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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! 




