
 

 Flash Buttons  

The only object type in Flash that can detect mouse events is the Button object. This means that there is 

only one way to make buttons with Flash: Creating a button object. This may sound a bit too simplified, but 

many are confused by the techniques behind the more  

sophisticated buttons, that we will cover later in this tutorial.  Creating a button that changes upon 

mouseover-events is extremely simple. All you really have  

to do is to tell Flash how you want the button to look 1) in normal state, 2) when the mouse moves over 

the button and 3) when the user clicks the button. Once you've learned this 3-step technique you can 

create buttons in seconds. However, the buttons you create this way are: simple (that's why they're so 

easy to make  

anyway). If you want to create really fancy buttons you should use a slightly different technique based on 

movie clips.  

THE THREE DIFFERENT OBJECT TYPES  

Flash handles three types of objects:   

• Graphics  
• Buttons  
• Movieclips  
 
Graphics objects  
You probably already noticed that when you edit Graphics objects you have the entire timeline available 
for it. This means that Graphics objects aren't limited to static elements. You can easily create looping 
animations - simply by creating Graphic objects that uses more than one frame in the timeline.  

Button objects  
Buttons are different from this. When you create a Button object you only have four frames in the 
timeline.  

One is for drawing the button in normal state.   

Another is for drawing the button when a mouse-over is detected.   

The third is for drawing the button as you want it to look when the user clicks the button.   

The last frame is used to specify which area you want mouse events to react to. That is: you can create a 
button that only reacts to mouseevents on certain areas of the drawing, - like the center of the button for 
example.  

Movie clip objects  
The final object-type: Movieclips, is similar to Graphics objects - on the surface.  



In both cases you can create entire animations that can be dragged onto your main movie. But while 
animations made as Graphics objects simply loops over and over you can control the Movieclips 
completely.  

CREATING A BUTTON  

Before beginning this section, create a new layer on your main timeline and name it button.  

To create a Button object, click in the button layer, frame one:  

1: Choose Insert->New Symbol in the menu (Or press Ctrl-F8) and the Symbol Properties Box appears. 
(the image says 
mybutton, but Start 
would be a better 
choice.  

Add a name for your 
button and make sure 
the Button option is 
selected.  

2: Click OK and the 
button editor opens. 
As you see it looks 
exactly the same as 

the standard Flash editor, with one exception: You only have four frames in the timeline.  

3: Draw a button the way you want it to be when no mouse event is detected. Notice that the 
active frame is labeled "Up" in the timeline.  

4: Insert a keyframe 
in the frame labeled 
"Over" in the 
timeline. (To do this: 
Click on Layer 1 in 
the white cell below 
where it says "Over". 
Then press F6.)  

 

 



5: Draw a button the way you want it to be when a mouseover event is detected. You may just want to 
change the color.  Select the color and change it in the properties panel.  

6: Insert a keyframe in the frame labeled "Down" in the timeline. (To do this: Click on Layer 1 in the white 
cell below where it says "Down". Then press F6.)  This affects the way the button looks when the left 
mouse button is clicked.  

7: Draw a button the way you want it to be when a mouseclick event is detected.  

1. Add a new layer and name it text.  Type “Start” in the UP frame.  Insert keyframes in each of the other 
frames in this layer. You really don’t see this very long, so it is not too important to change this effect.  

2. DEFINING THE CLICKABLE AREA (Very Important!)  
 
The last frame, labeled "Hit" is special. It is simply used to specify the area that triggers mousevents. If you 
leave this frame blank - then mouse events will be triggered when the mouse moves over the visible button. 
But if you draw an area that is bigger than the button - then the mouse event will occur as soon as the 
mouse gets even close to the button. On the contrary you can draw an area that is smaller than the button, 
so that mouse events are only triggered when the mouse is at the center of your button.  

Insert a blank keyframe in the “Hit” frame and draw a rectangle or some shape that is LARGER 
than your button.  This will allow the viewer to ‘hit’ the button.   Save your file and call it 
mybutton. 

 
DUPLICATE A BUTTON  
Create another button by duplicating the start button you just created.    

1. Right click on the mybutton icon in the library.  

2. Choose duplicate from the menu.  

3. Name this button mybutton (and make sure that button is selected for the symbol type.  

4. Select the text from the text layer change Start to Stop.  
 



ADDING ACTIONS TO THE BUTTONS  

The button we created so far is still in the Button object editor. We still haven't dragged it onto our main 
movie. If you look above the timeline you see two Icons labeled "Scene 1" and "mybutton". 
  

 
 

1: Click the "Scene 1"-icon to return to the main movie.      

2. Click in frame one of the button layer.  

3. Click on the button in the Library window and drag it onto the 
movie. 

4. Save your file as button. 

5.  Click Control > Test Movie to test the buttons.  

 
 

 


