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Comments from Megg 1-17 on suitability for Comp Ref chapter. For the comments in the chapter, “Laura” is the Osborne project editor and “Nancy” is the copyeditor. There’s one comment from a “Roxanne” – not sure who she is..Overall, I think this chapter is pretty close to what a Comp Ref chapter should be like, see my comments within.
(cn)Chapter 1

(ct)Meet LiveMotion

 (5)How To…

· Learn about the history and purpose of LiveMotion

· Identify the tools on the toolbar

· Create and save a new composition

· Create a simple object

· Apply a prebuilt style

· Create a very simple animation

· Export a Flash movie

This how to list would have to go – MB1-17

You've probably visited a number of exciting sites on the Web that use motion and interactivity to great effect. You've purchased this book so you must want to learn how to create this type of excitement yourself. The interactive sites that you have seen were all created using either Macromedia Flash or Adobe LiveMotion. In this chapter, you take a first look at LiveMotion to see how the magic begins. 

Okay to replace "that you have seen" with "The interactive sites that sparked your interest"? It brings more life to the paragraph.

(1)In the Beginning, There Was Flash

You've just purchased (or downloaded) LiveMotion and are anxious to find out what it can do. However, just as an actor needs to understand the motivations of a character before learning the script, you need to experience LiveMotion in context and learn why it's here and what Adobe thinks you can do with it. You've probably purchased LiveMotion so that you can create exciting Web pages that download quickly. The program, however, did not arise full-blown out of the creative genius of Adobe. Let's take a few minutes to learn about its background.
By "learn why it's here" do you mean, "and learn what it can do"? Also, I'd suggest replacing "full-blown" with "fully formed".
LiveMotion is a graphics program that can produce Web content in many different formats. You can use it to create any type of Web element—from a simple, static button to an entire moving Web site. You can export GIF or JPEG files (the standards for Web graphics today), create buttons that change or animate when you roll over them, produce sliced tables to hold and display both graphics and HTML text, or create Flash sites and Flash animations. You can add interactivity by scripting your movies with LiveMotion's version of JavaScript. You can create graphic elements using LiveMotion itself, or you can place elements into LiveMotion that you've created in Adobe Photoshop or Adobe Illustrator.
Is it correct to say that LiveMotion produces the Web content in many different formats or should this say, "LiveMotion is a graphics program that enables you to produce Web content in many different formats"?
Should "HTML" be defined or is that unnecessary?
You can use 
LiveMotion to create many types of elements for a Web site—buttons, banners, animated GIF images, or fully interactive Flash sites. It's the Flash sites, of course, that cause the excitement for LiveMotion users.
(2)What Is Flash?

The advantage of LiveMotion is that if you are already familiar with Adobe products, you, too, can create Flash content easily and without a huge learning curve. So, what is it that Flash does?

Macromedia Flash is one of the hottest technologies on the Web today. The product known as "Flash," however, is really two totally different things. Flash is both an authoring environment and a browser plug-in. The authoring environment enables you to create Flash content and the browser plug-in enables you to view Flash content ("movies").

A Flash "movie" is Macromedia's terminology for the file that contains all of the elements that move and animate and that allow you to build a complete Web site environment. In order to see the content that is contained in the Flash file format (.swf), users must have the Flash plug-in installed in their browser. Macromedia estimates that 89.9 percent of all Web browsers have the Flash plug-in installed. This translates to 195 million people who are capable of viewing Flash content. 

The Flash authoring program, Macromedia Flash, is one of the methods that can be used to create Flash content. It's no longer the only method, however. LiveMotion, from Adobe, can also create Flash content that can be viewed on the Web using the Macromedia Flash plug-in viewer. 

(2)Flash and the Web

Why is Flash so popular? People like to see movement on the Web, and they like to see it fast. The Flash file format enables you to create Web sites that move and that download quickly, two features that are generally mutually exclusive. With most file formats, you get either motion and interactivity or you can get speed. The Flash file format, however, can provide both. Speed is crucial on the Web—bandwidth is still an issue and the majority of Web users are using 56Kb modems at most. 
Do you mean 56KB (kilobyte, not kilobit)?
Flash movies can use vector graphics embedded in the movie itself to speed transmission times. Raster image graphics file formats for the Web (such as GIF and JPEG) use pixels to create the images. This takes up a lot of space in a file and makes the file much slower to download. Using raster graphics also puts a ceiling on the quality of the image and on the amount by which an image can be enlarged. But, vector graphics file formats take a different approach. Vector files enable you to use object definitions rather than pixels to describe the contents of an image. The definitions are much smaller to store (therefore, faster to download) and they can be zoomed into without any loss of quality. Although the Flash file format lets you use raster as well as vector objects, when you use vector objects only, you can produce very fast-loading graphics. 

The Flash file format can contain complete user interfaces. You can design the page background and all of the buttons, specify how your text displays, and design the navigation system that allows your site visitor to move from page to page. You can produce drop-down menus and menus that change according to the location of the user's mouse. Figure 1-1 shows Amy Carlson's site (www.amycarlson.com), designed by ZOOROPA. This site, which was a Macromedia Site of the Day, has a very clean and easy-to-use Flash interface. As you can see in the filmstrip representation, clicking a major topic brings up submenus and clicking a subtopic shows the actual information. Frame 1 shows the introductory screen. Highlights appear when you roll your mouse over the main menu options in Frame 2. Clicking a main option shows the suboptions in Frame 3. Selecting a suboption reveals the actual information in Frame 4. The entire site is one screen.
Is "roll your mouse over" the correct language or do you mean "drag your mouse…"?

Also, is the edit to the second to last sentence above okay?

Figure 1: amycarlson.com is one of the best examples of easy navigation using Flash.

Flash also enables you to include sound in your Web pages and to synchronize the sound to the frames in your animation. You can have sound triggered by a mouse action or you can set it up to play automatically at specific points in your timeline.

(2)Enter Adobe

So, what does Adobe have to do with all of this Flash stuff that we've just talked about? In 1998, Macromedia opened its Flash file format to allow other companies to write applications to create Flash content. Adobe, listening to the complaints from its customers that Macromedia's Flash authoring program was hard to learn, then decided to introduce its own Flash authoring program. LiveMotion is the result of a several-year development effort by Adobe to find an easy way for its customers to create Flash-enabled Web sites. 

LiveMotion builds on your experience with Adobe products. According to Adobe Corporation, that's one of the major benefits of using LiveMotion for Flash authoring. If you know Photoshop and/or Illustrator, you are well on your way to knowing how to use LiveMotion. You can also create your images directly in Photoshop or Illustrator and then place these images into LiveMotion without having to save your work in a different file format. LiveMotion can use the native file formats for both Illustrator and Photoshop. You can edit the Illustrator and Photoshop files even after you have placed them into LiveMotion. LiveMotion also integrates well with Adobe GoLive and Adobe AfterEffects. 

(1)What Can LiveMotion Do?

LiveMotion owes its look and feel to two earlier Adobe products. ImageStyler was introduced in 1998 as a way to generate vector-based Web elements that could be easily modified and then exported as animated GIF images, tables, and JavaScript rollovers. ImageStyler contained some major innovations. It introduced styles with live effects—it allowed you to specify a set of effects to be applied to a vector or raster object and to store those effects as a style. A Style is basically a preset that changes any object to which it is applied. Figure 1-2 shows what happens when you apply a Blue Metal style to a plain button with some text in it. With one click, you can change the whole look of the object.
Should "style" be lowercase throughout or is there some reason that Style appears capped in the paragraph above? This term is handled inconsistently throughout the chapter. Please run a global check and replace with correct form.
Figure 2: A single click changes a plain button (left) into a styled button (right).
ImageStyler was withdrawn from the market late in 1999. The ImageStyler features form the base of LiveMotion. In addition, LiveMotion has borrowed the timeline from Adobe After Effects, a video compositing program that allows you to mix video clips with still images and to animate the still images. After Effects is used primarily to produce video commercials and movie trailers or to produce any other type of broadcast video that requires special effects. 
Elsewhere in the chapter, AfterEffects appears as one word. Which is correct? Please run global check in chapter to ensure consistency and please add the correct usage to the style sheet.
The After Effects timeline is wonderfully easy to use. It allows you to animate any feature of an object. LiveMotion has adopted the entire editing conventions of the timeline. The advantage of this approach over the one taken by Macromedia Flash is that you can independently change the attributes of every object over time. Flash uses a layer-based animation model so that you cannot as easily control the properties of every object unless you place each object on its own layer. 

LiveMotion allows you to alter the position, rotation, opacity, scale, and shape of any object. You can set the starting and ending positions for the object, and LiveMotion calculates the "in-between" frames. You can also set the frame rate at which the animation is exported. You'll see in a few minutes how this all fits together.
Perhaps rephrase as "calculates the frames in between"? The preceding sentence is a bit unclear. Why not tell the reader what section to look at?
Finally, LiveMotion allows you to import native Photoshop and Illustrator images either by copy-and-paste or by drag-and-drop. Images retain their layers when you import them. You can also use Photoshop masks and alpha channels. 

Let's a take a look at a very simple example that will get you started using LiveMotion. 

(1)A Simple Example

I've always found it easier to learn a new piece of software by taking a guided working tour. I'd like to guide you though the creation of a very easy (and not very useful) animation. I won't explain very much as you take the tour, but rest assured that I explain all of the actions that you're doing as you work through the rest of this book. For now, I just want you to follow a recipe step by step to see how easy it is to create an object that moves. In the chapters that follow, you learn how to create Web sites and Web elements that you can really use on your own sites. This first example introduces you to the most basic of LiveMotion features. 

(2)Create a Background

In order to use LiveMotion, you need to install it on your hard drive. Once you have done that, you're ready to begin. Launch the program by double-clicking its icon (on the Mac) or by selecting the program in the Windows Start menu. You can also launch it in any way that you launch any other program on your system. When LiveMotion opens, there is a toolbar to the left of the monitor and a set of palettes to the right. The LiveMotion menu bar is across the top. Your first task is to create a document that will act as the background for your animation.

In Flash, this background is called the "Stage." You're not using Flash—you're using LiveMotion, but the idea is the same. LiveMotion calls this area the "Composition."
When you create a new Composition in LiveMotion, you're really setting the maximum size of the Web page that is produced. You can always output a smaller area, but you can't output a larger one. Because most users have a maximum area of 800(600 on their monitors, you rarely need to create a new image larger than 800(600. To be safe, you might want to design for only 640(480, although recent surveys have shown that many more Web surfers can view 800(600 as well. In either case, you only need to answer the question "What size should my Web page be?" in order to decide how big to create your background. 

To create a new background, follow these steps:

1. Choose File | New Composition. 

2. In the Composition Settings dialog box, enter a width of 640 and a height of 480. Leave the Frame Rate at the default of 12. You can worry about the export methods a bit later.
Illustration 1
3. Click OK to exit the dialog box. The new image is called Untitled.liv.

Next, you need to choose a color for the background.
Look at the toolbox shown in Figure 1-3. The toolbox contains two color swatches. The one on top is the Current Fill Color and the one that is partially underneath it is the Document Background Color. 

Figure 3: The toolbox enables you to select a color for the object and for the document background.

Figure 1-3 callouts:
Selection Tool (v)
Drag Selection Tool (u)

Rectangle Tool (m)

Ellipse Tool (l)

Pen Tool (p)

Type Tool (t)

Crop Tool (c)
Paintbucket Tool (k)

Hand Tool (h)

Current Fill Color

Subgroup Selection Tool (a)

Layer Offset Tool (o)

Rounded Rectangle Tool (r)

Polygon Tool (n)

Pen Selection Tool (s)

Text Field Tool (y)

Transform Tool (e)

Eyedropper Tool (i)

Zoom Tool (z)

Document Background Color 

Color Scheme Swatches

Edit Mode (q)

Preview Mode (q)
Laura: In the preceding callouts, the word "tool" should be consistently lowercased, per OMH style for sentence style capitalization for callouts. 
Tip: Every item on the toolbar has a single-key shortcut associated with it. Pressing the letter shown in parenthesis on Figure 1-6 selects that tool. 
Laura: Okay to refer to a figure that's still a number of figures away?
Follow these steps to pick a dark navy blue for the Document Background Color:
1. Click on the Document Background Color swatch in the toolbox. When you click on the Document Background Color swatch, it becomes selected. You can tell that it is selected because its outline changes to a wider black line. 

I'd suggest rewording for the sake of simplicity. You could say, "Click on the Document Background Color swatch in the toolbox to select it."
Illustration 2
2. You can select a new color for the background in several ways. For now, type the following numbers into the Color palette as shown: Red: 0, Green: 0, and Blue: 102. Press Enter when you are done.

Illustration 3

(2)Create an Object

Now that you have the background color selected, you need to create an object. For this example, use the steps that follow to create a rectangle with rounded corners:
1. Click the Current Fill Color square in the toolbox to select it first (otherwise, you will change your Current Fill Color to the Background color as you draw—giving you an invisible object). Click the Rounded Rectangle tool in the toolbox to select it. Refer to Figure 1-3 for the location. 

2. Place your cursor in the image, click the mouse button, hold the mouse button as you drag your cursor toward the right and down. It doesn't matter where or how large your shape is. You set its size and location in the next step.

3. In the Transform palette, set the X: position to 34 and the Y: position to 157. Directly across from the X: field in the Transform dialog box is the Object Width field. Set it to 75. Set the Object Height field (the one below the Object Width field) to 150. Press Enter when you are done. Your document should look like Figure 1-4.

Illustration 4
Sherry—I’m not sure if this illustration will work right in a row with the figure that follows it. The numbered list is already indented, so I don’t think there will be space to place Illustration 4 next to the text. Can we cut either Ill 4 or Figure 4? Also note that artwork with large areas of solid black color can be problematic. When the artwork is printed in the final book, the ink sometimes bleeds because it is applied so heavily to create this area of black. It can end up looking like a black blob instead of what you wanted it to look like. I can see this being a problem for Figure 1-4. If you don’t cut this figure, can you reshoot it using a different color (maybe a gray?) instead of full black? Thanks! —Laura
Figure 4: When you set the x and y positions and the height and width for your object, your document should look like this.
In the preceding text, these are referred to as X: and Y:. Which is preferable?
4. Click the Current Fill Color swatch in the toolbox to make it active. Click the top-left swatch in the Color Scheme area of the toolbox. (Figure 1-3 shows its location.) This sets a new color for the Current Fill.
(2)Add a Style

LiveMotion makes it very easy to decorate a shape by adding a style to it. You learn how to create styles in Chapter 3. For now, simply use one of the styles that ships with LiveMotion. 

The Styles palette contains four different types of styles. Styles can contain animations, rollovers, object layers, and scripts. Using the icons at the bottom of the Styles palette, you can select the styles that you want visible at any time. You can choose any combination of the four style categories to view. Figure 1-5 shows the Styles palette with the icons labeled. From left to right, the categories are View Styles with Animations, View Styles with Rollovers, View Styles with Object layers, and View Styles with Scripts.
Here and in the callout for Figure 5, would it be appropriate to capitalize "Layers"? How does it appear when you hover your cursor over it? In the text that follows, it appears capitalized. Please make consistent within the chapter.
Figure 5: The Styles palette

Figure 1-5 callouts:

View Styles with Animations

View Styles with Rollovers

View Styles with Object layers

View Styles with Scripts

Apply Style 
Laura: Please check capitalization of callout "View Styles with Object layers". Also, please check spacing of the callout "View Styles with Scripts". There appears to be an extra space in there.
You can click any icon to toggle its value. By default, all of the Styles icons are turned on when you launch LiveMotion for the first time. Click each of the icons with the exception of the View Styles with Object Layers to turn them off. 

Let's add a style to the rounded rectangle shape:

1. With the Selection tool active, click the rounded rectangle to select it. You know that it's selected when you see the bounding box handles around the shape. 

Shortcut: You can press the V key to choose the Selection tool. Why "V" for Selection? You use the tool to moVe objects, so Adobe has selected "V" for the shortcut. (The shortcut for the Move tool in Photoshop is also V.)
This shortcut could become a Tip for the Comp Ref _ mb1-17
2. In the Styles palette, click the first style from the left in the second row. The specified icon has a slightly wider outline around it to show that it is the selected style.

3. Click the Apply Style icon at the bottom-right of the Styles palette. Its location is shown in Figure 1-5. As you can see, applying the style completely changes the look of the object.

Illustration 5
Sherry: Reshoot illustration with a lighter-color background instead of black? —Laura
Note: If your Styles palette doesn't have the same styles as I've used or they are in a different order, simply select any style that contains object layers that appeals to you.

(2)Create an Animation

Your next step is to make the object move across the background. To do this, you need to create an animation using the timeline. I discuss more about the timeline and its use and purpose in Part II of this book. For now, just know that the timeline is your set of "master controls" for your animation. You can view the timeline for your composition by selecting Timeline | Timeline/Composition Window. Figure 1-6 shows the Timeline window that appears.
Figure 6: The timeline before any animation is begun
To avoid passive voice, I'd suggest rewording: "The timeline before you begin any animation" or "The timeline before any animation begins".
Figure 1-6 Callouts:

Current Time

Play/Stop

Current Time Marker (CTM)

Duration Ribbon

Frame Indicator

Object name

Shortcut: Command-T on the Mac or Ctrl-T on Windows shows the timeline and switches between the timeline and the active composition. 
Ditto here, the Shortcut could become a Tip – Mb1-17
LiveMotion creates what is called key frame animation. A keyframe is a place in the timeline where you've set an explicit condition for an object (such as Opacity=50 percent or Location=X: 50, Y: 75). Once you set the keyframes, LiveMotion calculates all of the "in-between" frames (a process commonly called "tweening" that creates "tweens").
Is the term "key frame animation" correct or should "key frame" be one word as it appears throughout the paragraph? Also, should the last sentence be rephrased to say, "…calculates all of the frames in between…"?
Begin “How to…” box
(6)Rename Objects in the Timeline

After you create an object, it appears in the timeline. LiveMotion gives each object a default name that you can change. The object that you just created and styled is called "Rounded Rectangle." I find that name a bit confusing because I don't immediately recognize that "Rounded Rectangle" is my object name rather than something about my object. Therefore, I prefer to choose my own names for objects. You can change the name of any object in the timeline by following these steps:
I'm confused by the explanation of why you find the name "Rounded Rectangle" confusing. Please clarify.
1. Click the object name in the timeline. (You won't see a change to indicate that you have clicked anything.)You can refer to Figure 1-6 for the location of your object in the timeline.

2. Press Enter/Return.
3. In the Name dialog box that appears, type your new name. I used "MyObject" so that I could immediately see that I'd named this one myself. 

Illustration 6
4. Click OK to close the dialog box. 

End How-To Box
Suggest making this box just regular text, maybe under a 2hed, Renaming Objects in the Timeline – mb 1-17
When you create an animation, it needs to have a length or duration. If you recall the settings that you used when you first created the composition, the animation is set to play at 12 frames per second. This speed is reasonable for the Web (broadcast video plays at 30 frames per second and film generally plays at 24 frames per second). By setting the duration of your animation in seconds, you are also specifying the number of frames it will have. Follow these steps to change the duration of your animation:
1. Move the Current Time marker to 03s on the frame indicator. 

2. Place your cursor over the right side of the composition duration ribbon. The cursor changes to a double-pointed arrow. 

3. Press and hold the mouse button as you drag to the right. Drag the duration ribbon until it snaps to the 03s mark. Both the composition duration ribbon and the MyObject duration ribbon expand to 3 seconds in length.

4. Drag the Current Time Marker (CTM) back to the 00s mark.

Now that your timeline has a duration, you're ready to begin to animate your object. Use the following steps to make the rounded rectangle move to the opposite side of the Composition window:
1. Click the object that you created in the timeline (you should have renamed it MyObject). 

2. Twirl down the small arrow to the left of the object. This action opens up the attributes stacked under the object. All of the attributes can be animated. You always see Transform and Object Attributes under each object. The remaining items (metal, outline, subtle glow, and shadow if you used the same Style that I did) refer to the layers that make up the object. 

I'm not sure what you mean by "twirl" here and in Step 3.

3. Twirl down the arrow next to Transform to see all of the attributes (Position, Object Opacity, Rotation, Vertical Flip, Horizontal Flip, Skew, and Scale) that can be transformed. Notice the small stopwatches to the left of each attribute.

Illustration 7
4. With the CTM at 00s, click the stopwatch next to Position. A checkmark appears next to the Position stopwatch, the stopwatch acquires a dot inside of it, and a keyframe indicator appears in the timeline where the CTM is located.

Illustration 8
5. Move the CTM to the 03s marker.
6. Using the Selection tool, move MyObject in the Composition window to the opposite side of the screen. After you begin to move the object, press and hold the Shift key to constrain its path to the horizontal. Two things happen: you see a keyframe in the timeline at the 03s mark, and you see the straight line motion path for the object in the Composition window, as shown in Figure 1-7. 

Figure 7: The Composition window shows the motion path and the Timeline window shows the two keyframes that you created.
Sherry: Reshoot Figure 1-7 using a lighter-color background instead of black? —Laura
7. Preview your animation by clicking the Preview tool in the toolbox (refer to Figure 1-3 to locate it). Each time you click the Preview tool, your animation plays once. 

Shortcut: You can enter Preview mode temporarily by pressing the Spacebar when you are in the Timeline window. To quickly switch between the Timeline and the Composition window, press Command/Ctrl-T.
Is this keypress combination handled correctly. I've replaced the + with a hyphen but when you're providing both Mac and Windows keypresses, should you say "COMMAND-T or CTRL-T" instead of using the slash between COMMAND and CTRL? Or is this okay as is?
You can animate more than one attribute at a time. Follow these steps:
1. Move your CTM back to 00s. 

2. Click in the Object Opacity, Rotation, and Scale stopwatches to set beginning keyframes.

3. Move the CTM to 03s. 

4. In the Transform palette, change the Rotation indicator to 1440. The Rotation indicator is field at the bottom-left of the palette.

Do you mean "is found"?

Illustration 9
This allows the object to rotate three complete times as it travels across the Composition window.
5. Click in the empty checkboxes next to Object Opacity and Scale to create keyframes. 

Note: Because you didn't make any changes to the scale or opacity of the object at this point in time, LiveMotion won't automatically place a keyframe there. 

6. Drag the CTM to 01:06 (that's the 06f indicator that is between the 01s and 02s mark on the Frame indicator and is approximately the halfway point in the animation). 

7. In the Transform palette, change the Y: field to 270.

8. Change the Width to 48 and the Height to 80 in the Transform palette. Don’t worry that the X: and Y: numbers have changed as well—that's expected behavior.

Should you explain why it's expected?
9. Finally, bring the Opacity palette to the front by clicking on its tab in the same container that holds the Color palette. Drag the Object Opacity slider to 0.

Illustration 10
10. Figure 1-8 shows the Timeline window. Drag the CTM back to 0, and with the Timeline window active, press the Spacebar to preview your animation. 

Figure 8: The Timeline window for your finished animation

(2)Export the Animation

At this point, you're wondering how you get your composition from the animation that you just created to a site on the Internet. You need to export the animation. Exporting the animation actually writes the HTML code needed to display the animation and creates a Flash movie file as well. To export the short animation that you just set up, follow these steps:
1. First, save your file. Choose File | Save and give it a name. I called mine FirstAnimation.Liv. The .liv extension indicates that you are creating a LiveMotion file. 

Caution: The LiveMotion file format is fully cross-platform. You can use the files on either a Macintosh or a Windows machine. However, if you are working on the Mac, you need to include the three-letter extension on all file names if you want to use the files on a Windows machine as well. You can set up LiveMotion to automatically include a file extension by selecting the "Always" option in the Append File Extension field in the Edit | Preferences dialog box on the Macintosh.

2. Choose File | Export Settings. The Macromedia Flash (SWF) format should appear in the top field in the Export palette. 

Illustration 11
A second export method, which should default to JPEG, is listed as well. There are two export methods because the object you created is layered, and the Flash file format cannot reproduce a layered object in vector format; it needs to create a raster image to reference. 

3. Accept all of the defaults.

4. Choose File | Export. The default name is the saved file name with a .swf extension. The Export command produces three files (FirstAnimation.swf, FirstAnimation.html, and FirstAnimationR.html).

FirstAnimation.swf contains the actual Flash movie that you created. FirstAnimation.html contains the code to show the page, and FirstAnimationR.html contains the report that shows the optimization and loading details for the movie. You learn about using the report file in Chapter 16. 

LiveMotion writes a complete HTML document to display the animation that you created. You can open this page in Internet Explorer or Netscape and see your animation.
Sherry: Please use soft returns (Shift-Enter), not hard returns, to break lines within code listings. There should only be one regular, hard return at the very end of the code listing. Also, for this series, the maximum number of characters that can fit on a single code line is 72 (if you want to shrink the font of the whole code listing, we can fit 81 characters per line). Any lines that go longer than this limit will need to be manually broken to wrap. Please break the lines that I’ve highlighted below to fit within our limits, and make any necessary adjustments to the runover lines. The yellow highlighting indicates what will fit in a regular line; the green highlighting indicates how much more you can fit if you want us to shrink the listing. Note that the second highlighted line is especially long, and will need to be broken more than once. Thanks. —Laura
<HTML>

<HEAD>

    <TITLE>firstanimation</TITLE>
</HEAD>
<BODY BGCOLOR="#000066">
<OBJECT CLASSID="clsid:D27CDB6E-AE6D-11cf-96B8-444553540000"
 CODEBASE="http://download.macromedia.com/pub/shockwave/cabs/flash/swflash.cab#version=5,0,0,0"
 ID="firstanimation" WIDTH="640" HEIGHT="480">
 <PARAM NAME=movie VALUE="firstanimation.swf">
 <PARAM NAME=quality VALUE=high>
 <PARAM NAME=bgcolor VALUE=#000066>
<EMBED SRC="firstanimation.swf" QUALITY=high BGCOLOR=#000066 WIDTH="640" HEIGHT="480" TYPE="application/x-shockwave-flash" PLUGINSPAGE="http://www.macromedia.com/shockwave/download/index.cgi?P1_Prod_Version=ShockwaveFlash"> </EMBED>
</OBJECT>

</BODY>

</HTML>
If you want to use your browser to view the animation, you need to make sure that you have the Flash plug-in installed. Once you have the Flash plug-in configured correctly, you can launch your browser and drag the .html file icon onto the open browser window. Your browser plays the animation one time.

I'm hoping that your reaction to the exercise was "Gee, that's easy" and "Neat, I like that." However, you're still a long way from having a fully functional Web site designed in LiveMotion. That's why there are more chapters in this book!

I'd suggest paraphrasing the fictional quotes. The "quoted" statements ring false somehow. In the second highlighted sentence, I'd suggest the following rewording if it doesn't change the meaning: "There's still a lot more to cover before you can design a fully functional Web site in LiveMotion."
In fact, I’d add a summary to this chapter that is written slightly higher than this language here. Maybe reference what’s coming up in the next chapter and future chatperst too. For example, in the next chapter, you’ll see how to X, Y and Z and later in Part I, you’ll learn more that shows you the fullpower of what LiveMotion is capable of” or something like that. – Mb1-17
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