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Flash and ActionScript Development Environment

Timeline

The timeline is where you organize your movies in Flash. There are two main
concepts to understand in the timeline: Frames and Layers.

Frames: They were originally designed to help people make animations. Frames
and Keyframes in Flash are based on the concepts of the same name used in
traditional hand-drawn animation. Flash will start in frame one and then move
through the timeline until it hits the last frame. However you can stop() command.
We will use them in a slightly different way than animators. We will use the stop
command and Keyframes to organize our Flash movies into screens (also called
pages) and allow the user to jump around in different orders. At first through we
will only use one frame to make things more simple. For now here are the
important things to remember about frames.

* There are two types of frames Keyframes and plain old frames.

* You can only write Actionscript in Keyframes.

* You can only put Labels on Keyframes.

* Everything on the stage has to be in a frame.

Layers: Layers are used to organize the elements on the stage. They are very
similar to the concept of layers in Photoshop. Layers can have nothing, one or
many things on them and layers control what is on top of what. The content in the
top layer in the Timeline will be on top of all the content beneath it. Doing a good
job of organizing your content into separate layers will make it much easier to
work with. Also, as we start to make more complex projects with many objects
and different screens, layers will play an important role in helping to put content
across the various screens. It is also possible to group layers in folders.

Setting up your project:

* Always create a separate layer for your actions in the timeline, make sure
you name it “actions” or “code” or something similar. It should be at the top
of your timeline, just below a “labels” layer, where you have names for the
frames, which you name in the property inspector- click on a keyframe in
the labels layer, then type the name in to the property inspector where it
says frame label

* ltis important that you do not put any graphical content in the actions or
the labels layers.

* Actions (code) must be attached to a keyframe.

* To open up the Actions panel, go to menu Window>Actions or press the f9
key.



It is extremely important that you name any instance of any class that you want
to control with ActionScript. You can assign a name through the property
inspector- click on the instance, then type the name in to the property inspector
where it says instance name.

ActionScript Window

* Script pane: this is where you type in your code. At the top of the pane are
icons for many additional features, such as checking the syntax of your
code.

* Actions Toolbox: A list of the classes, properties, methods, operators and
all the other elements of the ActionScript language.

» Script Navigator: This window allows you to select from available scripts in
your movie.

Concepts we learned in Alice and will be using in ActionScript:

* C(Classes

* Properties

* Event handler methods

* Control Structures

* Datatypes

Alice Examples ActionScript Examples

Classes Penguin, Bunny, IceSkater MovieClip, TextField, Button, Math
Properties color, opacity, isShowing _xScale, _y, _visible, _alpha
Event When Enter is typed, do square_mc.onEnterFrame=function():Void{
Handler Cow.walk times=1 speed=2 square_mc._x+=10;
Methods }
Control if/then, do in order, while if, while, for loop
Structures
Datatypes Object, Number, String Object, Number, String

Classes: a class is a blueprint for an object. When you create an object of a
particular class, you are creating an instance of that class. In actionScript,
everything is part of a class. The class we will be looking at first in most depth is
the MovieClip class.

Properties: properties are attributes of an object. Each object has specific
properties that have to do with the nature of the class of which it is an instance.
For example, a object created from the String class has different properties than
one from the MovieClip class. Properties of the MovieClip class include _alpha
(opacity), _width, _x (horizontal position).




Event Handler Methods: Event Handler Methods are specially named methods
that can be used with certain objects when the corresponding event occurs. For
example
circle mc.onRelease = function():Void{
circle mc. x += 10;

}

In the example above, the movieClip instance circle_mc will move toward the
right of the stage horizontally 10 pixels when a user lets up on the mouse when
the mouse is over the clip (in other words, clicks the movie clip).

Control Structures: control the flow of code execution. If statements, while, and
for loops are examples.
if(circle mc. alpha > 0){
circle mc. alpha -= 2;
}
if the movieClip instance circle_mc has an opacity that is greater than 0,
decrease the opacity (alpha) by 2.

Datatypes: datatypes refer to what type of values various types of data might
hold. In ActionScript, there are primitive datatypes and reference datatypes.
Primitive datatypes include number, string, boolean. Reference datatypes include
all objects, such as MovieClips.

Assignment: Read Chapters 2 and 3 of the Flash ActionScript Bible

ActionScript Assignment 1

Make a movie in Flash where you click something and something happens- using
ActionScript. You can change properties, such as _x and _y, change size and
opacity. You can also send the playback head to a particular frame in a
movieClip.
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