Lesson 4 — adding action script to the shapes
In this lesson we will be adding the action script to the shapes.

Open your flash document you were working on in the last tutorial.
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Like in the last tutorial, we are going to start with the left side of the shapes
first. We need to make it so something happens when a shape from the right
side of the canvas is dropped onto a shape on the left side of the canvas.
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Repeat the above steps for the rest of the shapes on the left side.
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The code for the start of the action script is the same as before. You can copy

and paste the code in from below.

on(press){
startDrag(this);
}

on (release){
stopDrag();
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startDrag(this) ;

if (this. droptarget = "/circle area”) {

_root.circle_area.gotohndStop (2);
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on(press){

startDrag(this);

}

on (release){
stopDrag();

if (this._droptarget == "/circle_area") {
_root.circle_area.gotoAndStop(2);

}

on (press) {

}

startDrag({this);

on {(release){

stopDrag{) -
if (thi=s. droptarget "fcircle area")

_root.circle area.gotohndStop (2);




Ll

Options

@ 7] statements
-.(_’ +{

on{press}{
startDrag (this);
}
on (release){
stopDrag () :
if (this. droptarget == "fsq::lare_area"} {
_root.square_area.gotoAndStop (2);

on(press){
startDrag(this);
}

on (release)
stopDrag();
if (this._droptarget

=="/square_area") {

_root.square_area.gotoAndStop(2);

Non (relesase){

ActienScript 2,0 Classes ‘ etopDrag() ;
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on(press){

startDrag(this);
}

on (release){
stopDrag();

Ris. droptarget == "/polystar area") {

Qolystar area.gotohkndStop (2):




if (this._droptarget == "/polystar_area") {
_root.polystar_area.gotoAndStop(2);
}

}
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startDrag (this);
Options
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= o ,.: stopDrag() ;

if (this. droptarget = "/star_area"™) {
_root .|st:ar_area .gotoAndStap (2} ;

on(press){
startDrag(this);
}

on (release){
stopDrag();
if (this._droptarget == "/star_area") {
_root.star_area.gotoAndStop(2);
}

}



if (this._ droptarget = ","triangle_erea"} i
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_root. trianglq_area -gotoAndStop (2)
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on(press){
startDrag(this);
}

on (release)
stopDrag();
if (this._droptarget == "/triangle_area") {
_root.triangle_area.gotoAndStop(2);
}

}

One of the common mistakes with this action script is getting the action script
wrong. You have to make sure you have got your names correct.
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The name you have used in the properties has to be the same as in the action
script.

If you find your drag and drop game does not work, please check this.

All lessons are now complete.



