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Constants

Syntax:

private const NAME:type = value;




Casting

Syntax:

var num:Number = 23.5;

var newNum:int = num as int;




Default Parameters

Syntax:

| public function name(paraml:type = value, ...) {}
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DisplayObjectContainer Functions

@ These funct
1 1nos

Functions

| cont.addChildAt(obj:DisplayObject, depth:int)

Add a child at the given depth between 0

and cont.numChildren

cont.setChildIndex(obj:DisplayObject, depth:int)

Set the depth of a child anywhere from 0
to cont.numChildren exclusive

cont.getChildIndex(obj:DisplayObject)

Returns the depth of the DisplayObject

cont.swapChildrenAt(depth l:int, depth2:1nt)

Swaps the children at depth1 and depth?2

cont.removeChild(obj:DisplayObject)

Removes obj from cont and shifts deeper
children down



Point

Syntax:

import flash.geom.Point;

var name:Point = new Point(x:Number, y:Number);

Functions

| Point.distance(p1:Point, p2:Point); Returns the distance between the two points

Point.polar(len:Number, angle:Number); | Returns a Point with cartesian coordinates,
where angle is in radians

pl.add(p2:Point); Add the coordinates of p2 to pl

pl.offset(dx:Number, dy:Number); Offset pl by dx and dy




Timer

Syntax:

import flash.utils. Timer;

var name: I1mer = new Timer(delay:Number, repeats:int = 0);

Functions

timer.start(); Starts the timer
timer.stop(); Stops the timer

timer.reset() Resets the timer

timer.addEventListener(type:String, listener:Function);

Registers timer for an event







lTimer events

-

import flash.events. TimerEvent.*;

Syntax:

timer.addEventListener(TimerEvent. TIMER, listener);
timer.addEventListener(TimerEvent. TIMER _COMPLETE, listener2);




Listener Functions

Syntax:

public function listener(ev:Type):void {

//do stuff




Animation




"Loding an Image

/ Syntax:

import flash.display.Loader;
import flash.display.Bitmap;

var loader:Loader = new Loader();
loader.contentl.oaderInfo.addEventListener(Event. COMPLETE, loaded);
loader.load(“myimage.jpg”);

public function loaded(e:Event):void {
var img:Bitmap = new Bitmap(e.target.content.bitmapData);

addChild(img);




Embed Resources

Syntax:

[Embed(source=*/filename.ext”)]
private var namel:Class;
private var name2: Type = new namel() as Type;




-

import flash.media.Sound;

[Embed(source="/filename.mp3”)]
private var namel:Class;
private var name?2:Sound = new namel () as Sound;

sound

Syntax:

Functions/Fields

sound.play(); Plays the mp3, returns a SoundChannel object which
could be used to tinker with the sound

sound.1d3 Contains metadata about the sound such as artist,
duration, title, etc.

sound.length Returns the length of the mp3




Bitmap

-

Syntax:

import flash.display. Bitmap;

[Embed(source="/filename.jpg”)] //also png or gif
private var namel:Class;
private var name2:Bitmap = new namel () as Bitmap;

Functions

pic.getBounds(obj:DisplayObject) Returns a Rectangle object that
defines the area of pic relative to obj

pic.hitTestObject(obj:DisplayObject); Determines it pic is intersecting the
given DisplayObject

pic.hitTestPoint(x:Number, y:Number); Determines if pic intersects (X, y)




Collisions




