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JextFormat

Syntax:

import flash.text.®;
var textField:Textlield = new TextField();

var format: TextFormat = new TextFormat(font, size, color, ...);
textField.setTextFormat(format);




lextFieldAutoSize

Syntax:

import flash.text.®;
var textField:Textlield = new TextField();

var format:TextFormat = new TextFormat(font, size, color, ...);

textField.autoSize = TextlieldAutoSize. LEFT;
textField.set TextFormat(format);

]
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For Each

-

Syntax:

var stuff:Array = {thingl, thing2, thing3, ...};
for (var key:type in stuff) {
//use key as index

//get data with stuffkey]|

d 3
I




L FlashVars in HTML
/ Syntax:

<div>
<object type="“application/x-shockwave-flash” data="yourfile.swf”
width=330" height="400" >
<param name="‘"yourfile” value="yourfile.swf”’ />
<param name="FlashVars” value="key=value&key=value...” />
</object>
</div>




FlashVars in AS
/ Syntax:

import flash.display.L.oaderInfo;

var params:0Object = LoaderInfo(this.root.loaderInfo).parameters;
for (var key:String in params) {

//do stuft with the keys of the FlashVars

/ /value = params|[key]







Listener Functions

Syntax:

public function listener(ev:Type):void {

//do stuff




Event

Syntax:

public function listener(ev: Type):void {
//ev can be very useful

}
Fields
ev.target The object that started the event.
ev.type Contains metadata about the sound such as artist,
duration, title, etc.
| ev.currentTarget The object that is currently responding to the event




"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)




Game Loop




Viotion Vector




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




Collisions




HitTestObject

Syntax:

var sl:Shape;
var s2:Shape;

s1.hitTestObject(s2);




HitlTestPoint

var sl:Shape;

s1.hitTestPoint(x, y);




KeyboardEvent

Svnrax:
import flash.events.®;

stage.addEventListener(KeyboardEvent. KEY_DOWN; listener);

public function listener(ev:KeyboardEvent):void {
//respond to user action

}

h



KeyboardEvent

Fields

ev.charCode The ASCII value of the character that was pressed, all
modifier keys have a keyCode of 0

ev.keyCode A numeric code for the which button on the keyboard was
pressed

ev.keyLocation Where the key is that was pressed

ev.shiftKey Boolean for whether the shift key was being pressed

ev.altKey Boolean for whether the alt key was being pressed

ev.ctrlKey Boolean for whether the control key was being pressed




Common Codes

keyCode

charCode

119

87

97

65

383

63

32

38

left

37

right

39

40



eyboardEvent Issues

@ The KEY_DOJ




KeyboardEvent Fix

Syntax:

import flash.events.*;

var keysPressed:Array = [|;
stage.addEventListener(KeyboardEvent. KEY_DOWIN, downListener);
stage.addEventListener(KeyboardEvent. KEY_UP, upListener);

public function downListener(ev:KeyboardEvent):void {
keysPressed.push(ev.charCode);

}

public function upListener(ev:KeyboardEvent):void {
removeKey(keysPressed, ev.charCode);

}

public function gameLoop():void {
for (var key:int in keysPressed) {
/ /respond to key being down

j
}

//You need to write a removeKey function as well



Game Libraries




