Sound help

S. Brown

Adding sounds to a movie:
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Import either AIFF or WAV sounds into Flash, just as you would import any other file type. Flash stores sounds in the Library along with bitmaps and symbols. Sounds can use considerable amounts of disk space and RAM. Generally, it’s best to use 22 kHz 16 bit mono sounds (stereo use 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.

1. Import the desired sound to your presentation > File > Import to Library.

2. In the standard import dialog box that appears, locate and open the desired AIFF or WAV file. 

There are numerous wav file sound effects collected together at 
J:\Students\IP\Year 9\Sound effects.

Adding sounds to a movie involves creating a layer for the sound, assigning the sound, and setting options in the Sound panel of the Frame Properties dialog box.
3. Insert > Layer. 


You can place sounds on as many layers as you wish. Each layer acts like a separate sound 
channel. The 
sounds on all layers are combined when you play back the movie. 
4. Click the frame of the sound layer where you want the sound to start.

5. Modify > Frames > Convert to Keyframes (F6)

6. In Properties panel below select Sound > choose sound file from files in Library.

7. Rename layer (Double click Layer name) use descriptive name eg: car horn.
8. Save Flash animation using descriptive name. Export as swf movie when complete.
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