The Mouse Object.
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The Mouse Object is a built in object – note the capitalisation in the script i.e. Mouse has a capital letter and hide and show do not. The script below is attached to the yellow movie clip and responds to a hitTest.

onClipEvent(enterFrame){


if(this.hitTest(_root._xmouse,_root._ymouse,true)){






Mouse.hide();






}else{







Mouse.show();






}

}

Custom Cursors.

The script is attached to an actions movieClip and when it loads onto the stage the mouse is hidden.

The enterFrame script attaches the new cursor to the mouse co-ordinates. 

An alternative event is instead of the enterFrame we could use mouseMove – this is slightly more efficient than the enterFrame – see an alternative event.

onClipEvent (load) {


// hide cursor


Mouse.hide();

}

onClipEvent (enterFrame) {


// attach the cursor


_root["cursor"]._x = _root._xmouse;


_root["cursor"]._y = _root._ymouse;

}

An alternative event.

//The mouseMove script.

onClipEvent (load) {


// hide cursor


Mouse.hide();

}

onClipEvent (mouseMove) {


// attach the cursor


_root["cursor"]._x = _root._xmouse;


_root["cursor"]._y = _root._ymouse;

}

Follow that Mouse!

Trigonometry 

Bit of Maths here but don’t worry I couldn’t even spell it (you should always spell check everything) and I can do it so here goes….

· First we need to find out how far the mouse is away from our movieClip(shape) in both the x and y directions. We store this information in two variables – distanceX and distanceY.

· Now we use the Math.atan2() function to work out the angle – it uses our two variables to do this – make sure you get them round the correct way!

· It stores the angle in the variable called shapeRadians as radians.

· In the next step it coverts the radians to degrees and stores the new value in the variable called shapeDegrees.

· Finally it sets the rotation of the shape to the value stored in the variable called shapeDegrees.

onClipEvent(enterFrame) {


// find x and y differences


distanceX = _root._xmouse - _root.shape._x;


distanceY = _root._ymouse -_root.shape._y;


// calculate angle


shapeRadians = Math.atan2(distanceY ,distanceX);


// convert to degrees and set rotation


shapeDegrees = 360*shapeRadians/(2*Math.PI);


_root.shape._rotation = shapeDegrees;

}
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