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Open the Flash Program

Open the Adobe Flash Professional
program and then we want to
choose ActionScript 3.0 under the
Create New section of the start [RESRSEER—_—-
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The Flash Program

We can see the white
Flash stage in the center
pane. On the left, the
Tools toolbar is seen along
with the Swatches
window. On the right of
the center stage, we have
the Actions, Properties
and  Library  window.
Under the stage, we see
the Timeline.
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Renaming and Creating a Layer

We will rename the
layer called Layerl to
Slide.

Select the New Layer
icon and when it
appears in the list,
we will rename it to
Button. Repeat the
process for the
Action layer.
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Adding Text to the Stage

We will then add text for
the game name on the
Slide layer as shown to the
right.

World Class CAD - Learn Spanish

Learn to Spell Spanish Numbers




Create a Dynamic Text

World Class CAD - Learn Spanish

i Dynamic Text
Learn to Spell Spanish Numbers

Dynamic Text

On the Slide layer, we will insert a phrase that says “Spell the Spanish word for the
number 1”. On the Properties tab, we will change the text type to Dynamic Text and
the Instance name to IblQuestion. We then will insert a phrase that says “You are
correct, press the Next button”. On the Properties tab, we will change the text type to
Dynamic Text and the Instance name to IblResult.



Insert a Button

vé Modify Text Commands

World Class CAD - Learn Spanish
RadioButton

= Learn to Spell Spanish Numbers
ane

Spell the spanish word for the number 1

You are correct, press the Mext button

Next

b Filters

Select Window and Component to open that menu. On the button layer, we select the
Button component and drag it to the stage. In the Property section of the Property
tab, name the button, btnSubmit. Open the Property section and change the label to
Submit.



Insert a Second Button

v§ Modify Text Commands Control Debug Window

v & User Interface

@& Button

World Class CAD - Learn Spanish

Learn to Spell Spanish Numbers

Spell the spanish word for the number 1

Submit

You are correct, press the Next button

} Filters

Again, on the button layer, we select the Button component and drag it to the stage. In
the Property section of the Property tab, name the button, btnNext. Open the
Property section and change the label to Next.



Insert a Textbox

vg Modify Text Commands Control Debug Window Help

While on the button layer,
we select the Textlnput
component and drag it to
the stage.

World Class CAD - Learn Spanish

Learn to Spell Spanish Numbers

Name the input box
txtinput.

Spell the spanish word for the number 1
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Submit

You are correct, press the Next button

Maovwie Clip

Instance of: TextInput
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ActionScripts

File Edit View Insert Modify Text Commands Control Debug Window

We choose frame 1 of the FEEEEE=
Action layer. Then we -
select the Action tab and
we type stop() on line 1 of
the script.
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World Class CAD - Learn Spanish

Learn to Spell Spanish Numbers

Spell the spanish word for the number 1

This will stop the flash
movie at the frame.
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You are correct, press the Next button
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Add another Event Listener

We then add an event listener to

determine when a button is © | A
1 = btnSubmit.addEventListener (MouseEvent .CLICE, ftnSubmit) ;
SeleCted Or the SmeIt Or NEXt 4 btnNext.addEventListener (MouseEvent .CLICE, ftnNext) ;

button was clicked on. We type: :

btnSubmit.addEventListener(MouseEvent.CLICK, ftnSubmit);

btnNext.addEventListener(MouseEvent.CLICK, ftnNext);



Declaring Variables

We need five variables,
one for the word, one for
the user’s answer, one for
the counter for the while
loop, one for the random
number generator, and
the last for the string of
the random number.

stop ()

btnSubmit.addEventListener (MouseEvent .CLICK, ftnSubmit) ;
btnNext .addEventListener (MouseEvent . CLICK, ftnNext) -

var word:String:

var txthAnswer:String;

wvar count:int;

var intNumber:Nunber=Math.floor (Math.random() *20)+1;

var strNumber:String=intMNumber.toString() ;

1blguestion.text = "Spell the spanish word for the number " + strHumber;
1blResult.cext = "";

2
3
3
6
9
2
3)

Var allows us to declare a variable. Then comes the
variable name. After the colon is the type of variable,
which in this case is a string, a number or an integer. If
we want to assign a value to the variable, we use the
equal sign in the same statement.



The Submit Function

We add the logic inside the
function for the submit
function, we first check the
number in the variable
intNumber to set the variable
word to its Spanish number.

Next, we capture the text in
the input box and set it to the
variable txtAnswer. Then we
convert it to lowercase.

Actions

Action:1

count=count+l;

Line 37 of 58, Col 12

Hfunction ftnSubmit (event:MouseEvent) {
15 if (intNumber = 1) {word = "uno":}
16 if (intFNumber = 2) {word = "dos":}
17 if {(intHumber =— 3} {word = "tres";}
18 if (intHumber — 4) {word = "cuatro";}
19 if (intNumber =— 5) {word = "cincao";}
20 if (intHumber — &) {word = "=esi=":}
21 if (intFNumber =— 7) {word = "siete";}
22 if (intNumber == E) {word = "ocho":}
23 if {(intHumber =— 9) {word = "nueve";}
24 if (intNumber — 10) {word = "diez":}
25 if (intHumber — 11) {word = "once":}
26 if (intHumber = 12) {word = "doce":}
27 if (intNumber == 13) {word = "trece";}
28 if (intNumber =— 14) {word = "catorce";}
28 if (intNumber =— 15) {word = "guince";}
30 if (intNumber — 16) {word = "dieciseis";} i
31 if (intMNumber =— 17) {word = "diecisieste";} -
32 if (intHumber == 18) {word = "dieciocho":}
33 if (intNumber == 19) {word = "diecinuewve":}
34 if (intNumber =— 20) {word = "wveinte";}
25 cRtAnswer=txtInput.textc;
36 txtAnswer=txtAnswer.tolLocalelowerCass () !

—

38 while (count < 21} {
39 if {((intHumber = count) && (CRtAnswer =— word)){
40 1blResult.text = "You are correct, press the Next button™;
41 } N
42 if ((intMNumber =— count) && (txtAnswer != word)){
3 1blResult.text = "You are not correct, try again®;
44 }




The Submit Function

With a while loop, we first set
the counter to zero. Then

. . 14 B function ftnSubmit (event:MouseEvent) {
while the counter is less than | :: i (intNumber — 1) {word = "uno':)
16 if (intHumber =— 2} {word = "dos":}
17 if (intMumber — 3) {word = "tre=":}
20' For eaCh number’ we 18 if (intMumber — 4) {word = "cuatra":}
M M M 19 if (intHumber — 5) {word = "cinco";}
check if the if the answer will §  Cmimer — & teord = e
. 21 if (intHumber = 7) {word = "siete";}
equal the word (==) and if the |- if (intNember = €) (word = "ocho":}
23 if (intHumber = 39) {word = "nuewve";}
answer does not equal the | if (inchumber — 10) {word = "dicz’;}
25 if (intMumber =— 11) {word = "once":}
|_) 26 if (intMumber — 12) {word = "doce":}
Word (°_ * 27 if (intMumber — 13) {word = "trece":}
28 if (intHumber — 14) {word = "catorce";}
29 if (intHumber =— 15) {word =
30 if (intHumkber =— 1&8) {word = -
. . 31 if (intNumber == 17) {word 1
Inside the while loop, we add | = if (intNumber — 18) {word
B if (intHumber = 19) {word
34 if (intMumber = 20) {word = "veinta":}
One to the Counter' =35 txtAnswer=txtInput.text;
- il
37 count=1;
38 E while (count < 21) {
39 if ((intHumkber =— count) && (CxtAnswer =— word)){
40 1blRe=ult.text = "You are correct, press the Next button";
41 } 0
42 = if ((intHumber = count) && (LxXtAnswer != word)){
= 1blEesult.text = "You are not correct, try again™:
44 }
45 count=count+1;
46 }
47 L} il
q |- LI F

Line 37 of 58, Col 12



The Next Function

In the Next function, we
compute the random number,
reset the variables and clear

Actions

Action:1

function ftnNext (event:MouseEwvent) {

50 intHumber=Math.floor (Math.random() *20)+1;
. 51 striunber=intNumber.toString() -
the |nput textbox and the 52 1blQuestion.text = "Spell the spanish word for the numker " + strHumb:

o3 lblResult.text = ""
txtInput.tcext = "

results dynamic text.

function ftnNext(event:MouseEvent) {
intNumber=Math.floor(Math.random()*20)+1;
strNumber=intNumber.toString();
IblQuestion.text = "Spell the spanish word for the number " + strNumber;
IbIResult.text ="";

txtinput.text ="



File Edit nsert Iy y Commands

Enter

Play
Rewind Shift+, Actions

Go To End Shift+. Action:1

Leamn spanish numbers.fla* =

stop()

Step Forward One Frame

btnSubmit.addEventLis
btnNext.addEventListe

Step Backward One Frame
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Test Ctrl+Enter

Test Movie In Flash Professional

World Crl+Alt+Enter

In Browser
In AIR Debug Launcher (Desktop)
In AIR Debug Launcher (Mobile)

On Device via USB 3

Test Scene

Le Clear Publish Cache
Clear Publish Cache and Test Movie

Loop Playback
14 Hfunction ftnSubmit (ev
15 if (intNHumber
16 if (intNumber
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We should select Control on the menu and then Test Menu and In Flash Professional.



Saving the Movie

We need to save our work, so X
we choose File on the top |&3 =/ «Fish » Flash Games v [ 4 [ search Flash Game s £]

menu bar and then we press Organize New folder = v @
Save on the drop down menu. B Videos * Name Date modified
+& Homegroup No items match your search.

2 computerl (COMPUTERL-Pi
We will call our animation =

1% Computer

“Learn Spanish numbers” and & 0s (C)

we will depress the Save D N Yohwns (B =
e ROBBINS2014 ():)

button. & Autodesk 360

.|| (1] »

File name: Learn spanish numbers 23

Save as type: | Flash Document (*.fla) ']

~ Hide Folders | sawve | [ Concel |

| ___




Publish the Flash Slide Show

We then choose File on the menu and Publish. File Edit View Insert Modify Text Commands

" Mew... Ctrl+M
= Open Ctrl+0
[::'_i;* Browse in Bridge Ctri+Alt+0

k Open Recent »
Ko Close Ctrl+W
- Close All Ctrl+Alt+W
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- Save Ctrl+5

Save As.. Ctrl+5hift+5
Save as Template...
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Revert
- Import [
4 Export »
L]
Publish Settings... Ctrl+5Shift+F12
»
= Publish Shift+Alt+F12
/s
- AIR Settings...
& ActionScript Settings...

& Exit Ctrl+Q




