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Programming I



Addressing Display Objects, Duplicating Instances of MovieClips,
Attaching MovieClips Dynamically

The term display objects refers to classes that have a visible representation on the
stage. The four classes that we refer to as display objects are MovieClip, Button, TextField
and Video.

Some display objects can only be created at authoring time, others can be created at
runtime as well as at authoring time. Authoring time means creating it by hand using the
Flash interface (the toolbar, dropdown menus etc.). Creating something at runtime means
that the object is not created until the movie is played or tested.

As you already know, you must name instances of symbols so you can control them with
ActionScript. This is true for both the Authoring time objects you have been creating and
the Runtime objects you will learn to create today.

Addressing Display Objects
The simplest way of addressing a display object would be when it is on the main timeline
and we use the dot syntax.

circle_mc.play();

As we have already begun to see, sometimes you are referring to a movieClip that is
nested inside of another clip or timeline. This is called targeting nested instances.

Here is the syntax:
parentMovieClip.nestedInstance.methodOrProperty

Here is an example, where we are targeting the rain_mc instance inside the clip cloud_mc
with the method play:

cloud_mc.rain_mc.play();

Your targeting can be several clips deep, as in this example:
store_mc.shelf_mc.shoe_mc._x+=5;

This example moves the clip shoe_mc that is in the timeline of the shelf_mc clip that is in

the timeline of the store_mc clip.

You can nest movieClips within movieClips, you should not nest clips or other display
objects within textFields or buttons. You can, however, put textFields and buttons within
movieClips.

Absolute Addressing
All flash movies have a main MovieClip object- it is considered the root of all the content in
the movie. This means that all the other MovieClip objects in the movie are
considered properties of this main MovieClip object. Sometimes this main MovieClip



object is called the main timeline. There is a specific name (identifier) that can be used to
reference it- _root.

Absolute addressing, (_root.circle_mc.square_mc.my_sound) should be avoided,

since the nature of flash is to load one clip or timeline into another- and thus what is
considered _root is always subject to change.

Relative Addressing
Relative addressing is, just as the name implies, always relative to the timeline from which
the code has been issued. You can refer to both the parent elements, and the child
elements with relative addressing.

The keyword this refers to the current movieClip or movieClip timeline on which the
current code is running, (as we saw last week).

To reference child elements, use the following syntax:
car_mc.onPress=function():Void{

this.wheel_mc.play();
}

wheel_mc is a clip on the timeline of car_mc

To reference the parent of a clip, use this syntax:
circle_mc.onRelease = function():Void{

this._parent.play():

}

This references the movieClip that the clip circle_mc is on.

MovieClips can be containers for other clips and other display objects. Buttons and
TextFields cannot contain other objects. All display objects have a single parent.

Accessing Nested Instances with Array-Access Notation
As we saw last week, you can use array access notation to address objects.

for(var I:Number; I<=4; i++){
circle[“square” + i].play():

}

Stacking Order within Flash Movies
We are used to working with layers in Flash in the authoring environment to indicate the
order of the Z axis- or which objects are “on top” of others.

When our Flash document is exported, layers are discarded, but the objects’ placement
levels are converted to depths. Each object has it’s own unique depth. When we are
creating display objects on the fly, we need to assign each object a unique depth. In order
to insure that we are not putting more than one object at a particular depth, we can use
getNextHighestDepth() method, which returns the next highest depth of the MovieClip from



which the method is called. If you put a second object at a depth where an object already
exists it will erase the first object.

Ways of Dynamically Loading Clips on the Stage
Duplicate MovieClip Instances
This method creates a duplicate of a movieClip instance that is currently on the stage.
Syntax:

circle_mc.duplicateMovieClip(“newCircle_mc”,this.getNextHighestDepth());

Parameters are a new instance name ( “newCirlce_mc”) and a depth
(this.getNextHighestDepth() ) for the clip.

Adding MovieClip Objects from the Library Programmatically
In order to do this, you must first set up a unique linkage identifier for the symbol in the
symbol properties dialog box.

1. Click the symbol in the library.
2. Right click and select the Linkage option.
3. In the Linkage Properties dialog box, select Export for ActionScript, and Export in

the first frame.
4. Click ok.

You can use AttachMovie method to programmatically create a new instance.
Syntax:
holder_mc.attachMovie(“circle”, “circle_mc”, getNextHighestDepth());

Parameters are the linkage identifier, a new name for the instance, a depth for the clip.

Initialization Objects
When you use the attachMovie method, or duplicateMovieClip you have the option of
using an initialization object to set the horizontal and vertical position of the clip. This init
object is passed along with the parameters, inside of curly braces, with the following
syntax:

holder_mc.attachMovie(“square”, “square_mc”, getNextHighestDepth(),{-x:50:, _y:100});

Creating Empty MovieClip Objects
Sometimes you want to create an empty movieClip- it is particularly useful for:

• Attaching several movieclips instances with one empty movieclip to move, resize or
otherwise control these clips.

• To load external content, such as image or swf files.

Syntax for creating an empty movieClip object:
this.createEmptyMovieClip(“swfHolder_mc”, this.getNextHighestDepth());

The parameters are the instance name, and the depth for the clip.



Unlike duplicateMovieClip and attachMovie, no initialization object can be passed with
createEmptyMovieCllp. The clip is loaded into 0,0 (or upper left corner) of the parent
element’s coordinate system.

Removing MovieClip Objects
The removeMovieClip() method will remove a object form the stage. Syntax:

circle_mc.removeMovieClip();

This code will remove the clip circle_mc from the stage.

Assignment: Read pages 243-258 in Chapter 13 and pages 269 – 277 in Chapter 14 of
the ActionScript Bible.


	coverpage_pdf_grant220.ai
	actionscript4_dynamicclips

