Button Tutorial
This tutorial requires precise use of layers and frames. Follow directions closely.

Tutorial Overview
Part 1 – create layers &  identify frames 10, 20, 30, and 40
Part 2 – program flash to stop at Frame 10, 20, 30, and 40.
Part 3 – create a button symbol on frame 10 and script it to link to frame 20
Part 4 – create a frame label and insert another button to link to the frame by label

Part 1

1. Open new Flash file and save it as buttonTest.
2. Rename Layer 1 as Scripts.
3. Create 5 new layers named: Labels, 10, 20, 30, 40
4. Click the playhead onto frame 10, layer 10. Set a keyframe. Using text tool, type in “10” anywhere on stage. The text “10” should only appear at frame 10.
5. Repeat step 4 for the layers named 20, 30, and 40 by placing keyframes in the correct layers and using text tool to identify the appropriate numeral. Keep in mind that the text labels (numerals) should only appear on the frames with the same number. For example the text label 10 will not appear on frames 11-40.
Part 2
6. Click the playhead on frame 10 of the Scripts layer.
7. Insert a keyframe.
8. From the Window menu choose Actions.
9. In the Actions Window type the following 7 character Actionscript without deviation…that is to say exactly as it is here. 

stop();  

To repeat the letters s t o p followed by open parenthesis followed by closed parenthesis followed by semi-colon. This is what I mean by 7 characters.
10. Press return or Control>Test Movie and the Flash playhead should go from frame 0 to frame 10 and stop on 10. Since there are not any elements on frames 0-9 you will only see blank screen until it reaches frame 10 where it will stop and you will see the 10 text label. Since the frames per second is set to 30 you will unlikely not even notice the frames 0-9 being empty.
11. Repeat steps 6-9 to add the stop Actionscript to frames 20, 30, and 40. Control>Test Movie will not provide visual feedback since the timeline will stop at frame 10 and we haven’t programmed any method to move forward in the timeline.

Part 3
12. Click the playhead on layer 10, frame 10.
13.  From the drawing tools draw an oval  with a black fill. This drawing should appear only on frame 10.
14. Select the oval you just drew by using the selection tool and drawing an imaginary box around it in its entirety. 
15. While the oval is selected, Modify>Convert to Symbol, Make it a button symbol. Give it the name btnBlack.
16.  In the Library double-click the btnBlack symbol. The timeline now reflects the button’s own timeline as evident by the up, over, down, hit frames. Click and drag from Up frame to Hit frame. Modify>Timeline>Convert to Keyframes. Each of the four button states will now have a black dot in them.
17. Click in the over frame. The btnBlack should still be selected. Change the fill to purple. Click in the down frame, with button selected change the fill to blue. Click in the hit frame, with button selected change fill to red. Click through the 4 frames and confirm the button changes colors. Control>Test Movie and on the mouse roll over of the black button it should change to purple (the over frame). Hold the mouse down and you should see blue. Since we haven’t programmed the button to do anything there isn’t a hit that has been made.
18.  Click on Scene 1 timeline and return to Scripts layer, frame 10. Select the button. In the Properties in field next to Instance of: type in btnBlack
19. Click on Scripts layer, frame 10, Window> Actions and after the stop(); script add the following exactly as it is here without deviation.


btnBlack.addEventListener(MouseEvent.CLICK, buttonClicked);

function buttonClicked(event:MouseEvent):void
{
	gotoAndStop(20);
}


20.  Control>Test Movie and the playhead will start at 0 move to frame 10 and stop. Click the button symbol. The playhead should move to frame 20 and stop. You should see our 20 label on frame 20.


Part 4

21.  Click on the Labels layer, in frame 40, 
22.  Insert>Timeline>Blank keyframe
23.  Properties window, in the label name field type in myForty as the name of the frame. Press return to enter the label. A red flag icon appears in the frame to designate a frame label. If we had active frames after frame 40 you would see the myForty label itself, so optionally click on Labels layer, frame 50. Insert>Frame. Now that we have active frames between 40 and 50 the actual frame label will appear. The myForty frame label will appear on the Labels layer.


24. Click on Scripts layer, frame 30. Drag instance of btnBlack onto stage. Properties change instance name to btnBlack30. If the button instance appears on frames 31-39 then select frames 31-39. Right click, clear frames.
25. Click on Scripts Layer, frame 30. Window>Actions. We are going to type in essentially the same script as before except 3 major changes. Change #1 since it’s a different instance of a button (different instance name) then we must use the correct instance name in the script. Change #2 since you cannot have 2 functions with the same name we must use a different function name, this time we will use buttonClicked2. Change #3, instead of using frame number we will use the myForty frame label in the script.

26. Type in this script

btnBlack30.addEventListener(MouseEvent.CLICK, buttonClicked2);

function buttonClicked2(event:MouseEvent):void
{
	gotoAndStop(“myForty”);
}


27. Go to Scripts layer, frame 10, in the gotoAndStop(20); line replace 20 with 30
Control>Test movie, playhead stops and 10. Click the button and go to 30. Click the button and go to 40.
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