Introduction

This multimedia project consists of three separate director movies:

· Online resume

· Provisional pong ( game
· Redneck driving school ( game
	To see my project open:

· finished_product/index.htm ( to see “web simulation” version
· online_resume/, provisional_pong/ & redneck_driving_school/ ( to see all files used in the creation of this project
· NoskeAndrewProject.dir ( only shows online resume (external links will not function)


note:

· The “Online Resume” is the main part of the assignment, and provides access to both games (which open in separate windows) from the “Work Samples” section.

· File sizes have been kept small and, and URLs are called because I am committed to publishing this onto the web (as soon as lecture recess begins).

Acknowledgements

note: I created, from scratch, all graphics, animation, movies & lingo scripts ( only thing I borrowed from elsewhere was sound.

	Resources


	Source (where it came from)
	Usage (where it appears)

	Looping music

(sound folders)
	www.novepulse.com/ ( free sound/music archive
	In all three movies

	Sound effects

(sound folders)
	www.findsounds.com/ ( search engine for free sound effects
	In all three movies


Creation of Project Elements

note: The design/creation of many cast members was complicated. These elements are listed below with a simplified description of how they were created.

	Feature


	How it was created/What it does
	Usage (where it appears)

	Online Resume



	Flash menus and buttons

flash/menus
	All menus [9-12kb each] were created as Flash animations and action script was attached to all buttons so they would send messages to Director lingo. All Flash buttons are three state buttons and cause noise when clicked.
	On every page

	Flash background

flash/menus
	The background image [40kb] was created using Fireworks and optimised using Flash.
	On every page

	Hand Drawn Pictures

flash/pictures
	Hand drawings were scanned in, edited in Paint Shop Pro before being imported into Flash.
	Hand Drawings sub-section (within Work Samples) 

	Flash music interface

flash
	The “sound control” interface [51kb] was also done in Flash to take advantage of the better compression – in 42kb I managed to fit approx. 35 seconds of music.


	All sub-sections except Personal

	Swish Text Animations

flash/swish
	A simple program called Swish allowed me to create SWF text animation with a just a few clicks.
	Main page (inside the television screen)

	Video
	I have included a single AVI - I would rather have imported this as QuickTime (& did originally), but I couldn’t assume users had the correct plugins.
	3D Drawings sub-section (within Work Samples)


note: 

· I used Goldwave to modify/convert many of the sounds in my project.

	Feature


	How it was created/What it does
	Usage (where it appears)

	Provisional Pong



	Flash animations

flash
	All images – the ball, the ball dispense, the flippers etc. – were created using Flash.
	On every page

	Flash music interface
	The games music is all inside a single Flash SWF animation. Using action script I allowed songs to play at random (to keep it interesting).


	Throughout

	Swish Text Animations
	Several SWF animations were done using Swish.
	At the beginning and the start of each level

	Sound Effects
	The sound effects were compressed into small SWA files using the Directors tool “convert WAV to SWA”
	During gameplay


​​​

	Feature


	How it was created/What it does
	Usage (where it appears)

	Redneck Driving School



	Flash animations

flash
	All images – the truck, backgrounds, the wildlife – were created using Flash.
	On every page

	Flash music interface
	The games music is all inside a single Flash SWF animation. Using action script I allowed songs to play at random (to keep it interesting).


	Throughout

	Swish Text Animations
	Several SWF animations were done using Swish.
	Introduction

	Sound Effects
	Unfortunately, I haven’t had a chance to include any sound effects yet, but that’s the next step.
	Not yet


Contents

Note: Due to the straightforward layout of the presentation, it is easy to access all pages without missing any. However a simplified description of the pages is as follows:

	(Frame No) Marker


	Features
	How to get there
	Markers Comments

	Online Resume



	(1) Introduction
	( Flash intro animation – low file size – can skip (note: was planning on making introduction better, but ran out of time)
	First thing you see
	

	(80-235)

Transition animations
	( Transition animations – which transition is played is chosen randomly at run-time.
	A transition will play when you jump between main page & main sections or main page & intro
	

	(300)

Main
	( Mini television –rollover menu items to see description – idle for about 5 secs & a welcome message is displayed

( Flash contact me button – rollover will cause animation (only if animation finished) – click to send me e-mail
	Wait for introduction sequence to end or click “Skip Intro”
	

	(400)

Personal
	( Flash menu button –Three state, some rollouts will cue additional animation

( Flash titles – Enter a sub-section and title will animate

( Flash sound control – click button to set sound options – speaker will animate

( Flash arrow buttons – will animate – click to go to pages
	Use menu on main page
	

	(500)

Resume
	
	
	

	(600) ITPortfolio
	
	
	

	(700) WorkSamples
	
	
	

	(740)

W-3d_Com
	( AVI animation – click on “spaceship animation button” to watch brief movie.

( Pictures – once picture is opened; pan across picture & click on buttons to zoom in/out (note that limits have been set on zoom extents)
	Use menu on work samples page
	

	(760)

W-Han_Dra
	( Pictures – see above
	
	

	(780)

W-Pro
	( Download files – click on button to download files
	
	

	(800)

W-Fla_Dir
	( Open game – click on buttons to open flash animation in new window (note: I intend to make some better animations here)
( Open game – click on buttons to open director game in new window
	
	


note:

· All buttons play sound effects when clicked & some also play soft rollover noises

	(Frame No) Marker


	Features
	How to get there
	Markers Comments

	Provisional Pong (Game)



	(1) Start
	nothing special
	First thing you see
	

	(30)

Outcome-win
	( Random insults – a patronizing message is randomly selected and placed into cast member “T-win”
	Must win all four consecutive levels
	

	(60)

Outcome-lose
	( Random insults – an insult is randomly selected and placed into cast member “T-lose”
	Must lose game during any level (not too difficult)
	

	(100-500)

All four levels
	( Ball Dispenser – the timing involved here was achieved using flash action script 

( Bounce – ball bounces around the screen by detecting collisions. Each bounce a sound is played.

Each vertical bounce (off a vertical surface) the ball speed increase slightly (up until a set speed) and vertical speed is slightly changed (done at random).

Each horizontal bounce, the framerate of the ball sprite (a flash animation) is changed at random (look closely) (see script: Bounce)

( Computer Paddle – paddle tracks ball during gameplay (speed limit is set)

( Player Paddle – paddle tracks mouse along finite vertical axis

( Obstacles – Some are stationary, some move in a cycle
	Click “play game”
	

	(30) Level 4
	( Random Obstacle – one of the obstacles has a behaviour attached and moves around at random (could cost you the game)
	Win first three levels
	


note:

· Each level has the same flash sprite “Game Music” attached. This should (depending on your browser) play short looping music pieces at random until level is won/lost.

· Many sound effects were used

	(Frame No) Marker


	Features
	How to get there
	Markers Comments

	Redneck Driving School (Game)



	(1) Start
	nothing special
	First thing you see
	

	(30)

Outcome-win
	( Random insults – a patronizing message is randomly selected and placed into cast member “T-win”
	Must win both consecutive levels
	

	(60)

Outcome-lose
	( Random insults – an insult is randomly selected and placed into cast member “T-lose”
	Must lose game (by crashing) during any level
	

	(100-500)

All four levels
	( Steering – if the game is underway (and you haven’t crashed), you used all four cursur keys to move the car around.
( Animals/Wildlife –emus run sideways and kangaroos hop diagonally (although I’d love to make this more versatile). Hit one and watch it go splat (this was achieved using gotoFrame lingo command) – increasing your total score.

( Obstacles – hit a rock or a tree and your car will stop – you just lost.

( Automatic Game Play – Every frame, obstacles, animals & the backgound sprite are moved down the screen a certain distance to simulate forward motion. When an obstacle or animal has moved down off screen a certain distance it is ranomly placed above the movie once again – produces a looping effect.

( Background – once the background has moved down its full extent it moves back to the top again and the sprite member is randomly changed – which background will appear next is randomised
	Click “play game”
	


note:

· This game is going to frustrate me for the next fortnight at least. I keep wanting to add levels & features and make code more versatile/efficient.

· The great thing about the gameplay is I can create levels which are entirely automatic (sprites loop randomly), or custom made (using sprite animation).
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