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I. Introduction

For our Experience Design 2 assignment, we decided as a group to build an application that will teach children from all over the world about other countries through the use of their senses.

In order to create an interactive and appealing application we decided to use Flash.

As we decided to develop our application with Flash, as none of us ever used it before, the greatest challenge at first was to become familiar with it in order to use it in an efficient way.

II. Overall Problem
In order to create the best interaction possible, we had in mind that the user would select a continent on a rotating and interactive 3-Dimensional globe and then use a classic 2-Dimensional interaction to select a country and finally a category.
However this lead to a major issue: 
How to mix a 2D and 3D environment together in an efficient way?

The common way of developing in Flash is to use the brand new Adobe Flash CS5 however being an object-oriented language; it does not natively create 3D animations.

III. Object-oriented vs. code-oriented language
At first, I did some research as to the best way of creating an interactive globe and came across FlashDevelop, a code-oriented Integrated Development Environment (IDE). Being from a computing background it is easier for me to manipulate code rather than objects.
My concern initially was that I had 2 very different languages and I was trying to create an interaction mixing 2D and 3D:
A. Adobe Flash CS5
It is an object-oriented language, meaning that when creating the interaction, the developer will place object on a scene and then use the code to generate their behaviour. 
The developer uses the timeline to create loop or decide of the length of an animation.

Even though it a simple way of creating Flash animation and perfect to animate them in 2D, it is lacking the beauty of the 3D.
B. FlashDevelop
This IDE is actually the opposite of Adobe Flash, it is code-oriented as such it uses library that will contain pre-made animation or figures.
The advantage is that these libraries contain 3D modules and creating the interactive globe is really simple.

However it does not fulfil the requirements needed to create the rest of the interaction.

IV.  Solution
The best course of action was then to find a way to allow these 2 softwares to communicate with each other.
It took some time to figure out that it was possible to import external Flash file into one another and even to map them around objects created in FlashDevelop and keep the interactivity created in Adobe Flash CS5.
In FlashDevelop it is possible to import Flash file using function such as

[Embed(source="Map2.swf")]    private var MapEmbedded:Class; 

Then use the file imported as a material for the sphere as in the example below:

var sphereMaterial:MovieMaterial = new MovieMaterial(new MapEmbedded(), { lockW:1600, lockH:800, interactive:true, smooth:true, precision:5 } );

The only part left is then to create the object and assign the material to this object:

var sphere:Sphere = new Sphere( { material:sphereMaterial, radius:200, segmentsW:20, segmentsH:20 } );
Of course, as we originally thought about the design of the application using Adobe Flash, all our designs were based on a 2D interaction with the globe inserted into it.

When actually we decided to do the opposite – meaning importing the 2D interaction into a 3D space – we had to amend our designs.

V. Design changes
Originally the design idea was as follow, the globe should have been in the middle of the screen and a wheel will be displayed around the globe to offer a second interaction option: selecting a continent name would make the globe move to show the continent’s location and the user could then select it or choose another one.
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However we have now decided to simplify the interaction and the user will only be able to select a continent using the globe as shown below:
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The other result coming from the choice of using being able to import Flash file and map them around objects was that it was easier to create the interaction on the globe and the continent selection as it is actually a 2D Flash file communicating with the 3D interaction.

As such placing objects like buttons and clickable area were made more convenient; the need to think in a 3-dimensional space was removed!

VI. Conclusion

As the interaction programmer, at first I saw mixing 2D and 3D interaction as an enormous challenge as I was unable to figure out the way to do it, but after a good brainstorming and few researches on the Internet, the solution that I came up with revealed itself as being useful in many ways.

The interaction was simplified which is beneficial according to our user target. As we are designing for children, it is important to keep the interaction simple and avoid incomprehension or confusion.

The development workload was also lessened by using a 2D map created in Adobe Flash CS5. More importantly, mapping it around the globe would not make it lose its interactivity!

