Chapter 1
Creating the Perfect Flash Site

In This Chapter

Planning your Flash site
Assembling the site assets
Building the Flash site
Publishing your site

Tle first page of Chapter 1 is always an exciting place in any book. It’s

where you find out what’s in store for you in the upcoming pages. Or hey,
maybe you've already read three chapters and have just decided to restart at
the beginning. (What a novel concept!) Well, you can get away with that when
reading a book, but if you try to create an interface for your Flash site without
first having done your homework, it’s almost like trying to fly without knowing
how to operate an airplane — but not nearly as hazardous to your health.

In this chapter, | show you the steps you go through to create a Flash site. And
like anything else you build, there is a process. Whether you're creating a Flash
site for your son’s baseball team or for your boss — who plopped an unopened
box on your desk that says “Flash Professional 8” and said, “Build me a Flash
site” — if you don’t approach the process logically, you're destined to have
more than your share of headaches. Like the self-help gurus say, “Fail to plan,
and you plan to fail.”

Flash versus HTML . . . The Winner Is?

To Flash or not to Flash, that is the question. Whether ’tis nobler to create a
ho-hum HTML Web site or to up the ante with a Flash design with more bells
and whistles than . . . but I digress.

Flash has been around for a long time. In comparison, HTML is almost ancient.
Flash has gone through a rapid growth and development spurt since Flash 4.
HTML is now in version 4.0 and won’t be developed anymore. In fact, HTML 4.0
has been around since 1998, which is practically the Jurassic age in regards to
computers and Internet technology. Savvy designers have come up with all
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Within Flash is a powerful scripting language known as ActionScript, which
bears a similarity to JavaScript. If the design you envision includes full-
motion video, that’s available from within Flash as well. In fact, Flash has its
own video codec (an algorithm that compresses the movie when it is ren-
dered, and decompresses the movie when it is viewed) called FLV (Flash
Video). But that’s only the tip of the iceberg. You say you want to gather
information from customers at your Flash site? Piece of cake! You can design
an artistic Flash form that makes its HTML brother look positively archaic.
And you can do all of this within Flash. I show you how to incorporate these
elements and more in your Flash Web design in the upcoming chapters.

Setting Goals for the Design

Before you can build the site, you need some kind of road map. Trying to
create a Flash movie without a plan is like trying to drive from Florida to
Alaska without a map or planned route. You may get there, but you’ll end up
taking a world of detours and wrong turns.

The easiest way to know where you're going with your Flash Web design is to
interview the client. In fact, this step is an absolute necessity. After all, how
can you create a proposal if you don’t know what the client wants? If the Web
site is for a friend or a family member, the interview process will probably be
an ongoing give-and-take of ideas. After the goals for the design have been
defined, put it in writing and get the client to sign off on it. Remember, no job
is done until the paperwork is handled. And in the case of a Web design, no
job should be started until the paperwork is handled. I discuss this issue in
more depth in Chapter 2.

Planning Your Site

After you have the goals for your design on paper, it’s time to put you design
paper again. Yes, you read correctly. Only this time, you’re not putting words on
paper; you're sketching the design. The sketch doesn’t have to be elaborate —
just enough to give you a visual clue as to what the finished design will look
like. You can create a series of sketches on a legal pad, an illustration applica-
tion, or, if you're meeting with the client in a restaurant, a napkin works well
as a makeshift sketchpad. If you prefer to be a little more elaborate, you can
sketch your design and actually build different iterations of the design in
Macromedia Fireworks (an application used to create graphics, edit images,
and create HTML for Web sites). After the sketch is done, you’ll know exactly
what you need to build the site. The sketch also gives you an idea of what, if
any, ActionScript you need to pull off the design. Don’t worry, I show you
everything you need to know about ActionScript for a Flash Web design in
Chapter 7.
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Gathering Assets for Your Site

After you create preliminary sketches for your site, it’s time to get your ducks
in a row, so to speak. In this phase of the project, you get or create everything
that cannot be created in Flash and store it in a neat little folder. There’s
nothing worse than being two-thirds of the way into your project, with the
creative juices flowing like a river in flood, only to discover that you don’t
have everything you need to complete the project.

The assets you gather will vary depending on what your design encompasses.
If your site has a slide show, you’ll gather the images, optimize them for Web
site viewing, and size them to suit your design. Granted, you can do some of
this work in Flash. However, a Web-friendly image editing application like
Fireworks will give you more options. Other assets you may have to gather are
sound clips and full-motion video. Animation? Forget it. You can do all that in
Flash. Chapter 2 has more about gathering the necessary assets.

Building the Interface

Every good Web site needs an interface. In a nutshell, an inferface is a graphic
device that your viewers can use to navigate from one part of the site to
another. The acronym for an interface is GUl — graphical user interface. The
interface generally consists of a background, a banner, and navigation buttons.
You can build most of the assets for your interface in Flash. However, some
designers prefer to lay out the background for the interface in an application
like Fireworks and then import the graphic into their Flash design.

You'll create many parts of the interface by using Flash drawing tools. When
you create an object with Flash drawing tools, you create a vector object.
Vector objects are graphic objects that can be scaled infinitely, that is, unless
the object has a complex gradient (a fill that consists of two or more colors
blended together in a linear or radial manner). Some Flash Web designers
prefer to create their vector objects in a drawing application like Adobe
llustrator or CorelDraw.

Some Flash designers throw everything but the kitchen sink at their viewers.
This is fine if you're creating a simple site with only a little navigation. However,
when you add bells and whistles like video and full-color bitmaps, you run the
risk of creating a Flash movie with a file size slightly smaller than the Trump
Tower. When you create a site that big, trying to download it is like trying to
drain an Olympic-size swimming pool with a garden hose; it takes a long time. I
show you how to create a Web-friendly interface and then load content into the
interface in order to manage a Flash Web site that has a humongous amount

of content. Figure 1-2 shows a cool Flash interface, complete with a hideaway
control panel that enables users to change interface colors and so on.



























