St. Patrick’s Day Electronic Greeting Card
Designed for Flash MX—Day 1
Create symbols needed for the project:

· Shamrock

· Pot of gold

· Rainbow
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Shamrock
To draw the shamrock, draw one oval. Rotate it to the left (double click it and then use free transform tool). Then, copy and paste the oval. Rotate the second oval and place it so that the overlapped ovals resemble a heart shape. 
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Click the middle line and delete it so that it actually looks like a heart. Then, delete the outside stroke. Touch up as needed with a paintbrush. Then, select the entire shape and change the color to whatever shade of green (or gradient) that you want.

Convert the “heart” shape to a graphic symbol (F8) called leaf. Then, copy and paste so you have three leaves total. Position them as shown at the left using the free transform and arrow tools. Draw a stem using the line tool (and use the black arrow tool to curve the line). Group and convert all of it to a graphic symbol called shamrock.
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Pot of Gold
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For the pot of gold, use two ovals. For the bottom oval, use your black arrow tool to modify the bottom a little bit and “flatten it.” 
Use a dark blue/light blue gradient on the pot. After you get it looking pretty good, add your shamrock to the front of the pot. Using the Property Inspector (under Color) change the TINT to a white color so it shows up better on the pot. Select all of that and convert to a symbol called pot.
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Next, create your “gold” coins for the pot. Start with a flat oval; then draw three lines, one parallel with the oval itself and two small lines to connect it. Use your black arrow tool to curve the bottom line to make it appear like a coin. See the example (top is before edited). Then, change the coin to a gold color. You might want to change the stroke color to a deep orange. Convert the coin to a graphic symbol called coin. Then, size it down very small. Copy and paste your little coins and rotate them in place above your pot. Convert the pot decorated with coins to a graphic symbol called potcoins. 
Rainbow
Start with a rectangle. Then, draw three lines inside the rectangle (or more) to break it up into rainbow rings. Hold shift as you draw the lines so they are straight; you also may wish to zoom in a little closer to be sure they line up. 
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Next, use the paint bucket to fill in the rainbow colors. Then, use the black arrow tool to curve the lines for the rainbow.
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You may wish to size down the rainbow and further curve the rainbow upward depending on what look you want. Convert the finished rainbow to a graphic symbol called rainbow.
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Here’s what you should have so far!!
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St. Patrick’s Day Electronic Greeting Card

Designed for Flash MX—Day 2
Create symbols needed for the project:

· Smiley Irish face (graphic symbol)

· Eyeballs (movie clip)
· Click button (button symbol)
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Smiley Irish Face
To draw the smiley face guy, create a new graphic symbol called smiley. Create a circle. Add a yellow/black gradient. Use the fill transform tool to make it so that there is a blackish shadow toward the top. Then, draw a hat. You might wish to put this on its own layer. Use your shamrock on the hat. Use the picture at the right as a guide, but feel free to let your creative juices flow on this one. Lastly, create the eyeballs as a movie clip and drag them into your smiley symbol. 
Click Button

To create the “click” button, create a new button symbol called click. Use the pen tool (you might wish to View, Grid first) to draw a “starburst” shape. Name this layer star. Insert a new layer in the button called words (above it) and type CLICK! in that box. Center it on the star. 

[image: image20.png]



We want the click button to blink, so double click the stuff on the star layer and convert that to a movie clip. In the movie clip second frame, change the inside color of your starburst. Now, if you go back to edit the button, it should flicker. Insert a frame in all the button layers and you’re all set. You may do more to your button (add keyframes and change the color of the text, etc.) if you wish.

Set Up Stage
We’re ready to start setting up the actual project. All of the symbols you have created up to this point should be stored in your library (F11). So, delete anything off the stage (and any extra layers). 

1. Change the stage to a dark green color (to match your shamrock). 

2. Create two layers: border and shamrocks.
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On the borders layer, draw a white rectangle and then another white rectangle (with black strokes). Delete the middle white rectangle to form a border.

4. On the shamrocks layer, add your shamrocks scaled down to form a pattern with six across the top and five going down.

5. Create a pot layer, and drag your pot of gold onto the Stage and center it.

6. Drag your “click button” onto the top of the pot of gold (on the pot layer).

7. Drag a few loose coins and decorate near the base of the pot.

8. Position as shown on the next page.
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Duplicate Scene

Now we are going to duplicate this scene. We are in Scene 1 (bring up the Scenes panel under Windows, Scenes) right now.

1. In the Scenes panel, rename Scene 1 as CLICK.

2. Click the Duplicate Scene button.

3. Rename CLICK copy to SURPRISE.

4. In the SURPRISE scene, delete the click button.

5. In the CLICK scene, add a new layer with a stop action (Actions, Movie Control, Stop)

6. In the CLICK scene, add actionscript to your button so that it takes you to the SURPRISE scene (Actions, Movie Control, On, Release, Goto).

7. For now, put a stop action in the SURPRISE scene so you can test your button to see if it works.

8. Test MOVIE and check it all out!

TEACHER SCREENCHECK: ____________
NAME:_______________________________________

30 pts (check library for smiley and check tested movie for functionality)  ____/30
St. Patrick’s Day Electronic Greeting Card

Designed for Flash MX—Day 3
Working on SURPRISE Scene

For the next part, we are going to add a coin on the SURPRISE Scene that pops out of the pot of gold, follows a path, and then turns into our smiley guy!

1. Create a layer UNDER the pot layer called coin1. Drag a loose coin from the library into the middle of your stack of coins on top of the pot.

2. Turn visibility off on the pot layer (also, make sure your layers are locked except the one you are working on each time).

3. Right click the coin layer and select Add Motion Guide.

4. On the Guide layer, use your pencil (set to smooth) and draw a line that goes up from the pot and over to the right side of the stage.
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5. Be sure Snap to Object is on (under View). Lock the Guide layer. Zoom in and be sure your coin’s registration point (the dot) is snapped to the end of the line. Insert keyframes on frame 20 of the guide layer AND the coin layer. In frame 20, drag the coin to the right end of the guide line. Be sure it snaps into place.

6. Insert a Motion Tween between 1 and 20 on the coin layer.

7. Click in the Motion Tween area (blue area on the coin layer) and in the Properties Inspector, set Ease to 100 out and Rotation to CW 3 times. Check Orient to Path.

8. Press enter to see it work. Your coin should flip out of there and land on the ground!

9. Insert a frame on all other layers in 20 so you have the pot there and turn visibility back on so you can see everything.

10. Move the stop action (click, pause, click and drag) from frame 1 of the actions layer to frame 20. Test Movie.

11. Look good? We’re not done! Insert a keyframe at 15 right in the middle of the motion tween. Set the alpha of the coin in frame 20 to 0 (HINT: Use Property Inspector—Color, Alpha). Lock your coin layer.
12. Insert a new layer above the guide layer. Call it smiley. Insert a blank keyframe in frame 15. 
13. Drag smiley out of your library to his layer. Free transform to make him the right size. Then, insert a keyframe in frame 20.

14. Go back to frame 15 and make him itty bitty so that he is basically the size of the coin. Set his alpha to 20%.

15. Motion tween between smiley’s frame 15 and 20. Test movie and save. (NOTE: The motion guide will not show when you test movie; it’s just a guide for when you are working)
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16. Now, we are going to add a beautiful rainbow! Insert a layer beneath the smiley layer. Insert a blank keyframe in 20 and drag your rainbow on to the layer. Position it so it fits in the upper part of the screen. Move your border/shamrock layers if needed to the top so they are in front of the rainbow.

17. Insert a frame in all layers in frame 40. Insert a KEYFRAME in 40 on the rainbow layer.
18. Back in frame 20 on the rainbow layer, change the rainbow alpha to 0. Insert a tween between 20 and 40.
19. Move your stop action down to frame 40 and test movie.

20. Correct any errors and then show me your work!
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TEACHER SCREENCHECK: ____________
NAME:_______________________________________

30 pts—Show tested movie

   ____/30

	COMMENTS (All problems must be fixed before you move on!)




St. Patrick’s Day Electronic Greeting Card

Designed for Flash MX—Day 4
Files Needed
Download the MP3 sound (20 second—right click and Save Target As) called Dixie Pickins from http://www.freeplaymusic.com into your folder and import to your Flash library. (just type Dixie in the Advanced Search box to find it)
Stop/Play Button for Sound
Create a layer called volume. Select frame 1 of the volume layer and (up the top of the stage) draw a square (make it 11.5 by 11.5—just draw it and then change W/H in the Property Inspector) and triangle to use as the stop and play buttons. Use a dark green stroke and a white fill. Place wherever works best in your project (I am using the bottom right). Select the square, convert it to a button symbol (NOT a movie clip!) named "stopBut" and give it an instance name (HINT: Instance names are given down in the Property Inspector) of stopB. Select the triangle, convert it to a button symbol named "playBut" and give it an instance name of playB.
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Select File/Import to library and locate your sound (downloaded at the beginning of the lesson). Import your sound then click on it once in the library to select it. Right click it and choose "linkage". Set the linkage up like so–check Export for Actionscript and Export in First Frame. In the top white box, give it the identifier—sound1.
At the Stage, create a layer called actionsound. In the first frame, type the following Actionscript in Expert Mode—

bgSound = new Sound(this);

bgSound.attachSound("sound1");

bgSound.start(0, 99);

playB.enabled=false;

stopB.onRelease = function() {

        bgSound.stop();

        playB.enabled=true;

        stopB.enabled=false;

};

playB.onRelease = function() {

        bgSound.start(0, 99);

        playB.enabled=false;

        stopB.enabled=true;

};

Add Text

Next, we are going to add some friendly St. Pat’s Day text to the project!
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1. Create a new layer called words (as the topmost layer). Insert a blank keyframe at 39. Create a textbox and type in the words—
Happy St. Pat’s Day! (whatever font, around size 50)

2. Place the words in the upper part of the card, centered. Convert them to a graphic symbol called words1. Then, convert that to a movieclip symbol called wordsMC.

3. Double-click the movie clip to edit.

4. Insert a keyframe at 70.
5. Insert another keyframe at 35. Rotate the words so they are slightly tilted left.

6. Insert a keyframe at 105 and at 140. 

7. In keyframe 105, rotate the words so they are slightly tilted right.

8. Insert motion tweens between each set of keyframes (four tweens!).

9. Return to the Stage.  Insert frames on all layers at 70.

10. Move your stop action down to your final frame (70) so your project doesn’t stop too early. We do want the text to come onto the screen, right?

Replay Button

Just in case someone might want to watch this thing again, we should add a replay button. 

1. Create a new button symbol called replay.

2. Drag your shamrock in and center it. Change your tint to white, but lower the percentage so you can “sorta” see through it. I used 65%.

3. Add a layer. Add bright white text that says REPLAY.

4. Insert frames on all layers all the way across.

5. Create a replay layer. Add a blank keyframe in 70. Drag the button to your Stage and place where you can fit it (I am doing bottom left)
6. Add script to the button in Normal mode (Movie Control, On—release, GOTO—and play, set to Scene CLICK.)
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7. Test movie and make sure it works. Also check your stop/play music button.
Finishing Touches

You’ll notice if you replay the movie, the music doesn’t stop. So, let’s add a little script in the first scene (CLICK) to fix that. 

1. Change to that scene (Window, Scene, click it).

2. Create a new layer called stopsound. Insert an Actionscript in Normal mode (Movie Control, stopAllSounds).
One more final thing…the stop and play buttons might make someone think they are stopping and playing the card and not the music. So, return to the SURPRISE scene and create a white music note as a new symbol. Put it on your volume layer by the stop/play button. If you have some extra time, feel free to animate this as a movie clip.

NOTE: You will have about half the class period to finish this up if needed as I grade all the projects. 

FINAL SCORING GUIDE—St. Pat Card
	Requirement
	Points Possible
	Deductions

	Sound plays automatically in second scene
	10
	

	Stop/play sound buttons are functional
	10
	

	Music note added by buttons
	5
	

	Words are a movie clip and move slowly side to side
	10
	

	Replay button created as instructed and works
	10
	

	Sound stops when replay is activated
	10
	

	Overall quality of drawings for project
	35
	

	Project completed on time
	10
	

	TOTAL
	100
	


Name:_____________________________

Comments:
CHECKPOINT #1





Name:__________________








Shamrock--____/10





Pot of gold—____/20





Rainbow--____/10





TOTAL: ____/40





Name:_________________





Shamrock: ___/10





Pot of gold: ___/20





Rainbow: ___/10





TOTAL: ____/40





Comments:





Name:_________________





Smiley guy: ___/15





Blinking button: ___/15





Stage border: ___/10    TOTAL: ____/40








Instance Name





NOTE: Be careful on this lesson. Name as instructed and watch capitalization!








