Flash Tutorial: Part One

Introduction

An extraordinary feature of QuickTimeisitsability to play over 200 different
mediatypes. One of the most exciting typesisthe .swf file. These .swf files are
commonly called Flash, but would more accurately be titled Flash media.
Macromedia’s Flash 3 and 4, aswell asAdobe’s LiveMotion create or export
.swf files that can be played back in QuickTime.

Flash mediaisvery popular on the web because it hasavery small filesize. The
small size results because Flash mediais generally made from vector graphics.
Vector graphicshave small file sizesand can be scaled up without losing quality.
For example, if you scale or zoom a JPEG image it starts to exhibit * blocking’
and ageneral degradation of perceived quality. Vector graphics do not exhibit
this degradation; they stay smooth and crisp astheimage is scaled.

However, vector graphics require considerable computer power to animate and
display. When using Flash within QuickTime, thisissue is very important.
QuickTime's strength comes from its ability to play multiple mediatypes at the
same time, often compositing them in real time. All of this uses significant
computer power so advanced construction of Flash content within QuickTime
must be carefully thought out. For example, it is generally agood ideato stop
intricate Flash media animations when video is playing. As computer CPUs get
faster thisissue will become lessimportant. Small limitations aside, QuickTime
and Flash make an unbeatable and powerful combination for multimedia
projects and experiences, and LiveStage Professional 3.0 has integrated Flash
media content into the work flow better than ever.



ThisFlash Tutorial isvery similar to the Sprites Tutorial. We will createaV CR-
type controller for our HipBot video using a Flash Track rather than a Sprite
Track. Although we are going to use Flash media as a movie controller, Flash
media can be used much more creatively. Try blending video and animation
seamlessly into a single presentation. Exploit the media skin featuresin
QuickTime 5 and create Web applications using Flash media as the Ul. A good
example of this can be found at http://mmww. TODDisHERE.com. Use
QuickTime's inter-movie communication and database connectivity to control
Flash media playback as found at http://www.TotallyHip.com.

Thistutorial does not cover authoring Flash content. If you are unfamiliar with
Flash, we suggest you visit www.macromedia.com to learn more.

We will build upon what we learned in the Sprites Tutorial. If you have not
completed the Sprites Tutorial, we recommend that you complete it before
starting this tutorial.

Getting Started
1 Create anew Project Folder and label it “ MyFlashTutorial”.

2 Bringinthe“Library” folder into your project folder.

We have created alibrary of mediafor you aready; it islocated in
the samefolder asthispdf document. Dragthis“Library” folder into
the Project Folder you just created.

3 Start up LiveStage Professional if itisnot already open, and create a
new project.

Immediately save this project to your project folder. Call it
“Flash_Tutorial.lsd”.
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4 You will start off in the Info Tab. In the Movie Name field enter

“MyFlash.mov’
8eee Untitied 1.Isd == 00:00.000 of 00:16.400
[ Tracks | Defines 'fmq Annotations | ‘*‘ o IS
Flay: [ Ao stan Movie Mame: | MyFlash.mow

0 Al Frames
= XML File: | < ne fils se1>
) setection onty

Movie: [ Compress Tag: @ Hame:|
2 Copy Proteat O o
= &
¥ Auto Alternates

Loop: (@) None Wersion: | QuickTime 5.0 =
() From Beginning Window: [ OF =
) From End (Palindrome) -

Standard Mavie

Thiswill be the name of your exported QuickTime moviewhenitis
complete. Aswith the Sprites Tutorial, we will not need the default
QuickTime controller, so select “none” in the controller menu.

Bringing in Media

1 Click on the Tracks Tab.

Thisis our main work area and will be where we import all of our

media. a6 Library
QRG220
2 Open the Library window. e B T
Display: | All Media ':]
If itisnot open, click the“Window” menu 5 e
at thetop of your screenand select“Show ~ © | r”
Library Window”. > 0 wapes
3 TheLibrary window hasthree [ et i “scriets |
tabs: Media, Local, and Scripts. . 5

Click on Local. - —

B |35 controllerl swf
b | % controller2 swf

You will seethreefilestitled b [ HipBotvideo.mov
“controller1.swf”,
“controller2.swf”, and our
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“HipBot_video.mov’. Thereisalso afolder named “ Frame-Skin”.
If you do not seetheseitemsin your Local Library, ensure that both
the LiveStage Professional document and the Library Folder are
located in the same Project Folder that you titled
“MyFlashTutorial”.

4 Dragthe“HipBot_video.mov’ to the Tracks Tab.

Adding a Background

1 Asdoneinour Sprites Tutorial, add a background to your movie by
dragging “ hip_main.gif” to the Tracks Tab.

Thl S fl le Can be found I n the : X6 Flash_Tuterial.lsd: Background Track
“Frame/Skin” folder located in the ( Track fSpun Compasiion | Advanced )
Local Library folder. In the Picture =

G

x: [0 | width: (522 |

Track Properties window, change the

track's name to “Background” and

the Drawing Layer to 3. This process _
isdetailed in full in the Sprites =t
Tutorial.

=1

| Height: (902 |

2 Inthe Stage Window you will also need to center your Video Track
on your background, just asin the Sprites Tutorial.

| . C #a

=

Note: For detailed instructions on these steps, please see the Sorites Tutorial.
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Working with the Flash Track

Now weareready for our controller, but rather than create it with a Sprite Track,

we are going to use a Flash Track.
ol }

[ R s

1 Fromyour “Loca” tab in the Library, drag the
file“ controller1.swmf” to the Tracks Tab.

2 Change the track nameto “ Controller”.

You can change the track’s default name by :
double-clicking on the Track Header to open the AANR
Properties window and changing the namein the Kf@{; JV
name field as we did in the Sprites Tutorial.

Although the importance of changing track namesis not evident in
these tutorials, it isagood practice and will make your work much
simpler when you begin creating more complex projectsin the
future.

3 Extend the Flash Track duration by dragging the right edge of the
sample. If you option-click the sample while you drag, it will snap
to the lengths of the other tracks.  eoe s so0r 300010017000

Thiswill ensure your controller is e
visblethroughout the length o~ wxseioe e oo o
your movie. T

@ Taa O conuraller controlier] s Sampbe 1 (1 = 100) |

The Flash Controller

1 Double-click the Flash Sample.

Thisiswhere we can gain access to the Flash buttons. In our
examplethebuttonsareall contained in Frame 1 of our movie. If you
open Frame 1 by clicking on the triangle indicator, you will see the
list of Flash buttons for thisfile.
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Notice that they do not have names, they have numbers. Thisis how
Flash exportsits media, and this makesit very difficult to determine

which button is which., eoe Flash_Tutoralsc: Fash Sample 1 :
Thereisaworkaroundthat § &+ & & = = % = « = s
uses Flash'sFSCommand e »

whichwill bedescribedin [, g™ =

Part 2 of thistutorial. In

this example, we will b i

access the Flash buttons

directly from the Stage.

Close the Flash Sample and open the Stage.

aon s, Tuwial o - 50.07.308 of 017,003 Siage
Wil | = v ] = #1a

Hoocooh

Notice that the Flash controller is positioned at the top left of the
movie. Simply drag and drop the controller so that is located at the
center bottom of the movie.

TheFlash controller hasfive buttons. We need to add some scriptsto
these buttons, similar to what was done in the Sprites Tutorial.

While still on the Stage, double-click v e i
on the Play button and the Flash > sicsan
Sample will open up. et

Roll Qut
Notice that “Button 12" has e i
automatically opened, revealing alist bl .
of Mouse Event Handlers. Mo heease Onsi

P EButten 16



You can see a
preview of the
movie we are
creating at any
time by simply
clicking the blue
QuickTime icon
on the top right
hand corner of
your project
window.

4  Select the Mouse Release event handler.

Thisisthe Flash equivalent to QuickTime's Mouse Click event that
we used in the Sprites Tutorial. In the Edit field, type the following
script:

Thi sMovi e. Start Pl ayi ng

8ee Flash_Tuterial.lsd: Flash Sample 1
il llLe]
I s 10 5 20 25 £ 35 40 I 50
-
L = ]
v framet save ) (Ctead % f Cheek symmax Y
b Baton s
[ — 1 ThisMaevie StartPlaying|
¥ Bumen 12
Roll O
Roll O
Mouze Press
Mouse Release
Drag Out

Drag In

Mouse Release Outsid
Mauze Enter Down
Mause Exit Down

Double-click on the Rawind button.

The Flash Sample will open with Button 8 selected. Again, choose
the Mouse Release handler and enter the following script:

Thi sMovi e. Set Rat eTo( - 2)

List Received s save. ) (load . ) Check Syntax )
¥ Frame 1
v Butten$ 1 ThisMavie SetRatetol-2)
Roll Orver
Roll O
Mouse Press
Mouse Release

Drag Out
Drag In
Mouse Release Dusid

Mouse Enter Down %

Follow the same procedure for the rest of the buttons.
Pause: Thi sMovi e. St opPl ayi ng
Fast Forward: Thi sMovi e. Set Rat et o( 2)

Restart: Thi sMovi e. GoToBegi nni ng
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A quick note on 7 Preview your movie.

Alpha Channels: . .
pha -hanness The Flash buttons now control your movie's playback. You will
Be sure to use notice the Flash Track's white background is a bit unsightly. In the
Alpha Channels . . . .
sparingly. Sprites Tutoria, we ssimply made the white track transparent.
glriT']CkoTs'lft"e?S However, all Flash mediafiles are exported with an Alpha Channel.
tracksp in real- All we need to do is activate it.

time, so itis very
CPU-intensiveto .
composite large 8 Double-click on the Track Header of the Flash Track.

Alpha Channels.

Add Min 1

Ifyou can apl’O‘d Click on the Composition Tab, and © O O Flash.Tutor  Add o

usin a « ” [ Trac atid  Sub Over

Char?ne@_ by change the mode to “Alpha Channel e e e Seeie

constructing from the default, “Dither”. = o
your movies in a = =T
differentmanner, Mode
you can ensure 9 Export your movie to your desktop. el o
your movies will Y Composition

play back You are done. — ey
properly on T ———
slower
computers.
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In thefirst part of the tutorial we were able to access the Flash buttons directly
from the stage. We could do this because our Flash track was static, but many
Flash controllersare enclosed in aoneframemovieclip - they have an animation
that reveals the controller. This makes it impossible to access them from the
Stage. Yet as we mentioned in Part 1, there is no way to tell which button is
which if we open them up from the Sample. Here is the solution:

10 First open “Flash_Tutorial.lsd” (if it is not already open) and
immediately save it as*“Flash_Tutorial2.1sd” in the same project
folder. Thisway it will still have accessto the Local Library.

11 Select the Flash Track named “ Controller”, and deleteit. Simply hit
the delete key on your keyboard.

12 Now drag the file named O — i
“controller2.swf” fromtheLocal s = o ipmmmn mimme son
Library to the Tracks Tab.

1 file: Hipln_video mev

controfier2 s Sample 1 {1 - 25%)

You may also want to activate the
AlphaChannel for thisFlash Track _

aswedidin Part 1.

13 If you open the Stage, again you will
notice that the controller ison the top | eft
of themovie. Drag it to the bottom center
of the movie.
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If you preview the movie, you will notice that if you click on the
controller's gray triangle, it will open up. However there is no way
to access those buttons from the Stage aswe did in Part 1 of our
tutorial.

Double-click on the Flash Track sample. And open the Frame 1

place holder. oo Flash.Tutorial2Isd Flash Sample 1
. aille_ille}
Noticethat fiveof the —Afrfoio B g B A 0 5.0

.
e

SiX button names are =
bold. Button 8 is My

actually the gray =

triangle that opens up it

the Flash controller.

Open up “Button 13", by clicking on the triangle. Notice that the
Mouse Release event handler is also bold. If you select it, you will
notice the following script:

/1 <fast backwards>--- which is International ici Medialnc
Superstar, Guillaume lacino's way of saying rewind.

List Received + | Save.. ) {Load. ) f Check Syntax )
¥ Frame 1 MevieClip
» Button §
v Butien 13 i
Roll Over ||
Rodl Qut
Mouse Press
Modise Release
Drag Out
Drag I
Meuse Release Dutsid *

! |

The// is QScript for “ignore whatever follows here”. Programmers
use thisto ‘comment out’ code. This way they can make notes to
themselves and not have QuickTime think that it is actual code. So
<fast backwards> tellsusthat thisisthe rewind button.

Deletethecomment and replace | v, &5 O
it with: =y
Thi sMovi e. Set Rat eTo( - 2) o



17 All the remaining buttons have the same types of |abels. Enter the

scripts for the remaining buttons.
So how did those labels (QScript comments) get there?

Thiswas done in Macromedia's Flash using the FSCommand
(FlashScriptCommand):

O (Rel ease)
FS Command (“Qui ckTi meScript(Qcript)”, “//BUTTON NAME')
End On

If you are not creating the Flash media yourself, be sure to inform
your Flash devel oper to add these lines of code in hisor her work. It
will save you hours of work and frustration.

Experienced Flash userswill immediately see how easy it isto code
within LiveStage. For example, controlling Fast Forward, Rewind,
and Slow Motion is asimple script setting the movie rate. Other
controls such volume are just as simple to code.

Finally, it isimportant to reiterate that Flash content can be
incorporated in many more ways than just asimple video controller.
Be creative.
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