by using the Undo and Redo commands. To undo an action performed earlier, choose Edit > Undo from the menubar or press CTRL+Z. Similarly to redo an action, choose Edit > Redo from the menubar or press CTRL+Y. You can also use the History panel to undo multiple steps. To display the History panel, choose Window > History from the menubar, refer to Figure 1-21. You can set the number of maximum undo commands based on your requirement. To do so, choose Edit > Preferences from the menubar; the Preferences dialog box will be displayed. You can set the undo levels from 2 to 300 in the levels edit box of the Undo area. Next, choose the OK button.
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        Figure 1-21 Choosing the History panel from the Window menu

      

    


    



     


    Saving Flash Document


    To save a Flash file, choose File > Save or Save as from the menubar; the Save As dialog box will be displayed. Next, specify the name for the file and choose the Save button, refer to Figure 1-22. The default format for saving a flash file is FLA. However, you can change it to the XFL format.


     


    Note


    The XFL file format is used to represent a Flash document as an XML document. You can open and work on an XFL file in Flash CC 2015. After working on XFL file in Flash Professional CC, you can save it in the FLA or XFL file format.
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        Figure 1-22 The Save As dialog box

      

    


     


    You can also save a Flash file by using the Save as Template option. To do so, choose File > Save as Template from the menubar; the Save As Template Warning message box will be displayed with a message that the SWF history data will be cleared if the file is saved as template, refer to Figure 1-23. In this message box, choose the Save as Template button; the Save as Template dialog box will be displayed, as shown in Figure 1-24. The Save as Template option is useful when you have created a file such as a website that you want to use later. It does not save the undo/change history of a file. As a result, the size of the file saved on your system is reduced.


     


    Flash lets you save the file as a template that can be used later in other Flash documents. In the Save as Template dialog box, specify a name for the file and select the category. You can select the preset categories or create your own category. Next, give the description of the category (optional) and then choose the Save button.
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        Figure 1-23 The Save As Template Warning message box
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        Figure 1-24 The Save as Template dialog box

      

    


     


    Previewing Your work


    You can preview your work in Flash CC 2015 to check whether you are getting the required output. To see how the final output will appear to viewers, choose Control > Test Movie > In Flash Professional from the menubar or press CTRL+ENTER; the Untitled-# preview window will be displayed, refer to Figure 1-25. The Untitled-1 file has the .swf extension and is the rendered output of the Flash document. When you press CTRL+ENTER, Flash creates a SWF file from the FLA file. You can view the sizes of all the SWF files created from the current FLA file in the Properties panel.
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        Figure 1-25 The Untitled-1 preview window

      

    


     


    Note


    For complete information about using Flash CC 2015, make sure that you have access to the Internet and then choose Help > Flash Help from the menubar, refer to Figure 1-26, or press the F1 key. On doing so, you will be connected to Adobe Community Help. With Adobe Community Help, you can search Flash Help and support documents.
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    Figure 1-26 Invoking the Help menu from the menubar 


    Self-Evaluation Test


    Answer the following questions and then compare them to those given at the end of this chapter:


     


    1. Which of the following tools is used to change the shape of an object?


     


    (a) Selection Tool (b) Subselection Tool


    (c) Line Tool (d) All of these


     


    2. The __________ is used to scale, rotate, and change the direction of gradient fill in an object.


     


    3. The gray area surrounding the Stage is called __________.


     


    4. __________ is the keyboard shortcut for previewing the work.


     


    5. The __________ is the native sound format of Adobe Soundbooth.


     


    6. The Zoom Tool is used to pan the Stage along the X and Y coordinates. (T/F)


     


    7. The color filled inside an object is called stroke. (T/F)


     


    8. The Color tools that are used to change the color of the stroke and fill of an object. (T/F)


     


    9. The Ink Bottle Tool is used to pick the attributes of the fill and the stroke from an object to apply on another object. (T/F)


     


    10. The Add Anchor Point Tool is used to add an anchor point to the path. (T/F)


     


    Review Questions


    Answer the following questions:


     


    1. Which of the following tools is used to select the areas that contain similar colors?


     


    (a) Magic Wand (b) Lasso Tool


    (c) Polygon Tool (d) All of these


     


    2. __________ is used to draw a rectangular shape in which you can change the corner radius.


     


    3. The __________ key is the keyboard shortcut for accessing Flash help.


     


    4. The __________ displays the frame numbers.


     


    5. The __________ window displays the selected item in the Library panel.


     


    6. The __________ option in the Timeline panel displays the current frame number.


     


    7. The Eyedropper Tool is used to fill color inside an object. (T/F)


     


    8. The Pen Tool is used to draw shapes and paths. (T/F)


     


    9. The Subselection Tool is used to change the shape of an object. (T/F)


     


    10. The Pin current library button is used to pin the Library panel to make it stay active across multiple Flash documents. (T/F)


     


    



     


    Answers to Self-Evaluation Test


    1. b, 2. Gradient Transform Tool, 3. Pasteboard, 4. CTRL+ENTER, 5. ASND, 6. F, 7. F,


    8. T, 9. F, 10. T

  


  
    Chapter 2


    Working with Graphics and Text


     


    Learning Objectives


    After completing this chapter, you will be able to:


    • Create vector graphics using drawing tools


    • Modify the shape and size of the selected objects


    • Adjust contours in a graphic


    • Add layers to the Timeline


    • Apply color to an object


    • Create and edit curves


    • Create and edit text


    



    Introduction


    Graphics is a representation of a two-dimensional image in binary format as a sequence of ones and zeros. It includes both vector and raster images. Vector graphics are the images produced by using geometrical primitives such as points, lines, curves, and shapes. These graphics are produced on the basis of mathematical equations, such as a circle that includes the information of radius. You can create and animate vector graphics in Flash. Vector graphics have two advantages. The first advantage is that the file size is small and it is downloaded faster and less hard drive space is utilized to save the file. The second advantage is that the image can be scaled to any size without affecting the image quality. In Flash, you can create and animate vector graphics. The other type of graphics is raster graphics. Raster graphics are the images produced by an array of pixels. Each pixel carries Color information, therefore, they are relatively large files.


     


    TUTORIALS


    Before you start the tutorials, you need to download the c02_flash_cc_2015_tut.zip file from www.cadcim.com. The path of the file is as follows: Textbooks > Animation and Visual Effects > Flash > Adobe Flash Professional CC 2015: A Tutorial Approach.


     


    Next, navigate to the Documents folder and create a new folder with the name Flash_Projects and then extract the contents of the zip file to \Documents\Flash_Projects.


     


    Note


    The tutorial zip file that you have downloaded from the CADCIM website contains a folder Resources. This folder contains all resources related to this chapter.
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