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3.1 R‘FLEHW

e B 5 K TR BRI b LD AR ) BT ok 2 B AR A% 0 R T 45 SR AT S TR Y 3l A
ActionScript 3. 0 4 3 A>T HI o 4% i #2 5 0 09 6 A S5 PRI A) . HL 0 0l O if 2R AR i A
if-else Z&F i A) cswitch ZRAFTR ] o ASTORE DR AR AR X — FhAS [ 19 16 6 7 e 454

3.1.1 if&HiEq

if (AR fFRER)(
LA ST BRSO P p A, 5 Bk i () BT S T A O
}

i 4n .

var a:unit = 12;

if (a%2==0)
trace(a, "% "),

FES AR B b U I8 B 0 I R e G T ==" BT LA ST T 5" a 20 27 SR I 1 i
BRMEERSET 0. B4 EAF AT trace O 1B A A OCME B T3 ZH AT H
A AT LA DA FR$E 5 WUR T ZPAT AR HA — > 18 A B, 0 0 240 i A 7 240
T BT ) R TAE — X RG-S .
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3.1.2 if-else iEf]

if- else TR /AITE MR B0 if 15 A B AR B3N T — R 43 30 X Rl iR AT B — RIE AR
if (FpFEFRBA) {

@ -
Y75 ST, AT O P 5
else {

YA RS, AT @ P 5 )
i) 4

var a:unit=12;
if (a%2==0)
trace(a, "J %K. ");
else
trace(a, "2 & . ");

if-else Z&FIE A AAT WO B0 B 22 AT PR 1B 45 B2 A B8 2 A 8 #5600k w] UG T if-

else if-else &4 154] .

if(Fik 1)
WAL

else if (Fik 2)
WA 2;

else if (FiA 3)
WA 3;

else if (FikK n)
A n;

else
WA n+1;

4, 22 2 B 4 B score By i HI A 9% . score=90 M. 90 > score=>=80 N R, 80>
score=70 A H4E,70>>score==60 K M ¥% , score<60 A K #% o

if (score >= 90)
trace( "fi" );
else if (score >= 80)
trace( "R" );
else if (score >= 70)

trace( "H" );
else if (score >= 60)

trace( " JA%" );
else

trace( "R KHE");
3.1.3 switchiEf]

1 if-else wh T LI A% 2 15 A T0RMBE M 195 0 7 1) A 24 o i e 77 2 A AN [
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()53 3¢, 36 AT LU i 38 Ak S S 90 22 K W

switch IEA MY T — R A if-else if-else &A] ,(HEF L if &R BEEMWIE £, switch
T ) AN 2 R S5 A AT I DA AR A5 AT 2R AL T 2 % 2 3k 2 HE A7 SR B I {1 53 495 SR ke off e 2
AT HIACAS R

switch FHAj#% X F

switch (Fiki{) {
case:
FRIFIER] 1;
break;
case:
BIFiEA) 2;
break;
case:
BIFiEA) 3;
break;
default:
BOAPAT R P 1E A
}

Bl , F switch 58] SC B L #5024 A2 B0 7 B score fi S AR LAY ThBE .

var a :Number == score/10;
switch(a)
{ case 10:
case 9:
trace( "fi" );
break;
case 8:
trace( "K" );
break;
case 7:
trace( "Hh" );
break;
case 6:
trace( "JHE" );
break;
default:
trace( "AKAE" );

3.2 fBEIRGH

SR 2 R AT A R i 18 4] mT LUR) 0 2808 A R Ak #2 )7 . 7€ Flash ActionScript 3. 0
A 3 FEIRIER] : for 1B A] for-in 1 A) Ml while 1E4] .

3.2.1 foriEf

for T /A 38 H TR P UCRE 52 B 00 B B AT 208 -
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for(Min kA, KRB, BHRENX)
{

/TR FRNAT I R )T Bt (PR IR 1K)
}

T R—AA for AR S M — AR T 14+2+3+ - +98+99+100 AY{H.

var s:int =0;

var i:int, h:String;

for (1=1;1<=100;i++){
s=st+1i;

}

h="s="+s;

trace (h);
BirgE R . s=5050

3.2.2 for-in #A for each-in i& f]

for-in fll for each-in 15/A) #B AT LA B ZH DL Beovt 22 B0 25 /0 — e fdi B . {d F e 5 /g m] DA
EAMEREENA Z PN BB R — EEARE R Tl A RSt E.

for (A2t 44 in 20 44 B0 REHE S A)
{

/RENR B, T LU AE AR S T AR 5 B e R s ARt AR S R 44 5 R (e
}

AN T RS AR B my Arr AP ITER R TR

var myArr:Array = [1,2,3,4,5,6,7,8,9,10];
for(var i:String in myArr) {
trace(myArr[i]); /TEIE AR RN BEITE R T s

}

TEfEH for-in B, A8 5 (9 2 B A 250 R String ZEAY, WA 75 B ) Number %5 H At 28 7,8
NIRRT
T T A S R R A Sk 1) 6k 42 vb i JE kL AR TR B

/178 L— A% % 1zxt, 308 @ 24 nane Fl age
var lzxt:0bject = {name:"JB T Wff K", age:30};
//3RAT i T 4 AR
for (var i:String in lzxt) {

/7% @ 1 2 BR A S

trace("for in FEAHH : "4+ " "+ 1zxt[i]);
}
//#A47 for each i [Jj 5 1E
for each (var k:String in lzxt) {

/1% E TR E

trace("for each EAJH Y : " +k);
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3.2.3 while iEf]

while 4 357 2% P4 J 57 B9 B0 » — LA 2 21 2% AR AN IS
while( & fF #ikt)

{.

}://%14:%5;!3#,%??{ Y S A, AR O BR 2ot B o, T L break A Bk 6 2R
5140 T B9 TR R SR AT S 1 ~10 Y N BT A FAR B R

var i:uint =1, mul:uint=1;
while (i<=10) {

mul x =1;

i++;
}

trace(mul);

3.2.4 BIRHMBKE

8 B B i B L R AR — R R B PR TP A A 75 — DB R R A B 5T 2% B R 4G
WAk BRI REFR AEER . DL for FE IR N ) 4% 40T P
for (WAL TRFRZ 1, HHERA) {
for (WIAML; TEFR A B HEER) |
RT3 5
}
}

3.2.5 break 1 continue iE f]

1t ActionScript 3. 0 FA] LL{#i ] break F1 continue R HI G FE . break 15 7] 1Y 45
SR R ER N BT S T 03B 4] s continue 14T Y 45 5 R 45 1 F Y T — 56 AT BF
BB E T — S RIEER . T 2 348 K T continue f& I BY1E A1) AN BT .

T AP F A P AT R A L 0 B R 10 Ay AR, W SR 1SR 3, A il AT
break il continue /4], FH & A B9 15 &0 AL 41 s

/718 oreak ¥ i 1§ 21

for (var i:int=0; 1<10; i++) {

if (1==3) {
break; // 8% continue & 4]

}
trace("YRHIHF A" + 1),

3.3 EHREIERIEE

SR B OC/F 2 Flash Afi 8 809 — MO PF . 352 Fr 59 48 Jm 4 19 35 W 02 ActionSeript
M EEIIREZ —. MWARZAR L. Flash §9F 22 52 2% 8l ml Z0CR #7152 5. D) EHR 55 82 1 57 45 )
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PEFE i Az A R ).
3.3.1 AHETHELREM
1. 845

Flash 3 5% o i) X5 R H0A © 1A b5 AR AR LAMR R B AL, Flash 542 Bl
Ap BRI B B AR BRSO (0,0) BT — AN KRR KA B G — KRR T H Ak bR . Flash BRIA
(15 5 K/ Ry 550 X400 185, Bl 504 T M Aa bR Ry (550,400) , 3 5t 19 B — s 43 51 x
My Rx x AFR(E R PR y AL bRE & P W&l 3-1 fiow .

i hn L AE FuEh FROR G R s 35 % my_me 1Y AT B

(AR NIRRT O R —
xHliJ5 1A
my mc.x my mc.y
G B x Ay JE AT DLAE S 3 0 O R R B Y yAlT 1]
L8 BN B A R my_me %5 40T /Y 7R b 3 R RERA
O AEREKR enterFrame A AR SRR 10 T # 3 —

MEEBINLE

stage. addEventListener(Event. ENTER FRAME, moveBall);

function moveBall (event:Event){

[®] 3-1 Flash &5 R

my mc.x +=2;

ny_mc.y += 1;

}

S BT X G AR AR 0 A R xy AR B BRINE LT L SR 78X G AME Y 1Y A2
A AR R AR bR G SR 3-2 BT

AR H L 1 5 AR TR o a5 ORI Tk

A bR g BTN A EXT R oy AbR s BRI X R B IR AR R
H (0,00 J5 s B A7 B OVl T I B /N E 0 B AL 3-2 B R S AR AT e gy oo
PRI S AR GE B W o 2 A2 T AR T A bR R v DS 0 7 B AR DB 22 T AR DAL 2 3
wE 3-3 s,

ARBRAL g

EfhR: BRil

i

&l 3-2 Aabrrhl s & 3-3 A& M A
ST TP S« X AT MR (/AN L B AR A1 25 o 5 KA K LA o T

PRl 2 A T X R AT AL E . A&l 3-2 Bron AR B iR A8 TR X R IR — 4> %S
O B Sy FEAS T Hh s T LT BRUPRAE B3 4> v 5

")
e’
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FE: LAFRES>AHAE A,

(1D WA T 5 B CE SR B W LSRG W 722 1 A i AR A A

(2) SR P A0 X G ik 25 1 AT A0 G P o ) LA 3 AT 00 X6 G2 18 A o s i FE R A A

R U X 52 0 A A (R A X A . R AR B B E X R L L B i AR bR (E
EEL,

A B2 R A5 v iy A bR B S IR L. 358 B AU A bR AR B L0 W R
G R B ER R A BN RS BN R a TIEEXNZL b b WEMNS a ikE
KFEMFE 3-1 Pin,

%31 HEEFHEbLEEMITE

& 43 it & X &
N385 B i (alpha) 4 iy AN %5 B £ = a. alpha X b. alpha
5 & (height) 4 JR) 75 B = a. scale Y X b, height
ffi & (rotation) 4> 5 /4 JE = a. rotation—+ b. rotation
i B (width) 4R G2 )% = a. scaleX X b. width
x ABFR (%) L F x R =a. x+b. xXa. scaleX
y A HR (y) L JF y kR =a. y+b. yXa. scaleY

BRI — RS G AR X Flash it 2 #2 A SR BEAR# H 22,
2. R~r#=l

R BB BB 0 — IR 0 R 3 AR R 00 AR 15
35— RN IR B A X 0 5 B R R 1 0

44 %8 SR PR P wideh ™R e 0 B P 0 46 X9 FE % “eight” BB B o
B 40 4 P52 L3 5 2 19 3¢ F LA E D 60

A0 B 09 AT B my_me 5 RUIEE ) 200 53

my _mc.x = 200;

ny mc.y = 200;

HRE ISP i A 46 76 5 P 09 K O 0T 207 160 L 30 46000 35 50 T scaleX
“scaleX " WAL THIAS T HE o G HE 09 09 B 160 R oF width A1 S height 9 7 4
T 57 5 o 85 0 R

scaleX Ml scale R B R 1 EVAHHIL DI 10026 REAK /N . B2 03 4
5 P B A R 2 B T 00 SRR A S0 x By IRPERR B 0 2
B H DRI RAR B 5000 IR x T 2056 99 8o 0 X8 5B 0 5 L 090 100 941
HO AR B o P 9 50 A B S A5 A8 2 A2 €0,0)

01 BB DR G my_me R FEIEIROR 145

my mc. scaleX =2;

my mc. scaleY = 2;
3. RirfLE

FIIS 7 BT 88 S0 PF A9 T P AS(E AT LLSRAT A B 07 B 38 AT AR A5 b 437 B B BB Dl A
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(B3R P A bR B RN BRURR e B 9 A8 A A B SC B 70 mouseX Al mouse Y, HiA,
mouseX fUF AR YK AL AR 7 B mouse Y AUHEEAR A9 T B AL b B . 75 ZE UL Y2 .
X P A B 7 A R A R DU T 2R RS AR A T S R A A AR B PR X
PN S8 7 TR 82 7 ST A U E AT SRR EAR AR T2 R BT 3R A9 AR AR A2 B . mouseX
il mouseY J& PEHAR & XS R B8 A bR I T 8 TH 5 A L BIAE i () Bl AR OEAR 5 2 B Z
6] A BE s 7252 7 BT AR P REOER S8 R IR D Z M A R . Flash AREZRAG M H B2
FEC A ) SRR 7 X A FOR AR R R IR E I SR/ . W RN E
550X 400 , £E IE H  5 IN AE AR AT 1Y BUBR AL B B AE (0,00 ~ (550,400) 5 ISR 4 4 i 7 11, 45
ALY BT AR/ AE 5 A0 SRR AT 2 B 8 U 5 R 8 IR R RO G

4. mEEFE

rotation JE PEAUFRE A BT A HERE T7 1) . R — DM E(E . T —180°~180°, il LI /2 4%
BOMPE 80 0 ROK B B BB X DT Z 00 R GE 2 B sl H A 4 D ik A R 22 T Y
fH. P10 6f rotation MfEBLE N 1817, R K BRI — 1797 ¥ rotation MY EH B E N
—181°, ARG B Rkl 1797, AHIFH L rotation 23 BT H . R4 4 H K e ME
Fe 3 — 180"~ 180", I A 2352 Wi 21| 52 - 0 B e s 1) 328 5L

5. AT

visible J& 1 B AT WL o FH AR R A8 BI R true(D) . 883 false(0) . N true F/m 5 H 8y
BRI UL, ED RS BT A s Ol false FROR G R BTN AT WL, BEOEURE B A

14 ZE SRR 5T 4 myMC.

nyMC. visible = false;
3.3.2 =% K By 4R IT 4 B B i8] B

52 O 48 00 14 Bk R) A B4 i ) 5 3 A TR) %) 4 T AR — B0, ARG 3B L B E L Bk AR
Biln .

my mc. play(); kD8

my mc. stop(); /5

my mc. prevErame(); /1) b — Wi 5
my_mc. nextFrame(); //EE R — Wi 45
my_mc. gotoAndPlay(n); /7B B EE n WL, 4k S 4 L
my_mc. gotoAndStop(n) ; [TBEE B EE n WO 15

X FR R BT A LU =AY AR W LR Rl s R AR A R g k.
1. currentFrame

Wit currentFrame J& M a] BUSTE 52 7 55 45 055 8] b 496 58Kk B 78 09 W 2 5 o 76 ABORE % Bk
R B AR AT R 510 A e bR L ) B A A R g R SR H L T DA LE R R B A A0 B I
Sk ) ATk 20 Wi, v LURE FH LT 15 A
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my mc. gotoAndPlay(my mc.currentFrame + 20);

2. framesLoaded

framesLoaded J@ 23R [0] N SWE ST 2 i i H 3% J@ o+ 20 A 1T e id 3047 58
JEHEAS SWE SO H 45 E Wi I 4 3h A 2 i, T LR 7R — S B & U P i% SWE U IE
fEfm#E . flimn.

totalFra = this. framesLoaded;
3. totalFrames

totalFrames J& 1 231 [ 7E 52 7 59 48 SR e b iy UEEL % B M 5 framesLoaded J& 7
g5 H AT LU R P E AT SWE SO 2k 2 B2 5 53(H (framesLoaded/ totalFrames X 100)

R AR T P ik i S AN R AE N2 T 100 Wit i) A R ik E 15 90 it IR 4 1] i Bk 20
Wiz, SRR 110 ML, fy T 55 110 WUE A FFETE BT DUIA T4 2 W AT BURHARAS 52 38 40T

var t = my mc.currentFrame + 20;
if ( t < my mc. framesLoaded ) {

my mc. gotoAndPlay(t);

}

else {

My mc. gotoAndplay(my mc. framesLoaded);
}

3.3.3 E#I5MKEEEIE
. SHB A S

£ ActionScript 2. 0 o f#i ] duplicateMovieClip J5 ¥ 3& & il ¥ F 57 #8 52 i, 7
ActionScript 3. 0 2 BUH XA J7 ¥, U2 JC v B4 X 5 2 B i Fy B T 40 20 e A
5 9257 5 X 95291 SR P ] addChild 5 addChild At 52 i 0 %2 5 1.

(1) addChild O 1 4 (15 L 454 R -

B BTN 4. addChild(Xf 4 )

addChild 7] LU 48 52 RO G A 252 B a5 g Xt e rp R RR @ I A R Fhoet 5, Hoep
(G0 J X G A8 i 24 FR Ot J2: 1 new bR B0UT B 2 1 SR T 42
(2) addChildAtOAF 2 BB LS50 R -

R BTN 4. addChildAt (X4, & iR )F)

addChild At a] DU 5 %E 19 X GO A I 82 i 57 8 Xt e v, I Bl 8 52 A X 2 9 2 il ik
o Ho GRS B by R T Xk G 1 of 2 T 28 9 2 U

b

nyObj = new Object();
ny mc. addChildAt(myObj, 3);
/7 X 5 "ny0b] " I B il K B "my_me" F 5 3 2
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2. MRS

{#i | removeChild 8f removeChildAt A] LA BR 52 H BY S XF £
(1) removeChildO) 452 B E S5 «

DTN 4. removeChild(Xf 4 )
removeChild AR 242 1 252 F 57 48 o i) Xk G M B o 491 40

my mc. removeChild(myObj);
/MR R B4R " ny_me" 1 X 42 "myOb3 "

(2) removeChildAtO Ay 4 1B = 454 K .
5 R B XT % . removeChildAt (& K F)
removeChild At T] ¥ 8 52 B UK 7 B9 52 52 A 59 48 6 52 B 491 4

my mc. removeChildAt(3);
/MRS B BT "my me" W ETBORF N 3 B4

3.3.4 HMEHFERHE

1. startDrag()

startDrag O g2 B LS5/ .

BT X R . startDrag (Bl M0, #i X))

startDrag J7 35 0] LAk P 6 B4 8 M52 7 BT R0 42, B 31 stopDrag O ¢ 8 H1 5 » 52
BB AW S 7 5y B 0] DA O ok R IR HBE — R R B B O AT BR A
BIE TG R A SR AR L 8 E R B0 5 R B A 6 R B RUE T RS 4R BT A e (true) SR Bl0E
TE P8 — R R 5% 0 B 0 2 67 B (false) , H6 B3, X 8 Ry 000 IX 0 38 78 52 0 09 0 42 4
B PR 1 2 T DX 8

i -

my mc. startDrag();

W52 R BTN R “my_mce” BEATHI BB .

this. startDrag(true);

W Y HT 52 5T 3 X G A 0 s IR R IR L

2. stopDrag()

startDrag O fir 4 JTE S 4. B AT 45 1 startDrag J7 2% B 96 ] 1k 1T 46 800 95 2 52 1 57 48
XF A5 1R IR A . A5 1k 52 R BT AR X 4 “my_mce” B i BB A

my mc. startDrag();

P~
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3. dropTarget

dropTarget i % JCZ . J& iR 0152 5748 X G 45 1k 4 B 7 T 18 05 B9 %2 7 59 48
G SR A RS AR P TR Oy R Ja — A b B AR R ST A R L

myobject = my mc.dropTarget;

WA AT 7 BT A B my_me”fE i B R P TR O R BT X R IR R E A

|=NY

A5 & “myobject”,

3.4 RIrESMEFHIEF

3.4.1 REirpi=H#

M “hide O ”H1* show O 7 R B AIE 78 SWE SCHE A g AR 18 41 . BOAE B0 T BUpR 5
Bt T LA AER AT RURE R, 140

Mouse. show() ;

1 SWE 3l 52 7 o BOst i 22 58 BUbR 18 B s 0k

my mc. addEventListener(MouseEvent. MOUSE OVER, chgMouse) ;
function chgMouse(me:MouseEvent) {

Mouse. hide();

}

XSG my_me” FENT bR AT T % 2 BURR R BT A G5 A I R 4 MOUSE _
OVER ZFEA4P) AT BB chgMouse)”, 7E K%L “chgMouse () ” i f# A hide J7 ;[ &
4 BN AR T .

FIHH startDrag i 4E BBRBOR - BE GBS X G2 00 B 77 v 8 w] L & A 1 A 19 BB Ol
i B e RO B AR F8 41

3.4.2 #EZHIEF

TESS 2 B2 o) 1 B AT 0 AL B AT A 0T G IS AT LT o AT T 5 1 15 R M A R AR
BB OC B4R A SF R )R T KeyboardEvent 2§,

Xof T A A L 8 R AR R g A L ] DA LR P R A

(1) keyboardEvent. charCode;

(2) keyboardEvent. keyCode;

F—rEEIER® T T N F S, it & ASCII, ASCIT( American Standard
Code for Information Interchange, 3¢ [& br {7 & 52 4 %) & H A i35 ML 6l A5 e )iz 1
TRV B g A L B B B AR vE AR 2 21 (ISO) 5E o B R A A A T4 8N I — A4
ASCIL, {1 723 4 B XS W 1Y 72 32, K5 1Y A”XS I 102 65 45,

B AN BRI S TR AR . XA B YRR XOIAE T SR R A R R A
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7 N TG o e T /AN S 1 (T /NG G b S & B R TR e 2 2 N 1 P
Pl “keyboardEvent. charCode” () 45 S AN [A] . (H & i T B A1 () 02 A — A de 5 Br LLE AT
“keyboardEvent. keyCode” 45 e AH A ,

Uy re st A e B, H R AE e 12 . B AnEUE 58 (Esc 88 i3 s 2 27 (H 2 A b X
42 3% &2 flash. ui. 4 rh“Keyboard 28 N & 1Y H B0k 0 0 8E(H . € 3-2 Tl 1
Keyboard 2 g HI ) — 225 4%,

& 3-2 Keyboard i E FHHIE

il 44 i B
Keyboard. ESCAPE 5 Esc MEIEARIEE (27 KB H L
Keyboard. DOWN 5 T S A A AR (40) JCHR I H B
Keyboard. DELETE 5 Delete BYEEPECHE(E (46) KA H %L
Keyboard. BACKSPACE 5 BackSpace HEHERISIE (8) JCIR M H £k
Keyboard. CONTROL 5 Curl posg i AmE (17) BN H 2
Keyboard. END 5 End MM (35 RBCAYH 5
Keyboard. ENTER 5 Enter AU UASME (13) XEAHE
Keyboard. HOME 5 Home RYHEFEMIGIE (36) IR AYH 5L
Keyboard. LEFT 5 1) 22 0 Sk R I B AR AE (37D IR R 4L
Keyboard. RIGHT 54 Sk E AR (39) SRR AR KL
Keyboard. SHIFT 5 Shift AU ME (16) SCBEM 5k

il Keyboard. SHIFT 4% F #{H 16, A b AR ol 4 0 keyCode J& 75 55 F Keyboard.
SHIFT % & 3 Shift S 2 B gk . A A By Shift HZE A2 T 1./ 0T .

/ /i "keyDown" 2 {4
stage. addEventListener (KeyboardEvent. KEY DOWN, showKey) ;
function showKey(event:keyboardEvent){ //%& X Wi pK %" showKey"
if (event.keyCode == keyboard. SHIFT) { /18 T T W4 B R & Shift
trace("Shift #gk T T!"); // " Shift BRI T
}
}

% Ctrl+Enter 85 . al LIA ) 5% T Shift 8 9 I, 76 i H 11 Bz 4T B Shife
BRI T TR AR SR B AT AT BN
s R — AN FREROT 1) B A B 4 BOE A B

package {
import flash. display. Sprite;
import flash. events. KeyboardEvent;
import flash. ui.Keyboard;
public class KeyCodes extends Sprite {
private var ball:Sprite;
public function KeyCodes() {
init();
} private function init():void {
ball = new Sprite();
addChild(ball);

P
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ball.graphics. beginFill(0x££0000);

ball.graphics. drawCircle(0, 0, 40);

ball. graphics. endFill();

ball.x = stage. stageliidth/2;

ball.y = stage. stageHeight/2;

stage. addEventListener (KeyboardEvent. KEY DOWN, onKeyEvent);
}
public function onKeyEvent(event:KeyboardEvent) :void {

switch (event. keyCode) {

case Keyboard. UP : /7 15 1n)

ball.y—=10;
break;

case Keyboard. DOWN : //°F J5 [ 4t
ball.y+=10;
break;

case Keyboard. LEFT : //7c 75 [n) 4
ball.x—=10;
break;

case Keyboard. RIGHT : //#5 77 [
ball.x+=10;
break;

default :
break;

}

WA — ST EAE A S 7E Flash IDE 385 d K52 A i, Flash IDE £ {5 Wt — 22 471
Tab 5 T A 1Y) GEFE A —SL 48 8 T IREFEHE 10 32 50, IS R 25 R S gl i i, T LA
fi¢ Ctrl+Enter ST Y52 A 00 % 11, 38 i B85 s il 7 — 25 Bl e b B A 2 R fff e . 3 R U
TR R AR EOE T AEZE W B 48 —FF

3.4.3 FEEMEH
1. MEEAEXR

157 . Sound X2 4 K : Sound = new Sound (5 3 34 ;

Sound &4 Media 2 {4 11 #2E , Sound AT DL 52 B i 75 & - 2E 8 FH Sound 2519 77
B LA - I Z0Ud FH A 3 P 2R new Sound R 37. Sound X4, Ho i B % S04 4 URLRequest
KARIZHL, Wb Z5E T URLRequest 28XF GO e 74 8 3R AR S A6k 25 1 H AR A

il an .

my sound:Sound = new Sound( new URLRequest("test.mp3"));

Fa 7 “my_sound” 7 8 X G2 i 2SS 7 SCAF test. mp3.,
HAth s T 6 )8 g T Media 44 0945 € 2%, F 2l SoundChannel #1 SoundTransform
PSS, T M B AL s S S S SRR M e T R s A ek i 5
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my_ soundChannel : SoundChannel = new SoundChannel ();
1 — 1 “my_soundChannel”SoundChannel %42,
my soundTransform: SoundTransform = new SoundTransform ();

5 1E — 1 “my_soundTransforml”SoundTransform %f 42,
2. MBEELH

1% : Sound XG4 FK. load (A 30D 5

load 77 5 A W5 45 58 B9 75 35 SCE N 2% 3] Sound 42 L load J7 sk B R 4 2 038 4 75 35 SC
7 BT LA U8 ] URLRequest 288 X 5 3R 5% i SCPF R U 445 83 i I 3 SC 1R 9 AR B AR
ik .

my sound. load(new URLRequest("test.mp3"));

75 SO test. mp3” i E] “my _sound” X} 4 Hr . B SCAE“ test. mp3” 5 SWF U4
{14 JIT 7 A7 8 A (] R TR) 42 1)

my_sound. load(new URLRequest ("http://www.xyz.com/test.mp3"));

B 75 SCPF test. mp3” 4K ] “my _sound” Xt R, 75 S0 test. mp3” 5 SWE SCfF
BT AE L BN R AL T Internet [2% vh . SEHCIR N 2 7 8 SCPFAR SCAS 8 01 40 A 58 SCAF B9
FECS 6] B (length J@ 4 » b 25046 745 35 6 G 00 28 56 WO B0 A il 1 A Je A BEIBUTH -t A2
XA complete” SRRl A Z 5 . WUER F S E &0 T SWE U9 L [R] i)
TE 1B R X B A P 2 B B H st A B A o o B i) T O P AR %R i SO
Fr el JEA T ZH AL load J5ik

3. EEXHMBEHRS XA

HE
Sound Xf G4 FR. play (T 46 #7500 6] 42 &, 85 52 F6 i UL, Sound Transform X 4 5
Sound X} % % FR. close( ) ;

2 HY load J7 ¥ kA & X 4 58 N 48 & SO BB i & R IR L AT play 5 s T
UG 38 R & SO VR play 7 BB 45 8 AR A0 S 80 L 75 8 SO N Sk IF B 15 ik — Uk L 1A
FH play J7 Al W] 45 58 S BOR 8 & AR AL TF 16 56 550 BRI k. I play 7 55 233 8] —
A~ SoundChannel 42, 2 AL AT DUXS P & SCHF AT 1 45 i 77 75 58 vk i & A A close
T3 23 O P AREICHE L » T AT 00 28 1) S 4 4 T B LG I S X OB R — A S R A
i .

my sound. close( );
K AL LESHRE T TR R T A N R R
4. NEEE BN E

jE ¥ . SoundChannel X[ . position;

P

\
85 |
ot
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Sound Xt % 4 FK. length
position JEVEE N A F E A &L 8], B YEE A AN A Z Ry, YA 3 8wl )
position J& PE{E 2 76 AR WK FRCE FF Sk B F i R 0. WS 245 A1 o 10 ] 36 i B G i B
2] , AE AE Sound 7 X411 length J& M H1E .
NT = Math. floor(my soundchannel.position/100)/10;
HAS P O 6 ) 28 3k e () 6 B8 & N B — B R EOE E A AR NT”, “my
soundChannel” & —“~ SoundChannel X4

NT = Math. floor(my channel.position/1000);

myM = Math. floor(NT / 60);

myS = Math. floor(NT % 60);

trace("FHEH CHEH: "+ nyM + "4+ nyS + "F;)

B P AR R 28 3 N R) e 5 R A R I

NT = Math. floor(my sound. length/1000);

SRR 7R 5 T A O R IR [A] 45 35 R R K A A B NL”, “my_sound”  —~> Sound
IO 8

5. RE/MBAAFENEEEN(FE

1835 . SoundTransform Xf 4. left ToLeft
SoundTransform X} Z:. left ToRight
Sound Transform %t 4. rightToLeft
SoundTransform %t 4. right ToRight
leftTol.eft J@ 11 J& 15 & ¥ AT Zc 7 1 B 1 0 e 2 0 25 72 i R W WA, left ToRight Ja 4 2
1 Bl O 22 7l i o e 2 D g A i Bl right ToLeft @ M2 B s IS 47 75 3 i
Gy 2 /025 22 R WL, right ToRight Jag 1 2 % & Bl s A 75 18 i i 43 T 22 /20 25 A 00 1) W
WO BATR 4 A @ e sd T30 Bl A ) S AR A 7 i e A O L R R T 0~ 1 M EUE.
il 4n -

mySoundTransform. leftToLeft = 0;
BEE 2R TE 4RI O B s 28 A s B T

myOut = mySoundTransform. leftToRight;

AT A 75 T 3 E 45 A 30 WA ) LB (B O A7 0% B ¥ my Out 7,
6. RE/MBENEEXHNEER

1E¥% . SoundTransform ¥f4:. volume
volume B T8/ BUSE BT E, HEHRENRESTBEHMENEFTO~1D),
1 BB EE.0 N EES.

myNum = mySoundTransform. volume;
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WA B ErRE s i SO I A &= “myNum”,

mySoundTransform. volume =1;

WE BRI S & S E = E Ry 1L R RS &,

7. RE/BEEAFENETETE

jE 4 . SoundTransform X} 4. pan

pan JEPEFE T T SWE SCH S {5 MZ 5 09 75 & 0 2240 A 8 P8 75 i A 20 A R TE (Ol
WO 1R 87 XU P — B 2 sl A7) SRR RO &, FEE M TS E ., HErkEsH T

e E A A RGE R T — 1~ 1, Hoh — 1 Ron R ZE A 08 . 1 %R R A S
T8 T O DU 3% 75 YA 19 4 7 I TR AP

myNum = mySoundTransform. pan;

A R B 5 S 5 A (A7 A B B myNum”,
mySoundTransform. pan =1;

B E AT OSSO R A A AR

mySoundTransform. pan = myNum;

B H A% O 5 SO A2 A A T E 8 B AR myNum” i R B E .
3.5 Flash I &3 H

Flash #5257 92 br &4 N FIRE Fr 22 18] B %0080 fan A R0 o 2 - A B9 & ml L2
fish Az S 49 0 Bt A L o T LR A R RN L B A A AT R RO AR KRR B A
SCAR 5 R AT LA S A SOR T T R o TR I ) B A SO S R A SR Y
FHIR IR

3.5.1 CARER

it Flash CS5 #24LA) SCA T B, il 4E & nl DL 8 # ey BEXE
0 AU 30 . A SO R 8 T i e T X v g
HNEMBEX ST HE M E, Flash XIKRAUTF 3 M & sz 000w &% an
EFil v ¥
a0 (26 B2
1. BhBEXK = [~
Ho 2008 TEEE0 [

BRI S SR BRI SO A T LR | e M e
AR I G, SCAS T B o R A g g | PRSSLESERREE
P B S R 4 B S 5 5 5 L T
TG 22 (L £ L LB AR B K

SR, R LR R 30 B BROCE B8 RENBECE

[«

"a7)
ot
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FAUE ] TextFiled A B, B2 SCOA B A 2 1T LUGE A i 5 FIA] TextFled 280 text
JE PR S BLE

2. BN

JITVE “ B A SCAR”  F6 1 S AT AR b iy P 4 A SCE IR 4R R I SCAR KT B . A SOAR”
X MVEA S HTML B 5T ) SCAR R BRAE R —FE . Al HTML b 8l 1) A Fi g
AR E Web GURT [ 58 Y 1T 76 Flash o, B4l 04 0 AR 38 ] LLAE 2l i v 58 i, i A SC
A AL A] LU 3 TextField 288y 5262k D5 la)

FE: “IEIARHWIMEN . ZEZATETEAIR. M BAAIKR"G /B, £
ZRATERKAPWMANGIA, XHALKRTZG B GATE 6,

3. BEXAE

S ORI — SN 2O Y 30T MR SOAR 2R B HRE T i Flash @4F T HOR B . 1
ANHEEFIEH] ActionScript 3. 0 BIE# A SCASE B . R SCA T2 ]l T Flash @14F . Hl T1&
Flash 1 R AR SCA . 388 S0 TR R AT SWE A SCHR S L 2 7m Hok i 3058 # 8
I 14 T S g

AN EHE SRS IA AR

3.5.2 X ALHIZFR

A LURE B A8 SCAS 5 i A SCARFR R R B T AE SR A AN R RS S A SO R 2
JCPFRY L), TEa N7 R IR AL R R ORI AR AR 2 ST B S,
FEEERHEA NI R 90 AU 28 24 B Bl 28 SCA R A SCAS — B G SR A SR 42 ) & 110 58 3
Ja 1 IS 2 5 AL TR B T 44 R

BG AN — A3 SCR B A SCAS 38 %SO SR G 7R T8 T A B S 4
“my_txt”, Ho fF 85 ext”m] D & SCA S A DAL $E R

B 5 v S Ll R Y B — i, R SR AR R B B 17— B VR L FT O B A
M A “my_txt. 7 EBFEA .7, BIAT il &k $E R S5 3R an & 3-5Ca) PR .

TR n] DL 8 SCARSE (AR OC J& P Al A, s A ARES &R an 8] 3-5(b) B

my txt.text = "I'ma text!";

my txt.textColor = 0x6600ff;

my txt.alpha = 0.9;

my txt.scaleX = 1,
my_txt.scaleY = 1.5;

[R613-11 /DA RO AR . A L% 22 b B AL 25 P 7 25000 fin o ok B8 R 8, 225K
SR VAR IAT S 7 BRI AT T A8 0 R A TOTE 24T SCAHE rh £ 4 , T Bl B
95 BB IR s AT S W 3-6 TR .

(1) 77T Flash CS5 #AFJ5 » S #8358 B SOt e 10T, 22 G0 3“3 2 SOy " o
M, 7E%H O E$E ActionScript 3.0 I,

(2) BEFEE BB SCRY 7RI, AT I SCRS Ja P "X IR AE . 38 3 S i RE ol 300 X
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e - o x| p=
P OVEIERHEY DD \NmwE O
my_txt.
@ accessibilityProperties A
@ addEventListener B
@ alpha 1
@ akwaysShowSelection : -
@ antisliasType £ Rm AL | @@
@ appendText It E #MEE #BHRo FSEo
@ autoSize
H @ background ¥
I’ ma text!
o BE 1 : 1]
ELTE24), 885
(a) (b)
& 3-5 wEAPFEIA

450 R Z AR Lk 0 E T

M2 B b R R 7w T I AT TS kT AR (UL P 3-7) . A Je A T AR 5 S

#4248 SuanShu,

s HERERE. swf
e NEW BTHOo O EEo

36+64=

29+55=84
66-18=45x [Efi548

| = —BaH |

[ 3-6 S Hie 3k L

Rt )

W

- R
HERIEE: Flash Player 10

|
NI AEEENIF fla

B ActionScript 3.0

2 7
BREICM: BRIAZC R
AR BE i
- Bt
FPS: 24.00

v 550 % 400 {§F
ga: [ |

4

1N =

& 3-7

B & Flash SCIF SR8 KR SC R

(3) £ TR MM £ SO TR A 58 G R U A SCAS I 75 i A 1 A 8 S
ARBLE N B TOR” IR L0173 5 6 44 24 ti_mu Al all_mu, Ho ti_mu 2 B8 H L all

mu 2 247 SCAR R s G E Y X R

TEGF O LI — SO IF 78 JE M T R SCAR B R g A SCAR ™ L -4 5 1)

fw4  input_txt, R ATFEE,
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(4) PNFZRH F e 56 07— 20 AR S 301, P 308 4% 30 1 7 8 00, AT O “ i £ 7 PE THI AR
(ULIE 3-8) s NH LA bar blue I ZN BB & . Wdi#E S b bar blue #% £ T 55 41,
HEA TR RS s TR text B ABMCCFE BT —MH .

5) BE“GE 1" N o HmERE RS, b — 8

7561 o 76 * BV T A FFo 52 ] 4 i “ next_btn” Ll
(6) PEHESE RSO PR~ J7 7 BRI A L Ty — ]

M. fEH 0 A% EE“ ActionScript 3. 0 K7k, XF:7E Flash 7 | Enier |
B4 ActionScript K 3CHF G H RN SuanShu. as I (i f7 e —
o

FIRWIRIE] 2 Flash SC2FFT7E p9 SCH: 92 . SuanShu 2500 BARAY B button assets
WA, B

& bar brown

package { ) bar goid E
import flash. text. TextField; ¢ &5 bargreen '
) , & bar grey
import flash.display. * ; [ button_03_gradient
import flash. events. % ; [ buttons bar capped
public class SuanShu extends MovieClip { [ buttons f:ui:blez‘ s =
private var arr:Array = new Array();
private var arr2:Array = new Array(); B 3-8 “Hedl” PE AR

private var ml:Number;
private var m2:Number;
private var m:uint = 90;
private var op:uint;
private var ans:Number;
public function SuanShu( ) :void {
chu_ti(); /74
next btn. addEventListener(MouseEvent. CLICK, clickNext);

}

T 2 A 2l H B DU — > s chu_ti O S8 iU BRI . 4538 UM Math.
random() * m~+-10 A= FIAE 10~99 9 P> Bl AL B KPR D #5048 K, (8] B ok oz 5 s 2 B
PLEY  JHBEHLECOT % Math. random O » 2 3& [0 — N[0, 1 ]2 [8] 5 8 £ 1 AR ANEE .0 LRI
o AR DA B S BB

public function chu ti() {
var nl:uint;
var n2:uint;
nl = Math. random() * m+ 10;
n2 = Math. random() * m+ 10;
op = Math. random() * 2;

ml =nl;
m2 =n2;
if(op==1){ /71 RF ik
ti mu. text = String(ml) + " + " + String(m2) + " =";

ans =ml + m2;
}
else{ /70 ARk =
if(ml>=m2){ //3 Rk, W KEUE Bl 5

ti mu. text = String(ml) +" —" + String(m2) +"=";
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ans =ml —m2;

}

elsef
ti mu.text = String(m2) + " - " + String(ml) +" =";

ans =m2 —ml;

}
FWT IE BRI AE /N A i A B SR T — L H L AT A DRI AR S A AR 1
TR — 5 B St i )2 S8 A B S clickNext O Fpog i

public function clickNext(event:MouseEvent) {

/12 3R A T R 7 2k
if(int(input txt.text) == ans)

//all _mu. appendText(ti mu.text + input txt.text+ " /" +"\n");

all mu. text = ti mu. text + input txt.text+"/" +"\n" +all mu. text;
else

all mu. text = ti mu. text + input txt.text+" X" +

"IEH#f A" + String(ans) + "\n" + all mu. text;

chu_ti(); /T —8

input txt.text="";

}

(7) #¢ Ctrl+Enter 803 I 758 3 imi 5 = %507 .

(24 3-2) FIFFEFRRE ., IR ERIAET 10 #b4h, SR RE — KB &0tE ., 347 2|
i 3-9 iR,

# Adobe Flash Player 9 Q@@

XiFE HEFEW FTHRIC KB

WA E R A 7 &

3-9  fEIFI R

(1) 4THF Flash CS5 BF 5 SEFE3E B SO — B gt " d T, 8 R ity i 4 SRy g
O, 7Ef O/ i%# ActionSceript 3.0 H I,

(2) fE TR £ SOR TR e 5 8 G U —A> SCA IR 76 #7 1i Al b
SCARBE BB A SR IR L 44 A hint_txt Cil 7R A ED

(3) H i 3 oy J2 B (]l o ) 58— T, SRS RS T B T S SR T BRI 4T SR
TR S i A DL AR

var tempcount:int = 0; / /G s
var totaltime:int =10; /1 X% BRI BE 10 Fbgsh
var gameTimer:Timer = new Timer(1000); /71 B Eh R — )

gameTimer. addEventListener(TimerEvent. TIMER, gameTimerHandler);

"o )
o’

f
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gameTimer. start(); // 5 Bh 5 ik
function gameTimerHandler (event:TimerEvent) {
tempcount++;
if (tempcount > totaltime — 1)
hint txt.text = "JFkHf I E B4R ";
tempcount = 0;
gameTimer. stop();
}else{
hint_ txt.text = "J{F I [E]F 4y : " + (totaltime — tempcount) + " Fb";
}
}

T AR Sl R B X S AR — A R R S A XA R R 0
B BE S 50 i IR AR A ] 2 i 12 L T ) 23 50 4 B8 T K

(1) BEHEFE A “Ji A7 g ST AR 7 2 100, 75 B T T 7 X s AE i A ST 44 K
CBITHI AT BT 80 () e 5% R 85 887D L AR5 B “iff s e, ERZE 1A 1 i
I T H i — I, 98 300 {83 20 R R AMEBON S G IR EON L (0, ZE SR
FRER BTG AN 3-10 FR .

Al o3 1y @B L wofs 00 [
=1 Bi#EES

Kl 3-10 {83

(2) A5k TR e v v (8] A B 5 (B 20 (38 3 o % Corl -+ X 8 BT UIAR IR S e (e e . 3k
HEZE 2 55 1 Wt b B4 55 50 G5 4R 7 — RN N 1) 4 i o Bk IO

(3) FEFEJZ 2 55 50 Widh A SCHEWT . J8 e 58 R B B 18R (B - al RALE ™ J@ 4k T A
B BOR s R AN ORI SR . FER)Z 1 BEE 50 WidE F5 Ml A @i, 4% FO SEH AN
ST

stop();

(D BRSO > Frdl” eI, R B & SCR 7w 0. ER O
“ActionScript 3. 0 28”7 % Wi, X K AF Flash dv 5 & — 4 ActionScript /4, ¥ H Ay % N
main. as, i AT ACHD , IR R AF BIQI 2 Flash 3. fla Br e 1) SCHFJ2

package {
import flash. text. TextField;
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(o)
ot

"

import flash.display. * ;
import flash. events. % ;
import flash.utils. Timer;

public class main extends MovieClip {

var tempcount:int =0; /I g s

var totaltime:int = 50; /17 X% ERIN B 50 #b4h
var gameTimer:Timer = new Timer(1000,50); //1 Fbeh—wk, HE 50 Ik
/71 3 v AR

public function main() {
hint_txt.text ="#4>: " + (totaltime — tempcount) +" Fb";
gameTimer. addEventListener(TimerEvent. TIMER, gameTimerHandler) ;
gameTimer. addEventListener(TimerEvent. TIMER COMPLETE
, COMPLETEHandler) ;
gameTimer. start(); /)5 Bl e i g
}
function gameTimerHandler(event:TimerEvent) {
tempcount++;
clock mc. gotoAndStop(tempcount) ;
hint txt.text="H4: " + (totaltime — tempcount) +" Fh";
}
function COMPLETEHandler (event:TimerEvent) {
hint_txt. text = "I XK AT H] B 4855 ";
gameTimer. removeEventListener(TimerEvent. TIMER COMPLETE
, COMPLETEHandler) ;

gameTimer. removeEventListener(TimerEvent. TIMER, gameTimerHandler) ;

}

(5) EFEIEB SO > H 7 BT, R GRS R SR . TR H ik R
ActionScript 3. 0 # 5. {EEIHRY Flash SCH A Bl 2875 57 48 S5 44 4 clock
me, 7ETH MR PR EESOR TR FE S8R GBI — A SO IR i 47 A b S
ARV E J SIS SO 4 204 44 9 hint_oxe CR R F AR I )

(6) $% Ctrl+Enter I I 151 %0 2l i) 1275 %508 - an &l 3-11 firs

I E WA B0 o
e

3-11  fEI A R BOCR K



