	Unit 3 - Shape Tweening, Symbols, and Instances


	Objectives and Activities
This page lists the unit's Objectives and Learning Activities.

	Objectives

By the end of this unit, a successful learner should be able to:

1. Explore shape tweening. 

2. Use three kinds of symbols: 

· Graphic. 

· Button. 

· Movie clip. 

3. Create and use symbols. 

4. Use the Flash Library. 

Study

Presentation

[image: image1]Read this Learning Unit's Presentation. 



u03s1 Shape Tweening Readings 
[image: image2]Complete the following readings: 

1. Read Chapter 5, "Shape Tweening," in the Flash MX 2004 H.O.T. book. 
2. On the Learning Flash MX 2004 CD-ROM, view all the lessons under "Shape Tweening." 



u03s2 Symbols Readings 
[image: image3]Complete the following readings: 

1. In the Flash MX 2004 Help online documentation, look up “symbols” under the Index tab. Read the “symbols” topic and all the subtopics under “ symbols . ” Or read Chapter 7, "Symbols, Instances, and Library Assets" in the Using Flash MX 2004 manual.

2. Select Lessons under the Help menu and view the "Creating and Editing Symbols" lesson. Working with symbols and instances is one of the key ingredients to any animation you will create. 

3. On the Learning Flash MX 2004 CD-ROM, view all the lessons under "Libraries, Symbols, and Instances.” 

4. Read Chapter 6, "Symbols and Instances" in the Flash MX 2004 H.O.T. book. 



u03s3 Exercises 

[image: image4]Complete the following exercises: 

1. Learn to create, name, lock, hide, and rearrange the order of layers. Be sure to look at the manual or the online help file for layers, which will be more in-depth. Do not expect that you will retain everything immediately, but the process does become automatic after you work with a number of projects. Just remember that this online help is always there and easy to use. The lesson is an interactive introduction while the online help will give you many details. You can also review Chapter 1, "Using Layers," in the Using Flash MX 2004 manual.

2. Copy the "chap_05" subfolder in the exercise files folder from the Flash MX 2004 H.O.T. CD-ROM to your hard drive. Complete the shape tweening exercises described in this chapter. You will find the one on animating gradients a fun exercise to do.

3. Copy the "chap_06" subfolder in the exercise files folder from the Flash MX 2004 H.O.T. CD-ROM to your hard drive. Complete the symbols and instances exercises described in this chapter. Make sure you recognize the big difference between editing a symbol and editing an instance of a symbol. This is a technique used often when creating Flash animation. 



u03s4 Layers Readings 

[image: image5]Complete the following readings: 

1. In the Flash MX 2004 Help online documentation, look up "layers" in the Index. Read the “layers” topic and all the subtopics under “layers.”

2. At the same time, select Lessons under the Help menu and then open "Understanding Layers." Complete the interactive lesson and play with some of your own images in a new file. Learning how to use layers should become automatic to you after a while and is another key element for creating Flash animations. Yes, you can create animation on one layer, but you will soon learn why working with many is so important to any complex creation. You will also see why you need to know how to organize the order of the layers. 

Assignments and Discussions

u03d1 Individual Project 

[image: image6]Complete the following: 

1. Add one or more new techniques related to shape tweening, symbols, and instances to your project. 

2. Post the URL for your Web site and any experiments and exercises that you have completed. Indicate what you modified from last week and what is new. Include any questions or comments you have for your peers. 

3. If you are encountering problems with your project, let your course instructor know. How can the instructor be of assistance? 

4. Comment on the experiments of others. Select a learner who has not already received feedback. 

Key -
u01s1 = Study 
u01a1 = Assignments
u01d1 = Discussions




