Simple Interaction – Drag and Dropping Stuff

Useful shortcuts

F11


opens the library window.

F8


to convert an object on the stage to a symbol.

Ctrl + 2

resizes the stage so that you can see it all.

Ctrl + +

zooms in to an object.

Ctrl + F3

opens the properties window.

F9


opens and closes the code (actions) window.

Ctrl + enter

test movie.

Ctrl + G

group and un-group objects to treat as one.

Big Ideas

The stage is what you see when you run the movie.


The library is where the symbols and images are held.

Adding objects to the stage from the library does not increase the size of the movie.


Any objects on the stage that are not symbols are decoration. You can only perform interactive actions on symbols.

Symbols have a name in the library but they should also have a label in their properties.

Flash movies can be run in the browser, placed on web pages, embedded in PowerPoint slides and as standalone program files.

Altering a symbol in the library alters any instance of it on the stage.

Altering a symbol on the stage only alters that instance and the original in the library is not changed.

Different elements in the movie should be placed on different layers.

It is good practice to keep checking in the timeline that you are working with objects in the correct layer.

Dynamic text boxes can be used to display the value of a variable throughout the movie. If the variable changes, its new value is shown immediately.

Importing an image to the library.

File --> Import to Library --> [select file using dialog] --> Open

Adding an image to the stage from the library

F11 [if not already in view] --> [select and drag item to stage]

Converting an image (or other object) to a symbol

[Select object on stage] --> F8 --> [enter a suitable name] --> [check Movie Clip option is selected] --> OK

Give a Movie Clip a label so that it can be referred to in code

[Select Movie Clip on stage] --> Ctrl + F3 [if properties not already visible] --> [enter suitable name in <instance name> box]

Add code to make a symbol draggable

[Select symbol on the stage] --> F9 [unless actions window is visible] --> [use view options button to make window expert mode] --> [type code into the code window] --> F9

on(press){


this.startDrag();

}

on(release){


stopDrag();

}

Run the movie to test it

Control --> Test Movie

Close the testing window

[Click on the lower close button – NOT the bigger red one]

Running the movie in a web browser (first time)

[Locate the movie file (swf) in the folder where you have saved the code file (fla)] --> right-click --> Open with… --> Choose program --> [select browser] 
--> [select always use program to open this kind of file] --> OK

Running the movie in a web browser

[Double-click icon in folder]

----------------------------------------------------------------------------------------

Resizing an instance of a symbol on the stage

[Select symbol on stage] --> Free Transform tool --> [use handles to resize or rotate] --> Arrow tool

Warning - If you double-click on the symbol on the stage you will alter the library copy as well.

Adding a new layer

Insert --> Layer

Naming a layer

[Double-click on layer name in Timeline] --> [type in layer name] --> enter

Adding a text label to the stage

Warning – Check you in the correct layer.

Text tool --> [click on stage] --> [type into box] --> [use box on corner to resize text box]

Warning – Check that the text box is static text in the properties window.

Altering text colour, font etc

Arrow tool --> [select text box] --> [alter properties in properties window]

Warning – Avoid using the Free Transform tool on text.

Deleting any object on the stage

Arrow tool --> [select object] --> delete

----------------------------------------------------------------------------------------

Adding a shape object to the stage

Warning – Check you in the correct layer.

Rectangle tool --> [drag and draw the rectangle with cross hair cursor]

Altering colour of a shape

Arrow tool --> [select fill or line separately] --> [use properties window to alter appearance]

Altering size of a shape

Arrow tool --> [drag around shape to select fill and line] --> Free Transform tool --> [use handles to alter size, shape and rotation]

Grouping all parts of a shape into one object

Arrow tool --> [drag around shape to select fill and line] --> Ctrl + G

Un-grouping parts of a grouped shape to edit them individually

Arrow tool --> [drag around shape to select fill and line] --> Ctrl + G

Specify size of an instance

Arrow tool --> [select object on stage] --> [type desired size into W(idth) and H(eight) properties in properties window]

Warning – specifying width or height does not maintain proportions in the other dimension.

Altering layer order so objects are on top of other objects

Drag layer in the Timeline window up or down in the list. Objects on top layers in the list will be on top of objects in lower layers in the list.

-----------------------------------------------------------------------------------

Detecting if an object is placed over another object

Arrow tool --> [select draggable object on stage] --> F9 --> [edit the code as below] --> F9 (to close the code window)

on(release){


stopDrag();


if(this.hitTest(_root.target) == true){



this._x = _root.target._x;



this._y = _root.target._y;


}

}

Declaring variables so that they can be used throughout the movie

[create a code layer] --> F9 --> [declare a variable as in the example below]

var chickenX = chicken._x;

var chickenY = chicken._y;

or

var score = 0;

or

var message = “”;

Using variables to control the position of symbols

Arrow tool --> [select symbol] --> F9 --> [edit the code as below]

on(release){


stopDrag();


if(this.hitTest(_root.target) == true){



this._x = _root.target._x;



this._y = _root.target._y;


}


else{



this._x = _root.chickenX;



this._y = _root.chickenY;


}

}

Warning – variables and objects referred to in code attached to symbols must include the path to where they are in the movie. So, variables declared on the timeline are referred to by adding _root.

-----------------------------------------------------------------------------------

Adding a scoring system using variables

Text tool

--> [Click on the stage where you would like the score to appear and then use the handle to make it a suitable size]

--> Arrow tool

--> [Select the text box]

--> [Use the properties window to alter size, font and colour of the score text] --> [select dynamic text in the properties window]

--> Enter the name of the score variable in the Var box in properties]

--> [Select the code layer]

--> [declare the score variable in the code window]

--> [select the draggable object]

--> [add code to increment the score if the object is dropped correctly]

on(release){


stopDrag();


if(this.hitTest(_root.target) == true){



this._x = _root.target._x;



this._y = _root.target._y;



_root.score += 1;


}


else{



this._x = _root.chickenX;



this._y = _root.chickenY;


}

}

Adding feedback to the user

Arrow tool

--> [select the code layer]

--> [declare the message variable in the code window]

--> [use the text tool to create a dynamic text box as described above]

--> [add the message variable name to the var property]

--> [select the draggable object]

--> [add code to change the message if the object is dropped]

on(release){


stopDrag();


if(this.hitTest(_root.target) == true){



this._x = _root.target._x;



this._y = _root.target._y;



_root.score += 1;



_root.message = "Well Done!";


}


else{



this._x = _root.chickenX;



this._y = _root.chickenY;



_root.message = "Have another go!";


}

}

