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Chapter 8

Working with Symbols
and Instances

Symbols are the building blocks of a Flash project. This
chapter shows you how to create symbols, store them for
reuse in the Library, and create instances of those symbols
on the Stage to create a Flash movie.
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| o Chapter 8 Topics: Working with
=® Symbols and Instances

= Understanding Symbols and Instances

= Types of Symbols

Create a Graphic Symbol

Add an Instance of a Symbol to the Stage
Modify Instances

Swap Symbols

Create a Button Symbol

Edit the States of a Button

Create a Movie Clip Symbol

Preview a Symbol

Apply Filters to an Instance

Apply a Blend Mode to an Instance
Understanding the Different Blend Modes
Rotate and Translate MovieClip Instances with (
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8 % Understanding Symbols and

g

|nStanCeS (pg 152)

= A symbol iIs basically the blueprint of an object
In Flash. These blueprints are stored in the
Library.

= When you drag a symbol from the Library to
the Stage, you create an instance, which is the
realization of that blueprint: An object is
created
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8 % Understanding Symbols and

g

|nStanCeS (pg 152)

9
Symbols

8 » = Asymbol can be a graphic, a movie clip, a
) @ button, a video, or a sound.

= ® = Each of these unique objects Is used for
different purposes.

= You can create these symbols so that they can
be used in your Flash movie as instances
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8% Understanding Symbols and

-

s INStances g2

=

Instances

¥ & = Aninstance is the realization of a symbol.

= You can create many instances of the same
symbol, each with Is own set of properties.

= This way, you can have several instances of the
same symbol, which can be different colors,
different sizes, or instances that perform
different actions, all while coming from the
same blueprint.




8% Understanding Symbols and

-

s INStances g2

B ] -
= Nesting

® & - Placing one symbol inside another is called
nesting.

= A good way of thinking about nesting is to
think of a set of Russian dolls.

= You can have symbols inside of symbols inside
symbols, much like how the dolls are inside of
each other.

= However, you can have more than one symbol
at any level of nesting.
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g 2 Type of Symbols e

©

= You can create symbols in Flash to make
reusable graphics and animations.

= Flash has three main types of symbols: graphic,
movie clips, and buttons.

Graphic
Symbol
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g 2 Type of Symbols s

_'__ Graphic Symbols

=.® - Graphic objects, such as those you create In
Flash, with the drawing tools or those images
you Import, can be reused for creating

animation in the Flash Timeline.
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® s Types of Symbols s
_'__ Movie Clips

2.9 = Movie clip symbols are simply mini-movies
that reside inside the main Flash movie file.
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® s Types of Symbols s

: : Button Symbols

5% = YOu can save interactive buttons, also called
8@ rollover buttons, as symbols and reuse them by

2@  associating different actions to the same button.
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" » Types of Symbols ¢
_'__ Other Symbols

=.® - You can also create symbols for sound, video,
2®  and fonts.

= These symbols are used differently than

graphics, buttons, and movie clips.
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£ > Using the Flash Library

29
£ ® - A Flash project can contain hundreds of graphics,
sounds, interactive buttons, video, and movie

same folder, create new folders, or delete folders
and symbols you no longer need.
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£ > Using the Flash Library

29

=® - Every time you import a graphic image into a
Flash file, convert a graphic element into a
symbol, or add a new sound to a frame, Flash
adds it to the file’s Flash Library .

In effect, the Library is a compendium of your
movie’s contents.

= You can use the Library panel to view and
manage your movie elements.




£ ® Using the Flash Library

% Open the Library Panel

1. Click Window. | ——— [indow] tep |

| Cuplicate Window Chr|+ kK

2. Click Library '+ T —

Motion Editor

Tools Chrl+F2
Properties Chrl4+F3
Library Chrl+L
Corrmon Libraries

Mation Presets

Project Shift+Fa

actions Fa

Code Snippets

Behaviors Shift+F3
Compiler Errors alk+F2
Debug Panels

Maovie Explorer alk+F3
Oubput Fz
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£ > Using the Flash Library

Can | use symbols from another movie’s

Library?

Yes can easily insert symbols into your current
project from another file’s library.

Click File, Import and then Open External

Library.

The Open as Library dialog box appears. Click the

file name, anc
The Library

then click Open.
nanel opens, listening the other file’s

symbols. Clic

K and drag the symbol you want to use

onto the Stage.
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£ > Using the Flash Library

How do | place a symbol from the Library
onto the Stage?

From the Library panel, locate the symbol you want
to use, and then click and drag it from the Library
and drop into onto the Stage.

The symbol is added to the Stage. You can then
move or edit the symbol as needed, or use it in
animation effects.
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| Using the Flash Library

P s (continuation)
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To organize all of you symbols, you can store
them in folders.

The Library folders display like any other folder
on your computer system.

Open the folder to view its contents or hide the
contents and view only the folder name.




Using the Flash Library

o (continuation)

F
Y & = When you open a folder, you can see every
Y » sSymbol it contains.

= ® = The icons next to the symbol name in the

f Library panel indicate the symbol type.

Graphic Button Movie Imported
Symbol Symbol Clips Graphic

RININLS 2




 Using the Flash Library

o (continuation)

spacebackground. png Bitrnap

ﬁ | ariginal arbwork png ‘_r§|ﬁ.'gr

®

s %y Create a New Folder

: 1. Open the Library Panel ]
® 7. Click the New Folder button at s S U
# the bottom of the Library panel.

: 3. Type a name for the folder. =
® /. Press <Enter> PO
®
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£ 2 Using the Flash Library

P s (continuation)

-9
s %y Create a New Folder

: : 5. Click and drag the item you

! & wantto place in the new

PN folder.

P
o ©. Release the mouse button.

p|L= oG artwork PMGE Format
saturn.png
shuttle.png
spacebackground.png
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£ . Using the Flash Library

(continuation)

How do | rename a folder?

Double-click the folder name in the Library
panel to highlight the folder name.

Type a new name, press <Enter> and Flash
applies the new name.

You can use this same technique to rename
symbols in the Library window
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Can | delete a folder I no longer need?

Yes, but make sure it does not contain any symbols
you want to keep or are currently using in the file.

After you delete a folder, Flash deletes its contents,

along with any Instances you use in your animation.

To delete a folder, click it, and then click the Delete
Icon at the bottom of the Library panel. Flash warns
you that you are about to permanently delete the
folder and its contents. Click Yes and the folder is
removed.




= ® = You can easily turn any object you draw on the
8 » Flash stage, into a symbol you can reuse
) @ throughout your project.

= ® = You can also convert any existing drawing or

=® graphical element into a symbol.
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%o Create a Symbol s

X
& ® - \When you save an item as a symbol, Flash stores
B9 itinthefile’s Library.

& ® = When you reuse the symbol, you are using an
= ® instant or copy the original symbol.

=




£ ° Create a Symbol s

Y o = There are three types of behaviors you can assign
to a symbol: graphic, movie clip, or button.

Button
Symbol

E ]




8° Create a Symbol a Graphic
SymbOI (pg 154)

i .

= ® = You can create graphic symbols a couple
2 » different ways: directly on the Stage, and
Y @ through the Library.

=® - |f you create a graphic symbol and decide later

=® that you need another type, you can change it in
=2® the Library to the appropriate symbol type.




8° Create a Symbol a Graphic
SymbOI (pg 154)

-9
s % Create a Graphic Symbol

1. Click and drag with the Selection tool * and
select the artwork from which you want to
create a symbol

N

Right-click on your selected elements and
click Convert to Symbol from the menu.

3.

Type a name for your Symbol
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8° Create a Symbol a Graphic
SymbOI (pg 154)

%y Create a Graphic Symbol

4. Choose Graphic from the Type drop-down
menu

Click OK

Repeat steps 1-5 for the other artwork objects
to convert
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& % Create a Graphic Symbol s

Fle Edit Wwiew Insert Modify Text Commands  Control  Debug  Window  Help
= = @ DIEI 5 10 15 20 25 30 35 40 45 S0 55
|I| ml border « @ |
. & 5l button « o [0 1l
= Wi s tie « o @]
o‘ Q] astronadk « +« [l 1]
. * @l spaceshuttle « « [ 1]
o ¢ l saturn « o @
¢ = mars I
’ T‘ ql earth « « @
= @l spacebackground « @ 0 1l
\ -
- ANE Bl e mn Rl L zamhs 00s [
— . *| chapter8_assignment.fla* [x] i
7 é Scene 1
r
- '. & Create Makion Tween
] 7 Cuk
-
Copy
="
— . Paste
Y
= 2
Paste Motion
o4
- . Select Al
a Deselect Al
— . m Free Transform
=y Arrange
ol Break Apart
s . S Distribute to Layers
b ]
) Edit with Adobe Photoshop 55
. i ! Edit with, ..
=== Swap Bitmap...
. Maotion Path
"

Show in Library
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Edit Wiew Insert Modify Text Commands Control  Debug  Window  Help

TIMELINE | OUTPUT | MOTION EDITOR

@l border

@l button

ql tide

] astronaut
al spaceshuttle
] saturn

ml earth
@l spacebackground

al O

Y% Create a Graphic Symbol s

B sS moElll L 2400fs 00s [A] T

chapter8_assignment.fla* x| |SEhapEersfat

% Scene 1

You can click the icon
next to Registration to
select your symbol’s
registration point. Each
of the little squares is
clickable

Falder: Library raok

Advanced »

You can place your
symbol in a subfolder of
your Library by clicking
the blue text next to
Folder

You can see the
advanced symbol
creation options by
clicking the Advanced
option.




8 v Create a Graphic Symbol s
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File Edit Wiew Insert Modify Text Commands  Control  Debug  Window  Help
TIMELINE | GUTPUT | MOTION EDITOR

® a Ol ES)| LIBRARY
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project
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How can | create a symbol and then add
graphics to it?

You can add an empty symbol to the Library by
clicking the New Symbol buttonjl at the bottom of

the Library panel.

Then choose your symbol type, and click OK. Flash
automatically resets the Stage for drawing that
symbol.

Click Scene 1 at the top of the Stage to return to the
main Timeline.

You can also create a new symbol by clicking Insert
and then New Symbol.




Sym bOI (pg 155)

Can | create a duplicate symbol?

Yes. Right-click on any symbol in the Library and
click Duplicate from the menu that appears.

Flash prompts you as though you were creating a
new symbol, allowing you to rename, choose a new

]
El
®
2
e
£ )
#® symbol type, and change other options available in
#® Duplicate Symbol dialog box.
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8> Add an Instance of a Symbol to

the Stage (pg 156)
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To reuse a symbol in your Flash project, you can
place an instance of it on the Stage.

An instance Is a copy of the original symbol.

The copy references the original instead of
redrawing the object completely.

This method of referencing a vector object for
reuse IS much more efficient than copying an
object over and over again in a file.




8> Add an Instance of a Symbol to

-

the Stage (pg 156)

X o . .
s " Ordinarily, when copying an object, you are

copying the entire set of instructions that tells
the computer how to draw the object.

@ - With the Flash method, the symbol instance
) @ Mmerely points to the original symbol without
needing a complete set of instruction for
o recreating the object.

) @ = The greatly decreases the movie’s file size.




g% Add an Instance of a Symbol to

g

the Stage (pg 156)

=
! s % [nsert an Instance
=9

1. Click on the keyframe where you want to
Insert your instance.

P
e

. Open the Library panel

s

Click and drag a symbol from the Library
over the Stage.

B

Release the mouse button where you want
your Instance to appear on the Stage

i, - \ _ \




8% |nsert an Instance s

e

File Edit  Wiew Insert Modify Tewxt Commands Control Debug  Window  Help

TIMELIME | DUTPUT | MOTION EDITOR
ERBIESS LIBRARY =

= a0 5 10 15 20 25 30 35 40 45 = —
o] border a8 m " [ chapters_assignment...| v | <8 g
@l button . . B
i /
5] title .
- —

] astronaut
ml spaceshuttle

Q e 5]
1 m

Mame - |
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= eart] - B -

2 space shuttle
@l spacebackground « @ a E:]

e ||» E] alien monster

al & || v [ artwork- bitmap images
chapterg_assignment.fla [ |[Sehaptecsflst i astronaut.png
EEE
% Scene 1 % @ earth.png
2 mars.png
: ; . W saturnl.png

2 e Note: Flash does not
2o | ot you place an
B instance in a regular

UNOS BN/ A= 00X ~E]

v ) e ~ | frame. You can only
™ [4] saturni .‘, | h
sz ~ | place instances in a

keyframe in the
Flash Timeline.
Regular frames are
reserved for tweened
animation and the
passage of time
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Flash does not let me place an instance In
a regular frame. Why ?

You can only place instance in a keyframe
In the Flash Timeline.

You are not allowed to place instances in
regular frames.




2 » Modify an Instances s

=]
Y s - After you place an instance of a symbol on the

) 9 Stage, you can change its properties without
|| g affecting the original symbol.

8 @ = For example, you can make your instance

. transparent, apply color effects, or scale and
J e transformit.




Modify an Instances s

= You can change the object’s behavior by turning
a graphic symbol into a movie clip or into a
button.

= You can also experiment by fine-tuning an
Instance’s color effects.

= S0, If you have a graphic symbol but want to use
a blend mode, you can change the Instance to a
movie clip in the Properties inspector.




2 » Modify an Instances s

2
% Modify an instance

. Click the Selection tool *
. Select the symbol
. Open the Properties inspector.

. Click the Style drop-down list and select
Alpha

. Drag the Alpha slider to affect your instance’s
transparency.
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. Repeat steps 1-5 for other graphic symbols.




v Modify an Instances s

Fle Edit Wiew Insert Modify Text Commands Control Debug  Window  Help
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,,\ﬂz Modify an Instances s

Note: To modify
multiple instances
at the same time,
e e 8 select the objects
v T s & . by holding down
I ol = the shift key and
é‘ Sjul_ls?;cebackgmund D|1 AP Pr S E Rl L 20 00s o ;n:t;:::;‘e:':‘t:SﬂE CIICkIng Wlth the
.?“ cha.gr:c_e::s:gnment.ﬂa* < | chapters_outputfia 5 — ﬁ %: 70,50 Ve 340,45 Selection tool.
N — - M '\—‘ﬁ | H: 75,00 Then you can
- ' ' o e adjust properties
7 we ——— @+ | 1N the Properties
) " oo 3 _ | inspector for all
o, the selected
’ A | objects.

€

Drag the slider to
the left to make
your instance
more transparent;
drag the slider to
the right to make
It more opague

Pana-2E-1LY Ed A9be
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Modify an Instances s

How do | make the instance transparent?

To make an instance appear transparent changing its
Alpha setting. Follow steps 1 to 3 in this section-
“Modify an Instance”.

Open the Advanced Effect dialog box and click and
drag the Alpha slider to the transparency level you
want to apply.

Click OK to apply the effect.




_EB ]
% » Modify an Instances s
Can | name an instance?

You can name a movie clip or button instance and
use the name In your action variables.

Click inside the Instance Name text box in the

Property inspector panel and type a name.
This only works for movie clip or button instances.

You cannot name generic instances.




B
39
f & = You can change what symbol your instances
refer to.

& ® - Many times, you will want to create
8 @ placeholder buttons and simple graphics for
Y @ Yyour project in order to get things moving.

=® = Then you can simply swap them for symbols
= ® you create later with your polished design.

Swap Symbols eqss




2 > Swap Symbols s

-9
f e %9 SWap symbols

- .

1. Click on an instance with the Selection tool
to select It.

. Open the Properties inspector

. Click Swap

. Click the symbol you want to swap for the
current symbol

. Click OK




:I:

=9

% e ¥ Swap Symbols egise
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You can duplicate
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clicking the
Duplicate button
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First:

The symbol is
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Will | lose my color effects and filters if | swap
symbol?

No. Changing your instance to a new symbol only
changes the Library item that your instance refers to.

Any modifications you make to the properties of
your instance remain.

This includes blending, color effects, filters,
position, and size.




Sometimes the Swap button Is grayed out.
Sometimes it isn’t even there. Why?

The Swap button may be unavailable for a couple of
reasons. You cannot swap shapes.

ook at the top of the Properties inspector to make
sure of the type of object you have selected.

You also cannot swap multiple symbols at once.

A quick way to check to see If you have multiple
symbols selected Is to look at the top of the
Properties inspector. If you have more than one
symbol selected, it will say “Instance of;---"
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§ 2 Edit Symbols

® . You can edit symbols you have stored in the
Library.

@~ For example, you might need to change a symbol
) @ slightly, such as adjusting a line or shape

= ® = You can make changes to the original symbol and
= #® Flash automatically updates all instances of it in
= ® your movie. This can save you considerable time

= ® and efforts.




= 9
§ 2 Edit Symbols

29
B9 = Youcan edit symbols in Symbol Edit mode or
N In a new window.

=® = When in Symbol Edit mode, Flash locks the
=9 other objects on the Stage to prevent
accidentally changes.

= When you edit in a new window, only the
symbol you want to edit appears.

—
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=+ Edit Symbols

%y Edit a symbol in symbol edit
mode

Double click the symbol you want to edit

Edit the symbol as needed

1.
2.
3.

Click the scene name to return to Movie Edit
mode.

.3
s
P
?
P
P
e
P
@
19
' 9
! ®
2 9




.
\

Edit a symbol in symbol edit mode

Edit Wiew Insert Modify Text Commands Control  Debug  Window  Help
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=+ Edit Symbols

%y Edit a Symbol in a New Window
1. Click Edit Symbols button 4,

Click the symbol you want to edit.

Edit the Symbol as needed

Click the scene name to return to Movie Edit
mode.
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w9 EdIt 2 Symbol in a New Window

File:

Edit Wiew Ihsert Modify  Text Commands  Control  Debug  Window  Help

TIMELIME | OUTPUT | MOTION EDITOR

24f0fes 003

al IREE T S S R - el - N OR RS
chapterd_assignment.fla [¥ hapterd.fla

PROPERTIES

Instance of: earth.png

=—> POSITION AND SIZE

i 0,00

E
Kl
E
2
e
*
3
*
B
*
L
2
*

&
K
2.
L
.
T
N
=)
Z
&,
.
Z,
o,
/
&
V)
Q
A
[
&
o
L
5
n

alien ship

space shuttle

alien manster

arbwork- bitmap images
astronaut

mars
saturnl
saturn2

100% v

R




=9

£ > Edit Symbols

How do remove a symbol no longer want?

First, make sure you do not use the symbol
anywhere In your Flash movie.

When you delete a symbol, Flash removes any

Instances of the symbol.

Open the Library panel and select the symbol you
want to remove.

Click m@ . Note that after you delete a symbol, you
can not undo the action. To continue, click Delete;
Flash permanently removes the symbol from the
file’s Library.
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£ > Edit Symbols

Flash does not let me edit my symbol. Why
not?

Depending on the complexity of the symbol, you
may need to first apply the Break Apart or
Ungroup command.

The Break Apart command breaks the symbol down
Into 1ts most basic construction- lines and fills.

You can then edit a single line or fill.

The Ungroup command upgroups a grouped object.
You can find the Break Apart and Ungroup
commands on the Modify menu.




Create a Button Symbol ¢

= You can create buttons in Flash to add
Interactivity to your projects.

= Your buttons can trigger events and
ActionScript commands

= Button symbols also have a special Timeline
that contains specific frames for the states of the
button: Up, Over, Down and Hit.




2+ Create a Button Symbol s

3
f 2 e Create a Button Symbol

& ® 1. Click and drag with the Selection tool /»
=®  and select the artwork from which you want
to create a button.

Click Modify
Click Convert to Symbol

Type a name of your button

2.
3.
4.
D.

Click the Type-drop-down list and choose
Button
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Create a Button Symbol ¢

v Create a Button Symbol

/. Click Control
8. Click Enable Simple Buttons
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2% Create a Button Symbol s

—n '
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2+ Create a Button Symbol s

| can’t move or edit my buttons, anymore.

. Why?

With Enable Simple Buttons turned on, your button
IS not selectable. Turn off this feature by selecting

the Control and then Enable Simple Buttons, or
you can press <CtrI><Alt><B> a second time.
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g2 Edit the States of a Button e

=
=% - You can give your button a rollover effect and a

clicked effect by editing the frames of your
button symbol.

rollover state so your users know your button is
clickable

= You also want a Hit state so Flash knows when
the mouse is within the bounds of your button.
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Edit the States of a Button e

ey Edit the States of a Button

1. Double-click your instance to edit it in place.
Open the Timeline panel

Select all frames of the button Timeline

2.
3.
4.

Right-click on the selected frames and click
Convert to Keyframes
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g2 Edit the States of a Button e

:W Edit the States of a Button

CLASSIC ~ | E

This area indicates
that you are editing
the button’s
Timeline
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Edit the States of a Button ;s

%y Edit the States of a Button
5. Click the Over frame In the Timeline.
6. Edit your button’s elements with the Flash
drawing tools
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g2 Edit the States of a Button e

‘w Edlt the States of a Button

The selected
frames are now
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Edit the States of a Button ;s

v, Edit the States of a Button

7. Chlick the Down frame in the Timeline.

8. Edit your button’s elements with the Flash
drawing tools.
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1> Edit the States of a Button

S o (PU163)
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My button doesn’t have Up, Over, Down,
and Hit frames, but the Properties
Inspector say It Is a button. Why?

If you place a graphic or movie clip symbol on the
Stage and then cast it as button in the Properties
Inspector, it will have simple numbered frames.

Remember, when you edit a Symbol you are editing
the blueprint for your object and not just modifying
an instance.

In another symbol type cast as a button, frame 1
corresponds to Up, frame 2 to Over, frame 3 to
Down and frame 4 to Hit.
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1> Edit the States of a Button

= ® continuation (pg 164)
T

=® = Your button will function without editing the
8 » states.

=® . However, rollover effects, and down states make
= ®  for much more rich interaction.

=
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1> Edit the States of a Button

= ® continuation (pg 164)

-9
f» %9 Edit the States of a Button

Ick the Hit frame In the Timeline

B.® 10.Click the Rectangle tool

11. Click and drag to draw a rectangle around
your button.

12. Click the Scene 1 button
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™ Edit the States of a Button

1 ® v Edit the States of a Button

ThIS Hit frame '
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85 Edit the States of a Button

=% continuation (pg 164)

Why do | need to edit the Hit state?

As a general rule, it is good to always edit the Hit
state of your buttons.

A common beginner’s mistake in Flash is to create a

button that is made up of text with no background
and not have a solid Hit state.

By doing so, users must move their mouse over the
actual lines of the letters in order to click the button.
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Add a Behavior to a Button

=® = You can use the Behaviors panel to add simple

2 ® actions to your button without the need to learn
) @ how to write ActionScript.




Add a Behavior to a Button

(Pg 166)

It IS Important to note that behaviors only work
In Flash movies using ActionScript 2.0 or lower.

You must adjust your publish settings
accordingly in order to use behaviors.

And, you must be careful to not use any
ActionScript 3.0 commands or functionality.




5 Add a Behavior to a Button

w9 Add a Behavior to a Button

Place an instance of a button symbol on the
Stage.

. Click Window

. Click Behaviors

1.

. Click the Add menu icon button
. Click Web
. Click Web page

- 9
2
=
= ®
3
-9
—
-~ @
= 8
. B
- @







—_ ]
P Add a Behavior to a Button

§ 2 How do I delete a behavior?

Y & You can delete a behavior by opening the Behaviors
il @ Panel, clicking on the behavior you want to remove,
) s and then clicking the Delete Behavior button.




'__ ® How do edit a behavior?

Double-click on the name of the behavior you want
to edit in the Action column of the Behaviors panel.

Depending on the type of behavior you selected, a
dialog box appears that allows you to adjust your
settings.
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Create a Movie Clip Symbol

(pg 167)

= You can create movie clips that contain graphics
and animation.

= Movie clip symbols are more powerful than
graphic symbols because you can give them

Instance names that allows them to be controlled
by ActionScript.
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2+ Create a Movie Clip Symbol

= ® (pg167)
-9
£ » %y Create a Movie Clip Symbol

. Open the Library panel.
. Click the New Symbol button

. Click here and type a name for your movie
clip.

. Click the Type drop-down list and select
Movie Clip

. Click OK
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2® Create a Movie Clip Symbol

= ® (pg167)

§ - % Create a Movie Clip Symbol
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2+ Create a Movie Clip Symbol

= ® (pg167)
-9
£ » %y Create a Movie Clip Symbol

6. Add elements to your movie clip with the
Flash drawing tools.

-

Click the Scene 1 button to return to the main
Timeline.

oo

Click on the frame where movie clip will be
Inserted onto the layer.

9.

Click and drag an instance of your new movie
clip from the Library onto the Stage
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® Create a Movie Clip Symbol

“® (ng 167)

:W Create a Movie Clip Symbol
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2® Create a Movie Clip Symbol

= ® (pg167)
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2+ Create a Movie Clip Symbol

%y Add Instance of a movie clip

1.

N

3.

Click on the frame where the instance of the
movie clip symbol will be inserted onto the

layer.

Click and drag an instance of your new movie
clip from the Library onto the Stage

Repeat ste

0s 1- 2 for other movie clip




* Create a Movie Clip Symbol

“® (pg 169)

S % Add instance of a movie clip
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2® Create a Movie Clip Symbol

= ® (pg 169)

§ 2 % Add instance of a movie clip
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Can | create a symbol from elements
already on the Stage?

Yes. There are two ways to create a symbol. One
way Is to use the New Symbol button in the Library,

as described In this section.

The other way Is to use the Convert to Symbol menu
Item as described in the section “Create a Graphic
Symbol”.




£* Create a Movie Clip
SymbOI (pg 169)

=
- 9
*
-9
= ®
3
-9
—
-~ @
= 8
. B
- @

Does using movie clips instead of graphics
Increase my file size?

Movie clips have a little more overhead than
graphics do when exported in Flash movies.

Most of the time, however, the difference Is
negligible.

If you are concerned about your file’s size, it Is more
prudent to change your bitmap and sound
compression settings.




Preview a Symbol ¢

You can use the Library to play through your
symbols so you can better identify them.

Sometimes, symbols do not include any graphics
on the first frame.

For example, a picture that fades in is invisible
on the Stage and does not show a preview In the
Library.

Or, you may have a sound symbol that does not
have a very descriptive name.




Preview a Symbol

-9
E s %9 Preview a Symbol
=%

1. Open the Library panel

K the symbol you want to preview

Ick play button »

ick ® to stop the preview
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£ > Preview a Symbol ¢

§ - N Preview a Symbol
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£+ Preview a Symbol g

%y Preview a Symbol on the Stage
. Open the Library panel.
. Double click the symbol you want to preview.
. Open the Timeline panel
. Click frame 1 on your movie clip.

. Click Control

. Click Play
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3 Preview a Symbol g

2 M¢ Preview a Symbol on the Stage
) 5 ~
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How do stop the preview from playing on
the Timeline?

You can simply press <Enter> again and the play
head stops. You can also click Window, Toolbars,
and then Controller, which displays a panel with
DVD player-style controls for your Timeline.




2+ Apply Filters to an Instance

=% (pg172)
29
&® = You can add drop shadows, glows, blurs, and

8 » Dbevels to your button and movie clip instances.

= ® - Using filters can be a good way to save file size
= ® Dby reducing the number of imported graphics

=® you need.




2+ Apply Filters to an Instance

=® (pg172)

% Add a drop shadow filter

Tyt

1. Click a movie clip or button symbol on the
Stage with the Selection tool

. Open the Properties inspector.
. If it isn’t already expanded, click Filters
. Click the Add Filter button |

. In the menu that appears, click Drop Shadow
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Apply Filters to an Instance

(g 172)

é

Add a drop shadow filter

6. Click and drag the Distance setting until it
has a value you like.
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1+ Apply Filters to an Instance

Y (pg 172)

2 N Add a drop shadow filter

e Flle Edit  Wiew Insert MDdIf\f Text Commands Control  Debug  Window  Help
by TIMELINE (S50

| PROPERT.

—4LY l border = [<Instance Mame: | @
button B —
- 5 | Movie Clip | |
). e .
=" s~ = | Instance of: scene 1 title

=
chapterd_assigniyg

% Scene 1

=7 PDSITION AND S12E

®i 280,40 i 434,30

|

=3

%> COLOR EFFECT

Oe0n PCRANTS EGAND /S VOH»

Style: | Mone |+ Remave all Brenk | b I |:|
< DISPLAY Enable All
[ visible Disable ol
= EBlending: | Mormal | » | I I'"IE‘E
Render: [rgnst e Grorge 1] EEEET— Y
- Transparent | - I:l Blur
> =+ FILTERS 3 Glowe
22 roperky | Walue Bewvel
— i radient Glow
o Gradient Bevel
I Adjust Color
Gl R® 5 5]
< > AlalR® 5 5l




-

8 » Apply Filters to an Instance
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£ ® % Add a drop shadow filter
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® » Apply Filters to an Instance

%9 Adjust Color

- 1. Click the Add Filter button
2® . Inthe menu that appears, click Adjust Color
:_ : 3. Click Hue setting
2® /. Type avalue between — 180 and 180.
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Apply Filters to an Instance

Y (pg 173)

s ® w9 Adjust Color

) border
5] button

Tl astronaut

al U F

chapter8_assignment.fla* [

% Scens 1

Space thesLast Frogtier

*| PROPERTIES

—| [» 3D POSITION AND YIEW

l— |<Instance Marne: | @
| Maovie Clip [ |

Instamce of; stene 1 ikl

== POSITION AND SIZE

X 280,40 ek o 4

) W 446,00 Hi 65,45

[» COLOR EFFECT

=7 DISPLAY
[ Visible
Elending: | Maormal | > |
Render | Criginal (Mo Change) | » |

[ Transparent =] 1

=7 FILTERS

Property | value | |

Gradient Glow
Gradient Bevel 2
lﬂ.gﬂ.%!ﬁ 1K

¥ Drop Shadow |

v Adjust Color
Erightness
Zonkrast

Saturation

0 0 D D

Hue

Remove Al
Enable all
Disable All

Drop Shadaw
Elur

Glow

Bevel

Flash renders the
blend mode on the
Stage.




=9

" » Apply Filters to an Instance
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How many filters can | have?

You can add as many filters as you want. In fact,
you can have multiple versions of the same filter.

For example, you can have a black drop shadow and
a red drop shadow, or multiple gradient glows.
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f o Apply Filters to an Instance

Y (pg 173)

What does the Quality filter setting do?

Sometimes, depending on the power of your
computer and graphics card, animation my stutter
when using high-quality filters.

If you pan on distributing your Flash project over
the Web, considering using medium or low quality
to accommodate those with less than optimal
computers.
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E® = You can use blend modes that are very similar to
8o those in Adobe Photoshop in Flash.

= ® - Blend modes allow you to create transparency
= ® effects like darken, multiple, hard light, screen
=® overlay, and others.

g ® - Many times you will not know which blend
mode you want until you see lIt.
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Instance

. Click a movie clip or button instance on the

Stage with the Selection tool.

. Open the Properties inspector.

. If it isn’t already open, click Display in the

Properties panel.

. Click the Blending drop-down
. Click Multiply
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Understanding the Difference
Blend Modes @

Normal- This mode indicates that no blending is applied

Layer- This blend mode makes your symbol behave as though
It Is a single iImage, regardless of its subcomponents.

Darken- This blend mode shows the darkest color per pixel

Multiply- This blend mode multiplies the color values. The
result is usually darker.

Lighten- This blend mode replaces colors if they are lighter.

Screen- This blend mode multiplies the inverse of the blend
and base colors.

Overlay- This blend mode darkens dark colors like multiply
and lightens light colors.
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Understanding the Difference
Blend Modes @

Hard Light - This blend mode colors lighter than gray will
screen, colors darker than gray will multiply.

Add - This blend mode adds the color values together, usually
resulting In an increase in brightness.

Subtract - This blend mode subtracts color values from one
another, usually resulting in a decrease in brightness

Difference - This blend mode subtracts the less bright color
from the brighter color

Invert - This blends mode simply inverts the colors of
anything underneath
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Alpha - This blends mode extracts the alpha (transparency)
value and applies it to the objects underneath
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Erase - This blend mode inverts the alpha before applying it to
the objects underneath
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> Rotate and Translate MovieClip

Instances with 3-D Tools 17
=9

= ® - |fyou are familiar with other applications with
8o 3-D capabilities, It Is Important to note that
) @ Flash does not do depth buffering.

= ® = Basically, that means that object that intersect in

=®  3-D space do not follow the rules of 3-D, but
=2® follow the rules of layers and arrangement.
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> Rotate and Translate MovieClip
82 Instances with 3-D ToolS e

= ® = Flash CS5 has new toolset for rotating and
translating movie clip objects in three
dimensional space.

new set of coordinates.

= You can use these tools to create realistic-
looking 3-D effects.

= Your publish settings must target ActionScript 3
to use the 3-D tools
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N
§ , v Rotate in 3-D
. Click the 3D Rotation tool |=]

. Click a MovieClip instance on the Stage.

. Open the Properties inspector

. Click the blue number next to the Camera
Icon and set the perspective angle value of
140.

. Click and drag the red line which is the free-
form 3-D rotation, and change the
perspective of your movie clip
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= a e Rotate|n3 D

>| The red line
represents the X-axis.

The green line
represents the Y-axis

The blue circle
represents the Z-axis

The IS
the free-form 3-D
rotation
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"' Rotate and Translate MovieClip

§® v Rotate in 3-D

chapte tl::-| signment.fla* [x

% Scene 1

The red line
represents the X-axis.

The green line
represents the Y-axis

The blue circle
represents the Z-axis

The IS
the free-form 3-D
rotation
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2 * Rotate and Translate MovieClips
2 Instances with 3-D ToolS 4

\w Translate in 3-D
Click on the 3-D Translation tool &l

Click a movie clip to select it

1.
2.
3.

Click and drag the green arrow to move your
movie clip upward in 3-D space.
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Rotate and Translate MovieClips
Instances with 3-D Tools )

g Translate in 3-D

The red arrow
represents the X-axis.

The green arrow
represents the Y-axis

The blue dot
represents the Z-axis
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| can’t get my movie clip back to its
original position and rotation. How can 17

A quick trick to reset your translation and 3-D
rotation Is to open the Properties inspector, and click
the top-most-drop-down menu, where Movie Clip Is
currently selected.

Then click Graphic to cast your instance as a
graphic.

The resets your 3-D position and view because
graphic instances cannot be moved in 3-D. Then,
cast your instance as a movie clip again to start over.
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When | change my camera, it modifies
every 3-D movie clip. Why?

You can only have one camera in Flash.

So any time you modify the perspective angle it
affects all of your 3-D objects.
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