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1.   How to Develop Branding Ads 
Reference : templet_335X150_turn.fla 
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1.1 How to Use the Rotating Hand 

2. Drag and position the library’s turn component to coordinates (x:236, y:0) in the stage. 

2. Set the instance name to s_mc_turnComponent . 

1. Move to the instance in the motion layer of the Stage Main Timeline. 
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1.1 How to Use the Rotating Hand 

4. The library’s motion movie clip can be modified to create the overall animations and images.  

3. Insert the following ActionScript in the last frame. 

s_mc_turnComponent.ready(s_mc_turnTarget, s_mc_balloon, s_mc_txt); 

s_mc_turnTarget : Image movie clip for the product that will be inserted. 

s_mc_balloon : Speech balloon movie clip. 

s_mc_txt : Movie clip for the message under the product. 
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1.2 How to Create the Right Icons 

stop(); 

Implement the icon animation in the animation layer and insert the following action script. 

The implementation of exaggerated animations, or animations that do not fit the template rules, may lead to the 
abnormal play of animations.  

Always check whether the motions respond to mouse events after the motions have been implemented. 
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1.3 ActionScript 

• Insert the following ActionScript in the first frame of the Stage Main Timeline. 

/* BrandingBoard link: Enter the following ActionScript */ 
 
Stage.scaleMode = "noScale"; 
Stage.showMenu = false; 
 
/* BrandingBoard link: Enter the following ActionScript */ 
s_mc_clickArea.onRelease = function(){ 
 getURL(_root.click, "_blank"); 
}  
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1.3 ActionScript 

• Insert the following ActionScript in the first frame of the instance that is in the motion layer of the Stage Main 
Timeline. 

stop(); 
 
/* Enter the following ActionScript under the first frame of the motion. */ 
var num_nfreq:Number = Number(_root.nfreq); 
 
 
this.onEnterFrame = function() { 
 if (this.getBytesLoaded() == this.getBytesTotal()) { 
  delete this.onEnterFrame; 
  if(num_nfreq) gotoAndStop(_totalFrames); 
  else this.gotoAndPlay(2); 
 } 
} 

• Insert the following ActionScript in the last frame. 

/* 
1. Position the ‘Turn’ at 236, 0 in the library. 
2. Enter the name value in the properties of ‘Turn’ which has been positioned in the frame : Name s_mc_turnComponent 
3. Add the following message. s_mc_turnComponent.ready(s_mc_turnTarget, s_mc_balloon, s_mc_txt); 
4. s_mc_turnTarget is the name of the movie clip to return to. 
5. The center of the image of the movie clip to return to must be located on the 0.0 point. 
*/ 
 
stop(); 
 
// The mouse click area overlaps with product that turns, so the size must be minimized. 
this._parent.s_mc_clickArea._width = 236; 
 
 
// Set the product to turn. 
// s_mc_turnComponent.ready(Movie clip, speech balloon, lower message of the product to turn.); 
s_mc_turnComponent.ready(s_mc_turnTarget, s_mc_balloon, s_mc_txt); 



2.   How to Develop the Final Extended 
Version Ad 
Reference : templet_935x410_turn.fla 
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2.1 How to Use the Link Button 

• Up to five buttons can be used. The following is contained in Stage Main Timeline 1Frame. 

var clickURL1 = _root.click1; 
var clickURL2 = _root.click2; 
var clickURL3 = _root.click3; 
var clickURL4 = _root.click4; 
var clickURL5 = _root.click5; 

• How to implement the link (Create the button in the desired area and insert the following action script). 

on(release) 
{ 
 getURL(_root. clickURL1, "_blank"); 
} 
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2.2 How to Use the CLOSE Button 

• How to use the Close button in the library. 

Drag the “Close button” movie clip in the library to the desired location and use.  

The first frame of the “Close button” movie clip contains the developer source.(The developer source cannot be 

modified) 
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2.3 How to Load the Movie swf File 

1. Create an empty movie clip in the frame the movie swf file is to be loaded in the stage’s main timeline. 

2. Set the created movie clip’s instance name to s_mc_movieBox. 
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2.3 ActionScript 

 
stop(); 
 
System.security.allowDomain("*"); 
Stage.scaleMode = "noScale"; 
Stage.showMenu = false; 
 
 
// The following is the URL used in the link. Up to five links can be used. 
var clickURL1 = _root.click1; 
var clickURL2 = _root.click2; 
var clickURL3 = _root.click3; 
var clickURL4 = _root.click4; 
var clickURL5 = _root.click5; 
 
MovieClip.prototype.frameAction = function (n:Number) { 
 this.onEnterFrame = function () { 
  if (n == 1) { 
   this.nextFrame (); 
   if (this._currentframe == this._totalframes) delete this.onEnterFrame; 
  } else { 
   this.prevFrame (); 
   if (this._currentframe == 1) delete this.onEnterFrame; 
  } 
 } 
} 
 
this.onEnterFrame = function() { 
 if (this.getBytesLoaded() == this.getBytesTotal()) { 
  delete this.onEnterFrame; 
  _root.gotoAndPlay(2); 
 } 
} 

• Insert the following ActionScript in the first frame of the Stage Main Timeline. 
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2.3 ActionScript 

var m_obj_listener:Object = new Object(); 
 
/******************************************* 
 Implement link on the loaded movie.. 
 Delete the following if the movie is not in use. 
*******************************************/ 
m_obj_listener.onLoadInit = function() 
{ 
 s_mc_movieBox.s_mc_linkBtn.onRelease = function() 
 { 
  getURL(clickURL1, "_blank"); 
 } 
} 
/******************************************/ 
 
 
// ActionScript related to the movie swf file upload. 
var m_mcl_loader:MovieClipLoader = new MovieClipLoader(); 
 
// Movie swf file path, designate the movie swf file’s path. 
var url:String = "templet_drag_movie.swf"; 
var movieSwfURL:String = url; 
 
m_mcl_loader.addListener(m_obj_listener); 
 
// Load movie. 
m_mcl_loader.loadClip(movieSwfURL, s_mc_movieBox); 

• Insert the following ActionScript into the frame that contains the s_mc_movieBox that was created to load the movie swf file 

in the Stage Main Timeline. 



3.   How to Develop Video Ads 
Reference : movie.fla, movie.swf 
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3.1 Embedding Video Files 

1. “File  Import  Import Video...” Click 
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3.1 Embedding Video Files 

1. Select a video file using the Browse button. 
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3.1 Embedding Video Files 

2. Click the Next button after selecting “embed video in SWF and play in timeline”. 
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3.1 Embedding Video Files 

3. Check the boxes shown below and click the Next button. 
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3.1 Embedding Video Files 

4. Click the Finish button. 
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3.1 Embedding Video Files 

5. Once the video is embedded, the video is included as “embedded video” in the library, as shown below. 
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3.2 How to Use the Button 

• How to use the provided buttons. 

A “movie controller” movie clip is included in the library. 

1. Drag the “movie controller” to the stage and position in the desired coordinates. 

2. Set the button’s instance name to “s_mc_controler”. 
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3.3 ActionScript 

/*************************************************** 
The transparent movie clip button is used as a  
link button after the movie.swf is loaded onto the extended ad.  
 Must not be deleted during production.  
***************************************************/ 
 
System.security.allowDomain("*"); 
Stage.scaleMode = "noScale"; 
 
MovieClip.prototype.frameAction = function (n:Number) { 
 this.onEnterFrame = function () { 
  if (n == 1) { 
   this.nextFrame (); 
   if (this._currentframe == this._totalframes) delete this.onEnterFrame; 
  } else { 
   this.prevFrame (); 
   if (this._currentframe == 1) delete this.onEnterFrame; 
  } 
 } 
} 
 
// Movie volume. 
var volumeLevel:Number = 80; 
 
var sound_obj = new Sound(); 
sound_obj.setVolume(volumeLevel); 
 
var isPlaying:Boolean = true; 
var soundOn:Boolean = true; 

Continue 

• Insert the following ActionScript in the first frame of the main timeline. 
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3.3 ActionScript 

/********** Play, stop button **********/ 
s_mc_controler.s_mc_playStopBtn.onRollOver = function() 
{ 
 var btn; 
 if(isPlaying) btn = this.s_mc_stopBtn; 
 else btn = this.s_mc_playBtn; 
 btn._parent.swapDepths(btn._parent._parent.getNextHighestDepth()); 
 btn.frameAction(1); 
} 
 
s_mc_controler.s_mc_playStopBtn.onRollOut = function() 
{ 
 var btn; 
 if(isPlaying) btn = this.s_mc_stopBtn; 
 else btn = this.s_mc_playBtn; 
 btn.frameAction(0); 
} 
 
s_mc_controler.s_mc_playStopBtn.onRelease = function() 
{ 
 var btn; 
 if(isPlaying) 
 { 
  isPlaying = false; 
  this.gotoAndStop("play"); 
  btn = this.s_mc_playBtn; 
  btn.gotoAndStop(btn._totalframes); 
  this._parent._parent.gotoAndStop(this._parent._parent._totalframes); 
 } 
 else 
 { 
  isPlaying = true; 
  this.gotoAndStop("stop"); 
  btn = this.s_mc_stopBtn; 
  btn.gotoAndStop(btn._totalframes); 
  this._parent._parent.gotoAndPlay(2); 
 } 
} 

Continue 

ActionScript for the play, stop and volume button. 
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3.3 ActionScript 

/********** Volume control button **********/ 
s_mc_controler.s_mc_soundBtn.onRollOver = function(){ 
 var btn; 
 if(soundOn) btn = this.s_mc_soundOnBtn; 
 else btn = this.s_mc_soundOffBtn; 
 btn._parent.swapDepths(btn._parent._parent.getNextHighestDepth()); 
 btn.frameAction(1); 
} 
 
s_mc_controler.s_mc_soundBtn.onRollOut = function(){ 
 var btn; 
 if(soundOn) btn = this.s_mc_soundOnBtn; 
 else btn = this.s_mc_soundOffBtn; 
 btn.frameAction(0); 
} 
 
s_mc_controler.s_mc_soundBtn.onRelease = function(){ 
 var btn; 
 if(soundOn) { 
  soundOn = false; 
  sound_obj.setVolume(0); 
  s_mc_controler.s_mc_soundBtn.gotoAndStop("off"); 
  btn = this.s_mc_soundOffBtn; 
  btn.gotoAndStop(btn._totalframes); 
   
 } 
 else{ 
  soundOn = true; 
  sound_obj.setVolume(volumeLevel); 
  s_mc_controler.s_mc_soundBtn.gotoAndStop("on"); 
  btn = this.s_mc_soundOnBtn; 
  btn.gotoAndStop(btn._totalframes); 
 } 
} 

ActionScript for the play, stop and volume button. 



4.   How to Develop Browser Ads 
that Does Not Support the 
Internet Explorer 
Reference : 280X150_turn_firefox.fla 
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4.1 How to Create the Overall Structure 

• Refer to the provided templet_280X150_turn_firefox.fla file. 



5.   Precautions 
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5.1 Precautions  

 The name of all instances must not be modified. 

 The developer source inside the provided template file (fla file) must not be modified. 

 The instance name that was used in the template must be used when using the library’s object.  



4.   How to Develop Browser Ads that 
Does Not Support the Internet 
Explorer 
Reference : 280X150_turn_firefox.fla 
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4.1 How to Create the Overall Structure 

• The advertisement animation must start at Frame 2. 

• Unnecessary frames must not exist after the ad animation ends, as seen below.  

 

Delete 

• The label name “stop” must be inserted in the frame where the ad animation ends. 
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4.2 ActionScript 

stop(); 
 
Stage.scaleMode = "noScale"; 
Stage.showMenu = false; 
 
s_mc_click.onRelease = function(){ 
 getURL(_root.click, "_blank"); 
} 
 
var str_nfeq:String = _root.nfreq; 
var num_nfeq:Number =(isNaN(Number(str_nfeq)))? 0 : Number(str_nfeq); 
 
this.onEnterFrame = function() 
{ 
 if (this.getBytesLoaded() == this.getBytesTotal()) 
 { 
  delete this.onEnterFrame; 
  if(num_nfeq) gotoAndStop(“stop”); 
  else gotoAndPlay(2); 
 } 
} 

• Insert the following ActionScript in the first frame. 

• Insert the following ActionScript in the last frame. 

stop(); 



5.   Precautions 
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5.1 Precautions 

 The name of all instances must not be modified. 

 The developer source inside the provided template file (fla file) must not be modified. 

 The instance name that was used in the template must be used when using the library’s object.  

 The animation must start in Frame 2 when creating a non-supported advertisement. 


