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Beg inn ing Flash 8  
Mindy M cAdams  |   Universit y of Flor ida  |   ht tp://flashjournal ism.com/ 
Flash Journal ism: How to Create Mul ti media Journal ism Packages (Focal  Press, 2005) 
F I L ES  ht tp://mindymcadams.com/guest /flash_beginners/ 
 
This workshop wi l l  cover  the basics of how to handle photos wel l  in Flash and cont rol  the 
presentat ion wit h but tons. 

Par t  1 : P ho t o Ha ndl ing  
1. Overv iew of t he Fl ash 8 inter face 
2. BMPs inside, JPGs outside 

a. PNG-24 fi les may be used instead of BMPs 
b. Never impor t a JPG fi le into Flash (see the separat e Ti p Sheet  onl ine) 
c. When loading external photos, those fi les must be JPGs 

3. Photo fi le size for the Web (see t he separat e Ti p  Sheet  onl ine)   
a. 72 ppi 
b. Pixel dimensions (not  inches!) 
c. Use Photoshop ÒSave for WebÓ for al l  JPGs 

4. Import ing and opt imizing BMP images (see the separate Ti p Sheet  onl ine)Ñ
these are t he uncompressed images we import  into the FL A fi le 

Par t  2 : Ani m at ing Pho t os  
5. Moving  

a. Symbols: I f you want  to move, zoom or fade an image, you must  fi r st  
Convert to Symbol.  

1) Select t he ent ire object. I f i tÕs a bitmap, just  click i t  once to select 
i t . 

2) Modify menu > Convert  to Symbol (or  press F8) 
3) I n the dialog box, give i t  a name and select Type: Grap hic. Then 

click OK.  
4) I n the L ibra ry  panel, you should now see the new symbol. 

 

IMPORTANT! I f you see a blue arro w, as shown above, you have double-
clicked and gone i nside a symbol. (I n t his case, you are inside a symbol 
named ÒBig Green Bal l .Ó) Watch out for thisÑ it  is a dangerous mi st ake! To 
return to normal edit ing mode, when you see the blue arro w, press Ct r l-E 
(Mac: Cmd-E)Ñ E for ÒEdit .Ó The ar row wi l l  be gray when you are in norm al 
edit ing mode.  
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b. K eyf r am es   
1) I n the Timeline, a keyfr ame is a fr ame wi t h a dot in i t . A 

keyfr ame is a fr ame where a change begins or ends.  
2) A simple mot ion requi res two keyfr ames: One at  the start ; one at  

the end. There can be any number of regular  fr ames in bet ween 
two keyfr ames. 

3) Make sure t he object in t he fir st keyfra me is alr eady a symbol  
BEFORE you add any more keyfr ames! 

4) To add a new keyfra me: I nsert  menu > Ti mel ine > Keyfra me (or  
press F6) 

5) To add regular frames aft er the first  keyfra me:  Insert  menu > 
Ti mel ine > Frame (or  press F5) 

6) Click t he fi rst  keyfr ame. Move t he symbol to i t s start i ng posit ion. 
7) Click t he second keyframe. Move the symbol to i t s ending 

posit ion. 
c. Add a m ot i on  t we en : Right -cl ick (Mac: Cont rol -click) once in t he fr ames 

between the two keyfr ames. Select ÒCreate Mot ion TweenÓ from t he 
menu. 

d. Save and test  your Fl ash movie. To test , press Ct rl -Enter (Mac: Cmd-
Ret urn). 

e. Adjust  t he t iming: Add or remove regular fr ames wit hin t he sequence to 
mak e t he mot ion longer or short er.  (To remove frames: Shi ft -F5.) 

f. ActionScript : stop(); 
1) Al l  Flash movies loop by default . 
2) To make the movie play once and stop, wri te Act ionScri pt  on the 

last  fr ame of the Timeline. 
3) Add a new layer in the Ti mel ine. Name the layer Òactions.Ó 
4) Click t he la st fra me in that  layer and make a new keyfra me. 
5) Open the Actions panel and add t he script : stop(); 

6. Zoomi ng (t ransformat ion point ) 
a. Zoomi ng a photo requi res all the same steps as moving a photo. 
b. The difference is in t he two keyfr ames. I n one keyfr ame, t he image is ful l  

size. I n the ot her keyfra me, the image is smal ler.  
c. Use the Free Tr ansform Tool and/or t he Tr ansform panel. 
d. Aft er ÒConvert  to Symbol,Ó move the tra nsformation point (white dot ) to 

the center of interest  in t he photo. 
e. Then create t he other keyfr ame. 

7. Fading (use alpha: Propert ies panel) 
a. Fading a photo requi res all the same steps as moving a photo. However,  

you need more keyfr ames (4), in t hree sequences. 
b. Fi r st  sequence: Fade in fro m 0% alpha to 99% alpha (mot ion tween). 
c. Second sequence: Photo stays at  99% alpha (no tween). 
d. Third sequence: Fade out  from 99% alpha to 0% alpha (mot ion tween). 

8. Cross-fades (layer management ) 
a. To fade one photo into another,  each photo must  be on it s own layer. 
b. You can copy and paste fra mes using t he ri ght -cl ick menu in the Ti mel ine 

(Mac: Cont rol -click). 
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c. To achieve a cross-fade, your Ti mel ine wi l l  look l ike t his: 

 
 

Par t  3 : Bu t t on s an d I n t e ract iv i t y  
9. Adding but tons 

a. You can use but tons supplied wi t h Flash: Windows menu > Common 
Li bra ri es > But tons (you may also create custom but tons). 

b. Dra g a but ton fro m t he External L ibrar y to the Stage. Note: I tÕs usually a 
good idea fi r st  to create a new layer just  for but t ons. 

c. To wr ite scri pt  on a but ton, click i t  just once to select i t . Then open t he 
Actions panel. (I f you see the blue arro w, as explained on page 1, you 
clicked twice. Corre ct t hat  mistake!) 

d. The i l lust rat ion below shows how to wri te scri pt  on a but ton. The 
inst ructions to mak e t he but ton do somet hing wil l  appear between t he 
curl y braces   {  }  shown at  ri ght . 
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Some common scripts you wi l l  wri te on Fl ash but tons: 
 

on ( r el ease)  {  
    s t op( ) ;  
}  
 

on ( r el ease)  {  
    pl ay( ) ;  
}  

on ( r el ease)  {  
    got oAndPl ay( 1) ;  
}  

Stops t he movie. Start s the movie (i f i t  
was stopped). 

Sends t he movie back 
to Fra me 1. 

 
 
10. Scri pt ing but tons (wi t h fr ame labels) 

a. I f you wri te a label on a fra me in t he Ti meline, you can t hen make the 
playhead go to that  exact fr ame at  any t ime, using script  on a but ton, or  
scri pt  on a frame (as when you wrote stop(); on the final fr ame). 

b. Usual ly we create a new layer just  for labels. 
c. A label needs i t s own keyfr ame. 
d. Do not  use spaces or punctuat ion in t he fra me label. 
e. ActionScript : gotoAndPlay("myframelabel"); 

 
 
11. Loading an external JPG via a but ton: I f you wr ite the correct scrip t on a but ton, 

Fl ash can display an external JPG fi le.  
 

on ( r el ease)  {  
    l oadMovi eNum( " myphot o. j pg" ,  2) ;  
}  
 

on ( r el ease)  {  
    unl oadMovi eNum( 2) ;  
}  

Di splays an image named myphoto.jpg Removes t he fi le fro m Level 2 
 
 


