Week 9-11:
Multimedia Authoring tool.
Macromedia Flash

MCG 301
Multimedia



Using Flash CS3;:
Basic Colour



Using Colour Basics: Colour
Mixer

activityll.fla

Explore how to select different solid colours as
well as changing the brightness and darkness of
that colour.

Select "linear" type and explore how to change
colours, set and remove colour pointers to
manipulate the graduation, and swap colours.

Select "radial" type and repeat step three
exploration.
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Using Colour Basics: Gradient
Transform Tool

Workshop: open activityl2.fla

Select the "Rectangle Tool" and turn the
"Object Mode" on In the "Context
Sensitive" area. Next draw and fill a
rectangle, using the "radial" type of
filling.

In the "Tools Panel" select the

"Gradient Transform Tool (F)" and
explore the controls.
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Using Colour Basics: Colour
Swatches

Workshop: open activity1l3.fla
In the "Color Panel" select the tab "Swatches."
In the "Swatches" menu, clear all colours.

Select the "Eyedropper"” and select a colour in the
graphic, then pour it either in the solid or gradient area of
the "Swatches" panel. Repeat until all colours have
been added.

Once all colours have been selected, choose to "Sort by
Color"

Now In the menu, select to "Save Colors"

You now can add this swatch of colours to any .fla file by
selecting "Add Colors".
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Using Flash CS3;:
Basic Animation



Animation Basics: exploring the
timeline

Workshop: create a new file

Use the properties panel to change
background colour, edit size to 468X60,
change frame rate to 24.

Discuss key frames (F6), blank key
frames (F7) and frames (F5) In the
timeline.

Save file as activityl4.fla
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Animation Basics: modifying
shape & position

Workshop: open activityl4.fla

Select the "Rectangle Tool", then select
the colour of the rectangle fill, choose "no
stroke" colour and draw a rectangle on
the stage - don't worry about the size!

Use the "selection tool" to select the
rectangle on the stage, then modify the
width/ height and X/ Y screen position.

Save this file as activityl15.fla.
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Animation Basics: using the
library

Workshop: open activityl5.fla

Open the library by selecting "Ctrl+L" or "Windows" >
"Library"

Notice that the library is empty.

Open the Ilbrary for ' act|V|ty16 example.fla" by going
to "File" > "Import" > "Open External Library"

Browse through this library, select an image from the
folder "Image" then drag to stage area.

Close the library for "activityl6 _example.fla"

:\Ibote that the graphic now appears in your "activity 15"
ibrary.

Save this file as activity16.fla
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Animation Basics: creating a
Motion Tween

Workshop: open activity1l6

Make sure your graphic is on a different
layer from your backgroundc

Next select "Frame 9" and press "F6"

With Frame 9 still selected, move and re-
position your image to fit inside of the
banner area

Save file as activity16.fla
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Animation Basics: creating a
Motion Tween

Workshop: continue working with
activity16.fla

Select "Frame 1" on the graphic layer.

Position your image in the lower right-
hand corner of the banner.

Save file as activity16.fla
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Animation Basics: creating a
Motion Tween

Workshop: continue working with
activityl16.fla

Select "Frame 4" on the graphic layer. Then In
the "Properties Inspector” select "Motion" >
"Tween"

Select different settings on the "Ease" and
explore how this effects the animation.

Select to "Rotate" your image In your
animation.

Save file as activityl6.fla
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Animation Basics: working with
text

Workshop: open activity16

Create a new layer then make sure the other layers
are locked.

Go to Frame 9, which is right after your graphic has
animated in, and press "F6" to add a key frame. Type
the first letter in your banner.

Select Frame 10, press "F6" then add the second letter
In your banner.

Repeat this process until all letters in your banner are
added.

With Flash CS3, you have the option to add filters to
your banner - check it out!

Save file as activityl6.fla



r

F! Adobe Flash C53 Professional - [activiiyl &.1la*]
Fle Edt Wiew Insert Modfy Teut .

- a gletter in youg banney, thep
e Scene |

%’s [Mooresville ml(s__]-'

JF'I'W_II_.;HE_ (Fax - |

[Jirever shad

i B 5 v EHm
EhrY: &
4. choose to =
your banne o




Animation Basics: creating a
Shape Tween

Workshop: continue working with
activity16.fla

Create a new layer, naming it "line", then make
sure the other layers are locked.

See which frame your banner ended, then select
the frame on your "line" layer, that is positioned
where your banner ends - press F6

Select the pencil tool, choose colour, line style
and width of line. Now draw a line under the
word you want to emphasize.

Save file as activityl6.fla
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Animation Basics: creating a
Shape Tween

Workshop: continue working with
activityl1l6.fla

Place another key frame (F6) five frames from
where you first drew the line.

Select any frame that is in the middle of where
you first drew your line and where you just
placed the second key frame. In the
"Properties Panel" select "Tween" > "Shape”

Save file as activityl6.fla
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« NOTE: - You may not see any difference
between the first time you drew your line
and how your line looks when your movie
IS played! Here's a quick way to fix that!
— Select the key frame that holds the FIRST

time the line appears.

— Use the eraser tool and erase all but 1/4 inch
of the beginning of the line

— NOW replay your movie and see the
animation work!
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