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25

Publishing For Mobile Devices

You can publish your Flash animations so that they can be viewed on mobile devices.
When Flash files are published for mobile devices they are saved as .AIR or Adobe
Integrated Runtime files and, with the CS6 version of Flash, all required files for either
Android or iOS (Apple) systems are packaged together for easy upload to the required
system. This packaging of files is called Captive RunTime.

In this chapter we will look at publishing a current Flash file in the AIR format and creating
a file specifically for viewing on a mobile device. It is important to understand that when
creating a mobile application, some ActionScript programming is required, so if you want
to use Flash for that purpose, you will need to do some learning of ActionScript.

Publishing a Flash File

Any of the Flash animations that you have created in these modules can be exported

for display on a mobile device. However, the dimensions of the document may not be
suitable for view on a smaller screen. For that reason, we will use one of the sample Flash
animations that is provided with the program.

A Loading the File

1 Load Flash or close the current files.

Create from Template Create New .
B s B e 2 Inthe FLASH WELCOME screen click
B AR for andvoid PR on the ANIMATION button in the
A et <— EX CREATE FROM TEMPLATE section.
Banners AR for Andraid ERER]
| | =
Media Playhack AR far DS ] 5%
=]
Presentations Flazh Lite 4 ] 5.4
B
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New from Template

B

Category!

-

3 In the TEMPLATES tab of the NEW
FROM TEMPLATE dialogue box
select the SAMPLE FILES category
followed by the RPG GAME
COLLISIONS template and select OK.

Sl
Advertising l. AIR Window 5
AR For android |l ~lpha Mask Sampls
Animation B Custom Mouse Cursor Sampls
Eanners Bl Date Countdown Sample
Media Playback |l Orag and Drop Sample
Presentations |l Handwritiog
Sample Files (— RS Skick Man Sample
| Lip Svne

| Menu Sample

A
0
| Parring

erspective Zoo Sample File (no instructions).
rel sbermal Fils
|l RPG Game Collsions
P Toogls Button Sampls
Ok

|:‘¢:|

4 The file is a game that gets the user to use the arrow buttons to move a figure to
find money, books and artefacts.

.......

5 Save the file in your STORAGE folder under the name:
Game

6 Display the CONTROL menu, highlight TEST MOVIE and select TEST to see how the
animation performs as a SWF file designed for the internet.

7 Close the TEST MOVIE screen.

B Publishing the File for a Mobile Device

We can see how the file will look on a mobile device. In this case we will publish to the
iOS system.

Fl rie Edit wew Insert Modify Text Commands Control Debug  Window  Helg

Game x |

5 scene

click on the STAGE and, in the
PROPERTIES panel, the PUBLISH
section should be displayed.
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Fl rie Edt wew Insert Moclify  Text Commands Control  Debug  Window  Help Essentials ~ 0 |;‘E'|—x]
Game* x | is f @ ) . Bl
= % é " | Properties | Library | Behaviors | -=
Seene 1 100% ~|
= Profile: | Default |v] & Target: [FlashElaver 112 v i | & Documen t IIl
~
Flash Player 5 i) Fl
Seript; 2 Q Game. *
Flash Player & B
= PUBLISH
Flash Player 7 = |7
FLELISH | Game s | iy (5 Profile: Default s
utput file: : Flash Player 8 a wofie: Defaul e
4 Flach (50 Pubish Seftings ..
[ swe JPEG Quality: H0 Flash Player 9 1 &
OTHER. FORMATS [l Enab|  Flash Player 10.3 Target: [ FPFlayer 11.2 I T‘
& =
[ HTHL Wrapper R Flash Player 11.1 | Seriti [ acti-¥rnne .0 [EEE o N
[ 6IF Image v ' Flash Player 11,2
[ IPEG Image: Audio event: 173, 16, .
AIR 2.5
L i g Dow 2 Click on the PUBLISH SETTINGS
AIR 3.2 for Android
[ win Projector m
Blaaroter I b h lick he TARGET b
ADVANCED » AIR 3.2 for i05 utton t en C |C On t e OX
FlashLite 1.0 d I R f .
and select AIR 3.2 for iOS.
Flash Lite 2.0

3  Select OK to return to the file.

NOTE:

You can also select PUBLISH SETTINGS from the FILE menu to
open the PUBLISH SETTINGS dialogue box.

Fl Fe Edt View Insert Modfy Test Commands [Eonol ug  Window  Help 4 Dlsplay the CONTROL men u’
] highlight TEST MOVIE and this time
) select IN AIR DEBUG LAUNCHER
Test Scene Chrl+Alt+Enter (M O B I L E) *
Clear Publish Cache - e
Clear Publish Cache and Test Movie - Ci i
By o = Comtrt I e
Simulator

%7 ACCELEROMETER

A preview screen is opened along
with the MOBILE SIMULATOR screen,
which provides the mobile settings.

Orientation: Defaulk

F

=

Click on the arrow keys and they
operate in the same way as the
internet version.

[> TOUCH AND GESTURE

|» GEOLOCATION
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7 Close the GAME window then close the GAME file.

NOTE: You might like to test some of your Flash animations to see
how they look in the Mobile Simulator.

Creating a Mobile Application

Normally mobile apps are created specifically for mobile devices. In this case a simple
game app structure has been prepared for you and some mobile specific Code Snippets
will be applied to it.

The App is a simple maze game where the user needs to drag a ball with their finger
to the exit of a maze in the shortest possible time. There would need to be some
ActionScript added to complete the App.

A Loading the Prepared File

1  Close the current file and click on the OPEN button.

2 Access the FLASHcs6 SUPPORT FILES, open the CHAPTER 25 folder and open the
MAZE GAME file.

3 Use SAVE AS from the FILE menu to save the file in your STORAGE folder under the
name:
MazeGame

4  Display the MODIFY menu and select DOCUMENT.

-

pcument Settin = ]
S L _ & 5 The DIMENSIONS of the document
e — have been set to 800 px by 480 px
rojection . . .
I ok conent whh sioge Y‘; which are the dimensions of some
Rularunits: Makech: O Default Common Smal’t phone Screens When
O cantents turn on their side. Select CANCEL to
() Printer
return to the document.

Dmensins: | 00px | (width)

[ Adjust 30 Perspective Angle to pres

NOTE: The PUBLISH SETTINGS for this document have been set to the

AIR 3.2 FOR ANDROID system.
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