Flash - Code Basics
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This tutorial is an introduction to coding in Flash (ActionScript) (A) and how it can be used to accomplish different task
in Flash.

@ Flash File FEdit View Insert Modify Text Ci ds Control Debug Window Help Q% 2 @ WY o & Mossao S 3 2 B G oen Tuell41PM Q.
0o Fl

N R —— R R T ————————————
Ofoplay video
R}
l buttons ]
g ql reflection «sam
“| o logooff -am e :
2 P [0 Screen «am
4| eackorouns .am@ 1 Tyee:
T L < SOUND
O | 10.00fps 0.0+
LY Name: | None lv
=] e £ & o) oo [ 17] 7
7 e
f Repeat x| = 1
& FRBBYDDCO @ FCodesnipnes X, @ o sound wiecsd
=9 19 record_btn.addEventlListener(MouseEvent.CLICK, fl_MouseClickHandler);
20
3‘ 21 function fl_MouseClickHandler(event:MouseEvent):void
22 {
=4 23 if CrecordOn0ff) {
6 24 record_dot.gotoAndPlay(1);
25 dot_front.alpha = 0;
Q 26 counter_mc.alpha H
1 27 } else {
Ed 28 record_dot.gotoAndPlay(2);
L7 29 counter_mc.gotoAndPlay(2);
& 30 counter_mc.alpha = 1;
. 31 dot_front.gotoAndPlay(1);
3z dot_front.alpha = 1;
B 3 }
2]
= 34 recordOn0ff = !recordOnOff;
E 35
3 36
( 37 mode_btn.addEventListener(MouseEvent.CLICK, btn_mode);

38 forward_btn.addEventListener(MouseEvent.CLICK, btn_forward);
H 39 back_btn.addEventListener(MouseEvent.CLICK, btn_back);

40 up_btn.addEventListener(MouseEvent.CLICK, btn_up);

41  down_btn.addEventListener(MouseEvent.CLICK, btn_down);

42

43 function btn_mode(event:MouseEvent):void {
44 if (mode.alpha == 1) {

45 mode.alpha

46 } else {

47 mode.alpha = 1;

43 ¥

49

50 function btn_forward(event:MouseEvent):void {
51 mode.gotoAndStop(4@);
¥

54 function btn_back(event:MouseEvent):void {
55 mode.gotoAndStop(3@);
s6 3}

Line 76 of 76, Col 2




Flash - Code Basics

Variables

Variables are used in Flash to hold information (text, numbers or list) or provide a Boolean value (true/false).

Booleans

Text

Only can be equal to true or false.
Define:
var recordOnOff:Boolean = false;

Use:

if (recordOnOff) {
recordOnOff = false;
record_dot.gotoAndPlay(1);

} else {
record_dot.gotoAndPlay(2);
recordOnOff = true;

}

Numbers

Text string has to defined in quotes.
Define:
var string_txt:String = “video on*;

Use:
if (string_txt == “video on“) {
string_txt = “video off*;
} else {
string_txt = “video on®;
}

List

There are three types of numbers in Flash: int (+/- integer), uint (+
only integer) and number (floating point).

Define:

var count:int = 0;

var ucount:unit = 1;

var num:Number = 1.05;

Use:

count ++ ; //adds 1 to the current value
num = num + .5; // adds .5 to the current value

List are used to store an array of numbers or strings.

Define:

var scores:Array = [100, 80, 60, 95, 100];

var days:Array = [‘Sunday”,”"Monday”,”Tuesday”,”"Wednesday”,”Thur
sday”,”Friday”,”Saturday’];

Use:
var count:int = 0;
count = scores|0]; /equals to 80, first value is 0

var string_txt:String = “*;
string_txt = days[3]; // value equals to "Wednesday”
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“if’ statements

The “if” statements are used to test a condition and then determine which outcome to follow.
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iflelse if/if else
This “if” statement is a Boolean condition that only allows choice This “if” statement allows for multiply conditions. Here, it is two
between two conditions. choices. If none match, then the statement is skipped.
Use: Use:
if (recordOnOff) { if (num ==1){
recordOnOff = false; /l do someting if variable num equals 1
record_dot.gotoAndPlay(1); } else if (num == 5) {
} else { // do someting if variable num equals 5
record_dot.gotoAndPlay(2); }
recordOnOff = true;
}
if/if else

This “if” statement allows for multiply conditions. Here, it is three
choices. If none match, then the statement is skipped.

Use:
Use:
if (menu == “preference”) {
/I do someting if variable menu equals “preference”
} else if (menu == “setup”) {
/I do someting if variable menu equals “setup”
} else if (menu == “exit”) {
/I do someting if variable menu equals “exit”

}
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Code to Create Buttons

Buttons in Flash follow a standard structure for setting up the code.
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Stage & Instance Setup B
Select the button element on the stage (A) and input a name into the In- vo w5 10 ws wmo s 10 15 w0 | @ | = 5
stance Name slot in the Properties panel (B). ]
Here is the code for the button: ; _'"“‘_'"“”ﬁ::;:n
power_btn.addEventListener(MouseEvent.CLICK, fn_power_btn); i o S g Lo

Instance Name Listener Event Function

{@ %?ﬂ . w: 3L.30 H: 38.10
Other possible events that can be added to a button include: L) ©3060 V:1837 700
power_btn.addEventListener(MouseEvent. MOUSE_DOWN, fn_power_dwn); A e
power_btn.addEventListener(MouseEvent. MOUSE_UP, fn_power_up); EICE
To make the mouse pointer change on a rollover, add this code: Reset
power_btn.buttonMode = true; > COLOR EFFECT
style:

Any mouse listerner event (click, down, up, etc) call a function. The structure
of the function follows this format:
function fn_power_btn(event:MouseEvent):void

{ Function Event

gotoAndPlay(5); |  Custom Code




