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Installing the component

1. DoubleClick on theGrid3Dmxp file.
2. Accept the license agreement.

3. If the Flash IDE was openeatlring installation processteload the
Componentgpanel or restart the Flash IDE.

| Components x | _
® @ AIR ServiceMonitor A %
= & FlashOtaku |
{3 AlphaEffect
@ BlurEffect

|.;Zomponems X | I; —

=@ AR ServiceMon'rtOI; feload
= & FlashOtaku Help
{3 AlphaEffect
@ BlurEffect =

¢CKIFdQa tfo ,2dz F NB NBIRé G2 dzasS GKS



Quick example

1. Create a new Actionscript 3 File and save the filgrakfla.
Test the movien orderto create thegrid.swf file.

2. Open the Components panel (Window >Components) and drag an
instance of the Grid3D component onto the stage. TheGrid3D
component can be found in the FlashOtaku folder.

| Componeris x | Component Inspector |
B AlphaEffect
Q BlurEffect
@ BrightnessEffect
::: Carousel
B CarouselVideoPlayer
Q ColorEffect
Q GreyEffect
é\/7== Grid3D
{8 ScrollBar
@B StackFlow
B stackFlowVideoPlayer
888 ThumbnailGrid
..mma ThumbnaiScroller
& FlashOtaku Slideshow 3
& User Interface
& video
& Yahoo! -

4
| > ) x

m




This is how the component looks on stage:

As you can see, the component has a live preview wimakes it easy for you
to preview how the component will be rendered, without having to test the
movie. If you chose a different preloader change anyther visual element,
you will immediately be able to see those changes.
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To change the color and transparency of the preview items, use the
G¢CSYLR2NINB [/ fALI ! fLKFE FYR a¢SYLR NI NE
dza S G KS a[ AGDS t NIb gekHw madnyiitsrivsydu wadNB uss NIi &
in the live preview.

Now we are ready to loaslomecontent

3. In the same folder agridda ¢ F ONBIF 4GS | ySg F2f RSNJ
Then copy the images you want to load into this folder.

4. C2NJ GKA& SE laiv XKnLSfile sooSspetiff thedtdcStion of the
iImages. Create an XML file in the same directorygdswf and the
images folder, and name it images.xml.

5. The XML file needs to have a structure similar to this:

<?xml version="1.0" encoding="utf -8"7?>
<images >
<image source="images/image0.jpg" />
<image source="images/imagel.jpg"/>
<image source="images/imageZ2.jpg"/>
<image source="images/image3.jpg"/>
<image source="images/image4.jpg"/>
</images>

¢tKS 2yfe NBIdzANBR | Sé g2 NR atthiute & 2 dzNDO
specify the location of the image you want to load.
The XML file could as well look like this:

<?xml version="1.0" encoding="utf -8"?>
<thumbnails>
<thumbnail source="Animals/Image_o f a bird .jpg" />
<thumbnail source="Flowers/Sun_flower.jpg"/>
<thumbnail source="WildLife /Lion.jpg"/>
<thumbnail source="Space/Earth_from_Space.jpg"/>
</thumbnails>

11
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FYR OfAO] 2y

2dz Oy |f&az2 dasS GKS al22Y¢ | GGNRO dz
that will be displayed when you zoom over an item. For example you can
use a lower resolution of an image to be displayed inghd and when
the user zooms in on that item, displéye higher resolution of the same
image. The XML file for this example would look like this:

<images>
<image source="thumbnails/image0.jpg" zoom="hq_images/image0.jpg" />
<image source="thumbnails/imagel.jpg" zoom="hq_images/imagel.jpg" />
<image source= "thumbnails/image2.jpg" zoom="hq_images/image2.jpg" />
<image source="thumbnails/image3.jpg" zoom="hq_images/image3.jpg" />
<image source="thumbnails/image4.jpg" zoom="hq_images/image4.jpg" />
</images>
P'Y2U0KSNI FUOUNRAROGdzGS UKl U é&za@zhePRY dza S
OSNERAZY 2F UKAa O2YLRYSYuUxz U0UKS daOAl

the path of a video file or the id of a YouTube video. More information
about this feature you can find intt@rid3Dx A RS2 t f I @ SN & dza

Open the Component Inspector panel (Window > Component Inspector)
0KS AyadalyOS &2dz2Q@dS RN.
see all the customizable properties in the Component Inspector. Scroll
down to XML Path and enter the path of the XKle we are using,

GAYlI 3SAPEYT ¢ O

j Componens | Component Inspector X ‘
nn= A
g8s Grid3D b3

Parameters | Bindings | Schema

Name Value -
Use Predision true

Use Smoothing false

Vertical Align middle

Vertical Distance |10

Video Player |

XML Path images.xml

Zoom Auto Scroll false LS

Zoom Auto Scroll Delay 3

Zoom Auto Scroll Direction next

Zoom Duration |1

Zoom Easing exponentialOut

Zoom Item Preloader Color  |#FFFFFF [ ]
Zoom Item Preloader Size 20 :
Zoom Item Preloader Type drcular1

Zoom Item Scale 3

Zoom Over 1 Y
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7. You are now ready to test the movie.

At this point, you havemanaged to load the imagedn the following
OKIl LJG SNAR @& 2tdz@é dll thé dvailablf prépertées and methods to
customize the component to your needs.



Using the Component Inspector

CKS [/ 2YLRYSY(l LyalLlSOG2N fft2¢a @&2dz
properties without using Actionscript code.

-—X
| ComponentInspector x | Y. =

88 Grid3D R The Component Ingztor has 2
Parameters | Bindings |Schema | columns: Name and Value.
Name Value & .
Auto Scrol (false W The Name column contains the nan
Auto Scroll Delay |3 . .
Auto Scroll Direction next j of the properties while the Valu
Border true .
Border Alpha 1.0 | column contains the values of th
Border Color |#000000 .
Border Tdaess s | properties
Camera Acceleration 12 |
el =00 | All these properties can also b
Camera Focus |10 =
e |70 | changed using Actionscript code,
Current Position Easing Str... |10 |
Direction horizontal | you will see in the next chapter.
Drag Scroll. (false
Drag Scroll Easing Strength |10
Drag Scroll Reversed (false
Drag Scroll Speed |10
Effect ;
Hand Cursor (false
Horizontal Align |center ‘
Horizontal Distance |10 [
Interactive Items |false
Item Height 1100
Item Width |150
Items Array |0
Layers |3
Live Preview Items 10
Preloader Fill Alpha |0.5
Preloader Fill Color |#000000
Preloader Line Alpha 1.0
Preloader Line Color | #FFFFFF
Preloader Size |10
Preloader Type |dreular1
Quality |2
Reflection true
Reflection Alpha |[0.7,0]
Reflection Distance 0
Reflection Ratio |[0,127]
Scale Mode exactFit
Scroll Amount {200
Scroll Duration 1 ‘
Scroll Easing |exponentialOut |
Select Easing Strength. 10
Select Over 1 |
Selected Item Depth |100 | +

14
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Using Actionscript to set the properties

Setting the properties using Actionscript is very easy and can give you a greater
flexibility than using the Component Inspector.

Before writing any code, you need to gitlee component an instance name,
omyGrid3LE, for example

| Properties x | Filters | Parameters | Output | Compiler Errors |
ko

w: 470.0 X: 190.0

s H: 384.9 ) - 78.0

Instance of: Grid3D

myGrid3D Swap...

LiQa Ffaz | 322R LN} OGAOS (2 ONBIGS |

2l componenth >

Now, if you want tospecifythe path to the XML file using Actionscript, all the
code you need to write is this:

myGrid3D . xml Pat h = fAi mages. xml o

ISixnEe &2dz R2y Qi gl yd G2 t2FR 0KS AYLl 3
you press a button. This is very easy to do using code.

CANBGO ONBIFIGS I az2@AS/ tAL) adgyYoz2ft |yR 3A
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Add this code in the actionscript layer
import flas h.events.MouseEvent;
myButton.addEventListener(MouseEvent.CLICK, clickHandler);
function clickHandler(event:MouseEvent):void
{
myGrid3D . x ml Pat h = #@Ai mages. xml 0;
}
a4 @&2dz Oy 4&aS8Ss )\GQétheH?Sﬁ)\(’S)(féXeﬂﬁ-y&EcH)\C
using just the Component Inspector.

In the next chapter you wilearn how toinstantiate the component using code
as opposed tadragging it onto the stage, which will givgou an even greater
flexibility.

16



Instantiate the component using code

Before instantiating the component, you need to make sure the component is
in the library (Window > Library)L ¥ A (i Q § firsf goili neddki dids an
instance of the componennto the library.

1 x

| Library x |

[Unﬁﬁed-l " T

One item in library
b 5

Name Type Use Count =

aae F < — I = »

Now, we are ready to start caag.

1. Import the Grid3Dclass.

import com.flashotaku. grid . Grid3D ;

2. Instantiate theGrid3Dclass.

var myGrid3D : Grid3D =new Grid3D ();

3. Add the instance to the display list.

addChild(  myGrid3D ),

17



These 3 lines of codare the equivalent of dragging the component onto the

~ A

a01r3S yR 3IAGAYI MYGridBRESP ACYKESH I'H YRR vl YAS
code over dragging the component onto the stage is that it allows you to chose
when the component will appear on stage. Maybe yeant to instantiate the
component only afteryou press a button or some other piece of code
executed.

The next example shows how to instantiate the component only after a button
was pressed.

Qeate a MovieClip symbol and give it the instance namé@ dfé . dzi G2y € ®@ ¢
in the actionscript layer, add the following code:

import com.flashotaku. grid . Grid3D ;

import flash.events.MouseEvent;
var myGrid3D : Grid3D ;
myButton.addEventListener(MouseEvent.CLICK, clickHandler);
function clickHandler(event:MouseEve nt):void
{

myGrid3D =new Grid3D ();

addChild(  myGrid3D );

myGrid3D . x ml Pat h = fAi mages. xml 0;

18



Loading content using Actionscript

You are not required to use an XML file to load the contéau can alsalo

this with Actionscrip, using thiems property. All you need to do is create an
array of Objects, each object containing the source property and then pass this
I NNJ & (2 O Kitdms oopettyz y Sy G Qa

var myltems: Array = [{source: 0i mages/ i mageO.
{source: 0i mages/ i magel. jpgo},
{source: 0i mages/ i mage2.jpgo},
{source: 0i mages/ i mage3.jpgo},
{source: 0i mages/i maged4.jpgo}];

myGrid3D .items = myltems;
9 OK AUGSY ySSRa (2 KIF@S (GKS &az2dzaNDSe
image. You can also set additional properties for e#em to store data that

you might want to use in your project. For example, you could specify a title, a
description or an URL for each item.

Example:

{source: 0i mages/ i mageO.jpgo, title:o0Some tit
description: 0Some désaki pthitamo / / f lceosnmhoot ak u.

Note that you can add as many additional properties as you want and also the
name of these properties is not important.

Example:

{source: 0i mages/ i mageO.jpgbo, abc: 6Some dat a
dat ao}

19



You can also add additional data to each item if yse an XML file by creating
additional attributes. The name and number of these additional attributes is
not important.

Example:

<?xml version="1.0" encoding="utf -8"7?>

<images>
<image source="images/imageO. jpg" titl
<image source="images/im agel.jpg" abc=0some dat ¢
<image source="images/image2.jpg" Xyz-=
<image source="images/image3.jpg"/>
<image source="images/image4.jpg"/>

</images>

LT &2dz R2y Qi ¢lyid G2 &aSd ye RRAGAZYI
load the content,itemsArray . You can pass this property an array of strings
that contains the location of the content you want to load.

Example:
var myltems:Array = [ Ai mages/ i mageO. jpgo, Ai mages/im
Ai mages/ i mage?2.jpgo, nNnimages/ i mage3d.jpgo, ni

myGrid3D .itemsArray = myltems;

As you can see, using this property requires less code. Also, this property is
available in the Component Inspectohile theitems property i@

20



Types of content

The Grid3Dcomponent allows you to load external files like JPGs, GIFs, PNGs
and SWFs but also libraagsetsand Display Objects.

External content

. 2dzQ0S aSSy Ay (KS LINEB OnabcdmentSrausivipli S& K
need to specify the path to the content as the source.

myGrid3D . addl tem({source: Ai mages/ Myl mage. |jpgo}

Library assets

Before loading a symbol from the Library, you need to associate a Class to the
symbol. For this, go to theibrary, rightclick on the symbol, chose Linkage,
select Export for Actionscript, and enter a name in the Class field. Then, all you
need to do is specify that Class name as the source.

Edit with...

e

] Library = [

b Properties...
[Unﬁﬂed—l v] =H | Librany Linkage...
2 items Untitled Play
k 2 fem Type 3

Export Flash Movie...
Export SWC File...
Convert to Compiled Clip

Component Definttion...

Mame Type Jse =

— = MNarme Update...
‘ Asset Movie Clip 0 Asset Movie Cliip =
star N\ Movie Clip n star Movie Clip :

21



Linkage Properties

i

O
Clags:  Asset T-S v Cancel
Base dass: ﬂash.disp*a\,-"{;‘l. owvieClip o _/’
Linkage: |¥|Export for ActionScript
Export for runtime sharing
| Export in first frame
var myltems:Array = [ {sour cAes:stet 0} ,
{ sour c enages/imageO.jpg 0}, { s o uricages/image 1l.pg 0} ]

myGrid3D .items = myltems;

¢CKS yIYS 2F (KS /ftF&aa R2SayQid ysSoOSaal N
the symbol but when you specify the source you always use the name of the

Class. | could W@ named the class MyAssetSample, for example, and then the
sourcewouldbg sour cMy:Asset Sampl eo} .

You can also pass the source without quotation marks:
{source:MyAssetSample}.

Display Objects (Movie Clip, Bitmap, Sprite)

C2NJ (KA a iBfoited Bim&es(BR@ePs) to the Stage. Now, all | need

to do is convert the Bitmaps to Movie Clips and give them instance names. To
convert a Bitmap to Movie Cliprightft A O1 2y GKS AYlF3IS | yR
{eYo2féd , 2dz OFy aLaS2aA FAT & 2ydz VSl yFi2 NI AGUF
for this example) then click OK. Then click on the image, which is now a Movie
Clip, and give it an instance name in the Properties panel.
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Swap Bitmap...

Convert to Symbol...

Timeline Effects

You need to follow these steps for each image you want to load. After this yo
simply need to specify the instance names of the movie clips as the source.

var myltems:Array = [{source: OFirstBird 0},
{source: 0SecondBird 0}, {source: OoThirdBird  0}];

myGrid3D .items = myltems;

When you test the movie, the component witlke those movie clips from the
stage and load them as items.

Note that any movie clip can be loaded in a single item. If you want to load the
same movie clip into multiple items, you should load it as a library asset.

LOQa @SNE &AYAwith Sjritg ebfecfs. Yo detualy? Hedle two
options here. One would be to specify the instance of the Sprite object as the
source, without quotations.

var rectangle:Sprite = new Sprite();
rectangle.graphics.beginFill(0xFF0000);

rectangle.graphics.drawRect(0 , 0,100, 100);
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