

















60 Project two User-centred design

intromovie.addEventlListener ("complete", introObject) ;
loopmovie.addEventListener ("complete”, loopObject) ;

loopmovie. visible = true;
loopmovie.play () ; 20

Lines 53-54 use the instance names ‘intromovie’and ‘loopmovie, and add an

intromovie. visible = false r EventListener to ‘listen’ for when the intro movie has stopped playing. At this point, the
labels.gotoAndPlay (2) ;

EventListener attached to the loop movie tells the FLV to start playing.

skipbutton. visible = false;
for (i=0; 1<2; 1i++) {

for: (i=0; 1<2; i++) {

" : " i _root ["hitbtn"+i].onRelease = function() {
root ["hitbtn"+1] .enabled = true;
T //isOver = true;
currentButton = this.id;
labels. thDAIldPlay (2) r _root["hitmovie"+i]. visible = false;
loopmovie. visible = false;
_root["hitmovie"+this.id]. visible = true;

_root["hitmovie"+this.id].play();

1 9 Lines 37-47 define the actions for what happens when the Skip button is pressed. These actions are the

same as in step 18. We also activate the buttons (line 44). This bit of code looks at any movie clip that has ‘hitbtn’at

the start of its name and, provided these clips are sequentially named (hitbtnO, hitbtn1 and so on), the same function 2 1 Lines 56-67 enable a movie to play with a button. Each sequentially named

will be applied to them. In this case, they are activated for use (enabled = true). button (hitbtn0, hitbtn1 and so on) is associated with an FLVPlayback component of the
same prefix name (hitmovieO and hitmovie1, for instance). This is a great, dynamic way to
add more buttons and movies without having to write more code. Make sure your buttons
are prefixed the same, then do the same for your FLVPlayback components, ensuring they
are named ‘prefixname0;, ‘prefixname1’,and so on.

22 Lines69-74
complete the project. They
specify that once the user
releases their mouse button
(releaseObject) after clicking
one of the buttons, the ‘links’
variable should open up a new
browser window to display the
corresponding link, which is
defined in line 5 of the code
(step 17).0f course, you'll
need to change these to apply
to your project. Links are
listed sequentially,and relate
to the naming convention for
your buttons — for example,
hitbtnO will open the first
listed link, hitbtn1 will open
the second, and so on. Test
your project to make sure that
all the buttons do what they're
supposed to, and you're done.
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