What is Flash?

“Flash is an authoring tool that designers and developers use to create presentations, applications, and other content that enables user interaction. Flash projects can include simple animations, video content, complex presentations, applications, and everything in between. In general, individual pieces of content made with Flash are called applications, even though they might only be a basic animation. You can make media-rich Flash applications by including pictures, sound, video, and special effects. 

Flash is extremely well suited to creating content for delivery over the Internet because its files are very small. Flash achieves this through its extensive use of vector graphics. Vector graphics require significantly less memory and storage space than bitmap graphics because they are represented by mathematical formulas instead of large data sets. Bitmap graphics are larger because each individual pixel in the image requires a separate piece of data to represent it. 

To build an application in Flash, you create graphics with the Flash drawing tools and import additional media elements into your Flash document. Next, you define how and when you want to use each of those elements to create the application you have in mind. 

When you author content in Flash, you work in a Flash document file. Flash documents have the file extension .fla (FLA). A Flash document has four main parts:

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.

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

ActionScript code allows you to add interactivity to the media elements in your document. For example, you can add code that causes a button to display a new image when the user clicks it. You can also use ActionScript to add logic to your applications. Logic enables your application to behave in different ways depending on the user's actions or other conditions. Flash includes two versions of ActionScript, each suited to an author's specific needs. For more information about writing ActionScript, see Learning ActionScript 2.0 in Flash in the Help panel. 

Flash includes many features that make it powerful but easy to use, such as prebuilt drag-and-drop user interface components, built-in behaviors that let you easily add ActionScript to your document, and special effects that you can add to media objects.

When you have finished authoring your Flash document, you publish it using the File > Publish command. This creates a compressed version of your file with the extension .swf (SWF). You can then use Flash Player to play the SWF file in a web browser or as a stand-alone application. For an introduction to Flash Player, see About Flash Player.
What you can do with Flash?

With the wide array of features in Flash, you can create many types of applications. The following are some examples of the kinds of applications Flash can generate:

Animations These include banner ads, online greeting cards, cartoons, and so on. Many other types of Flash applications include animation elements as well. 

Games Many games are built with Flash. Games usually combine the animation capabilities of Flash with the logic capabilities of ActionScript. 

User interfaces Many website designers use Flash to design user interfaces. The interfaces include simple navigation bars as well as much more complex interfaces. 
Flexible messaging areas These are areas in web pages that designers use for displaying information that may change over time. A flexible messaging area (FMA) on a restaurant website might display information about each day's menu specials. 

Rich Internet applications These include a wide spectrum of applications that provide a rich user interface for displaying and manipulating remotely stored data over the Internet. A rich Internet application could be a calendar application, a price-finding application, a shopping catalog, an education and testing application, or any other application that presents remote data with a graphically rich interface.”
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The Basics

Tools:
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Making a towel in Adobe/Macromedia FLASH
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Hopefully this guide will have taught you many useful techniques you can carry over and use in your own projects.
Selection Tool: Is used to select objects on the screen.


Sub-selection Tool: 


Line Tool: Is used to draw a line on the stage.


Lasso Tool: Is used to select a specific area of an object on the stage.


Pen Tool: 


Text Tool: Is used to create a text box, so you can write on the stage.


Oval Tool: Is used to draw an oval on the stage.


Shape Tool: Is used to draw shapes on the stage, like squares, hexagons etc.


Pencil Tool: Is used to draw on the stage.


Brush Tool: Is used to paint on the stage.


Free Transform: Is used to rotate and resize objects on the stage.


Fill Transform: Is used to rotate and resize gradients of objects on the stage.


Stroke Tool:


Fill Tool: Is used to fill objects with s selected colour.


Eye Dropper: Is used to pick a particular colour of the screen.


Hand Tool: Is used to move objects on the stage.


Zoom: Is used to Zoom in or out on the stage.


Stroke Colour:


Set to Black & White:


No Colour:


Swap Colour:


Snap to Objects:


Too Specific Options:





Step 1: Create a parallelogram on the stage. Then using the cursor (Black) curve both the top and the bottom ends of the parallelogram.








Step 2: Create two points in your towel (Hold down ctrl whilst dragging to create these two points)








Step 3: Click on the edges and drag to create the curves (this will help make the impression of fabric)








Step 4: Begin adding the curves and creases. (As seen in the screenshot)








Step 5: Draw some more lines (where needed to show more detail)





Step 6: With the towel selected go to modify – shape – convert lines to fills. Then stretch the lines to create a shading effect.





Step 7: Select the towel then go to modify – convert to symbol. Name it, and then click ok. Finally select the towel once more and in the properties menu (at the bottom) click the drop down menu (under color) and go to select advanced, then adjust the settings to suit you. 





It should look similar to this once you’ve finished.








