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Installing the Sample Files into a Folder

Installing the sample files

e Use the Windows Explorer to create a folder called Flash 5 Advanced Samples, just below
the My Documents folder.

e Copy the sample files from the ECDL_Training\work\Flash-5-advanced folder toithe My
Documents\Flash 5 Advanced Samples folder.
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Frame Actions

To Create Frame Labels

o NOTE: If you have completed our Flash 5 Intermediate course, you can use the files you
have created in the previous exercises. If you do not want to alter your original file, we ‘have
already done all the work for you, just use the sample file mexico17.fla located inithe Flash
5 Advanced Samples Folder.

Start with the Original File:

e Use the Windows Explorer to create a folder called Flash 5 Advanced Work Folder, just
below the My Documents folder.

e Locate and open your version of mexico17.fla file.

OR Start with the Sample File:

e Use the Windows Explorer to create a folder called Flash 5 Advanced'Work Folder, just
below the My Documents folder.

e Open the mexico17.fla from the Flash 5 Advanced Samples Folder.

¢ In this exercise we will begin the process of tlrning the Scene 1 from the day scenery into the
night scenery.

e Insert a new Layer and name it "Labels".

e Select frame 1, open the Frame Panel and name the label "Day".

¢ Insert a keyframe at frame 10, labeling it "Night™:

Frame x|

| & Inst% i |Effe] 2L Framei [il= S-:uua (7] | : |

Label: |Might
Tweening:l Mone ;I

e Your timeline should now look like this:

D Sk_'.-' L D P Olw
[ Ground + + Wy Ole
[ Labels + + Oj[|Da * Might
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o Select the "Sky" shape on the stage and change the colors to a dark blue night color, using
the Fill Panel:
Fill x|
(13 Info| =7 Trans| —=Swek] ¢ Fil | (2] :I
I Linear Gradient
e Then, select the “Ground” shape and change the colors to a darker brown.
o Just above the “Sun” layer, insert a new layer and name it *Moon".
¢ Inthe “Moon” layer, insert a keyframe at framé 10.
e Still in the frame 10, draw a full "Moon" circle shape; convert it to a graphic symbol and

position it over the "Sun" symbol.
Convert “Moon” to a button symbol named "Moon Button™":

[Mame

@ M ayan

%3 Mayan Buttan
%29 Moon Button

[« [Blsofe

[ Sun = + [lla EI|

Double click the "Moon Button" to edit symbol. In the Over button state, change the color of
the "Moon" to a paler yellow.
Add a sound to the Down button state.
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e Back on Scene 1, in the “Sun” layer, insert a blank keyframe at frame 10 (we don’t want the
“Sun” to be displayed in the “Night” scene).

Insert a Frame at frame 30 on all layers, except the "Sun" layer.

Use File > Save As to save the movie in your Flash 5 Advanced Work Folder.

Save File as mexico18.fla

Open the mexico18.fla from the Flash 5 Advanced Samples folder to see an example.

To Create Frame Actions

+ Now you will create various stars, twinkling in the night sky.

¢ Still in the mexico18.fla file, just above the “Moon” layer, insert a new layer and name, it “Star
1.
e Draw a small “star” shape, convert it to a graphic symbol and namgiit “Star. 1"

+

M ame: il
Star 1 =
Star 2 E
|E| Star 3

Star 4
= —
[74] Star s
[74] StarE -
E#e mHll »

Insert five morelayers, naming them “Star 2” through to “Star 6”.

Draw a “Star” shape in each layer, and convert each “Star” to a graphic symbol naming them
“Star 2*through to “Star 6”.

Position.each “Star” instance on the stage across the "Night” sky.

Insert a keyframe at frame 30 on all layers, except the "Sun" layer.
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e On each “Star” layer, insert keyframes at staggered intervals along the timeline and create
motion tween in between them:

[ Stark = e
[ Star5 + + [ L e e e s L
[ Star 4 + + [l e e ie— a8
[ Star 3 + + [0 e e s b e
) Star 2 . | e e
' Star 1 H P
[ Maoon + =+ [] . Ol

e At each keyframe, using the Transform Panel, change the Scale of the “Star’instances so
that the stars "twinkle":

Trangform ||
3 InFj 2/ Transtorm| =St @ Fill| (2) : |
=1

e [ 5o % | 500 [ Constrain

{* Rotate & I o
Coekew w00 B0
|

At the top of the layer list, insert a néwilayer named "Actions".

Open the Actions Panel (Window > Actions).

Insert a keyframe at frame 1 of the “Actions™layer.

In the Toolbox List, doublesclick on Basic Actions book, and then double-click Stop action.
The action script syntaxwill appear in the right hand window:

= 9 Ofp 5 10 15 20 :

i

[ Labels + « [O|fiDav FMight

| &!Mnuie Esplorer| F Frame .ﬁ.ctic\ngl @ :l

ﬂj| Frame Actions Tl .

@ Basic Actions - stop (g %
@ Go Tao
@ Play
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¢ Now insert a keyframe at frame 10 of the “Actions” Layer.

¢ Inthe Toolbox List, double-click on Play action:

ﬂﬂl:l|1 . 1””15”'”26””:
0
[ Labels + « [O|fDay Might
== 1 T
ﬁgMnuie Esplorer| F Frame .ﬁ.ctic\ngl @
ﬂj| Frame &ctions 7| -
@ Basic Actions | play O;
@ Go Ta %
|
@ Stop
. -
& -

Still on the same layer, insert a keyframe at frame 30/@nd double-click Go To action.

Enter "10" in the Frame box. Make sure that Go t6 and Play is ‘checked (this will loop the
"Night" scene from frame 10 to frame 30 continuously):

EﬂD|I1IIIIEIIIII1|:IIIIII15IIIII2|:IIIIII25IIII 1
o o
[ Labels « « [|fFDav F Might
= —
i Mavis Expln:nreri F Frame Actions]| (7 | : | 4
ﬂj| Frame &ctions |
@ Basic Actions - gotoAndPlay (1003
@ Play H
I"i'I Shon il

| Mo action selected.

Soene: I{ current scenes

Type: I Frame Mumber

Frame: I 10

|7 Gio ko and Flay

e Save File as mexico19.fla
o Open the mexico19.fla from the Flash 5 Advanced Samples folder to see an example.
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Button Actions

To Assign Actions to a Button Symbol

¢ Now we will assign actions to the "Sun" and "Moon" buttons.

o Still in the mexico19.fla file, select the "Sun" button on the stage and open the Actions
Panel.

¢ Inthe Toolbox List, open the Basic Actions book and double-click the On Mouse Event
action. Note that the default on (release) script is inserted.

e Now, double click on Go To action.
In the Parameters Area, select Frame Label and choose "Night" label.
Ensure the Go to and Play box is checked:

‘ﬁ!_. I
el ks O ]
N iﬁgMDuie Esplorer| F Object .ﬁ.ctinnsl @ :l

ﬂj| Object Actions Tl alb

@ Brasic Actions on (releasze) {
H gotofndPlay C"Might");
1

s

@ Flay
I"i'I Ston

¢ Inframe 10 of the "Moon" layer, selectthe "Moon" button on the stage.
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e Assign the Go To actions with "Day" frame label. Uncheck the Go to and Play box:

' toon H

Eﬁ A Obiject F'.cl:in:unsi @ :l
ﬂj| Object Actionz

E Easic Actions

@ Flay
=3

| Line 2 gotedindStop ["Day'’;

Soene: I{ current scenes

Type: I Frame Label

Frame: II:Iag

|- Gio ko and Flay

s

o Test the Movie. The movie will stay still until yo
the "Night" scene with the "Star" animation. "
"Moon" button is clicked and the scene re

e Save File as mexico20.fla

e Open the mexico20.fla from the Flash 5 Advance mples folder to see an example.
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Movie Clip Actions

To Assign Actions to a Movie Clip Symbol

Now we will create the "Star" animation in a different way by adding it to a Movie Clip, and
therefore reducing the overall file size.

Open the mexico18.fla again.

Insert a Frame at frame 20 in all layers, except the "Sun" layer.

Open as Library the mexico20.fla file. Drag the “Star 1” graphic symbol from the
mexico20.fla Library into the mexico18.fla Library. Now you have a.“Star 17 symbobin
your current Library.

Rename the symbol to "Star".

Create a New Movie Clip Symbol named “Star Movie”.

Double click the “Star Movie” in the Library to edit symbol. Name,the default layer "Stars".
At frame one, drag the “Star” graphic symbol onto the stage.

Insert a keyframe in frames 10, 20, 30, 40, 50 and 60,

Insert a new layer named “Labels” and insert keyframes'to match the "Stars" layer.

At frame 1, using the Frame Panel, name the Label,"Star1"sContinue naming each of the
following keyframes “Star 2” to “Star 6”:

L] 10 10 20 20 a0

B Label: *Shar? FStard FSkard
[ Stars

. . .
| E'!—_ilnsti i | Efre[ 2] Framei Eﬁ%ﬁuua (2] | : |
Label: {Start
Tweening:l Mane ;I
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e Inthe “Stars” layer, in each keyframe (1-10-20-30-40-50), using the Transform Panel,
change the scale (constrained) of the “Star” instances. Also, using the Effects Panel,

change the Alpha or Brightness values to make the "Star" twinkle:

Tranzform

i InF]E’TranEFnrm[‘;ﬁ’Stﬂf@Fill (7) :l

— ——

= [ 5o $ | 500 [ Constrain

{* Riotate x_‘.l o

i Skew

Example:
Star1
Star2
Star3
Star4
Starb
Star6

scale=100%
scale=20%
scale=75%
scale=40%
scale=100%
scale=30%

| b7 |

alpha=50%
alpha=100%
alpha=60%
bright=80%
alpha=60%
bright=60%

¢ Insert Motion Tweens in between keyframes.

Return to the main timeline.

Insert a new layer and name it "Stars";

= 4 Ol 5 10 15 [
[ Maoon . O . Ole
[ Stars . O .
[ Sun * + [ls ) | d1 1 -

place them across theNight"sky.

“Star6”.

With this as the active layer, drag six (6) “Star Movie” movie symbols onto the stage and
Select each "Star" instance in turn, and using the Instance Panel, name each one “Star1” to

Select/Star1” instance and open the Actions Panel. Open the Actions book and double-

clickdthe OnClipEvent action (Note that the default onClipEvent (load) action will be
automatically,inserted).

Double-click the with action. Notice that the parameters will be highlighted in red.

FOR USE AT THE LICENSED SITE(S) ONLY
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o Click on the Insert a Target Path icon at the lower right corner of the Panel (Blue "cross-
hair” icon). If the cross-hair icon is grayed out, make sure that your cursor is inside the
Objects field:

=+ | = | Object Actionz | A
= hal=l
@

tellTarget - ol ipEwent (load) [

r

with (=znot set wyet=]1 {

toggleHighGluality
trace

@
@
@ unloadMlovie
@
@

war

while _|
(@ with

= i

| Lire 2 with [HRaeaane] 1 [Target: &n expression is required.]

Object; |

o

e This will bring up the Insert Target Path window. In orderto see all the instances in your
movie, make sure that you select Dots and Absolute.

o Now you should see the list of "Star" instances.

e Double-click the "Star" in the list (efg. Star1):

Inzert Target Path

i

Cancel

i Eﬁ Star2

feen Wl oparn
¥

Target: | root Starl

Matation:  [oks Mode:  Felative Help
" Slashes f* Abzolute

d

This will automatically add the full path of that instance to the with action.

With the action still highlighted, double-click Go To action in the Basic Actions book. This will
add the gotoAndPlay script.

FOR USE AT THE LICENSED SITE(S) ONLY
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e Under Type, select Frame Label, and under Frame, enter “Star1”:

ulyi Mowie Explarer| 5 Object .ﬁ.ctinnsl (7} : |

ﬂj| Object Actionz | .

E Basic Actions ™ onClipEvent Cload) {
— with _poot.Starl) [
@ GoTe gotofndPlay ("Starl"l;

[:J:l:] Flay
@ Stop

P

| Line 3: gotodndPlay [*Starl*);

Scene: I <current scener

=1
Tupe: | Frame Label B
=1

Frame: IStar1|

F Gio to and Flay %

¢ Repeat the above for all remaining "Star" instancés on the stage, each time changing the
Frame Label name. Example: “Star2” instance will gotoAndPlay (“Star2”) frame label, etc.
e In the main timeline, insert a new layer andshame it "Actions":

o
—_
L=
—_
o
-
=

& 9 0|

. .
[ Labels « « [ '[Da_'r' F Might

In frame 1, add stop (); action.

In frame 10, add play (); action.

In frame 20, add gotoAndPlay (10); action.
On the stage, seléect the "Sun™button.

FOR USE AT THE LICENSED SITE(S) ONLY
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¢ Inthe Actions Panel, add On Mouse Event (release) and gotoAndPlay ("Night") actions:

Object Actions x|
ulyi Wlawie Explarer| 5] Object F'.-:ticunsl () :l

ﬂj| Object Actiohs L S
@

Unlaad Mowie “ on (release)

gotofndPlay "Might"l;
@ Tell Target

@ IFFrame s Loaded
@ On Mouse Event
ﬁ' Actions l

| Line & gotodndPlay [“Might'];

ECE‘I’IE: I{ CUrrent scene:

Tupe: |Frame Label

Frame: INight

IF Gotoand Play

e On the stage, select the "Moon" button.

¢ Inthe Actions Panel, add the On Mouse Event (release) and gotoAndPlay ("Day") actions.

o Test the Movie. Same as in the previous €xercise, the movie will stay still until you click on
the "Sun" button, then it will display the "Night" scene with the "Star" animation. "Night"
scene will loop continually until the "Moon" button is'clicked and the scene returns to "Day".
Only this time we didn’'t need to créate separate “Star” animations, but instead we have used
(and re-used) one movie clip fof all the stars.

e Save File As mexico21.fla

e Open the mexico21.fla from the, Flash.5 Advanced Samples folder to see an example.

FOR USE AT THE LICENSED SITE(S) ONLY
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To Create a Draggable Movie Clip

¢ In this exercise, we will create a draggable movie clip using the "Mayan" button, to enable the
user to drag and drop the "Mayan" Button anywhere on the stage.

o Still in the mexico21.fla file, click on the "Mayan" button on the stage and convert it to a
Movie Clip Symbol. Name it "Mayan Button Movie":

| Mame
143 Mayan Button

Mayan Buttan Movie
143 Moon Button
E@Ee wall >

Double-click the "Mayan Button Movie" instance on the stage to Edit Symbol.
Now select the “Mayan Button” instance (insideithe “Mayan Button Movie” timeline) and open

the Actions Panel.
e Double-click the On Mouse Event in the Basic Actions book. Check Press and uncheck

Release event:

ulyi IMlowie Explarer| 5 Object F'.ctinnsl (7 : |

ﬂj| Object Actionz

@ IFFrame Is Loaded
@ On Mouse Event

| Line 1: an [press] {

Even: |7 iec3 ™ Folloue
I- Releaze I_ Fall Cut
I_ Fielease Outside I_ Dirag COwer

|- key Press: I |- Dirag Cuk
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o Double-click startDrag in the Actions book, and enter the Constrain parameters. (Note: Use
the Info Panel to find out the L = Left, R = Right, T = Top and B = Bottom constrain values):

# Dbject Actions @
ﬂjl Object Actions | A
@ Basic Actions Y on (press)
@ et startOrag "", true, 0.00, 0.00, S45.0, 336.00;
chions
T

@) bresk N on creleased I
@ cal stopOrag O
m - }

| Line 2 startDrag [, true, 0.00, 0.00, 543.0, 396.0);

Target: I I- Expression

¥ Constraintarectangle  L: (0,00

|V Lock mousetocenter T: [0.00

Check Lock mouse to center.

Add another On Mouse Event in Basic Actions,
Double-click stopDrag in Actions.

Test the movie. The "Mayan" object can n
stage.

Save File As mexico22.fla.
e Open the mexico22.fla from the Fl 5 Advance

amples folder to see an example.
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© Cheltenham Computer Training 1995-2001 - www.cctglobal.com






EXERCISES - Programming With ActionScript 19

Flash 5 Advanced © 2001 Cheltenham Computer Training

Programming With ActionScript

To Set Movie Clip Properties

o Now we will create a new Flash movie where we can put into practice some powerful Actions,
like changing the object transparency.

e Create a new movie and name it “quiz1.fla”.

e This movie should have the same properties as our Mexico movies: 12 fps, W'= 550 pix, H =
400 pix, and white background color.

e Create new movie clip symbol named “Background Movie”.

¢ In the Edit Symbol mode, set fill color to dark green:

- I HO03333 EI

o Draw a large green rectangle tofbe used as the background image for our movie (W = 550, H
=400).

e Place the instance of this.symbel onto,the Stage and center it. Note: This clip should totally
cover the white background of the,Stage.

o Name this instance “Background”:

il Instancei ik | EFF; E|;| Fra EQESDUi @ : |

EE Background Maovie

Eehavior: IM-:-.-ie Clip ;I

Tamme: IEIackgn:nund

S| [ |54 &

Rename the default layer to “Background”.
Insert a new layer and name it “Buttons”.
Create new button symbol and name it “Background Button”.

FOR USE AT THE LICENSED SITE(S) ONLY
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¢ In the Edit Symbol mode, draw a small black square (W = 13.5, H = 13.5):

By Scenel g Background Button

Cwer|Cowr| Hit |

[+ &) & ||4] mlal B C o [1zetes [ oos
dle

| InFDrETranSFDTﬁStruke@ Fill | (fi

ok Shape
1|r_,.. ".-.":|13.5 H:IIZI.IZI

e Select “Buttons” layer and place five instances of this symbol to the Stage. Position them in
the bottom left corner:

¢ Background + . |:||

= B a |4 alel sl @
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e Change the Alpha Effect of button instances as follows:
Button 1 = Alpha 100%
Button 2 = Alpha 80%
Button 3 = Alpha 60%
Button 4 = Alpha 40%
Button 5 = Alpha 20%:

B
&l Jinst{ 501 EFFect[ﬂ FrarTEﬂE Sc\un] @
| ipha =] Jau =]

¢ You will now have five buttons with different levels6f transparency:

e Select first button and open the Actions,Panel. From the Basic Actions, double-click the On
Mouse Event action. Check the/Release and Roll Over events:

| &gMnuie Esplorer| Z Object .ﬁ.ctic\ngl @ :l

ﬂj| Cbject Actions

@) I Frame Is Loaded - ase, rolllverd {
@ On Mouse Event

Actions

=

| Line 1: an [release, roll0wver) {

Event: [ Press ¥ Foll Ouer
|7 Releasze I_ Fall Ot
I_ Felease Outside I_ Dirag Ciwer

|- key Press: I |- Dirag Cuk
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¢ From the Actions, double-click the setProperty action. You will notice that the warning will
show on the script line:

[y Wi Explore
ﬂj| Object Actionz
@ print

', =not

remaveflovieClip

return

@
@
@ zet variable
@
@

startDrag

shop

| Ling 2 setProperty [, AR S0

Fraoperty: I ;I

Target: I |_ Exprezsion
Walue: I |_ Expression
&Hoa

e Under Property, select _alpha (Alpha):

Froperty: I_alpha [Alpha) ;I

Ve _Focusrect [Show Focus rectangle) t!}

Walue: |_height [Height]
_highquality [High quality)
_name [Mame]
_quality [_quality]
_ratation [Fotation]
_=oundbuftime [Sound buffer time]
_wizible [Wisibility)
_width [Wwidth]
_u[® Position]
_u=cale [# Scale]
_y [ Paosition)

y=scale [ Scale]

e £ Enter the Target field and click the Insert a target path icon:

Froperty: I_alpha[.ﬁ.lpha] ;I
Target: I |_ Expression
Walue: I I_ Expression

(&a

Inzert a target path
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¢ Inthe Insert Target Path window, select the Background instance. Note: The _root will be
automatically added to the full path, presenting the root of the current movie:

ﬂ Background

Target: | _root.Background

Matation: " Dots bMode: ©© Relative
" Slashes {* Absolute

e Under Value, enter 100. This will make the Background clip 100% Alpha, meaning non-
transparent:

b Mowie Explorer| 5 Object .ﬁ.ctinnsl @ :I
ﬂj| Object Actions | .

@ remouellovisClip - on (release, rolldwer) {
@ return

@ set variable
A

@ =tartOrag

@ =top ~| 4] | I

| Line 2: setProperty [ _root Backaround”, _alpha, "100");

Froperty: I_alpha [Alpha) ;I
Target: I_rDDtBackgrnund |_ Expression

Walue: |1EIII| [~ Espressian

L3

[N

¢ Now repeat the same process for the rest of the buttons, changing only the Value to 80, 60,
40, and 20 respectfully. Note: You can copy and paste the script, then change the Value.

e Testthe movie. When you roll the mouse over the buttons, the background transparency will
change:

TTLE

e Save File As quiz1.fla.
e Open the quiz1.fla from the Flash 5 Advanced Samples folder to see an example.
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To Create the Input Text

¢ In this exercise, you will start working with variables. We will create the form with input fields
to gather the information from the user.

o Still in the quiz1.fla file, insert the new layer just above the “Background” layer and name it
“Images”.

e We have prepared the artwork for you in order to speed up the exercises. From the File
menu, select Open as Library and open Artwork.fla file from the Flash 5 Advanced

Samples folder.
e Drag the “man1” graphic symbol from the Artwork Library onto a Stage, and pgsition it,on the

top left side:

Library - Artwork fla  x]
i Cptionz

‘Qﬂﬂ

H

[ Hame
Hand

Hand Buttan

[J Background + + []
& B & |1

R

mar]

-
gy

manZ

man3

i gl | _*|;|

¢ Now insert a newlayér above the “Images” layer, and name it “Text”.

e Inthe “Text” layer, using the large, bold, white font, type the title “Quiz about Mexico”, and
positiont on the topright side of the Stage.

¢ Thendtype some information, using smaller white font: “First, we would like to know more
about you. "WWhen you finish typing the information, click on the hand icon to continue...” like
this:

FEEE =

Quiz about Mexico

First, we would like to know more about you.
When you finish typing the information,
click on the hand icon to continue...
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Using the Text Options Panel, insert an Input Text box. For the Variable name enter
“First”. For the Embed fonts select upper and lower case characters. This will be a field
where users will enter their first name. Type the “First name” label beside the Input Text field:

i Eharg ol Parag EA Text Dptiu:unsi (2] : |
Ilnput Tent ;I
ISingIe- Lire ;I I_ HTRL

F Earder'Eg

First, we wou W ariabile:

Embed font=: % g‘;:r.S: |2I:I
L 2z =, tea| oy

First name |

Using the same procedure, create another Input Text box, and enter “Last” for the Variable
name.

Now create another Input Text box and enter “Age” for the Variable name. This time for the
Embed fonts select only numbers:

A Char% ol Parag 24 Text Dptiu:-nsi (2} : |

First, we woul
When yo

Ilnput Tent ;I
| Single Line H [ HTRML
Y ariable: ¥ BarderBg
First name s
G ETS
Embed fonts: Chars: I3

Last name [iISIREFIEN PROTH

Save File As quiz2.fla.
Open the quiz2.fla from the Flash 5 Advanced Samples folder to see an example.

To Create the Dynamic Text

Now you will display the text that the user has inputted earlier.

Stillin the quiz2.fla file, at the top of the layer list, insert a new layer and name it
“‘Navigation”.

Open as Library the Artwork.fla file.

From the Artwork Library, drag the “Hand Button” symbol onto the Stage. Position the
button at the bottom right corner of the Stage.

Now insert a new layer and name it “Labels”.

In the “Labels” layer, at frame 1, insert a Frame Label “Start”.

Insert another layer and name it “Actions”.

In the “Actions” layer, at frame 1, insert a stop (); action.

At frame 10, insert Keyframes for each layer.
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In the “Labels” layer, at frame 10, insert a Frame Label “2nd”.
In the “Buttons” layer, at frame 1, select the “Hand Button” instance and add the
gotoAndStop ("2nd"); action. Make sure that the Go to and Play option is un-checked:

e
H!Mnuie Esplorer| Z Object .ﬁ.ctic\nsl @ : |
ﬂj| Dbject Actions | A

@ Basic Actions - an (releaszel {
gotofndsStop ("2nd"]:

@ Flay -
| Line Z: gotodindStop ["2nd");

Scene: I <CUrrent scene:

=l
Type: I Frame Label ;I
=l

Frame: |2nd

|_ Gio ko and Flay

In the “Images” layer, at frame 10, delete the “man1” inStance from the stage and replace it
with the “man3” graphic symbol from the Artwork Library.

In the “Text” layer, at frame 10, change titlé text to “Quiz‘ Results”.

Still in the “Text” layer, at frame 10, delete the information text, all input text boxes and labels.
Using the Text Options Panel, insert a Dynamic Text box. For the Variable name enter
“‘NameCalc”. For the Embed fonts select upper and lower case characters and numbers.
Make sure that you have checked Word wrap option. This will be a field where the user’s
name and age will be displayed:

Quiz Results

A':haf '1] Para EAText Opticns @

I Ownamic Text ;I

| it =] [ Hma

W ariable: [ BarderiEg

|Namel:alc IV word wrap
|_ Selectable

Embed Fants:

ﬂ 4z alz|1213‘ﬂ|
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In the “Actions” layer, at frame 10, insert the set variable action. Under Variable enter the
Dynamic Text variable name from the previous step, “NameCalc”. Under Value, enter the
following: "Your name is "+First+" "+Last+", and you are "+Age+" years old." Make sure
that the Expression option is checked:

S e e

| . Mowie Explarer| 5] Frame .ﬁ.ctiunﬁl @ : |
ﬂj| Frame Actionz |

@ retum MameCalc = "Your name iz "+First+

@ setProperty

| Line 1: MamelCalz = "'our name iz "+First+" "+Lazt+"', and you are "'+age+" vears old.";

‘Wariable: INameCalc I_ Expression

Walue: I"‘r‘u:uur name is "+First+” "+Last+", and you are "+ Age+" years old.” |7 Expression

L3

Test the movie. Enter your data in the form and, click,on the hand button. This will take you
to the results page with your data displayed on the stage.

Save File As quiz3.fla.

Open the quiz3.fla from the Flash 5 Advanced Samples folder to see an example.

To Write Scripts Using the Dot Notation

In this exercise you will change your:seript code to be more efficient and shorter.

Still in the quiz3.fladile, in the “Buttons” layer, select the first button and open the Actions
Panel.
The button action,looks’like this:

on [release, rollOwverl) [
zetProperty ("_root.Background", _alpha, "100");
1

Now; enter the Expert Mode in the Actions Panel:

I i
el

B v Momal Mode Chrl+r
w |

il

Select the setProperty... script line and rewrite the script using the Dot Notation style:

on (releasze, rollOver) {
_root.Background._alpha = 100;

H
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o Repeat the same process for all buttons changing only the alpha values to 80, 60, 40, and 20
respectfully.
e Still in the “Buttons” layer, select the frame 10, and Clear Keyframe:

&= 9 Ol 5 1 15 20 25 3l
[ actions « « O°
[ Labelz o o []]fF5Start '[
[Z Mavigation « =+ [l 0
P Buttons . 1|
(D Teut .« mll, ol Create Motion Tween
[Z Images + + [fls Ol Inzert Frame
[} Background + + [l s Remaove Frames
|nzert K.epframe
|nzert Blank Keyframe

¢ Repeat the same step for the “Background” layer. All.other layers will stay the same, with
Keyframes at frame 10. Note: Removing the un-nec¢essary Keyframes from your movie, will
save the file size.

e Test the movie. The movie will work same asfbefore, but now the code is much shorter.
Using the Dot Notation will reduce the linesf code, therefore reducing the computer
processing and speeding up the movie playback.

e Save File As quiz4.fla.

e Open the quiz4.fla from the Flash 57Advanced Samples folder to see an example.
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Smart Clips

To Add Radio Button Smart Clips

¢ In this exercise, you will create a multiple choices quiz using the Radio Button smart clips.

o Still in the quiz4.fla file, in the “Labels” layer, insert a keyframe at frame 5.

e Label that frame “1st”.

e Inthe “Images” layer, insert a keyframe at frame 5.

e Still in the “Images” layer, at frame 5, delete the “man1” instance from the stage andireplace
it with the “man2” graphic symbol from the Artwork Library.

e Inthe “Text” layer, insert a keyframe at frame 5, and delete all existing text from this frame.

e Open the Smart Clips Common Library (Window > Common Libraries > Smart Clips).

o Select “RadioButton” smart clip from the Smart Clips Library, and dragiit to'the current movie
Library:

22 items Optionz

Ll '::;l_l L

e Cloese the Smart Clips Library.
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o Now we need to change the “RadioButton” movie clip properties to fit our movie. From the

current movie Library double-click the “RadioButton” to Edit Symbol:

v.

¢ In the Edit Symbol mode, double-click the io But gain to edit:

F adioButtar

R adicButton aszets

" Radio Bution

Ns

h
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¢ Inside the “RadioButton assets” edit mode, select each asset and change its text properties
to white color, bold type, size 14:

B Scene 1 R adicButton RadoBulton assets

[ win assets + + N .|.|

[+ [ ] |ﬂ_u|g|ﬂﬂ|7|1z.ufps| o 4] |

Character =
'J;_'I A Character[ (El F'aragr.ﬁA Teut I:Ip] @ : |
Font: |_sans =]

atfie | (B 2| [
AY[iT ] M K%Wﬂculcﬂ

p,'g' INDrmaI bt

uRL: |

e Go back to the Scene 1, still in the “Text” layer, at frame 5, drag the “RadioButton“ symbol
from the current movie Library to the Stage.

e Name this symbol instance “City1”.

o With the “City1” instance still selected, open the,Clip Parameters Panel and enter the
following values:
_name = City1
checked = false
label = Mexico City
style = Win

-iiﬂadio Button

MName Walue

_name City 1 .
checked falze by
label Mleico City
shyle win

o Copy and paste this instance. Then rename the pasted instance to “City2”.
¢ . Change the “City2” Clip Parameters to:
Oname = City2
checked = false
label = Cancun
style = Win
e Select and align these two instances, and convert them to a movie clip symbol named “City
Radio Movie”.
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¢ Name this new instance “CityRadio”. Note: This is now a parent instance to the “City1” and
“City2” instances. We can call these two instances - child instances. In the Dot Notation
they would be presented like CityRadio.City1 and CityRadio.City2.

e Using the white, bold text, type the quiz question “What is the capital city of Mexico?”
Position it just above the radio buttons:

0] Instancei i | EFF; 2] Fra Eﬂfﬁuui (27 : |

4] City Radio Mawvie

Eehavior: IMn-.-ie Clip ;I

Mame: | CityRadic

i [ |57 3

o Now repeat the same process for another question “What is the currency used in Mexico?”
with the following changes:

1* radio button instance name = “Currency1”

Cl(ijp Parameters: name = Currency1, checked = false, label = Peso, style = Win
2" radio button instance name = “Currency2”

Clip Parameters: name = Curreney2, checked = false, label = Dollar, style = Win
Convert these to a movie clip named“Currency Radio Movie”

Name this instance “CurrencyRadio”

o Repeat the same process for the third question “What language is spoken in Mexico?” with
the following changeés:

1* radio buttorfinstarice name = “Language1”
Clcijp Parameters:'name = Language1, checked = false, label = English, style = Win
2" radioutton instanee name = “Language2”
Clip Parameters: name = Language2, checked = false, label = Spanish, style = Win
Convert'these to a movie clip named “Language Radio Movie”
Name this instance “LanguageRadio”
¢ £ Repeat.the same process for the fourth question “What is the population of Mexico?” with
the following changes:

1%radio button instance name = “Population1”

Clcijp Parameters: name = Population1, checked = false, label = 100,000,000, style = Win
2" radio button instance name = “Population2”

Clip Parameters: name = Population2, checked = false, label = 50,000,000, style = Win
Convert these to a movie clip named “Population Radio Movie”

Name this instance “PopulationRadio”
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e Your final quiz questions should look like this:
What is the capital city of Mexico?
L R dio Button
® Radio Bitton

What is the currency used in Mexico?
® Radio Button

® Radio Button

What language is spoken in Mexico?
® Radio Button

1
<F-

® Radio Button

What is the population of Mexico?
L Eftadio Button
® Radio Button

e Save File As quiz5.fla.
e Open the quiz5.fla from the Flash 5 Advanced Samples folder to see an example.

To Program Radio Buttons

¢ In this exercise, you will €alculate,and display the quiz results.
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o Still in the quiz5.fla file, in the “Actions” layer, at frame 1, add the evaluate script and in the
Expression field enter Score = 0. This will create and set the variable Score to 0. This
variable is used to keep the count of the correct answers to the previously created questions:

s Mawie Explorer| 3 Frame Actions] (2} : |

ﬂj| Frame Actions L AN

@ elzeif Y stop O
[:J:l:] far -
| Line & Score = (0;

Expression: IScnre =0

s

¢ In the “Navigation” layer, insert a keyframe at frame 5.

o Still in the “Navigation” layer, go back at framé 1, select “Hand Button” instance and change
the action script to go to and stop at new frame label “1st”> This will take the user from the
introduction screen (labeled “Start”), to the quiz'questions screen (labeled “1st"):

on (releasel {
gotofndStop ("1st"Jg
H

o Now go back at frame 5 and'select “Hand Button” instance. Here we go to the quiz results
screen (labeled “2nd")./ However, before you can go to quiz results page, you will need to
check if the user has answered the questions correctly, and for every correct answer, you will
add one point to the “Score”variable. The correct answers to the questions are as follows:

Capital City = Mexico City (parent instance CityRadio, child instance City1)
Currency)= Peso (parent instance CurrencyRadio, child instance Currency1)
Language = Spanish (parent instance LanguageRadio, child instance Language2)
Popdalation= 100,000,000 (parent instance PopulationRadio, child instance Population1)

e < The current button action script looks like this:

on [release) [
gotoAndStop ('znd"];
H
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e Highlight the first line of the script on (release) { and add the if action. This will give you the
warning that condition is not set yet. Click on the Insert a target path icon to select the first
target for the conditional statement:

@ getURL
. gota

¢ Inthe Insert Target Path window, select th

_root

'E Background
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¢ Now, in the Condition field, type the additional getstate() action. Make sure that you type
the dot symbol between the target and the function. This action will return True if the target
was selected, meaning if that radio button choice was checked by the user:

]

el

on C[release) {

if Croot.CityRadio.Cityl.getstate D)
1
gotofndStop (“znd"l;

H

3

¢ Now, add the evaluate action and in the E enter Score = Score+1. This will
add one point to the score if the user has ‘answered this question correctly:

=]
iy | el
on Crelease) [
if Croot.CityRadio.Cityl.getstate 0] f

: Score = Lcore+l;
enaluate f 1
gotofndStop (“znd");
1

[he®Seore=Scornt;
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e Using the Expert Mode, edit the rest of the script to look like this:

on (release) [
if Croot.CityRadio.Cityl.getstate 00 {
Score = Score+ly

I
1f _roct.Currencyfadio.Currencyl .getstate 0
Scobe = Score+l;

1
if (_root.languageRadio.language?.getstate 0
Scobe = Score+l;

1
if (_root.PopulationRadio.Popul ationl.getstate 00

Scobe = Score+l;

T
gotofndstop ("znd"]g

H

e Inthe “Text” layer, go to frame 10 and create another Dynamic Textibox.. Name the
Variable “ScoreCalc”. This field will be used to display the quiz resultsy Make sure that the
Word wrap option is checked. Position this text box under the “NameCale’ box:

Quiz Results

A Charg ':m F'arag EAText Dptinnsi @ : |

I Oynamic Text ;I

| Multiline | [~ HTML

"W ariable: [T BaordenEg

IScu:ureI:alc ¥ wordwrap
[T selectabls

Embed fonts:

ﬂ |2z azlbﬁﬂl!'
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Next step is to populate the “ScoreCalc” variable with the quiz results. First we have to check
what is the total “Score”, meaning how many questions the user has answered correctly.
Then, based on the “Score” value, we will display the appropriate message. The maximum
score for 4 questions is 4; the minimum score is 0. In the “Actions” layer, at frame 10, edit
the script to look like this:

MameCalc = "Your name 1s "+First+” "+laszt+”, and wou are "+Age+” wears old.;
if (score = 41 {

ScoreCalc = "Your score 1s "+score+". Congratul ations!";

1 else if (score = 37 {

ScoreCalc = "Your zcore s "+score+”.  You did pretty good!”;

1} else 1f (score = 27 {

ScoreCalc = "Your zcare iz "+szcore+”.  You could do better!”;

1 else if (score = 12 {

ScoraCalc = "Your scare d:= "+szcore+”.  You need to read more about Mexicol';
I else {

ScoreCalc = "Your score 1z "+score+".  You must go back to school!";

1

Test the movie. Enter your name and age in the introductionssereen; click.the hand button to
go to the next page. Select your answers in the quiz questions screen and click the hand
button to see the results. Your name, age and score information will be displayed.

Save File As quiz6.fla.

Open the quiz6.fla from the Flash 5 Advanced Samples folder to see an example.
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Modular Movies

To Insert Another Scene

e In this exercise, you will insert another Scene in the movie. This scene will be used in the
later exercises.

Open the mexico22.fla file.

Insert a new Scene to your movie (Insert > Scene).
Open the Scene Panel (Window > Panels > Scene).
Rename “Scene 1” to "Main".

Rename the new “Scene 2” to "Links":

Scene K
ﬁ Scenei (fi

By Links

13|+ | &

e Using the Scene Button, return toithe "Main" scene.

e Select the "Cactus" button instance, andsadd the gotoAndStop action. Under Scene select
"Links", under Type, select Frame Number, and under Frame, enter "1". Deselect the "Go
to and Play" box:

Object Achtions
b Mowie Explarer| 51 Object F\ctinnsl

ﬂjl Ohbject Actiohs

E Bazic Actions -
A
@ Flay
(F cren i

| Line 2 gotaéindStop [ Links" 1);

Scene: ILinks

Tupe: I Frame Mumber

Erame: I 1

I_ Goto and Play

e Test the movie. When you click on the “Cactus” button, you should be taken to the “Links”
scene.

e Save File As mexico23.fla.

e Open the mexico23.fla from the Flash 5 Advanced Samples folder to see an example.
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To Load Another Movie

¢ In this exercise, you will load another movie on the top of your existing movie. This is the
best way to split large projects by dividing them into various small, easy to download movies.

e Open the quiz6.fla file.

¢ In the “Navigation” layer, at frame 10, select the “Hand Button” and open the Actions Panel.

e Change the current action by adding the loadMovie action. Under the URL field, type
mexico24.swf. Under Location field, select Level and type 0 for the level number. This will
load the mexico24.swf movie and overwrite the current one:

utys [Mwie Explarer| 5 Object .ﬁ.ctinnsl (7} : |

ﬂj| Object Actionz | .
@ include e

on (releasel)
ToadMovieMum (Mmexicozd . swf", 00 ;

[:J:l:] loadvariables

@ on -

| Line 2: loadk ovieMurn [“mexicoZ4. zwf, 0];

URL: Imexian-i.st I_ Expression
Lozation: ILE"'EI ;I IIZI [¥ Eipression
Variables: |Don't send =l

& A

e Save File As quiz7.fla.

e Publish the movie, but do not test the movie yet. You will need to create mexico24.swf first,
before you can test'the abeve functionality. For now, we just needed to create quiz7.swf file
to be used for our next,step.

e Open the quiz7.fla ffom the Flash 5 Advanced Samples folder to see an example.
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¢ Now open the mexico23.fla file.

e Inthe “Text” layer, select the “Text Button” (MEXICO) and add the loadMovie action. This
time, under URL field, enter quiz7.swf. Under Location field, select Level again and type 0
for the level number:

Eﬁ F Object .ﬁ.ctic\nsi @ : |

ﬂj| Dbject Actions | A

@ include a] | on Creleaszed I
ToadMowvieNum (Mquiz?.=wt", 00;

@ loadvariables
@ =] -

| Line Z: loadhovieMum [Mquizd. swf", 0);

URL: Iquiz?.ﬁwf |- Euxpression |
Location: ILE"'EI ;I ||:| [¥ Eipression
Wariables: Il:lgn'l; send ;I

& o

e Save File As mexico24.fla.
e Now publish and test the movie. When you clic
be loaded. Complete the quiz, and on the Quiz Re
This will take you back to the Me vie.

he “Mexico” button, the Quiz movie will
ts page click on the “Hand” button.

o Open the mexico24.fla from th dvanced Samples folder to see an example.
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Web Interaction

To Add Hyperlinks and Email

In this exercise we will add hyperlinks to other websites and send an email from within the
movie.

Still in the mexico24.fla file, go to the scene “Links”.

In the scene “Links”, rename the default layer to "Background”.

Draw a rectangular background shape and fill it with dark green color (R=0'G=51"B=51).
Using the Info Panel, adjust the background size to match the movie (650 x 400), and’center
it on the Stage:

[ o

e K
Hﬁ InFDrETranﬁfurﬁStruke@ Fill ] (ﬂ
=4 Shape
o wi[5500 it A E
' v [z000

100

A 10383
+ i -162.0

Insert a new layer named “Image".

With frame 1 ofthe "Image" layer selected, import "Chillies.bmp" file from the Samples
Folder.

Position it at middle-right area of the stage.

Insert ashew layer named "Header Text".

Using the\Impact font (size 45, white color), type the words "MEXICO online”.

Select the word "MEXICO" and using the Character Panel, add Bold, Kern to 4.

Withithe word “online" selected, change the font size to 30, Kern to 18. This will be the page
header.
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e Next you will create separate layers for each text button to be used for hyperlinks. The
hyperlink text will be as follows:

Travelers Guide to Mexico (Layer name: Guide Text)

Discovering Mexico (Layer Name: Discover Text)

Maya Adventure (Layer Name: Mayan Text)

The Mayan Civilization (Layer Name: Civilization Text)

Mexico Online (Layer Name: Online Text)
&9 0|p]

& Image + + []

[Z Header Text + + [

[ Back Button « + [

[ Online Text « + @O

[ Civilization Text « « [0

[Z taito Buttan + + []

[P adventure Text + + [

[ Discover Text « + [

[Z Background + + [0

e On each appropriate layer, type the above téxt in capitalsiusing Font = Impact, Size = 16,
Kern = 3, Color = White (R=255 G=255 B=255).
¢ Right-align the text so it is a couple of spaces to the left-side edge of the "Chillies" image.

TRAVELERS EUIDE TD MEKIC
BIGCOVERING MENIC

MATAN ARVENTUR
THE MAYAN EIVILIZATIO

¢ Convert each line of text to a button symbol, naming them “Guide Text Button”, “Discover
Text Button”, “Mayan Text Button”, “Civilization Text Button”, and “Online Text Button”.
e “Double click each button to edit. Add keyframes to each state.
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In the Over state, select the text, and using the Mixer Panel, change the color to R=0 G=153

B=153:
] |:||| Up [CwerDowd Hit |
N
2 ) Miser| ) Swatches| (2)
Font: [Impact =l o~ Q R0 j
atfie - B| 7| B & g'fﬂ
ﬁ'ljmf—;[ b icern Lll=E Alpha: [1007 ||
URL: |

In the Down state, change the text color to R=0 G=204 B=204:
In the Hit state, draw a filled rectangle around the text, then remove the text:

& 90 | Up | Ower|Ciownf Hit I|}|
-
V! || ] o] &l 2T *
||||1||5!:II|I|I|1|II:I!:II|I||||$II:I|I||||||IT-I||||I|I||$II:||I|I|I||
M arme
% Adventure Te:-ctEuttu:ung
[24] Cactus

ﬁ.‘_‘| Cactuz Button
E@e mal]l >

¢ Insert a new layer and‘name-it "Mailto Text".
e Using the Text toolytype "Click to request information".
Using thesCharacter Panel, adjust the font size to 12, color to white, and Kern to 2.
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e Type in the URL field “mailto:name@domain.com”. Note: You can type your own email
address instead of sample address name@domain.com:

-y Eharacter[ | ParagrﬁAText Dp] () : |
Fant: |Impact =
il 2]
fl I':'_j F Eern

LRL: Imailtn:name@dnmain.cnm

Clck to request inlarmation

o Now add another layer and name it "Back Button".

e Open as Library the Artwork.fla file from the Sample Folder.

e From the Artwork Library, drag the “Hand Button” symbol onto the Stage. Position the
button at the bottom left corner of the Stage.

e Add the gotoAndStop action to the “Hand Button”. Under Scene, select "Main". Under
Type, select Frame Label, and under Frame sélect "Day" frame label. Deselect the Go to
and Play checkbox:

Object Actions E3
ﬁ!Mnuie Explorer| F] Object .ﬁ.ctic\ngl @

ﬂj| Object Actionz v | .

E Eazic Actions “ on (releaszel {

@ GoTo
@ Flay l

| Ling & gotodndStop [MMain', "Dap");

Scene: IMain

=l
Type: I Frame Label ;I
=l

Frame: IDag

I_ Goto and Play

o Insert a new layer, named "Actions". Position this layer at the top of layer list.
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o Still in “Actions” layer, add the Stop action to the frame 1:

& 5 O I 5 _ﬂ_*:“ Frame Actions i
B Actions * H @ Flay = [
[ Image + o+ [] !! @ stop "“‘J‘g
[ Guide Text + + [] !! (31 Tonale Higk Quality hll
[ Hearer Text « +« [ L I Lire 1: stop [];
[+ [ | I 16

Mo Farameters.

e Test the movie. When you click on the “Cactus” button, you should be taken to the “Links”
scene. Click on the “Hand” button to go back to the main screen.

o To test the links, File > Publish > Preview, and test the published movie inside the Internet
browser.

e Save File As mexico25.fla.

e Open the mexico25.fla from the Flash 5 Advanced Samples folder to'see amexample.
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Optimizing Movies

To Create a Preloader

The Preloader is the scene that displays on screen while the main file is loading in the
background. We will create a simple preloader using a Movie Clip.

Still in the mexico25.fla file, create a new Movie Clip symbol and name it “Preloader Movie”.
In the Edit Symbol mode, rename the default layer to "Background"”.

Draw a rectangle to match the movie dimensions (550 x 400) and center it'on,the Stage:
Using the Linear Gradient Fill Panel, and colors from orange (#FF6400) to dark tan
(#980000), fill the rectangle with color.

Insert a Frame at frame 40.

e Insert a new layer named "Loading text".

e Using the Arial Black font, size 20, pale orange color, type the word "Loading..." and convert
it to a graphic symbol. Name it "Loading Text". Position the textto the,top left side of the
Stage:

Character x
T A Character[ | ParagrﬁAText Dp] (7 : |
Font: |F'.rial Bilack =

Nt 197 1

hy Iﬂ—j W Kem

,.5,";" Ir\lnrmal - |

URL: |

e Add keyframes on 5 frame intervals, and add the Motion Tween in between them:

& Main [ Prefoader Movie

B | oading text [ *_. . >—>|- >—>|- >—>|- >—>|- >—>|| >—>|| >—>||

[ Background + + 0 b okicn

[+ [ & {4 o=l L[ 1 [zoks | oo 4 |

I

e At each keyframe, change the Tint Effect of the “Loading Text” instance. This way the text
will be changing its color throughout the animation:

Frame 1 R=255 G=0 B=0
Frame 5 R=255 G=51 B=0
Frame 10 R=255 G=102 B=0
Frame 15 R=255 G=153 B=0
Frame 20 R=255 G=204 B=0
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e Reverse the order in the rest of the frames, finishing with Frame 40 R=255 G=0 B=0:

H
% G: |153
B

RN RN

|

e Insert a new layer named "Postcard text".

Using the bold orange text, type "a postcard from" at the lower left ar
does not need to be converted to a symbol, as it will not require a
Insert a new layer named "Mexico text".

Type the word "MEXICQ" and convert it to a graphic symbol o Text".
Break apart the MEXICO text, so that you now have shapes objects.

Position the “Mexico text” instance to the top right are ove (x=159.8, y=-218.2).
Add keyframes at 10 frame intervals and insert the in between them:

! |' |' L -
[+ [z ] ||ﬂi|i|ﬂﬂl7|12.ﬂfps loos 4 | '

—+

his

Continue adding effects tc e as follows:
Frame 10:
Frame 20: x=16
Frame 30:
Frame 40:

159.8 Alpha=100%

e Insert a new layer named “Labels”.
e Label the frame 1 as "Postcard".
e Go back to the “Main” Scene.
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e Insert a new layer, just under the “Labels” layer, and name it “Preloader”.

e Insert two frames in front of frame 1 for each layer.

¢ Inthe “Preloader” layer, place the “Preloader Movie” symbol in the frame 1.

¢ In this layer only, delete all other frames except frame 1 and 2:

& 9 Olp 5 10 15 20

[ Actions « « Ol P o m
[ Labels « « lll [FDav P Might

1
[ Gecko « +« [0 2 nl

¢ Inthe frame 2, drag the symbols used in the “Links” Scene and position thém,outside the
Stage, on the Work Area. This way they wont show when published, but they.will still load at
the beginning of the movie:

A 10 15 20 20 a0

(%] %] & ||4] Blal Bl G 2 [1ze6s [ o1s 4]

& postcard from

e Test the Movie.
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o While movie is being tested in the Flash Player, select View > Bandwidth Profiler. This will

Flash 5 Advanced

display the details of how the movie will play.

¢ In the graph, note the frame number of the last vertical bar (i.e. frame 10). The following

frame number (i.e. frame 11) will be used for the Preloader Action:

Loaded: 47.52[1 frames]
6 KB [4TEEZ E)

Mlowie: i--|--..1|:|....|....2|:|.
Oim: 550 X 400 pizels B4 KB
FrRate: 12.0frsec 32EB
Size: 93 KE (100434 E) [16KE
Diuration: 21 fr[1.85) 3 Eg =
Preload: 238 fr[19.8 =] KB
Settings: 1EE
Eandwidth: 4500 Edz (400 By | 400E
State: %
Frame:
NKE[ZE)

In the “Actions” layer, select frame 1 and add the if action from the Actions book.
In the Condition field add _framesloaded action, from the Properties book, and enter “>=
11”. Then add gotoAndStop (“Day”); action. This means,that the movie will check if the 11

frames were loaded, and then go to and stop at frame‘label “Day”:

ﬁgMnuie Esplorer[ F Frame .ﬁ.ctic\nsl @ : |

ﬂj| Frame Actions

@ FProperties

@ _alpha J 1
@ _ourrentirame

@ _droptarget }
@ _focuzsrect

(#) height T

1if _framesloaded == 117 |

gotofndStop ("Day"l;

| Line 1: if [_framesloaded »= 11714

Conditicn: I_Frameslnaded =11

3

& o

loaded.
e Save File As mexico26.fla

Test the movie. Make sure to select View > Show Streaming, otherwise you may not see
the Preloader, because the movie is playing from the hard-drive, all the frames are quickly

Open the mexico26.fla from the Flash 5 Advanced Samples folder to see an example.
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To Test the Movie

e  Optimizing the movie will reduce the file size of your movie and improve download
performance. It requires experimentation to evaluate file size versus quality. Optimizing can
be done in two different ways:

e As the movie is created, the individual components are optimized.

o After the movie is created, the whole movie is optimized before Publishing.

e Test your movie and while it is playing, select Control > View Bandwidth Profiler.
¢ Note the movie size, frame rate, number of frames and the download time:

flawie: i--|--..1|:|....|....2|:|.

Oim: 550 X 400 pizels A=)
FrRate: 12.0Fsec 32 KE

Size: 92 KE (100434 E] | 16EE
gKE __

DOuraticn: .

uration: 21fr[1.8=)] P

Preload: 238 fr(19.8 =] 2 KB
Settings: 1EE

Eandwidth: 4500 Ebs (400 B | H00E
State: %
Frame: 2
IKE[ZE]
Loaded: 47521 frames]
46 KB [4TEES B

e From the main menu, select Debug. You will see the modem speed has been set to 56K
(default).

e Select the modem speeds for 14.4K and 28.8K and note the changes to the "Preload”
download time in the Bandwidth Profiler.

¢ Also note the small changesTinithe vertical bars on the graph.
e Select Debug > Customize. Add 250k (DSL) settings to the list.
¢ In the Menu text, change User Setting 4 to “250k (DSL)”, and the Bit rate to "32000":

Cuztom Modem Settings |

b enu text: Bit rate:

[14.4 1200 bytes/s Cancel |
IEE.E |24E||:| butesds Bk |
IEEK |45|:":| bytes/s

IEEEk DSL |3znnn butes/s

ILlser Setting 5 |24nn bytes/s

[User Setting 6 2400 bytess Help |
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o Select Debug again. Note the “250k DSL” setting has been added to the connection list:

|Qel:-ug Window  Help

Lizt Objects Chl+L

I

| Lizt W ariables Chrl+a b+
14.4[1.2 KB/z]
28.8[23KB/z]

v BEK [4.7 KB/z)
286k DSL [31.3 KB /2]
Ilzer Setting 5 [2.3 KB /2]
Ilzer Setting B [2.3 KB /z]
Cuztomize...

e Select “250k DSL” and note the changes in the Bandwidth Profiléer,graphy, The vertical bars
are reduced to a minimum.

e The majority of web audience is using 56K modems; thereforeiyou often need to optimize
your movie to accommodate that download speed. To see the simulation‘of the movie's
download time, select View > Show Streaming.

e Test the movie again, using different modem settings.

e Select View > Frame by Frame Graph. Note the{'spikes" are in‘frames 1, 3, 10 and 21 (i.e.
above the red horizontal line).

e Frame 3: Day

e Frame 10: Night

e Frame 21: Links

YWiew Control Debug “Window Help
S e s
[t i

M agnification k LI L

v Bandwidth Profiler Chril+E ]

Show Streaming Chrl+E nker
Streaming Graph Clrl+(
v Frame By Frame Graph  Chil+F
Cluality kg 3
Frame: 3 —
87 KE [59121 E] KB
Loaded: 100,03 (21 frames] | 400E
95 KB (97531 B

e, Cancel "Test Movie" and return to the "Main" scene.

e Save File As mexico27.fla.

o Test the movie again and check the file size of mexico27.swf file. It should be approximately
96KB.

e Open the mexico27.fla from the Flash 5 Advanced Samples folder to see an example.
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To Optimize the Movie

o Now we will optimize the movie by optimizing individual components.

o Still in the mexico27.fla file, open the Library.

e Select "Chillies.bmp" and open Options > Properties.

e Change the Compression to Lossless (PNG/GIF), then Test Movie again to see the change
in SWF file size. You will notice that the file size has increased significantly from 96KB te
201KB:

Bitmap Properties

IEhiIIies.bmp ak, |
Alevel Il S ampleshChilies. brmp Cancel |
Saturday, June 23, 2001 4:20:04 P Update |
174 & 225 piels at 32 bitz per pixel

: . Impaot... |
e W Allow smoothing
Compreszion: | Phata [JPEG) j Test |
W Use docu Phaota JG

]

Help

e Set the image Compression backdo Photo (JPEG).
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In the Library, select the longest sound file “drum-conga-long-2.wav” from the Sound
Folder:

Idrum-cunga-lnng-2.wav Ok

A AFlazh Level N2 ocathExercises\Flazh 5 Cancel
Intermediate Sampleshdrum-conga-long-2.waw

Update
tonday, Mayp 21, 2001 1:04:46 Abd

22 kHz Mono 8 Bit 5.9 5 130.0 kB leors

Test

Stop

Pl

Expart Settings Help

Compression; I% vI

Preprocessing: W Comvert Sterea to Mono

Sample Fate; |22kH2 'I

176 kbps Mono 130.0 kB, 100.0% aof onginal

Experiment by changing the Sound Export Settings, testing the movie each time and noting
the change in file size. In this example, changing from MP3 to Raw compression has
increased the SWF file size from 96KBt0 211KB.

Set the sound compressioniback to MP3.

Now we will optimize the vector graphics in the movie. Ensure that all layers are unlocked.
Using the Onion Skin tool, select Edit Multiple Frames.

Click the Modify @Onion'Markers menu and select Onion All.

Select All (Crtl+A). This will'select all the layers in the timeline.

In the main menu, choose Modify > Optimize.

Move theSSmoothingslider to Maximum, check both option boxes, then OK:

| %

Optimize Curves

Smoothing: J

MNane I axirnrn Cancel |

Options: W Uze multiple passes [slowerf

¥ Show tatals meszage Help |
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¢ Note the response message in the reduction to the number of curves:

Flazh 5

/N

e Test the movie. You will notice that the SWF file didn’t change. That is be
doesn’t have complex vector images. If you had vector images with |
this optimization will reduce the file size.

¢ Now we will optimize the movie by optimizing the whole move,for the

e Select File > Publish Settings.

e Select Flash tab and slide the JPEG Quality slider to
raster images:

crease the quality of

optimize raster graphics.
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e Test the movie again. You will notice that the SWF file size has decreased from 96KB to
83KB. But if you look at the raster image in the “Links” Scene, you will notice that its quality
has decreased significantly:

Before After

o Set the JPG quality back to 80. This is the default setting.

e Sound files can also be optimized using this process. Just set the Audio Stream andyAudio
Event and check the Override sound settings option. This will compress.all'soundfiles in
the same way:

Formats Flash |HTML|

Load Order: IEh:uttu:um Lp vI

Optionz: [~ Generate size repork
[ Omit Trace actions
™ Pratect from import
[T Debugging Pemitted

Paszword: I

JPEG Quality [ J— El

0 100
Audio Stream: MP3. 16 kbpz, Mono Set
Audio Event: MP3, 16 kbps, Mono Set

Test'the movie. You will notice that the SWF file size has decreased from 96KB to 93KB.
Go back/and uncheck the Override sound settings. This is the default setting.

Check the Generate size report option and click OK.

Testthe movie. You will notice that the report text (TXT) file is now generated in the same
folder where your FLA and SWF files are. Open this text file to view all size information of
your movie.

e Open the mexico27 Report.txt from the Flash 5 Advanced Samples folder to see an
example.
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Standalone Movies

To Create the Projector

e Some actions work only in standalone Projector files. In this exercise we will add few of
those actions.

e Open the mexico27.fla file.

e Select the "Pyramid Big Button" instance and add the On Mouse Event (release) action.

¢ Add the FSCommand action. Select fullscreen [true/false] from Commands for
standalone player ("true" is the Arguments default). This will make the movie'increase to
the full screen of the monitor:

| iy [Movie Explarer| i Object .ﬁ.ctinngl () :I

ﬂj| Object Actionz |

@ forin a] J on Creleaszed {

| fscommand " full screen", "true"l;

@ funiction -

| Line 2 fzcommand [fullzcreen’’, true');
Command: IFuIIscreen l_ Expression
Arguments: Itrue l_ Expression

Commands for standalone player:

fullscreen [trueffalse]

L3 ©

¢ Select "Pyramid SmallButton" instance and add the fullscreen [true/false] from
Commands for'standalone player. Change the Arguments to "false". This will make the
movie gosback to its default screen size on the monitor.
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o Back on the stage, select the "Gecko Button" instance and add the quit from Commands
for standalone player. This will close the standalone file:

@ funiction -
| Line &: fzcommand [“guit™);
Command: Iquit l_ Expression
Arguments: I l_ Expression

Commands for standalone player:
g @

e Save File As mexico28.fla

e Open the mexico28.fla from the Flash 5 Advanced Samples folder to see an example.

o Before the above actions can be tested, there is one more step. Choose File > Publish
Settings.

e Check Windows Projector (.exe) and click Publish button:

ot o |
Publizh |
Type: Filename:
- ﬂl
v i Ime:-:lc:02?.swf
I= | Gereratar Template [ sni] ImE:-:iCGET.Swt
™ HTML [.htmi) | mexica2? html
[ GIF Image |.gif] Ime:-:icu2?_gif
I JPEG Image [ jpa] Ime:-:ian?.ipg
I~ PMG Image [pral Ime:-:ic:ni??'.png
¥ windows Projector [ exe] Ime:-:ian?.EHe
™ Maciftosh Projector Ime:-:ian?.hqr:

e . An .exe file is generated in your folder as mexico28.exe.

¢ Run the mexico28.exe by simply double-clicking on it.

e Test the button actions. Click on the “Big Pyramid” will expand the movie to full screen. Click
on the “Small Pyramid” will resize the movie to its original size. Click on the “Gecko” to close
the projector.
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To Prepare Final Movies

e During the course of our exercises, we were naming the files accordingly, so that you can see
the example results of each exercise. However, now we will prepare the final versions for our
movies.

e First open the quiz7.fla file.
¢ In the “Navigation” layer, at frame 10, select the “Hand Button” and edit the action toflead
the “mexico.swf” movie:

on [release) [
ToadMovieMNum ['mexico.swf", 00

H

Set the Publish Settings for Flash file format only.

Save File As quiz.fla

Open the quiz.fla from the Flash 5 Advanced Samples folder to see‘an,example.
Publish the movie to generate the quiz.swf file.

Now open the mexico28.fla file.
¢ Inthe “Text” layer, select the Mexico “Text Button” instance and edit the action to load the
“‘quiz.swf’ movie:

on (release) {
ToadMovieMum ["quiz.swf", 00;
h

Set the Publish Settings for HTMLyFlash and Windows Projector file forms.

Save File As mexico.fla

Open the mexico.fla from the Flash& Advanced Samples folder to see an example.

Publish the movie to generate,mexico.html, mexico.swf and mexico.exe files.

Run the mexico.exe filel Testallfunctionalities.

Open the mexico.html file in the browser. Test all functionalities. Everything should work,
except the Projectaricommandsadded to the “Big Pyramid”, “Small Pyramid” and “Gecko”
buttons. These.ommands will work on the standalone EXE file only.

o Open the mexico:exe and the mexico.html files from the Flash 5 Advanced Samples folder
to see an example.
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