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There are many different ways to animate something, frame by frame, onion-
skinning, and using tweens.  We are going to focus on basics – the timeline and 
tweens so you can start animating your symbols you have created. 

 
The Timeline – is divided into cells, each of 
which represents a unit of time.  The amount of 
time is determined by the frame rate or 
fps/frames per second. 
 
 
 

 
Keyframe – A keyframe signals 
to Flash that you want something to 
change in your movie. To insert a keyframe 
use on of the following methods: 

• Select a cell in the timeline, click 
and hold, select insert keyframe. 

• Select a cell in the timeline, go to 
INSERT > TIMELINE .> KEYFRAME 

When you have drawn in that keyframe, 
there will be a solid black dot. An empty 
circle means there is nothing in that keyframe. 
 
Layers – Each symbol should be 
placed on its own layer and label it 
as the symbol.  Layers allow you to 
change the order on the screen. 
You can drag the layers higher or 
lower.  The higher up on the layers 
panel will be in the foreground, 
while at the bottom of the layers 
panel will be in the background.   
For example, if the fish swam by the 
rock, it would go behind the rock, 
because the rock is in the 
foreground, but it would swim in 
front of the starfish. 
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Creating Motion Tweens 
A motion tween moves an object from its position in the beginning keyframe to 
its position in the ending keyframe.   
 

Procedure 
1. Insert a keyframe, place your symbol on the stage in its starting position. 
2. Insert a keyframe on the timeline (keep in mind the fps and time) for the 

ending keyframe, you will see that it has copied the symbol in the same 
location.   

3. Now, in the ending keyframe, move the symbol to its ending (or next) 
location.   

4. Click on the timeline in-between the two keyframes and click and hold, 
INSERT > MOTION TWEEN  (or you can go to INSERT > TIMELINE > CREATE 
MOTION TWEEN)  The computer draws in the frames for you.  You should 
see a blue area with an arrow for a motion tween. 

5. Go to CONTROL > TEST MOVIE 
 

 
Continue to animate each symbol on its own layer.  As you test your movie you 
can see how the symbols will interact with each other.   
 
Duration of the movie – Keep in mind how long your movie will be as you are 
animating.  Here are some time equivalencies: 
 
 
 
 
 
 
 
 
 
Information excerpted from: 
Schaeffer, Mark. Adobe Flash CS3 professional how-tos: 100 essential techniques. Berkeley, CA: 
 Peachpit, 2008. 
Davis, Rudner and Tatum, T3Curriculum Guide, Flash CS3, WebDesign and Multimedia 
 
 

Motion Tween Animation Rules 
 

1. The tweened object must be a symbol. 
2. A beginning keyframe and an ending keyframe must be placed in the timeline. 
3. The timeline must contain no more than one tweened object per layer. 

	  

At 12 fps – 120 frames = 10 seconds 
At 12 fps -  720 frames = 1 minute 

	  


