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WEB AUTHORING 1 MIDTERM EXAM  –  DAN ZEN

INSTRUCTIONS

The exam is three hours long.   It is closed book and closed computer.  No talking.  Put your name on all pages and answer all questions.  You may want to read them over first.  Best of luck.

PART 1.   THEORY 

Q1.  Fill in the tree diagram below with the following words – some may be duplicated:  [6]

	Stored
	Not-stored
	Dynamic
	User-created
	Private

	Authorative
	Programmed-static
	Public
	Static
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Q2. Give one example of Authorative content?  [1]

Q3.  Give three different examples of User Created content?  [3]
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PART 2.   FLASH BASICS  

Q4.  In which panel do you name the instance of a MovieClip and can it have spaces?  [2]

Q5.  What is the quickest way to select both the fill and outline of a shape?  [1]

Q6.  How do we get rid of the "a" that shows up in your timeline when there is a script there?  [1]

Q7.  When you make an animation you put objects that change on what type of frame?  [1]

Q8.  So that there is not a jump in your animation when looping, what should you do?  [1]

Q9.  Name two hot keys or shortcut keys and what they do:  [2]

Q10.  Describe the state or function of each of the four frames in a button using one word for each frame.   [2]
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PART 3.   SCRIPTING BASICS

Q11.  Place True ( T ) or False ( F ) after each of the following statements:  [4]

a) A property is a variable stored in an object  (     )

b) An object could be stored in a property   (     ) 

c) Events happen only when the user does something   (     )

d) You can apply any method to any object   (     )

Q12.  Identify the following as an Object ( O ),  Method ( M ),  Property ( P )  or  Event ( E ) :  [8]

	(  ) stopDrag()
	(  ) tally
	(  ) text
	(  ) Date

	(  ) onPress
	(  ) _alpha
	(  ) onEnterframe
	(  ) gotoAndStop()


 ***  For the following questions, assume your script and clips are in the main timeline unless otherwise specified  ***      

Q13.  Write code to make a MovieClip with the instance named myPlant grow three times as big when you click on it:  [4]

Q14.  Assuming that the main timeline has one frame, write the code to make a MovieClip with the instance name myBomb animate in the downward direction (vertically):  [3]

Q15.  Write the code to make a MovieClip with the instance name myEraser dragable when you click on it and not dragable when you click up (anywhere):  [5]

Q16.  How would you use the word "this" in the code for Q15?  [1]

Q17.  Assuming that we have the clip arrangement where text t1 is nested inside clip s1 and button b1 is nested inside s2 – answer the three following targeting questions:  [6]
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a) Write the code to make the word "help" go in t1 when you release your mouse on button b1.

b) Write the code that would move S2 directly beneath S1  (with respect to x and y coordinates)

c)  Write the code to duplicate s1 to a MovieClip called s3 in the root and then turn s1 invisible.

(about halfway)
Q18.  What is the difference between loadMovie and attachMovie and name what we need to do to make each work:  [2]

Q19.  If a + sign is used between two variables, which is true?  [2]

a) The variables cannot be strings

b) They get joined only if both variables are strings

c) They get summed as long as one variable is a number

d) The values of the variables must be in quotes

e) All of the above (all are true)

f) None of the above (none is true) 
Q20.  Which will not make tally increase by 1?  [2]

a) tally++;

b) tally = tally + 1;

c) tally + 1;

d) tally += 1;

e) all will increase tally

f) none will increase tally

Q21.  Both call and define a function called "area" that accepts two number parameters and then traces the answer to the two numbers multiplied together  [4]

Q22.  Assuming you define a function, does the function run or not for the following?  [3]

a)  You call the function before you define it: 

b)  You call the function after you define it:

c)  You do not call the function:

Q23.  If you have clips house_1, house_2, house_3, etc. in the _root, then write a for loop that sets 10 such house clips to invisible using dynamic targeting.  [4]

Q24.  If you have two monster clips called monster1 and monster2 in the _root then make the code so that when you click on a monster, it calls the same function to make a monster invisible if it has been clicked on more than 10 times.   Use parameters, variables and conditionals.  [8]

Q25.  What is the Boolean result of the following conditionals assuming  a = 2;   b = 5;  c = 10;   [3]

a) (a + b < c || b + c < a)

b) (c = 7)

c) (a < b && c > a * b)

Q26.   Assuming that you have 1000 flowers on the stage called flower_1, flower_2, etc., assign each flower its own event to make itself rotate to 20 degrees when pressed – please assign the event in a loop with dynamic targeting (otherwise you will not have enough space or time here ;-).  [6]

Q27.  Place the following 15 words in the proper blanks below.   Capital letters at the beginning of words have been removed.  There is one word per blank.  Several words might make sense per blank but the only right answer is the one that allows all the blanks to be filled correctly.  [15] 

	properties
	events
	loops
	color
	methods

	object-oriented
	startDrag()
	instructions
	feature
	macromedia

	conditionals
	create
	syntax
	buttons
	variables


Scripting is a set of ____________________.   There is a certain ____________________ or way that these must be written.  In a sense, there is a code to follow and we often refer to the script as "code".  Flash has an “____________________” scripting language called ActionScript.

Let us call whatever we build in Flash a "____________________ " which is made up of objects (like MovieClips or __________________ or TextFields).  With scripting you can control these objects when _________________ occur (like a mouse or key press). The script might tell an object to change its ____________________ (like position or ____________________ or text).

This can also be done by creating the objects when you author and applying behaviors from the Flash Behaviors Panel.  But the powerful thing about scripting is that you can apply programming statements to change things as the feature is being used. ____________________  let you remember things, ____________________ let you do different things based on the results of a test and ____________________ let you do things repetitively.

____________________  has created a bunch of handy scripts to make special things happen.  For instance, they have made it so when a specified event happens, a MovieClip object will follow the cursor location in a variety of ways.  These handy scripts are called  ____________________  and this specific one is called ____________________. There are many different ones for different objects and you will need to learn what they do so that you do not code more than is necessary.

Not only can scripting control what happens to objects and when, but you can ____________________ objects with scripting.  This is another way to change things as the feature is in use to let people create content.
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