
Flash  MX  Incredibly  Cool  Advanced 

Techniques

Introduction

Flash  MX  is  a  powerful  tool  for  creating  interactive 

animations, games, and other web content. It is widely 

used by web designers, developers, and artists to create 

engaging  and  dynamic  content  for  the  web.  This 

comprehensive  guide  will  teach  you  everything  you 

need to know to get started with Flash MX, from the 

basics  of  the  interface  to  advanced  animation  and 

scripting techniques.

Whether  you  are  a  complete  beginner  or  an 

experienced  Flash  user,  this  book has  something  for 

you. It covers a wide range of topics, from the basics of 

drawing and painting to advanced techniques such as 

using components and creating 3D graphics. You will 
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also learn how to add sound, music, and video to your 

animations, and how to create interactive applications 

using ActionScript.

With  its  clear  and  concise  explanations,  step-by-step 

instructions, and helpful tips and tricks, this book is the 

perfect resource for anyone who wants to learn how to 

use  Flash  MX  to  create  stunning  animations  and 

interactive content.

In this book, you will learn how to:

 Create and edit Flash documents

 Work with the timeline and layers

 Draw and paint using a variety of tools

 Create frame-by-frame and tweened animations

 Add sound, music, and video to your animations

 Use ActionScript to control your animations and 

create interactive applications

 Publish your Flash animations to the web
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With  its  comprehensive  coverage  of  Flash  MX,  this 

book is the perfect resource for anyone who wants to 

learn  how  to  create  stunning  animations  and 

interactive content.

This  book  is  a  must-have  for  anyone  who  wants  to 

learn  how  to  use  Flash  MX  to  create  engaging  and 

dynamic content for the web.

3



Book Description

Flash MX Incredibly Cool Advanced Techniques: The 

Comprehensive  Guide  to  Creating  Stunning 

Animations and Interactive Content

Flash  MX  is  a  powerful  tool  for  creating  interactive 

animations, games, and other web content. It is widely 

used by web designers, developers, and artists to create 

engaging  and  dynamic  content  for  the  web.  This 

comprehensive  guide  will  teach  you  everything  you 

need to know to get started with Flash MX, from the 

basics  of  the  interface  to  advanced  animation  and 

scripting techniques.

Whether  you  are  a  complete  beginner  or  an 

experienced  Flash  user,  this  book has  something  for 

you. It covers a wide range of topics, from the basics of 

drawing and painting to advanced techniques such as 

using components and creating 3D graphics. You will 

also learn how to add sound, music, and video to your 
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animations, and how to create interactive applications 

using ActionScript.

With  its  clear  and  concise  explanations,  step-by-step 

instructions, and helpful tips and tricks, this book is the 

perfect resource for anyone who wants to learn how to 

use  Flash  MX  to  create  stunning  animations  and 

interactive content.

This  book  is  a  must-have  for  anyone  who  wants  to 

learn  how  to  use  Flash  MX  to  create  engaging  and 

dynamic content for the web.

Inside, you will learn how to:

 Create and edit Flash documents

 Work with the timeline and layers

 Draw and paint using a variety of tools

 Create frame-by-frame and tweened animations

 Add sound, music, and video to your animations

 Use ActionScript to control your animations and 

create interactive applications
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 Publish your Flash animations to the web

With its comprehensive coverage of Flash MX, this 

book is the perfect resource for anyone who wants 

to  learn  how  to  create  stunning  animations  and 

interactive content. 
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Chapter 1: Flash MX Building Blocks

Introducing Flash MX

Flash  MX  is  a  powerful  tool  for  creating  interactive 

animations, games, and other web content. It is widely 

used by web designers, developers, and artists to create 

engaging and dynamic content for the web. Flash MX is 

a vector-based animation program, which means that it 

uses  mathematical  equations  to  create  images.  This 

makes  Flash  MX animations  scalable  and resolution-

independent,  meaning  they  can  be  viewed  on  any 

device without losing quality.

Flash MX has  a  wide  range of  features  that  make it 

ideal  for  creating  interactive  content.  These  features 

include:

 A timeline that allows you to control the timing 

of your animations

 Layers  that  allow  you  to  organize  your 

animation elements
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 A variety of drawing and painting tools

 A library of pre-built symbols and animations

 Support for sound, music, and video

 A  powerful  scripting  language  called 

ActionScript

Flash MX is a complex program, but it  is also a very 

rewarding one to learn. With a little practice, you can 

create  stunning  animations  and  interactive  content 

that will engage your audience and leave them wanting 

more.

* The Flash MX Interface

The  Flash  MX interface  is  divided  into  several  main 

areas:

 The  Menu  Bar contains  the  commands  for 

creating and editing Flash documents.

 The  Toolbar contains  shortcuts  to  the  most 

commonly used commands.
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 The Timeline is where you create and edit your 

animations.

 The Stage is where your animations will play.

 The  Library contains  pre-built  symbols  and 

animations that you can use in your projects.

 The  Properties Panel allows you to change the 

properties of the selected object.

* Creating and Editing Flash Documents

To create a new Flash document,  click on the  File > 

New menu item.  This  will  open the  New Document 

dialog box. In the New Document dialog box, you can 

specify the size,  frame rate,  and background color of 

your document.

Once you have created a new document, you can start 

adding content to it. To add a new layer, click on the 

Layer > New Layer menu item. To add a new frame, 

click on the Insert > Frame menu item.
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* Working with the Timeline

The timeline is a horizontal bar at the bottom of the 

Flash MX interface. The timeline is divided into frames. 

Each  frame  represents  a  moment  in  time  in  your 

animation.

To  create  an  animation,  you  need  to  add  content  to 

different frames on the timeline. For example, to create 

a simple animation of a ball bouncing, you would add a 

ball symbol to the first frame of the timeline. Then, you 

would move the ball symbol to a different position on 

the stage in the second frame. This would create the 

illusion of the ball bouncing.

* Managing Layers

Layers  are  a  way  of  organizing  your  animation 

elements.  Each  layer  can  contain  a  different  set  of 

objects.  This  makes  it  easy  to  keep  track  of  your 

animation elements and to make changes to them.
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To create a new layer, click on the Layer > New Layer 

menu item. To select a layer, click on the layer name in 

the Layers panel.

You can also use layers to create masks. A mask is an 

object that hides the objects below it. This can be used 

to create interesting effects, such as fading in and out 

objects.
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Chapter 1: Flash MX Building Blocks

Understanding the Flash MX Interface

The  Flash  MX  interface  is  a  powerful  and  versatile 

toolset that allows you to create stunning animations, 

interactive  applications,  and  engaging  games.  It 

consists of a variety of panels,  tools,  and menus that 

you  can  use  to  manipulate  objects,  add  effects,  and 

control the playback of your animations.

The  main  components  of  the  Flash  MX  interface 

include:

 The Toolbar: The toolbar contains a variety of 

tools  that  you  can  use  to  create  and  modify 

objects, such as the Selection tool, the Pen tool, 

and the Text tool.

 The  Timeline: The  timeline  is  a  graphical 

representation  of  the  animation  sequence.  It 

shows the different frames in the animation and 
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allows you to control the duration and timing of 

each frame.

 The  Stage: The  stage  is  the  area  where  your 

animation  will  play.  You  can  drag  and  drop 

objects  onto  the  stage  to  add  them  to  your 

animation.

 The Property Inspector: The property inspector 

allows you to view and edit the properties of the 

selected  object.  You  can  use  the  property 

inspector  to  change  the  object's  size,  position, 

color, and other attributes.

 The  Library: The  library  is  a  collection  of 

symbols  that  you  can  use  in  your  animations. 

Symbols are reusable objects that can be easily 

added  to  your  animations  by  dragging  and 

dropping them onto the stage.

In addition to these main components,  the Flash MX 

interface also includes a number of other panels and 

menus that you can use to customize your workspace 
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and  control  the  behavior  of  your  animations.  These 

include the Tools panel, the Color Mixer panel, and the 

ActionScript Editor.

By taking the time to learn the Flash MX interface, you 

can unlock a world of possibilities and create stunning 

animations  that  will  engage  and  entertain  your 

audience.

Here are some tips for getting the most out of the Flash 

MX interface:

 Use keyboard shortcuts: Flash MX has a variety 

of keyboard shortcuts that can help you to speed 

up your workflow. For example, you can use the 

"Ctrl+N"  keyboard  shortcut  to  create  a  new 

document.

 Customize your workspace: You can customize 

the  Flash  MX  interface  to  suit  your  own 

preferences. For example, you can rearrange the 

panels and menus, and you can change the color 

scheme.
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 Use the Help system: The Flash MX Help system 

is a valuable resource that can help you to learn 

more  about  the  software.  You  can  access  the 

Help system by clicking the "Help" menu.

By following these tips, you can quickly learn the Flash 

MX interface and start creating amazing animations.
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Chapter 1: Flash MX Building Blocks

Creating and Editing Flash Documents

Flash  MX documents  are  the  foundation  of  all  Flash 

projects. They contain all of the elements that make up 

a  Flash  animation,  including  artwork,  animation, 

sound, and ActionScript code.

To create a new Flash document, open Flash MX and 

select File > New. The New Document dialog box will 

appear.  In  the  Name  field,  enter  a  name  for  your 

document. In the Size field, select the desired width and 

height  for  your  document.  The  Frame  Rate  field 

specifies the number of  frames per second (fps)  that 

your animation will play at. A higher frame rate will 

result in smoother animation, but it  will  also require 

more processing power.

Once you have selected the desired settings, click OK to 

create a  new document.  The Flash MX interface will 

appear. The left side of the interface contains the Tools 
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panel, which contains all of the tools you need to create 

and  edit  Flash  animations.  The  right  side  of  the 

interface  contains  the  Timeline,  which  shows  the 

different frames in your animation. The bottom of the 

interface contains the Properties panel, which displays 

the properties of the currently selected object.

To add content to your Flash document, you can use 

the tools in the Tools panel. The Selection tool allows 

you to select objects on the stage.  The Rectangle tool 

allows you to create rectangles.  The Oval  tool  allows 

you to create ovals. The Line tool allows you to create 

lines.  The  Text  tool  allows  you  to  add  text  to  your 

animation.

You  can  also  use  the  Timeline  to  add  and  remove 

frames from your animation. To add a new frame, click 

the Insert Frame button at the bottom of the Timeline. 

To remove a frame, click the Delete Frame button at 

the bottom of the Timeline.
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Once you have added content to your Flash document, 

you can save it by selecting File > Save. You can also 

save your document in a variety of other formats, such 

as SWF, GIF, and JPEG.

Flash MX documents are a powerful tool for creating 

interactive animations, games, and other web content. 

By learning how to create and edit Flash documents, 

you can open up a whole new world of possibilities for 

your creative projects.
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This extract presents the opening three 

sections of the first chapter.

Discover the complete 10 chapters and 

50  sections  by  purchasing  the  book, 

now available in various formats.
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