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Actionscripting

H Bitmaps (importing)

B Symbols
OButtons

M ActionScripting
OBultton listeners
OCalling functions
OCustom functions

thrl%)ns (the kinder gentler
[S|de

uaI ‘states”
OUp, Over, Down

B Non-visual reference

OHit
TIMELINE | OUTPUT I COMPILER ERRORS uo‘no«g!ml
@ @ [| Up | Over Down Hit
Q@ text « o [0 il

Ql rules « + @ |.
a Z B IT.[.T.




@tion — basic concept
\l% my work for me (think automaticity)

O Responding to a greeting

B Accept Input (e.g. “hey how’s it going?”)*

B Process (determine appropriate action)

B Output response (e.g. “good, how are you?”)*
O The function does the work

O Doesn’t handle unanticipated inputs well
(e.g. “high five”)

[Usin aka “calling” functions
Mction name (blue if known)

B Parentheses

B Add parameters inside parens, e.g. inputs*®
B End in a semi-colon

B Examples:

stop();
gotoAndStop(2);

addEventListener(MouseEvent.CLICK, onWindowDocBtnClicked);

[Butt ns (Actionscript side)

H Can be told to listen for mouse events
(rollover, click, release, etc . . .)

B ActionScript is separate




[Inst nce names

W Actionscript reference to a symbol
instance

m Different than a symbol name

m Different namespace than symbol
names

B Same namespace as function
names

W Properties window OR target path

@ners

N

addEventListener(type of event, function name);

Example:

Object(this).myButton.addEventListener
(MouseEvent.CLICK, myButtonClick);

Single line!

@om functions

e

function functionName (inputName:inputType) {

Example:
function myButtonClick(e:MouseEvent) {
gotoAndStop(3);




ctions that will help in next
[assi nment
%p();

B nextFrame(); // takes you to the next
frame in the timeline.

B prevFrame(); / takes you to the
previous frame in the timeline.

B gotoAndStop(1); // takes you to the
first frame and stops the timeline. (can
replace 1 with any number you want).




