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GUEST NAME

Jacob Tran

GUEST TITLE
Software Consultant, Jacob Tran Inc.

SEGMENT TOPIC
Flash Gaming — Character Animation and Environment Generation

SEGMENT DESCRIPTION
We will demonstrate how to create a character with appropriate animations. Also, we will
create an environment using a tile based architecture.

SEGMENT OVERVIEW and Web Ready Material

*All art and Flash files are from Macromedia Flash Professional 8 Game Development
by Glen Rhodes, Charles River Media; 2 edition (Jun e 1, 2006)

The segment will consist of the following:

1. Demonstration of creating character art to fit appropriate sprite animations.

2. Implement idle, left and right movement and jump animations.
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3. Creating a tile based environment.

4. Implement logic for key input controls, jump height and ground collision

5. Creating a level editor using Bitmap Data Object. This will allow us to quicky create a
playable level.

6. Show final result of character interacting with custom environment.

7. Credit Glen Rhode’s book and Flash examples.



RELATED WEBSITE LINKS (to be used on air and web)
Examples shown during segment:

www.glenrhodes.com/

http://www.amazon.com/Macromedia-Flash-Professional-Game-
Development/dp/1584504870/ref=pd bbs sr 1/102-1936120-
4849761?ie=UTF8&s=books&qid=1179946749&sr=8-1

Www.jacobtran.com/

ABOUT THE GUEST

Jacob Tran is a professional Software Consultant and Game Design Instructor. He recently
deployed numerous successful game titles worldwide with Electronic Arts. He was an integral
part in creating the first seamless online experience for a sports title and helped pioneer the
underlying common architecture for EA’s front-end development tool, which largely utilizes
Adobe Flash technology. Jacob has also created online, dynamic user-experiences for clients
such as Nike, DirecTV, and Nintendo. With extensive experience in financial, web and game
development, he has followed his entrepreneurial spirit and started his own consulting
company. He currently teaches Flash Game Design at VFS.



IMPORTANT INFORMATION
We are located at:

Greedy Productions

611 Alexander Street, Suite 305
Vancouver, BC

Phone: 604-639-9160

PARKING

There is a guest parking lot at the front of the building. Parking is $2 per hour -- please buy a
ticket for the appropriate amount of time you’ll be here and we will reimburse you when you
arrive at the office. Street parking is free, but there is a time limit of two hours.

We look forward to seeing you.



