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Before you start import 7 gif or jpg images of measurable size into a new Flash MX movie.

1. In a new movie, draw a rectangle that is wide and short. Highlight the rectangle and click Insert=> Convert to
symbol called percentage and with properties of a movie clip. Open this symbol and highlight the rectangle
inside the symbol. Set the X and Y value to 0 so that the registration point is in the upper left corner.

2. Highlight the instance of the rectangle on the stage. Name the instance "bar" in the instance box. Click on
frame 2 of the layer 1 and hit your F5 key. Add blank key frames to frames 3-10.

3. Insert a layer called script. Insert keyframes in frame 1 and 2. In frame 1 we want to add a script that sets a

variable that will calculate a percentage value for the percent of frames loaded. To do this we need to name the
variable, say percentage, and set it equal to the number of frames loaded divided by the total number of frames
times 100. This is translated in flash as percent=_framesloaded*100/_totalframes. Add this script to frame one.

percent = _framesloaded*100/_totalframes;

4. Our instance of bar on the stage is at 100%. We want the entire instance to display if the entire movie is
loaded. We only want a percentage of the bar instance to show if the movie is not all loaded, and it would be
even better if we could get the bar to display a fairly accurate depiction of the percent of the movie loaded. We
can do this by setting the X scale value of the bar to reflect the percentage. Flash has a property that is called
_xscale which will do this. With the registration point at the edge of the bar, the bar will resize only on the
opposite size, hence that is why we moved the registration point in #1.

To do this, we use the following logic: set the property _xscale of the bar to the value of percent which we
already calculated. More precisely, we use setProperty ("_root.bar", xscale, percent); in frame 1 right under our
declaration of percent.

percent = _framesloaded*100/_totalframes;
setProperty ("_root.bar", _xscale, percent);

5. In frame 2 of the scripts layer we need to tell the movie to replay frame 1 until all the frames are loaded. We
can do that by using the if statement with the condition that _framesloaded < _totalframes play frame 1, or if
(_framesloaded<_totalframes) {gotoAndPlay (1);}

6. Add separate images you imported to layer 1 frames 3, 4, 5,6, 7, 8, 9, and 10.

if (_framesloaded<_totalframes) {
gotoAndPlay (1);

}
7. Testing your movie. To view how the movie will load and how the preloader will function use the following

settings.
Click control=>test movie. Click the debug to set the modem speed you want to test it at.
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Click View and check the following:
e Bandwidth profiler
e Show streaming
e Streaming graph
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