FLASH COMPREHENSIVE PROJECT #1

Using your new-found Flash knowledge, prepare a movie as follows:

	Requirements
	√
	Deducted

	Must contain a minimum of seven scenes (you might wish to name them)
	20
	

	Must contain multiple layers that are NAMED (no layer 1, layer 2, etc.; lock each layer as you finish with it)
	20
	

	Must include an organized library (make folders for like items)
	20
	

	Must include named symbols (not Symbol 1, etc.; for animated gifs you bring in from the internet, you can put all the bitmaps that come with them in a bitmap folder)
	20
	

	Must include a combination of original drawn items and some imported items. Imported items that are not of good quality should be converted to a shape by using the Trace Bitmap feature (at least one item MUST be done in this fashion)
	20
	

	BEFORE YOU START, CREATE (you draw them!) THE FOLLOWING SYMBOLS AND OBTAIN THE FOLLOWING SOUNDS:

· Blinking Eyes movie clip (see Scene 1)

· Alien graphic using blinking eyes (see Scene 1)

· Your Name graphic (use a gradient; see Scene 1)

· Start button (button should change a little—can just be color; offset when DOWN)

· Next button (can look just like start with the word next)

· Spinning Wheels movie clip

· A graphic using spinning wheels (skateboard, car, etc.)

· Moon graphic 

· Star movie clip (blinking colors)

· Blinking circle movie clip (blinking colors)

· Blinking shape movie clip (blinking colors)

· Spaceship movie clip using blinking movie clips (should rotate back and forth)

· Planet graphic (can be a movie clip if you want it to spin or wiggle)

· Planet graphic 2

· Earth graphic

· beating heart movie clip

· (sound) create your own alien sound (you will make a mouth match it)

· (sound) create a second alien sound

· space sounds (beeping sounds or the like for inside the spaceship)

· zoom sound (for spaceship moving off the screen)

· ufo/beam sound (for the beam me up part)

· sound for an animal (you will find a moving gif animal on the internet to go with it)
---find the animal on the internet and write it here:___________

· short music clip (10-15 seconds) for the start of your movie
---find one at http://freeplaymusic.com

· beating heart sound
	100
	


Before you begin on the rest of this, I must see that you have created the symbols and obtained all of these sounds; import them into your library and put them in named folders

(example: Space folder might include your ship, stars, planets, etc., and Alien folder might include the alien, his eyes, etc.)

Call me over to confirm and I will sign and make notes below:

____________________________________________________   Date:____________

STUDENT NAME:_________________________________    GRADE: ________/500
*Project should be burned to CD to turn in; you will publish it as an EXE under Publish settings and burn the EXE to CD

Scene 1:  This is an introduction scene

	Requirements
	√
	Deducted

	Create your name as a symbol in large letters (first name is fine)
This should be a gradient and you may need to break apart the letters to apply the gradient
	10
	

	Create a mask layer * 
* Create a spotlight on your name. The first step is to create another layer so that you now have two layers in your movie. Rename layer 1 to "name." Rename Layer 2 to "mask." Next, extend your keyframe out on Name Layer to frame number 20 by selecting frame 20 and pressing F5. You have now finished your name and its time to begin working on the mask layer. Select the mask layer and draw a shape  that is about as large as two letters in your name. Place the shape to the left of the beginning of your name and convert it to a graphic symbol. Then, select Frame 20 of the mask layer and insert a keyframe. Drag the circle to the end of your name.. Now, insert a motion tween between the frames and your circle should run over the top your name when you press enter. Right click the mask (shape) layer and set it to mask.  Both layers have to be locked to preview the effect.
	10
	

	Add a title to your movie that appears after your name; animate as you see fit and include your alien (create your alien NOW as a graphic symbol; however, you are to make movie clip eyeballs that blink—draw the eyeball in frame 1, insert keyframes in 15, 16, and 30; then go to frame 15 and make the eye closed—draw your alien as a new symbol and then drag the eyeballs over into the graphic inside the symbol) Put your alien’s mouth on it’s own layer!
FRAME 1, 16, 30
[image: image1.wmf]      FRAME 15
[image: image2.wmf]
	10
	

	Add a sound layer and some music to start your movie (10 or 15 second clip; note your first scene will need to last that long for the whole song clip to play; 120 frames for 10 sec and 182 frames for 15 sec)
	5
	

	OPTIONAL: You may “dress up” these scene any other way you wish
	35
	


Scene 2: Outdoor scene
	Requirements
	√
	Deducted

	Include a stop action so the Scene does not play automatically
	5
	

	On its own layer DRAW an outdoor background (grass, clouds, etc.). You may wish to make each item a symbol (not required)
	5
	

	Create a button used to start the movie. It doesn't have to be fancy, but make the color of the words change or use a gradient and make it change when moused over; when clicked, it should offset a little; put the button in the left corner
	5
	

	Create a movie clip of wheels moving (think ahead to what you want to make)
	5
	

	Using the movie clip for wheels, create new symbol of something that will go with it (like a car, a bike, whatever your wheels will look good with)
	
	

	Put this symbol on the timeline and motion tween it so it goes across the screen (at least 120 frames)
	5
	

	Import 2 animated gifs (get one off the internet) of animals that are actually moving in place already, like a dog wagging or a cat stretching (NOTE: Not all pics will work; import it to library and try it and make sure the quality will be good and that the background will be clear. Actually drag it out and try it. You might wish to save a few in case one doesn't work.)
Suggested sites--- http://www.fg-a.com/animals.htm  OR   http://bestanimations.com/Animals/Animals.html
http://www.rivelazioni.com/immagini_animate/animali.shtml
(you can search for free animated animal gifs anywhere; bigger is better!)
	5
	

	Insert another clipart from anywhere (flower, tree, building), but this time, use the Trace Bitmap feature to make it look more "drawn." Which object on your screen is a traced bitmap?_________________

Website picture obtained from—http://_______________________ (5 pts!)
	10
	

	Convert the animated gif to a button so that if I point to it, it will make a sound (like the dog will bark); do not alter the way the animal looks in any of the button frames, just add the sound on the OVER layer (insert blank keyframe first) on its own layer where you click
	5
	

	Add another sound effect somewhere on the stage; you could have a door that opens and "creaks" or a car that honks, airplane flying by, etc. Feel free to add any other graphics as well.
	5
	

	Place the NEXT button that changes slightly when you point to it that takes you to the next scene in the bottom right corner; button should look "pressed" when you click it
	5
	

	
	55
	


*Note: For Scene 2, you may add "more" to the scene (animated flower, a butterfly, etc., so these requirements listed are absolute minimums
SCENE 3: Space
	Requirements
	√
	Deducted

	Copy the outdoor scene from Scene 2 (HINT: It helps to unlock all layers and then group all the items from Scene 2 and paste in place on Scene 3 to start; delete the buttons) LOCK
	
	

	Create a blank rectangle symbol the size of the stage. Put it on its own layer and make it fade in (alpha 0 in frame 1- insert keyframe and alpha 100 in frame 20, insert motion tween) over the existing background scene
	5
	

	Create a moon as a symbol. Tween it to "rise" onto the black screen
	5
	

	Create a twinkling star movie clip; add several stars to the space and use the free transform to make them different sizes; change alpha on some so they are not as bright as others; change tint on some and make them different colors
	
	

	Import and trace bitmap a cow and convert to a symbol; make the cow "jump" over the moon USING A MOTION GUIDE (cannot be a straight path)
	5
	

	Add a "moo" sound as the cow jumps over the moon on its own layer
	5
	

	Make the cow appear to get closer as he jumps (free transform at final keyframe of path)
	5
	

	After the cow exits, make a star "fall" using a MOTION GUIDE (make a scribbly path)
	5
	

	Use the spaceship you drew tween it so the spaceship flies in (if you did it right, it should "hover" and the lights change colors; )
	5
	

	Add  sound INSIDE the spaceship movie clip on its own layer so the spaceship make a sound
	5
	

	Insert keyframe and flip the spaceship horizontal so it appears to spin once
	5
	

	Motion tween the spaceship off the screen, but make it larger as it exits (free transform)
	5
	

	Add a spacey whoosh sound to the timeline to go with the spaceship as it zooms off
	5
	

	
	55
	


SCENE 4: On spaceship
	Requirements
	√
	Deducted

	You will need your alien from earlier for this scene
	
	

	Create a background for Scene 4 that looks like the inside of a spaceship (use your stars in the window, too); insert a keyframe in 20; go back to frame 1 and group this background and your alien so you appear to start from the alien's head and zoom out to show the whole ship; be sure you have a window
	
	

	Create a mask that is the shape of your window; call this layer shape mask and the layers under it planet 1, planet 2, and earth
	5
	

	On the planets layers, make various planets and earth pass by the window using motion tweens; for the mask to work, right click the shape mask layer and set as a Mask layer
	5
	

	After some planets pass by, have your alien "say” something in crazy alien language (you should have recorded this); put the sound on its own layer
	5
	

	Match the alien’s mouth to make it match the sounds (Stream the sound); it is easiest to insert a keyframe, break your alien apart, cut his mouth, lock his layer, and then paste in place his mouth on a NEW layer; then you can make changes to the mouths as needed
	5
	

	Optional: You can add some "spacey" sounds to this scene if you want
	
	

	
	20
	


SCENE 5: Back on Earth
	Requirements
	√
	Deducted

	Retrieve the background from Scene 2, animals and all
	
	

	Cut your animal from that layer and paste in place on his own layer
	
	

	Using your spaceship movie clip, have the spaceship fly in on a MOTION GUIDE, coming from far and getting near
	5
	

	The spaceship should hover above one of your animals and make a "spacey" sound (if you put the sound in the movie clip like you were supposed to!)
	5
	

	Create a "beam" to beam up the animal (graphic symbol); use free transform to make the beam small and smashed and then tween it so it drops down over the animal; the beam should be a fairly light color
	5
	

	Put the beam over your animal, but use an alpha of 50% so you can see through the beam
	5
	

	"Suck" the animal up in the beam (motion tween); add a beam sound 
	5
	

	Make the animal disappear, and then make the beam shrink and fade away
	5
	

	Tween your spaceship off the screen (make it fly away)
	5
	

	OPTIONAL: Suck more animals up into space or do something else (have your spaceship blow something up, maybe? ha ha
	
	

	
	35
	


SCENE 6: Back on Spaceship
	Requirements
	√
	Deducted

	Copy your spaceship frame from the earlier scene for the background
	
	

	Make your alien tween onto the screen (on its own layer)
	5
	

	Insert blank keyframes and then copy a chunk of the spaceship from where your alien’s head would be and blow it up so it looks like we are zoomed on the alien; make your alien big so we just see mostly his head and neck
	5
	

	While in the closeup, add a like for the alien mouth and an alien sound; put another alienese clip in for sound and match the mouth up (do this the same as before, but different words)
	10
	

	Either return to the original spaceship scene and have your animal tween in (copy/paste background from frame 1) or zoom up in the bottom left corner of your spaceship and have your animal tween on
	5
	

	Create a movie clip of a beating heart; insert the clip by your alien after he moves in
	5
	

	The heart should make a beating sound
	5
	

	You may add sound effects or do anything "extra" to this scene as time permits
	
	

	
	35
	


SCENE 7: End
	Requirements
	√
	Deducted

	Use any background for this scene
	
	

	On one side, create a rectangle frame and put the alien and the animal in the frame (HINT: so the animal won’t move, use one of the bitmaps that the animated gif put in your library instead of the animated animal)
	5
	

	Create the words THE END (not as a symbol); Control-B to divide into letters and right click to distribute the words to layers, then break apart each letter and insert keyframes at 25; in the beginning keyframes (1), move the letters off the stage (rotate and transform) so they appear to fly in using a shape tween (BE SURE to break everything apart as far as it will go)l
	10
	

	Shape tween each letter layer so it comes on; if desired, you may stagger the start and ends so that the letters don’t fly in simultaneously, but they should all remain on the screen for the duration of the scene
	10
	

	You may add anything else to this scene (sounds, ending music, alien coming on to talk some more.. up to you!)
	
	

	Add a stop action to the end
	5
	

	Create a REPLAY button to start the move back over from Scene 1
	5
	

	
	35
	


SOME LINKS THAT MIGHT BE USEFUL:
· http://office.microsoft.com/clipart/default.aspx

· http://www.gifs.net/animate/giflist.htm

· http://schools.pinellas.k12.fl.us/gallery/index.html

· http://www.arthursclipart.com/

· http://www.christianet.com/free/clipart/index.htm (cow and other clipart)
· http://animalpicturesarchive.com/animal/SOUND/ (animal sounds)
· http://www.koumis.com/soundfx.htm (space sounds)
· http://www.wavsource.com/stuff.htm (phasers, alarm beep, ufo sound, laser, animals)
· http://www.partnersinrhyme.com/pir/PIRsfx.html (button sounds, heartbeat, animals sounds)
COMMENTS:

THIS PROJECT IS WORTH 500 POINTS!! (30 pts for on time; -5 each day late)
DUE DATE:___________________
_1167840955.bin

_1167840964.bin

