Animation Control (Go & Stop buttons)

{propeller_mc @ ‘




1.5elect the propeller_mc instance on the stage.

2.G0 to Window > Code Snippets.

Help |
Duplicate Window Chrl+AlE+K
Toolbars >
v Timeline Ctrl+al+T
Motion Editor
v Tools Ctrl+F2
v Properties Ctrl+F3
Library Chrl+L
Common Libraries >
Motion Presets
Actions F3




3. The Code Snippets Panel opens.

eljlcs) )

p (] Actions

p (] Timeline Mavigation
» (] Animation

p (] Load and Unload

» (] Audio and Video

p (] Event Handlers

4. Click the Timeline Navigation Folder to opem it.

i) L

p (] Actions ;]

v Timeline Mavigation
[) stop at this Frame
D Click to Go to Frame and Stop
D Click to Go to Frame and Play
D Click to Go to Next Frame and Stop
D Click to Go to Previous Frame and Stop
D Click to Go to Next Scene and Play
D Click to Go to Previous Scene and Play
D Click to Go to Scene and Play
» (] Anirnation

» (] Load and Unload




5. Double click the Stop at this Frame.

S| (e

» [ Actions =

v 5 Timeline Navigation
Bst at this Frame
D CIE to Go to Frame and Stop
D Click to Go to Frame and Play
D Click to Go to Next Frame and Stop
D Click to Go to Previous Frame and Stop
D Click to Go to Mext Scene and Play
D Click to Go to Previous Scene and Play
D Click to Go to Scene and Play
» (] Animation

» (] Load and Unload

5. New Actions layer with keyframe appears on the Stage.
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Action Scrips text appears in the Actions Panel
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/% Stop at This Frawe

The Flash timeline will stop/pause at the frame where you
insert this code.

Can also be used to stop/pause the timeline of movieclips.

w

stop():




6. Copy the Instance name from the Property Inspector.

PROPERTIES

|'E'- .vlpropellér_mc
[ Movie Clip. l»]

POVvEEL BEYDODD [

/% 3top at This Frawe

The Flash timeline will stop/pause at the frawe where you
insert this code.

Can also be used to stop/pause the timeline of movieclips.

*/

=
1
4
5
[

propeller mc.stopi):

I
7.Paste the instance name here (in front of stop).

8.Play movie. Rotation stops

8.5elect the go_btn instance on the stage.

9.Go to Window > Code Snippets.

[findawt] Help |

Duplicate Window Ctrl+alt+K
Toolbars 4
v Timeline Ctrl+al+T
Motion Editor
v Tools Ctrl+F2
v Properties Ctrl+F3
Library Chrl+L
Common Libraries 4
Motion Presets
Actions F9




10. The Code Snippets Panel opens.

Bl £

B (] Actions
p (] Timeline Navigation

» (] Animation

p (] Load and Unload
p (] Audic and Video
» (] Event Handlers

11. Click the Timeline Navigation Folder to opem it.

kel LI

Al

p (] Actions =

v Timeline Mavigation
D Stop at this Frame
D Click to Go to Frame and Stop
D Click to Go to Frame and Play
D Click to Go to Next Frame and Stop
D Click to Go to Previous Frame and Stop
D Click to Go to Next Scene and Play
D Click to Go to Previous Scene and Play
D Click to Go to Scene and Play
» (] Animation
(] Load and Unload o

12. Double click the Click to Go to Frame and Play.

CODE SNIPPETS

el LI

p (] Actions =

v 5 Tirmeline Navigation
D Stop at this Frame
D Click to Go to Frame and Stop
a Click to Go to Frarne and Play
D Click to Go to Mext Frame and Stop
D Click to Go to Previous Frame and Stop
[) Click to Go to Next Scene and Play
D Click to Go to Previous Scene and Play
D Click to Go to Scene and Play
B (] Animation

p (] Load and Unload a




/% Stop at This Frame
The Flash timeline will stop/pause at the frame where you
insert this code.

Can also be used to stop/pause the timeline of movieclips.
wf

propeller mc.stop():

/% Click to Go to Frawe and Play

Clicking on the specified symbol instance moves the playhead
to the specified

frame in the timeline and continues playback from that frawe.
Can be used on the main timeline or on movie clip timelines.

Instructions:

1. Replace the nuber 5 in the code below with the frame number you would
like the playhead to move to when the symbol instance is clicked.

*

go_htn.addEventListener (HouseEvent .CLICK, fl ClickToGoTolndPlayFromFrame 3):
function fl ClickToGoTodndPlayFrowFrame 3 (event:MouseEvent) :void

{
gotolAndPlay(5);

New Action Scrips text lines appear in the Actions Panel.




/% Stop at This Frawe
The Flash timeline will stop/pause at the frame where you
insert this code.

Can also be used to stop/pause the timeline of movieclips.

Rt

Copy this text line

|

/* Click to Go to Frame and Play

Clicking on the specified symbol instance moves the playhead
to the specified

frawe in the timeline and continues playback from that frawe.
Can be used on the main timeline or on movie clip timelines.

Instructions:

1. Replace the nwader 5 in the code below with the frame nwder you would
like the plavhead to move to when the symbol instance is clicked.

*f

go_htn.addEventListener (HouseEvent .CLICK, fl ClickToGoTolndPlayFromFrame 3):

function fl ClickToGoTolAndPlayFrowFrame 3 (event:MouseEvent) :void

gotoln

Paste this text line here

L




/% Stop at This Frame
The Flash timeline will stop/pause at the frame where you
insert this code.

Can also be used to stop/pause the timeline of movieclips.

+/

propeller mc.stop():

/% Click to Go to Frame and Play

Clicking on the specified symbol instance moves the plavhead
to the specified

frame in the timeline and continues playback from that frawe.
Can be used on the main timeline or on movie clip timelines.

Instructions:

1. Replace the nuwber 5 in the code below with the frame nuwber you would
like the plavhead to move to when the symbol instance is clicked.

*f

go_btn.addEventListener (MouseEvent.CLICK, fl ClickToGoTodndPlayFrowFrame 3):

function fl ClickToGoTodAndPlayFrowFrame 3 (event:MouseEvent) :void

gotoindPlay(5) ;

Delete stop and type play

13. Play movie. Click Go button. Propeller rotates.




14. Select the stop_btn instance on the stage

15.G0 to Window > Code Snippets.

[dfindoe]| Help |

Duplicate Window Ctrl+Alt+K
Toolbars »
v Timeline Chrl+Al+T
Motion Editor
v Tools Ctrl+F2
v Properties Ctrl+F3
Library Ctrl+L
Common Libraries »
Motion Presets
Actions Fa

18. Double click the Click to Go to Frame and Stop.

8l

» (] Actions =

v £ Timeline Navigation
D Stop at this Frame
Bclick"to Go to Frame and Stop
D Clidk to Go to Frame and Play

[ click to Go to

D Click to Go to

[ click to Go to

[} Click to Go to

D Click to Go to
» (] Animation

(] Load and Unload

Mext Frarme and Stop
Previous Frame and Stop
Mext Scene and Play
Previous Scene and Play

Scene and Play

16. The Code Snippets Panel opens.

CODE SNIPPETS

8|3 %]
» (] Actions

» [ Timeline Navigation

» (] Animation

» (] Load and Unload
» (] Audio and Video
» (] Event Handlers

17. Click the Timeline Navigation Folder to opem it.

(=]

B[] Actions

4

=

v Timeline Navigation
[[) stop at this Frame
D Click to Go to Frame and Stop
[_:] Click to Go to Frame and Play
D Click to Go to Mext Frame and Stop
D Click to Go to Previous Frarme and Stop
D Click to Go to Mext Scene and Play
D Click to Go to Previous Scene and Play
D Click to Go to Scene and Play
» (] Animation

(] Load and Unload
v




propeller mc.stopi():
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/% Click to Go to Frame and Play
Clicking on the specified symbol instance moves the playhead

ey

to the specified
frame in the timeline and continues playback from that frame.

o
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Can be used on the main timeline or on movie clip timelines.
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Instructions:

1. Replace the nuwber 5 in the code below with the frame number you would
like the plavhead to move to when the symbol instance is clicked.

?:'.."

o e = =
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go_htn.addEventListener (MouseEvent.CLICK, fl ClickToGoTolindPlayFromFrame 3):

function fl ClickToGoTolndPlayFromFrame 3 (event:MouseEvent) :void

{
gotoindPlay(5)
propeller mc.playi():
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/% Click to Go to Frame and Stop

Clicking on the specified symbol instance moves the plavhead to the specified
frame in the timeline and stops the movie.

Can bhe used on the main timeline or on movie clip timelines.
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Instructions:

1. Replace the nuber 5 in the code below with the frame nuber you would like
the playvhead to move to when the symbol instance is clicked.

?:’,."
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W W W
o
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stop btn.addEventListener (MouseEvent.CLICK, fl ClickToGoToAnd3topldtFrame 4):

L)
0

function fl ClickToGoTolAndStopltFrame 4 (event:MouseEvent):void

gotolAnd3top (5) ;

New Action Scrips text lines appear in the Actions Panel.




) NN
o

(o8]
W N

o

2
-~
24
-~
o
>
2

N -] o™

[ SN o]

LR o)
[ B V' |

L]

W W W

)
[ T 3 Y S % B o B

R

3 W W

b Wb W
o w

Copy thisltext line

propeller;ﬁk-stop(j;

/% Click to Go to Frawme and Play

Clicking on the specified symbol instance moves the plavhead
to the specified

frame in the timeline and continues plavback from that frame.
Can be used on the mwain timeline or on movie clip timelines.

Instructions:

1. Replace the nuwber 5 in the code below with the frame nuber you would
like the plavhead to move to when the symbol instance is clicked.

e

L

go_htn.addEventListener (HouseEvent .CLICK, fl ClickToGoTolndPlayFromFrame 3):

function fl ClickToGoTodndPlayFrowFrame 3 (event:MouseEvent) :void
{

gotokndPlay(5);

propeller mc.play():

;

/% Click to Go to Frame and Stop

Clicking on the specified symbol instance moves the playvhead to the specified
frame in the timeline and stops the movie.

Can be used on the main timeline or on movie clip timelines.

Instructions:
1. Replace the number 5 in the code below with the frame number you would like
the plavhead to move to when the symbol instance is clicked.

*/7

/
stop _btn.addEventListener (MouseEvent.CLICK, fl ClickToGoToAnd3toplAtFrame 4):

function £l ClickToGoToAnd3toplAtFrame 4 (event:MouseEvent) :void
{

gotolndStop(S)

propeller mc.stop():

Pate this text line here




