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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—_—-

menu. RECOVER_Untit...1399234942. fia

Create New
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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 a Layer

We will rename the
layer called Layerl to
Background.
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Creating a New Layer

Select the New Layer icon [F=Sasss
and when it appears in

the list, we will rename it _[Background | . .
to Action. g Action

We then add the layer
called Slide and Buttons-
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Adding Images to the Library

We made three images
that are on a 70 by 70 pixel
white background. They
are an X (x.jpg), an O
(o.jpg) and the word
“select” (select.jpg).

To add the images to the
Library, we will import
them. We should choose
File on the top menu, then
Import and Import to
Library.

We select the three images
from the computer’s folder
and press Open
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Adding Lines to the Stage

At the beginning of the
game, on the background
layer, we will add four 7
pixels wide by 300 pixels
long lines. On the Line
Properties tab, we will
make the Stroke color box
black and the Stroke Height
as 7. We will then draw the
lines 100 pixels apart.




Adding Text to the Stage

Untitled-1* =

We will then add text for
the game name on the
background layer. This will
be TIC TAC TOE and X and
O.

TIC TAC TOE




Adding an Image to Button — X Frame

Highlight the Buttons - X
layer and click on frame 1.
We add the first image
from Library to the first
frame by pulling the
image from the Library list
to the stage.

TIC TAC TOE




Convert the Image to a Button

CDnvertto Symbol -. X
We then right click on the
Name: _
red x and we choose the . =

Convert to Symbol from Type: Button v Registration:
the menu. Folder:

» Advanced

The Convert to Symbol JHE

Cut Ctrl+X

Wi n d OW Wi I I a p pea r. We ) :::z in Center i:::’
will name the symbol x5 @§ ><

Paste Motion

and make the type Button. =

Save as Motion Preset...

Select All Ctri+A
Deselect All Ctrl+Shift+ A

Free Transform

On the Properties tab, we

Arrange 4

TIC TAC
will name the Instance x5.

Distribute to Keyframes Ctrl+Shift+ K

Break Apart Ctrl+B

Edit with Photoshop
Edit with...
Swap Bitmap...

Motion Path

Convert to Symbol...
Convert to Bitmap
Generate Sprite Sheet...

Instance of: %5 Show In Library




Convert all the X Images to Buttons

We then add the other 8
x’s. The numbers go x1 to
x3 on the top row, x4 to x6

X O
on the middle row and x7
to x9 on the bottom row.
The Convert to Symbol
window will appear. We

will name the symbol the

appropriate x and space
number and make the
type Button.

On the Properties tab, we TIC TAC TOE
will name the Instance the
same as the symbol name.




Adding an Image to Button — O Frame

Highlight the Buttons - O
layer and click on frame 1.
We add the first image
from Library to the first
frame by pulling the
image from the Library list
to the stage.

TIC TAC TOE




Convert the O Image to a Button

We then right click on the blue
o and we choose the Convert
to Symbol from the menu.

The Convert to Symbol window
will appear. We will name the
symbol o5 and make the type
Button.

On the Properties tab, we will
name the Instance o5.

Convert to Symbol

name: X

Type:  Button Registration:

a0 400 450 500
FES0am 000 500 000 055 o0 n o 5500

Folder:

F Advanced
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Create Motion Tween

Cut Ctrl+X
Copy Ctrl+C
Paste in Center Ctrl+V

Copy Motion
Paste Motion
Paste Motion Special...

Save as Motion Preset...

Select All Ctrl+ A
Deselect All Ctrl+Shift+ A

Free Transform

Arrange 3
Break Apart Ctrl+B

Distribute to Layers Ctrl+Shift+D
Distribute to Keyframes Ctrl+Shift+K

Properties

Edit with Photoshop
Edit with...
Swap Bitmap...

Meotion Path ]

Convert to Symbol... F&
Convert to Bitmap
Generate Sprite Sheet...

Show In Library



Convert all the O Images to Buttons

We then add the other 8
o’s. The numbers go ol to
o3 on the top row, o4 to
06 on the middle row and
o7 to 09 on the bottom
row.

The Convert to Symbol O O

window will appear. We

will name the symbol the
appropriate o and space O O O
number and make the

type Button.

ololo

TIC TAC TOE

On the Properties tab, we
will name the Instance the
same as the symbol name.



Adding an Image to Button — Select

Highlight the Select layer
and click on frame 1. We
add the first image from
Library to the first frame
by pulling the image from
the Library list to the
stage.

TIC TAC TOE




Convert the Select Image to a Button

We then right click on the
Select image and we choose
the Convert to Symbol from the
menu.

The Convert to Symbol window
will appear. We will name the
symbol select5 and make the
type Button.

On the Properties tab, we will
name the Instance select5.
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Instance of:

Convert to Symbo

Name:
Type: ' Button Reqgistration: o
Folder:

* Advanced

Copy
Paste in Center

Copy Motion

Paste Motion
Paste Motion Special...

Save as Motion Preset...

Select All
Deselect All

Cirl+A
Ctrl+Shift+ A

Free Transform

Arrange 2
Break Apart Ctrl+B

Distribute to Layers Ctrl+Shift+D
Distribute to Keyframes Ctrl+Shift+K

Edit with Photoshop
Edit with...
Swap Bitmap...

Motion Path

Convert to Symbol...

Convert to Bitmap
Generate Sprite Sheet..,

Show In Library
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Convert all the Select Images to Buttons

We then add the other 8 TIC TAC TOE

select buttons. The (@)
numbers go selectl to
select3 on the top row,
select4 to selecté on the
middle row and select7 to
select9 on the bottom row.

The Convert to Symbol
window will appear. We will
name the symbol the
appropriate  select and
space number and make
the type Button.

On the Properties tab, we
will name the Instance the
same as the symbol name.



ActionScripts

iew Insert Modify Text Commands

We choose frame 1 of the &
Action Iayer. Then we Lo o jesn e s e
select the Action tab and
we type stop() on line 1 of
the script.

This will stop the flash
movie at the fframe.

TIC TAC TOE
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Actions

Action:1
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Add another Event Listener

stop ()

zelectl.
zelect?.
zelectl.
zelect4d.
zelects.
zelecth.
zelect?.
zelects.
zelectd.

addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.
addEventListener (MouseEvent.

4

T

¥ 4 | Find &Replace

Replace

CLICE, ftn=electl) ;
CLICE, ftn=select?) ;
CLICE, ftneelect3) ;
CLICE,ftn=electd) ;
CLICE,ftn=elects) ;
CLICE,ftn=electd) ;
CLICE,ftn=selectT) ;
CLICE,ftn=selecti) ;
CLICE,ftn=electd) ;

We then add an event listener to determine when a select button was clicked. We

type:

selectl.addEventListener(MouseEvent.CLICK,ftnselectl);




Make the Xs and Os Invisible

We then type

x1.visible = false; to make
the red X invisible. We do
this for each X and O
symbol.

selectd.ad

& selectd . add o (M
selests,addEy er (HauseEy

& select Even
= select?.addEventListener (HonseFEvent . CLI
10 selecct.ad scener (MouseEvenc.

scener (HouseFvent .CLICK, fenaslectd) -

CE,fenselects)
¥, fenselectd) s
C¥, feneselectV)ir

ener (Moo

alaw:

] w falae;

F: = falser

21 = falaes
23 gl.visible =
2 82.visible =
2 sible =
£ of. visible =
- of.visible =
28 ob.visible =

23 o7.visible =
30 -1-] aibly =
of.visible =




Declaring Variables

We need four variables,
one for the count, one for
the game on and off, the
next for the winner and
the last for the selection
count. The count allows
the X player to play on the
odd turn and the O player
on the even turn. We
decided to toggle
between the two words.

The game starts as the
word “on” and when 3 X’s
or O’s are achieved the

game variable is set to
llof II.

ih ]

[
%]

3 var count:String = "odd";
4 var game:5String = "on";
6

war winner:int = 0;

war selCount:int 0r

g L Bad Lad Lad

The winner variable captures if no one wins (0), if X
wins (1), or if Y wins (2). The last variable counts each
selection and at nine end the game.

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. If we want to assign a
value to the variable, we use the equal sign in the
same statement.



The Select Function - X

We add the logic inside
the function for the select
button. We check the X
first. We determine if the
X symbol is on, if the
count is odd, if the select
symbol is visible and if the
game is on. If this is true
using the And statement
(&&), we turn on the X
symbol, turn off the select
symbol, change the count
to even, and we
determine if the X player
has won the game.

38 function ftnselectl (event:MouseEvent) { -
3L if ((x1l.visible = fal=se) && (count = "odd") && (selectl.visible = true) && (game = "on"))

i

xl.visible = true;

zelectl.visible = false;

43 count = "even";
if (((®l.visikle = true) && (x2.visikle = true) && (x3.visible == trus=))|]| =

L {(x4.visible = true) && (x5.visible = true) && (®X6.visikle = true))||
46 ((x7.visible = true) && (x8.visikble = true) && (x9.visikle = true=))||
7 ((%x1.visible — true) && (X4.visible — true) && (X7.visible — true))||

((x2.visible = true) && (x5.visible = true) && (x8.visikle = true=))||
19 ((x3.visible = true) && (x6.visible = true) && (x9.visikle = true=))||
50 ((xl.visible = true) && (x5.visible = true) && (x9.visikle = true=))||
51 ((#3.visible = true) && (x5.visible = true) && (x7.visible = true)))
52 {
53 game = "off";
54 winner = 1;
55 gotofdndStop(2) ;
56 }
57 }
58

For the win, we check the visibility of X’s in 3 rows, 3
columns and 2 diagonals using the Or statement (||). If
the condition is met, turn the game off, turn on the game
over text and announce that the X player has won.



The Select Function - O

We then add the Ioglc ;; if ((ol.visikle = false) && (count = "even") && (selectl.wvisikle = true) && (game =— "on"}))
60 {
H H H il 1.wvisible = true;
inside the function for the et = taiaes
63 count = "odd";
’ - s P .
64 if ({(ol.vi=ible = true) && (02.wvisible — true) && (03.visible — true)}) ||
SeleCt bUtton for the O S' 65 ({od.visikle = trues) && to;.visible = true) && (o6.visikle = true))} ||
. . 66 ({07 .visikle = true) && (o0f8.visikle = trues) && (09.visible = true=)) ||
We deter‘m|ne |f the O sf ::ol.vu:s;:ble — true) && :o&.vu:s;:ble — true) && :o?.vu:s;ble = trues)) ||
68 {{o2.visikle = true) && (o5.visikle = trues) && (o8.visible = true=)) ||
. . =] {{03.visikle = true) && (o06.visikle = trues) && (09.visible = true)) ||
Symbol IS On’ If the Cou nt T0 ((ol.visible = true) && (ob5.visible = true) && (09.visible = true)) ||
71 {(o3.visikble = true) && (oS5.visikle = true) && (o7.visikle = trus)))
. . T2 i
is odd, if the select symbol S
T4 winner = 2;
is visible and if the game is gotohndStop (2)
6 ¥
. . . 77 }
on. If this is true using the i ssicouns = seicoun & 1

gotokndStop (2) 7

And statement (&&), we )
turn on the O symbol, turn
off the select symbol, For the win, we check the visibility of O’s in 3 rows, 3

change the count to even,  columns and 2 diagonals using the Or statement (| |). If
and we determine ifthe O  the condition is met, turn the game off, turn on the game
player has won the game. over text and announce that the O player has won.

Lastly, we add one to the selection count and then we
check the if the selection count is as nine and the game is
oVver.



Copy Selectl Function

function ftnselect? (event:MouseEvent) {
if ((x2.wvisikle

All we need to do now
is copy the selectl
function and change
the 1 to 2 for the
function name and
variables. We should
leave the 16 game
ending if statements
alone.

Repeat this again until
all 9 select functions
are completed.

{

x2 .visikle = true;
zelect2.visikle

count =

if ({(x1.
((x4.
((x7.
((x1.
[(x2.
[ (x3.
((x1.
[ (x3.

{

game = "off";
gamelver.visible
gamelver.text

"even";

vis=ikle
visikle
visikle
visikble
visikle
vis=ikle
visikle
vis=ikle

fals=e;

}
}
if {((o2.wvisikle =
{
o2 .visible = true;

gelectd.visikle

count =

if ({(ol.
({04,
((o7.
{{ol.

({o2

{(o3.
{(ol.
{{o3.

{

game

"odd™ ;

visikle
vis=ikle
.wizikle
visikle

= "off":
gamelver.visikle

visikle =
visikle —

visikle —
visikle ==

gamelver.text =

}

true)
true)
true)
true)
true)
true)
true)
true)

fal=e) &&

&&
&k
&
&&
&k
&&
&k
&&

= true;

"Game Cwver

falsze:

true)
true)
true)
true)
true)
true)
true)
true)

fal=e) &&

&k
&&
&k
&&
&l
&
&&
&k

= Ttrue;

"Game

P

(count = "odd") &&
(x2.wisikle =— true)
(x5.visikle = true)
(x8.wvisikble = true)
(x4.visible == true)
(x5.vizikle = true)
(x6.vi=sible =— true)
(x5.visikle = true)
(x5.vi=ible = true)

- X Wins";

(count = "even") &&
(02.wvisikle == true)
(05.visible = true)
(08.wvisikble == true)
(04.visible = true)
(o5.wvisible == true)
(c6.wvi=zikble = true)
{(o5.vi=sible =— true)
(e5.vi=ikle = true)

2r — U W "

(zelect2.viszikle

&&
&&
&&
&&
&&
&&
&&
&&

(select2.visikle

&&
&&
&&
&&
&&
&&
&&
&&

(3.
(=x&.
(=x9.
(=x7.
(=xE.
(=x5.
(=x9.
(=7.

(o3.
(o6.
(o9.
{(o7.
(oB.
(c9.
{(09.
(e7.

wisgikle
visgikle
visikle
visgikle
wvisikle
wisgikle
visgikle
wisgikle

visgikle
wisgikle
visgikle
wisgikle
visikle
visikle
wisikle
wvisikle

crues) &&

crue}) ||
true)) ||
crue)) ||
true)) ||
true)) ||
crue}) ||
true)) ||
true)))

true) &&

true)) ||
crue}) ||
true)) ||
crue}) ||
true}) ||
crue)) ||
true}) ||
true)))

(game

n::n}}

(game == "on"}}



Create a Dynamlc Text

it  View Insert Modify Text Comman

Game Over - X Wins —

| 14 <t 1> pl  cpy R[]

On the Slide layer, we will insert a keyframe at frame 2. We will add text “Game Over
— X Wins” to the center of the stage. On the Properties tab, we will change the text
type to Dynamic Text and the Instance name to gameOver.



Create a Dynamic Text

v [#] Arial

Bold (Font 1)

Also include these

Estimated glyphs: 2135

Font Licensing Info

On the Properties tab, we will choose the Embed button. On the Characters ranges,
we annotate the All checkbox.



Make a Second Slide

To add a Button, we select Window on
the menu and Components. In the
Components window, we drag a button
to the stage as shown.

v

Game Qver - X V

Timeline
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Duplicate Window

Edit Bar

Timeline

Tools

Properties

Library

Motion Presets
Toolkit for Createl5

Actions

Code Snippets
Compiler Errors
Debug Panels
Output

Align
Color
Info
Swatches

Transform

Components
History

Scene
Extensions

Workspaces
Hide Panels

1 ticTacToefla

Ctrl+Alt+K

Ctrl+ Alt+T
Ctrl+F2
Ctrl+F3

Ctri+L

Shift+F9

F3

Alt+F2

F2

Ctrl+K
Ctrl+Shift+F2
Ctrl+I
Ctrl+F9
Ctrl+T

Ctrl+F7
Ctrl+F10
Shift+F2




Frame 2 — Action Script

We insert a keyframe in SeaE _ =
H Action:2 I:-':'-:I o >
frame 2 on the Action layer. Action:2 © L0
¥ 1t [Frdarepiace Y B8 B X
Replace | |"Replace Al
We SEt the Return bUtton 1 btnReturn.label = "Play Lgain";
|abe| to Play again_ We then 2 btnReturn.addEventListener (MouseEvent.CLICE, ftnbtnReturn) ;
add an event listener for i if (winmer — 0)(
5 gamedver.text = "Game Over - No Winner"™;
the button. -
7 if (winner — 1) {
8 gamelver.text = "Game Over - X Wins";
We add three if statements - .
. 10 if (winner = 2){
to state Whether there IS a 11 T gameQver.text = "Game Over — © Wins";
X, O or no winner, .
14 function ftonbtnBeturn{event:MouseEvent) {
15 gotoAndStop (1) ;
. 16
In the function for the '

return button, we use the
gotoAndStop to frame 1.



Test the Movie

Debug

File Edit View Insert Modify Text Commands Control Window Help

ticTacToe.fla® * Play Enter
Rewind Shift+,
- 100 150 200 Go To End Shift+.
: Step Forward One Frame
Step Backward One Frame
Test Ctrl+Enter
Test Movie
TIC TAC Test Scene Ctrl+Alt+Enter
s
" Clear Publish Cache
T Clear Publish Cache and Test Movie
4 E Loop Playback
D‘ Play All Scenes
o, i.L:': Enable Simple Buttons
O Mute Sounds Ctrl+Alt+M
s =
» ol
-‘/ —
T
& ol
il
*5 S
» o T A e R e e e :
& 3 | H |
" Game Over - X Wins

-

e e g

v

Action:1

-]
[=JT]

m = [

[S R R ]

L Ry

In Flash Professional

In Browser

In AR Debug Launcher (Desktop)
In AIR. Debug Launcher (Mobile)
On Device via USB

o I I Y FUR % T

[T T T e O e O e O Ve O '

W £

El
El

funct:

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 |

we choose File on the top [KlJ| | « Flesh » losh gamel
menu bar and then we press || Owsniz~  Newfolder = @
Save on the drop down menu. B Video: g N TR
Q@ + '. ticTacToe 10/8/2013 10:58 AM
CMegroup
2 computer] (COMPUTERL-P1 I
We will call our animation o P
. . & Computer 1
“ticTacToe” and we will &, os () 3
e Mew Yolume (D) 8
depress the Save button. - cossms1t 0
" Autodesk 360 - m .
File name: -
Save as type: [Flash Document (*.fla) vl
« Hide Folders [ Save ] ’ Cancel ]




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

- crobbins@worldclasscad.com [

.;1

- Save Ctrl+5

Save As.. Ctrl+5hift+5
Save as Template...

g
T
V4 Sawve All
=
O

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

& Exit Ctrl+Q




