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HOW TO USE THIS BOOK

Flash ActionScript: Your visual blueprint for creating Flash-
enhanced Web sites uses straightforward examples to
teach you how to create powerful and dynamic Web sites.
The coding style and examples found in this book are
used for instructional purposes. Once you are
comfortable working with Flash ActionScript, you can use
the coding styles and methods that suit your needs.

To get the most out of this book, you should read each
chapter in order, from beginning to end. Each chapter
introduces new ideas and builds on the knowledge
learned in previous chapters. Once you become familiar
with Flash ActionScript, this book can be used as an
informative desktop reference.

Who This Book Is For

If you are looking for a resource that will help you get
started learning ActionScript, Flash ActionScript: Your
visual blueprint for creating Flash-enhanced Web sites is
the book for you. This book will walk you through the
basics that you need to get started and familiarize yourself
with the essentials of working with Flash ActionScript.

No prior experience with ActionScript is required, but
familiarity with Flash is assumed.

Experience with programming languages is also an asset,
but even if you have no programming experience, you can
use this book to learn the essentials you need to work
with Flash ActionScript.

What You Need To Use This Book

The tasks in this book were developed using Flash 5 for
Windows 98, 2000, and NT. To perform the tasks in this
book, you need Flash 5 and Flash Player installed on your
computer. You should also have a Web browser such
Internet Explorer or Netscape.

The Conventions In This Book

A number of typographic and layout styles are used
throughout Flash ActionScript: Your visual blueprint for
creating Flash-enhanced Web sites to distinguish different
types of information.

Courier Font

Indicates the use ActionScript.

Xiv

Bold
Indicates information that you must type.

Italics
Indicates a new term being introduced.

Apply
It

An Apply It section usually contains a segment of code
that takes the lesson you just learned one step further.
Apply It sections offer inside information and pointers that
can be used to enhance the functionality of your code.

Extra

An Extra section provides additional information about the
task you just accomplished. Extra sections often contain
interesting tips and useful tricks to make working with
Flash ActionScript easier and more efficient.

The Organization Of This Book

Flash ActionScript: Your visual blueprint for creating Flash-
enhanced Web sites contains 14 chapters.

The first chapter, Getting Familiar with Flash, provides a
review of Flash introduces you to the Actions panel.

Chapter 2, Programming with ActionScript, introduces you
to ActionScript. You learn to play and stop movies, adjust
movie quality, jump to a frame or scene, jump to a URL,
check whether a frame is loaded, create draggable objects,
communicate with Flash Player, and Print Movies. This
chapter illustrates ActionScript by stepping you through
examples and explaining the syntax of several actions.

Chapter 3, Setting Movie Clip Properties, demonstrates
how you can use properties. Properties are the attributes
associated with a movie clip. For example, the _visible
property determines whether a movie clip is visible or
hidden. This chapter explains properties and steps you
through sample scripts that use properties.

Chapter 4, Working with Variables and Strings, shows you
how to use variables and manipulate string. Variables can
be viewed as containers that store information. You can

assign information to a variable or you can use a variable
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to collect information from the user, record what a user
has done, change values as a movie plays, or evaluate
whether a condition is true or false. A string is any
sequence of characters consisting of any combination of
letters, numbers, or punctuation marks. The ActionScript
String object has several methods that enable you to
manipulate strings. This chapter explains variables and
strings and steps you through sample scripts that use
variables and strings.

Chapter 5, Working with Operators, explains operators and
steps you through sample scripts that use operators. An
operator is a character used to specify how to combine,
compare, or modify a value in an expression. For example,
the plus (+) operator can be used to add two numbers; the
Minus (-) operator can be used to subtract two numbers.

Chapter 6, Changing the Script Flow, steps you through
actions that enable you to change the flow of script. In
ActionScript, each statement is executed in order from top
to bottom unless you change the flow of a script.

Chapter 7, Using the Movie Clip and Array Objects,
introduces the MovieClip object, which is the most
important object in ActionScript. Since each movie clip
has its own Timeline, each movie clip can be a complete
animation. Arrays enable you to group values together and
are useful when you need to store and retrieve lists of
data. The ActionScript Array object has several methods
that enable you to manipulate arrays.

Chapter 8, Working with Objects, steps you through
ActionScript examples that use objects contains several
objects that you can use to manipulate symbols and data.
For example, the Math object is used to manipulate
numbers. You can use the Math object’s round method to
round a number. The Color object is used to manipulate
color. You can use the methods of the Color object to
change the color of a movie clip.

Chapter 9, Demystifying Functions, teaches you how to
create you own custom functions. Functions are reuseable
blocks of ActionScript. You can pass values to a function or
you can use a function to obtain values. For example, you
use the getVersion function to get the version of Flash
Player. This chapter explains functions and steps you
through sample scripts that use functions.

Chapter 10, Working with Multiple Timelines, explains how
to work with multiple Timelines in a single movie. You can
lay out the sequence of a Flash movie on a Timeline. Movie
clips are mini Flash movies. They each have their own
Timeline and their own properties. You can embed a

Your visual blueprint for
creating Flash-enhanced Web sites

movie clip within a Flash movie. In fact, multiple instances
of a movie clip symbol can be embedded inside of each
other. This chapter steps you through sample scripts that
work with multiple Timelines.

Chapter 11, Creating Smart Clips, teaches you how to
create smart clips. A smart clip is a movie clip with
ActionScript that can be reprogrammed without using the
Actions panel. This enables you to create ActionScripts that
people with no programming ability can modify.

Chapter 12, Using Creative Techniques, pulls all basics of
ActionScript together by combining actions and
demonstrating techniques that you can use when creating
a Flash movie.

Chapter 13, Debugging ActionScript, is on debugging
ActionScript. Flash movies that contain ActionScript can
become complex. Flash provides you with several tools
that can help you troubleshoot your movie.

The final chapter, Flash Action Script Quick Reference,
contains useful tables of reference material and a summary
of commands.

What Is On The CD-ROM

The CD-ROM in the back of this book contains the sample
code from each of the two-page lessons, as well as the
code from most of the Apply It sections. This saves you
from having to type the code and helps you quickly get
started creating Flash ActionScript programs. The CD-ROM
also contains several shareware and evaluation versions of
programs that can help you work with Flash ActionScript.
An e-version of this book is also available on the
companion disc.

Chapter 1 provides a very brief overview of how to create
text, input text boxes, dynamic text boxes, buttons, and movie
clips. Since this book assumes you know Flash, all of the text,
input text boxes, dynamic text boxes, buttons and movie clips
used in the sample files have been created for you.

The sample files all have an FLA extension. Copy the files

to the directory of your choice and click Files &> Open on
the Flash menu to open them.







FLASH ACTIONSCRIPT

INTRODUCTION TO FLASH
AND ACTIONSCRIPT

lash is a graphics and animation software package that ActionScript, the scripting language that enables you to add
Fenables Web developers to design and deliver low- interactivity to your Flash movie. With ActionScript, you can

bandwidth animations and presentations referred to as have your Flash movie respond to mouse clicks and key
movies. With Flash, you can create interactive Web pages presses, or you can request information from the user and
with both motion and sound. This book is about have your Flash movie respond to the information provided.

FLASH INTERFACE

When you open Flash, the screen shown here appears:

LAYER

Layers are transparent sheets that you
can see through to the layer beneath
until you add color. You create the
graphics and animations that you want
to use in your movie on layers.

#% Flash 5 - [Moviel]
TOOLBOX [& Ele Edt View lfwet Modfy Iest Cortol ‘Window Help == x|
The toolbox provides you ﬁm‘; Gl 00000000 5.4/ TIMELINE
glzt;lfglgéhién;:ltﬁgou s 2ve had {11 AU DU FUUE. SOUS. OOV SOUE. 000, SO0, m The Timeline enables you to
Stace drawjand aint 4 AlRE i [|.1] @] & G 1 [ [ o5 3] ] T » lay out the sequence of your
ragh,ics and creelte text co 5| movie. The Timeline
onF:ss. Use the toolbox to s mc:udﬁs f(rjames, layers, and
create and modify graphics | © & a playhead.
and text. e
e FRAMES
" Q
Colrs You store the individual
MODIFIERS /. —| images that make up a movie
Once you select a tool, i in frames. The playhead
modifiers enable you to |7 5] moving through successive
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tools. Use modifiers to set FJW = EOATIE a0
tool effects. |
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As the playhead moves across ~ You can create or import
the Timeline, Flash displays graphics. Use the Stage to
the image in each frame on create your movie.

the Stage. You create

animation by changing the

image in successive frames.




CREATE A SCENE

GETTING FAMILIAR WITH FLASH

sections. For example, you can have a scene that

displays the title of the movie, a scene that plays the
movie, and a final scene that lists the characters. Each scene
has its own Timeline and can include its own animation.

SCENE PANEL

U sing scenes enables you to separate your movie into

To create a scene, click View => Scene from the menu. A
new Stage and Timeline appears in which you can create
your scene. By default, Flash names scenes by assigning
them sequential numbers, for example, Scene 1 and Scene
2. You can use the Scene panel to add, remove, duplicate,
rename, and change the order of scenes. To open the Scene
panel, click Window => Panels => Scene from the menu.

To view a scene, click View = Goto from the menu and
then choose the scene to which you want to go.

CHANGE THE ORDER
OF A SCENE

To change the order of a
scene, click a scene name
and drag it to a new

location.
[ File Edt View Insett Modify Test |Control Window Help ==l x|
Tools | & Scened @ 8,
[T[} EELITRENEE |é”"26""2%""36""3%""46""4%‘|~1|
B Layer1 / + + W |

= E ﬁ i_ﬂlﬂlﬂﬂﬁ 1201ps | 005 IE'—Llj

T %O N
e 0Op» N

]|
o 07 M S cene =
e 2l DELETE A SCENE
RENAME A SCENE A ;;  soene: i To remove a scene, click
;Iﬂ Eaa the scene name to select it
To rename a scene, double- @H' mmnl L | imm ' and then click the Delete
click the scene name and S . EEE Scene icon.
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DUPLICATE A SCENE ADD A SCENE

To duplicate a scene, click
the Duplicate Scene icon.

To add a scene, click the
Add Scene icon.
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CREATE LAYERS

hen creating a Flash movie, you place individual
Wimages and animations on separate layers to

prevent them from connecting, erasing, or
segmenting each other. You should also use separate layers
for sounds, actions, frame labels, and comments. Layers are
transparent sheets on which you create the graphics and
animations you use in your movie. You can see through
each sheet to the layer beneath until you add color.

You work on the active layer. You make a layer active by
clicking in the layer, or by moving to the Stage and selecting
an object on the layer. Flash places a pencil icon next to the
layer name of the active layer. Only one layer can be active at
a time.

As you create objects, they are stacked according to layer. An
object on a lower layer will appear as if it is behind an object

CREATE LAYERS

on a higher layer. You can change the order of layers and the
name of a layer.

You can lock a layer to prevent changes to the layer. Flash
uses a padlock icon to indicate a locked layer. You can also
hide a layer. Hiding a layer is useful when you want to
remove certain objects on the Stage from view to make it
easier for you to create graphics. You can delete layers
when you no longer need them.

To assist you when you are drawing graphics, you can create
guide layers. You can also create motion guide layers to
assist you when creating motion tweens. You can use mask
layers to create spotlight effects. Flash also provides you
with an option that allows you to view a layer as an outline.
You can specify the outline color. Adding layers does not
increase the file size of your published movie.
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1 Click Insert & Layer to
create a layer above the
active layer.

—F Double-click and type to
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E1 Click in the Lock/Unlock
All Layers column to toggle
between locking ([E]) and
unlocking ([#]) layers.

—H Click in the Show Layers
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between Show Normal ([0])
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change the layer name.
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between showing ([+]) and
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GETTING FAMILIAR WITH FLASH

EXﬁfﬁ When you draw on an object using the Line, You can use the Layer Properties dialog box to change
Oval, Rectangle, Pencil, or Brush tool, the object layer properties. To open the Layers Properties dialog
segments. Each segment is an individual object box, choose Modify ©> Layer from the menu. Use the
that you can select, move, and reshape. When Name field to name the layer. Select Show to show
you cover object A with object B, object B the layer. Select Lock to lock the layer. Select the Type
connects to, segments, and erases object A. Place | of layer. Choose from Normal, Guide, Guided, Mask,
objects on separate layers to prevent them from and Masked. Use the Outline Color option to select
connecting, segmenting, and erasing. the color of the outline. To view a layer as an outline,

select View Layer As Outlines. Select a Layer Height.
Choose from 100 percent, 200 percent, or 300
percent.
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CREATE GRAPHICS

create or modify graphics. You use the Line tool to

create straight lines, the Oval tool to create circles and
ellipses, and the Rectangle tool to create squares and
rectangles. You use the Paint Bucket and Brush tools to add
color to images.

Flash provides you with several tools you can use to

The Pen tool gives you the ability to draw straight lines and
smooth curves. You use the Subselect tool to adjust those
lines. Stroke lines outline a graphic. You use the Ink Bottle
tool to change the stroke line color, width, or style. Fill
colors fill the interior of a graphic. You use the Dropper tool
to copy fill and stroke attributes from one object to another.
The Eraser tool gives you the ability to erase.

You can use the Arrow and Lasso tools to select objects on
the Flash Stage. You can group, move, copy, or delete

CREATE GRAPHICS

selected objects. Grouping enables you to manipulate
several objects as a single object. You use the Arrow tool to
select a button or movie clip when you want to associate
ActionScript with a button or movie clip.

Flash tools have modifiers you can use to set tool options.
Color boxes enable you to set the stroke and fill colors
associated with each tool. You can swap the stroke and fill
colors, set the color to no color, or set the colors to the
default colors. The Arrow tool provides you with options for
smoothing, straightening, rotating, and scaling objects. The
Rectangle tool provides an option for rounding corners. You
can set the size and shape of the Brush. The Eraser offers
several modes and a faucet that enables you to erase the
selected area. When using the Pencil, you can choose to
have straight lines, smooth lines, or free-form lines.
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with the Rectangle tool ([0]),
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([Z]), or you can erase with
the Eraser tool ([2)).
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EXﬁfﬁ To hide the Toolbox, click Window > Tools from You can click Windows => Panels = Fill to open the
the menu. To bring the Toolbox back, click Fill panel. The Fill panel enables you to select color,
Window => Tools again. gradients, or bitmap fills. You can create your own
gradients. You can click any bitmap in the Library as
a bitmap fill. You can click Windows => Panels =
Stroke to select a stroke color, style, or line weight.
Clicking Windows => Panels => Mixer enables you to
create colors.

Use the Hand tool to move the Stage. Use the
Zoom tool to zoom in on the Stage. You can also
click View => Zoom In to zoom in on the Stage,
or View = Zoom Out to zoom out. To change
the magnification, click View => Magnification
and select a magnification level.
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CREATE A SYMBOL

graphics, movie clips, buttons, and sounds among

movies. A symbol is a reusable graphic, button, movie
clip, or sound. Every Flash movie has a Library, which stores
symbols. When you create a symbol, it automatically
becomes part of the Library.

Creating and using symbols enables you to share

Graphics are static images. You can place graphics on the
Timeline of a movie, but you cannot attach ActionScript to
a graphic.

Buttons are interactive graphics that can respond to user
actions. You use ActionScript to give Flash instructions on
how to respond when the user clicks, rolls the pointer over,
or performs some other action in relation to a button.
Buttons have their own Timeline.

Movie clips are reusable animations that have their own
Timeline. You can place a movie clip on a button Timeline

to create an animated button. You use ActionScript to give
Flash instructions on how to respond when the user clicks,
rolls the pointer over, or performs some other action in
relation to a movie clip.

Symbols speed up the playback of your movies, because
the browser only needs to download them once. Using
symbols enables you to share graphics, movie clips, buttons,
and sounds among movies. You can set up permanent
libraries and link to items in the permanent libraries from
any Flash movie. You can open any Flash movie as a shared
library to make the library items from that movie available
to the current movie. Flash ships with several libraries
containing buttons, graphics, and movie clips that you can
use in your own movies.

You can create a symbol, import a symbol, or convert an
object on the Stage into a symbol. You create symbols in
the symbol-editing mode.

CREATE A SYMBOL

% Flash 5 - [Moviel]

[ Fle Edit iew | Insent | Modty Test Contral window Help =1 [k File Edit iew |nsert Modfy Test Control ‘window Help =|&lx|
Tools | & Scene ConverttoSymbal.. (8 @, 48, Tool: | & Seene ., B,
New Symbol... GO —— - F"F"F777577¢Y7 "7 =]
[? R Ty 10 15 20 26 20 36 40 45 | [T k &80 ‘TJ 5 10 15 20 25 a0 5 40 45 |m
Layer
s Mation Guide = I =
Q A Erame [F3
(O N| Remaove Frames Shift+F5 = ]
7 o || BB Kephame = bl C3[ o [rzoms [oos 4 | BN ||l ®l N 2eks [oss 9T O
—_— o Symbol Properties
© & Blank Keyirame F7 = © & =
[Elear Keplame: Shift+FE e |E||cle I oK
& o (Create Mation Tween 7o N
e = et Behavior: : Movie Clip Cancel
Scene Eutton
W g T
I BemoveSeene I Q (| Giraphic Help
Calors Colors
s b
o W 1
|75 75|
Options Options
n + | |l .
i) o | | (sl : .
BN BT B 3 ANS A W PR B2 B 3 A S A
Create a new symbol that can be used in multiple places NLIM NLIM

El Click Insert &> New
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B The Symbol Properties
dialog box appears.
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You can convert any selection on the Stage into a
symbol. To reduce the file size of your movies,
consider turning background images into
symbols so you can reuse them. To convert an
object on the Stage into a symbol, use the Arrow
tool to select the object. Click Insert => Convert
to Symbol to open the Symbol Properties dialog
box. Click to select Movie Clip, Graphic, or
Button as the behavior. Click OK.

When you create a symbol from a selection on the
Stage, the selection becomes an instance of the
symbol. You will no longer be able to edit the
object directly. To edit the symbol, you must move
to the symbol-editing mode. To move to the
symbol-editing mode, use the Arrow tool to select
the symbol and click Edit = Edit Symbols. When
you have completed editing your symbol, click

Edit => Edit Movie to exit the symbol-editing mode.
When you modify a symbol, Flash updates every
instance of the symbol in the movie. When editing a
symbol, you can use all of the drawing tools and
you can import content.
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CREATE AN INSTANCE

dramatically reduce the size of your Flash movie. An

instance is a copy of a symbol. Each symbol can have
an unlimited number of copies — or instances. You can
change the color, tint, size, shape, rotation, function, and
other properties of an instance. Changes you make to an
instance do not change the symbol itself or other instances
of the symbol.

Creating and using instances of a symbol can

Brightness refers to the relative lightness or darkness of an
image. Black has a brightness of -100 percent. White has a
brightness of +100 percent. Tint refers to the color or hue
of an instance, for example, red, blue, or green. Alpha refers
to the transparency of an instance. An instance with an
alpha property of 0 percent is completely transparent. An
instance with an alpha property of 100 percent is

completely opaque. You use the Effect panel to change the
brightness, tint, or alpha property of an instance.

An instance can have a behavior type of graphic, button, or
movie clip. Instances inherit their behavior type from the
symbol. To change an instance behavior type, use the arrow
tool to select the instance, then open the Instance panel. In
the Instance panel Behavior field, select from Graphic,
Button, or Movie Clip.

Using instances of a symbol dramatically reduces the file
size of your movie, because saving instances of an image
requires less space than saving a complete description of
an image each time you use it. You create an instance by
opening the Library and dragging the instance from the
Library onto the Stage.

CREATE AN INSTANCE
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You use the Effect panel to change the brightness,
tint, or alpha property of an instance. To open
the Effect panel, click Window => Panels = Effect.
Select Brightness and use the brightness slider to
set the brightness to a value between -100 and
100. Select tint to change color using a color

box or by setting Red, Green, and Blue values.
Select Alpha and use the Alpha slider to set the
brightness to a value between 0 and 100 percent.
Select Advanced to adjust both the color and
alpha values.

You can use the Instance panel to change the
behavior type of an instance. To open the Instance
panel, click Window = Panels => Instance or click
Modify = Instance on the menu. Use the Arrow
Tool to select the instance for which you want to
change the behavior. Use the Behavior field to
change the behavior of your instance.
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CREATE A BUTTON

movie. The user clicks a button to cause an action to
occur. For example, the user can click a button to
open a Web page.

Buttons enable you to add interactivity to your Flash

Buttons have four states: Up, Over, Down, and Hit. The Up
state is how the button appears to the user when the
pointer is not over the button. The Over state is how the
button appears to the user when the pointer is over the
button. The Down state is how the button appears to the
user when the user clicks the mouse while the pointer is
over the button. The Hit state defines the area that
responds to user actions. Make sure that your Hit state is at
least large enough to encompass the graphics used in the
other three states. You can make the Hit states larger than
the other states. The Hit state is not visible to the user.

CREATE A BUTTON

When you create a button, Flash presents you with a four-
frame timeline, with one frame representing each of the
four button states. To define the appearance of a button
state, you can create or import a graphic for each of the
four states. You can use any graphic or movie clip when
defining the appearance of a button state. You use movie
clips to create animated buttons. You cannot use another
button to define a button state. You can enable a button to
test it.

You use ActionScript to define the action that will occur
when the user clicks the button. You can use buttons to
analyze user input, respond to user input, load or unload a
movie, or perform a myriad of other tasks.
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Enabling a button lets you test the button. Flash
disables buttons by default, making it easier for
you to work with them while you create your
movie. To enable a button for testing, click
Control > Enable Simple Buttons. A check mark
appears next to the selection on the menu.
When you move your pointer over the button,
the Over state appears. When you click while
the pointer is over the button, the Down state
appears. To select an enabled button, use the
Arrow tool to draw a rectangle around the
button. To move an enabled button, select it with
the Arrow tool and use the arrow keys to move
the button around the Stage. To disable a button
after enabling it, click Control &> Enable Simple
Button again. When you are creating a movie, it
is best to leave your buttons disabled and only
enable your buttons for testing.

You can import the image you use to define a
button state. To import an image click File =
Import, locate the image you want to import,
and click Open.
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CREATE ANIMATION

move objects, fade them in and out, or change their
size or shape. You can animate objects independently
or have them move and change in concert.

You use Flash to create animation. You can rotate or

You create animation by changing the content of successive
frames. Flash utilizes two types of animation: frame-by-
frame and tweened. In frame-by-frame animation, you
place an image in each successive frame of the animation.
In tweened animation, you place an image in a start frame
and in an end frame. Flash then creates the images in the
frames in between by varying size, location, or other
attributes. Tweened animation utilizes significantly less file
space than frame-by-frame animation, because Flash stores
only the values for changes in the animation. With frame-
by-frame animation, Flash stores the values for each frame.

CREATE ANIMATION

The two types of tweened animation are motion and shape.
With motion tweening, you set the position, rotation, skew,
color, or size of an object in a start frame; then you change
the position, rotation, skew, color, or size of an object in an
end frame. Flash interpolates the frames in between. With
shape tweening, you draw a shape in a start frame and then
draw another shape in an end frame. Flash again
interpolates the frames in between, causing the shape in
the start frame to turn into the shape in the end frame.

The start and end frames of a tween must be keyframes. If
you change the number of frames between the start and
end frames, Flash automatically tweens the frames again.
You can tween instances and text.

£%Flash 5 - [Moviel:1]

—E] Click to select the
Keyframe in which you
placed the object.
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from the Library. . animation to end.
M If you draw an object on

the Stage, Flash automatically
converts the object to a
symbol and names the object
Tweenl.
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EX&E You can use the Frame panel to adjust a

tween. To open the Frame panel click
Modify => Frame from the menu.
FIELD FUNCTION
Label Give a label name to a frame.
Tweening | Select a tween type of None, Motion, or Shape.
Scale Select if tweening the size of the object.
Easing Type -1 to -100 to start the tween slowly and accelerate at the end.
Type 0 to 100 to start the tween rapidly and decelerate at the end.
Rotate Select CW to rotate the object clockwise. Select CCW to rotate the object counter
clockwise. Select Auto to rotate object once in the direction requiring the least motion.
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"3 Click Insert & Frame.

M A broken line appears on
the Timeline. The line
indicates that you have begun
a tween.

4 Move, adjust the size,
change the properties, or
rotate the object you want to
tween.

M An arrow line appears. An
arrow line indicates that your
tween is complete.
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ADD SOUND

and compress your sound

ou can add spice to your Flash movie by adding sound.
YFlash lets you loop, edit,

files and create sound effects.

You can import sounds. Imported sounds are stored in
the Library. Sounds can be either event sounds or stream
sounds. Event sounds are continuous play; they continue
to play regardless of what happens in the movie. Event

sounds must download compl

etely before they begin. You

synchronize Stream sounds with an event. Stream sounds

can begin playing before they

download completely.

Flash provides compression options that enable you

to control the quality and size

of sounds in your movie.

You set the compression options for individual sounds

by double-clicking the Sound
to open the Sound Properties
settings for all sounds in the P

icon in the Library
dialog box. You define the
ublish Settings dialog box.

In the Sound panel, you can choose a sound effect, a
synchronization type, and the number of times a sound
should loop. There are four synchronization types: Event,
Start, Stop, and Stream. When the playhead enters an Event
sound'’s frame, the sound begins and then plays in its
entirety. If an Event sound has not completed playing when
the movie stops, the sound continues to play. The Start
synchronization is the same as the Event synchronization,
except if the sound is already playing when the playhead
enters the frame, a new instance of the sound begins. The
Stop option stops the playing of a sound. Flash synchronizes
a Stream sound with an event; a Stream sound cannot play
longer than the number of frames it occupies. A Stream
sound stops when the movie stops.

ADD SOUND

El Click File = Import.

M The Import dialog box
appears.

] Click to select your sound
file.

M You may need to click [=]
to locate your sound file if it
does not appear in the Import
window.

—E] Click Open to open the
file.

3 Click the sound name to

M Flash sends the sound file
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é Click Play ([2]) to hear the

to the Library. sound.
— Click [@ to open the —id Drag the sound onto the
Library. Stage.

—ll The sound appears on the

select the sound. Timeline.
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EX&E The Effect field of the sound panel provides

the following sound effect options:

None No sound effect.
Left Channel The sound plays in the left channel only.
Right Channel The sound plays in the right channel only.

Fade Left to Right | The sound gradually shifts from the left channel to the right channel.

Fade Right to Left | The sound gradually shifts from the right channel to the left channel.

Fade In The volume of the sound gradually increases.
Fade Out The volume of the sound gradually decreases.
Custom Lets you create channel and fade effects.
\ J
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] Click Window => Panels = B The Sound panel appears. | Ed Click [2] to select a
Sound to open the Sound synchronization option.

L] Click [7] to select an
effect. 1 Type the number of times
the sound should loop.

panel.

B The sound is now part of
your movie.
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CREATE A MOVIE CLIP

ovie clips enable you to reduce the size of your
Mmovie by utilizing multiple instances of the same

clip. Movie clips are mini Flash movies with their
own Timeline and their own properties. You can turn any
Flash animation into a movie clip symbol and then use
multiple instances of the movie clip. To distinguish between
the multiple instances, you give each instance a name.

You can embed a movie clip symbol within a Flash movie.
Moreover, you can embed multiple instances of a movie
clip symbol within each other. You can place a movie clip
on the Timeline of the main movie or on the Timeline of
another movie clip. Creating a movie clip is easy. First, you
create your animation. Then you copy your animation and
turn it into a symbol.

To keep your file size down, use movie clips for repetitive
actions such as the spinning of a propeller on an airplane.
You can use ActionScript to manipulate movie clips to
create complex nonlinear interactive movies. See Chapter 7
for more information on working with the Movie Clip
object. You can change the position, appearance, and

other properties of a movie clip. See Chapter 3 for more
information on movie clip properties. Using a movie clip

to define the appearance of a button state enables you to
create animated buttons.

You can also change your movie clip into a smart clip. A
smart clip is a movie clip with ActionScript that designers
can reprogram without using ActionScript themselves. With
smart clips, designers who do not know ActionScript can
easily utilize its power.

CREATE A MOVIE CLIP
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Copy the selected frames to the frame clipboard MUM NUM

El Create an animation. El Click Edit = Copy Frames
to copy the frames you

Note: See page 14 for information on selected.

creating an animation.

A On the Timeline, select
every frame you want to
include in the movie clip.

—4 Deselect your selection by
clicking anywhere on the
Stage.

H Click Insert =& New
Symbol to open the Symbol
Properties dialog box.

I Click to select Movie Clip
as the behavior (O changes

to @).

] Click OK.

M Flash changes to the
symbol-editing mode.

3 Type a symbol name.
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Creating an animated button is easy. Start by

To distinguish between instances of a movie clip, you

creating your animation. Convert your animation
to a movie clip. Create a button. Use the animation
to define the Up, Over, Down, or Hit state.

must give each instance a name. To reference a
movie clip in ActionScript, in most cases the movie
clip must have a name. To name a movie clip instance,
use the Arrow tool to select the instance, click
Window => Panels &> Instance to open the Instance
panel, and then type a name in the Name field.

To select everything on every layer, click Edit =
Select All on the menu. To deselect everything
on every layer, click Edit => Deselect All. To select
a layer, click the layer name. To select a frame, d
click in the frame. To select a block of frames,
click in the start frame, hold down the shift key,
and then click in the end frame. To add to a
selection, hold down the shift key as you make
your selection.
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] Click in Frame 1 of Layer & Click Edit & Paste Frames. B Flash pastes the frames i@ Click the Scene button to

1 on the Timeline.

you copied into the Timeline
of the movie clip symbol.

exit the symbol-editing mode.

B Your movie clip appears in
the Library.
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CREATE STATIC TEXT BOXES

ext boxes enable you to include text in your movie, Flash gives you the ability to set the font, size, style, and
Taccept user input, and display dynamic text. You use alignment of your text, using the Text menu options. You

static text boxes to display text that will not change, can set the color of the font by using the color modifier.
dynamic text boxes to display text that will change, and .
input text boxes to request information from the user. Your You can use embe(.ided or device fonts. When you use a
text box can be single line, fixed width, or editable. Single font that you have installed on your system, Flash embeds
line text boxes expand as you type_ A round handle in the the font in the movie. Flash doe§ this to ensure that the font
upper-right corner of a text box indicates that the box is a will display properly as the movie plays. As an alternative to
single line text box. Fixed width text boxes wrap words as an gmbedded font, you can use a device font. When using
you type. A square handle in the upper right corner of a device fonts, Flash uses the font on the local computer that
text box indicates that the text box is a fixed width text box. most closely matches the ('Jevice font you chose. Because
Editable text boxes let you accept user input or dynamically Flash does not embed device fonts, they reduce your file
display text. A square or round handle in the bottom right size. Also, if the point size of your font is less than 10, using
corner of the text box indicates that the text box is an a device font can yield a crisper, sharper text. Flash supplies
editable text box. you with three device fonts: _sans, _serif, and _typewriter.

CREATE STATIC TEXT BOXES
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You can make your text selectable. Making text
selectable enables the user to click and drag to
highlight text in your movie.

You antialias your text to smooth the edges. To
antialias, click View = Antialias on the menu.
Antialiasing works best with larger fonts. If you
have large amounts of text, antialiasing can slow
down the playback of your movie.

You can set the alignment, margins, indents, and
spacing of your text boxes. You use alignment to
align your text with the left edge, right edge, or
center of the text box. You can also use the
alignment to justify your text. Use the margin
settings to specify the amount of space from the
edge of the text box and where the text begins or
ends. Use indent to specify where the first line of
text for each paragraph will begin. Use spacing to
set the amount of space between each line of text.
To set the alignment, margins, indents, and spacing,
click Text = Paragraph from the menu.
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—E] Click the Text tool ([A]) to
select it.

A Click in the color box
([®2)]) to select the color of
your font.

—H Click the Stage for a single
line text box or click the
Stage and drag for a fixed
width text box.

Note: See page 23 for information on
creating a dynamic text box, and page
22 for information on creating an input
fext box.

= 6 Type your text.

—id Click Text = Option to set
your text options.

B The Text Options panel
appears.

E Click Use Device Fonts to
use device fonts.

—E Click Selectable to make
text selectable.

—ll The text appears on the
Stage.
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CREATE INPUT TEXT BOXES

ou use input text boxes to request information from
Ythe user. You will frequently use input text boxes when

creating forms. Using the Text options panel, you
associate each input text box with a variable. Variables store
information. To learn more about variables, see Chapter 4.
Flash assigns the information the user types in an input text
box to the variable you specify. You can use ActionScript to
read the user input and respond to the user.

When creating an input text box, you can set several
options in the Text options panel. In the drop-down list,
select from Single Line, Multiline, or Password. Select Single
Line to display user input on a single line. If the text is too
long to fit in the text box, the text box will scroll. Select
Multiline and check the Word Wrap box to display the user

CREATE INPUT TEXT BOXES

input on multiple lines and have the input wrap at the end
of the box. If you do not select Word Wrap, Flash will move
to a new line when the user presses Enter. Select Password
to have asterisks display as the user types. This option
enables you to create a form with password protection.

Select HTML to save the formatting with the HTML tags.
Select Border/Bg to display a background behind and a
border around the text. Type the name you want to give the
variable in the Variable field. Type the maximum number of
characters the user can enter in the Max. Chars. field. Click
one or more Embed Fonts buttons to specify which font
characters Flash should embed.
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—El Click the Text tool ([A]).
1 Click to select a

font color.

E] Click Text = Options to
open the Text Options panel.

B The Text Options panel
appears.

3 Click [= to select Input

B Click [=] to select from
Single Line, Multiline, or
Password.

3 Type a variable name.

4 Click to select HTML,
Border/Bg, or Word Wrap.

Text from the drop-down list.

] Click the Stage for a single
line text box or click the
Stage and drag for a fixed
width text box.

M The text box appears on
the Stage.
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CREATE DYNAMIC TEXT BOXES

ou can use dynamic text boxes to display text that Select HTML to save the formatting with the HTML tags.
Yupdates or to display text in response to user input. Select Border/Bg to display a background behind and a
Using the Text Options panel, you associate each border around the text. Type the name you want to give the
dynamic text box with a variable. Variables store information. variable in the Variable field. Click to select Selectable to
Flash assigns the information in the box to the variable you allow the user to select the text. Click one or more Embed
specify. To learn more about variables, see Chapter 4. fonts buttons to specify which font characters Flash should
embed.

When creating a Dynamic text box, you can set several
options by using the Text Options panel. In the drop-down

list, you select from Single Line or Multiline. You can select EX&E If lect HTML wh lect )
Single Line to display output on a single line. You can select you selec when you selec
Multiline and check the Word Wrap box to display the text Dynamic Text or Input Text in the Text
on multiple lines and have the text wrap at the end of Option panel, Flash with create or save
the box. simple HTML formatting tags. This allows
you to save the font name, style, color, and
size associated with the text. The following
HTML tags are supported by Flash:
<A>, <B>, <FONT COLOR>, <FONT FACE>,
<FONT SIZE>, <I>, <P>, <U>.
CREATE DYNAMIC TEXT BOXES
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FLASH ACTIONSCRIPT

USING THE ACTIONS PANEL

to add interactivity to your Flash movie and to control

Flash objects. You can use ActionScript statements to
instruct Flash on how to respond to the user mouse clicks
and key presses, or you can use ActionScript to have your
movie respond to information provided by the user.

3 ctionScript is the scripting language that enables you

You can create ActionScript in the Action panel.
ActionScript is always associated with a frame, button, or
movie clip. Using the Arrow tool, you select the frame,
button, or movie clip with which you want to associate
ActionScript; then you open the Action panel. The Action
panel has two modes: Normal and Expert. In Normal Mode,
fields in a Parameters panel prompt you for the correct
statement arguments. In Expert Mode, you write and edit
your statements in a text box. Working in Expert Mode is
similar to using a text editor.

In Normal Mode, you can select statements from the
Toolbox list on the right side of the Action panel. The
Toolbox list divides statements into the following
categories: Basic Actions, Actions, Operators, Functions,
Properties, and Objects. You can double-click statements to
select them. You can also select statements by clicking the
Add a Statement button, which categorizes statements the
same way the Toolbox list does. You use the Delete a
Statement button to delete statements. The Parameters
panel prompts you for the arguments related to the
statements you select.

After you select a statement, the statement appears in the
Actions list on the right side of the Action panel. You can
change the order of statements by clicking the Change

the Statement Order buttons. The up arrow moves the
statements up. The down arrow moves the statements down.
You can also move a statement by clicking it and dragging.

USING THE ACTIONS PANEL

Dbject Actio x

51 Objest Actions| (2)|» 3 Object Actions| @ |r
| = Obiect Actions v|a _I ~ [ Object Actions v|&
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3 Double-click a statement
to select it.

B In the Toolbox list, click
the category name to display
the statements in the
category.
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I3 Click a statement from the
drop-down menu.

LE] Click the Add a Statement
button ([#) to display
statement categories.




GETTING FAMILIAR WITH FLASH

m You can write ActionScript by using a text editor and using
the #include action to call the text file that contains your
ActionScript. The syntax for the #include action is

#include "filename.as"

You can name your file anything you want. Use AS for the file
extension. The £ilename.as argument represents the relative
path to the file. If the movie file and the ActionScript text file
are in the same folder, the path is £ilename.as. If the
ActionScript text file is in a subfolder, the path to the file is
foldername/filename.as. When you test, publish, or
export your movie, the text file must be present. ActionScript
replaces the #include statement with the contents of the file.

Obje A 0 E3
1 Dbject Astions] @ |» 50 Objeat Atians] @ |»
+ [ =] Object Actions v|a 4| = |/ Obiect Actions T [~
EBasic Actions - on (release) | Basic Actions a on (release) |
Aetions gotoAndPlay (1); Aetians gotoAndPlay (1);
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Functions Functions
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Objects Objects
Lire 2: gotadndPlay (1):
Soene: Imurrenl soenes =
Tups: [Frame Number -
Erame: ||] -
- V¥ Goto and Flay
&| @ a
—H Click the Delete a [3 click = to open the M The Parameters panel E Click this Change the
Statement button ([F]) to Parameters panel. appears at the bottom of the Statement Order button ([¥])
delete a statement. panel. to move a statement down.
—ll The Action list displays the
script.
Statement Order button ([+] )

to move a statement up.




FLASH ACTIONSCRIPT

USING THE ACTIONS PANEL (CONTINUED)

the vertical splitter bar that appears between the

Toolbox list and the Actions list. You can expand or
collapse the Toolbox list by clicking the left or right arrow
button that appears on the splitter bar.

You can change the size of the Toolbox list by dragging

In Expert Mode, you type your statements in the Actions list
just as you would if you were using a text editor. You can
also add statements by selecting them from the Toolbox list
or by using the Add a Statement button. In Expert Mode,
there is no Parameters panel to prompt you for arguments,
the Change the Statement Order buttons are inactive, and
the Delete a Statement button is not available. In addition,
Expert Mode does not have a Basic Actions category.

USING THE ACTIONS PANEL (CONTINUED)

You can switch between Normal and Expert Mode.
Changing modes might change the format of your script, so
it is best to stick to a single mode per script. You cannot
convert Expert Mode scripts with errors to Normal Mode.
You can convert Normal Mode scripts with errors to Expert
Mode, but you must correct the errors before exporting the
script. When you switch from Normal Mode to Expert
Mode, Flash preserves the indentation and formatting.
When you switch from Expert Mode to Normal Mode, Flash
strips any white space you have added and any indentations
you have made.

50 Objest Actians| 2 [» 51 Objest Actions| @) |»
4| =/ Obiect ctions v/ . 4| =/ Obiect Actions v/~
Basic Actians N on (release) § Basic Actions N

Actions gotoAndPlay (1); Aotions

Operators T Operatars

Funations Functions

Froperties Froperties

Objects Objects

“F] Drag the splitter bar to
change the size of the
Toolbox list.

1 Click H to collapse the

Action list.
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In addition to Normal Mode and Expert Mode, the Options menu in the
Action panel offers several other features. Use GoTo Line to move to a
specified line in your script. Use Find to find a string of characters. Use
Find Again to continue your search. Use Replace to find and replace a
string of characters. Use Print to print your script. Choose Font Size from
the Options menu to select a small, medium, or large font.

Click Check Syntax to have Flash check your script for syntax errors.
Select Colored Syntax to have the various elements of your statements
appear in different colors. This helps you debug your code. When you
turn on Colored Syntax, keywords and predefined identifiers appear in
blue, properties appear in green, comments appear in magenta, and
quoted strings appear in gray. A check mark next to Colored Syntax
means it is on; no check mark means it is off.

Use Show Deprecated Syntax to have all deprecated syntax display in the
Toolbox list with green highlighting. This feature works only if you have
the Export Version in the Publish Settings dialog box set to Flash 5. If you
set the Export Version to Flash 4 or lower, ActionScript highlights in yellow
any syntax not available in the version you selected.
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- - v Momal Mode Clrl+M
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Export &5 File. Ctil+0
Frirt...
Calored S prtax
m H — H e
Fort Size 3
& - & -

{1 Click H to expand the
Action list.

or select options. add ActionScript.

B Click [ to change modes B Use the Actions panel to
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ASSIGN ACTIONSCRIPT TO A BUTTON

objects users can drag and objects that respond to

user input or perform myriad other tasks in response
to mouse clicks or pointer movements. You should assign
actions to the instance of the button — not to the Up, Over,
Down, or Hit frames on the button Timeline. If you assign
an action to a button instance, other instances of the
symbol are not affected.

3 ssigning actions to buttons enables you to create

When assigning actions to buttons, you must use a handler
to determine the mouse event that will trigger the action.
All button handlers begin with the word on and end with
the event to which the handler responds enclosed in
parentheses. In Normal Mode, Flash assigns the
on(release) handler by default.

The on (release) handler performs specified actions
when the pointer is over the button and the user releases
the mouse. The on (press) handler performs specified
actions when the pointer is over the button and the user

presses the mouse. Use the on (releaseOutside)
handler to perform specified actions when the user drags
the pointer outside the button area and then releases the

mouse.

You can use the on (rollOver) handler to perform
specified actions when the user rolls the pointer over the
button. You can use the on (rol1lout) handler to perform
specified actions when the user rolls the pointer over and
then outside of the button area.

Use the on (dragOver) handler to perform specified
actions when the user clicks the button, drags the pointer
away from the button, and then drags the pointer back over
the button. Use the on (dragout) handler to perform
specified actions when the pointer is over the button and
the user presses the mouse and then drags the pointer

outside the button area.

The on (keyPress, "key") handler performs specified
actions when the user presses a specified key.

ASSIGN ACTIONSCRIPT TO A BUTTON
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Show or hide the Actions panel NUM & oo

B Click Window = Actions
to open the Object Actions
panel.

BN Use the Arrow tool ([X]) to
select a button.

B The Object Actions panel
appears.

—E] Click Basic Actions.

LY Double-click On Mouse
Event to select a handler.

B ActionScripts defaults to
on(release).

A Click a check box to
select a handler.

B Use handlers to specify
when Flash should execute
ActionScript.
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ASSIGN ACTIONSCRIPT TO A MOVIE CLIP

have your movie perform a variety of tasks when the

3 ssigning ActionScript to a movie clip enables you to

user clicks or rolls the pointer over the movie clip. If
you assign an action to a movie clip instance, other
instances of the symbol are not affected.

When assigning actions to movie clips, you must use a
handler to determine the mouse event that will trigger the
action. All movie clip handlers begin with the word
onClipEvent and end with the event to which the handler
responds enclosed in parentheses. In Normal Mode, Flash
assigns the onClipEvent (load) handler by default if you
select OnClipEvent from the Action list or if you select an
action without specifying a handler.

The onClipEvent (1load) handler executes specified
actions the first time the movie clip appears on the
Timeline. The onClipEvent (unload) handler executes
specified actions in the first frame after you remove the
movie clip from the Timeline.

ASSIGN ACTIONSCRIPT TO A MOVIE CLIP

Use the onClipEvent (enterFrame) handler to perform
specified actions each time the playhead enters the frame.
Use the onClipEvent (mouseMove) handler to perform
specified actions every time the user moves the mouse.

Use the onClipEvent (mouseDown) handler to perform
specified actions when the user presses the mouse. Use the
onClipEvent (mouseUp) handler to perform the specified
actions when the user releases the mouse.

The onClipEvent (keyDown) handler performs the
specified actions when the user presses any key. The
onClipEvent (keyUp) handler performs the specified
actions when the user releases any key. The
onClipEvent (data) handler performs the

specified actions when ActionScript receives data.

You assign ActionScript to a movie clip by selecting the
movie clip and opening the Object Actions panel.
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Show or hide the Actions panel

[ [Nk

BB Use %] to select the

movie clip.

E Click Window = Actions
to open the Object Actions
panel.

B The Object Actions panel
appears.

] Click Actions.

E1 Double-click onClipEvent
to select the onClipEvent
action.

—H Click to select a handler
(O changes to @).
M Use handlers to specify

when Flash should execute
ActionScript.
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ASSIGN ACTIONSCRIPT TO A FRAME

actions execute when the playhead enters the frame.

This is useful when you want to use ActionScript to
initialize your variables, create a loop within a movie, or
perform other tasks on entry into a frame.

You can associate ActionScript with a frame. The

You must assign ActionScript to a keyframe. Keyframes
mark changes in the action and store ActionScript. By
default, the first frame in the Timeline is a keyframe. You
create additional keyframes by selecting a frame and
clicking Insert = Keyframe from the menu. If you try to
assign an action to a frame that is not a keyframe, Flash

ASSIGN ACTIONSCRIPT TO A FRAME

automatically assigns the ActionScript to the previous
keyframe on the Timeline.

You should place frame actions on their own layer. Frames
with actions in them display with a small a. For more on
layers, see page 4.

You can assign actions to a frame by clicking in a frame to
select it and then opening the Action panel. You use the
Action panel to enter your ActionScript. If you select
multiple keyframes, Flash dims the Action panel and you
will not be able to enter your ActionScript.
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K1 Click Insert > Layer to
create a new layer.
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create a keyframe.

B A new layer appears above
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Flash gives consecutive numbers to the frames in the
Timeline. When you are referring to frames in ActionScript,
labeling the frames is preferable to referring to a frame by a
frame number. If you add frames to or remove frames from
your movie, the frame numbers change, but a label
associated with a frame remains the same. Put frame labels
on their own layer. For more on layers, see page 4.

To create a frame label, select the frame to which you want to
assign a label, click Window = Panels => Frame to open the
Frame panel, and then type a label name in the Label field.
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to open the Frame Actions
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—H Click to select your
actions.

B Use the Frame Actions
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PUBLISH MOVIES

audience. You can present your movie in several

formats including a Flash movie for the Web; a GIF,
JPEG, PNG, or QuickTime animation; an HTML document;
or as a stand-alone executable for Windows or Macintosh.

Publishing your movie enables you to present it to your

You use the Publish Settings dialog box to publish your
movie. You select the formats. Flash assigns a default file
name. You can use the default name or you can assign a
filename.

When publishing your movie for the Web, you can set
several options including the order in which the layers load.
The Load Order option controls which layer Flash Player
draws first when the user plays the movie over a slow
modem or network connection. Additionally, you can select
the following options: Generate Size Report, Omit Trace
Actions, Protect from Import, and Debugging Permitted.

Selecting Generate Size Report creates a TXT file containing
detailed information on the size of each frame, scene, and
object in your movie. Omit Trace Actions causes Flash to
ignore any trace actions included your movie. For more
information on trace actions, see Chapter 13. When you
save your movie, Flash assigns the movie an FLA extension.
You can modify an FLA file. When you publish your movie
as a Flash movie for the Web, Flash assigns the movie an
SWF extension. Protect from Import prevents others from
importing your SWF file and converting it to an FLA file.
Debugging Permitted allows the activation of Debugger. If
you select this option, you can require a password for its
use. See Chapter 13 for more information on debugging.

A JPEG Quality slider is also available and enables you to
adjust the quality of JPEG graphics — the higher the quality
the larger the file size.

PUBLISH MOVIES
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— Click File = Publish
Settings to open the Publish
Settings dialog box.
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B The Publish Settings dialog
box opens.

E Click in the Type Boxes to
select file types ([] changes
to ).

—] Type in the Filename field

to change the filename.

I Click Use Default Names
to use the default filenames.

I Click the Flash tab to set

the options for the SWF file.
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To have your Flash movies load quickly, you want
to keep your file size as small as possible. Sounds
can increase file size significantly. You can adjust

If you change the width and height of your movie,
you can use the Scale option to place the movie
in the Web browser. Selecting default will display

the sample rate and compression of a sound to
reduce the file size. The lower you set the sample
rate and compression, the lower the quality of
sound, and the smaller the size of your file. You
may want to experiment to obtain a suitable
tradeoff between sound quality and file size.

your movie within the boundaries you specify,
maintaining the original aspect ratio. Selecting

No Border will display your movie within the
boundaries you specify; however, Flash will crop
the movie, if necessary. Selecting Exact Fit will
place the movie within the boundaries you specify,
but will not maintain the original aspect ratio.

When creating an HTML document to display a Selecting this option may cause distortion.

Flash movie, you use the object and embed
tags. Internet Explorer uses the object tag on
Windows, while the embed tag is used by
Netscape Navigator on Windows and the
Macintosh and by Internet Explorer on the
Macintosh. Internet Explorer for Windows uses
ActiveX to play Flash content, while all other
browsers use the Flash plugin.
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PUBLISH MOVIES (CONTINUED)

for sound files using the Sound Properties dialog box,

I f you did not specify the sample rate and compression

you can set them in the Publish Settings dialog box or
you can use the Publish Settings dialog box to override
previous settings. Use Audio Stream to set the sample rate
and compression for stream sounds. Use Audio Event to set
the sample rate and compression for event sounds.

You can select the version of Flash for which you want to
publish your movie. Actions available in Flash 5 may not be

available in earlier versions.

To play your movie in a Web browser, the movie must be
part of an HTML document. Selecting HTML as the format
in the Publish Settings dialog box creates an HTML
document that includes your Flash movie.

Flash provides you with several templates you can use to
create your HTML document. Pressing the Info button, in

PUBLISH MOVIES (CONTINUED)

the Publish Settings dialog box, provides you with a
description of each of the templates.

In your HTML document, you can have the size of the
movie match the size of the movie you created, or you can
specify the size in pixels or as a percentage of the original
movie.

The Publish Settings dialog box contains four playback
options. You can pause the movie until the user presses a
button or selects play from the shortcut menu. You can
have the movie loop when it reaches the last frame. You can
display a shortcut menu when the user right-clicks in
Windows or control-clicks on a Macintosh. And, in
Windows, you can use device fonts if the font you selected
is not available on the system of the user.

The Publish Settings dialog box also has options that enable
you to set the quality, window mode, alignment, and scale.

box appears.

LA Click [ to select a

Compression type.
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Sample Rate.

A Click OK to close the
dialog box.
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L=k u 75| I~ veride sourd settings |
Options I Options I
2 TETSOTT [T =T = Wersion: | Flazh 5 [
I H £ G H
5]0q W | Tﬁl 5]l Hep | :|;|
| 5|
R lEE | Boatman | |28 = EEAHSEAW
B The Sound Settings dialog | E& Click [] button to select a Click [=] to select the &3 Click the HTML tab to

version of Flash for which

display the HTML options.
you are authoring.



GETTING FAMILIAR WITH FLASH

£

You can use the code shown here to manually
add a Flash Movie to an HTML document.

<OBJECT CLASSID="clsid:D27CDB6E-AE6D-11cf-96B8-444553540000"
HEIGHT="100"
swflash.cab#version=5,0,0,0">
<PARAM NAME="MOVIE" VALUE="yourmovie.swf">
<PARAM NAME="LOOP" VALUE="false">
<PARAM NAME="QUALITY" VALUE="high">
<PARAM NAME="PLAY" VALUE="true">

<EMBED SRC="yourmovie.swf" WIDTH="100"
LOOP="false" QUALITY="high"

PLUGINSPAGE="http://www.macromedia.com/shockwave/
download/index.cgi?Pl_Prod_Version=ShockwaveFlash">

</EMBED>
</OBJECT>

HEIGHT="100"

CODEBASE="http://active.macromedia.com/flash5/cabs/

PLAY="true"

WIDTH="100"

2% Flash 5 - [1202birth.fla] a DZb =8 x
[NEEIR] Publish S ettings x|jg] =l Ee b £ etting B | =T |
Taols Fomts | Flash  HTML | oK L oot Formats | Flash  HTHL | oK 2.
(% & ; h g
o Template: |Flash Oniy Defaul) x| | Info PFublish - Template: |F\ash Onlp Defaul) | [_Info | Puhhshé I o
Q A Dimensions: [ atch Mavie hd ezl ¢ A Dimensions: [} atch Mavie > Cameel II_"
Width: Hgight: “idth: Height: =
oo 550 X |400 pirels o 550 ¥ |400 pixels 73
s 7 &
Flayback: | CausedAt Gtat ¥ Display Manu N Plaghack: [~ PausedAtStat W Display Meru H
@ & © &
W Loop ™ Device Font W ¥ Loop ™ Device Fant !
x - ) ]
Html T late Inf i i
— ml Template Info [x] | | = Qualiy: f{ High =l ||
UGS Mame: Flash Only (Defaul) 0K N Q. Window Made: [vindow = B
Colors H  Descriptior: [los an DBJECT and EMBED tag o Cancel :J Golors HTML Alignment: [ Default - :J
display Flazh.
Ll || 7 Scale. | Default (Show all - H
® H | ® H |Horizontal Wertical u
LS i H L[ Flash Aligrment: [ Center =] [center | i
Options || Dptians ||
|| ¥ Shaw waming Messages |
n Filename:  Defaul il Help (n o Hesed
»5|+¢ Help | —l;l #5|+¢ Help | —';I
v »
O = ]l -
100 =] @AM AW 1002 =l G AR S A M

—id Click [=] to set the
Template and Dimensions
options.

L Click to select the

M The HTML options appear.

& Click Info for a description
of the template.

—H Click OK to close the
HTML Template Info dialog
box.

M The dialog box closes.

B3 Click [=] to select the
Quality, Window Mode,
HTML Alignment, Scale, or
Flash Alignment options.

Playback options ([] changes

to V).

Click Publish to publish
your movie.

M Flash creates an HTML
document that you can use to
publish your movie on the
Web.
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INTRODUCTION TO ACTIONSCRIPT SYNTAX

Flash. ActionScript can consist of a single statement

or a series of statements. Statements provide Flash
with instructions. Statements execute from top to bottom
unless you issue a statement telling Flash to execute in
another order. You can use the if action and loops to
change the normal top to bottom order of execution.

3 ctionScript is the language used to communicate with

Like spoken languages, ActionScript has rules of punctuation
and grammar. These rules comprise the syntax of the
language. You must follow these rules for your script to
execute properly. For starters, each ActionScript statement
ends in a semi-colon. However, if you omit the semicolon,
the script will still compile successfully. You group
ActionScript into blocks of code. Enclose each block of
code in curly braces. Additionally, in ActionScript, only
keywords are case sensitive. For a complete list of
keywords, see Chapter 14.

INTRODUCTION TO ACTIONSCRIPT SYNTAX

An argument — also referred to as a parameter — is a value
associated with an action or function. These values clarify or
provide additional instructions to Flash. For example, you
use the gotoAndPlay action to tell flash to start playing a
movie. The gotoAndPlay action takes two arguments:
scene and frame. You use the scene argument to tell
Flash the scene you want to play. You use the frame
argument to tell Flash the frame in which you want the
movie or movie clip to begin playing. You separate the
arguments associated with an action or function with
commas and enclose them in parentheses. The values

you assign to an argument can be either a literal value

or an expression. Enclose literal values in quotes. Do not
enclose expressions in quotes. For example, gotoAndPlay
("Scene 2", 5) ; tells Flash to go to Scene 2 and start
playing the movie in Frame 5.

&% Flash 5 - [sailboat fla]

Frame Actions

=
Eg Eile Edit Yiew Insert Modfy Test Control | wWindow | Help & x 7 Frame Actions| @)|»
Todks | & Scenel New Window Curl+tlteN elhk) +| =|[Frame Actians -|a
[T k & O] Techbas Pl s s | Basic Actions B Joto
Taols
Yl [ ocio v L - @ oot
b A [ Boat P | 3 @ Py
[P Birds - m Panel Sete 3 @ sop
jopm D Clrurs . M Save Panel Layaut... = @ Togale High Guality
77 [+ & @ || 4@ Close Al Panels 3 @ stop allSounds
e e (- _ B Actions . CrivAltA o | % S::UHL :
[ Mavie Explorer g Chrlalbhd = emman H
& Output AT e @ LosdMavie
= T Detuagsr I % Unlaad Mavie
Tell Target
moQ Libray CurleL - @ KFramelsLoaded
Colars (G L EES ' @ OnMouse Event —
/H [Generaton Hojects J [ra—
[— 1 | Lascade e Operators
i W | i Tile L& eunes hd
Ling 1: gotadndPlay [1);
Ll | 1 02B4step fla | g 2l
Options v 2 saiboatfla Seens: [<curent scens: B
] I Te: [Framatiartor =
k|| ASTAVIS. o e e < e i |
N K| R | b W GotoandPlay
J_lmnv. - 0@ AN AL ® -

E Click Window = Actions
to open the Actions panel.

—n Select the frame, button,
or movie clip to which you

RO Al Note: If you associate an action with

a button or movie clip, the Object
Actions panel will open. If you
associate an action with a frame,
the Frame Actions panel will open.

M This example uses a frame.

—E Click Basic Actions.
—n Double-click Go To to

B The parameters panel
opens.

select the gotoAndPlay
action.



PROGRAMMING WITH ACTIONSCRIPT

EX&E An expression is any statement that Flash

evaluates and returns a value. For example,

with Flash you can store information in variables.
You can assign x = 2. X is the variable and 2 is
the value. Every time Flash sees the variable x, it
evaluates it and returns 2. X is an expression.
Mathmatical equations are also expressions.

The equation 2 + 3 is an expression. You can use
variables and properties to form an expression.
For example, x + 2 is an expression consisting

of the variable x and the value 2. The property
_currentframe returns frame number in
which the playhead is currently located. Both
_currentframe and _currentframe + 1 are
valid expressions. You can use expressions when
Flash asks for an argument. When using the
Action Panel in Normal Mode, if you are
entering an expression, select the expression
check box. If you are entering a literal value,

do not check the expression check box.

\ J

Frame Actions =] Frame Actions =]
0 Frams Actions| @[] TiMauie Explorer] 5 Frame Actions @[]
4| =|| Frame Actions s 4| =|| Frame Actions s
[E) Basic Actions ] gotoandr]ay ne 1", 1); [E) Basic Actions =] gotoandPlay ('Scena 13;

@ GoTo @ GeTo tellTarget ¢ 3]

@ Play A Flay }smp [SH

@ s A Seop N

@ Togals High Gusiiy A) Togale High Qualiy W)

@ StopAll Sounds @ Stop All Sounds

@ GerURL @ GerURL

@ Fscommand H @ Fscommand H

@ Load Movie @ Load Movie

@ Unload Mavie A) Unload Movie

@ TelTargst — ) TellTargst |

@ IFFrame Is Loaded A IFFramels Loaded

@ OnMouse Event u @ oOnMouseEvent u
Actions Actions
Operatars . Operatars -
[ Line 1: otetindPlay ("Scene 17,11 [ Line 2 telT arget ["sampleMC] §

Seene: f[Scene 1 ;" Target IsampleMEl [ Enpressian

Tupe: | Frame Number =l

Frame: [1 ;l

¥ GotwandFlay
@ a & a
Click [E to select Scene 1. M A semicolon ends the 3 Double-click Tell Target. B When you select
. statement. . Expression, Flash removes
B Quotes enclose the literal —d Type sampleMC in the thgquotes,
value. M Parentheses enclose the Target field.
arguments and a comma —E) Double-click Stop.

I select Expression if your
entry is an expression. B Curly braces surround the
block of code.

separates the arguments.
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s you create your Flash movie, you will want to test
A it to ensure that animations and scripts work
properly. You can test your movie in the authoring

environment, in the test environment, or in a Web browser.

To test your movie in the authoring environment, use the
commands on the Control menu. The Play option plays
your movie. The Rewind option returns your movie to the
first frame. The Step Forward option moves your movie
forward one frame. The Step Backward option moves your
movie backward one frame. Loop Playback causes your
movie to play continuously. The Play All Scenes option
causes all scenes to play. The Mute Sounds option causes
your movie to play without sound. By default, Flash disables
buttons and actions, enabling you to manipulate buttons,
movie clips, and frames as you work. Select Enable Simple

Buttons and Enable Simple Frame Actions to test buttons
and actions in the authoring environment.

When you click File => Save, Flash saves the movie you are

authoring in FLA format and appends an FLA extension to

the filename. To view your animation on the Web, your file
must be in its final format — the SWF format.

Not all animations and scripts work in the authoring
environment. You must export your movie to its final SWF
format for some animations and scripts to work. Clicking
Control = Test Movie from the menu exports your movie to
its final format, creating an SWF file in accordance with the
setting you choose in the Publish Settings dialog box, and
moves you to the test environment. Clicking Control=>Test
Scene from the menu also creates a SWF file. Control, Test
Scene enables you to test the current scene.

TEST A MOVIE

a boat.fla _[8[x £%Flash 5 - [boat.fla] HE ES
[ Elle Edit iew Insett Modify Test| Contol | Window Help ===l [ Eile Edit Wiew lnseit Modiy Iest | Contol window Help =] |
N RCEER 1 Play Enter &, B, T Tece & S 1 Play N Enter [%" )
[_ L il = Bewind CiikdlteR —— 4 .6 [_ L i = Bewind W Chk+dleR ———— % .s
3 & 5 0Ol 5 40 45 50 (] 3 CE\D" 5 40 45 50 1)
= ]-‘-‘-‘-1 Step Formard N - = Step Forward -
*__ StepBackwan - = [ Step Backward _— =
b A [@ frame + + O ol A Piame + + O i
Dwaer + » O Test Movie Ctr+Enter q - Dwater + » O Test Movie Ctr+Enter 1
O U5 L E|[[ - DebugMovie CieShiftsEnter | - L . . [ DebugMovie Cirl+Shift+Enter
7 o | BB o || 4] @ TestScene CtrleAR+Enter ] _'ﬁ & | EE E7 [[A]@[ | TestScene Cirbsts Enter IO
Loop Flaybacl 5 | Loop Playback 5
© & [TT  Play &l Scens - @ u Flay &l Scanes -
- + -
/ e [~ Enable Simple Frame Actions 2 [ Enable Simple Frame Actions
k] i Enable Simple Buttors ClrivAl+B L | J|__Enable Simple Buttans ChilAl+8
\ﬂ“} O\ [ 1] Mute Sounds J! WJ O\ [ 1] Mute S ounds
Colors — Eoiers —
7 NI E = - =
& u Y m
L= u 1] L /I [ 1]
Options ] 1 Bptions ] 1]
’ﬁ L] L 1] = ] L] L1l =
+5 |||l I D A5 =¢] | I >
o | 50 -] @ A= a W E =T =l 1@ A= a
[ [NOM [ [NOM
—K&l Click Control to display El Click Rewind to return to | [E Click Step Backward to k4 Click Enable Simple
the Control menu. the first frame. move backward one frame. Frame Actions and click Play
to test actions.

4 Click Step Forward to
move forward one frame.

] Click Play to play your

—B Click Play All Scenes and
movie.

click Play to play all scenes.

—ﬂ Click Enable Simple
Buttons to test buttons.
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Eij You can play your movie using the Controller To test your movie in a Web browser, click File &
Toolbar. Click Window = Toolbar => Controller Publish Preview > Default from the menu. Flash
in Windows or click Window => Controller on opens your movie in your default Web browser.

the Macintosh to open the Controller bar. The
Stop button will stop your movie. The Rewind
button will return your movie to frame 1. Step
Back steps your movie back one frame. Play plays
your movie. Step Forward steps you forward one
frame. Go To End takes you to the last frame.

&% Flash 5 - [boat_swf] HE R
[ch File Edit Miew |nset Modify Test | Contiol ‘Window Help éEile Edit ¥iew Control Debug Window Help =151 x|
Ry — Erer B Tooks [ R RN R TN KRR TR R
Fiewind ChledeFi im, jvels
D CE Al o B DL e 2atrmen
=) ™ Step Forward = =l Size: 1KB[1756E)
. Step Backward - — Duration: 42 fr(21.0s)
& A [P feme O 0 & A Freload: 1 fr (005
[ water + + O [ TestMovie ChibEnter 0 - Settings
O O [ DebugMovis CubShitsEnter [ | - O O i
W o m|[l. | 2 SD o Eanduwidth: 2400 B [ 1200 E#r)
)2l & || @&l &st Scene N rl+&l+Enter 11 |, .1 e
g g e e e A| g g
_ 7 Play &1l Soenes >
& I [ Enable Simple Frame Actions #3I
View [ Enable Simple Buttons Chilit+B e
Y 1 Mute Sounds L ey
Calors H - Calors
b =y 7
Y ] i Y ]
LT[l H i L1
Options [ 1 Options
,ﬁ Ll 1 L ,ﬁ
+5[ag||ld I J |t
507 B 5@ Al A D | =l -
[ M| [ [NoM]|
—E] Click Mute Sounds or m Click Test Movie or Test This is the test environment. M In the test environment,
Play to have your movie Scene to move to the test you can test your movie in
play without sound. environment. its final form.
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ENTER THE TEST ENVIRONMENT

reaches the frame will cause your movie to pause

until the data downloads. In the test environment,
you can view a graphical representation of movie
performance at various modem speeds. This enables you
to see which frames may cause your movie to pause.

3 ny data in a frame not downloaded when your movie

You select the modem speed you want to simulate. Typically,
the stated modem speed is higher than the typical speed a
user experiences. The Bandwidth Profiler estimates typical
Internet speed and calculates performance based on that
speed. For example, Bandwidth profiler uses 2.3KB/s for a
28.8 modem. The Bandwidth Profiler also has an option,
which enables you to specify the modem speed and set the
typical performance you want to test.

The left side of the Bandwidth Profiler displays the movie
clip dimension, frame rate, size, duration in frames and
seconds, and the preloaded frames in seconds. The right
side of the Bandwidth Profiler displays a graph. Each bar in
the graph represents a frame. If the bar is below the red
line, the frame will stream in real-time. If the bar is above
the red line, the frame must wait to stream.

You can use the streaming bar to simulate the number of
frames loaded and the frame currently playing. You can
click on any bar to display information about the frame.
You can also view a graphical representation of each frame.

The test environment also has options that enable you to
play, rewind, step forward, step backward, or loop the
playback of your movie.

ENTER THE TEST ENVIRONMENT

£%Flash 5 - [sailboat.fla]

£% Flash 5 - [sailboat. swi]

_|[d File Edit Miew Inset Modiy Tet| Control | Windaw Help =2 x| <y File Edit view Control | Debug | window Help — 3] x|
Teols g Scene 1 Play Enter é‘ @‘ Tacls Mouie: List Objects Cil+L Y T T I
—————— Bewind CukedleR L —— Dime: 550 List Yariables Chil+alt+
L &6 [ 36 40 45 |m LA Fr Rate: 501
s elome = Sefomes — e w117 144[1.2KB/5]
- Step Backward Duration: 120 8.8 B
4 A ||l Boat + v [ —— o & A Freload: 182 GBK [4.7 KB/s)
2 Birds =+ 1 L IASIED Setting:  Llser Setting 4
= N g 4 [23KB/s)
O U I3 e cof DT e —_I_l' . m Sl 240 |1egr Soting 5 (23K
7 & || BB W IEHEEER HARE nier L 7 & S e Setting 6 (2.3 KB/ B
Loop Playback :ﬁ = Customize. .
= 4+ PlayAliScenes K B © &
T
j o — Enable Simple Frame Actions ﬂJ' / o e e
(8] Enable Simple Buttons Crl+Alt+E ) -
i i 7 e
I”J O\ Mute S ounds I”J O\ Yu/-r—
Colors i i i i i i i i Calors v
71 = . J 71
3 ﬂ [ | E— 3 E R
W[5 [ W[
Optians Optians
" n
L = —_
eyt ; . o5
Euwoz | 8 AN & R W EI_I

—n Click Control = Test
Movie to move to the test
environment.

B Your movie plays
automatically.

—H click Debug and select the
modem speed at which you
want to test your movie.
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When in the test environment, you can quickly
move to the Actions panel by clicking Window =
Actions from the menu.

You can zoom in on your movie by clicking
View = Zoom In. You can zoom out by clicking
View Zoom Out. Set your movie quality by
clicking View = Quality from the menu.

You can choose to display the Status bar, Controller,
or Main toolbar by clicking Window = Toolbars
from the menu. You can use the Controller to play,
rewind, step forward, step backward, or loop the
playback of your movie. You can use the Main
toolbar to open a file. The Status bar displays the
state of the Caps Lock and Num Lock keys.

&% Flash 5 - [sailboat_swi]

"}Eila Edit | Wiew | Contiol Debug  Window Help

&% Flash 5 - [sailboat_swf]

Show Streaming | Ctrl+Enter
Streaming Graph Wy Cil+iG
v Frame By Frame Graph Ctrl+F _pl

Quality

|

Freload: 182 r[30:85)

=|=1 x| < Fle Edit ¥iew Contiol Debug Window Help == x|
Took Zeenin G [ o EEE T Tock e T R T A R A IR
Zoor Out [t [_ Dim: 50 & 400 pinels
& k M agnification 3 L3 k FiRate: B0 frisec 2k80
size: 17 KE(1209358) || 3pg
v Bandwidth Profiler Ctrl+B Duration; 120 fr [20.05) 2k8!

4008]

Tettings:

Stae.

s
i A
0 D Bandwidth: 2400 Bi= (400 B#r)
7 &
@ &

Options

(A
5524

—E] Click View = Show
Streaming to simulate the
streaming of your movie.

M Flash simulates the
streaming of your movie
at the modem speed you
selected.

—l The bandwidth profiler
provides you with information
about the dimension, size,
duration, and preload of

your movie.
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ADD COMMENTS

you are collaborating with others in its creation or

when your script is complex and you want to
document the purpose of each step. Adding comments is
also a good programming practice. The syntax for adding a
comment is

3 dding comments to your Flash movie is essential when

// comment or /* comment */.

You can precede single-line comments with // or you can
precede them with a /* and end them with a */. For
multiline comments, begin each comment with a /*,
precede subsequent lines with an *, and end with an */.
You cannot select the /* syntax from the Toolbox list in
Normal Mode. You can add comments to any button, frame,
or movie clip action. If you have colored syntax turned on,
comments appear in magenta in the Actions list. When you

execute your script, Flash ignores comments. When you are
debugging, it is sometimes useful to comment out sections
of code so you can execute the remaining code without the
commented section. This can help you locate problems.

You can place comments anywhere in your script.
Comments do not affect the size of your exported movie. A
frequent use of comments is documenting the writer of the
script, the date written, its purpose, and any revisions.

In Flash, you can also add comments to frames on the
Timeline. Here also, comments are useful when you are
working in a collaborative environment. Flash does not
export frame comments with the movie, so they do not
affect the size of the exported movie. You should put
comments on a separate layer.

ADD COMMENTS

£% Flash 5 - [boat fla]

Frame Actions

E} Eile Edit Wiew Insert Modify Text Control | ‘wWindow | Help _|&|x F Frame Actions| @)|»
Tools | & Scenel Mew window Chl+alt+H @ 8, ﬂjl TR =1
kR @ Ofp] & Teobas LA I R Basic Actians cated ah o
e _— v Tools = _+ Actions
[@ sun « o O Panels 3 1 =
¢ A @ frame e o [ Panel Sets 3 i J A) call
o d & i . o[l SavePanel Layout. . = |— A) comment |
@ || 4] @[ Close &l Panels 3 A) continue |
o Acti Ciri+Al+A =] @ delete
Actions rl+Alt+ -
© & Movie Explorar 1y Cirleltebt @ dowhle H
) Dutgut @ duplicatelovieClip
Wiew Debugger % else
else if
J"‘J Q Library Crl+L @ evaluate
= Common Libraries v @ ror
o Gerieraton Dbiects @ o
= [ NG = Cascads @ FsCommand
© = Tie B e =
L] I?I b H 1 Moviel [ Line:1: 4/ Created by dahn Smith
’ﬂms [ v 2boatfla Comment, IM—
ﬂ - v
»5 || [Led T v
EN i = 3 Al S a
Show o hids the fictions panel UM PN
—Kl Select the frame, button, M This example uses a frame. —E] Click Actions. 5 Type your comment.
or movie clip to which you

—E Click Window = Actions

want to add ActionScript. ]
to open the Actions panel.
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follows:

/* comment
* comment
* comment
*/.

You can add comments to Timeline frames. To
create a frame comment, create a comment
layer, select the frame to which you want to add
a comment, click Windows => Panel > Frame to
open the Frame panel, and type // followed by
your comment in the Label field.

You can also add comments using the syntax that

This syntax enables you to spread a comment
over several lines.

7 Frame Actians

ﬂjl Frame Actions

[E) Easic Actions

|»

Play
Stop |
Toggle High Gualty

Stop All Sounds
GetURL
FsCommand H
Losd Movie

Unload Movie
Tell Target

If Frame Is Loaded

[EFCREIOITOTORORE) (] ] €]

On Mause Event
@] Actions

Operators
L= Eunct =

| /S Created by John Smith
GoTo

| Line 2: stap [I;

Mo Parameters.

&% Flash 5 - [boat.fla]
| & File Edit “iew Inset Modify Test Window Help == %]
Tools | & Scenel Blay Enter @ A,
[_ Y Bewind ChldleR
3 35 40 45 |H<
- Step Forward =
Step Backward
AN _
Test Movie Ctrl+Enter
(o] Debug Movie Chil-Shift-Enter |
Test Scene Ctrl+Alt+Enter r
2 = a
Loop Playback =
© fé Flay &ll Scenes
s Enable Simple Frame Actjons
LS Enable Simple Buttons Ctrlelte
\ﬂ“} Q Iute Sounds
Colors
sm HEC
s i
L= [ 1
Options [ 1
W i 1 =
=54 {1d | -
5% E 5] Afley A W
Run the mavie in test mode: HUM

—B Click to select the
statements you want to
execute.

k4 click F to close the

Actions panel.

—E Click Control = Test
Movie to move to the test
environment.

B Test your movie.

Note: See page 38 for information
on testing your movie.

M When you execute your
script, Flash ignores
comments.
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STOP A MOVIE

continues to play unless you stop it. You can use the
stop action to stop a movie. The syntax for the stop
action is

3 s soon as you load a Flash movie, it begins to play and

stop(); .

The stop action does not take any arguments, so it has no
parameters. You can use the stop action to stop the main
Timeline or to stop a movie clip. If you want to stop the
main Timeline, simply issue a stop action. If you want to
stop a movie clip, the movie clip must be on the Stage, it
must have an instance name, and you must target the movie
clip. You name a movie clip in the Instance panel. For more

STOP A MOVIE

about naming movie clips, see Chapter 1. Targeting a movie
clip means you designate the movie clip on which you want
ActionScript to perform an action. For more about targeting
movie clips, see Chapter 10.

You can stop a movie or movie clip at any point. Movies
begin playing as soon as they load. You can stop a movie in
the first frame and have users press a button when they are
ready to start it. Or you can stop a movie at the end of a
scene and create buttons to determine the next scene to
play. You can assign the stop action to any button, frame,
or movie clip; however, you will most frequently use the
stop action when you want to use buttons to control the
action in your movie.

3;(: Flash 5 - [sailboat.fla] Frame Actions [x]
[ Fle Edit Wiew Inset Modiy Test Conbiol | ‘window | Help 18]l Ty Movie Explorer] 51 Frame Actions| &)l
Tools | & Scenel Hew Window CtrblteN @ I, | = Frame Actons ==
% & = ool Teobes P m % s || B e =] [tor OF
/ P Actio v Taols d @ GoTo
[ Boat o Ml Panels » ? Flay
oA BEﬁ:s . m|[]  PanelSets » - # stop ]
O O 9 Mt - Ol Save Panel Layout = ) Togale High Quality
7 BB o |[#]5  Close sl Panels » @ stop Al Sounds
. @ GerURL
— = B Actions . Ctrl+Alt+A =
> & [ Movie Explorer s Ctrlsdlt+ | \'P ] > @ Facemmand H
& . Tutgut ,.\I/l(L'N“ @ LuadMqu.
= e @ Unioad Movie
@ TelTarget
M Library CuilsL Y~ @ KFFrame s Loaded
— Common Libraries 0 @ cnblonseFent —
Gererstor Ohjects
/M Actions
J [— | Cascade — i J Operatars .
| mm oo
» Z b ! T 0 achon selecte
Options v 2 sailbost fla e Parameters
3 O
1 Il Il Il 1 1 1 1
0 L ML I o e .
K1 L >
EIEIWUZ =1 3 A D& A [ & o
—EB Click the frame, button, or | M This example uses a frame. —E1 Click Basic Actions. B The stop action appears
movie clip to which you want . . . . in the Action list.
to add AthJionScript 4 B Flash movies begin playing 1 Double-click Stop.
' upon load. —H Click X to close the

Note: This example uses file stop.fla, . . .
which you can find on the CD-ROM —H Click Window = Actions

that accompanies this book. to open the Actions panel.
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N
EX&& You can use a script similar to the one shown

here to stop a movie clip. In this example, the
script is associated with a button. The
on(release) action tells Flash to begin the
action when the user releases the mouse after
clicking the button. The name of the movie clip is
smallMC. The tellTarget ("smallMC")
statement tells Flash you want to perform an
action on the smal1MC movie clip. The

stop () action tells Flash to stop the movie clip
identified in the tellTarget action. In this
example, Flash stops smallMcC.

Example:
on (release) {
tellTarget ("smallMC") { stop ();
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environment. on Iést/nglj/oét];r movie stop action, the movie will

not play.
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PLAY A MOVIE

hen you stop a movie or movie clip, it remains
Wstopped until you explicitly issue a statement to

start it. You use the play action to start a movie.
The syntax for the play action is

play(); .

The play action does not take any arguments so it has no
parameters. You can use the play action to start the main
Timeline or to start a movie clip. If you want to start the
main Timeline, simply issue a play action. If you want to
start a movie clip, the movie clip must be on the Stage, it
must have an instance name, and you must target the movie
clip. You name a movie clip in the Instance panel. For more
about naming movie clips, see Chapter 1. Targeting a movie
clip means you designate the movie clip on which you want
ActionScript to perform an action. You can use the play

PLAY A MOVIE

action with tellTarget to start a movie clip. For more on
tellTarget, see Chapter 10. You can also use the
MovieClip object play method to start a movie clip. The
syntax for the play method is

instanceName.play () ;

Use the instanceName argument to specify the movie clip
you want to play. The following example starts sampleMcC:

sampleMC.play () ;

You can start a movie or movie clip, at any point. For
example, you can start a movie or movie clip when the user
clicks a button, when the movie reaches a specified frame,
or when the user presses a key. You can assign the play
action to any button, frame, or movie clip.

%f@ Flash 5 - [0204play.fla]
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B8 select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file play.fla,
which you can find on the CD-ROM
that accompanies this book.

M This example uses a button. 1 Click Window = Actions
to open the Actions panel.
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EX]I& You can use a script similar to the one shown in
this example to restart a movie clip. In this
example, the script is associated with a button.
The on(release) action tells Flash to begin the
action when the user releases the mouse after
clicking the button. The name of the movie clip is
smallMC. The tellTarget ("smallMC")
statement tells Flash you want to perform an
action on the smallMC movie clip. The play ()
action tells Flash to start the movie clip identified
in the tellTarget action. In this example, Flash
starts smallMC.

Example:
on (release) {
tellTarget ("smallMC") { play ();

}
}
\. v
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Click [= to close the —l When you click the Start
Actions panel. & Test your movie. Movie button, the movie

plays.
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JUMP TO A FRAME OR SCENE

the user the ability to move to a desired location at
will. The GoTo action has two options: Go To and Play
and GoTo and Stop. The syntax for the Go To action is

You can use the GoTo action to create loops or to give

gotoAndPlay (scene, frame) ;
gotoAndStop (scene, frame) ;

You use the scene argument to tell ActionScript the name
of the scene to which you want to send the playhead. The
scene argument is optional. If you do not enter a scene
name, the playhead goes to the specified frame in the
current scene. You use the frame argument to tell
ActionScript the frame to which you want to send the
playhead. It is best to use a label instead of a frame number
to identify the frame. Labels move with frames, but frame
numbers change if you add, remove, or change the location

of a frame. If you use a frame number to identify a frame, a
change in the frame number can cause an error in your
script. You use the Frame panel to create a frame label. For
more about frame labels, see Chapter 1.

You can use an expression to identify the frame you want to
go to, for example, gotoAndStop (_currentframe + 10).
The _current frame property retrieves the number of the
current frame. The example adds 10 to the current frame.

It tells ActionScript to move 10 frames ahead and stop

the movie.

You can use the GoTo action to create a loop by creating a
frame action that goes to a prior frame. By creating buttons
that take users to a particular frame or scene, you can

create movies in which users can jump from place to place.

JUMP TO A FRAME OR SCENE

%’(& Flash 5 - [D206jump.fla]
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Mo action selected.

Mo Parameters.

&8 Click the frame, button, or
movie clip to which you want
to add ActionScript.

] Click Window = Actions
to open the Actions panel.

Note: This example uses file

jump.fla, which you can find on

the CD-ROM that accompanies

this book.
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M This example uses a button.

1 Click [# = Basic Actions => M The on (release)

Go To to select the goto handler defaults.

action.
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EX{E{ If you select the GoTo action in Normal Mode,

you can select <next scene> or <previous
scene> in the Scene field to retrieve the
nextScene () or prevScene () actions,
respectively. The nextScene () action sends the
playhead to the first frame of the next scene and
stops the playhead. The prevScene () action
sends the playhead to the first frame of the
previous scene and stops the playhead.

If you select the GoTo action in Normal Mode,
you can select Next Frame or Previous Frame in
the Type field to retrieve the nextFrame () and
prevFrame () actions, respectively. The
nextFrame () action sends the playhead to the
next frame and stops the playhead. The
prevFrame () action sends the playhead to
previous frame and stops the playhead.
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in the Action list. label. Movie to move to the test on testing your movie.
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—3 Click [5 to select the —Id Click to select Go to and —ll When you click the
scene to which you want Play ([] changes to [/). K Test your movie. jump button, you move to
to go. . the scene specified in the
& ¥ Click X to close the 5P
. . goto action.
1 Click [E to selecta frame  Actions panel.
type.
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SET MOVIE QUALITY

lash uses antialiasing to smooth the edges of images. clicking the button turns it on. When a Flash movie is

With antialiasing, Flash displays crisp, clear images. viewed in the stand-alone player, clicking View => High

However, because antialiasing requires a faster Quality from the menu toggles antialiasing on and off.
processor, it can slow down the playback of a movie. You
can use the tOggleHighQuality action to enable users You can create an HTML file to publish yOur Flash 'mOVie on
to toggle antialiasing off and speed up the playback of the the Web. You can use Flash to create your HTML file by
movie. The syntax for toggleHighQuality is clicking File => Publish Settings and using the Publish

Settings dialog box. If you click the HTML tab in the Publish

toggleHighQuality () ; . Settings dialog box, you can set the Flash parameters for

the HTML document. Among the parameters you can set
is the quality parameter. The quality parameter

specifies the level of antialiasing to use when your movie
plays on the Web. You choose the level you want to use.

The toggleHighQuality action does not take any
arguments, so it has no parameters. Turning off antialiasing
affects all of the movies in the player. You cannot adjust the
quality of & single movie or movie clip. If you assign You can also set the quality of your movie manually by
toggleHighQuality to a button, users can toggle using the $QU variable. If you do not specify a quality value

antia“asing on and off by CIiCking the button. If antialiasing when you create your HTML document, Flash uses the
is on, clicking the button turns it off. If antialiasing is off, default setting of High.

SET MOVIE QUALITY
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—n Click the frame, button, or | B This example uses a button. —B Click [#] = Basic Actions >

movie clip to which you want Toggle High Quality to select

to add ActionScript. —H Click Wlndqw => Actions the toggleHighQuality
to open the Actions panel. action.

Note: This example uses file
quality.fla, which you can find on
the CD-ROM that accompanies
this book.
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OPTION

Low

When setting the quality parameter in the Publish Settings
dialog box, you can select from the following options:

DESCRIPTION

Favors playback speed over appearance. Never uses antialising.

Auto Low

Begins with antialiasing turned off. If Flash Player determines
that the processor can handle antialiasing, Flash Player turns
on antialiasing.

Auto High

Begins with antialiasing turned on. If the Flash Player
determines that the processor cannot handle antialiasing,
Flash Player turns off antialiasing.

Medium

Uses some antialiasing. Never smooths bitmaps.

High

Uses antialiasing in every instance. This setting favors
appearance over playback speed. If the movie does not
contain any animation, it smooths bitmaps. If the movie does
contain animation, if does not smooth bitmaps.

Best

All output is antialiased. This option does not consider
playback speed.
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action appears in the Action
list.

3 click the Quality button
to test your movie.

button toggles antialiasing
on and off.
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OPEN A WEB PAGE

a browser window and to pass variables to another

application. The getURL action is useful when you
want the user to move from your movie to another Web
page. The syntax for the getURL action is

You can use the getURL action to open a Web page in

getURL (url, window, variables) ; .

You use the URL argument to specify the Web address of
the page you want to open. You use the window argument
to specify the window or frame where the page will open.
Choosing _self opens the page in the current frame or
window, _blank opens the page in a new window,
_parent opens the page in the parent of the current
frame, and _top opens the page in the top-level frame of
the current window.

You can also use the getURL action to send variables to

an application at the specified URL. You can include the
variables you wish to send in your script, or you can use
dynamic and input text boxes to create your variables.

See Chapter 1 for more about dynamic and input text
boxes. See Chapter 4 for more about variables. You use

the variable argument to specify the method you wish to
use to send variables. In Normal mode, the Variable field

in the parameter pane presents you with three choices:
Send Using Get, Send Using Post, and Don’t Send. Use Send
Using Get to append a small number of variables to the end
of the URL. Use Send Using Post to send variables separate
from the URL. Send using Post enables you to send a larger
number of variables. Use Don’t Send if you do not want to
send any variables.

OPEN A WEB PAGE

&% Flash 5 - [0402_1.fla]
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Show or hide the Actions panel MU & -~

&8 Click the frame, button, or | M This example uses a
movie clip to which you want | button.

o add ActionScript ] Click Window = Actions

Note: This example uses file url.fla, to open the Actions panel.
which you can find on the CD-ROM
that accompanies this book.

K] Click [# = Basic Actions > M The getURL action

Get URL to select the getURL  appears in the Action list.

action.
M The on (release)

handler defaults.
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You can also open a Web page by creating a link
to the Web page in a text field. To create a link,
use the Arrow tool to select a Text field. Click
Text & Character from the menu to open the
Character panel. In the URL field, type the URL
to which you want to link.

You can use getURL to create menus. Simply use
the getURL action with a series of buttons. You can
easily create many types of menus using Flash. For a
rollover menu use the botton on rollover
handler. Use can use the _visible property to
make menu options visible on press or on rollover.
You can also display images on the screen when the
user rolls over the menu option.

% Flash 5 - [0402_1 fla]

70 Object Aotions| @[k |[2 Ele Edt View Inset Modiy Tewt | Contiol [Window Help =13 x|
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getURL Chcto v o - -
S— T . A Siep Backwerd =
(ROTEL208 Test Movie R Ctrl+Enter
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Loop Playback =
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&3 Enable Simple Frame Actjons
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ﬂly Q Mute Sounds
Colors [ J
4 11l New Web Page
= ©
Line 2: getURL ["http: /fvaww baycongroup.com'’, **_blank"]; L)) )
URL: |[http:tiwim bayeangroup.com I~ Expressidn Options
sindow: | blank ;l I~ Expressidn W -
Yaristles: [ send = *5¢| l;l‘ | )]
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@ a Run the movie in test mode MM

1 Type the URL to which
you want to go.

B click [= to select the
window or frame in which
the page will open.

3 click [ to select the
method you want to use to
send variables.

Click [XIto close the
Actions panel.

—E Click Control = Test
Movie to move to the test
environment.

1 Click the New Web Page

button to test your movie. Web

page.

Note: See page 38 for information
on testing your movie.

M You can click the New
Web Page button to open a
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COMMUNICATE WITH THE FLASH PLAYER

lash Player is a stand-alone projector that you can use quit, exec, fullScreen, allowScale, and showMenu.
Fto view Flash movies. Flash Player enables you to view You can use argument parameters to specify the arguments
Flash movies outside of Flash without a Web browser. associated with the command you want to execute. The
Flash Player is a stand-alone player, similar to a movie qguit option closes the projector window. The exec
projector. If you have Flash Player, you do not need anything command starts an application from the projector. You can
else to view your movie. You can create movies specifically use the path to the application as the argument. The
for Flash Player. Simply select Windows Projecter or fullScreen command controls the size of the projector
Machintosh Projector in the Publish Settings dialog box. screen. You can use true as the argument for full-screen;
use false for normal view. The allowScale option
Flash player has a filename of FlashPla.exe in Windows controls the scaling of the movie. You can use true as the
and FlashPlayer on a Macintosh computer. You can use argument if you want the animation to scale with the size of

the £scommand to communicate with the Flash Player. The

] the screen; use false if you do not want the animation to
syntax for £scommand is

scale with the size of the screen. The showMenu command
controls the right-click menu and the menu bar. You can
use true as the argument to display the menus; use false
to hide the menus.

fscommand (command, argument) .

You can use the command argument to tell ActionScript
what command you want to execute. You can choose from

COMMUNICATE WITH THE FLASH PLAYER

&% Flash 5 - [0209fsc.fa] Obje
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—n Click the frame, button, or | B This example uses a button. —B Click [#] = Basic Actions = M The parameters panel
movie clip to which you want L Click Window = Actions FSCommand to select the opens.

to add ActionScript. X fscommand action.
P to open the Actions panel. M The on (release)

Note: This example uses file fsc.fla, handler defaults.
which you can find on the CD-ROM
that accompanies this book.
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ﬁxﬁt{ You can also use the fscommand to send

messages to a scripting language such a
JavaScript. You can pass any two arguments using
the £scommand action to any JavaScript function
that handles the £scommand action. The
command and argument parameters send the
arguments to the JavaScript function Fscommand.

The £scommand action invokes the JavaScript
function moviename_Dofscommand. If you
publish your movie using the Flash with
fscommand template in the HTML Publish
Settings dialog box, the movie’s Name and ID
attributes will be the filename.

Actio =
0 Object Actions] 2 »

ﬂjl Object Actions v a

Basic Astions B

Full Screen

Actions

Operatars
Functions
Froperties
Objects

Line 2: fscommand [ fullzcreen”, "tue”);

Command: [ fullscreen ™ Ewpression

Arguments: [[irue u

Expression

M The f£scommand action Type a command in the 8 Open your Flash Player
appears in the Action list. command field. and test your movie.

Click [=] to select a Type an argument in the B Your movie plays.
command for a standalone argument field.

player. Publish your movie.

l You can click the Full
Screen button to change your
movie to full screen mode.
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CREATE OBJECTS USERS CAN DRAG

users can drag. Any movie clip or button can be

You can use the startDrag action to create objects
draggable. The syntax for the startDrag action is

startDrag (target, lock, left, top,right,bottom)

Use the target argument to specify the path to the movie
clip or button you want to make draggable. You can use the
this keyword as the target argument. Using the this
keyword makes the object to which you attach ActionScript
draggable.

Use the 1ock argument to specify the Boolean value true
if you want Flash to lock the pointer to the center of the
object as the user drags. Use the Boolean value false if
you want Flash to lock the pointer to the point at which the
user pressed the mouse button. The 1ock argument is
optional.

CREATE OBJECTS USERS CAN DRAG

Use the left, right, top, and bottom arguments to
specify the rectangle within which the user can drag the
object. You specify the area by using the number of pixels
from the top and left borders of the movie. The upper left
corner of the movie has a value of 0, increasing as you move
downward. The upper left corner of the movie has a value
of 0, increasing as you move across. These arguments are
optional.

Only one object can be draggable at a time. An object
remains draggable until you execute a stopDrag action or
another startDrag action. You use the stopDrag action
to stop the current drag operation.

The syntax for the stopDrag action is stopDrag () ; . The
stopDrag action does not take any arguments, so it has no
parameters.

Object Actions ~ | x] Dbject Actio x
El evaluate Esceev @ II me @k
for Esc+r
1] 4| = || Object Actior b +| = || Object Actions |
Eals\cAchnns » for.in Esef J_‘ JJ' : J_‘
FSCommand Esc+fs Basic Actians N on (release) __
B function Esctfn Actions startbrag (this);
WEEEE Ol E— s ¥
Functions 3
Proetios , golo Esc+go Funetions
s o L Escl Fiapatics
ifFrameloaded Esc+l Objects
includs Esc+in
loadtavie Esc+lm
loady/ ariables Esc+lv H
on Escon
ahllipEvent Escioc
play Esc+pl
print Esc+pr
removetovieClip  Escm
retum Escit
set variable Escesv L
’m setfroperty Eic o Ling 2: startDrag [this):
Mo Parameters stop WS Escest Target: !Lhil ||7 Expression |
slongISounds ES“S; [~ Constaintorectangle L | 5:|
o o I Lok moussiacens T | e
toggleHightuality  Esc+tg
- @ a @ o

n Click a button.
A Click [# = Actions =

startDrag to select the
startDrag action.

M The startDrag action
appears in the Action list.

B The Parameters panel
opens.

—E1 Type this in the Target

1 Click Expression.

E click on (release).

field. M The handlers Parameters

panel opens.
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EX&{ There are many uses for draggable objects. You

can create a draggable object and use it as a
scroll bar. The user can use the scrollbar to scroll
through a block of text.

You can also use a draggabe object to increase or
decrease the volume and panning of sound. For
example, as the user drags the bar to the right,
your sound can pan to the right speaker. As the
user drags the bar to the left, your sound can pan
to the left speaker. You can increase and decrease
the volume as the user drags the scroll bar.

\ J
Dbject Actions | x] Dbiject Actio - x
@ Object Actions| @[] [EpteveEploe] 7 evaluate Escee @[r
+| = [Obiect Actions S e BT peet v|a
EET = [ B e FSCommand  Escefs ]
- startbrag (this); I Bain  hO CCRTS);
s ¥ Operalors ¥ ey Escemu
Functions 3
Functians 5 " gota Esc+go
toperties ¥
Froperties e , Escsf
Objects iFrameloaded  Esoel
inchude Esc+in
Inadt ovie Esc+im
H loady ariables Esctlv
oy Escron
anlipEvent Escroc
play Esc+pl
print Escpr
remavetovieClip  Escerm
Tetum Escet
¥ set variable Escrav
= = setProperty Esctsp
‘LII’VB1 an [press] { Line 1: an [press] { starlDrag Eooedr
Euent I~ Rall Ouer Euvent: [ Press  stop Esc+st
™ Fioll Ot ™ Belea stopAllS ounds Esc+ss
I Felease Dutside ™ DragOver l Helea
[~ KeyPress ™ Dragou I keyp tellTarget WS Escett
toggleHighQuality  Esc+tq
& a - & a
Click to select Press ([] 4 Click to deselect Release Y Click [ = Actions = El click on (release).
changes to [v]). (W] changes to []). stopDrag.

B The handlers parameters
M The stopDrag action panel opens.
appears in the Action list.

CONTINUED }
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CREATE OBJECTS USERS CAN DRAG

(CONTINUED)

create an object that is draggable when the user clicks

on it and and remains draggable until the user releases
the mouse. You must begin by creating a button. However,
because you cannot target a button, later you will turn the
button into a movie clip. Use the startDrag action with
the on (press) handler to make the object draggable
when the user clicks it. Decide the name you are going to

Frequently when creating a draggble object, you want to

assign the movie clip. Use that name as the target argument,

or use the this keyword. Use the stopDrag action with

the on (release) and on (rollout) handlers to stop the

action when the user releases the mouse.

Select the button on the Stage. Use the Symbol Properties
dialog box to make the button a movie clip. If you targeted
a movie clip, name the movie clip the name you targeted in
the startDrag action.

CREATE OBJECTS USERS CAN DRAG (CONTINUED)

The startDrag and stopDrag actions are used to create
sliders, scrollbars, panels, and many other draggable objects.

You use the _droptarget property to retrieve the name
on the instance on which the last draggable object was
dropped. The _droptarget property returns the absolute
path of the instance using slash notation. For more
information on absolute paths and slash notation, see
Chapter 10. The syntax for the _droptarget property is

instanceName._droptarget;

Use the instanceName argument to specify the name of
the instance that was the target of the startDrag action.
You use the _droptarget action when you want your
script to respond based on where the user placed the
draggable object.

s Movie Explorer| i Objest Actions|

_ . File Edit Wiew | Insert

%’% Flash 5 - [0210drag.fla]

Modify  Test Control ‘window Help =2 x|

6]
4| = Obiect Actions |+
Basic Actians - an (pressy 1
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CObjects
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¥ e
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I KeyFress: ™ DragOu
&
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10 15 20 % 30 6 40 45 |H
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@ A Erame F5
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7 || BB Kephame - Bl 1 [2oks [ 0os 4 |
Blank Keyirame F7 -
© & Clear Keyhame Shilt+F6 B
j 2 Create Mation Tween
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1 o
U Q BemoveSoene ‘
Colors i+~ a —— !
sm =] 5 bol Properis [<] ,J
[y : Hame: oK. |
[ _% [Symbor || |
La)|E ] Behavior. & Mavie Clip Caneel o
Opticns £~ Button
’ﬁ £ Graphic &I
»5=¢ ————— — —— _';I
[l »
PE ﬁ' -

BE AL & e [

K3 Click to select Roll Out B Click [X to close the
(] changes to ). Actions panel.

—ll On Release is preselected.

—m Click Insert = Convert to

13 Type a symbol name.

A Click OK.

Symbol to open the Symbol
Properties dialog box.
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EX&& The script in this example constrains to 50 pixels over and 50 pixels
down from the upper left corner of the Stage area in which the user
can drag a button. The on (press) action tells Flash to perform an
action when the user presses the mouse while the pointer is over a
button. The startDrag action is the action Flash performs. The this
keyword tells Flash to make the object to which the script is attached
draggable. The false argument locks the pointer to the point at
which the user pressed the mouse button. The 0, 0, 50, and 50
arguments specify the area in which the object can be dragged. The
on (release) and stopDrag arguments deactivate the drag action
when the user releases the mouse.

Example:
on (press) {
startDrag (this, false, 0, 0, 50, 50);
}
on (release) {

stopDrag () ;

%"@ Flash 5 - [0210drag fla - Library] % Flash 5 - [0210drag swf] ME R
_J:é File Edit View Insert Modify Test| Contol | Window Help =|=1 x| "} File Edit ¥ew Contol Debug Window Help == x|
Tocls | €, Scenel [ Cor Button Eley i 2. 4.
[T i . Fewind CrlesleeRy L — -—
=1t N
e Step Fonyard .
s B
LA Test Movie L Ctrl+Enter
oD Debug Movie IS CtikShiftsEnter =
/ 6? B i Test Scene Chil+Alt+E nter »
_ Loop Playback )
> © ‘@ Flapall Scenes _I >
&0 Enable Simple Frame Actions
Enable Simple Buttons Chrk+és/t+B
Mute Sounds m
o& ' -
= B &S AfS A 0
8 Click Control = Test Note: See page 38 for information 8 Click on the instance and M Your movie clipis
Movie to move to the test on testing your movie. drag to test your movie. draggable.

environment.
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PRINT A MOVIE

print a movie or a movie clip. Use the print action to

print Flash movies as vector graphics. Use the
printAsBitmap action to print Flash movies as bitmap
images. If you print a movie as a vector graphic, the artwork
scales and prints clearly at any size. If you print a movie as a
bitmap, the artwork does not scale and might not print
clearly. If you use alpha transparencies or other color effects
in your movie, you cannot use the print action. The syntax
for the print and printAsBitmap actions is

You can use the print and printAsBitmap actions to

print (target, "bounding")
printAsBitmap (target, "bounding")

You can use the target argument to specify the level or
target path of the movie or movie clip you want to print.
For an explanation of levels and target paths, see Chapter 10.
Use the bounding argument to tell Flash how to print each

frame. Use bmovie to tell Flash to use the area of the
object in a specific frame as the area to print. Select the
object used to define the print area and label the frame #b.
Use bmax to have the size of the content in each printed
frame determine the print size of each frame. Use bframe
to have each printed frame fill the printed page.

By default, all frames print. If you want only specific frames
to print, give a label of #p to each frame you want to be
printable.

ActionScript sometimes needs to substitute

print and printAsBitmap with printNum and
printAsBitmapNum, respectively. If you are entering
your script in Normal Mode, ActionScript makes the
substitution automatically. For an explanation of why
ActionScript makes this substitution, see the Appendix.

PRINT A MOVIE

% Flash 5 - [0211print.fla]

Dbie -

[ Eile Edit Miew Inseit Modfy Test Control | window | Help =15 %] l Object Actions| break Esc+br @[r
Tools 2 Seene 1 Mew Windowe Crl+lt+h | — | Obectactir <31 Esttca ~ =
& E. g‘ B ” A‘ " D comment Esc+id J—l
Taslbare L E R R R e — continue Esceco
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Save Panel Layout... B Obiects » Blss ) ESE*‘E!
i) & || 4] Close Al Panels > A Eusa
@ doete evaluate Esceew
Actions A Ctrl+Alt+A d . for Escefr
© & Movie Explorer 1y Cilrltet @ o e fewin Eocsfi
e o @ duplicatehdovi -
izt @ e FSCommand Esc+s
iew Debugger @ eleeit function Esc+fn
else
m Qo Leray Cid @ wne TR Eicig
Comman Libraries » gotor Escigo
Colors @ for i [
[Generaton Objects: @ L Sl
71 or-in iFrameloaded  Escel
o m Cascade @ Fscommand gy ge Esatin
= Tig LB tecien— |gaghiouie Escelm
|7 v 102 it fia Mo action selected  pady arisbies Escshe
Options 2 piintfla Mo Parameters. an . Esc+on
@ 30205012y fla - o‘nChpEvanl Escwlc
play scHl
;g|..(| 1 | 3
A_LAIE =1 i} A Dl & A temoveMovieClip  Esc+m
Shaw or hide the Actions panel NUM hd IS

—n Click the frame, button, or
movie clip to which you want
to add ActionScript.

B This example uses a
button.

—E Click Window > Actions
to open the Actions panel.

Y Click [ = Actions =
Print to select the print
action.

M The on (release)
handler defaults.

M The print action appears
in the Action list.
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EX&E The user can print a Flash movie by using the Print A movie clip must be on the Stage and
command on the Flash Player context menu or by have an instance name to be printable. A
clicking File = Print from the stand-alone player menu. movie must be fully loaded before it can
The user activates the Flash Player context menu by print. You can use the totalframes and
right-clicking in Windows or by pressing Ctrl-click on a _framesloaded properties to determine
Macintosh. By default, Flash Player prints all frames on if all the frames have been loaded.
the main Timeline. If you use the frame label #p, Flash J

prints only frames labeled #p. If you use the frame
label #b, Flash uses that frame as the print area. If you
have not labeled a frame #b, Flash Player uses the
Stage as the print area. If you do not want your movie
to be printable, label a frame !#p to dim the print
command on the Flash Player menu. Your users must
have Flash Player version 4.0.25 for Windows or version
4.0.20 for Macintosh to take advantage of any print
functionality you add to your movie.

\. J
Object Actio %’{q Flash 5 - [0211pnint_fAa]
50 Object Actions] @) _ [FA File Edit View Insett Modiy Test | Contiol | Window Help —|8] x|
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I 5 nthum €0 I 3 - en Earwar . =
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@ ocomment O O Diebug Movie RS CiibGhift+Enter =
@ continus F— 7 o BB = TestGeens ChbAIE ter a0
@ delete
) Loop Playback. -
% :DTh":M - H 2 ‘é Play Al Scenes _I
S——
@ ee Gl Enable Simple Frame Astions
@ eieit s Enable Simple Buttans Chlei+B
@ eualuste moQ Mute Sounds
@ for Colors
@ forin 7 H J
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P, - o I
‘LineZ printhurn (0, "brovie']: L))
Etin: ETE
Location: || Level =i° ¥ Espressidn ,ﬁ -
Bounding IMDule ;” "$|"(| 4| | :
PRl S =l E @A S AW
@ o Aun the movie in test mode MNUM
[ | |num]
—n Click [=] to select a print ﬂ Click [=] to select a —B Click Control = Test M You can print your movie
method. bounding method. Movie to move to the test from the test environment by
. . . environment. right clicking in Windows or
B C.Ilck [=] to select a print ‘C|1Ck to close the . . by Control-clicking on a
location. actions panel. EX print your movie.

Macintosh to bring up the

Note: See page 38 for information context menu. Select Print
on testing your movie. from the menu.
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CHECK FRAME LOAD

the download of movie contents to the local computer
has completed before you trigger an ActionScript
statement or series of statements. Developers frequently
use the i fFrameLoaded action to keep the movie from
beginning until the browser has downloaded the entire
movie contents. The syntax for the i fFrameLoaded
action is

You use the i fFrameLoaded action to make sure that

ifFrameLoaded (scene, frame) {
statement; };

The scene argument is optional. Use it to specify the scene
whose download you want to check. Use the frame
argument to specify the frame number or frame label that
Flash must load before Flash executes the statement. Use
the statement argument to specify the statement or series
of statements to execute.

You can create a preloader with the i fFrameLoaded
action. A preloader is a short animation that plays while the
rest of the animation is loading. For example, you can
create a preloader that reads, Please Wait... Movie Loading.
The preloader stays on the screen until the specified frames
have downloaded completely. After the specified frames
have downloaded, the rest of the animation begins. When
using a preloader, place the preloader in the first frames on
the Timeline. You can use the gotoAndPlay command and
create a loop that executes until the necessary frames have
loaded. See page 48 for more about gotoAndPlay.

You can also use the _framesloaded property with an i f
statement to make sure the download of movie contents to
the local computer has completed before you trigger an
ActionScript statement or series of statements.

CHECK FRAME LOAD

£%Flash 5 - [0212l0ad.fla]
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GEEEIEREE@@®E®

Seene: |[<current scene>

Tupe: || Frame Mumber

L fledle

Erame: |[40]

&8 Click the frame, button, or
movie clip to which you want
to add ActionScript.

M This example uses a frame.

1 Click Window = Actions
to open the Actions panel.

—E] Click Basic Actions to

—ﬂ Double-click If Frame

—E Click [H to select a scene.

A Click [E to select a frame
type.

¥4 Click [E to select a frame.

open the Basic Actions
category.

Is Loaded to select the
ifFrameLoaded action.
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shown here.

Frame |
ifFrameLoaded (60)
gotoAndPlay (3) ;

Frame 2
gotoAndPlay (1) ;

back to frame 1.

You can create a preloader using the script

Place your preloader in frame 1. Each time the
playhead enters frame 1, it checks to see if frame
60 is loaded. If frame 60 is loaded, Flash goes to
frame 3 and begins playing the movie; otherwise,
Flash goes to frame 2, which instructs it to loop

F Frame ctions,

&% Flash 5 - [0212load fla]

type.

—E1 Click [= to select a scene.
1 Click [ to select a frame

B Your movie plays after the
specified number of frames
have loaded.

Movie to move to the test
environment.

Gif» [iL File Edit View lrwet Modify Test| Conbol | Window Help == x|
ﬂj‘ Frame Actions v a Tools | & Scenel Play Enter @ £,
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N ;e -
@ B s A LD | SteeBaskuad ; J
@ s @ frame PR TestMovie N Ctrl+Enter i
@ Toggle High Gualin O Ol wwew - -1 Debughovie kS Chib+Shift+Enter =
@ Stop Al Sounds f 6? B = Test Scene Chil+Alt+Enter _>|
@ metumL
Loop Playback ‘
% FaCommand H @ & [TT  Play &l Scenes =l
Lonad Movie 1
@ Unload Movie 7o . Enable Simple Frame Actians
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@ i Framels Loaded g ] Mute Sounds
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@] Actions B i N
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V' Goito and Play = |50z | Eoi A& A D
D o Run the mavie in test mode MNUM
—E1 Double-click Go To. & Click [ to select a frame. §B Click Control e Test EE] Test your movie.

Note: See page 38 for information
on testing your movie.
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INTRODUCTION TO MOVIE CLIP PROPERTIES

Movie clips have a large number of attributes — or

properties, such as height, width, location, and visibility.
Using ActionScript, you can obtain the current value of a
movie clip property and you can change the value of many
properties. Some properties are read-only, which means
that you can retrieve the value but you cannot change it.

I n Flash, the attributes of an object are called properties.

You retrieve and change movie clip property values for a
variety of reasons. Retrieving the _x and _y properties tells
you the location of a movie clip. Retrieving the height and
width properties tells you the size of a movie clip. Changing
these properties enables you to adjust the size or move a
movie clip.

To retrieve or set the property value of a movie clip, you
must give the movie clip instance a name. You use the
Instance panel to name movie clips instances. In the Action
panel, the Toolbox list lists movie clip properties under

Properties. The basic syntax for retrieving a property is to
type the instance name followed by a dot and the property.
The basic syntax for setting the value of a property is the
instance name followed by a dot, the property, an equal
sign, and the value to which you want to set the property.

You can also use the setProperty action to set movie clip
properties. The syntax for the setProperty action is

setProperty (target, property, value) .

Use the target argument to specify the instance name of the

movie clip you want to target. Use the property argument to
specify the property you want to set. Use the value argument
to specify the value to which you want to set the property.

You can use the getProperty function to retrieve the
value of properties. For more information on functions,
see Chapter 9.

INTRODUCTION TO MOVIE CLIP PROPERTIES

&% Flash 5 - [0304height fla]
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Qutput return EscHt

= Debugger set varible Esc+sv

Library ChilsL setProperty | Esc+sp
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Tie o g eMaet Esot

o action selecte: .

1 Movie fla toggleHighQualty  Escety

T T 2 0303visible. fla Mo Parameters. trace . Esc#tr

1, Height | 2 0303avisible.fla unlnadiovie Escum

EEEEE 4 0303visible fla = vt Escvr
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with Esc+nt
I =l B@ATD AW =z @~

Select the frame, button,
or movie clip to which you
want to add ActionScript.

B This example uses a
button.

1 Click Window = Actions
to open the Actions panel.

Note: This example uses file
setprop.fla, which you can find on
the CD that accompanies this book.
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SETTING MOVIE CLIP PROPERTIES

EX&E You can use the statement instanceName._property =
instanceName._property + value to continuously update the value
of a property. Here is how it works. You use = to assign a value to a
property. The statement instanceName .property retrieves the current
value of a property. You use the + to add to a value. For example, if the
current value of the rotation property is 90, you can use the following to
set the value to 105:

sampleMC._rotation = sampleMC._roation + 15
sampleMC._rotation = sampleMC._rotation + 15
105 = 90 + 15

If you assign the above statement to a button, each click changes the
rotation property value. So, after the first click the equation reads:

sampleMC._rotation = sampleMC._rotation + 15
120 105 + 15
\. S

Dbject Actio 3 % Flash 5 - [0304height.swf] M= E
S0 Object Actions] 2| < File Edit View Contiol Debug Window Help =& x|
ﬂjl Object Actions v A
Basic fctions & on (release) |
fctions 0 i
Operatars
Funations
Propetties
Objects

‘ Line 2. setProperty ['simetC"", _height, 200);

Property: || _height (Height) ;I
Target: | imenc I Espression
Walue: 200 7 Exprassin| Height
| 5 oo ]
[ © a
B The default handler on Type the movie clip E1 Move to the test E] click the button to test
(release) appears in the instance name. environment. your movie.
Action list. . . . . . .
m 6| Type the height to which Note: See page 38 for instructions M The height of the movie
B The setProperty action | you want to set the movie on how to test a movie. changes to the number of
appears in the Action list. clip. pixels you specified.

I Click [E to select the i Click to select Expression
_height property. ([ changes to [¥]).
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NAME AN INSTANCE

o change the properties, or target a movie clip, the

movie clip instance must have a unique name. Each

time you drag a movie clip from the Library onto the
Stage, you create a new instance of that movie clip. Naming
movie clips instances enables you to distinguish each
instance. Once you have named a movie clip instance, you
can use ActionScript to manipulate instances independently
of the other instances. You can move some instances while
other instances remain motionless. You can change the
color of some instances, while the other instances are
unaffected.

You use the Instance panel to name instances of your movie
clips. When you select movie clip as the behavior for a
symbol, the instance panel includes a field that enables you
to name the instance.

number. You cannot view assigned names in the Instance
panel. However, assigned names are viewable in Debugger.
For more information on the Debugger, see Chapter 13. Do
not use the name assigned to the instance by Flash in your
script. Use the Instance panel to assign a name to your
movie clip and use that name in your script.

You can use the _name property to rename a movie clip
instance. The syntax for renaming a movie clip instance is

instanceName._name = newName; .

The instance name argument is used to specify the
instance for which you want to change the name. Use the
newName argument to specify the new name. The following
changes the name of a movie clip from sampleMC to

yourMC: sampleMC._name = yourMC; .
If you do not name a movie clip instance, Flash assigns the
instance the name instance followed by a sequential
NAME AN INSTANCE
&% Flash 5 - [Moviel.fa] #%Flash 5 - [Moviel.fla] ME E
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T toem | 3o03svisblera
2= 4 0303visible fla | =
: Bererator 5 0304hsichtfla o y | _>l_I

0@ AH S A W

O3 A& A W

M You have named the movie
clip instance.

m3 Type the instance name.

Y Click & to close the
Instance panel.

E Click Window = Panels =
Instance to open the Instance
panel.

—Kl select the movie clip
instance you want to name.




SETTING MOVIE CLIP PROPERTIES

EX&E Naming a movie clip instance enables you to target the
instance. You must target a movie clip instance when you want

to perform actions on a specific instance. For example, if you
want to make a movie clip instance named aMC play, you must
target movie clip instance aMcC.

You can name a movie clip instance any thing you want. You
can use underscores, letters, and numbers to name a movie clip
instance. However, you should start the instance name with a
letter. Do not include spaces, periods, or other characters that
have special meaning to Flash. Do not use a keyword to name
an instance. For a list of keywords, see Chapter 14. Do not give
two objects the same name. For example, do not name a
variable and an instance the same thing.

Itis a good idea to develop a naming convention and to stick
with it. A popular convention is to capitalize the first letter of
all words after the first word, for example, birthDate or
firstName. Try to use meaningful names. Names that describe
the instance are a good choice.

RENAME AN INSTANCE

% Flash 5 - [Moviel fla] Frame Actions

[ob Eile Edit Wiew lIrsert Modify Test Control | Window | Help =15 x|  Frame Actions|
2, Scene Mew Window Dttt &k, 4| = Fratme Actions
Taslbars P w T s s e Basio Adtions_+ |
Lools - Actions
Panels » = Operators
| I =T ST O 3
Gl ]l @13 Eree , I Functors
Save Panel Layout,.. <1 — E Froperties
LClose All Panels @) _slpha
@ _curentirame
Movie Esplorer Chrbrslbed @ _opranger |
Muiput @ _ocusrect
Debugger i g _tramesload..
= 7 height
o T |
Library Ctrl+L HH = ?L‘ ) _highusiig
ﬁommorLS:me: 3 i || D _oame o I
Generator Ohjects H B i S
Cascade Il @ _rotstion
< T -
Til I
|l ‘L\ne1 carMC._name = sickCartC:
v 1 Moviel.fla L1
2 0303visible.fla Enpression: IcarM:_nam = sickCarhAC
2 0203avisible.fla
A 0303wisible. fla ﬂ
iI 5 0304height fla _'I
e = GG A% AN LA

Kl select the frame, button, M This example uses a frame. —E] Click Properties to open M The name property
ie cli hich he P i } in the Actions list.
or movie clip to which you LB Click Windows e Actions the Properties category. appears in the Actions list

Acti ipt.
want to add ActionScript to open the Actions panel. —4 Double-click _name. 3 Rename the movie clip.

B The movie clip is renamed.
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ADJUST TRANSPARENCY

transparency of a movie or movie clip instance.

Changing the _alpha property allows you to create
movies and movie clips the user can see through. You can
set the _alpha property so that movies or movie clips are
anything from opaque to invisible. Setting the property to
100 makes the movie or movie clip opaque. Setting the
property to 0 makes the movie or movie clip completely
transparent or invisible.

You can use the _alpha property to set the

Before you can change the _alpha property of a movie clip
instance, the movie clip instance must have a name. Use the
Instance panel to name your movie clip instance. The syntax
for the _alpha property is

instanceName._alpha = value; .

The instanceName argument is used to specify the name
of the instance for which you want to set the _alpha
property. Omit the instanceName argument if you want to
set the _alpha property for the movie. Use the value

argument to set the _alpha property to a value between 0
and 100.

A transparent movie clip is still active. If you set the
transparency of a movie clip instance associated with a
button’s up, down, and over state to 0, the user will not be
able to see the button, but the user will be able to click the
button.

You can retrieve the _alpha property of a movie clip. You
retrieve the _alpha property to determine the current
value. The syntax for retrieving the _alpha property is

instanceName._alpha; .

Use the instanceName argument to specify the instance
for which you want to retrieve the _alpha value. You may
want to retrieve the _alpha value to assign it to a variable
or you may want to retrieve the _alpha value so that you
use itin an if statement. For more information on if
statements, see Chapter 6.

ADJUST TRANSPARENCY

%f@ Flash 5 - [0301alpha.fa]
[& File Edit Wiew lreert Modify Test Contral) Window | Help _ & x|

Dbject Actio
1 Object Actions| [GIC

New Window Cirlalte @ B

4| =/ Obest actions v|a

Toolbars v .‘.‘6.‘..45.‘...50‘...%%
Tools |

Panels 3 3
Panel Sets r

| [ Basic Actions - (release
@] Actions ; =r._alpha

Operators T

Funstions

Save Panel Layout.. ﬂ
Cloze &l Panels

Actions . Ctri+Alt+A
Movie Explorer Ly Cirkeiltehd
Output

Debugger

Library Ctrl+L

LCommon Libraries 3

Lieneraton [hjects

LCascade

| _>Ij

H[E] Froperties

@ e ]
@ _currentirame

@ _droptarget _H

@ _focusrect

@ _frameslosded

@ _height

@ _ighquality

@ _name

@ _qualiy =

‘ Line 2 cover._alpha=20:

Enpression: [wover,_alpha=2(] |

= EEAllmaD

[ IO

Select the frame, button, B This example uses a
or movie clip to which you button.

want to add ActionScript. LY Click Window = Actions

Note: This example uses file to open the Actions panel.
alpha.fla, which you can find on the
CD that accompanies this book.

—E] Click Properties to open H set the _alpha property.

the Properties category. B The instance name

3 Double-click _alpha to precedes the property name.

select the _alpha property M The value follows the

—l The default handler on property name.

(release) and _alpha
property appear in the
Action list.

13 click X to close the

Actions panel.
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You can change the _alpha property of symbols
and instances of symbols using the Effect panel.
To open the Effect panel, click Window =

Panel = Effect on the menu. Select Alpha from
the drop-down menu. You can adjust the _alpha
property of a an instance of a symbol to any
value from 0 to 100. Changing the _alpha
property of an instance does not change the
symbol or other instances of the symbol.

You can use the _alpha property in a tween to
create a fading effect. Set the _alpha property at
the start position. Reset the _alpha property at the
end position. Flash will interpolate the values in
between causing the object to fade in or out. You
can also change the _alpha property of text.
However, you must first covert the text to a symbol.

&% Flash 5 - [0301alpha swi] [C[5]x]

QEHB Edit “iew Contol Debug ‘Window Help

=181

Belna Viasal is an
island in the South
Pacific? True or False

False

&% Flash 5 - [0301alpha.fla]
[ Fle Edit Yiew Insst Modfy Iest| Control | Window Help 1= =]
Tools | & Scene1 Elay Enter @ Lb‘
[_ Y Fiewind Clstlbef o ——— —
J & 5[ R
Step Fonward.
e e Bt <!
Q A Test Movie N Ctrl+Enter
o0 Dt Movis LS CtbShitEnter =]
/ 6? B o Test Scene Crl+Alt+Enter »
T |- Loop Playback a
© ‘@ I 5 Flay &1I'5 J
BRal i 3 lay &l Scenes
A 2 2PE
. M 1 Enable Simple Frame Actions
v S]] I Enable Sirple Buftans CidltsB
A Rray Mute Sounds
) Q Fl :IE | - T T
Colors. 1 i
7B
W
i[5 [
Answer,
Fjl) ieasaaEmaE FH -
W [T T T T TTTTT1 ~
k| 2 ] ;
oz = B @Al a
Run the mavie in test mode: MHUM

Answer

M The Flash menu is

available to you.

H Click Control = Test
Movie to move to the test
environment.

Note: See page 38 for instructions
on how to test a movie.

Click the button to test a
movie.

M When you click the
button, the transparency of
the movie clip changes.




FLASH ACTIONSCRIPT

MAKE MOVIE CLIPS INVISIBLE

ou can use the _visible property to make a movie you set the visibility of a movie clip associated with a
Yor movie clips visible or invisible to the user. This button’s up, down, and over state to false, users will not be
property is useful when you have a movie clip that you able to see or click the button.
do not want the user to see until the movie reaches a . .
particular frame, or a particular action has occurred. You can retrieve the _visible property value. When writing
script, you may want to retrieve the _visible property
Before you can change the _visible property of a movie value of a movie clip to determine what action ActionScript
clip instance, the instance must have a name. You use the should perform. For example, you can create a button that
Instance panel to name a movie clip instance. The syntax toggles the visibility of a movie clip on and off. If the
for the _visible property is _visibility value is true, the script will set the visibility

to false. If the _visibility valueis false, the script will
set the _visibility to true. The syntax for retrieving the
_visible value is

instanceName._visible = BooleanValue; .

The instanceName argument is used to specify the
instance name for which you want to change the _visible

instanceName._visible; .
property. Use the Booleanvalue argument to set the

_visible property to true or false. If you set the value Use the instanceName argument to specify the name of the
to true, the movie clip is visible. If you set the value to instance for which you want to change the _visible
false, the movie clip is not visible. property.

A movie clip instance that is not visible is not active. The
user cannot interact with a movie clip that is not active. If

MAKE MOVIE CLIPS INVISIBLE

&% Flash 5 - [0304visible.fla] Obje

E} Eile Edit Wiew Insert Modify Text Control | ‘Window | Help 51 Object Actions| @) |»
& Scene1 Hew Window Ctrslte — ] [ Obict Actons v/«
Al % Tk > Basic Actions » |
Toaks Actiors »
L Car - - g - Operatars # e
B Button £ Banels D - R
B o || 4] ala] &l [ PanelSets ) > B operties  + [
Save Panel Layout... Objects e —_droplarget
i i i Close All Panels [+ e——— —focusiect
=8 framesloared
- Actions . Ctri+Ait+A _height
7 HMovie Explorer 1y Cirlsalteht _tighausity
" Dutgut _name
[ Debugger _quality
1 \ Library Chrl+L ~ratatian
B Common Libraries v SEUE e
1 Gererstor Ohients ~target
- | totalframes
T LCascade _url
7 Tile e
1 0/ . . O action Telected; 0
HR = (LX’\J o Lrhisibis lNo Parameters. ::"d"‘
1] [ _smouse
Visibility | i _nscale
[ . ] ﬂ -
4 | _" _ymouse
755 | fri A&y @ _pscale D o
Select the frame, button, M This example uses a K Click @ = Properties =
or movie clip to which you button. _visible to select the _visible
want to add ActionScript. . . . roperty.
P —E Click Window = Actions property
Note: This example uses file to open the Actions panel.

visible.fla, which you can find on
the CD that accompanies this book.
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You can use the getProperty function to retrieve a property. For more
information on the getProperty function, see page 210. You can use the
setProperty action to set a property. For more information on the
setProperty action, see page 64.

The script shown here is associated with a button. When the user releases
the button, the script retrieves the _visible property for starMc. If the
_visible property is true, the script sets the _visible property to
false; if the _visible property is false, the script sets the _visible
property to true. In other words, the button toggles starMC on and off.

Example:
on (release) {

x = getProperty ( starMC, _visible );

if (x == true) {
setProperty ("StarMC", _visible, false);
} else {
setProperty ("StarMC", _visible, true);
}
}
\ J
:
Dbie x] &% Flash 5 - [0304visible_swi] HEE
70 Object Actions] @|¥ < Ele Edit Yiew Contil Debug Window Help =18 x|
4| = || Obiect Actions v

Actions
Operatars
Funetions
Froperties
Objects

¥

@] Basicctions = on (release) {
carmMe hle

Line 2: carMC._visible = false:

Enpression: IcerE _visible = false

appears in the Action list.

4 setthe visible
property.

Visibility
& &
M The default handler on M The instance name E Move to the test ﬂ Click the button to test
(release) appears in the precedes the property name. environment. your movie.
Action list. . . .
M The value follows the Note: See page 38 for instructions B When you click the
M The visible property property name. on how to test a movie. button, the movie clip

will no longer be visible.

T
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ROTATE MOVIE CLIPS

movie clip instance. The rotation value is the number
of degrees a movie clip has been rotated from the
original position at which it was placed on the Stage.

You use the _rotation property to rotate a movie or

Before you can set the value of the _rotation property of
a movie clip instance, the movie clip instance must have a
name. Use the Instance panel to name your movie clip
instance. The syntax for setting the value of the _rotation
property is

instanceName._rotation = value; .

The instanceName argument is used to specify the
Instance name of the movie clip for which you want to set
the value of the _rotation property. Omit the
instanceName to set the rotation value for the movie. Use
the value argument to set the value of the _rotation

property.

Note that setting the rotation value to 90 rotates the movie
clip instance 90 degrees from its original location, not its

ROTATE MOVIE CLIPS

current location. If the current rotation value is 90 and you
set the rotation value to 90, the movie clip will not rotate.
To rotate the movie clip an additional 90 degrees, you must
set the rotation value to 180.

You can retrieve the current _rotation value. The syntax
for retrieving the rotation value is

instanceName. _rotation; .

Use the instanceName argument to specify the instance
name of the movie clip you want to rotate. Omit the
instanceName argument to retrieve the rotation value of
the movie.

If you want to rotate a movie clip instance a specified
number of degrees from its current location, you can
retrieve the current value and add the number of degrees
you want to rotate the movie clip instance. For example,
sampleMC._rotation = sampleMC._rotation + 90;
rotates a movie clip 90 degrees from its current location.

&% Flash 5 - [0302rotate.fla]

[ Eie Edit Wiew Inset Modfy Test Control | Window | Help & Object Astians @[
Mew Windaw Chrl+Al+h _—” Object Actions wdl=
Toolbars » Basic Actions  »
Tools Actions 3 |
Operatars 3 Ioh
Benck X = Farcions b o
4] || | 1| Penel Sets ' 3 i Properties [N
Save Panel Layout. . Dbjects 5 —droplarge
| Close &l Panels «] facusrect
“framesloaded
Actions . Ctri+Ait+A _height
Movie Explorer LS Chl+Alt+M _highquality
Output _name
Debuager _quality
Library Chrl+L M
LComman Libraries 3 S E
Gerrertor Dbiects ~target
_totalframes
| Cascade _ul
I I Tile T = _wisible
o action selected. :
| Rotate ‘| v 1 [302clate fla ~vidth
Io Parameters. =
_Kmouss
J _rscale
2 -
A 2 _ymause
100% | fri A&y @ _yscale & o
Select the frame, button, M This example uses a —B Click |#] &> Properties =
or movie clip to which you button. _rotation.
want to add ActionScript.

1 Click Window = Actions
Note: This example uses file to open the Actions panel.
rotate.fla, which you can find on the

CD that accompanies this book.
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ﬁx‘m You can use the Flash menu to rotate an object. Every symbol and instance of a symbol has a

Select an object, then click Modify => Transform => | registration point. By default, the registration point
Rotate. Handles will appear around the object. is the center of the object. Objects rotate around
Use the mouse to grab the handles then drag to their registration point. To change the registration
rotate. Select an object and click Modify = point, select the object, click Modify => Transform =
Transform > Rotate 90 CW to rotate an object Edit Center from the menu, and drag the

90 degrees clockwise. Select an object and click registration point to a new location.

Modify = Transform => Rotate 90 CCW to rotate
an object 90 degrees counterclockwise. You can
also use the Arrow tool rotate modifier to rotate

objects.
\_ J
Obiect Actio ] &% Flash 5 - [0302rotate_swf] HEE
1 Object Actions @[ < Ele Edit View Control Debug Window Help =181 x]
ﬂjl Object Actions ﬂ:‘
Basio Actians~ on (release) {

@] oorions

Operators
Functions
Froperties
Objects

purpleBar._rotation = purpleBar._rotation + 10

-
Line 2: purpleBar._ratation = purpleBar._rotation + 10: | Rotate |
Etpression: Ipurp\sEar_rnlaunn: purpleBar_ratation + 10

M The default handler on
(release) appears in the
Action list.

Note: See page 28 for more
information on handlers.

B The rotation property
appears in the Action list.

B3 set the _rotation
property.

—M The instance name

—ll The value follows the
property name.

precedes the property name.

B Move to the test
environment.

Note: See page 38 for instructions
on how to test a movie.

B Click the button to test
your movie.

B The movie rotates 10
degrees each time you click

the button.
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CHANGE THE WIDTH OF MOVIE CLIPS

the left side of a movie or movie clip to the right side

in pixels. You can place an input field on the Stage that
allows the user to specify the size of a movie clip. When the
user types a number in the input field, the number is
assigned to the variable. That variable can be used to
determine the width of the movie clip. For more
information on variables, see pages 88 to 95.

You use the _width property to set the distance from

Before you can change the _width property of a movie
clip, the movie clip must have a name. You use the Instance
panel to name a movie clip. The syntax for the _width
property is

instanceName._ width = value .

The instanceName argument is used to specify the name
of the movie clip for which you want to change the _width

CHANGE THE WIDTH OF MOVIE CLIPS

property. Omit the instanceName property to set the
width of a movie. Use the value argument to set the value
of the _width property in pixels.

You can retrieve the _width property to obtain its current
value. The syntax for retrieving the _width property is
instanceName. width. Use the instanceName
argument to specify the movie clip instance for which you
want to retrieve the _width property. Omit the Instance
name if you want to retrieve the width of a movie clip.

As with all properties, remember, you can use
setProperty action to set the _width property value.
You can use the get Property function to retrieve the
current property value. For more information on

the setProperty action, see page 64. For more on

the getProperty function, see page 210.

% Flash 5 - [0305width. fla]

Dbject Actio x

D} File Edit Wiew Irset Modify Test Control) Window | Help _|F| X 0 Objest Aotions| @[r
2, Soene 1 Mew Window Ctl+blbehd @ 5, __|| Dbiec Actions v|a
CE\D‘T'”S ..... [ Tooibas D "‘46""45'“"56""5H1| Basic Actions b |
Tools Actions 3
P Button £ | Operators » dpha
LAFT=H + -0 lEets , = Functions b 0 rame
cl allymo ey P ' o Hmrm—n e
Save Panel Layout... Objects ¥ —dioptarg
T T T T T T T T T 77 Close All Panels d I _focusrect
ﬂ %f’ _framesloadad
Actions . Ctri+Alt+A _height
[T T[T Movie Explorer Ly Ctilsblbehd _highquality
Set | Dlutput _name
Debugger _quality
Library Crl+L ~ratatian
Common Libraries 3 SIS
Gienerator Obiects —target
_totalfiames
LCascade _ul
Til e — - -
Mo action selected
1 Moviel
v 20305width fla Mo Parameters -*
T _Emause
| J _Kscale
| = v
4 | _’I _ymauze
[ =l @A A W e & a
—Bl Select the frame, button, B This example uses a K Click @ = Properties =
or movie clip to which you button. _width.
want to add ActionScript.

—E Click Window = Actions
Note: This example uses file to open the Actions panel.
width.fla, which you can find on the

CD that accompanies this book.
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SETTING MOVIE CLIP PROPERTIES

Eij You can use this script to manipulate the width of a
movie clip. This script increases the width of movie clip
named block 10 pixels each time the user presses the
left arrow. It decreases the width 10 pixels each time the
user presses the right arrow. The script is associated with

a button.

Example:

on (keyPress "<Left>") {
widthV= getProperty ("block", _width );
setProperty ("block", _width, widthv + 10);

}
on (keyPress "<Right>") {

widthV= getProperty ("block", _width );
setProperty ("block", _width, widthv - 10);
}
\. /

Dbiect Actio = £% Flash 5 - [0305width_swf] HEE

7 bjeot Aotiond] @ < File Edit View Contil Debug Window Help =18l x|

ﬂjl Object Actions ﬂ:l

Basic Astions = on (r'e'leae) I . i i

block. _width = n Set Movie Clip Width to: |300 |

Operstars 1

Funetions

Froperties

Dmepczs Set

) 1 >
|
Line 2: block._width = newiidth;
Epression: Ib\uck._wldlh = newidth
D o
M The default handler on 3 set the width of the movie | B Move to the test 4 Click the button to test
(release) appears in the clip instance. environment. your movie.
Action list. . . . . . .
B If you associate the variable | Note: See page 38 for instructions M The width of the movie
Note: See page 28 for more with an input text box, you on how to test a movie. clip is set to the value entered
information on handlers. can obtain data from the user. . in the input text box.
= 6| Type the number of pixels

B The width action Note: See page 22 for more on input ~ to which you want to set the
appears in the Action list. text boxes, and pages 88 to 95 for width of the movie clip.

more on variables.
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CHANGE THE HEIGHT OF MOVIE CLIPS

ou can use the _height property to set the distance _height property. To change the height of the movie, omit
Yfrom the bottom of a movie or movie clip to the top in the InstanceName argument. Use the value argument to set
pixels. This property is useful if you need to resize a the value of the _height property of the movie or movie
movie or movie clip as the movie plays. You can increase or clip in pixels.
decrease the height of a movie or movie clip. A possible use . . . . .
of the _height property is to increase or decrease the size ActionScript also gives you the ability to retrieve the current
of a bar as the user increases or decreases the sound value of the _height property. As with other properties,
volume. Alternatively, you may want to use the _height you can retrieve the _height property and use the value
property to give the user the ability to set the size of to (J'ete?rmlne what action to perf(?rm next. The syntax for
objects on the Stage. retrieving the _height property is
Before you can change the _height property of a movie clip instanceName. _height; .

instance, the movie clip instance must have a name. You use

the Instance panel to name a movie clip instance. The syntax Use the instanceName argument to specify the name if

for the _height property is the movie clip for which you want to retrieve the _height
- property. Omit the instanceName argument to retrieve
instanceName._height = value; . the height of the movie.

The instanceName argument is used to specify the name of
the movie clip instance for which you want to change the

CHANGE THE HEIGHT OF MOVIE CLIPS

&% Flash 5 - [0307height2.fla] Obje

E} Eile Edit Wiew Insert Modfy Text Control | Wwindow | Help _|&| x 1 Objest Actions| @) |»
& Scmel Mew Windaw Chrl+Al+h @ 4, ﬂjl Object Actions adl=
a0l 5w Tobas IR 7] seermers 2] [ Jon Crelease) {
T S s ] Lools : Actions _
ol o |[ 4] @lE] B 2 Banels 3 5 Operators T
_ PanelSets 3 é Functions
Save Panel Layout,.. [ 1] ﬂ —H Properties
Close All Panels 1 @ _alpha
— = 3 L8 =i @ _dioptarget
~ MovieExplorer Ly Ctilhltehd |
E Ouput s | @ _tacusreat
Debugger -] ; ,:am}:sload..l
L M@ team
... N 8 sy
Generaton bjects 1 @ :quamy
LCascade [ 1] @ _rotation
Tile S| /3 bl
T = | Line 2 _height:
2 0310y fla [ 1] Expre=sion; |,he\gm
I 3 0310quality. fla mE
1 Height ||—— v 4 0307height2 fla Ll o
. | 2]
[ﬁlz = PG @ o
Select the frame, button, M This example uses a —E] Click Properties to open Ml The default handler on
or movie clip to which you button. the Properties category. (release) appears in the
want to add ActionScript. ) ) . . . Action list.
P A Click Window = Actions 3 Double-click _height to
Note: This example uses file to open the Actions panel. select the _height property. | Note: See page 28 for more
height2.fla, which you can find on information on handlers.
the CD that accompanies this book.

—#l The _height property
appears in the Action list.
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Appjy You can use this script to increase

the height of a movie clip each time

the user clips on a button. The script on (release) {
. . . . heightV = block._height;
retrieves the helght O_f amovie dlp setProperty ("block", _height, heightv + 10);
named block and assigns the value )
to a variable named heightv. It

then sets the height of the block v
movie clip to the value of heightV

plus 10.You can use the
setProperty action to set the
height of a movie clip. For more
information on the setProperty
action, see page 64,

Each time the user clicks a button, the height of the movie
clip increases by 10 pixels.

—| @ | >

Dbject Actio = &% Flash 5 - [0304height swi] -2 %]
7 Objeot Aotions] @[ < File Edit View Contol Debug Window Help =181 ]
ﬂj‘ Obiject Actions | A
Basiometions | | on (release) {
j Ations
Operstors
Funetions
E Froperties
@ _slphs

@ _currentirame

@ _focustect
@ _ramesload...
@ _height

@ _righquality

@ _name

@ _qualitu

@ _ronation

(3 bt
Line 2 slimeC._height = 200;

Expression: Isl\meME._helghl = 200

| Height
D a

Setthe height property [ The instance name [ Move to the test I click the button to test
for a movie clip instance. precedes the property name. environment. your movie.
—l The value follows the Note: See page 38 for instructions B The size of the movie clip
property name. on how to test a movie. instance changes to the

height you set.
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SCALE THE WIDTH OF MOVIE CLIPS

of a movie or movie clip using a percentage. This

property is similar to the _width property. The
_width property changes the distance from the left to the
right side of a move clip using pixels, while _xscale uses a
percentage.

You can use the _xscale property to change the width

Before you can change the _xscale property of a movie clip
instance, the movie clip instance must have a name. You use
the Instance panel to name a movie clip instance. The syntax
for the _xscale property is
instanceName._xscale = value .

The instanceName argument is used to specify the name of
the movie clip instance. Omit the instance name argument to
set the _xscale property of a movie. Use the value
argument to specify the percent by which you want to
change the width of the movie clip instance.

If you want to reduce the width of the movie clip instance
to 50 percent of its size before any scaling, assign a value of
50. If you want to increase the width of the movie clip to
100 percent more than its size before any scaling, assign a
value of 200. To return a movie clip to its original size,
assign a value of 100. Assigning a value of zero will cause
your movie or movie clip to disappear.

You can also retrieve the current _xscale value for a
movie or movie clip. The syntax for retrieving the current
value is

instanceName.xscale .

Use the instanceName argument to specify the instance
name of the movie clip for which you want to obtain the
_xscale. Omit the instanceName argument if you are
retrieving the _xscale property of a movie.

SCALE THE WIDTH OF MOVIE CLIPS

#% Flash 5 - [0306xscale.fla]

E} Eile Edit Wiew Insert Modify Text Control | ‘Window | Help 51 Object Actions| @) |»
& Scere1 Mew wWindaw Chrl+alt+N __” Object Actions v|a
Toolhars 3 Basic Actions
Tools Actions 3
Operatars 3
lpha
Panels » a £
oI5 Panel Set » fliichos Y curentirame
N e HE o
— _dioptarget
Save Panel Layout. . - Objects e :
t
@|T| B 1  Close All Panels 3 SEEEEE
BE o ﬂ J — _framesloaded
Actions . Ctri+Ait+A d _height
Movie Explorsi g Ctrledlt+hd et
Outgut _name
Debuager _quality
Library Chrl+L _rolatlz; q
Common Libraries v T
Gieneofon Obigsts ~target
_totalframes
LCascade _url
Tile —— _visible
No action selected i
| [ ] 1 Moviel -
]
Mo Parameters. -
Scale 2 0305width. fla
v 3 030Ekscale fla Rl
L L | v
A | 2 _ymaouse
100z | B3 Ae A e & a

Select the frame, button,
or movie clip to which you
want to add ActionScript.

M This example uses a
button.

—H Click Window = Actions
to open the Actions panel.

Note: This example uses file
xscale.fla, which you can find on the
CD that accompanies this book.
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—E] Click [H = Properties =

_xscale to select the _xscale
property.




SETTING MOVIE CLIP PROPERTIES

Exjm You can use the Flash menu to scale an object.

Select the object and click Modify = Transform =
Scale. Handles will appear around the object. Use
the mouse to grab the handles then drag to scale.
You can use the Flash menu to scale an object by a
percentage. Click Modify = Transform => Scale and
Rotate and type the scale percentage in the Scale
field. You can also use the Arrow tool scale
modifier to scale objects.

You can scale an object in a tween to cause the
object to appear to grow or shrink over time. Set
the size of the object at the start position. Reset
the size of the object at the end position. Flash will

interpolate the values in between causing the
object to shrink or grow.

#% Flash 5 - [0306xscale_swf] HEE
0 Object Actions]

@ "} File Edt iew Control Debug Window Help =151 x|
ﬂjl Object Actions v a
Basic Ations & on (release) {

& fotions block. xscale =400}
Operatars
Functions
Froperties
Objects

Scale
Ling 2: block._xscale = 400;
Epression: Ib\uck._:(sva\s = 400

LS

M The default handler on B3 set the _xscale property H Move to the test I3 Click the button to test
(release) appears in the for the movie clip instance. environment. your movie.
Action list. . .

ction fist —ll The instance name Note: See page 38 for instructions M The width of the movie
Note: See page 28 for more precedes the property name. on how to test a movie. clip will increase to the
information on handlers. 1 ified.

‘ormation on handlers L ® The value follows the _xscale you specified
B The xscale property property name.

appears in the Action list.
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SCALE THE HEIGHT OF MOVIE CLIPS

_xscale property. You use the _yscale property to

change the height of a movie or movie clip by a
percentage. You use the _xscale property to change the
width of a movie or movie clip by a percentage. You can
use _xscale and _yscale in conjunction to change the
size of a movie or movie clip.

The _yscale property is the counter-part of the

Before you can change the _yscale property of a movie
clip instance, the movie clip instance must have a name. You
use the Instance panel to name a movie clip. The syntax for
the _yscale property is

instanceName._yscale = value.

The instanceName argument is used to specify the name
of the move clip instance for which you want to set the
_yscale property. Omit the instance name to change the
height of a movie. Use the value argument to specify the
percent by which you want to change the height of the
movie clip.

If you want to reduce the height of the movie clip to 50
percent of the size it was before any scaling was applied,
assign a value of 50. If you want to increase the height of
the movie clip by 100 percent of the size it was before any
scaling was applied, assign a value of 200. To return a movie
clip to its size before scaling, assign a value of 100. Assigning
a value of zero will cause your movie or movie clip to
disappear.

You can also retrieve the current _yscale value for a movie
or movie clip. The syntax for retrieving the current value is

instanceName._yscale.

Use the instanceName argument to specify the name of
the movie clip for which you want to obtain the _yscale
value. Omit the instanceName argument if you are
retrieving the _yscale property of a movie.

SCALE THE HEIGHT OF MOVIE CLIPS

% Flash 5 - [0307yscale.fla]
D} File Edit Wiew Irset Modify Test Control) Window | Help

& Scene 1 Mew window Crl+AltsH

Taolbars 3

Tools
(7 Block Panels 3

Panel Sets »

Save Panel Layout... B
FHE & ||.t] Bl B [ Closeal Panels 7

— Actions . Ctrl+Alt+A o]

Movie Explorer Ly Ctil+dltsM
Output
Debugger

Library Crl+L
LComman Libraries 3

[Genesaton Dbjests

LCascade
Tilg

1 Moviel
2 0305width.Aa

30308kscale fla
v 40307yscale fla

=
2|

< |
C—

G A& A W

Dbject Actio x

Fl Objest Actions| @
— ] = [ Obiect Actions [1=
Basic Actions  »
Dpela.lors » _alpha
Functions * _curentframe
g Properties * R
Objects Y _focuseet
_framesinaded
_height
_highquality
_name
_quality
_fotation
_soundbuftime
_target
_totalframes
_ul
— _wisible
No action selected _width
Mo Parameters. =
_KMOUSE
_tscale
-+
_pmouse
@ o

Select the frame, button,
or movie clip to which you
want to add ActionScript.

B This example uses a
button.

—E Click Window = Actions
to open the Actions panel.

Note: This example uses file
yscale.fla, which you can find on the
CD that accompanies this book.

—E] click E = Properties =

_yscale to select the _yscale
property.




SETTING MOVIE CLIP PROPERTIES

EX]H This script scales a movie clip instance. When the
user presses the button, the movie clip named
block disappears. When the user releases the
button, the movie clip reappears.

Example:

on (press) {
setProperty ("block", _height, 0);
setProperty ("block", _width, 0);

}

on (release) {
block._yscale =100;
block._xscale =100;

Obiject Actio ] &% Flash 5 - [0307yscale_swi] HEE

1 Object Actions @[ < Ele Edit View Control Debug Window Help =181 x]

ﬂjl Object Actions ﬂ:‘
Basio Actians~ on (release) {
Actions b a
Operators 1

Functions
Froperties
Objects

i > ]

Scale
Line 2: black._yscale = 20;

Espression; Ib\uvk_yscale =20

&
M The default handler on B3 set the _yscale property H Move to the test [ Click the button to test
(release) appears in the for a movie clip instance. environment. your movie.
Action list. . . . S
M The instance name Note: See page 38 for instructions B The movie clip will scale
Note: See page 28 for more precedes the property name. on how to test a movie. to the size you specified.

information on handlers.
M The value follows the

B The _yscale property property name.
appears in the Action list.
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MOVE MOVIE CLIPS ACROSS THE STAGE

ou can use the _x property to change the location of a You can retrieve the current value of the _x property. The
Ymovie or movie clip relative to the left side of the syntax for retrieving the current value of the _x property is
Stage. The _x property enables you to move a movie
or movie clip back and forth across the Stage. instanceName._x; .
Before you can change the _x property for a movie clip Use the instanceName argument to specify the name of
instance, you must give the movie clip an instance name. the instance for which you want to retrieve the _x property.
Use the Instance panel to name your movie clip. The syntax Retrieving the value is useful when you want to reset the
for the _x property is value of the _x property relative to its current location. For
example, the following moves a movie clip 10 pixels to the
instanceName. x = value; . right of its current location: sampleMC._x =
sampleMC._x +10; .You can associate this syntax with a
The instanceName argument is used to Specify the instance button to move an Object 10 pixels each time the user

name of the movie clip for which you want to set the _x presses a button. You can also associate this syntax with the
property. Omit the instance name if you want to set the _x onClipEvent (enterFrame) handler in a single frame
prOperty for the movie. Use the value argument to Specify movie to create continuous movement.

the number of pixels from the left border of the Stage you

want to locate the center of the movie or movie clip. The

left border of the Stage has a value of 0.

MOVE MOVIE CLIPS ACROSS THE STAGE

% Flash 5 - [0309ax.fla] Dbiject Actio =
D} File Edit Yiew Insett Modify Text Control | “indow | Help _|&| x 3 Objest Actions| @) |[»
Z; Scene 1 Hew windaw Chrl+Alt+h | 4B _ ~|[Obiect Actions v|a
EY=INREE 1 Toobars 3 '”46'”'45'”"56""5»44 Basic Actions ¥ |
Tools Actions »
HoxButton Operators 3
o) i |4 @n & ek , , P ke
Panel Sets " || p— g curentiome
ﬂ roperties _droptargst
Save Panel Layout... Obiects ¥
Clasge All Panels Tr————— focusiect
_fameslnaded
Actions . Ctri+Alt+A _height
Movis Explorsr Ly Ctledltehd el
Outgut _name
Debugger _quality
Library Crl+L TR
Common Libraries , SRR
Genereton Hbiests target
_totalfiames
LCascade _ul
Tie L _vishle
1 Mowiel Mo action selected _width
f 2 0305widih fla o Parameters,
1 Move Van || 30308kscale fla —"“‘m“se
40305yscale fla o =R
. e 50309 fla N <
= v G0 Ak _ymouse
[ = = @A A W e & a
Select the frame, button, B This example uses a ] click @ = Properties = _x.
or movie clip to which you button.
want to add ActionScript.

—E Click Window = Actions
Note: This example uses file x.fla, to open the Actions panel.
which you can find on the CD that

accompanies this book.




SETTING MOVIE CLIP PROPERTIES

function to retrieve a property. For
more information on the getProperty on (release) {

function, see page 210. You can use the Zigii;friygffiﬁ?,erfi, (C;\?;{"le*f %) .
setProperty action to set a property. }

For more information on the
setProperty action, see page 64.

App;m You can use the getProperty

Vv

You can use this script to move the

movie clip across the Stage. The script is

associated with a button. Each time the

user clicks the button, a movie clip Each time the user clicks a button, the

named car moves 5 pixels to the right. movie clip moves 5 pixels to the right.
Obiect Actio =
# Objest Actions| @[y <« Fle Edit Yiew Contiol Debug ‘Window Help =18
ﬂjl Object Actions ﬂ:‘

Basic Ations
7] sorions

Operatars
Funetions
Froperties
Objects

on (release) {
vanMC._x = wvanMC.|_x +

tl.
¥4

Line 2: wahMC._x = vanMC._x +5;

Evpression; IuanMC._x = wanMC_x+ 5

| Move Van

& e

M The default handler on B3 set the _x property. H Move to the test [3 Click the button to test
/(\isolr(]a?i;e) appears in the | B The instance name environment. | | your movie.

precedes the property name. Note: See page 38 for instructions M Each time you click the
Note: See page 28 for more on how to test a movie. button, the movie clip
information on handlers. — The value follows the instance will move the

[Pl METE, number of pixels you

B The _x property appears in specified
the Action list. '
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MOVE MOVIE CLIPS UP AND DOWN

ou can use the _y property to change the location of a
Ymovie or movie clip relative to the top of the Stage.
The _y property enables you to move a movie or
movie clip up or down the Stage. Use the _y property in
conjunction with the _x property to specify the exact
location you want to place the movie or movie clip on
the Stage.

Before you can change the _y property of a movie clip
instance, you must give the movie clip instance a name. You
use the Instance panel to name a movie clip. The syntax for
the _y property is
instanceName._y = value; .

The instanceName argument is used to specify the
instance name of the movie clip instance for which you
want to set the _y property. Omit the instanceName

MOVE MOVIE CLIPS UP AND DOWN

argument to set the _y property for the movie. Use the
value argument to specify the number of pixels from the
top of the Stage you want to place the center point of the
movie clip. The top border of the Stage has a value of 0.

You can retrieve the current value of the _y property. The
syntax for retrieving the current value of the _y property is

instanceName._vy.

Retrieving the value is useful when you want to reset the
value of the _y property relative to its current location.

You will often use the _x and _y properties to move a
movie clip around the Stage. You can move a movie
anywhere you want by specifying the coordinates. You can
use the _x and _v coordinates to create movement.

&% Flash 5 - [0310y.fa]

[ Fle Edit Miew Insal Modfy Test Contiol | window | Help _|@] % 50 Dbjest Aetians BI0
2 Scene 1 New Window EleAltN B P 7] = Obict Acions v/~
aﬂﬂ‘| T T Toobare b ”‘46””45'””50'””5rq| iaf,cAD“mS: |
Taals chions
[P Button | ll B Operatars 2 doha
" e i = Functions  » _cuprrentllame
=@ o1 |[ 4] Blal B [ Panel Sets 4 B i Properties  * [NENRNSEN
—— Save Panel Layout DObjects s ~droptarg
| Close All Panels | focusect
ml | | ‘ _framesloaded
rre= : L | Actions . Clrl+AltsA “height
g — " T || Movie Explorer Wy Chrlealt+b _highquality
¥ | Outgut _hame
Debugger _quality
Library Ctied. J”‘E‘“Z; '
Common Libraries v —soundbultime
Generator Objects et
_totalframes
LCascade _ul
Tile L——————  _visible
GetY 1 Mowie] Na action selected. _width
v 20310011 o Parameters -
— _Kmouse
_wzcale
ud|
| i “ymouss
=l B & AN AW Jyscale .

Select the frame, button,
or movie clip to which you
want to add ActionScript.

M This example uses a
button.

A Click Window = Actions
to open the Actions panel.

Note: This example uses file y.fla,
which you can find on the CD that
accompanies this book.
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K Click [ = Properties = _y

to select the _y property.




SETTING MOVIE CLIP PROPERTIES

Eij You can use the script shown here to move a
movie clip using key presses. When the user
presses the button or the down arrow key, the
movie clip named block moves down three
pixels. When the user presses the up arrow key,
the movie clip named block moves up three
pixels.

Example:
on (press, keyPress "<Down>") ({
y = getProperty ("block", _y );
setProperty ("block", _vy, v + 3);
}
on (keyPress "<Up>") {
y = getProperty ("block", _y );
setProperty ("block", _y, vy -3);

Object Actio x £%Flash 5 - [0310y.swf] =[] x]
¥

51 Object Actions ) < Fle Edit Wiew Contral Debug Window Help =1 x|

+| = Obiect &ctions

Basic Actians &
i Actions

W COperators

Functions

Froperties

Objects

on (release) {
— : >

Line 2: ,..v=yennw|:arM|:J, Drag car. Click for y
Espression |uv= yellomCartit_y — }‘
The value of _y: @2.95

N
B The default handler on B The expression E Move to the test I Click the button to test
(release) appears in the yellowCarMC. y environment. your movie.
Action list. retrieves the _y value. . . .

-y Note: See page 38 for instructions B The text box displays
B The _y property appears in B Associate the variable on how to test a movie. the _y value associated
the Action list. with a dynamic text box. This with the car.

enables you to display the - Drag the movie clip.

value the variable returns to
the user.

—ﬂ Assign the _y valueto a
variable.

—ll The variable name is yV.
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SET MOVIE CLIP QUALITY

ntialiasing is the process of smoothing the edges of the _quality property, you can use the _highquality
Aimages and text. Antialiasing gives Flash the ability to property to give the user the ability to choose the quality
display crisp clear images. Antialiasing also slows level they want to use as they play back the movie.
down the playback of a movie. You can use the _quality .
property to set the level of antialiasing you want to use in The syntax for the _highquality property is

your movie or you can use the _quality property to give
the user the ability to choose the quality level they want to
use as they play back the movie.

_highquality = value; .

You can use the value argument to specify the quality to
which you want to set your movie clip. Choose from 2 -

Th for th 11 i
e syntaxfor the _quality property is best, 1 - high quality, or 0 - low quality. Like the _gquality

_quality = value; . property, the _highquality property is global and
applies to all elements of the movie. You cannot use the

You use the value argument to specify the quality level. You _highqguality property to set the quality of a movie clip

can choose from LOW, MEDIUM, HIGH, and BEST. You or other elements of a movie.

cannot set the quality level for specific elements of a movie. .

You cannot set the quality for a movie clip. The quality Flash 5 deprecated the _highquality property; if you are

setting is global and applies to the entire movie. authoring for a Flash 5 environment, use the _quality

property instead.
You can also use the _highquality property to set the
level of antialiasing you want to use in your movie. As with

SET MOVIE CLIP QUALITY

% Flash 5 - [0310quality.fla] Obie

D} File Edit Wiew Irset Modify Test Control) Window | Help Fl Objest Actions| @) |[»
2, Soene 1 Hew Window Chil+Alteh @ _ — [ Obiect Actans =
""""" Toolbars v s :H| Basic Actions  »
Tools i i Aetions 3 |
- Operators 3 .
| o] ) 02 Danels > 0 Functions _ »
Panel Sets , | | pr— _currentirame
Save Panel Lapout... | Dbjects 5 _dioptargst
Clase All Panels r———— _focusrect
_fameslnaded
Actions . Ctri+Alt+A _height
Movis Explorsr Ly Ctledltehd el
Outgut _name
Debugger
Library Crl+L TR
Common Libraries , SRR
Genereton Hbiests target
_totalfiames
LCascade _ul
| ‘ Tile L ishle
[ 1 Mowiel Mo action selected _:,..jm
ualit | 203100 fls M Parameters -
= ,Q, — ¥ | | w 30310qualiy fla —fmaLss
...... —_—— J _Kscale
& o
I _’I _Pmause
= s AilSy AW _ysedle ® -
Select the frame, button, B This example uses a —E] Click |#] &> Properties &>
or movie clip to which you button. _quality.
want to add ActionScript. . . .
P ] Click Window = Actions
Note: This example uses file to open the Actions panel.

quality.fla, which you can find on the
CD that accompanies this book.




SETTING MOVIE CLIP PROPERTIES

EX{E When using the _quality property, you can
choose the quality level you want. The table that
follows defines each of the quality levels
available in Flash.

LEVEL DEFINITION

LOW Flash does not antialias graphics or
smooth bitmaps.

MEDIUM | Flash antialiases graphics, but does
not smooth bitmaps.

HIGH The default quality level. Flash
antialiases graphics and smoothes
bitmaps if the movie is static.

BEST Flash antialiases graphics and always
smoothes bitmaps.

\_ S

Object Actio x % Flash 5 - [0310quality_swi] (=] x|
1 Dbject Actions @ < Ele Edt Wew Contral Debug Window Help =181 x|
ﬂjl Object Actions v .~

@] Basicrctions = on (release) {

@] Aetions _quality = "Low";

(@] operstors

@] Funetions

@] Froperies

@] objects

Line 2 _quality = "LOW";
Expression; I_quamg -[Low f———————

Quality |
@ o =
M The default handler on I3 set the _quality value. B Move to the test [3 Click the button to test
(release) appears in the - environment. your movie.
" This is the value.

Action list. . . o .

Note: See page 38 for instructions B The movie clip quality
M The quality property on how to test a movie. changes to the value you
appears in the action list. specified.



FLASH ACTIONSCRIPT

INTRODUCTION TO VARIABLES
AND DATA TYPES

The syntax for creating a variable is

You use variables to store information for later use.
variableName = value;.

The variableName argument represents the name you
give to the variable. The equal sign (=) is the assignment
operator. The assignment operator tells ActionScript you
want to assign something to a variable. Value represents
what you want to assign to the variable. Once a value has

DATA TYPES

been assigned, whenever you use the variable name, the
assigned value is retrieved. For example, if you make the
following assignment:

X =2

every time ActionScript sees the variable x, it interprets it to
mean 2. You can change the value assigned to a variable
many times and at any point in your script.

In ActionScript, a variable can store the following data
types: string, number, Boolean, movie clip, or object. A
string is any sequence of characters consisting of any
combination of letters, numbers, or punctuation marks.
A number is a value on which you can perform
mathematical operations such as addition (+),
subtraction (), multiplication (*), division (/), modulo
(%), increment (++), or decrement (--). A Boolean is a
value that is either true or false. A movie clip is a symbol
that can play Flash animation. Objects are used to
manipulate data, sounds, and movie clips.

You do not have to define the variable type before
assigning a value to a variable. ActionScript examines
the expression and determines whether the variable is a
number, string, Boolean, object, or movie clip. If you
change the value assigned to a variable, if necessary,
ActionScript will automatically change the variable type.
For example, when you assign x = 2;, ActionScript
evaluates the expression and determines that x is a
number. If you later change the assignment to x =
"George" ;, ActionScript reevaluates the expression
and determines that x is a string.

SCOPE OF VARIABLES

ActionScript variables can be either global or local. A
global variable can be referenced by any movie clip on
any timeline. Global variables are said to have an
unlimited scope. A local variable can be referenced only
within the curly braces that enclose its block of script.
Local variables have a limited scope. Each variable must
have a unique name within its scope. Each global
variable must be unique within the movie. Each

local variable must be unique within the curly

braces that enclose it.

Declaring a variable lets ActionScript know that a
variable exists even if no value has been assigned to it.
You use the var statement to declare a local variable. In
the example shown here, the variable x is declared as a
local variable.

Example:
var X

You use the assignment operator (=) to assign a value to
a local variable. In the example shown here, the value
25 is assigned to the local variable x.

Example:
var x = 25

You use the setvariables action or the assignment
operator (=) to declare global variables. The following
two examples set global variables and are equivalent.

Examples:
x = 25

set (x,25) ;

Global variables are often initialized in the first frame of
a movie. Initializing a variable consists of assigning the
initial value of the variable.
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NAME VARIABLES

WORKING WITH VARIABLES AND STRINGS

You are free to name your variables anything you like;
however, when naming your variables, you must follow
these rules:

* The first character of your variable name must be a
letter, underscore (), or dollar sign ($).

* Each subsequent character must be a number, letter,
underscore (), or dollar sign ($).

* Your variable name cannot be a keyword.

*  Your variable name cannot be a Boolean literal.

*  Your variable name must be unique within its scope.
Global variables must be unique within the movie.
Local variables must be unique within the curly
braces that enclose them.

*  Your variable name does not have to be in the
format of first word beginning with a lowercase
letter and subsequent words beginning with capital
letters; however, that is the convention in this book.
If you develop a convention and use it consistently,
you will have an easier time debugging your code.

DYNAMICALLY DISPLAY TEXT

You can use variables to dynamically display text or to
create forms. If you want to dynamically display text,
you start by using the Text tool to create a text box.
After you have created the text box, click Window =
Panels => Text Options on the menu. The Text Options

panel opens. Select Dynamic Text as the text type and
enter the name you want to assign to your variable in
the Variable field. If you would like a border around
your field, select Border/Bg. Any information you assign
to the variable displays on the screen.

CAPTURE USER INPUT

If you want to create a form to capture user input, you
start by using the Text tool to create a text box. The box
will capture the user’s entry. After you have created the
text box, click Window = Panels = Text Options on the
menu. The Text Options panel opens. Select Input Text
as the text type and enter the name of your variable in

the Variable field. Any information the user types in
the field is stored in the variable you assigned. You
reference Input Text variables and Dynamic Text
variables the same way that you reference any
other variable.




FLASH ACTIONSCRIPT

ASSIGN A VALUE TO A VARIABLE

sequence of characters consisting of any combination

You can assign a string to a variable. A string is any

of letters, numbers, or punctuation marks. You use a
string variable to store string values such as text or a URL
for later use. You cannot perform mathematical operations
on a string even if the string is a number. When assigning a
string to a variable, you must enclose the string in single or
double quotation marks. This example, userName =
"John Smith";, stores a string to the variable userName.

You can assign a number to a variable and use the number

as a counter, in a mathematical

calculation, or to set a

property. A number assigned to a variable can be the result
of a mathematical calculation. These examples all assign

ASSIGN A VALUE TO A VARIABLE

numbers to a variable:a = 5;,x = a + 25;,and x =
5 + 7;.Any expression that returns a number that is
assigned to a variable, assigns a number to the variable.
ActionScript stores numbers as floating-point numbers. A
floating-point number is a number with no fixed number of
digits before or after the decimal point.

You use a Boolean when you want to set a condition to true
or false, evaluate whether a condition is true or false, or
compare values. Booleans are often used with logical
operators. When assigning a Boolean, the value is always
either the word true or the word false or an expression
that evaluates to true or false. This example, x =
false;, assigns a Boolean to a variable.

£ Flash 5 - [0304visible.fla]
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Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
variable.fla, which you can find on the
CD-ROM that accompanies this book.

E Click Window = Actions
to open the Actions panel.

= 3| Assign values to variables.




WORKING WITH VARIABLES AND STRINGS

Several characters cannot be included in a string
unless they are preceded with a backslash. The
table shown here lists these characters.
\” Double quotation mark
\ Single quotation mark
\\ Backslash
\b Backspace character (ASCII 8)
\f Form feed character (ASCII 12)
\n Line feed character (ASCII 10)
\r Carriage return character (ASCII 13)
\t Tab character (ASCII 9)
\000 - \377 A byte specified in octal
\x00 - \xFF A byte specified in hexadecimal
\u0000 - \uFFFF A 16-bit Unicode character specified
in hexadecimal

Dbiect Actio
yMouie Explarer| 3] Objest Actions|

ﬂjl Object Actions

Al

on (release) |

numbery = 5;
statusy = true;

messagev = "Getting old is making me sick!";

textV = messagev;
agey = numbery;
| carMC._wvisible = statuswy;

Mo action selected.

Mo Parameters.

&% Flash 5 - [0304visible_swf] [C[5x]

"}Ei\a Edit Wiew Control Debug Window Help

=181 %]

Getting old is making me sick!

A Use the variables in an
expression.

M If you associate the
variables with dynamic text
boxes, you can display the
values the variables return to
the user.

B Move to the test
environment.

Note: See page 38 for instructions on
how to test your movie.

Click the button to test
your movie.

M The script assigned the
values needed to execute the
script to variables. Your movie
will perform the actions the
same way it would have if
you had used literal values.
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ASSIGN AN OBJECT OR
MOVIE CLIP TO A VARIABLE

ctionScript divides data types into two categories: changes made subsequent to the time you originally
Aprimitive and reference. Strings, numbers, and assigned the object to the variable are reflected. Variables
Booleans are primitive data types. A variable that assigned objects or movie clips do not store the object or
contains a primitive data type stores the value that has been movie clip assigned to them, but, instead, store a reference
assigned to it. Primitive data types do not update when to the object or movie clip. Each time the variable is called,
changes are made to the assigning value. Each time the object is retrieved. You can assign objects and movie
ActionScript encounters the variable it retrieves the value clips to variables and use those variables to reference the
last assigned to it regardless of any subsequent updates, for object or movie clip.
example,a = 10;,b = a;, a = 30;. In this example, L
b is equal to 10. The value of b remains 10 even though the An array is a list of values separated by commas. The
value of a has changed to 30. This is because b contains the  following assigns rose, lily, and daisy to the array flowers:
value of a at the time of assignment. Changes to a do not flowers = ["rose", "lily", "daisy"];.The
automatically update b. syntax flowers[0] = ["pansy"]; changes rose to
pansy. Since you have changed the value of rose to pansy,
Objects and movie clips are reference data types. When flowers now returns pansy, lily, daisy. This is because
you retrieve an object or movie clip from a variable, any changes made to a reference data automatically update.

ASSIGN AN OBJECT OR MOVIE CLIP TO A VARIABLE

&% Flash 5 - [object.fla] Object Actio x
[ Ele Edt View |nsert Modfy Iest Corbol |window [ Help = x iy Mouie Explarer] 3] Objest Actions Bl
Tooks | & Scene New 'window Clillt+N @ A, +| | Obie Actons v|a
[TR @& @ O] Teobas Pl s e on (release) {
=l © lrdb =l —H playvers = [T1ane™, "BiT1", "ATlen"1;]
Panels 3 = T
Q A B & o ﬂ i Panel Sets 3 LI
O o Save Panel Layout... ;I
/ & Close &l Panels
Actions " Ctri+Alt+A
© @ EEE! Movie Evploer g Lllstlteb! H
& Bttt ] Duigut
View E ﬁ Debugger
Mo 1 Library CtilsL
et by Common Libraries v
;"; Gererator Objzcts
ry H’ g 1 LCascade —
!1IZI:'> s Gt = [ o action selected
e e e ol
T e
I A e Parameters.
= o
= 4 | 3
SEE = Do ALIS AW & -
Select the frame, button, M This example uses a —E Create an array. Note: See pages 164 to 175 for
or movie clip to which you button. information on working with arrays.
want to add ActionScript. . . .
P A Click Window = Actions

Note: This example uses file object.fla, ~ to open the Actions panel.
which you can find on the CD-ROM
that accompanies this book.
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Understanding the difference between primitive data
types and reference data types can be confusing. The
table that follows illustrates the difference by comparing
values assigned to variables with values assigned to an
array. For more information on arrays, see Chapter 7.

DATA TYPE: ARRAY

vl =

"a, "

y = Vl+ v2 + V3 y = I:"a","b","C“];
y returns: a,b,c y returns: a,b,c
Vl = ”Z,“; y[o] = ||le;
output =y output = vy
Output returns: a, b, c output returns: z, b, c
\ J
"Ly Moie Evplorer] 51 Dhjsct Astions] G0 < Fle Edit Wiew Contol Debug Window Help =181 x|
ﬂjl Object Actions |-
on (release) {
plavers = ["lane", "Bi11","Allen"]; L.
players[1] = "ehilip'; Original array:
isplayPlayers = avers ; |—— .
B — Jane,Bill,Allen
— | >
Modified array:
Jane,Philip,Allen
:o:el\ontselected Get Array
D =
1 Change the array. E Assign the array to a Click the button to test M Because an array is a

B This example changes one
of the elements in the array.

M If you associate the
variable with a dynamic text
box, you can display the
value the variable returns to
the user.

variable. your movie.

3 Move to the test
environment.

Note: See page 38 for instructions on
how to test your movie.

reference data type, the
change you made to the array
is reflected in the output.
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LOAD VARIABLES

external file. This is useful when you need to read data

The loadvariables action reads data from an

from a text file or you are working with data from a
CGil, Active Server Page (ASP), or Personal Home Page
(PHP) script. Your Flash movie and the data must be located
in the same subdomain if you are accessing the data using a

Web browser.

The syntax for load variable is

loadVariables (url,

location,

variables) ;.

The url argument is used to specify the absolute or relative
URL of the file containing the variables you want to load.
The location argument is used to specify the level or

target path that will receive

the variables. For more

information on levels and target paths, see page 224. The
variables argument is used to specify the method you want
to use to send variables. Choose from get and post.

Set up the data you want to load by entering it in the

following format:

variableName=value&variableName=value&

variableName=value...

Use variableName to specify the name of the variable.
Use value to specify the value you are assigning to the
variable. Separate each variable/value pair with an &. The
variable names in your text file must match the variable
names in your movie.

Certain characters cannot be read directly from a text file.
You must use URL encoding for these characters. For
example, if your text file includes temperature=+15,
ActionScript will read it as temperature=15, dropping the
plus. The URL code for the + is $2b. To have ActionScript
read the entry correctly, type temperature=%2bl5. See
Chapter 14 for the URL encoding table.

ActionScript sometimes needs to substitute 1oadvariable
with 1loadvariableNum. If you are entering your script
using the Normal mode, this substitution is done
automatically. See the appendix for more information on
loadvariable and loadvariableNum.

LOAD VARIABLES

£%Flash 5 - [load.fa]

Object Actio x

[ Bl Edit Wiew lnseit Modiy Test Control | window | Help == x| =y Movie Explorer] 5] Objeot Actions G0
2 Scene 1 Hew window Ctrl+Alt+H &, B, ﬂj‘ Obiject Actions ﬂﬂ
& 50 Toolbars IR on (release) {
Tools = loadvariablesnum (“"sales.txt", 9);
[+ B & || &l B [ Panek » |
Panel Sets 3
Save Panel Layout... ;I
Close All Panels
Actions . Ctri+Alt+A
I Movis Explarer (S Ctilelbebd H
II = [ | Outgut
T ] 1] Debugger
T ==
|
EEE NN R ] Library ik
| N Common Libraries 3
T T T Generdton Dbjects
. Load Variables |/} LCascade |
[ No action sefected
v 1loadfla
Mo Parameters,
4 |» I_I
& =1 B3 AL A W @ |a

0 Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses files load.fla
and sales.txt, which you can find on
the CD-ROM that accompanies this
book.
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B This example uses a
button.

“F] Click Window = Actions

to open the Actions panel.

4] Click [%] to close the

Actions panel.

Y Load the variables.

M If you associate the
variables with dynamic text
boxes, you can display the
values the variables return to
the user.
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Appjy You can use the escape function to You can use the unescape function to
‘ convert an expression to URL-encoded convert an expression from URL-encoded
h format. The syntax for the escape format to ASCII characters. The syntax for
function is escape (expression). the unescape function is unescape
Use the expression argument to (expression). Use the expression
specify the expression you want to argument to specify the expression you
convert to URL-encoded format. want to convert from URL-encoded
format to ASCII.

escape ("temperature=+15") ;

unescape ( "temperature%3D%2B15")

A4

v

temperature%3D%2B15

temperature=+15

% Flash 5 - [load fla] HEE &% Flash 5 - [load swi] HE R
E} File Edit Yiew Insett Modity lextlguntm\ Window Help =13 x| éEila Edit ¥iew Control Debug Window Help =151 x|
& Scene 1 Elay Erier
— Bewind [Cirl+lt+H
a0 s
Step Fonward
Step Baclward
BB & || 4]l
Test Movie N Ctrl+Enter
Debug Movie L\Str+Shift+Enter j‘ A H .
Test Scene Crh+Al+Enter Reglonal Sales Flgures'
Loop Playback . o
— | > Region A || 40,000, [ _20%
REQIQN A II T :::[ Enable Simple Frame Actions
I =4 Enable Simple Buttans Crh+Al+B
; . i )
gl I ke S Region B || 60,000 | 30%
=X S|
[TTTTTTTTTTT
I . -D
1 |l|-u|m|i| T \l I~ Reglon C | 100'000| 50 °
T

Load Variables ‘
1 I»l_I
a0 =l 6@ A% AW
I Click Control = Test Note: See page 38 for instructions on | A Click the button to test B When you click the
Movie to move to the text how to test your movie. your movie. button, the variables load.

environment. .
—ll Each of these boxes is a
dynamic text box.
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EXTRACT A CHARACTER FROM A STRING

he string.charAt method enables you to extract The letter a has an index of 0, the letter b has an index of
Tthe character at a specified location. Use this method 1, and the letter c has an index of 2.

to validate entries. For example, suppose the fourth . . .
character in an entry should be a dash. Use the When using string.charAt, if you enter an index
string.charAt method to extract that character for position that is not a number from 0 to the last index
evaluation. If the entry is not a dash, send an error message position in the string, ActionScript will return an empty
to the user. string.
When using the string.charAt method, precede the You use the string. charCodeAt methqd to retrieve the
word charAt with the string or a variable that contains the code for the chgractgr at a specified location in a string. The
string from which you want to retrieve a character followed value returned is an integer from 0 to 65535. The
by a period. Place the index position of the character you string.charAt method and the string.charCodeat
want enclosed in parentheses after the word charat. Here method are the same, except the string.charCodeAt
is how you determine the index position. Starting from the method retrieves a code instead of the character.

left, the first character in a string has an index value of 0,
the second character has an index value of 1, the third
character has an index position of 2, and so on. In the
example shown here, x is equal to c.

The syntax for string.charCodeAt is
stringValue.charCodeAt (index) ;. StringValue
represents the string from which you want to retrieve a
numeric code. Index represents the index position of the
x = "abcdefg".charAt (2) value for which you want to retrieve a code.

EXTRACT A CHARACTER FROM A STRING '

% Flash 5 - [0405.fla] Obje

[ File Edit wiew lnset Modiy Test Contral | window | Help _&] x| Ty Movie Explorei] 31 Dbject Actions 2 [r
& Scenel New Window EtrvlteN @ 8, 4| — [ Obiect Actions v|&
Tonbars AT T on (release) {
Loty =|| ——{ phrase = "JUMP OVER THE BLUE MOON';
BHE o ﬂ ala E 0] Panels 3 _’I I
Panel Sets »
Save Panel Layout.. ;I
Close &l Panels
Extract Index P os i H ! I
fd-q] v -t i Dlutput
‘ Debugger
I Library Ctrl+L
— = Common Libraries 3
= Submit ‘ Gererator Objects
LCascade
Tile =
| o action selected
v 10405 fla
Mo Parameters.
4 | »I_I
[ =l BE AN AW ® o
—EB Select the frame, button, M This example uses a = 3 Assign a string to
or movie clip to which you button. a variable.
want to add ActionScript.

—H Click Window = Actions
Note: This example uses file extract.fla, ~ to open the Actions panel.
which you can find on the CD-ROM

that accompanies this book.
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N
EX&& This script illustrates using charCodeAt. It You use the string. fromCharCode method to
retrieves the ASCII code of a character in the obtain the character assigned to the ASCII code.
variable phrasel. The variable sampleText is The string. fromCharCode method uses the
a dynamic text box. following syntax:
Example: string.fromCharCode (codel, ..., codeN) ;
on (release) { Codetl,...,, CodeN represents the character code. In
phrase = "JUMP OVER THE BLUE MOON"; this script, the user enters a code and the character
SEp ettt SplrEse. GheErClosliE (6) ; the code represents is retrieved. The variable
} userEntry is an Input text box. The variable
character is a dynamic text box.
Example:
on (release) {
character = string.fromCharCode (userEntry) ;
}
\ J
Object Actio x % Flash 5 - [0405 swf] =[5 x]
@r <y Bls Edit Wiew Control Debug Window Help =31
ﬂjl Object Actions ﬂ:l
on (release) |
phrase = "JUMP OVER THE BLUE MOON'";

_> H > Extract Index Position Six From:

[sampleText=phrase.charat( 6 J;
3

Jump over the blue moon.

‘ Submit

Mo action selected.

Mo Parameters.

4 Extract a character. H Move to the test 3 Click the button to test B ActionScript extracts the
. environment. your movie. character at index position 6.
B This example extracts the

character at index position 6. Note: See page 38 for instructions on

. how to test your movie.
M If you associate the 4

variable with a dynamic text

box, you can display the

value the variable returns to

the user. 97
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EXTRACT A SUBSTRING FROM A STRING

extract a string that is embedded in another string.

This is useful when you only need part of a string or
you want to validate a user’s entry. For example, if the fifth
through ninth characters of a user’s entry should always be
numbers, you can use the string.substring method to
extract those characters for evaluation. After evaluation, if
the characters are not numbers, you can send an error
message to the user. Suppose you had the data shown here:
userEntry = "PART12345-APL";.

You can use the string. substring method to

If you want the characters in the fifth through ninth
position, use the string.substring method to extract
them. When using the string. substring method,
precede the word substring with the string or variable
from which you want to extract data followed by a period.
Follow the word substring with from and to arguments
enclosed in parentheses and separated by a comma.

The from argument represents the index position of the
first character you want. The to argument represents the

index position plus 1 of the last character you want. If you
do not specify a to value, the start position to the end of
the string will be extracted. For an explanation of index
position, see page 96. The expression shown here extracts
12345 from userEntry:

part = userEntry.substring(4,9);

When using the substring method, if the from position is
greater than the to position, ActionScript will automatically
swap the arguments. If the from position is equal to the to
position, ActionScript will return an empty string.

ActionScript provides you with several methods that you
can use to obtain a substring. The substr method uses
the syntax shown here:

stringValue.substr (start, length);.

The start argument represents the index position of the
first character of the substring to be extracted. The length
argument represents the number of characters to be
extracted.

EXTRACT A SUBSTRING FROM A STRING

% Flash 5 - [substring.fla]

Dbject Actio x

[ Ele Edit Wiew |nsert Modify Iest Cortiol | window [ Help RS ke Mavie Explarer] Fi) Objest Actions| 2)[r
2 Scene 1 Mew window Clrl+alt+H =, B, ﬂjl Object Actions w|a
& 50 Toolbars U T w w on Crelease) {
Lot = - nameAddress = "George Allen---153 Kings Way---Bronx Nv";|
BE & |[4)[8la) B Panek , o T
Panel Sets 3
Save Panel Layout... ﬂ
LClose &l Panels
Actions N Ctri+Alt+A et
Movvie Explorer [ Ciilsaltbt H
~ Alny FIT-L) 1
peorgerAie—-19 it
Debuager
Library Chrl+L
Common Libraries 3
__A d g S‘S"_‘| Generator bjects |
LCascade
Tile B
[ No action selected
v 1 substing fla
j Get Address Mo Parameters,
[ d
4 |»
ooz =l S AN A D & o

Select the frame, button,
or movie clip to which you
want to add ActionScript.

B This example uses a
button.

—#1 Click Window = Actions
to open the Actions panel.

Note: This example uses file
substring.fla, which you can find on
the CD-ROM that accompanies this
book.

- 3| Assign a string to

a variable.
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method to obtain a substring.

The s1lice method uses this on (release) {
syntax: nameAddress = "George Allen—153 Kings Way—Bronx NY";
Y : sampleText = nameAddress.slice( -24,-11);

Apﬁ[x You can also use the slice

stringValue.slice(start, end); }

The start argument
represents the index position of ]
the first character of the GESBEE
substring to be extracted. If 153 Kings Way
start is a negative number,
the count begins at the end of
the string. The end argument

‘<

represents the index position on (release) {

for the last character to be nameAddress = "George Allen—153 Kings Way—Bronx NY";
. . sampleText = nameAddress.slice( 15,28);

extracted. If end is a negative )

number, the count begins at the
end of the string.

RESULT:
153 Kings Way

‘<

I Object Actions| @k <7 Fie Edt View Contiol Debug Window Help =151 x|
ﬂj‘ Object Actions LArS
on (release) {
nameaddress = "George Allen---153 Kings wawy---EBronx NY';
[sampleText = nameiddress.substring( 15, 28 J;
+
George Allen--153 Kings Way---Bronx NY

Address: \153 Kings Way

(Mo e n e e W

Mo Parameters.

1 Extract a substring. H Move to the test 3 Click the button to test W ActionScript extracts the
environment. your movie. substring and displays it on

M If you associate the screen.

variable with a dynamic text Note: See page 38 for instructions on
box, you can display the how {o test your movie.

value the variable returns to

the user.
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CONCATENATE STRINGS

You can use the string.concat method to join operator will add them. Here also, any spaces at the

several strings together to form a single string. This beginning or end of the string are considered part of the
method is useful when you want to include data string.
entered by the user in your output. )
In Flash 4, the + operator was only used as a numeric

operator. It did not concatenate. When Flash 4 movies are
imported into Flash 5, operands that use the addition
operator are converted to numbers.

When using the string.concat method, precede the
word concat with the string or variable to which you want
to concatenate, followed by a period. After the word
concat, list the values you want to concatenate, separated .
by commas and enclosed in parentheses. Any spaces at the In Flash 4, you used either the add operator or the &

beginning or end of the string are considered part of the operator to concatenate strings. The add operator has been
string. deprecated in Flash 5. You should use + to concatenate if

you are creating movies for Flash 5. In Flash 5, the &
operator is used as the bitwise AND. When Flash 4 files
that use & are brought into Flash 5, the & is automatically
converted to add.

You can also concatenate or join two strings using the
addition (+) operator. If one operand in an expression is a
string, the addition operator will concatenate. If all
operands in an expression are numbers, the addition

CONCATENATE STRINGS

% Flash 5 - [concat._fla] Dbject Actio
[ Bl Edit Wiew lnseit Modiy Test Control | window | Help == x| =y Movie Explorer] 5] Objeot Actions @[k
& Scene 1 Hew'window Ctrl+AlteN &, B ﬂj‘ Object Actions v|a

Toolbars M e e on (release) {

Leatk — " phrasel = "JUMP OVER THE

= o W,

@ & |4 @lo &l ek » o phrase? = MOON" 3

Panel Sets »

Save Panel Layout... ;I

Close All Panels

‘ Actions N Ctri+Alt+A
— H—H Wiovie Explorer [y CirlsAleh H
Submit H— Outgut
‘ e S S — Debugaer
S
- LComman Libraries 3
P7 [eneraton [Ihjects
LCascade
Tile [
[ No action sefected
v 1 concat fla
Mo Parameters.

4 |» I_I
[ =1 & A& A W @ o

—EB Select the frame, button, M This example uses a
or movie clip to which you button.

want to add ActionScript. LB Click Window = Actions

Note: This example uses file concat.fla, ~ to open the Actions panel.
which you can find on the CD-ROM
that accompanies this book.

—E Assign strings to variables.
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You can use the plus operator to
concatenate strings. The script that

follows provides an example. The on (release) {
. . . phrasel = "JUMP OVER THE ";
variable sample.Text is a dynamlc. Dhrase2 — " MOON";
text box. The variable userEntry is sampleText = phrasel + userEntry + phrase2;

an input text box. The user enters a }
color in the userEntry field. When
the user releases the mouse after
clicking a button, the color they
entered is concatenated with the RESULT:
variables phrase1 and phrase2.

‘<

If the user enters PINK, here is the result.

JUMP OVER THE PINK MOON

\. J/
s 3 $4%Flash 5 - [concat_swi] 5] ]
31 Object Actions @ <7 Fle Edit Yiew Contiol Debug Window Help =8| =]
ﬂjl Object Actions |-
on (release) {
phrasel = "JUMP OVER THE ";
phrase? = " MOON":
[sampleText = phrasel.concatCuserEntry, phrase2l;]| Enter a color: PINK Submit
3 : _‘
m— 1 »|| [PUMP OVER THE PINK MOON |
No action selected T
ko Farameters.
D =
3 Concatenate the strings. B If you associate the [3 Type a word or phrase. B ActionScript concatenates
variables with input text the strings.

B If you associate the —d Click the button.
variables with dynamic text
boxes, you can display the

values the variables returnto [l Move to the test

the user. environment.

boxes, you can obtain input
from the user.

Note: See page 38 for instructions on
how to test your movie.
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OBTAIN THE LENGTH OF A STRING

of characters in a string. This property is useful when

validating user input. For example, if the user enters a "Hello".length
value that is required to be exactly 10 characters long, you
can evaluate the entry and send an error message back to
the user if the entry is more or less than 10 characters.

You can use the length property to count the number Example:

In Flash 4, the 1ength function is used to obtain the
length of a string. The syntax for the length function is
length (expression) ;. Use the expression argument

To use the length property, you simply precede the word to specify the expression or variable for which you want to
length with the string or string variable for which you want obtain the length.

to obtain the length. S

In the example below, the string "Ss2498" is assigned to the
variable studentID. Then, the length property is used to
obtain the length of the value in the variable studentID.
The variable enteredLength returns 5.

studentID = S249876
enteredLength = length(studentID)

The variable enteredlength returns 7.

studentID = §2f9876 1 - The length function has been deprecated in Flash 5. In
SUESASELEgEn S SELERReID, AEeEo; you are authoring for a Flash 5 environment, you should use

When calculating string length, spaces are included in the the length property instead.

count. In the following example, "Hello" would have a

length of 6.
OBTAIN THE LENGTH OF A STRING
$% Flash 5 - [0408.fla] Object Actio =
E} File Edit Wiew Insert Modfy Test Conbrol | window | Help =12 x| sk Miawis Explorer] 3] Object Actions] @ |»
2 Some1 New Wwindow ChlsaltN @ B, +| | Obiect Actions 4]
an Tgolbars > II‘4””‘4§””§U‘””§|"*} or (I"E“EBSG) {
Lante | _sampleText|=[userEntry. Tength;]
B & |3 @lo & G Banels 3 j ¥
Panel Sets 3
Save Panel Layout,.. B
Close All Pancls
Actions N Ctrl+Alt+A —
Movie Explarer [\s Chilsdli+bt 1 > H
Outgut
Em%LFJer 2 I‘ | o
Libraty CiilsL
] Get Length Common Libraries 3
Gieneraton Objects
LCascade

Tile

o action selected.

INumber|o aracferst = imew

1 v 204084 o Parameters

[ .. |>|ﬂ

%—A = B& AN AW
K1 Select the frame, button, M This example uses a EJ Obtain the length of a M If you associate the variable

or movie clip to which you button. string. with a dynamic text box, you

t to add ActionScript. . . , . display the value th
wanttoa cronserip —H Click Window = Actions M If you associate the can Cisplay \he vaiie e

. . : ; ; ) variable returns to the user.

Note: This example uses file length.fla, ~ to open the Actions panel. variable with an input text
which you can find on the CD-ROM box, you can obtain input —H click Xl to close the
that accompanies this book. from the user. Actions panel.

3 Assign the results to a
102 variable.
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EX&E You can use ActionScript to check the length of an entry. The
script shown here demonstrates. In this movie, the user enters
an identification number. If the identification number is not five
characters long, the user gets an error message. The script is
attached to a button. The variable studentId is an Input Text
field. The variable errorMessage is a Dynamic Text field.

Example

/* Executes script when the user releases the button. */

on (release) {

/* Checks the length of the input text box studentID. */
if (studentID.length == 5 ) {

/* If the length of StudentID is fives character long, no
message is displayed in the dynamic text box errorMessage. */

wow

errorMessage = 7

/* If the length of StudentId is not equal to five, a
message is displayed in the field errorMessage. */

} else {
errorMessage = “Your ID must be 5 characters long.”;
}
}
\ 7
£% Flash 5 - [0408.fla] HEE % Flash 5 - [0408_swf] HEE
| [ Fle Edit Wiew Inset Modify lexll Contral| Window  Help =18 x| <7 Fle Edit Wisw Contiol Debug Window Help =18
Fl Erier
% Seenel — Eei\nd Cilsflel @@
& 5 0Ol 5 40 45 50 =|»H
Step Fonward. —
Step Backwand . ﬁd
Be @ |4k Test Movie _ Ctri+Enter : |COLII'It Me
Debug Movie [ StShit+Erter =] Enter a Phrase:
Test Scene Ctrl+Alt+Enter
Loop Plapback Get Lenath
— [ ot > -
E.DF%LFJE[PLBSE. Enabls Simple Frame Actions
| Enable Simple Buttons Clrl+Alt+B I
I Get Length Iute Sounds
Number of Characters:
I | | B
INumber|of Characters} || |
El I>I;I
1003 B 1] Al Sy A W
3 Click Control = Test Note: See page 38 for instructions on | Il Type a word or phrase. B ActionScript returns the
Movie to move to the test how to test your movie. number of characters in the

1 Click the button to test

Gl e text you typed.

environment.

103




FLASH ACTIONSCRIPT

SEARCH A STRING

substring within a string. Use this method if you need

to search a string for a word or phrase. The
string.indexOf method returns the index value of the
first occurrence of the string. If the value is not found,
string.indexOf returns a -1.

U sing the string.indexOf method, you can locate a

To use the string.indexOf method, precede the word
indexOf with the string or string variable you want to
search, followed by a period. After the word indexOf,
place the value and the start arguments separated by a
comma and enclosed in parentheses. The value argument
is used to specify the string or a variable containing the
string for which you want to search. The start argument is
used to specify the index position of the character at which

SEARCH A STRING

you want to begin your search. For an explanation of index
position, see on page 96. If you do not specify a start,
ActionScript will begin the search at the beginning of the
string.

If you would like to do multiple searches of a string, you
need to initialize a variable to 0 in the first frame of the
movie and use that variable as the start. For the purpose of
this example, call the variable startSearch. After the
script finds the substring, have the script assign the index
value of the substring to a variable. For the purpose of this
example, call that variable indexVvalue. Assign
indexValue +1 to startSearch. The next search will
start at the index position to the right of the last value
found. When no value is found, ActionScript will return a -1.

£% Flash 5 - [0409.fla]

£%Flash 5 - [0409.) Frame Actions 5

[ Ele Edit Wiew |nsert Modify Iest Cortiol | window [ Help TS [ File Edit wiew  |[ZMovieEnploe] 3 Frame Aotions] D[
& Scene Dew Window EtrlsaltsN &, B, ) Scenel | [ Frame Actions v|a
=a0l T o Toobars VR R m T Startsearch = 03]
Tooks R
Dince » @ Panek 3 _
- ,—’— Panel Sets » LI
i o) ﬂ E‘El ﬂ H 1 [12dres |— Save Panel Layout... j
LClose &l Panels ;I
Actions N Ctri+Alt+A
Movvie Explorer [ Ciilsaltbt H
Outgut
Debuager
EEEQEEZH Bild Library ChrlsL EEEQEEZJQQ
i T Common Libraries 3
Get Index Value | Generator Dbjeots
) T A
T T LT
| Vo for Biji =
T T Tie
| __ [ Mo action seleted
P Zoam,
0 © 2ThiE e Parameters
0 A
Kl (1| Kl
505 - 0 AL A D | =1 & o

K Select the frame, button,
or movie clip to which you
want to add ActionScript.

M This example uses a frame.

—H Click Window = Actions
to open the Actions panel.

Note: This example uses file search.fla,
which you can find on the CD-ROM
that accompanies this book.

104

—E] Initialize the variable.
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EX&E The string.lastIndexOf method works exactly like the
string.indexOf method, except it returns the index value of the
last occurrence of a substring within a string. The
string.lastIndexOf method uses the following syntax.

stringValue.lastIndexOf (value, start);

The script shown here illustrates using the string.lastIndexOf
variable. The variable startSearch begins the search at index
position 36. The variable indexvalue is a Dynamic Text box. It
displays the results of the search. Note that because
string.lastIndexOf searches from the end of the string to the
beginning, after each search the variable startSearch is assigned the
value indexvalue-1.

Frame 1:
startSearch = 36;

Button:

on (release) {
namesList = "George Bill Paul Bill Tom Bill Peter";
indexValue = namesList.lastIndexOf ("Bill", startSearch );
startSearch = indexValue -1;

% Flash 5 - [0409.1] Object Actions =] & Flash 5 - [0403_swi] (=] x]

[ Fle Edit Wiew |[E5MovieExplarer] 3 Object Actions @[r < Fle Edt View Contiol Debug Window Help =& x|
é Scene 1 ﬂj‘ Object Actions | .

on (release) {

—{namesList = "George B111 Paul Bill Tom Bill Peter';]
indexvalue = namesList.Indexof( Bil11", startsearch J;|
startsearch = indexvalue +1;]
George Bill Paul Bill Tom Bill Peter
‘ Get Index Value ‘ |
EStsscasaam
et Index Value_| 1.
o —————— Index Value for Bill:
it Vo for- B
il |
‘ Mo action selected ‘26
NN
} I I I I I I I I } } Mo Parameters.
NEEEEEEEEEN
|
50} = @ o
E Assign a string to a I Reset the variable you —E Click the button to test M Each time you click the
variable. initialized in frame 1. your movie. button, ActionScript returns
. . the next index value for the
I3 Find the index of a value. Evf;/r\g]\q/;teonthe test string for which you are

M Associate the variable with ' searching.
a dynamic text box. This Note: See page 38 for instructions on
enables you to display the how to test your movie.

value the variable returns to
the user.
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CHANGE THE CASE OF A STRING

string.toUpperCase methods to change the case

of your text. This is useful when you are formatting
output or when you want to compare strings without regard
to case. The string. toLowerCase method turns all
characters that are not already lowercase to lowercase. The
string.toUpperCase method turns all characters that
are not already uppercase to uppercase.

You can use the string. toLowerCase and

To use the string. toLowerCase method, simply precede
the word toLowercCase with the string or string variable
you want to convert to lowercase followed by a period.
Follow the word toLowerCase with parentheses.

Example:

userEntry = "HELLO";

sampleText = userEntry.toLowerCase() ;
Result:

hello

CHANGE THE CASE OF A STRING

The syntax for the string. toUpperCase method is
similar to the syntax for the string. toLowerCase
method. To use the string. toUpperCase method, simply
precede the word toUpperCase with the string or string
variable you want to convert to uppercase followed by a
period. Then follow the word toUpperCase with

parentheses.
Example:

userEntry =
sampleText =

Result:

HELLO

"hello";

userEntry.toUpperCase () ;

£% Flash 5 - [case.fla]

Obje A 0 X
[ Fle Edit Wiew lnset Modty Test Contral | Window | Help —=1 x| iy Movie Explorer] 7 Objeot Actions )
& Seene Hewwindaw CtrlsAkeN ENEN 4| — [ Obiect Actions v |4
&40 Toobars LA T 45w oh (release) {
1LxD = [output = input.toLowerCase=(J;]
[+ &) & || 4] @lo] Bl 2 Banels » | ¥
Panel Sets 3
Save Panel Layout... =
Cloze &l Panels
T ‘ Actions R Ctri+Alt+A
[T Movie Explorer [\3 Cirbsditehd H
Hn g Hrds) m Output
Diebugger
I Library CiL
Emmsm=m== Comman Libraries 3
T HhemSkaxercase, | Generstor Dbjects
. Ty ATy ey e e T Y P
i il Al LCascade |
) Tile
O A
I v 1caefa [ o action selected
I A =
I TP TPt ] Mo Parameters.
4 | »I_I
50% = ] A E A O ® &

—EB Select the frame, button,
or movie clip to which you
want to add ActionScript.

M This example uses a
button.

—H Click Window = Actions
to open the Actions panel.

Note: This example uses file case.fla,
which you can find on the CD-ROM
that accompanies this book.

lowercase.

—EJ Converta string to

B Associate the variable with
a dynamic text box. This
enables you to display the
value the variable returns to

the user.

B Associate the variable with
an input text box. This
enables you to obtain input
from the user.

A Click [X] to close the

Actions panel.
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ﬁx&i This example concatenates the user’s entry with two phrases
generated by the script. If the user’s entry is in lowercase, the
output is inconsistent. This script converts the user’s entry to
uppercase. For more information on concatenating, see page 100.

Example:
on (release) {
phrasel = "JUMP OVER THE";
phrase2 = "MOON";
sampleText = phrasel.concat (userEntry.toUpperCase(), phrase2);
}
\. J/
% Flash 5 - [case fla] HEEE % Flash 5 - [case swi] HEE
_E;E\Ie Edit Wiew |nset Modify IBKIIEDnIrDI Window Help =& | <7 Fle Edit Yiew Contiol Debug Window Help =8| x|
— B Erie
g ® ! — Eefwnd CilstleR @ﬁ‘
. Step Forward Nt 5 i | —
Step Backward . =
} .
L e ~ GtrltEnter : Enter a phrase in upper-case letters:
Debug Movie L\Stl+Shift+E nter j‘
Test Scene Chrl+Alt+Enter "
P [ CONVERT ME TO LOWER-CASE.
— > |
Eniel Hra Igt Enable Simple Frame Actions
Enable Simple Buttons Chrl+4lt+B
BERRAAN RN i Batah To Lower-case
To Lower-case
A SR el i ActionScript converts it to lower-case letters:
Il | -
ERSREREEEEEEmEmEE| [convert me to lower-case.
EEEEEEE NN
4] I>I;I
o B @A % A W
A Click Control = Test Note: See page 38 for instructions on & Type a phrase in I Click the button to test
Movie to move to the test how to test your movie. uppercase letters. your movie.

environment. . .
B ActionScript converts

the uppercase letters to
lowercase letters.
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CONVERT STRINGS,
NUMBERS, AND BOOLEANS

CONVERT TO A STRING

The string function

CONDITION EXPRESSION RETURN
converts a Boolean,
number, object, or If the expression is omitted, the function string() Wrong number
expression to a string. returns an error message. of parameters.
This is useful when you If the expression is a Boolean literal, the a= false; false

need the string
equivalent of a
Boolean, number,
object, or expression.
The string function uses
the syntax shown here:

function returns a string representation
of the Boolean value.

string(a)

b = true;
string (b)

If the expression is a numeric, the function
returns the decimal representation of the

string(1/2)

String (expression) number.

"hello"
string(a)

If the expression is a string, the function a = hello

returns the expression.

Expression
represents the number,
Boolean, variable, or
object you want to
convert to a string.

If the expression is an object, the function string (Date) [type Function]
returns the string representation of the

object.

The following table
illustrates the String
function.

If the expression is a movie clip, the function |a =(_root.sampleMC)|_level0.sampleMC
returns the movie clip in dot notation. string(a)

CONVERT TO A BOOLEAN

The Boolean function CONDITION EXPRESSION RETURN
converts a number, string,
movie clip, object, or If the expression is omitted, the function | Boolean () false
expression to a Boolean. This returns the value false.
function is useful when you If the expression is any number other Boolean (-234.67) true
need to evaluate a condition. .
. than 0, the function returns the value true} Boolean (10) true
The Boolean function uses
the syntax shown here: If the expression is 0, the function x = 0; false
. returns the value false. Boolean (x)
Boolean (expression)
If the expression is a Boolean value, a = false; false
Expression represents the the function returns the value of the Boolean (a)
number, string, movie clip, expression. b =true; true
object, or expression you Boolean (b)
wish to convert. ]
Continued
The following table illustrates
the Boolean function.
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CONVERT TO A BOOLEAN (CONTINUED)

CONDITION EXPRESSION RETURN

If the expression is a movie clip or an a =(_root.sampleMC) ; true
object, the function returns true if the Boolean (a) If the movie
movie clip or object exists, otherwise clip exists.
it returns false. false

If the movie clip
does not exist.

If the expression is the string Boolean("123") true
representation of any number other Boolean("12.34") true
than 0, the function returns true. Boolean ("-123") true
If the expression is not the string Boolean("0") false
representation of any number other Boolean ("abc") false
than 0, the function returns false.
CONVERT TO A NUMBER
The Number function CONDITION EXPRESSION RETURN
converts a string, Boolean, or
expression to a number. This If the expression is omitted, the Number () Wrong number of
is useful when you need the function returns an error. parameters.
:turir:erlgoti)(?:;\:]alzrt ofa If the expression is a number, the |x = 10; 10
&b ! function returns the value of the Number (x)
expression. The number expression
function uses the following p .
syntax: If the expression is the Boolean a = true; 1
Number (expression) value true, the function returns 1. | Number (a)
Expression represents the If the expression is the Boolean a = false 0
Boolean, String, or Object you Value faISe, the funCtion returns 0. Number (a)
wish to convert. If the expression is a number a= "10"; 10
The following table illustrates represented as a string, the Number (a)
the Number function. function returns the number.
If the expression is a string not Number (abc) 0
enclosed in quotes, the function
returns 0.
If the expression is a string variable | Number ("abc") NaN
or a string enclosed in quotes, the
function returns NaN. NaN stands | a=abc NaN
for “not a number.” Number (a)
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UNDERSTAND PRECEDENCE

compare, or modify values. When using operators,

you must be aware of precedence. Precedence
determines the order in which ActionScript performs
calculations, for example, x =1 + 2 * 3; .

O perators are characters that you can use to combine,

ActionScript performs multiplication and division before
addition and subtraction, in accordance with its rules of
precedence. In the example, x is equal to 7. ActionScript
multiplies 2 times 3 to get 6 and adds the result to 1. You
can change the order of calculation by using parentheses.
Parentheses override the normal order of precedence
causing ActionScript to calculate the items enclosed in
parentheses first, for example, y = (1+2) * 3; .

TYPES OF OPERATORS

In this example, x is equal to 9. ActionScript adds 1 plus 2
to get 3 and multiplies the result by 3. If you nest
parentheses, ActionScript evaluates the innermost
parentheses first. If two or more operators have the same
precedence, ActionScript uses associativity to determine the
order in which to perform the calculation. An operator can
have an associativity of either left to right or right to left. If
an operator has an associativity of left to right, ActionScript
performs the calculation from left to right, or vice versa for
right to left.

Operators are characters that you use to combine,
compare, or modify values. ActionScript calls the
elements on which operators perform operands. There
are three types of operators: unary, binary, and ternary.

Unary operators accept one operand. Increment and
decrement are unary operators. Most unary operators
prefix the operand. The increment and decrement
operators, however, can either prefix or suffix the
operand, depending on the operation you want to
perform. For more about increment and decrement, see
pages 122 to 125.

Binary operators are the most common type of
operator. Binary operators accept two operands. You
place binary operators between the operands. Plus (+)
and minus (-) are binary operators.

Ternary operators accept three operands. The
conditional operator (?:) is a ternary operator.
ActionScript evaluates expressionl. If expressionl
is true, ActionScript returns expression?2; if not
true, ActionScript returns expression3. For more on
the conditional operator, see Chapter 6.




OPERATOR PRECEDENCE AND ASSOCIATIVITY

WORKING WITH OPERATORS

OPERATOR DESCRIPTION ASSOCIATIVITY OPERATOR DESCRIPTION ASSOCIATIVITY
HIGHEST PRECEDENCE HIGHEST PRECEDENCE
+ Unary plus Right to left < Less than Left to right
- Unary minus Right to left <= Less than or equal to | Left to right
~ Bitwise one’s Right to left > Greater than Left to right
complement >= Greater than Left to right
! Logical NOT Right to left or equal to
not Logical NOT Right to left It Less than Left to right
(Flash 4 style) (string version)
++ Post-increment Left to right le Less than or equal Left to right
-- Post-decrement Left to right to (string version)
0 Function call Left to right 8t Grgater tha.n Left to right
- (string version)
4 Array element Left to right ge Greater than or Left to right
Structure member Left to right equal to (string
++ Pre-increment Left to right version)
-- Pre-decrement Right to left = Equal Left to right
new Allocate object Right to left = Not equal Left to right
delete Deallocate object Right to left eq Equal (string version) | Left to right
typeof Type of object Right to left ne Not equal Left to right
(string version)
void Returns undefined Right to left . :
value & Bitwise AND Left to right
* Multiply Left to right A Bitwise XOR Left to right
/ Divide Left to right | Bitwise OR Left to right
% Modulo Left to right && Logical AND Left to right
+ Add Left to right and Logical AND (Flash 4) | Left to right
add String concatenation | Left to right I Logical OR Left to right
(formerly &) or Logical OR (Flash 4) | Left to right
- Subtraction Left to right 2 Conditional operator | Right to left
<< Bitwise left shift Left to right = Assignment Right to left
> Bitwise right shift Left to right *= /= %=, Compound Right to left
>> Rightwise right Left to right +='/:='&=’ assignment
shift (unsigned) \= =<,
>=,>>=
, Multiple evaluation Left to right
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ADD NUMERIC VALUES

values. This operator is essential when you are

performing mathematical operations. The + operator
enables you to take one numeric value, add it to another,
and obtain the sum. To use the plus operator, you place the
plus sign + between two numeric expressions;
ActionScript adds them. A numeric expression is any
expression that ActionScript can evaluate and return a
numeric value. The syntax for the plus operator action is

You can use the plus (+) operator to add numeric

numericExpressionl+numericExpression?2

You can use the plus + operator to add numbers, numeric
variables and numbers, or numeric variables, for example:

Z=X+2;
Z=X+Y;

Concatenating joins two or more strings together to form a
single string. You can use the plus + operator to
concatenate strings. If one operand in an expression is a

ADD NUMERIC VALUES

string, the plus operator concatenates. If all operands in an
expression are numbers, the plus operator adds. For more
about concatenating strings, see Chapter 4.

If a number is a string and you want to use the number to
add, use the Number function to convert the string to a
number, for example:

a:"lO";
x=20;
y=Number (a) +x;

You can use the plus operator with other numeric operators
to perform complex mathematical calculations. You can add,
subtract, multiply, and divide in the same expression, but
you must be careful of precedence. Precedence controls the
order of calculation. For example, ActionScript performs
multiplication and division before addition and subtraction.
For an explanation of precedence, see page 110.

£§ Flash 5 - [0502add.fla] MEE Dbiect Actio
[ File Edi Wiew Insert Modiy Tewt Coniral Window Help 18| 0 Obieet Astions, | BIC
Tooks | % Scene1 @ Al —F =] Object Aetior = v/ -
k& N W w m W TE e e [ iaiiCA“m: %
ChoreE
- : IDSIEI o o.-o- . ()
¢ A & || 4] @lal ®| e 2ok [0 4 » Functons -
= Properties 3
o PEIN =l Objects )
7 o irinpyt Vaty e —— |
© & ﬁ | ;
N I I <
©
Yt UF n |.~|t Value -
" J ‘
¥

/1 %
&
mE

Options |
] .
5|~ ﬂ l | _’I_I

= | B3 AT A W

[ [Nuk|

B nat
No action selected ar
typeaf
void
I
Bitwize Operators >
Compound Assighment »

Rlo Parameters.

Stiing Dperators 3

Kl Open file add.fla on the
CD-ROM.

E] Create a dynamic text
box.

A Create a button.
“H Click to select the button.

1 Create input text boxes.

[ Open the Object Actions

B The Parameters panel
panel.

opens.

—id Click = Operators = +.
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X This script illustrates calculating a subtotal. The user
enters a value and clicks the Calculate button to add
this entry to previous entries.

Example:

/* on (release) - tells Flash to start the
action when the user releases the mouse.*/

on (release) ({

/* output - a dynamic text box. subtotal -
a dynamic text box. input - an input text box.
Number (input) - converts the value of input to

a number. */

/* The value of number (input) plus the
value of subtotal are added together and
assigned to output.*/

output = Number (input) + subtotal;

/* subotal - a dynamic text box. The
current value of Number (input) + the current
value of subtotal are added together and
assigned to subtotal. */

subtotal = Number (input) + subtotal;

/* Resets the value of input to 0.*/

input = 0;
}
\ J
Object Actio x £%Flash 5 - [0502add.swf] =[] x]
3 Object Actions, @[r < Eile Edit iew Control Debug ‘Window Help =12] x|
ﬂj‘ Object Actions vla Tools Mowie: :
Dim: 550 ¥ 400 pizels —
Basic Actions & on (release) { [T k Fr Riste: '2-0"’59: :Es
Aations output = number(inputA) + number(inputB); /@ Sizs: 2KB (2969 E) ke
SRS Duration: 1H(0.1z2)
S:)m;ns ¥ & A Freload: 146[125) 8
Fropertes o Eandwwdst::u;gﬂsoBis[2DDBilr]
Objests 7 e
H > e & Input Value A
-
Wiew
Q. Plus Input Yalue B
Colors
= | G PRETI—]
— ® W Equals
Line 2 output = number(inputé] + number(lnputB]; La]l%] 3 —
E: Ioutput: 1. | Olptions
'm
*5 =4
- | =l
@ o [ [
Type the mathematical B This example adds inputA | [El Move to the test & Click the button to
expression. to inputB. environment. calculate.
Note: See page 38 for instructions —ll ActionScript adds the two
on how to test your movie. input text boxes and displays
the results in the dynamic text

T Type in your values. box.
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SUBTRACT NUMERIC VALUES

values or to negate a number or expression. This

operator is essential when performing mathematical
calculations. To use the minus operator to subtract, you
place the minus sign between two numeric expressions.
A numeric expression is any statement that ActionScript
can evaluate and return a numeric value. The syntax for the
minus operator is

You can use the minus (-) operator to subtract numeric

numericExpressionl-numericExpression?

You can use the minus operator to subtract numbers,
numeric variables and numbers, or numeric variables. If x=4
and y=2, all of the following examples are valid:

To use the minus operator to negate, you place the minus
operator in front of a numeric expression. Negating
reverses the sign of the expression, for example:

=2,
—(x+2)

You can use the minus operator with other numeric
operators to perform complex mathematical calculations.
You can add, subtract, multiply, and divide in the same
expression, but you must be careful of precedence.
Precedence controls the order of calculation. For example,
ActionScript performs multiplication and division before
addition and subtraction. For an explanation of precedence,
see page 110.

If you use a string when subtracting, ActionScript attempts
to convert the string to a number. If ActionScript is unable
to convert the string to a number, it returns NaN, which
means not a number. You can use the Number function to
convert the string to a number. To use the Number function,
you type the word Number, followed by the expression
you want to convert, enclosed in parentheses. For more on
the Number function, see Chapter 4.

Example:

a="10";
57=5 9
yv=Number (10) -5;

SUBTRACT NUMERIC VALUES

% Flash 5 - [0503subtract fla] mE s biect Actio £
[ Fle Edit Yiew Insst Modfy Iest Contiol Window Help =15 %] C 1 BB S ! Gl
Tools | & Seene 1 @ A, (4] = || Object Astior ‘: v|a
[T O | e [ e R Basic Actions » .
& 5 |:|| T 10 15 20 25 30 35 10 5 |H Aetions " :&
7z [l Operators " [
b A|IBEB & || 4] mlw| m| E 1 [rzokes [oos 4 3 Functions ~ »
Properties »
O Ol p——r——— El Dbpcts >
1] vdl
7 o |[OPYt VATHE R ] -
\
© & Ih ‘ @ do il /
@ duplicateloui
ey I @ o= <
view || | s In t Val ? @ clseif &=
nnj Q, J @ evaluste ii
gl —{ }— Subtract o 8
for.in
. — @ FsCommand ;; 4
o ﬂ I i K . hat
Ll _‘%%3 S | Mo action selected. ar
Dptions ‘ Mo Parameters typeof
’ﬁ I | woid
= = I
B K | _’l_l Bitwise Dperators b
10032 = i A& A Compound Assignment
HUM String Operators » & a

Kl Open file subtract.fla on
the CD-ROM.

—H Create input text boxes.

El Create a dynamic text
box.

A Create a button.
A Click to select the button.

114

[3 Open the Object Actions

B The Parameters panel
panel.

opens.

¥ Click @ = Operators = —.
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Y In this script, the user types the cost of items and clicks the calculate button
to calculate a subtotal. After the user has entered all the items, the user
enters a discount amount in dollars. ActionScript subtracts the discount
amount from the subtotal to calculate a final price.

Example:

/* on (release) - tells Flash to start the action when the user
releases the mouse button. */

on (release) {

/* output - a dynamic text box. subtotal - a dynamic text box.
input - an input text box. Number (input) - converts the value of
input to a number. */

/* The value of number (input) plus the value of subtotal are
added together and assigned to output. */

output = Number (input ) + subtotal;

/* subtotal - a dynamic text box. The current value of
Number (input) + the current value of subtotal are added together and
assigned to subtotal. */

subtotal = Number (input) + subtotal;

/* finalPrice - a dynamic text box. discount - a dynamic text
box. number (discount) - converts the value of discount to a number.*/

/* The value of number (discount) is subtracted from subtotal and
the result is assigned to finalPrice. */

finalPrice = subtotal - number (discount) ;

/* Resets the value of input to 0.*/

input = 0;
}
\ J/
Dbject Actio x % Flash 5 - [0503subtract. swf] HEE
31 Object Actions] (911 < Fle Edt View Control Debug Window Help - & x|
ﬂj‘ Object Actians v A Tools Mowie: =7
Qirm: 5503 400 pisels —
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[E] actians output = number(inputA) - number(inputB); =] Size: KB (2873 B e
el Curation: 14{0.15]
% :auk : & A Preload: 145112 5) =0
Settings:
% comment o O Bandw\d!huzfoﬂBHS[ZWBHI]
continue | Chka
a4
@ delete
@ couie H & & Input Value A
@ =
@ i Hew .
@ evaluate MyQ Minus Input Value B
o = | | subtract ]
@ FsCommand =
= B © W Equals
‘ Line 2: output = number(inputd) - numberlinputB]: L 3lfiE 1]
“Evpression: qutput: number(input) - number(inputE] | i
[m
+5 =
ol
& o | NUM]
Type the mathematical M This example subtracts EX Move to the test ActionScript subtracts
expression. inputB from inputA. environment. using the entries in the input
. . text boxes and displays the
ggte}ff;?agef/% or ;"S” uctions on results in the dynamic text
4 YR e box.

T Click to calculate.
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MULTIPLY NUMERIC VALUES

ou can use the multiplication (*) operator to multiply
Ynumeric values. This operator is essential when you

are performing mathematical operations. To use the
multiplication operator, you place an asterisk * between the
numeric expressions you want to multiply. A numeric
expression is any statement that ActionScript can
evaluate and return a numeric value. The syntax for the
multiplication operator is

numericExpressionl*numericExpression?

ActionScript multiplies numericExpressionl by
numericExpression2. If your expression contains a
series of calculations, they are performed from left to right.
For example: x = 3*2*8;. The example multiplies 3 times
2, yielding 6, and then multiplies 6 times 8, yielding 48.

You can use the multiplication operator to multiply
numbers, numeric variables and numbers, or numeric

You can use the multiplication operator with other numeric
operators to perform complex mathematical calculations.
You can add, subtract, multiply, and divide in the same
expression, but you must be careful of precedence.
Precedence controls the order of calculation. For example,
ActionScript performs multiplication and division before
addition and subtraction. For an explanation of precedence,
see page 110.

If you use a string in your calculation, ActionScript attempts
to convert it to a number. If ActionScript is unable to
convert it to a number, it returns NaN, which means not a
number. To convert a string to a number, use the Number
function. To use the Number function, type the word
Number, followed by the expression you want to convert,
enclosed in parentheses. For more about the Number
function, see Chapter 4.

! . Example:
variables. If x=4 and y=2, all of the following examples are
valid. a="10";
57=5 9
z=2*3; y=Number (10) *5;
Z=X*3;
Z=X*Y;
MULTIPLY NUMERIC VALUES
[ Fle Edit view |nset Modfy Test Contral ‘Window Help —|&lx| 7 Dbject Actions ! 2 |[»
Tools | & Scenel @ A| 3]~ [ Dbiect Actior = v|~
[n & =a0) - W % & & & % % # ]t Bsicfctions »
& Actions 3 2
s I e
t AllBEB o || 4] falal m e [rzeme oo <[] I Furctions ~ *
O d R I W O A IR '
Input Vateg A =] obects v | 1,
7 & I .
© & J | ;
7 P | [ .
e _qme s In |.~|t Val &
e . J -
oo { % Multiply | 5
/BT =2 -
f§ E L a 5 —— ot
CIE Noactionselected. o
e | Ho Patsmeters typeof
’ﬁ | oid
ot N I I S N N N A | hal I
+5 ‘ »{ | bl | | Bitwise Operators 3
e | b A& 5 W Compaund Assignment »
[ NUM| Stiing Operators 3 &

A Create a button.
) Click to select the button.

Kl Open file multiply.fla on
the CD-ROM.

—H Create input text boxes.

—E] Create a dynamic text
box.

[@ Open the Object Actions

M The Parameters panel
panel.

opens.

—d Click [ = Operators = *.
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Eij Your mathematical calculations can be as
complex as necessary, combining numbers and
variables. If you nest parentheses, ActionScript
calculates the innermost expressions first.

x=25.356; 428273.9856
y=4 *x +10; >

z=(2+4)-(30* (-5*x) ) ;
output=z+y*z+(2+4) ;

Obiject Actio X % Flash 5 - [0504multiply. swi] HER
7 Dbject Aotions] @[ < Ele Edt Wiew Contal Debug Window Help =18] x|
= ools Mowie: 7
+| = Dbiect Actions b [—T : Dim: 5503 400 pinels T —
Easic Actions & on (release) | LI FrRste: 120fizee 21
Actions output = number(inputA) * number(inputB); V= Size: ZKE (2373 E) 1KE
TalelT] Duration: 1R(0.15)
::m:ms ¥ & A Freload: 1441(1.25) “ne
Settings:
(et o U Bandwmm"ygnnBas[znan]
Objects ) T
H > © & Input Value A
- [ 9
Wiew
O Times Input Value B
Colors "
/’ﬂ ‘ 5] || Multiply | |
— & W Equals
Line 2 output = numberfinputd] * number(lnputB); L 1%l ) ——
Expression: qutput: numberlinputa] - numberinputE] | BT
n
>34
- =l
© - [ |
Type the mathematical M This example multiplies E1 Move to the test & Click to calculate.
expression. inputA by InputB. environment. . . o
P b yInp —ll ActionScript multiplies
Note: See page 38 for instructions on using the entries in the input
how to test your movie. text boxes and displays the
results in the dynamic text

i Type in values. box.
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DIVIDE NUMERIC VALUES

values. The division operator is essential when you are

performing mathematical calculations. To use the
division operator, you place the / operator between two
numeric expressions. A numeric expression is any
statement that ActionScript can evaluate and return a
numeric value. The syntax for the division operator is

You can use the division (/) operator to divide numeric

numericExpressionl/numericExpression?2

ActionScript divides numericExpressionl by
numericExpression2. If your expression contains a
series of calculations, they are performed from left to right,
for example, 18/3/2. The example above divides 18 by 3,
yielding 6, and then divides 6 by 2, yielding 3.

You can use the division operator with other numeric
operators to perform complex mathematical calculations.
You can add, subtract, multiply, and divide in the same
expression, but you must be careful of precedence.
Precedence controls the order of calculation. For example,
ActionScript performs multiplication and division before
addition and subtraction.

If you use a string in your calculation, ActionScript attempts
to convert it to a number. If ActionScript is unable to convert
the string to a number, it returns NaN, which means “not a
number.” You can use the Number function to converta
string to a number. To use the Number function, you type
the word Number, followed by the expression you want
to convert, enclosed in parentheses.

You can use the division operator to divide numbers, Example:
numeric variables and numbers, or numeric variables. If x=
4 and y=2, all of the following examples are valid. a="10";
52=5 9
6/3 y=Number (10) /5;
x/4
x/y If you divide by 0, ActionScript returns infinity.
DIVIDE NUMERIC VALUES
% Flash 5 - [0505divide.fla] - 12]x] Dbie
[ Eile Edit Miew lnseit Modiy Test Control ‘window Help == x| 1 Dbject Actions] [ )|k
Tooks | & Scenel @ A, —3 ~| Objestactior " v|a
[T Iz BasicActions b o
: Actions » o
g Operators _» [
Functions 3 M
Properties 3 .
Obigcts 3 "
= [
m<
-
J <
| | Divide 3
2 +\ T 1 }> =
Y I
LA —F&*}ua{s Mo oction selecled. o
Dptns | X NoParamaters. typeof
'ﬁ [ | . ‘\;'D\d
*S|*(| |4 b Bitwise Operatars 3
N 3 = | Fis] Al & @ W Compound Assignment
[ [NUM| String Operators » PO
Kl Open file divide.fla on the HE Create a button. [ Open the Object Actions B The Parameters panel
CD-ROM. . anel. opens.
“H Click to select the button. P P

—H Create input text boxes.

1 Create a dynamic text
box.

¥ Click @ = Operators = /.
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S
EX{KE You can use the parseFloat function to You can use the parselInt function to
convert a string that begins with a number convert a string that begins with a number
to a floating-point number. A floating-point | to an integer. An integer is a number that
number is any number with a decimal does not contain a decimal point. This
point. This function is useful when the function is useful when the number you
number you need is in a string. The syntax need is in a string. The syntax for the
for the parseFloat function is parseFloat function is
parseFloat (string) ; parselnt (string) ;
Examples: Examples:
FUNCTION RETURN FUNCTION RETURN
parseFloat("-123") -123 parselnt("-123") -123
parseFloat(123.45) 123.45 parselnt(123.45) 123
parseFloat(123abc) 123 parselnt(123abc) 123
parseFloat(abc123)  |NaN parselnt(abc123) NaN
\ A
Object Actio =
S Object fotions] @] <> Fle Edt View Control Debug Window Help =171 ]
4| = Dbject Actions v|al Taols Mosie i
@] Basio Actions = | on (release) { [T k Frig fiff:.ffff'“'s ::2_
Eﬂ Bctions output = number(inputA) / number(inputB); Ve p Size: ZKE 2573 E) KB
@ v } DN
[2]l Praperies o O Bandw\df:l[;gﬂsﬂEHs[2ﬂﬂEle]
[@) obieets 7 -
H > @ & Input Value A
o —
Wiew
Q. Divided by Input Value B
Colors 5 P
o ‘ ‘ || Divide |||
— & I Equals
Line 2: output = numberinputd) £ number(lnputB): W AP lj’ —
Enpression: qutput: number{inputa] # number(inputE] | s
3
>5|>4
.. - =l —
Type the mathematical M This example divides EX Move to the test & Click to calculate.
expression. inputA by inputB. environment. . 2o TRuf .

P P Y inp —ll ActionScript divides using
Note: See page 38 for instructions on the entries in the input text
how {o test your movie. boxes and displays the results

. in the dynamic text box.
I Type in values.
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FIND THE MODULO

expression is called the modulo. In ActionScript, you

can use the modulo operator (%) to find the remainder.
This operator is useful when you are working with numbers
or writing scripts. When scripting, you might want a
particular action to occur only if a number is evenly divisible
by another. The modulo operator is perfect for this. To use
the modulo operator, you place the % between two numeric
expressions. The syntax for the modulo operator is

The remainder of one expression divided by another

numericExpressionl%numericExpression?

ActionScript divides numericExpressionl by
numericExpression2 and returns the remainder, for
example: ActionScript divides 13 by 5 and assigns 3, the
remainder, to x.

You can use the modulo operator with numbers, variables
and numbers, and variables. The numericExpression

FIND THE MODULO

argument represents any number, integer, floating-point
number, or string that converts to a number.

If the numericExpression is not a number, ActionScript
attempts to convert it to a number.

In general, a leap year occurs in years that are evenly
divided by four. You can use the modulo to help you
determine if a year is a leap year. You just divide the year by
four and if the remainder is 0 the year is a leap year.

You can also use the modulo when you want to execute a
statement every nth time. For example, if you want to
execute a statement every other time the user presses a
button, increment a number — let us say x — each time the
user presses the button. Then execute your statement only
if the modulo of x divided by 2 is equal to 0.

&4 Flash 5 - [0506modulo.fla] MEIE Dbiect Actio A
[0 File Edt View lnset Modiy Tew Contiol ‘Windaw Help 18] x| B | B0
I=
Tools | & Scene 1 @ 4. ]~/ Obiectctin ... v|a
[T[} CD‘|“'5 ..... w'""wé""26""25'""36"'56""46'”'4%‘|H1‘ BasicActions +
Actions 3 o
= .
IRE—— ..
i A & || ¢ ala) & i Trzoms [oss ' Funcions b | .
Properties 3
Tt AR A = +
O U JHinput Vatte A B Obecs b | o,
M
7 & ‘ .
© & | /
7 7 | G
= vid y I|1]I u |I.f_e B o
<
Q. J -
Calors ‘{ }" M Od u IO | >
Ao 1 k o
- asla mddulolo i
L 1[{7] ) Mo action selected. ar
T
Opriors 1 | ‘ Mo Parameters. typeof
’ﬁ ‘ wvoid
i O R A hd I
-5 |-¢/ L | _’l_l Bitwise Operators 5
e = i ANl 5 Compaund Assignment »
[ oM String Nperators 5 & o

A Create a button.
L Click to select the button.

Kl Open file modulo.fla on
the CD-ROM.

—H Create input text boxes.

—E] Create a dynamic text
box.

3 Open the Object Actions

M The Parameters panel
panel.

opens.

—id Click = Operators = %.
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Apﬁ[y When you use the subtract, multiply, divide, or ActionScript finds the modulo of 24 divided by

modulo operators with a string, ActionScript 5, which is 4, and then concatenates 10. To add
tries to convert the string to a number. When a, you must convert a to a number. Generally, if
you use the plus operator with a string, you want to perform mathematical calculations
ActionScript concatenates. This can produce with strings, you should convert the strings to
interesting results when you are performing numbers. You should also be aware that input
mathematical calculations using strings. The text boxes capture numbers as strings.

following script illustrates:

on (release) { on (release) {
x = "4, x = "4n;
y = "5, v = "5,
a = "10"; a = "10";
output = x%y+a; output = number (x) %$Number (y)-+Number (a) ;
} }
N N
410 14
\. J/
Obiject Actio = % Flash 5 - [0506modulo.swf] (5] x]
3 Object Actions| @[ < Ele Edit Miew Control Debug ‘window Help =181 x|
= a0l Movie: 7
ﬂJl DEEHACHESD ﬂ:l [_T I Dim: 550 ¥ 400 pizels TRE—
Basic Actions & on [(release) { L FrRate: 120itsee f
Aations output = number(inputA) % number(inputB); = Size: 2KB (2985 8) ke
TEETS Duration: 1H[0.12)
S:ncmns } & A Freload: 146125 w08
Settings:
Froperties O D Bandwidth: ZQDUDEiS[ZUDEiFr]
Objects 7 Comte
_> H @ & Input Value A
2 R
Wiew
e} Divided by Input Yalue B
Colors.
S | 5] Modulo |
= & Has a modulo of]
Line 2: output = inputd, % inputB ; L] %] 23 I:I |
Exprezsion Ioutpul:lnputA%mpulE (B TE
)
5=
- | =l
o o [ o
Type the mathematical M This example finds the B Move to the test & Click to calculate.
expression. modulo of inputA divided b environment. . o
P inputB P Y —ll ActionScript finds the
Note: See page 38 for instructions on modulo using the entries in
how to test your movie. the input text boxes and
. displays the results in the
T Type in values.

dynamic text box.




FLASH ACTIONSCRIPT

SET VALUES WITH THE
INCREMENT OPERATOR

You can use the pre-increment operator (++) to

increase the value of an expression by 1. This

operator is useful as a counter in a loop. For more
about loops, see Chapter 6. The syntax for the pre-
increment operator is

++expression

The expression argument represents any numeric,
variable, element in an array, or object property. The pre-
increment operator adds 1 to the expression, assigns 1
plus the expression to the expression, and returns 1
plus the expression. If the expression x is equal to 4,
++x is equal to 5. The variable x is assigned 5. In the
expression y=++x, y is assigned 5.

Example:

x=4;

V=++X;

Result: yis equal to 5, xis equal to 5
Zi=rd

Result: xis equal to 5, z is equal to 5

SET VALUES WITH THE INCREMENT OPERATOR

You can also use the post-increment operator to increase
the value of an expression. The post-increment operator
is similar to the pre-increment operator and also can be
used as a counter in a loop. The post-increment operator
adds 1 to the expression, assigns 1 plus the expression
to the expression, and returns the original value of the
expression. The syntax for the post-increment operator is

expression++

If the expression x is equal to 4, x++ is equal to 5. The
variable x is assigned 5. In the expressiony = x++, y
is equal to 4.

Example:

x=4;

YV=X++;

Result: yis equal to4, xis equal to5
Z=X;

Result: x is equal to 5; zis equal to 5

4% Flash 5 - [0507increment fla] HE R
[2 Fle Edt View Inset Modfy Ted Contiol Window Help |
Tools @ Scene 1 @-@A
[T[} o0 = m‘""ws‘"”zé""zs""'eu‘""cé""aé""ns"M
i i =
b A (N & | mlE w1 [rzems [ oo < ¥
s He tvati . ev#!.:' y B
7 i
© &
& D
o I —
o Q J
Tz Count |
L EmE—
© B THeliditial Value lof X is
L[]k )
Ciptions il
n .
| K | LlJ
e | 00 = O @A S a
[ INun]

W eraors

Dbiject Actio

5l Object Actions| 1 2
1=

—| Object Actior o

Basic Actions ¥

Actions 3 "

Functions 3
Properties ]
Dbjects 3

Mo action selected. ar
typeof
wvoid
I

Eitwise Operators 3

Mo Parameters,

Compound Assignment »

Shiing Operators 3

—EJ Create a button.
A Click to select the button.

Kl Open file increment.fla on
the CD-ROM.

A Create dynamic text
boxes.

E Open the Object Actions

M The Parameters panel
panel.

opens.

3 Click = Operators > ++.
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This script illustrates using the post-increment
operator. You attach the script to a button. The
expression x=0 assigns 0 to the variable x.
You place this statement in the first fame of the
movie to initialize the value of x. The statement
on (release) begins the action when the user
releases the mouse after clicking the button. The
variables x and y are dynamic text boxes. x++
increases the value of x by 1 and assigns the
original value of x to v .

The increment operator is a
unary operator. Unlike
arithmetic operators, it only
requires a single operand.

Example
++X;

The example represents a
complete statement.

Frame |:
o= 0g
Button:

on (release) {

Y = X ++;

Object Actio £%Flash 5 - [0507increment. swf] (=] x|
0 Object Actions G110 <y Ele Edt Wew Control Debug Window Help =17 x|
+| =|/ Dbisst Actions v|a Tools Movie: —

Dim: 550 ¥ 400 pisels —
Basic Actions = on (release) { [T k FrRate: |2nnﬂse: ;::2
Actions / P o Size-f:(?n[fﬁ]BE] 1KEl
} e I
(e o 0 Banduwidth: 2400 Bis (200 Biir)
Objeots P rare
) i © ®
£ 7 The value x The value y
Wiew

" a | 1 | 1)

Colors.

pa Count

- ] — -

Gy srns e ;h_e T:-tlxal value of x is 0.
Expression: Iy: ot Options

m

=54

ESN =1

@ = [ o]
Type the mathematical B This example E1 Move to the test B ActionScript uses the
expression. increments Xx. environment. pre-increment operator

how to test your movie.

Note: See page 38 for instructions on

1 Click to calculate.

to set the value of x and y.
ActionScript displays the
results in the dynamic text

box. 123
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SET VALUES WITH THE
DECREMENT OPERATOR

decrease the value of an expression by 1. This

operator is useful as a counter in a loop. For more
about loops, see Chapter 6. The syntax for the pre-
decrement operator is

You can use the pre-decrement operator (--) to

--expression

The expression argument represents any numeric,
variable, element in an array, or object property. The pre-
decrement operator subtracts 1 from the expression,
assigns 1 minus the expression to the expression, and
returns 1 minus the expression. If the expression x is
equal to 4, --xis equal to 3. The variable x is assigned 3.
In the expression y=--x, yisequalto 3.

Result:y is equal to4, xis equal to 4
Z=X;
Result: xis equal to 4, z is equal to 4

You can also use the post-decrement operator to decrease
the value of an expression. The post-decrement operator
is similar to the pre-decrement operator and also can be
used as a counter in a loop. The post-decrement operator
subtracts 1 from the expression, assigns 1 minus the
expression to the expression, and returns the original
value of the expression. The syntax for the post-
decrement operator is

expression--

If the expression x is equal to 4, x-- is equal to 3. The

Example: variable x is assigned 3. In the expression y=x--, yis
equal to 4.
x=4;
y=--X;
SET VALUES WITH THE DECREMENT OPERATOR
&% Flash 5 - [0508decrement fla] MmEE Dbject Actio =
[ Eile Edit Miew Insent Modify Iewt Cortiol Window Help == x| i Objest Actions| ! @) |»
Tools | & Scenel @ 8, — = || Object Actior IZ v
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i A o e
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Wiew 4=
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s Count -
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(e Mo Parameters typent
W =—T= void
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10052 | i A& A W Compound Assighment ¥
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—E] Create a button.
A Click to select the button.

Kl Open file decrement.fla
on the CD-ROM.

1 Create dynamic text
boxes.
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E Open the Object Actions
panel.

M The Parameters panel
opens.

A Click = Operators & -- .
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operator. You attach the script to a button. The
expression x=100 assigns 100 to the variable
x. You place this statement in the first fame of
the movie to initialize the value of x. The
statement on (release) begins the action
when the user releases the mouse after clicking
the button. The variables x and y are dynamic
text boxes. x-- decreases the value of x by 1
and assigns the original value of x to y.

Amm This script illustrates using the post-decrement

Frame I:
x = 100;
Button:
on (release) {
y = xX-—;
}
\. J/
Dbject Actio x % Flash 5 - [0508decrement_swf] =[] =]
31 Objeot Aotiong] [r < Fle Edit ¥iew Contiol Debug Window Help oy =1 |
ﬂjl Dhiect Actons ﬂ:l = Dlr’:w"!o;:]KWUplxels 4,(5._
Basic Actions - | on (releasel) { [T R Fr Fiate: 12.0 frtsec 2k
7] Actions Size: 2 KE: (2971 B
Speratcrs } / P Duration: 1fr(0.15) 2;;(2
Funotions & A Frelnad: 14#(125)
P s O O Bandwid?:[l;rlgnzEfs[znnam]
Objects 7 & f—
H > e Th |
A 9 The value x e value y
View
" Q | 2| | A
Colors.
Zn Count
B & m
Trezpore . ZJ:) Th_e init:cal value of x is 0.
Espression; Ig:a«—— (e
(A
*5 =
-l
@ - [ [MuM]|
Type the mathematical M This example E1 Move to the test B ActionScript uses the
expression. decrements x. environment. pre-decrement operator
. . to set the value of x and y.
gofe.f Sfe fage 38 f0( instructions on ActionScript displays the
W10 test your movie. results in the dynamic text
] Click to calculate. box.
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USING LESS THAN OR

GREATER THAN

expressions and determine whether the first

expression is less than the second expression. If
expressionl is less than expression2, ActionScript
returns the Boolean value true. If expressionl is greater
than or equal to expression2, Flash returns the Boolean
value false. The syntax for the less than expression is

You can use the less than operator (<) to compare two

expressionl<expression?2
Expression represents any number or string.

You can use the greater than operator (>) to compare
two expressions and determine whether the first
expression is greater than the second expression. If
expressionl is greater than expression2, ActionScript
returns the Boolean value true. If expressionl is less
than or equal to expression2, ActionScript returns the
Boolean value false. The syntax for the greater than
operator is

USING LESS THAN OR GREATER THAN

expressionl>expression?2
Expression represents any number or string.

When used with strings, the less than and greater than
operators determine alphabetical order. Comparing the
string value of numbers produces unusual results. Use the
Number function to convert strings to numbers before
doing a comparison. You often use these operators with
loops to repeat an action. To learn more about loops, see
Chapter 6.

Flash 4 used the 1t and gt operators to compare strings
and the < and > operators to compare numbers. Flash 5
deprecates 1t and gt. You should use < and > when
authoring for a Flash 5 environment.

&% Flash 5 - [0509LessThan.fla] EEE Dbie =
[ Eile Edit iew |nsert Modfy Tewt Cortol MWindow Help =&l x| 5 Objest Actians| 2)|»
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A Create a button.
3 Click to select the button.

Kl Open file LessThan.fla on
the CD-ROM.

—H Create input text boxes.

—E Create a dynamic
text box.

[3 Open the Object Actions
panel.

—id Click Operators = < to
select Less Than.

M This example compares
x andy.

B ActionScript compares the
entries in the input text boxes
to determine if x <'y.
ActionScript displays the
Boolean result in the

B The Parameters panel
opens.

—E] Type the mathematical dynamic text box.

expression.
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USING LESS THAN OR EQUAL TO OR
GREATER THAN OR EQUAL TO

compare two expressions and determine whether

the first expression is less than or equal to the
second expression. If expressionl is less than or
equal to expression2, ActionScript returns the Boolean
value true. If expressionl is greater than
expression?2, Flash returns the Boolean value false. The
syntax for less than or equal to is

You can use the less than or equal to operator (<) to

expressionl<=expression2
Expression represents any number or string.

You can use the greater than or equal to operator (>=) to
compare two expressions and determine whether the
first expression is greater than or equal to the second
expression. If expressionl is greater than or equal to
expression2, ActionScript returns the Boolean value
true. If expressionl is less than expression2,

USING LESS THAN OR EQUAL TO OR GREATER THAN OR EQUAL TO

ActionScript returns the Boolean value false. The syntax
for the greater than or equal to operator is

expressionl>=expression?2
Expression represents any number or string.

When used with strings, the less than and equal to and the
greater than and equal to operators determine alphabetical
order. Comparing the string value of numbers produces
unusual results. Use the Number function to convert strings
to numbers before doing a comparison. You often use these
operators with loops to repeat an action. To learn more
about loops, see Chapter 6.

Flash 4 used the 1e and ge operators to compare strings
and the <= and >= operators to compare numbers. Flash 5
deprecates le and ge. You should use <= and >= when
authoring for a Flash 5 environment.

&% Flash 5 - [0511LessThanE _fla] [_Ta[] Object Actio x
[& File Edit ¥iew Insert Modify Test Contral ‘Window Help =13 F Dbject Actions| GIC
[_TUDIS & Scene @ A, 4| = Dbizct Actions |~
LY _ Operators - on (release) {
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& A o '
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Cae] heforeoris— M g
Wiew Il - 1
Colors @
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L 1% b5) e e e e e e e |Lme 2 answer =K =y
s GetAnswerﬁL Expession: [z 53
'ﬁ LI L O T A _ILl
e E | 3
1007 = i A & A (O
[ [nm] @ a
Kl Open file LessThanE.fla on (HE Create a button. [ Open the Object Actions M This example compares
the CD-ROM. . anel. two numbers.
) Click to select the button. P

—H Create input text boxes.

1 Create a dynamic
text box.

—d Click Operators = <= to

—E Type the mathematical

B ActionScript compares the
entries in the input text boxes
to determine if x <='y.
ActionScript displays the
Boolean result in the
dynamic text box.

select Less Than Or Equal To.

M The Parameters panel
opens.

expression.
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USING EQUALITY AND

INEQUALITY OPERATORS

hen writing ActionScript, you will at times want to
Wknow whether two expressions are equal. The

equality operator (==) compares numbers, strings,
Booleans, objects, or movie clips and returns true if they

are equal and false if they are not. The equality operator
uses this syntax:

expressionl == expression2

To use the equality operator, place the operator between
the expressions you want to compare. ActionScript
compares strings, numbers, and Booleans by value. It
compares objects, movie clips, and arrays by reference.
String values are equivalent if they are identical. Both strings
must have exactly the same characters in exactly the same
position. Numbers and Booleans are equivalent if the
expression evaluates to the same value. For example, the
expression3 + 1 returns 4, and the expression2 +
2 returns false. Hence, in the example shown here, x and
y are equal, and z is equal to true.

Example:

x=3+1
v=2+2
Z=X==Y

For more on the Boolean function, see Chapter 4.

When working with objects or arrays, ActionScript
compares by reference. It examines the array, object, or
storing variable and returns true if the compared
expressions refer to the same object or array.
ActionScript never considers two separate arrays equal,
even if they contain exactly the same elements with exactly
the same values. ActionScript never considers two separate
objects equal, even if they are exactly alike.

The inequality operator ! = has the same characteristics as
the equality operator except it returns true if the
expressions are not equal and false if they are equal.
The inequality operator uses the syntax shown here:

expressionl != expression2
USING EQUALITY AND INEQUALITY OPERATORS
% Flash 5 - [051lequality.fia] =] x| Obie =
[ Fle Edt View Inset Modfy Ted Conbol Window Help _1&] x| 70 Object Astions 1 BI0
Tools | & Scene1 @ 8. ([ =[] Object Actior hdll=
[Tk &80 5 B wwm W Twm W W e eEdtat Pl g
= — Actions 3 e
ANRR NRRR RNRN'HRRN R ;
4 A|FEB & |[ 4] ale) & e freons oo 1 M Functions — »
= Properties 3 .
© O lHGuessithe n!iJﬁ‘l ber B Obects  » .,
7 <1 (between 1 and|10) 5
© & T T ,
Z G rue = ¢orrpct quess <
Wisw =
M oQ alse = |ncorrg|_c1 ups s J <>
- W—
7R :
an
@ H ) I —— | — not
L= | Mo action selested @
= Get Answer | NoParamaters tpeef
‘" — woid
o LIS N R N N 1 T b I
+5]=¢ & | _’l_l Bitwise Operators v
e = i ANl 5 Compaund Assignment »
[ [NUM]| Shing Operators v @ -

— Create a button.
3 Click to select the button.

Kl Open file equality.fla on
the CD-ROM.

—H Create input text boxes.

—E] Create a dynamic
text box.

3 Open the Object Actions
panel.

I Click B = Operators e ==.

M The Parameters panel opens.




WORKING WITH OPERATORS

EX&& Flash 4 used <> as the inequality operator. The You should not confuse the ==
characteristics of the <> operator and the ! = operator with the = operator. The
operator are the same. The <> operator uses this = operator assigns the expression
syntax: on the right side of the operator

to the variable on the left side of

expressionl<>expression2 the operator. The == operator

Flash 5 deprecates <>. You should use ! = if you compares two values and returns
are authoring for a Flash 5 environment. true if they are equal, false if they
. . are not.
You will frequently use the equality and
inequality operators with the if action. Together, g
the if action and the equality operators give you
the ability to evaluate whether a condition is
true or false and to perform an action based
on the results. For more on the if action, see
Chapter 6.
\. vy
Object Actio X £% Flash 5 - [051lequality.swi] [_[5]x]
50 Object Actions @[ < File Edit View Control Debug window Help =51
4| =/ Object fctions v|a Took Maovle :
Dirm: 550 400 pizels —
Basic Actions  ~ on (release) { [? k Fir Fiate: ‘20'"59: :Eg
Aations answer = guess == 7; - Siee: 2KE (2984 B) 1¥E
e Duration: 1fr (0.1 5]
S:ncntms ¥ & A Preload: 14§12 0
Properties O U Eandwid?::mz:gusu:Eﬁs[zuuam]
Objests 7 i
H > © &
s o Guess the number 8
e {between 1 and 10)
m
CJ IU\ true = correct guess
/M false = incorrect quess
= &
e i false
e e Get Answer
(m
=514
- | =l
@ 2 [ [HOb]
Type the mathematical B This example compares EX Move to the test & Click to get a response.
expression. two values. environment.

—ll ActionScript compares
Note: See page 38 for instructions on your entry to the value it has
how to test your movie. and displays in the dynamic
text box the Boolean true if
they are equal, false if they
are not equal.

— Type a response.
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FLASH ACTIONSCRIPT

USING COMPOUND
ASSIGNMENT OPERATORS

another method to assign a value to a variable.

Compound assignment operators are frequently used
in loops to increase the value of the loop. Compound
assignment operators use the value of the operand on the
left side of the expression in the calculation. The syntax
for compound assignment operators is

Compound assignment operators provide you with

operator=

The plus assignment operator adds the expression
on the right of the operator, to the expression on the
left. For example, x+=5 adds 5 to x. The expression x+=5
also assigns 5+x to x.

The minus assignment operator subtracts the
expression on the right, from the expression on the
left and assigns the result to the expression on the left.
All of the other compound assignment operators work in a
similar fashion.

This example uses the compound plus assignment operator:

x=20
x+=10
Y=X

ActionScript adds 10 to %, which yields 30. ActionScript
assigns 30 to x. ActionScript assigns x to y. So, y is equal
to 30.

ActionScript supports all of the compound assignment
operators listed on the next page. When using a compound
assignment operator, the process is always the same: Use
the value of the operand on the right side of the assignment
operator, and perform the operation indicated on the
expression on the left side of the assignment operator.

USING COMPOUND ASSIGNMENT OPERATORS

& Flash 5 - [051 2compound fla] =

Obje A 0
50 Objest Actions| 1 (2)

Wiew

<L EEEEEE
& T T T

[ Eile Edit iew |nsert Modfy Tewt Cortol MWindow Help 1= x|
Tools é Scene 1 @@‘

[TI% NI |D“”I15””‘26””25”‘”30””‘35”“‘46“”45“|Hj‘
S & || actions .+ O Il E
P A|IFH o | |4 alal &l e [1zoes [oos S

o O T 5|
7 The ¢urrent|valle of output/is:

@ &

s

{l/e] J
Colors

[ 4] =] Object Actior E,., v A
Basic Actions b %
Actions 4 g
:
Functions 3 =
Properties 3 .
Objects 3

++

!
<
<=
<

)
i

>
»=

and
not =

20
]

L 1f%] )
T Increase Value |

‘m e e e s s s e

B K | _>|J
1005 |

3 AM A )

| No action selested. o =
typeof <q=
woid] »r=
I Prr=

Bitwise Operators 3 =

Mo Parameters.

[ v |

Compound Assignment |=
Sting Operatolay 3 & o

—E] Create a button.
1 Click to select the button.

Kl Open file compound.fla
on the CD-ROM.

] Create a dynamic text
box.
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E Open the Object Actions
panel.

[3 Click B = Operators >
Compound Assignment = +=.

M The Parameters panel
opens.



WORKING WITH OPERATORS

EX&E There are several compound operators. Each of them works like
the addition assignment operator. They use the value on the left
side of the expression and the value on the right side of the
expression to calculate the assigned value. The addition
operator adds the values, the subtraction operator subtracts the
values, and so on for each of the values listed. The following lists
compound operators:

OPERATOR FUNCTION

+= Addition and assignment

-= Subtraction and assignment

= Multiplication and assignment

/= Division and assignment

Y%= Modulo and assignment

<<= Bitwise shift right and assignment
>>= Shift right zero fill and assignment
A= Bitwise Xor and assignment

|= Bitwise Or and assignment

&= Bitwise And and assignment
\. J
Dbject Actio x % Flash 5 - [0512compound swf] =[] =]
31 Objeot Aotiong] [r < Fle Edit ¥iew Contiol Debug Window Help oy =1 |
ﬂJl Object Actions e L D|r’:: 550 5 400 piels = —
@ Essichctions = on (releasel) { [T R Fr Fiate: 12.0 frtsec 2k
(7] Actions L Size: 2 KE (2305 E] o
- Duration: 1 fr(0L.15)
% S:ncli;ns ' & A Prellnad- 14fr[125) 208
@ P s O O Bandwid?:[l;rlgnzEfs[znnam]
[@]) obiects 7 & f—
H > © &
X 9
View The current value of output is:
I Q
Colors.
B Y]
Line 2 autput += 5; mED
Enpression: ||cutpat = 5 Detions Increase Yalue
feer | n
*5 =
|l
@ - [ [mum|
Type the mathematical B This example uses the E1 Move to the test M ActionScript adds 5 to
expression. assignment operator. environment. output each time you click
. . the button and displays the
gofe.f Sfe fage 38 f0( instructions on result in the dynamic
ow to test your movie. o

Y Click to calculate.
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FLASH ACTIONSCRIPT

USING LOGICAL OPERATORS

ou can use the logical operators logical AND and When you use the logical AND, if expressionl evaluates
Ylogical OR to compare two Boolean values and return to true and expression2 evaluates to true, the logical

a third Boolean value. Logical operators enable you to AND returns true. If expressionl or expression?2
evaluate multiple conditions. They are often used with if evaluates to false, the logical AND returns false. When
statements. ActionScript uses && as the logical AND you use logical OR, if expressionl or expression2
operator and || as the logical OR operator. To use the logical evaluates to true, the logical OR returns true. If
AND or logical OR operator, place the operator between expressionl and expression2 evaluate to false, the
two expressions that can evaluate to either true or false. logical OR returns false.

The syntax for the logical operators is
ActionScript uses the logical NOT to reverse the value of an
Logical AND expression. If an expression evaluates to true, placing an! in
front of the expression causes it to evaluate to false. If an
expression evaluates to false, placing a ! in front of the
. expression causes it to evaluate to true. The syntax for the
Logical OR logical NOT expression is

expressionl && expression2

expressionl || expression2

| expression
An expression is any statement that can evaluate to true
or false.
USING LOGICAL OPERATORS
£ Flash 5 - [0513logical fla] Dbject Actio =
B‘} File Edit Wiew Insett Modifp Tesmt Control ‘window Help =& =] i Object Astions| @) |»
Tools é Scene 1 @ @‘ ﬂj‘ Object Actions v .
[T k CE‘.D|' N w s w wm w wm w w |m [@) essicactions &] [ on (r‘e'lea;e)({) ber C5) ber (o) ber (e
” 1 otions x = Numberfa) + Number == Number(c) + HNumber H
e H B % y = Number(e) + Number(f) == Number(g) + Number(h);
¢ A|IFE & || @lw| B @ [2ees [0s 4 5 ® on
O U \ =] @ comment
7 p -+ B Hsleqda b6+ 1£ -Pvwall
© & 77% } I I:, @ dowhile H
e A @ duplicate.
iew = & I @ el
= o i e T @ clseif
e i ] w H i J & e
Colars T — ! ! — § @ e
@ forin
] @ Fscomm
EY B geion
L[] B3 LTI [Line 3y =Number(z] + Numberlf] == Number(g] + Numberlh:
’%'“5 i Get Answer J Expression: |y = Numbet{e] - Mumber(F) == Numberg) - Mumber(h] l_
»5[=¢]fLd — 1 o
P Ca—| HESADZA D
[~ [NOM ] ® -
Kl Open file logical.fla on —Z Create a button. [3 Open the Object Actions E3 Double-click Evaluate.
the CD-ROM. . anel.
—H Click to select the button. b M The Parameters panel
—E Create input text boxes. fd Click Actions. opens.
—E Create a dynamic text —E] Type the conditions to be
box. evaluated.
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WORKING WITH OPERATORS

Exjm The following table provides a handy reference. It
lists how ActionScript evaluates logical operators.
EXPRESSION RETURN
true && true true
true && false false
false && true false
false && false false
true || true true
true || false true
false || true true
false || false false
Itrue false
Ifalse true
\. 7
.
Obie = &% Flash 5 - [0513logical swf] HEE
5 Cbject Actions @ < Ele Edit Wiew Contil Debug Window Help =18 x|
= aols Movie: 7
ﬂJl Sheeion ﬂ:l = Dim: 550 X 400 pixels e
A Actions - on (release) { [T k FrRate: 120 fitsec
—H [E) Operatars % = Mumber(a) + mumber(h) Mumber (<) + nMumber (d); /@ Size: 3KE (3946 B) ke
- v = Numher(e) + Number(f) Mumber g3 + Number Chl; Duration: 1 (0.15) 2'052
@ . output = X && Y; & A Freload: 134 (1.5 5]
. Settings:
@ - O U Ear\dwidth-uzﬂgDDEis[2DDEHFr]
@ = 7 e
g A
_> @0 —H © & A + B isequalto C + D
@ i | I I
@ - i AND
@ - o E + F isequalto G + H
@ - Colors.
5 5 7 3
® - R
O i true
|Lme 4: output = X EXY; w A
Espression; IM'— Dptions
’ﬁ Get Answer
*51*4
| =l
® - [C&F [NUM|

—I Click Operators.
1 Double-click &&.

B The parameters panel
opens.

& Type the logical

operation.

B Move to the test
environment.

& Type equations.

{8 Click to get a response.

Note: See Chapter 1 for instructions on

how to create a button.

B ActionScript evaluates the
values and displays Boolean
true if they are true, false if
they are not true.
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FLASH ACTIONSCRIPT

USING IF TO TEST A CONDITION

hen driving, each time you reach a stoplight you
Wmust make a decision. If the light is green, go. If

the light is yellow, proceed with caution. If the light
is red, stop. The ActionScript 1£, else if, and else

actions give you the ability to have your script make similar
decisions.

Say you need an ActionScript that requires the user to guess
a number. If the user guesses the correct number, the script
should send a message to the user that says, You are
amazing! You can use the if action to create your script.
The syntax for the if action is

if (condition) {
statement;

}

The if action takes two arguments, a condition and a
statement. The condition is an expression that
evaluates to either true or false. The statement is the
instruction to be executed if the condition is true. The if
action evaluates the condition. If the condition is

true, ActionScript executes the statement. If the
condition is not true, ActionScript executes the next
statement outside of its block of code, for example:

on (release) {
if (guess ==
message =
}
}

n 7 n ) {
"You are amazing!";

The user makes an entry in the input text box called guess.
ActionScript compares the value of guess with 7. If guess
is equal to 7, ActionScript displays the message "You are
amazing."

You use the if statement anytime you want to execute a
statement only if a specific condition is met. In the above
example the script executes when guess is equal to 7. It
could be set to execute when guess is greater than 7, less
than 7, or some other condition.

USING IF TO TEST A CONDITION

&% Flash 5 - [0601i.fla] [C[5[x] Dbiect Actio
[ Eile Edit View |reet Modify Text Contral ‘windew Help _ &3] x A Object Actions|
fet 151 x| @[
é Seene1 @ @‘ ﬂj‘ Object Actiohs ﬂﬂ
a@,n||"'a """ m‘"'\é""zé‘"'zé""sn‘"‘éé'”'m'”"aé""sn""‘s‘wj @] Basic fctions  «
- -Ehﬂﬂ!.l
s
& & & |4 @l Bl e 2o [oos <] | O eusluate
for
m— - - = -
[ ['1larh thinking bfla lndmber betweén|1|and|10. B i
— | nimber|adn | thifk ey function

n IIII\\\IIII\\\IIIIII\\\I _’ILI

100 = | TE AR A W

getURL H
goto

ifFramelo.,

include
loadMouie
load¥ariab..

on

PEEOOEGEEOEEE

Cliscy

"7

Condition: [gues= == 7|

[ Line 2 if [quess

—n Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file if.fla,
which you can find on the CD-ROM
that accompanies this book.

B This example uses a button.
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—E Click Actions.

ﬂ Double-click if.

=5 Type the condition
ActionScript will evaluate.

H Open the Object Actions
panel.




CHANGING THE SCRIPT FLOW

stantDrag

stop
StopAllSounds
stopDrag
tellTarget

9PEE@
|

toggleHighGusiiy

-

| Line 3: message = "ou are amazingl":

Variable: Im?ssage

I Expression

Value: ['ou are amazing|

I Egpression

When you are working with if statements, the
operators shown in this table are extremely
helpful. For more about operators, see Chapter 5.
OPERATOR USE
> Less than
< Greater than
== Equal to
>= Greater than or equal to
<= Less than or equal to
1= Not equal
\. v
Dbject Actio =
Ty Mouie Explorer] 5 Object Aations Bl <7 Fle Edit Yiew Contiol Debug Window Help =181 =]
ﬂjl Object Actions | A
loadVariables - an (releasel {
N - | | am thinking of a number between 1 and 10.
o What number am | thinking of?
:)emoueMouleCI\p
setProperty

You are amazing! |

—E Click Actions.

B Assign a value to the
variable.

—H Double-click set variable.

M Associating a variable with
a dynamic text box enables
you to display the value the
variable returns to the user.

E] Move to the test
environment.

Note: See page 38 for instructions
on how to test your movie.

— Type a number.

& Click to get a response.

B ActionScript uses the 1 £
action to evaluate your entry
and responds with a message
if the value you enter is the
value for which it is looking.
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USING IF WITH ELSE

f you have a movie that requires the user to enter a
I number that is exactly five characters long, you can write
a script that uses the if action with the else action to
evaluate the entry. If the entry is five characters long, the
movie can send a message to the user that says, Good job.
If the entry is not five characters long, the movie can send a
message that says, Try again.

The if action takes two arguments, a condition and a
statement. The condition is an expression that
evaluates to either true or false. The statement is an
instruction to execute if the condition is true. The syntax
for the if action is

if (condition) {
statement (s) ;

}

The else action takes one argument: statement. The
statement specifies the actions or other conditionals to
run if all the other if statements return false.

You can use the if with else in you code to create a
toggle button. With a toggle button you press the button to
turn something on and then you press the button again to
turn something off. You can create a sound toggle button.
You press the button once and the sound starts, you press
the button again and the sound stops.

Your code would work something like this. You would set a
value to false if the music is off. Then you would use an
if statement to test the value. If the value is false you
would turn the sound on and set the value to true. Your
else statement would turn the music off whenever the
value is not equal to false.

USING IF WITH ELSE

%’% Flash 5 - [0602ifwithelse.fla]

Dbject Actio x

i | il

100% = i3 A & W

ENIR=il

D} File Edit Wiew Irset Modify Test Control ‘window Help & x| 3 Objest Actions| (2>
Tosls | & Scenel @ B, 4| = Obiect Actions -| s
[T k aa0lf] 5 m""‘|é""zo""'zs‘""so‘""as'""qo'""qs"‘Hj| @ auicasmiovieci; 2] [ om (release) |
= H - @ clse if (id.length == 5 3 {
AR & |4 file] | B 2o [T« 3 % E'SQI" message = "Good Job";
evaluate
oo B @ for
@ forin
=4 o i @ FsCommand
© & E llie our S gharagter D @ tunction _H
Y ) | | @) getlrL
@ goto
iew P_I» Submit i__ @ i
M 3 @) iFrameloaded
=== MEEEEEEEENEEEEEE [T T[T+ @ wote
@ loadMovie
/H <l L @) loadvariables
Y ]l & B
LIl [Line 4}
Options hlo Parameters.
"

[~ [NOM ]

B8 select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
ifelse.fla, which you can find on
the CD-ROM that accompanies
this book.

B This example uses a button.
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H Open the Object Actions E] set the i f conditions.
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CHANGING THE SCRIPT FLOW

You can use the conditional operator to perform
an if else evaluation. The conditional operator
evaluates expressionl. If expressionl
evaluates to true, the conditional operator
executes expression?2. If expressionl
evaluates to false, the conditional operator
executes expression3. The syntax for the
conditional operator is

expressionl?expression2:expression3

Example:

id.length == 57?message = "Good
job":message = "Try again";

In the example, if the length of id is equal to 5,
the message field is assigned Good job. If the
length of id is not equal to 5, the message
field is assigned Try again.

Obie
) Dbject Actions|

%

Bl @E\\e Edit “iew Contral Debug ‘Window Help

&4 Flash 5 - [DB02ifelse_swf] [c[5]x]

=181 x|

ﬂjl Object Actions

]

@] Basic Actions 2l on Creleased {
[E) Aotions if (id.length == 5 3 {
@ break

message = "Good Job':

@ cal 1 else [
message = "Try again';

@ comment
@ continue
| @ delete
@ dowhile
@ duplicateMovieClip

@ else

@ evaluate
@ for

@ For.in

@ FsCommand
(B funct;

Enter your 5 character ID:

| sID12345) |

Submit ‘

[Try again

[Line 7:3

Mo Parameters.

—ﬂ Set the else conditions.

W Associating a variable with
a dynamic text box enables
you to display the value the
variable returns to the user.

B Move to the test
environment.

Note: See page 38 for instructions
on how to test your movie.

a number.

13 Test your movie by typing

I click o get a response.

B ActionScript evaluates
your entry to see if it is five
characters long and responds
with Good job if it is, or Try
again if it is not.
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USING ELSE IF

want a different action to execute, depending on the

condition, use else if. You use else if when you
want your script to respond one way if the condition is A,
another way if the condition is B, and another way if the
condition is C.

I f you have a situation with multiple possibilities and you

For example, you need a script that requires the user to
guess a number. If the user entry is higher than the correct
number, the script sends a message to the user that says
Lower. If the entry is lower than the correct number, the
script sends a message to the user that says Higher. If the
entry is correct, the script sends a message to the user that
says, You are amazing!

You can use the else if action to create your script. The
else if action evaluates the first condition and executes
the statement if the condition is true. If the condition is

false, it evaluates the next condition and executes it if it is
true. It continues to evaluate statements until it finds a
condition that is true or there are no more conditions to
evaluate. The syntax for the else if action is

if (condition) {
statement (s) ;

}else if (condition) {
statement (s) ;

}

You can can use else if whenever you provide the user
with several options. For example, you provide the user
with options red, green, yellow, and blue. If the user selects
red, you can have an object on the Stage turn red. If the
user select green, you can have an object on the Stage turn
green, and so forth.

USING ELSE IF

#%Flash 5 - [0603elseif.fla] [CIE1=] Dbie i
[ Fle Edit Wiew Insert Modiy Test Contol ‘window Help W 50 Object Actions @)
Took | & Soono &8 |+ obiectactons =
[?[} aE‘.D|1”'5 “““ ui""u%""eu""'z%.""sc‘u""35'"".6""»%.'M [ Basic fctions =] [Ton Creleased {
= - [E) actions if (userEntry » 48 3 {
t AlFE s | =T T 1 O T AT » % b'Tk message = “Lowar
0D BEE EEEE H || @]
7 & ant mliﬁng JT'E humber between |1 ard g o
& @ 100. WHat numbler am | thinking 6f1 > @ douhie H
@ duplicaterovieClip
ﬂ. ) @ cke
Yiew @ ez
"o -——J @ e
= 1 Enter Guess HH @
@ forin
/H = @ FsCommand
i B fines hd
L[] [Line 5.}
Exine Mo Parameters,
] .
5= | _»l‘I
o Ll [107 | G 3 A% AW
| [MOmM & o

—n Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
elseif.fla, which you can find on
the CD-ROM that accompanies
this book.

H Open the Object Actions
panel.

B This example uses a button.

3 Type the statement you
want to evaluate using i f.




CHANGING THE SCRIPT FLOW

N
m You can nest your if statements. Nesting your
if statement causes ActionScript to evaluate
each nested statement to see if it is true. The
following would be true if guess is equal to 7,
tries is equal to 10, and correct is equal to
10.
Example:
on (release) {
if (guess == "7") {
if (tries == 10) {
if (correct == 10) {
}
}
message = "AMAZING!";
}
1}
\ J
Object Actio E3 £% Flash 5 - [elseif. swi] [_[=]x]
@[v <y Fle Edit Wiew Contol Debug Window Help =181 x|
4|~ Obiect &ctions |4
Basic Actions 2l on (release) {
[E) Astions if (userEntry » 48 3 {
@ break message = "Lower'; slei
® on T eTee 5T Tusertntiy I8 T | am thinking ofanumber.bereen1 and
@ comment message = "Higher'; 100. What number am | thinking of?
@ _continue [ 1 else if (usereEntry = 48) [
| @ delers message = 'Play the Tottery!';
_> @ dowhie H T >
@ duplicatelMovieClip 1
@ e [ 27” Enter Guess
@ elseit
@ evaluate
@ for .
@ rerin Higher
@ FsCommand .
| No action selected
Mo Parsmeters.
LN
=4 Type your else B Associating a variable with H Move to the test Ik click o get a response.
statements. a dynamic text box enables environment. B ActionScript evaluat
you to display the value the Note: S 38 for instructi ¢ |otn cr||2| cva uades ith
variable returns to the user. ote: See page or IN\? ructions your entry and responds wi
on how to test your movie. a message.

= 6| Type a number to test
your movie.
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CREATE A CONDITIONAL LOOP

hen you need to execute ActionScript statement
Wor a series of ActionScript statements several
times, you can use the while action. The while

action enables you to run statements repeatedly. The
syntax for the while action is

while(condition) {
statement (s) ;

}

The condition is an expression that evaluates to either
true or false. The statement is an instruction to
execute if the condition is true. When ActionScript
encounters the while action, it evaluates the condition.
If the condition is true, it executes the statements. After
all the statements have been executed, ActionScript

The while loop mustinclude a statement that changes
the condition and the condition must eventually
evaluate to false, or the loop will continue infinitely.
Programmers refer to this situation as an infinite loop.
Often, you use a counter with a loop. For example, you can
use the increment operator with a loop and have the loop
continue for as long as a value is less than the specified
amount. The example that follows uses the increment
operator to increase the value of x after each execution of
the statements. For more on the increment operator, see
Chapter 5.

x=0
while (x<10;) {
your statements;

++X;
returns to the while and evaluates the condition again.
If the condition is still true, it executes the statements. If
the condition is false, ActionScript executes the first
statement after the while action.

CREATE A CONDITIONAL LOOP
£%Flash 5 - [0E0Gwhile.fla] _[=2]x] Dbiect Actio X
[ Fle Edit View Inset Modfy Test Corbol Window Help T T BID

Tools | & Scene 1 @ E) 4| =|| Dbjest Actions -| .
(x & EEE N @) Estcseions = | on (release) {
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o0 e 3] Froperes

y Ul Objects
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M Q Print J

Colors.
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o M b2

L 3|2 [ Line 2: while i < 4) {

CriEmS Condition: [i< 4
,ﬁ . D

5| =¢/ 1L | _'l_l

o Ll f100% =l @ AR AN

[ [HOM] & a

—n Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
while.fla, which you can find on
the CD-ROM that accompanies
this book.

M This example uses a button.
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H Open the Object Actions

[&] Type your while
panel.
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You can also use the do. . .while action to
create a loop. The do. . .while action creates a
loop like the while action except the condition
is evaluated at the end of the block of code so
that the loop always runs at least once. The
syntax for the do. . .while loop is

do {
statement;
while (condition);

You can place loops inside of loops or use if
statements in loops. Your scripts can become
extremely complex. If you need to break out of
a loop, use the break action. The break action
instructs ActionScript to stop executing the loop
and go to the next statement.

You can also use the continue action. With while
and do. . .while statements, the continue action
causes ActionScript to go to the condition
argument and test whether the condition is still
true.

Obie x % Flash 5 - [0604while. swi] (5] x]
51 Object Actions Bl0 < Fle Edit Wiew Contral Debug Window Help =1 x|
+| = Obiect &ctions v|=
Basic Actions - on (release) {

Actions while (3 < 43 {
|| [ operstors [output = ocutput + "HI "
Functions |13
Froperties 1 . . . .
==, Hi Hi Hh Hi
) ] b
ks B
Print ‘
| Line &: 3
Mo Parameters.
@ A
=4 Type your statements. B Associating a variable with H Move to the test [ click the button.

a dynamic text box enables
you to display the value the
variable returns to the user.

Note: See page 38 for instructions

environment.

W ActionScript concatenates
the word Hi four times.

on how to test your movie.
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USING FOR LOOPS

want to execute repeatedly, let us say ten times, you can

write that line of code ten times in a row, and it will
executes ten times in a row. Or, you can use a for action to
execute a statement or series of statements repeatedly.
When using the for action, you use a counter to specify
the number of times the loop will execute. The syntax for
the for action is

I f you have a statement or series of statements that you

for (init; condition; next) ; {
statement;

}

You use the init argument to set the initial value of the
counter. You use the condition argument to set a
condition that evaluates to either true or false.
ActionScript evaluates the condition on each iteration of
the loop. If the condition is true, the loop continues. If the
condition is false, ActionScript goes to the next block of
code. You use the next argument to reset the counter

USING FOR LOOPS

after each iteration. The statement argument is an
instruction to execute if the condition is true, for example:

for (i=0; 1<10, ++1) {
your statements;

]

In the example, the expression 1=0 starts the counter with
a value of 0. The expression 1<10 continues executing the
statements as long as 1 is less than 10. The expression

++1 adds one to the value of i. The expression ++1

uses the pre-increment operator. For more on the
pre-increment operator, see Chapter 5.

You can use the for action when you are making several
copies of a movie clip. Just use the code for duplicating a
movie clip in the your statements section. Use the condition
to specify the number of times you want the movie clip
duplicated.

&% Flash 5 - [0606for.fla]

[ Eie Edit Wiew Inset Modfy Test Control window Help &= x] ] Objest Actions] (2>
Tocls | &, Scene 1 @ 2, +| = Obiect Actions =
[?[} a@.n||”'s """ m""‘wé""26""zs'""eo‘""sé""46‘"'45“|~1| (2] Bszic Actions -
= = Aotions
A & B & ||t mlwl Bl @ [2ems [ 4 » Operators
o0 T F"m"m
- - Properties
Z & | I Objests
2ol T > H
/‘, & I N Y A O |
My Print J
Colors
71
Ly =
L[]l B | Line 2 for [i=0. < &4 {
Options Init; I\:U
W v Condition: M
-5|=¢/ 14 | B e, [
B | B E AT AW
[ [NOM

—n Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file for.fla,
which you can find on the CD-ROM
that accompanies this book.

B This example uses a button.
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When using a for loop, the init, condition,
and next arguments are optional. However, if
you do not include them in the for statement,
you must set them somewhere else in your
script. If you omit the init argument, you must
still include the semicolon.

Example

i=1

for(; i<10, ++1) {
your statements;

]

Failing to include a condition argument in your
script can cause an infinite loop because
ActionScript will assume that the condition is
always true.

Your script can become extremely complex and you
may be resetting the condition within the loop. You
can use the continue operator to break out of the
loop, go to the condition operator and determine

if the loop should continue.

Obie
) Dbject Actions|

= &% Flash 5 - [for_swi] HEE
Bl <7 Fle Edit Yiew Contiol Debug Window Help =13 %]
ﬂjl Object Actions v a

Basic Actions -
Actions

Operators

Functions

Froperties

Objects

on (release) 1

i=0

Line 3: autput = gutput + “Bye ";

Wariable: |0ulpul |

™ Ewpression

Value: [output - "By

¥ Espression

Bye Bye Bye Bye ‘

Print \

Type your statements.

M Associating a variable with
a dynamic text box enables
you to display the value the
variable returns to the user.

B Move to the test
environment.

Note: See page 38 for instructions

B Click the button.

B ActionScript concatenates

the word Bye four times.

on how to test your movie.
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INTRODUCTION TO OB]

[ECTS

graphically represent movie clips on the Stage. Flash

predefines objects and you can create your own
objects. Most of the objects predefined by Flash have
methods. Methods allow you to obtain values or perform
actions. Objects can also have properties.

O bjects enable you to access information, or they

ActionScript predefines the following objects: Array,
Boolean, Color, Date, Key, Math, MovieClip, Number,
Object, Selection, Sound, String, XML, and XML
socket. Each object enables you to access certain types of
information or perform specific actions. For example, the
Math object has methods that help you perform
mathematical calculations. The MovieClip object has
methods that enable you to perform actions on movie clips.

You can create a new object using the new operator. A
constructor function is a function used to create objects.
You can use the new operator to create an object for a
predefined object class. When using the new operator you
must use it with a constructor function. Every object
predefined by Flash is also a constructor function.

INTRODUCTION TO OBJECTS

The syntax for the new operator is
new constructor ().

Use the constructor argument to specify the constructor
function or the type of object to be constructed. Examples
include Color, Sound, and Date. You pass arguments by
placing them between the parentheses. The syntax that
follows creates a Color object:

newColor = new Color (sampleMC); .

Color is the constructor. The variable newColor holds the
object. The instance sampleMC is the movie clip you want
to target. Creating an object with the new operator

instantiates the object or creates an instance of the object.

An instantiated object has all of the properties and methods
of the object from which it was constructed. Some of the
objects predefined by Flash require you to instantiate the
object before you can access the methods and properties of
the object.

#%Flash 5 - [Moviel]

[2 File Edit View Inset Modfy Test Conirol | Window | Help
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B ol | AN i BTN

Actions Chil+&t+A
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Boulean
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Date
Key
Math
[@] Mouse H
MovieClip
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| Line 1: new Obiject();

Espression: Ir\ew Objeat[|

B select the frame, button,
or move clip to which you
want to add ActionScript.

Note: This example uses file
object fla, which you can find on the
CD that accompanies this book.

—H Click Window = Actions
to open the Actions panel.

—E1 Click Objects to open the
Obijects category.

¥ Click Object to open the
Object category.

H pouble-click new Object.

B The new Object
constructor appears in
the Action list.



USING THE MOVIE CLIP AND ARRAY OBJECTS

Example:

Example:

property.

propertyValue

You can create generic objects. In Normal mode, you can
create a generic object using the new Object in the Object
category. The following syntax creates a generic object:
genericObject = new Object () ;. The variable
genericObject holds the object.

Objects can have properties. You can access the properties
and you can assign values to the properties. To access an
object property, precede the property name with the
objectName followed by a dot. For example, if
genericObject has a weight property, you can use the
syntax that follows to access the weight property and assign
it to a variable:

= genericObject.weight;

In the example, propertyVvalue is a variable.

To assign a value to a property, use the syntax that follows:

genericObject.weight = 32

The example assigns 32 to the genericObject weight

The MovieClip object is the most
important object in ActionScript.
Because each movie clip has its own
Timeline, each movie clip can be a
complete animation. You can give
each instance of a movie clip a
unique name. This enables you to
target or perform on each movie
clip instance.

“dyMouiz Explorer] 5 Frame Actions]

£%Flash 5 - [Moviel._swf] |_ =] x|

"}El\e Edit Wiew Control Debug Window Help B ﬂ|5|
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duplicatelavie.
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F&Command
funes
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Tempo = new object();
Tempo. Temperatura = 32;
X = Tempo.temperature;

[ No action selected

Mo Parameters.

oo

Tools Havie:
Diim: 5501 % 400 pigels
kK Fr Rate: 12.0irtsec
Size: 0 KE (2565
Duration: 1 r (0.1 5]
Preload: 1fr (0.1 5]

TN
Settings:

o n Bandwidth: 2400 B= (200 B#fr)

P State:
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iew

" Q
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Calars Faz
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©
Lij 1)

Options

—B Assign the new object to
a variable.

—id Assign a property to the
object.

= 8| Assign a property to a

variable.

E Move to the test
environment.

Note: See page 38 for instructions
on how to test your movie.

0 Test your movie. M You have created a generic
object with a temperature
property. The temperature
property automatically
displays on the screen

when you enter the test

environment. 145
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USING THE MOVIECLIP OBJECT

he methods of the MovieClip object give you the precede each method with an instance name followed by a
Tability to perform an action on a movie clip instance dot, for example:

or to retrieve a value associated with a movie clip. By
giving a unique name to each movie clip instance, you movieClipName.method (arguments) ; .

can target instances of a movie clip. You do not need a
constructor to call MovieClip object methods; instead,

The MovieClip object methods in the table below give
you the same functionality as standard actions.

MOVIECLIP OBJECT METHOD FUNCTION

DuplicateMovieClips Creates a new instance of the specified movie clip. The duplicated movie clip
begin playing in frame 1. If you delete the parent movie clip, Flash will delete the
duplicate movie clip. Flash does not copy variables in the parent movie clip to the
duplicated movie clip.

getURL Opens a Web page in a browser. You can also use the getURL method to pass
variables by using either the get or post method.

gotoAndPlay Moves to a specified frame within a specified scene and begins the movie clip.

gotoAndStop Moves to a specified frame within a specified scene and stops the movie clip.

loadMovie Loads the specified movie into the movie clip.

loadvariables Loads variables into a movie clip from an external file.

nextFrame Sends the playhead to the next frame in the specified movie clip and stops the
movie clip.

play Starts the specified movie clip.

prevFrame Sends the playhead to the previous frame in the specified movie clip and stops the
movie clip.

removeMovieClip Removes a movie clip created by the duplicateMovieClip action,
duplicateMovieClip method, or attachMovie method.

startDrag Makes the specified movie clip draggable.

stop Stops a specified movie clip.

stopDrag Stops the dragging of the currently draggable movie clip.

unloadMovie Unloads a movie loaded with the 1oadMovie method.
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USING OBJECTS

The table that follows lists an example of each
of the movie clip methods that provide the same
functionality as standard actions.

ACTION EXAMPLE

MovieClip.duplicateMovieClip sampleMC.duplicateMovieClip (newSampleMC, 1) ;

MovieClip.get.getURL sampleMC.getURL ("http://www.baycongroup.com",
"_blank", "GET");

MovieClip.gotoAndPlay sampleMC.gotoAndPlay (1) ;

MovieClip.gotoAndStop sampleMC.gotoAndStop (1) ;

MovieClip.loadMovie sampleMC.loadMovieNum ("load.swf", 1);

MovieClip.loadVariable sampleMC.loadVariablesNum ("sales.txt", 0);

MovieClip.nextFrame sampleMC.nextFrame () ;

MovieClip.play sampleMC.play () ;

MovieClip.prevFrame sampleMC.prevFrame () ;

MovieClip.removeMovieClip sampleMC.removeMovieClip () ;

MovieClip.startDrag sampleMC.startDrag () ;

MovieClip.stopDrag sampleMC.stopDrag() ;

MovieCip.unloadMovie sampleMC.unloadMovie () ;

The movie clip object includes several methods that enable you to perform actions
that are not standard actions on movie clips. You can apply many objects to a
movie by not specifying an instance name. The table that follows lists these actions:

MOVIE CLIP OBJECTS

Action Function

attachMovie Adds an instance of a symbol located in the Library to the Stage.
getBounds Retrieves the boundaries of the specified movie clip.
getBytesLoaded Retrieves the number of bytes loaded for the specified movie clip.
getBytesTotal Retrieves the total number of bytes for the specified movie clip.
globalToLocal Retrieves the coordinates of the specified Timeline.

hitTest Detects when two objects overlap or intersect one another.
localToGlobal Retrieves the coordinates of the main Timeline.

swapDepths Enables you to specify the depth level on which a movie clip will appear.




FLASH ACTIONSCRIPT

ATTACH A MOVIE CLIP

instance of a symbol located in the Library to a movie

clip located on the Stage. Use this method when you
want to place an instance of a symbol that is not already on
the Stage. You may find this method useful when you want
to start your movie with a blank Stage and add movie clips
as the movie plays.

You can use the attachMovie method to add an

Before you can attach a movie, you must assign an identifier
name and linkage type to the symbol. Use the Symbol
Linkage dialog box to assign the identifier name and linkage

type.
The syntax for the MovieClip.attachMovie method is
MovieClip.attachMovie("id", "name",depth); .

Use the MovieClip argument to specify the movie clip you
want to attach. Use the id argument to specify the name of

ATTACH A MOVIE CLIP

the symbol in the Library to place on the Stage. The name
you specify should correspond to the name given to the
symbol in the Identifier field of the Symbol Linkage
Properties dialog box. Also, you must set the symbol to
Export in the Symbol Linkage Properties box. Use the name
argument to specify the instance name you want to give the
new instance. Use the depth argument to specify an
integer that represents the level on which you want to place
the new instance. Omit the MovieClip argument if you
want to attach the movie.

You can use the attachMovie method to create multiple
instances of the same movie clip and place them on the
Stage. You can use the _x and/or _y properties to set the
location of the movie clip.

!;% Flash 5 - [0703attachMC.fAa: 1]

!;% Flash 5 - [0703attachMC.fla:1] HEE

to open the Library. Library you want to attach.

—B Click to select the
Options menu.

Note: This example uses file
attachMC.fla, which you can find on
the CD that accompanies this book.
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USING THE MOVIE CLIP AND ARRAY OBJECTS

Attaching a movie clip enables you to place an
instance of a movie clip located in the Library on
the Stage as the movie plays. | removeMovieClip ("addMC2") ;
sampleMC.attachMovie( "addMC","addMC2", 2 ); |
The instance addMc?2 is
removed from the Stage.
J

An instance of addMC is taken from that

library and added to the Stage.

To remove a movie clip, you type the

following:

% Flash 5 - [0703attachMC. fla-1]
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M The Symbol Linkage
Properties dialog box
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as the Linkage type.

4 click ok.

1 select Export This Symbol

6 Type a name in the
Identifier field.

your file.

—E Click File = Save to save

B You must save your file
after you set the Symbol
Linkage property.

CONTINUED
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ATTACH A MOVIE CLIP (CONTINUED)

location, the movie clips stack on top of each other. You
will not be able to discern the new instances from the
old instances.

I f you attach several movie clips without setting the

Each instance of an attached movie clip must have a unique
name. You can append a unique number to the end of the
movie clip name to make each instance unique. If you are
making several instances of the same movie clip at once,
use a loop to create the instances. You can have each
increment of the loop append a unique number to the
instance name and place the instance on the Stage at the
location you specify.

You use the removeMovieClip action to remove instances
created with the attachMovieClip action. The syntax for
the removeMovieClip action is

removeMoveClip (target) ;.

Use the target argument to specify the movie clip that
you want to remove.

Shared libraries enable you to use assets from one Library
in multiple Flash movies. However, you cannot use the
attachMovie method to create an instance of a symbol
imported from a shared Library because you must set
attached symbols to Export in the Symbol Linkage
Properties dialog box. Flash automatically sets imported
symbols to Import in the Symbol Linkage Properties
dialog box.

You can also control when an instance appears on the Stage
by first placing the instance on the Stage with its _visible
property set to false. When you want the instance to
appear, set the _visible property to true. Use this
method when working with symbols imported from shared
libraries.

ATTACH A MOVIE CLIP (CONTINUED)
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& Click Window = Actions
to open the Actions panel.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

—m Attach the movie.

2 Click B to close the
Actions panel.
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EX&E You can use attachMovie to place several instances of
a movie clip on the Stage. The script that follows places
three instances of a movie clip on the Stage and sets
their location. The script is associated with a Frame.

Example:

xlocation = 250;

ylocation = 150;

max = 4;

attachMovie ("star", "star0", 1);

setProperty ("star0", _x, xlocation) ;

setProperty ("star0", _y, ylocation) ;

for (i=2; i<max; i++) {
attachMovie("star", "star" + i, i);
nameMC = "star"+i;
setProperty (nameMC, _x, xlocation + 100) ;
setProperty (nameMC, _y, ylocation + 50) ;
xlocation = xlocation + 100;

yvlocation = ylocation + 50;

&% Flash 5 - [0703attachMC.fla] &% Flash 5 - [0703attachMC_swf] [_Ta[=]
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Movie to move to the test
environment.

Note: See page 38 for instructions
on how to test your movie. your movie.

Click the button to test

W ActionScript attaches the
movie clip when you click
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GET BOUNDS

you have added a movie clip to the Stage using the

duplicateMovieClip action or the
attachMovieClip method. You now want to place
another movie clip to the left, right, above, or below that
movie clip. You can use the getbounds method to obtain
the coordinates of the boundary of a movie clip that is on
the Stage. You can then position another movie clip on the
Stage in a position relative to the original movie clip. The
getbounds method retrieves the boundaries of a movie
clip and it enables you to position objects on the Stage.

Let us say you have placed a movie clip on the Stage or

You may also want to know the boundaries of a movie clip
so that you can trigger an action when the mouse comes
within a certain distance of a movie clip. For example, you
could make a pumpkin glow if the mouse comes within 10
pixels of the pumpkin.

The syntax for the MovieClip.getbounds method is

MovieClip.getbounds (targetCoordinateSpace); .

Use the MovieClip argument to specify the movie clip
whose coordinates you want to obtain. Use the
targetCoordinateSpace argument to specify the target
path of the timeline whose coordinates you want to use as
a point of reference. The getbounds method returns an
object with xMin, xMax, yMin, and yMax properties. The
xMin property represents the left edge of the movie clip,
the xMax property represents the right edge, the yMin
property represents the top edge, and the yMax property
represents the bottom edge.

To obtain the xMin, xMax, yMin, and yMax properties,
assign the results of the getbounds method to a variable.
Then precede the property with the variable name followed
by a dot.

GET BOUNDS

% Flash 5 - [0704agetbounds.fla]

Obiject Actio )
2 Iovie Explorer| 31 Object Actions @|»
4| — [ Obiect Actions |~

|[ @] Ations

[ﬁ} File  Edit ¥iew |nsert Modify Text Contral) Window | Help _ |5 x!

& Scenel Hew Window Ctrl+alt+H EY _@
Taolbars N W‘
Tools

HE & || ¢ @lw| Bl 2 Banels 3 »
Panel Sets »
Sawe Panel Lapout... ﬂ
Cloze &4l Panels
Actions »  Ctrl+Alt+A

T TTTaLl T Movie Explorer  [§ Ctilsdlt+hd

J_I_I_L‘: i i Output

i Debugger

Library Crl+L
LCommon Libraries 3

[enerator (bjests

LCascade
Tile

v 1 0704agetbounds. fla

|
Get Bounds. “l 2 0703attachMC. fla

[l |>j

B AL A W

[ Basic Actions - on (release) {

[border=redMC. getBounds { _root J;|

Operators
Funstions
Froperties
Objects

| o action selected

Rlo Parameters.

Select the frame, button,

or movie clip to which you
want to add ActionScript.
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Note: This example uses file
getbounds.fla, which you can find on
the CD that accompanies this book.

“H Click Window = Actions
to open the Actions panel.

—B Retrieve the bounds of a

movie clip.
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ﬁfﬁ& You can use getbounds to help you place an attached movie clip
on the Stage. The example that follows attaches the star movie clip
and places two instances of the star movie clip on the Stage side
by side.

Example:

on (release) {
backMC.attachMovie( "star", "starl", 2 );
border=_root.backMC.starl.getBounds (_root.backMC.starl) ;
xright = border.yMax;
backMC.attachMovie( "star", "star2", 3);
setProperty (_root.backMC.star2, _x, xright) ;

}
\ 7
Obie 0 ) &% Flash 5 - [0704agetbounds_swi] HEE
Dghiouie Explorer] 51 Objeot Actions @[¥ <y Fie Edt Miew Contrel Debug 'windaw Help |
- i Mauie:
ﬂJ‘ Dble‘:t Actns ﬂ:‘ Dirm: 550 = 400 pizels
@] Essic Actions =l on Creleasel { Fr Fiate: 120 frisec
[@ Aetions border=redMC. getBounds { _root J; Size: TKE (341ZE)
[@] opsraters x1eft = border.=Min; Duratian: 1r[0.1)
___% Funetions xright = border.xMax; P’*'“;‘:H::g‘s’_['-“sl
Froperties wiop = border. yMi n; Bandwidth: 2400 Bl (200 Bifr)
[@]) obiects bottom = border.yMax; State
¥
_> H xMin xMax yMin yMax
> ES | Be0 | fiz0 | B0 |
|
Mo action selected
Mo Farameters.
[ Get Bounds ‘
@ -
N
=4 Assign each property to a H Move to the test Click the button to test B When you click the button
variable. environment. your movie. the xMin, xMax, yMin, and
. . . , yMax properties display on
M If you associate the variable  Note: See page 38 for instructions the Scrzenp play

with a dynamic text box, you  on how to test your movie.
can display the value the
variable returns to the user.
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SWAP DEPTHS

hen you place objects on the Stage, Flash gives The syntax for MovieClip.swapDepths is
Wthem a depth level and stacks them. Movie clips

with a higher depth level appear to be in front of
movie clips with a lower depth level. For example, if you
place two thumbnail photographs on the Stage and the user
clicks on the photograph, the image changes to a full screen
view. The problem is that the image with the lower depth
level will appear to be behind the image with the higher
depth level when you increase its size. A similar problem
can occur when you create a number of draggable objects.
Each object is on its own level. You may want the object the
user is dragging to always be on top or always be on
bottom. You can use the swapDepths method to change
the stacking order of the movie clips so that the images
always appear on the level that you desire.

movieClipName.swapDepths (depth/target)

Use the movieClipName argument to specify the name of
the movie clip for which you what to swap the depth. Use
the target argument to specify the movie clip with which
you want to swap the depth. In other words, if you want to
swap the depth of movie clip A with movie clip B, use the
syntax that follows: & . swaptDepths (B) ;. Alternatively,
you use the depth argument to specify the depth number
instead of using the target argument.

When using the swapDepths method, both movie clips
must have the same parent. If a movie clip is tweening
when you call the swapDepths method, the tweening

stops.
SWAP DEPTHS
!:% Flash 5 - [swapdepths2.fla] Dbject Actio X
[ File Edit Miew |nset Modiy Test Contral | Window | Help =] x| “yiMovie Explorer] 3 Object Actions| @)|»
& Scenel New Window Etr+AltN @ B, ﬂj‘ Obiject Actians i
| QBD|| e 10’ Toobars Pl s T e || [[[A] Basic Actions | Ton (pressy {]
) Pichure 2 - - ol o o[ ||| [E] Astiens _root.picturel.swapDepths (Z); |
Wi Panels » = [ operators setProperty (picturel, _xscale, 150);
1 PanelSets » Functions setProperty (picturel, _wscale, 1507;
HE EllEasE Save Panel Layout.. C (Piepeifs
Lloze All Parels =] Objests
Actions \  Ctrl+Alt+A
Movie Explorer Ly ClilsAltshl H
1L Dutput L
Debugger 1
Library Chl+L T
. Commen Libraries vl J
] w Beneraton Obijeots L
£ 1 ¢
. Lascade L
LR Tie [ —
[ Mo action selected
1 D704agetbounds fla
2 0703altachMC fla No Paramters,
v 3swapdepths? fla
I N N N =
P T T T T T T T |I T T T jJ
100 = 0E AN]SR A W @ o
—n Select the frame, button, Note: The script is associated with —B Set the handler to H Increase the size of the
or movie clip to which you the button that has been converted on (press). movie clip.
want to add ActionScript. to a movie clip. To see the script in

Note: This example uses file
swap.fla, which you can find on the
CD that accompanies this book.
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the example file, double-click the
movie clip and open the Actions
panel.

—E Click Window = Actions

to open the Actions panel.

—ﬂ Swap the depth of the

movie clip.
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You can use swapDepths to swap the depth of Alternatively, you can use a depth
movie clip A with movie clip B. The script that number to change the depth of a movie

follows is associated with a button and swaps the | clip. The script that follows is associated
dept of pictureA with pictureB. with a button.

on (release) {

on (release) {
pictureA. swapDepths (pictureB) ;

pictureA.swapDepths (100) ;

}

Vv
RESULT: RESULT:

Each time the user clicks the
button ActionScript swaps the
depth of pictureA with pictureB.

|<

Each time the user releases the
mouse after clicking the button,
pictureA moves to depth 100.

[setProperty (picturel, _xscale, 100);
_> |setProperty (picturel, _wscale, 1003;
3

= &% Flash 5 - [swapdepths2_swi] ME R
) Dhbject Actions @r < Fle Edt View Control Debug Window Help =1=] x|
ﬂjl Object Actions | . Mouie: i
Oirm: 550 5 400 pielz Ty —
on (press) 4§ FiRate; 12.0 fitsee 2KE
_root.picturel.swapbepths (2); siw SOKE(IETIE) | 1EKE
setProperty [picturel, _xscale, 150); Duration: 1r(0.1s] s
tProperty (picturel ccale, 150); Freload: 255 (215) 1K)
se P ¥ P [ ’ : Settings: 2008
} Bandwidth: 2400 Bis (200 B#r)
|———|on (release) { State.

No action selected

Mo Parameters.

& a
3 Set the handler to EX Move to the test ] Click an image to test B When you click the image,
on (release). environment. your movie. the depth level swaps to the
. . . top level and the image
—Kd Reduce the size of the Note: See page 38 for instructions enﬁ)arges &
movie clip to its original size.  on how to test your movie. '

B If you want to adjust the
depth of several symbols,
repeat steps 1 through 7 for
each symbol.
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CHECK MOVIECLIP LOAD

large movie clip. You want to load movie clip B into

You have created movie clips A and B. Movie clip B is a

movie clip A. You do not want movie clip B to begin
playing until it is completely loaded. Use the getBytesTotal
method to determine the size of movie clip B in bytes. Then
use the getBytesLoaded method to obtain the number of
bytes loaded for movie clip B. When getBytesTotal equals
getBytesLoaded, start movie clip B.

The syntax for the MovieClip.getBytesLoaded method is

MovieClip.getBytesLoaded () ;

The syntax for the getBytesTotal method is

MovieClip.getBytesTotal ()

When using MovieClip.getBytesLoaded or
MovieClip.getBytesTotal, use the MovieClip
argument to specify the movie clip for which you want to

CHECK MOVIECLIP LOAD

% Flash 5 - [0705bytesloaded.fla]

obtain the bytes loaded or the total number of bytes.
Together, getBytesTotal and getBytesLoaded enable
you to monitor the progress of the loading of a movie clip.
Note that it is not always necessary to wait for a movie clip
to load completely before it starts. You can specify the
exact number of bytes that need to load before starting a

movie clip.

Use the getBytesLoaded and getBytesTotal methods
with movie clips that have been loaded — not with movie
clips that are internal to the movie. If you use these methods
with movie clips that are internal to the movie, the value for
getBytesLoaded and getBytesTotal will be identical,
because internal movies clips load automatically.

Preloaders are movies that run while ActionScript waits for
a movie or movie clip to load. You can create a preloader
movie clip that runs until a movie clip loads.

[ Eie Edit Wiew Inset Modfy Test Control | Window | Help 1= x] e Mavie Explorer| 5] Frame Actions| (2)
& Scenel New Window CuiksitsN a5, | [ Frame Actions v|a
a0l s 1p  Toobas 40w w0l [[] essic actions )N Noaded = saiIMC. getBytesloaded ;]

IDD‘S - Aotions
el ) Operators
5 B
N | T T O = > —
Save Panel Layout... d Froperties
| I Close &ll Panels Objects
T Actions L Ctri+Alt+A _
I Movie Explarer by Chibsditehd > H
| ‘ Output
! ‘ Debuager
|
e Library Chll
LCommon Libraries
Leneraton Objects
[y .
Loaded; erziy =
Tilg
| No action selected.
1 0704agetbounds.fla
2 0703attachiC fla R Mo Parameters.
T tal: 3 swapdepth fla - Library
‘ 1 4 0705abytesioaded fla o
4 J v 5 0705bytesloadad fla B
[ = B AN A D @ o

—n Select the frame, button,

or movie clip to which you
want to add ActionScript.

M This example uses a frame.

—E Click Window = Actions

to open the Actions panel.

—E] Get the bytes loaded.

M If you associate the variable
with a dynamic text box, you

can display the value the

variable returns to the user.



USING THE MOVIE CLIP AND ARRAY OBJECTS

ﬁx‘m Use the getBytesLoaded method with

getBytesTotal to determine the percent of a
movie clip that has been loaded. This is useful if

you want to run a preloader while another movie
clip loads.

Example Frame 1

loaded = sailMC.getBytesLoaded() ;
total = sailMC.getBytesTotal () ;
percent = (loaded/total) * 100;

a = #% Flash 5 - [0705bytesloaded swf] M= B
i Movie Explarer] 7 Frame Aotions| @[ < File Edit View Contil Debug Window Help =18 x|
ﬂjl Frame Actiors ﬂ:l owie: =

Dim: 550 ¥ 400 pizels
Basio Adtions - loaded = sailMC.getBytesloaded(); F e 20150 et
7] petions [total = sailMC.getBytesTotal ;] Size: 117KB (120055 E) na
— Duration: 1H (0.1
S:m‘;ns Freload: SOO[Ir[EDJDs] 2008
Settings:
Froperties
Objects
) ! ) -
—~————
Mo action selected. Loaded: 5961 5
Mo Farameters,
Total: 59615
@ o
I Get the total bytes. Note: See page 38 for instructions Test your movie. B When the movie plays, the
B Move to the test on how to test your movie. bytes loaded and the total
environment bytes automatically display

on the screen.
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DETECT COLLISION

objects are in collision. When one object overlaps or

intersects another object, ActionScript considers the
objects to be in collision. When programming, use
hitTest to determine if one object touches or overlaps
with another object. The syntax for the
MovieClip.hitTest method is

You use the hitTest method to detect when two

MovieClip.hitTest (target) ;
MovieClip.hitTest (x,v, shapeFlag)

The hitTest method has two uses. You use the syntax
MoveiClip.hitTest (target) ; to determine when the
object specified in the target argument has collided with
the instance specified in the MovieClip argument. You use
the target argument to specify the path of the object that
might collide with the movie clip in the MovieClip
argument.

You use the syntax MovieClip.hitTest (x,y, shapeFlag)
to determine when the instance specified in the MovieClip
argument has collided with the specified x- and y-

DETECT COLLISION

coordinates. Use the MovieClip argument to specify the
target path of the instance you are testing.

Set the shapeF1lag to the Boolean value true if you want
ActionScript to use the object specified in the MovieClip
argument to determine whether a collision has occurred.
Set the shapeFlag to the Boolean value false if you want
ActionScript to use the bounding box of the object
specified in the MoveClip argument to determine whether
a collision has occurred. The bounding box is the
rectangular area that surrounds the movie clip when you
select it. ActionScript returns the Boolean value true when
the objects are in collision and the Boolean value false
when the objects are not in collision.

You can use the _xmouse and _ymouse properties as the
x- and y-coordinates to determine whether the pointer is
over a movie clip. The _xmouse and _ymouse properties
return the x- and y-coordinates of the pointer.

£% Flash 5 - [Movie2]

Object Achio s

‘ } Library Ctrl+L
Common Libraries 8
| I Generalor Objects

— LCascade
IR Tile

v 1 MovieZ
2 070Bhittest.fla
I 3 0706 ahittest. fla

J | [T T[T | _’lﬂ

[ File Edit Wiew Inset Modfy Test Control | Window | Help o [ S | [E=Miauie Explarer] ] Obiect Actians]| @[
& Scee1 Mew Window ChrblteN = +| || Obiect Actons =
&80 Toobars b "‘46"“45"”'56”"5*'4 JlonC1ipEvent (enterFrame) {]

ook [collide = _root.vellowCar.hitTest( _root.bluecar);]|

2 o |4 EE 8B papes » D }
Pangl Sets 3 B

‘ | ‘ Save Panel Layout... J
Cloze &l Panels

~1 1 glgln
| LI .
Actions . Ctrl+Alt+A
1 Movie Explorer LS Chl+Alt+M
B2 : Duge
[ ’ | _9 - Diebugger H

e A A W

H click Window = Actions
to open the Actions panel.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses hittest.fla,
which you can find on the CD that
accompanies this book.

—B Set the handler to

enterFrame.

H Determine if the movie
clips are in collision.
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EX{E You can use hitTest to determine if two objects overlap. The script in this example returns

the Boolean value true to the variable collision when the user drags a blue dot and
causes it to collide with a red box. The example assigns the variable collision to a
dynamic text box. The blueDot is a draggable movie clip. The redBox is a movie clip. You
assign the action to redBox.

Example
onClipEvent (enterFrame) {
_root.collision =_root.redBox.hitTest( _root.blueDot) ;

}

You can use hitTest to determine if two objects are in collision. The script in this example
returns the Boolean value true to the variable collision when the user drags a blue dot
and causes it to collide with the x- and y-coordinates of a red dot. The example assigns the
variable collision to a dynamic text box. The blueDot is a draggable movie clip. The
redDot is a movie clip that motion-tweens across the Stage. The variables a and b are
assigned to dynamic text boxes. They capture and display the x- and y-coordinates of
redDot. You assign the action to blueDot.

Example
onClipEvent (enterFrame) {
_root.a = getProperty ( _root.redDot, _x );
_root.b = getProperty ( _root.redDot, _y );
_root.collision = _root.blueDot.hitTest (_root.a, _root.b, false );
}
\. J/
Object Actio %
3y Movie Explorer| i Obiject Actions @[r <» Eile Edit ‘iew Control Debug ‘window Help =& x|
ﬂj‘ Object Actions ﬂﬂ

onC 1ipEvent (enterFrame) {
collide = _root.yellowCar.hitTest( _root.blueCar); ‘ OLLISION "'
it (collide == true) { EEE

[setProperty (_root.messageMZ, _visible, truel;]

:Es:‘lgre"oéert ("_root.messageMC", _wisible, Talse);] Bang! Bang!
}

& -

—H Set the messageMC visible 4 Move to the test Test your movie by B When one car touches the
property to true if the movie environment. dragging a car so that it other car, a message appears
clips are in collision. touches the other car. on the screen.

Note: See page 38 for instructions
3 Set the messageMC visible  on how to test your movie.
property to false if the movie

clips are not in collision.
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GET THE X- AND Y-COORDINATES

ou can use the x- and y-coordinates to assist you when
Yplacing or locating objects on the Stage. Every timeline

has x- and y-coordinates. The x-coordinate marks the
distance from the left side of the movie or movie clip to the
right side of the movie or movie clip. The y-coordinate
marks the distance from the top of the movie or movie clip
to the bottom of the movie or movie clip. On the main
timeline, the zero x-coordinate is on the left side of the
movie. The x-coordinate increases as you move to the right.
The zero y-coordinate is at the top of the movie. The y-
coordinate increases as you move downward.

The zero points of both the x- and y-coordinates of a movie
clip are located in the center of the movie clip. As you move
to the left of the center, the x-coordinate values decrease as
negative values. As you move to the right of the center, the
x-coordinate values increase as positive values. As you move
up from the center, the y-coordinate values decrease as
negative values. As you move down from the center, the y-
coordinate values increase as positive values.

GET THE X- AND Y-COORDINATES

When retrieving coordinates, use the globalToLocal
method to retrieve the coordinates of the movie clip. Use
the localToGlobal method to retrieve the Stage
coordinates.

The syntax for the MovieClip.globalToLocal
and MovieClip.localToGlobal methods is

movieClipName.globalToLocal (point), .
movieClipName.localToGlobal (point); .

Use the new object () constructor to create an object. Use
the movieClipName argument to specify the movie whose
coordinates you want to use. Use the point argument to
identify the object you created with the new object ()
constructor. The globalToLocal and localToGlobal
methods create an object with x-coordinate and y-
coordinate properties. You can retrieve and use the
properties in your script.

% Flash 5 - [0707localtoglobal. fla]

[ Fle Edit wiew |nset Modfy Test Contral | Window | Help o =1 iy Movie Explorer] 7 Objeot Actions @[k
New Windaw Cirlsit+N 2k, +| — [ Dt Actions v|a
Toolbars Yl s Tw H*‘ lonCTipEvent (mouseMowvel {
=l v Tools
Panels 3 »
A Panel Sets 3
(o Save Panel Lapaut... ﬂ
] Cloge All Panels
< & | Ox L,j =
Actions . Ctrl+Alt+A
@ @ yir [T Movie Explorer Ly CirkelteM >
& P ] Outpu
View | Dsbugger
(e} O Library CiilsL H
= ] LCommon Libraries 3
clors
n [eneraton hects
/& H Cascad B
LCascade
i3 E Tile
Mil v 1 0707localtoglobal fia
ptions —
NN
m 1 =]
1| X |
= B3 =l 163 A dw J@ L0
Show o hids the Actions panel NUM @~

B0 select the frame, button,
or movie clip to which you
want to add ActionScript.

M This example uses a movie
clip.

3 Click Window = Actions
to open the Actions panel.

Note: This example uses file
localtoglobal.fla, which you can
find on the CD that accompanies
this book.

—B Set the event handler to

mouseMove.

B This causes the script to
execute every time the user
moves the mouse.
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You can retrieve the _xmouse and _ymouse
coordinates. In the script that follows, each time
the user moves the mouse, this script displays the
local coordinates of the mouse. The variables
_root.aand _root.b are dynamic text boxes.
The script creates a new object named position
and then assigns the _xmouse and _ymouse
properties to the x- and y- properties of the
position object. The script converts the x- and
y-properties to local coordinates and displays
the coordinates on the screen. The Keyword this
refers to is the current Timeline.

Example
onClipEvent (mouseMove) {
position = new object();
position.x = _root._xmouse;
position.y = _root._ymouse;
this.globalTolLocal (position) ;
_root.a = position.x;

_root.b = position.y;

N

Obie o = &% Flash 5 - [localtoglobal swi] HEE
TiMovie Explorer| 51 Object Actions| @i < Fle Edt View Control Debug Window Help =181 x|
4| = [ Obisct Actions v|= Taols Mogis: g

= [_ l} Dim: 500 3 500 pizels

nClipEvent (mouseMovel { 3 Fr Rater 120klsee we—
point = new object;] /P Size: 0 KE (BB E) s
point.x = _root._xmouse; Duuration: 1#r(0.13) 5008

i = ; ¢ A Freload: 44[085) e
point.y = _root. wmouse; el e
this.TocalTogTobaTlpointl;] o Bandwidth: 2400 Bis (2008# | S0
_root.a = point.x; 7 =
_root.b = point.y;

_> £ e © & _xmouse position:

> &x I _ymouse position:
Wiew
] na
Colors
. 3
LY ]
L)% )
oy
’ﬁ'ums LocaltoGlohbal
*5 |4
ENN
ol HUM

—4 Create a new object.

—E Assign the _xmouse and
_ymouse properties to the
x- and y- properties of the

(7] Assign the coordinates to
a variable.

M If you associate the

E Move to the test
environment.

Note: See page 38 for instructions

EX Test your movie by
dragging you mouse around
the screen.

new object.

3 Use the current timeline
as the object whose
coordinates you retrieve.

variables with dynamic text
boxes, you can display the
values the variables return to
the user.

on how to test your movie.

M The x and y coordinates of
the mouse display on-screen.
As you drag the mouse, the
coordinates change.
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CREATE AN ARRAY

enable you to group values together and are useful

when you need to store and retrieve lists of data. An
array can contain strings, numbers, or Boolean values.
When working with an array, enclose string values in
quotes.

3 n array is a list of values separated by commas. Arrays

The following example assigns the name George, the
number 23, and the Boolean value false as an array to the
variable nameAge: nameAge =[ "George", 23, falsel;.

Each value in an array is an element. ActionScript assigns each
element a unique consecutive number called an index. The
first item in an array has an index of [0], the second an index
of [1], and so forth. In the example, George has an index of
[0], 23 has an index of [1], and false has an index of [2].

CREATE AN ARRAY

You can use the constructor new Array to create an array.
The syntax for the constructor new Array is

arrayName = new Array (e0,el,...eN) .

Use the arrayName argument to specify the variable that
names the array. Use arguments e0 to eN to specify the
elements in the array.

You can also use the array access operator [ ] to create an
array. The syntax for creating an array with the array access
operator is

arrayName = [a0, al, ... aN]; .

Use the arrayName argument to specify the variable that
names the array. Use arguments a0 to aN to specify the
elements in the array.

!:% Flash 5 - [0708_1createarray.fla]

Actio I
[ Fle Edit view |nset Modly Test Contral | Window | Help _|=| %] #hMovie Explorei| 7 Object Actions| @[k
Teols | & Scenel New Window CulslteN EY ‘@_, 4|~/ Obst Actions v|<
[T R Toolbars L "R R on (release) {
- Yy memper = new rra corge rue)y
v Toos =] [memb A G Y, 24, trueld;
Panels 3
¢ A Panel Sets 3
O 0O Sawe Panel Layout... =]
7 HE o5 ﬂ_[ Close All Panels ]
Actions \  Ctri+Alt+A - _
© & } } } } } } I I I I I I I I I } } } } Movie Explorer g Clibwltehd =l
/Qwuuluuuuuu OQuigut
— EEEEENEEEENEEEEEN T
) & T H
—_ A Common Libraries 5
EEEEEEEEEEE Leneraton [hjects
ra E L Get Arra) | Ll
i LCascade
o W Tile
le w 10708 1c fla
Options T
,ﬁ i} =
4 -
5| ¢/ |
= B =l @ AN A W
0w or hide the Actions panel
Sh hide: the Acti | NLIM ¢ =

B0 select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
createarray.fla, which you can
find on the CD that accompanies
this book.

1 Click Window = Actions
to open the Actions panel.
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—E] Create an array.

M If you associate the variable
with a dynamic text box, you
can display the value the
variable returns to the user.
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operator. The script that follows is an example. It
includes strings, numbers, and Boolean values.

4 3\
Apﬁ[)[ You can create an array using the access You can add elements to the array.

nameAge[6] = "Jen";
Name[7] = 13;
nameAge [8] = false;

nameAge = ["George", 23, false, "Jane", 45, true] ;

Vv RESUL

RESULT: The variable nameAge returns:

George,23,false Jane,45,true,Jen, 13,false

The variable nameAge returns:
George,23,false Jane,45,true.

| J/
&§ Flash 5 - [0708_lcieatearray swi] [-[E[x]
[ Fle Edt Wiew Inset Madiy Tet Window Help <y File Edt Yiew Contral Debug Window Help =T
Tools | & Scene1 Elay Enter, @ 8. Tools Mowie: —
_— ] B d| CtrfAlt+R = Dim: 550 % 400 pizels —
[T l} o ’ o ‘35” o ‘46‘ o I!EI e [T l} FrRate: |2.Uflﬂswp :::z
VA=l W Layer 1 f oo o “rep Eorvard = = Size: 2KB (2736 E) o
Y £ Step Backward ] Duration: 1H(0.15) 2008
& A - & A Freload: 136(1.15)
Test Movie N Ctrl+Enter | Settings
C O Debug Mavis RS Crl+Shift+Enter - o n| Banduidth: 2400 B4s (200 Bifr
7 & [+ B . TestScens Chrl+Al+Enter 3 77 ST
Loop Playback =
— | © e
Enable Simple Frame Actjons &3
Enable Simple Buttons Chrl+lt+B =l |Ge°rge123!true
I
s D
Colors T T T T Colors
W GetAray | 7 W
M ® W Get Arra
D =1k
Options Options.
3 EERIE
o5|¢/ 2 | » 5| +¢]
507 = 0@ ALl A + | ml
Run the movie in test mode: l_ ’W l_ ’W
4 Click Control = Test —H Click the button to test M Clicking the button
Movie to move to the test your movie. retrieves the array.
environment.

CONTNUED] 2
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CREATE AN ARRAY (CONTINUED)

fact, you can create an empty array and add the

elements later. The syntax for creating an empty array
using the new array constructor is arrayName = new
Array () ;. The syntax for creating an empty array using
the array access operator is arrayName = [ ];.

3 fter you create an array, you can add elements to it. In

To access or assign elements to an array, refer to the

element by using the syntax variableName [N] ;. Use
variableName to specify the variable to which you assigned
the array. Use the N argument to specify the index position of
the element you want to access or assign. To add values to
the array, specify the array name, followed by the index value
enclosed in the array access operator, and assign a value.

This example creates a new array: trees = new Array () ; .

This example assigns pine, maple, and birch to elements [0],
[1], and [2] in the array trees:

trees[0] = "pine";
trees[1l] = "maple";
trees[2] = "birch";

You can change the value of an element in an array by
assigning it a new value. This example assigns the value
birch to the element trees[1]: trees[1] = "birch";

You can access elements in an array. This example accesses
element 1 of the trees array and assigns it to the variable
wood. In other words, it assigns maple to the variable
wood:

trees = ["pine", "maple", "birch"];
wood = trees[1];

CREATE AN ARRAY (CONTINUED)

%'@ Flash 5 - [0708_Z2createamnay.fla]

Object Actio x

[ Ele Edt Wiew |nsert Modfy Iewt Cortol | Window | Help =] iy Movie Enplerer] 5] Obijest Aotions Bl
Tooks | & Scene New Windaw Chlehlteh =T +| — [ Ot Actions v| s
LI = o 0Ol Tedbas L T R »H‘ on (release) {

= © Ledb nameAge = new Array( George', 73, true,"Jane” 45, true);]
4 A [+ & [ | KN =S, » 4 nameasge[3] = "Tom';
Panel Sets » A| nameage[6] = "len";

(o Save Panel Layout. . nameAge[?] =13 ;

7 Close &ll Fanels nameage[8] = false;

(2] ‘@ Original Array: Actions . Ctri+Alt+A

nameAge = new Aray(“George®, 23, . Movie Explarsr LS CliksAlte

ZF G changes: Duiput
View [3] = "Tom"; Debugger

My @ | namoAgels] = “Jen"; Library Ctilel H

nameAge[7] = 13; E Lib v
Colors nameAge(8] = false ~omman Libranes
Generaton Dbjects —
fﬂ Result: L o Dbt
[ LCascade
Ly ] Tie

Lol Get Array ‘ v 10708_Zorcateanay fla
Optionz |

n L

k| X | 2

el = 3 A2 A W

Show or hide the Actions panel HUM @ =

Select the frame, button,
or movie clip to which you
want to add ActionScript.
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Note: This example uses file
createarray1.fla, which you can
find on the CD that accompanies
this book.

A Click Window = Actions
to open the Actions panel.

—EJ Use the new Array
method to create your array.

4 Use the set variables
action to assign values to your
array.

M If you associate the variable
with a dynamic text box, you
can display the value the
variable returns to the user.



USING THE MOVIE CLIP AND ARRAY OBJECTS

{ A
Apﬁ[y You can change the values of the element You can create an empty array:
k in an array. The array nameAge contains colors = new Array ();
George,23,false,Jane,45,true,Jen,13,false. .
ge,coaselane, Sy trae den, 15 You can assign values to the empty array.
nameAge[3] = "Tom"; colors[0] = "pink";
nameAge[4] = 56; colors[1l] = "yellow"
NameAge[5] = false; colors[2] = "blue"
AV 4 AV 4
RESULT: RESUL
The Array nameAge returns: pink,yellow,blue
George,23,false, Tom,56,false,Jen,13,false
\. vy
% Flash 5 - [0708_2createarray fla] 8§ Flash 5 - [createarray] swi] MEE
_ . File Edit View |nsert Modify Test | Control | Window Help =|=1 x| éEila Edit ¥iew Control Debug Window Help == x|
Tooks | 2 Scenel Flay Eriter @ A,
[T e - Fiewind CrlesleeRy L —
& 5[ 38 0 45 ‘m|
e : .
s e % = Siep Backwand . D
¢ A Test Movie ~ Ctrl+Enter a
oD Debug Mavie WS CtikShiftsEnter - .
f é’ Test Scene Crk+A[t+E nter Criginal Array:
_> & & Original Array: Loop Plapback nameAge = new Array("George", 23, true,"Jane" 45, true);
P nameAge = new Armay("Georg | F1ay Al Scenes Changes:
Changes: Enable Simple Frame Actions o .
i (3] = "Tom; Enable Simple Butions ~ Ctiklled nameAge[3] = "Tom";
Q. nameAge(8] = "Jen"; HMute Sounds nameAge[6] = "Jen";
S| nameAge(t] - falee nameAge[7] = 13;
P ﬂ Result: . nameAge[8] = false;
= Result:
cm |l
i) m George,23 true, Tom 45 true Jen, 13 false
Options
(A s
B E | H
[;‘m = @@ AR S AW
Rurn the movie in test mode ’_ ,W

—E Click Control = Test

Movie to move to the test
environment.

Click the button to test
your movie.

M Clicking the button

assigned to the array.

retrieves the current values
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FIND THE LENGTH OF AN ARRAY

particularly if you are looping through the data.

Knowing the length helps you determine how many
times you need to loop. The length of an array is equal to
the highest index value plus 1. If the highest index value
in an array is nine, the array has a length of ten. The
Array.length property returns the length of an array.

Knowing the length of an array can be useful,

The syntax for the Array.length property is
arrayName. length; .

Use the arrayName argument to specify the name of the
array whose length you want to obtain.

You can create an empty array of a specified length by using
the constructor new Array. The syntax for creating an
empty array of a specified length is

arrayName = new Array (length) ;

Use the arrayName argument to specify the name of the
array. Use the 1ength argument to specify an integer that
represents the length of the array. For example, in trees =
new Array (6), note that even though you have not
assigned any elements to the array, the array has a length of
6. The array has a length of 6 because ActionScript reserves
the space for the elements.

Flash updates the length property automatically as you add
elements to an array. For example, if you use the new
Array constructor to create an empty array, the array has
a length of 0. If you add index position [1], the array has

a length of 1. If you add index position [2], the array has a
length of 2. If you then add index position [10], the array
has a length of 10. Positions [3] through [9] do not have
values assigned to them; however, ActionScript reserves
space for these elements.

FIND THE LENGTH OF AN ARRAY

#%Flash 5 - [0709lengtharray. fla]

Dbject Actio F3

Movie Explorer Ly ChlvltsM
Dutput

Debugger

Library Ctrl+L
LCaomman Libraries »
Liereratar [ bjects

Cascade

| Tie
|

.................. v 1 0708lengthanay fla

I_'Iﬂ

et Fle Edit Yiew Inset Modfy Iest Cortiol | window | Help =18 x| g Mauie Explarer| 3 Object Actions @[r
Tosks | & Scenel Hew window Clil+leN 2k, +| = [ OBject Actions v|a
Taolbars Pl w4 | on (release) [
¥ Lo 5 InameAge = new Array("George", 23, true,'Jane",45, truel;]
Panels 3
Panel Sets »
Save Panel Layout =]
/ G? HE ] ﬂ [ Close Al Panels »
Actions L ClrlsAltsA ] I

0@ A% A W

Note: This example uses file
length.fla, which you can find on the
CD that accompanies this book.

1 Click Window = Actions
to open the Actions panel.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

—E] Create an array.

M If you associate the variable
with a dynamic text box, you
can display the value the
variable returns to the user.
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{ A
AW[X If you are not ready to add elements to an array, You can assign a value to index position [1].
k you can create an empty array.

nameAge[l] = 23;
nameAge = new Array();

|<

b RESULTS:

RESULT:

The array will return: ,23,
The length property will return : 0

And the length property will return: 3

If you create an empty array with a length of 3,
ActionScript reserves space for the elements

nameAge = new Array (3);

RESULT:

|<

The array will return: ,,

And the length property will return: 3

. J
:
Dbject Actio x &% Flash 5 - [0709lengtharray. swf] |- [=]x]
F Object Actions (Ol < Fle Edit ¥iew Contol Debug Window Help TS|
ﬂj‘ Obiject Actians | a Toals Mouie: =7
K & Dim: 550 % 400 pirels STE
on (release) { FiFate: 120 frlseo

nametge = new Array('George', 23, true,"lane",45, truel);

Size: 1KE (2031 B) 1KE|
[Tengthv = nameAge. length;|

Duration: 1 fr(0.1]
Freload: 10/ [065)
Settings:
Eranduidth; 2400 Bt (200 Effr)

_>> > 2 09 Array:

£ 2
iew |George,23,true,Jane,45,true |

H JNJ Q
Colars Length:

2008

N O e N
a0» 9

Y § |

Options 1|

[ [NUK]|
1 Find the length of the Note: See page 38 for instructions Click the button to test M Clicking the button
array. on how to test your movie. your movie. retrieves the array and the
H Move to the test array length.

environment.
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ADD ELEMENTS TO AN ARRAY

additional elements. You can add them by assigning

elements to an index position; however, the push,
unshift, and concat methods provide more efficient
ways to add a large number of elements to an array.

3 fter you create an array, you might need to add

You use the push method to add elements to the end of an
array. The push method adds one or more elements to the
end of the array and returns the new length.

The syntax for the push method is
arrayName.push (vl,v2,...VN) .

Use the arrayName argument to specify the name of the
array to which you want to add elements. Use arguments
v1 to vN to specify the elements you want to add.

You can also use the unshift method to add elements to
an array. The unshift method adds one or more elements

to the beginning of the array and returns the new length.
The syntax for the unshift method is

arrayName.push(vl, v2,...VvN) .

Here, also, use the arrayName argument to specify the
name of the array. Use arguments v1 to vN to specify the
elements you want to add.

You can use the concat method to create a new array

by concatenating two or more arrays. The syntax for

the concat method is newArray = arrayName.

concat (vl,v2,...vN). Use newArray to specify the
name of the array you want to create by using the concat
method. Use arrayName to specify the array to which you
want to concatenate. Use arguments v1 to vN to specify the
arrays you want to concatenate to the array in the
arrayName argument.

ADD ELEMENTS TO AN ARRAY

#%Flash 5 - [0710pushanay.fla]

Dbject Actio F3

Save Panel Lapout
LCloze All Panels

Actions . Ctri+Alt+A
Movie Explorer [y Ctrleltst
Output

Debugger

E} Eile Edit Yiew Insett Modify Text Conbrol| “window | Help =18 x| ey Movie Explarer| 3 Object Actions| @ |»
& Scenel Mew Window Clil+leN @ ks, +| ~|[Object Actions -|a
Saall o = Tasibas N '”46'”'45'”"56""5%| on (release) |
Lools {trees = ["pine"”, "maple”, "birch"J;]
[ b ) | Rl S , 2
T Panel Sets 3 d

Library Ctrl+L
LCaomman Libraries »
| Liereratar [ bjects
LCascade
L[] Tie
o ——
— 1 0709enatharray.fla
Get Array | L v 20710pushanap s
— N O I
_—- SN |
Kl | |
W o OS A% AW @ -

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
pusharray.fla, which you can find on
the CD that accompanies this book.

1 Click Window = Actions
to open the Actions panel.

—E] Create an array.

M If you associate the variable
with a dynamic text box, you
can display the value the
variable returns to the user.
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ﬁXﬁE{ You can create an array.

Example:
trees = ["pine", "maple", "birch"];

You can add elements to the beginning of the array using the unshi ft method.

lengthV = trees.unshift ("pear", "apple");

The trees array will return:

pear,apple,pine,maple,birch

The unshi ft method will return:

5

You can concatenate two or more arrays.

Example:

trees = ["pine", "maple", "birch"];
fruit = ["apple", "pear", "peach"];
fruitTrees = trees.concat (fruit);

The fruitTrees array will return:

pine,maple,birch, apple, pear, peach

Object Actio =
9 Miauie Exploter] 5 Obiject Actions ol <> Fle Edt View Control Debug Window Help =17] x|
ﬂjl Object Actions ﬂ:l
on (release) {
trees = ["pine", "maple", "birch"l; .
[Tengthv = trees.push( pear", "apple J;] Array-
}
‘pine,maple,birch,pear,apple
——
> Length:
H 5 ]
Get Array | ‘
5
& =
3 Add elements. Note: See page 38 for instructions Click the button to test B Clicking the button
B Move to the test on how to test your movie. your movie. retrieves the elements of the
ove to the tes array and the array length.

environment.
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REMOVE ELEMENTS FROM AN ARRAY

s you process information, you might need to retrieve You can use the splice method to add, remove, or replace
Aan element value and remove it from the array at the elements in an array. The splice method uses the
same time. The pop and shift methods remove following Syntax:
elements from an array. You use the Array .pop method
to remove the last element from an array and retrieve its arrayName.splice(start, count,vl,v2,...vN); .
value. Use the arrayName argument to specify the array in which
The pop method uses the following Syntax: you want to add, remove, or replace elements. Use the
start argument to specify the index value of the element
arrayName.pop () . where the insertion or deletion begins. Use the count
argument to specify the number of elements to delete. The
Use the arrayName argument to specify the name of the deletion includes the elements specified in the start
ankay; argument. If you do not want to delete any elements, use 0

as the count argument. Use v1 to vN to specify the values
to insert at the point specified in the start argument. The
splice method returns the deleted elements.

You use the shift method to remove the first element
from an array and return its value. The shift method uses
the following Syntax:

arrayName.shift () .

REMOVE ELEMENTS FROM AN ARRAY '

§ Flash 5 - [0711popArrap.fla] Obicct Actio =
[ Fle Edit View Ineet Modty Test Contral| Window | Help _ =] x| #yMowie Explorer] 7 Object Actions] @ |r
& Scene 1 Hew Windaw ChleaheN @ ) +| = [[ObjectActers =
Toolbars L T TR on (release) {
e =] [trees = ["pine"”, "maple”, "birch"J;]
BB allesse B X : g
Panel Sets 3
Save Panel Layout,.. H|
Close &l Panels
Actions . Ctrl+Alt+A
— T Movie Explorer L3 CtikeAlt+l > _
[ Output
-
77" T Library Cirl+L H
! flﬁi Comen i >
:::F_T‘gﬁﬁ:‘ - Generaton [hjects
] T Lascade =
T |‘ Tig
I Get Array } 1 Movie3
i i i i i i i i i i i v 2071 1popdnay.fla
| [T TTTTTT i)
4 | _>|ﬂ
o = @AM S AW S«
Select the frame, button, Note: This example uses file —E Create an array. M If you associate the variable
or movie clip to which you poparray.fla, which you can find on with a dynamic text box, you
want to add ActionScript. the CD that accompanies this book. can display the value the
variable returns to the user.

—E Click Window = Actions
to open the Actions panel.

170




A

USING THE MOVIE CLIP AND ARRAY OBJECTS

You can use the shift method to remove You can use the splice method to add,

and return the first element in an array. remove, or replace elements in an array. In

the example shown here, you delete and

add elements. The deletion begins at index
position 1. The script deletes one element, and
rees . shift () then adds the values apple and pear to the array.

trees = ["pine", "maple", "birch"];
= t

delete

\'4
RESULT: trees = ["pine", "maple", "birch"];

trees.splice(l, 1, "apple", "pear");
The variable deleteV returns pine, and

the variable trees returns maple, birch.

RESULT:

|<

The variable trees returns
pine, apple,pear,birch.

Obie 3
3 Object Actions, @[ <y Eile Edit Wiew Contol Debug ‘window Help =1=] x|
ﬂjl Object Actions ﬂ:'
on (release) [
trees = ["pine", "maple", "birch"];
[deTetev = trees.pop(y;| Array:
}
[pine,maple
 § >
H Element Deleted:
birch
Ny
& -
3 Remove an element. Note: See page 38 for instructions Click the button to test B Clicking the button
B Vove to the test on how to test your movie. your movie. retrieves the current elements
MIDYS W0 s = in the array and the deleted
environment.

element.

17
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EXTRACT OR REVERSE AN ARRAY

can use the s1ice method. The slice method extracts
a section of an array and uses that section to create a
new array.

I f you need to create an array from an existing array, you

The syntax for the Array.slice method is
newArray = arrayName.slice(start, end) ; .

Use the newArray argument to specify the name of the
array you want to create. Use the arrayName argument to
specify the name of the array from which you want to
extract a section. Use the start argument to specify the
index position for the point at which you want the
extraction to start. Use a negative number if you want the
count to begin at the final element. The final element has a
value of -1. Use the end argument to specify the index
position for the point at which you want the splice to end.
If you do not include an end argument, ActionScript
extracts all of the elements from the start position to the

end of the array. Use a negative number if you want the
count for the end argument to begin at the final element.
The resulting array does not include the end argument
element. For example, if you have the array:

colors = ["green", "yellow", "red", "white",
"pink n , "orange" ]

and you want to extract red, white, and pink and create an
array called myColors, you use the syntax mycolors =
colors.slice(2,5);.

You can use the reverse method to reverse the order of
an array. The syntax for the Array.reverse method is

arrayName.reverse() .

Use the arrayName argument to specify the array you want
to reverse. If an array includes the values 1, 2, 3 in that
order, the reverse method returns 3, 2, 1.

EXTRACT OR REVERSE AN ARRAY

!:% Flash 5 - [0712slicearray.fla]

Obiject Actio x
[ Fle Edit view |nset Modly Test Contral | Window | Help _|=| %] #hMovie Explorei| 7 Object Actions| @[k
& Scenel New Window CurbsltsN @ Is, 4|~/ Obst Actions v|<
Toobars Y HI“S‘‘II45HIH50HIHE”;‘| an (I"E-‘EBSE) {
Lty | {coTors = ["green”, "pink”, "red", "white”, "hblue", "orange"
BE & || Bo| w2 Banes ¢ C
Panel Sets r
Save Panel Layout... d
LCloze &l Panels
Actions . Ctrl+AltsA _
Movie Explorer Ly Cirbiltehd
Output
Debugger
Library Chel+L H
LCommon Libraries 3 J
Leneraton [hjects
Lascade
I Y A A =
‘ ‘ | | | | ‘ ‘ ‘ | | | w 1071 2sliceanay fa
Get Array
e s s s s s s s — j
| i < | 21
Bl i@ AL A D ¢~

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
Slicearray.fla, which you can find on
the CD that accompanies this book.

1 Click Window = Actions
to open the Actions panel.
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—E] Create an array.

M If you associate the
variables with dynamic text
boxes, you can display the
values the variables return to
the user.
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You use the s1ice method to extract a section of an
existing array and use it to create a new array. If you

array and work backwards, use negative numbers. If
you have the array shown here.

trees = ["pine", "maple", "birch", "apple", "pear",
"peach", "chestnut"];

create an array named fruit.

fruit = trees.slice(-4,-1); .

The variable fruit will return: apple, pear, peach.

find it easier to begin your count from the end of the

Use this syntax to extract apple, pear, and peach and

You use the reverse method to reverse the order of an
array. If you have the array shown here.

numbers = [100, 200, 300, 400, 5007 ;

Use the following syntax to reverse the array.
numbers.reverse ( ); 500,400,300,200,100.

The variable numbers will return 500, 400, 300, 200, 100.

Obje 0 Ed
#eMavie Explorer| 3 Object Actions| @ |»
ﬂjl Object Actions LIS
on (release) |
colors = ["green", "pink", "red", "white", "blue", "orange"]
mycoTors = colors.slice(?,5);]

}

&% Flash 5 - [0712sliceartay_swf] [C[5[x]

"}Ei\a Edit Wiew Control Debug Window Help =151 x|

Array:

‘green,pink,red,white,blue,orange ‘

Slice:
red,white,blue |

Get Array

—ﬂ Extract a section of the
array.

E Move to the test
environment.

Note: See page 38 for instructions
on how to test your movie.

Click the button to test
your movie.

M Clicking the button
displays the original array
and the array created by the
slice.
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CONVERT AN ARRAY TO A STRING

n array can contain strings, numbers, or Boolean You can also use the join method to concatenate elements
Avalues. At times, you might need to convert an array in an array and return a string. When you use the join

to a string to make manipulating or reading the method, you can specify the character or string you want to
contents of the array easier. After you convert an array to a use to separate the elements in the array.
string, you can use all the string methods to manipulate .
your data. That means that you can do things like convert The syntax for the Array.join method is

the array to upper or lower case, find a substring, retrieve a
character, or find the index value of a string. You can also
concatenate the sting or assign the string to a variable.

ArrayName.join (separator) .

Use the arrayName argument to specify the name of the

You use the toString method to return every element in array whose elements you want to concatenate. Use the

an array as a string. The toString method separates each separator argument to specify a chg\racter or string you
element with commas. The syntax for the want to use to separate the elements in the array. You can
Array.toString method is use any character or string of characters you want. If you do
not specify a separator, ActionScript uses a comma.
arrayName. toString () ; .

Use the arrayName argument to specify the name of the
array whose elements you want to convert to a string.

CONVERT AN ARRAY TO A STRING

£%Flash 5 - [joinAmay. fla] Object Actio 3
D} Eile Edit Wiew |nsett Modify Test Control | Window [ Help == x| e Mavie Explarer 5 Objest Actions| (2)|r
& Scere1 Mew Window Ctrl+Al+h @ ‘b‘ ﬂjl Object Actions =
=90 Toolbars b "‘46""45'“"56""5H1| on (release) {
ook = —{code = [123.45%6,789]
B || ol B Banek > D 3
Panel Sets »
Save Panel Layout... ﬂ
Close Al Panels
Actions L CtrisAltsA
Movie Explorer [y Ciilslbeh >
S Duigud
A T T T T T Debugger
‘I L Library Crl+L H
LComman Libraries »
il Generaton Dbjects
% :EE LCascade I
I i Tig
ii Get Ana i v 1jcinbnaylla
T T
IR
[T T
=
4 |»
o = @3 ALIS A D S
Select the frame, button, E Click Window = Actions ] Create an array. M If you associate the variable
or movie clip to which you to open the Actions panel. with a dynamic text box, you
want to add ActionScript. can display the value the

) . variable returns to the user.
Note: This example uses file

joinarray.fla, which you can find on
the CD that accompanies this book.
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N
EX&E You can use the Array.toString method to return

every element in an array as a string. If you have the
array shown here:

Example

nameAge = ["George", 23, false,"Jane", 45, true];

You can use this syntax to return the array as a string:

nameAge.tostring () ; .

George, 23, false,Jane, 45, true.

\. 7
Object Actio x
T Mavie Enplorer| 5] Dbjest Actions| @i < Fle Edt View Control Debug Window Help =181 x|
ﬂjl Object Actions ﬂ:l
on (release) { -
code = [123,456,780]; Original Array:
[ codeString = code.join{" AEC 7 03]
; \1 23,456,789 \
|
> > String:
H 123 ABC 456 ABC 789
Get Array
5
@ -
4 Convert the array to a Note: See page 38 for instructions Click the button to test B Clicking the button
string. on how to test your movie. your movie. displays the original array

and the new string.
H Move to the test B

environment.
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CHANGE COLORS

of movie clips located on the Stage. The Color object
method enables you to change the color of movie
clips as the movie plays.

You can use Color object methods to change the color

Changing the color of a movie clip is a two-step process.
First you use the constructor new Color () to create an
instance of the Color object. Then you use the
Color.setRGB method to specify the color to which you
want to change the movie clip.

The syntax for the new Color () constructor is
objectName = new Color (target); .

Use the objectName argument to name the Color object.
Use the target argument to specify the instance name of
the movie clip for which you want to change the color.

The syntax for the Color.setRGB method is

objectName.setRBG (0xRRGGBB) ; .

Use the objectName argument to specify the Color object.
Each color has a hexadecimal value. Use RRGGBB to specify
the hexadecimal value that represents the color to which
you want to change the movie clip. There is a list of
hexadecimal values in the Appendix of this book. Flash
displays hexadecimal values next to the selected color in
the Stroke and Fill panels.

The following example changes the color of a movie clip:
newColor = new Color (sampleMC) ;. newColor.
setRGB (0xFF0000) ;.

You use the getRGB method to retrieve the numeric value
of the most recent setRBG call. The syntax for the
Color.getRGB method is

objectName.getRGB() ; .

Use the objectName argument to specify the Color object.
The setRGB method returns the color value in base 10.

CHANGE COLORS

&% Flash 5 - [0801color fla]

[ Fle Edit Yiew Inset Modfy Test Cortiol | window| Help NETES 51 Object fictions GID
Tools | & Scene1 New Window Chrbebltshl =5 +| =|[GtiectActions v|a
Taolbars Pl BT T s [m Enasio Aotions [~ I on_(release) {
B Lo v Tools - EEEED JcurrentColor = new ColorCredCirclel;]
P Layerd = currentColor. setRGE( Ox6633FF J;
Panels » Operstors
Panel Sets 3 Functians
Save Panel Layout ~ Properties
7 || BE % || ¢/ & CloseAll Panels O Objects
Actions Ctrl+Alt+A _I
L \ =
© & TTTTT Movie Explorer — \STHT+AlH H
& O ] Duiput
Hiew I Debugger
Mg 1 Library Ctrl+L
s L LComman Libraries 3
[ Generator Dhjcts
7
B LCascade =
Ly ) &= | Tile —
L || Line 4: }
=] EmEED, tH 1 Maviet |
Options _:I Change Color | v 20807 calorfla Mo Farameters.
Mn [l T i
5| =¢| el | »
Ll | @& A=A W
Show or hide the Actions panel MNUM

1 Click Window = Actions
to open the Actions panel.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file color.fla,
which you can find on the CD that
accompanies this book.
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Usually, you count in base 10. Hexadecimal numbers are numbers in base
16. Understanding base 16 is easy. You count from 0 to 9, and then you
add a column and make 10. When counting in hexadecimal, counting
goes from 0 to F before adding a column. Instead of counting

12345678910 11 12 13 14 15 16 17 18 19 20 21 22 23 24 25
26 27 28 29 30 31 32

you count

12345678 9abcdef 10 11 12 13 14 15 16 17 18 19 la 1b
lc 1d le 1f 20 21 22 23 24

The getRGB method returns the color value in base 10. You can use the
Number . toString method to convert a base 10 number to base 16.

The syntax for the Number . toString method is
number.toString (radix) .

Use the number argument to specify the number you want to convert to
a string. Use the radix argument to specify the numeric base. You can
specify any base from 2 to 36. If you do not specify a base, ActionScript
uses base 10. This example converts the results of a getRGB call to base
16 or hexadecimal: (newColor.getRGB()) .toString(16); .

Dbject Actio X % Flash 5 - [0801 color. swi] [_(=]x]
7 Dbieet Actians )[¥ < File Edit View Contiol Debug Window Help M
4| =|| Dbiest Actions | Tacks Mo —

Basic Actions = on trelease) | ﬁ I F’F‘;': ?z“nfr::::ws = —
Actions currentcolaor new Color(redcirclal; - Siae 3KE (3077 ) 2KEY
| @ operaos currentcolor. setRGB( OxE633FF )3 Duration: 1fr i1 5} 1KY
—H F:nc[im l’D'lDr‘CDdE:(Curr‘EthD'lDr‘.ietRGB()).tDStr‘"\nﬁ(lﬁ); LA Erelnat 15 (13 5] e
Settings:
P"""’e"‘“ O 0 Ear\dwldth.“ZAQUUEHs[ZUUEHFr]
Al objeets | L s s e
7 &
) ! © @
Do
Wiew
" Q
Colors.
<1
= i
[ Line 5: 1 L3l [ 2
o Parameters CrTEmS
(@
5 |=¢ Change Color
|l
& o | INOM]|
H Get the hexadecimal code M If you associate the [ Move to the test 4 Click the button to test
using getRGB. variable with a dynamic text environment. your movie.
box, you can display the , , o
value the variable returns to Note: See page 38 fO( instruction on B Clicking the button
the user how to test your movie. changes the color of the

movie clip and displays the
hexadecimal code.
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WORK WITH COLOR TRANSFORM VALUES

f you want a greener green, a deeper purple, or a rosier more information on creating generic objects. 3) Assign
I red, you want to use the setTransform method. The values to the Color.setTransform properties. 4) Set the
setTransform method enables you to make subtle color transform.
adjustments to color and change the alpha value. You can
adjust the percentage of red’ green, bluel or alpha from You use the Color.setTransform method to set the
+100 to =100 percent_ You can also adjust the red, green, color tra.nsf()rm. The Syntax for the Color.setTransform
blue, or alpha offset values by an amount ranging from -255 method is
to +255. Flash combines the adjustments you make to . .
produce A ey Gl objectName.setTransform(transformObject) ; .
The parameters for making color adjustments are ra, rb, Use the objectName argument to specify the
ga, gb, ba, bb, aa, and ab. Parameters beginning with variable to which you stored the Color oblect. Use
adjust the red value, parameters beginning with g adjust the the transformObject argument to specify the variable
green value, parameters beginning with b adjust the blue to which you assigned the new object.

value, and parameters beginning with a adjust the alpha
value. Parameters ending with a adjust the percentage.
Parameters ending with b adjust the offset value.

You use the Color.getTransform() method to retrieve
the transform values set by the most recent setTransform
call. The syntax for the Color.getTransform() method is

Setting a color transform is a four-step process: 1) Use the
constructor new Color () to create an instance of the Color
object. Refer to Chapter 7 for more information on creating
objects. 2) Create a generic object. Refer to Chapter 7 for

objectName.getTransform().

Use the objectName argument to specify the variable to
which you stored the Color object.

WORK WITH COLOR TRANSFORM VALUES

&% Flash 5 - [0802colortransform fla] Dbject Actio X
[ Fle Edit Wiew et Modify Test Conviol | window| Help =18 x| & Objeat Actions Gil
Tools | &, Scenel New Window CurlséltsN Bl B, ﬂj‘ Object Actians - &
Taolbars L T T Basic Actions = on _(release) {
v Tools BIE RS hange = new Color(redCirclel;]
-
Panch R = — newT = new Ob] ect(),'—
Panel Sets 3 Functions
Save Panel Lapout... =i Froperties
7 FE @ (|8 Closeall Panels O] Obijects
Actions Ctrl+Alt+A :I
2 A\
@ & Movis Explorsr [y ClllteM H
e Dutput
o Dsbugger
\I.mJ Q _ Library Chrl+L
Comman Libraries 3
S 1N Generator Obiscls
~m t -
T LCascade —
® W ! ‘ Tie ~
e A Mo ach lecled
ﬂ@ﬂ i Change Celor | w 1 0202calortranstorm, fla ‘ 0 SEion SEIECE
S L= Tt ‘nl [ Dcheise
n 5
B = |
IEIW = @ A AW
Shaow ar hide the Actions panel NUM & a

Select the frame, button, B Click Window = Actions ] Create a new Color object  [EJ Create a new generic

or movie clip to which you to open the Actions panel. using the new Color object using new Object.
want to add ActionScript. constructor.

Note: This example uses file
colortransform.fla, which you can find
on the CD-ROM that accompanies this
book.
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[X If you need to find the value of color
transform properties, you can retrieve them.

// Gets the transform properties

colorCode = change.getTransform() : Flash retrieves the

raV = colorCode.ra;

rbV = ColorCode.rb; color transform

gaV = colorCode.ga; values.

gbV = colorCode.gb; >

baV = colorCode.ba; ra=50, r=225, ga=95,
bbV = colorCode.bb; gb=125, ba =-70, bb =
aaV = colorCode.aa;

abVv = colorCode.ab; 240, aa = 40, ab = 85

Values retrieved may
not be exact.

Dbject Actio x &% Flash 5 - [0802colortiansform swi M= ER
1 Object Astions| @ <7 File Edit Wiew Contiol Debug Window Help & x|
4| = || Obiect Actions v|~ Tools Wouie:

Bepotens | [ on Crelease) Xk o ot
stions change = new Color(redcCircle); izer
- ewT = iew oject (s 7 P
F“'?_W'S mewT.rg B 25;5 b A Freload: 15 [13 5]
unctians newT.rb - 255 o
Properties mew‘r.gg = i;’s O 0 Eandwidth“?‘gﬂﬂEFs[ZDDEFFr]
T newT.gh = H o
newT.ba = -70; 7 &
newT.bb = 240;
— | o0 2 26 Mo
newT.ab = 85; X D
—r change. setTransTorm{newT); o
Q
Colors
7"
= Y ]
| ine 13 L] 1)
o Parameters. (Bx e
n
R canma) Change Color
4+ | =l
@ - [ [NiM,
E Assign color.setTransform 4 Move to the test E] Click the button to test M Clicking the button applies
values to the properties. environment. your movie. the color transform.
3 Set the color transform. Note: See page 38 for instruction on
how to test your movie.
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USING THE MOUSE

OBJECTS AND PROPERTIES

make it a dog, or perhaps you want a wand, a pencil, or

a heart. Whatever you want, you can have it. You use
the Mouse object to show or hide the mouse pointer. Hiding
the mouse pointer enables you to create a custom pointer.
You can make any movie clip a custom pointer. Because
movie clip pointers are so flexible, you can create special
effects with custom pointers.

The mouse pointer is usually a small arrow. You can

Use the Mouse.hide method to hide the mouse pointer.
The syntax for the Mouse . hide method is

Mouse.hide () ; .
The Mouse .hide method does not take any arguments.

After you have hidden the mouse, you use the Mouse . show
method to make the pointer visible again. The syntax for
the Mouse . show method is

USING THE MOUSE OBJECTS AND PROPERTIES

Mouse.show () ; .
The Mouse . show method does not take any arguments.

If you need to know the x and y coordinates of the mouse,
use the _xmouse and _ymouse properties to retrieve them.
The _xmouse and _ymouse properties are read-only, which
means you can retrieve the properties but you cannot
set them. The _xmouse property returns the x-coordinate
of the mouse location. The _ymouse property returns the
y-coordinate of the mouse location.

The syntax for the _xmouse and _ymouse properties is
instanceName._property; . Use the instanceName
argument to specify the name of the movie clip for which
you want to retrieve the _xmouse or _ymouse property. Use
the _property argument to specify the property you want
to retrieve.

&% Flash 5 - [0803mouse fla]

Actio =
[f Fle Edit View |nsent Modfy Tewt Contiol | Window| Help =121 x| [FiMouie Evplarer] 51 Obijeet Acticns| @[>
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VN = = = Aotions T
4 A Panels 3 Operators
Panel Sets 4 _ Functions
Qg Sawe Panel Lapout. - Froperties
7 ol o || 4] & Close &ll Panets 0 Objests
Actions Ctrl+Alt+A _I
A \ =
® Fﬁ TTTTT Muovie Explorer R Cirl+Alt+hd H
2 o Ty Duigut
e EEH Debugger
NIJ Q Library CrlsL
= Common Libraries >
olors
Generator Dbjects
- .
LCascade [ =
i3 ﬂ Tile | T =
o action selected.
2@2‘ 1 0802colortransfarm.fla
Dptiens 2 0802acolorT ransform fla Ho Faremeters.
m v 30803mouse fla -
| E I'I_I
50 3| s A 08w A U
Show or hide the Actions pane NLIM @ a

1 Click Window = Actions
to open the Actions panel.

B Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
mouse.fla, which you can find on the
CD that accompanies this book.

—E] Set the clip event to

M This will cause the script
to execute each time the
mouse moves.

mouseMove.
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You can associate it with any movie clip. The script
hides the default mouse pointer when the movie clip to
which it is attached loads. The script then makes the
movie clip draggable, thereby turning the movie clip
into a custom pointer. You should place a custom
pointer on the top layer of the timeline so that it
appears in front of all other objects on the Stage.

Appjm Use the script shown here to create a custom pointer.

onClipEvent (load) {
Mouse.hide() ; The movie clip to
startDrag (this, true); > which you attached

the script becomes

}

the pointer.
\. J
Object Actio x % Flash 5 - [0B03mouse swf] HE R
I Object Actions| @y <> Fle Edt View Control Debug Window Help _18] x|
4| = Dbject Actions ¥ | Tacls Mosie I
= [_ R Dirn: 590 % 400 pizels
@ Basivacions <] [ onCTipEvent (mouseMowe) [ & FrRate: 120kisec e
Aitions v p Size: 0KE (427 B) T00B—
] Operstors Curation: 1#{0.15] e
&) Funcions & A Freload: 2i(0.25) w0E
) Settings: 200 E|
% lcEei=s O O Bianduwidth: 2400 Bis (200 Bifr) 20
Objects 7 .
) ! ®®
e _xmouse [24] _ymouse [ 225 |
Wiew
M Q
Colors
7

|L\ne4:} iIZ:)

MoFarameters. Pptions

13

s
.. Il M
4 Assign _xmouse and H Move to the test [ Drag your mouse to test B As you drag your mouse,
_ymouse to variables. environment. your movie. you will see the _xmouse
. . . and _ymouse values change.
B If you associate the Note: See page 38 for instruction on =¥ &
variables with dynamic text how to test your movie.

boxes, you can display the
values the variables return to
the user.
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USING THE DATE OBJECT

running Flashplayer to determine the date and time.

You can use the information retrieved to perform many
types of date arithmetic, including the calculation of
elapsed time and the calculation of the amount of time
between two dates.

Flashplayer uses the system clock on the computer

Before calling date methods, you must use the new Date
constructor to create an instance of the Date object. Use
the syntax objectName = new Date(); . Use the
objectName argument to name the Date object.

ActionScript provides several methods you can use

to retrieve date and time values using the syntax
objectName.method () ; . Use the objectName argument
to specify the name you assigned to the Date object. Use the
method argument to specify the method you want to use.

Some date and time methods retrieve the local date and
time. Other date and time methods retrieve the date and
time based on Greenwich Mean Time — also referred to as
Universal Coordinated Time.

USING THE DATE OBJECT

Use the getMonth () method to retrieve the current month
based on local time. Use the getUTCMonth () method to
retrieve the current month based on Universal Coordinated
Time. The getMonth () and getUTCMonth () methods
return an integer from 0 to 11. The value 0 represents
January, the value 1 represents February, and so forth.

Use the getDate () method to retrieve the day of the
month based on local time. Use the getUTCDate ()
method to retrieve the current day based on Universal
Coordinated Time. The getDate () and the
getUTCDate () methods return an integer from 1 to 31,
representing the day of the month.

Use the getFullYear () method to retrieve a four-digit
number representing the year based on local time. Use the
getUTCFullYear () method to retrieve a four-digit
number representing the year based on Universal
Coordinated Time.

% Flash 5 - [0804_1date fla]
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Show or hide the Actions panel MUK

_.| onCTipEvent (enterfFrame) {|
H

| Mo action selected.

Mo Parameters.

1 Select the frame, button, 1 Click Window = Actions
or movie clip to which you to open the Actions panel.
want to add ActionScript.

Note: This example uses file date.fla,
which you can find on the CD that
accompanies this book.

—E] Set the event to W This causes the script to

enterFrame. execute each time the cursor
enters the frame.
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A

Flash queries the system clock of the computer
that is running Flashplayer and uses the
information returned to determine date and time
values. If the system clock is incorrect, the
retrieved values will be incorrect.

You can use the new Date constructor to
retrieve the current date.

currentDate

new Date();

v

The new Date constructor returns the current
date in the format shown here.:

Sun Oct 7 08:39:05 GMT-0400 2002.

You can use the getMonth method to return the
current month.

currentDate new Date();
month = currentDate.getMonth() ;

A4

If February is the current month, ActionScript
will return 1.

The getFullYear () and getUTCFullYear ()
methods return a four-digit year. They return 2002
to represent the year 2002. You can use the
getYear () method to retrieve the year based on
local time. The getYear () method returns the full
year minus 1900. The getYear () method returns

102 to represent the year 2002.

DObject Actions [x] % Flash 5 - [0804_1date.swi] (5]
[E5Mauiz Explarer] 7] Object Actians) )] < File Edit Wiew Contiol Debug Window Help =18 x|
4| =|| Object Actions v~ Taoks o —

_ Dim: 550 % 400 pigels
onClipEvent (enterFrame) { [? 3 Fr Fiater 12,0 ftse Sggg—
—currentDate = new Date();]| - Siee: 0KE (527 ) F0E—
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_root.dispTayDate = _root.month+ + _root.date + + _root.year; o0 Banduidth: 2400 Bts (20080 | 0 C
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| ine 7 L]l
o Parameters. (EiLens
n
*5 |4
|l
& NUM
od C i f th qC he val
reate an instance of the oncatenate the values

Date object.

—E Get the current
date, and full year.

—ll Add +1 to the month value
because the month value
returns O for January and 1
for February and so forth.

and assign them to a variable.

month, M This puts the date in a
standard date format. If you
associate the variable with a
dynamic text box, you can
display the value the variable
returns to the user.

4 Move to the test
environment.

Note: See page 38 for instruction on
how to test your movie.

EJ Test your movie.

B When you enter the test
environment, the screen will
automatically display the
current date.
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GET DATE AND TIME VALUES

create a clock. Just retrieve the hour, minute, and
econd and display them on the screen and you have
a real time system clock.

3 ctionScript date and time values make it easy to

Use the getDay () method to retrieve the day of the week
based on local time. Use the getUTCDay () method to
retrieve the day of the week based on Universal
Coordinated Time. The getDay () and getUTCDay ()
methods return 0 to represent Sunday, 1 to represent
Monday, and so forth.

Use the getHours () method to retrieve the hour of the
day based on local time. Use the getUTCHours () method
to retrieve the hour of the day based on Universal
Coordinated Time. The getHours () and getUTCHours ()
methods return an integer from 0 to 23. The value 0
represents midnight and the value 23 represents 11 p.m.

Use the getMinutes () method to retrieve the number of
minutes that have elapsed in the current hour based on
local time. Use the getUTCMinutes () method to retrieve

GET DATE AND TIME VALUES

the number of minutes that have elapsed in the current
hour based on Universal Coordinated Time. The
getMinutes () and getUTCMinutes () methods return
an integer from 0 to 59.

Use the getSeconds () method to retrieve the number of
seconds that have elapsed in the current minute based on
local time. Use the getUTCSeconds () method to retrieve
the number of seconds that have elapsed in the current
minute based on Universal Coordinated Time. The
getSeconds () and the getUTCSeconds () methods
return an integer from 0 to 59.

Use the getMilliseconds () method to retrieve the
number of milliseconds that have elapsed in the current
second based on local time. Use the
getUTCMilliseconds () method to retrieve the number
of milliseconds that have elapsed in the current second
based on Universal Coordinated Time. The
getMilliseconds () and getUTCMilliseconds ()
methods return an integer from 0 to 999.

%’@ Flash 5 - [0805clock.fla]
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Tocls | & Scene1 New Window ClrlslteN @ £ 4| = || Bbjsct Actions v|a
[T k & o glh] Teebas P kT w s [ —Eeesessienn—dd onC1ipEvent (enterFrame) [
= v Tools Actions
Panels » — Operatars
b A Panel Sets 3 Functions
o 0 Save Panel Layout = Properties
paralicy & |[ ] &  ClosealPanels o Objsets
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Wiew Debugger
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Show or hide the Actions panel lilm LIPS
1 Select the frame, button, 1 Click Windows = Actions 1 Set the event to B This causes the script to
or movie clip to which you to open the Actions panel. enterFrame. execute each time the cursor

want to add ActionScript.

Note: This example uses file clock.fla,
which you can find on the CD that
accompanies this book.
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A Web page user can be in any time zone. When
displaying information that is time specific, you
can display the information in universal time and
provide the user with the difference between
universal time and local time. Use the
getTimezoneOf fset method to retrieve

the difference in minutes between local

time and Universal Coordinated Time. The
getTimezoneOf fset method does not

need to make adjustments for daylight savings
time because the computer system clock makes
the adjustments.

Use the date.getTime method to retrieve the
number of milliseconds since midnight January 1,
1970, universal time. This method is useful when
you need to compare an instant in time across two
or more time zones. You may want to use this
method if you create a game for players in different
time zones. Using this method, you can calculate
the elapsed time for each player using the same
base.
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Date object.

variables.

B This gives the values the

I3 Create an instance of the
—E Assign the date values to

—B Concatenate the values.

Assign concatenated
values to a variable.

M If you associate the

E3 Move to the test
environment.

Note: See page 38 for instruction on

B When you enter the test
environment, the screen will
automatically display the

. . . . time.
variable with a dynamic text how to test your movie.
box, you can display the .
value the variable returns to —E Test your movie.

the user.

appearance of a clock.
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SET THE DATE

obtain date information from the user and when you
want to perform date arithmetic. The set date methods
enable you to set a date.

The set date methods are useful when you want to

Use the new Date constructor to create a Date object with
a specific date and time, using the syntax

objectName = new Date(year,month,date,
hour,minute, second) ; .

Use the objectName argument to name the object. Use
the year argument to specify the year. You can use 00 to 99
to indicate a year between 1900 and 1999. Otherwise, use
four digits to indicate the year. Use the month argument to
indicate the month. Use 0 to represent January, 1 to
represent February, and so forth. Use the date argument to
specify the day of the month. Use an integer from 1 to 31.
The date argument is optional. Use the hour argument to

SET THE DATE

specify the hour. Use an integer from 0 to 23. Use 0 to
represent midnight and 23 to represent 11 p.m. The hour
argument is optional. Use the minute argument to specify
the minute. Use an integer between 0 and 59. The minute
argument is optional. Use the second argument to specify
the second. Again, use an integer between 0 and 59. The
second argument is also optional.

Some date methods set date and time by using the local
time. Other date and time methods set the date and time
based on Universal Coordinated Time.

Use the Date. toString method to convert a Date object
to a string. The Date. toString method uses the syntax

objectName. toString () ; .

Use the objectName argument to specify the Date object
you want to convert to a string.

#%Flash 5 - [0806date.fla]
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Show or hide the Actions panel NUM O A

—H Click Window = Actions
to open the Actions panel.

B Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file date.fla,
which you can find on the CD that
accompanies this book.

1 Create an instance of the

M If you associate the
variable with a dynamic text
box, you can display the
value the variable returns to
the user.

Date object.




WORKING WITH OBJECTS

lg[ ActionScript stores dates as the number of milliseconds since January 1,
1970, 00:00:00. The Date object range is -100,000,000 days to
100,000,000 days relative to January 1, 1970 UTC.

If you need to calculate age, use the script that follows. In this script,
the user inputs his birth date, and the script calculates his age. The
variables monthv, DayV, and YearV are input text fields used to collect
the date of birth of the user. The script subtracts the current date from
the birth data and converts milliseconds to years to determine the age.

Button

The script calculates
on (release) {

an age based on the

monthU = monthv-1; > data entered.

birth = new Date( yearV,MonthU, DayV ) ;
today = new Date() ;

age = Math.floor ( (((((today-birth)/1000)/60)/60)/24)/365);
result = "You are " + age + " years old.”;
}
\. J/
Object Actions [x] &% Flash 5 - [0806date_swi] |_[=]x]
[EEiMavie Explarer] 50 Object fatians) @][r] < Fle Edit ¥iew Contiol Debug Window Help =S|
4| = |/ Obiect Actions - | Trasls Mavie: —
Dim: 550 = 400 pizels
Basichctions  ~| fon (release) { [T Rk Fr Riate: wz.uwsecp e
Actions datev = new Date{ 2003, 4, 3, 189, 39, ZZ, B88 ); = Sice: 0 KB (773 E) 7008
T Drerers mi 113V = datev.getMi11iseconds (); ¢ A e o b
Funations '”;' in's_ ° e
FErits o0 Bandwidlhu24gnnEF;[ZOOBFFI] 208
Objects 7 & f—
) ! © &
A 9 Date:
View [8at May 3 19:39:22 GMT-0400 2003 |
o
— Milliseconds ges
/W
Get Date
AL« | » (o m
‘LII’VE4 i mED
hlo Parameters elang
(A
*5 ¢
|l
@ - [ [Nom]
1 Get the milliseconds. M If you associate the H Move to the test [3 Click the button to test
. variable with a dynamic text environment. our movie.
M By default, the Date object et Y
d t displ 20 Vel G LT Note: S 38 for instruction on M Th displays th
oes not display value the variable returns to ote: See page 38 for instruction o e screen displays the
milliseconds. the user how to test your movie. Date object.
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SET DATE VALUES

ith ActionScript, you can set the date in local time or
Win universal time. You can set a birthdate, the date a
project is due, or any other date you want to set.

Use the setMonth method to set the month in local time.
Use the setUTCMonth method to set the month in
Universal Coordinated Time. The syntax for the setMonth
method is

objectName.setMonth (month, date) ; .
The syntax for the setUTCMonth method is
objectName.setUTCMonth (month, date) ; .

Use the month argument to specify the month. Use 0 to
represent January, 1 to represent February, and so forth. Use
the date argument to specify the day of the month. Use an
integer from 1 to 31. The date argument is optional.

Use the setDate method to set the day of the month in
local time. Use the setUTCDate method to set the day of
the month in Universal Coordinated Time. The syntax for
the setDate method is

objectName.setDate (date) ; .

SET DATE VALUES

The syntax for the setUTCDate method is
objectName.setUTCDate (date) ; .

Use the date argument to specify an integer from 1 to 31
representing the appropriate day of the month.

Use the setFullYear method to set a four-digit number
representing the year in local time. Use the
setUTCFullYear method to set a four-digit number
representing the year in Universal Coordinated Time. The
syntax for the setFullYear method is

objectName. setFullYear (year,month,date); .

The syntax for the setUTCFullYear method is
objectName. setUTCFullYear (year,month, date) ; .

Use the year argument to specify a four-digit year. Use the
month argument to specify an integer from 0 to 11 that
represents the month. Use 0 to represent January, 1 to
represent February, and so forth. Use the date argument
to specify an integer from 1 to 31 to represent a day of

the month.

?;(t Flash 5 - [0B07setdate.Ha]

E} File Edit Wiew Insert Modify Test Control | wWindow | Help _|ﬂ LI
Tools | & Scenel HMew window Chrl+lt+M é‘ 6‘
[?[} =80 Tolbrs B8
-] v Tools i
Panels »
¢ A Panel Sets »
O O Save Panel Layout... =l
Y H® o} ﬂ_{ Close All Panels _»I
Actions Ctrl+Alt+A J
A N -
@& EEEEEEEEEEEEEERRRE! Movie Explorer 3 Ctrl+dltehd
A @ I Dutgut
T TP TP PP T
View - Debugger
T T
M Qe Libray it
[T T T I T I T T T T T T [ | Common Libraties b
EER TH e
7 W [T =
T T T I T T TTT Caseada _
oy o e
®|) 5| =i ====== | v 1 0807scidate fla
Options I [l T T
1
n RRRRRARNAN i .
1| o
- | 5% = @AM A W
Show or hide the Actions panel MUM

7 Objest Actions| (2)

ﬂjl Object Actions
[@] Basic Actions =
Operatars
[@] Functions T
Froperties
Objects

on (release) {

monthy = new Date( 2000, 0, 12);
datewv= new Date(2003, 0, 18);
fully = new Date( 2003, 0, 12);

‘ Mo action selected,

Mo Parameters.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
setdate.fla, which you can find on the
CD that accompanies this book.
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1 Click Window = Actions
to open the Actions panel.

] Create instances of the
Date object.

M If you associate the
variables with a dynamic text
box, your can display the
value the variables return to
the user.
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I¥ You can update the date. For example, if you set You can use the setYear method to
the date to January 18, 2003 and you later want set a four-digit year in local time. The
to set the date to January 12, 2003, you can use syntax for the setYear method is
the setDate method to change the day without objectName.setYear (year) ; .
affecting the month and the year. Use the year argument to specify a

four-digit year.

dateV = new Date (2003, 0, 18) > The date is set to
January 18, 2003.

datev.setbate (12) The date is reset to

January 12, 2003.

hpectiicho = #% Flash 5 - [0807setdate_swf] HEE
e o]l < File Edit View Contil Debug Window Help N
ﬂjl Object Actions |~ T Iouie:
Basio Actions A on (release) { 3 e S50 400 pielz
Awonsl monthy = new Date( 2000, 0, 12); [T F'F:te: ;igris;ga
) datev= new Date(2003, 0, 18); s e - ! '
S“'a_m's fullv = new Date( 2003, 0, 12J; & A ?HI“D:';?EE';S;
1 unetions monthy. setMmanthe 4, 33; reioad: B {4 =
Praperties datev.setparel2); EEh]
Objects fullv. setFullvear{ 1865, 5, 10 J; ; 3 Ea"dw'dﬂ;f’iﬂnE’s[mam]
() Set Month:
fwed May 3 00:00:00 GMT-0400 2000 |
Wiew
moQ Set Date:
Colars [Sun Jan 12 00:00:00 GMT-0500 2003 |
L Set Year:
2 6 E
[Gnes:3 wos [Sat Jun 10 00:00:00 GMT-0400 1865 |
Mo Parameters. DOptions
LS Get Date
+5]=¢
=l
e [ W]
3 Change the date values. E Move to the test Click the button to test M The screen displays the
environment. your movie. changes you made to the

D jects.
Note: See page 38 for instruction on gt

how to test your movie.
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SET TIME VALUES

ActionScript you can set the time down to the

millisecond. Use the setHours method to set the
hour in local time. Use the setUTCHours method to set
the hour in Universal Coordinated Time. The syntax for the
setHours method is objectName.setHours (hour) ; .

You can use time values to record time. Using

The syntax for the setUTCHours method is
objectName.setUTCHours (hour) ; .

Use the hour argument to specify an integer from 0 to 23. The
value 0 represents midnight; the value 23 represents 11 p.m.

Use the setMinutes method to set the number of minutes
that have elapsed in local time. Use the setUTCMinutes
method to set the number of minutes that have elapsed

in Universal Coordinated Time. The syntax for

the setMinutes method is

objectName.setMinutes (minute) ; .

The setUTCMinutes method syntax is

objectName.setUTCMinutes (minute) ; .

Use the minute argument to specify an integer from 0 to
59 that represents the number of minutes.

Use the setSeconds method to set the number of
seconds that have elapsed in a minute in local time. Use
the setUTCSeconds method to set the number of seconds
that have elapsed in a minute in Universal Coordinated
Time. The syntax for the setSeconds method is

objectName.setSeconds (second) ; .

The syntax for the setUTCSeconds method is
objectName.setUTCSeconds (second) ; . Use the
second argument to specify an integer from 0 to 59 that
represents the number of seconds.

Use the setMilliseconds method to set the number of
milliseconds that have elapsed in a second in local time.
Use the setUTCMilliseconds method to set the number
of milliseconds that have elapsed in Universal Coordinated
Time. The syntax for the setMilliseconds method is
objectName.setMilliseconds (millisecond) ; .

The syntax for the setUTCMilliseconds method is
objectName.setUTCMilliseconds (millisecond) ; .
Use the millisecond argument to specify an integer from
0 to 999 that represents the number of milliseconds.

SET TIME VALUES

%’%-Flash 5 - [0808settime.fla]

] .
.§|,(|;I Ibl_I
PRl =l [EREWNEE

bject Actio =
Ei Fle Edit “iew lnset Modfy Tewt Conbiol | ‘window| Help 8| x| 3 Object Actians| @[r
Tools | & Scenel Hew window Chrl+alte = || =/ Dbizct Actions v |
Toolbars | e e Basicacions | [ on_Crelease) {
v Tools = Betions houry = new Datef 2003, 4, 3 J;
= = | 3] operatos minv= new Date(200%, 4, 33;
Parels 3 £ secy = new Date( 2003, 4, 3);
Panel Sets » (FovetEens |msecv = new pate{ 2003, 4, 3);
Save Panel Layout... < = houry. setiours( 12, 15, 30, 45 J;
Close Al Panel Objects minv.setminutes (15, 30, 45 )3
e AN —’I secv.setseconds( 30, 45 )3
& & Actions L Ctrl+Alt+A | Imsecy. setmilliseconds(45);
AT } o Ouat
iy e
moQ ] Lbey Ctel
S T e [ ormenLberes '
e i Generaton Objects,
71 |
e e e e e e e e e Cascade _ =
fﬁﬂ ‘ Tile
No action selected
% v 1 0808settime. fla
Oiptions Get Date

Show ar hide the Actions panel

[~ [NOM |

Mo Parameters.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Click Window = Actions
to open the Actions panel.

Note: This example uses file
settime.fla, which you can find on the
CD that accompanies this book.

] Create instances of the

E3 Change the time values.

Date object. .
) M If you associate the

variables with dynamic text
boxes, you can display the
values the variables return to
the user.
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'4 N\
EXtra | use the bate.uTc method to retrieve the number of milliseconds When displaying dates in text
between January 1, 1970, universal time and the date and time boxes, make the box long
specified in the Date.UTC arguments. The syntax for the enough to display the entire
Date.UTC method is Date.UTC (year,month, date, hour, date. If Flash cannot display a
minute, second,millisecond); . date element in its entirety, it
. . truncates.
Use the year argument to specify a four-digit year. Use the month J
argument to indicate the month. Use 0 to represent January, 1 to
represent February, and so forth. The month argument is optional.
Use the date argument to specify the day of the month. Use an
integer from 1 to 31. The date argument is optional. Use the hour
argument to specify the hour. Use an integer from 0 to 23. Use 0 to
represent midnight; use 23 to represent 11 p.m. The hour argument
is optional. Use the minute argument to specify the minute. Use
an integer between 0 and 59. The minute argument is optional.
Use the second argument to specify the second. Again, use an
integer between 0 and 59. The second argument is also optional.
\. vy
hjECHAGHT = £% Flash 5 - [0808settime. swi] [_ (&[]
0 Dbzt otions] @ <y Fle Edt Yiew Connol Debug Window Help _8] x|
ﬂj‘ Obiject Actions v~ Tools Mauie: ?
@] EasicActions = on (release) { [ Dim: 550 1 400 pitels P
itin::l hourv = new Date( 2003, 4, 3 J; [? F'F;ale-:iglrf‘:za e
Operstors minv= new pate(2003, 4, 3); s Duratlz:wr[tl[\s] '
secy = new Date( 2003, 4, 3); . g 200
Funotions msecy = new bate( 2003, 4, 3); A Prelu;d:usrgr[.u.sn
(2] Properties hourv. setHours( 12, 15, 20, 45 J; oene
Objects minv. setMinutes(ls, 30, 45 J; . m Ea"dw'dl':ffiwE’s[mam
secv.setseconds( 30, 45 J; 7 &
msecy. setMilliseconds (4573 Set Hour: Milliseconds:
H mi1TiGH = hourv. getMilliseconds (); © f‘@ E
mi1liem = minv. getmilliseconds(); A P [sat May 3 12:15:30 GMT-0400 2003 |
rm:ﬂ‘]GS = sacy. getM‘iT\_is(_echdsO:
milliGms = msecy. getMilliseconds ()] TV‘GW Set Minute: Milliseconds: EI
1|
CJ IO‘ [Sat May 3 00:15:30 GMT-0400 2003 |
7| Set Second: Milliseconds: [6 |
= i [Sat May 3 00:00:30 GMT-0400 2003 |
\:wn:M:! J_U‘;IZ Ed Set Millisecond: Milliseconds: {6
o Parameters. Iptions
n [Sat May 3 00:00:00 GMT-0400 2003
panay Get Date
- | =l
@ = &P WO
—H Get the milliseconds. 3 Move to the test Click the button to test M The screen displays the
environment. your movie. changes you made to the
. . Date objects.
Note: See page 38 for instruction on J

how to test your movie.
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USING MATHEMATICAL FUNCTIONS

he Math object has methods that enable you to EX‘E& A constar\t is'a value that does not change. The
I perform trigonometric functions. The functions Math object includes several properties. All of
supported include sine, cosine, tangent, arc sine, arc the Math object properties are constants. You
cosine, and arc tangent. The methods for these functions can use these constants to perform
are sin(), cos(), tangent (), asin(), acos (), and mathematical calculations.
atan (), respectively. The Math object also includes the
method atan2. The method atan2 computes the angle PROPERTY VALUE
from the x-axis to the.point. The cos, sin, and tan E —Euler’s constant 2.718
methods take the radian of an angle as an argument. -
Radians are used to measure an angle; 360 degrees are LN2 —The natural logarithm of 2 -0693
equal to 2 Pi re.idians'. You can pass the functions of a LOG2E —The base 2 logarithm of e 1.442
measurement in radians, or you can you use the formula -
shown here to calculate radians: radian = Math.P1/180 * LN10 —The natural logarithm of 10 2.302
number of degrees. LOG10E —The base 10 logarithm of e | .434
The Math object also includes functions for working with Pl —The ratio of the circumference | 3.14159
logarithms and exponentials based on Euler’s constant. The of a circle to its diameter
log () method returns the natural logarithm of a number. SQRT1_2 — The reciprocal of the 707
The exp method returns El.ll.er’s constant raised to the square root of 1/2
power of the number specified.
SQRT2 —The square root of 2 1.414
USING MATHEMATICAL FUNCTIONS
[ File Edt Yiew Insert blodi |50 Objeot Aotions [BIC <y Fle Edit Miew Contol Debug Window Help TS
Tools | & Scene 1 4| = || Obiect Actions =]~ Tools o —
on (release) { [? 3 FrFEaII:; IZUlrﬁsecpmes gggg*
[« = Math.PTI/IE0 ¥ Number Tnputl;] = Siee: OKE (8728) 005
butput = Math.sin O] i A Duration: 1t 11 <) E0E]
Preload: 4 (0.3 5) 0B
o0 Settings: gggg
Bandwidth: 2400 Bz (200 Bifr)
H 7 & ==
& & Calculate the Sine
> Y ) Enter Number in Degrees.
e Value: [#5 ‘l
T
;"Iﬂ e T [esmeed ;’Iﬂ Sine: [0.707106781186547 |
&ﬂ ! ! ! 1 1 1 1 1 Mo Farameters, f&g
2] [ eptalcuiaie ‘! LI=IE
piors Y- e Calculate
NEE N n o
. )
s|-¢/ +5|+¢
=l | 3 A LA < lmml
[ [ THuM [ [HUM]
EB select the frame, button, E] Convert degrees to B Move to the test 4 Click the button to test
or movie clip to which you radians. environment. your movie.
want to add ActionScript.

P Calculate the sine.

M If you associate the
variable with a dynamic text
box, you can display the
value the variable returns to
the user.

Note: This example uses file trig.fla,
which you can find on the CD that
accompanies this book.

1 Click @ to open the
Actions panel.
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Note: See page 38 for instruction on
how to test your movie.

M The screen displays the
results of the calculation.

3 Type a number.
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RAISE A POWER OR FIND A SQUARE ROOT

hen performing mathematical calculations,
Wyou may need to raise a number to a

power using the Math.pow method. The
syntax for the Math.pow method is Math.

pow(x, vy); .

Use the x argument to specify the number you
want to raise to a power. Use the y argument to
specify the power to which you want to raise the
number. The statement Math.pow (3,2) ; raises 3
to the second power. The statement returns 9.

If you want to find the square root of a number,
use the Math. sgrt method. The syntax for the
Math.sqgrt method is Math.sqgrt (x) ; .

Use the x argument to specify the value for which
you want to find the square root. The value must
be greater than or equal to zero. The statement
Math.sqgrt (9) ; finds the square root of 9. The
statement returns 3.

WORK WITH POWERS

App

ly
it

You can raise a number to a power using the
script that follows. The variables inputv and
inputpowV are input text boxes in which the
user types the number and the power to which
to raise the number. The variable result is a
dynamic text box. It displays the results of the
calculation on the screen. You attach this script
to a button.

on (release)

result

{
Math.pow ( inputV,

inputpowV) ;
}

v

ActionScript raises the number you
entered to the power you specified.

£%Flash 5 - [0810squ.fla]

Object Actions [x] % Flash 5 - [0810sqr.swf] | [=]x]
[ Fle Edit Miew lnert Modiy Tew Contol |50 Obiest Astions @[ <y File Edi Miew Contol Debug Window Help RS
Taols é Scene 1 ﬂjl Obiject Actions v~ Tools TMeuie: ¥
_ Dim: 550 = 400 pirels
[? k &80 on (release) { [? & Fir Fiate: 120 frfsen e —
V= . [resuTt = Math.sqgrt ( input);] = Size: DKE (T1EE) T00E
1 Duration: 1 fr{0.15] gggg
& A & A Preload: 3 fr(03s] et
Settings: J00E]
o D O D Eandwidth: 2400 Btz (200 Br) 20e
7 o || BB @ || ¢ H 7 B0
& & > @ &
& 9 A P
Wiew View
oy o [ o
I .
Soers M ITTTE oo | Enter a number: B
7 | No action seledted. 7
i 1. Calculat [ MeParamsters. o The square root: 3
AS o e e nED
- EEEEEEEEE N —
Iptions Options
n
& - ,7 Calculate
5]l — | |5
L [ = GG AL AW st
[ THUM NUM

El select the frame, button,
or movie clip to which you
want to add ActionScript.

El Find the square root.

B Associating the variable
results with a dynamic text
box enables you to display
the value the variable returns
to the user.

Note: This example uses file sqr.fla,
which you can find on the CD that
accompanies this book.

1 Click [ to open the
Actions panel.

3 Move to the test
environment.

[ Click the button to test
your movie.

Note: See page 38 for instruction on
how to test your movie.

—H Type a value.

B The screen displays the
square root.

(]
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ROUND NUMBERS

number to an integer. The syntax for the

Math.round method is Math.round (x) ; . Use the
argument x to specify the number you want to round. If the
value after the decimal point is 0.5 or higher, the round
method rounds up. If the value after the decimal point is
lower than 0.5, the round method rounds down.

You can use the Math.round method to round a

If you want to round up regardless of the value after the
decimal point, use the Math. ceil method. The syntax
for the Math.ceil method is Math.ceil (x) ; . Use the
x argument to specify the number you want to round.

m Math round returns the following values:

The Math.round, Math.ceil, and Math. floor methods
all round your number to the nearest integer. You might
want to round your number to one, two, three, or more
decimal places. To round to one decimal place, multiply the
number you want to round by 10, round the number, and
then divide the result by 10. If you want two decimal places,
multiply by 100 and divide by 100. If you want three
decimal places, multiply by 1000 and divide by 1000.

The statement ceilNumber = math.ceil (123.01) ;
returns 124. >
roundNurber = math.round(123.50) ; 124
If you want to round down regardless of the value after the
decimal point, use the Math. floor method. The syntax for
the Math. floor method is Math. floor (x) ; . Use the >
x argument to specify the number you want to round. The roundNumber = math.round(123.49); 123
statement floorNumber = math.floor (123.99);
returns 123. \ )
ROUND NUMBERS
£%Flash 5 - [081110und.fla] Object Actions <] &% Flash 5 - [0811r0und. swf] [_T=1x]
Eé;\ File Edit Miew Inset Modi|[ & Obiect Actions @ q'}EuIe Edit Wiew Control Debug Window Help == x|
Tools | & Scenel 4| =|| Dbiest Actions v |« Taols Mosie: ¥
x & on (release) { Xk I K
- roundiumber |= math. round(Number Cinput) * 100) /1003 - Size: 1 KE[190EE) 1KE
¢ A § A s |me
O D O D Bandwld?:u;rlgﬂst;BFS (200 B
7 || BB s =
e & © &
Z O F
Wien View
QL H a— Round this number:
Colors_ -7 L2 I Colors
/E [ Line 3} 7 E
s E Ho Parameters. e E 123.46
tions. I I s
5 n . Round |
1s|-¢|lL _ el | |50
=T 5 FEP e il
i [~ THOK [ [k |
Kl Select the frame, button, El Type the formula for H Move to the test I Click the button to test
or movie clip to which you rounding a number. environment. your movie.
want to add ActionScript.

3 Assign the formula to a

Note: This example uses file round.fla, ~ variable.

which you can find on the CD that
accompanies this book.

—H Click @& to open the
Actions panel.

B Associating the variable
with a dynamic text box
enables you to display the
value the variable returns to
the user.
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Note: See page 38 for instruction on

M The screen displays the
how to test your movie.

number rounded to two
digits.

13 Type a number with more
than 2 digits after the decimal
point.
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GENERATE RANDOM NUMBERS

ou can use random numbers for a variety of
Y purposes, such as displaying a movie clip at random
locations on the Stage. You can use the Math.random
method to generate random numbers. The syntax for the
Math.random method is Math.random() ; . The
Math.random method returns a random number between
0 and 1. If you want to generate a number between 0 and
another value, multiply Math . random by the value you
want to set as the limit. For example, if you want to
generate a random number between 0 and 10, multiply
Math.random by 10.

The number generated might not be a whole number. You
can use the Math.round method to round the number to
an integer. This example returns random integers between
1 and 10: Math.round (Math.random() * 10); .

You might want to generate random numbers between two
numbers. This example generates integers between 50 and
60: 50 + Math.round (Math.random()*10) ; .

Extra

The random function provides you with an
alternate way to generate a random number.
The random function returns integers between 0
and a specified value. The syntax for the random
function is random (value) ; .

Use the value argument to set the highest
value the random function should return. The
random function will return any value between
0 and the value you specify minus 1.

Random(5) ; > 0,1,2,3,0or4

Flash 5 deprecated the random function. If
you are authoring for a Flash 5 environment,
use Math.random instead.

\. J
GENERATE RANDOM NUMBERS
& Flash 5 - [08081andom_fla] | Obiject Actions [=] &% Flash 5 - [0808random_swf] ME R
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El Select the frame, button, é Type the formula for

or movie clip to which you
want to add ActionScript.

Note: This example uses file
random.fla, which you can find on the
CD that accompanies this book.

—H Click ] to open the
Actions panel.

generating a random number
between 1 and 10.

1 Assign the result to a
variable.

B Move to the test
environment.

B The screen displays a
random number between 1
and 10 each time you click

Note: See page 38 for instruction on e [5tiar.

how to test your movie.

A Click the button to test
your movie.
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FIND NUMERIC VALUES

he Math.max method enables you to compare two If you need to know the positive value of a number
Tnumbers to determine which is larger. The Math.min regardless of the sign of the value, use the Math.abs
method enables you to compare two numbers to method. If you send a negative number to the Math.abs
determine which is smaller. When an expression returns a method, Math.abs returns a positve number. The
number and you need to know the larger or the smaller of Math.abs method always returns a positive number
the two, use Math.max or Math.min. regardless of the value sent to it. The syntax for the

. Math.abs method is
The syntax for the Math.max method is Math.max (x, y); .

The syntax for the Math.min method is Math.min(x, y); . Math.abs (x) ; .

Use the x and y arguments to specify the values or expressions Use the x argument to specify the number or expression
you want to compare. For example, Math.max (23, 4) ; whose absolute value you want to find. The statement
compares 23 and 4 and returns 23; Math.min (23, 4) ; Math.abs (-15) returns 15.

compares 23 and 4 and returns 4. If you send two equal

values to Math.max and Math.min, the method returns the You can use the Math.abs method with integers or

value sent. You cannot use Math.max and Math.min to floating-point numbers. If you assign a non-numeric value
compare non-numeric characters. If you send a non-numeric to Math.abs, Math.abs will return NaN.

value to Math.max or Math.min, the method will return
NaN, which means not a number.

FIND NUMERIC VALUES

&% Flash 5 - [0813minmax.fla] Dbiect Actio =
[ Fle Edt Miew Inset Modify Tewt Control | window| Help =151 x| 5 Object Astions| G0
i w
Tools | &, Scenel Dew Window EtrlsiltsN @ 8, ﬂjl Object Actions w|&
[T 3 = 4 0lh Toolbars L T T R Basic Actians -] on (release) {
v Toaks = [highNe = Math.max ( =, ¥ )|
Panels 3 —H [l _Coerarar [TowMo = Math.min C x, v J;
Panel Sets » Funetions
Save Panel Layout... = @ Eoolean
H® o} ﬂ_{ Close All Panels j @ escape
/ 5 Actions Ctrl+Alt+A J @ el
© @ pr T e B i @
2P ] o ® srioway
|l per 2 8 surer
g I Library Ctrl+L @ i
o Common Libraries » @ isFinie
e T H Generaton Objects i=Mall
/ﬂ NEIN EE & E Y : Cascade — % mansaroll
L} mees : : Tie B o =
LiE]] e ‘ ; v 1 0813mirma fla [line 4}
(Ol T | o Parameters,
n -
5|4/l I>|J
BB = i Al &y A
Show o hide the Actions panel [ [HOM &
1 Select the frame, button, A Click Window = Actions E] Determine the maximum B Associating the variables
or movie clip to which you to open the Actions panel. value. highNo and lowNo with
want to add ActionScript. . - dynamic text boxes enables
LY Determine the minimum

you to display the value the

Note: This example uses file value. variable returns to the user.
maxmin.fla, which you can find on the
CD that accompanies this book. B Associating the variables x

and y with input text boxes
allows you to store the values
the user enters.




WORKING WITH OBJECTS

EX&E You can use this script to compare two values. The user enters
numeric values in the input text boxes that are associated with
variables x and y. The script compares the values. The variable
result is a dynamic text box. It displays the results of the
comparison. The script uses an if statement to determine if the
numbers input are equal. If the numbers are equal, the script
does not compare numbers. Instead, the script returns a message
to the user informing the user that the numbers are equal.

Example:
on (release) {
if (x !'=y) {
highNo = Math.max ( X, y );
lowNo = Math.min ( x, y );
result = highNo + " > " + lowNo;
} else {
result = "x = y";
}
}
\ J/
Dbject Actio x &% Flash 5 - [0813minmax swf] M= ER
1 Object Astions| Bl <7 File Edit Wiew Contiol Debug Window Help & x|
- i i ools Mauie:
ﬂJl DhlectAcans ﬂ:l L= Dim: 550 % 400 pizels
BasicAetions  «| | on (release) { [T k Fr Fiate: 120 frfsec
Actions highMo = Math.max { x, v J; Pl Size: 2KE (2625 8)
Opsrstars TowlNe = Math.min 0 %, v J; Duration: 1 fr (0.1 5]
|| Functians [ax = math.abs ( x J; i A p’°'°;‘:'[[i‘:g‘s’_i“5l
% Eioolean ay = Math.abs ( v J; O O Banduidth: 2400 B (200 Bifr)
sscape e
@ eval s
_> @ false _H @ & Enter Numbers:
@ gstPropery
@ getTimer s o X! ?3 —
@ gerversion Hien Submit
@ i I ay y: 356
@ isFinite Colors
% :':':SNWH ] The absolute value of x: 73
i = o . The absolute value of y: 35
|L|neE 1 L] 1)
hlo Parameters. ,E'“”S The larger value: 73
a
vyl The smaller value: -35
P
@ - [ [NiM,
—H Determine the absolute @ Move to the test —d Type numbers in the text E Click the button to test
values. environment. boxes. your movie.
B Associating the variables Note: See page 38 for instruction on M The minimum, maximum,
ax and ay with dynamic text  how {o test your movie. and absolute values display.

boxes allows you to display
the value the variable returns
to the user.
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FLASH ACTIONSCRIPT

USING THE KEY OBJECT

last key pressed. You can use the Key object to create

keyboard controls for Flash movies. The methods of
the Key object are essential if you are programming games.
Use the Key object to give the user the ability to maneuver
objects around the screen using the keyboard. Use the Key
object to give the user the ability to change the size or
shape of objects using the keyboard. Alternatively, use the
Key object to respond to the user based on the key pressed.
You do not use a constructor to access the Key object.

The methods of the Key object enable you to detect the

ActionScript assigns a virtual key code to every physical key
on the keyboard. Chapter 14 provides a list of virtual key
codes. Virtual key codes are the same across all platforms
and languages. You use virtual key codes to ensure that
your movie key controls are the same across all platforms
and languages.

ASSIGN A KEY CODE

The getCode method returns the virtual key code of the
last key pressed. The syntax for the getCode method is

Key.getCode(); .

The getCode method does not take any arguments. The
virtual key code for k is 75. If the user presses k, the
getCode method returns 75. Using the getCode method,
you can have your movie perform actions based on the key
pressed.

The first 127 characters of every character set have ASCII
values. The getAscii method returns the ASCII value for
the last key pressed. The ASCII value for k is 107. If the user
presses k, getAscii returns 107.

#% Flash 5 - [0811_1key fla]

Dbie x

1 Click Window = Actions
or movie clip to which you to open the Actions panel.

want to add ActionScript.

Note: This example uses file 1key.fla,
which you can find on the CD that
accompanies this book.

[ﬁ} File Edt Yiew Insert Modiy Text Contol | wWindow| Help - =] x| “iiMouie Explorer| 5 Object Actions| @
Took | & Scenel Mew Window CulalteM @ ) +| =|[Objsct Actons v |
[T k =40 Ngslie Pl BT s ws [w|| _|[F] EssicActions ~ oNC 1TREVENT LeeyDownd 1
- v Tools = Actionzs
4 A Panels 3 T Opsrators
Panel Sets 3 @] Functions
C O Save Panel Layout = Propetties
f é [+ & fm} ﬂ,[ LClose All Panels _,I Objects
| TTTTTTT Actions A Ctri+Alt+A -
© & ‘ﬁ_ﬁ‘r P [ Movie Explarer  \yCtl+lt+ 2l H
x P EEEEREEE T ot
Wiew T i L+  Debugger
Moa Eﬁmjﬁ:ﬂt Library CulL
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m [ = ===r1m
I r El— ==$ Test KeyPresses i—- Lascade —
HH The ot e ecaind e [T =
v ool [ LT e T — e
EEEE NN v 10811 _Tkepfla
’EUD"S TP TITTITTT s Mo Parameters.
m
S| 3 P
Bl 3 =] H S AT AW
Show or hide the Actions panel liw & a
1 Select the frame, button,

—E] Set the event to KeyDown. B This causes the script to
execute every time the user

presses a key.




WORKING WITH OBJECTS

Example:
onClipEvent
if

(keyDown) {
x = _x + 10;
}
}
onClipEvent
if

(keyDown) {

X =

_x - 10;
}
}
onClipEvent
if

(keyDown) {
(Key.1sDown (Key.UP) )

.y = _y - 10;
}

}

onClipEvent

if

(keyDown) {

_y = _y + 10;

You can use arrow keys to move a movie clip around the
Stage. This script uses the arrow keys to move a smiley face.

(Key.isDown (Key .RIGHT)) {

(Key.isDown (Key.LEFT)) {

(Key.isDown (Key.Down)) {

{

Object Actio
F Object Actions|

4| =|/ Dbisct Actions

Buasic Actions & onClipEvent (keyDown) {
— _root.asc = Key.gethscii();]
—ad-e _roof.code = Key.getCode ;]
R _root.key = Key.isDown( 76 3;]
Properties _r‘oot.toi = Kei.1sT0ﬁi1ed( 14473,
Objects
— H
|L\ne 53

Mo Parameters.

&% Flash 5 - [0811_Tkey. swi] =] x|
<y Ele Edt Wew Control Debug Window Help NETE

Tools PMovie: 7

Diim: 550 % 400 pixels Fy = p—

[T k FrRate: 120fsec KB

/ P Size: 2KB 2433 B) 1KE

Duration: 1#r(0.13)
4 A Freload: 12i1(105) s
Settings:

0 D Bandwidth: 2400 Bz (200 Biir]

7

@ & 108

ASCIl Code:
z 3
View Yirtual Key Code:

iy

& Q Letter L pressed? rue

Colaors

i Num Lock On? true

s W

HAD

e Test Key Presses ‘

The ActionScript is lacated here.
n
Press any key.
*5 =4
e

[ [Nk}

—Z4 Get the ASCII code.
—H Get the virtual key code.
3 Evaluate the key pressed.

M The value 76 is the virtual
key code for the letter L.

B Associating the variables
with dynamic text boxes
enables you to display the
values the variables return to
the user.

i Evaluate to see if the Num
Lock key is on.

3 Move to the test
environment.

E] Test your movie by
pressing keys on the

Note: See page 38 for instruction on keyboard.

how to test your movie. M The screen displays the
ASCII code, the virtual key
code, whether you pressed L,

and the status of the Num

=Sl CONTINUED }ﬂ



FLASH ACTIONSCRIPT

USING THE KEY OB]

[ECT (CONTINUED)

virtual key codes because capital and small letters

You may at times want to use ASCII values instead of

have different ASCII values. For example, the letter A
and the letter a do not have the same ASCII value. The
syntax for the getAscii method is

Key.getAscii(); .

The getAscii method does not take any arguments.

You use the Key . isDown method to determine if the user
pressed a specified key. The Key . i sDown method returns
true if the user pressed the key and false if the user did
not press the key. The syntax for the Key . i sDown method is

Key.isDown (keycode) ; .

Use the keycode argument to specify the virtual key code
value assigned to the value or the Key object property
assigned to the key. The properties of the Key object
represent the keys most commonly used to control games.

USING THE KEY OBJECT (CONTINUED)

% Flash 5 - [0811_Zkey.fla]

The virtual keycode for the Up arrow key is 38. The
statement Key . isDown (38) ; returns true if the user
presses the Up key. The Key object property for the Up key
is Key . UP. The statement Key . i sDown (Key.UP) ; returns
true if the user presses the Up key.

Use the Key . isToggled method to determine
whether the Caps Lock or Num Lock key is on or off.
The syntax for the Key . isToggled method is Key .
isToggled (keycode). Use the keycode argument

to specify the key you want to test. Use 20 for the
Caps Lock key and 144 for the Num Lock key. The
Key.isToggle (keycode) method returns true if
the Caps Lock key or Num Lock key is on and false if
the Caps Lock key or Num Lock key is off.

The onClip Event (keyDown) and the onClip Event
(keyUp) events respond each time the user presses a key.

When using the Key object, you may want to associate your
script with one of these events.

& Object Actions| @)
[ File Edit Miew lnseit Modiy Test Control | window | Help =& x]
Took | & Seenel Hew Window Dt @ A, | =|[Obiect Actions |4]
Toslbars VTR TR T e Bascactans 2] [ onCTipEvent (keylp) {
& Tos : i iF (Key.gettode() == 760 1]
L A U T
= . — f
EanEIS G Functions }
Panel Sets ’ 1 Progeries if (Key.getCode() == 792 [
Save Panel Layout... - Objests 0 = "o":
A HE & || 4G Close &ll Panels I 1 ’
® @ Actions _ Ctri+AlteA B H if (Key.getCode() == 86D {
Movie Esplarer S Ctlelbebd Vo= VY
Vel § Dutput 1
P Vi hE i i Debugg=r if (Key.getCode() == 69) {
=3 _ - Librany Cti+L e="E;
o i i i Common Libraries » 1
clare R 1
I S R Generetor Dhiests
7 W
Cascade - ¥
[y | Ti
o ZJ:) Tie [Wio sction selected.
DOpticonz 7777| rl L0 A Mo Parameters.
1
] g
*Sl*flla“ I»
5052 = Fi] A& A N
Show ot hicls the Astions panel UM

1 Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file 2Key.fla,
which you can find on the CD that
accompanies this book.

—H Click Window = Actions
to open the Actions panel.

EJ Use an if statement to set | B Associating the variable
a condition. with a dynamic text box
enables you to display the
value the variable returns to
the user.

M If the virtual key code for
the key pressed equals the
key code specified, the
condition is true. A Repeat steps 3 and 4 for

LY Assi | each virtual key code you
FUBED 6l VRIS D G want to test.

variable if the condition

is true.




WORKING WITH OBJECTS

EX&& The properties of the Key object represent the keys
most commonly used to control games. You can use
properties of the keycode method as the keycode
argument when using the Key . i sDown method.
PROPERTY REPRESENTS VALUE PROPERTY REPRESENTS VALUE
BACKSPACE Backspace Key 9 INSERT Insert Key 45
CAPSLOCK Caps Lock Key 20 LEFT Left Key 37
CONTROL Control Key 17 PGDN Page Down Key 34
DELETE KEY Delete Key 46 PGUP Page Up Key 33
DOWN Down Arrow 40 RIGHT Right Key 39
END End Key 35 SHIFT Shift Key 16
ENTER Enter Key 13 SPACE Space Key 32
ESCAPE Esc Key 27 TAB Tab Key 9
HOME Home Key 36 up Up Key 38
_ |[® Fie Edt View Inseit Modily Tent| Conirol] Window Help TS| <y Fle Edi Miew Control Debug Window Help TS
Tools | & Scene1 E‘a.v_ Eniter @ ., Touls Mavie, — 7
o L s ser B N el =
;e o ; A 7 F] et | mer
Q A Test Movie R Ctrl+Enter ¢ A pmlﬂ;‘:ﬁ?nns[_ngs] ;333
O O Debughovie |y CirShift+Enter =] O O Banduidth 24gnnap;[znnam] 2008
7 HE & TestSeens ClrkeAlt+Enter —LI_ P S—E
) |© @ e Ay |ee
s Enable Simple Frame Actions s Type the word love
=y DymEAEDS Enable Simpls Buttons [ View ’
moQ T = Mute Sounds I Q
= | = LOVE
& WA Ly
o3[ ) L]l
" ]2
5| ¢| X I'l_I 5|+
B0 =l EEALIZA D PR
Pun the movie in test mode: ’7 IW ’7 ’W
3 Click Control = Test d Type a word to test your M The word appears on
Movie to move to the test movie. screen.

environment.
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USING THE SOUND OB]

[ECT

narrate a movie, or play background music. Sound

methods enable you to turn sounds on and off,
increase or decrease volume, or determine which speaker
plays the sound. There are four steps to creating sound
using ActionScript. You name the sound and set the sound
to export, create a Sound object, attach the sound, and
then start the sound.

You can use sound to create characters that talk,

You name a sound and set the sound to export using the
Symbol Linkage Properties dialog box. You access the
Symbol Linkage Properties dialog box through the Options
menu of the Library. In the Symbol Linkage Properties
dialog box, set the Linkage to Export this Symbol, and use
the Identifier field to name the sound.

You use the constructor new Sound to create a Sound
object. The syntax for the new Sound constructor is

soundName = new Sound (target) ; .

USING THE SOUND OBJECT

Use the target argument to specify the movie clip
instance to which the Sound object applies. If you do not
specify a target, the Sound object controls all of the sounds
on the global Timeline. If you want to control each sound
independently, place each sound in a separate movie clip.
Use the soundName argument to specify the name of the

Sound object.

You use the attachSound method to create an instance of
the sound. The syntax for the attachSound method is

soundName .attachSound ("idName") ; .

Use the soundName argument to specify the name of the
Sound object. Use the idName argument to specify the
name of the new instance of the sound. Enclose the idName
in quotes. The name you specify should be the same name
you gave to the sound in the Identifier field of the Symbol

Linkage Properties dialog box.

% Flash 5 - [0815s0und fla-1]

#%Flash 5 - [0815sound fla-1] [C[5]x]
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o O Save Panel Layout. . O 0O Duplicate.
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® & Atinns Ctieaites, [~ Mame = © ® Ej:: m: winamp
Movie E xplorer Ctilstltehd &9 Blue Button 3 ki
Output B i ..
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i Zebugg [5] Button Up ie Define Clip Paramelag
I w [ sids Freme ) { Teerier [ | L0 1| saeettmendions
Comman Libraries b = | —
Colors T = &% JaminD.wav Colo Linkage: ¢ Mo links Cancel Update.
[ L] _Sound On/Off Gerierator Objects - g Rl P
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o (] =
o m Lesemz s " Inport this syl from URL: Eupand Folder
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LIl=1E] 1 0913s0und Hla _—U —
Dptions Opi Expand & Falders
’_ o 2Tkl ’_ :f:tfjjjjjjjjjjjjjjjjjjjjj Callapse Al Eolders:
] M
Shared Library Properties.
5[] I | K
5032 | i A& @ ) = = Keep Use Counts Updated
Show the floating ibrary window for this movie HUM Update Use Eounts o
SETTHE SYMBOL LINKAGE B select the sound symbol. 3 Click Linkage to open the [ Click OK.

PROPERTY

—E] Click [ to open the

—& Click Window = Library Options menu.

to open the Library.

Note: This example uses file sound.fla,
which you can find on the CD that
accompanies this book.

Symbol Linkage Properties
dialog box.

—H Click Export this symbol
for the Linkage type

(O changes to @).

A Type a name in the
Identifier field.

B save your .FLA file.

B After setting the Symbol
Linkage Property, you must
save your file.
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ﬁij When the user presses a button, this script toggles the music on. When
the user presses the button again, the script toggles the music off. The
variable onOf £ is a dynamic text box that displays Click for Music when
the music is off and Click to Stop when the music is on.

Frame |

status = false;

Button
on (release) {
if (status == false) {
beat = new Sound () ;
beat.attachSound ("music") ;
beat.start (0,10) ;
status = true;
onOff = "Click to Stop";
} else {
beat.stop() ;
status = false;
onOff = "Click for Music";

&% Flash 5 - [0815s0und.fla] ame Actio =
[ Fle Edit View Inset Modiy Test Control | Window| Help -1&] x| 1 Frame Actions| G0
Took | & Scenel New Window Cirkessltl % B, +| = [ Frame Actons =
[? k& Toalbars L P T T _"@ Basic Actions = status = false;
- v Tools = Actions
Panels 3 B Opsrstors
& A Panel Sets 3 Functions
C 0 Sawe Panel Layout = Propertiss
i o || 4] & ClossAll Pansts 0| Objects
Actions Ctrl+Alt+A a
© Movie Enplorer !‘( Tl B H
& P Dulgut
View Debugger
Mo Library ChlL
= 7 LCommon Libraries 3
== == Sound On/Off || Generatar Dbjects
7 u =
Y j Cassade —
g Tile E
L] ) 1 0813s0und fla | Mo action selected.
Option= v 20815s0und s Mo Parameters.
] s
sl-qpd o
B3 = o A D S A L)
Shaw ar hide the Actions panel h’w @D o
ADD SOUND ] Click Window = Actions ] Set a variable to false. M You are initializing the
to open the Actions panel. variable. Frequently, you
—EB Select the frame, button, P P q Yy

initialize variables in frame 1.
Subsequent statements reset
the value. In this case, false
means no sound is playing.

CONTNUED] 2

or movie clip to which you
want to add ActionScript.
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USING THE SOUND OBJECT (CONTINUED)

You use the start method to play your sound. The Use the idName argument to specify the name of the sound

syntax for the Sound.start method is you want to stop. Enclose the idName in quotes. The
idName argument is optional. If you do not specify an

idName, all sounds will stop.
soundName. start (secondOffset, loop) ; .

You can also use the stopAllSounds action to stop the
sounds. Sounds set to streaming will resume playing when
the playhead moves over them. The syntax for the
stopAllSounds action is

Use the soundName argument to specify the name of the
Sound object. Use the secondOffset argument to specify
the point at which you want the sound to start. If you have
a 20-second sound and you specify a secondoffset of 10,

the sound will start playing in the middle of the sound. stopAllSound() ; .

Note that this argument does not delay the start of the

sound 10 seconds, but instead starts the sound at the 10- The stopAllSounds action does not take any arguments.

second mark. The secondOffset argument is optional. . .

Use the 1oop argument to specify the number of times the In Flash, you can play mul.tlple S,OUHdS at the same time. You

sound should loop. The 1oop argument is also optional. can play background musn:,'whlle a narrator narrates your
movie. You can start sound in a frame or using any of the

Once you have Started your Sound, you use the stop button or movie Clip handlers. That means yOu can start

argument to stop it. The syntax for the stop argument is sound with the press of a button, when the user rolls over

an object, or upon entry into a frame.
soundName.stop ("idName") ; .

USING THE SOUND OBJECT (CONTINUED)

% Flash 5 - [0815sound fla] Object Actions =] #% Flash 5 - [0815sound fla] Object Actions [x]
[ Eile Edit Miew lnseit Modiy Test Cont |[ 30 Object Astions| @[ [ File Edit iew |nset Modiy Test Cont |3 Dbiect Astions] @[
Teoks | £ Scenel ﬂjl Object Actions v|la Tools | ) Scene1 ﬂjl Object Actions v A
[T k I BasicActions & [T & = 50| " (release) {
. 4 Actions = if (status == falsel) ]|
Operators T A soundObj = new Sound( )
Functions soundobi.attachSound( "music” J;]
Properties O soundobi.start( J;|
Objects ¥ &E il | I 7
| ¢ i
¥ o
View
P a
Zolos_Jtl  Sound OO |1ZZZ: Fee= T Sound onioff. | T
~m [ wm [
@ - Y 4 [»
LIS | No action selected GES No action }electdd
(E=nE o Parametrs. Hiirs hlo Paramettrs
) ]
;g|..(| 4 ‘5‘*(| 4
503 = | S B3 =l
& & & a
1 Select the frame, button, B Use an if statement to 4 Attach the sound.
or movie clip to which you test the variable you set .y e s
want to add ActionScript. in frame 1. ou use the instance name
you gave the sound in the
M If the variable is equal to Symbol Linkage Properties
false, the statements execute. | dialog box.

3 Create a Sound object. ] Start the sound.
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WORKING WITH OBJECTS

ﬁm You can use a script similar to this one to increase the volume
of a sound. In this script, if the volume is less than 95, the
script increases the volume by 5 each time the user releases
the mouse after clicking a button. If the volume is greater
than or equal to 95, the script sets the volume to 100. You can
create a separate button to decrease the volume in much the
same way.

Button
on (release) {
vol = beat.getVolume () ;
if (vol <95) {
beat.setVolume (vol + 5) ;
vol = beat.getVolume () ;
} else {
beat.setVolume (100) ;
vol = beat.getVolume () ;

}
\ 7
#§ Flash 5 - [081550und fla] DObject Actions 3 [ 5% Flash 5 - [0815s0und_swf] ME
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. soundobj = new Sound( J; Duration: 1#(0.15)
¢ A soundobi. attachSound( "music" J; & A p'm:mg:;;_'[ms]
o0 soundobj.start( J; O O Erandwidth: 2400 Bz (200 Edfr)
(Rag e o | status = truey] N Vs ool e
T = {eTse {] d
_> 5@ H soundobi.stoply; @ @
¥ 9 status = false; )
View Wiew
41 a L=t
(Colors. — Sound. On/Off — Colors.
wm IHH B 7 Sound On/Off
o 1 [» ey
LIS [Line 11:} Ll
tians Mo Farameters. Options
(A
| B 5| >¢
el B2 =l ol
@ o [ ]
EJ Reset the value of the & Stop the sound. & Move to the test &2 Click the button to test
variable. environment. your movie.
B Reset the value of the
M The sound is now playing variable. Note: See page 38 for instruction on M Clicking the button toggles

so you set the status to true. how to test your movie. sound on and off.

M The sound is no longer
I Create an else statement.  executing so you set the
status to false.

M If the status is not equal to
false, these statements will
execute.
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SET VOLUME AND PANNING

soundName . setPan (pan) ; .
adjust sound volume and panning or to give your

users the ability to adjust the volume and panning.
You use the setVolume method to adjust sound volume.
The syntax for the setVolume method is

3 ctionScript provides methods that enable you to

Use the soundName argument to specify the name of the
Sound object. Use the pan argument to specify an integer
between —100 and 100. A pan of —100 only uses the left
speaker. A pan of 100 only uses the right speaker. A value of
0 balances the sound equally between the two speakers.

You can use setPan to fade sound from one speaker to the
other.

soundName . setVolume (volume) ; .

Use the soundName argument to specify the name of the
Sound object. Use the volume argument to specify an
integer between 0 and 100 that represents the volume level.
A value of 100 represents full volume. A value of 0
represents no volume. The default is 100.

Use the getPan method to obtain the current pan
value. The syntax for the get Pan method is

soundName .getPan () .
To obtain the value of the current volume level, use the

getVolume method. The syntax for the getvolume

The getPan method returns a value between —100 and 100,
method is

which represents the current pan level.

soundName . getVolume () ; . ActionScript includes a _soundbuftime action. Use the

_soundbuftime action to establish the number of seconds
of streaming sound to prebuffer. The default is 5 seconds.
The syntax for the _soundbuttime action is
_soundbuftime = integer; .Use the integer
argument to specify the number of seconds to buffer.

The getVolume method returns a value between 1 and 100
that represents the current volume level.

You use the setPan method to control how sound is played
in each speaker. The syntax for the setPan method is

SET VOLUME AND PANNING

ﬂ% Flash 5 - [0813wvolpan._fla]

a 1H- olpa a ame A 0 X
Ee File Edit Yiew Inwet Modly Test Corbiol | window| Help == [ Fle Edit View Ineeit Modily Test Control || 31 Frame Actions @
Tools | & Scenel Hew window Ctrlsht+N @ 81, Tools | Scene 1 4| =|[Frame Actions v |
Toolbars Plaom ks e s [ WR & q0lh] song = new sound(y;
v Tools A song.attachsSound ("music");
Fanels » b A IO Tex - m song.start (0,103,
Panel Sets 3 — O feevaie = pan=song.getPan();]
Save Panel Layout... = O wvol=song. getvolume () ;l
Close &)l Panels 0| 27 i) ol | BN
Ac(ions Ctrl+Alt+A — D
e ‘é Movie Explarer EtrI+AIt+M _I 2 "é -1 H
/ @ C nt Vo Dutgut o g Curraint Vollu
iew Debugger e
moQ freyrrantPa Library il I Q [[EymgmtPay
—_ Common Librariss » o
Generaton Nbiests
i -
Lascade -
> I Reset Vo Tie 13 Reset Volume :
LI | 10813volpaniia L [ + [ Mo actibn selected
’%i“”s EEEEEEEEE |_E]i”°"s Mo Parafneters
= I l;l
5= I ¢l
e Ll 100 =l 3 AN AW bl e 1
Show ar hide the Actions panel l_ MNUM & e
1 Select the frame, button, \—E Click Window = Actions E] Create and start a sound. I Get the volume value.
or movie clip to which you to open the Actions panel.

want to add ActionScript.

Note: This example uses file
volppan.fla, which you can find on the
CD that accompanies this book.

1 Get the pan value.

B Associating the variable
with a dynamic text box,
enables you to display the
value the variable returns to
the user.

B Associating the variable

with a dynamic text box
enables you to display the

value the variable returns to

the user.



WORKING WITH OBJECTS

EX&E You can use a script similar to this one to set the pan. In

this script, if the pan is less than 95, the script increases the
pan by 5 each time the user releases the mouse after
clicking on a button. If the pan is greater than or equal to
95, the script sets the pan to 100. You can create a separate
button to decrease the pan in much the same way.

Button
on (release) {
pan = beat.getpan|() ;
if (pan < 95) {
beat.setPan (pan + 5) ;
pan = beat.getPan() ;
} else {
beat.setPan(100) ;
pan = beat.getPan () ;

}
}
\ 7
:
%’% Flash 5 - [0813volpan._fla] Object Actions (<] !)’g Flash 5 - [0813volpan.swi] [_[5]x]
D} File Edit “iew Insett Modify Test Contral [[ 3 Objest Actions| @[r & File Edit Yiew Control Debug Window Help - 5'|5|
ools - ools Mlauie:
Teoks | £ Scenel _ ﬂJl Object Actions v|a [_T L R
on (release) I L Fr Fiate: 12,0 frisec 2KBE=
2 Ations . ; song. setvo lume (50); =l siee: s2KB(3EIE) | 268
i song.setPani75y; & A Duration: 1 r(0.1=] 2008
pan=song.getFan(y: Prelu;i:u?n\:szr[W.Zs]
vol=song.getvolume(); O U Eranduidth: 2400 Bis (200 Bfir)
7 & ==
| H > © & Currert Valume 50
i &£ 2 Current Pan 75
Wiew Sl View
g vt Fa i Q.
Colore Colors i Reset Yolume
7 . 7
Reset Volume ‘ 3]
A5 [ o action seifoted L1
L Mo Parameters) (O
(A
| K »5]+¢
e [ f100 | - | =l
@ a [ [NOM]|
I3 select the frame, button, E1 Get the new pan and T Click the button to test B Clicking the button resets
or movie clip to which you volume values. your movie. the pan and volume values.
want to add ActionScript.
p EX Move to the test

—d Reset the volume and pan  environment.

lues. . ,
vaiues Note: See page 38 for instruction on

how to test your movie.

207




FLASH ACTIONSCRIPT

USING THE SELECTION OBJECT

selectable, the user can click and drag to select text

located in the text boxes. You use the selection
methods to obtain the beginning and ending points of user
selections. This is useful when you want your movie to
respond to or display information in response to a user
selection. You use the getBeginIndex method and the
getEndIndex to retrieve the index position of selected
text. The syntax for getBeginIndex is

I f you make your dynamic text boxes or input text boxes

Selection.getBeginIndex () ; .
The syntax for getEndIndex is
Selection.getEndIndex() ; .

The Selection.getBeginIndex and the
Selection.getEndIndex methods do not take
arguments. The Selection.getBeginIndex method
returns the index position of the beginning of the selection.
The selection.getEndIndex method returns the index
position of the end of the selection. The first position in a
text box has an index position of 0, the second an index
position of 1, and so forth. When the cursor is not located

in a text box, the Selection.getBeginIndex and
Selection.getEndIndex methods return —1.

When working with text boxes, if you need to
know the location of the blinking cursor, use the
Selection.getCaretIndex method. The syntax
for the Selection.getCaretIndex method is

Selection.getCaretIndex() ;.

The selection.getCaretIndex method does not take
any arguments. If the cursor is not located in a text box,
selection.getCaretIndex returns a —1.

If you need the variable name of the field in which the
cursor is currently located, use the Selection.getFocus
method. The syntax for the Selection.getFocus
method is

Selection.getFocus(); .

The Selection.getFocus method does not take any
arguments. It returns the name of the variable in which the
cursor is currently located. If the cursor is not located in the
text box, selection.getFocus returns null.

USING THE SELECTION OBJECT

#@ Flazh 5 - [0814selection.fla]

Object Actio P

5[]l I»ILI

[& File Edit Wiew Insert Modify Test Contral | Window| Help =121 x| #ulMovie Explorer] 3 Object Actions] @ [»
Tools | % Scenel Mew Window Clrl+alt+ B B ﬂj‘ Object Actions =i
W k Ve Pl ks T e Basic Actions = onC [1pEvent (mousedMove) 1
= . = [[TAl Aetions
4 A Parels » Operators
Fanel Sets » Functions
o O Save Panel Layaut,.. = Froperties
7 6? Close Al Pansts o+ Objects
an FR ong orag to select ] Actions Ctrl+Alt+A _I
A A =
© & ated in the text Ef Movie Explorer — [\SCir+Al+M H
Al o e
iew [ [| Debugger
Q. 1 Libray Ctikl
= F  Common Libraries »
alars
T Generstor Dhjests
e e Nl ||
éﬂ F LI.F;A\ T T T T [:7 U2 —
...... Lrne 2 b
m The seript  ocated 1 v 1 0514sslection fla |
Options 1 behind this mavie clip. | o Parameters.
]
[TTTTTTTT]

el =l | NG )

Show ar hide the Actions panel

[ INOM |

\—E Click Window = Actions

to open the Actions panel.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file
selections.fla, which you can find on
the CD that accompanies this book.

—E] Set the event to Mouse

B This causes the script to
execute every time the mouse
moves.

move.



WORKING WITH OBJECTS

Eij You can use the selection methods to determine what the user
has selected. In this script, two words appear on the screen.
Flash displays one word spelled correctly and one word
spelled incorrectly. The user is instructed to select the word
that is spelled incorrectly. If the user is successful, the script
responds, correct. Otherwise, the script responds, wrong.

Frame |
setProperty (codeMC, _visible, false);

MovieClip
onClipEvent (mouseMove) {
_root.begin = Selection.getBeginIndex () ;
_root.end = Selection.getEndIndex () ;
if (_root.begin == 0 && _root.end == 9) {
_root.response = "Correct!";
} else if (_root.begin ==10 && _root.end ==19) {
_root.response = "Wrong";
} else {

_root.response = "";

}
}
\. J
Object Actio x &% Flash 5 - [0814selection.swi] (=] ]
1 Object Actions @[ < Eile Edit ‘iew Contol Debug ‘window Help == x|
ﬂj‘ Object Actions J_[v = [ju‘s n\:ngsi:xmnpixels SKE;
anC 1ipEvent (mouseMowve) { LI FrFiate: 120fzec $KB
L root.begin = Selection.getBeginIndex(); = Size: 4KB (4749 6] ke
—| —1"root.end = selection.getendindexi); 4 A Dursticn: 1ir(D-1] 2008
| —_root.caret = Selection.getiaretindexiy; P'E‘D;:mz:g:“as]
_root.focus = Selection.getFocus(); G O Eandwidkh: 2400 Bis (200 Bif)
7 .
& & SampleA ISttt ey ...
H # 3 Dynamic Text Box to salect ted ocated in the texd boxas.
——v—
Mo
SampleB
CElE Input Text Box
/.
©
Mo Parameters. s
n End BB ]
Behind this mevie clip.
sl
- | =l
G o [ INU|
E1 Get the BeginIndex 4 Get the Focus value. —E Test your movie by M The BeginIndex,
value. clicking and dragging to EndIndex, CaretIndex
E Move to the test | t tg t gg g d F ¢ | d I !
H Get the EndIndex value environment selecttext and tocus vaiues display
: ! on-screen.
I3 Get the caretIndex Note: See page 38 for instruction on

value. how to test your movie.




FLASH ACTIONSCRIPT

GET PROPERTIES

ovie clips have a number of properties, including function is
Mheight, width, location, and visibility. You can getProperty (instanceName, property) ;.

retrieve the properties of a movie clip using the
getProperty function. Use the instanceName argument to specify the instance

for which you want to retrieve a property. Use the

Retrieving movie clip properties enables you to perform property argument to specify the property you want to
actions based on the property value retrieved. For example, retrieve. This example retrieves the height property of a
you can create a button that enables the user to toggle the movie clip named sampleMC: getproperty (sampleMC,
size of an object between small, medium, and large. You _height); .
retrieve the current _height and _width values and reset
the values based on the value retrieved. You can retrieve You can also retrieve movie clip properties by placing the
the _x and _y properties of a movie clip to determine the instance name followed by a dot in front of the property.
location of the movie clip. The _x property gives you the Here is the syntax: instanceName._property; .
x coordinate of a movie clip and the roperty gives .
the y coordinate of a movis clip. You_c);r‘: adpd 5¥ogthe Use the instanceName argument to specify the name of
x coordinate to move the movie clip 5 pixels to the right. the instance for which you want to retrieve a property. Use
You can subtract 5 from the x coordinate to move a movie the property argument to specify the property you want
clip five pixels to the left. to retrieve. This example retrieves the height property of a

movie clip named sampleMC: sampleMC._height; .
You can use the getProperty function to retrieve any
movie clip property. The syntax for the getProperty

GET PROPERTIES

5‘;{& Flash 5 - [1001 getproperties_fla] Object Actio =
[ File Edit View |nset Modify Test Control | Wwindow | Help -3 x A Object Astions| @[
Ea wi =181x]
Tools | & Scenel New Window Crrl+lt+H @ &, ﬂj‘ Object Actions |
[T k & 50 Toolbars YRR w s |m on (release) { -
— v Tools alphav = getFroperty (blTuemc, b
/ € ||@ salingMC = cFramey = getProperty C(hlusmc, bH
& A Eanels ' drargetv = getProperty € bluemc, bl
@ Button Fanel Sets 4 — focusRecty = getProperty ( bluemc, '
O O D Test . b -”u Save Panel Layout. j floadedv = getproperty (bluemc, a3
3 Clase All Panel heightv = getproperty (bluemc, bH
7 & BB @ || 3G Shse Al Penci ] houalityw = getProperty (hluemc, b
© & Actions \_ Ctri+Ait+A =] namev = getProperty (bluemc, bH
Movie Explorer WS Cti+alt H qualityv = getProperty (hluemMc, e
X 9 o o . . Output rotatev = getProperty (bluemc, bH
3 Debuager soundv = getProperty (hluemc, bH
1\ﬂew : ; = targgltv =b_g‘EtPererty Chluemc, e =
\I” Library Cirl+L TotalrFy =blusmc, B
CJ ‘Q LComman Libraries » urly = Bluemc, H
= e Generator Obfects totalFy =hTuemc. H
sm totalrv =hluamc. ;
Cascade = wisv = blueMc.
& m | o e i =
Pzl = | Mo action selected
1 Moviel
’i“c'"s = TomeE || v 21001getproperties fla Mo Parameters
] - e -
S| ar”
BTl B2 =l A @3 A% A D
Show or hide the Actions panel ’7 MNUM & e
Select the frame, button, M This example uses a —E] Get the movie clip M You can use the
or movie clip to which you button. property values using the getProperty function to
want to add ActionScript. LB Click Window = Acti getProperty function. retrieve a property, or you
. ) Ick VIndow ctions can precede the property
Note: This example uses file to open the Actions panel.

gelproperties.fla, which you can find %Hgvtv:% rg;) \ngil pname
on the CD that accompanies this book. ’




DEMYSTIFYING FUNCTIONS

You can use the script that follows to toggle the size
of a movie clip. The script is associated with a button.

TYPETHIS:

on (release) {

if (getProperty (_root.blockMC, _height ) == 50 && getProperty (_root.blockMC, _width) == 50) {
setProperty (_root.blockMC, _height, 100);
setProperty (_root.blockMC, _width, 100) ;

} else if (getProperty (_root.blockMC, _height ) == 100 && getProperty (_root.blockMC, _width) ==100) {
setProperty (_root.blockMC, _width, 150);
setProperty (_root.blockMC, _height, 150);

} else if (getProperty (_root.blockMC, _height ) == 150 && getProperty (_root.blockMC, _width) ==150) {
setProperty (_root.blockMC, _width, 50);
setProperty (_root.blockMC, _height, 50);

RESULT:

Each click of the button toggles the size of the movie clip blockMC from 50 pixels x 50 pixels, to 100 pixels
x 100 pixels, to 150 pixels x 150 pixels, back to 50 pixels x 50 pixels.

focusrect 1
_> framesloaded 1 > framesloaded 1

\. J
#£% Flash 5 - [0901 getproperties. swf] HE #£% Flash 5 - [0901getproperties. swf] [_[5]
é File Edit Wiew Control Debug ‘Window Help == x| @ File Edit Wiew Contol Debug Window Help = |

alpha 100 alpha 100

currentframe 1 currentframe 1

droptarget droptarget redMC

focusrect 1

target IblueMC y 138.1 target Bluemc v 153.5
height 104.2 totalframes 1 eicht 104.2 totalframes 1
highguality 1 url ileC)inty% 2000cumentsiActionScript¥% 20800k Hightuality 1 url filefifCIMy% 20Documents/ActionScript% 20800k
name blueMC visible e yscale 84.004211 ame hlueMC visthle e yscale 84.004211
witith 1015 widith 101.5
quality HIGH . 1547 ymouse 279.1 uality HIGH . 3065 ymouse 2481
rotation 0 Xmouse 519.25 Tptation 0 Xmouse 322.85

soundbuftime 5 uscale 81.835937 | i 5 xscale 81.835937 @

3 Move to the test M Clicking the button [3 Drag the blueMC over the M The screen displays the
environment. displays the blueMC redMC. movie clip properties
properties. including dropTarget.

Note: See page 38 for instructions —d Click the button to get the
on how to test your movie. dropTarget property.

H Click the button to test
your movie.




FLASH ACTIONSCRIPT

USING GET TIMER AND GET VERSION

of milliseconds that have elapsed since a movie started

playing. This function is useful when writing games.
For example, you can write a game that gives the user 10
seconds to perform an action. You can retrieve the number
of milliseconds that have elapsed when the user starts and
you can stop the game 10 seconds later.

You use the getTimer function to retrieve the number

The syntax for the getTimer function is getTimer () ; . m

The getTimer function does not take any arguments.

You use the getvVersion function to retrieve the version of
Flash Player the user is using and the platform on which the
user is working. The getVersion function only returns
information if the user is using version 5 of Flash Player or
higher. The getVersion function is useful when you want
to display a different set of instructions to each user,
dependent on their platform, or you want to ensure that

The syntax for the getVersion function is getVersion() ; .
The getVersion function does not take any arguments. The
following is an example of what the getVersion function
returns: WIN 5,0,17,0. The WIN indicates the user is using
Windows. The 5,0,17,0 indicates the version of Flash Player
the user is using.

You can use getTimer to specify when a movie
clip appears on the screen. The example that
follows uses getTimer to display a movie clip
on the Stage after 5 seconds have elapsed.

Example:
onClipEvent (enterFrame) {
_root.timeV = getTimer ();

if (_root.timeV >= 5000 ) {

the version of Flash Player the user is using is compatible ) SEESECEEEY (PR EEeRit, TLELSE,
with your movie. ;
}
\ v
USING GET TIMER AND GET VERSION
BFiosn 3 _[0302vcrincs sul] =2
[ Fle Edt Wew Inset Modiy Text Qunhmn < File Edit View Contiol Dsbug Window Help TS|
Took | & Scene +| = Objest Actions |~
[T k & 50| onClipEvent {(enterFrame) {
7 & |2 Actions ¢+ O *| _root.script. = false;
t A [—roct.timery = getTimer (J;
oo & B —_ I@" ‘i _root.versionyv = getversion| () Timer: 5496 |
7 S Version: |[WIN 5,0,30,0 |
© & |Timer: || >
# & fyersion:
(T [ TTTTT
moQ L[] L L1
Eolors The script il
/W is lotated H [ Line 5}
o here. [ woParamersrs
L] )
Options
3
5| ¢/ 1L ® -
BN 2 | B3 A SEw
[ [Hom]

LK1 Select the frame, button,
or movie clip to which you
want to add ActionScript.

E Click [@ to open the
Actions panel.

—EJ Get the timer using the
getTimer function.

1 Get the version using the
getVersion function.

Note: This example uses file
vertimer.fla, which you can find on
the CD that accompanies this book.

B Move to the test

M The screen displays the
environment.

timer and version.

Note: See page 38 for instructions
on how to test your movie.



USING EVAL

DEMYSTIFYING FUNCTIONS

retrieve a variable, property, object, or

movie clip from a string. This function is
particularly useful when you have concatenated
strings to form the variable, property, object, or
movie clip name.

You use the ActionScript eval function to

The syntax for the eval function is

Exfra

EXAMPLE

eval ("sampleMC") ;
100) ;

set ("x" + 1,

The table that follows illustrates the eval function.

RETURNS

_levelO.sampleMC
100

b = )i
eval ("sampleMC._visible");

)

eval ( "x" + 1

eval (expression) ; . Use the expression
argument to specify the variable property,
object, or movie clip you want to retrieve. If the

true
[object Object]

soundObj = new Sound (

. iabl soundObj.attachSound( "music" );
expression argument represents a variable or soundObj . start () ;
property, eval returns a value. If the expression d = eval("soundObj") ;
argument represents an object or movie clip, L )
eval returns a reference to the object or movie
clip. If ActionScript cannot find the expression
the argument represents, eval returns
undefined.
Flash 4 used the eval function to simulate arrays.
If you are authoring for a Flash 5 environment,
use the Array object to create arrays.
USING EVAL
$bFlash 5 - [0903evolsw] B
[ Fle Edt ¥i (50 Obiect Aations] BID < Ele Edit Wiew Contil Debug Window Help =8| =]
g Scene 1 ﬂjl Object Actions v e
on (release) {
W Layer X = %13t
set [("wvar 4%, Math.round ¢ Math.random () ¥ 1003;]
wo= eval (Cwvar'+x);
z = "wvar"+x; R
BB H Variable Name: var1
(I
I -
o > Assigned Value: 4
i
H ‘1 4 |
o | Mo action selected.
Mo Parameters. |‘ Submit |
@ a
’5£ o EEATSR0 -
[ [Now)
é] Increment the value of x

EB select the frame, button,
or movie clip to which you
want to add ActionScript.

4 Click the button to test
your movie.

3 Move to the test

by one. environment.

—Z3 Assign a random number
to a variable.

L Retrieve the values.

Note: See page 38 for instructions
on how to test your movie.

M Clicking the button
retrieves the value assigned to
the variable and the variable
name.

Note: This example uses file eval.fla,
which you can find on the CD that
accompanies this book.

—H Click to open the Actions
panel.
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FLASH ACTIONSCRIPT

CONVERT A STRING TO A NUMBER

string even if the value contained in the string is a

number. If you need to perform a mathematical
calculation using a value contained in a string, you must
convert the string to a number.

You cannot perform mathematical calculations using a

You can use the number function to convert a string to a
number. You can also use the number function to convert a
Boolean to a number. The Boolean true returns 1 and the
Boolean false returns 0. The syntax for the number
function is Number (expression) ; .

Use the expression argument to specify the string or
Boolean you want to convert. For more information on the
number function, see Chapter 4.

You can also use the parseFloat function to convert a
string to a number. The parseFloat function converts a
string to a floating-point number. A floating-point number is
a number that contains decimal places. If the string contains
both numeric and non-numeric characters, the parseFloat
function starts at the left and converts each character until
it reaches the first non-numeric character. The parseFloat

function ignores blank spaces preceding a string. If the first
character in the string is not a number, parseFloat
returns NaN, which stands for not a number.

The syntax for the parseFloat function is
parseFloat (string); .

Use the string argument to
specify the string you want to convert.

In addition to the parseFloat and number functions, you
can also use the parseInt function to convert a string to a
number. The parseInt function converts a string to an
integer. An integer is a number that does not contain
decimal places. The syntax for the parseInt function is

parselnt (expression, radix); .

Use the expression argument to specify the string you
want to convert. Use the radix argument to specify the base
from which you want to convert the string. Valid values are 2
to 36. The parseFloat function returns the value in base 10.

CONVERT A STRING TO A NUMBER

[& File Edit ¥iew |nsert M || 3 Object Actions| @|» B; File Edt Yiew |nsett M || 31 Object Actions B0
Tools | & Scenel 4| = Obiect Actions v |~ Tools |, Seenel | = Obiect Actions v~
[T k on (release) { [T k on (release) 1
= outputiumbery = MNumber (inputNumbery); = m outputFloaty] = parseFloat(inputFleaty |);
¢ A i A !
O 0 (G|
s & ||BB 7 g | BE
@ & T H & T H
) r F’ I T
— r rr—
B N e
RUPIO N | 1 2
Colors prewn |- Colors bt |‘T“
/E |No action selected, /ﬂ |No action selected,
Ly j”“ T MoPaamers=. Ly 1 71' T MoParametses
o T CliFy) ISdSESESEER
Options el I Options et I+
I £l
‘5‘*(| 4 & o ;g‘;(‘ 4 & o
50 =l 5 = AR ] @ [0 50 =l 03 AMNDS Al
[ [NOM [ NUM

USING THE NUMBER FUNCTION

0 Select the frame, button,
or movie clip to which you
want to add ActionScript.

H Click [ to open the
Actions panel.

—E1 Convert a string to a
number using the number

Note: This example uses file function.

tonumber.fla, which you can find on
the CD that accompanies this book.
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USING THE PARSEFLOAT

M Associating the variable
FUNCTION

— Select the frame, button,

A Convert a string to a

with a dynamic text box
enables you to display the
value the variable returns to

or movie clip to which you
the user.

want to add ActionScript.

—l Associating the variable
with an input text box
enables you to accept user
input.

number using the
parseFloat function.



DEMYSTIFYING FUNCTIONS

EX‘EE{ You normally count 0, 1,2, 3, 4,5,6,7, 8,9, and then you add a new column to
form the number 10. You count in base 10. You work with 10 digits. You can
count in other bases. For example, you can count in base 2. When you count in
base 2, you only have two digits with which to work — 0 and 1. You start a new
column after you use the second digit. The table shown here illustrates:

BASETEN BASETWO COMMENTS

0 0

1 1

2 10 Using base two, you are out of digits. Form a new
column.

3 11

4 100 You are out of digits again. Form a new column.

5 101

6 110

7 111

You can use the parseInt function to enter a number in a base other than 10 and
return a base 10 value. Use the radix argument to specify the base of the number
you are entering.

\ J

[2 Fle Edt View Inset M |3 Object Actians] @r <7 Fle Edit Yiew Contiol Debug ‘Window Help NI
Tools | &) Scene1 4| =|[ Obiect Actions e
[T k on (release) 1

7P EUTpUEINtV]= parseInt (TApUTIALY], radixv); Enter value: -1123.456

] b

i A

0 n A tomeer ]| 123.456

7 & || BB H

) |© ¢ [

# & et Enter value: 123.456ahc
Wiew S I

0 Q fidd - 123.456

Colors g |- < | »

7 [ Mo aston sslected

‘&H T " Mo Parameters. E -

e nter value: 1100

w5 T

Option= = I+ ) |

) Enter radix: 2

) B @ -

[ hum]

£ Click the buttons to test

your movie.

USING THE PARSEINT FUNCTION

LA Select the frame, button,
or movie clip to which you
want to add ActionScript.

d Convert the string to a
number using the parseInt
function.

E3 Move to the test
environment.

—ll Associating the variables
with a dynamic text box
enables you to display the
value the variable returns to
the user.

Note: See page 38 for instructions
on how to test your movie.

M The script applies the
number, parseFloat, and
parselInt functions to your
entries.

] Type values in the text

—ll Associating the variables
boxes.

with an input text box
enables you to accept user
input. 215




FLASH ACTIONSCRIPT

EVALUATE FOR MATHEMATICAL ERRORS

non-numeric values. If you try to perform a

mathematical calculation using a non-numeric value,
ActionScript will return an error message. When you
request information from the user, the user may enter a
non-numeric value when a numeric value is required. You
can use the isNAN function to test whether a value is
numeric or non-numeric. If a value entered by the user is
non-numeric, when a numeric value is required, you can
send a message requesting that the user enter a number.

You cannot perform mathematical calculations using

The syntax for the 1sNAN function is 1sNaN (expression) ;
Use the expression argument to enter the expression you
want to evaluate to determine if it is a number. The isNAN
function returns true if the expression is not a number and
it returns false if the expression is a number.

When an expression returns infinity, that can be an
indication of a mathematical error. For example, when you
divide by 0, the result is infinity. You can use the

isFinite function to test whether an expression returns
infinity.

The syntax for the isfinite function is

isFinite (expression). Use the expression
argument to specify the expression you want to test. The
isFinite function returns true if the expression is not
equal to infinity and false if the expression is equal to
infinity.

The isFinite expression also returns false if the
expression is equal to negative infinity or positive infinity.
ActionScript defines negative infinity as any value that is
smaller than the smallest value ActionScript can represent.
Positive infinity is any value that is larger than the largest
value that ActionScript can represent. The smallest value
ActionScript can represent is approximately 5e324. The
largest value ActionScript can represent is approximately
1.7976931348623158e+308.

EVALUATE FOR MATHEMATICAL ERRORS

te (numberC1nputAj/numbEr(1nputEj) —= false) {
errorMessage = “vou cannot divide by z

output = 73

}oelse {

output = number (inputa) /  number (Inpute);

errorMessage =

_

& & || a8l

[g; File Edit Wiew Inset Modity Test (][ ObjestActions] @[ 70 Objeet Actions] @]
T
& Socene 1 4| = [ Bbisct Actions ¥4 4| = [ Tbisct Actions |«
on (release) { | 1 on (release) {
Tnput i i NpUt B

if (isnan( 1nputA) || disnan(inpute)) {

] Divide |
[Line 12}
[Line 123
] cd
o0z =1 £ 2 A A0
T @ =

{ V‘r‘orMessage Enfer a number.

{output = ""

1} else if[(isFinite Cnumber (inputA)/number (inputB)) == false) {]
errorMessage = "vou cannot diwvide by zero.

output = "";

} else [

number (InputB);

output = number‘(w nputa) /
errorMessage = H

1 Select the frame, button,
or movie clip to which you
want to add ActionScript.

E click[A@] to open the
Actions panel.

—EJ Determine if the values
are numbers using the 1sNAN
function.

Note: This example uses file
tonumber.fla, which you can find on
the CD that accompanies this book.

—ll Associating the variables
with input text boxes enables
you to accept user input.

_n Send an error message to

3 Set the results of the

W Associating the variables
with dynamic text boxes
enables you to display the
values the variables return to
the user.

the user if a value is not a
number.

calculation to a blank space
if a value is not a number. A Test for infinity using the

isFinite function.
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m You can test user entries to determine if they are numbers. In the example
that follows, if all entries are not numbers, the script returns an error
message. If all entries are numbers, the script calculates an age based on
the entries made.

Example:
on (release) {
if (isNaN(monthV) || isNaN(yearV) ||[isNaN( DayV)) {
errorMessage = “Please enter numbers.”;
result = “ “;
} else {
monthU = monthv-1;
birth = new Date( yearV,MonthU, DayV );
today = new Date();
age = Math.floor ( (((((today-birth)/1000)/60)/60)/24)/365);
result = “You are “ + age + “ years old.”;
errorMessage = “”;
}
}
\ v
e ooy .-
+| = Obiect Actions 4] file Edit Yiew L D e He
on (release) {
if CisNaNC inputa 3 || isNaNCinputB)) {
E:ESETET?%? = "Enter a number."; Input Value A
} else if (isFinite Cnumber(inputA)/number(inputB)) == false) {
| prrerersars « T Cammet urde by SereT]
™ —|Out ut =
’7 }else T i _
_> }'Zﬁﬁzmggszgzbirﬁ‘?wW ke (D ou B |> Divided by Input Value B
0 Divide
Equals

]

| You cannot divide by zZero.

[re 12}

b Parametrs

@ 2
Id Send an error message to EX Perform the calculations if | &l Move to the test Click the button to test
the user if the expression there are no errors. environment. your movie.
returns infinity. . - . . T
L I Set the error message to a | Note: See page 38 for instructions I ActionScript will display
] Set the results of the blank space if there are no on how to test your movie. an error message if your entry
calculation to a blank space errors. LB Type the value in the input in not a number or if the
if the expression returns Epe € value i themput — cajculation evaluates to
infinity. text boxes. infinity.
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CREATE A SCROLLABLE TEXT BOX

hen working with dynamic or input text boxes, you
Wmay have more text than will fit in the visible area
of the text box. You can use ActionScript to create

buttons or scroll bars that enable the user to scroll up or
down the text box or move to a specified line.

ActionScript numbers each line in a text box sequentially.
The first line is line number one. Variables that are
associated with dynamic or input text boxes have a scroll
and maxscroll property. The scroll property returns the
topmost visible line number in the text box. You can set or
retrieve this value. The maxscroll property returns the
topmost visible line in the text box when the last line of text
is visible. You can retrieve the maxscroll value, but you
cannot set the maxscroll value.

The syntax for the scroll property is
variableName.scroll = x; . Use the variableName
argument to specify the variable name associated with the
text box. Use the x argument to specify the line number
you want to assign to the scroll property. For example, if

CREATE A SCROLLABLE TEXT BOX

you want the user to move to line one on the release of the
mouse after pressing a button, use the syntax shown here:

on (release) {
text.scroll =1;

}

To retrieve the scroll value, use the syntax scrollvalue =
variableName.scroll; . As the user scrolls through a
text box, the Flash Player updates the variable
scrollValue.

The syntax for the maxscroll property is
variableName.maxscroll; . Use the variableName
argument to specify the variable name associated with the
text box. The example shown here displays the last lines of
text when the user releases the mouse after pressing a
button:

on (release) {
text.scroll = text.maxscroll;

}

& Flash 5 - [0906scrollfla] || Dbiect Actions ]
E} File Edit Yiew Insett Modify Test Contre|[ F Frame Aotions| G» [& Eile Edit Wiew [nsert Mo |[ $ Objeot Actians 4
Teoks | & Scenel ﬂj‘ Frame Actions ﬂ:l [ Took | & Scene 1 ﬂjl Object Actions ﬂ:‘
LI & o 0Olhl text = ami ¢ [TL} on (release) {
=l = [text.scroll = text.scroll + 1;|
b A | Laer L | & A
O O O O
7 & 1BE il 3 H 7 & || BE H
© @& () @
& 9 & P
Wiew View
" Q ) Q
Colars 4 » Calors
7 Line 1: test = "when working with dynamic of input tent baxes, you may havi 7 No action selecled
& I =" Y ] hlo Parametsrs
mAD o Walue: Iw’henwnrkingwilh dynarmiic of input teut boyes, you may mul I Ex Lo o
Options Options
" | n
»5[=¢] [l - ~s\~<|l;1‘ s
oL 100 - &3 A 2[A | 100% =l HE A% A0
[ |Hom] [ [Mow]

1 Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file scroll.fla,

which you can find on the CD that
accompanies this book.

E Click [A] to open the
Actions panel.

—EJ Assign text to an input or
dynamic text field.

— In this example, text is the
variable name and the
variable is associated with an
input text box.

A Select the frame, button,
or movie clip to which you
want to add ActionScript.

M The Actions panel will
become active.

M This part of this example
uses a button.

[ set the scroll value to its
current value plus one.

M Each time the user releases
the mouse after clicking the
button, the text box will scroll
down one line.
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You can use the script shown here to create a
continuous scroll button. When you press the button,
the text box scrolls until you release the button. Start by
creating a button and attach the script shown here.

Example:
on (press) {
var press = true;
}
on (release) {
var press = false;

Convert the button to a movie clip. Select the button
and click Insert => Convert to Symbol to open the

Symbol Properties dialog box. Type a symbol name in
the Name field and select Movie Clip as the Behavior.
Attach the script shown here to the movie clip. In this
example, the variable text is the name of the text box.

Example:
onClipEvent (enterFrame) {
if (press == true) {

_root.text.scroll

_root.text.scroll + 1;

[2 Fle Edit Yiew Inset Mo |[ 3 Obiect Actians ol < File Edit Wiew Contiol Debug Window Help == x|
Tools é Scene 1 ﬂjl Object Actions ﬂ:l
[T k | on (release) { ]
7 & |2 Actions [text.scroll = text.scroll - T;] 0
& A ¥When working with dynamic or
o0 input text boxes, you may have
;o BE more text than will fit in the
———————————— H visible area of the text box. In
© & cases like this, you can use
&
Wiew o
" Q —
Colars.
. H No action selected
o Ho Parameters.
B EEE '@
Options
3
5| =¢/ I @ o
| 100 = 0@ ALl< Al
[ [Hum]

3 Select the frame, button,
or movie clip to which you
want to add ActionScript.

M The Actions panel will
become active.

I set the scroll value to its
current value minus one.

M Each time the user releases
the mouse after clicking the
button, the text box will scroll
up one line.

E3 Move to the test
environment.

Note: See page 38 for instructions
on how to test your movie.

EJ Click the buttons to test
your movie.

B When you click the down
button the text scrolls down.
When you click the up button
the test scrolls up.
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CREATE A CUSTOM FUNCTION

arguments to pass values to a function. The function

performs operations on the values passed to it and
returns the results. ActionSctipt comes with several
predefined functions. For example, the functions
getProperty, getTimer, random, and getVersion are
all predefined by ActionScript.

3 function is a reusable block of code. You use

You can create your own custom functions using the
function action. The syntax for the function action is

function functionName (al, a2, ..
statement (s)
¥

.an) {

Use the functionName argument to name your function.
Use a1 to aN to specify the arguments to pass to the
function. Arguments are optional. Use the statement
argument to define the operation the function performs.

When creating a custom function, you use the return
action to specify the value the function should return. The

CREATE A CUSTOM FUNCTION

syntax for the return action is return expression; .
Use the expression argument to define the value to
return. The expression argument is optional.

The following is an example of a custom function that you
can use to round a floating-point number to two digits and
return the value

function twoDigit (number) {
return math.round (number * 100) /100;

}

The name of the function is twoDigit. It takes one
argument — number — and it returns the value of the
number rounded to two digits after the decimal point.

When using Normal mode, you use the evaluate action to
include a custom function to your script. The evaluate
action creates an empty line with a semicolon.

@E\Ie Edit View [nsert Madify |[ 3 Frame Actions| @) [g} File Edit Wiew Insett Modify || 3 Objest Actions @l
Tools | i Seene ﬂj‘ Frame Actions |~ Teols | i, Scene 1 ﬂjl Object Actions | A
[T k &5 0[] function twodigit (number) { [T k &5 0 ' on (releasey L
Y=l [[return math.roundChumber ¥ 1000/100;] (= . : twoDi g'it;
& A 3 A ¥
O O O
7 & BB =il H & I—
© &
) T =
A T T = {orenamm
My Q |[seneT ] ey et
Colors by | Colors | 1]
V) Semmmni H ”——— Ho action selected 7 H " T | No action selected
1
'gﬂ,llllllHH o '@ﬂluuu'}H Ho
®(75)(H .. Round LB H Round [
Options ptions
n o}
»5 ¢ [Led e ‘SI*(\lél e
=T =l EEYNEE B N =] B3 ADS a W
[ nomM [ [HUM|
1 Select the frame, button, E Click [ to open the I3 select the frame, button, B Associating the variable
or movie clip to which you Actions panel. or movie clip to which you with a dynamic text box
want to add ActionScript. want to add ActionScript. enables you to display the

K] Create a function.
Note: This example uses file

function.fla, which you can find on the
CD that accompanies this book.

L Use the function you

value the variable returns to

the user.
created.

—l Associating the variable
with an input text box
enables you to receive input
from the user.
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You can call a function from any Timeline,

Example:

_root.sampleMC.twoDigit (123.456) ;

including the Timelines of loaded movies. To call
a function from another Timelime, precede the
function with the target path using dot syntax.

If you omit arguments

your movie. If you sen

ActionScript passes the argument to the function as
undefined. This can cause errors when you export

function call, ActionScript ignores them.

A function does not have to return a value. For
example, you can create a function that initializes

during a function call,

d extra arguments during a

It is a good practice to document your functions values.
with comments. Include the input, outputs, and J
purpose of the function in your comments.
When creating a function, it is a good idea to use
local variables. The scope of a local variable is
limited to the curly braces that enclose it. Using
local variables in a function prevents other
scripts in the movie from reading the variables.
ActionScript treats arguments passed to a
function as local variables.
\ J
8 Flash 5 [0907function.fla] HEE
[ Fle Edt View lncst Modfy Test [ Contiol | Window Heln NS < Ele Edit View Control Debug Window Help EITET]
Tools | & Scene1 Elay, Enter @@‘
Bewind| [Etrl 1R - -
x k& o e = 5 &R Enter a floating point number
Eep o = . L.
g : Step Backiverd — with more than two digits after
‘est Movie Ctrl+Enter i i -
C O athviE c\smEmEr = the decimal pOII'It.
77 Test Scene Chrl+Al+Enter —LI_
Loop Plapback - l_ 1 23.456789
— |© o =P i | | _
s 9 jﬁ ] .#Eﬁ - Number rounded to 2 digits:
Hiew fifefacie thad tup Hibitsla - Enable Simple Bultons CtlvltB
N"J Q ‘IV‘T ma I Mute Sounds
e | iR [123.46 |
> | P |
om |l e
Lif) ) Round Rou nd
Options
Ll <
4\4\,;4 | _>|J
= = T
Run the maovie in test mode: ’7 ’W

3 Click Control = Test
Movie to move to the test
environment.

—d Type a floating point
number with more than two
digits after the decimal point.

E Click the button to test
your movie.

B The function rounds the
number you entered to two
digits.
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VIEW THE HIERARCHY OF MULTIPLE MOVIES

refers to the main Timeline as _levelO0. You create

other levels when you use the 1oadMovie command
to load SWF files. You assign newly created levels a level
number. You can use any level number you want, but only
one movie can be on a given level at a time.

You create Flash movies on a Timeline. ActionScript

You can turn any Flash movie into a movie clip. You can
embed a movie clip symbol within a Flash movie, and you
can embed multiple instances of a movie clip symbol inside
itself or other movie clips. Loaded movies can have movie
clips on their Timeline. In addition, those movie clips can
have movie clips on their Timelines.

Flash Player organizes the movies and movie clips in your
movie into a hierarchy, called the display list. Movie

VIEW THE HIERARCHY OF MULTIPLE MOVIES

Explorer enables you to view the display list while you are
authoring a Flash movie. You can also view the display list in
Debugger. The display list graphically represents the
relationship between Timelines. If you make a change to a
Timeline, your change will affect all of the Timelines on the
Timeline that you change. Timelines can send messages to
other Timelines. For example, one Timeline can tell another
Timeline to stop playing, begin playing, or perform any
other action.

When you place a movie or movie clip on the Timeline of
another movie or movie clip, they form a relationship. The
movie or movie clip that you place on the Timeline is the
child. The Timeline on which you place the movie or movie
clip is the parent. Any change that you make to the parent
will affect the child.
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—n Click Window = Movie
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B3 Click [+ to view nested

Timelines.

Movie Explorer opens, and
the display list appears.



WORKING WITH MULTIPLE TIMELINES

Eij The display list in Movie Explorer shows the When using Debugger, you can view the display list.
hierarchy of the movie. You can use the display When viewing the display list in Debugger, the
list to see a graphical representation of a movie addition and removal of movies and movie clips
and all the objects included in the movie. You display instantly. The display list in Debugger also
will find Movie Explorer particularly useful when presents a hierarchical representation of the movie.

you are examining a movie developed by
someone else. Movie Explorer provides you with
a mechanisn that allows you to easily understand
how a movie is put together.

. 7
[$oFlash 5 - o0displapta) __ MEIE a 001 display. fla B[] 2
E Ty Movie Evplare] @ :I E Ty Mawie Enplarer] @[ :I

= - Gola Location
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[ I | @ e Select Symbol lstances -
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] e Z ] bue ki Z
I ircleSquarel & rex ireleSquarel R EHES
% E::: JeSquarehic) E::: feGauarehiC) Editin Place
Bl B sumbel Definition(s) El Bl symbol Deiiniion(z) EdtinHeow Window
= blue » Show Mavie Elements
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& e J ] e Copy Textto Cliphoard J
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Paste
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Callapse Branch
Collapse thers
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The path to the selected M You can use the Filtering The pop-up menu appears.  Note: You can use the menu to
item appears on the buttons to limit the categories navigate Movie Explorer, edit
Status bar. of items Movie Explorer objects, or print the hierarchy.

. displays.
—ll You can use the Find text play

box to search for items. —E] Click [ to display the
pop-up menu.
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ASSIGN TARGET PATHS

Timeline you want to target. There are two types of

target paths: absolute and relative. An absolutepath is a
fixed address; it is always the same. A relativepath is not
fixed. You determine the relative path based on the
Timeline that calls the action.

Flash defines a target path as the address of the

ActionScript bases both absolute and relative target paths
on the movie hierarchy. You can view the movie hierarchy
using the Movie Explorer display list. An absolute path
address begins with the name of the level the targeted
movie clip was loaded into and includes the name of each
instance until it reaches the target instance. For example, if
you place a movie clip with an instance name of redmc on
the main Timeline, the absolute path to reamMc would be
_level0.redMC. If you add an instance named

ASSIGN TARGET PATHS

triangleMC to the Timeline of the movie clip redmc,
the absolute path to triangleMC would be _level0.
redMC. triangleMC.

There are two methods used to specify a target path: dot
syntax and slash syntax. Dot syntax separates each item in
the path with a dot — for example, _level0.redmcC.
triangleMC. Slash syntax separates each item in the path
with a slash — for example, _level0/redMC/triangleMC.

ActionScipt bases a relative path on the relationship
between the controller Timeline and the target Timeline.
You can only use a relative path to target objects on the
same level. Use the alias _parent to refer to the parent of
the current Timeline. When using slash syntax, you use . .
to move up the hierarchy.

&% Flash 5 - [1002path.fla]

]
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Show or hide the Actions panel UM Shing Functiors b ® -

E Click Window = Actions
to open the Actions panel.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file path.fla,
which you can find on the CD that
accompanies this book.
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K] Click [ = Functions =

targetPath to select the
targetPath Action.
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EX&E | When using dot syntax, you can use the keyword | You use _level followed by the level number to

this to refer to the current Timeline. refer to the main timeline for a level. If you want to
reference the main Timeline for level 5, you use
_levels. If you want to reference to the main
Timeline for level 0, you use _level0.

You can use the _target property to return the
target path in slash notation. The syntax for the
_target property is

You can also use _root to refer to the main

B e Timeline. You use the _root property to refer to

Use the instance name argument to specify the main Timeline for the current level. For
the movie clip for which you want the target example, if you are on level 5 _root refers to the
path. main Timeline for level 5. If you are on level 0,

. _root refers to the main Timelime for level 0.
You can use the targetPath function to return

the target path in dot notation. The syntax for g
the target path functions is

targetpath (instanceName) ;

Here also, use the instanceName argument to
specify the movie clip for which you want the
target path.

Actio z
70 Object Actions] @|¥ < Ele Edit Yiew Contil Debug Window Help =18 x|
ﬂjl Object Actions ﬂ:‘

Aotions - .

(2] s oath| - targetPath (sai MC); |Path Name: Ievelo_sa|IMC|7

Functions 1 =

Froperties

Objects

. > e
el
Line 2: Path = targetPath [zaiMC];
Espression: [[Fath = targetPath (s3iMC) Get Path
@ - -\
Type your expression. M If you associate the variable H Move to the test [3 Click the button to test
. . . with a dynamic text box, you  environment. your movie.
B This expression retrieves n display the value th
the target path and assigns it can cispiay |he vale e Note: See page 38 for instructions The targetPath function
getp 8 variable returns to the user. : X .

to the variable path. on how to test your movie. retrieves the target path.
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LOAD AND UNLOAD MOVIES AND MOVIE CLIPS

movies or movie clips in concert or in sequence

without closing Flash Player. Using the 1oadMovie
action, you can easily change movies without opening a
new Web page. The syntax for the 1oadMovie action is

The loadMovie action enables you to play several

loadMovie (URL , target/location, variable) ;

Use the URL argument to specify the absolute or relative
URL of the SWF file that you want to load. Relative paths
must be based on the location of the SWF file, and the URL
must be in a subdomain of the current movie. When you
are testing Flash movies, all SWF files must be stored in the
same folder.

You can use the 1loadMovie action to replace a movie clip
with a Flash movie. The targeted movie clip must have a

LOAD AND UNLOAD MOVIES AND MOVIE CLIPS

unique instance name. The loaded movie will inherit the
position, scale, and rotation properties of the targeted
movie clip. If you want to replace a movie clip, use the
target argument to specify the movie clip that the loaded
movie clip replaces. The target argument is optional.

Flash organizes movies into a hierarchy called /evels. You
use the _level property to specify the level. The syntax for
the _level property is _levelN; . Use the N argument to
specify the level number. The movie loaded at _level0
sets the frame rate, background color, and frame size for all
other movies.
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E Click Window = Actions
to open the Actions panel.

B8 select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file load.fla,
which you can find on the CD that
accompanies this book.

K] Click [# = Basic Actions =

Load Movie to select the
loadMovie Action.
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EX&& The 1loadMovie action enables you to break a You can use this script to load a movie and send
large project down into its component parts and variables using the post method.
load each movie when needed. Several small
movies play faster and use memory more Example:
efficiently than one large movie. loadMovieNum ("sample.swf", 1, "POST");

You can use this script to replace a movie clip
with a movie when the user releases the mouse
after clicking a button. Note the location at
which the loaded movie appears. Also note that
if you rotate or scale the movie clip, the loaded
movie inherits the properties.

Example:
on (release) {

loadMovie ("redstar.swf", "blueStarMC") ;

Dbject Actio x % Flash 5 - [load_swf] =[] x]
51 Object Actions @[y <« Fle Edit Yiew Contiol Debug ‘Window Help =18
ﬂjl Obiect Actions
Basic Adtions &
Betions

Operatars

Functions A P

[@] Froperties
= + A

Object. -
jicts “/_’x‘

Line 2: loadhovieNum [“sailboat.swf*, 1);

URL: [[sailboat.swt ™ Espression e

Loeation: | evel ;”I‘ [# | Esprezzicn
Variables: || Don't send =l

& e

————

Load Movie Unload Movie

- Type the URL of the M If you are replacing a E Move to the test EX Click the button to load
movie that you want to load. movie clip, type the target environment. your movie.
hi f performi
—H Click [5 and select the Sti:tp (l)nstead o performing Note: See page 38 for instructions B Your movie loads.
location where the movie ' on how to test your movie.

will load. 4 Click [=] and select how

ou want to send variables.
M To load a movie, select Y

Level. To load a movie clip, M You can choose from Don’t
select Target. Send, Send Using Get, or

3 1ype a level number. Send Using Post. CONTINUED } 227
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LOAD AND UNLOAD MOVIES
AND MOVIE CLIPS (CONTINUED)

_level0. When loading a movie, you can specify a

level. You can use any level number that you want, but
only one movie can be on a given level at a time. When
loading a movie, use the Location argument to specify the
level into which you want to load the movie. When you
load a movie into level 0, the new movie will replace the
current movie, and all other levels will be unloaded. When
you load a movie into a level occupied by another movie,
the new movie will replace the movie at that level. When
you load a movie into an unoccupied level, all existing
movies will remain, and the new movie will be loaded.

The main Timeline for every movie is located on

You can send variables to the CGI scripts using the
loadMovie action. The Variable parameter in Normal
Mode presents you with three choices: Send Using Get,
Send Using Post, and Don’t Send. Use Send Using Get to
append a small number of variables to the end of the URL.

LOAD AND UNLOAD MOVIES AND MOVIE CLIPS (CONTINUED)

£%Flash 5 - [1003l0ad.fla]

Use Send Using Post to send variables separate from the
URL. Send Using Post enables you to send a larger number
of variables. Use Don’t Send if you do not want to send any
variables. Use the variable argument to specify the
method that you want to use to send associated variables.

You use the unloadMovie action to remove a movie
loaded using the 1oadMovie action. The syntax for the
unloadMovie action is

unloadMove (location) ;

Use the location argument to specify the level of the
target movie that you want to unload.

When you select 1oadMovie in Normal Mode, Flash may
substitute LoadMovieNum. For an explantion of
LoadMovie and LoadMovieNum, see the appendix.

Actio x
D} File Edit Wiew Irset Modify Test Control) Window | Help 3 Object Actions] @) |[»
Tools | & Scenel Hewwindow Ctrl+alt+N | I ~|[Obiect Actions v|a
[T 3 & 50 o Toolbars 3 | Basic Actions * GoTo Escgo
v o |ra v Tods Actions b Play Escepl
e — Operators 3 Stop Escest
bl h v
& A B &[G Eanels 4 Functions » Toggle High Quality Esc+g
Parel Sets 4 d Properties 3 Stop All Sounds Esctss
o O Save Panel Lapout... Obiects » Get URL Escrau
/ 67 Cloge All Panels TE———— - Exeii
© & Actions . Ctri+Alt+A Load MW'B E sc+Im
Movie Explorer ks Ctilsltsh Unload Movie | Esc+um
T Output Tell Target Ly Esct
— e If Frame Is Loaded  Esc+l
OnMouse Event  Esc+on
ey Library Ctrl+L
= LComman Libraries 3
olors
Generator [hjests
e
LCascade
& Tile -
L ?l p] 1 Movie] [ Mo action selected
Cptions e v 2100300ad fla Mo Parameters.
f L
L -
-5 [~¢jid I >
< | mifroon = | 3 A% A W
Shaow or hide the Actions panel NUM @ o

Select the frame, button, B This example uses a button
or movie clip to which you . . .
want to add ActionScript. —H Click Window = Actions

to open the Actions panel.
Note: This example uses file load.fla,
which you can find on the CD that
accompanies this book.

. L] Click [# = Basic Actions =

Unload Movie to select the
unloadMovie Action.
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The following example loads a movie.

Example:

loadMovieNum ("sample.swf", 1);

The following example unloads a previously
loaded movie.

Example:

unloadMovieNum (1) ;

The following example replaces a movie clip with

When you load a movie on another movie, the
loaded move is aligned with the upper left corner of
the movie into which it is loaded. To ensure proper
alignment, it is a good idea to make both movies
the same size.

a movie.
Example:
loadMovie ("sample.swf", "sampleMC");
\ 7
Dbject Actio x % Flash 5 - [load_swf] =[] x]
51 Object Actions @[y <« Fle Edit Yiew Contiol Debug ‘Window Help =18
ﬂjl Object Actions v -
Basic Actians on (release) |
Betions unlo ienum (13
Opsratars 1 ~
Functions A P
Froperties g
Objests e ﬂ‘ A
*—r—_—,——-

Line 2: unloadMovieNum [1];

|

Lowation: [Level ||7 Etpreszicn

————

Load Movie —| Unload Movie |

B Move to the test
environment.

Type a Level number.

Note: See page 38 for instructions
on how to test your movie.

H Click the button to unload
your movie

Click the button to load
your movie.

M Your movie loads. M Your movie unloads.
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USING TELL TARGET

statements to a movie clip. You can also use

tellTarget to send statements to a movie that
was loaded using the 1oadMovie action. You assign the
actions that you want the target movie or movie clip to
perform to a frame, button, or movie clip. The frame,
button, or movie clip to which you assign the actions is the
controller. The movie or movie clip that receives the actions
is the target. A targeted movie clip must have a unique
instance name and must be on the Timeline of the movie
on which you create the controller. The syntax for the
tellTarget action is

You can use the tellTarget action to send

tellTarget (target) {
statement;

}

Use the target argument to specify the target path to be
controlled. Use the statement argument to specify the
statements that you want to send. You can use the Insert

Target Path dialog box to specify the target movie clip. To
open the Insert Target Path dialog box, click the Insert
Target Path button in the lower-right corner of the Actions
panel.

When using the Target Path dialog box, use the Notation
radio buttons to specify the type of notation that you want
to use. You can choose from dot and slash. The default
notation type is dot. You use the Mode radio buttons to
specify the mode; you can choose Relative or Absolute. The
default mode is Relative. If you choose the Relative mode,
the tree view displays only movie and movie clip instances
that are located on the controller Timeline and their
children. You can use the keyword this to refer to the
current Timeline.

If you choose the Absolute mode, the tree view displays all
the loaded movies and movie clips and uses _level or
_root to designate their location.

USING TELL TARGET

&% Flash 5 - [1004telltarget.fla]

Select the frame, button,
or movie clip to which you
want to add ActionScript.

to open the Actions panel.

Note: This example uses file
telltarget.fla, which you can find on
the CD that accompanies this book.
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= OnMouseEvert  Esceon
Library Chrl+L
= LComman Libraries 3
olors
Generaton bjects -
L2 Cascad
Cascade
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Show or hide the Actions panel [ [NOM| @] =
E click Window = Actions

Y Click [ = Basic Actions &
Tell Target to select the
tellTarget Action.

M If you want to open the
Target Path dialog box, click
the Insert Target Path

dialog box.




WORKING WITH MULTIPLE TIMELINES

EX&& Before you can tartget a a Timeline, the Timeline Flash 5 deprecated the tellTarget action. You
must be in Flash Player. You cannot target the should use the with action when you are authoring
Timeline of a movie or movie clip that is not for a Flash 5 environment.

loaded. If you are targeting a movie clip, the
playhead must be located in one of the frames of
the movie clip. If the movie clip is in frames 1 to
10 and the playhead is in frame 11, you cannot
target the movie clip.

Dbject Actio

30 Objest Actions| ()

ﬂjl Object Actions v -

Basic Actians on (release) |

Aatians tellTarget ("_Tevell") {

Operatars
Funetions
Propetties

Objects

%

&% Flash 5 - [telltarget_swf] HEEE
QEHB Edit “iew Contol Debug ‘Window Help =13 x|

| Line 2: tellTarget [*_levell"] {

Taiget; I_\mu ||' Espression e
4' Load Movie | |-I Start Movie
& o "
4] Type a Level number. [ Move to the test Click the button to load \—E Click the button to start
environment. your movie. your movie
= 5| Type your statements.
Note: See page 38 for instructions M Your movie will load. M Your movie will start.

B Type the actions you want

on how to test your movie.
to execute.
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USING THE WITH ACTION

tellTarget action to send statements to movie clips

and to movies that have been loaded with the
loadMovie command. As when using the tellTarget
action, you assign the actions that you want the target
movie to perform to a frame, button, or movie clip. The
frame, button, or movie clip to which you assign the actions
is the controller. The movie or movie clip that receives the
actions is the target. The with action is preferable to the
tellTarget action because Flash 5 deprecated the
tellTarget action. In addition, the with action has a few
advantages over the tellTarget action. For example, the
with action can take a movie clip or other object as a
target. When you use the tellTarget action, you must
specify a target path, and the tellTarget action cannot
target objects. As with the tellTarget action, you can use
the with action to perform multiple actions on the same
target. The syntax for the with action is

You can use the with action instead of the

USING THE WITH ACTION

with (object) {
statement (s) ;

Use the object argument to specify the movie, movie clip,
or object on which you want to execute the statements. Use
the statement argument to specify the statements that
you want to execute.

ActionScript uses the following order to determine the
scope of the with action: 1) the objects under the
innermost with action, 2) the objects under the outermost
with action, 3) the activation object (the activation object
is an object that ActionScript creates automatically when
you call a function; it holds the local variable called by the
function), 4) the movie clip that contains the script that you
are executing, and 5) global objects such as Math and
String.

Select the frame, button,
or movie clip to which you
want to add ActionScript.

to open the Actions panel.

Note: This example uses file with.fla,
which you can find on the CD that
accompanies this book.

LE] Click [ = Actions =

with to select the with

Action.

& Flash 5 - [1005with.fla] 15 Dbje < =
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Eij Using the with action, the following script adjusts the Using standard syntax, the following script
_xscale, yscale, and _alpha properties of the block adjusts the _xscale, yscale, and _alpha
movie clip when the user releases the mouse after properties of the block movie clip when the
clicking a button. user releases the mouse after clicking a

button.
Example:
on (release) { Example:

with (block) {
_xscale = 50;
_yscale = 75;
_alpha = 40; block._yscale = 75;

} block._alpha = 40;
J }
Using the tellTarget action, the following script
adjusts the _xscale, yscale, and _alpha properties
of the block movie clip when the user releases the
mouse after clicking a button:

on (release) {
block._xscale = 50;

Example:
on (release) {
tellTarget ("block") {
_yscale = 75;

_xscale = 50;
_alpha = 40;
}
}

Object Actio x £%Flash 5 - [with_swi] 2] x]
0 Dbject Actions] [Gl0 <y Ele Edit Wiew Contol Debug Window Help =8|l
| =|| Object Actions
Basic Actions & on (release) {
Actions
Operatars ~
% Functions - o~

Propetties
Objects W/_J_.JM‘

el

Line 2 with [_levell] {

Object: IJEUEH el

| _Loadmovie || |-| Start Movie
& o
L

Type a level number if 5] Type your statement(s). 3 Move to the test B The movie will load.
ou are targeting a movie environment .
Iyoaded wit% thegloadMovie B Type the statements you Click the button to start
action or type a target path if want to execute. Noz‘;): Sefe ;;ag[e 38 for /ngifuci/ons your movie
you are targeting a movie o oW o est your movie. M The movie will start.
clip. —ﬂ Click the button to load

your movie.
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DUPLICATE MOVIE CLIPS

currently on the Stage, use the duplicateMovieClip

I f you want to make a copy of a movie clip that is

action. The duplicateMovieClip action enables you
to create a new instance of a movie clip while the movie is
playing. The syntax for the duplicateMovieClip action is

duplicateMovieClip (target,

newName, depth) ;

Use the target argument to specify the name of the
instance that you want to duplicate. Use the newName
argument to specify the name that you want to give to the
new instance. The depth argument is used to specify
stacking order. Stacking order determines how objects
appear on the Stage when objects overlap. Objects with a
higher depth number appear to be in front of objects with a
lower number. Assign each object that you duplicate a
depth number. If you place a new instance on the same
depth level as an existing instance, the new instance
replaces the existing instance.

Duplicated movie clips always begin playing in frame 1.

DUPLICATE MOVIE CLIPS

Obie
F Object Actions]

ActionScript does not copy the variables in the parent
movie clip to the child movie clip. If you delete the parent
movie clip, ActionScript will automatically delete the child.

ActionScript places the child

movie clip directly on top of

the parent. You can use the _x and/or _y properties to
change the location of the duplicated movie clip. Each
instance of the duplicated movie clip must have a unique
name. You can append an incrementing number to the end
of the movie clip name to make each instance unique.

You use the removeMovieClip action to remove instances
created with the duplicateMovieClip action. The syntax
for the removeMovieClip action is

removeMovieClip (target) ;

Use the target argument to
you want to remove. You can

specify the movie clip that
also use the

removeMovieClip action to remove movie clips created
with the attachMovie and duplicateMovie methods.

@ |[r 1 Object Actions| @ |r
4|~/ Obet Actions v« 4| =/ Obst Actions v|a
Basic Actions - Basic Actions - on (release)
@] Actions B Actions
Operators Operators
Functions B Functions
Properties H Properties
Objects Objects
E | |xl | ]
Ma action selected. Line 2: duplizateMovieClip [redDatMC, "copyMC", 1);
Mo Parameters. Target: IreantME [¥ Espression
Mew Mame: |cuwMC ™ Espression
Diepth: |1
& oa & a
Spant T [T T T T T T T T T T Thtans T T T T T T T T T T
[m H Duplicate \ H:H Remove Duplicate| FH = [m H Duplicate Remove Duplicatﬁ =
5[ -¢/ el N | d| 5[ ¢[ el I N »
=1l (23 -1 3 A ag[m]w ey | 6@ A TS AW
CAP |NUM CAP NUIM

Kl click Bl to open the
Action panel.

1 select the frame, button,
or movie clip to which you
want to add ActionScript.
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Note: This example uses file
duplicate.fla, which you can find on
the CD that accompanies this book.

M This part of this example
uses a button.

m 3 Duplicate the movie clip.

] Reset the _x property for
the new instance so that the
new instance does not appear
on top of the existing
instance.

M Each time the user clicks
the Duplicate button, the
new duplicate instance
replaces any existing
duplicate instance.

4 select the frame, button,
or movie clip to which you
want to add ActionScript.
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EX&& Using the following script, you make the movie Assign the following code to a button. The
clip that you are going to duplicate draggable. statement copyMC = "newDot" + i;
You start by attaching the script shown here to a concatenates the current value of i with newbot
button to make the button draggable, and then and assigns the result to the variable copyMC. The
you click Insertz>Convert to Symbol to convert statement 1 = i + 1 increments the value of i by 1.
the button to a movie clip. You name the movie This ensures that each instance of the duplicated
clip redpotMcC. movie clip has a unique name. You use the set

property action to place the duplicate next to the
original. Unless the user drags the duplicate to a
new location, each new copy will be stacked on the
previous copy.

Example:
on (press) {

startDrag (redDotMC) ;
}

on (release) { Example:
stopDrag () ; on (release) {
3} copyMC = "newDot" + i;
You can use the script that follows to duplicate a duplicateMovieClip (redDotMC, copyMC, 1);
movie clip. Assign the following code to frame 1 setProperty (copyMC, _x, redDotMC._x +100);
to initialize i to 1. You use i to set the depth and =
to ensure that each instance of the duplicated .
movie clip has a unique name: J
i=1;
\. J/
Dbiect Actio = % Flash 5 - [1006duplicate_swf] -5 x]
71 Object Astions] @i < Ele Edit Wiew Contiol Debug Window Help =18 x|
=[Ot i ools ovie: 7
ﬂJlUblectACtIDﬂS = - D|: 550 % 400 pizels
s [ e eTens T D30} iy T
||[@) eetions [ removeMovieCTip C(copyMC); e S QKB EEE] Pt
erators Duration: 1H[0.15)
S:,,cl;”s 12 b A Frelaad: 41 (035) Pt
Settings: 00
F"E‘P””ES H o O Bandwidth: 2ﬂgDDEHs[2DDEHFr] 2008
[@] objects ) EE———
) yee
= & D
[ No action selected. e
P — I Q
Colors.
71
® I
& = LIl
— ——
‘m H Duplicate |I Remove Duplicate| ':H = ‘m Duplicate | | | Remove Duplicatell
Bk | _>|J »5|+¢ 5
IEIW = B @ AL AW Ll
[CAP [WUM | [CaF [HUM |
3 Remove the movie clip. Note: See page 38 for instructions Click the button to E] cClick the button to
on how to test your movie. duplicate your movie clip. remove the duplicate movie
Move to the test 4 P Y P clip P
environment. B A duplicate of your movie
clip will be created. M The duplicate of your

movie clip will be removed.
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CREATE SMART CLIPS

reprogram without using the Action panel. Smart

clips enable you to create ActionScript that people
with no programming ability can modify. You define a list
of options that affect the movie clip look or behavior.
Designers select from those options.

3 smart clip is ActionScript that designers can

You start the creation of a smart clip by creating a movie
clip. Include any values you want the smart clip to pass to
the movie clip as variables in the movie clip.

You define smart clips in the Define Clip Parameters dialog
box, which you can find by selecting Define Clip Parameters
from the Options menu of the Library. In the Define Clip
Parameters dialog box, you use the [#] button to add

new parameters and values. You use the [=] button to

remove parameters and values. You use the [¥] and [4]
buttons to change the order of parameters.

The Define Clip Parameters dialog box enables you to add
the values from which the designer can choose. You specify
a value type of Default, Array ,List, or Object. Default
enables you to default the value the designer can select to a
string or number. Array enables you to provide the designer
with a list of values from which he can choose. The designer
can add or remove values from the list. List enables you to
create a list of values that the designer can choose from but
cannot modify. The Object type enables you to declare
several related elements and specify the names and values.
For example, you can use the Object type to specify the
elements in an array.

CREATE SMART CLIPS

#% Flash 5 - [smartclip_fla]

[ Fie Edt Miew lnset Modfy |[Z2Mose Evplorer] 5 Dbject fietions 5]

DObject Actions [ =]
3

& Scenel ﬂj‘ Object Actions |~
il onClipEvent (load) {
changeColor = new Color{this);

H changeColor.setRGE(parseintilcoTory));
}

o | o

i Text Contral Help
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i W’W New Window Chil+lt+H
o Tockbas o ‘..‘6‘..;5‘..‘56.”%'*‘:
i Tools =
i Panels 3
Parel Sets 3
Save Panel Layout. =
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& b 5 e — Movie Explorer Chltehd
- = | A Dulput
boatC 11 Debugger
[E] cloudst .
=71 Library Ctrl+L
@ clouds3 - Common Libraries
[E] clouds4 Eenerater Dbjects
[ tand3 Cascade
[E] saiboat Tile =
FE|_sand 1 Maviel

v 2 smartclip.fla
i

L.I | Ll;l

507 E| 3 A A W

3 AMNS AW

EJ include variables that the
user can set in your script.

&l Create a movie clip.

Note: This example uses file
smartclip.fla, which you can find on
the CD that accompanies this book.

Note: A parameter is a variable.
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K] Click Window = Library

H Click to select the movie

to open the Library panel. clip in the Library.
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When you place a movie clip in the Library, it is
available only to that movie. You can use the
common library to make a movie clip available
to all movies. Because smart clips are reusable
code, it is a good idea to place them in the
common library.

To add a file to the common library, copy
the file to the Libraries folder under the
Flash application folder. To use the file, click
Window = Common Libraries and select the
file from the submenu. Drag the file from
the common library onto the Stage.

You use smart clip parameters to change the
behavior or appearance of a movie clip. Smart clip
parameters are passed to the movie clip when the
movie clip loads. Smart clips display a unique icon
in the Library window.

o 7
—fy Test Contiol ‘window Help S ———— 21y Ted —Parameler - @] =
Bl [[E 3iems Dptions 4 +|- =] B
MNew Symbol... m T 5 | [Mame [¥alue [Tupe: =
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Mave to New Folder,
Duplicate ~| ~|
Delste s < | I | v
Edit
= = o —
Background Editwth. 2l G E|
E‘ birds Properties.. E‘ birds 3
boatMC Linkage... [# boatMC J
E‘ cloudsT Define Clip Parameters... E‘ cloudsT Link ta custam LI
] clouds? Select Unused ltems ] clouds? (@|
1 cloudst gl';datg ] cloudst ~ Description
E‘ land3 d E‘ land3 (Choose from the Colory lis to select you movie back ground colar, d
Erpand Falder | |
E sailboat Calapoe Folder E sailboat
L sand I R L sand =l
@6 ol ' Enprarc] 4l Follders BE6 @ ﬂ_l ’
% Collapse SlFolders o
Shared Library Properties... = — =
Kl Keep Lise Counts Updated | _»|_| K| WV Lock ininstanc Ll ﬂl L _’|—I
B0 > Update Use Counts Mow Fia] A & @ B0% ;l Pl AT @ @
B click Options = Define A Click [ to add a E Double-click Value to
Clip Parameters to open the parameter. open the Values panel.
Define Clip Parameters

dialog box.

i Double-click here and
type a variable name.

—E Double-click here and
select a type.

CONTINUED }
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CREATE SMART CLIPS (CONTINUED)

Parameters panel. You can enter any information you

want in this field. The Clip Parameters panel has a
Lock in Instance box. The Lock in Instance field prevents
the user from renaming parameters. It is a good idea to
check this box.

You enter notes in the Description field of the Clip

A smart clip parameter is a variable. When you create or

modify your movie, you define the variables. The designer
uses the Clip Parameters panel to select parameter values.
Selecting a parameter value assigns a value to the variable.

You can use smart clips for any repetitive programming
tasks. For example, you can create menus, buttons, list
boxes, logos, games, or other types of movie clips and use
smart clips to change or modify them.

Let us say you have a movie clip. Sometimes the designer
wants the movie clip to play with a blue background. At
other times, he wants the movie clip to play with an orange
or black background. You can create a smart clip that allows
the designer to select the hexadecimal code for the
background color he wants to use.

You start by creating ActionScript that will change the
background color, including a variable that defines the
color. Enter the name of the variable that defines the color
in the Name field of the Define Clip Parameters box. Use
the Value field to list the possible values.

When the designer opens the Clip Parameters panel, he
will be able to select the hexadecimal code he wants to
use from the list you provide.

CREATE A SMART CLIP (CONTINUED)

B Click OK.

—m Double-click here and
type a value.
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—m Click [#] to add a value. —m Click OK. —m Select the movie clip. E Click Window = Panels =
Clip Parameters to open the

M Select the black

background. Clip Parameters panel.



CREATING SMART CLIPS

A smart clip custom interface enables you to pass
values to a movie clip using a movie instead of
the Clip Parameters panel. If you create a custom
interface, when the designer selects Window =
Panels = Clip Parameters from the menu, Flash
presents the custom interface instead on the Clip
Parameters panel. The designer makes selections
from the custom interface.

It is a good practice to save the custom interface
SWEF file and the FLA for the smart clip that uses it
in the same directory. If you use your smart clip in
multiple files, the SWF file for the custom interface
and the FLA for the smart clip should always be in
the same relative location.

If you place your custom smart clip in the common
library, you must copy the SWF to the Libraries
folder with the same relative path that you specified
in the Define Clip Parameters dialog box.

. >y
&% Flash 5 - [smartclip_fla] HEE &% Flash 5 - [smartclip_swf] [_Ta[=]
[& Eile Edit ¥iew [nsert Modify Test Control ‘Window Help =|=1 x| "} File Edit ¥iew Control Debug Window Help == x|
& Scene 1 2. 4.
| a000 5 RN
[P Scene e+ [0 | -
B Background £ ¢ *
& -
BE o || ele) ) T s [os 3] 3 pni
Clip Parameters =] == }_*f_’ o
[Foraneed______ =[] i
Hame “Walue | [
colar OWHS3EE -] i ¥ e ——
000000 —
O:GGWFF &) [
0xif9966 =
<
505 = ] AflS A W

—m Click [=] to select a value.

M You can use your smart
clip to select a background
color for your movie.

m Move to the test
environment.

Note: See page 38 for instructions
on how to test your movie.

8 Your movie plays
automatically when you
enter the test environment.

Parameters panel.

M The background of the
movie appears in the color
you selected in the Clip
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CREATE A SMART CLIP CUSTOM INTERFACE

designer can reprogram without using the Actions

panel. The designer uses the Clip Parameters panel to
select from a list of options you set up. You can create a
custom interface for a smart clip. A custom interface
enables you to pass values to a movie clip using a movie
instead of the Clip Parameters panel. Using a custom
interface, you can create smart clips that are user friendly
and aesthetically pleasing.

3 smart clip enables you to create ActionScript that a

You start by creating a movie that will act as the interface.
The movie should provide the user with options that can be
used to select the values the user wants to set.

You pass the values to the smart clip using an intermediary,
or exchange, movie clip. An intermediary movie clip
contains nothing. It is completely blank. You do not place
any graphics, buttons, movie clips, or ActionScript in an
intermediary movie clip.

CREATE A SMART CLIP CUSTOM INTERFACE

You use the Symbol Properties dialog box to create an
intermediary movie clip. Simply specify a Name in the name
field and select movie clip as the behavior.

Intermediary movie clips have an instance name of xch.
You must place an instance of the exchange movie clip on
the main Timeline of the custom interface movie. Create a
layer and name the layer Exchange Clip. See Chapter 1 for
more information on creating layers. Place the intermediary
movie clip in frame 1 of the Exchange Clip layer. The
intermediary movie clip appears on the Stage as a small
dot. Use the Instance panel to name the movie clip instance
xch. The xch movie clip instance must always be loaded.
You can pass arrays and objects through the xch movie clip,
but you cannot pass nested arrays or objects.

£ Flash 5 - [1102colorSC.fla] L= ¢ Flash 5 - [1102colorSC. fla]
E} Eile Edit Wiew Inzet Modify Text Contol Window Help |7 x E} FEile  Edit E\ew Modify  Text Control window  Help
2 Seenel 2 Scenel M @ 2)
“Movie Explore] et Aictions) | New Symbol... s —
&9 0Ol [ESERBRERIRE A i ot B0 20 25 a0 35 40 45 50 ‘H*|
B cusominerec 7+ - | SRANIRCETEE S I cusom e S =
@ imi on (release) { [+ & — zoies [ moe 4] | I
selectiony = "Black"; ———  Fame Fa |
H [—root.xch.coTorV = parseInt(0x000000);] e SR
1 Keyframe F&
Blank Keyframe F7
[Clear Kevframe: Shift+FE
& = Create Motion Twesn
Scene
Hemave Scene.
e . s
Swatcir Swatcir imm Symbol Properties
Barhgros [RENEE] brhgrau NRRRRRE ame: fuch | 0K
olor ook r l
——  Behavior & |p, Cl C. |
[EEEEEE| | - NEEEEE| ('E;::wm | coea|
g D ] J | Graphic Help
03 = BEAtlmaw [ = |
B0 Create a movie to use as a | Note: This example uses file B You must create the é Click Insert & New
custom interface. colorsc.fla, which you can find on intermediary movie clip Symbol to open the Symbol
the CD that accompanies this book. with an instance name of Properties dialog box.
xch. Do not place any

1 Add statements that pass
parameters to the xch movie
clip.
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—11 Type a name.

H click Movie Clip to
select it (O changes to @).

A Click OK.

graphics, buttons, movie
clips, or ActionScript in the
intermediary movie clip.




CREATING SMART CLIPS

EX]H Flash ships with smart clips that you can use to
create interactive learning applications. To find
these smart clips, click Window => Common
Libraries = Learning Interactions. The Learning
Interactions smart clips enable you to create
true/false, multiple choice, fill-in-the-blank,
drag-and-drop, hot spot, and hot object learning
applications.

With the true/false smart clip, you can create
applications with an either/or option. The
multiple-choice smart clip enables you to create
applications that allow the user to select from a
list of options. The fill-in-the-blank smart clip
enables you to create applications that allow the
user to type in one or more responses. You can
use the drag-and-drop smart clip to create
applications that require the user to drag objects
to a defined area. Use the hot-spot smart clip
when you want the user to select one or more of
the defined areas. Use hot object when you want
the user to select one or more predefined
objects.

&% Flash 5 - [1102colorSC.fa] &% Flash 5 - [1102colorSC.Aa-1]
[& Eile Edit ¥iew [nsert Modify Test Control ‘Window Help =|=1 x| [4 Ele Edit ¥iew [nsett Modify Test Control| Window | Help
2 Scenel @ A, New Window CtibsltsN @ A,
a0l 5 b 5 % 5 % = w 5 » I TS w Taokars IR
g i - BP ExchangeClip f * Ieeb |
[ Custom Interlace =] ne = [E SR Library - 1102coloiSC... | Panels v -|
& || 4] fi)e) | 77 [r2en [foo i M= iterns Options_ il [ zane‘lfatle Y 3
— ave Panel Layout..
;I Close &l Panels ;I
I L Actions Clbted,
I Movie Explorer Chil+alt+hd
= Output
Debugger
Mame —— =|irT
T BB O A L
Swalctr gl Common Libraries 3
. . 12" & Blus Bution ZI I Generator Dbjects
: ‘ oo w9 Drange Black O Cascade
:l‘;“ I-.;‘ H 1 Moviel
1]z = 2 smartclip.fla
EEERE] i@ Hall x> 3 1102smartclip.fla
alor = - v 41102colorSC.fla:1 =
K| | _»l_I K | _'I_I
pis - SeAmaaw| || | D@ A% AL
I Click to create a new EJ Double-click and type EX click window = Library m 1] Drag the intermediary
layer. to name the layer Exchange to open the Library. movie clip from the Library
Clip. . onto the Stage.
P 0 Click to select frame 1 of &
Note: See page 4 for more the Exchange Clip layer. B Select the instance that
information on layers. you just dragged onto the
Stage.

>
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CREATE A SMART CLIP CUSTOM
INTERFACE (CONTINUED)

arameters are variables that are included in statements If you want a smart clip that can change the background
Pin your custom interface movie. You use parameters to color of a movie clip, you can create a smart clip that allows
pass values to the xch movie clip. In Normal mode, the user to select the hexadecimal code for the background
you can use the set variable action to set the variable. The color from a list in the Clip Parameters panel. Unfortunately,
following is an example: hexadecimal codes are not user friendly. You can create a
custom smart clip that enables the user to click on the
_root.xch.colorV = parseInt (0x000000) ; background color they want to use.
The example sets the value of a variable named colozrv. Start by creating a movie that will act as the custom
Note that the intermediary movie clip is included in the interface. The movie should include options that allow the
path name. Place your statements that pass parameters in user to select a color. Use a variable to pass the selection to
the custom interface movie. When you complete your the xch movie clip. Place the exchange movie clip on the
custom interface movie, publish it as an SWF file. Stage. In the movie that uses the custom smart clip, use the

Ul field of the Define Clip Parameters dialog box to link to

In the movie that uses the custom interface, you link the the custom smart clip.

smart clip to the movie using the Define Clip Parameters
dialog box. Place the path to the smart clip in the Link to
Custom Ul field.

CREATE A SMART CLIP CUSTOM INTERFACE (CONTINUED)

*-Flash 5 - [1102colorSC.fla]
[} File Edit Wiew Inset Modfy Test Control | ‘Window | Help e
— Mew Window Clsaltel & St i Hew Wwindow Tt
Taolbars e o | —— TS | Todlhars MW W g
Tools Tools =]
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Ealcal Fill Panel Sets » 3 Panel Sets 3 _'I
Stroke Save Panel Layout... Save Panel Layout...
Transfom Close All Fanels L T . Close All Panels 2]
% Actions Clrl+lt+d Background Actions Clrl+lt+d
| Mixer Movie Explarer Clrl+Alt+bd @ birds el Mavie Explarer Clrl+Alt+hd
I =
Swatches Output . Outgut
+ Debugger baatC Diebugger
Character  ClileT & cloudst
Paragriaph  ClileShiftsT Library Ctlel [vibary o
- TesOplions Common Librariss , 5] clouea Eommon Libraries ,
T WEEEEEE  GereistonCbjscts 5] cloudst W GerestonObjects
Ha !A‘_w Effect E! Cascade 5] land3 LCascade | |
olor Clip Parameters Tile @ sailboat Tile
Frame LUl 1 1102smatcip.la T = sand v 11102smartclp flat
———'T‘——' Sound v 21102colorSC fla Behwior [MowieClp o] ] sun = 21102colorSC fla
1 cene 3 smartclp fa Mame: ffuch | B26e @kl _’I—‘
Generat =
g enerator T 3 T 5
505 =l 50 =l HEANS AW
Click Window = Panels & & Publish your movie as an 16 Open the movie with K Click Window = Library
Instance to open the Instance ~ SWF file. which you want to associate to open the Library.
anel. ) . the smart clip. . .
P Note: See page 32 for information on P T Click to select the movie
14/ Type xch to name the how to publish your movie. Note: This example uses with which you want to
instance. smartclip2.fla, which you can find associate the custom movie
on the CD that accompanies this clip.
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CREATING SMART CLIPS

EX&E Learning Interactions includes a feature called To include Learning Interactions Library smart
Knowledge Track. Knowledge Track allows you to | clips in your movie, select a keyframe. Then

send data to a learning management system. You click Window &> Common Libraries = Learning

can use Lotus LearningSpace, or another tracking Interactions and drag a Learning Interactions

system. Knowledge Track uses AICC (Aviation smart clip onto the Stage.

Industry CBT Committee) specification version
2.0, an industry standard protocol for
courseware-to-tracking system communications.
You can set the following values: interactionID,
ObjectivelID, and Weighting.

Then click Window > Panels => Clip Parameters

to open the clip parameters panel. If you select
TrueFalse, you can use the clip parameters panel to
define your question, select the correct answer, and
specify the feedback you want to send to the user. A
navigation tab enables you to specify how you want
Flash to navigate.

StFlash S [1102emartclip ]
s E ~ Parameter & x| [2 File Edit Wiew Inset Modfy Test Control| Window | Help =&l x|
&s |+ v |4 Libraty - 1102smartcl_E2 Q 8, & Scene 1 Hew windaw ChlsaheN @ )
— — New Symbal - [
LT e M seofl k8 T ’
=r Mew Font. - 2 Seene -« gl - _
Rename = I Panels » Clip Parameters |
ol ;_IE Move to New Folder... » & || @l ml w1 [rzoms [ oo 4] | NI
— b  Duplicate...
Delete ﬂ ﬂ
Edit
Editwith...
e
T e . [ackrwmas______ @]
lrg“c AMy DocumentsiActionSeript BookyChapter | 1hoolorSi swf " Select Unused ltems
- Description glpajale b
Chosse fom the Colar st to select you movie backgiound sold, = | - = four Selection: Blus
Expand Falder, -
[Eollapse Folder Clickon 3 -
Swateh to
Expand &l Folders ;i':lgranund
LI (Collapse Al Folders Color
Shared Libras Properties —~
LI o e iz s N 2 ﬂ [ Keep Use Counts Updated L'J _‘J
B0 =l 2 Update Use Counts Now A safs =
—8 Click Define Clip —B Associate the smart clip BH Select the movie clip with B Click a color to select an
Parameters to open the with the movie. which you associated the option.
Define Clip Parameters . custom smart clip. .
dialog boxp —E¥] Click OK. P B When the Clip Parameters
—&Z Click Window = Panels = panel opens, you can select
Clip Parameter to open the options using the custom
Clip Parameters dialog box. smart clip.
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VALIDATE A STRING

user is validating the data. Strings may need to be of

a specific length or contain specific characters. For
example, say that you require a user to enter a product
code. In your organization, all product codes begin with the
letter p, followed by a 10, 20, or 30, a dash, and a digit. The
following is a valid product code: p20-1.

3 n important part of collecting information from the

In this situation, if the user submits an invalid product code,
you have to contact the user to determine the correct code.
You can instead validate user entries at entry to ensure that
you do not receive any invalid codes. Many of the string
functions are useful when validating data, and you can use
them in coordination with one another to validate user
entries.

VALIDATE A STRING

The product code in the preceding example must be
exactly five characters long. You can use the String
length method to determine the length of the string. The
first character of the product code must be a p. You can use
the substring method to retrieve the value to determine
if the user entered the letter p. The next four characters
must be 10, 20, or 30, a dash, and a digit. Again, you can
use the substring method this time used with an or to
determine if the user entry is valid. You can retrieve the last
character of the entry and use the isNaN function to
determine if it is a number.

After you evaluate whether an entry is valid, if the user
enters an invalid entry, you can use a dynamic text box to
send a message that tells the user what the valid entries are
and instructs the user to enter a valid entry.

&% Flash 5 - [1201valstring Hal

Obje X
[é File Edit Miew [nzert Modify Text Contol | Window | Help — 51'5' i howie Explorer| 5 Object Actions| @[
2 S Hew Window ChbsalaN @;& +| — [ Obisct Actions |«
a0l 5 | Vesli A IEENEE on (release) { -]
Tools =] T engthinput) == 03 1
Panels " x| lerrorMessage = "Please enter a product code. ;]|
(N ol | KN =l N & oS " | Y else if (inpuf.tolowerCaze(J. substringld, 1 J T= "p"3
Save Pand Layout = —|{er‘£orMe§sage = "The product code must begin with a
This| seript Mali ho user entry. T Elose Al Pansls } else if Crput.Tength 1= 5)
b o ﬂé “‘ _‘L g5 begin Actions | Ctrl+Alt+A {?r‘r‘orMessage = "The product code must be 5 character
[ ol e ol s v Movie Explorel CtrlAlt+hd en "
Dot N 1 else '|'F (wn ut.substring(l, 4) ‘f Y10-" A&
Debuoger 1nput substr‘wng(l 43 1= - &R
| [Ente I ct do J = input. substr‘wng(l 45 1= 30— RS
I Library Ctrel H errorMessage = The the second through third
: : Comrmon Libraries » characters of the product‘ code
—:I Submit | Generator Objects — must be 10-, 20-, or 30-.
1 else if (wsNaN(wnput substr”wng(il 5300 {
Laseaiz errorMessage = ''The '\ast character of the product
Tie code must be a digit.";
v 11201valsting fa 3 EEIEP(EFMESHQE o,
L 1 ! _
O B B B B i
J LI O B I _I_I hd
4 » ‘I I »
e =l & @A AL Line 181 23, Cal 8
Show or hide the Actions panel ’7 MNUM &

1 Select the frame, button, B Click Window = Actions
or movie clip to which you to open the Actions panel.
want to add ActionScript.

Note: This example uses file
valstring.fla, which you can find on the
CD-ROM that accompanies this book.
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E] Use the 1ength function | M This makes the input check

to determine if the user has insensitive to case.
made an entry. —H Check the length of the
—1 Check the value of a input.

substring, convert the input
to lowercase, and compare it
to a lowercase value.




USING CREATIVE TECHNIQUES

If the user is required to enter a code with a
delimiter such as a dash, for example, product
code p10-9, you can have the user make the entry
without the delimiter, and you can use code similar
to the following to add the delimiter later.

When validating data, you may need to determine
whether the user made an entry. You can make
this determination by checking the length of the
input field. If the length of the field is 0, the user
has not made an entry.

Example: Example:
if (length(input) ==0) { input = input.substring(0,3) + "-" +
errorMessage = "Please enter a product dmpoti o SHEBEELRg ( 3,2) 5

code. " When validating a list of values, you may want to

If you do not want to take case into consideration | use a custom function. See Chapter 9 for more
when you evaluate an entry made by the user, information on custom functions.

use the toLowerCase or toUpperCase function )
to convert the input value before you make your
comparison. The example shown here converts
the input to lowercase and then compares the
input to a lowercase value.

Example:
if (input.toLowerCase() .substring(0, 1) != "p")
. A
Dbject Actio = &% Flash 5 - [1207 valstring. swi] HE R
e Mawie Explorer| S Object Actionz| Bl q‘}EuIa Edit Wiew Contiol Debug Window Help B 5'|5|
4| = || Dbjsst Actions -|a
on :gwe(ﬁﬁg]tﬁm EIEY == T T = This script validates the user entry. The product
errorMessage = "Please enter a product code.'; code must be 5 characters long, begin with a "P,"
} else if (input.toLowercase().substringf0, 1 3 I= "p") - - - i i
{errorMessage = "The product code must begin with a followed by 10-, 20~, or 30- and end with a digit.
Bl WUORNLY
} else if (1nput Tength 1= 5)
{errorMessage = "The product code must be 5 character
) Tong. " Enter a product code: |p40-9 |
t else 1T (1nput substringl(l, 4) =""10-
N — input.substring(l,4 ) I= - &R
input.substring(l,4 3 1= 30— 3 L
H errorMessage = "The the second through third Submit ‘ -
characters of the product code |
must be 10-, 20-, or 30-."
] else if (isNaN(input.substring(4.5)3) { .
| errorMessage = 'The 'Iast character of the pr"oduct| The the second throug h third characters of
code must be a digit.
T else | the product code must (bef 10-, 20-, or 30-
3 errarMessage = "";
B =
4| | B
Line 18 of 23, Col 8
& | |NUM
[3 Check a substring to EJ Send error messages to the B Move to the test & Test your movie by first
ensure that the input value is user. environment. entering a product code.
in a valid list of values.

B Associate the variable with  Note: See page 38 for instructions on - —EH Click the Submit button.

4 Check a substring to
ensure that the value is a
number.

a dynamic text box. This
enables you to display the
value that the variable returns
to the user.

how to test your movie.

B The script validates user
entries.
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VALIDATE A DATE

through 12, starting with January. With ActionScript, if

you enter 20 as the montbh, it will accept your entry as
a valid entry. It will also accept an invalid number for the
number of days in a month, and years are not limited to
four digits. You can enter more than the 24 hours in a day,
the 60 minutes in an hour, the 60 seconds in a minute, and
so on. Therefore, when a user enters a date or time value,
you may want to validate the value to ensure that the user
has entered valid data.

The 12 months of the year are usually numbered from 1

You want to make sure that the value the user enters for the
month is a number between 1 and 12 and that the number
of days entered for the months April, June, September, and

November do not exceed 30. February is limited to 28 days,
and you want to account for Leap Year. The remaining
months cannot have more that 31 days. If the user is
entering a time, you want to do similar time validations.

These validations require conditional checking. If the month
is equal to 1 (January), the day must be greater than 0 but
less than 32, but if the month is equal to 4 (April), the day
must be greater than 0 but less than 31. It is even more
complicated for February; the day cannot be greater than
28 unless the year is a Leap Year. You can use the modulo
operator to help you determine whether the year is a Leap
Year.

VALIDATE A DATE

& Flash 5 - [1202birth.fla] [c[E[x]

Actio =
[ Fle Edt View |nsent Modfy Tewt Control [ window]| Help 12 x| S2yMavie Enplorer] 5] Obieat Actions Gl
2, Scene1 Mew windaw Clilvslte @ Al +| | [ Otieet Actons v|a

Toalbars Pl s e e on (release) { =
P Lo | . 1 Tools j if (monthl\\;;' <1 1] mogthv1>é2) {th
BB s R o] Eg;s; essage = "Invalid mon
B Lo ' =| Telse if (Gronthv == 4 ] menthy == 6 [] monthv == 9 ]
E\oseA\IPane\i : er"r"or"Message = Inva'lwd day. '
= result =
Actions [y | I else if ((moﬂthv == 1 || monthv == 3 || monthv == 5 ||
Movie Explorelay Clilsilebt errorMessage = "Imvalid day.";
Dutput result =
Bl } else iF (((monthv == 23 &% ( day\/ < 00 || C(dawvw > 290
= er"r"or"Message = "Invalid day.'
— Submit ‘ Library ChilsL H result =
o — LCommon Libraries » T else if ((month\/ == 22 && (( day\f < 03 || (dayv » 280
T T T T T 11T T 7T Generator Objects = er‘rorMessaqe = "Invalid dav."
t result "
Lascade |_)- else 1T (Iength(monthv) == U [[ Tengthldayv) == U ] II—
Tile er"r"or"Messaqe = "Irnvalid date.':
result = ;
; ‘v‘11202b\rth.ﬂa 1 else |
: “ errorMessage ="
H s monthU = month\f 1 =
| S anin | N -

4
10022 =l
Show or hide the Actions panel

i1 3 A2 A

[ v |

Line 7 of 23, Col 15

@

1 Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file birth.fla,
which you can find on the CD-ROM
that accompanies this book.
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H Click Window = Actions
to open the Actions panel.

E] validate the month.
—1 validate the day.

B Check whether the user
made an entry.



USING CREATIVE TECHNIQUES

When validating dates, you must keep the
following in mind: A Leap Year occurs whenever
the year is evenly divisible by four, unless the
year is also divisible by 100. However, if the year
is evenly divisible by 100 and evenly divisible by
400, it is a Leap Year.

The modulo operator returns the remainder

of one number divided by another number.
Because you begin determining whether a year
is a Leap Year by finding out if the year is evenly
divided by four, you should use the modulo
function. Your expression will look similar to the
one shown here.

Example:
yvear % 4 ==

The operator divides the number 4 into the value
in the variable year and returns the remainder.
The expression shown tests to determine if the
remainder is equal to 0.

If you do a lot of date checking, you will definitely
want to develop custom date-checking functions,
such as the following. The function returns true if
the month argument is between 1 and 12 and
false if itis not. See Chapter 9 for more
information on custom functions.

Example:
function validateMonth (month) {
if (month <1 || month > 12 ) {
return false;
} else {

return true;

Object Actio x % Flash 5 - [1202birth swf] M= R
Bl < File Edit Wiew Control Debug Window Help TR
ﬂjlﬂbiectActions v .
result = " .
1 else if ((monthv == 1 || monthy == 3 || monthy == 5 s Enter your birthdate. Use numbers.
em‘orMessage = "Invahd day.'
result =
1 else iF (((monthv == 23 && ( daywv < Q) || Cdayv = 29)
| NorMessage = Invalwd day. "] -
| T _‘Iresufl:t(E al 23 A& [ d ay 2B Month: §
else i monthy == ayy < ayh = R
_> | r‘r‘orMessaqe = Invalwd dav. "] 29
result = Day
1 else if (1ength(monthv) == 0 || Tength{daywv) == 0 || 1 "
'erro;Message = "Tnwvalid date H| Submlt ‘
result = 7, .
T else { Year: | 1961|
{errorMessage = "5
monthU = monthyw-1; | |
birth = new Date( wearv,MonthU, Davyv );
today = new Date();
age = Math.floor ( (é()(}gggi?5/4g:}rth)/1000)/
; result = "vou are " + age + " wears old.'; B Invalid day
4 | r
Line 26 of 30, Col 29
& [ [NOM|

3 Send error messages.

4 Perform a calculation.

i Click the Submit button.
—l The script will validate

E3 Move to the test
environment.

Note: See page 38 for instructions on
how to test your movie.

—E Test your movie by
entering your birthday.

your entry before calculating
your age.
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SEARCH A TEXT BOX

with the Selection.setSelection method,

String.indexOf method, and length property to
add a search feature to a text box. A search feature enables
the user to search a text box for a word or phrase. The user
types the word or phrase into an input text box and clicks
a button, and ActionScript finds and selects the word or
phrase entered, or it sends a message to the user stating the
entry cannot be found. You can search a text box from top
to bottom or from bottom to top.

You can use the Selection.setFocus method

The Selection.setFocus method sets the focus to a
specified text box. You must set the focus before you can
use the Selection.setSelection method. The syntax
for the Selection.setFocus method is

Selection.setFocus (string)

Use the string argument to specify a string that names the
variable associated with the text box to which you want to
set the focus.

The Selection.setSelection method selects an area
in the text box that currently has focus. The syntax for
the Selection.setSelection method is

SEARCH A TEXT BOX

Selection.setSelection(start, end) ;

Use the start argument to indicate the index position

at which you want to start the selection. Use the end
argument to indicate the index position at which you want
to end the selection. The first position in the text box has an
index position of 0.

The String.indexOf method searches a string for a
specified value and returns the index position for that value.
The syntax for the String. indexOf method is

string.indexOf (value, start)

Use the string argument to specify the string you want
to search. Use the value argument to specify the value
for which you want to search. Use the start argument to
specify the index position at which you want your search
to begin. If the String. indexOf method does not find
the value specified, it returns -1.

3;@ Flash 5 - [1203search.fla]

[2 Fle Edt Wiew Inset Modify Test Contiol | ‘window | Help TS|
& Scenel Hew Wwindow Clrl+alt+N . B
ool = T Toobas '”‘46”‘45“”50‘””|m‘
| $J Tools .
BE o T T O g : |
Panel Sets 3
f | — Save Panel Layout... ﬂ
r — Close All Panels
Actions I~ Ctrl+Alt+A
7 Movie Explore Clrl+alt++
Search [ Hovetwd
utput
Debugger
Librrary Cirl+L
Common Libraries 5

Gerieraton Objects

LCascade
Tile

1 Moviel

ame Actio
1 Frame Actions| @) |»

4| =|| Frame ctions -~

text = "George Bill Tom Peter Bill George Allen Fred Bill Fred Peter George

4] | »
‘ Line 1: text = "George Bill Tom Peter Bill George Allen Fred Bil Fred Peter George Tom Allen Tom Peter™;

v 21203seaich fla ariable: |te:<t |l_ Expression
e e e e e e e e
s i e = B B B - ¥alue: | George Bill Tom Feter Eill George Allen Fred Bill Fred Peter George Tom Allen Tom Feter |l_ Egpression
k1] | d B
1005 | i Al =% A W
Show or hide the Actions panel MU & oa

B3 Click Window = Actions
to open the Actions panel.

—EB Select the frame, button,
or movie clip to which you
want to add ActionScript.

Note: This example uses file search.fla,
which you can find on the CD-ROM
that accompanies this book.
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EJ Assign text to a variable. H initialize the variable.

Associate the variable
with a text box.

M This example uses the
startV variable to specify
where the search should start.
The variable StartVv is used
as the indexOf start
argument.
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If you do not want your search to be case sensitive,
use a script similar to the one shown here. Apply the
String.toLowerCase methods to the value for
which you are searching and to the text you are
searching.

Example:
on (release) {

valueV =
text.toLowerCase () .indexOf (searchV. toLowerCase (),
startv ) ;

if (valuev != -1) {
Selection.setFocus ("text") ;

Selection.setSelection (valueV, valueV +
length (searchV. toLowerCase())) ;

startV = valueV + 1;
messageV = "";

} else {
startv =0;

messageV = "End of text. Entry not found. Click
again to start at beginning.";

}
}
\ J
3;@ Flash 5 - [1203search.fla] Object Actiong (=] Dbject Actio
[ Ele Edit Miew Insent Modify Tewt Cort ||’ Objeot Actions @l 50 Objeat Aotians 2)[»
& Scene + = v|= 4| =/ Obiect Actions v|~
........ on (release) |
=590 5 ——‘l indexv = text.indexof(searchy, startv J;
[ of Cindexy = 13 1 T
[+ T | BT e T [selection.setFocus ("text"J;
Selection.setSelectionCindexy, indgxv + length(searchv));
f | L starty = indexv + 1;
r messagey = "";
} else {
H H sTartv = 0;
I messagev = "end of text. entry not|found. click again to start|at beginni
| Search | 3
4/ | |
4| | »
No action selected [Line 12}
Mo : hla Parameters.
K]
1002 |
@ o @ a
3 Select the frame, button, L4 Get the indexOf search E] Check to determine if the
or movie clip to which you value and associate the value of searchv is found.
want to add ActionScript. variable with an input text

] If ActionScript finds the

box.
search value, set the focus.

B Use searchv to get the

value for which the user is CONTINUED }
searching. 249
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SEARCH A TEXT BOX (CONTINUED)

argument for the Selection.setSelection method,

ActionScript will find the value that you specify and start
a selection beginning where the value you are searching for
begins. If you set the end argument to the start position
plus the length of the value for which you are searching,
ActionScript will select the value for which you are
searching.

I f you use the String.indexOf method as the start

You can use an if statement to determine whether the
search will find a value. If the search will find a value,
execute the search. Start the next search at the value
returned by indexOf +1. This causes your script to

SEARCH A TEXT BOX (CONTINUED)

continue searching the text box until it does not find the
value. If the search does not return a value, you can send a
message to the user stating value not found. You then set
the indexOf start value to 0. This will cause the next
search to begin at the beginning of the text box.

The search is case sensitive. If you type bill, the search will
not find Bi11. If you do not want your search to be case
sensitive, either apply the String. toLowerCase or
String. toUpperCase methods to the value for which
you are searching and to the text you are searching. This
forces the comparison of two values of the same case,
regardless of what the user enters.

Dbject Actio X

3 Object Actions] B0
j—le Object Actions v (s

Object Actio X

F Object Actions| @) [r
ﬂj‘ Object Actions L AES

on (release) | |
indexv = text.findexof (searchyv, startv J;]
if (indexv 1= -13 {

election. setFocusf text ;]

——Selection. serselectionCindexy, ndexv Tengrh(searchv)l;]
messagev = "
T else |
starty = 0;
H messagey = “"End of text. Entry not |[foupd. <lick again to start at beginni

on (release) {

indexy = text.indexof(searchv, startv );

if (indexv '= =13 {
selection. setFocus"text");
selection. serselection(indexy, indexv + lengthisearchv));
startv = indexv + 1;

szagev =

else
starty = 0;
H messageV = “"End of text. Entry not foupd. Click again to start at beginni

4] | r 4] | 3
| ine 12: } ‘L\ne12:}
o Parameters. Mo Parameters.,
& a & o
& Define the selection & Use indexV plus the B This causes the next & If ActionScript cannot find
criteria. length of the search criteria search to begin one character  the search value, reset the

as the end argument for
Selection
.setSelection.

{H Add 1 to the indexV
value.

] Use IndexV as the start
argument for Selection
.setSelection.

i Clear any messages

to the right of the last value variable.

found. .
M This causes startV to

begin the next search at the

previously issued. top of the text box.
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S
EX]{EE The String.lastIndexOf method searches a

string for a specified value and returns the index
position for the last occurrence of that value. You
can use the lastIndexOf method to search a
text box starting from the bottom, as shown in
the following.

Example:
on (release) {
if (text.lastIndexOf (searchV, startv ) != -1)

{

Selection.setFocus ("text") ;

Selection.setSelection (text.lastIndexOf (search
V, startV ), text.lastIndexOf (searchv, startv ) +
length (searchV)) ;

startV = text.lastIndexOf (searchV, startVv )

messageV = "";
} else {
startVv = 0;
startV = length (text) ;

messageV = "Begining of text. Entry not
found. Click button to start again.";

}
}
\ 7
Object Actio X £%Flash 5 - [1203search. swi] (=] =]
30 Object Atians @ < File Edit View Coniol Debug Window Help TR
4| =|| Obiest Actions -|a

indexv = text,indexof(searchv, startv ); SearCh fOI'.

if (indexv = 10 {
selection. setFocus("text");
selection. setselection(indexy, dindexv + length(searchv)l; ‘
startyv = indexyv + 1; SearCh
messagev = "";
} else {
starty = 0; H
_> H [messagev = "End of text. Entry not tound. Click again to start at beginning. Peter BI“ George

Allen Fred []] Fred
] Peter George Tom
Allen Tom Peter

[l | 3

[Line 123
Mo Parameters.
& a [ [NOM]
3 Send a message to the kL Move to the test Test your movie by first
user. environment. entering a name.
Note: See page 38 for instructions on K] Click the Search button.
how to test your movie.

B ActionScript searches for
the value you entered.
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CONVERT SYMBOLS

trigger actions. Movie clips also have handlers that

you can use to trigger actions. However, there are
times when you need to use both movie clip and button
handlers. In such cases, you must convert a button to a
movie clip or vice versa.

B uttons have several handlers that you can use to

Creating a button that executes a continuous action is a
good example of when you need to convert a button to a
movie clip. If you want to create a button that executes a
continuous action, such as rotating an object when the user
clicks the object and continuing to rotate the object as long
as the user holds down the mouse, you need to use the
button on (press) and on (release) handlers and the
movie clip onClipEvent (enterFrame) handler.

The on (press) handler triggers actions when the user
clicks the object. The on (release) handler triggers
actions when the user releases the mouse. You use

on (press) to start a continuous action and on (release)
to stop a continuous action.

A handy technique for creating continuous play actions

is to create a one-frame movie or movie clip with the
onClipEvent (enterFrame) handler. When you use the
onClipEvent (enterFrame) handler with a one-frame
movie, the actions in the frame execute continuously,
thereby creating a continuous action.

To use these actions in combination with one another, you
must create the button that starts and stops the action, and
then you must convert the button to a movie clip. You use
the Symbol Properties dialog box to convert a button to a
movie clip.

Creating an object that users can click and drag is another
common example of when you need to convert a button
into a movie clip. For more information on creating a
draggable object, see Chapter 2.

CONVERT SYMBOLS

% Flash 5 - [1204chick_fla] Dbiject Actions #%Flash 5 - [1204chick.fla]
[ Eile Edit Miew Insent Modify Iewt Cortol |5 Obieot Actions] e [ Eile Edit ‘Wiew Modity  Test Control window Help =1 |
Tooks | £ Scenel ﬂj‘ Object Actions w|al| [T _Teo= Convert to Symbol... F8 @ A,
— Hew Symbal... Cwlsfe }
[T k & 90 on (press, rollover) | [T k 101 15 20 26 a0 8 a0 45 ‘»H|
- . Layer
ress true = I
7 = }p ’ 7 7 Molion Guide b _I_-l
m} =l 1 |1206ps | 005 4 »
t ADBD = on (release, rollout) { t ADE Erame F5
o O press = false H O 0O Remave Frames Shift+F5 ;I
s ! P Keyfiame F&
Blank Keyhame F7
@ & H @ & Clear Keyirame ShifteF
/ - j - Create Mation Tween
View Visw
Scene
i i g
8 Q 8 Q Bemoye Scene
Colors Colars _
7 W 7.
© 1 Ly
LIRS No action selebled wos
(e Mo Parameters. Gz
3 ) <
5|4/l B = | 3
EQ 3| 507 =] 3 A A W
S Create a new symbol from the selection that can be used in multiple places NUM

LEN Create a button. B Add ActionScript.

Note: This example uses file chick.fla, Note: See page 12 for information
which you can find on the CD-ROM on creating a button.
that accompanies this book.

—E Click Insert &> Convert to
Symbol to open the Symbol
Properties dialog box.
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S
EX‘H After you convert a button to a movie clip, you
must select the movie clip, click Edit = Edit
Symbols, and open the Actions panels to edit the
script associated with the button. After editing
the script, click Edit = Edit Symbols to return to
the main Timeline. You can also edit the script by
double-clicking the movie clip and then opening
the Actions panel.
\ A
3;@ Flash 5 - [1204chick_fa] = E !;(e Flash 5 - [chick2 fla] | Object Actions
[ Fle Edit Wiew Incet Modiy Test Contiol Window Help TS [ File Edit View Insert |[ 3 Objeot Actions GlD
Todks | & Scenel 2. B, & Scene 1 +| ~ [Obect ctons v|a
LI a0 5w NN & UnghcpEvent (emter;r?mE) T
. e -~ . s _ 1 1 ress == true
7 P _I ,rUEt.chickMC.,rDtaﬁDn =_root.chickmC. _rotation + 10;
¢ A|lBB & | @D G 2o [0 4 o ,
Cc O B
/ 6? Symbol Properties
&
_> b Hame: [chickh] | 0K ; | > H
= Eshavior [& Wavis Clig Cancel
M q " Button il
< £ Graphic
| ]
[&m [ «L o
ﬁ 7o) . C“‘ |No action selected,
’_gm o
.5|.(‘% | _'lJ <
T = = EEAfl=:awW [
[ [Hum] @ a
E1 Type a symbol name. [3 click OK. —id Select the movie clip. E3 Add ActionScript.

—H Click Movie Clip.

M The button is now a movie

clip.
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CREATE ROTATION EFFECTS

t is obvious that you can use movie clip properties to
I create special effects. What may not be as obvious is how

easy it is to create certain effects. For example, you can
use the _rotation property to set the rotation value of an
object. When you place an object on the Stage, it has a
rotation value of 0. To rotate the object clockwise, increase
the value. To rotate the object counterclockwise, decrease
the value.

You can create many interesting effects using the expression
_rotation = _rotation + x, where x is equal to the
speed at which you want the object to rotate. The higher
the value of %, the faster the object will rotate. Negative x
values rotate the object counterclockwise.

Use rotation = _rotation + x with

onClipEvent (enterFrame) to create an object that
rotates continually. Use it with mouse move to rotate the
object when you move your mouse. Use it with mouse
down to rotate the object when you click the mouse. In

CREATE ROTATION EFFECTS

fact, you should try it with each of the movie clip and
button states.

If you add some additional script to the _rotation =
_rotation + x expression, you can create an object that
rotates when you roll over it and stops rotating when you
release the mouse.

If you use the _rotation = _rotation + x expression
along with the _x property or the _y property, you can
rotate an object and move it at the same time. However,
you will have to add some additional code to limit the area
in which the object can move, or your object may move off
the Stage. You can also use the expression _rotation =
_xmouse to create an interesting effect.

Keep in mind that a rotating object rotates around its
registration point. You can change the registration point to
change the rotation angle.

#% Flash 5 - [rorateoptionssin_fla] [_Ta[] Obije o

[ File Edit Miew lnset Modiy Test Contral [ Window] Help =] x| 5 Object Actions| @)|»

& Scene1 Hew Window Chrlealhe @ A, +| = DbjectActons ==
gl A ""*| onClipEvent (enterFrame) {
1LeD j _rotation =_rotation + 5;

H® & || &lol w5 w Panels 3 ] ;
Panel Sets 3 _I
Save Panel Layout... F =

Enter Frame N Llose All Panels W“th _y

Actions N Ctrl+Alt+A
Movie Explorelyy  Cirbditehd
Oulput
Debugger
Library Ctel+L
LCommaon Libraries »
vy Generaton Objects
- LCascade

Tilg

Mouse Down 1 Hovie2

w 2 oratenptionssin fla g

003 = 3 ANDESE a

Show or hide the Actions panel

cOE Oy -
4 | »
1

[ [N |

| Line 1: onClipEvent [enterFrame] {

Event: (" Load

€ Unlaad

" Mouse down  Keydown
™ Mouze up " Keyup
™ Mouse move i Data

Kl Select the frame, button,
or movie clip to which you
want to add ActionScript.

E Click Window = Actions
to open the Actions panel.

Note: This example uses file rotate.fla,
which you can find on the CD-ROM
that accompanies this book.
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EX]H To make a button rotate continuously, you can attach the
script shown here to it. When you roll over the object, it
rotates continuously until you roll out.

Example:

on (rollOver) ({
press = true;

}

on (rollout) {
press = false;

}

Then convert the button to a movie clip and attach the
script shown here to it. The variable text is the name of the
text box. In this example, £rogMC is the movie clip name.

Example:
onClipEvent (enterFrame) {
if (press == true) {
_root.frogMC._rotation =_root.frogMC._rotation + 10;

\ v
Dbject Actio x %% Flash 5 - [rorateoptionssin_swf] M= ER
1 Object Astions| Bl <7 File Edit Wiew Contiol Debug Window Help & x|
ﬂjl Object Actions v s
onClipEvent (enterFrame :
: . 5 Enter Frame Mouse Move With _y

_rotation =_rotation + 5;

Mouse Down Rollover Me

[Line 33

Mo Parameters.

@ - [ [nom]

1 Set the rotation. E Repeat steps 3 and 4 for @ Move to the test I Test your movie by

additional handlers. environment. clicking the mouse, moving
the mouse, and rolling the
cursor over the button to test
the mouse handlers.

Note: See page 38 for instructions on
how to test your movie.
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CREATE A COLORING BOOK

coloring book. There are many different techniques

that you can use. You can place color selections on
the Stage; when the user clicks a color, ActionScript assigns
the selection to a variable. When the user clicks an object,
ActionScript applies the color. Alternatively, you can create
a color slider and have the user create the color and then
apply the color to objects. You can also code color changes
into the object and have the object change color each time
the user clicks the mouse.

U sing the Color object, you can create an electronic

If you use the color selection method, start creating your
coloring book by creating buttons to represent each possible
color selection. Make the button the same color as the
color that it represents. Store the hexadecimal color code to
a variable when the user releases the mouse after clicking

CREATE A COLORING BOOK

the button. Use the parseInt function to tell ActionScript
that the number you are assigning the variable is a
hexadecimal number. For example, in newColor =
parselnt ( 0x00ccff) ; any value that starts with 0x is
read by the parseInt function as a hexadecimal number.

Assigning a color when the user clicks an object is tricky.
The new Color method requires you to enter a target. In
order for you to be able to assign a color when an object
is clicked, the object must be a button. You cannot target
buttons. You must create the button, add the script that
makes the color change, convert the instance to a movie
clip, and assign the movie clip the name that you specified
when you created the button. For more information on
converting a button to a movie clip, see the section
“Convert Symbols.”

a Beolor_fla ame Aclio ES %Flashﬁ-ﬂzﬂﬁcnlm,lla] DObject Actions =]
|}§ File Edit Yiew Insett Modify Test Ceo|| $ Frame Astions| @» [& File Edit Wiew [Insert Modify Test Coi || & Objeot Actions) @k
2 Scenel ﬂj‘ Frame Actions (A & Scenel ﬂjl Obiect Actions LArS

@& 80| 5 [[newCoTor = parseInt{ Oxfrifrrl; | X1 on (release) {
D Actions . .0 [newCoTor = parseInt{ 0x00ccffl;]
(& Outine L | 2 Dutiine | :
[ Movis Clips + + O
BB o |4 Eo H BB (ol | AT H
D ‘ | | ‘
| Mo action selected | No action selecte
Mo
K| I | g . e
1005% - 10052 | i A& A O
[ [WOw]
BN Select the frame, button, E Click & to open the A Select the frame, button, 5] Assign the color of the
or movie clip to which you Actions panel. or movie clip to which you button to a variable.
want to add ActionScript. want to add ActionScript.

—E1 Assign a color to a color

Note: This example uses file color.fla, variable.

which you can find on the CD-ROM

that accompanies this book. Note: This step initializes the color.

ActionScript applies this color if the
user does not select a color.
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~\

You can have each click of the mouse change the color of an object. Start by creating
a color object and assigning it a color. Place the following script in frame 1.

Frame |
colorChanger = new Color ( _root.circleMC ) ;
colorChanger.setRGB (0xf£f0000) ;

Then create a button and assign the following script.

Button
on (release) {
if (colorChanger.getRGB () == parseInt (0xf£f0000)) {
colorChanger.setRGB (0x0000FF) ;
} else if (colorChanger.getRGB () == parseInt (0x0000£f)) {
colorChanger.setRGB (0xFFFF00) ;
} else if (colorChanger.getRGB() == parselInt (0xf£££00)) {
colorChanger.setRGB (0x009900) ;
} else if (colorChanger.getRGB () == parseInt (0x009900)) {
colorChanger.setRGB (0x££0000) ;

}

Convert the button to a movie clip. Give the movie clip the name that you targeted
in frame 1. In this example, the name is circleMcC.

£%Flash 5 - [1206color.fla] | Object Actions ] % Flash 5 - [1206color.swi] =] x]
[ Fle Edit Wiew Incent boi || 51 Object Actions] @] <y File Edit Miew Contol Debug Window Help TR
@ Scene 1 Sun Movie Clip ﬂj‘ Obiject Actions LIS
&= 50 on (release) { .
lcolorChanger = new Color|( _root.sunMC J:]
[colorchanger. setRGE( root.newColar J;l
B &
| : >
= +
: : Mo action selected.
- Mo Parameters,
K1 ©a
T o] B @A A
[ [NOH] | [NUK]
[3 select the frame, button, E] Use the variable that you & Move to the test [ Click the object.
or movie clip to which you created to assign a color to environment. BTh int enables th
want to add ActionScript. the Color object. ' ' e script enables the user
Note: See page 38 for instructions on to click a color palette to set
—id Create a Color object. i Convert the button to a how to test your movie. a color and then make an
L movie clip. . ) object that color.
¥ Target a movie clip. P —E Test your movie by first )

& Name the movie clip, clicking the color palette.
using the name that you
specified in step 8. 257
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EMULATE PANELS

any programs use panels to provide users with
Moptions and tools that enable them to perform
tasks. Panels appear on-screen at user request and

are draggable, and the user can hide them from view when
they are not needed.

Emulating a panel using ActionScript is easy. You create an
object that is draggable, visible when needed, invisible
when not needed, and contains a set of options.

The startDrag and stopDrag actions enable you to
create objects that the user can drag. Both movie clips and
buttons can be draggable. However, you want an object that
is draggable when you click the mouse while the mouse is
located over the object and for which the drag action stops
when you release the mouse. Movie clips can be draggable
when clicked, and you can stop the drag action when the

mouse is released, but the action is not limited to when the
cursor is over the object.

With buttons, you can start the drag action when the user
clicks the object using the On Press handler. You can stop
the drag action with the user releases the mouse or the
pointer rolls out of the area of the object by using the
Release and Roll Out handlers. Therefore, you start
creating your panel by creating a draggable button that will
act as a panel.

Panels provide the user with options or tools that you
develop. The options can be anything that you want.

They can be buttons or movie clips that enable the user to
perform an action. Create the options or tools and position
them on the panel.

EMULATE PANELS

& Flash 5 - [1207panel fla]

Obiject Actions B

&% Flash 5 - [1207panel fla]

B; File Edt Yiew |nsert Modify Text Contral Window || 31 Objest Actions @ : [g} File Edit Wiew Inset Modify Text Contiol MWindow Help =& =]
2 Scene 1 ﬂjl Object Actions v A 2 Scene 1 @ 8,
on (press) L &a0[)] s 16‘"'wé""zn‘""zé""an""'zé"'lm""is'""an'""r|~1
startDrag (""); B
(D Actions < 0
on (release, rollout) { 2 Outine .o |
stopbrag (2; [ Movie Clips = @ |
o |4 alal w e [zops oo <] | I
Tor Har =l
+

I N N N N J

|No action selected

Mo Parameters.

! ce s | |
b B B 3 A ey Al o0 | I EET)
NUM MLUM

E Click [ to open the
Actions panel.

—EJ] Make the panel draggable.

Note: See page 56 for more
information on making an
object draggable.

El Create the button that will
act as the panel.

Note: This example uses file panel.fla,
which you can find on the CD-ROM
that accompanies this book.

B This example places a

1 Create options and place
color bar on the panel.

them on the panel.

Note: The options can be anything that
you want.
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Panels are objects that you may want to use in
many of your movies. The common library
enables you to easily access objects that you use
repeatedly, so you may want to place your panel
in the common library. You may also want to turn
your panel into a smart clip. Turning your panel
into a smart clip enables you to use the same
panel in many movies and enables you to adjust
the features each time you use the panel.

Flash 5 ships with smart clips that enable you to
create menus, radio buttons, and check boxes.
You may find these useful when adding features
to your panel. They are located in the common
library.

When placing tools and options on a panel, make
sure that your path names are correct. If you do not
specify the correct paths, the panel will not function

properly.

There are a number of standard features that you
may want to add to your panel. For example, you
may want your panel to be resizable or reappear on
the screen at a specified location.

07pand Object Actio x $% Flash 5 - [1207panel fla] =] x|
[2 Ele Edit Miew In:|[ 30 Obiectstions @[ R Fle Edi View Insert Modiy Tewt Control Window Help —1a] x|
 Scene ﬂj‘ Object Actians v |- % Scene 1 @ £
a on (release) { QBDD”E """ m‘"'\s‘""26""za'”"an‘""ss""‘46'”'45'""56""5‘»1
[setProperty (_root.panelMC, _wvisible, False);]| ] B
L& Actions . H LJ Actions a J
L2 Outinle (& Outinle + + @ -
[P Movis Clips [@ Mnvis Clins = =

BE HE o || 4] alal &l [T 2ok [oes | 5] |
H Color Bar x ;I

=] I

+ J

Mo action selected.

Mo Parameters.

x|

Symbol Properties

Nare: [Panel Movie Clip

0K I
Behavior. & Movie Clip Cancel |
£ Button

© Graphic Help =

4 @ a “ —I »
e =l 0 & Afl=x Al 1002 =l &A= A W
| [WuM| | [Wum

— Create a Close button.

Note: See page 12 for information on
creating a Close button.

3 Select the button.

I Set the movie clip
_visible property to
false on release.

Convert the panel button,
Close button, and options to
a movie clip.

Note: See page 252 for more
information on converting a button
to a movie clip.

CoNTIUED] 2
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EMULATE PANELS (CONTINUED)

when the user does not need the panel. You can use

either the _visible property or the _alpha property
to make an object invisible. However, when you use the
_alpha property to make an object invisible, the object
remains active. If the user clicks in the area in which the
object is located, the object responds. If you use the
_visible property, the object is inactive when it is not
visible and does not respond when the user clicks in the
area in which the object is located. When creating a panel,
use the _visible property to hide the panel from view
when the user does not need the panel.

The user needs to be able to hide the panel from view

The object that you create to use as a panel is a draggable
button. You need to change the _visible property of the
object. Unfortunately, you cannot change the _visible
property of a button. You can only change the properties of
movies and movie clips. Therefore, you must convert the
button and all the options to a movie clip. But first,

determine the instance name that you want to give the
movie clip. Create a button that sets the _visible
property of a movie clip to false when the user clicks the
button. Use the movie clip name that you intend to give to
the panel. Position the button on the panel. Group all the
objects on the panel and convert everything to a movie clip.
Then name the instance.

You now have a draggable panel that the user can hide.
Once hidden, the user needs to be able to return the object
to the Stage when needed. You can create a button that
returns the panel to the screen and place the button on the
Stage. Or instead, if you use a Key method, you can add an
action to the panel that returns the panel to the Stage when
the user presses a key. Using a key instead of a button
makes your panel self-contained and reusable. You can of
course use both a key and a button.

EMULATE PANELS (CONTINUED)

&% Flash 5 - [1207panel.fla] M= B % Flash 5 - [1207panel.fla] [_ 3] x
[ Fle Edit View lneet Modiy Test Contral Window Help — =1 ] [ File Edit View |nset Modfy Test Contral ‘Window Help =&l x|
& Scene 1 2 L & Scenel @6‘
EEEEE-l 000000000 0 o T
B G| ¢ =50 5 10 15 a0 % w a0 [ ] E|Hj
. . : | . . =
L %] Panel Mouie Ciip - i
g Actions | sehaion [Tomem ] HE wr || 8] el Bl Y [rzokes [oos 4 |
Qutinle - - O B
I Mowie Cling =] Rame: [paneltaC F| Color Bar x B
o || ¢ EEl w e ek [0 4]
Color Bar x FlEdESE LY . +
F J
DObject Actions [=<]
30 Objest Aotians] @[]
NN EEEEE +| = [Obiect Actons v[<
onC 1ipEvent (kewDown) 1
it (Key.isDowni{Key.HOME)) |
setProperty (_root.paneIMc, _wisible, trued;
- 1 -
ﬂ | 4 | T »
o0 =] P NGEE T [; | | Mo action selected | 3 [
NUM ho Faramters. | M

] Name the movie clip
instance, using the name that
you specified in step 7.

é Setthe visible

property to true when the
user presses the Home key.

& Select the movie clip.

Click [#] to open the
Actions panel.



USING CREATIVE TECHNIQUES

EX&E You can use code similar to the code shown here
to change the size of a panel. When the user
presses Page Up, the script increases the size of
the panel by 25 percent. When the user presses
Page Down, the script decreases the size of the
panel by 25 percent. When the user presses End,
the script returns the panel to standard size.

Example:
onClipEvent (keyDown) {
if (Key.isDown (Key.PGUP)) {
setProperty (_root.panelMC, _xscale, 125);
setProperty (_root.panelMC, _yscale, 125);

}
onClipEvent (keyDown) {
if (Key.isDown (Key.PGDN)) {
setProperty (_root.panelMC, _xscale, 75);
setProperty (_root.panelMC, _yscale, 75);

}
onClipEvent (keyDown) {
if (Key.isDown (Key.END)) {
setProperty (_root.panelMC, _xscale, 100);
setProperty (_root.panelMC, _yscale, 100);

}
}
\. J
% Flash 5 - [1207panel fla] [_[&[x] &% Flash 5 - [1207panel swi] [_ (&[]
_|[2 File Edit Yiew Insent Modiy Test [ Cantrol [findow | Help =18] x| < File Edit View Contil Debug Window Help (=1 =S|
2 Scenel Elay Eriter. e
S Hewind Colsblee e — -
&5 Ol 5 40 45 50 E|H'_<
Step Fonward. ~
= Step Baclward . -
i @l v
BE oIl sk Test Movie . Ctri+Enter
Debug Movie Ly Cti+Shift+Erter - .
Test Scene Ctrl+Alt+Enter |
_ Loop Playback
‘ Flay &l Scenes >
Enable Simple Frame Actjons
Enable Simple Buttons Clrl+Alt+B
Mute Sounds
F Object Acunnsi 2)
ﬂj‘ Object Actions |

onClipEvent (keyDown) |
if (Key.isDown(Key. HOME)D {
setProperty (_root.panelMc, _wisible, true);

]

1
: o
F ‘No action selected. L A
R NoParameters [HUM [ [NOM|
—E Click Control e Test 2 Test your movie by first i3 Press the Home key to
Movie to move to the test dragging the panel. open the panel.

environment.

{8 Click [X] to close the
panel. 261
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DEMYSTIFY TRIGONOMETRIC FUNCTIONS

manipulate objects. These trigonometric functions find

the sine or cosine of a value. You can use them with
the _x and _y properties to move objects. Explaining
trigonometry is beyond the scope of this book; however,
the following is a formula that you can use to move objects
located on the Stage: movieClip._x = | + Math.cos(s)*d
movieClip._y = | + Math.sin(s)*a

You can use the Math object sin and cos methods to

The 1 represents location, s speed, and a area. Use
movieClip to specify the movie clip that you want to
move. Use 1 to adjust the coordinate at which the movie
clip is located. Use s to adjust the speed at which the
object moves. The higher the value of s, the faster the object
will move. Use a to adjust the area in which the object
moves. The higher the value of a, the larger the area in
which the object will move.

In trigonometry, you use radians to measure the size of
angles. You use the formula Math.PI/180 * degrees to
convert degrees to radians. Although not essential, you may

find the formula Math.PI/180 * 2 a good base from
which you can adjust the speed of your object. For the sake
of the examples that follow, Math.PI/180 * 2 is assigned
to the variable s, as shown in the following:

s =Math.PI/180 * 2;

You can move an object in a clockwise circle by setting
each of the variables in both formulas to the same value.
The following is an example:

_sampleMC._x =200+ Math.cos(s)*100;
_sampleMC._y =200 + Math.sin(s)*100;
To cause the object to move in a counterclockwise

direction, negate the speed value, as shown in the
following:

_sampleMC._x =200 + Math.cos(-s) *100;
_sampleMC._vy =200 +Math.sin(-s) *100;

MOVE AN OBJECT CLOCKWISE

£%Flash 5 - [1208_1.fla] £% Flash 5 - [Movie3.swi] ME R
E; Eile  Edit “iew Inzert Modify Test Conbrol MWindow Help .- 5[ é File Edit ‘iew Contol Debug ‘wWindow Help B 5'|5|
& Scene1 @@‘
CBD‘| e w""'ws”"éd""25""'ao""'sé'"‘46""45'""56""5‘H1|
o= o |[4) @) % 2 1 [reos | s al ] g
IIE_ZII—J
e &[] =
] froghac
vame: ffogra: J
' 4l |
Dbject Actions [=]
El Dmecmcuonsi (7) :
ﬂjlﬂb\ecmctlons v .
onClipEvent (enterFrame) |
speedy += Math.PL/LE0 ¥2;
_root.frogMC._x = 200 + Math.cos (speedv J¥ 100;
_raot.frogMc. _y = 200 + Math.sin(speedy 2% 100; -
K| 3
E 7
‘ Line 4 _root.hiogMC._y = 200 + Math. sin[speedy J* 100; i ’_W
—E1 Select the frame, button, El Click [ o open the 3 Move to the test K4 Test your movie.
or movie clip to which you Actions panel. environment.

want to add ActionScript. LY Use the enterFrame

Note: This example uses file trig_1.fla, | handler.

which you can find on the CD-ROM .

that accompanies this book. 5 Move the object
clockwise.

1 Name a movie clip
instance.

—#l The movie clip moves in a
Note: See page 38 for instructions on clockwise direction.

how to test your movie.



USING CREATIVE TECHNIQUES

ﬁm You can add the scripts shown here to movie clips to

create a simple but interesting design.

Example:
redMC

onClipEvent (enterFrame) {
radianV += Math.PI/180%*2;
_root.redMC._y =200 + Math.sin(radianv* 5) *50;

_root.redMC._x = 200 + Math.cos (radianv* 1) *200;
}

Example:

yellowMC

onClipEvent (enterFrame) {
radianV += Math.PI/180%*2;
_root.yellowMC._y =200 + Math.sin(radianv* 5)* 50;
_root.yellowMC._x = 200 + Math.cos (radianv* 2)* 200;

MOVE AN OBJECT BACK AND FORTH

&% Flash 5 - [trig_2 fla] HE R

% Flash 5 - [1208_2 swf] HEEE
[ File Edit Miew lmset Modfy Test Contral Window Help =151 ] < Eile Edit ¥iew Contol Debug indow Help == x|
& Scene1 B ‘
a0 5 © 5 @ w @ = wu 5w fw
» >
L4 e a7 e T T
] nogac P P
Behavior: [Movie Ciip = - -
e —
EellEdESlE] °
50 Obieot Aetions] @]
4| = Obiect Actions |~
onC1lipEvent (enterFrame) |
speedy += Math.PI/1B0 *2;
H _root.TrogMC._x = 200 + Math.cos(speedv )¥ 100;
. o - [ |
—El Select the frame, button, E cClick &l to open the 3 Move to the test I Test your movie.
or movie clip to which you Actions panel. environment. o S
want to add ActionScript. . . The movie clip moves
Y Use the enterFrame Note: See page 38 for instructions on -~ back and forth.
Note: This example uses file trig_2.fla, | handler. how to test your movie.
which you can find on the CD-ROM .
that accompanies this book. —E Move the object back
and forth.

I Name a movie clip

instance. CONTINUED }




FLASH ACTIONSCRIPT

DEMYSTIFY TRIGONOMETRIC
FUNCTIONS (CONTINUED)

the _x coordinate but do not use the formula for the

To move the object back and forth, use the formula for
_y coordinate, as shown in the following:

_sampleMC._x =200+ Math.cos(s)*100;

To move the object up and down, use the formula for the
_v coordinate, but do not use the formula for the _x
coordinate — for example:

_sampleMC._y =200 + Math.sin(s)*100;

To have the object move diagonally, use the same
trigonometric function for both the _x and the _y
coordinates, as shown here:

_sampleMC._x =200 + Math.cos(s)*100;
_sampleMC._y =200 +Math.cos(s)*100;

To increase the speed, multiply s by the factor by which you
want to increase the speed. To decrease the speed, divide s
by the factor by which you want to decrease the speed:

_sampleMC._y =200 + Math.sin(s *10)*100;

To cause the object to move across the stage in a wave-like
motion, increase the area value of _x and the speed of _y:

sampleMC._x =200 + Math.cos (s) *300;
sampleMC._vy =200 + Math.sin(s*10) *100;

To cause the object to move up and down the Stage in a
wave-like motion, increase the area value of _y and the
speed of _x, as shown in the following:

sampleMC._x =200 + Math.cos (s * 10) *100;
sampleMC._vy =200 + Math.sin(s) *300;

MOVE AN OBJECT DIAGONALLY

want to add ActionScript. LY Use the enterFrame

Note: This example uses file trig_3.fla, | handler.

which you can find on the CD-ROM .

that accompanies this book. _E Move the object
diagonally.

1 Name a movie clip
instance.
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K1 Select the frame, button, El Click [ o open the 3 Move to the test K4 Test your movie.
or movie clip to which you Actions panel. environment.

—ll The movie clip moves
Note: See page 38 for instructions on diagonally.

how to test your movie.



USING CREATIVE TECHNIQUES

EX&E These scripts produce a very simple design.

Example:
redMC

onClipEvent (enterFrame) {

radianV += Math.PI/180%*2;

_root.redMC._x = 200 + Math.cos (radianVv) *100;
}

Example:

yellowMC

onClipEvent (enterFrame) {
radianV += Math.PI/180%*2;
_root.yellowMC._y = 200 + Math.sin(radianV) * 100;
_root.yellowMC._x = 200 + Math.cos (radianVv) * 100;

MOVE AN OBJECT IN A WAVE-LIKE MOTION

&% Flash 5 - [big_4 fla] [_[=]x] &% Flash 5 - [1208_4 swf] |- 1&] x|
[ File Edit View Inset Modiy Test Contiol Window Help TS| < File Edt View Control Debug Window Help ETE|
Tools | & Scenel &, 8,
[T[} SEEl T R
P ance I
doA & Jinstance|[3_JEM EL Fra)
o0 28] froghac: -
/ G? BB & ﬂ & EHWITM Eehawor:IMnuieEhp - EI_
Mame: [rogras
© @ _ =]
& D S| [ G| 3 /\
View
I
Object Actio 3
2 Mowie Explorer| 3 Object Actions] el
ﬂj‘ Object Actions LA

onClipEvent (enterFrame) {
speedy += Math.PI/1B0 ¥2;

H _root. FrogMc. _x = 200 — Math.sin(speedy )% 300;
_root.frogMC. _y = 200 + Math.sin(speedv* 10 ) * 100;
3

[ Mo action selected

[ [How]
—EH Select the frame, button, El Click [ to open the [ Move to the test I Test your movie.
or movie clip to which you Actions panel. environment. Lo .
want to add ActionScript. —# The movie clip moves in a
] Use the enterFrame Note: See page 38 for instructions on ~ wave-like motion.
Note: This example uses file trig_4.fla, | handler. how to test your movie.

which you can find on the CD-ROM

that accompanies this book. —H Move the object in a

wave-like motion.

—#1 Name a movie clip
instance.
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CREATE TRIGONOMETRIC SPECIAL EFFECTS

ou can use the Math object sin or cos methods movieClip._property =Math.sin(s)*a
Ywith the _xscale, _yscale, _height, width, movieClip. property =Math.cos (s)*a
_rotation, and _alpha properties to create special
effects. The _height and _width properties change the The s represents speed. The a represents area. Use
height and width of a movie clip using pixels. The _xscale movieClip to specify the name of the movie clip whose
and _yscale properties change the height and width of a property you want to change. Use s to adjust the speed at
movie clip using a percentage. Because these two methods which the property changes. The higher the value of s, the
change the size of a movie clip using two different methods, faster the property will change. Use a with the _height,
they produce slightly different results. _width, _xscale, and _yscale properties to determine
o the maximum size of the object. Remember, _height and
The _xscale property can produce the illusion of an _width use pixels, and _xscale and _yscale use a
object flipping from left to right. The _yscale property percentage. Use a with the rotation to adjust the number
can produce the illusion of an object flipping up and down. of rotations the object spins clockwise before spinning
The _height and _width properties shrink and grow an T ———
object. The _rotation property produces a spinning
effect. The object spins in one direction and then spins in You may use the formula Math.PI/180 * 2 as a base
th(;opposite direction. The _alpha property fades color in from which you adjust the speed of your object.
and out.

You can use the following formulas when using sin or cos
with these properties:

CREATE TRIGONOMETRIC SPECIAL EFFECTS '

Dbject Actio X

1 Objest Actions] @) |»
ﬂjl Object Actions LA
"""""""""""""""""""""""""""" ——onCTipEvent (enterFrame) [ |
|speedyv += Math.PI/1B0 ¥2; —
_root.s1imeMC. _xscale = Math.sin(speedv ¥ 250;
_root.sTimeMI. _rotation = Math|sin(speedy % 100;
}
Erchavior: [ Movie Ciip - > H
Nome:[amabte
sz J
‘ Mo action selected.
Mo Parameters,
=l
o
10 Al A |l
r T @ a
1 Select the frame, button, é Name the instance. 4 Use the enterFrame 3 set the base speed.
or movie clip to which you handler.

Note: See page 10 for more
information on naming an instance.

—E] Click [ to open the
Actions panel.

want to add ActionScript.
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USING CREATIVE TECHNIQUES

ﬁxlm You attach the script that follows to three separate movie
clips to create a design. It uses sin with the _height,

_width, _rotation, and _alpha properties.

Example:

onClipEvent (enterFrame) {
speedV += Math.PI/180 *2;
_root.blockMC._height = Math.cos (speedV * 3 )* 100;
_root.blockMC._width = Math.sin(speedVv * 3 )* 100;
_root.blockMC._rotation = Math.sin(speedVv * 3 )* 100;
_root.blockMC._alpha = Math.sin(speedV * 3 )* 100;

Dbject Actio sh 5 - [1208tng._swi]

7 Object Actians

ﬂjl Object Actions

onC1lipEvent C(enterFrame) {

speedy += Math.PI/1B0 ¥2;

—_root.sTimeMC. _xscale = Math.sin(speedy D)% 750;]
_root.sTimeMC. _rotation = Math.sin(speedv ¥ 1003

o action selected.

lo P arameters

& = [ [nom]

[3 Use sin to set the E1 Move to the test EX Test your movie. Your movie clip will scale
_xscale. environment. and rotate.

i Use sin to set the Note: See page 38 for instructions on
_rotation. how to test your movie.
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FLASH ACTIONSCRIPT

USING THE DEBUGGER

is a normal part of writing a program. Flash provides

several tools that can help you debug ActionScript.
Use the Debugger to display a list of loaded movies, movie
clips, properties, and variables. The Debugger enables you
to view and adjust the properties and variables as the
movie plays. Using the Debugger, you can experiment with
values until you find the one that you need. You can then
return to your script and make the necessary changes.

Correcting errors — often referred to as debugging —

The Debugger consists of a status bar, display list, Properties
tab, Variables tab, and Watch list. The status bar displays the
URL or path to a movie or movie clip.

The display list displays all levels and instances that are
currently loaded. As you add or remove movies and movie
clips from the Stage, the display list automatically updates.
A splitter bar enables you to open, close, or resize the
display list.

The Properties tab displays all the properties associated
with a movie clip. You can change a property value by
double-clicking the property value and typing a new value.
You cannot use an expression to change a value when using
the Debugger. You must enter a string, Boolean, or number.
When you change a property value, Flash reflects the
change on the Stage immediately. You cannot change
read-only values.

The Variables tab displays all the variables and the current
values of the variables. You can change the value of a
variable by double-clicking the variable and typing a new
value. Object and array values are displayed, but you cannot
change them.

If you have specific variables that you want to track, you can
place them on the Watch list. The Watch list enables you to
track a specified list of variables.

USING THE DEBUGGER

Debugge x _[5]x! Debugge x _[8[x
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Cascade
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— = — =
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Show or hide the Debugger MNUM Run the mavie in test mode and open the debugger MUM

& Click Window =
Debugger to open the
Debugger.

~H Click Control = Debug
Movie to activate the
Debugger.



DEBUGGING ACTIONSCRIPT

Debug Movie.

using Debugger with the Flash Debug Player, Flash must be
open. You may want to password-protect your movie because
anyone viewing your movie using the Flash Debug Player will
also be able to view your property and variable settings. The
Flash tab of the Publish Settings dialog box provides an option
that enables you to password-protect the Debugger option.

You can download the latest version of the Flash Debug Player
from the Macromedia Web site. A link to the site is included on
the CD-ROM that accompanies this book.

The Debugger uses a special version of Flash Player — the Flash
Debug Player — that installs automatically when you install
Flash 5. To activate the Flash Debug Player, click Control =

You can use the Flash Debug Player as a standalone player. If
you choose Debugging Permitted under the Flash tab of the
Publish Settings dialog box, when you publish your Flash movie,
you can use the Debugger as you play your movie. Just click
Control &> Debugger in the Flash Debug Player menu. When

To add a variable to the Watch list,
select the variable, click [}] in

the upper-right corner of the
Debugger panel to open the
menu, and then click Add Watch.
To remove a variable from the
Watch list, select the variable,
click [}, and then click Remove
Watch.
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—E Click a level or instance
to select it.

E1 Click the Properties tab to
view properties.

—E Double-click a value and
type to change a property.

E Click the Variables tab to
view the variables.

i Double-click a value and
type to change a variable.

B You can use Debugger to
troubleshoot your movies.
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USING THE OUTPUT WINDOW

The Output window displays information to help you
troubleshoot your movie. If you have syntax errors
in your movie, error messages automatically display in the
Output window when you enter the test environment. Error
messages help you locate problems with your script.

The Output window is part of the test environment.

The Output window’s Options menu provides you with
options that enable you to copy the contents of the Output
window to the clipboard, clear the Output window, save
the contents of the Output window to a file, or print the
contents of the Output window. Choosing the Save to File
option on the menu enables you to save the contents of the
Output window as a TXT or LOG file.

The Options menu also enables you to select how in-depth
you want the error messages that you receive to be. Choose
from None, Errors, Warnings, and Verbose. Choosing None
turns off the display of error messages.

USING THE OUTPUT WINDOW

You can use the trace action to evaluate an expression.
This is useful when you are debugging your movie and you
need to know the value that an expression returns. The
results of the trace action display in the Output window.
The syntax for the trace action is

trace (expression) ;

Use the expression argument to specify the expression
that you want to evaluate. For example, the following script
increments the value of x each time the user clicks a button
and sends the results to the Output window:

on (release) {
trace (++x) ;

}

You can also use the trace action to display messages to
anyone who views your movie using the test environment.
For example, trace ("hello") ; displays "hello" in the
Output window.

[ Ble Edit Wiew Insert Modiy Test Con (7= rine aonons BID < Fil=_Edit Yisw Contiol Debug | Window | Help -l&| x|
Tools | & Scene 4| = [ bject Actions S [lmls Dirn:n;:n-mnm Hew'windaw  Ciledlel
I on (release) [ L FrFiate: 120 frizes Toolbars D
I@L‘ = Size: 0KE[342E) ¥ Lodls
¥ gl Caniimn gt Dbk
Setlings:
O U Bandwidth: zqguuats[zuu Detugger
7" T
© © LCasoade
1 Maviel
j 2 213020ace.fla
¥ie ¥ v 2 1302hace. swf
my O\n Trace | moQ
Colors Colars
7 No action shlected 7 Trace
Y ]l No Y ]l
LIl L3lIlES
Optians Optians
] "
@ a
k| — | |8l
o = G A ) oo -l
[ [NOM Display output information when testing a mavie [ [NOM
USING THE TRACE ACTION E Click [ to open the 1 Click Window = Output
Actions panel. to open the Output window.
—n Select the frame, button, P P P

or movie clip to which you
want to add ActionScript.

Note: This example uses file
trace.fla, which you can find on
the CD-ROM that accompanies
this book.
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—ﬂ Use the trace action to
evaluate an expression.

n Move to the test
environment.
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EX&E The script shown here uses the trace action to
display changes made to an array.

Script:

on (release) {
name = ["George”, "John", "James"];
trace (name) ;
name[l] = "Chris";
trace (name) ;
name.push ("Gene", "Charles", "Sue" );
trace (name) ;

}

Results of the First Trace:
George, John, James

Results of the Second Trace:
George, Chris, James

Results of the Third Trace:
George, Chris, James, Gene, Charles, Sue

h = .rl:lulpul ’ !
N | Options — Options 4|
L = L1 Capy CtkC
[ g [ g Clear
Save to File...
Frirt...
| |
| - | =
> K] A J51 A
Wiew Wiew
o " Q
Colors Colars
ra | | Trace 71 Trace
@ I & I
3| Il
Dptions Dptions
n n
>S4 >S4
NN — + | =l —
I3 Click the button to test M Each time you click the THE OPTIONS MENU B You can use the options
your movie. button, the ouput window Click Options to open the ~ Menu to copy the contents
will display the results of _gl ; P P of the Output window to the
ptions menu. .
the trace. clipboard, clear the Output

“H select an option. window, save the contents of
the Output window to a file,
or print the contents of the
output window.
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USING LIST OBJECTS

n the test environment, you can use the menu choice

Debug => List Objects to display levels, object types, and

target paths for the current frame in the Output window.
Obiject types include shape, movie clip, text, and button.
The information provided by the Debug => List Object
menu choice is useful when you want to find a target path
or what text is assigned to a text field.

When you use Debug = List Objects, the Output window
does not update automatically as the Debugger does. You
must make the menu choice each time you want to retrieve
information.

USING LIST OBJECTS

EX&E The following is an example of output from

the Debug = List Objects menu selection.

Example:

Level #0: Frame=1

Edit Text: Variable=_level0l.titleVv
Text=""

Movie Clip: Frame=1
Target="_level0.0live”

Shape:

Movie Clip: Frame=1
Target="_level0.Emerald"

Shape:
Button:

Shape:

Shape:

Edit Text:
Movie\r"

Variable= Text="Start

%’% Flazh 5 - [1301debug.fla]

!:% Flash 5 - [1301debug.swi]

[ Eile Edt Wiew Insert Modify Test| Conbol | Window Help |7l x| <y Fle_Edit view Control | Debug | window Help —|=1 x|
Toolk é ] Elay Enter: g‘ 4@‘ Togl Mouie: List Objects Ctrl+L.
[? ke Bewind Cledlelt L — [? & Dim: 550 List Wariables il

& o[ 35 40 45 B Fr Rate: 12.0
Step Eorward e 37r 1441 2KB/S)
7 7B Actions i Sten Beckard = s Duration: 1fr| 28,8 (2.3KB/s)
& A [P Animation — = & A Freload: 191 GEK (4.7 KB/s)
P Text est Movie tri+Enter Selting:  Llser Setting 4
; — 04 (23KB/s)
O o Dietug Mavie L3 CukShit+Enter - O o Banduidh: 210 |J.0 8 i e (53 Be)
f 67 @ = Test Scene ChikAl+E nter _H f &7 ————| User Setting 5 (23 KB/s)

Lo ]\ [r— o ——
© & Play All Scenes > | Options_|
& o Enable Simple Frame Actions LEVE% #0: F[SI"E;% .

Yiew Enable Simple Buttons ChlsAlE Edit Text: Variable= levelD.titleV Text="Olive and Emerald the Fogo Junmping
\I_WJ Q Mute Saunds HD;{;:pzflp: Frame=1 Target="_level0.0live
Colors = e J Movie €lip: Frame=1 Target="_leveld.Emerald"”
Shape:
/E Button:
(3 E Shape:
®Es Shape: .
Edir Text: Variable= Text="Start Movie\r"
Cptions
o i -
24| ] 2
e | 100 =l i @ A a W s
Fun the movie in test mods UM 4 | 2P

Kl Create your movie.
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E Click Control = Test
Movie to move to the test
environment.

—E Click Debug = List

Objects.

M The results display in the
Output window.
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USING LIST VARIABLES

n the test environment, you can use the menu choice ( )
Debug = List Variables to display all the movie variables Extra The following is an example of output from the
in the Output window. The information provided by the Debug = Lists Variables menu selection.

Debug = List Variables menu choice is useful when you namesA is an array.

want to find a variable name or the value assigned to a

variable. All the values assigned to an array are displayed in Example:

the Output window. Level #0:

. . . Variable _levelO. ion = "WIN 5,0,30,0"
When you use Debug = List Variables, the Output window ariable _level0.sversion

does not update automatically as the Debugger does. You
must make the menu choice each time that you want to 0:"Emerald",
retrieve information. 1:"Jade"

]

Variable _level0l.nameV = "Emerald the
Pogo Jumping Frog"

Variable _levelQ.namesA = [object #1] [

USING LIST VARIABLES

&% Flash 5 - [1301debug fla] &% Flash 5 - [1301debug swf]
[ Fle Edit Yiew Insst Modfy Iest| Control | Window Help == =] _ﬁ Fil= Edit “iew Control Window Help =13 x|
Tools | & Scenel Py Erites @ B, Tools Movie:  List Dbjects il
[ 3 Hevind Gl b — — a I Dim: 550 List Variables N Ctrl+Alt+V
35 40 45 |H [T FrRate: 12.0
7/ Corm Step Fonyard = = Sizer 37F 14.4(1.2KB/s)
Sl , = Cusson 111 E23KE/)
¢ A || Animation v = & A Preloat: 190 BEK (4.7 KB/s)
@ Text est Movie N trl+Enter | Seting: Llser Selting 4 [2.3 KB/
O O~ DebugMovie LS CikShifteEnter - O O Banduidth 240 u:;s:n::zsizma/:
/ 6? HE o Test Scene Ctrl+Alt+Enter » A === User Setting 6 (2.3 KB/s)
Loop Playback ) M Customize. ; ]
phions
© ‘é Flay &l 5 cenes J Level #0: ﬂ
& B b S Femedsiams Varishle _levelO.§version = "UIN §,0,30,0"
iew Enable Simple Buttors ClrlAlt+B Varisble levelO.namesk = [object #1] [
O:"0live"
oo Mute Sounds N ’
2 Wi 1:"Emerald",
Colars +- J Z:"Jade",
P | 3:"Lime"
L] :
'@H Movie Clip: Target="_levelD.0live™
i[5
Dptions : &
B ,
" S
ssl*(llgl‘ I 2
100z = 5] Afley a W =
Run the movie in test mode MUM ﬂ oz
Kl Create your movie. E Click Control e Test K] click Debug => List M The results display in the
Movie to move to the test Variables. Output window.

environment.
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DEBUG YOUR SCRIPT

here are techniques that you can use to effectively

create and debug ActionScript. For starters, you should

build your movie in a modular fashion, testing each
section as you develop it. This enables you to identify
problems as they arise.

As you create your scripts, you should save often, giving
each save a different version number. If your script gets
extremely complex and stops working, this enables you to
go back to the last working version of the script.

If a portion of script does not work, try breaking the script
down into component parts. This enables you to narrow
things down so that you can determine which portion of
the script is not working. You can also comment out
portions of the script and test it. Again, this helps narrow
down where the error is located.

Use comments to document your code. This is very
important if you are working with other developers. Even if

DEBUG YOUR SCRIPT

you do not work with other developers, comments are
important. You may need to revise your code weeks,
months, or years later. It is very easy to forget the logic that
you used to develop your code. Use comments to explain
what you are doing and why you are doing it.

Give the variables, arrays, functions, and objects that you
create meaningful names. This will make it easier for you
and others who view your code to understand your code.

Develop a naming convention and stick with it. For
example, you can type the first word in a variable name in
small letters, and subsequent words can start with capital
letters. The variable name playerFirstName is an
example of this convention.

When trying to understand a movie written by someone
else, use Movie Explorer to find and view ActionScript.

Obje A O x Obje A O x
5] Objest Actions| @i[»] |50 Objeot Actions 2
+] - Oowtisons ]| | | ] oo " one [
on (release) { = on (release) { Gota Line. Crl+G =
[// Status = false means the sound is off. // status = false means the sound is o o= CHlsF
|// If the sound is off, turn the sound on. /4 If the sound is off, turn the sound i o =
it (status == false) [ if (status == false) { Replace.. CtsH
beat| = rew sound(J; beat = new Sound(; Check Syrtas Tkl
beat| attachSound ('musid s beat.attachSound ("music");
beat] etart(0,10); || beat.start(0,10); Impot From Fil Ctl+l
H // The sound is on so set the Etatus to frue. H // The sound is on so set the status EEEIAE =i
status = true; status = true; it

/4 Set the dynamic text field pn the button to Click to =
S/ The button toggles the musif an and off

onoff]= "click to Stop";
/f Get the Pan and volume.

/4 Other buttons adjust thepe palues.
e | bhmmd i e N

S/ Set the dynamic text field on the [RESIENENIY |

N

4 |

\
Show Deprecated Syntan Wy
Font Size 3

/4 The button toggles the music an an
onaff = "Click to Stop";

Jf Get the Pan and volume.

J4 Other buttons adjust these wvalues.

| [ 7, Py W

4 |

| Mo action selectsd.

Mo Parameters.

| Mo action selected.

Mo Parameters.

&l Add comments. H Add meaningful names.
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K Adda naming convention.

E] Click [{] &> Check Syntax
to perform a syntax check.

—n Click [}] = Colored Syntax
to use colored syntax.
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EX&E When using the Action panel,
use Colored Syntax.
SOLUTION
Perform syntax checks. This is ; ;
particularly important if you Misspelled variable or Ma!(e sure that you spell ‘
L array name variable and array names the same each time
are working in the Expert
that you use them.
Mode.
Expression box If you are working in
Give every variable, function, not checked Normal Mode, make sure that you check the
object, and array a unique Expression box when you enter an
name. expression.
Using = to perform The operator = is the
a comparison assignment operator. If you want to perform
a comparison, such as if name ==
"George", use ==, the equality operator.

£ Flash 5 - [1305debug.fla]
| :& File Edit “iew Insett Modify Test Control Help == %] A Movie Explarer] @r
ET & Scene Mews Window Ctl+lteh % B, - ’KE g @ E
DL saaf | e TR R e | |e——
v Tools
7/ & || PanLen - -0 i , = A tempnlfpan) =
b A gPan Right « + [J I;::lesm . J A Current Pan, (TetField 1), _sans, 14 pts)
DecieaseVolume *+ + W
o d 21 I o o ol Save Panel Layout... - & Velume Up
ncrease Yolume ST s Al Paret ; B actions for frame 1
it =% CbAleds =6 auter
clions bl -
£ for B
_> © & L] Movie Explorer ,  Ctrl+AltsM = G B o
e T anlrelesse)]
Dstuiggsr # Status = false mesns the sound i off.
Yiew | — 1 the soundis off, turn the scund on.
M ; Librany EulL it [status == false] | -
& LCommon Libraries » J heat new Sound(]
—— Generator Hbjects et '
7 H " nghl """" | ‘—— beat.sttachSound("music”):
LCascade : beat stan(0, 10
o - e 10
[] Tile —————— || HThe soundis on 50 set the status to truz
|
!10 alo/fl L 1 1305debun s Laft Al 1 stz = s
plions I S ) | H Set the dynamic ket fisld an the buttan ta Click ka Stap
m Gurten Vplume ! ! ! ! 1 1 1 !C"!"ert pan = 1 The buteon toqales the music on and off
-5 | > | 4 | » anif = "Click ta Stop”;
o =1 G A& HGet the Fan and Valume -
Show of hide the Mavie Explorer [ [NOm Sobne 1 - Decrease ¥olume - frame 1> Volume Down
3 Click Window = Movie I Click =1 to contract the B view the ActionScript.
Explorer to open Movie hierarchy.
Explorer M You can develop your
] Click [+ to expand the scripts in a way that makes it
hierarchy. easy for you to debug them.
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KEY CODE VALUES

T

LETTERS A TO Z AND NUMBERS 0 TO 9

he tables that follow list all of the keys on a standard
keyboard and the corresponding key code values.

LETTEROR KEY

LETTEROR KEY

LETTEROR KEY

LETTEROR KEY

NUMBER CODE NUMBER CODE NUMBER CODE NUMBER CODE
A 65 J 74 S 83 1 49
B 66 K 75 T 84 2 50
C 67 L 76 U 85 3 51
D 68 M 77 \% 86 4 52
E 69 N 78 w 87 5 53
F 70 (0] 79 X 88 6 54
G 71 P 80 Y 89 7 55
H 72 Q 81 z 90 8 56
| 73 R 82 0 48 9 57
KEY KEYCODE KEY KEYCODE KEY KEYCODE
Number Pad 0 | 96 Number Pad 6 | 102 Add 107
Number Pad 1 | 97 Number Pad 7 | 103 Enter 108
Number Pad 2 | 98 Number Pad 8 | 104 Subtract 109
Number Pad 3 | 99 Number Pad 9 | 105 Decimal 110
Number Pad 4 | 100 Multiply 106 Divide 111
Number Pad 5 | 101
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KEY KEYCODE KEY KEYCODE KEY KEYCODE
F1

112 F5 116 F9 120
F2 113 F6 117 F10 121
F3 114 F7 118 F11 122
F4 115 F8 119 F12 123

OTHER KEYS

KEY KEYCODE KEY KEYCODE KEY KEYCODE KEY KEYCODE
Backspace |8 Esc 27 Right Arrow |39 - 189

Tab 9 Spacebar 32 Down Arrow |40 2 191

Clear 12 Page Up 33 Insert 45 T~ 192

Enter 13 Page Down |34 Delete 46 { 219

Shift 16 End 35 Help 47 \| 220
Control 17 Home 36 Num Lock 144 1 221

Alt 18 Left Arrow |37 5 186 o 222

Cap Lock 20 Up Arrow |38 =+ 187
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URL ENCODING CHARACTERS

he loadvariables action reads data from an temperature=15, dropping the plus. The URL code for the
Texternal file. You cannot read certain characters + is %2Db. To have ActionScript read the entry correctly, enter

directly. You must use URL encoding for these this: temperature=%2b15. The following is a complete list
characters. For example, if your text file includes of URL codes.

temperature=+15, ActionScript will read it as

URL URL URL URL
CHARACTER CODE CHARACTER CODE CHARACTER CODE CHARACTER CODE
backspace %08 3 %33 J %4A a %61
tab %09 4 %34 K %4B b %62
linefeed %0A 5 %35 L %4C C %63
return %0D 6 %36 M %4D d %64
space %20 7 %37 N %A4E e %65
! %21 8 %38 (0] %A4F f %66
" %22 9 %39 P %50 g %67
# %23 : %3A Q %51 h %68
$ %24 ; %3B R %52 i %69
% %25 < %3C S %53 j %6A
& %26 = %3D T %54 k %6B
! %27 > %3E U %55 | %6C
( %28 ? %3F \% %56 m %6D
) %29 @ %40 w %57 n %6E
& %2A A %41 X %58 o %6F
+ %2B B %42 Y %59 p %70
, %2C C %43 z %5A q %71
- %2D D %44 [ %5B r %72

%2E E %45 \ %5C s %73
/ %2F F %46 ] %5D t %74
0 %30 G %47 N %5E u %75
1 %31 H %48 _ %5F \Y %76
2 %32 I %49 ) %60 w %77
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CHARACTER CODE CHARACTER CODE CHARACTER CODE CHARACTER CODE
X %78 : %BF o} %D6 i %EE
y %79 A %CO %} %D8 i %EF
z %7A A %CT1 U %D9 _ %FO0
{ %7B A %C2 U %DA i %F1
| %7C A %C3 0] %DB o %F2
} %7D A %C4 U %DC 6 %F3
~ %7E A %C5 _ %DD o %F4
¢ %A2 /E %C6 _ %DE ) %F5
£ %A3 C %C7 R %DF ) %F6
¥ %A5 E %C8 a %ED + %F7
| %A6 E %C9 a %E1 o %F8
§ %A7 E %CA a %E2 u %F9
« %AB 3 %CB a %E3 d %FA
- %AC i %CC i %E4 a %FB
- %AD i %CD 3 %E5 i %FC
° %B0 i %CE ® %E6 _ %FD
+ %B1 i %CF c %E7 _ %FE
a %B2 _ %D0 @ %E8 y %FF
, %B4 N %D1 é %E9
p %B5 o] %D2 é %EA
» %BB (o) %D3 é %EB
1/4 %BC (0] %D4 i %EC
1/2 %BD 0o %D5 i %ED

LIST OF KEYWORDS

Keywords are words that

ActionScript reserves for

specific use within the break continue delete else

Ianguage. You cannot use . . .

keywords to name for function if in

variables, functions, or new return this typeof

labels. The following is a list

of ActionScript keywords. var void while with
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ACTIONS APPENDED WITH NUM

hen you use loadMovie, unLoadMovie,
WloadVariables, print, or printAsBitmap in

Normal Mode, ActionScript may substitute those
actions with 1oadMovieNum, unLoadMovieNum,

loadVariablesNum, printNum, or printAsBitmapNum.

In Normal Mode, when using the 1oadMovie,
unLoadMovie, loadvVariables, print, or
printAsBitmap actions you use the location parameter to
specify either a level number or target path. A level number
is an integer. A target path is a string. Flash Player needs to
know if the location is a string or a number. Therefore,
ActionScript uses two versions of the actions: the action
name and the action name appended with Num.
ActionScript uses the action name with strings and the
action name appended with Num with numbers. When in
Normal Mode, if you select Target in the Location field,
ActionScript uses the action name. If you select a Level in
the Location field, ActionScript uses the action name
appended with Num. ActionScript makes the selection

automatically. In fact, Normal Mode does not list action
names appended with Num in the Toolbox list. In the Expert
mode, the programmer must decide whether to use the
action name or the action name appended with Num. The
Toolbox list lists them both. The programmer should use the
action if specifying a target path and the action appended
with Num if specifying a level using an integer.

Examples:
loadvVariableNum ("http://www.
entercompanyhere.com/anymovie.swf", 3)

loadvVariable ("http://www.entercompanyhere.
com /anymovie.swf", "_root.targetClip")

Note: If you specify the level using a string, use
loadvariable.

loadvVariable ("http://www.entercompanyhere.
com/anymovie.swf", "_levell")

HEXADECIMAL COLOR CODES

hexadecimal values shown in the following table. This

You can specify color using the red, green, and blue
table is not a complete list of hexadecimal values.

COLOR RED GREEN BLUE COLOR RED GREEN BLUE
aliceblue FO F8 FF brown A5 2A 2A
antiquewhite FA EB D7 burlywood DE B8 87
aqua 00 FF FF cadetblue 5F 9E A0
aquamarine 7F FF D4 chartreuse 7F FF 00
azure FO FF FF chocolate D2 69 1E
beige F5 F5 DC coral FF 7F 50
bisque FF E4 C4 cornflowerblue 64 95 ED
black 00 00 00 cornsilk FF F8 DC
blanchedalmond FF EB CD crimson DC 14 3C
blue 00 00 FF cyan 00 FF FF
blueviolet 8A 2B E2 darkblue 00 00 8B
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COLOR RED GREEN BLUE COLOR RED GREEN BLUE
darkcyan 00 8B 8B indigo 4B 00 82
darkgoldenrod B8 86 0B ivory FF FF FO
darkgray A9 A9 A9 khaki FO E6 8C
darkgreen 00 64 00 lavender E6 E6 FA
darkkhaki BD B7 6B lavenderblush FF FO F5
darkmagenta 8B 00 8B lawngreen 7C FC 00
darkolivegreen 55 6B 2F lemonchiffon FF FA CD
darkorange FF 8C 00 lightblue AD D8 E6
darkorchid 99 32 CcC lightcoral FO 80 80
darkred 8B 00 00 lightcyan E0 FF FF
darksalmon E9 96 7A lightgoldenrodyellow FA FA D2
darkseagreen 8F BC 8F lightgreen 90 EE 90
darkslateblue 48 3D 8B lightgray D3 D3 D3
darkslategray 2F 4F 4F lightpink FF B6 C1
darkturquoise 00 CE D1 lightsalmon FF A0 7A
darkviolet 94 00 D3 lightseagreen 20 B2 AA
deeppink FF 14 93 lightskyblue 87 CE FA
deepskyblue 00 BF FF lightslategray 77 88 99
dimgray 69 69 69 lightsteelblue BO C4 DE
dodgerblue 1E 90 FF lightyellow FF FF E0
firebrick B2 22 22 lime 00 FF 00
floralwhite FF FA FO limegreen 32 CD 32
forestgreen 22 8B 22 linen FA FO E6
fuchsia FF 00 FF magenta FF 00 FF
gainsboro DC DC DC maroon 80 00 00
ghostwhite F8 F8 FF mediumaquamarine 66 CD AA
gold FF D7 00 mediumblue 00 00 CD
goldenrod DA A5 20 mediumorchid BA 55 D3
gray 80 80 80 mediumpurple 93 70 DB
green 00 80 00 mediumseagreen 3C B3 71
greenyellow AD FF 2F mediumslateblue 7B 68 EE
honeydew FO FF FO mediumspringgreen 00 FA 9A
hotpink FF 69 B4 mediumturquoise 48 D1 CcC
indianred CD 5C 5C Continued
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HEXADECIMAL COLOR CODES (CONTINUED)

COLOR RED GREEN BLUE COLOR RED GREEN BLUE
mediumvioletred c7 15 85 royalblue 41 69 E1
midnightblue 19 19 70 saddlebrown 8B 45 13
mintcream F5 FF FA salmon FA 80 72
mistyrose FF E4 E1 sandybrown F4 A4 60
moccasin FF E4 B5 seagreen 2E 8B 57
navajowhite FF DE AD seashell FF F5 EE
navy 00 00 80 sienna A0 52 2D
oldlace FD F5 E6 silver Co Cco Co
olive 80 80 00 skyblue 87 CE EB
olivedrab 6B 8E 23 slateblue 6A 5A CD
orange FF A5 00 slategray 70 80 90
orangered FF 45 00 snow FF FA FA
orchid DA 70 D6 springgreen 00 FF 7F
palegoldenrod EE E8 AA steelblue 46 82 B4
palegreen 98 FB 98 tan D2 B4 8C
paleturquoise AF EE EE teal 00 80 80
palevioletred DB 70 93 thistle D38 BF D38
papayawhip FF EF D5 tomato FF 63 47
peachpuff FF DA B9 turquoise 40 EO DO
peru CD 85 3F violet EE 82 EE
pink FF Co CB wheat F5 DE B3
plum DD A0 DD white FF FF FF
powderblue BO EO E6 whitesmoke F5 F5 F5
purple 80 00 80 yellow FF FF 00
red FF 00 00 yellowgreen 9A CD 32
rosybrown BC 8F 8F
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BUTTON HANDLERS

ou use
Ybutton
handlers to

instruct Flash on
how to respond
when the user
clicks, moves the
mouse over, or
interacts in some
other way with a
button. The table
that follows lists
button handlers
and their
purpose.

HANDLER

on(release)

PURPOSE

Performs specified actions when the pointer is over the button and the
user releases the mouse. This is the default handler.

on (press)

Performs specified actions when the pointer is over the button and
the user presses the mouse.

on(releaseOutside)

Performs specified actions when the user drags the pointer outside the
button area and releases the mouse.

on(rollOver)

Performs specified actions when the user rolls the pointer over the
button.

on(rollout)

Performs specified actions when the user rolls the pointer over and
then outside of the button area.

on (dragOver)

Performs specified actions when the user clicks the button, drags the
pointer away from the button, and then drags the pointer back over
the button.

on (dragOut)

Performs specified actions when the pointer is over the button and the
user presses the mouse and then drags the pointer outside the button
area.

on (keyPress, "key")

Performs specified actions when the user presses a specified key.

MOVIE CLIP HANDLERS

ou use
movie clip
handlers to

instruct Flash on
how to respond
when the user
loads or unloads
a movie clip,
enters a frame,
moves the
mouse, presses a
key, or interacts
in some other
way with a movie
clip. The table
that follows lists
movie clip
handlers and
their function.

HANDLER

PURPOSE

onClipEvent (load)

Performs the specified actions when the movie clip appears on the
Timeline. This is the default handler.

onClipEvent (unload)

Performs the specified actions in the first frame after you remove the
movie clip from the Timeline.

onClipEvent (enterFrame) | Performs the specified actions as a frame plays.

onClipEvent (mouseMove) | Performs the specified actions every time the user moves the mouse.

onClipEvent (mouseDown) | Performs the specified actions when the user presses the mouse.

onClipEvent (mouseUp)

Performs the specified actions when the user releases the mouse.

onClipEvent (keyDown)

Performs the specified actions when the user presses any key.

onClipEvent (keyUp)

Performs the specified actions when the user releases any key.

onClipEvent (data)

Performs the specified actions when ActionScript receives data.
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OPERATORS

ou use operators to combine, compare, or modify
values. The table that follows lists operators and

Ytheir purpose.

OPERATOR NAME PURPOSE

! Logical Not Converts an expression that returns true to false and an expression that returns false
to true.

1= Inequality Used to compare to values. Returns true if two values are not equal. Returns false if
two values are equal.

o Quotes Used to enclose strings.

% Modulo Returns the remainder of one expression divided by another expression.

&& Short-Circuit AND | Evaluates two expressions. Returns true if expression 1 and expression 2 return true.

() Parenthesis Groups expressions to control precedence. Encloses arguments.

* Multiplication Multiplies expression1 by expression 2.

+ Addition Adds expression 1 to expression 2.

++ Increment Adds 1 to a value and returns the original value.

- Minus Negates a number or substracts expression 2 from expression 1.

-- Decrement Substract 1 from a value and returns the original value.

/ Division Divides expression 1 by expression 2.

< Less than Compares two expressions. Returns true if expression 1 is less than expression 2.
Returns false if expression 1 is not less than expression 2.

<= Less than or Compares two expressions. Returns true if expression 1 is less than or equal to

equal to expression 2. Returns false if expression 1 is not less than or equal to expression 2.

<> Inequality Used to compare two expressions. Returns true if the values are not equal and false
if the values are equal.

== Equality Compares two expressions. Returns true if the expressions are equal; returns false if
the expressions are not equal.

> Greater than Compares two expressions. Returns true if expression 1 is greater than expression 2.
Returns false if expression 1 is not greater than or equal to expression 2.

>= Greater than Compares two expressions. Returns true if expression 1 is greater than or equal to

or equal to expression 2. Returns false if expression 1 is not greater than or equal to expression 2.

and Evaluates two expressions. Returns true if expression 1 and expression 2 return true.
Deprecated in Flash 5.

not Converts an expression that returns true to false and an expression that returns false
to true. Deprecated in Flash 5.

or Compares two expressions. Returns true if expression 1 returns true or expression 2
returns true. Deprecated in Flash 5.
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typeof

OPERATOR NAME PURPOSE

Returns whether an expression is a movie clip, object, or function.

void

Returns a null value for an expression.

|| OR

returns true.

Compares two expressions. Returns true if expression 1 returns true or expression 2

FUNCTIONS

table that follows lists functions and their purpose.

3 function is a block of script that can be reused. The

FUNCTION PURPOSE FUNCTION PURPOSE
Boolean Converts a variable, number, or string newline Inserts a blank line in ActionScript
to a Boolean. code.
escape Converts an expression to Number Converts a string or Boolean to a
URL-encoded format. number.
eval Returns the value of a variable, parseFloat Converts a string to a floating point
property, value, or the reference to an number.
object or movie clip. parselnt Converts a string to an integer.
false The Boolean value false.
random Returns a random number.
getProperty | Retrieves properties. scroll Returns the line number of the top
getTimer Retrieves the number of milliseconds line in a text box.
that have elapsed. String Converts a number, Boolean,
getVersion | Retrieves the version of Flash Player variable, or object to a string.
on the local computer. targetPath Returns the target path of a
int Rounds a number to an integer. MovieClip object.
isFinite Returns true if a value is equal to true The Booloean value true.
infinity. Returns false if it is not. unescape Converts an expression in URL-
isNaN Returns true if an expression is not a encoded format to ASCII format.
number. updateAfterEvent |Updates the display after the clip
maxscroll Finds the highest value allowed for the event.
scroll property.
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ACTIONS

Y

ou use actions to send commands in ActionsScript.
You can use actions to start or stop a movie, load or

unload a movie, or perform myriad other tasks. The
following table lists the actions available to you in

ActionScript.

ACTION PURPOSE

break Used with the for, for...in, do
while, and while actions. The
break action instructs
ActionSript to break out of a
loop.

comment Enables you to add text to your
script. Comments have no effect
on your script. Use comments to
document your script.

continue Used with while and do...while
loops. With while loops, causes
ActionScript to return to the top
of the loop. With do...while
loops, causes ActionScript to go
to the bottom of the loop.

delete Deletes an object or variable.

duplicateMovieClip |Copies of a movie clip instance.

else Used with if statements.
Executes statements if all other
conditions are not met.

evaluate Creates a blank line with a
semi-colon.

for Used to execute a statement or
series of statements repeatedly.

for...in Loops through object properties
or elements in an array.

FSCommand Sends commands to Flash
Player.

function Defines custom functions.

getUrl Opens a Web page.

goto Stops or plays a movie.

if Evaluates a condition. If the
condition is true, executes
statements.

ifFrameLoaded Checks the status of a movie
download.

include Includes script written with a
text editor in your Flash movie.

ACTION

PURPOSE

loadMovie Load and displays several movies
at once or switches movies
without closing Flash Player.

loadvariables Loads variables from an external
file.

onClipEvent Enables you to select a movie clip
handler.

play Plays a movie.

print Prints a movie.

removeMovieClip |Removes a movie clip from the
Stage.

return Specifies the value returned by a

function.

set variable

Enables you to assign a value to a
variable.

setProperty Enables you to set the property of
a movie clip.

startDrag Makes an object draggable.

stop Stops a movie from playing.

stopAllSounds Stop all sounds that are currently
playing.

stopDrag Stops a drag action.

tellTarget Sends statements to a Timeline.

toggleHighQuality |Toggles antialiasing on and off.

trace Displays messages in the Output
window.

unloadMovie Unloads a movie.

var Declares a local variable.

while Runs a statement or series of
statements repeatedly.

with Enables you to execute a

statement or series of statements
on an object or movie clip.
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PROPERTIES

T

his table lists movie clip properties. You can use the
setProperty action to set many of these properties.
You can use the getProperty function to retrieve the

value of these properties. However, if a property is read-
only, you can retrieve but not set the property. Read-only
properties are marked with an asterisk.

PROPERTY PURPOSE

_alpha

Returns a value between 0 and 100.
A transparent movie clip has a value
of 0. An opaque movie clip has a
value of 100.

_currentframe*

Returns the frame in which the
playhead is located.

_droptarget*

Returns the absolute path of the
movie clip on which the user
dropped a draggable instance.

_focusrect

Returns true if a yellow rectangle
will appear around the button or
text box that has focus when the
user presses the tab key.
Otherwise, it returns false.

_framesloaded*

Returns the number of frames
loaded.

_height

Returns the height of a movie clip
in pixels.

_highquality

Returns the movie clip quality.

_name

Returns the name of a movie clip.

_quality

Returns the movie clip quality.

_rotation

Returns the rotation value.

_soundbuftime

Returns the number of seconds of
streaming sound buffered before
the movie starts to stream.

_target*

Returns the target path of a movie
clip instance.

PROPERTY PURPOSE

_totalframes*

Returns the total number of frames
in a movie clip.

_url*

Returns the URL from which the
movie clip was downloaded.

_visible

Returns the visibility status. Returns
true if the movie clip is visible.
Returns false if the movie clip is
not visible.

_width

Returns the width of the movie clip.

Returns the x coordinate of a movie
clip, using global coordinates.

_xXmouse¥*

Returns the x coordinate of the
mouse position.

_xscale

Returns the amount of horizontal
scaling that the script or the user has
applied to a movie clip.

Y

Returns the y coordinate of a movie
clip, using global coordinates.

_ymouse*

Returns the y coordinate of the
mouse position.

_yscale

Returns the amount of vertical
scaling that the script or the user has
applied to a movie clip.
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OBJECTS

ARRAY OBJECT

You can use an array to group related data. The table that
follows lists the methods you can use with the Array object.

concat Concatenates and returns an array. slice Extracts elements from an array.

join Joins elements in an array to form a string. sort Sorts an array.

pop Removes the last element from an array. splice Adds or removes elements from an array.
push Adds elements to the end of an array. toString | Converts an array to a string.

reverse Reverses an array. unshift Adds elements to the beginning of the array.
shift Removes the first element from an array. length Returns the length of an array.

BOOLEAN OBJECT

You can use the Boolean object to find the
string value of a Boolean or to return the
primitive value of the Boolean object. The
following table lists the methods of the
Boolean object.

METHOD PURPOSE

toString| Returns the string value of a Boolean object.

valueOf |Returns the primitive value of a Boolean object.

COLOR OBJECT

You can use the Color object methods to

retrieve and set the color values. The table
that follows lists the methods of the Color
object and their purpose.

METHOD

getRGB

PURPOSE

Returns the value of the last setRGB call.

getTransform |Returns the value of the last setTansform call.

SetRGB Sets the hexadecimal value for a Color object.

setTransform |Sets the color transform for a Color object.
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You can use the Date object to retrieve and set the date.
The table that follows lists the methods and purposes
of the Date object.

METHOD PURPOSE METHOD PURPOSE

getDate Returns the day of the month in getUTCSeconds Returns the second in
local time. universal time.
getDay Returns the day of the week in getYear Returns the year in local time.
local time. setDate Sets the day of the month in
getFullYear Returns the four-digit year in local time.
local time. setFullYear Sets the year in local time.
getHours Returns the hour in local time. setHours Sets the hour in local time.
getMilliseconds Eeturns the millisecond in local SetMilliseconds Sets the millisecond in local
ime. time.
getMinutes Returns the minute in local time. setMinutes Sets the minute in local time.
getMonth Returns the month in local time| setMonth Sets the month in local time.
getSeconds Returns the second in local time. setSeconds Sets the second in local time.
getTimer Re.tL'lrns the nL'lmber .Of . setTime Sets the time in milliseconds.
milliseconds since midnight
January 1, 1970 universal time. setUTCDate Sets the date in universal time.
getTimezoneOffset |Returns the difference between setUTCFullYear Sets the year in universal time.

local time and universal time. setUTCHours Sets the hour in universal time.

getUTCDate Returns the day of the month in

. : setUTCMilliseconds | Sets the milliseconds in
universal time.

universal time.

getUTCDay Returns the day of the week in

. : setUTCMinutes Sets the minute in universal
universal time. time
getUTCFullYear Returns th? four-digit year in setUTCMonth Sets the month in universal
universal time. time
getUTCHours Returns the hour in universal setUTCSeconds Sets the second in universal
time. time
getUTCMilliseconds ReFurns thf: millisecond in setYear Sets the year in local time.
universal time.
- . : - toString Returns the date and time as
getUTCMinutes Returns the minute in universal a string.
time.
h hi - | Date.UTC Returns the number of
getUTCMonth Eeturns the month in universal milliseconds between
ime.

midnight January 1, 1970,
universal time, and a specified
time.
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KEY OBJECT

You can use the methods of the Key
object to enable users to manipulate METHOD PURPOSE

objects with keys or to respond to getAscii | Returns the ASCII code for the last key pressed.
key presses. The following table lists

the methods of the Key object and
their purpose. isDown Returns true if a specified key is pressed.

getCode Returns the virtual key code for the last key pressed.

isToggled | Returns true if Num Lock or Caps Lock are on.

MATH OBJECT

You can use the methods of the Math object to calculations. The following table lists the methods of the
manipulate numbers and perform mathematical Math object and their purpose.

METHOD PURPOSE METHOD PURPOSE

abs Returns the absolute value of a value. max Compares two numbers and returns the

acos Returns the arc cosine of a value. larger.

asin Returns the arc sine of a value min Compares two numbers and returns the

. smaller.
atan Returns the arc tangent of a value. -
pow Raises a number to a power.
atan2 Computes the angle from the x-axis to the
point. random Returns a random number.

ceil Rounds a number up. round Rounds a number.

cos Returns the cosine of a value. sin Returns the sine of a value.

exp Computes an exponential value. sqgrt Returns the square root of a value.

floor Rounds a number down tan Returns the tangent of a value.

log Returns the natural logarithm of a value.
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You can use the methods of the
Mouse object to show or hide the
mouse. The table that follows lists the
methods of the Mouse object and

their purpose.

MOVIECLIP OBJECT

hide

Hides the cursor.

METHOD PURPOSE

show

Shows the cursor.

You can use the methods of the MovieClip object to
manipulate movie clips. The table that follows lists the
methods of the Mouse object and their purpose.

METHOD PURPOSE

attachMovie Attaches a movie clip in the
Library and places it on the
Stage.

duplicateMovieClip | Duplicates a movie clip.

getBounds Returns the boundaries of a
movie clip.

getBytesLoaded Returns the number of bytes
loaded.

getBytesTotal Returns the size of a movie clip.

getURL Opens a Web page.

globalToLocal Converts the Stage
coordinates to local
coordinates.

gotoAndPlay Begins to play a movie clip in
the frame specified.

gotoAndStop Sends the playhead to a frame
and stops the movie.

hitTest Returns true if a movie clip
touches or overlaps with
another movie clip.

loadMovie Loads a movie into a movie clip.

METHOD PURPOSE

loadVariables Loads variables.

localToGlobal Converts the Stage coordinates to
global coordinates.

nextFrame Sends the playhead to the next
frame in the movie clip.

prevFrame Sends the playhead to the
previous frame in the movie clip.

removeMovieclip Removes movie clips created with
duplicateMovieClip and
attachMovie from the Timeline.

startDrag Makes a movie clip draggable.

stop Stops a movie clip.

stopDrag Stops the drag actions.

swapDepths Swaps the depth level of a movie
clip.

unloadMovie Removes a movie that was loaded
using loadMovie.
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NUMBER OBJECT

You can use the Number object to find

the string value of a number or to return ALEILIe e

the primitive value of the Number toString Returns a number as a number.

object. The following table lists the T

methods of the Number object. valueOf Returns the primative value of a number.

OBJECT OBJECT

You can use the Object object to find

the string value of an object or to Ll LR

return the primitive value of the toString | Returns the object as a string.

Object object. The following table S . .
lists the methods of the Object valueOf Returns the primative value of an Object object.
object.

SELECTION OBJECT

You can use the methods of the

Selection object to control the LY i
text box that currently has focus. The getBeginIndex | Returns the index value of the beginning of a
following table lists the methods of the selection pan.

Selection object and their purpose.
) purp getCaretIndex | Returns the index value of the blinking cursor.

getEndIndex Returns the index of the end of a selection pan.

getFocus Returns the name of the variable for the text box
that currently has focus.

setFocus Sets the focus to specified text box.

setSelection Sets the selection span.
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SOUND OBJECT

You can use the methods of the
Sound object to control sound. The
table that follows lists the Sound
methods and their purpose.

METHOD

attachSound

PURPOSE

Attaches a sound.

getPan Returns the pan value.

getTransform | Returns the sound transform value.

getVolume Returns the volume value.

setPan Sets the pan value.

setTransform | Sets the transform value.

setVolume Sets the volume.
start Starts a sound.
stop Stops a sound.

STRING OBJECT

You can use the String object to manipulate
strings. The table that follows lists the methods
of the String object and their purpose.

METHOD PURPOSE

charAt Returns the character at a specified index position.
charCodeAt Returns the numeric value of a character at a specified index position.
concat Concatenates strings.

fromCharCode | Returns the character assigned to a code.

indexOf Returns the first occurrence of the index value of a substring.
lastIndexOf Returns the last occurrence of the index value of a substring.

slice Returns a substring of a string.

substr Returns a substring of a string. You specify the starting position and length.
substring Returns a substring of a string. You specify the starting and ending position.
toLowerCase Converts a string to lowercase.

toUpperCase Converts a string to uppercase.




APPENDIX
WHAT’S ON THE CD-ROM

many useful files and programs that can be used

when working with Flash. You will find files that
contain all the sample code used in this book, as well as
several popular programs you can install on your computer.
Before installing any of the programs on the disc, make sure
that a newer version of the program is not already installed
on your computer. For information on installing different
versions of the same program, contact the program’s
manufacturer.

SYSTEM REQUIREMENTS

While most programs on the CD-ROM disc have minimal
system requirements, your computer should be equipped
with the following hardware and software to make the best
use of all the contents of the CD-ROM disc:

The CD-ROM disc included in this book contains

e A Pentium processor running Windows 95 or later or
Windows NT 4 or later

e At least 32 MB of available RAM
e At least 40 MB of available disk space

¢ Microsoft Internet Explorer 4.0 or later, or Netscape
Navigator 4.0 or later reccommended

* 800 x 600 color display
e CD-ROM drive

AUTHOR’S SOURCE CODE

For Windows 2000. The CD provides files that contain all

the sample code used throughout this book. You can browse
these files directly from the CD-ROM, or you can copy
them to your hard drive and use them as the basis for your
own projects. To find the files on the CD-ROM, open the
D:\RESOURCES\CODE folder. To copy the files to your hard
drive, just run the installation program D:\RESOURCES\
CODE.EXE. The files will be placed on your hard drive at
C:\ProgramFiles\FlashActionScript. After installing, you can
access the files from the Start menu. You will need Flash 5
installed on the machine to run the samples. Please see Using
Creative Techniques in Chapter 12 for more information.

ACROBAT VERSION

The CD-ROM contains an e-version of this book that you
can view and search using Adobe Acrobat Reader. You can
also use the hyperlinks provided in the text to access all
Web pages and Internet references in the book. You cannot
print the pages or copy text from the Acrobat files. If you do
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not currently have Adobe Acrobat Reader 5 installed, the
computer will prompt you to install the software Acrobat
files. A freeware version of Adobe Acrobat Reader is also
included on the disc.

INSTALLING AND USING THE SOFTWARE

This CD-ROM disc contains several useful programs. Before
installing a program from the CD, you should exit all other
programs. In order to use most of the programs, you must
accept the license agreement provided with the program.
Make sure you read any ReadMe files provided with each
program.

Program Versions

Shareware programs are fully functional, free trial versions
of copyrighted programs. If you like a particular program,
you can register with its author for a nominal fee and
receive licenses, enhanced versions, and technical support.

Freeware programs are free, copyrighted games, applications,
and utilities. You can copy them to as many computers as
you like, but they have no technical support.

GNU software is governed by its own license, which is
included inside the folder of the GNU software. There are
no restrictions on distribution of this software. See the GNU
license for more details.

Trial, demo, or evaluation versions are usually limited either
by time of functionality. For example, you may not be able
to save projects using these versions.

For your convenience, the software titles on the CD are
listed in alphabetic order.

Acrobat Reader
For Mac and Windows. Freeware. Acrobat Reader lets you
view the online version of this book. For more information
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on using Adobe Acrobat Reader, see page 296. From Adobe
Systems, Inc., www.adobe.com.

Adobe Photoshop

For Mac and Windows. Trial Version. Enables you to create,
edit, or retouch images. From Adobe Systems, Inc.,
www.adobe.com.

Dreamweaver 4

For Mac and Windows. Trial version. Enables you to quickly
and easily develop HTML-based Web pages. From
Macromedia, Inc., www.macromedia.com.

Dreamweaver UltraDev 4

For Mac and Windows. Trial Version. Enables you to develop
Web pages that include ASP, JSP, or ColdFusion. From
Macromedia, Inc., www.macromedia.com.

Flash 5

For Mac and Windows. Trial Version. Enables you to create
interactive multimedia Web pages. From Macromedia, Inc.,
www.macromedia.com.

Flash Player

For Mac and Windows. Commercial version. Enables you to
view Macromedia Flash content. From Macromedia, Inc.,
www.macromedia.com.

FreeHand 10

For Mac and Windows. Trial Version. Enables you to create
vector-based illustrations for Flash and for print. From
Macromedia, Inc., www.macromedia.com.

Paint Shop Pro
For Windows. Evaluation Version. Enables you to create, edit,
or retouch images. From JASC Software, Inc., www.jasc.com/.

Director 8.5 Shockwave Studio

For Mac and Windows. Commercial version. Enables you to
create multimedia content, including advanced 3D games.
From Macromedia, Inc., www.macromedia.com.

Shockwave

For Mac and Windows. Trial Version. Enables you to create
multimedia content, including advanced 3D games. From
Macromedia, Inc., www.macromedia.com.

Your visual blueprint for
creating Flash-enhanced Web sites

Stuffit Expander

For Mac. Commercial version. Enables users to access all
downloads and attachments. From Aladdin Systems,
www.aladdinsys.com.

Stuffit Lite

For Mac. Shareware. Enables you to compress files and open
compressed files. From Aladdin Systems,
www.aladdinsys.com/.

WinZip

For Windows. Shareware. Enables you to compress files and
open compressed files. From Nico Mak Computing, Inc.,
www.winzip.com/.

TROUBLESHOOTING

We tried our best to compile programs that work on most
computers with the minimum system requirements. Your
computer, however, may differ and some programs may not
work properly for some reason.

The two most likely problems are that you don’t have enough
memory (RAM) for the programs you want to use, or you
have other programs running that are affecting installation
or running of a program. If you get error messages like Not
enough memory or Setup cannot continue, try one
or more of these methods and then try using the software
again:

* Close all running programs.
® Restart your computer.

e Turn off any anti-virus software.

¢ Close the CD-ROM interface and run demos or
installations directly from Windows Explorer.

e Add more RAM to your computer.

If you still have trouble installing the items from the
CD-ROM,, please call the Hungry Minds Customer Service
phone number: 800-762-2974 (outside the U.S.: 317-
572-3994), or e-mail techsupdum@hungryminds.com.
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USING THE E-VERSION OF THE BOOK

ou can view Flash ActionScript: Your visual blueprint
onr creating Flash-enhanced Web sites on your screen

using the CD-ROM included at the back of this book.
The CD-ROM allows you to search the contents of each
chapter of the book for a specific word or phrase. The
CD-ROM also provides a convenient way of keeping the
book handy while traveling.

You must install Adobe Acrobat Reader on your computer
before you can view the book on the CD-ROM. This
program is provided on the disc. Acrobat Reader allows you
to view Portable Document Format (PDF) files, which can

USING THE E-VERSION OF THE BOOK

display books and magazines on your screen exactly as they
appear in printed form.

To view the contents of the book using Acrobat Reader,
insert the CD-ROM into your drive. The autorun interface
will appear. Navigate to the eBook, and open the book.pdf
file. You may be required to install Acrobat Reader 5.0 on
your computer, which you can do by following the simple
installation instructions. If you choose to disable the
autorun interface, you can open the CD root menu and
open the Resources folder, then open the eBook folder. In
the window that appears, double-click the eBook.pdf icon.
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To install Acrobat Reader, insert the CD-ROM
disc into a drive. In the screen that appears, click
Software. Click Acrobat Reader and then click
Install at the bottom of the screen. Then follow
the instructions on your screen to install the
program.

You can make searching the book more
convenient by copying the .pdf files to your own
computer. Display the contents of the CD-ROM
disc and then copy the PDFs folder from the CD
to your hard drive. This allows you to easily

access the contents of the book at any time.

Acrobat Reader is a popular and useful program.
There are many files available on the Web that are
designed to be viewed using Acrobat Reader.
Look for files with the .pdf extension. For more
information about Acrobat Reader, visit the

Web site at www.adobe.com/products/
acrobat/readermain.html.
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HUNGRY MINDS, INC.
END-USER LICENSE AGREEMENT

READ THIS. You should carefully read these terms and
conditions before opening the software packet(s) included
with this book ("Book"). This is a license agreement
("Agreement") between you and Hungry Minds, Inc.
("HMI"). By opening the accompanying software packet(s),
you acknowledge that you have read and accept the
following terms and conditions. If you do not agree and do
not want to be bound by such terms and conditions,
promptly return the Book and the unopened software
packet(s) to the place you obtained them for a full refund.

1. License Grant. HMI grants to you (either an individual
or entity) a nonexclusive license to use one copy of the
enclosed software program(s) (collectively, the "Software")
solely for your own personal or business purposes on a
single computer (whether a standard computer or a
workstation component of a multi-user network). The
Software is in use on a computer when it is loaded into
temporary memory (RAM) or installed into permanent
memory (hard disk, CD-ROM, or other storage device).
HMI reserves all rights not expressly granted herein.

2.  Ownership. HMl is the owner of all right, title, and
interest, including copyright, in and to the compilation of
the Software recorded on the disk(s) or CD-ROM
("Software Media"). Copyright to the individual programs
recorded on the Software Media is owned by the author or
other authorized copyright owner of each program.
Ownership of the Software and all proprietary rights
relating thereto remain with HMI and its licensers.

3. Restrictions On Use and Transfer.

(@ You may only (i) make one copy of the Software for
backup or archival purposes, or (ii) transfer the Software to
a single hard disk, provided that you keep the original for
backup or archival purposes. You may not (i) rent or lease
the Software, (ii) copy or reproduce the Software through a
LAN or other network system or through any computer
subscriber system or bulletin-board system, or (iii) modify,
adapt, or create derivative works based on the Software.

(b) You may not reverse engineer, decompile, or
disassemble the Software. You may transfer the Software
and user documentation on a permanent basis, provided
that the transferee agrees to accept the terms and
conditions of this Agreement and you retain no copies. If
the Software is an update or has been updated, any transfer
must include the most recent update and all prior versions.

4. Restrictions on Use of Individual Programs. You must
follow the individual requirements and restrictions detailed
for each individual program in the What'’s on the CD-ROM
appendix of this Book. These limitations are also contained
in the individual license agreements recorded on the
Software Media. These limitations may include a
requirement that after using the program for a specified
period of time, the user must pay a registration fee or
discontinue use. By opening the Software packet(s), you will
be agreeing to abide by the licenses and restrictions for
these individual programs that are detailed in the What'’s on
the CD-ROM appendix and on the Software Media. None
of the material on this Software Media or listed in this Book
may ever be redistributed, in original or modified form, for
commercial purposes.

5. Limited Warranty.

(@) HMI warrants that the Software and Software Media
are free from defects in materials and workmanship under
normal use for a period of sixty (60) days from the date of
purchase of this Book. If HMI receives notification within
the warranty period of defects in materials or workmanship,
HMI will replace the defective Software Media.

(b) HMI AND THE AUTHOR OF THE BOOK DISCLAIM
ALL OTHER WARRANTIES, EXPRESS OR IMPLIED,
INCLUDING WITHOUT LIMITATION IMPLIED
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR
A PARTICULAR PURPOSE, WITH RESPECT TO THE
SOFTWARE, THE PROGRAMS, THE SOURCE CODE
CONTAINED THEREIN, AND/OR THE TECHNIQUES
DESCRIBED IN THIS BOOK. HMI DOES NOT WARRANT
THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE
WILL MEET YOUR REQUIREMENTS OR THAT THE
OPERATION OF THE SOFTWARE WILL BE ERROR FREE.
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(c) This limited warranty gives you specific legal rights, and
you may have other rights that vary from jurisdiction to
jurisdiction.

6. Remedies.

(@) HMI’s entire liability and your exclusive remedy for
defects in materials and workmanship shall be limited to
replacement of the Software Media, which may be returned
to HMI with a copy of your receipt at the following address:
Software Media Fulfillment Department, Attn.: Flash
ActionScript: Your visual blueprint for creating Flash-
enhanced Web sites, Hungry Minds, Inc., 10475 Crosspoint
Blvd., Indianapolis, IN 46256, or call 1-800-762-2974. Please
allow four to six weeks for delivery. This Limited Warranty is
void if failure of the Software Media has resulted from
accident, abuse, or misapplication. Any replacement
Software Media will be warranted for the remainder of the
original warranty period or thirty (30) days, whichever is
longer.

(b) In no event shall HMI or the author be liable for any
damages whatsoever (including without limitation damages
for loss of business profits, business interruption, loss of
business information, or any other pecuniary loss) arising
from the use of or inability to use the Book or the Software,
even if HMI has been advised of the possibility of such
damages.

(c) Because some jurisdictions do not allow the exclusion
or limitation of liability for consequential or incidental
damages, the above limitation or exclusion may not apply
to you.

7. U.S. Government Restricted Rights. Use, duplication,
or disclosure of the Software for or on behalf of the United
States of America, its agencies and/or instrumentalities (the
"U.S. Government") is subject to restrictions as stated in
paragraph (c)(1)(ii) of the Rights in Technical Data and
Computer Software clause of DFARS 252.227-7013, or
subparagraphs (c) (1) and (2) of the Commercial Computer
Software - Restricted Rights clause at FAR 52.227-19, and in
similar clauses in the NASA FAR supplement, as applicable.

Your visual blueprint for
creating Flash-enhanced Web sites

8. General. This Agreement constitutes the entire
understanding of the parties and revokes and supersedes all
prior agreements, oral or written, between them and may
not be modified or amended except in a writing signed by
both parties hereto that specifically refers to this
Agreement. This Agreement shall take precedence over any
other documents that may be in conflict herewith. If any
one or more provisions contained in this Agreement are
held by any court or tribunal to be invalid, illegal, or
otherwise unenforceable, each and every other provision
shall remain in full force and effect.




A

absolute target path, 224-225
access [ ] operator, arrays, 162—163
Actions panel
Colored Syntax colors, 27
comments, adding, 42-43
Expert mode, 24-27
fonts, sizing, 27
#include statement, 25
line, moving to, 27
modes, switching between, 26
movies, quality settings, 50-51
Normal mode, 24-27
open, 270
playhead, positioning, 48-49
scripts, printing, 27
Show Deprecated Syntax, 27
statements, 24-25, 27, 37
string characters, find/replace, 27
strings, search, 27
syntax errors, checking, 27
Toolbox list, 24-27
actions reference, 286
Actions statement, 24
actions
appended with NUM, 280
argument association, 36
buttons, ActionScript definitions, 12
test, 38
ActionScript
Actions panel, 24-27
argument, 36-37
AS file extension, 25
buttons
action definitions, 12
assignment, 28
association, 6
code blocks, curly braces {and} characters, 36-37
comments, 42-43
expressions, 37
frames, assignment, 30-31
handlers, 28-29
#include statement, 25
keywords, case sensitive, 36
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movie clips
association, 6
assignment, 29
referencing by name, 19
movies, adding, 244
predefined objects, 144
smart clips, 18, 236-239
statements, 24-27, 36-37
static images, non-support, 8
view, 275
active layer, 4-5
Add a Statement button, 24, 26
Add Scene icon, 3
add
comments, 4243
numeric values, 112-113
scenes, 3
sounds, 16-17
addition (+) operator, 88, 100, 110
adjust, transparency, 68-69
alignments, 20-21
alpha, instances, 10-11
ampersand (&) character, bitwise AND, 100
AND (&&) operator, 132-133
animated buttons, 12, 19
animations
buttons, 8
frame-by-frame, 14
movie clips
conversion, 19
reusable, 8
preloader, 62
QuickTime, 32
start/end keyframes, 14
tween adjustments, 15
tweened, 14
antialiasing
movie clip quality, 86-87
movie quality, 50-51
smoothing text, 21
arguments
comma (,) character as separator, 36
defined, 36
parentheses (and) characters, 36
statements, 24
value assignments, 36



arrays
access operator [ ], 162-163
comma (,) character as separator, 92
conversions, string, 174-175
create, 162-165
data types, 93
described, 162
display
changes, 13
values, 273
elements
adding, 168-169
assigning, 164-165
number (index), 162-163
removing, 170-171
value changes, 164-165
empty, 164-165
extract, 172-173
length, finding, 166-167
reverse, 172-173
arrow line, tween complete indicator, 15
Arrow tool, 6-7, 9, 11
AS file extension, 25
ASCII characters, URL-encoded conversion, 95
ASCII values, 198-200
assign, target paths, 224-225
assignments
ActionScript, 28-31
variable values, 90-93
associations
buttons, ActionScript, 6
dynamic text box/variables, 23
input text box/variables, 22
movie clips, ActionScript, 6
operator precedence, 111
asterisk (*) character, 22, 88, 116-117
asterisk (*) slash (/) characters, comments, 42
attach, movie clips, 148-151

B

background images, symbol advantages, 9
backgrounds, 22-23
backslash (\) character, escape sequences, 91

Bandwidth Profiler, movie information display, 4041

base 16, hexadecimal numbers, 177
base, numbers, 215
Basic Actions statement, 24
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behaviors
instances, 11
movie clips, selecting, 18
symbols, 9
BEST quality, movie clips, 86—87
binary operators, operands, 110
bitmap images, movies, printing as, 60
Boolean
conversions, 108—-109
data type, 88
primitive data type, 92
values, false, 56
borders, 22-23
boundary
movie clip, 152-153
movie display, 33
brackets [and] characters, array access operator, 162-163
brightness, instances, 10-11
broken line, tween start indicator, 15
Brush tool, size/shape, 6
buttons
ActionScript, 28
animated, create, 19
antialiasing on/off, 50-51
associations, ActionScript, 6
check mark beside, 13
convert to movie clip, 252
enable/disable, 13
execute continuous action, 252
four-frame Timeline, 12
handlers, 252, 283
images, importing, 13
instance behavior type, 11
interactive graphics, 8-9
keyframe, inserting, 13
movie clips, converting to panels, 260
movie startup point, 46
objects, dragging, 259
rotate continuously, 255
states, 12-13
stop action assignment, 44
tests, 13, 38
Timeline, 8-9

C

Caps Lock key, Status bar display, 41

case sensitive, search limitation, 249
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case, strings, changing, 106-107
CGl scripts, load/unload movies, 228-229
Change the Statement Order button, 24-25
change, colors, 176-177
characters
string, extracting, 96-97
URL encoding, 278-279
check, frame load, 62—-63
check mark, 13, , 27
child movie clips, parent placement, 234
circles, Oval tool, 6
Clip Parameters dialog box, 243
Clip Parameters panel, smart clips, 238-241
clocks, 184-185
code
blocks
comments, 42-43
curly braces {and} characters, 36-37
document with comments, 274
hexadecimal color, 280-282
panel size changes, 261
collision, detection, 158-159
color boxes, tools, stroke/fill, 67

Color object, movie clips, color change, 176-177

Colored Syntax, 27, 274
coloring book, create, 256-257
colors
add to objects, 256-257
Colored Syntax, 27
comments, 27
deprecated syntax, 27
fill, 7
fonts, 20-21
hexadecimal codes, 280-282
hexadecimal values, 176-177
instances, 10-11
keywords, 27
magenta, comments, 42
mouse, change, 257
movie clips, changing, 176-177
predefined identifiers, 27
properties, 27
quoted strings, 27
statements, 27
stroke, 7
transform values, 178-179
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columns, 5
comma (,) character
argument separator, 36
array separator, 92
commands
Control
Debug Movie, 268
Loop Playback, 38
Mute Sounds, 38-39
Play, 38
Play All Scenes, 38
Rewind, 38
Step Backward, 38
Step Forward, 38
Test Movie, 38-40, 43, 261, 272-273
Test Scene, 38-39
Debug
List Objects, 272
List Variables, 273
Edit
Copy Frames, 18
Deselect All, 19
Edit Movie, 9
Edit Symbols, 9, 253
Paste Frames, 19
Select All, 19
File
Import, 13, 16
Print, 61
Publish Preview, Default, 39
Publish Settings, 32, 50
Save, 38, 149
Insert
Convert to Symbol, 9, 12, 219
Create Motion Tween, 14
Frame, 15
Keyframe, 13, 30
Layer, 4, 30
New Symbol, 8, 12-13, 18, 240
Modify
Frame, 15
Instance, 11
Layer, 5
Transform, Edit Center, 73
Transform, Rotate, 73
Transform, Scale, 79
Options, Define Clip Parameters, 237



Text
Character, 53
Options, 20-21
Paragraph, 21
View
Antialias, 21
GoTo, 3
High Quality, 50
Magnification, 7
Quality, 41
Scene, 3
Show Streaming, 41
Zoom In, 7, 41
Zoom Out, 7, 41
Window
Actions, 28-29, 31, 36, 41, 244, 246
Common Libraries, 237
Common Libraries, Learning Interactions, 241, 243
Controller (Mac), 39
Debug, 268
Library, 11, 237, 241-242
Movie Explorer, 222, 275
Output, 270
Panels,
Clip Parameters, 239, 243
Effect, 11, 69
Fill, 7
Frame, 43
Instance, 11, 19, 66, 242
Mixer, 7
Scene, 3
Sound, 16
Stroke, 7
Text Options, 88
Toolbar, 41
Toolbar, Controller (PC), 39
Tools, 7
comments
colors, 27
document code, 274
magenta color, 42
multiline, 4243
single-line, 42-43
common library, smart clips, 259
communicate, Flash Player, 54-55
compound assignment operators, 130-131
compression, 16, 34
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concatenate, strings, 100-101
conditional (?) operator, ternary type, 110
conditional checking, date validation, 246-247
conditional loops, 140-141
conditions, test, 134—135
constructors

new Color, 176

new Date, 182-183, 186

new Sound, 202

newArray, 162, 166
continuous actions, start/stop, 252
Control menu, movies, testing, 38-39
Controller Toolbar, access methods, 39
convert

array to string, 174-175

Booleans, 108-109

numbers, 108-109

string to number, 214-215

strings, 108—-109

symbols, 252
coordinates, 160-161, 180
copy, selected objects, 6
counters, loops, 122
create

animated buttons, 19

animations, 14-15

array, 162-165

buttons, trigger actions, 252-253

clocks, 184-185

coloring book, 256-257

colors, 7

custom functions, 220-221

draggable objects, 56-59

dynamic text box, 23

forms, 22

frame label, 31

gradients, 7

graphics, 6

input text boxes, 22

instance, 10-11

keyframes, 30

layers, 4-5, 30

menus, getURL action, 53

motion guide layers, 4

motion tween, 4

movie clips, 18-19

movies, one-frame, 252
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objects, draggable, 258

rotation effects, 254-255

scenes, 2-3

scrollable text box, 218-219

smart clips, described, 236

sounds, 202-203

static text boxes, 20-21

symbol, 8-9

trigonometric special effects, 266267
crop, movies, 33
curly braces {and} characters, code blocks, 36-37
curves, Pen tool, 6
custom functions, create, 220-221
custom interface, smart clips, 239-243

D

data types
array, 93
Boolean, 88
movie clip, 88
number, 88
object, 88
primitive, 92
reference, 92
string, 88
data, validate, 244-245
dates
current, retrieving, 183
set, 186-187
update, 189
validate, 246-247
values, 188-189
retrieving, 184-185
days, validation, 246-247
debug, script, 274-275
Debugger
display list, 223, 268
error correction, 268-269
movies, activating, 32
password protect movies, 269
Properties tab, changing property values, 268-269
status bar, 268
Variables tab, 268-269
Watch list, add/remove variables, 268-269
decimal places, round numbers, 194
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decimal point (.), floating point numbers, 119
decrement (—) operator
mathematical data type, 88
unary type, 110
set values, 124-125
Define Clip Parameters dialog box, 236-239, 243
delete
layers, 4-5
selected objects, 6
statements, 24-25
Delete a Statement button, 25
Delete Scene icon, 3
deprecated syntax, display color, 27
depths, swap, 154-155
detect, collision, 158-159
device fonts
movies, 34
static text boxes, 20-21
display list
Debugger, levels/instances, 268
Flash Player, 222-223
divide, numeric values, 118-119
division (/) operator
mathematical data type, 88
numeric values, dividing, 118-119
dot syntax, target path, 224-225

double hyphen (—) character, decrement operator, 88, 110,
124-125

double plus sign (++), increment operator, 88
double slashes (//) characters, single-line comments, 42
Down state, buttons, 12—-13
downloads, frames, checking, 62-63
draggable objects

create, 56-59

handlers, 58-59

scroll bars, 57

sound volume/pan, 57
Dropper tool, fill/stroke attributes, 6-7
duplicate

movie clips, 234-235

scenes, 3
Duplicate Scene icon, 3
dynamic text

invalid data entry, 244

variables, 88
dynamic text boxes, 23, 208-209



E

editable text boxes, 20-21
Effect panels, instances
adjustments, 11
_alpha property changes, 69
effects
sounds, 16
spotlight, mask layers, 4
tweens, fading, 69
electronic coloring book, create, 256-257
elements, array
adding, 168-169
assigning, 164-165
removing, 170-171
ellipses, Oval tool, 6
embedded fonts, static text boxes, 20-21
emulate panels, 258-261
Enable Simple Buttons, 38
Enable Simple Frame Actions, 38
equal sign (=) character, 65, 88
equality (==) operator, 128-129
equations, mathematical, 37
Eraser tool, 6
error messages
date validation, 247
Options menu, Output Window, 270
to user, 245
errors, mathematical evaluation, 216-217
escape sequence characters, strings, 91
event sounds, 16
Event synchronization, sounds, 16
Events, ActionScript, handlers, 28-29
Expert mode
Actions panel, 24-27
syntax checks, 275
exponentials, mathematical functions, 192
expression argument, 270
expressions
argument, 36
convert, 108-109
defined, 37, 228
jumps, 48
mathematical equations, 37
operators
AND (&&), 132-133
compound assignment, 130-131
equality (==), 128-129
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greater than (>), 126
greater than or equal to (>=), 127
inequality (!=), 128-129
less than (<), 126
less than or equal to (<=), 127
logical, 132-133
NOT (1), 132-133
OR (), 132-133
post-decrement (—), 124-125
post-increment (++), 122-123
pre-decrement (—), 124-125
pre-increment (++), 122-123
property, 37
_rotation = _rotation + x, 254
_rotation = _xmouse, 254
variable, 37
variable assignments, 88
external file, loadVariables action, 94
extract
arrays, 172-173
string
characters, 96-97
substring, 97-98

F

fades, tween effect, 69
faucet, Eraser tool, 6
fields, determining user use, 245
file extensions, 25, 39
file formats, movie supported types, 32
files
CD-ROM
1key.fla, 198
2Key.fla, 200
add.fla, 112
alpha.fla, 68
attachMC.fla, 148
birth.fla, 246
case.fla, 106
chick.fla, 252
clock.fla, 184
color.fla, 176, 256
colorsc.fla, 240
colortransform.fla, 178
compound.fla, 130
concat.fla, 100
createarray.fla, 162
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createarray.fla, 164 smartclip.fla, 236

date.fla, 182, 186 smartclip2.fla, 242
decrement.fla, 124 sound.fla, 202
divide.fla, 118 sqr.fla, 193
duplicate.fla, 234 substring.fla, 97
elseif.fla, 138 subtract.fla, 114
equality.fla, 128 swap.fla, 154

eval.fla, 213 telltarget.fla, 230
extract.fla, 96 tonumber.fla, 214, 216
for.fla, 142 trig.fla, 192

fsc.fla, 54 trig_1.fla, 262
function.fla, 220 trig_2.fla, 263
getbounds.fla, 152 trig_3.fla, 264
getproperties.fla, 210 trig_4.fla, 265
height2.fla, 76 url.fla, 52

hittest.fla, 158 valstring.fla, 244

if.fla, 134 variable.fla, 90
ifelse.fla, 136 vertimer.fla, 212
increment.fla, 122 visible.fla, 70
joinarray.fla, 174 volppan.fla, 206
jump.fla, 49 while.fla, 140
length.fla, 102, 166 width.fla, 74
LessThan.fla, 126 with.fla, 232
LessThanE.fla, 127 x.fla, 82

load.fla, 226, 228 xscale.fla, 78
localtoglobal.fla, 160 y.fla, 84

logical.fla, 132 yscale.fla, 80
maxmin.fla, 196 FlashPla.exe (PC), 54
modulo.fla, 121 FlashPlayer (Mac), 54
mouse.fla, 180 text, URL encoding, 94
multiply.fla, 116 Fill panel, 7

object.fla, 92, 144 fills, bitmap, 7

panel.fla, 258 find

path.fla, 224 array length, 166-167
poparray.fla, 170 modulo, 120-121
pusharray.fla, 168 numeric values, 196-197
quality.fla, 50, 86 square root, 193
random.fla, 195 fixed width text boxes
rotate.fla, 72, 254 create, 20-21

round.fla, 194 square handle indicator, 20
sales.txt, 94 FLA extension, movies, 32, 39
scroll.fla, 218 Flash, HTML tag support, 23
search.fla, 104, 248 Flash 5, smart clips, 259
selections.fla, 208 Flash Debug Player, password use, 269
setdate.fla, 188 Flash Player

settime.fla, 190 display list, 222-223
slicearray.fla, 172 fscommand action arguments, 54
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movies, printing, 61
system clock, date/time determination, 182-183
version return, 212
floating-point numbers, 119
fonts
antialias, 21
colors selections, 20-21
device, 20, 34
embedded, 20
scripts, sizing, 27
styles, 20
for loops, 142-143
forms
input text boxes, 22
user input, capturing, 89
variables, 88
four-frame Timeline, buttons, 12
Frame Actions panel, frame labels, 31
Frame panel
comments, adding, 43
tween adjustments, 15
frame-by-frame animations, 14
frames
ActionScript, assignment, 30-31
comments, adding, 42-43
downloads, checking, 62-63
Frame Actions panel, 31
interface element, 2
jumps, 48
keyframes, 14
labels, 31, 48
layer placement, 31
move backward, 38-39
move forward, 38-39
movie clips, selecting, 18
movie startup point, 46
playhead, positioning, 48-49
preloader animations, 62
rewind, 38-39
select, 19
stop action assignment, 44
tweens, start/end, 14
free-form lines, Pencil tool, 6
functions
argument association, 36
custom, 220-221
trigonometric, 192, 262-265
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functions reference, 285
Functions statement, 24

G

generate, random numbers, 195

generic objects, create, 145

global variables, 88

gradients, fill, 7

graphics, 6, 11-12, 32, 60

graphs, Bandwidth Profiler display, 40-41
greater than (>) operator, 126

greater than or equal to (>=) operator, 127
group, selected objects, 6

guide layer, create, 4-5

guided layer, create, 4-5

H

Hand tool, 7
handlers
button, 252
draggable objects, 58-59
enterFrame, 262, 264, 266
event, selecting, 254
mouse, testing, 255
on (press), 28, 58-59
on (rollout), 58
on (dragOut), 28
on (dragOver), 28
on (keyPress, "key"), 28
on (release), 28
on (releaseOutside), 28
on (rollOver), 28
On Press, 258
on rollover, 53
onClipEvent (data), 29
onClipEvent (enterFrame), 29
onClipEvent (keyDown), 29
onClipEvent (keyUp), 29
onClipEvent (load), 29
onClipEvent (mouseDown), 29
onClipEvent (mouseMove), 29
onClipEvent (mouseUp), 29
onClipEvent (unload), 29
onClipEvent, 29
handles, objects, 73, 79
heights, movie clips, 75-76
hexadecimal color codes, 280-282
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hexadecimal numbers, color selection, 256 create, 22

hexadecimal values, colors, 176-177 forms, 22
hide HTML tag format, 22
layers, 4-5 multiline, 22
mouse, 180 password, 22
status bar, single line, 22
toolbox, 7 text selections, 208-209
hierarchy, movies, 222-223 user input, 22
HIGH quality, movie clips, 86-87 variable associations, 22
HTML documents, templates, 34 Word Wrap box, 22
HTML tags, 33 insert, layers, 5
HTML Template Info dialog box, 34 Insert Target Path dialog box, 230
hues, instances, 10-11 Instance panel, movie clips, naming/renaming, 19, 66-67
hyphen (-) character instances
numeric values, subtracting, 114-115 behaviors, 11
subtraction operator, 88 movie clips
naming, 19
I targeting, 67
identifiers names, 66-67
colors, 27 symbols, 9-11
movie clip attachment, 148 registration point, 73
images instantiated objects, 144
antialiasing, 50-51 integer numbers, 119
background, 9 integers, numbers, rounding, 194
bitmap, printing movie as, 60 interactive graphics, ActionScript support, 8-9
frame-by-frame animations, 14 interface, 2-3, 239-243
static, 8 Internet Explorer, object tag, 33
tweened frame animations, 14 Item Preview window, symbol preview, 9
import
files, sounds, 16-17 l
images, buttons, 13 JavaScript, messages, passing with fscommand action, 55
increment (++) operator JPEG graphics, quality adjustments, 32
mathematical data type, 88 jumps, 48
unary type, 110
value setting, 122-123 K
indents, static text boxes, 21 key code vales, 276-277
index, array element number, 162-163 keyboards, Key object, 198201
index position keyframes, 13-14, 30
character string extraction, 96 keys, movie startup point, 46
substring extraction, 98 keywords
inequality (!=) operator, 128-129 case sensitive, 36
infinity, mathematical error evaluation, 216-217 colors, 27
Ink Bottle tool, stroke line color/style, 6 list, 279
input text boxes this, 56, 225

asterisk character password display, 22
backgrounds, 22
borders, 22
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L

labels, frames, 31, 48
Lasso tool, object selection, 6-7
Layer Properties dialog box, 5
layers, 2, 4-5, 19, 30-31
Leap Year
date validation, 246-247
modulo (%) operator determination, 120
occurrences, 247
Learning Interactions, Knowledge Tracks, 243
lengths, array, 166167
less than (<) operator, 126
less than or equal to (<=) operator, 127
lettercase, input value, 244
levels
defined, 226
depth, 154-155
movie clips, quality, 86—87
movies, specification, 228
Library
bitmap fill, 7
instances, create, 10-11
movie clips, sharing, 8
sounds, imported, 16
store panels, 259
symbols, automatic storage, 8-9
versus common library, 237
Line tool, 6
line weight, stroke, 7
lines, 6-7
linkages, movie clips, attachment, 148-149
links, Web pages, opening, 53
List Objects, test environment, 272
List Variables, test environment, 273
literal values, quote (“) character, 36-37
load
movie clips, 156-157, 226-229
movies, 226-229
variables, 94-95
local variables, 88
lock, layers, 4-5
Lock/Unlock All Layers column, 5
Lock/Unlock icon, 5
logarithms, mathematical functions, 192
logical operators, 132-133
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loops
compound assignment operators, 130-131
conditional, 140-141
counters, 122
for action, 142-143
Go To action, 49
movie playback, 34
sounds, 16-17
LOW quality, movie clips, 86-87

M

Macintosh
Controller Toolbar access, 39
FlashPlayer file, 54
margins, static text boxes, 21
mask layer, 4-5
masked layer, create, 4-5
mathematical calculations
convert a string to a number, 214-215
error evaluation, 216-217
numeric values, 196197
raise a power, 193
round numbers, 194
square root, 193
mathematical equations, expressions, 37
mathematical functions, 192
mathematical operators, data types, 88
MEDIUM quality, movie clips, 86—-87
menus, 53
messages, 55, 62
methods
acos, 192
asin, 192
atan, 192
attachMovie, 148-151, 234
attachSound, 202
concat, 168
cos, 192, 262
dot syntax, 224-225
duplicateMovie, 234
getAscii, 198, 200
getBeginindex, 208
getbounds, 152-153
getBytesLoaded, 156-157
getBytesTotal, 156-157
getCode, 198
getDay, 184
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getEndindex, 208
getFullYear, 182-183
getHours, 184
getMilliseconds, 184
getMinutes, 184
getMonth, 182-183
getPan, 206

getRGB, 176-177
getSeconds, 184
getTimezoneOffset, 185
getUTCDate, 182-183
getUTCDay, 184
getUTCFullYear, 182-183
getUTCHours, 184
getUTCMilliseconds, 184
getUTCminutes, 184
getUTCMonth, 182-183
getUTCSeconds, 184
getYear, 183
globalToLocal, 160-161
hitTest, 158-159

join, 174

Key, 260

Key.isDown, 200
Key.isToggled, 200
localToGlobal, 160-161
log, 192

Math.abs, 196
Math.cell, 194
Math.floor, 194
Math.max, 196-197
Math.min*mf, 196-197
Math.pow, 193
Math.random, 195
Math.round, 194
Math.sqrt, 193
Mouse.hide, 180
Mouse.show, 180
MovieClip object, 146-147
new Color, 256

Selection.getFocus, 208, 246
Selection.setSelcection, 246, 250
setDate, 188-189
setFullYear, 188

setHours, 190
setMilliseconds, 190
setMinutes, 190

setMonth, 188

setRGB, 176

setSeconds, 190
setTransform, 178
setUTCDate, 188
setUTCFullYear,, 188
setUTCHours, 190
setUTCMilliseconds, 190
setUTCMinutes, 190
setUTCMonth, 188
setUTCSeconds, 190
setVolume, 206

setYear, 189

shift, 170-171

sin, 192, 262

slash syntax, 224-225

slice, 99, 172-173

splice, 170-171

start, 204

string.charAt, 96
string.concat, 100
string.fromCharCode, 97
string.indexOf, 104, 248, 250
string.lastindexOf, 105, 251
String length, 244
string.substring, 97
string.toLowerCase, 106, 249-250
string.toUpperCase, 106, 250
substring, 244

swapDepths, 154-155
tangent, 192

toString, 174-175

unshift, 168

play, 46 minus (-) operator, numeric values, subtracting, 114-115
pop, 170 mixer, colors, creating, 7

push, 168 modems, speed selection, 40

reverse, 172 modes

Selection.getBeginlndex, 208 Actions panel, 24-27

Selection.getCaretIndex, 208 symbol-editing, 9, 19

Selection.getEndIndex, 208



modifiers
interface element, 2
tools, 6-7
modulo (%) operator
Leap Year, 246-247
mathematical data type, 88
remainder, finding, 120-121
months, current, retrieving, 183
motion guide layers, motion tween, 4
motion tween, create, 4, 14
mouse
coordinates, retrieve, 161
hide/display, 180
objects
change color, 257
roll over actions, 254-255
pointers, 180-181
x and y coordinates, 180
mouse handlers, testing, 255
move
movie clips
across the Stage, 82-83
up/down, 84-85
objects
diagonally, 264
trigonometric functions, 262
script line, 27
selected objects, 6
Stage, 7
statements, 24-25
movie clips
ActionScript, 29
animation conversion, 19
antialiasing, 86-87
associations, ActionScript, 6
attach, 148-151
attachment identifiers, 148
boundary, 152-153
buttons, 12
change height/width, 266
child/parent relationship, 234
colors, changing, 176-177
convert
Boolean, 108-109
buttons, 252-253
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data type, 88
Debugger, 268
depth level, 154-155
duplicate, 234-235
exchange, 240
frames
pasting, 19
selecting, 18
handlers, 252, 283
heights
adjusting, 76-77
scaling, 80-81
instance behavior type, 11
instances
naming, 19
naming/renaming, 66—67
targeting, 67
intermediary, 240
load, 226-229
load check, 156-157
mouse, custom cursor, 180-181
move, across the Stage, 82-83
names, attached, 150-151
playback, symbol advantages, 8
preloader, 156
properties, 64-65
properties, retrieving, 210-211
quality levels, 86-87
reference data types, 92
reusable animations, 8
rotate, 72-73
scripts, create designs, 263, 265, 267
shared library, 8
smart clip, 18
statements, sending, 230-231
stop action, 44
stop script, 45
targeting, 46
transparency, adjustments, 68—69
unload, 226-229
variables, assignment, 92-93
visible/invisible, 70-71
widths
adjusting, 74-75
scaling, 78-79

coordinates, retrieving, 160-161 Movie Explorer, display list, 222-223
create, 18-19 movie projectors, Flash Player, 54-55




MovieClip object, methods, 146-147
movies

antialiasing, 50-51
boundary, 33
comments, adding, 42-43
compression, 34
crop, 33
Debugger
activation, 32
troubleshooting, 269
device fonts, 34
display list, 222-223
display quality, 41
display variables, 273
elapsed time, 212
FLA extension, 32, 39
Flash Player, 54-55
fonts, embedded, 20
height adjustments, 65
hierarchy, 222223
HTML document templates, 34
ignore trace actions, 32
JPEG graphics quality adjustments, 32
load, 226-229
load order, 32
location, adjustments, 65
loop playback, 34
loops, continuous playback, 38
modems, speed selection, 40
names, 32
one-frame, 252
Output Window, syntax errors, 270-271
pause, 34
play action, 46-47
playback, 34
playhead, positioning, 48-49
preloader animations, 62
preloaders, 156
print, 60-61
publish, 32-35
rewind, 39
scenes, testing current, 38-39
scripts, debug, 274-275
shortcut menu, 34
size report, 32
smart clips, custom interface, 240-243
sounds, 33-34, 38-39
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stop action, 44

stop playback, 39

streaming, 41

supported file formats, 32

SWEF extension, 32, 39

targeting, 46

test environment, 39-41

testing, 38-39, 245, 271

transparency, adjustments, 68-69

unload, 226-229

width adjustment, 33, 65

zoom in/out, 41
multiline comments, 42-43
multiline dynamic text box, 23
multiline input text box, 22
multiplication (*) operator, 88, 116-117
multiply, numeric values, 116-117

N

names

instance, 66—-67

layers, 4-5

movie, 32

movie clips

attached, 150-151
instance, 19

scenes, 3

symbols, 9

tweens, 14

variables, conventions, 88-89
Netscape Navigator, embed tag, 33
non-numeric (NaN) values, 196
normal layer, create, 4-5
Normal mode, 24-27, 48-49
NOT (!) operator, 132-133
Num Lock key, Status bar display, 41
NUM, appended actions, 280
numbers

array element, 162-163

base ten, 215

base two, 215

conversions, 108-109

data type, 88

floating-point, 119

integer, 119

random, generating, 195



round, 194

strings, convert, 214-215
numeric values

add, 112-113

divide, 118-119

find, 196-197

multiply, 116-117

NaN (non-numeric), 196

subtract, 114-115

0)

Obiject Actions panel, handlers, 28-29
objects
activate layer, 4
collision detection, 158-159
Color, 176-177, 256-257
convert, 108-109
create, 56-59
data type, 88
Date, 182-183, 186-187
described, 144
draggable
creating, 56-59
handlers, 58-59
scroll bars, 57
sound volume/pan, 57
generic, 145
group, 6
handles
rotation, 73
scaling, 79
instantiated, 144
Key, 198201
layers, separate, 5
Math, 192, 262
Mouse, 180-161, 257
move
back and forth, 263-264
clockwise, 262
counterclockwise, 262
diagonally, 264
MovieClip, 46
predefined, 144-147
properties, 145
reference data types, 92
registration point, 73, 254
rotation, speed, 254

FLASH ACTIONSCRIPT:

Your visual blueprint for
creating Flash-enhanced Web sites

select, 6-7, 9
Selection, 208-209
set rotation value, 254
Sound, 202-205
symbol conversion, 9
tweens
naming, 14
scaling, 79
variables, assignment, 92-93
objects reference, 288-293
Obijects statement, 24
obtain, string length, 102-103
open, Web page, 52-53
operands, 110
operators
addition (+), 88, 100
AND (&&), 132-133
array access [ ], 162-163
assignment (=), 88
binary, 110
compound assignment, 130-131
conditional (?), 110
decrement (—), 88, 124-125
division (/), 88, 118-119
equal sign (=) character, 88
equality (==), 128-129
greater than (>), 126
greater than or equal to (>=), 127
if statement, 135
increment (++), 88, 122-123
inequality (!=), 128-129
less than (<), 126
less than or equal to (<=), 127
logical, 132-133
mathematical, 88
minus (-), subtracting numeric values, 114-115
modulo (%), 88, 246-247
multiplication (*), 88, 116-117
new, 144
NOT (!), 132-133
OR (|)), 132-133
plus (+), adding numeric values, 112-113
post-decrement (—), 124-125
post-increment (++), 122-123
precedence order, 110-111, 117
pre-decrement (—), 124-125
pre-increment (++), 122-123
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subtraction (-), 88
ternary, 110
unary, 110
operators reference, 284-285
Operators statement, 24
Options menu, Output Window, 270-271
OR (|)) operator, 132-133
order
layers, changing, 4-5
scenes, changing, 3
outline view, layers, 5
outlines, graphic stroke lines, 6-7
Outlines icon, 5
Output Window, 270-273
Oval tool, 6
Over state, buttons, 12-13

P

padlock icon, locked layer indicator, 4-5
panels

Actions, 24-27

change size, 261

create, 258-261

described, 258

emulate, 258-261

Frame Actions, 31

play, movie, 46-47
playback

movies, 34

sounds, 16, 204-205
playhead, 2, 48-49

plus (+) operator, numeric values, adding, 112-113

plus sign (+) character

addition operator, 88, 100

numeric values, adding, 112-113
PNG graphics, movie support, 32
pointers, mouse, 180-181
post-decrement (—) operator, 124-125
post-increment (++) operator, 122-123
power, raise, 193
precedence, operators, 110-111, 117
predefined identifiers, colors, 27
pre-increment (++) operator, 122-123
preloader animations, 62
preloader movies, 156
primitive data types, 92
print, 27, 60-61
projectors, Flash Player, 54-55
properties

color transform, 179

colors, 27

continuous update statement, 65

hiding, 260 Debugger, changing, 268-269
keys versus button use, 260 equal sign (=) value assignment, 65
Parameters, 24-25 Key object, 201
Scene, opening, 3 movie clip, 64-65
Text Options, 20-23 retrieving, 210-211
pans, sound volume, 206-207 special effects, 254-255
parameter values, add/remove from smart clips, 236-239 objects, 145
Parameters panel, statements, arguments, 24-25 retrieve, 210-211
parameters, 51, 178, 228 symbols, 8-11
parent movie clips, child placement, 234 variables, 37
parentheses (and) characters, arguments, 36 properties reference, 287
passwords, 22 Properties statement, 24

Properties tab, Debugger, movie clip, 268
Publish Settings dialog box, 16, 32-35, 50

paste, frames into movie clip, 19
path names, importance of accuracy, 259

pause, movies/ 34 publish, mOVieS, 32-35

Pen tool, 6

pencil icon, active layer indicator, 4 Q

Pencil tool, 6 quality, movie clips, levels, 86-87

percent sign (%) character, modulo operator, 88, 120-121 queries, system clock, 183

period (.) character, floating point number decimal question mark (?) character, conditional operator, 110

point, 119 QuickTime animations, movie support, 32
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quote (“) characters, literal values, 36-37
quoted strings, colors, 27

R

random numbers, generate, 195
read-only values, 268
Rectangle tool, 6
reference data types, 92
registration point
rotation angle change, 254
symbols, 73
relative target path, 224-225
remainder, modulo operator (%), 120-121
remove, scenes, 3
rename, scenes, 3
reports, movie size, 32
retrieve
coordinates, 160-161
mouse coordinates, 161
movies, elapsed time, 212
properties, 210-211
reverse, arrays, 172-173
rollover menu, create with getURL action, 53
rotation
effects, create, 254-255
movie clips, 72-73
registration point, 73
round handle, 20
round, numbers, 194
rounded corners, Rectangle tool, 6
rules, variables, naming conventions, 89

S

Scale, movie clips, 78-81

Scene panel, 3

scenes, 3, 38-39, 48

scope, variables, 88

scripts
age, calculation base on date entered, 187
array access [ ] operator, 163
arrays, removing elements, 171
ASCII code retrieval, 97
buttons, rotate continuously, 255
CGl, 228-229
colored syntax use, 274
concatenate strings, 101
continuous action, 253
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continuous scroll button, 219
debug, 274-275
develop in parts, 274
document with code, 274
draggable objects, 59
error message, 217
fonts, sizing, 27
mouse
custom pointer, 181
retrieving coordinates, 161
movie clips
create design, 263, 265
depth swap, 155
draggable duplicate, 235
duplicating, 235
height adjustment, 77
instance scaling, 81
move up/down with key press, 85
moving across the Stage, 83
placing attached movie clip on Stage, 153
placing multiple instances on Stage, 151
property adjustments, 232
replacing, 227
restarting, 47
stopping, 45
toggle size, 211
width adjustment, 75
movies, length checking, 103
music, toggle on/off, 203
naming conventions, 274
numbers, raise a power, 193
numeric values
comparing two values, 197
discount subtraction, 115
subtotal calculation, 113
objects
change color, 257
collision detection, 159
post-decrement (—) operator, 125
post-increment operator, 123
preloader, 63
printing, 27
smiley face, moving, 199
sounds
increasing volume, 205
volume panning, 207
string search, 27
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strings
last substring occurrence search, 105
lowercase to uppercase conversion, 106

syntax check, 274

syntax errors, checking, 27

text, selections, 209

use meaningful names for parts, 274

visible/invisible movie clips, 71
scroll bars, draggable objects, 57
scrollable text box, create, 218-219
search

strings, 27, 104-105

text box, 248-251
select

enabled button, 13

frames, 19

instances, 11

keyframes, 14

layers, 19

Stage objects, 6-7, 9

statements, 24
semi-colon (;) character, statements, 36-37
set

date, 186-187

date values, 188-189

movie clip quality, 86-87

movie quality, 50-51

volume and panning, 206-207
shape, tweened animation type, 14
Shift key

draw, graphics, 6

frame block selection, 19
shortcut menu, movies, 34
Show Deprecated Syntax, 27
Show Layers as Outlines column, 5
Show Library icon, 9, 13
Show/Hide All Layers column, 5
Show/Hide icon, 5
single line dynamic text box, 23
single line input text box, 22
single line text boxes, 20-21
single-line comments, 42-43
size report, movies, 32
slash (/) asterisk (*) characters, comments, 42
slash (/) character

division operator, 88

numeric values, dividing, 118-119

slash syntax, target path, 224-225
smart clips

create, 236-239

custom interface, 239-243

described, 18

Learning Interactions Library, 243

panels, 259

parameters, defined, 243
Smart Clips icon, 237
smile face, moving, 199
smooth curves, Pen tool, 6
smooth lines, Pencil tool, 6
Sound Panel, effects, 16
Sound Properties dialog box, 16
Sound Setting dialog box, 33-34
sounds

add, 16-17

compression, 16, 34

create, 202-203

draggable objects, 57

event, 16

Library, imported sound storage, 16

loops, 16-17

movies, settings, 33-34

mute, 38-39

panning, 206-207

playback, 16, 204-205

Sound Panel, effects, 16

stream, 16

synchronization types, 16

volume, setting, 206207
spaces, static text boxes, 21

special effects, trigonometric functions to create, 266-267

splitter bar, Toolbox list, sizing, 26

spotlight effects, mask layers, 4

square handle, 20

square root, 193

squares, Rectangle tool, 6

Stage
coloring book, color selection, 256
Debugger, show changes, 268
Hand tool, moving the Stage, 7
instance of a symbol, 11
interface element, 2
layers, making active, 4



movie clips
boundary, 152-153
moving across, 82-83
placing, 150-151
movies
playing, 46
stopping, 44
objects
moving, 262-263
rotation value, 254
selecting, 6-7
symbol conversion, 9
Start synchronization, sounds, 16
statements
ActionScript, 24-27
arguments, 24
color selections, 27
conditions, testing, 134-135
continuous property update, 65
delete, 24-25
if, 250
instanceName.property, 65
modulo (%) operator execution, 120
movie clips, sending, 230-231
nested, 138-139
semi-colon (;) character, 36-37
states, buttons, 12-13
static images, ActionScript non-support, 8
static text boxes, create, 20-21
Status bar, hide/display, 41
Stop synchronization, sounds, 16
stop, movie, 44-45
straight lines, 6
stream sounds, 16
Stream synchronization, sounds, 16
streaming bar, test environment, 41-42
string functions, validate data, 244-245
strings
arrays, converting, 174-175
case, changing, 106-107
characters, extracting, 96-97
concatenate, 100-101
conversions, 108-109, 174-175, 214-215
convert to number, 214-215
data type, 88
escape sequence characters, 91
length, obtaining, 102-103
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modulo (%) operator, 120
quoted, color, 27
search, 104-105
search specifications, 244
substring extraction, 97-99
validate, 244-245
stroke, adjustments, 7
stroke lines, graphic outlines, 6-7
Subselect tool, line adjustments, 6
substring
check value, 244
extracting, 97-98
subtract, numeric values, 114-115
subtraction (-) operator, 88, 110
swap, depths, 154-155
SWEF extension, movies, 32, 39
SWEF file, custom interface movie, 242
Symbol Linkage Properties dialog box, 148-149, 202
Symbol Properties dialog box, 8-9, 12-13, 240-241, 252
symbol-editing mode, movie clips, pasting frames, 19
symbols, 8-11, 73, 252-253
syntax
ActionScript, 36-37
dot, 224-225
methods, 246
slash, 224-225
variables, 88-89
syntax check, scripts, 274
syntax errors, 27, , 270-271
system clock, date/time determination, 182-183

T

target path, 224-225
templates, HTML documents, 34
ternary operators, operands, 110
test environment
access methods, 39
Bandwidth Profiler, 40-41
color changes, 257
List Objects, 272
List Variables, 273
modems, speed selection, 40
mouse handlers, 255
movies, 272
script to validate user entries, 245
testing, 40—41
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scripts, 274-275
Status bar, hide/display, 41
streaming bar, 41-42
validate, dates, 246-247
text
assigning to variable, 248
dynamic, variables, 88
layout, 21
make selectable, 21
selections, 208-209
text boxes
associate variable, 248
dates, displaying, 191
dynamic, 23
input, 22
scrollable, 218-219
search, 248-251
search from bottom, 251
static, 20-21
text selections, 208-209
text editors, ActionScript, writing, 25
text files, URL encode, 94
text formats, Text Option panel, 20
Text Options panel, 20, 22-23
Text tool, 88—-89
time zones, offsets, 185
Timeline
buttons, 8-9
comments, adding, 42-43
four-frame buttons, 12
frames, preloader animations, 62
functions, calling, 220
interface element, 2
movie clips, selecting, 18
play action, 46
stop action, 44
target path, 224-225
target requirements, 231
tweens, 15
times
movies, elapsed time, 212
time zones, offsets, 185
values, setting, 190-191
tint, instances, 10-11
Toolbox, 2, 7
Toolbox list, 24, 26-27
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tools, 6-7

trace actions, ignore, 32

trace action, evaluate expression, 270
transform, color values, 178-179

transparency, movies/movie clips, 68-69

trigger actions, 252
trigonometric functions, 192, 262-265

trigonometric special effects, create, 266-267

troubleshoot
Debugger, 268-269
Output Window, 270-271
tweened animations, 14
tweened frames, 14
tweens
fading effect, 69
motion, 4
objects, scaling, 79
start/end frames, 14

U

unary operators, operands, 110
unhide

layers, 4-5

toolbox, 7
Universal Coordinated Time, 182-191
unload, movie clips, 226-229
unlock, layers, 4-5
Up state, buttons, 12-13
URL encode, text files, 94
URL encoding characters, 278-279
use, Actions panel, 24-27
user input, 22, 89
users, 56-59, 244

Vv

validate
dates, 246247
strings, 244-245
values

arrays, comma (,) character separator, 92

arrays, elements, 164-165
ASCII, 198-200

Boolean variables, 90
Boolean, false, 56

colors, hexadecimal, 176-177
colors, transform, 178-179



date, 184-185, 188-189
dates, updating, 189
Debugger, changing, 268
decrement (—) operator, 124-125
equal sign (=) character, 65
expression, 36
false, 90
increment (++) operator, 122-123
indexOf, 248
literal, 36
non-numeric (NaN), 196
numeric
add, 112-113
divide, 118-119
multiply, 116-117
subtract, 114-115
times, setting, 190-191
true, 90
variable assignment, 88, 90-91

Variables tab, Debugger, 268-269
variables

$QU, 50

add/remove from Watch list, 269
arguments, sending application to specified URL, 52
assigning text, 248

associate text box, 248

associate with dynamic text box, 245
color, 256

dynamic text box associations, 23
dynamic text display, 88—89

equal sign (+=) operator, 88
expressions, 37

forms, 88

global scope, 88

input text box associations, 22
inputpowV, 193

inputV, 193

load, 94-95

local scope, 88

movie clips, assignment, 92-93
names, conventions, 88-89
objects, assignment, 92-93
onOff, 203

result, 193

scope, 88

startSearch, 104
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StartV, 248

syntax, 88—-89

user input forms, 89

values, assigning, 88-91
vector graphics, movies, printing, 60
versions, Flash Player, return, 212
vertical splitter bar, Toolbox list size, 26
view, 3, 5, 222-223
virtual key codes, 198
visibility, movie clips, 70-71

W

Web browsers, movies, testing, 39
Web pages, 52-53

Web sites, Macromedia, 269
widths, movie clips, 74-75
Windows PC, 39, 54

Word Wrap box, 22-23

X

x-coordinates, 160-161, 180

Y

y-coordinates, 160-161, 180
year, current, retrieving, 183

y4

zero x-coordinate, 160
zero y-coordinate, 160
Zoom tool, 7

zoom, Stage, 7
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