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W ndows > Actions

Tool box List Wndow. Contains hierarchical |ist of ActionScript actions, operators, functions,
properties, and objects.

Actions List Wndow. Contains the code of the ActionScript attached to the currently sel ected
button, movie clip or frane. Each line represents a statement/action in the overal
ActionsScript. Selecting a statement by clicking it causes the Parrmaeter pane to change, so that
rel evant parameters can be entered or edited.

Par aneter pane: This is where you can enter or edit information pertaining to the currently
sel ected statenent. The pane is context sensitive and changes according to the type of statenent
selected in the Actions List w ndow

Target Path Button: Pressing this button opens the Insert Target Path dial og box, which lets you
qui ckly choose a target for an action. This button is only activated if the paraneter you are
setting requires a target path.

Add/ Del et e buttons
Up/ Down butt ons

Options button: normal versus expert.

Expert Mbde

The Actions list acts like a text editor. You can still add actions using the Toolbox list or the
Add button, but you can't delete, change their sequence or configure their paraneters as you woul d
in Normal node.

Choose your node in Edit > Preferences. However Flash will renenber in which node you created a
script.

You may add nmultiple actions to a single event, such as going to a specific franme and setting the
transparency of a novie clip, or you could set it up so that different nbuse events cause these
sane actions.

Nested Actions

Conbi ning actions to establish a series of changes. For exanple, a Tell Target action allows you
to set a target to performan action; a secondary action nust tell the target what to do. Using
one action within another in this way is known as nesting. Nested actions are indented in the
Actions List w ndow.

Del eting Actions: select and click mnus or delete

Pay attention to sequence of actions, for exanple tell target and then goto..
To reorder actions: in actions list window click once to select the action, and click the arrow
buttons at the top of the actions panel to nove the action up or down.

You nmay cut, copy and paste actions just as you would in an editor.
Basi ¢ Actions in Depth.

Synt ax

If using an object action: nouse event e.g. on (release)

Curly Braces in ActionScript, JavaScript and many ot her | anguages encl ose bl ocks of statenents
that belong together. Curly braces nust always be used in nmatched pairs. You use curly braces
nmost comonly in function definitions and control structures. The closing brace lets flash know
that whatever statenent nay conme next is a statenment outside of the function definition

Sem col on cl oses an action

Expressions are based in nunerical and nat hematical values versus String Literals which nust exist
wi thin quotes, because they are nanes that you may use within flash wi thout a given val ue.

Basi c actions go a | ong way, allowi ng you to create powerful interactivity with little effort.
In nmost actions you need to eval uate expressions > You nust set paraneters for npbst of the actions
in Flash to nake them function the way you want. For exanple, the goto action requires you to
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identify a frame nunber or label to go to. You may enter an exact value, such as 25, or you can
set the value of the paraneter based on the value an expression evaluates. In other words, say
instead of entering a value of 25, you entered 18 + 7, this is an expression, an equation or
phrase that evaluates or equals a specific value, 25. Using this expression for the paraneter's
val ue woul d cause the goto action to go to frame 25 just as if you entered 25. Expressions can
take many forns and can evaluate to many types of val ues, including nunbers and text...the
password i s one exanpl e of using an expression or you nay even use an expression with the goto
command i f you use

"Type: Expression"

GoTo

Use the goto action to nake a novie's tinmeline junp to a specific frame nunber, fame |abel, or
scene, where it can stop or play fromthat point forward (depending on how you set it up).
Parameters for goto action:

Scene. Allows you to choose a scene as a starting point for the goto action. Once you've defined
a scene, you can then define a frame nunber or |label within that scene. When using this action
wi thin symbols, the scene parameter is not available. The options include:

<current scene>. Allows you to choose a frame nunmber or |abel fromthe current scene as the point
on the tineline to go to.

<next scene>. Causes the action to go to Frame 1 of the next scene. You cannot use this option to
go to a specific frame nunber or |abel in the scene; for this you woul d use Scene_Nane.
Scene_Name. Sel ect a scene nane fromthe list that appears.

Type. Based on the scene option you selected, this allows you to choose a specific frame in the
scene to go to. The available options include the foll ow ng:

Frame Nunber. Select a frame number to go to.

Frame Label. Select a frane |abel to go to.

Expression. Allows you to dynam cally set the destination frame based on the val ue an expression
eval uates to.

Next Franme. Causes the tineline to junp to the frame following the frame in which the action is
triggered (this is only avail able when sel ecting <current scene> for the scene paraneter.
Previous Frame. Causes the tineline to junp to the frame that preceded the frame in which the
action was triggered.

Frame. |If you chose Frame Nunmber fromthe Type drop-down box, you would enter the frane nunber
here. |If you choose Frame Label, you enter the appropriate label. |If you choose Expression, you
enter the expression

Go To and Play. Once the tineline has junped to a specific frame, this option allows you to
specify whether the nmovie will stop playing at the frame or continue playing fromthe at frane.
Note. The Go To action is Flash's way of creating hyperlinks within a Flash novie.

Pl ay

Causes a novie to begin playing fromits current position. |If your novie stops due to a stop
action, it cannot begin playing again until you use the Play action to start it. Play has no
paraneters. Use the Play action to create Start/Stop buttons for various tinelines.

Stop
W1l cause a novie to cease playing. You can use it during any points in the novie that you w sh
to remain visible for an extended period of tinme. Stop has no paraneters.

Toggle High Quality

Turns antiailiasing off and on, which affects the visual quality and pl ayback speed of your novie.
Wth antialiasing on, visual quality inmproves but playback sl ows on ol der conputers. This action
affects the entire novie.

Use this action to determne view quality and to turn off antialiasing for intensely ani mated
portions of a novie.

Stop All Sounds
Halts all currently playing audio tracks. This action has no paraneters.

Get URL

The Get URL action does two things: It either |oads a specified URL into a browser w ndow (in the
same way an HTM. hyperlink does), or it sends variable data in the nmovie to the specified URL.

For exanple, variable data (such as that entered into a Flash forn) can be sent to a CA@ script
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for processing in the sane way an HTM. form can. Wen using this action to send variables, only
vari ables for the novie specified in the action are sent. The specified novie can be the main
nmovie, a novie clip or a .swf file |l oaded using the Load Myvie action

Al t hough you will use the Get URL action primarily when your Flash novie exists on a Wb page, you
can also use it in a Flash projector to autonmatically open a browser w ndow and di splay a

speci fied URL.

Par anmet er s:

URL. This is where you define the url for the action, either a relative path such as
contents/noviel. html or an absolute path, such as http://ww. nydonai n. conif pagel. htm .

If your novie is on an HTM. page, you can use this area to define a JavaScript function to call -
such as javascript: newN ndow() -when an event is triggered.

W ndow. Specifies the browser wi ndow or HTML franme in which to | oad and display the specified
URL. If you have defined an HTML wi ndow or franes with a nane and you want the specified URL to
|load into that widow, sinply type its name into this box. GQher w se choose from

_self. Loads the specified URL into the wi ndow or frame now occupi ed by the Flash novi e.

_blank. Opens a new browser w ndow and | oads the specified URL into it.

_parent. Opens the URL in the parent wi ndow of the current w ndow.

_top. If the Flash nove is in an HTM. frame, this renoves the franme set and |loads the URL into
the browser wi ndow.

Variables. Variable values in a novie can be sent to a server for processing. This option lets
you choose how variables are dealt with when using the Get URL action. The follow ng options are
avai | abl e.

Don't send. Doesn't send variables, best for sinply opening a URL.

Send using GET. Sends variable values that are appended to the specified URL for processing by

t he server.

Send using POST. Sends variables separate fromthe URL, which nakes it possible for you to send
nore variables. On regular HTM. pages, this method is nost frequently used to post infornmation
collected froma formto a C@ script on the server

FS Comrand

FS command al | ows your Flash novie to communicate with other programs - say a Wb browser or any
program that can host your Flash novie (that is one in which you can enbed your Flash novie).

Most peopl e use this comand to nake their Flash nmovies interact with JavaScript on HTM. pages and
to control a Flash projector.

To use FS Conmand to open custom al ert boxes:

1. Create a Flash novie with a button that includes a nouse even that triggers an FS Command
action.

2. Wen setting up the FS Conmand, type |Infobox in the Command box and "You will do everything
say!" in the Argunents box. You nmake up the command nane, it can be anything you want, it's just
a unique identifier.

3. If you wish to create a second button with an FS Conmand action on it, sinply type Infobox in
the Conmand box but "You will not listen to nme" in the Argunent box. You know have two buttons
that use the sanme command but different argunents. You can now place your novie on the HTM. page
contai ning a JavaScript function that can detect when an FS Conmand has been activated in your
novi e.

Command. This is a unique name you assign to an FS Command; it can be anything you'd like.
Argunments. |If the command requires that any infornmation be passed - for exanple, to a JavaScri pt
function - you nust enter it here.

Conmands for stand-al one player. You can use the follow ng settings to control a Flash projector
when distributing your novie as a stand-al one application

Ful | screen. To display a projector so that it can be seen at full screen, choose true.

All owscale. Allows the user to resize the Projector w ndow.

Showrenu. Choose true to nmake the Projector nmenu avail abl e when the user right-clicks or Contro
clicks the projector w ndow.

Quit. Quits the projector and closes its w ndow.

Exec. Use this command to start an external application fromFlash. Enter the directory path to
the application in the Argunment box.

Load Movi e
* Load a new novie into the Flash novie window o replace an exi sting one (which means you can
di splay a new novie w thout |oading a different HTM. page).
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* Load an additional movie into the Flash movie window.

* Load a movie into a movie clip target (thereby replacing the movie clip instance with an entire
movie) .

Parameters

URL. This is the directory path to the .swf file you want to load. It can be a relative path,
such as mymovie.swf or an absolute path, such as http://www.mydomain.com/mymovie.swf

Location. This parameter defines the level or target that will be affected by the specified
action.

Levels can be thought of as layers of separate .swf files stacked on top of each other in the
Flash Player window. The number assigned to a level determines its position relative to the other
levels. As the bottom .swf, file in the stack, Level 0 usually represents your original movie.
The movie in Level0O sets the frame rate, background color and frame size for all other loaded
movies. Movies can be loaded into levels that already contain another movie. Doing so simply
replaces the existing .swf file on that level.

Target allows you to load an entire .swf into a space currently occupied by a movie-clip instance.
Doing so causes the loaded .swf to inherit all of the movie clip's current properties, including
its name, target path, size and position. In addition, if the target movie-clip instance is used
in a motion tween or frame-by-frame animation, the loaded .swf will be used in its place.
Variables. If you want to pass the current movie's variables into the one that's being loaded,
you use the parameter to determine how those variables are sent. This means that a movie can
receive variable data before it's loaded so that it can react to that data immediately. The
following options are available:

Don't send. Doesn't send variables.

Send using GET. Sends variables appended to the specified URL.

Send using POST. Sends variables separate from the URL.

Unload Movie

The Unload Movie action allows you to unload a movie that had been loaded into the movie window
using the Load Movie action.

Parameters

Location defines the level or target containing the movie that will be unloaded.

Tell Target (Depreciated)
The Flash movie window can contain any number of timelines (the main movie, movie clips, and

loaded movies). You use the Tell Target action -- which is always employed in conjunction with
an action - to control one timeline from within another. A target is identified by either its
level (if it was loaded into the movie window) or its instance name (if it is a movie clip). The

main movie is identified as _level0 or as _root (/).

You can use the Tell Target action to start, stop, drag, hide, rotate, scale, and otherwise
control any movie in the movie window.

Parameters

This command has only one parameter - target. This is where you define the movie that will be
targeted for any actions.

If Frame is Loaded
If Frame Is Loaded is another command used to preface an action (and it's always used in

conjunction with an action). The underlying logic goes something like this: If frame x is
loaded, do these action. If frame x is not loaded, ignore the "If Frame is Loaded"

Command. This is known as a conditional statement: The action is only performed if the condition
is met.

This command is commonly used to create a loop that constantly checks to see if the back end of a
movie has been completely loaded, to create a preloader.

Instead of using Tell Target, FlashMX offers a "gotoAndPlay" or "gotoAndStop" commands with
implicite paths. Find these actions hidden deeply in the Actions Tool Box:

Objects > Movie > Methods > gotoAndPlay In the object field you write your path to the targeted
instance, it must be a Movie Clip instance that has been named. In the Parameters field you
type in the frame to go to, either a number, this would be an expression, or a label that is

a literal string and must be in quotes.
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