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OPTIMIZING FLASH FOR THE WEB

While there are several things with which you may not be
familiar with yet, please take the time to read through this
section now. The information here will come in handy now
and throughout your Flash explorations.

IMAGES

First, when working in Flash, use vector graphics when-
ever possible. The only reason to use a raster, or bitmap,
image is if it’s a photo and there’s no way around using
photography. Button graphics, design elements, logos and
banners, backgrounds... should all be vector graphics
whenever possible.

When you do need to use a photograph, there are several
important steps you need to take using either Photoshop or
Fireworks before you import it into Flash:

Crop the image: eliminate any outside portions that you
don’t need.

Resize the image: use Image Size to set the dimensions of
your photograph; remember to keep Constrain Proportions
checked in Photoshop, or the lock icon set in Fireworks so
the image isn’t distorted in the process. Remember that you
should never enlarge an image unless you can simultane-
ously reduce the pixels per inch (ppi) in proportion.

Set the ppi to 72. Making it higher is not going to make
the image better, since in a Flash file, it will only ever be
displayed on a monitor.

You can save your file as a PNG or a JPG.

You could even import a PSD file, if you wanted. Your
Flash size will differ, but once published as a SWF, you'll
find very little difference between them:

FILE TYPE IMAGESIZE FLASIZE  SWF SIZE
PNG24 516kb 720kb 44 kb
PNGS8 108 kb 272 kb 56 kb

GIF 132 kb 132 kb 112 kb
JPG 60 kb 92kb 44 kb

PSD 1016 kb 756 kb 44 kb

You can see from the comparison above that even though

the Photoshop file produced the largest FLA, it also tied for
generating the smallest SWF file. The difference in the im-

age quality of the SWF between the PNG 24, the JPG, and
the PSD versions are negligible, until you start compress-

ing them further in Flash.

The results of the JPG at an
additional JPG compression of
50% within Flash

The results of the Photoshop
(PSD) image with a JPG com-
pression of 50% within Flash)



Even the largest image in a Flash file, when compressed, can
produce a smaller SWF than starting with a JPG image, and
retain better image quality. It's worth the time to experiment
a bit with the different settings, since the balance between
load time and quality is always delicate.

Once you have an image optimized and imported, you can
optimize it again within Flash. Doing so will definitely im-
prove the file size of the SWF when it’s published, and it can
also produce less-than-desirable visual results.

To choose the optimization quality within Flash, double-
click the image in the Library panel to open the Bitmap
Properties dialog box. Note that it allows you to choose from
Photo (JPG) or lossless PNG/GIF compression schemes.
Choosing PNG/GIF produces a better quality image, and a
larger file size.

Bimap Propesti
pods.psd (G
/Users/tonitoland /Desktop/flashworkbook/ Cancel
lectures/optimizingLecture/pods.psd Ceanee )
Sunday, January 9, 2011 5:27 PM (_Update )
238 x 238 pixels at 32 bits per pixel
- (import... )
[ Allow smoothing
BLIEE, 7 Photo (PEG) 1] ETat—)
Lossless (PNG/GIF)
QuaY: gy usepumn-sETTng: 80
OCustom: 50 (100=highest)
Enable deblocking
JPEG: quality = 50: original = 226.6 kb,
compressed = 9.4 kb, 4% of original (Basic )

You can use the current publish setting (by default, it’s set to 80%),
or set your own for the JPG option. You can also choose lossless
PNG/GIF instead of JPG to preserve quality, but your SWF will be
significantly larger (in this case, it went from 20 kb to 700 kb—not
acceptable for the web!

The final place where you can establish export preferences
is in the Publish Settings dialog box (File > Publish Settings)
where any images that haven’t been set to a specific com-

pression are all compressed at the same level.

Publish Settings

Current profile: [ Default

7] BRI

—
[ Formats | Flash | HTML

Player: | Flash Player 10 s ! Info

Script: | ActionScript 2.0

4] (settings... )

Images and Sounds

JPEG quality: O . 80

"I Enable JPEG deblocking

Audio stream: MP3, 16 kbps, Mono Set...
Audio event: MP3, 16 kbps, Mono Set...
") Override sound settings
" Export device sounds
SWF Settings

™ Compress movie
M Include hidden layers
™ Include XMP metadata File Info...

Export SWC

Use File > Publish Settings to set the default JPG compression for
bitmap images. Note, too, the audio options here, which we'll be
looking at shortly.



OPTIMIZING SOUNDS

Flash automatically compresses sounds using MP3 com-
pression, although you have some control over the quality
before publishing your file.

As with images, it's important to optimize sound before im-
porting it to Flash. Use sound editing software like Audacity,
or SoundBooth to crop off any parts of the music or dialog
that you do not need, especially silence at the beginning and
end. If you want music to loop seamlessly, you may have

to play with it a bit in the sound editing software to make

a smooth loop—it takes some time, but it’s very worth it in
terms of quality as well as file size. A shorter sound clip that
can loop seamlessly will take up less space than a whole
song.

Flash can import multiple sound formats, and of course a
smaller original sound file is going to produce a smaller FLA
and SWF file size as well. Again, however, you need to bal-
ance quality and download time to arrive at the ideal.

I created an AIF sound file that was a music bed, about 2
minutes in length. It was composed of a much shorter piece
that I copied and pasted multiple times.

The file created from the copied and pasted piece was 4.2
MB and translated into a FLA file about 2.9 MB in size, with
a SWF of 64 kb

The original short piece, set to loop within Flash, was 1.4
MB and translated into a 1.4 MB FLA, with a SWF of 20 kb

The larger AIF sound file produced a FLA of 2.9 MB, and
the same sound saved as an MP3 produced a FLA of 916 kb.
The SWFs were, on the other hand, 64 kb for the AIF sound,
and 504 kb for the MP3 sound, at the default MP3 settings.
By unchecking “Use Imported MP3 quality,” the SWF was
reduced to 96 kb. As with images, it pays to take the time to
experiment a little.

Breaking dialog into smaller chunks, rather than having
one huge sound file, can save some file size, both in the FLA
and the published SWE. The real advantage is that you can
optimize the individual pieces when using multiple sound
files to control the quality, whereas you'd have to optimize
the entire thing at once when using a single larger file.
Shorter sounds can also be sync’ed to the timeline with
more precision.

To set the compression settings within Flash, double-click
the sound in the Library. You should use MP3 compression
whenever possible, even for dialog as long as the quality
holds up. Below the compression settings you can select the
bit rate (processing speed) and quality. Always test a couple
of different bit rates as you can often select something a bit
higher without compromising on file size.

Sound Properties

atmosbig.mp3
/Users/tatoland/sounds/Hi-res/Music Beds/ Cancel
atmosbig.mp3
Update
Wednesday, January 21, 2009 3:29 PM N
Default 5532.9kB Import...
Compression v MP3 Test
Raw
Speech Stop
Preprocessing: [ Convert stereo to mono
Bit rate: | 24 kbps ﬂ
Quality: | Fast 4 ]
24 kbps Stereo 99.9 kB, 18.7% of original
- ( )
Device sound: Advanced

Select from a variety of compression options; MP3 works well for
music, and Speech is a reasonable choice for dialog if MP3 quality
isn’'t good enough. Note at the bottom that Flash tells you how
much smaller the compressed file will be than the original.)



BANDWIDTH PROFILER

Once you have everything organized and optimized to your
liking, you can see the overall results when you test your
movie by using the Bandwidth Profiler. After selecting
Control > Test Movie (Command Return / Ctrl Enter) choose
View > View Bandwidth Profiler.

000 _
Movie: Moo 20 30
Dim: 550 X 400 pixels 2048 KB
Fr rate: 12.0 fr/sec 1024 KB
Size: 3764 KB (3854417 B) 512 KB
Duration: 75 fr (6.2 s) 256 KB
Preload: 9576 fr (798.0 s5) 1288

Settings:
Bandwidth: 4800 B/s (400 B/fr)
State:
Frame: 0
0 KB (0 B)
Loaded: 5.9 % (0 frames)
221 KB (226635 B)
Streams:
Path: bigmac:Users:tatoland:G[
Size: 3764 KB (3854419 B)
Loaded: 5.5 %
206 KB (211182 B)

The Bandwidth Profiler for a movie with music and several bit-
maps; it will take about 13 minutes for this file to download on a
56K modem. No one’s going to wait around for that!

Control Debug Window Help

Zoom In #=
Zoom Out “
Magnification >
v Bandwidth Profiler B o2 o2
v Streaming Graph #G | de
Frame By Frame Graph  #F ulEorangeFlower uigorange
v Simulate Download 8O F == —
14.4 (1.2 KB/s) J
) 28.8 (2.3 KB/s) |
Quality

v 56K (4.7 KB/s) l
DSL (32.6 KB/s)

4 T1(131.2 KB/s) \
User Setting 6 (2.3 KB/s)
User Setting 7 (2.3 KB/s)
User Setting 8 (2.3 KB/s)
Customize...

Show Redraw Regions  $E

While testing your project, use the View > Download Settings to
choose the speed of the download; this option is only available
when testing a movie.

The bandwidth profiler shows you how long the file will
take to download—in the top portion at the left (Movie)
note the bottom line (Preload)and the length of time it will
take (798 seconds, or about 13 minutes!). In a file with
bitmaps and sound, the Bandwidth Profiler will show you
where there is a lot of data, and where the amount is within

reason.

In the previous example, the sound file is huge, hence the
very tall gray bar at the beginning. The shorter gray bars
after that represent new instances of bitmaps. Anything be-
low the red line will load in real time at the current modem
speed; anything above it will cause the file to “hang” until
the data loads.

Set the modem speed using Control > Download Settings.
Use Customize to set atypical speeds.

If you find that the results are not satisfactory, go back
to the Library and work on the compression options a bit

more.

Once all is well, use File > Publish Settings to further tweak
file size.



PUBLISHING FLASH FOR THE WEB

Before you can put Flash content online, you need to
generate at least two different files; the SWF, and the HTML
file that contains the SWF file. Flash does this for you very
quickly when you select File > Publish, but first, it’s impor-
tant to set up the publish settings so the correct files are
generated. Note that these files are always saved in the same
folder or directory as the original FLA file, unless you specify
otherwise.

Go ahead and open the Publish Settings options.

In the first pane you get to decide what files you'd like Flash
to generate for you. At a minimum, you'll need the SWF file,
and the HTML file, so make sure both of those are checked
(they are typically selected by default).

Flash will assume you want to call your published files by

Publish Settings

Current profile:| Default 3 B+ [=e

Formats | Flash HTML |

Type: File:

™ Flash (.swf) ‘myhomepage.swf | [
W HTML (htmi) i
[ GIF Image (.gif) Untitled-1.gif ||

" JPEG Image (.jpg) Untitled-1.jpg [

"1 PNG Image (.png) Untitled-1.png
") Windows Projector (.exe) Untitled-1.exe

") Macintosh Projector Untitled-1.app

the FLA file name. You can leave this as is, or rename them.
Be very careful, however, if you decide to rename things as
that can sometimes prevent the file from opening later on.

If you want to save the exported files in a new location,
click the folder icon to relocate them. This can be handy if
you want to keep the FLA files separate from those that will
actually go on the remote server.

In the Flash pane of Publish Settings, you can decide what
version of the Flash Player you want people to use to see your
work, along with the ActionScript version. Use this panel to
switch from AS2 to AS3 or vice cersa, if necessary.

There are a lot of other options here, but for now, leaving
them set at the defaults if fine.

Publish Settings

Current profile: | Default W B+ =e]F

["For h | HTML | ‘

Playeflf Flash Player 10 Info.

o |

scriplg | ActionScript 2.0, ( Settings... )
Images and Sounds
JPEG quality: . 80
[ Enable JPEG deblocking
Audio stream: MP3, 16 kbps, Mono (_Set... )
Audio event: MP3, 16 kbps, Mono Set... )
[~ Override sound settings
") Export device sounds
SWF Settings
™ Compress movie
B‘ Include hidden layers
M Include XMP metadata File Info...

Export SWC
Advanced
Trace and debug: [~ Generate size report
1 Protect from import
"] Omit trace actions
[~ Permit debugging

Password:

Local playback security: | Access local files only :

Hardware Acceleration: | None :
scripttime limit: |15 | seconds

Publish ) ( Cancel ) ( OK )




The HTML pane offers some options as to how the HTML
portion of the exported file is generated. For this explora-
tion, the Flash Only option is the appropriate Template
choice. The other options in this dropdown menu are
suitable for generating the required HTML code for more
sophisticated Flash applications.

Select Detect Flash Version if you want Flash to include the
code that will let someone know if they need a newer Flash
Player.

For Dimensions, using Match Movie is the most likely choice,
as you should have set your stage size to the size you wanted.
If you'd like to experiment with the other options, try setting
the pixel dimensions, or a percentage, but do be careful not to
distort your stage!

The Playback options let you determine whether you want
your Flash piece to start playing automatically or not. You
can also decide whether to offer your audience a Display
menu to zoom in or out, play, loop, rewind, and so on.

Checking Device Font causes the HTML file to look for any
fonts used in your animation on the viewer’s computer (PC
users only).

Quality determines how your SWF will be drawn or ren-
dered; the higher the setting, the more processor-intensive
your HTML page will be.

Select Window for the Window mode; if this is going to be
the only thing on the page, you don’t want to make the
background transparent, or opaque. Setting it to Transpar-
ent Windowless saves the stage color, but assigning a new
background color or image to the HTML file renders that
color transparent.

The alignment option is set to centered by default, but this
really only aligns your SWF file at the top left. To actually

center it on the page, create a CSS rule in the HTML file in
Dreamweaver, after it's been published.

Use the Scale options to determine whether you want the
entire SWF to show (of course you do!), or whether it should
stretch or squish, based on the dimensions you set under the
Flash tab.

The final Alignment option determines where, top to bot-
tom, and left to right the HTML places the SWF file in rela-
tion to the dimensions you set earlier.

Once you've got all these decisions made, hit Publish. The
HTML file, and the SWF file, will be saved to the same folder
where the original FLA file is saved (unless you changed
that in the Formats tab). To view your creation on the web,
upload both the SWF file and the HTML file to the server.

Publish Settings

Current profile: | Default B B[+ [@[6]3

["Formats  Flash | HTML

Template: | Flash Only %) info

"] Detect Flash Version

Version: 10 .

Di | Match Movie +
Width: Height:
750 X 500 pixels

Playback: [~ Paused at start M Display menu

™ Loop "I Device font
Quality: [High T3]
Window Mode: ‘W
HTML alignment: | Default 4
Scale: [ Default Showal) 4]
Horizontal: Vertical:
Flash alignment: | Center 4] [ Center :]

W Show warning messages

(“Publish ) ("Cancel ) (0K )




