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Flash 8

Skills Checklist 7 – Buttons

23. Creating Buttons
	a
	Any object (or group of objects) on the stage can be converted into a button
	
	

	b
	Select an object or group of objects (e.g. write some text on a circular blob)
	
	

	c
	Choose Modify --> Convert to Symbol...
	
	

	d
	Select ‘button’ and give the button a name
	
	

	e
	Preview your movie (Ctrl + Enter) to check if a button has been created. Your mouse pointer should turn into a pointing hand when it rolls over the button.
	
	


24. Editing Buttons
	a
	Double click on the button that you want to edit
	
	

	b
	A four-stage time line appears.
	
	

	c
	Insert a keyframe (F6) in the Over column
	
	

	d
	You can change the button properties (such as colour of the button or colour of the text) to give different rollover effects to your button.
	
	

	e
	Insert a keyframe (F6) in the third frame to create the Down state of your button. (You can leave it as it  looks in the second frame, i.e. the same as the Over state)
	
	

	f
	Add a keyframe (F6) to the Fourth frame also. This state, the Hit state, allows you to define the active area of your button.
	
	

	g
	To close the button editor and to return to the main Movie Scene timeline, click on the Scene’s name (e.g. Scene 1) at the top of the timeline.
	
	

	h
	Preview your movie (Ctrl + Enter) to check if your button rollover effects are working.
	
	

	i
	You can edit the button further by double clicking on it.
	
	

	j
	When inserting buttons in your movie it is best to create a special layer for each button.
	
	

	k
	You can create an invisible button by firstly following the instructions in Lesson 23 above. Then double-click on the button. Complete all 4 states in the timeline of the button by adding a keyframe to the Over, Down and Hit frames.  Then delete the contents of the Up, Over and Down states. Leave the Hit state intact as this merely defines the area of the button. Preview the movie to check your invisible button.
	
	

	l
	When a button is created it is stored in the Library (Window ( Library)
	
	

	m
	To reuse a button, choose the required frame, and drag the button from the Library to the Stage
	
	


25. Adding Behaviours to Buttons
	a
	Choose the first frame that contains the button.
	
	

	b
	Then, click on the button on the stage.
(N.B. You must select the frame and then select the button)
	
	

	c
	Open the Behaviours panel. Choose: Window ( Behaviours
	
	

	d
	Click on the blue + sign, and choose: Movieclip. Choose one of the options.
	
	

	e
	The most commonly used options are: 

(i) Goto and Play at frame or label 

(ii) Goto and Stop at frame or label
	
	

	f
	It is simple to use a button to load a new movie.  Use the Behaviours panel Choose Movieclip ( Load External Movieclip, and enter the name of the movie (e.g.valley.swf) No quotation marks are needed.
	
	

	g
	Behaviours can be added to the Rollover event of a button.

Just double click in the Behaviours panel, where it says On Release and choose On Roll Over
	
	

	h
	Button actions will continue to apply in every ordinary frame after the keyframe with the active button. This also means that buttons can be activated even when they are moving.
	
	

	i
	To confine button actions to one frame, add another keyframe after the active keyframe, click on the button and remove the command from the Behaviours panel.
	
	

	j
	To make buttons disappear on later frames, add a blank keyframe on the button’s layer at the frame where you want the button to disappear.
	
	


26. Adding a Sound to a  Button
	a
	Double click on your button to open the Button’s 4-frame timeline. Add a new layer. Call it ‘Sound Layer’.
	
	

	b
	Insert a keyframe (F6) on the 3rd frame (Down State).
	
	

	c
	Drag a sound from the Library onto the Stage.
	
	

	d
	Choose Event or Start from the Properties Panel’s Sync: drop-down menu
	
	

	e
	To return to the main Movie Scene timeline, click on the Scene’s name (e.g. Scene 1) at the top of the timeline.
	
	


