A Meaningful Conversation Between JavaScript and Flash
By Phillip Kerman

Overview

If you think Flash authoring software has limited programming attributes, think again. Anything JavaScipt can do, Flash can, too.

Flash can send and receive messages to JavaScript, making it the logical step for any developer who wants to go beyond the basic features of
HTML and Flash. Flash includes certain fundamental limits which make JavaScript the best solution to many challenges.

Why bother?

Learning a new programming language (JavaScript) is an investment. The knowledge you gain, however, is applicable elsewhere.
JavaScript’s “document object model” isidentical to Director’s “dot syntax”. Also, the relationship of a browser hosting a Flash movieis
similar to Director or Authorware hosting Flash, Authorware hosting Director, and Dreamweaver hosting a custom behavior.

Before adopting JavaScript consider using Flash’s built-in features. Through the action Tell Target, Flash can “talk” to a movie clip. Also,
Load Movie provides away to modularize your movie into individual files. These two actions can make Flash movies very interactive...
and require nothing more than built-in Flash features (which are compatible with Flash3 too).

When the fundamental limit of Flash is reached JavaScript can provide solutions. The crux of thislimit liesin variables and tracking.
Although Flash 4 overcomes part of this limit, JavaScript is a true programming language with multiple data types, the ability to write true
functions, and, most importantly direct access to the browser (including functions available today like “cookies’, as well as the means to
reach future controls whenever they’ re introduced).

What can it do?

A Flash movie (viathe FSCommand action) can invoke a JavaScript function which, in turn, can evaluate an expression or execute a
function. Think of this as Flash talking to JavaScript. For example, a user could click a button in a Flash movie which launches a
JavaScript “prompt” from which the user selects their language... the result (their answer) isthen saved in a cookie for this site.

JavaScript can “talk” to Flash in one of two basic ways. JavaScript can “tell” a Flash movie (or movie clip) to do something,
like go to a particular frame. Also, JavaScript can “ask” (and get) information from Flash, such as what is the current frame?

Sequence of Events:

FI@ tal ki hg ToO > Ja\/aSCFIpt
1. The FSCommand 2. Thefunction named novi eQbj _DoFSConmmand() isinvoked. Where “movieObj” matches
action placed in a the name (in the embed tag) and the ID (in the object tag). ( NAME=novi eCbj | D=novi eMhj )
frame or under a
button. 3. JavaScript will execute any expressions inside this function.

4. Regardless of how many different instances of the FSCommand action are in the Flash movie, the same
DoFSCommand function isinvoked. However, each instance can be separated by including a different
“command”’ parameter in the field (named command) of the FSCommand action. Additional parameters can
also beincluded. The JavaScript function must change to novi eCbj _ DoFSCommand( conmand) then

the value for the command can be ascertained in JavaScript:
if (command=="this”) { //do this} else if (command== “that”) {//do that}

JavaScript oo — Flash

1. A JavaScript functionis called. (Inside another function or as aresult of an event such as*onClick”.)

2. TheFlash object is referred to (see Netscape/| E Differences below).
Then, either an action occurs or information is returned to JavaScript.
Examples of actions occurring: fl ashQbj ect. pl ay() - Hash Movie Plays
fl ashQbj ect. st opPl ay() - Fash Movie Stops

Example of information returned to JavaScript: sonmeVar i abl e=f | ashCbj ect . cur r ent Fr ame( ) = Flash returns the current
frame number...and that
number is placed into the
variablesoneVari abl e
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Netscape/l E Differences:
Embedding. Flash movies are “embedded” into Netscape and contained in an “object” tag in Internet Explorer. In either case, your Flash
object/embed needs a name. | D=anyNanmeFor Obj ect (IE) and NAME=anyNaneFor Cbj ect (Netscape).

Object Reference. To control Flash from JavaScript, you simply refer to the Flash object and indicate which function you want to execute.
Like “object.play()”. However, to refer to that object, |E useswi ndow| obj Nane] and Netscape usesdocunent [ obj Nane] . If you
only have one Flash movie embedded, it's preferable to refer to the object (with Netscape) asdocunent . enbeds[ 0] (zero isthe first
thing embedded). Of coursg, if the Flash movie to which you want to refer is in another window or frame, you can precede this reference
with the path to the object—like: t op. f r ames[ 0] . docunent . enbeds|[ 0] ;

Redirect. A Flash movie “talking” to JavaScript in I1E won’'t work unless you redirect it to the FSCommand. It’'s pretty simple, there sa
standard VBSCRIPT subroutine which can “listen” for Flash and then call the FSCommand. Asit turns out many browsers don’t respond

well to this VBSCRIPT—so the preferred method is to store the entire script in a string variable and then “write” it into your document

withadocunent . write(aString);

Funkiness:

0,1,23... Flash'sfirst frameis“frame 1”. JavaScript, and HTML for that matter, always count by starting with zero.
For example, JavaScript can tell a Flash movie to go to its first frame with docurnent [ f | ashobj ] . GoToFr ane( 0) ;

Instance Hierarchy. JavaScript can talk to a Flash movie' s movie clip instance directly by name. However, the name needs to be preceded
by “ flashQ”. TPl ay(‘ _fl ashO/ nmovi eC i pl nstanceNane’ ); or TPl ay('_flashO/clip/cliplnAdip’);

Kick Start. When JavaScript tells a Flash movie to go to aframe, it acts like the “Go To” action.

Adding an additional JavaScript Pl ay() ;

will make the action perform like a“Go To and Play”.

Wait for it... JavaScript can only talk to a Flash movie which is entirely downloaded. Otherwise, results will be unpredictable or fail.
There are strategies to avoid thisissue. If Flash initially invokes the JavaScript (that is, Flash first tells JavaScript to do something which
requires JavaScript to talk to Flash), simply use Flash’s “if frame is loaded” action to assure the whole movie is downloaded before
initiating the JavaScript. However, if JavaScript will start the communication (say, after an “onLoad” or “onClick” event) then use
docunent [ fl ashCbj ] . Per cent Loaded() to determineif the Flash movie is 100% downloaded.

Workarounds. There at least two simple JavaScript functions which don’t work properly within the FSCommand (or any JavaScript
originally invoked by Flash). Namely, | ocat i on. hr ef andwi ndow. open() . Theworkaroundisto useset Ti meout ().
For example, set Ti meout (“1 ocati on. href= ‘other.htm’”, 0); which changes thelocation to “other.html” in O seconds.
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Resources/ References:

Bertoflash:

www.bertoflash.nu

Flash Zone:

www.flashzone.com

Flasher ListServ:
http://www.chinwag.com/html/mailing_lists_0.html

Getting Sarted with FSCommand:
www.erols.com/dlivesay/FSCommand.html

JavaScript Demo:
www.macromedia.com/support/flash/how/subjects/javascriptdemo/
Mock> >web>>flash:

www.moock.or g/webdesi gn/flash/

Scripting with Flash:
www.macromedia.com/support/flash/how/subj ects/scriptingwithfl ash/
The Flash Academy:

www.enetserve.com/tutorials/
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