FLASH TERMINOLOGY:
About Flash

Flash is an authoring tool that lets you create anything from a simple animation to a complex, interactive web application such as an online store. You can make your Flash applications media rich by adding pictures, sound, and video. Flash includes many features that make it powerful but easy to use, such as drag-and-drop user interface components, built-in behaviors that add ActionScript to your document, and special effects that you can add to objects.

When you author in Flash you work in a Flash document, a file that, when saved, has the file extension .fla. When you are ready to deploy your Flash content, you publish it, creating a file with the extension .swf. Flash Player, runs the SWF file.

ActionScript code allows you to add interactivity to the media elements in your document. 

Alias refers to aliased text that does not use color variations to make its jagged edges appear smoother, unlike anti-aliased text (see following definition).

Anti-alias refers to anti-aliasing characters in order to smooth text so the edges of characters that appear on-screen look less jagged. The Anti-Alias option in Flash makes text more legible by aligning text outlines along pixel boundaries, and is effective for clearly rendering smaller font sizes. 

Arrays are objects whose properties are identified by numbers representing their positions in the structure. Essentially, an array is a list of items. 

Bitmap graphics (or raster graphics) are typically photo-realistic images, or graphics with a high amount of detail. Each pixel (or bit) in the image contains a piece of data, and together these bits form the image itself. Bitmaps might be saved in the JPEG, BMP or GIF file formats. Another graphic type, different than bitmap, is vector. 

Caching refers to information that is reused in your application, or information that is stored on your computer so it can be reused. For example, if you download an image from the internet, it's often cached so you can view it again without downloading the image data. 

Characters are letters, numerals, and punctuation that you combine to make up strings. (They are sometimes called glyphs.) 
Distributing objects to layers for tweened animation

You can quickly distribute selected objects in a frame to separate layers to apply tweened animation to the objects. The objects can be on one or more layers initially. Flash distributes each object to a new, separate layer. Any objects that you don't select (including objects in other frames) are preserved in their original positions. 

You can apply the Distribute to Layers command to any type of element on the Stage, including graphic objects, instances, bitmaps, video clips, and broken-apart text blocks.

Events occur while a SWF file is playing. For example, different events are generated when a movie clip loads, the play head enters a frame, the user clicks a button or movie clip, or the user types on the keyboard.
Events and actions. An Event is when something happens at a given time in the movie or as a result of a user action. A frame event occurs when the movie reaches the specified frame. Mouse events occur when the mouse interacts with an object in a scene.

The event will then trigger an Action, which can be used to control the flow of a movie or issue instructions to the browser. Typical actions include stop the movie at the current frame, go to the specified frame (and scene) in the movie, and tell the browser to load a Web address into the specified target HTML frame.

Effects are animations that change the appearance of an object over time.

A Simple Effect is where all components of an object move in unison. An example is when all images slide into view at one time.

Another simple effect is a Transformation of size, rotation and/or color.

Export file formats

You can export Flash content and images in more than a dozen formats, as shown in the following table. Flash content is exported as sequences, and images are exported as individual files. PNG is the only cross-platform bitmap format that supports transparency.
	File type
	Extension
	Windows
	Macintosh

	Adobe Illustrator
	.ai
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	Animated GIF, GIF Sequence, and GIF Image
	.gif
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	Bitmap (BMP)
	.bmp
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	DXF Sequence and AutoCAD DXF Image
	.dxf
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	Enhanced Metafile (Windows)
	.emf
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	Encapsulated PostScript (EPS) 3.0 with Preview
	.eps
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	Flash document (SWF)
	.swf
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	Macromedia Flash Video (FLV)
	.flv
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	JPEG Sequence and JPEG Image
	.jpg
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	PICT (Macintosh)
	.pct
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	PNG sequence and PNG image
	.png
	[image: image18.png]



	[image: image19.png]




	QuickTime
	.mov
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	QuickTime Video (Macintosh)
	.mov
	
	[image: image22.png]




	WAV audio (Windows)
	.wav
	[image: image23.png]



	

	Windows AVI (Windows)
	.avi
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	Windows Metafile
	.wmf
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FLA files are the files you work on in Flash. You can also play the SWF version of the file in Flash Player. The SWF version is the version of the file that you would publish in a web page.

A Frame is a single time-slice of the Flash movie. It is a similar concept to a frame of a motion picture. Frames are seen in the timeline.
Frames and keyframes

A keyframe is a frame in which you define a change to an object's properties for an animation or include ActionScript code to control some aspect of your document. Flash can tween, (automatically fill in), the frames between keyframes you define in order to produce fluid animations. Because keyframes let you produce animation without drawing each individual frame, they make creating animation easier. You can easily change the length of a tweened animation by dragging a keyframe in the Timeline.

The order in which frames and keyframes appear in the Timeline determines the order in which they are displayed in a Flash application. You can arrange keyframes in the Timeline to edit the sequence of events in an animation.

Motion terms. The Timeline is the part of the interface where you can see the flow of a movie.

Movie terms. A Flash animation is called a Movie. A movie contains all the scenes, objects, effects and actions that make up the final animation.

A movie is a collection of Scenes. Just as in a TV show or real movie, each scene may have a different background or camera angle. The plot of the movie flows from one scene to another. A simple animation would have a single scene.

A scene is a collection of Objects that animate over a number of Frames. When a scene is complete, all the objects are removed from the display and the movie automatically moves to the next scene. Typical objects are text objects and image objects, such as a picture of a car or person.
Objects - such as drawings, buttons or animations, are placed on the stage in Layers. This allows objects to be in front of other objects. It is also useful for breaking up effects into simple parts.

The very first layer (and the furthest back) is the Background. This layer is usually visible through a whole scene.
Give each layer an intuitive layer name, and place related assets together in the same location. Avoid using the default layer names (such as Layer 1, Layer 2), because it can be confusing to remember or locate assets when you are working on complex files. 

Onion skinning

Normally, Flash displays one frame of the animation sequence at a time on the Stage. To help you position and edit a frame-by-frame animation, you can view two or more frames on the Stage at once. The frame under the play head appears in full color, while surrounding frames are dimmed, making it appear as if each frame were drawn on a sheet of translucent onion-skin paper and the sheets were stacked on top of each other. Dimmed frames cannot be edited.

Progressive JPEG images are gradually constructed and displayed as they download from a server. A normal JPEG image is displayed line-by-line while it downloads from a server.

Stage terms. Following the movie-making metaphor, the work area for your Flash animations is called the Stage.
A symbol is a graphic, button, or movie clip that you create in Macromedia Flash Basic 8 or Macromedia Flash Professional 8. 

You create the symbol only once; you can then reuse it throughout your document or in other documents. A symbol can include artwork that you import from another application. Any symbol that you create automatically becomes part of the library for the current document. 

The Library panel is where Flash displays a list of the media elements in your Flash document.

The Stage is where your graphics, videos, buttons, and so on appear during playback. 

The Timeline is where you tell Flash when you want the graphics and other elements of your project to appear. You also use the Timeline to specify the layering order of graphics on the Stage. Graphics in higher layers appear on top of graphics in lower layers.

Timelines and the library

Frames and layers on a Timeline are two important parts of the Flash environment. These areas show you where assets are placed and determine how your document works. How a Timeline and the library are set up and used affect the entire FLA file and its overall usability 

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. 

· In shape tweening, you draw a shape at one point in time, and then you change that shape or draw another shape at another point in time. Flash interpolates the values or shapes for the frames in between, creating the animation. 

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.

Vector graphics describe images using lines and curves, called vectors, that also include color and position properties. Each vector uses mathematical calculations, instead of bits, to describe the shape, which allows them be scaled without degrading in quality. Another graphic type is bitmap, which is represented by dots or pixels.
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