
Adding a replay button to restart the animation 
In an earlier section, you stopped the animation from looping by adding a stop() action to the last frame of 
the Timeline. When the playhead reaches the last frame, it is instructed to stop, which prevents it from looping 
back to Frame 1. 

In this set of instructions, you'll learn how to add a Replay button. When a user clicks the button, it causes the 
playhead to begin playing from Frame 1 again. This is the behavior of the example shown in Figure 19. 

Flash is extremely flexible. There are many strategies that you could use to create a Replay button, including 
restarting the playhead when a user presses a key on their keyboard, or when they click on the Stage, or when 
they click a button. To achieve any of these options, you'll add some ActionScript code that responds to the 
user interactivity at runtime (while the SWF file is playing). This section is a little more advanced than the 
previous sections—it covers some new concepts that you'll use to control the behavior of your Flash movies 
with programming. 

Follow these steps to add a Replay button and the corresponding ActionScript to your file: 

1.   In Flash, it is a best practice to create a new layer for each element in the project (with the exception of 
ActionScript code, which can be placed on any frame on the top-level actions layer). Click the New Layer 
button (page icon) in the Timeline to create a new layer for the button graphic. Double-click the default 
layer name and rename it: Button. 

2.   Open the Components panel (Window > Components) and drag a button component from the UI 
Components folder to the Stage. Position the button in the lower middle of the Stage area, or any desired 
location. 

3.   While the Button component still selected, open the Property inspector and locate the text field at the top 
named <Instance Name>. Enter the name for the button instance:  replay_btn. This is an important step. 
By naming the button instance, you'll be able to reference it by name using the ActionScript you'll add to 
the project. If the button instance's name does not exactly match the button's name specified in the code, 
the behavior won't function as expected. 

 
Note: One of the most common mistakes is to enter the name of a frame label, rather than entering the 
instance name of an object on the Stage. Be very careful to always select the object on the Stage 
first.Then you can access the Property inspector to check that the panel refers to the selected symbol and 
indicates that an instance is selected. Verify that the field says "<Instance Name>" before you type the 
name of the instance. If the Property inspector refers to a frame, it means you've accidentally clicked the 
Timeline. Naming instances can be confusing until you are familiar with the options presented for selected 
symbol instances and selected keyframes. One thing to check: If you accidentally enter a name in the 
Property inspector while a keyframe is selected (instead of an object on the Stage), you'll see a red flag 
icon appear in the Timeline on the keyframe. Frame labels can be very helpful when creating navigation 
that jumps to different frames in the Timeline; for this example, however, it is critical that you select the 
button on the Stage and enter the instance name of the button in the button layer as replay_btn. Also make 
sure there are no typos; otherwise the script will not work. 

4.   To update the text label of the button that is displayed on the Stage, enter the text Replay into the label 
field in the Component Parameters area in the Properties panel. This label helps users understand what the 



button will do. It is purely visual and does not affect the performance of the code. If you'd prefer that the 
button display a different label, you could enter Rewind, Again, or a different label of your choosing. 

5.   Select the keyframe on Frame 1 of the actions layer. Open the Actions panel (Window > Actions). Copy 
the code snippet below and paste it into the Script window: 

import flash.events.MouseEvent; 
   
function onClick(event:MouseEvent):void 
{ 
   gotoAndPlay(1); 
} 
replay_btn.addEventListener(MouseEvent.CLICK, onClick); 
6.   Take a few moments to read through the code. Notice that the second line begins by declaring a function 

named onClick. The last line of code uses the addEventListener method, which registers the 
function as an "event listener" for the button's "click" event. The translation of this code essentially says: 
"When a user clicks the button named replay_btn, run the function named onClick. When 
the onClick function runs, it instructs the playhead to jump to Frame 1 of the Timeline and begin 
playing the frames." 

 

This is the standard format used when writing ActionScript 3; one section checks for user interactivity 
(such as a mouse click) and that triggers another function to respond to timing cues from objects in Flash 
Player. In this case, the event handler function instructs Flash Player to return to Frame 1 and start playing 
the Timeline again. (You'll use a similar syntax of creating an event handler function and assigning it to a 
button instance any time you create an interactive button in Flash.) 

Tip: You can use the Code Snippets panel as a shortcut when adding events to buttons. 

7.   Choose Control > Test Movie to test the FLA file. The animation plays once and then stops. Click the 
Replay button to restart the animation and watch the circle move across the Stage again. 

8.   Close the Test Movie window and save your FLA file. 

 
	  


