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Figure 1-2 The Adobe Flash Professional CC welcome screen
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Figure 1-3 The New Document dialog box
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Figure 1-4 The default Flash CC screen with various panels
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Figure 1-5 Choosing New Workspace from the workspace flyout
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Figure 1-6 The Properties panel Figure 1-7 The Tools panel



Introduction to Adobe Flash Professional CC

1-5

Figure 1-8 Rotating the movie Figure 1
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Figure 1-10 The Rectangle Options area of the Rectangle Primitive Tool
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Figure 1-11 The Tool Settings dialog box
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Brush Mode Brush Size Brush Shape

Figure 1-12 The Brush Tool options
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Figure 1-14 The Timeline panel
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Figure 1-17 The Modify Figure 1-18 The Layer Properties dialog box
Markers flyout
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Figure 1-19 The Library panel

Figure 1-20 The Toolkit for Create]S panel
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Figure 1-21 The Timeline submenu
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Figure 1-22 Choosing the History panel from the window menu
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Figure 1-23 The Save As dialog box
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Figure 1-26 The Untitled-1 preview window
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Figure 1-27 Invoking the Help menu from the menubar
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Figure 2-1 The vector graphic of a honey bee
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Figure 2-3 The Color and Swatches panels
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Figure 2-4 The behavior of the objects when the Object Drawing mode is disabled
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The Fill and Stroke are not

separate elements
P Owerlapping the Objects

o0 ¢ 00

Figure 2-5 The behavior of the objects when the Object Drawing mode is enabled
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Figure 2-6 Copy of the oval Figure 2-7 The eyes placed on the face
of honey bee

Figure 2-8 The face of Honey Bee with cheeks

A

Figure 2-9 The cursor with the curve Figure 2-10 The face of honey bee
after placing the mouth
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Figure 2-11 Changing the curvatwre of the stroke

o 6

Figure 2-12 Deleting the upper — Figure 2-13 The honey bee after

portion of the line segments placing the line segments
Figure 2-14 The horizontal line Figure 2-15 Changing the curvature
segments of horizontal line segments
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Figure 2-16 Choosing the Gap Size button Figure 2-17 Choosing the Close Large
in the Options section of the Tools panel Gaps option

Figure 2-18 Filling the color in sections using Paint Bucket Tool
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Figure 2-19 Naming the layers in
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Figure 2-28 Changing the curvature — Figure 2-29 Placing the circle on the tip
of the line segment of the line segment

Figure 2-30 The honey bee
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Figure 2-31 The advertisement banner with the name “The Coffee Shop’
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Figure 2-32 Choosing the Edit document properties button
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Figure 2-33

Setting the dimensions in the Documents Settings dialog box
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Figure 2-36 Selecting Linear gradient  Figure 2-37 The flyout displayed on
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Figure 2-38 Positioning semi-ovals to create
coffee bean

Figure 2-39 Selecting the outlines of the  Figure 2-40 The coffee bean afier deleting
inner edges of the coffee bean the outlines of the inner edges

Figure 2-41 Choosing the
largest size of the brush
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Figure 2-43 Rotating and Figure 2-44 The Convert to Symbol dialog box
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Figure 2-45 The layout for “The Coffee Shop’ advertisement banner

Figure 2-46 The color applied in the Drawing section

X

Figure 2-47 Creating a line segment Figure 2-48 Changing the
curvature of the stroke
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Figure 2-49 Creating two ovals Figure 2-50 The Convert to Symbol dialog box
on the pasteboard

Figure 2-51 Pattern symbol placed in the Drawing section

Figure 2-52 Copies of the pattern symbol placed randomly
in the Drawing section

Figure 2-53 Coffee beans symbol placed in the Drawing section
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Figure 2-54 Copies of the coffee beans symbol are placed in
the Drawing section
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Figure 3-5 The first instance Figure 3-6 The second instance
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Figure 3-7 The cricket ball graphic symbol in the symbol-editing mode
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Figure 3-12 The button symbol

o

Rectangle primitive

~ Position and Size
X: 148.00 ¥: 147.00
€5 W: 25195 H: 93.00

~ Fill and Stroke
+ 1l & Il
Stroke:  LpP——————
Style: 2
Scale:  [Normal [ v] O Hinting

Cap: =¥
Join: IR Miter: 3.00
~ Rectangle Options
I h
. <
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Figure 3-19 The Over state of the
button symbol

Figure 3-20 The Down state of the
button symbol
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Figure 3-21 Increasing the dimensions of the rectangle in the Flash document

Figure 3-22 The Glow filter applied to movie clips symbols
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Figure 3-27 The glow effect on dots
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Figure 3-29 The separate layers imported in the Flash document
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Creating Animation

Learning Objectives

After completing this chapter, you will be able to:
* Create motion tween animations

* Create animation inside symbols

* Use mask layers

* Create shape tween animations

* Create 3D animations
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Figure 4-2 The movie clip symbols in the Library panel
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Figure 4-3 The first instance of the walk cycle
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Figure 4-4 The ruler bars displayed on top and left side of the Stage

Figure 4-5 The guide placed below the first pose instance
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Figure 4-7 The Onion Skin markers in

Figure 4-6 The second pose instance placed
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Figure 4-8 Placing the sixth pose instance Figure 4-9 Placing the ninth pose instance

==

New Decument

General Templates
Type:
T actionscript 3.0 width: 550 px

. AIR for Desktop
'. AIR for Androd | TEER L

ActionScript 3.0 Class
ActionScript 3.0 Interface Frame rate: fps
SERTETEAE Background colar: I:l

™ | Flash Javascript File

o Make Default

Description:

Create a new FLA file (*.fla) in the Flash Document window,
The Publish Settings will be set for ActionScript 3.0. Use FLA
files to set up the media and structure for SWF files

published for Adobe Flash Player.

Figure 4-10 Changing the value of the Frame rate in the New Document dialog box
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Figure 4-12 Changing the frame rate in the Properties panel

Figure 4-13 Moving the fill upward

Figure 4-14 Scaling the fill
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Figure 4-16 The Ball tween layer displaying the tween icon

Figure 4-18 Moving the cursor on the tween span
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Figure 4-20 The ball_mc instance on Figure 4-21 The ball_mc instance on
frame 1 Sframe 31

Figure 4-22 The ball_mc instance at  Figure 4-23 The ball_mc instance at
Sframe 31 Sframe 60
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Figure 4-24 Easing-in Figure 4-25 Easing-out

Figure 4-26 The animation on frame 31
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Figure 4-28 The Animator workspace

Figure 4-29 The Timeline of the butterfly instance
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Figure 4-33 The Lock or Unlock All Layers button in the Timeline Header
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The path

Figure 4-37 The path drawn with Pencil Tool
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Figure 4-38 The Timeline of layers after adding the static frames

Figure 4-39 Snapping the butterfly instance to the left end of the path
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Figure 4-40 Snapping the butterfly instance to the right end of the path
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Figure 4-42 The Tweening area with the Orient to Path check box selected
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Figure 4-43 Changing the position of the layers in the Timeline panel



4-14 Adobe Flash Professional CC: A Tutorial Approach

Figure 4-44 The chopper and the car at frame 36
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Figure 4-45 The cO4_tut_04 _start.fla document displayed

Figure 4-46 The bitmap applied to the rectangle as fill
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Figure 4-48 Choosing the
smallest brush size
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Figure 4-49 Creating the stars

Figure 4-50 Positioning the car_mc instance
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Figure 4-52 Positioning the car_mc instance on frame 60

Figure 4-53 Rotating the car
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Figure 4-54 Positioning the car

Figure 4-55 Changing the curvature of the motion path
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Figure 4-56 Positioning the chopper_mc instance on frame 1
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Figure 4-60 Boundary_r layer is placed above the chopper layer
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Figure 4-62 The scene_mc instance on frame 1
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Figure 4-63 The layericon of the Layer 1
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r Properties 3
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Name: [Layer 1 | [ ox ] [ Untitled-1 [>] = [
3
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Type: (&) Normal
+
) Mask
() Masked
() Folder
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Mame - | AS Linkad
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Outline color:- %scene_mc
View layer as outlines [=3] scenejpa
Layer height:
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I

Figure 4-64 The Layer Properties dialog box Figure 4-65 Ruipple_mc symbol icon shown
displayed on double-clicking on the layer icon in the Library panel

& A & [wem 7]

Figure 4-66 The objects in the layer displayed as outline

Figure 4-67 Dragging the cursor inward
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Figure 4-68 Selecting the original oval Figure 4-69 A hollow oval

&, 4, # [ 7]

(-

)
I

Figure 4-70 Owval placed at the bottom of the instance
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Figure 4-71 The shape tween frames
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Figure 4-72 The mask layer
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Figure 4-73 Placing the ripple_mc instance in the Stage

Figure 4-74 The 3D animation on frame 33

Untitled 1* x |

W Seenet WA
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Figure 4-75 The dance.jpg in the Stage
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Figure 4-76 Placing the dance_mc instance in the Pasteboard

Property | Walue |
¥ Bevel L] =
Blur X 4px L= N
Blur Y 4px L=
Strength 100 %
Quality High [
Shadow .
Highlight ]
Angle 43°
Distance Gpx
Knockaout [
Type Inner (154
w Drop Shadow =
Blur X 3.px L=
Blur ¥ 3 px =
Strength 100 %
Quality High |-
Angle 45°
Distance 4px
Knockout O
Inner shadow [
Hide object Cl
Color -

Figure 4-77 The Bevel and Drop Shadow
areas in the Properties panel
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Figure 4-78 The instance after applying the
Bevel and Drop Shadow filters

| Align | Info | Transform [ Wb [=|
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) Skew
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3D Rotation
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3D Center point
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Figure 4-79 The Transform panel — Figure 4-80 The dance_mc instance on frame 1
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Figure 4-81 The dance_mc instance on frame 96



Creating Animation

4-25

Figure 4-82 The rectangle after transforming the gradient fill
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Figure 4-83 Placing Layer 2 below Layer 1
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Figure 4-84 The rectangle placed behind dance_mc instance
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Code snippets —
Find —
Insert instance path and name —

Actions =1 Panel menu

Layer 1:1 9 Lo —Help

SCT’ipt —_ Mo Scripts .
navigator — Script pane

4 1 3

Line 1 of 1, Cal 1

Figure 5-1 The Actions panel

Figure 5-2 The photo gallery
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Figure 5-3 The rectangle positioned in the Stage

T
||

Figure 5-4 Entering the color value for
the text

B Scenel WA

Figure 5-5 The text positioned in the Stage
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| vimeine. [t | |
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L] Gallery Ed I eoooo B
] background . - 1B
il W[ = BEHE 6 200fps 025 [A | v]

Figure 5-6 Inserting blank keyframes till frame 6

Figure 5-7 Positioning lion.jpg in the Stage

|v Rectangle Options |
s 3

AL [5.00 [Rectangle corner radius
& —

Figure 5-8 The Rectangle
Options area
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Figure 5-9 Positioning the rectangle

Figure 5-10 The over state Figure 5-11 The down state
* Character
Family: [Impact [+]
Style: [Regular v || Embed.. |

Size: 26.0pt Letter spacing: 0.0
color: [ | 4 Auto kern
Anti-alias: | Anti-alias for readability

)[R

Figure 5-12 The Character area Figure 5-13 Positioning the text
w Filters
[+-[=]
Property | value |
w Bevel L]
Blur X 4 px (=]
BlurY 4 px (=]
Strength 100 %
Quality Low |-
Shadow .
Highlight ]
Angle A
Distance 4px
Knockout ]
Type Inner |-
Figure 5-14 The Bevel filter area Figure 5-15 The prev button symbol

after applying the Bevel filter
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MNew Symbol...
MNew Folder
MNew Font...

New Video...

Rename...
Delete
Duplicate...

Move to...

c05_fig_13.fla Edit
Edit with...

Edit with Audition
Edit Class

Play

Update...

Properties...

P ,,O—| Component Definition...

Mame - | AS Linka Runtime Shared Library URL...

[=] aligatoripg
lemurjpg
[=] lion.jpg Expand Folder
[ mengoosejpa Collapse Folder

@ prev Expand All Folders
[=] swans jpg

Select Unused Items

Collapse All Folders

O ® &[] I v Help

Close

Close Group

Figure 5-16 The menu of Library panel displayed

Duplicate Symbol (3]

Mame: | = op I | OK |

Folder: Library root

» Advanced

Figure 5-17 The Duplicate Symbol dialog box

Copy selected filter
Copy all filters

Paste filters

Reset filter

Save as preset...

Edit presets...

Figure 5-18 The flyout displayed on Figure 5-19 The nxt button symbol
choosing the Options button
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Figure 5-20 The prev and nxt button symbols in the Stage

==
[orev[ T |
[ Butto{Instance name| [ =]
Instance of: | prev | [ swap... |

Figure 5-21 The Instance name lext box

Buttons:1 |{E} p <& 9

No Scripts

4| [ 2

Line 1 of 1, Col 1

Figure 5-22 The Actions panel displayed
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Figure 5-23 The analog clock

&
P

Properties | Library

Shape

» Position and Size Align

i
it

w Fill and Stroke

< R

Figure 5-24 The Align button located
on the left of the Properties panel

Align horizontal

Align | Info | Transform | | =
Align: |

B2 a Tl
Distribute:

=== Bk ododd
Match size: Space:

= 0D & =k

B Align to stage

center button

— Align wertical
center button

Figure 5-25 The Align area in the Align

panel
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Figure 5-26 The circle positioned at the center of the Stage
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Figure 5-28 Positioning the text box with the number 12

Figure 5-29 Creating a Figure 5-30 The letter 3 typed
copy of the text box in the text box
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_‘I_!J

Figure 5-31 Positioning the 3 text box  Figure 5-32 Positioning the 6 and 9 text boxes

[T m
|
[ ]
° X
L] (=]
Figure 5-33 The anchor point Figure 5-34 Changing the
position of anchor point
Properties | Library | =
| hr_mc | |
N
MD'-'iE |
Instance of: | hour | | Swap... |
Figure 5-35 Applying the Glow Figure 5-36 Assigning the instance
[filter on the hour instance name to the howur instance
| B
&3]
Figure 5-37 Entering glow color in the Figure 5-38 The minute instance afler

Hex edit box applying the Glow filter
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Property | value
¥ Glow =
Blur X 4 px (o]
Blur Y 4px (<)
Strength 150 %
Quality High |
Color .
Knockout
Inner glow % i+
Figure 5-39 The Glow area for second ~ Figure 5-40 The second instance after
instance applying the Glow filter

Figure 5-41 Positioning the instances at the center of the circle

(Components

w &5 User Interface
Button
CheckBox
ColarPicker

[

ComboBox
DataGrid

Label

List
NumericStepper

ProgressBar
RadioButton
ScrollPane

o Slider
Size: 550 x 400 px A, =] Textares

sage: (1] S .

Figure 5-42 The Background color swatch Figure 5-43 The Components panel

w Properties

Heofl fW-EE0a0

FPs: 2
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w Compoanent Parameters
Property | value |
emphasized |
enabled ~
labelPlacement
selected |
toagle |
visible ~
Figure 5-44 The button symbol Figure 5-45 The Enter instance positioned in the

Stage

Figure 5-46 Placing the pondscene instance on frame 15
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Code Snippets
» ] Actions

] Timeline Navigation

» ] Animation

B[] Load and Unload

» ] Audio and Video

] Event Handlers

] Mobile Touch Events
] Mobile Gesture Events

» [ Mobile Actions Adobe Flash Professional
» ] AIR for Mobile
» ] AIR & This action requires an object to be selected on Stage.
[T
Figure 5-47 The Code Snippets panel Figure 5-48 The Adobe Flash CC message box
10 enter_btn.addEventListener(MouseEvent.CLICK, fl ClickToGoToAndStophtFrame 2):
11
12 function fl1 ClickToGoToAndStopAtFrame 2({event:MouzeEvent) :void
13 {
14 gntahndStop{lEh H
15 1
16

Figure 5-49 The Click to Go to Frame and Stop code

_
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L] actions . s o -
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I pages + + I do nep Oa
] background . =
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Figure 5-50 The frame labels



5-14

Adobe Flash Professional CC: A Tutorial Approach

Fl File Edit View Inset Modify Tet Commands Control Debug Window Help
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Figure 5-51 The c05_tut_04_start.fla document displayed
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Name | AS Linkage |

¥ & Buttons =l
@ home
@ projeds
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Figure 5-52 The Buttons folder
in the Library panel

il

Figure 5-53 The home and projects button instances
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Figure 5-56 The labeled frame 1

o i |

Figure 5-54 The Playhead on frame 2

Frame label]] WWW&&&
Figure 5-55

Figure 5-57 The labeled frames
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AR Al

Figure 5-58 The XML photo gallery

Figure 5-59 The Adobe Photoshop screen
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File Edit Image

S DmEE

1ipg @ 66.7% (RGE/8) x

Figure 5-60 The 1.jpg displayed

Image Size @
Pixel Dimensions: 2.25M
Width: Pxels -
Height: 768 Pixels -
Document Size:
Width: 10.84 Centimeters A
Height: 8.13 Centimeters -
Resolution: 240 Pixels/Inch A
Scale Styles
|| Constrain Proportions
Resample Image:
Bicubic Automatic -

Figure 5-61 The Image Size dialog box



5-18

Adobe Flash Professional CC: A Tutorial Approach

Figure 5-62 Instances generated randomly

| properties ey |
Document

c05_tut_06_start.fla

w Publish

Profile: Default

Target: | Flash Player 11.2 | ‘l'|
Script: | ActionSeript 3.0 =] X
Class: [ docClass |

Figure 5-63 The Publish area in the Properties panel
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Figure 5-64 The Advanced area of the Symbol Properties dialog box

Figure 5-65 The ActionScript Class Warning message box
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Figure 6-2 The symbol-editing mode of the home_bin instance
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Figure 6-3 The sound inserted in the Down frame
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Text Tool

I Dynamic Text | Y|
Static Text

4

w Character
| Dynamic Text

Family: Input&mﬂ: II

Figure 6-4 Selecting Dynamic Text from the Text type drop-down list

o Home Updates News Contact Us

Figure 6-5 The Dynamic Text box

Fi Home Updates News Contact Us

Adobe Flash Professional is a mulimedia
platform for creating digital animation, rich web
applications, websites, movies as well as
content for mobile phones and other embedded

devices. It is frequently used for creating
advertisements and games. Some of the most
popular games made in Flash are Minesweeper,
Pac Man, Tetris, and Bejewelled.

Figure 6-6 The text box is positioned and resized
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Fl Home Updates Contact Us

Adobe Flash Professional is a multimedia
platform for creating digital animation, rich web
applications, websites, movies as well as
content for mobile phones and other embedded
devices. It is frequently used for creating
advertisements and games. Some of the most
popular games made in Flash are Minesweeper,
Pac Man, Tefris, and Bejewelled.

Figure 6-7 The second Dynamic Text box

FI Home Updates News Contact Us

Adobe Flash Professional is a multimedia
platform for creating digital animation, rich web
applications, websites, movies as well as
content for mobile phones and other embedded
devices. It is frequently used for creating
advertisements and games. Some of the most
popular games made in Flash are Minesweeper,
Pac Man, Tetris, and Bejewelled.

Flash has also been used fo create many popular movies and series such as Off-Mikes,
Gotham Girls, CrimeTime, and Homestar Runner. Animation is one of the major
features of Flash. In Flash, you can animate the position, color, transparency, size,
filters and so on of an object. You can also animate path of motion of an object. Flash
uses ActionScript, an object-oriented programming language to create interactive
applications. In Flash, you can export documents into a still image format, image
sequences, QuickTime, Windows AVI, and so on.

Figure 6-8 The text box is positioned and resized
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platform for creating digital animation, rich web
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Figure 6-9 The c06_tut_02_start.fla document displayed
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Contact Us

Adobe Flash Professional is a mulimedia
platform for creating digital animation, rich web
applications, websites, movies as well as
content fojmobile phones and other embedded
devices. It's frequently used for creating
advertisements and games. Some of the most
popular games made in Flash are Minesweeper,
Pac Man, Tetris, and Bejewelled.

Flash has also been used fo create many popular movies and series such as
Gotham Girls, CrimeTime, and Homestar Runner, Animation is one of the major

features of Flash. In Flash, you can animate the position, color, transparency,

Off-Mikes,

size,

filters and so on of an object. You can also animate path of motion of an object. Flash
uses ActionScript, an object-oriented programming language fo create interactive
applications. In Flash, you can export documents into a still image format, image

sequences, QuickTime, Windows AVI, and so on.

Figure 6-10 The preview window displaying the output
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Figure 6-11 The c06_tut_03_start.fla document displayed
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Figure 6-12 The Components panel
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Figure 6-13 Choosing the Button component
[from the User Interface folder
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Figure 6-14 The Button component and
the Component Assets folder
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Figure 6-15 The Component
Parameters area
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Figure 6-16 The instance name of the

component
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Website

Figure 6-17 The button component displayed in the preview window

Figure 6-18 The external link website button
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Figure 7-3 Horizontal line on frame 1

Figure 7-4 Dragging the slider
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Figure 7-5 The waveform of the sound in the Timeline

Figure 7-6 The layers containing sound files

Figure 7-7 The Sync drop-down list in the Properties panel
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Figure 7-8 The Edit Envelope dialog box
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Figure 7-9 The left and right channels
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Figure 7-10 Inserting a handle on frame 17
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Figure 7-11 Dragging the handle at the bottom of the lefi channel
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Figure 7-12 Dragging the handle at the bottom of the right channel
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Figure 7-13 The initial handles placed at the bottom of their channels
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Figure 7-14 Creating and placing the handle on frame 24 of the left channel
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Figure 7-15 Handle inserted and placed on frame 24 in the left and right channels
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Figure 7-16 Placing the lefi handle of the Timeline slider on 0.6 second
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Figure 7-17 Placing the Timeline slider on 1.8 second
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Figure 7-18 The waveform changed in the Timeline of the Sound_2 layer



Working with Sound and Video

Figure 7-20 The Set Stream lext of Audio stream
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Figure 7-21 The Sound Settings dialog box

Figure 7-22 Waveform of the sound on the Down frame of the button symbol

[ L 1

Figure 7-23 The c07_tut_02_start.fla document displayed
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Figure 7-24 Sound file displayed in the
Library panel

mmenne [

& @ [ Up Ower |Down [ Hit

] Sound & 1 I -
a2 -+ 0 Bl e

b ] Layer 1 . .

Figure 7-25 The waveform of the sound displayed in the Down and Hit frame

Figure 7-26 The encoded video in Flash
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Figure 7-27 Launching Adobe Media Encoder CC using the Start menu

Edit Preset Window Help

@ pTorrent

|/~ Acrobat Distiller §

& Adobe Acrobat9 Pro

m Adobe Application Manager
I Adobe Flash Professional CC
i Adobe Help

Lt Adobe LiveCycle Designer ES8.2

. Adobe PremiehPro CC
. Adobe Widget Browser
@ Apple Seftware Update
o Default Programs

& Desktop Gadget Gallery

E Internet Explorer (64-bit)
E Internet Explorer

g Windows Anytime Upgrade
] Windows DVD Maker

@ Windows Fax and 5can

° Windows Media Center
Windows Media Player

4  Back

| Search programs and files

Documents
Pictures
Music
Games
nputer

ol Panel

es and Printers
Default Programs
Help anc

Shut down || >

Figure 7-28 The Adobe Media Encoder CC interface
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Figure 7-29 The road drive 1. AVI displayed in the Queue area
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o MY |
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Figure 7-30 The Format drop-down list

Match Source Attributes (High Quality)

Match Source Attributes (Medium Quality)

Meobile - 256144, 16:9, Project Framerate, 300 kbps
Mobile - 512x288, 16:9, Project Framerate, 500 kbps
Muobile - 768x432, 16x9, Project Framerate, 900 kbps
PC & TV, HD, High, 16:9

PC & TV, HD, Low, 16:9

PC & TV, SD, High, 16:9

PC & TV, 5D, Med, 16:9

Phone & Tablet, 3G, 16:9

Phone & Tablet, Low, 16:9

Phone & Tablet, WiFi, 16:9

Web - 256x144, 16:9, Project Framerate, 300 kbps
Web - 3202240, 43, Project Framerate, 500 kbps
Web - 512x288, 16:9, Project Framerate, 600 kbps
Web - 6402480, 4:3, Project Framerate, 800 kbps
Web - 768x432, 16:9, Project Framerate, 900 kbps
Web - 1024576, 16:9, Project Framerate, 1800 kbps
Web - 1024x576, 16:9, Project Framerate, 2500 kbps
Web - 1280x720, 16:8, Project Framerate, 3500 kbps
Web - 1280x720, 16:9, Project Framerate, 4500 kbps
Web - 19201080, 1629, Project Framerate, 5500 kbps
Web - 1920:1080, 1629, Project Framerate, 7500 kbps

Figure 7-31 The Preset drop-down list
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Organize = Include in library « Share with = Play all Burn

" = =
* Favorites
m Downloads MP3 MP3
i Recent Places animals.mp3 birds.mp3 road drive 1.fdv

Libraries [ [ L
Documents ) ks ) :

Figure 7-34 The road drive 1.f4v video clip
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[Edit] Preset Window Help

Undeo Ctrl+Z
Redo Ctrl+Shift+Z
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Clear Del
Duplicate Ctrl+D
Select All Ctrl+ 4
Reset Status N Ctrl+.
Skip Selection Ctrl+ Shift+.
Export Settings... Ctrl+E
Preferences... Ctrl+,
Keyboard Shortcuts... Ctrl+Shift+Alt+K

Figure 7-35 Choosing Reset Status
from menubar

Match Source Attributes (High Quality)

Wideo: 640:480, Same as source fps, Progressive
Bitrate: VBR, 1 Pass, Target 1.50 Mbps, Max 1.80 Mbps
Audio: AAC, 128 kbps, 44.1 kHz, Sterec

Figure 7-36 Clicking on the Match Source Attributes (High Quality) text
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Figure 7-38 The cropping bounding box displayed over
the video in the preview window

640 x 480 pixels

Figure 7-39 The dimensions of the video
displayed in the tool tip
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565 x 368 pixels

Figure 7-42 The drop-down list displaying the ratios
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SetinFoint

Set Qut Point

Current Time Flayhead
Display

Figure 7-43 Dragging the Playhead in the Timeline

Figure 7-45 Setting the Out point of the footage
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Figure 7-46 The Export Settings area

|E| Custom

Match Source Attributes (High Quality)

Match Source Attributes (Medium Quality)

Mobile - 256:144, 16:9, Project Framerate, 300 kbps
Mobile - 512x288, 16:9, Project Framerate, 500 kbps
Mobile - 768:x432, 16:8, Project Framerate, 900 kbps
PC & TV, HD, High, 16:9

PC & TV, HD, Low, 16:9

PC & TV, 50, High, 16:9

PC & TV, 50, Med, 16:9

Phone & Tablet, 3G, 16:9

Phone & Tablet, Low, 16:9

Phone & Tablet, WiFi, 16:9

DNxHD MXF OP1a

o RV

AW
H264
MP3

Figure 7-47 Partial view of the Format Figure 7-48 Partial view of the Preset
drop-down list drop-down list
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(mswers ™=

%vLB <¢ Flash_Projects » c07_tut » Resources - | +y | | Search Resources pel |
Organize v New folder = - @
5'r Favorites = L

m Desktop
m. Downloads

! Computer -
p

=Rl = lrcad drive 1.fdv|

Save as type: | Video Files(™.fdv) VI

= Hide Folders Lse J[ cmed |

Figure 7-49 The Confirm Save As message box is displayed

Figure 7-50 The Export Video and Export Audio check
boxes selected

Figure 7-51 The Encoding area
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Figure 7-52 Closing the Media Encoder by choosing the Close button

Figure 7-53 The Browse button in the Import Video dialog box

Figure 7-54 The path displayed below the Browse button



7-22

Adobe Flash Professional CC: A Tutorial Approach

Figure 7-55 The Skinning area of the Import Video dialog box

Figure 7-56 The Finish Video Import area
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Figure 7-59 The 3D rotation gizmo displayed
on the video_mc instance

Figure 7-57 The video displayed in the Stage

Figure 7-60 The 3D rotation gizmo
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Figure 7-61 Y-axis of the gizmo

1P FI
!

Figure 7-62 Aligning the video_mc to the wall of the room

[ Tiemetine [output [T
L | |

L] Image e 1

L] video s o+ |l

Figure 7-63 The video_mc shifted behind the image
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Figure 7-64 The videos embedded in the Flash document
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Figure 7-65 The c07_tut_04_start.fla document displayed

[ Auto-Encode Watch Folders l:l l:l

Add Source...

| Preset

| Output File

Figure 7-66 Choosing the Add Source button
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Figure 7-67 The video files in the Queue area

_Filters__ Format_ _Audio_Captions _FTP

Figure 7-68 The Resize Video check box in the Basic Video Settings area

00:00:00:00 |

T

Figure 7-69 The Current Time Display edit box activated

|

_

Figure 7-70 Setting the In point of the footage

|

T

B —

Figure 7-71 Setting the Out point of the footage
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Figure 7-72 Encoding road drive. AVI footage

Figure 7-73 Encoding sea view.AVI footage

Figure 7-74 Encoding water fall.avi footage
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Figure 7-75 The path displayed below the Browse button

Figure 7-77 The 10ad drive.flv file in the Library panel
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Adding frames for media

Il This video requires 216 frames to display its entire length. The selected timeline
Ef! N span is not long enough. Do you want the required number of frames
automatically inserted into the timeline span?

[] Don't show again.

Figure 7-78 The Adding frames for media message box

Timeline
sl RN el s e e e

(] ¥ideos k4 1 M

(] water Fall.flv e o ]

0] sea view.flv D |

0] road drive.Flv A |

0] film reel .

L]bg ' |

-

g0 & Db or [ S [ ROOE] L #ek s [ ] ¥

Figure 7-80 The empty Videos layer

Figure 7-81 The videos aligned to each other
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Figure 7-83 The videos_3 instance placed behind the reel instance
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| BBEO] —

Figure 8-2 The text movie clip instance displayed on frame 90
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textmd]
Instance name I
- —m—mmm I

[

Figure 8-4 The Stop() function displayed in the Actions panel
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The United States of America is a federal constit t'on'il
republic comprising fifty states and a federal
The country is located in cenfral North America. It
consists of forty-eight states and Washington, D.C.,
the capital district. The State of Alaska is in the

rest of the continent. The State of Haw i
situated in the mid-Pacific. The country also posse:
several territories in the Pacific and Caribbean.

The United States is the third or fourth largest country
by total area, and the third largest by both land area
and population. It is one of the world's most ethnically
diverse and multicultural nations.

MAPS

Volcanoes Lakes

Figure 8-6 The cO8_tut_01_pagel .suf file displayed
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A4 ﬁS{enel
E actions : Frame 30

_

actions:90 ‘ {%} ):‘ A 9
1 stop()
2 var oneLoader:Loader=new Loader():
3 oneLoader 0;
4 oneLoad y=10;
5 text_mc.addEventListener (MouseEvent.CLICK, pagelLoad)
& function pagelload{(myevent:MouseEvent) :void {
7 var oneURL:URLRequest= new URLRequest("c08_tut_ 01 pagel.sw
] oneloader.load (oneURL) ;
9 addChild (oneLoader) !
10 }
11
iz
Ql F—— )

Line 4 of 12, Col 16

MAPS

Volcanoes

The United States of America is a federal constitutional
republic comprising fifty states and a federal district.
The country is located in central North America. It
consists of forty-eight states and Washington, D.C.,
the capital district. The State of Alaska is in the
northwest of the continent. The State of Hawaii is
situated in the mid-Pacific. The country also possesses
several territories in the Pacific and Caribbean.

The United States is the third or fourth largest country
by total area, and the third largest by both land area
and population. It is one of the world's most ethnically
diverse and multicultural nations.

Lakes

Figure 8-8 The c08_tut_01_pagel .swf file displayed after positioning
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LI§E AND TRENDS

-
a -
i

Figure 8-9 The online magazine
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B0 ED

Figure 8-10 The cO8_tut_02_start.fla document displayed

L
0850 o o S T T T
Show Al ayers s Outines|

Figure 8-11 Choosing the Show All Layers as Outlines button in the Timeline Header
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nking 8-10 glasses of
‘one of'thg:best IJps to
atural beauty. It will h 0
your skin clear, cleanse your boc
system and keeﬁour body Imk and fee

Figure 8-12 The beauty_content SWF file displayed in the preview window
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LIfE AND TRENDS

\ber juices are
venate your
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system and keep your body look and fee bet
Physical exercises such as running, cycl
swimming hel (ee i

Figure 8-13 The online magazine




8-10 Adobe Flash Professional CC: A Tutorial Approach

Figure 8-14 The online gallery
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Figure 9-1 The c09_tut_01_start.fla document displayed
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Figure 9-2 The Export Image dialog box
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Export PNG

Resolution
Include:

Colors

Width:

Height:

583 pixels
420 pixels

172 dpi

:| Minimum Image Area | vl

[ 32 bit |~]

] smooth

| Cancel || Extugrt I

Figure 9-3

The Export PNG dialog box
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Insert Layer
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Copy Layers
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Figure 9-4 The shortcut menu displayed on

clicking on th

e sun layer
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Figure 9-5 The c09_tut_02_start.fla document displayed
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Figure 9-6

The Export Movie dialog box
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Export GIF

B
Width: Epixels

Resolution:l?’z |dpi | MatchrGereen |
LaF

Colors: | 256 colors | -

[] Transparent [ Interlace
¥ Smooth [] Dither solid colors

Animation: I:lrepetitions

{0 to repeat forever)

Figure 9-7 The Export GIF dialog box

@l\:jvl < c09_tut » <09 tut 02 » GIF sequence v|+,|| Search p'
Organize » Include in library « Share with = Slide show Burn New folder =« O
- Favorites =
Bl Desktop
J. Downloads
= Recent Places | t20_seq0001.gif t20_seqQ002.gif t20_seq0003.gif 120_seq0004.gif
- Libraries -
3 Documents *
, Music
& Pictures t20_seq0005.gif t20_seq0006.gif t20_seq0007.gif t20_seq0008, gif
B8 videos
1M Computer it s
121 items

Figure 9-8 The GIF sequence of 120 FLV
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Figure 9-9 The c09 _tut_03_start.fla document displayed
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() Video (ActionScript-controlled)
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Export...

Figure 9-10 The Video Properties dialog box
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Figure 9-11 The Export FLV dialog box
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Figure 9-12 The Export Video dialog box
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Figure 9-13 The Select Export Destination dialog box
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Figure 9-14 The c09_tut_05_start.fla document displayed
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Figure 9-15 The Toolkit for Create]S panel
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Figure 9-16 The browser window showing the Flash content
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Figure 9-18 Sprite sheet of an animated symbol



Exporting and Publishing Flash Content

9-11

Figure 9-20 The Generate Sprite Sheet dialog box
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Figure 9-22 The Select destination folder
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Figure 9-24 The c09_tut_07_start.fla document displayed
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Figure 9-28 Choosing the Set Stream Figure 9-29 The Sound Settings dialog box
text button
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Figure 10-1 The c10_tut_01_start.fla document displayed
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Publish Settings...
Publish

AIR 3.6 for Ardroid Settings...
ActionScript Settings...

Ctrl+MN
Ctrl+0
Ctrl+Alt+ 0

3
Ctrl+W
Ctrl+Alt+W

3
Ctrl+5
Ctrl+Shift+5

3

3
Ctrl+Shift+F12
Shift+Alt+F12
Ctrl+Q

Figure 10-2 The Properties panel displayed

Settings from the menubar

Figure 10-3 Choosing AIR 3.6 for Android
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General |Deployment I Icons I Permissions I Languages|

Output file:

App name:

Version:

Aspect ratio:

Render mode:

Induded files:

App ID:

clotutl

air, cl0tutl

Example: com.yourdomain, appname

1.0.0 Version label:

|Portrait

[CFull screen

[ Auto orientation

|crU

==&

clotutl.swf
cl10tut1-app. xml

Figure 10-4 AIR for Android Settings dialog box displayed
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General | Deployment |Icons IPermissions Languages|

Certificate: | ¥ || Browse... Cregte...

Password:

[ Remember password for this session

Figure 10-5 Choosing the Create button

Create Self-Signed Digital Certificate

Publisher name: CADCIM

Organization unit; CADCIM

Organization name: CADCIM

Country: US -

Password: eesss

Confirm password:  seses

Type: | 1024-R5A -

Validity period: | 25| years

Save as:
] Caw )

Figure 10-6 The Create Self-Signed Digital Certificate dialog
box with desired values specified in the text boxes
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I select File Destination
"

{ "'LJ | 1l « Flash_Projects » cl0_tut » 10 tut 01 « | 4 ||| Search c10.tut 01 P
Organize » New folder g= - @
‘¢ Favorites = Name Date modified Type

Bl Desktop ‘ cl0_tut 01 _start.fla 01-10-2013 10:38 Flash Docurnen;

& Downloads L ‘ cl0tutl fla 01-10-2013 10:38 Flash Docurnen;

| Recent Places = dOtutl-appxml 01-10-2013 10:38 XML Decument]
7 Libraries m

@ Documents

J? Music

(&5 Pictures

E Videos

- 4 M '

File name: | [@Uj{Taeb

Save as type: ’Cer‘tificate File (*.p12)

= Hide Folders

== |

Cancel ]

Figure 10-7 The Select File Destination dialog box

Adobe Flash Professional

:| Self-signed certificate has been created.

Figure 10-8 The Adobe Flash Professional message box

AIR for Android Settings

General | Deployment |Ic0r15 |Permissions | Languagesl

certificate: 10 _tut\Resources\Certificate.p 12 iR [Browgem H Create. ..

Password:

[T remember password for this session

Android deployment type
@) Device release
() Emulator release

() Debug

Figure 10-9 The path specified for the Certificate.pl2 file
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"AIR for Android Settings

General | Deployment |Icor15 I Permissions I Languagesl

sl |

I

Certificate;  E¥\CADCIM\Flash_CC\Flash_Projec v | Browse... | | create... |

Password:  seses

[T]remember password for this session
Android deployment type
@) Device release
(™) Emulator release
() Debug
MNetwork interface for remote debugging:
E-DE.FauIt - |

AIR runtime
i) Embed AIR runtime with application

() Get AIR runtime from: | Google Play

Figure 10-10 The Embed AIR runtime with application radio button selected

AIR for Android Settings

|General |Dep|oymer|t| Icons |Permissinr15 Languages

icon 36%36
icon 48x43

icon 72x72

7272 @ |i|

Figure 10-11 Clicking on the Browse icon
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. Open @
OI\J | <« Flash_Projects » cl0_tut » Resources - |~‘¢| | Search Resources pel [
Organize + New folder = - 0 @

-
W Favorites r

Bl Desktop
& Downloads

5 Recent Places
Clock.png Colors.png

m

=4 Libraries
3 Documents
J’- Music
[e=| Pictures
B videos

% Computer
£, Local Disk (C:)

File narne: - [ImageF\Ia(*.pngj v]

[ open | [ canca |

Figure 10-12 The Open dialog box

Adobe Flash Professional (=3

The icon must be copied to a folder relative to the reot content folder
& l % sothatit can be published. Do you want to proceed?

| ok || cance

Figure 10-13 The Adobe Flash Professional message box

Publishing ...

Cancel

Figure 10-14 The Publishing progress bar

Adobe Flash Professional =

The APK was packaged successfully, but a warning occcurred.

1N

Warning: Application has not specified its permission requirements in
application.xml

Figure 10-15 The Adobe Flash Professional message box
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Figure 10-16 The c10tutl.apk file opened
in the android mobile phone

MNew Document @
General Templates

Type:

P ~ctionscript 3.0
‘ AIR for Desktop

‘ AIR for Android ZEEE L
2 A forios Boler s
TT:| ActionScript 3.0 Class
TT.| ActionScript 3.0 Interface Frame rate: 2 fps
—‘—' FEmEEEFE Background color: -
™ | Flash JavaScript File
Make Default

Description:

Create a new Flash document (*.fla) in the Flash Document .
Window. The publish settings will be set for AIR for Android.
Use the AIR for Android document to create applications for
Android devices.

.

Figure 10-17 The New Document dialog box displayed
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Fl File Edit View Insert Modify Text Commands Control Debug Window Help

- x
boeras - LI

Untitied2
& Wa Scenel
- )
M
Untiled-2 k
= | ¥ Publish K
(i) Profile: Default g
:
i e,
] e (o 1] | 5
.
Gl I —n L G
2 — A
v Properties =]
P 2400 @
Sze: 780 x 460 px X o
stage: [ Vi
L] v SWF History 4
=
|
Vi
» Accessibility L4
-
4 1 @
= q
®@0f] 5 1 5 @ s W B 4 45 s s e W75 s w6 s |
] Laver 1 . 1 = .
&
i 1
i0& N[ ew o | BEEE [ L 2406k 00s [4] I v | D
Figure 10-18 A new Flash document opened
= B Seenel B A @ 100% | ¥
lap
Center Stage
-
4 I | 3

Figure 10-19 Stage in the center of the scene area
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Figure 10-20 Partitions created

Figure 10-21 Red color filled in the first partition
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Figure 10-22 Other partitions filled with different colors

Figure 10-23 All objects selected
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Library
[ ciotut2fla

7 items o2

Name | A5 Linkag

A0 ® &« I v

Figure 10-24 Partial view of the Library panel menu

Mew Symbol...
Mew Folder
Mew Font...

MNew Video..,

Rename...

Delete

Duplicate...
Movek.

Edit

Edit with...

Edit with Audition
Edit Class

Play
Update...

Properties...

Component Definition...

Runtime Shared Library URL...

Select Unused Items

Expand Folder
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| clotutz.fla

F=)

& | A5 Linkad

blue
blue2
frame
green
green
orange
orange2
pink
pink2
red
red2
yellow
yellow2

=| b
AAAAAAAAAAAAA

U0 &[]

| »

Figure 10-25 larget movie clip symbol of colors listed

in the Library panel

| properties [ibrane |

[ Instance Name:

%

| Mavie Clip

|~

Instance of: | red

| I_Ewap... |
=

w Position and Size

Swap symbol

Figure 10-26 Choosing Swap button
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Swap Symbol

()

K blue
K blue2
kS frame
k- agreen
K areen2
i orange
- orange?
K pink
K pink2
S red
.E red2
K yellow
K vellov2

I 0K I

Figure 10-27 The Swap Symbol dialog box

Figure 10-28 Colors movie clip symbols moved to lefi hand side
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Figure 10-29 Frame placed on the colors

| Properties [ibrary |
« [T |
| Muvi{lnstance name| |v|
Instance of: | red2 | | Swap... |

Figure 10-30 RIT specified in the Intance name text box
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Figure 10-31 The Symbol Properties dialog box

Figure 10-32 The ActionScript Class Warning message box
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Figure 10-33 The Editing Properties for 5 Symbols dialog box
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K vellow2

Figure 10-34 ActionScript Linkage Property Added
to all colors
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Create a new AS file (*.as) to define an ActionScript 3.0 o
dass.

Figure 10-35 The New Document dialog box

Il ‘ 0 §
1 package {
2
3 public class Main {
4
5 public function Main({) {
6 // conatructor code
7 }
8
k] }
10
11 }
12
| — >

eroi0e0: 0000000000000 |
Figure 10-36 The Target ActionScript document file
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Figure 10-37 The Publish area

Create a new AS file (*.as) to define an ActionScript 3.0
dass.

Figure 10-38 The New Document dialog box
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1 package {
2
3 public class ColorDrag {
4
5 public function ColorDrag() {
& // constructor code
7 1
8
k] }
10
11 }
12
[ | 3

Figure 10-39 The Target ActionScript document file opened

Figure 10-40 The Symbol Properties dialog box
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Figure 10-42 The Editing Properties for 5 Symbols dialog box

Figure 10-43 The Properties panel
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AIR for Android Settings [
General |Deployment | Icons | Permissions | Languages
Output file: &
App name:  cl0tut2
AppID:  air, clOtwtd
Exampla: com.yourdamain, appnare
Version:  1.0.0 Version label:
Aspect ratio: [Porh’ait b
[T Full screen
|:| Auto orientation
Render mode: [CPU ']
58| (= [ga)
Induded files:  [c1otutz.swf ~
c10tut2-app. xml
4
I OK ] [ Cancel ” Publish ” Help

Figure 10-44 The AIR for Android Settings dialog box

AIR for Android Settings

General | Deployment |Ir.:ons IPermissions | Languages|

Password:

Figure 10-45 Choosing the Browse button

["1Remember password for this session

Certificate: | C+Wsers\CADCIM\Documents\Flast « Bmf?" Create. ..
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AIR for Android Settings

General | Deployment |Icor15 I Permissions I Languagesl

Certificate: - [Browse... ][ Create... ]

Password: senen

[ remember passweord for this session
Android deployment type
@ Device release
() Emulator release
) Debug
Metwork interface for remote debuagging:
Default

AIR. runtime
@) Embed AIR runtime with application
) Get AIR runtime from: |Google Play
After publishing
[Tl install application on the connected Android device

Launch application on the connected Android device

Figure 10-46 The Embed AIR runtime with application radio button selected

AIR for Android Settings

|General |Dep|oymer|t| Icons |Permissinns Languages

icon 36x36
icon 48x48

icon 72x72

7272 @ |i|

Figure 10-47 Clicking on the browse icon

Adobe Flash Professional

©  Theicon must be copied to a folder relative to the root content folder
i lé, so that it can be published. Do you want to proceed?

| oK |[ Cancel ]

Figure 10-48 Adobe Flash Professional message box displayed
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Publishing ...

Cancel

Figure 10-49 Publishing progress bar displayed

Adobe Flash Professienal (=30

The APK was packaged successfully, but a warning cccurred.
Y

Warning: Application has not specified its permission requirements in
application.xml

Figure 10-50 Adobe Flash Professional message box

Figure 10-51 Final .apk file running
in the android mobile phone
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Creating a Scrolling
Background

Figure P1-1 The output of the animation at frame 20
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Figure P1-2 The guides placed around the Stage

Figure P1-3 The rectangle positioned in the Stage
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Figure P1-4 Six copies of the rectangle created in the Pasteboard

Figure P1-5 The rectangles positioned on the other rectangle
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Figure P1-7 The buildings resized in the stage

The buildings_near instance The road_grinstance

Figure P1-8 The buwildings_near instance positioned and aligned behind the road_gr instance
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P1-5

Figure P1-9 Placing the smaller rectangles on the larger one

{ e B3|
o= = e e |

bbb
proTr e

T

Figure P1-10 The group placed behind the buildings_near instance in the Stage
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Figure P1-12 Four copies of the trees created and aligned
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P1-7

Figure P1-13 The rectangle positioned and aligned in the Stage

Figure P1-14 Creating the moon

“H
i
i
Ll
)

Figure P1-15 Positioning the moon_gr instance
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Timeline

I car ..
[] Road - o
] Trees . .
[] Buildings_t
[] Buildings_2

[ Sky
410

IR I I LT T

Figure P1-17 Inserting keyframes at frame 50 of all the layers
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Creating Interactive
Navigation

Figure P2-1 The main SWF file
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Fl Fie Edit View Inset Modfy Text Commends Control Debug Window Help | L5 | Essentials -

]

Esl:[ozange/Nveop nsjoor~

proj2_mainfla

~ Publish,
Profile: Default
Target: [Fiash Player 112 -
scipt: [Actionseripta.n v A
e —
~ Properties
RS 2500
Sze: 730 x 80 ex EY
stage: [
~ SWF History
Log

47KB 16042012 1511
47KB 16042012 1511
47KB 16042012 1510

b Accessibility

5] arplane:
] packsges board
] home board

Qg ..
G rosd 5o
Ty ..
EEEE > | BEGE L 206 005

©
&

Figure P2-2 The proj2_main.fla document displayed

[] airplane
[] packages board
[] home board

40w l[taarp ool gy [ HHEE L M0k 00

Figure P2-3 Locking all layers by choosing the Lock or Unlock All Layers button in the
Timeline Header

ﬁu LIS T 0 0 U N N U T TS 0 O U T U T 0 N N T WU T 0 W I N W BB 0 0 B SR
] airplane <ol
[] packages board <ol
[] home baard 81l
0 O& Sl e [ BHEE L M0k 00

Figure P2-4 Unlocking the services board layer by choosing the Lock or Unlock All
Layers button

Figure P2-5 The services_mc instance positioned in the Stage
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Figure P2-6 The packages_mc instance positioned in the Stage

Matray!

International

Figure P2-7 The international_mc and national_mc instances positioned in the Stage

Figure P2-8 The international_start.fla document displayed
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British Airways
Qantas

Thai

Emirates

KLM

Air China
Aeroflot|

Cathay Pacific Airlines

Delta Airlines

Figure P2-9 The text written in the text box in the text layer

w Options
L] ink: | irways.comjtravel /dhome, ic/en
r British Airways ik Levers onfhavehone pibiden |
Target: | [~]
Figure P2-10 Selecting the British Figure P2-11 The link in the Link
Airways text text box
> J
British Airways E&V—l&l&g .
Qantas @THAI

Thai S |

CATHAY PACIFIC

QATAR €

Emirates

KLM
Air China
Aeroflot

Cathay Pacific Airlines

Delta Airlines

Figure P2-12 The bitmaps positioned in the Stage
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©l File Edit View Inset Modfy Text Commands Control Debug Window Help | | Essenmas » ([0 [ Ocie - [o[0E
padages start
PROPERTIES
L |F—l Document ]
= packages_startfla &
7 PUBLISH n
= %
Profile: Default
5 (rubishsinge | d
B[ s ]|
serpt: 3
[l ;'
P —
& |~ PROPERTIES d
o &
L S 2400 &
= sz 70 x om0 px A | g
Stage: [ ()
+ 7
=4
Vi
Q
v
|
&
« 5 ]
T )
s m 5w 3 W B M s % % @ @ N 75w s w s Ll
-~ packages_tet S . . B (1]
<0 pinboard «emy ]
W clouds . .o o
Ao d I epl e a2 200 o [T T v

Figure P2-13 The packages_start.fla document displayed

Figure P2-14 Positioning the deal_btn instance

Figure P2-15 Positioning other button instances
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Figure P2-17 The symbol-editing mode of hotels_bin displayed in the Scene area

Search and beek flights
Find hotels and cars

Locotion check-in check-out

Raems|I

Figure P2-18 The lext in the Over frame of hotels_bin instance
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Semmer's dalmest here and the race for
the best heliday dedls has begean.
Here's anether grob-it-nefore-it's-gone
offer thoat lets you choose freom our
hotels anuwhere in INdia ond get wpte
50% instant cash back on your besking,
depending on the length of your stoy.

Blse get a flot 5% off on internatienal
hotels per beoking.

Whet's mere, for internctiondl hotels,
there's no minimum stay ner any coupon
cade to be entered!|]

Figure P2-19 The text in the Over frame of the hotelwithflight_btn instance

When yow sedarch for flights on eur website
you con now add a hetel or car beoking as yeu
go. You con dlse add o hotel or car to an
existing flight beeking, threvgh eer Manage

o Beoking section, or baeok u hetel witheut
booking « Flight ot «ll.

Get great rates on mere than 23,008 hetels,
and on cor hire services in 110 countries
cround the wor-ld.|1

Figure P2-20 The text in the Over frame of hotelwithflight_bin instance

Figure P2-21 The national_start.fla document displayed
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\

JET AIRWAYS

INDIAN AIRLINES
AIR-INDIA

Paramount Airways
DECCAN Airlines
KINGFISHER AIRLINES
spiceJet

Indigo Airlines

Figure P2-22 The lext writlen in the Text layer

\

JET AIRWAYS

JET AIRWAYS £
INDIAN AIRLINES gy
AIR-INDIA Fa:amaunfnﬁ
Paramount Airways po DEccAN
DECCAN Airlines o 4 [Ty
KINGFISHER AIRLINES
spiceJet w—
Indigo Airlines

Figure P2-23 The images_gr instance positioned in the Stage
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