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What is LiveMotion 2.0?
Adobe® LiveMotion™ 2.0 is a software tool for efficiently and rapidly creating interactive Macromedia®

Flash™ (SWF) and Apple® QuickTime® content for the Web and other media output (e.g. handheld devices,

PDAs, CD-ROM interfaces, PowerPoint® presentations).

How does LiveMotion 2.0 address the needs of both Web developers and designers?
LiveMotion 2.0 combines design, coding, and debugging tools in an intuitive user interface to swiftly create

scripted animations. An essential tool for both Web designers and developers, LiveMotion offers robust

scripting tools, including ActionScript support, in a flexible authoring environment.

Version 2.0 has widened it target audience to embrace the Web developer by providing a robust scripting

solution for creating interactive Flash files, without sacrificing the animation and design strengths of the

earlier release.

Does LiveMotion export Flash (SWF) files?
Yes.

Which version of the Flash file format does LiveMotion 2.0 export?
LiveMotion 2.0 software exports to the Flash 5.0 file format. Flash content exported from LiveMotion re-

quires no other plug-in other then the Flash player, distributed from Macromedia.

Does LiveMotion export QuickTime?

Yes.  LiveMotion exports QuickTime content that can play in the QuickTime 4.0 player or more recent ver-

sions.

Does LiveMotion 2.0 support Flash ActionScript?
Yes.

What is the scripting language used in LiveMotion 2.0?  Is it ActionScript, JavaScript, or something
else?
All of the scripting in LiveMotion software uses the ECMA JavaScript standard as the core language and

extends that language with the LiveMotion and Flash object models.

Note: LiveMotion takes JavaScript and exports it as ActionScript byte code.  However, at this time, the Flash

Player does not completely support all the features of JavaScript (such as eval(), switch/case statements, and

Unicode support). Certain syntax is supported in LiveMotion export through some additional code conver-

sion, while others are not supported entirely.  Please consult the LiveMotion Scripting documentation for

more details on support for particular syntax.
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What is a “Live Tab” in LiveMotion?

A Live Tab is a custom graphical front end for an automation script. Live Tabs can be used to extend the ap-

plication, add custom tools to the user interface and allow a user with limited coding experience to rapidly

create scripted content.  They’re created from LiveMotion source files (.LIVs) using JavaScript. Developers

can create Live Tabs that designers can then use to create new artwork and animations, apply and modify

ActionScript, and more, thus streamlining production. Live Tabs can be distributed and shared among team

members. Live Tabs can be posted and accessed on the Adobe Xchange site, http://www.AdobeXchange.com.

When do I use a Live Tab as opposed to an automation script?
Though a Live Tab and an automation script can perform the same task, Live Tabs have a graphical interface

that allows users to change parameters without having to change the code of an automation script.

Automation scripts are primarily used to perform actions that don’t require user interaction. For example, an

automation script would be used to convert a paragraph into each individual word. There’s no need for a user

to define what a word is or how it should be broken apart. Both Live Tabs and automation scripts can be

distributed and shared for others to use.  Live Tabs can be posted and accessed on the Adobe Xchange site at

http://www.AdobeXchange.com

What other content is available on the Adobe Xchange site?

Users can download additional Live Tabs, automation scripts, sample sound files, graphics, and tutorials.

Can I open my Flash (.FLA) files in LiveMotion 2.0?

No. The native file format for Macromedia Flash (.FLA) is proprietary and cannot be opened or placed in

LiveMotion 2.0. The native file format for LiveMotion (.LIV) is also proprietary and can not be opened or

placed into Flash. The Flash authoring tool does allow you to import .SWF files, the exported file from both

LiveMotion and Flash. See the question “Can I use Adobe LiveMotion 2.0 and Macromedia Flash together?”

in this FAQ for ideas on how to combine content created with these two applications.

Can I use Adobe LiveMotion 2.0 and Macromedia Flash together?
If you’re an existing Flash user, LiveMotion is a perfect companion product meant to improve the productiv-

ity of your Flash workflow. Because both LiveMotion and Flash support the Load Movie command, you can

import a .SWF file into an existing .SWF file at run time in the Flash Player.

How does LiveMotion 2.0 compare to Macromedia Flash 5.0?

Please see the competitive matrix at www.adobe.com/products/livemotion.

How does LiveMotion 2.0 integrate with other Adobe industry-leading graphic and Web design

products?
LiveMotion 2.0 offers tight integration with other professional Adobe applications, including Adobe

Photoshop®, Adobe Illustrator®, Adobe GoLive™, and Adobe After Effects®.  LiveMotion converts native,

layered Photoshop and Illustrator artwork to animation-ready objects in a single step while keeping the art-

work editable in its native applications.

With GoLive 6.0, Web designers can integrate LiveMotion Flash and QuickTime content into GoLive HTML

pages for dynamic, rich media Web sites. By using LiveMotion templates in GoLive, designers can change

variable content and automatically update SWF files throughout the site, making it easier to collaborate in

teams with other designers and allow for greater file control throughout the design process. With LiveMotion

2.0, users can also import content from After Effects 5.5, apply interactivity, and optimize it for Web output.

Does LiveMotion 2.0 support Mac OS X?
Yes. LiveMotion runs on Mac® OS X 10.1 and Mac OS 9.1 and 9.2.
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Does LiveMotion 2.0 support Windows XP?
Yes. LiveMotion 2.0 runs on Windows® XP, 2000, ME, and 98.

Why is LiveMotion 2.0 not supporting SVG?
The focus for LiveMotion 2.0 was to add scripting support. While LiveMotion 2.0 does not export to the

SVG file format, other Adobe products do. For example, Adobe Illustrator 10 can import SVG, apply SVG

filters, and export SVG compositions and slices. Adobe AlterCast™ uses SVG as an interchange format

between Illustrator 10 and AlterCast. And GoLive 6.0 imports SVG artwork from Illustrator 10 as a

SmartObject.

Does LiveMotion 2.0 support morphing (shape tweening)?
LiveMotion 2.0 does not natively support shape tweening. However, in Adobe Illustrator 9 or 10, you can

apply a blend to multiple objects to create a morph sequence and release the blend steps to individual

layers. This layered Illustrator file can be imported into LiveMotion directly and converted into a sequence

animation in a single step.

What happened to the Batch Replace HTML feature?
The Batch Replace HTML feature was replaced with a much more robust and direct integration with

GoLive 6.0. LiveMotion SmartObjects in GoLive 6.0 enable users to create and update multiple SWF files

from a single template (.LIV) quickly. Using a GoLive interface designers, developers, and clients can

change parameters in a LiveMotion source file. All SWF animations based on the template are then auto-

matically updated.

Where did the Behaviors in LiveMotion 1.0 go?

LiveMotion 2.0 added significant enhancements to its scripting capabilities. While the Behaviors dialog box

has gone away, it’s been replaced with a robust Script Editor.  However, the LiveMotion 1.0 Behaviors are

listed in the Script Editor in addition to all the Action Script properties and methods. While it’s an adjust-

ment that may take some getting used to, existing LiveMotion 1.0 users should find the new interface more

flexible and powerful.  Additionally, a LiveMotion 1.0 Behaviors Live Tab, available for download from http://

www.AdobeXchange.com, provides users with the similar functionality of the Behaviors dialog box found in

LiveMotion 1.0.

When will LiveMotion be available? What is the estimated street price?

The English-language version of Adobe LiveMotion 2.0 is expected to ship in the first quarter of 2002.

The estimated price for LiveMotion 2.0 is $399 (US), with a limited time introductory price of $199 (US).

LiveMotion 2.0 will also be available as a bundle with GoLive 6.0 at a price of $449 (US) and will be included

in the Adobe Web Collection (Photoshop 6, Illustrator 10.0, GoLive 6.0 and LiveMotion 2.0) for $999 (US).

Which languages will LiveMotion 2.0 support?
English, French, French Canadian, German, Japanese, Italian and Dutch.

When will LiveMotion be updated in the Adobe Web Collection?
The English-language version of Web Collection 4.0 containing LiveMotion 2.0 is expected to ship in the first

quarter of 2002, simultaneously with the release of LiveMotion 2.0.
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System Requirements
Windows
•      Intel ® Pentium® III processor or

faster
•      Microsoft® Windows® 98,

Windows 2000, Windows ME,
Windows XP

•      64 MB of available RAM,
minumum; 128 MB of available
RAM, highly recommended

•      50 MB of available hard-disk
space

•      800x600 or greater monitor
resolution; 1024x768 recom-
mended

•      CD-ROM drive

Mac OS
•      PowerPC® G3 processor or

faster
•      Macintosh® OS version 9.1, 9.2,

or Mac OS X 10.1
•      64 MB of available RAM,

minumum; 128 MB of available
RAM, highly recommended

•      50 MB of available hard-disk
space

•      800x600 or greater monitor
resolution; 1024x768 recom-
mended

•      CD-ROM drive


