Creating input and output text boxes using a button and variables
Today we are going to make a simple Flash CS3 program that prompts the user to enter a word in the top text box, and then takes this word and displays “The word inside the input box is” then your input word. This looks easy, but it includes the use of input text boxes, variables, maximum values and appending strings (lines of text).
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1) Open Flash and start a new document with Actionscript 3.0 as the code.
2) Create 3 layers for your document, in this order:
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Note: If your text boxes are not the top layer, you won’t be able to write in them during run-time!
3) On the Text layer, write the heading “Type a word in the top box then hit the button”
4) Create 2 textboxes using the text tool ([image: image3.png]¥ Adobe Flash
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), making sure that you change their properties from static text to input text so we can add Actionscript to them.

5) For the property instance name, call the top textbox inputbox and the bottom
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6) Up the top from the toolbar, choose Insert -> New Symbol.

7) Name this symbol Submit and make sure that it is created as a button.
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8) Make keyframes (F6) for all four states (Up, Over, Down, Hit) for your button, making it a different colour for each state.

9) Return to scene 1 and drag an instance of your button from the library onto your stage.

10)  For the instance name of your button, call it submit_btn.
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11) Create a stop on all three of your layers by opening up the actionscript panel (F9) and typing stop();
12) Now we need to type the following in the actionscript panel for the Textboxes layer:
stop();

// set the variable for the start of the output message

var myPartMessage:String = "The word inside the input box is "; 

// we can limit how many letters can be used in the input box with maxChars 

inputbox.maxChars = 25; 

//add a click event to the submit button 

submit_btn.addEventListener(MouseEvent.CLICK, addStrings); 

// function called by the click event 

function addStrings(event:MouseEvent):void { 

    // combine the partial message with the contents of inputBox 

    var myFullMessage = myPartMessage + inputbox.text; 

    //assign the value of myFullMessage to the outputBox 

    outputbox.text = myFullMessage; 

}
13) Note that the code contains comments, or internal documentation. It is really important that you use them, even if you know what your code does, as the person who has to come along and debug or upgrade your program may not!

14) Now you can play around with the layout of your document, the sizes and colours of your text or even the amount of allowable characters in your input box.
Enjoy!

