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90. On this same keyframe, drag an invisible button over the “All Friends” option in the 
menu. Select this button, and in the Actions Panel add the following script: 

on(press) { 
     gotoAndStop(“W09”); 
} 

91. Add a target path to the action so that Flash knows you’re addressing the MAIN 
timeline, not this movie clip’s timeline: 

on(press) { 
     _root.gotoAndStop(“W09”); 
} 

92. There is one action that you might want to happen on the local timeline, however—
when you select an item, you want this menu to go away. So you can additionally add 
the local action: 

on(press) { 
     _root.gotoAndStop(“W09”); 
     gotoAndStop(“normal”);  
} 

Actions triggered within a 
Movie Clip act on the local 
timeline, not the main timeline, 
unless otherwise specified using 
target paths. 
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93. Return to the main movie by clicking “Scene 1” or the Back Arrow in the Edit Bar. 

Add an instance of your FriendsMenu to the main timeline/stage 

Now that you’ve created your movie clip, you want to add it to the main stage.  

94. Drag an instance of “FriendsMenu” onto the main stage on the “Interaction” layer, 
frame “W08,” positioning it so that it overlays the Friends Menu in the wireframe.  

 

95. Test your prototype (Ctrl+Enter on PC, +Enter on Mac). Click through the prototype, 
and when you get to frame “W08,” test the Friends Menu. 

Creating a Combo-Box Toggle 

Add and customize a combo box component 

Next you’re going to create a combo box that can be used to toggle between frames. 

96. On your main timeline, insert a new layer called “Combo Box.” Insert a keyframe on 
frame “W09” of this layer. 

97. From the Components Panel, drag a “Combo Box” component onto the stage and 
position/resize it using the Free Transform tool so that it covers the “Show: All 
Friends” combo box in wireframe W09. 



Quick and Easy Flash Prototyping | Alexa Andrzejewski | 23 

 

98. With this combo box selected, open the “Parameters” tab in the Properties Panel. 

99. To define the combo box options, double-click on the field labeled, “Labels.” A dialog 
should appear that lets you set values for these labels. 

100. Enter the following labels, one per row (use the “+” button to add additional rows)—
All Friends; Recently Updated; Recently Added; Online Now—and press “OK.” 
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Add interactivity to your combo box  

So what do you want the combo box to do? Ask yourself the three questions. 

• WHAT do you want to happen? You want to find out which item is selected and 
to send the main movie to the appropriate frame. 

• WHICH movie do you want to be affected? The main movie—_root—not the 
combo box itself—which is actually a fancy movie clip. 

• WHEN should it happen? Whenever the user selects an item from the combo 
box—on(change) {  } 

To do this, you’re going to use if statements to evaluate the “selectedIndex” property of 
the combo box, just like you used an if statement earlier to see whether a checkbox was 
selected or not. “Selected Index” refers to the row number of the label, starting with 0. 

• If the selected index is equal to 1, which corresponds with “Recently Updated,” 
you want to tell the main movie—_root—to go to “W10.” 

• If the selected index is equal to 0, which corresponds with “All Friends,” you 
want the main movie to go to “W09.” 

101. With the combo box selected, add this script to it using the Actions Panel: 

on(change) { 
     if(selectedIndex == 1) { 
          _root.gotoAndStop(“W10”); 
     } 
     if(selectedIndex == 0) { 
          _root.gotoAndStop(“W09”); 
     } 
} 

102. This combo box should only appear until Frame 11, so insert a blank keyframe on the 
“Combo Box” layer above frame “W11” to end the combo box’s appearance on the 
stage appropriately. 

 

103. Test your prototype (Ctrl+Enter on PC, +Enter on Mac). Click through the 
prototype, and when you get to frame “W09,” test out the combo box. When you 
select “Recently Updated,” it should go to “W10,” and when you select “All Friends,” it 
should return you to “W09.” 
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Simulating Type-Ahead Search 

Adding a text field that spans multiple wireframes 

104. Add a new layer (“Fields 1”) and insert a keyframe above “W13.” Drag a Text Input 
component over the College/University text field in the wireframe. In the Properties 
Panel, name this instance of the component, “collegeText.” 

105. If you click through the next few frames, you'll see that this field persists while the 
wireframes in the background change but appears out of place on “W22.” Insert a 
blank keyframe at “W22” to end its appearance here. 

Creating a type-ahead effect 

Dynamically displaying recommendations as a user types has become increasingly 
popular in rich internet applications. Simulating this involves the following interactions: 

1. As the user types each character of a particular word, the suggestions are 
narrowed. 

2. As the user backspaces characters, the suggestions are broadened. 

3. If the user presses “Enter” when the desired result is highlighted, the field is 
populated and the suggestions disappear. 

4. If the user clicks a result, the field is populated and the results disappear. 

To simulate this, you’ll need to have chosen the word the user should be typing and 
created screens showing each state of the results. (How would it appear after the first 
letter? The second letter?) 

Then, to simulate the first two interaction requirements, you need to add a script to the 
text field that tells the main movie (_root) to go to appropriate frame depending on what 
has been typed.To do this, you’re going to use a series of “if statements” to check if what 
the user has typed—the “text” property of text fields—matches certain triggers. It should 
check every time the value of the text field changes—on(change). 

• The most specific statement should be first—if the user has typed “carn” or 
anything more specific (two pipes—“||”—mean “or” in ActionScript), then have 
the main movie—_root—go to “W18.” 

• Otherwise (“else” means “otherwise” in ActionScript), if the user has typed 
“car,” the next most specific statement, then have the main movie go to “W17.” 

• Otherwise, if the user has typed “ca,” then the main movie should go to “W16.” 

• Otherwise, if the user has typed “c,” then the main movie should go to “W15.” 

• Otherwise, if the user has typed nothing or anything other than the 
aforementioned triggers, the main movie should go to “W14.” 

106. Go to any frame where the text field appears and click on it. Remember that any 
changes you make to this text field will apply for the duration of the text field’s 
appearance on the stage. 



26 | Quick and Easy Flash Prototyping | Alexa Andrzejewski 

107. In the Actions pane, add this script: 

on(change) { 
if (text == "carn" || text == "carne" || text == "carneg" || text == "carnegi"  
|| text == "carnegie" || text == "Carnegie Mellon") { 

  _root.gotoAndStop("W18"); 
 } 
 else if (text == "car") { 
  _root.gotoAndStop("W17"); 
 } 
 else if (text == "ca") { 
  _root.gotoAndStop("W16"); 
 } 
 else if (text == "c") { 
  _root.gotoAndStop("W15"); 
 } 
 else { 
  _root.gotoAndStop("W14"); 
 } 
} 

To simulate the third interaction requirement—“if the user presses “Enter” when the 
desired result is highlighted, the field is also populated”—you’ll need to add another part 
to this script. This script should instruct the movie to go to “W19” and change the text to 
the words “Carnegie Mellon” when the user presses “Enter”—as long as the user has 
typed enough appropriate characters. 

Add below the existing script: 

on(enter) { 
 if (text == "carn" || text == "carne" || text == "carneg" || text ==  
         "carnegi" || text == "carnegie") { 
  text = "Carnegie Mellon"; 
  _root.gotoAndStop("W19"); 
 } 
} 

To simulate the final interaction requirement—if the user clicks a result, the field is 
populated and the results disappear—you’re going to return to the “Interaction” layer. 
Add an invisible button on frame “W18” that, when clicked, changes the text property of 
the text field (which you named “collegeText”) to “Carnegie Mellon” and sends the main 
movie to frame “W19.” 

108. Click on frame “W18” in the “Interaction” layer. 

109. Drag and resize/position an invisible button over the highlighted recommendation. 

You can not only evaluate properties of objects using ActionScript, the way you did with 
the checkbox earlier, you can actually change properties. In this case, you’re going to 
change the “text” property to the completed phrase. But you can also change X/Y 
coordinates, colors, and other properties of objects simply by using the property name 
and a single equals sign. Use the Flash documentation to learn about available properties. 
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110. Add this script to the invisible button. Since the invisible button is independent of the 
text field, you’ll need to target the text field specifically, using its instance name as the 
path, in order to change the value of its “text” property. 

on(release) { 
 collegeText.text = "Carnegie Mellon"; 
 gotoAndStop("W19"); 
} 

 

111. Test the movie. As you type (or backspace) "carnegie" (in all lowercase letters), the 
type-ahead should appear to be working. When you press enter or click on the 
recommendations area, it should change the text to "Carnegie Mellon." 

Adding a few finishing touches 

First, add another combo box that loads a particular frame, just as you did above: 

112. Add a new layer (“Fields 2”) and insert a keyframe above “W19.” Drag a Combo Box 
component over the “Attended For” field. 

113. In the Parameters Panel, double-click on the “Labels” field and add three rows/labels: 
A blank row, “College,” and “Graduate School.” 

114. Add an action to the combo box that instructs the main movie—_root—to go to frame 
“W20” if the third item (selectedIndex == 2, which corresponds to “Graduate School”) 
is selected. To do this, with this combo box selected, go to the Actions pane and add 
this script: 

on(change) { 
 if (selectedIndex == 2) { 
  _root.gotoAndStop("k");  
 } 
} 
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Finally, add a few more text fields. While these fields don’t really do anything, they add to 
the realism of the prototype. 

115. On the “Fields 2” layer, frame “W21,” add a text field component for “Concentration” 
and insert a blank keyframe at “W22” to end its appearance. 

116. The final text field, for “Second Concentration,” appears on only one frame, so you can 
add it to the “Interaction” layer. On the “Interaction” layer, go to frame “W21” and add 
this final text field.  

117. Test your movie. You should be able to complete all of the annotated steps! 

Exporting your prototype 

To make a version of the prototype that is not annotated, you’ll need to have created 
another set of wireframe images with the exact same filenames as the annotated versions. 
To import these replacement wireframes: 

118. Go to “File > Import > Import to Library” and import all of the final wireframe images—
from the folder SourceImages_Final—at once (use Shift+select, Ctrl+A, or +A 
[Mac]) to select all). Since the names of these wireframes match the names of the 
wireframes you imported previously, Flash will ask you whether you want to replace 
the existing items. Since this is exactly what you want, select “Replace existing items” 
and press “OK.” 

119. Go to File > Publish Settings. Choose “Windows Projector” or “Macintosh Projector” 
(or both), enter a file name, and press “Publish” to create a standalone, self-executing 
file of your prototype. It will be created in whatever folder the Flash file is in. 

Congratulations! Using only the principles learned in this tutorial, you can 
create quite robust prototypes. All it takes is resourcefulness, creativity 
and experimentation. Happy prototyping! 




