	Unit 9 - Publishing and Exporting


	Objectives and Activities
This page lists the unit's Objectives and Learning Activities.

	Objectives

By the end of this unit, a successful learner should be able to:

1. Practice publishing and exporting various file formats. 

2. Integrate all the skills that you acquired in earlier units by completing your final project.

Study

Presentation

[image: image1]Read this Learning Unit's Presentation. 



u09s1 Readings 

[image: image2]Complete the following readings: 

1. Read Chapter 16, "Publishing and Exporting," in the Flash MX 2004 H.O.T. book.

2. On the Learning Flash MX 2004CD-ROM, view all the lessons under "Publishing."

3. In the Flash MX 2004 Help online documentation, read the topic “Testing a Movie” found under “Using Flash” in the Contents tab.

4. In the Flash MX 2004 Help online documentation, read the “Using Imported Artwork and Video,” "Publishing,” and “Exporting" topics found under “Using Flash” in the Contents tab. Read all the subtopics for these topics. You can also read Chapter 12, "Publishing” in the Using Flash MX 2004 manual. “Using Imported Artwork and Video” and “Exporting" are only available in the Flash MX 2004 Help online documentation. 



u09s2 Exercises 

[image: image3]  Complete the following exercises: 

1. Copy the "chap_16" subfolder in the exercise files folder from the Flash MX 2004 H.O.T. CD-ROM to your hard drive. Complete the exercises described in this chapter. Do not miss the "Tips for Optimizing Movies" at the end of this chapter.

2. Create projector, Flash, HTML, GIF, and JPG versions of your project.

Assignments and Discussions

u09d1 Individual Project

[image: image4]Complete the following: 

1. Add one or more new techniques related to publishing to your project. Include the projector, Flash, HTML, GIF, and JPG versions of your project.

2. Post the URL for your individual project and any experiments and exercises that you have completed. Indicate what you modified from last week and what is new. Include any questions or comments you have for your peers.

3. If you are encountering problems with your project, let your course instructor know. How can the instructor be of assistance?

4. Comment about the work of the other learners. Select a learner who has not already received feedback.

Key -
u01s1 = Study 
u01a1 = Assignments
u01d1 = Discussions




