Glen Tumey

Block 4


Chapter 1

1. 2D designing and authoring tool used to create presentations 

2. Keyframe copies everything 

3. solid, linear, radial bitmap

4. inserts code to execute the game loop

5. movie clips, buttons, and graphics

6. blank keyframe

Chapter 2

1. syntax errors

2. object code is code for each object, keyframe code is a special code that inserted into each keyframe

3. an expression is single statement or a set of statements that have to be evaluated and return a value

4. actions

5. by clicking or rolling the mouse over a button

Chapter 3

1. correctness, robustness, ease of use and validation, maintain ability, reusability, scalability, portability
2. rules, objectives, criteria

3. a button is something you can interact with . a movie clip is one of the graphics that can interact with something

6. an event is something that such as a mouse click on a button

Chapter 4

1. a series of pictures containing objects that when displayed give perception or movement to the object

2. shape and motion tweening 

3. creating objects in each frame

4. helps with tweening

Chapter 5

1. go to symbol and choose create new symbol and name it then classify it as a movie clip

2. keyframe

3. stop

4. 3

5. determines if one movie clip overlaps or intersects with a another movie clip

6. static cannot be changed while dynamic can. Dynamic would be used when editing documents

