Adding sound overview 

Macromedia Flash MX offers a number of ways to use sounds. You can make sounds that play continuously, independent of the Timeline, or you can synchronize animation to a sound track. You can add sounds to buttons to make them more interactive, and make sounds fade in and out for a more polished sound track.

There are two types of sounds in Flash: event sounds and stream sounds. An event sound must download completely before it begins playing, and it continues playing until explicitly stopped. Stream sounds begin playing as soon as enough data for the first few frames has been downloaded; stream sounds are synchronized to the Timeline for playing on a Web site.

You select compression options to control the quality and size of sounds in exported movies. You can select compression options for individual sounds using the Sound Properties dialog box, or define settings for all sounds in the movie in the Publish Settings dialog box. 

Importing sounds
You place sound files into Flash by importing them into the library for the current document.

Note: When placing a sound on the Timeline, it is recommended that you place it on a separate layer. See Adding sounds to a movie for more information.

You can import the following sound file formats into Flash:
WAV (Windows only)
MP3 (Windows or Macintosh)

Flash stores sounds in the library along with bitmaps and symbols. As with graphic symbols, you need only one copy of a sound file to use that sound in any number of ways in your movie.

If you want to share sounds among Flash movies, you can include the sounds in shared libraries. See Working with common libraries. To use a sound in a shared library, you assign the sound file an identifier string in the Symbol Linkage Properties dialog box. The identifier can also be used to access the sound as an object in ActionScript. For information on objects in ActionScript, see Understanding the ActionScript Language.

Sounds can use considerable amounts of disk space and RAM. However, MP3 sound data is compressed and smaller than WAV or AIFF sound data. Generally, when using WAV or AIFF files, it's best to use 16-bit 22 kHz mono sounds (stereo uses twice as much data as mono), but Flash can import either 8- or 16-bit sounds at sample rates of 11 kHz, 22 kHz, or 44 kHz. Flash can convert sounds to lower sample rates on export. See Compressing sounds for export.

Note: Sounds recorded in formats that are not multiples of 11 kHz (such as 8, 32, or 96 kHz) are resampled when imported into Flash.

If you want to add effects to sounds in Flash, it's best to import 16-bit sounds. If you have limited RAM, keep your sound clips short or work with 8-bit sounds instead of 16-bit sounds.


To import a sound:
1.  Choose File > Import to Library.

2.  In the Import dialog box, locate and open the desired sound file.

Note: You can also drag a sound from a common library into the library for the current document. See Working with common libraries.

Adding sounds to a movie

To add a sound to a movie from the library, you assign the sound to a layer and set options in the Sound controls in the Property inspector. It is recommended that you place each sound on a separate layer.

You can load a sound into a movie during runtime, using the load Sound method of the Sound object.  See Sound (object) in the ActionScript Dictionary.

To test sounds that you add to a movie, you can use the same methods you use to preview frames or test movies: drag the playhead over the frames containing the sound, or use commands in the Controller or the Control menu. See Previewing and testing movies.


To add a sound to a movie:
1.  Import the sound into the library if it has not already been imported. See Importing sounds.

2.  Choose Insert > Layer to create a layer for the sound.

3.  With the new sound layer selected, drag the sound from the Library panel onto the Stage. The sound is added to the current layer.

You can place multiple sounds on one layer, or on layers containing other objects. However, it is recommended that each sound be placed on a separate layer. Each layer acts like a separate sound channel. The sounds on all layers are combined when you play back the movie.

4.  In the Timeline, select the first frame that contains the sound file.

5.  Choose Window > Properties and click the arrow in the lower right corner to expand the Property inspector.

6.  In the Property inspector, choose the sound file from the Sound pop-up menu.

7.  Choose an effect option from the Effects pop-up menu:
None applies no effects to the sound file. Choose this option to remove previously applied effects.
Left Channel/Right Channel plays sound in the left or right channel only.
Fade Left to Right/Fade Right to Left shifts the sound from one channel to the other.
Fade In gradually increases the amplitude of a sound over its duration.
Fade Out gradually decreases the amplitude of a sound over its duration.
Custom lets you create your own In and Out points of sound using the Edit Envelope. See Using the sound-editing controls.

8.  Choose a synchronization option from the Sync pop-up menu:

Event synchronizes the sound to the occurrence of an event. An event sound plays when its starting keyframe is first displayed and plays in its entirety, independently of the Timeline, even if the movie stops. Event sounds are mixed when you play your published movie.

An example of an event sound is a sound that plays when a user clicks a button. If an event sound is playing and the sound is instantiated again (for example, by the user clicking the button again) the first instance of the sound continues to play and another instance begins to play simultaneously.
**Start is the same as Event, except that if the sound is already playing, no new instance of the sound is played.
**Stop silences the specified sound.
**Stream synchronizes the sound for playing on a Web site. 
Flash forces animation to keep pace with stream sounds. If Flash can't draw animation frames quickly enough, it skips frames. Unlike event sounds, stream sounds stop if the movie stops. Also, a stream sound can never play longer than the length of the frames it occupies. Stream sounds are mixed when you publish your movie.
An example of a stream sound is the voice of a character in an animation that plays in multiple frames.
Note: If you use an MP3 sound as a stream sound, you must recompress the sound for export. You can choose to export the sound as an MP3 file, with the same compression settings that it had on import. See Compressing sounds for export.

9.  Enter a value for Loop to specify the number of times the sound should loop.

For continuous play, enter a number large enough to play the sound for an extended duration. For example, to loop a 15-second sound for 15 minutes, enter 60.

Note: Looping stream sounds is not recommended. If a stream sound is set to loop, frames are added to the movie and the file size is increased by the number of times the sound is looped. 

