Butterflies Flying!
Now that you have spent several days working with keyframes and tweening, it’s your turn to show your skills! You will demonstrate your knowledge and skills to make your butterflies move and add scenery. Please follow the instructions below and review the rubric. 


INSTRUCTIONS:
1. Open your lastname butterfly.fla file that you created a few days ago.
2. Double click on a butterfly, so that you are in your symbol, lock all layers EXCEPT the leftwing layer. 
3. On frame 5 of the leftwing layer, press F6 to insert a Keyframe. Using the Free Transform tool, select the wing, rotate and adjust as necessary.

4. Unlock the rightwing (lock leftwing). On frame 5, press F6 to insert a keyframe. Using the Free Transform tool, select the wing, rotate and adjust as necessary. 
5. Extend all other layers by adding frames (F5). 
6. Lock all layers and return to Scene 1.
7. Add a new layer, rename butterfly2. On Frame 1 of this layer, drag a new butterfly out of the library and resize/position to your liking (starting position).

8. Insert a keyframe (F6) on frame 60. Position/resize the butterfly in a new location (ending position). 

9. Insert a Classic Tween. 
10. On the butterfly layer, press F5 on frame 60, so that you can see all of the butterflies.  

11. Add a new layer, rename butterfly3. On Frame 1 of this layer, drag a new butterfly out of the library and resize/position to your liking (starting position).

12. Insert a Motion Tween. 
13. Insert a keyframe (F6) on frame 60. Position/resize the butterfly in a new location (ending position). 

14. Adjust the Motion path to create more interest, such as a loop, arc, etc. 


15. Import the file, treebranches.jpg to the Library. 

16. Create a new symbol (Insert > New Symbol) and name treebranch. Drag in the file treebranches.jpg.
17. Use Modify > Bitmap > Trace Bitmap to edit the symbol. Remove the white background. 

18. Return to Scene 1, create a new layer and rename, tree branches. Drag the treebranch movie clip onto the stage. Resize and position appropriately. Extend this layer so that it is visible on Frame 60. 


19. Create a new layer, rename cloud. 

20. Create a new symbol (Insert > New Symbol) and name cloud. 

21. Use the Paintbrush to draw a cloud. Fill in the cloud using Paint Bucket.  

22. Insert a keyframe (F6) at frame 30.
23. Insert a keyframe (F6) at frame 15, then make a slight transformation to the cloud using your selection tool to bend the arcs of the cloud. 
24. Between frames 1 and 15, Create Shape Tween. Between frames 15 and 30, Create Shape Tween. 

25. Return to Scene 1. Drag the cloud out of the Library onto the cloud layer. 
26. Test Scene (CTRL-ENTER).


27. Import the file, blue_bird.jpg to the Library. 

28. Create a new symbol (Modify > New Symbol) and name blue bird. Drag in the file blue_bird.jpg.

29. Use Modify > Bitmap > Trace Bitmap to edit the symbol. Remove the white background. 

30. Return to Scene 1, create a new layer and rename, birds. Drag the blue bird symbol onto the stage. Resize and position appropriately. Add 1 more bird, and extend this layer so that it is visible on Frame 60. 

31. In the Library, create a duplicate of the blue bird symbol, named red bird. 

32. In the Library, double-click the red bird symbol. Use the Paint Bucket to recolor the bird as you choose.

33. Drag a few copies of the red bird out to the birds layer. 
34. Save your file and hand-in to the Network Drive.


RUBRIC:

Frame by Frame – wings flap
____ / 1
Classic Tween
 ____/  1
Motion Tween – customized 
 ____/ 2
Tree Branch Symbol – Edited 
____/  1
Shape Tween – Cloud 
 ____/  2
Blue Bird Symbol – Edited 
 ____/  1

Red Bird Symbol - Edited
____/  1
Layers renamed
____/  1

TOTAL
 ____  / 10

OVER (

