	Unit 1- Background Information, the Flash Interface


	Objectives and Activities
This page lists the unit's Objectives and Learning Activities.

	Objectives

By the end of this unit, a successful learner should be able to:

1. Get to know his or her fellow learners. 

2. Recognize the organization and procedures for the course. 

3. Become familiar with using the online help in Flash. 

4. Define what he or she would like to create in this course. 

5. Identify the difference in Flash file types, .fla and .swf. 

6. Become familiar with the interface of Flash: 

· Create panel sets. 

· Change panel layouts. 

· Custom keyboard shortcuts. 

· Docking and undocking. 

· Information bar. 

· Layer controls. 

· Layer properties. 

· The document window. 

· The toolbox. 

· Timeline.

Study

Presentation

[image: image1]Read this Learning Unit's Presentation. 



u01s1 Install Applications 

[image: image2]Complete the following: 

1. Install the Flash MX 2004 program. 

2. Install the Learning Flash MX 2004 CD-ROM, by Shane Rebenschied. 



u01s2 Readings 

[image: image3]Complete the following readings: 

1. In the Using Flash MX 2004 manual read “Introduction,” Chapters 1 and 2. 

2. View the movie lessons called “Introduction” and "Interface" on Learning Flash MX 2004 CD-ROM. 

3. Read Using Flash MX 2004 manual, Chapter 1, "Working in Flash." 

4. Review the Project Description. 



u01s3 Getting Started with Flash
[image: image4]Complete the following: 

1. Launch the Flash program and select the Help menu located at the top of the navigator bar. Select the topic called "Using Flash." The Flash Help will open in your Internet browser (e.g., Netscape or Internet Explorer). Flash Help is available whenever the Flash application is active. It also contains the complete Flash documentation. If you have been using Dreamweaver, you will be familiar with this layout and method of using online help and documentation.

2. Select the "Getting Started" topic on the left (under the Contents tab), and then select the subtopic called "Guide to instructional media." You might need to expand the “Using Flash” topic in order to select the “Getting Started” topic.

3. Assuming you are new to Flash, take Macromedia's advice and begin with the tutorial called "Introduction to Flash MX 2004." Read all the subtopics of "Flash Basics." You access the online tutorials by selecting Tutorials under the Help menu in the Flash MX 2004 application. If you already have the Flash MX 2004 Help open, select Tutorials under the Contents tab. You may experiment with as much of the material as you wish at any time. Do not expect to absorb all this information at once. Just realize that you can always go back to this online documentation. You can also read this information in the Using Flash MX 2004 manual, Chapter 1, "Working in Flash."

4. Select Lessons under the Flash Help menu, and then open the lesson called “Getting Started with Flash.” The lessons open in a small, separate window. All the lessons are interactive. Explore. You might find it useful to switch back and forth between the Flash online documentation and the lessons. The online documentation is more in depth, while the lessons are interactive. 



u01s4 Hands-On Training Reading
[image: image5]Read the Introduction, Chapter 1, "Background Information," and Chapter 2, "Interface” in the Flash MX 2004 H.O.T. book. 

Important Note: If you are using Windows, do not miss the information on page xxi in the introduction of the Flash MX 2004 H.O.T. book on "Making exercise files editable on Windows systems."

A word of advice: In the Flash MX 2004 H.O.T book, pay attention to the special tips given in the outlined boxes. These tips provide advanced or shortcut information.

A note about the exercises from the Flash MX 2004 H.O.T textbook: As we proceed through the course units, we will go through this book and all the lessons contained on the accompanying CD-ROM. If you read the book, do all the lessons, and look at the other CD-ROMs, you cannot fail to learn Flash; but if you do not, you will be in trouble. Flash has too many complexities for you to skip lessons.

In each unit, you are expected to create something original out of the CD-ROM lesson and post it on your Web page. In the beginning, the lessons are simple (e.g., creating circles, squares, and triangles). As you do these lessons, save the exercises and add them to your Web site unit by unit. 

Assignments and Discussions

u01d1 Introduce Yourself 

[image: image6]Introduce yourself to your classmates and share your personal goals for this course. Tell us about your past experience with graphic programs or with the Flash application.

Describe the project that you would like to work on during this course. It may be difficult to know what you want to do for a project in the beginning of this course. However, this is the time to begin planning. You will be asked post something about this again midway through the course. 



u01d2 Files Types 

[image: image7]Write a paragraph on your understanding of the difference between vector and bitmap files. 

Write a paragraph on how a Flash file differs from an HTML file. Provide an analysis of the differences between a .fla file and a .swf file. 

Key -
u01s1 = Study 
u01a1 = Assignments
u01d1 = Discussions




U1D1

This is my eighth course at Capella and it may be the most difficult one for me.  I have a long history of using my quantitative skills to avoid any work that requires artistic skill.  In Elementary School, my Art grades were “Cs” and “Ds” and my Arithmetic grades were “As”.  I think the “Cs” were gifts because I caused no trouble in class.  In eighth grade wood shop, I avoided having to saw in a straight line by doing all the measurements for the people next to me so that they would do sawing for me.
In mainframe development, I debugged other people’s Assembler Language programs so that they would do my screen layout maps.  In my technical work, I have done everything that does not involve good art skills including database design and implementation, technical design, programming in PHP, Java, Javascript, HTML, SQL, and Cold Fusion.  I have always thought that the most difficult design task is layout out overview diagrams.  As you might guess, my major was mathematics (computer courses were hard to find in 1966). 
I am the volunteer maintainer of the North Shore Choral Society Web Site (www.northshorechoral.org) .   (Music is a big exception to my problems with the world of art.)
I am looking forward to learning Flash.  Flash actionscript looks familiar to a programmer.  I suspect that there are publicly available libraries that can help people who do not draw well.  I also look forward to seeing what Flash can do with text and technical diagrams. I teach part time at Morton College and I am thinking of building a Flash tutorial on Java objects that can be used in an introductory Java Programming class.
Jim Miller

U1D2

u01d2 Files Types 

[image: image8]Write a paragraph on your understanding of the difference between vector and bitmap files. 

Write a paragraph on how a Flash file differs from an HTML file. Provide an analysis of the differences between a .fla file and a .swf file.

Vector and Bitmap files:
Vector graphics files contain a series of coordinates and all the information necessary to draw the graphic.  Vector graphic files must be edited by a vector graphics editor.  For example, Adobe Illustrator can be used to edit vector graphics files in AI format.  Bitmap graphics files contain a series of “boxes” that contain information about the color that will be used to display that box.  For example, if you take the ICO (icon) file Lynda.ico from our Learning Flash CD and loaded it into a bitmap editor such as Microsoft Visual Studio.net you would see an array of boxes of size 48 by 48.  If you changed some of these boxes to a red color, you could give Lynda a rash on her face. If you try to make Lynda.ico much bigger than icon size, the image would become blurred.  If you make a vector graphic bigger, there is enough information available in the file to redraw the graphic in a larger size without blurring.  
For most graphics, vector graphics files are significantly smaller than bitmap graphics files.  This means that vector graphics can be delivered over the Internet faster than bitmap graphics files.  Unfortunately, Web Browsers support only bitmap graphics.  Special software in addition to the Web Browser is required to render vector graphics.  One example of such special software is the Flash software that plugs in to Web Browsers
The following link gives a good explanation of the differences between bitmap and vector graphics and lists the major file types used to represent each. 

http://graphicdesign.about.com/library/weekly/aa042398.htm 
The following link gives a more comprehensive list of bitmap and vector file type examples: http://graphicssoft.about.com/gi/dynamic/offsite.htm?site=http://www.geocities.com/Heartland/Plains/9644/vector.html%23Vetor 

Flash files vs. HTML files:
HTML files are “simple” text files that can be directly interpreted by a Web Browser.  A Flash file is in a special format defined by Macromedia.  It is interpreted by software provided by Macromedia.  To get a Flash file to appear in a Web Browser window, you generally send a small HTML file to the browser.  This file contains the name of the Flash file to be displayed by the Macromedia software.  The Macromedia software then interprets and displays the Flash File

Flash fla files vs. Flash swf files:
A Flash file of type “fla” is the file that you edit with the Macromedia flash editor.  A Flash file of type “swf” is a very compressed version of the “fla” file.  The swf file is the file sent over the Internet and “played” by the Macromedia software located on the client machine.  
