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After studying this chapter, you will be able to
• understand the basic of Flash animation
• recognize various Flash file formats
• create a simple animation by using Motion Preset
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1

Flash Professional



Chapter 1 Flash Professional

1.1 Introduction to Flash

Adobe Flash is a popular multimedia authoring tool for producing high-impact web experiences. You can use 

Flash to create animated logos, web site navigation controls, cartoon animations, entire Flash web sites or 

various web applications. 

1.2 Downloading Flash

The trial version (30 days) of Adobe Flash is fully functional and can be downloaded through 

http://www.adobe.com/downloads/.
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There are several steps to be done before you can download and install the program:

Step 1: Register a free Adobe account.

Step 2: Download installer setup file.

Step 3: Download the installation setup file by Akamai Download Manager.
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Step 4: Extract the setup files.

Current version is Adobe Flash Professional CC. However, we use Adobe Flash Professional CS4 in our com-

puter lessons.
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The installation process will start automatically and please follow the instruction on the screen.

After the installation, you may delete the ALL setup files. 
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1.3 File formats in Flash

There are two environments in Flash: the Flash Authoring environment and the Flash Player. All Flash movies 

are created in the Authoring environment and have an FLA extension. When the creating and editing process 

in Flash is complete, the movie is ready to become an SWF file. You create an SWF file in Flash using the Pub-

lish command. An SWF file can be interpreted by the free Flash player or the web browser with Flash plug-in 

installed.
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Tap on the below icons to see more.



An FLA file opened by Adobe Flash CS4
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An SWF file opened by Internet Explorer with Flash plug-in installed
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1.4 Vector and bitmap graphics

Flash can manipulate vector and bitmap graphics (raster graphics). 

Vector graphics is the use of geometrical primitives such as points, lines, curves, and shapes or polygon(s), 

which are all based on mathematical equations, to represent images in computer graphics.

                     

 apple.swf
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Bitmap graphics, which is the representation of images as a rectangular grid of pixels, as it is typically used 

for the representation of photographic images. Common bitmap formats include GIF, BMP, JPG and PNG.

                     

 apple.jpg
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1.5 Create the first animation by Motion Presets

Motion presets are preconfigured motion you can apply to an object on the stage. 

Step 1

Choose Start ➡ Programs ➡ Adobe Web Premium CS4 ➡ Adobe Flash CS4 Professional

Step 2

Choose File ➡ New
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Movie 1.1 Motion Presets



Step 3

Create a new Flash File (ActionScript 3.0) document.
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Step 4:

Choose Classic from the workspace pull down menu. You may choose "Reset Classic" to restore your working 

environment.

Step 5:

Create a shape and convert to symbol. For example, you may draw a red ball on the stage by using the oval 

tool.
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Choose no border and fill the ball with red gradient style.

Draw the red ball on the top left hand corner of the stage.
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Step 6

Click the selection tool button.

Step 7

Select the red ball by double click and convert the shape object to a symbol.
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Step 8

Create a Graphic symbol named "Red Ball".
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Step 9

Choose Window ➡ Motion Presets

Step 10

Choose large-bounce in the default motion presets panel. Then click "Apply".
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Step 11

You may press "Ctrl + Enter" to test the movie.
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Class work 

Create a simple heartbeat (⼼心跳) animation by using the technique learned from the above demonstration with 

the following requirement:

1. Name your Flash file as "2XYY.fla" and save to "D:\Temp" folder. 

2. Draw a heart shape by using the Flash drawing tool.

3. Convert the shape into a graphics symbol.

4. Apply "pulse" motion preset.

5. Export your Flash movie file as "2XYY.swf".
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After studying this chapter, you will be able to
• understand the concept of tweened animation
• create a classic tween animation

CHAPTER 2
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Chapter 2 Motion Tween animation

2.1 Animation in Flash

Animation is the process of creating a change over time. Animation can be an object moving from one place 

to another or scaling from one size to another. A change of color or transparency over time is animation, too. 

The change can be a morph from one shape to another. Any change of position or appearance that occurs 

over time is animation.
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In Adobe Flash, you achieve animation by changing the contents of successive frames over a given period. 

This process can include any of the changes above, in any combination. Flash provides two methods for creat-

ing an animation sequence in the timeline: frame-by-frame animation and tweened animation.

2.2 Frame by frame animation

To create Flash animation frame by frame, you change the contents of successive frames. You create the im-

age in every key frame.
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2.3 Tweened animation

Flash can create two types of tweened animation, motion tweening and shape tweening. 

In motion tweening, you define properties such as position, size, and rotation for an instance, group, or 

text block at one point in time, and then you change those properties at another point in time.

You can also apply a motion tween along a path.
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In shape tweening, you draw a shape at one point in time, and then you change that shape or draw an-

other shape at another point in time. Flash calculates the values or shapes for the frames in between, creat-

ing the animation.  
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Tweened animation is an effective way to create movement and changes over time while minimizing file size. 

In tweened animation, Flash stores only the values for the changes between frames.

2.4 Classic tween example

There are two types of motion tweening in Flash CS4: Classic tween and Motion tween. In the following dem-

onstration, you will learn how to create a simple classic tween animation by defining the starting and ending 

keyframes.

Step 1:

Choose Insert ➡ New Symbol.
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Movie 2.1 Classic Tween Example



Step 2:

Type in the name of the symbol and select Graphic in the Type drop down menu. Then press OK button.

Step 3:

Draw any shape you like in the symbol construction area.
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Step 4:

After making the object, click the link Scene 1 just below the timeline.

Step 5:

Select Window ➡ Library.
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Step 6:

Drag the "My Object" symbol from the Library window to the stage.
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Step 7:

You may resize the instance of the symbol by using Free Transform Tool.

Step 8:

Move the instance to the top left hand corner of the stage.
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Step 9:

Insert a keyframe at frame 48. (By default, the frame rate of the movie is 24 fps and so by adding a key-

frame at frame 48 will create a movie with 2 seconds duration.)

A black dot indicates a single keyframe. Light gray frames after a single keyframe contain the same content 

with no changes. A hollow rectangle denotes the last frame with the same content as the previous key frame. 
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Step 10:

Move the instance in frame 48 to the bottom right hand corner of the stage.
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Step 11:

Move the play head in between frame 1 and frame 48, then right click and choose Create Classic tween in 

the context menu.

Step 12:

Select the instance at frame 48.
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Step 13:

Change Color Effect Style of the instance to 20% Alpha setting.

 

Step 14:

You may press "Ctrl + Enter" to test the movie.
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Class work 

Create a Classic Tween animation by using the technique learned from the above demonstration with the follow-

ing requirement:

1. Name your Flash file as "2XYY.fla" and save to "D:\Temp" folder. 

2. Draw any shape or adding some text by using the Flash drawing tool or text tool.

3. Convert the shape into a graphics symbol (No need for text).

4. Create a classic tween with more than two changes in the animation.

5. Export your Flash movie file as "2XYY.swf".
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After studying this chapter, you will be able to
• create a shape tween animation
• apply shape hint to a shape tween animation

CHAPTER 3

37

Shape Tween animation



Chapter 3 Shape Tween animation

3.1 About Shape Tweens

In shape tweening, you draw a vector shape at one specific frame in the Timeline, and change that shape or 

draw another shape at another specific frame. Flash then interpolates the intermediate shapes for the frames 

in between, creating the animation of one shape morphing into another.

3.2 Shape tween animation example

In a shape transformation, the first keyframe contains the 

original shape, while the ending keyframe contains the 

transformed shape.
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Movie 3.1 Shape tween animation example



Step 1:

In frame 1, draw a rectangle with the Rectangle tool.
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Step 2:

Select frame 30 of the same layer and add a blank keyframe by choosing Insert ➡ Timeline ➡ Blank Key-

frame or pressing F7.
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Step 3:

On the Stage, draw a circle with the Oval tool in frame 30.

You should now have a keyframe in frame 1 with a rectangle and a keyframe in frame 30 with a circle.
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Step 4:

In the Timeline, select one of the frames in between the two keyframes in the layer containing the two 

shapes and then select Create Shape Tween option from the context menu.

Flash interpolates the shapes in all the frames between the two keyframes.
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Step 5:

You may change the ease setting to alter the rate of change of the shape tween animation.

Type "100" in the Ease setting will make the rate of change slower at the end of the animation.

Type "-100" in the Ease setting will make the rate of change slower at the beginning of the animation.
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3.3 Shape hint

To control more complex or improbable shape changes, you can use shape hints. Shape hints identify points 

that should correspond in starting and ending shapes.
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Shape hints contain letters (a through z) for identifying which points correspond in the starting and ending 

shapes. You can use up to 26 shape hints. Shape hints are yellow in a starting keyframe, green in an ending 

keyframe, and red when not on a curve.
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Demonstration using Shape Hint

Step 1:

Select frame 1, then use text tool to type "1" on the stage and format with the following font styles: bold, 

size = 200pt, Verdana.
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Movie 3.2 Shape Hint



Step 2:

In order to make shape tween, the text object should convert to shape by issuing Break Apart command.

Step 3:

Select frame 30 of the same layer and add a blank keyframe by choosing Insert ➡ Timeline ➡ Blank Key-

frame or pressing F7. Then use text tool to type "2" on the stage and format with the following font styles: 

bold, size = 200pt, Verdana. Then Break apart the letter "2" object.
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Step 4:

In the Timeline, select one of the frames in between the two keyframes in the layer containing the two 

shapes and then select Create Shape Tween option from the context menu.

Step 5:

Select the first keyframe in a shape-tweened sequence (i.e., frame 1).
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Step 6:

Select Modify ➡ Shape ➡ Add Shape Hint. The beginning shape hint appears as a red circle with the letter a 

somewhere on the shape.

Move the shape hint to a point to mark. Select the last keyframe in the tweening sequence. The ending 

shape hint appears somewhere on the shape as a green circle with the letter a.

 

Move the shape hint to the point in the ending shape that should correspond to the first point you marked.
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Step 7:

Repeat this process to add additional shape hints. New hints appear with the letters that follow (b, c, and so 

on). In our case, we add three more shape hints.

 

Step 8:

Done.
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Class work 

Create a Shape Tween animation by using the technique learned from the above demonstration with the following 

requirement:

1. Name your Flash file as "2XYY.fla" and save to "D:\Temp" folder. 

2. Create two or more shape tween animation. For example: 1 ➡ 2 ➡ 3 or a ➡ b ➡ c

3. Fine tune the shape tween animation by using Shape Hint.

4. Export your Flash movie file as "2XYY.swf".
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After studying this chapter, you will be able to
• understand the concept of layer in Flash
• create an animation with masked layer effect

CHAPTER 4
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Chapter 4 Layer I

4.1 Layer in Flash

Layers are like transparencies (透明膠片) on top of each other. Layers help you organize the artwork in your 

document. You can draw and edit objects on one layer without affecting objects on another layer. Where 

there is nothing on a layer, you can see through it to the layers below.
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4.2 Layer operations

Add and remove layer

When you create a new layer or folder, it appears above the selected layer. A newly added layer becomes the 

active layer. 

To create a layer, click the Add Layer button at the bottom of the Timeline. Similarly, to remove a layer, click 

Delete Layer button.

 

If you want to rename the layer, double click the name of the layer and type the name.
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Changing order of the layers

Drag one or more layers or folders in the Timeline to the desired position.
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Status of the layers

As you work, you may want to show or hide layers or folders. A red X next to a the name of layer or folder 

name indicates that it is hidden. Hidden layers are not preserved when a movie is published.

To help you distinguish which layer objects belong to, you can display all objects on a layer as colored out-

lines. You can change the outline color used by each layer. You can also lock layers and folders to prevent 

them from being edited.
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4.3 Use of masked layer

For spotlight effects and transitions, you can use a mask layer to create a hole through which underlying lay-

ers are visible. A mask item can be a filled shape, a type object, an instance of a graphic symbol, or a movie 

clip. You can group multiple layers together under a single mask layer to create sophisticated effects.

Working example
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Step 1:

Create a "Computer" layer, draw a computer and convert into a graphic symbol.
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Step 2:

Right click frame 30 in the timeline and choose Insert Frame from the context menu.

Step 3:

Click the "Insert layer" button and rename the newly added layer as "Computer mask".
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Step 4:

Draw a circle in frame in the "Computer mask" layer.
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Step 5:

Double click the circle and convert the selected circle into a symbol.
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Step 6:

Click OK

Step 7:

Insert a keyframe in frame 30 in "Computer mask" layer.
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Step 8:

Move the circle to the right side in frame 30.
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Step 9:

Create a Classic Tween in "Computer mask" layer.

Step 10:

Right click the "Computer mask" layer and select "Mask" in the context menu.
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Step 11:

Finish.
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After studying this chapter, you will be able to
• create an animation move along a path by using motion guide layer

CHAPTER 5
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Chapter 5 Layer II

5.1 Use of motion guide layer

Motion guide layers let you draw paths along which tweened instances, groups, or text blocks can be ani-

mated. You can link multiple layers to a motion guide layer to have multiple objects follow the same path. A 

normal layer that is linked to a motion guide layer becomes a guided layer.

Working example
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Step 1:

Create a "beetle" layer and put the cartoon beetle on the stage.
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Step 2:

Right click frame 30 in the timeline and choose Insert Keyframe from the context menu.

Step 3:

Right click the "beetle" layer and choose Add Classic Motion Guide.
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Step 4:

You should see the "beetle" layer is shifted to right side little bit.
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Step 5:

Use pencil tool to draw a path in the "Guide:beetle" layer.
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Step 6:

Select Selection tool.

Step 7:

Select the "beetle" layer.

Step 8:

Press the Snap to Objects button.
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Step 9:

Drag the "beetle symbol" object to the start of the path. You can see a small circle when you snap the object 

near the starting point of the path.
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Step 10:

Do similar operation in frame 30 in the "beetle" layer. This time drag the beetle to the end of the path.
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Step 11:

Create a Classic Motion Tween in the "beetle" layer.

Step 12:

Finish and test.
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Notes: The guiding line will disappear when the file is saved to a Flash movie file (*.swf).
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