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Course Description:
Introduces the technologies behind creating an interactive, media-rich website using Adobe Flash CS 4. Includes drawing/capturing multimedia, frame-and tween based animation, timelines, and ActionScript.  Students complete a portfolio of Flash creations throughout the class.
Course Objectives:
(Also indicate Library and/or electronic information resources)
· Introduce the features and tools of the Flash design interface.

· Discuss the role and best use of Flash animations within current web sites.

· Provide examples and practice of ActionScript programming within Flash to add interactive behaviors to Flash animations.

· Discuss accessibility issues and search engine optimization issues associated with Flash animation use within web sites.

Use of library and information resources is integrated into computer science certificate and degree programs in general education requirements and in computer science classes as relevant to the curriculum. Use of library and information resources is encouraged and students can access a variety of program-appropriate materials via the library's web-based electronic databases and print materials. Instruction in use of library and information resources is available to all students.
Student Learning Outcomes:
After completing this course, the successful student should be expected to:

· Incorporate multimedia files into website using a professional quality page editor and multimedia editor.
· Use drawing tools to create custom graphics, logos and text.

· Maximize efficiency by exploiting symbols, library items and Flash UI Components.

· Add animation and basic interactivity to Flash files.
· Work with Flash ActionScript to create more dynamic, database-driven content.
· Create optimized, printable, published Flash "movies."

· Discuss the limitations of using multimedia technologies on websites and the importance of the Web Accessibility Initiative in site design.

Length of Course:
33 lecture hours
Grading Method:
Letter grades (A-F) or Pass/No Pass
Prerequisites:
Pass CS-125.
Major Topic Outline:
I. Introduction
II. Learning Flash Basics
A. Introduction to the Interface

B. Organizing files

C. Setting Preferences

D. Using Flash Help

III. Working with Graphics and Text
A. Using the Drawing Tools

B. Modifying Strokes and Fills

C. Grouping

D. Using Layers

E. Exploring the Text Tools and Options

IV. Time Savers
A. Importing Bitmap Files into Flash

B. Understanding Symbols

C. Working with the Library

D. Using Instances

E. Editing Symbols and Groups

F. Using the Movie Explorer

V. Adding Animation
A. Creating Frame-by-Frame Animation

B. Extending Still Images

C. Creating Motion and Shape Tweens

D. Using a Mask

E. Using Motion Guides

F. Adding Shape Hints

VI. Basic Interactivity
A. Exploring Built-in Flash Actions

B. Using Actions to Control the Timeline

C. Creating Interactive Buttons

D. Creating Templates

E. Introduction to ActionScript

VII. Capturing Multimedia Files
A. Understanding File Types

B. Using a Scanner

C. Using a Digital Camera

D. Using a Digital Video Recorder

E. Using a Microphone

F. Importing Multimedia Files into Flash

G. Adding Multimedia Files to the Timeline

H. Customizing Sound Effects

VIII. Programming with ActionScript
A. Using Variables

B. Using Arrays

C. Using Objects

D. Working with Loops

E. Using Built-in Methods and Event Handlers

F. Using Conditional Statements

IX. Using Components
A. Adding Form Elements

B. Customizing a Component Skin

C. Setting a Component Style

X. Creating Dynamic Content
A. Setting up a File for Dynamic Content

B. Loading from a Data Source

C. Displaying Dynamic Content

D. Using Components with Dynamic Content

E. Sending Data to the Server

XI. Merging Multimedia Files with HTML Files
A. Importing Flash Content into Dreamweaver

B. Debugging Flash Errors

C. Providing Alternate Content

D. Understanding Plug-In and Player Options

XII. Creating Print-Friendly Files
A. Printing from the Contextual Menu

B. Printing with ActionScript

C. Setting the Print Area

D. Disabling Printing

XIII. Optimizing Flash Content
A. Understanding the Importance of Optimizing

B. Using the Bandwidth Profiler

C. Optimizing Assets

D. Exporting Flash Movies

E. Exploring Pre-Loading Techniques

XIV. Publishing a Flash Web Site
A. Creating a Preloader

B. Creating Programmatic Movement

C. Publishing a Movie

D. Getting Your Movie on the Web

CCC AAOT/ASOT GENERAL EDUCATION OUTCOMES 
Course Title and Number:   CS-195 
COURSE OUTLINE MAPPING CHART
Flash Web Development 
 Mark outcomes addressed by this course:

· Mark “C” if this course completely addresses the outcome. Students who successfully complete this course are likely to have attained this learning outcome.

· Mark “S” if this course substantially addresses the outcome. More than one course is required for the outcome to be completely addressed. Students who successfully complete all of the required courses are likely to have attained this learning outcome.

· Mark “P” if this course partially addresses the outcome. Students will have been exposed to the outcome as part of the class, but the class is not a primary means for attaining the outcome and assessment for general education purposes may not be necessary.

 As a result of completing the AAOT /ASOT general education requirements, students will be able to:

	WR: Writing Outcomes
	

	1. Read actively, think critically, and write purposefully and capably for academic and, in some 
              cases, professional audiences.
	

	2. Locate, evaluate, and ethically utilize information to communicate effectively.
	P

	3. Demonstrate appropriate reasoning in response to complex issues.
	

	SP: Speech/Oral Communication Outcomes
	

	1. Engage in ethical communication processes that accomplish goals.
	

	2. Respond to the needs of diverse audiences and contexts.
	P

	3. Build and manage relationships.
	

	MA: Mathematics Outcomes
	

	1. Use appropriate mathematics to solve problems.
	P

	2. Recognize which mathematical concepts are applicable to a scenario, apply appropriate 
    mathematics and technology in its analysis, and then accurately interpret, validate, and
    communicate the results.
	

	AL: Arts and Letters Outcomes 
 
	

	1. Interpret and engage in the Arts & Letters, making use of the creative process to enrich the quality of
    life. 
	P

	2. Critically analyze values and ethics within a range of human experience and expression to engage 
    more fully in local and global issues. 
	

	SS: Social Science Outcomes
	

	1. Apply analytical skills to social phenomena in order to understand human behavior.
	

	2. Apply knowledge and experience to foster personal growth and better appreciate the diverse social
    world in which we live.
	

	SC: Science or Computer Science Outcomes
	

	1. Gather, comprehend, and communicate scientific and technical information in order to explore 
    ideas, models, and solutions and generate further questions.
	

	2. Apply scientific and technical modes of inquiry, individually, and collaboratively, to critically
    evaluate existing or alternative explanations, solve problems, and make evidence-based decisions 
    in an ethical manner.
	P

	3. Assess the strengths and weaknesses of scientific studies and critically examine the influence of 
    scientific and technical knowledge on human society and the environment.
	

	CL: Cultural Literacy Outcome

	

	1. Identify and analyze complex practices, values, and beliefs and the culturally and historically 
              defined meanings of difference. 
	

	IL: Information Literacy Outcomes

	

	1. Formulate a problem statement.
	P

	2. Determine the nature and extent of the information needed to address the problem.
	P

	3. Access relevant information effectively and efficiently.
	

	4. Evaluate information and its course critically.
	

	5. Understand many of the economic, legal, and social issues surrounding the use of information.
	P


�  “Arts and Letters” refers to works of art, whether written, crafted, designed, or performed and documents of historical or cultural significance.


� Must be embedded in a course that meets the outcomes for Arts and Letters, Social Science, or Science/Computer Science. 


� Must be embedded in the general education required Writing courses     Revised 2010-2011 to reflect Statewide AAOT outcomes





