


engine, also called the ActionScript Virtual Machine (or AVM). There are two sides of the integration coin:
design document import and high-end programming with ActionScript 3.0. Flash CS3 continues to satisfy
both designers and programmers — all of the new author-time visual effects in Flash 8 and Flash Player 8
are fully programmable with ActionScript, the programming language of Flash.

Flash CS3, also referred to as Flash CS3 Professional, adds several enhancements to Flash 8:

n One version: You no longer have to worry about which version of Flash to purchase — there’s
only one version! That’s right. Gone is the distinction between Flash Basic and Flash Professional.
If you have Flash CS3, you’ve got access to any feature we discuss in this book (and more!).

n CS3 Interface: Flash CS3 sports tools and panels that resemble the look-and-feel of other Adobe
Creative Suite applications such as a Photoshop and Illustrator. The panels can now be docked or
stacked, and panels can be reduced to icon only or icon and text views.

n Adobe Photoshop and Adobe Illustrator document import: Now that Adobe oversees the
development of Photoshop, Illustrator, and Flash, it’s much easier to coordinate file format inter-
operability between the applications. You have more options than ever to faithfully bring
Photoshop and Illustrator content into Flash documents.

n Adobe Device Central CS3: Flash CS3 ships with a new application named Adobe Device
Central CS3. This program enables you to set up a Flash, Photoshop, or Illustrator document
prepped with the proper screen size and attributes for deployment to a wide range of mobile
devices. Presets for manufacturers such as Nokia, Samsung, and Motorola determine the frame
size, frame rate, FlashLite (or Flash Player) version, and ActionScript version compatible for each
device.

n Improved motion tweening features: You can now copy motion tween information from one
tweened sequence and apply the same tween to one or more objects on the stage. Furthermore,
you can copy the tween’s settings to ActionScript 3.0 and reuse the sequence entirely in code.

n Updated components: Adobe rebuilt many of the user interface components from Flash 8, from
the ground up. These components use ActionScript 3.0 and smaller in file size than their prede-
cessors. The FLVPlayback component has also been updated to ActionScript 3.0 for use in Flash
Player 9 projects.

n Adobe Flash Video Encoder: Adobe did an excellent job retooling the compression settings and
options for the Flash Video Encoder, which is included with Flash CS3. Now you can deinterlace
video footage and import and export cue points.

n Flash Player detection update: Flash CS3 improves the Flash Player detection capabilities in the
Publish Settings’ HTML tab. Flash CS3 can create one HTML page that detects a target version of
the Flash Player and displays the appropriate content.

n ActionScript 3.0 compiler: You can now write ActionScript 3.0 code for Flash documents that
target Flash Player 9. ActionScript 3.0 is a highly advanced method of programming.

n Script editing: The Actions panel has some new features for easier code editing, such as code col-
lapse and expand (just like Dreamweaver) and block commenting and uncommenting. 

Many enhancements are not directly seen in the authoring environment, though. Flash Player 9 adds the
following enhancements, among others:

n Better runtime performance: Adobe has added a new ActionScript Virtual Machine (or AVM) to
the Flash Player. Flash Player 9 has two AVMS: AVM1, to run ActionScript 1.0 (AS1) or 2.0 (AS2)
content, and AVM2, to run ActionScript 3.0 (AS3) content. Any content that uses AS3 will per-
form much faster than equivalent code written in ActionScript 2.0.

n Full screen capability: Flash Player 9 release 28 (or r28) or higher can utilize a full screen mode
for Flash content. Now, you can take over the user’s screen with full screen presentations, just as
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FIGURE 1.1

Elements of a Flash document (.fla) in the authoring environment
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Refer to Figure 1.2 for a graphic explanation of the characteristics of the Flash movie file (.swf ) format.

FIGURE 1.2

Overview of the Flash movie (.swf) format

Flash ActionScript files
ActionScript is the programming language used within Flash CS3 documents to create interactive functional-
ity within the movie. You can store ActionScript code in external text files with the .as file extension. You can
open .as files directly in Flash CS3 or your preferred code editing application, such as Adobe Flex Builder.
ActionScript files can be brought into a Flash movie using the #include directive or the import keyword.

Flash Video files
The Flash Video file format (.flv file extension) is used for any video content played within the Flash Player.
This file extension is used by any tool that creates Flash Video content, such as Adobe Flash Video Encoder,
Sorenson Squeeze, or On2 Flix. You cannot open .flv files in the Flash CS3 authoring tool, but you can
import them into a Flash document file (.fla) or you can load them at runtime into Flash Player 7 or higher
movies. Flash Video files can also be uploaded to an Adobe Flash Media Server application and streamed in
real time to Flash Player 6 or higher movies.
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The Many Faces of Flash CS3
Flash is a hybrid application that is like no other application. On the immediate surface, it may seem (to
some) to be a simple hybrid between a Web-oriented bitmap handler and a vector-drawing program, such
as Adobe Illustrator. But while Flash is indeed such a hybrid, it’s also capable of much, much more. It’s also
an interactive multimedia-authoring program and a sophisticated animation program suitable for creating a
range of animations — from simple Web ornaments to broadcast-quality cartoons. As if that weren’t enough,
it’s also the host of a powerful and adaptable scripting language.

ActionScript has evolved from a limited drag-and-drop method of enabling animation to a full-fledged
object-oriented programming language very similar to JavaScript. Flash ActionScript can work in conjunc-
tion with XML (eXtensible Markup Language), HTML, and many other applications and parts of the Web.
Flash content can be integrated with server-side technologies, including Flash Remoting and Flash Media
Server, and the Flash Player offers built-in support for dynamically loading images, MP3s, movies, and
other data. Flash can work seamlessly with ColdFusion, other application servers running PHP, Microsoft
.NET services, and XML socket servers to deliver streamlined dynamic interactive experiences.

So, what’s this evolving hybrid we call Flash really capable of? That’s a question that remains to be answered
by developers such as you. In fact, we’re hoping that you will master this application and show us a thing or
two. That’s why we’ve written this book: to put the tool in your hands and get you started on the road to
your own innovations.

Because Flash is a hybrid application capable of just about anything, a good place to start working with this
powerhouse is to inquire, what are the components of this hybrid? And if they were separated out, how
might their capabilities be described? Those are the questions that we answer in this chapter.

Bitmap handler
In truth, Flash has limited capabilities as an image-editing program. It is more accurate to describe this part
of the Flash application as a bitmap handler. Bitmap images are composed of dots on a grid of individual
pixels. The location (and color) of each dot must be stored in memory, which makes this a memory-
intensive format and leads to larger file sizes. Another characteristic of bitmap images is that they cannot be
scaled without compromising quality (clarity and sharpness). The adverse effects of scaling an image up 
are more pronounced than when scaling down. Because of these two drawbacks — file sizes and scaling 
limitations — bitmap images are not ideal for Web use. However, for photographic-quality images, bitmap
formats are indispensable and often produce better image quality and lower file sizes than vector images of
equivalent complexity.

Vector-based drawing program
The heart of the Flash application is a vector-based drawing program, with capabilities similar to Adobe
Illustrator. A vector-based drawing program doesn’t rely upon individual pixels to compose an image.
Instead, it draws shapes by defining points that are described by coordinates. Lines that connect these
points are called paths, and vectors at each point describe the curvature of the path. Because this scheme is
mathematical, there are two distinct advantages: Vector content is significantly more compact, and it’s thor-
oughly scalable without image degradation. These advantages are especially significant for Web use.

Vector-based animator
The vector animation component of the Flash application is unlike any other program that preceded it.
Although Flash is capable of handling bitmaps, its native file format is vector-based. So, unlike many other
animation and media programs, Flash relies on the slim and trim vector format for transmission of your
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Summary
n Flash CS3 combines many of the key tools for multimedia authoring into one nimble program.

The integration it facilitates with other programs and languages promotes better Web content and
more advanced applications.

n Flash content is not only found on the Web. For example, it is also used for CD/DVD-ROM
authoring, broadcast graphics, offline interfaces, and business presentations.

n Flash CS3 is a multifaceted application that can create a wide range of interactive products for the
ever-growing variety of Web-enabled devices that surfers use to access the Internet.

n Careful planning of Flash development will undoubtedly save you time and effort in the long run.
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