MBEA HANDS-ON COMPUTER LAB 2005

Multimedia Fun with FLASH MX (The Next Level)
Workshop Description

4B. Multimedia Fun with FLASH MX—The Next Level (Advanced). Prerequisite: Introduction class or solid familiarity with Flash MX (using multiple scenes, basic Actionscript, incorporating sound and tweening). Ready for the next level? In this session, participants will complete two Flash projects: A drag-and-drop activity and a project with multiple scenes, buttons, masking and lip syncing. These projects can be taken back and used in your home schools—scoring guides included! Examples of advanced student projects will also be shared.
This session will use some pre-made Flash items to save time. If you use them in your home schools, you might try to have students actually create some of the graphics, rather than use those provided in the project file. 

PROJECT 1—Part A: Snowman Drag and Drop—Creating a Scrolling Movie Clip
1. Open christmasdragdrop.fla from your CD. Display the library (F11).

2. Using the Properties Inspector, change the background to a shade of blue for your sky.
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Before going further, we will use a bitmap from the library to create the illusion of snow falling. This means we must bring in a graphic from the library, trace the bitmap, remove the background, fill in by closing gaps, and convert the snowflake to a symbol. Then, we can group many snowflakes and create a scrolling graphic.

· Drag one of the snowflake files from the library to the stage

· Click Modify, Trace Bitmap (NOTE: Experiment with settings to get desired effect; 20, 2 and smooth works well) 
· Click on the white portion and press delete to delete the fill areas; depending on which snowflake you selected, you may or may not have to fill in the middle yourself. If you do, then you will have to choose the fill bucket and the option to “close large gaps” before filling in the middle of the shape since there will be some gaps (common when you trace bitmaps—see diagram at right)

· Use the black arrow to draw a box around the snowflake (to select it); use the free transform tool and Shift key to resize to the appropriate size

· Convert this to a symbol (F8) and name it smallsnowflake

· Click once on the snowflake (double clicking will put you in symbol editing mode; we do not want to be there!) and in the Property Inspector, select Alpha and change the slider to around 70% so we can see through the snowflake a bit

· Right click and copy; right click and paste snowflakes and move them around the screen
· Change view to “Show Frame” so you can see everything
· Use the black arrow to select all the snowflakes, convert to a symbol (F8) and name lotsosnowflakes
4. Copy the symbol, and paste the copy next to the original group to create a band of repeating snow. Since this is snow, we want the next “batch” of snow to come from the sky, so copy it and move it above the previous one. Be sure the X value stays the same as the original.
5. Select both lostosnowflakes symbols (may need to change view to Show All and minimize the Timeline), and convert your selection to a graphic symbol (biglotsosnowflakes). An instance of the symbol remains on the Stage, allowing you to apply a motion tween.
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Create a keyframe at a later point in the Timeline (frame 5). We are going to use a trick called Onion Skinning to show the outlines of the original placement first, then move it later down the timeline. Turn on Onion Skinning and span all five frames. Click in frame 5. Press the down arrow until it lines up on the Stage and move it so that the second repeated group of elements aligns with the first. When you move your instance, use its outlines to match its previous position (or turn on the grid first and use that as a guide). Turn Onion Skinning off.
7. Apply a motion tween between the keyframes (between 1 and 5). Then, pick up frame 5 and drag it to frame 50 (click pause click and drag).
8. Insert a new keyframe just before the last keyframe (49), and then remove the last frame. This technique makes the animation not have to play two identical frames (the first and the last) and creates a smooth loop.
9. Test your scene to see if it looks smooth (hopefully it will).

10. Next, we need to convert this to a movie clip. To do that, first click your snowflake bunch in frame 1 and write down the X and Y numbers. When we pull the movie clip in to use it, we want to use these numbers again to be sure it is in the best spot: X=__________  Y=_________

11. Highlight all 50 frames, right click, and select Cut Frames.

12. Create a new symbol as a movie clip and name it movingflakes (Ctrl+F8). Click in the first keyframe, right click, and select Paste Frames. Exit the symbol editing mode.

13. Drag the new snowflake movie clip onto the Timeline. Align the X and Y based on what you wrote down earlier. Remove any extra keyframes (the movie should only be one frame long). Name the layer snow and lock it.
PROJECT 1—Part B: Snowman Drag and Drop—Drawing the Snowman/Background

14. Add a new layer called background. Move it below the snow layer. HINT: You might wish to turn the eyeball off on the snow layer for now so you don’t have to work in a blizzard.. ha ha.

15. Draw some snow covered ground on the background layer. You can also add trees or anything else of interest. Lock the layer.

16. Add a new layer called snowman above the background layer. Draw a snowman at the left of the Stage using three circles. Since you will be using some pre-made objects in this segment, make the snowman head circle the following size—85 by 85. HINT: Draw the circles separate and then stack them.  Lock the layer.
PROJECT 1—Part C: Snowman Drag and Drop—Drawing the “Parts” and Storage Box
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Add a new folder to the timeline called parts and put three layers in it—top, middle, bottom. Lock.

18. Add another layer called box above the snowman layer. Draw a box to hold your goodies (hats, scarves, etc.). Lock.
19. Before moving on, be sure all layers are locked except the one you are working on. We are going to draw parts of the snowman. Zoom in to 200%. Initially, we will draw on the “top” layer in the parts folder, so unlock it. Draw a hat on the snowman. Then, select and convert the hat to a movie clip symbol (F8) called hat1. Then, drag it over to the box.

20. Test scene. Now, you have a snowman and snow and even a hat. However, it cannot go anywhere. So, let’s fix that.

21. Click on the hat (one time; do not edit the symbol). Bring up the Actions panel. Be sure you are in normal mode.

22. Add Actionscript—(Normal)
· Under Actions, Movie Control, double click on and change check box to press
· Under Actions, Movie Clip Control, double click startDrag
· Click on the line with just the bracket
· Under Actions, Movie Control, double click on and change check box to release
· Under Actions, Movie Clip Control, double click stopDrag
· It should insert the following code--
on (press) {

startDrag("");

}

on (release) {


stopDrag();

}
23. Test scene. Everything should work fine. Repeat this process to create more objects. Be sure they are movie clip symbols. Objects that belong on the top (hats, scarves) should be drawn on that layer, things that should be under those objects (hair) would be on a lower layer, etc. You can always cut and paste between layers after you test the movie. 

24. There are some movie clips already drawn for you in the Library (F11). Drag them in, add the Actionscript, and they should work nicely. Lock layers when finished.
PROJECT 1—Part D: Create Button and Add Sound

25. Add a new folder to the timeline called buttons. For the sake of time, we are going to use buttons that come with Flash. Click Window, Common Libraries, Buttons. Drag a Play and a Stop button to the buttons layer from the Circle Buttons folder. Draw a music note next to the buttons (if desired). Lock the layer.
26. Click File, Import To Library to bring in your own music (or select a sound file from the Library). Choose your sound file—wav and mp3 work nicely. MIDI do not work in Flash. 

27. Open the Library (F11). Right click on the sound file in the Library. 
28. Select "Linkage" from the drop down menu;  tick the "Export for Actionscript" box and the "export in first frame" box. 
29. In the "Identifier" Textfield , type the Actionscript name that you will use in your script. Let’s use "xmas". Click "OK" button to close linkages window. 
30. Click on the play button on the Stage. Open the Properties window and in the "Instance Name" textfield write your button's Actionscript variable name. Let’s use music_btn. For the stop button, give the instance name stop_btn. 
31. Write code to play Sound

· Create a new layer in the timeline called control. This is where we will write our code. 

· With the first frame of the control layer selected, open the Actions Panel (F9). 

· Type this code into the Actions window (Expert): 

mySound = new Sound();

mySound.attachSound("xmas");

music_btn.onRelease = function () {

mySound.start();

}
stop_btn.onRelease = function () {

mySound.stop();

[image: image10.emf]

}

32. Test Scene/Movie to see if it works. If not, troubleshoot and make sure all instances are named, Actionscript is typed correctly, and all steps have been followed.
33. OPTIONAL: Add a text layer and put a heading for your file (Dress the Snowman, for example).

34. Save as snowman.fla. Publish your movie so you can use the swf in the next project.

PROJECT 2—Part A: Create Scenes and Custom Cursor
1. For this project, open the file Christmas Stuff.FLA and display the Library. Notice that the Stage area is set to 640x480 (Properties Inspector) and the grid is displayed (View, Grid).
2. In the first scene, we are just going to add a few things. 
a. Buttons to take us to three different places—Snowman Drag and Drop (swf from previous activity), Christmas Cartoon Scene, and Christmas Card Scene. Create those two scenes and rename Scene 1 as Intro. Be sure scenes are in this order (Window, Scene).

b. Create four layers: actions, cursor, text, and buttons (lock layers).
c. On the text layer, write MERRY CHRISTMAS in big letters at the top with your text tool; you might wish to use the Align panel to center to the Stage. Lock the layer.
3. We are going to create a custom cursor—a candy cane that will replace the mouse pointer.

a. The first thing you need to do is create a movie clip which will be your cursor. Go to Insert, New Symbol, name it candycursor and make sure Movie Clip is selected as the Behavior. 
b. Now create your cursor in this new MC. For our exercise, we will import a bitmap of a candy cane from the Library (Candy Cane Bitmap), trace bitmap (Modify, Trace Bitmap), and remove the outside color. The center of the MC is where your hidden cursor would be, so position the cursor you made accordingly. Be sure to put the tip at the crosshairs.
c. Now go back to your main Stage and drag the new MC on to the stage on the cursor layer. Right click the MC, select Actions and be sure you are in Normal view. Click the + button and go to objects > Movie > Mouse > Methods and select hide. 

d. To activate the cursor, go to Actions > Movie Clip Control and select startDrag. For the target, put this and check the Expression box. Check the box for Lock mouse to center. Your Actionscript should look like this (or you can type this in--Expert):

onClipEvent (load) {
    Mouse.hide();
    startDrag(this, true);
}
e.  Test the Scene to see your candy cane move around the screen!

PROJECT 2—Part B: Set up Scene 1 Buttons

1. We need buttons to take us to the other scenes and Actionscript will be necessary to tell those buttons where to go. Before we do that, let’s create an ornament to be used as a button. Create a new movie clip symbol and call it ornament. Bring the Ornament Bitmap onto the Stage, trace bitmap, and remove the white. Then, return to the main Timeline.

2. Drag a copy of the ornament symbol to the timeline. Use Free Transform to size down a little bit. 

3. Click on the movie clip ornament one time, then in the Properties Inspector, use Tint to make the ornament a pretty color.

4. Group the words and ornament, then copy and paste twice so you have three identical sets. Place on the Stage as you see fit. Change the tint on the ornaments so they are all different colors.

5. Select the first ornament and convert it to a button symbol (F8). Call this snowmanbutton. Then, attach the following script—(in Normal mode—click +, Actions, Movie Control, On—check release; +, Actions, Browser/Network, getURL—type in snowman.swf or whatever your swf was called earlier) or type this in Expert Mode:
on (release) {


getURL("snowman.swf");

}
NOTE: This same action can be used to launch websites; just put the entire address in the quotation marks, starting with http:// and be sure both files are in the same folder
6. On the Actions layer, add a stop action (so the movie won’t go from scene to scene).

7. Test the movie. If the button does not work right, you may have to modify--a button has four states; you must make sure that there is a frame in the HIT level or the button may not be active. Double click the button and add a frame in the HIT box. Return to the scene and test movie again.

8. Select the second ornament and convert it to a button symbol (F8). Call this cartoonbutton. Then, attach the following script—(in Normal mode—click +, Actions, Movie Control, On—check release; +, Actions, Movie Control, Goto—select Christmas Cartoon as the scene from the drop down list)—

on (release) {


gotoAndPlay("Christmas Cartoon", 1);

}

9. Repeat this process for the third button and name it cardbutton. Apply the proper Actionscript.

10. OPTIONAL: One more little thing on this one… let’s add a greeting! In the Sounds folder of your Library is a file called merryxmas; create a layer called greeting and just drag it on there (lock the other layers first!). Test your movie to hear it. (NOTE: Sync should be set either to event or stream) 

[image: image14.wmf]
Another Little Hint—Notice that the candycursor does show some leftover specks when you roll over the ornaments. Tracing a bitmap is not perfect. You can always double click the cursor and zoom in really close to touch up/delete the problem areas (then return to the regular timeline); it’s easy to do if you change the background color on the Property Inspector first to a darker color, and then you can just change it back when you’re done.

PROJECT 2—Part C: Set up Scene 2, the Christmas Cartoon
1. Refer to the diagram below and name your layers as follows—actions, kidmouth, kid, sound, switch, presents, tree, mask, outside, windows, TV, video, stockings, fireplace, and background. Lock them all for now. Then, we’ll start at the bottom and work our way up!
2. Review this example timeline. Your timeline should look similar to this when you have completed this activity.
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Lock/Unlock layers as you work!
NOTE: Switch layer actually gets moved to top later
Background Layer

· Use two rectangles and draw your walls and floor. 

Fireplace Layer

· Drag Fireplace Bitmap to the Stage; Trace bitmap. Use your eyedropper and paintbrush/erase/fill bucket to remove the white box and fire. We don’t want Santa getting burned. 

· OPTIONAL: If you want, use the Candle bitmap to create a flickering candle movie clip. Just drag the candle in to a new movie clip symbol, trace bitmap, touch up, and then insert a keyframe and modify the flicker. That’s it! You can do three or four keyframes if you want, just be sure to change the flicker on each one. Return to the normal timeline, and put it on top of your fireplace when you finish (and test scene if you want to check it).

Stockings Layer

· Let’s create a fun stocking that makes a cat pop out when you point at it! Create a new button symbol (Ctrl-F8) and call it catstocking. 

· Drag in Stocking Bitmap, trace bitmap, and remove the white edges (Modify, Trace Bitmap)

· Insert a keyframe in the OVER box, but then click back on the UP box

· In the UP box, erase the kitty and touch up the stocking; be sure to fill in the top with white

· Insert a frame in HIT

· Return to the scene and drag the kitty in place on the fireplace

· Test scene and look!
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TV Layer (yes, skip video for now.. we’ll come back to it in a second)
· Drag in the TV Bitmap from the Library. Size it down with free transform, trace bitmap, and touch up.

· Now for a trick. We are going to create a video clip that is going to “play” on the TV. We need to “steal” the blue stuff on the TV screen. Hold down shift and click those two segments. Then, right click and cut.

· Insert, New Symbol… make it a movie clip symbol and call it video.

· Paste. There’s the TV middle. Then, insert a blank keyframe and turn on onion skinning.

· Drag the dumbvideo from the library (say yes to inserting frames) onto the clip and position it (free transform) so it covers the blue box as best you can (we don’t want to see blue); turn onion skinning off
· Add a layer in this symbol with a stop action

· Now, click on the video layer and drag your movie clip, video, to its place. Zoom in close.

· After it is in place, double click it to edit once more. We have to add an action to tell it to return to the second frame (instead of the blue stuff) until we turn the TV off. On the layer with your stop action, insert a blank keyframe in 66 and in the Actions panel, put the following (Expert)—
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this.gotoAndPlay(2);
· Lock the video layer

· On the TV layer, we are going to convert the knobs to an on and off button; double click the top button, convert it to a movie clip symbol called onknob and click the bottom and convert it to offknob
· Add script to each button as follows—Put this code onto the “on” knob m/c—

on (release) {


_root.video.play(); 
}


Put this code onto the “off” knob m/c—
on (release) {


_root.video.stop(); 

_root.video.gotoAndStop(1);

}
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*Notice the word video.. that is just the name of the instance that will be targeted. So, return to the timeline and in the Properties Inspector, give your blue box in the TV the name video
Test the Scene! Wow!

Window Layer (and Mask)
· Draw a Window above the television; nothing fancy.. two rectangles will do. Make the big one black. Add a valance, too, if you want! (I used a rectangle and just modified the shape with the black arrow tool)

· After you draw it, click on the black part in the middle; right click and copy this part

· Pop up to the mask layer, unlock it, and Edit, Paste in Place the black blob.

Outside Layer

· This is for the “outside stuff.” You can decorate however you want (or not) but we are going to have Santa pass by the Window…drag the animated clip Santa Sleigh to the stage to the right of the window

· Lock the layer; expand the timeline and insert a FRAME on all layers in frame 50 (highlight on all layers, right click, Insert Frame)

· Insert a keyframe in 50 on the outside layer

· Unlock the layer and in frame 50, scoot Santa and his buddies to the left past the window

· Insert a Motion Tween between these frames so he can travel; if you scrub, you’ll see he disappears.. not for long!

· Right click the mask layer and pick… mask!

· Now, scrub and see what happens
· Test your scene to check it out!

Tree Layer

· Drag Tree Bitmap on the stage and transform as needed; we will not trace this bitmap since it was a transparent gif to begin with (NOTE: If you do not trace, graphic can distort if sized larger)
· OPTIONAL: If you attended the first workshop, you could open the library and pull the tree you drew into this scene!
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Presents Layer
· Draw your own present, or trace the bitmap of the one in the library and touch it up
· We are going to create a present button that shows what is in the present when you click on it!

· Convert your edited present to a button symbol called present1

· Double click to edit the present button

· Insert a keyframe in the DOWN box; delete the present

· Drag a clipart item into position and size as needed (Trace Bitmap and edit!)

· Copy the UP frame into the HIT frame

· Return to the scene

· Place the present under the tree

· OPTIONAL: Create more than one present and make them different colors; there are additional clipart items in the Library for you to use as gifts! If you attended the first workshop, you could open the library and pull the present you drew into this scene! 
Switch Layer
· Let’s make a light switch to turn off the lights to the room! Use a couple of rectangles and make a switch. Convert it to a movie clip symbol called switch.
· Create a black rectangle that covers the stage and convert it to a graphic symbol called black box. Delete it from the Stage (it will be in the Library)

· Create a new movie clip called black. Drag the black box onto the Stage and center it in place. Alpha it to 0.

· Insert keyframe and Alpha to 65%

· Add a stop action to each frame and return to the main timeline

· Now, attach this script to the lightswitch movie clip 
on(release) {


_root.black.gotoAndPlay(2);

}
· Drag black out of the Library and into place

· Be sure to give black the instance name (which is also black) underlined above

· Test it!
Sound Layer

· Insert a blank keyframe in 20 and drag in the sound lookpresents from the Library

· In the Properties Inspector, set the Sync to Stream so you can hear it when you scrub
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Kid Layer

· We are going to do some quick surgery and turn a boy into a girl baby; drag the bitmap Kid Bitmap to the Stage and Trace Bitmap; edit as you see fit
· Free transform to size down and make the baby face the tree
· Delete the mouth (we don’t want her crying anyway)

Kidmouth Layer

· Draw a mouth on the baby in frame 1

· The baby starts talking in frame 20, so we will have to change the mouth to match the sounds, inserting a keyframe before every change

· Zoom in

NOTE: Lip Syncing--When attempting to match character mouths to words, it is important to import your audio file and set the Sync to Stream so you can scrub the timeline and hear the sound file. Mouths make a variety of shapes. Below is a chart showing sample sound families and their representative shapes:

	A Group:  A, H, I

B Group: B, M, N, F, T, J, K, P, V W

C Group: C, D, E, G, X’

L Group: L, R, S, W, Z

O Group: O, Q, U, Y
	A Group



	B Group

	C Group




	L Group
	O Group




· The baby starts talking in frame 20, so we will have to change the mouth to match the sounds, inserting a keyframe before every change

· Use the chart as a guide. I find it easiest to use the line tool, and then just use the arrow tool to make the changes
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Actions Layer

· Insert blank keyframe in the final frame (50) and put in a stop action

Finishing Touches
· Move the switch layer to the top

· Add a button to return to the menu page

· Add a new layer called button

· Access the Common Libraries (Window, Common Libraries, Buttons)

· In the Push Buttons folder, grab the red button and pull it to the stage

· Add text underneath it that says “Back to Menu”

· Add script to the button—

on (release) {


gotoAndPlay("Introduction", 1);

}
· Since we used a candy cane mouse in the first part, the mouse isn’t showing up; add this script on the buttons layer in the first frame—

Mouse.show();
· Test it out! (Test Movie)
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PROJECT 2—Part D: Final Scene

1. For the last scene, create five layers:  hidden, elves, textgreeting, textname, and bg
2. On the bg layer, drag the blackbox graphic from the Library and cover the stage (for a  black background)

3. On the textname layer, create your name in script (this is really here so we can identify the student who prepared the cartoon)

4. On the textgreeting layer, write the words Merry Christmas in big print, whatever color you like, and convert it to a graphic symbol called spin and then make it fly in--- 
· Insert a keyframe in 20
· Go back to frame 1 and free transform to make your text small (and you can make it rotated or anything else)

· Insert a motion tween and see what it looks like

· Now, for a cool effect, we are going to add a guide; right click the textgreeting layer and choose Add Motion Guide. Under View, be sure Snap to Objects is on!
· On the Guide layer use a pencil or small paintbrush and draw a squiggly path; lock

· On the textgreeting layer, grab the registration point and lock it in frame 1 to the beginning of your path; lock frame 20 to the end of your path

· Preview your results

5. Insert a frame in 20 on all layers so we can see everything
6. On the elves layer, bring in the dancingelves.gif from the Library and copy and paste a couple of times to make a line of elf dancers

7. Now, we are going to create an invisible button.. we’ll have an elf with a  message
· Create a new button symbol called findme

· Nothing should go in the first frame (it should be a blank keyframe)

· Insert a keyframe in the OVER frame

· Now we will make a message box; just draw one with your pencil, fill it with white, and use text to make a message

· Insert a frame in the HIT frame

· Drag findme out of the Library; it will show the ghostly image.. resize as needed and place above an elf head


· Now, double click the message box, click in the hit frame, and paint over your talking elf and then delete the stuff above his head

· Return to the movie and try it out!

8. Now, return to the previous scene, copy the menu button and text, return to this scene, and PASTE IN PLACE

9. Move the elves layer down below the text layer for a better effect

10. Add a stop action to the final frame (add a layer for action, insert blank keyframe at 20, insert stop action)

11. Add the “show the mouse” script to first frame of actions layer (like previous scene)
YOU DID IT! Aren’t you cool??!!
Ideas/Inspiration
Christmas Flash Cards

http://www.marlo.com/xmas/xmasflash.htm
http://www.jacquielawson.com/thecards.asp
Example Custom Cursor (booger song...)
http://www.2000greetings.com/boogcard.swf
Sample Student Projects (OHS—near bottom of the page; example drag and drop activities)

http://oran.k12.mo.us/links/mrsskinner/index.htm
Christmas Clipart and Music Links
http://www.sungil.pe.kr/picture/season%20pic/christmas/christmas-1.htm (bow, ornament)

http://clipart.crossmap.com/icon.htm (candy cane, presents)
http://members.tripod.com/colinjohnson_2/index.html   (sounds, trees)
http://www.webdeveloper.com/animations/Holiday.html (animations—snowman, Santa sleigh)
http://classroomclipart.com   (clipart toys, present)
http://www.clipsahoy.com/index2.html (lots of clips—fireplace, television)

http://www.freechristmasmp3.com/ and http://feelslikechristmas.com/music.html  (music)
Tonya’s Recommended Learning Tools

Free Flash Video Tutorials (you can’t beat free!)

http://www.cartoonsmart.com/
Affordable Flash Video Tutorials (downloadable; $27 each, but sometimes go on sale for under $20)

http://www.learnflash.com –website has a newsletter you can sign up for with free short lesson weekly

Mastering Macromedia Flash MX CD (tutorial like those above, but on CD…first one I used, but good)

http://greatdealssoftware.com/masmacflasmx.html ($10.88)
DevelopingWebs.net FREE Flash MX Tutorials (really, who needs a textbook? buy other toys!)

http://www.developingwebs.net/flash/
--Scoring Guides for projects are attached for your convenience--
Questions??? E-mail me at tonya@btskinner.com and I will do my best to assist you! Good luck!
(FLASH SCORING GUIDE: CHRISTMAS ADVANCED PROJECT (
Name:__________________________________________________ Graded Date:____________

	Category
	Wow!  You did it!

10 pts+
	Not bad....could be revised a tad 

7-9 pts
	Did you forget something? 

0-6 pts

	GENERAL

	Follows Instructions
	All instructions were followed 
	One or two instructions were overlooked
	Three or more requirements were not met

	Navigation
	All five buttons work, and all scenes have a stop action so buttons must be used
	Minor navigation problems on one page
	Multiple navigation problems on more than one page

	Text
	All text is spelled correctly and fonts/font colors are readable
	Minor error in spelling or poor choice in font color/style
	More than one spelling error and/or difficult to read text

	Overall Quality
	Traced bitmaps are touched up neatly; project is organized and neat
	Project looks good except for some minor problems with bitmaps
	Bitmaps are not touched up enough and/or project has an amateur look

	ADVANCED FEATURES
	
	

	Custom Cursor
	Candy cane cursor appears in first scene and other cursor returns for other scenes
	Candy cane is not touched up and/or appears in multiple scenes
	Candy cane cursor is not used and/or arrow cursor does not reappear in other scenes

	External Link
	Snowman button links to external SWF file properly
	_____________
	Link does not work

	Mouseover Button
	Stocking is converted to a button and the cat appears when moused over
	Stocking is converted to a button and the cat appears when clicked (in wrong frame)
	Mouseover does not work

	Video
	Video is placed properly and TV buttons work
	Video is off center a bit and “wall” shows through
	TV buttons do not work or video does not play

	Mask
	Santa starts entirely outside the window and goes entirely out of the window view, showing only in the window
	______________
	Mask was not used; Santa just appears in Windows and does not start in correct spot

	Lip Sync
	A good effort is made to match the words and lips
	For the most part, the lips and words match
	Lips move, but they do not have appropriate shapes for letter combinations

	Motion Guide
	Words in final scene follow irregular path and end at center stage
	_______________
	Words fly in, but are not following an irregular path on a motion guide

	Invisible Button
	Mystery elf has message when moused over; button is invisible otherwise
	Button is invisible, but HIT area is not defined properly (just the elf should be clicked on)
	Button appears before moused over or text box is not placed appropriately


	BONUS/EXTRAS: Please write a short description of any “extras” you added for consideration of bonus points



	SCORE:                /120 PTS      INSTRUCTOR FEEDBACK:




*Snowman drag and drop graded separately—advanced feature, scrolling movie slip/drag and drop
FLASH SCORING GUIDE: SNOWMAN DRAG AND DROP PROJECT

Name:__________________________________________________ Graded Date:____________

Be sure to examine the grade sheet before beginning the project; some requirements on the grade sheet may not be listed in the project instructions, but you will be graded as follows:

	Category
	Wow!  You did it!

5 pts+
	Not bad....could be revised a tad 

4 pts
	Did you forget something? 

0-3 pts

	GENERAL

	Follows Instructions
	All instructions were followed; all drop/drop items were created and not imported 
	One or two instructions were overlooked
	Three or more requirements were not met

	Buttons
	Sound buttons work properly; music does not play until button is pressed
	Buttons work, but music plays before pressing button
	One or more buttons do not work

	Text
	All text is spelled correctly and fonts/font colors are readable
	Minor error in spelling or poor choice in font color/style
	More than one spelling error and/or difficult to read text

	Additional Requirement
	15 pts

At least 15 objects are created to drag/drop to the snowman
	10-14 pts

At least 10 objects are created to drag/drop
	0-9 pts

Fewer than 10 objects are created to drag/drop

	Additional Requirement
	Background should be decorated neatly (house, tree, etc.)
	Background decorations are there, but they are either too much or too little to contribute to the project
	Background is not decorated

	Overall Quality
	Traced bitmap snowflakes are touched up neatly; project is organized and neat
	Project looks good except for some minor problems with graphics
	Bitmaps are not touched up enough and/or drawn graphics have an overly amateur look

	ADVANCED FEATURES
	
	

	Scrolling Movie Clip
	Snowfall scrolling movie clip works, looks realistic, and moves smoothly
	Snowfall scrolling movie clip works, but it jumps
	Snowfall does not scroll as instructed

	Drag and Drop
	Items in drag/drop box work properly and are layered appropriately
	Items work but are not layered appropriate (hair is on top of hat, for example)
	Severe problems in drag/drop behaviors or layering


	BONUS/EXTRAS: Please write a short description of any “extras” you added for consideration of bonus points



	SCORE:                /50 PTS      INSTRUCTOR FEEDBACK:




You could skip this step; then the video won’t loop and just “turns off” (stops at frame 1)
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