Sound

1. put a sound file in the same folder as your swf file

2. create a play button and a no sound button, name instances: play_btn and stop_btn

3. Actionscript on frame 1 of actions layer: 

var music:Sound = new Sound(new URLRequest("paper.mp3"));

var sc:SoundChannel = music.play();

var isPlaying:Boolean = true;

function stopMusic(e:Event):void {

sc.stop();

isPlaying = false;

}

function playMusic(e:Event):void {

if (!isPlaying)

{


sc = music.play();


isPlaying = true;

}

}

// register events

stop_btn.addEventListener(MouseEvent.CLICK, stopMusic);

play_btn.addEventListener(MouseEvent.CLICK, playMusic);
4. Replace the name paper.mp3 on the first line with your sound name.

5. Save as sound.fla
How to create scrolling text component in flash




1.
Select the text tool from toolbar

2.
Click and drag a text box on the stage

3.
In properties panel set to dynamic text, deselect selectable text

4.
Set the line type to multi-line, show box around text

5.
Adjust size of the text, color, typeface, etc

7.
From your text menu>make sure scrollable is selected.

8.
Begin typing in text until you notice your text box advancing upwards with each new line.

9.
Investigate embedding text on right hand side of properties panel.  

10.
You may adjust the size of the text box as needed by using the adjustments handle.

11.
Do not use the scale tool to resize your text box.

12.
Add the scroll bar component. Window> Window>Properties>Components.

13.
Place the UIScrollBar on stage and drag it to the right hand side of dynamic text box. 

Preloaders

Always include a preloader with any larger size .swf file. The way you do it: you create a blank .fla that has a preloader movie clip in the library and actionscript that tells the swf to load another file. Publish to create swf. 
Preloader bar with percent loaded

1. Open preloader_site.fla

2. Open Library and locate “BarMc” movie clip

3. Double click it

4. Change color of rectangle
5. Double click elsewhere to exit the movie clip timeline

6. On main timeline, select frame 1 of actions layer, in Actions change intro.swf to your file name.

7. Save as home.fla

Custom preloaders

1. Open preloaderTemplate.fla

2. Open Library and locate “preloader” movie clip

3. Double click it

4. Delete all

5. Insert your custom animation on the timeline

6. Double click elsewhere to exit the movie clip timeline

7. On main timeline, select frame 1 of actions layer, in Actions change intro.swf to your file name. 
Frame with link to External SWF with preloader 

1. Open preloader_site.fla

2. Open library and drag Preloader movie clip on stage. Copy it.

3. Open your file, paste. Delete (this will add the Preloader clip to the library.

4. Insert a keyframe on actions layer

5. Actionscript:

stop();

var myRequest:URLRequest = new URLRequest("intro.swf");

var myLoader:Loader = new Loader();

myLoader.load(myRequest);

myLoader.contentLoaderInfo.addEventListener(Event.OPEN,showPreloader);

myLoader.contentLoaderInfo.addEventListener(ProgressEvent.PROGRESS,showProgress);

myLoader.contentLoaderInfo.addEventListener(Event.COMPLETE,showContent);

var myPreloader:Preloader = new Preloader();

function showPreloader(event:Event):void {


addChild(myPreloader);


myPreloader.x = stage.stageWidth/2;


myPreloader.y = stage.stageHeight/2;

}

function showProgress(event:ProgressEvent):void {


var percentLoaded:Number = event.bytesLoaded/event.bytesTotal;


myPreloader.loading_txt.text = "Loading - " + Math.round(percentLoaded * 100) + "%";


myPreloader.bar_mc.width = 198 * percentLoaded;

}

function showContent(event:Event):void {


removeChild(myPreloader);


addChild(myLoader);

}

6. Change intro.swf to your file name.

7. Save as frameLoadLink.fla

Load movie/picture in same window by clicking a button 

1. create link button, name instance linkBtn

2. insert a blank keyframe on frame 2 on any layer that has any information (pictures, buttons, text…)

3. Actionscript on frame 1 of actions layer:

stop()

import flash.net.URLRequest;

// SimpleButton linkBtn;

// event handlers

function handleLink( pEvent:MouseEvent ):void

{


if( pEvent.target == linkBtn )


{



gotoAndStop(2);



var myRequest:URLRequest = new URLRequest("intro.swf");



var myLoader:Loader = new Loader();



myLoader.load(myRequest);



myLoader.contentLoaderInfo.addEventListener(Event.COMPLETE,showContent);



function showContent(event:Event):void {



addChild(myLoader);



}  



}

}

// register events

linkBtn.addEventListener(MouseEvent.CLICK,handleLink);;
4. Save as flashLink.fla

Load movie/picture into a movie clip

1. use dropDownMenu.fla to start with

2. on frames layer, go to frame 20 (Photo)

3. create a blank movie clip “loader”, name instance loader_mc

4. drag it out of library on stage, position left corner where you want it to be

5. double click inside, name layer actions, open Actions palette and type:

stop();

var myRequest:URLRequest = new URLRequest("intro.swf");

var myLoader:Loader = new Loader();

myLoader.load(myRequest);

myLoader.contentLoaderInfo.addEventListener(Event.OPEN,showContent);
function showContent(event:Event):void {


addChild(myLoader);

}

6. Change intro.swf to your file name.

7. Save as loadIntoClip.fla 

Create a Flash photo gallery

1. Look at files: galleryLoadIntoClip.fla, photoGalleryMenu.fla and animals.fla. Make sure you generate swf files for all three and have them in the same folder. 

2. In galleryLoadIntoClip.swf go to my work>photos. photoGalleryMenu.swf will load into a blank movie clip called loader that is set on a frame 20 (=photo label) on the main timeline. You can look at the code if you double click the loader clip in the library, select frame 1 and open actions:
stop();

var myRequest:URLRequest = new URLRequest("photoGalleryMenu.swf");

var myLoader:Loader = new Loader();

myLoader.load(myRequest);

myLoader.contentLoaderInfo.addEventListener(Event.OPEN,showContent);

function showContent(event:Event):void {


addChild(myLoader);

}

3. photoGalleryMenu.fla has just one frame with all the information and then a second frame with blank keyframes.

4. The thumbnail photos are made into buttons with rollovers. Only the first one works. Once you click the button, it takes you to animals.swf file and moves the main timeline of photoGalleryMenu to frame 2 so that the first frame disappears
5. Code:

stop()

import flash.net.URLRequest;

// event handlers

function handleLink( pEvent:MouseEvent ):void

{


if( pEvent.target == animals_btn )


{



gotoAndStop(2);



var myRequest:URLRequest = new URLRequest("animals.swf");



var myLoader:Loader = new Loader();



myLoader.load(myRequest);



myLoader.contentLoaderInfo.addEventListener(Event.COMPLETE,showContent);



function showContent(event:Event):void {



addChild(myLoader);



}  



}

}

// register events

animals_btn.addEventListener(MouseEvent.CLICK,handleLink);

6. Animals.fla: the main photo gallery
7. Create thumbnail images in Photoshop, import them into Flash and place on frame 1 (I placed mine on frame 2 as well.) 

8. Convert them to buttons and name all the instances

9. Import all the photos and place in frames.

10. Create next and previous buttons

11. Program the next and previous buttons (see slideShow.fla)

12. put a stop on the first frame

13. use gotoAndStop( frameNumber ) to link the buttons to specific frames

14. Make a button (albums_btn) to take you back to photoGalleryMenu.swf and to move the main timeline to frame 15 where I inserted blank keyframes.
15. Code for the button, goes on frame 1:
function handleLink( pEvent:MouseEvent ):void

{


if( pEvent.target == albums_btn )


{



gotoAndStop(15);



var myRequest:URLRequest = new URLRequest("photoGalleryMenu.swf");



var myLoader:Loader = new Loader();



myLoader.load(myRequest);



myLoader.contentLoaderInfo.addEventListener(Event.COMPLETE,showContent);



function showContent(event:Event):void {



addChild(myLoader);



}  



}

}

// register events

albums_btn.addEventListener( MouseEvent.CLICK, handleLink );
