Stopping the movie before it starts

A simple example of using a frame action is to place a Stop action at the

beginning of the movie. You might provide a button that starts the movie so

that viewers can choose whether they want to see it. 
In this example, the movie loads, but the first thing that it encounters

is a command to stop. Nothing happens until someone clicks a button to

start the movie. Of course, the Web page should contain other buttons and

information that viewers can use to navigate through your Web site.

To add the Stop action to your movie, follow these steps:

1. Create your animation.

2. Choose Control➪Test Movie and watch your animation run.

3. Create a layer for your action and name it Actions.

4. Click the keyframe where you want to add the action.

5. Choose Window➪Actions to open the Actions panel if it isn’t

already open.

If necessary, click the Actions panel’s title bar to expand the panel.

6. In the left pane, click Global Functions, click Timeline Control, and

then double-click Stop in the list of actions.

7. Choose Control➪Test Movie again.

This time, the movie doesn’t run; the Stop action halts it.

Adding Actions to Buttons

A common way to add interactivity is to create a button. The viewer clicks

the button and something happens (or stops happening). Usually, you add

text near or on the button so that your viewers know what the button is for.

They can start or stop animation, jump to different parts of a movie, and stop sounds, among other things.

The process of adding an action to a button is simple. The difficult part is

deciding which actions to use. You can also add an action to a button by using behaviours.

To create a button with actions, follow these steps:

1. Create the button and place an instance of the button on the Stage.

2. With the instance selected, choose Window➪Actions to open the

Actions panel.

If necessary, click the Actions panel’s title bar to expand the panel. And

if the left pane of the Actions panel is not visible, click the tiny triangle

in the middle of the left side of the Actions panel to make the left pane

appear.

3. Click the Script Assist button on the right side of the Actions window

if it isn’t already enabled.

In Script Assist mode, the right-hand side of the Actions window is split

in half into two horizontal sections so that the upper-right pane of the

Actions window can display any parameters you need to type in to write

your actions.

4. In the left pane of the Actions panel, click a category (such as Global

Functions) and a subcategory (such as Timeline Control), and then

double-click an action (such as the goto action).

In the Script pane on the right of the Actions panel, the on statement

appears with the default event set to release, followed by the action

you choose (such as gotoAndPlay). If the action you choose requires

parameters, they appear in the Parameters area at the top of the Actions

panel.

The on action can respond to the mouse button, the motion of the

mouse, and key-presses. In the example earlier in this chapter in the section “Stopping the movie before it starts,” we explain how to put a stop action on a frame so that

Flash stops and waits for the user to press a button. Now here, if you, for

example, choose the gotoAndPlay action, you can make your movie

advance to a new frame on the Timeline when the user clicks the button.
5. If the action requires parameters, type the required information in

the Parameters area in the upper-right pane of the Actions panel.

We list some of the most common actions and their parameters later in

this chapter, in the “Using Actions” section. You can continue to add

actions by repeating Steps 4 and 5.

6. If you want to change the default on (release) statement, click to

select release in the lower-right pane of the Actions panel, and then

select a different option in the Parameters area in the upper-right

pane of the Actions panel.

7. When you’ve had enough action, click the Actions panel title bar to

collapse the panel.

Table Mouse Events

Event When the Action Occurs

Press When the user clicks the mouse button

Release When the user releases the mouse button

Release Outside When the user moves the mouse outside the hit area and

releases the mouse button

Key Press When a key that you specify is pressed (for example,

keyPress “<Left>” specifies the left-arrow key)

Roll Over When the mouse cursor moves over the button’s hit area

without clicking

Roll Out When the mouse cursor moves out of the button’s hit area

without clicking

(continued)
Drag Over When the mouse cursor moves over the button’s hit area

with the mouse button held down

Drag Out When the mouse cursor moves out of the button’s hit area

with the mouse button held down

The hit area of a button is the button’s active area — the area that responds

to mouse clicks and other user interactions. Turn to Chapter 8 to find out all

about buttons.

