	LESSON 6
	Flash 5
	Flash Buttons



Buttons are used to let viewers interact with Flash movies. An action takes place when a button is clicked. This tutorial will explain the concept of buttons and how to create them.

Understanding Flash Buttons

· Buttons are one of the three types of symbols in Flash

· Buttons have frames (their own timeline)
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Up frame – Used to Display what the inactive button looks like
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Down Frame – Display what the button looks like when user clicks it
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Over Frame – Display what the button looks like when the mouse rolls or moves over it
· Hit Frame – Defines the button area or boundary as a whole (Usually the same size as the button)
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Creating a Button Symbol

Steps:

1. Click Insert (in the menubar) then click New Symbol

      -Symbol properties dialog box opens
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2. Type a name for the Button

3. Choose Button as the behavior

4. Click on OK
5. The edit button screen will appear with the buttons own timeline (pictured above)

6. In the Up frame, draw your button as it would look like with no user interaction

7. Click the Over frame. Press F6 to add a KeyFrame into the frame (Now you can edit the object to your desire) Changing the buttons color is a popular option!

8. Click the Down frame and press F6 to add a KeyFrame (Edit the object to your desire) You might want to scale the button down slightly to look like it is pressed!

9. Click the Hit Frame and press F6 to Insert another KeyFrame (Edit your clicking area) This frame is usually left alone because this will never be seen by the user!

10. Click the scene name to return to movie-edit mode and click the library button located on the bottom right of the screen >

11. Click and drag the button from the library and place it on the stage

Create An Animated Button

Steps:

1. Open the button in symbol-edit mode (click the buttons name above the timeline, beside the scene name, or right click the button on the stage and select Edit)

2. Click the frame to which you want to add an animation, such as the Up, Over, or Down frame, and delete that frame. (press delete on the keyboard)
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3. Click Insert
4. Click Blank KeyFrame
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5. Click the library button (located on the bottom right) to open the library window

6. If you have a movie clip already in your library that you want to use, then click on it to select it. If you want to create a new movie clip, click the options menu in the library and select New Symbol. 

7. Create a new symbol but this time choose Movie Clip as the behavior

8. Give it a name

9. Click OK
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10. Now you will be in a the edit Movie Clip screen (which also has its own timeline)

11. Create some sort of animation for the button

12. When you are done go back to button timeline (right click the button name in the library list, and click Edit)

13. Click on the blank keyframe that you created earlier (this is where the Movie Clip will go)

14. Click and drag the Movie Clip from the library onto the stage where the button appears (Now that frame of the button will be animated!)

Adding sounds to a button frame

You can add a sound to a particular frame of your button. For instance, when the user clicks the button, it will make a beeping sound. Or when the user rolls over the button with the mouse, the button will make another sound. The type of sound you choose is up to you! Flash already has a common library of sounds that you can use, or you can download your own sounds and import them into your library.

Steps:
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1. Click on one of the frames in your button s timeline (Up, Over, Down)

2. Click on Window

3. Click Common Libraries

4. Click Sounds

5. Click on the sound clip and drag it out to the button area on the stage.  A sound wave appears in the frame

Now when you play your movie, that sound will play when the user interacts with the button!

Assign Button Actions

Steps:

1. Click on the pre-made button

2. Click on the arrow-shaped button (located beside the library button on the bottom right) 
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3. In the Object Actions Toolbox list, click Basic Actions

4. Scroll down to find the one you desire to apply

5. Click and drag the action from the list and drop it in the Action list Box

- Flash adds the necessary action components to the Action List

- To see the Actions list in full size click the arrow.
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