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PLEASE NOTE: This file is out of date.  Please refer to the Flash Setup & Tracking page for information on current CNET Networks Tracking setup.
Existing Flash Creative: CNET Networks’ Flash Tracking Solution
This document outlines the steps necessary to retrofit an existing Flash creative with CNET Networks’ Flash Tracking Solution. The following ad-unit types can use CNET Networks’ Flash Tracking Solution to record and report on user interaction with a Flash movie:

· Messaging Plus Unit: multiple movie loads, exit links and event tracking
· Skyscraper: multiple movie loads, exit links and event tracking
· Leaderboard: multiple movie loads, exit links and event tracking

· Half Page: multiple movie loads, exit links and event tracking

Except where noted, a total of 24 elements can be tracked: up to four submovies, up to 10 exit URLs and up to 10 events. Events can be triggered by rollovers, video-player-panel controls, or any other interaction allowed in Flash, including select, drag, and scroll.
Note: CNET Networks has discontinued support for creative authored in Flash 5.
Step 1: Add the tracking functions
A “conduit” file residing on a CNET Networks server records the elements you have defined for tracking. As the defined tracking elements pass through the conduit file, the elements are recorded as exit links, events, or submovie loads. 
To track and record elements through the conduit file:
a. Create a new layer named “Tracking Functions” on the Flash creative’s main timeline for Scene 1
b. Add a blank key frame on the second frame of Scene One in the newly created later. Paste the ActionScript code below into this newly created frame. This code will determine if the main creative Flash file is being served in a live environment and load the conduit file for tracking. If the conduit file is not available because the file is not live, simulated tracking functions will be created and used.
c. If the Flash creative was developed using the Dart/Motif Ad Tracking kit, paste the functions below onto the layer labeled “MTFScript” and publish your SWF asset. Be sure you’ve selected all of the code below as at may be broken across two pages. You will not need to package your assets or create an MTF file. The three items in Step 1 all that is requires to retrofit Flash creative developed for Dart/Motif.
if (typeof(cp) != "undefined"){


loadMovieNum(cp + "conduit2_v" + exportVersion + ".swf", 99);

} else {


trace("Testing Mode: Actions not Tracked")


trace("---------------------------------")


test = function(n){ trace("test Function: " + n); }


event = function(id) {



var name = eval("_root.event" + id + "desc")



if (typeof name == "undefined" || name == "") {




trace("event id " + id + " with no name. Don't forget to enter a name!")



} else {




trace("event id " + id + " with name " + name)



}


}


movie = function(id){



var url = eval("_root.movie" + id)



var target = eval("_root.movie" + id + "target")



if (typeof url == "undefined" || url == "") {




trace("No url provided in variable movie: " + id)



} else if (typeof target == "undefined" || target == "") {




trace("No target provided in variable movie" + id + "target")



} else {




if (browserPreview && url.substr(0, 5) != "http:" && url.substr(0, 6) != "https:") {





url = "_" + url







}




loadMovie(url, target)



}


}


movieUnload = function (id) {



var url = eval("_root.movie" + id)



var target = eval("_root.movie" + id + "target")



if (typeof url == "undefined" || url == "") {




trace("No url provided in variable movie" + id)



} else if (typeof target == "undefined" || target == "") {




trace("No target provided in variable movie" + id + "target")



} else {




unloadMovie(target)



}


}


exit = function(id) {



var url = eval("_root.exit" + id)



var window = eval("_root.exit" + id + "window")



var windowFeatures = eval("_root.exit" + id + "windowFeatures")



if (typeof url == "undefined" || url == "") {




trace("No url provided in variable exit" + id)



} else {




getURL(url, window)



}


}

}

Step 2: Define the elements to be tracked

While the previous step defined the functions necessary to record tracking data, the elements themselves still need to be defined within the Flash creative. Follow the steps below to add the elements to be tracked.
· Create a new layer named “URLs and Descriptions” on the Flash creative’s main timeline for Scene 1

· Copy and paste the code below into the “URLs and Descriptions” layer of your Flash creative. If there is no element to be tracked, leave the value for the variable blank. Since all Flash creative is served in an iframe, all new links will target a new browser window (“_new”).
· The tracking functionality is version specific therefore the version that the creative is being exported as must be defined. Set the value of the variable “exportVersion” on line 2 to reflect the version that the creative is being exported for. For example, if the creative is being exported for Flash Player Version 7, set this value to “7.” If the creative is being exported for Flash Player Version 6, set this value to “6.” CNET Networks does not currently support creative authored for Flash Player 8.
//Define the player version the creative is exported for:

exportVersion = "6";
// declare loadMovie names and targets here – 

// do not add paths to movies, targets must movie clips

// ex. movie1 = "subCreative1.swf";

// ex. movie1target = "targetMC" 

movie1 = "";

movie1target = "";

movie2 = "";

movie2target = "";

movie3 = "";

movie3target = "";

movie4 = "";

movie4target = "";

// declare exit links

exit1 = “";

exit1window = "_new";

exit2 = "";

exit2window = "_new";

exit3 = "";

exit3window = "_new";

exit4 = "";

exit4window = "_new";

exit5 = "";

exit5window = "_ new ";

exit6 = "";

exit6window = "_new";

exit7 = "";

exit7window = "_new";

exit8 = "";

exit8window = "_new";

exit9 = "";

exit9window = "_new";

exit10 = "";

exit10window = "_new";

// describe events here

// ex. event1desc = "User clicked tab one";

event1desc = "";

event2desc = "";

event3desc = "";

event4desc = "”;

event5desc = "";

event6desc = "";

event7desc = "";

event8desc = "";

event9desc = "";

event10desc = "";

Submovie loads require two elements to be defined: the name of the SWF file to be loaded and the instance name of the movieclip that the SWF will load into.

An event description should be a short phrase explaining what kind of interaction is being tracked (for example, “Hover over button” or “Scroll within Text Field 1”). 
Make sure movie names, exit URLs, and event descriptions are within quotes. When the changes are complete, save your file with an FLA extension.
Step 3: Add the ActionScript code to track submovies, exit links and events
a. Loading, unloading and tracking submovies

It is important to note that submovie files must be loaded using the method described here in order for those movie loads to be tracked. 
CNET Networks restricts the Flash creative to no more than four submovie (loadMovie) commands. Submovies load into the movie clip designated in the previous step. To unload movies, use the standard unloadmovie command. 

To implement a loadMovie and track the action, create a function call in the actions panel on any object that will trigger the movie. The function should be named “_root.movie” and pass the appropriate movie number defined in Step 2 as an argument (see the example below to load the SFW file defined as “movie1”). 

When the changes are complete, save the file with an FLA extension.
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on (release) (
_root.movie(l);
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b. Exit links and event tracking

To record and execute the elements defined in Step 2, the creative must call the appropriate function. Refer to elements using the names and numbers defined in step 3. Add the appropriate ActionScript to the button associated with each tracked element.
When the changes are complete, save the files with an FLA extension.

Exit Link code
// send the user to the first product homepage

On (release){



exit(1);
}

Event code
// we want to know if the user has scored a point
if(pointScored == true){



event(1);

}

Step 4: Publish your Flash file 
· Publish the Flash creative (that is, the main movie and all submovies) to SWF as Player 6 or 7 format. 

Step 5: Test your Flash creative 

To test the creative’s exit links and submovie loads with this Flash tracking code you can run the creative as you normally would using the “Test Movie” command within the Flash IDE. You can also test the Flash movie in a web browser if the files are published to a web server.
Note: Due to security restrictions in the Flash Player v8 you will not be able to test exit links if the Flash creative is run off of the desktop either via the Flash Player or in a browser on the local file system. Exit links can only be tested in the Flash IDE or if the Flash creative is posted to a web server. 
For more information on the Flash Player 8 security please see the Macromedia whitepaper at:
http://www.macromedia.com/devnet/flashplayer/articles/flash_player_8_security.pdf
If the exit links and the submovie loads work correctly, make sure your creative meets the ad unit’s specifications. If the exit links and the submovie loads do not work correctly, review this documentation to 
re-implement the tracking functions.
	Quick Links

	CNET Networks  Ad Specifications
	http://www.cnetnetworks.com/advertise/specifications/


	Questions about the opportunity
	Contact your sales representative:
http://www.cnetnetworks.com/advertise/contacts.html

	Questions regarding 
the development of your creative
	Please send an email to advertiser@cnet.com.
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