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             Flash MX 2004   

Creating a Graphical User Interface with a Navigation Menu

Flash can be used to create a graphical user interface (GUI) that a user can use to navigate throughout different screens.  A user interface created with Flash can integrate video, text, audio, and graphics to provide a rich experience.  Some advantages to using Flash to create a GUI are “its cross-platform consistency, rich graphics capabilities, and small file sizes” (Anderson, Del Lima, Johnson, 2004, p.1).  

To view some fancy examples of Flash-based GUIs go to http://4templates.com and select Flash-based templates.  

You can create a navigational menu that takes users to different screens or URLs by creating buttons and applying action scripts to the buttons.  

Using Flash MX 2004, I will demonstrate creating an interactive, navigational GUI by creating buttons and inserting action scripts which program the buttons to call on certain screens or URLs.

There will be three main steps to this procedure:
I.  
Creating the navigation buttons
II.  
Placing the buttons on the stage to create the user interface navigation
III.  
Adding action scripts to each button to direct each button to take the user 

           to a new screen or URL   

I.  Creating the buttons

First we will create simple buttons that have three states: normal, mouse roll-over, and active (when button is selected).  Then we will define what area on the screen will activate the mouse roll-over and active states. This is the “hit area.”
Creating more complex buttons involves creating movie clips.  If you are interested in creating more complex buttons go to: http://www.echoecho.com/flashbuttons02.htm for a step-by-step tutorial.

	Create the navigation button images
	Illustrations

	
Normal States:

1. Draw a shape using a shape drawing tool.  Type the text of the navigation button on the shape.
2. Select the black selection arrow and use this arrow to "select" the objects by simulating the creation of a box (it will be invisible) around the first navigation button.  
3. Select “Edit” and then “Copy.”
4. Then select a blank part of the stage and select “Edit” and then “Paste.”
5. You have copied the first navigation button so that you can create the next button with the same exact appearance (size, colors, and text size).  Usually navigation buttons are the same size and color.
6. Now change the text on this shape for a new navigation button image.

7. You can repeat this procedure to create all of the navigation button images you will add to your menu.

8. You have created the normal state images for all the buttons.  After you create the mouse roll-over states and active states of each navigation menu item, you can convert them to buttons.  When these images are not symbols they can be copied easily.
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	Mouse roll-over states:

1. Select the black selection arrow and use this arrow to "select" the objects by simulating the creation of a box (it will be invisible) around the first navigation button.  (you did this earlier) {short cut… you can also select all the menu items at once with the selection arrow and copy and paste them on another part of the stage}

2. Copy and paste this image next to the original image.  

3. Now you will alter something on this image so that it will look different when the user rolls over the image.

4. You can change the stroke color (outline of shape), fill color, or the text color.  These usually stand out and show a user that they are able to select a menu item.


5. Try changing the stroke color.  Double click on the outline portion and the entire outline should grey out, indicating it is selected. You may also select the outline of the copied menu item image by holding the shift key down and selecting each side of the outline of the shape.  The outline should become grayed out when selected.  Make sure you select all sides of the shape (entire outline).

6. Then change the stroke style in the properties section below.  Choose a different stroke style, select 10 for size, and you can customize the stroke style by selecting “custom” next to the stroke options.
7. Repeat these steps for all the different menu items to make the roll-over states.
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	Active States:

1. Select the black selection arrow and use this arrow to "select" the original image of the first navigation menu item by simulating the creation of a box (it will be invisible) around the first navigation button.   (you did this earlier)
{Remember there is a short cut for this part… Select and copy all the original menu item images at once.}

2. Copy and paste this image next to the original image.  

3. Now you will alter something on this image so that it will look different when the user clicks this menu item.

4. For this state we will invert the colors of the menu item images.  We will switch the color of the shape fill and the color of the text.  Of course there are other design options.

5. Select the shape’s fill area (it will be grayed out when selected) and change the fill color in the properties panel.  

6. Then select the text tool and click on the text in the menu item.  Change the color of the text. 

7. Repeat these steps for all the different menu items to make the active states of all menu items.
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	Convert images to buttons and graphics
	Illustrations

	1. Convert all of the normal state button navigation menu images to buttons. 
{You can do this by selecting the “modify” menu or by right-clicking on the image and selecting “convert to a symbol.”}

2. Make sure to name the buttons so you will remember the navigation menu name.

3. Next convert the roll-over states and the active states to graphic symbols.  {Do this by right-clicking and selecting “convert to a symbol” or selecting the “modify” menu}
4. Make sure to name the symbols so you will remember the state of the image:  homeroll, homeactive…

5. After you have converted all of the images to buttons and graphics they are in the library.  View the library to confirm they are all there.

6. You may now delete all the images from the stage.  They are in the library and we will go and put them were you want them to appear as a navigation menu soon.
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II.    Place buttons on the stage to create the user interface navigation menu

Now you will have to add another touch of design creativity.  Use the buttons you designed and place them on the stage to create the navigation menu.  This menu will stay in this same place for all of the screens it is used to navigate to.
	Arrange buttons on the stage
	Illustrations

	Arrange buttons:

1. Change the background color of the stage and/or document size if you wish

Select the first keyframe.

2. Go to the library and grab home 
(this is the original button—the one users will see unless they roll-over or select the button)

3. Place it on the stage and repeat this step for all the original (normal state) buttons.
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	Add different states to each button
	Illustrations

	Add states for each button:

1. Double-click the first button.

2. You will see four keyframes in the timeline for that button: Up, Over, Down, Hit

3. Turn on onion skinning

1. Double click one of the buttons on the stage so you can apply the different states to the button.

2. The up frame already has a button image.

3. Select the “over” frame and insert a blank keyframe.

4. Go to the library and select homeroll graphic (the roll-over state of the first button).  Place it on the stage (directly on top of the image of the up image state.  


5. Very important step!!!
You must “break apart” this symbol so that when you roll-over the button the roll-over state will not blink continually.  {Right-click on the graphic roll-over state image and select “break apart” or select the “modify” menu and “break apart.”}  

6. Repeat steps 1 -5 to apply the active state for each button.

7. To apply the “hit area” (area that you want the roll-over and active states to apply 
to the button when user puts mouse there) 


· insert a keyframe in the Hit frame

· draw a shape (with no line and no fill) that encompasses the area you want to designate at the hit area for that button

· if you draw a shape with no line and no fill, it will not be visible when the mouse is in that area

· then select the arrow to leave the button (it is circled in red in the illustration section)

8. Repeat step 7 for all buttons to apply a hit area.  Your hit area can be anywhere on the stage.  It may be in more than one area as well.  Just draw more than on shape.
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III. Add an action script to each button to direct each button to take the user to a new screen or URL

I will set up this navigation menu so that each menu button will direct the user to a new Flash file, in the same way an HTML file can link to other HTML files in a website.  For this reason it would be best to first add the action script to each button and then copy the entire frame of this Flash file to be pasted in the additional Flash files.  

For example, this Flash file can be titled “home” and the other Flash files can be titled, “project,” “team,” and “contacts.”  Then each Flash file with have that content for that page.    

	Add an action script to each button
	Illustrations

	1. The navigation menu is on the stage.

2. Now select the first menu button and add the getURL action script. 
{You can find this action script in the Actions panel under Browser/Network.}

3. This is the home button.  According to the naming convention mentioned above, the function should be:


     getURL(“home.htm”, ”_self”);

4. Repeat this procedure for all the other navigation buttons.

5. Now copy this key frame and paste it into a new Flash file.  Make sure to name the new Flash files to match the getURL page names you used in the action scripts.

6. It is best to paste this frame in a separate layer and name that layer navigation.  Then lock that layer so you will not alter it and the navigation menu will stay in the same place for all the files.

7. You can add the content in each Flash file now.  Publish them and upload the html files of the published documents.
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