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Chapter 7

Working with the
Timeline

The Flash Timeline is made up of layers and frames. Layerg
are a representative of depth in space, while frames are a
representation of time. Frames can be used for building an
animation over time. They can also be used for creating
different states of your Flash project, much like interactive
slides in a slide show.
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| o Chapter 7 Topics: Working the
is Timeline

= [ntroduction to Frames
= Add and Remove Frames and Keyframes
Add Frame Labels
Move Frames
Cut, Copy, and Paste Frames
Reverse Frames
Preview Frames in the Timeline
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2» Introduction to Frames
= ]

= You can use frames to create the 1llusion of
motion and change across time.

) @ = Frames are the backbone and building blocks of
| g Youranimation effects.

single layer and hundreds placeholder frames in
2 e the Timeline.
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Introduction to Frames

= You can insert frames to each layer you add to the
Timeline.

= Before you start animating objects, you need to
understand how frames work.




2» Introduction to Frames

j 3 Frame Rates

2.® = The number of frames you use in your Flash
8 # movie combined with the speed at which they
i @ play determines the length of the movie.

=® - By default, new Flash files you create use a
=® frame rate of 24 frames per second or 24 fps.

=® - You can set a frame rate higher or lower than the
=®  default if needed.




= » Introduction to Frames
=9

§ < Frame Types

= ®= You can work with several different types of
- : frames In the Flash Timeline:

Placeholder




X
89 Frame Types
= ® - Frames appear as tiny boxes in the Timeline.

= By default, the frames appear in Normal size;
however you can use the Timeline Options Menu

to change the appearance of frames in your
Timeline.
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2» Introduction to Frames

Placeholder Frames

= A placeholder frame is merely an empty frame.
= |t has no content. When your movie reaches an
empty frame, it stops playing.

= With the exception of the first frame in a new
layer, the remaining frames are all placeholders
until you assign another frame type.
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2 # Introduction to Frames

: : Keyframes
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A keyframe defines a change in animation, such as
object moving or taking on a new appearance.

By default, Flash inserts a blank keyframe for
you In the first frame of every new layer you add
to the Timeline.

When you add a keyframe, it duplicates the
content from the previous keyframe. This
technigue makes It easy to tweak the contents
slightly to create the illusion of movement
between frames.




2» Introduction to Frames

_'__ Regular (Static) Frames

= ® = Regular frames or static display the same content
=-®  asthe previous frame in the Timeline.

=® . Regular frames must be preceded by a keyframe.

= Regular frames are used to hold content that you
want to remain visible until you add another

keyframe in the layer.
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Introduction to Frames

Tweened Frames

= One way to create animation in a movie Is to
allow Flash to calculate the number of frames
between two keyframes to create movement.

Called tweening, Flash determines the in-between
positions of the animated object from one
keyframe to the next and spaces out the changes
In the tweened frames between the two
keyframes..




& * Add and Remove Frames

=9

® » and Keyframes uo
X
B.® = You can add frames and keyframes to add time
to your Flash movie.

Keyframes are used for critical points in the
Timeline where your content changes.

Keyframes are also used to mark the beginning or
end of an animation.

You can add or remove frames to adjust timing
between keyframes.
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2+ Add Keyframes

= ® (pg 140)
T

s % Insert a Keyframe
' . Click the Timeline tab

. Click a frame on the Timeline to select your

keyframe’s location.

. Right-click on your selected frame and click
Insert Keyframe.
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1 s % Remove Frames

1. Right-click on any of the selected frames

2. Click Remove Frames
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Remove Frames (g 141
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" » Add Keyframes o
-9
s % Insert a Keyframe

. Click the Timeline tab

. Click a frame on the Timeline to select your

keyframe’s location.

. Right-click on your selected frame and click
Insert Keyframe.
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8w INsert a Keyframe (g o)
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-9
s %y Add Frames

"t Right click on the Timeline where you want to

add frames

2. Select Insert Frame.
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M Add Frames (g 141)
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2 "% Add Frames g 141
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2* Add and Remove Frames

_

f s and Keyframes g
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How can | add and remove frames using
keyboard shortcuts?

Flash has keyboard shortcuts for almost all of its
functions. And as a general rule, Flash uses the
<Shift> modifier for opposite commands.

To add frames, press <F5>

To remove frames, press <Shift><F5>
To add keyframes, press <F6>

To remove keyframes, press <Shift><Fo6)




2* Add and Remove Frames

_

f s and Keyframes g

When should | use Insert Blank
Keyframe?

A blank keyframe is exactly the same as a regular
keyframe.

The only difference is that Flash automatically
removes all of your content from Stage at a blank
keyframe. That way, If you want to start fresh at a
certain point on the Timeline, you don’t have to
manually delete objects from the Stage.




& * Add and Remove Frames
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f » and Keyframes

& ® How can | tell which frames are which in
¥ _ the Timline?

In-between frames
contain content appear
tinted or grayed

Flash places a hollow
box [] precedinga
| Timeline ” ‘ 'Eﬁcenel keyframe

1
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& * Add and Remove Frames

"

f » and Keyframes

& ® How can | tell which frames are which in
¥ _ the Timline?

L

Blank keyframes —
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* » Add Frame Labels @14
X
B.® = Frame Labels are great way to keep the
8 » Timeline organized.

= You can add a label to any keyframe, although
the general convention Is to create a specific

layer for all of your labels.
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23 Add Frame Labels
-9
s %y Create a Name Label

. Click on your keyframe to select it

. Open the Properties inspector

. In the Label section type a name for your
label.

. In the Type drop-down list, select Name
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ff. Add Frame Labels ;s

-9
s %y Create a Comment Label

. Click on the keyframe to select It.

. Open the Properties inspector

. In the Label section, type a name for your
label

. Click the Type drop-down list and select
Comment
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Why use a Name label instead of a
Comment label?

Comment labels are used to write notes for yourself
or to other people working with your Flash

document. They are not exported as part of your
Flash movie.

Name labels are not only good for organizing your
Flash document, but hey are also useful to
ActionScript.
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£ 2 Add Frame Labels o1

What is the Anchor label type for?

Anchors are designed to enable users to bookmark
specific sections of a Flash-based Web site and to

enable usability features of the browser like the
Back button.
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s Move Frames g
29
8.® = You can move frames and keyframes around the
8 » Timeline, much like splicing a film together.

]

= You will want to move frames around often In

=® order to keep your layers in sync with each other

=® as you create animation.
B
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s Move Frames g
- 9
E e %y Move Frames

1. Click and drag to select frames on the
Timeline

. Move your mouse over the selected frames
. Click and drag the selected frames

. Release the mouse button

. Flash moves your selected frames




%y MoOve Frames (g1

= Fle Edit view Insert Modify Text Commands Control  Debug  indow  Help |

CLASSIC

TIMELIME TOR
oL s IDH 15 20 25 30 35 40 4 50 5% 60 e5 Y0 Y5 @0 85 90 9% 100 105 110 115

o title [ &wild Safari afvendure O
ol giraffe (]S = O
] monkey =

u

¢rE~E

] background #This is the mpvie background

W
=

Al o (| |1« 1 B Il |} S |fmoB1 52 0as [4]
chapter?_assignment.fla® [

% Scene 1

T
N
4,
&
&,

%

SE

D erfle] PEUNT

¥

*
~~ N




%9 Move Frames (g4
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E e %y Move Frames

. Select any frames that Flash added that you
do not want.

. Right-click on your selected frames and click
Remove frames.
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e %y Move a KeyFrame

. Move your mouse over the selected
Keyframe

. Click and drag the selected frames

. Release the mouse button

. Flash moves your selected Keyframe




2 %y Move a KeyFrame
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% Move a KeyFrame
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§ » Move Frames o, s

= ® | accidently dropped my frames in the
&® wrong place. What should I do?

Like most well-designed applications, Flash has an
Undo command.

Any time you perform a task in Flash, you can
reverse It.

To undo your mistake, click Edit and then Undo.
You can also open your History panel, and using the
slider to step back through your history.
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o Cut, Copy, and Paste Frames

= ® (pg 146)
T

=® = You can cut, copy, and paste elements in Flash
just like you do in most other programs.

= Flash allows you not only to cut, copy, and paste
elements on the Stage, but also allows you to use
these commands to modify frames on the




=9

o Cut, Copy, and Paste Frames

= ® (pg 146)

-9
' % Cut Frames

. Click and drag to select frames on the

Timeline
. Move your mouse over the selected Frames

. Right-click on the selected frames and click
Cut Frames
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o Cut, Copy, and Paste Frames

5 ® (pg 146)
-9
2 % Copy and Paste Frames

. Click and drag to select frames on the
Timeline.

2. Move your mouse over the selected frames

. Right-click on the selected frames and click
Copy Frames

. Click on the Timeline where you want to insert
your pasted frames

. Right click on the frames you have selected and
click Paste Frames.
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s Frames yue

How can | select frames without clicking
and dragging?

You can select multiple frames by holding down
the Shift key and clicking two points on the
Timeline.

You can also double-click any frame to select a
section of the Timeline between keyframes.

An you can right-click the Timeline and click
Select All Frames to select every frame on the
Timeline.
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s Frames yue

Is there a quick way to duplicate frames?

Yes. Select the frames you want to duplicate.
Then hold down the <Alt><Option> key and
drag your frames to a new location on the

Timeline.

Your frames are duplicated much like a copy-and-
paste operation.




f » Reverse Frames s

X

= ® - |f you have something animate onto the Stage,
many times you will want the same animation
to play backwards as it animates off the Stage,
Reverse Frames Is a great timesaver for

achieving such an effect.

Reversing frames is also a quick way to reorder
a slide show.
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F e %y Reverse Frames
i
S

1. Click and drag to select frames on the
Timeline

2 ® 2. Right-click on your selected frames
@

3. Click Reverse Frames
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2® - You can view the Timeline in a way that is
8. » more like a filmstrip where you can see the

content of your keyframes on the Timeline
Itself.




2 * Preview Frames in the Timeline

29
f s %9 Preview Frames in Timeline
ie
=9
2@ 2. Click the menu in the upper-right corner of

1. Open the Timeline panel.

. ® the panel.

3. Click Preview




2 *we Preview Frames in Timeline
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