I see it, but it makes no sense.

What the heck is the 11th number glyph? For that matter, why does each one have an extra glyph?
This is Flash CS3 Professional edition.
The extra character is the standard space character. The reason why it appears in those character sets should then become obvious ;)
You can verify this with these steps:
You can do the same for the letter glyphs too.
Additionally, if you combine the lowercase and uppercase glyphs, you'll notice that they don't add up to 54 characters, but 53. There's still only one extra character, which is the space character. Add the set of numbers and the total becomes 63, rather than 64 or 65. OK I checked, and combining the letter and number glyphs actually results in 64, not 63 or 65. I don't know in that case ? it might have to do with character encoding, or with how Flash handles kerning of glyphs between letters, numbers and whitespace, but I can't say anything for sure.
I am encountering some very strange behaviour with a Flex 4.1 app I am writing which gets in the way of testing. It seems that I can reload the app 16 times and then on the 17th, the loading process fails with
Error #2046: The loaded file did not have a valid signature
It seems to be consistently happening on the 17th reload on both Firefox 5.0 and Chrome 12. I am not sure if it's relevant, but I am running Flash Player v10.2.159.1 (also happens with 10.3.181.34) on Ubuntu 10.04. Happens with both regular and debugger versions of the player. When I run the app on Windows FF5, it doesn't seem to happen. Closing the current browser window does not seem to fix it. The only way around it is to completely close all browser windows and restart the browser. And then again after 16 successful loads, the 17th fails.
At this point I'm thinking of chalking it as a Linux Flash bug but I'd like to make sure and check if anyone knows if there's something I should be doing to prevent this.
The user from this post seems to have had the same problem but I guess he didn't notice the pattern I have.
Any help will be greatly appreciated. Ruy
== UPDATE ==
I just realized that after my app starts throwing the 2046 error, trying to load any other Flash that uses signed RSLs also shows the 2046 error (e.g. this app), which means the problem is not specific to my app and most likely related to the Flash cache or something of the sort.
Disclosure: I am a Flash Player Developer at Adobe. This is unlikely to get much attention as it is Linux only and kind of an edge case: Probably annoying during dev work but very few users will reload the same page more than 16 times. It might also be a browser issue. But it is probably us :) I will look at the jira tomorrow and see if I can bump it up a bit, but I'll be honest in that it is really an edge case and unlikely to get much love. If you want to increase your chances make sure to add the most simple .swf test case you can make to the bug. Also please double check if it still happens with the latest beta.
I also just took a look at the earlier bug reports and forum posts, you probably should post this as a Flash Player bug, not as Flex.
Long shot guess, but it sounds similar to a problem we had.... in the project properties - Flex Build Path - Framework Linkage - change to "merged into code". This fixes a problem very similar to what you are describing, though I wish I knew exactly what the cause is. Good luck!
tl;dr: No idea on the cause, posting random possibility in hope it might give someone else an idea or two for testing.
Considering that it seems to be an unresolved bug in Adobe issue tracker, its unlikely that you will get any definitive answer here. Considering it occurs on both Firefox & Chrome, let's rule out browser bugs and assume it is in either some common library (Flash) or OS API (Linux kernel implementation). A comment in one of the jira issues specifically mentions killing Flash process fixes it, so its a Flash issue and not OS bug.
The most interesting thing I can see here is your observation that it succeeds for exactly 16 times before failing to load. Time for some speculation here, from someone who's never worked on kernel or crypto dev:
With a 2048 bit RSA key and 32k cache for storing them, 16 keys would fit before adding another one fails - so one conjecture is that each time this file is loaded, Flash is caching the signed value (possibly a hashed version) for some reason - maybe to keep track of allowed & used security permissions etc.? If this entry is not removed, then once it is full all file loads will fail if caching the signature is part of checking it.
Things you can experiment with:
I expect that to actually find a solution, you'd have to dive into the library loading code and look at all constants related to loading signed libs that are 4, 16, or a multiple of 16 to see if they might be responsible - in short, unlikely to be soluble by others outside of Flash dev team imho :/
This behavior could be related to a memory leak caused either by the Flex implementation, or the browser plugin. Firefox is notorious for not cleaning up memory anyway and the footprint will continue to grow the longer you have the same browser window open.
If you reduce the size of your flex app to produce something very tiny, does the number of times you can reload the page go up?
I have a web app that I am trying to speed up. It looks like this:
+------+
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| |
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| |
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| |
| |
+------+
Each box is an iFrame containing a Flash SWF and some javascript. The SWF downloads a thirdparty SWF that is used to display information. I have found that the load time for the webapp is:
LoadTime = (4 seconds) * numberOfBoxes + (3 seconds)
When I just imbed the 3rd party swf directly (without our swf or the javascript) the load time is:
LoadTime = (1 second) * numberOfBoxes + (2.5 seconds)
I am trying to find where the extra 3 seconds is being used so that I can speed up our webapp. I think that the candidates are:
Below is an image of the downloads taken from firebug. I have replaced the file names with what their type is. None of the downloads are taking especially long after the first time.
One place of interest however is marked in red. The red area is a 3 second gap between when My SWF is loaded and when two gif files are loaded followed by the Third Party SWF. I think this pause is caused by processing on the client (is this true?).

Note: The red bars in the graph are not part of the diagram. I added them to highlight the gap where nothing is occurring on the .net panel.
I think that I can conclude from this that I have a client side processing issue which implies either Flash or Javascript. Question 1: Is this correct?
Edit: I added up the total non-concurrent download time:
I used the profiler in firebug to profile the javascript. Here are the results when there are four components on the page:

This means that the javascript is running for about .25 second/chart. This seems reasonable to me.
Question 2: Am I reading these results correctly?
This leaves about 3.5 seconds/chart of processing for something else.
I inserted some trace statements in the AS3 code. We are listening to an event called something like "done loading". I put a trace in the first initialize method and in the "done loading" method. The flash is only eating up .2 second/chart between those two trace statements.
Question 3: Is there a better way to to profile the flash? Could it be the flash loading or something like that that is eating up the extra time?
I am not sure if there are other things other than:
Question 4: Is there something that I am missing that could be eating up time?
I am not sure what my next step should be. I know that something is taking about 1.5 - 3 seconds/chart but I cannot figure out what it is. I suspect that it is something related to my swf.
Question 5: How should I find that missing time?
I have graphed all of the times for each thing that could be taking time.
The last graph is possibly the most important graph. The blue dots is the amount of total loading time (measured using a stop watch). The red dots are the amount of time that I have accounted for (Javascript, download time and flash time).

I am targeting IE and Firefox (although it is a nice bonus if other browsers work). All of the results presented so far are with Firefox with firebug running. Just for fun I thought I would try in other browsers. I don't think that this brings me closer to a solution but interesting to see how much IE sucks.

Note: Before running tests for Firefox I cleared the cookies and cache. I did not do this for IE or Chrome
I have been sprinkling console.log statements though my code trying to sandwich the slow code. (The results get pushed out to the Firebug console).
One thing that I have noticed that seems suspicious to me me is that there is a 2.5 second gap between when my last javascript log gets printed and when my first flash log gets printed.
17:08:29.973 - Javascript code
Time difference: 2510 ms
17:08:32.483 - Flash- myComponent.init()
Does flash need to setup a virtual machine for each swf? Does it compile the actionscript on the client?
What happens between when I <embed> my swf and when the creationComplete event in my main .mxml?
Just some ideas:
Can you eliminate the middle man, in this case, the third party swf?
Where is the third party swf located? If it is on a remote server, you should just have to download it once and then place it on your local server with your other files. That could eliminate download times.
Can you use something like a flash decompiler to decompile the third party swf's code and put the code directly into your swf? (this is probably against the rules)
What happens if you don't put the content in iframes, rather, just put them in divs?
As another option -- try to disable firebug. Is time changes somehow?
Also try the same in chrome -- with and without dev tools.
To understand whether this jsp, that called from your swf or just your swf you can do this:
Do this partly and check the difference.
Also try to profile all newtwork events, that oocurs. May be your SWF calls some method in 3rd party, that calls then some remote method. Here I think we cann't improve this. Only may be if method in 3rd party could be cached somehow. So in your profile we see only loading of files -- we dont' see any other requests -- ajax or something like this.
As per my undertanding, There are three possibilities which the suspects.
Are the iframes coming from HTML response from server? Or, are the iframes added to DOM dynamically via javascript?
You will have better performance by waiting until DOM is ready and inserting iframes into the DOM after page load.
I think the problem is that Flash is blocking script execution while the local SWF downloads the 3rd party SWF. You probably need to figure out how to do a concurrent, non-blocking, asynchronous download of 3rd party SWF using ActionScript.
I created a helloWorld SWF and embedded it into a web page.
On the browsers that I was testing on it takes a long time for the swf to load. When there is just one swf on a page this is not noticeable (~ 3 second loading time) however when there are 10 swfs on a page there is a noticeable pause (~3 seconds/chart * 10 charts = 30 seconds).
Here are the browsers that I tested on:
I have posted my hello world application in another question. If anyone one knows how to speed up the loading of a very simple swf you can answer here:
I have a simple WebView to display a website with Flash (the Adobe Flash website) -- testing on a Xoom tablet running Android 3.0.1 with newly released Flash 10.2
After referring to every question on stackoverflow, I've set the following:
mWebView.getSettings().setJavaScriptEnabled(true);
mWebView.getSettings().setPluginState(WebSettings.PluginState.ON);
mWebView.loadUrl("http://www.adobe.com/software/flash/about/");
Both Plugins and JavaScript are enabled for the WebView using getSettings(), yet Flash fails to show up. When I set setPluginState to ON_DEMAND, it shows the correct placeholder for Flash -- yet again, when I tap the item where Flash should be, the Flash disappears (as if the Flash video is failing to render) and only the audio (depending on the Flash content) can be heard.
I've also noticed that I can tap the missing Flash, do a long-hold tap, then tap the top left where the new Flash 'Fullscreen' button SHOULD be and it'll then show up correctly in Fullscreen mode. But when I fall back to the WebView, it again fails to show up and only plays the audio.
Any thoughts are appreciated! Please don't just refer me back to something posted months ago without some details on why I'm referring to a post months before the Android 3.0 release! Thanks again for any help. Great community!
So after a week and a half+ of searching high and low, trying different techniques, and just about near ready to throw my tablet out the window, I finally figured it out -- and I'm not too happy how EASY it was to fix; then again, I am!
Remember, this was directed toward the ISSUE of Flash video not loading into the WebView on my Xoom Android 3.0.1 tablet with PluginState ON. Read my question and then the answer. Enjoy!
Step 1: Simply add this to the tag under your Applications Manifest XML
android:hardwareAccelerated="true"
Step 2: Load up your app and enjoy your Flash enabled WebView!
Good luck!
I'm looking for javascript libraries and code that can simulate localStorage on browsers that do not have native support.
Basically, I'd like to code my site using localStorage to store data and know that it will still work on browsers that don't natively support it. This would mean a library would detect if window.localStorage exists and use it if it does. If it doesn't exist, then it would create some sort of fallback method of local storage, by creating its own implementation in the window.localStorage namespace.
So far, I've found these solutions:
I understand that Flash and Silverlight can be used for local storage as well, but haven't found anything on using them as a fallback for standard HTML5 localStorage. Perhaps Google Gears has this capability too?
Please share any related libraries, resources, or code snippets that you've found! I'd be especially interested in pure javascript or jquery-based solutions, but am guessing that is unlikely.
I use PersistJS, which handles client-side storage seamlessly and transparently to your code. You use a single API and get support for the following backends:
Any of those can be disabled—if, for example, you don't want to use cookies. With this library, you'll get native client-side storage support in IE 5.5+, Firefox 2.0+, Safari 3.1+, and Chrome; and plugin-assisted support if the browser has Flash or Gears. If you enable cookies, it will work in everything (but will be limited to 4 kB).
have you seen the polyfill page on the Modernizr wiki?
https://github.com/Modernizr/Modernizr/wiki/HTML5-Cross-browser-Polyfills
look for the webstorage section on that page and you will see 10 potential solutions (as of July 2011).
good luck! Mark
I personally prefer amplify.js. It has worked really well for me in the past and I recommended it for all local storage needs.
supports IE 5+, Firefox 2+, Safari 4+, Chrome, Opera 10.5+, iPhone 2+, Android 2+ and provides a consistent API to handle storage cross-browser
JStorage works well. It used LocalStorage when it can, and uses UserData on older browsers.
I think a common method is to use cookies and a database. The cookie stores a small user id or something unique to every user, which references to data stored in your database.
This means there is nothing large or important stored within cookies, but still has the benefit of using cookies.
There is realstorage, which uses Gears as a fallback.
The MDN page for DOM storage gives several workarounds that use cookies.
This is really a two part question. First, is it possible to detect if Flash is installed on an Android device? Second, if it is installed, is it possible to display a flash video in an Activity? I'm thinking you'd have to use a WebView widget within your Activity to display the Flash content instead of something like a VideoView. Is Flash even supported within the WebView widget or is it only supported by the actual Browser app?
The answer to both parts of your questions is "yes", with the second part contingent on the first.
(1) Detecting if Flash is installed.
Use the PackageManager to attempt to obtain the Application Info for the Flash Player package. It will throw an exception of such a package doesn't exist.
boolean flashInstalled = false;
try {
PackageManager pm = getPackageManager();
ApplicationInfo ai = pm.getApplicationInfo("com.adobe.flashplayer", 0);
if (ai != null)
flashInstalled = true;
} catch (NameNotFoundException e) {
flashInstalled = false;
}
(2) Provided Flash is installed, you can display a Flash video within your Activity by embedding it within a WebView. The Flash plugin provides the same support for a WebView as the native browser.
If your check in Part 1 returns false, best practice would be to hide your WebView and replace it with either an error message explaining the requirement for Flash, or better still, a link to download the Flash plugin from the Android Market.
I have a multilingual project (currently 13 languages), which uses many different font variations of "Helvetica Neue", mostly bold, condensed and regular cuts from the LinoType Pro font set ( which includes western european characters) and the same for cyrillic. We will probably add chinese and japanese variations in the future.
I have set up the project to use different CSS stylesheets and separately load the fonts for each version, depending on which language the user selects, so I can have different line heights, kerning and/or font sizes to make everything keep the original look, even if the fonts look nothing alike.
All of this works well, except for one problem: For some reason, all cyrillic letters seem to be displaced. They appear 2-3 pixels below the correct base line, and actually protrude across the textfield's bottom border, even when the field is set to autosize. When I use textfield.getCharBoundaries(), all values seem to be correct, even though they obviously aren't rendered correctly.
To make everything look neat, I could of course manually move all problematic textfields up or down according to language and font size, but I was wondering if there was some way to prevent or at least detect this kind of displacement in order to automatically handle the adjustments - the Flash Player should have some sort of information on how things are rendered, shouldn't it? Have any of you had similar problems? Or better yet: a solution?
I've experienced similar problem with Arabic language. Seems like Adobe applications always have issues with non-English languages. In some languages, in Flash player the text look corrupted, but while playing the Flash in Flash Player the problem doesn't exist.
I'm not sure what could be the solution for your problem, but you can try some work around.
Try this work around, but it becomes more complicated: - on each keypress, insert the pressed character as an image. It could solve your problem, but it would take more time to write the code
I've had similar issues, and all solutions I've tried are quite complex, or have some drawback:
Use TLF. I know you don't want to, but it's a pretty safe (but complex) solution.
Don't use "readability" antialiasing, use "animation". Fonts will look worst, but their metrics should be a bit more reliable.
Try with cacheAsBitmap, or null filters (i.e. BlurFilter(0,0,0)). It will work in some cases, but not all.
Manually cache all textfields as BitmapData. This should show much more reliable metrics, but can be tricky. You can even fix this on the fly with getColorBounds to get the "real" metrics. But again, it's all very tricky, and needs a lot of testing.
I had this problem for Chinese, but only in OS X versus Windows. I couldn't figure out how to automatically get proper metrics for where the characters really were, either. I ended up with a rough function which I called whenever I set up a TextField:
public static function adjustPositioning(field:TextField):void
{
if(OS != "MAC") return;
var fontSize:int = field.defaultTextFormat.size as int;
field.y += fontSize/5;
}
I was setting up all my TextFields in code rather than the IDE, so this was easy. I guess it's the solution you're not looking for, though!
It sounds like the font you are using has an actual error in the glyphs for cyrillic. So here's a brutally simple, but annoying solution. Edit the font. It sounds crazy, but there aren't that many Cyrillic glyphs, and you seem to want a single font. Edit it, distribute the corrected version, and you're done.
Fontforge is pretty decent, I'll bet you can edit the font in an hour once you're set up.
Does your version of Helvetica Neue have glyphs for Cyrillic? If not, then you get font fallback and the font used for Russian is in fact not Helvetica Neue, but something else, with other metrics. And you will have more of this if you go to Chinese, because Helvetica Neue definitely does no contain Chinese glyphs :-)
On the other side, really-really consider TLF. It is way better for international support, and Flash Player 10.0 (which introduces TLF) is already more than 2.5 years old. Try to convince your customers that is unreasonable to ask for high level international typography with ancient technology. It is an either/or deal.
Have you tried simply modifying the font to adjust for the 1px or so. Simply shift the letters upwards (or down) I didn't quite read everything that everyone wrote. Although I do not currently have it installed, I beleive my preference for editors is "Fontlab".
Have you tried using a fixed width font?
I have been asked to research teaching a module in game development to beginners (no programming skills) of the age group 18-30, at a secondary school level. The course will run for roughly 8-10 months and each student would probably get 3 hours of teaching time per week.
My initial thoughts were to propose using Flash, since the student could make a simple but functioning game with little knowledge of programming. The budget is tight though, and I thought it wise to look into some alternatives in case the budget doesn't stretch far enough.
I know there are FOSS flash builder applications out there such as AJAX Animator but having never used them I am worried that they won't be able to deal with variables and such, even at a simple level, to handle scores, lives etc.
Does anyone have any thoughts on some good alternatives or different approaches? Students must develop some kind of playable game by the end of the course.
I'm a primary (elementary / middle school) school teacher - so the things we've done are pretty basic, but here's what we've played with:
Sounds like a fun course to teach! I hope it goes well. I'd probably have a good look at GameSalad for that age group - particularly since the iPod Touch / iPhone is pretty trendy / exciting at the moment.
Unfortunately they will almost assuredly have to develop at least an extremely basic knowledge of variables (etc) and simple programming logic, or else the most you can do is let them interact senselessly with something on screen.
I personally would have suggested Flash; have you looked at their education licensing? I don't know what it is off the top of my head, but it ought to be significantly less expensive than licensing Flash for commercial/regular use.
When you get into alternatives like using HTML/Javascript you really start running into more complication, as you have to worry about servers, browsers, HTML, CSS, Javascript, etc, versus being able to draw/import to a canvas and write minimal logic to support it.
You can build Flex for free using the open source Flex SDK. Flex is build with MXML and ActionScript 3, the same language used to program in Flash. You can use Flex to make flash apps. Flex is much better suited for teaching programming than Flash in my opinion because you don't have to deal with movies or key frames or any of that. You can also mix Flex SDK with Adobe Air to build simple desktop games.
Aptana Studio is a free Eclipse based editor which supports both Flex and Adobe AIR development.
None of this will cost you a dime.
You could look into alice, http://www.alice.org/
I'm using gamemaker in a computer programming club for kids. I've got kids from 3rd grade to 9th grade attending.
What is nice about gamemaker is that there are enough built in pre-programmed modules/events etc to be able to build simple games without any programming at all. There is a graphical interface and logic can be built using graphically represented pieces. There is certainly logic and process that has to be learned but mostly you need just basic computer skills to start.
I'm doing this with kids in Czech Republic who only have a rudimentary knowledge of english which makes it a bit tougher but they are getting it and learning some english to boot.
For the older kids that are interested there is the opportunity within this development environment to also do coding as there is a fairly rich coding environment available to those that want to create much more complex games. There are also lots of dlls available created by users and there is a basic 3d framework as well although it is limited.
I'm not a programmer by trade .. just a hobbyist ... just to put this in perspective.
There is a free lite version of gamemaker which will allow you to do a lot including creation of .exe files to play the games on most windows machines. There are advanced features that are not available in the lite version ... it's described pretty well on their website.
Unity is a pretty sick program for making games. It can make games on alot of platforms, but needs some coding experience. http://unity3d.com/
There is always Silverlight, and Microsoft makes a free version of Visual Studio called Visual Studio Express.
Silverlight is Microsoft's take on Rich Internet Applications, which is the same class of applications as Flash applications.
I learned (and also helped teach a class of college Freshmen) using VPython: http://vpython.org/ ... it's very simple to use, yet also pretty powerful.
My son learned Squeak when he was 7 or 8.
Squeak is a smalltalk environment with a graphical programming layer - called eToys - layered on top. eToys is aimed at grade school-aged kids but is fun and rich enough for adult beginners to enjoy too.
The canonical first program in Squeak has the child building a racing car that follows a race track and races cars made by other kids. No variables!
It's free and open source. There is a large community of teachers that support it.
There is a demo on the front page at http://www.squeakland.org/ and a showcase of apps built by kids (and, sometimes, their teachers) at http://www.squeakland.org/showcase/featured/
I'd strongly recommend Scratch, especially for non-current-programmers. Lots of examples, visual and not syntax-oriented, and games are a primary target. There's also an app builder for Android based on Scratch.
When I was younger I made a few games with RPG Toolkit.
It's primarily intended for over-head 2-D role-playing games that work on a grid-based world, akin to many older NES or Gameboy games. Final Fantasy 1 through 6 and you've got the idea.
It isn't the prettiest way to make a game, but I found it was one of the easiest. It makes much more sense than many rich application platforms like Flash or Silverlight, and it lacks the complexity of 3 dimensions that you find in Alice. Since a computer screen is two-dimensional it's very easy to understand not just what you're drawing, but how to manipulate it. In three dimensions you sometimes think two objects are side by side and find that their z-parameter is miles off.
More importantly, it has a very powerful scripting language for adding your own features. This lets you go from a battle screen (like Final Fantasy) to fighting on the main map (like Zelda). It also allows you to code "save points", "item shops", etc.
The newest version of the toolkit even allows for creating simple multiplayer games.
It won't teach them too much, so I wouldn't spend all 8 months focusing on it, but it can give someone a few general concepts. Mainly that most modern games aren't built entirely in code, but rather a developer platform is coded which allows you to create worlds and write scripts. This is how the Unreal Engine and Havok engine work. I think it's also how the Endorphin engine works. Mind you these engines were the geniuses behind hundreds of games (Ok- the last link was a stretch. NaturalMotion doesn't include a list of games using their engine on their own site)
Depending on the quality of the result, I would recommend different solutions.
I doubt that most people can learn programming + learn do make a game within the tight timeframe and budget you say, but if we lower the expectations "something" should be possible.
First of all, I think groups learn faster if competeting. Secondly sourcecode of a solution should be open to others on the course.
I learned to program back when I was 14-15 years old. Together with a friend of mine, we wrote a little piece of code each, then demonstrated our idea and the other one learned from it.
Later on we formed a "small group" with more friends, and started to build small games and compete to see who could come up with the best idea and build a small game with a few levels. We got inspiration from every game we liked at that time (Commodore 64) and tried to build something similar with BASIC.
It was a challenge as we had no teachers, no skills, internet, just friendship and bragging about how we did something cool - and then showing our code to the friends, so they could learn this too.
I've learned that to start developing a game would require something different than a "language/platform" from a start. The idea/plan/goal is much more important than selecting a tool.
A game needs logic and rules to follow. So you'll have to decide what kinda game, before choosing the platform/tool.platform/tool.
Ideas for gametypes
PAC-MAN games (collect things in a maze, avoid monsters) needs some map or collision logic to work
Platform games (run sideways, jump, duck, shoot) needs a tilebased platform, these has to be coded right to work
Shooters (things crossing the screen, points for hitting) needs a mouse input, some collision detection
Simple adventure (multiple scenes, inventory with object you pickup/use, objects with state) needs a 2D viwer, a little click action
3D FPS, needs a real 3D engine (Unity3D or similar frameworks will make this possible, but far reach for newbie programmers) - perhaps a map/level for an existing game such as Quake or better might be more fun to make.
Turnbased (simple games where player makes a move, then AI or other player) requires less from the framework/hardware as delay doesnt hurt the game itself. Very possible with HTML/javascript.
Advise:
I would go for some simple game made with HTML5 and whats possible with that. You have Canvas object if you need vector. You have Javascript for interaction/movement. You have sound for effect, but the best part is that it can be writting with NOTEPAD if needed and EVERYONE on the course can learn from each others coding.
If you want to design a simple adventure, HTML could do much of the trick itself. Just finding my way around the internet/wikipedias is like a maze game sometimes :-)
But perhaps you might need a little extra for the inventory part (bookmarks) (if no serverside, you might need some sort of pre-made objects) so the course is more about designing a game and using a framework, than learning to program in Javascript.
If the idea is to learn game-design, more than coding, then I would go for simple editors like Gamemaker 8 which uses a graphical editor to produce loops and events. Very easy for new designers + able to do tilebased games.
Again, depending on ambitions and time/effort - go for the right type of assignment and choose tool from that.
just an FYI, Adobe is giving away free copies of Flash Builder 4 Standard to students and teachers: http://www.adobe.com/devnet-archive/flex/free/?sdid=GXVTO&PID=1225267
although there's no timeline development in FB4, so it wouldn't be as easy as using Flash CS5 or Flash Catalyst CS5.
I want to use Adobe Flash in the development of Android applications. But how do I install flash on the emulator so that I can test my software with flash?
To install the AIR runtime on the emulator:
adb -e install -r Runtime_Emulator_Froyo_20100930.apk
from this site: http://flashsimulations.com/2010/10/19/developing-android-applications-with-adobe-air/
download the adodeflash player file(.apk) and install using the command adb install filename /sdcard/
I tried this using comadobeflashplayer-1.apk, but it crashes the emulator browser. I was able to uninstall thanks to this helpful link:
http://forum.androidcentral.com/lg-optimus-s/43187-installing-flash-10-1-optimus-s.html
I did not put it on the sdcard (which is the -s option)
There might be some configuration option for the avd that allows it to run, but that's speculation.
I followed the steps in this entry at Extreme Tech and worked perfectly! It's to install Market, but I think the idea still aplies. =)
In the Android browser, browse to http://get.adobe.com/flashplayer and it should redirect you to the Android Flash install.
In summary what you did was provide emulator/browser the ability to interpret .swf and .spl files( that youtube delievers for its videos ) via the libflashplayer.so file. And you also copied that file into the folder structure that firefox understands and looks for.
Details : 1. http://kunalcholera.blogspot.com/2011/05/install-adobe-flash-player-firefox.html
I'm having problems with this. If I go to an SWF directly in the browser, it works fine. If I attempt to use loadUrl on an SWF file it stays blank and loads nothing.
Figured it out. You have to enable plugins.
webview.getSettings().setPluginsEnabled(true);
Niky, you have a code example here.
I have used this example to test this code and confirm it works. In this example the qualibus.swf is in contained within the assets of the app. Please test this on an actual device, as on the emulator it show a blank page (probably the flash player is not present on the emulator)
Test3Activity.java:
package com.blabla.test3;
import android.app.Activity;
import android.os.Bundle;
import android.webkit.WebView;
public class Test3Activity extends Activity {
/** Called when the activity is first created. */
@Override
public void onCreate(Bundle savedInstanceState) {
super.onCreate(savedInstanceState);
setContentView(R.layout.main);
String url ="file:///android_asset/qualibus.swf";
WebView wv=(WebView) findViewById(R.id.webView1);
wv.getSettings().setPluginsEnabled(true);
wv.loadUrl(url);
}
}
main.xml:
<?xml version="1.0" encoding="utf-8"?>
<LinearLayout xmlns:android="http://schemas.android.com/apk/res/android"
android:orientation="vertical"
android:layout_width="fill_parent"
android:layout_height="fill_parent"
>
<WebView android:id="@+id/webView1"
android:layout_width="match_parent"
android:layout_height="match_parent">
</WebView>
</LinearLayout>
Result:

I have to write a web application for a client soon. Looking at the specs, there is no reason why the project couldn't be an HTML5/CSS/Javascript project, but the client is arguing that it has to be Flash.
The project has a number of dynamic elements and is web-based. It'll only be used in-house by a small number of people and all of those people use either Google Chrome or Safari 4. They are all pretty tech-savvy to boot.
My question is this: what are some of the reasons (preferably technical since this is Stack Overflow) I can present to my client as to why HTML5 is better than Flash (that's assuming I'm right and it is in this case)?
Is it OK to use HTML5 even though it's still a draft spec (I'm assuming it is after checking out all those Apple HTML5 demos a few days ago)?
Also, would a hybrid approach be preferable for now? Something that uses Flash wherever the canvas object would've been used in the HTML5 approach and that conforms to a normal XHTML approach.
Help!
As you've limited the scope of the problem to two browsers that both support HTML5 quite well, performance would be my first concern. Flash does some things better than Canvas (et al) manage (and yes, it falls short in a lot of other places) but if all the users are webkit-based (which Crome and Safari both are), HTML5 should fly along.
Just going back to spec support, you do need to make sure you respect that each browser might implement things in different ways for now.
I certainly wouldn't suggest going with a hybrid solution. If you're in a controlled environment, where you can control the presence of Flash or a HTML5 browser, you'd really just be wasting time by reimplementing in the other tech.
But some of the core benefits of HTML5 over Flash:
But if you need proper streaming video or webcam broadcast support, Flash is probably your best bet for the near future. HTML5 doesn't have a fix for everything.
If there's even the smallest chance that an old browser (IE6 or even 7 or Firefox 2) is going to use the system -- and you have to be honest with your client and yourself -- you have to hold off and stick with the lowest common denominator.
Non-technically: I would go with Flash, unless there's a reason not to use Flash that you will actually convince your client. If they have their mind set to Flash, and you use HTML5 after all, chances are that most if not all problems will be attributed to your using HTML5. It doesn't matter if the problem has nothing to do with HTML5, or if the problem would also occur in Flash, it's a mind set your client may have or get, that you risk bumping into. I've seen it happen a few times myself, and usually I end up wishing that I had taken the approach the client prefers, even if the product is as good (or better) as it would've been using the clients preference. Of course, again: if Flash doesn't suffice, there's no argument, but that doesn't seem to be an issue here.
Besides, Flash currently enjoys much wider browser support. If the deadline is in the near future, it'll be a difficult choice of taking away so many browsers that don't support HTML5.
There's the old tune that Flash is inaccessible. You might think "whatever; this is only used in-house" but in my opinion it makes accessibility more relevant; building an inaccessible web site means you don't cater customers with disabilities - bad for business; your choice - while deliberately building your in-house tools like this could be argued as impeding employment opportunities for people with disabilities.
On a public site, accessibility is important because it results in higher visibility; on an internal site accessibility covers your a** in the event that all those accessibility initiatives crack out the big guns :P
You mentioned a key point in the beginning of your question:
but the client is arguing that it has to be Flash.
The client is always right ;)
Are you sure that this application will be limited to this core set of users? It will never expand to anybody else that doesn't have an HTML5 compatible browser installed?
I can't exactly argue in favor of HTML5 since I'm not entirely familiar with it. Since you say that the requirements fall within the domain of HTML5 you can argue that you can develop it in an open standard.
If you think your client is malleable enough to accept this, then go for it....it may not be worth the hassle to simply make it in Flash though!
If you really wanted to make a pitch, I would say this: will the front-end always be flash, or does it seem like something that would some day be converted to HTML5. The conditions you describe would be a perfect way of having a low risk way of getting your (and your client's) feet wet with the technology. If that isn't really on the horizon at all, then it's probably not worth the risk. Flash is a known, HTML5 is not. There is already an existing body of flash in the front-end.
As for the HTML5 pro/con thing, I think the argument really comes down to one of two things - reach (devices that flash can't go) and the future (will HTML5 become the dominant method of have rich web experiences). Personally, I think that HTML5 will likely fill a lot of areas that flash currently occupies in the near future and is a good bet for the long run, but flash is much safer right now.
Since this is going to be a video application, I would suggest a HTML5 solution with a Flash video for fallback. Since your target is Safari and Chrome, you probably only want to encode in H.264 (sigh), and then you can throw in a Flash video player for those platforms that do not support HTML5 H.264 video. You don't need to encode the video in 2 different formats to support both HTML5 video and Adobe Flash video, since Adobe also support MP4 H.264.
So, just tell your customer you will do both, Flash and HTML5 with the appropriate technology on a platform auto-executed. I think that's a nice sales pitch.
(I would always want to go for open codecs, but in your situation it really doesn't seem appropriate).
Do you need Linux support? The Flash player for Linux is horrible. It's very slow, even on very fast computers.
Also, I think the 64 bits player for Flash is still is alpha after all these year.
On one project for me, it came down to embed-ability. Creating a snippet of embed code for people to share content on their own sites/blogs was a major factor of choosing Flash over HTML5. Sure you could do an iFrame, but this was an interactive graphic and we had to decide to do it in either Flash or <canvas>, in the end, we chose Flash. When IE and SVG support increases some more, hopefully this won't always be the case.
Despite a lot of propaganda saying otherwise, HTML5 and Flash are not equivalents ? they do not do the same job.
Furthermore HTML5 does not add anything to HTML that we didn't already have, it is merely a cleanup (or corruption, depending on your interpretation).
That said, Flash is not needed to accomplish any particular feat ? it has never been needed.
Clients should not ever dictate how a particular feature is implemented, only what it should do ? the implementation should always be up to the developer. You should, of course know why not using Flash is better than using Flash, but you should not have to explain this to a client, ever.
Apple is always in the news these days with "i" this and "i" that. One of the biggest beefs people have with Apple is the lack of Flash support. Last year I held the same belief, Apple's choice to exclude Flash support just seemed senseless. HTML 5 seems to have changed this though. One of the most popular users of Flash is YouTube, and they are already getting on the HTML 5 bandwagon (http://www.youtube.com/html5). Still, I am torn between the two technologies.
What is your take? Is it better for a budding developer to learn Flash or should their efforts be devoted to HTML5?
Simple and open win. Every time. Learn HTML5.
I think it's ironic hearing Apple and Steve Jobs railing about closed standards, though. Apple's computers have always been a closed integration of their hardware and software.
Lets be pragmatic.
Flash will be still alive for some time, at least years, because this kind of technology is too used today to be changed in a short time.
Now, as AS3/Flex is not very hard to understand and use, maybe you should learn about both, one at a time, but both in the end. If you don't have time to learn both (even one after each other), choose the one that seem more suited to your current projects. Be pragmatic.
Because HTML5 will still be a standard and widely used language/platform. It's different from flash (that is more like a cross-platform graphics-oriented engine) but all versions of future websites will exploit it.
This might be an unpopular answer, but Flash won't be going away anytime soon. Don't listen to what Apple says, check job offerings instead. Things get hyped up easily, and while Flash'es lifetime may be numbered right now, its not like its going away in 2 weeks.
Pretty much any technology we work with as programmers is going to be obsolete sooner or later. That doesn't mean that we should never learn about any technology.
A lot of people have Flash installed on their computers. This alone means that it is not going to disappear any time soon. Whether it's going to be the dominant technology is another matter. Adobe might might make major improvements to the platform or a lot of other stuff might happen in the long run.
As a technology for developing stuff today I would probably choose Flash. If you want to learn skills which will transfer more easily to other languages, I think HTML 5 would be the better choice. Either way you will be wiser afterwards and no one can take that away.
Actionscript (flash's language) is basically ecmascript(JavaScript). There's a fair amount of crossover skills.
The only issue at this point is browser support for H5.
It's ironic that you link to the HTML5 version of YouTube, as an example of the uptake of HTML5, when it only works in 10% of all browsers. A figure that won't improve until IE and Firefox gain support for it. Even then, the HTML5 spec isn't going to be complete for another 2 years.
It's easy to rail on Flash these days (and popular too, apparently) but the fact is that it has played a large part in creating today's media rich web. Despite its shortcomings, at least it was not five years late, and counting. The sudden circle-jerk over HTML5 seems somewhat inappropriate since it only gives us what we've already had for more than five years (except natively supported, instead of plug-in based and more efficient than Flash, but not more so than Silverlight). The incredibly long standardization process of it (spec complete by 2012, recommendation status by 2022) must be leaving those people pretty blue-balled, I imagine.
Should you learn Flash? That entirely depends on what you want to do. Building an HTML5-only application that is not specifically aimed at Apple hardware, that should be viewable by the general public today is a very, very bad idea. As said, you won't be able to target more than 10% of users. And even when it has the ubiquity of Flash (at least two more years) it doesn't mean there is no more reason to use Flash or Silverlight. The HTML5 standard brings some of the more popular uses of Flash, but won't provide things like live streaming or DRM. The plug-ins will stick around for many years and most likely will never disappear, since they aim to extend the browser and no matter how much more complete the web standards get, there's always something that's missing.
Business-wise, if you want to create a media rich web application, you're going to need Flash or Silverlight.
It's difficult to speak in general terms and pick one over the other. One is a animation plugin and the other is a markup language. You'll always need markup, flash relies it to run. HTML5 will not kill off Flash. The question is will Flash be able to gain any kind of foothold in the smart phone market. So far it's not going Adobe's way. On the desktop Flash is still going strong.
I certainly think Flash is worth while learning. Especially if you're in the communications based industry like advertising and publishing. Learning the tools to create motion based content can never hurt. Don't forget that when push comes to shove Adobe can have Flash Pro tools render out to HTML5 based content. You won't be left high and dry.
These days I only work with HTML/CSS/JavaScript but I also have a fair amount of Flash experience and I'm happy that I do. Having knowledge of one enhances the other. So, focus on one, but learn both. You won't regret it.
Flash is a proprietary system. HTML5 is an open standard. The chances are, even if HTML5 can catch up to Flash right now, Flash will continue to evolve faster than HTML5, because Adobe can do what they want.
As far as I know, HTML5 doesn't support some current features of flash like games at the moment too.
Is it even worth my time to learn Flash?
No, and that has nothing to do with HTML 5.
If you want to develop apps for the iPhone/iPad, forget about Flash and use Apple's tools. That's the way they want it and they aren't going to allow anything else (unless they are forced to legally - unlikely).
Flash is still quite widespread in desktop environments (and might be coming to Android soon too, but I'll believe it when I see it). There are still, as far as I know, a lot of things that Flash can do that HTML5 can't do right now. But that will eventually change too. However, Flash will probably always have more features because its propriety and they can make advancements to it faster than changes can go into an open standard like HTML5. But I suspect Flash will eventually become like IE: it will have its own unique set of features, but no one will care because its easier/better to develop for a more basic, but well-adopted, standard of HTML5.
Right now we seem to be in conflicting period, where one technology is trying to take-over the other. What's best for you to do in this case? For the short term, learning Flash is a good idea. For the long-run, knowing HTML5 is going to be essential.
Learn as much as you can...whether it's about Flash only, HTML 5 only, or both. If you are talking about the next six months, let's remember that the HTML 5 standard is still not a "standard" yet. Let's also remember Apple doesn't like too much that aren't "Apple". Flash-based video and audio duplicates their QuickTime efforts, so it's obvious why they are going to lobby against putting it in their products.
For rich Internet application development, I do not believe that Apple has a product or technology that directly supports that effort. They can piggyback off of AJAX and Java, but Flash's popularity and market penetration make it a more desirable tool for developers looking to create that type of experience. According to this site, the Flash Player is installed on over 97% of browsers.
Learn Flash now...pick up HTML 5 when it stabilizes...you have time. No reason why you can't have both in your toolbelt.
Steve Jobs sums it up pretty well here: http://www.apple.com/hotnews/thoughts-on-flash/
In short you defiantly need to learn HTML5 and you could get by with out knowing Flash but you might as well learn both if you can.
Apple is a trivial portion of the desktop and phone market (the phone market, not the smartphone market, which is one of those categories manufacturers use to make their products look more important than they, in reality, are). The idea that everyone will do things differently because a few percent of their customer base want them to is a pretty bold gamble.
So Flash may or may not die - but it's unlikely that Apple will be the ones deciding that.
(FWIW, I see more Symbian phones using the web apps I have some responsiblity for than Blackberries, and more Blackberries than iPhones and Androids combined.)
Flash is a platform. One of the most popular runtimes in the browser plugin. There's not a much better way to get it into the browser.
Adobe started showing this off more as they're adding more export features to Adobe Flash CS5. They hoped to have iPhone export, but they still have a very simple output to HTML5. Adobe might not always make the best decisions, but with the HTML 5 export feature, they might already preparing for HTML5 and the lack of the Flash Browser Plugin on devices. That doesn't mean that their swfs won't runs. Especially when you consider there are already little projects that implement the flash runtime in JavaScript. Sounds great-- Flash without Flash! (only now flashblock might be less effective). Essentially, I see Flash as becoming a very strong HTML5 framework (lots of code behind it).
I'm pretty sure the flash browser plugin will slowly disappear, especially if Adobe embraces HTML5. The tools and frameworks and flash could be useful in a HTML5 environment. There's some interesting stuff there. I'd say its worth your time because there's a lot of concepts in the Flash Platform (and of course a lot of bad ones). A lot of them look like they're going to apply to HTML5 to. Even if the entire Flash Platform dies, there's so many similarities that HTML5 will make a lot of sense-- perhaps even more because you know the flash platform.
"to learn Flash or should their efforts be devoted to HTML5?"
Your question is ambiguous to me. I think the answer to your question depends on what you are trying to do. If you need to display video on your website or render fancy fonts, then you no longer need Flash to do that, because HTML5 is an option. However, if you are talking about building an application (either web based or Adobe Air), then some people might prefer Flash.
You don't need Flash to build a web application, you can use HTML/CSS/jQuery/AJAX for the front end instead of Flash (some might even use both). Apple would argue for you to use HTML for web stuff, and Cocoa for non-web apps instead of Air (C# for Windows!!).
For developing web applications, Flex has the convenience of being stateful, whereas HTML is stateless. For developing non-web apps, Flex has the advantage of being cross-plaform compatible, just like Java. Of course there are many other advantages to using Flex, as well as disadvantages.
HTML5 is not going to kill Flash
HTML5 isn't meant to kill Flash. Look it at this way - first there was a web, a textual web. Then as connection speeds were growing images started showing up. As Internet then hasn't been so big as today it was easier to update the HTML with new features...
Then the revolution came, we needed something for layout and we started using tables - but that was wrong, because tables were meant to be used for tabular data. So the CSS layout techniques replaced tables - but they haven't killed the table.
Same thing is with the new HTML5 features - just recently browsers started adopting new HTML5 features like and we hadn't any alternative for video or interactive content - so we used Flash - we built interactive sites in Flash, same thing with RIA (we needed a way to transfer some code to run on the client) - but Flash isn't meant to do that. So, HTML5 techniques will replace Flash - but they will not kill the Flash.
Flash will still be used for advertising, special multimedia sites (like for movies), games, it will be used for Air applications and for mobile applications too.
HTML5 is the future for the web, but that doesn't mean Flash will die.
You can't make games in HTML 5 like on Flash
Flash is relatively old...HTML5 is brand new. I think that pretty much defines the future. --EDIT: One thing Flash does very well and i don't see a replacement for is frame-by-frame animation.
In AS3 you can pass a constant to the compiler
-define+=CONFIG::DEBUG,true
And use it for conditional compilation like so:
CONFIG::DEBUG {
trace("This only gets compiled when debug is true.");
}
I'm looking for something like #ifndef so I can negate the value of debug and use it to conditionally add release code. The only solution I've found so far was in the conditional compilation documentation at adobe and since my debug and release configurations are mutually exclusive I don't like the idea of having both DEBUG and RELEASE constants.
Also, this format works, but I'm assuming that it's running the check at runtime which is not what I want:
if (CONFIG::DEBUG) {
//debug stuff
}
else {
//release stuff
}
I also considered doing something like this but it's still not the elegant solution I was hoping for:
-define+=CONFIG::DEBUG,true -define+=CONFIG::RELEASE,!CONFIG::DEBUG
Thanks in advance :)
This works fine and will strip out code that won't run:
if (CONFIG::DEBUG) {
//debug stuff
}
else {
//release stuff
}
BUT this will be evaluated at runtime:
if (!CONFIG::DEBUG) {
//release stuff
}
else {
//debug stuff
}
mxmlc apparently can only evaluate a literal Boolean, and not any kind of expression, including a simple not.
Use the if / else construct : the dead code will be removed by the compiler and it will not be tested at runtime. You will have only one version of your code in your swf.
If you are not sure use a decompiler or a dump tool to see what really happens.
http://apparat.googlecode.com/files/dump.zip
...
correct me if i'm wrong, but Adobe AIR currently only allows applications to have maximum size icon of 256x256.
update: AIR 2 still doesn't support importing 512x512 sized icons.
update 2: AIR 2.7 still doesn't support importing icon sizes larger than 128 x 128. ludicrous!

while larger icons are not officially supported by Adobe, until then, i've discovered that it's pretty easy to include your own larger sized icons for AIR applications with native installers - at least on .dmg installers for Mac OS X.
with Mac OS X, you can drag the installer out of the .dmg onto your desktop, right-click the installer application to "show package contents", jump thru the folders until you see Icon.icns and then simply replace that with your own Icon.icns file. after that, you can just repackage the installer into a new .dmg. it's kind of a hassle, but it beats having pixelated icons.
this method requires you to build your native installer with an icon, however, foolishly, the included .png icon is never deleted from the bundle by the installer, even though it's only used once to create the Icon.icns file. therefore, i suggest you only import a 16x16 .png white square with a tiny file size. if you try deleting it the installer will say the package is corrupt, which it is since the application.xml file refers to the included icon. removing the icon entry from the .xml will result in the installer not using your custom Icon.icns file.
for those who don't know how to make an .icns file on Mac. you can download/install XCode developer tools and use the included program called "Icon Composer". it's a basic drag-and-drop .icns file creator.
i'm not sure how this process can be emulated on Windows or Linux, so if anyone reading knows please post an answer.
According to link below 512x512 is supported in AIR 2.0 http://help.adobe.com/en_US/air/build/WSfffb011ac560372f2fea1812938a6e463-8000.html#WSfffb011ac560372f-6fd06f0f1293d3b33ea-7ffc
What can it do? and what can't it do? (in relation to flash)
HTML5 doesn't do anything, per se. It's a spec; one that isn't finished yet. Sure, many of its proposed features will allow developers to produce similar features as Flash, but it's up to the browser developers to implement said specification. Currently, there's a good amount of its proposed spec implemented in different ways by different browser vendors. If your application only uses something that supports some of the HTML5 spec (webkit-based Safari 5/Chrome/Chromium for instance), you can do a lot (ahem, guessing your question stems from Steve Jobs mentioning HTML5 in a Keynote?)...but will struggle with cross-platform support. Many of the major players in the browser market haven't even agreed on a common codec for video yet (H.264 for many, not supported currently by Firefox/Opera/etc. which use ogg/theora) so basically we're going back to pre-flash days of plugin-madness for a bit.
Some of the exciting features proposed in the spec for me are:
canvas for scripting drawings, images, animationsOne of the major things that I personally would find to be a pain to produce using the proposed HTML5 spec:
Here's an app that shows a little bit of HTML5: http://9elements.com/io/projects/html5/canvas/
You'll note that it may "run up" your processor a bit (hey, just like flash!).
In the next 5-10 years it'll all be possible. Most of the spec is (if at all) partially supported in major browsers. You can keep up with which major browser's layout engines support what here. Officially though, the spec is scheduled to be complete in 2012, and recommended by 2022. Flash will still be a major player for a bit.
and just in case:
Edit just to add a few more notes from a blog comment I posted recently
HTML5 is about semantics and interoperability; it defines a recommendation about how HTML producers should produce documents. If browsers adopt these standards, it will make it easier for producers to create interoperable content that can be consumed sans plugin. This is why I love Flash; because it?s standards are implemented by the same people who ?wrote? the standards. It behaves the same cross-platform (mostly) because it?s a plugin. The primary intention of HTML5 is to reduce the need for plugins.
One thing we (we being developers, designers) need to be careful with is lumping CSS3 and Javascript in with HTML5. Much of the cool stuff you see that is denoted as HTML5, isn't (Apple's recent "HTML5" showcase?which, the majority of which was not HTML5?is a great example). It's jQuery; it's CSS3 animations and transformations; it's proprietary video codecs that are only supported it one browser. Much to my chagrin, HTML5 has become the new "Web 2.0", representing a wide body of somewhat related technologies.
You have less control over the audio with HTML5 than in Flash. You also depend on the browser for embedded video support.
But, HTML5 on some browsers, supports having a small database, so that you can locally cache some information and have it be persistent between iterations.
You can do 3D graphics, there are examples on the web, using the canvas tag, but, the tag has only limited support on IE using the excanvas code.
One thing HTML5 can do that Flash can't is run on the iPad. :) <== This is supposed to be humorous, it appears that that is lost on some people.
So, what do you want to do with Flash that you may consider trying to do in HTML5?
With Flash you can use their development tools and so have little actually coding to get some functionality, with HTML5 most of the changes seem to be driven by using javascript and there are few tools for that, that are specific to HTML5.
To a large extent, the answer to this question depends on how closely you look at the features. Take video as an example - can HTML5 do what Flash does today? If you mean "can they play video?" then the answer is yes - HTML5 will include a tag, that lets you embed video directly into a page without using a plugin. But if you mean "can they play video for 95% or so of the market with a single codec", then the answer is quite different - today, HTML5 requires at least two codecs to be published (H264 and ogg/theora) to covers something less than 40% of the market.
Eventually though, when HTML5 video gets into IE and maybe solves its codec issue (though the codec part doesn't appear very likely right now), what will realistically happen is that content owners will have two ways to distribute video, and they'll choose whichever fits their purpose better. So if you want your video to be accessible to search engines, HTML5 is definitely going to be better than Flash. But if you want features that aren't standardized, like DRM, then the proprietary option is going to cover you better than the standardized one.
So I think the answer for the future is that it doesn't really matter whether they "do" the same thing - after all, HTML/AJAX does basically the same things that Flex does, but that doesn't mean nobody uses Flex. The difference is in the tooling support, hooks into other technologies, and in the details of all the non-standardized parts of the feature sets.
In a recent question I was introduced to the work of André Michelle, which blew me away. What other great people or works do you know in the fields of art and music? As someone with a love for math/programming and art/music I'd love to know more about people using sophisticated (or not so sophisticated) techniques to produce creative things. The software used can be anything from Max/MSP, Flash to simple C code or Assembler. Pointers to forums, blogs, newsletters and similar are very appreciated as well.
The "Demo scene" has a whole bunch of very creative procedural visual effects and music (link: http://www.pouet.net/prodlist.php?order=views ). The goal of a "demo" is to provide the most visual effects within a specific file size ( i.e. 1kb ).
Princeton's Laptop Orchestra http://plork.cs.princeton.edu/
Synthaxe drumitar http://en.wikipedia.org/wiki/Drumitar
Hodgepodge of sources on experimental musical instruments http://en.wikipedia.org/wiki/Experimental_musical_instrument
Tisch's Interactive Telecommunications Program, sample projects http://itp.nyu.edu/sigs/ Dan O'Sullivan http://itp.nyu.edu/~dbo3/blog/
Robert Twomey strange stuff http://roberttwomey.com/projects/
Hiroshi ISHII and tangible media http://web.media.mit.edu/~ishii/ http://tangible.media.mit.edu/
Polynomiography http://www.polynomiography.com/
Ken Perlin's cool stuff http://mrl.nyu.edu/~perlin/
Ted Selker hci stuff http://web.media.mit.edu/~selker/teaching.htm
Natalie Jeremijenko's wacky projects, robotics http://www.nyu.edu/projects/xdesign/
Toshio Iwai http://www.moma.org/explore/inside_out/tag/toshio-iwai
Matt Hope http://matthope.org/
Vestal Design http://www.vestaldesign.com/design/
(mentioned already) Processing multimedia framework http://processing.org/
(mentioned already) Arduino http://hacknmod.com/hack/top-40-arduino-projects-of-the-web/
ARToolKit http://www.hitl.washington.edu/artoolkit/
Human Interface Lab http://www.hitlabnz.org/wiki/Home#ptr35
Make magazine http://makezine.com/
The processing "language" (by Ben Fry and Casey Reas) and electric sheep (the work of Scott Draves) are both well known examples.
http://community.electricsheep.org/
I should also mention the port of processing to the HTML canvas by John Resig:
Am I allowed to nominate myself?
I think what I do is cool, and what my buddy Joshue Ott does is perhaps cooler.
Erik Natzke comes to mind when you say "math/programming and art" http://jot.eriknatzke.com/
One of the most breath-taking projects I have ever seen are the ones using Arduino. The limit is nothing but your imagination!
If you haven't already, I recommend reading Gödel, Escher, Bach: An Eternal Golden Braid by Douglas Hofstadter. It beautifully interweaves programming, maths and AI with art, music and poetry in a wonderfully fun and interesting way.
One good thing to search for turned out to be Generative Art. For instance this Blog (with videos). http://www.generatorx.no/category/generative-art/
Possible Duplicate:
How does Facebook Sharer select Images?
I am making a flash app that demonstrates potensial traffic injuries when driving at different speeds. I want the user to be able to share this information on facebook. However this demands that i can customize the text that will appear on facebook in some manner.
I am making an url that is opened in a blank window (from the flash app itself). I specify the u and t parameters, putting the generated message as the t parameter. But this seems to always be overridden by the pages title. If i omit the title tag from the html code, the file name is used (also overriding the specified title).
I also tried url-encoding the url, but to no avail.
I also tried using the addthis API, but experience the same shortcomings. The funny thing is that if i post a swf, the title and description can be customized, and it is also possible to specify a screenshot. But if i dont post a swf, this seems to be ignored.
I am aware that I can use meta tags on the html page to specify the thumbnail image, title and description, but some of this content has to be based on calculations inside the flash app.
I agree with what has already been said here, but per documentation on the Facebook developer site, you might want to use the following meta tags.
<meta property="og:title" content="title" />
<meta property="og:description" content="description" />
<meta property="og:image" content="thumbnail_image" />
I think this site has the solution, i will test it now. It Seems like facebook has changed the parameters of share.php so, in order to customize share window text and images you have to put parameters in a "p" array.
Check it out.
I had this same problem a week ago.
First of all I noticed your URL has an ampersand preceding the parameter string, but it probably needs to have a question mark instead to begin the parameter string, followed by an ampersand between each additional parameter.
Now, you do need to escape your URL but also double-escape the URL parameters (title or other content you need to provide content in the Share) you are passing to the URL, as follows:
var myParams = 't=' + escape('Some title here.') + '&id=' + escape('some content ID or any other value I want to load');
var fooBar = 'http://www.facebook.com/share.php?u=' + escape('http://foobar.com/superDuperSharingPage.php?' + myParams);
Now, you need to create the above-linked superDuperSharingPage.php, which should provide the dynamic title, description, and image content you desire. Something like this should suffice:
<?php
// get our URL query parameters
$title = $_GET['t'];
$id = $_GET['id'];
// maybe we want to load some content with the id I'll pretend we loaded a
// description from some database in the sky which is magically arranged thusly:
$desciption = $databaseInTheSky[$id]['description'];
?>
<!DOCTYPE html PUBLIC "-//W3C//DTD XHTML 1.0 Strict//EN" "http://www.w3.org/TR/xhtml1/DTD/xhtml1-strict.dtd">
<html xmlns="http://www.w3.org/1999/xhtml">
<head>
<title><?php echo $title;?></title>
<meta http-equiv="content-type" content="text/html; charset=utf-8" />
<meta name="title" content="<?php echo $title;?>" />
<meta name="description" content="<?php echo $desciption;?>" />
<!-- the following line redirects to wherever we want the USER to land -->
<!-- Facebook won't follow it. you may or may not actually want || need this. -->
<meta http-equiv="refresh" content="1;URL=http://foobar.com" />
</head>
<body>
<p><?php echo $desciption;?></p>
<p><img src="image_a_<?php echo $id;?>.jpg" alt="Alt tags are always a good idea." /></p>
<p><img src="image_b_<?php echo $id;?>.jpg" alt="Make the web more accessible to the blind!" /></p>
</body>
</html>
Let me know if this works for you, it's essentially what did for me :)
I actually have a similar problem. I have a page with multiple radio buttons; each button will set the title and description meta tags of the page, via JavaScript upon change.
For example, if users select the first button, the meta tags will say:
<meta name="title" content="First Title">
<meta name="description" content="First Description">
If the user select the second button, this changes the meta tags to:
<meta name="title" content="Second Title">
<meta name="description" content="Second Description">
... and so on. I have confirmed that the code is working fine via Firebug (i.e. I can see that those two tags were properly changed).
Apparently, Facebook Share only pulls in the title and description meta tags that are available upon page load. The changes to those two tags post page load are completely ignored.
Does anybody have any ideas on how to solve this? That is, to force Facebook to get the latest values that are change after the page loads.
You can't, it just doesn't support it.
I have to ask, why those calculations need to happen Only inside the flash app?
You have to be navigating to an URL that clearly relates to the metadata you get from the flash app. Otherwise how would the flash app know to get the values depending on the URL you hit.
Options are:
re
Why is this upvoted? It's wrong. You CAN - it IS supported to add custom title, description and images to your share. I do it all the time. ? Dustin Fineout 3 hours ago
The OP very clearly stated that he already knew you could serve that from a page, but wanted to pass the values directly to facebook (not through the target page).
Besides, note that I gave 3 different options to work around the issue, one of which is what you posted as an answer later. Your option isn't how the OP was trying to do it, its just a workaround because of facebook restrictions.
Finally, just as I did, you should mention that particular solution is flawed because you can easily hit the URL size restriction.
I have a Joomla Module that displays stuff... and I want to be able to share that stuff on facebook and not the Page's Title Meta Description... so my workaround is to have a secret .php file on the server that gets executed when it detects the FB's
$_SERVER['HTTP_USER_AGENT']
if($_SERVER['HTTP_USER_AGENT'] != 'facebookexternalhit/1.1 (+http://www.facebook.com/externalhit_uatext.php)') {
echo 'Direct Access';
} else {
echo 'FB Accessed';
}
and pass variables with the URL that formats that particular page with the title and meta desciption of the item I want to share from my joomla module...
a name="fb_share" share_url="MYURL/sharer.php?title=TITLE&desc=DESC"
hope this helps...
How to get the length/size of the dictionary (which is 2) ?
There is no built-in method to get the size/lenght/count of an AS3 dictionary. There are workarounds: for example, you can create a custom dictionary class which extends or wraps the flash.utils.Dictionary class, adding the counter functionality. You can manage the count as entries are added/removed, or count on-demand using a simple For loop iteration:
public static function countKeys(myDictionary:flash.utils.Dictionary):int
{
var n:int = 0;
for (var key:* in myDictionary) {
n++;
}
return n;
}
I am working on a department website that needs to be standards compliant (xhtml 1.0 transitional), but embedded flash keeps breaking the validation. We use the <embed> tag because we need to support most major browsers.
We can't use external tools, since the site is managed through a system and the admins don't like us putting extra tools (like JavaScript libraries etc) that could interfere with their template engine.
How widely supported is the object tag? Is it safe to use only the <object> tag and remove the <embed> tag all together?
It's best if you use http://code.google.com/p/swfobject/ which deals with browser compatibility issues.
Google suggests using swfobject as well.
<embed> is invalid in XHTML 1.0 and HTML 4, but it?s valid in HTML5, so you could switch to the HTML5 doctype and be compliant with that standard instead.
As mentioned above, the Flash Satay article at A List Apart is a great explanation of how to get Flash working with just an <object> tag. It?s not so much which browsers support <object> (I think only Netscape 4 doesn?t), it?s more that the differences in how the browsers support Flash embedded with <object> screw everything up.
Definitely read the article. It?s got code you can use and everything. In short, <object> on its own works fine, unless you want a Flash movie to start playing before it?s fully downloaded. Then you need another Flash movie to act as a wrapper.
This validator: http://validifier.com/ does a pretty good job, and I've had decent results with it.
There's also this article: http://www.alistapart.com/articles/flashsatay/ on how to embed without an embed tag, but I believe it involves using a container movie, which isn't much fun but does get the job done.
The <embed> tag is not a valid tag. The <object> tag is. Cherouvim is correct in that swfobject will take care of all of that for you. I highly recommend it.
The <object> tag helps for the browser who use ActiveX controls to display properly the flash movie and it is mainly used for IE . With newest IE 7 and 8 the flash movie works without the <object> tag and <embed> tag is for Netscape and related to it browsers using Netscape plugin to display a flash movie.
So it better to use both to be safe that your flash movie will have a good chance to be played on all the browser
I have a Flash project, and it has many source files. I have a fairly heavily-used class, call it Jenine. I recently (and, perhaps, callously) relocated Jenine from one namespace to another. I thought we were ready - I thought it was time. The new Jenine was better in every way - she had lost some code bloat, she had decoupled herself from a few vestigial class relationships, and she had finally come home to the namespace that she had always secretly known in her heart was the one she truly belonged to. She was among her own kind.
Unfortunately, Flash would have none of that. Perhaps it had formed an attachment. Perhaps it didn't want Jenine to be decoupled. Either way, it clung to the old, perfect version of Jenine in its memory. It refused to move on. It ignored her (function) calls. It tried to forget her new, public interfaces. Instead, every instance of Jenine that it constructed was always a copy of the old version, down to its classpath:
var jenineInstance:Jenine = new Jenine();
trace( getQualifiedClassName(jenineInstance));
// Should print: com.newnamespace.subspace::Jenine
// Prints: com.oldnamespace.subspace::Jenine
// Ah, young love!
We fought. I'm not proud of some of the things I said or did. In the end, in a towering fit of rage, I deleted all references of Jenine completely. She was utterly, completely erased from the system. My cursor fell upon the "Empty Trash" menu option like the cold lid of a casket.
I don't think Flash ever recovered. To this day it still clings to the memory of Jenine. Her old, imperfect definitions still float through my project like abandoned ghosts. Whenever I force Flash to compile, it still lovingly inserts her into my movie, nestling her definition in amongst the other, living classes, like a small shrine. I wonder if they can see her.
Flash and I don't really talk anymore. I write my code, it compiles it. There's a new girl in town named Summer who looks almost identical to Jenine, as if someone had just copied her source-code wholesale into a new class, but Flash hasn't shown any interest. Most days it just mopes around and writes bad poetry in my comments when it thinks I'm not looking.
I hope no one else has had a similar experience, that this is just a singular, painful ripple in the horrifying dark lagoon that is the Flash code-base. If, by some fluke chance you have, or you have any idea how to erase whatever damn cache the compiler is using, please, please help.
Flash still has the ASO file, which is the compiled byte code for your classes. On Windows, you can see the ASO files here:
C:\Documents and Settings\username\Local Settings\Application Data\Adobe\Flash CS4\en\Configuration\Classes\aso
On a Mac, the directory structure is similar in /Users/username/Library/Application Support/ ...
You can remove those files by hand, or in Flash you can select Control->Delete ASO files to remove them.
Try deleting your ASO files.
ASO files are cached compiled versions of your class files. Although the IDE is a lot better at letting go of old caches when changes are made, sometimes you have to manually delete them. To delete ASO files: Control>Delete ASO Files.
This is also the cause of the "I-am-not-seeing-my-changes-so-let-me-add-a-trace-now-everything-works" bug that was introduced in CS3.
What if you compile it using another machine? A fresh installed one would be lovely. I hope your machine is not jealous.
I have found one related behaviour that may help (sounds like your specific problem runs deeper though):
Flash checks whether a source file needs recompiling by looking at timestamps. If its compiled version is older than the source file, it will recompile. But it doesn't check whether the compiled version was generated from the same source file or not.
Specifically, if you have your actionscript files under version control, and you Revert a change, the reverted file will usually have an older timestamp, and Flash will ignore it.
Do you have several swf-files? If your class is imported in one of the swf's, other swf's will also use the same version of the class. One old import with * in one swf will do it. Recompile everything and see if it works.
Also, to use your new namespaced class you can also do
var jenine:com.newnamespace.subspace.Jenine = com.newnamespace.subspace.Jenine()
We're building a web-based application that requires heavy image processing. We'd like this processing load to be on the client as much as possible and we'd like to support as much platforms (even mobiles) as much as possible.
Yeah, I know, wishful thinking
Here's the info:
Image processing is rasterization from some data. Think like creating a PNG image from a PDF file.
We don't have a lot of server power. So client-side processing is a bit of a must.
So, we're considering:
Flash - most widespread, but from what i read has lackluster development tools. (and no iPhone/iPad support for now).
Silverlight - allows us to use .NET CLR, so a big ++ (a lot of code is in .NET). But is not supported for most mobiles ( rumored android support in the future)
HTML5 + Javascript - probably the most "portable" option. The problem is having to rewrite all that image processing code in Javascript.
Any thoughts or architectures that might help? Clarification: I don't need further ideas on what libraries are available for Silverlight and Javascript. My dilemma is
Any out-of-the-box or bright ideas / alternatives I might be missing?
This is the sort of issue that software architects run up against all the time. As per usual, there is no ideal solution. You need to select which compromise is most acceptable to your business.
To summarise your problem, most of your image processing software is written in .NET. You'd like to run it client-side on mobile devices, but there is limited .NET penetration on mobiles. The alternatives with higher penetration (eg. Flash) would require you to re-write your code, which you can't afford to do. In addition, these alternatives are not supported on the iPhone/iPad.
What you ideally want is a way to run all your .NET code on most existing platforms, including iPhone/iPad. I can say with some confidence that no such solution currently exists - there is no "silver bullet" answer that you have overlooked.
So what will you need to compromise on? It seems to me that even if you redevelop in flash, you are still going to miss out on a major market (iPhone). And redeveloping software is extremely costly anyway.
Here is the best solution to your problem - you need to compromise on your "client side execution" constraint. If you execute server side, you get to keep your existing code, and also get to deploy to just about every mobile client, including the iPhone.
You said your server power is limited, but server processing power is cheap when compared to software development costs. Indeed, it is not all that expensive to outsource your server component and just pay for what you use. It's most likely that your application will only have low penetration to start off with. As the business grows, you will be able to afford to upgrade your server capacity.
I believe this is the best solution to your problem.
Host you image processing on Amazon E2C, Azure, or Google. IIRC E2C has many common image processing problems packaged and all ready to go.
Azure probably more familiar ground in term of sharing code as a web service
You just pay for CPU cycles and transfers/storage etc
Some help for the Silverlight part:
There is an Silverlight image editor called Thumba. And Nokola recently made one called EasyPainter and he will also provide the source code in the furure.
For the image conversion I would recommend the open source library ImageTools that also includes some basic effects. Silverlight has a class for pixel manipulation of bitmaps called WriteableBitmap. The open source library WriteableBitmapEx is a collection of extension methods for Silverlight's WriteableBitmap. The WriteableBitmap API is very minimalistic and there's only the raw Pixels array for such operations. The WriteableBitmapEx library tries to compensate that with extensions methods that are easy to use like built in methods. Pixel Shaders can also be used to make some fast and advanced effects. Although they are limited by Shader Model 2 shaders can be used for fast bluring, tinting and such things.
I'm sure there will be Silverlight and JS people posting examples. Here are some image editors written in actionscript:
There is an ImageProcessing library to start with. Plus PixelBender is available in Flash Player 10, it's fast, it runs in a separate thread and people do some pretty mad things with it.
HTH
In addition to other answers, another option may be a hybrid solution. For example, use Flash/Silverlight for the majority of your target audience and use server-side processing for those that don't support it (or you could create a native app for iP[hone|ad])
You may have to do something like this anyway as the mobiles you are targetting may have insufficient processing power depending how complex your image processing gets.
Of course you still have the option of upgrading your server which, although you've currently discounted, is probably far cheaper than spending development time creating/deploying/testing a client-side solution.
DISCLAIMER: I consider myself as an advocate of the Flash platform. I admire Silverlights huge potential as a technology to deploy almost any .NET content through the browser, but it has low penetration, is horribly marketed and -although perceived as such by many (mostly people who don't know either Flash or Silverlight)- is no competitor of Flash, as much as Flash is no competitor of Sliverlight. The idealist in me loves the idea of doing everything in HTML+JS using a standard, instead of relying on 3rd party proprietary software. But the truth is, JS is slow and the API is limited, and implementations of JS, HTML and CSS are terribly inconsistent accross browsers.
If you really wanna stick to .NET and are so interested in targeting the iPhone and its siblings, then you might wanna check out MonoTouch.
Still, even though this may surprise you, I am going to tell you to use Flash. :)
Why? The image processing bit is the smallest part of your application. Whatever it is you are writing, I am very sure of that. I don't know about Silverlight, but in Flash the filters used by "Thumba" and "EasyPainter" can be created within a day, most of them simply using ConvolutionFilter, ColorMatrixFilter, DisplacementMapFilter and BitmapData::paletteMap or even simply by applying one of the other filters Flash offers out of the box. Any additional things can be created using PixelBender, which was pointed out by George. The kernel language is a subset of C, so porting classic filters shouldn't be too time consuming. Also alchemy (an LLVM backend targeting Flash Player 10) would be an option worth investigating, although it's not very stable yet.
The biggest part of your app will be a lot of GUI design, GUI implementation, Business Logics etc. Flash is really great when it comes to simple, yet reasonably fast image manipulation and with the Flex framework and MXML you have a powerful tool to productively create the GUI of your app, that can interoperate very well with a multitude of server solutions for virtually any platform.
Also, Flash has a great and active community, offering tons of tutorials, code snippets, libraries and frameworks, and a big ecosystem, with cross-compilation tools to deliver flash content to other platforms (including the upcoming Flash CS5, or the mentioned Elips). I don't understand, where you got the impression, that the Flash platform lacks developement tools. The difference to the .NET suite is that they are provided by a multitude of vendors. The upcoming Flash Player 10.1 was already pointed out by George, but never the less, I wanted to stress, that this makes many of the cross-plattform considerations obsolete.
Last but not least, I'd like to point out haXe. It allows compiling to SWF, but also to C++, using the very same API provided by NME, to target the iPhone. Also there's work in progress on an android backend. If you're aren't playing to launch within the next 4-5 months, then this is definitely an option.
greetz
back2dos
Your issue is a perfect target for the haXe programming language. haXe is written for the web and can compile to JavaScript, Flash and Objective-C (possibly Java/.NET soon). So you do not choose which platform you are going to invest in but in which language. haXe is easily adoptable for an AcitonScript programmer.
It makes no sense to run your imageprocessing algorithms in a JavaScript sandbox when Flash is available because it will be much faster. It makes also no sense to run heavy image processing algorithms on a mobile device like the iPhone with JavaScript. I would only support JavaScript as the worst fallback solution.
If you do not like to use haXe I would go with Flash. You can deploy your Flash application for the iPhone aswell if that is your problem. This is also very great because you get native ARM code. There are actually great tools for professional Flash development available. FDT and IntelliJ IDEA are two of them. The best haXe IDE is probably FlashDevelop at the moment of writing.
So I would definitly not use JavaScript as the only solution. haXe is perfect for what you try to achieve. If you do not trust or do not want to invest in haXe you can use Flash because of the iPhone/iPad export.
Depending on your usecase I would also encourage you to look at cloud hosting like Amazon EC2 and Google AppEngine for instance. Hosting costs are cheap and scaling will be easy for your task. The experience will be much better when it comes to complex operations that can take even a lot of time on a desktop system.
You don't say what language "all that code" you'd have to rewrite is in. Might a semiautomated translation to Javascript be practical?
Perhaps you could start out server-side, as CraigS suggests, and then move functions into the client over time instead of rewriting all at once.
You can use Silverlight for all Silverlight enabled clients and for non Silverlight clients, do the image processing server side. Since the Silverlight code is C#, you can double compile it to make (mostly)the same code work as Silverlight and non-Silverlight (i.e. server). This gets you the best of both worlds.
The best solution is to use silverlight (so you already have the code ready). If the client can't run it (mobile phones, etc) then process it server-side.
It's the best compromise.
Depends on the type of image processing and the end user experience you are targeting.
As you are looking to target mobile phones your image processing will need to take into consideration the type of handset the user or the receipient has (if messaging via SMS/MMS), as different handsets have different resolution screens and handle different image formats for main images and thumbnails.
I'd suggest that you consider a hybrid cloud architecture as was mentioned in the Microsoft PDC keynotes this year. This would enable you to have your own server(s) to support your application, but if you require additional capacity due you scale out into the cloud using AppFabric.
Additionally, to maximise the market availability of your product pulling the image processing to a common reusable infrastructure allows you to target different platforms, exploiting the positives in each.
I have worked on a solution that hosted its image processing and delivery infrastructure server side and then built different UI offerings allowing sales via desktops, MNOs and AppStores. It can work and from a business perspective can offer economies of scale benefits.
Why not mention Java Applet ?
Good sides are:
almost all browser support ? need install JRE ? all OS support Java provide Java Advanced Image kits, but if c++ dll can be called, that is best (JNI can call c++ dll )
The way I see it, there's no one solution that meets all of your needs. Your best option, imo, is to go with Flash and hope that Adobe sets an agreement with Apple to get Flash on the iPhone/iPad. The major downside, of course, is you'll have to rewrite much of your code.
If the mobile sector isn't absolutely critical, then choose the Silverlight option for reasons you mentioned already. You could also use Silverlight in an out-of-browser mode to work as a desktop application.
A topic of debate that's seen a resurgence since the unveiling of the iPad is the issue of Flash versus HTML5. There are those that suggest that HTML5 will one day supplant/replace Adobe Flash.
I do not develop software that runs in a browser, so my (limited) understanding is:
Could someone please explain (to this C/C++ developer) how it is possible from a technical/coding point-of-view that a text-based markup language (HTML5) could be considered a replacement to a multimedia framework (Flash)?
Please no opinionated arguments - just technical facts.
What people loosely refer to HTML5 in the context of this discussion is the combination of HTML as a markup language, CSS which specifies how it is rendered, and the javascript code which manipulates the HTML and CSS dynamically.
Furthermore, HTML5 not only has the standard text elements, but also <canvas> on which 2d graphics can be drawn, and <video> elements which embeds the video (as the name suggests).
So, in a full-fledged implementation of HTML5, you can implement dynamic web sites without using Flash. An example is the HTML5 version of Youtube, recently introduced as beta for Safari/Chrome users, see here. Another is an NES emulator in javascript + HTML. (Well the latter does not really concern HTML5... it uses <canvas>.)
When Steve J. made the comments about HTML5 being the future, he didn't bother to explain that this statement really refers to the most widespread use of Flash today, that being Video. Perhaps he didn't explain this purposely, so that many misinformed end users who want to watch Hulu on their iPhones would unleash their rage against Flash. Which is exactly what has been happening..It is annoying and I lost respect for Steve.
The HTML5 stack (html, css and JS) will NOT be a direct replacement for Flash. I have been developing Flash content for over 10 years, I am also very competent in JS. I cringe thinking about using JS for tasks where ActionScript can accomplish the same thing in 50% less code. There are tasks that will be very difficult if not impossible to achieve with JS and CSS. For rudimentary animations and JQuery-like functionality, sure, HTML5 can be a viable option instead Flash. But for complex games and RIAs, I just don't see it. Actionscript has evolved into a robust, full featured language.
The other important thing is that the Flash player is updated by Adobe periodically to address any issues that may arise. How will they update/improve HTML5 spec if it becomes the norm and Flash went bye-bye?? They won't. You have to wait for HTML6 and all the browsers to support it. Which means you end up waiting 5-10 years. Great way to bring us back to 1998. No thanks, I'll stick with Flash for now.
As much as open standards are a worthy goal, I don't see this panning out the way they are saying...
My two cents.
I think some people here are programming snobs and aren't listening. I, too, am a beginning Flash developer and I don't want it to go away. You know why? Because CREATIVE people can use Flash to develop what's in our brains very easily. A person who likes to draw and create scenes does not necessarily like to code. Typing a bunch of "sentences" is NOT drawing and animating! What you're saying about HTML5 is like saying that Picasso and Dali should have learned a programming language in order to paint. Ridiculous, right?
That's why people prefer Flash to HTML5. It's not self-serving, it's just acknowledging that the people capable of creating cool animated web content would rather be able to create our own visions rather than learn an unrelated skill or rely on someone else to interpret for us.
Instead of ridiculing, you might want to come up with an HTML5 visual environment that rivals Flash.
It is not simply HTML5, but when browser adoption of it is complete. For instance, the presence of the HTML5 <video> tag means nothing without a browser provided video player to actually present the video (At which point, the hope is, Flash Video will no longer be needed). Same goes for the <audio> tag.
Additionally, HTML5's canvas element (combined with JS) allows for far more advanced graphics inside a browser than could be achieved before.
how it is possible from a technical/coding point-of-view that a text-based markup language (HTML5) could be considered a replacement to a multimedia framework (Flash)?
HTML5 is the new hot name for "web technologies stack", not just a "markup language".
It has a programming language (JavaScript), like Flash does; a set of APIs, significantly expanding as part of the efforts commonly labeled as "HTML5", ways to draw graphics (SVG, <canvas>), play audio and video (<audio>, <video>).
Unlike Flash, the "HTML5 applications" are processed by the browser, not by a proprietary browser plugin, which is good - at least for browser vendors (see the relevant piece of this blog post - thanks Jotham). For example, it makes possible for a browser vendor to fix issues (and not wait for Adobe) -- IIRC Apple cited Flash as being #1 reason for crashes among all crashes on the Mac.
[edited to remove "open standards are better" claims which I am too lazy to back up]
It is not so much that HTML5 can replace Flash by matching it feature by feature. It is more that the HTML5 stack (including JavaScript and CSS) can be used to build the same sort of rich web applications for which Flash was the only viable option before. Because HTML holds the promise to also address some of the shortcoming of the Flash platform, there is a potential that it can replace Flash in this space in the future.
This discussion is very much centered around the technology that is used to render the application at the users end. It does not address the ease with which authors are actually able to create the content which will be delivered to their users. You already mentioned that Flash is associated with a set of commercial tools which are specifically built and marketed by Adobe to address the need of rich-content authors. Such solutions for HTML5 are not that much adopted yet. For developers who view authoring mostly as coding this is not a big concern and they will not have a hard time getting traction with HTML5 (and many already do). For those authors that don't have a developer/coding background, this may be another story and for them the viability of HTML5 will greatly depend upon the availability of integrated authoring tools. Maybe the Adobe Flash tools will output to HTML5 instead of SWF in a few years...
Well, to get an impression of the capabilities of HTML5/canvas + JavaScript, you may want to take a look at this which is an implementation of Wolfenstein 3D purely done in HTML5, without using any Flash (note that you need a canvas-enabled browser such as Firefox to see this working).
There's much more to Flash than Audio/Video. Recently Flex has been very popular because of it's rich programming model and ability to develop high performance user interfaces.
if HTML 5 or anything has to become popular, first of all the in-built JavaScript engine has to be more efficient. Flex/Flash these days are popular because of robust ActionScript engine.
I doubt it's meant as a replacement for everything Flash is able to encompass. However, if you look around the web nowadays, you'll see that Flash is in widespread use for delivering video or audio content in the browser. Something that's included in HTML 5, albeit crippled by now since they couldn't agree on any standard codecs.
Surely, all those nice Flash games and ads won't go away just because of HTML 5 and HTML 5 won't be able to replace them. But it aims for being able to replace uses that actually can deliver content. For vector graphics there is also SVG which might get some special treatment.
Whether this will really be the death of Flash for video remains to be seen. The HTML 5 video codec issues might be sorted out sooner or later. However, Flash will quite likely remain the medium of choice where content deliverers will want greater control over what will be delivered, DRM and similar techniques, &c.
The modern browser that support HTML5 standard have capability to playing supported media file inside the browser, without needing 3rd party plugins.
You can try this by yourself. Latest version of Safary and Google Chrome, (Firefox 3.6 too) can play <video> tag in a HTML5 page directly. YouTube now support HTML5.
That's why iPad will be able to play video if the video site is using HTML5, without Adobe Flash plugins, using Safari browser that fully comply the HTML5 standard.
Together with javascripts for tracking GUI events and scripting of the new HTML 5 elements, you get a lot of what Flash offers.
HTML 5 has a number of new elements. One of them is called Canvas. With it you can draw anything you want on screen, within its bounds. You use javascript to draw on it and you can catch any mouseclicks and similar with javascript too. If you are used to GUI toolkits on the desktop like Tk, GTK, you can liken these new elements to some of the widgets of those GUI toolkits.
Take a look at thejit to see an example of graphs in HTML 5
Simply put, many are hoping that HTML5 features paired with javascript can provide a better, cheaper, more efficient graphical web experience than flash. Consider that many sophisticated websites like gmail, google maps, and youtube can run without any flash using HTML and javascript. Improvements being made to javascript and HTML allow for websites to develop even richer graphical & animation features without resorting to paying Adobe.
I first heard the comment of "HTML replacing Flash" from Steve Jobs. (He hates Flash perhaps because it crashes on his Mac computers I'm not sure. I think he's out of touch. The proof is his ridiculous product the "iPad".)
The point is HOW GOOD IS IT FOR DEVELOPERS? Answer: not as good as Flash. Yet. Why do I say this with my limited experience? It's all that "try... catch" compatibility code you need in Javascript to work in all the browsers. WHAT A LOAD OF RUBBISH. ActionScript/Flash is ONE piece of code/app for ALL browsers.
The other thing Flash has is graphical (and non-graphical) development software tools to streamline the process.
So THE SHORT ANSWER IS THAT ADOBE WON'T LET HTML5 "replace" flash, at least for the short term. But it can compete with Flash if people make enough development tools for it particularly WYSIWYG graphical tools, like if Google develop an easy to use WYSIWYG editor for making GWT apps. And that's a big IF.
Flash operates with a timeline, stage and scenes and allows loading of movies one on top of another. It also has onion skinning, tweening and other vector art tools that make cartoon animations easy via frame by frame animation. You do all of this and then control it will a very small easy amount of code/action script. HTML JAVA CSS isn't anywhere as near an artistic experience for the author and there's much more coding involved to achieve similar results - flash is much quicker and easier and user friendly. I doubt Flash will be going anywhere in a hurry.
What these silly non-creative people haven't realized is that HTML5/Javascript/CSS is very bloated to begin with. All of that asset is still entirely RAW text file. no compression no bytecode optimization and it will always be like that. So for game developers that is not an option having all your source in easy reach of theft. Flash allows you to compile your source code in a more compact means while still be able to create your dynamic content in a tight vector graphics manner. Ontop of that flash already supports shaders, hardware acceleration, pixel filters (Pixel bender) and Layer effects. Till this day you can't get html elements to drop a shadow with ease and simplicity. HTML5 will merely try to replace flash as a media player but since Flash's popularity is due to its consistency it will be a hard sell. MY hatred of CSS and Javascript can be surmised by the fact that 40% of javascript code is for browser compatibility and CSS implimentation is NEVER consistent on different browser vendors. Till you nerds get around this problem Flash will never be replaced. Fact is for whatever you can do in HTML5 we can do in flash faster and better.
I've already seen the Wolfenstein 3D in Canvas. Its inferior. and tiny. We can make a better 3D engine with a larger window. Beat that?
A lot of people claim HTML5 will kill off plugins like Flash and Silverlight, but that simply isn't the case.
Take for instance, this scenario.
Load a binary file over a url. For the sake of the demo, we'll use shapefile format (.shp), which contains geographical polygons in a coordinate system.
Parse the byte contents client side.
Draw the contents in an efficient manner.
Demo: http://www.libertyvanguard.com/liberty-gis
This is just one example where plugin technology won't be replace by HTML5.
A scathingly obvious and wider angle point that is rarely made, is that the vaguely referenced "flash" term actually encompasses the entire Flash Platform, and that includes the Flash IDE.
Animators and other artistic types who use the technology to create complex cartoons and animations depend almost entirely on the IDE for their work. It is just simply not possible without it. End of story. It's not just the technology at the language specification level that matters! It's also about the "supporting technologies" in this case IDEs (I say "supporting" but the Flash IDE is very much a technology integrated with the rest of the Flash Platform).
If someone builds an HTML5 IDE that has features that rival the Flash IDE, that's great, but I'm surprised the point is so rarely made. Artists are as much part of the debate as programmers, and it's unreasonable to say it is not their business.
So, to answer your question directly: HTML5 would be considered a totally reasonable alternative - or even replacement - to a multimedia framework such as Flash if and only if a proper IDE is built for it, thus elevating it to a multimedia framework also.
It is just not realistic to make an argument without taking into account IDEs. If the question is specifically "Can HTML5 in it's completed state, without an IDE, be an alternative to Flash for applications apart from manually animated complex animations?" then the answer would most likely be yes and we'd all go home.
Web developers still care for a browser like IE6 which is really old, so you can be sure that Flash and similar technologies will be around for a long long time...
I hope we're talking about How can HTML5 replace swf and flv. Not Flash entirely. I'm a Flash developer (amature). For me, someone who is more artistic minded rather than script programming minded, Flash is fairly easy (most of the time) to use. How do I make a cartoon character walk across the screen in HTML5? Or something simple like morphing (tweening) a circle into a square? Surely I don't have write that as code. I simply am not that clever in the are of programming to achieve that. Flash is relativley simple. Draw all your graphics in what ever app you're comfy with (illustrator for me) then stitch them together with action script. I love you both Apple and Adobe. Please come up with some sort of compromise.
It is possible the text-based markup language (HTML5) could replace a multimedia framework (Flash).
The solution is simple, just move the framework into the browser and become an open standard. Not only multimedia framework, the browser can include lot of other stuffs which belong to the operating system now.
It is possible eventually browser will be the OS (user mode). Current OS will be limited to the kernel mode, mostly deal with hardwares.
Interesting topic. I echo the sentiment of most posters here that while HTML 5 makes great leaps in basic multimedia presentation, it won't be able to replace Flash. All the online gaming sites are a good example. Flash is can run on most browsers except on certain mobile devices.
On that note, I believe battery drain was the original reason why Steve Jobs did not want to support Flash on the iPhone and iPad. This might bite Apple (no pun) down the road. Android 2.2 will have flash support (but it not clear if all the hardware manufactures will support it -they'll have be confident in their batteries).
Also, it looks like Flash 10+ will be a sure thing on Blackberry devices going forward including BB phones the upcoming BB Playbook tablet (btw, this toy has some killer specs - can't wait to get my hands on it when it comes out next year).
I am willing to bet that Flash will continue to be big in Web Dev even after HTML 5 support becomes universal.
HTML5 is indeed far away from replacing Flash or Silverlight UI technologies. And the problem is not only that HTML5 is limited in amount of required in an app UI components, but also that it doesn't allow create custom ones in such a way that they would integrate into runtime seamlessly.
Take a look at Ample SDK - JavaScript UI Framework, it's architecture largely inherit from what you will find in Flex, Silverlight or Gecko. One of the UI technologies it enables cross-browser is XUL, styleable in CSS and programmable in JavaScript with XUL DOM or jQuery APIs. You can also create your own UI technology on top of the framework.
We are currently developing an LCMS, once of the areas is a fully WYSIWYG authoring tool for the development of SCORM and AICC compliant training materials that contain animation, video, audio, multiple types of assessments with interaction. The tool looks close to how a power point looks, allowing the user to easily drag and drop learning objects to the slide with pictures, resize images, move them, overlap text, add the tests etc.
This workspace is done currently in Flex and has great performance, not even Google Docs/Presentations comes close to the flexibility and performance of this application.
I wonder if an application of that scale can be developed with HTML5 without a huge amount of resources. We are a small company with small group of developers.
I sure hope that HTML5 can deliver the goods and maybe not replace flash entirely but at least when it comes to video. Although flash video is small in size it does takes up way too much processing. Go to youtube without flashblock enabled and then open task manager. Now you can see how the processes for firefox suddenly leaps off the page whenever you visit a flash driven site like youtube. My advice get Flashblock.
I think that HTML5 will replace most of the flash/flex, which will probably continue as another branch because canvas is cool. New libraries will come. But as long as JS is in a fact singlethreaded it wont be so fast, especially with games, assuming adobe won't give up.
If Adobe does not get there heads out of their you know what and put out some 64bit apps I can surely see poeple moving to HTML 5.
Surely HTML5 will replace flash. I can only see this as being a good thing especially when you weigh up the pro's.
I'm sure theres many more but these are the ones that instantly spring to mind.
What are some useful plug-ins, packages or source-code for ActionScript?
Please include ActionScript version, name, link and description.
Common libraries:
http://casalib.org/
http://code.google.com/p/as3corelib/
Physics Engines:
http://box2dflash.sourceforge.net/
http://www.cove.org/ape/
Flash 3D engines:
http://away3d.com/
http://papervision3d.org/
http://alternativaplatform.com/en/
http://www.flashsandy.org/
Tweening:
http://blog.greensock.com/tweenmax/
http://www.gskinner.com/libraries/gtween/
Graph/Chart + Particles:
http://flare.prefuse.org/demo/
Chart:
http://pullmonkey.com/projects/open%5Fflash%5Fchart
Particles:
Game Engine:
Augmented Reality:
Things I'm actually using from time to time:
Degrafa: Degrafa is a declarative graphics framework open source licensed under MIT. (AS3)
FlexSpy: Visually inspect and tinker with display components. (Flex3)
AlivePDF: 100% client side PDF generation (AS3)
PureMVC: MVC framework (many platforms...)
Ravis Birdeye: Graph/Network visualization.
FlexLib: Extended controls.
AS2-AS3
Greensock's TweenMax
Simplifies creating animation in code.
A clear, lightweight and performant data structures / collections library:
Layout framework:
MVC Framework for flash/flex with dependency injection.
Shameles plug, but here it goes:
BulkLoader
A library to manage a simultaneous loading operations.
Mate tag-based, event-driven Flex framework. Obviously AS3 and Flex dependent.
Axiis an open source data visualization framework. Built on degrafa
A standard UI component library including with focus on customization, data intergration and performance. Including TreeView, ListView, SelectBox, ColorPicker, etc ...
A client/server framework for creating multiuser applications and multiplayer games.
<Shameless self-plug>
asMock : Dynamic mocking framework for AS3 with integration support for FlexUnit 1/4.0/4.1, ASUnit and fluint
</Shameless self-plug>
I get a Flex 3 sandbox error #2048 after connecting to a Socket on a Java (1.5) server. The server code is all mine, i.e. not running under Apache. Flash Player 10.0 r32.
The sequence is as follows...
1 Java server starts, listens on port 843 for policy file request and on port 45455 for my other requests.
2 Flex client served by Apache (although I get the same result if I run it from the file system), socket connection made on host:45455.
3 Flash Player requests policy file from port 843. This is the standard behaviour with the new security settings looking for a master file. It happens regardless of whether a different policy file has been specified.
4 I serve the following XML from Java through port 843:
<?xml version="1.0"?>
<!DOCTYPE cross-domain-policy SYSTEM "http://www.macromedia.com/xml/dtds/cross-domain-policy.dtd">
<cross-domain-policy>
<site-control permitted-cross-domain-policies="all"/>
<allow-access-from domain="*" to-ports="*" secure="false"/>
</cross-domain-policy>
5 The player writes the following into the debug policy log...
OK: Root-level SWF loaded: http://localhost/bst/BasicSocketTest.swf
OK: Searching for <allow-access-from> in policy files to authorize data loading from resource at xmlsocket://192.168.2.3:45455 by requestor from http://localhost/bst/BasicSocketTest.swf
OK: Policy file accepted: xmlsocket://192.168.2.3:843
OK: Request for resource at xmlsocket://192.168.2.3:45455 by requestor from http://localhost/bst/BasicSocketTest.swf is permitted due to policy file at xmlsocket://192.168.2.3:843
6 I send a text message from the client to the server on port 45455 using writeUTFBytes() and flush() (this is my own home-baked message protocol, and is correctly processed at each end)
REG/REGISTER;simon;Si
7 Java server thread listening on port 45455 responds with
REG:0/REGISTER:SUCCESS;simon;Si
8 The Flex client receives a ProgressEvent and the event listener I bound to the socket gets called. I process the message (write it to a text box on the screen)
9 The Flash player throws a 2048 sandbox error and the socket is disconnected! This is after the message is received and processed successfully. In fact it is about 12 seconds after. Nothing else works through the socket.
I have tried explicitly loading a policy file with a call to Security.loadPolicyFile() in the Flex client, but the reality of the new player security is that it is basically ignored. The steps are that the policy request will not get sent until a socket i/o operation occurs. At that point the player always goes to port 843 first looking for a master policy file. If it finds one, and it is permissive, it goes no further.
I have tried a variety of alternative ways of terminating the policy file and policy file contents, including deliberate errors just to see if the Flash Player is awake.
I can see no reason why I would have a 2048 being thrown. I accurately serve a socket policy file on the designated master security port, which the player itself logs as correct. The socket then successfully sends and receives a message from the server the contents of which are available to my code.
Does anyone have any clue why this may be happening? Flash Player bug?
P.S. Please don't tell me to use BlazeDS or LCDS or Granite, or something else as a server, I'm looking for a solution to this problem, not a redesign. And please don't ask me to use an XMLSocket instead - I tried that and get exactly the same result. I have chosen my architecture carefully and deliberately and I want a binary socket.
EDIT In response to James Ward's request in his comment, here is the entire error message:
Error #2048: Security sandbox violation: http://localhost/bst/BasicSocketTest.swf cannot load data from 192.168.2.3:45455.
I have a stripped down test client which has a handler for each socket event and outputs a message to the screen. This is what it shows:
RequestPolicy: 192.168.2.3:843
Create Socket: 192.168.2.3:45455
Connect: [Event type="connect" bubbles=false cancelable=false eventPhase=2]
Sending: REG/REGISTER;simon.palmer@gmail.com;Si
Receiving: REG:0/REGISTER:SUCCESS;simon.palmer@gmail.com;Si/
Close: [Event type="close" bubbles=false cancelable=false eventPhase=2]
Error #2048: Security sandbox violation: http://localhost/bst/BasicSocketTest.swf cannot load data from 192.168.2.3:45455.
The close event is fired immediately after successfully receiving a response from the server, however the Error #2048 does not appear until about 20 seconds later. If I try and send a further message after close, but before the error, the Flash Player throws an invalid socket exception.
I have logged a bug at Adobe about this.
I can provide full source code of both client and server if anyone is interested.
I've been testing this locally and everything seems to be working fine until the socket gets closed. Shouldn't the socket not get closed? After the message is sent to the Flex client, the Java code does:
_in.close();
_out.close();
_socket.close();
Then the Flex client gets the sandbox violation the next time it tries to communicate with the socket. If I create a new socket connection again then send and receive works fine, followed by a close. But after a minute or so I get another sandbox violation. I wonder if Flash is trying to ping the socket and since it's closed it throws the sandbox violation?
A similar problem here indicates that localhost was not being resolved to 127.0.0.1.
You might try changing over to the IP address and see if that helps.
You might try a few things further in the code with the Security class in addition to yoru crossdomain.xml
Try:
Security.allowDomain("*")
Security.allowInsecureDomain("*")
Or if you are loading from external servers outside the aporoved allowed host:
Security.allowDomain(loader.contentLoaderInfo.url)
Then slowly turn it back on until you hit the error.
Make sure you can hit the policy file directly and there is no block or other app running on that port. Typically when I run sockets I go higher than 5000 just to make sure nothing is using up the port. Or try a few different ports.
Also just as a simple check make sure you named it crossdomain.xml and it is all lower case. I have had programmers pull their hair out and this turned out to be the cause.
Have you tried adding the allow-http-request-headers-from element?
<allow-http-request-headers-from domain="*" headers="*" />
Or specifying the actual ports instead of * for the allow-access-from element?
<allow-access-from domain="*" to-ports="843,45455" />
try to put a blank before xml closing tag "/>", just like in dan_nl suggestions, eg:
<allow-access-from domain="*" />
Don't laugh at it, I just solved a problem very similar to yours like this (and it really looks like a parsing bug IMHO)
By any chance... is this occurring on Windows Vista? Is the IP address specified as a host name? If so, see this.
Or maybe it's occurring while the profiler is active? If so, see this.
When sending the policy file, the server should always send a zero byte after policy xml. It is not clear from the description above whether the zero byte is sent, and this may confuse the Flash player eventually.
This may or may not help you but we were having similar issues. We were getting the Security error but it was inconsistent. I built the front end and worked with a developer who was dealing with the Socket written in PHP. The problem seemed to be that there was indeed a race condition where Flash would try to connect to the socket prior to receiving the Policy File. So on the front end I created a re-try in the Security error handler which would run a set number of times before giving up, also set the timeout from the default 20 seconds down to 6 or 8. It would usually catch on the 2nd try and this did help but there were times where it would take 8-10 seconds to connect, not an optimal solution.
Came across a few links in my searches and this one said something about setting up a delay on the server, 7th post down: http://projectdarkstar.com/forum/?action=printpage;topic=1134.0
In the end we downloaded and used the Python policy file server from this Adobe article and it has been working flawlessly, I can't explain why, I'm not a server guy, but it might be worth a shot:
ok, I can only post 1 hyperlink since I'm a new user, strange. Search 'Setting up a socket policy file server' and it should come right up, there are example files in that article on Adobe's site.
I think James Ward is right--I'm working with Sockets now and I ran into this issue the other day. I found a post that suggested that if the Flash client does not close the Socket when the COMPLETE event is dispatched, this can result in the error you're seeing. I've added code to close the client Socket on COMPLETE, and everything is working fine so far.
You all know the new generation of fancy, mostly Flash-based file uploaders like SWFUpload that can show a progress bar while uploading - a great improvement especially for shaky and low-bandwidth connections.
However, these uploaders all bring their own logic of how to handle uploads on the client side. I am looking for an unobtrusive way to "fancify" existing, classical file uploads, i.e. introducing a progress bar to normal file upload forms.
Due to the architecture of uploading files, this is most likely not possible without some tweaking on the client side.
I am looking for a solution that keeps the tweaking to an absolute minimum, e.g. a component that adds itself to the onsubmit event of a normal form, performs the file upload, displays a nice progress bar, puts the resulting temporary (server side) file path into the form, and submits it. On the server side, I just have to modify my script to use the file path provided by the flash uploader, instead of $_FILES and consorts, and think about security for a moment.
This is not exactly what all the Flash-based uploaders do: They can use data from a form, but they do not provide possibilities to submit the form as is, what is what I'm looking for. I am looking for a (probably) Flash based upload function taken a step further.
If you use PHP 5.2 and up this file upload progress tutorial by IBM can help you.
This multiple file upload tutorial uses jQuery + AJAX Upload... It uses $_FILES on the server side and will transform a special <div> on the client side to make a <form>. I guess you could tweak it to fit your needs.
If tweaking the last one is too tricky, Uber-Uploader on SourceForge is another option.
There are dozens of open source project covering this topic. Unfortunately this is not something trivial to implement seamlessly (at least in the way you want - otherwise we would have saw this in the good old Netscape days already).
On the bright side, HTML5 will ease this as you can see in this demo and this one.
I hope this helps and good luck with you integration.
jquploader uses the info inside the form, such as the action attribute value as upload script. But i haven't updated it in a while and it lacks all the belts and whistles scripts like uploadify have (which is an excellent script btw). See if it could be a base for you to tweak.
We implemented this very simple by installing the PECL extension pecl-uploadprogress and added a simple AJAX callback to the forms:
Generate an upload key:
$upload_id = genUploadKey();
function genUploadKey ($length = 11) {
$charset = "abcdefghijklmnopqrstuvwxyzABCDEFGHIJKLMNOPQRSTUVWXYZ0123456789";
for ($i=0; $i < $length; $i++)
$key .= $charset[(mt_rand(0,(strlen($charset)-1)))];
return $key;
}
Create an AJAX callback handler (eg. uploadprogress.php):
extract($_REQUEST);
// servlet that handles uploadprogress requests:
if ($upload_id) {
$data = uploadprogress_get_info($upload_id);
if (!$data)
$data['error'] = 'upload id not found';
else {
$avg_kb = $data['speed_average'] / 1024;
if ($avg_kb<100)
$avg_kb = round($avg_kb,1);
else if ($avg_kb<10)
$avg_kb = round($avg_kb,2);
else $avg_kb = round($avg_kb);
// two custom server calculations added to return data object:
$data['kb_average'] = $avg_kb;
$data['kb_uploaded'] = round($data['bytes_uploaded'] /1024);
}
echo json_encode($data);
exit;
}
// display on completion of upload:
if ($UPLOAD_IDENTIFIER) {
...
Download jQuery and the jQuery.uploadprogress libraries (which also includes the above snippet) and integrate with your form:
<script type="text/javascript" src="jquery.min.js"></script>
<script type="text/javascript" src="jquery.uploadprogress.0.3.js"></script>
<script type="text/javascript">
jQuery(function () {
// apply uploadProgress plugin to form element
// with debug mode and array of data fields to publish to readout:
jQuery('#upload_form').uploadProgress({
progressURL:'uploadprogress.php',
displayFields : ['kb_uploaded','kb_average','est_sec'],
start: function() {
$('.upload-progress').show();
},
success: function() {
$('.upload-progress').hide();
jQuery(this).get(0).reset();
}
});
});
</script>
Add this to your upload form:
<input name="UPLOAD_IDENTIFIER" type="hidden" value="$upload_id" />
That should do the trick. This is extracted from our code base and may not work out-of-the-box. But it should tell you the idea.
How funny, I just saw Simon Willison blog about Plupload, which is a JavaScript library that I think does file upload progress bars (amongst other things).
It uses Flash, Silverlight, or whatever?s available, but I think abstracts all that away from you, so you?re still uploading with a regular HTML form.
You'll have to check the size of the part of the file wich is allready on the Server, then get it on the Client per Ajax where you can paint the progress bar. (Remember to check the size of the hole Data before, to calculate the percantage ;-) )
What would be the best way to implement the konami code into a flex application?
I want to create a component to add it on all my proyects, just for fun.
thanks
UPDATE: I made a simple component, thanks to ZaBlanc
<?xml version="1.0" encoding="utf-8"?>
<mx:UIComponent xmlns:mx="http://www.adobe.com/2006/mxml" creationComplete="init()">
<mx:Metadata>
[Event(name="success", type="flash.events.Event")]
</mx:Metadata>
<mx:Script>
<![CDATA[
// up-up-down-down-left-right-left-right-B-A
public static const KONAMI_CODE:String = "UUDDLRLRBA";
// signature
private var signatureKeySequence:String = "";
private function init():void{
systemManager.stage.addEventListener(KeyboardEvent.KEY_DOWN, onKeyDown);
}
private function onKeyDown(event:KeyboardEvent):void{
var keyCode:int = event.keyCode;
switch (keyCode) {
case Keyboard.UP:
signatureKeySequence += "U";
break;
case Keyboard.DOWN:
signatureKeySequence += "D";
break;
case Keyboard.LEFT:
signatureKeySequence += "L";
break;
case Keyboard.RIGHT:
signatureKeySequence += "R";
break;
case 66: //Keyboard.B only for AIR :/
signatureKeySequence += "B";
break;
case 65: //Keyboard.A only for AIR too :(
signatureKeySequence += "A";
break;
default:
signatureKeySequence = "";
break;
}
// crop sequence
signatureKeySequence = signatureKeySequence.substr(0, KONAMI_CODE.length);
// check for konami code
if (signatureKeySequence == KONAMI_CODE) {
dispatchEvent(new Event("success"));
signatureKeySequence = "";
}
}
]]>
</mx:Script>
</mx:UIComponent>
to test it
<?xml version="1.0" encoding="utf-8"?>
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" layout="vertical" xmlns:konamicode="konamicode.*">
<mx:Script>
<![CDATA[
import mx.controls.Alert;
]]>
</mx:Script>
<konamicode:KonamiCodeCatch success="Alert.show('+30 lives!!!')" />
</mx:Application>
A state machine is fun to write, but in this case I'd go with a signature pattern. Depending on where you want to put the handler (on the stage of the component), here's some code that should work, though you can probably tighten it (and of course customize it to your specific need):
// up-up-down-down-left-right-left-right-B-A
public static const KONAMI_CODE:String = "UUDDLRLRBA";
// signature
private var signatureKeySequence:String = "";
private function onKeyDown(event:KeyboardEvent):void {
var keyCode:int = event.keyCode;
switch (keyCode) {
case Keyboard.UP:
signatureKeySequence += "U";
break;
case Keyboard.DOWN:
signatureKeySequence += "D";
break;
case Keyboard.LEFT:
signatureKeySequence += "L";
break;
case Keyboard.RIGHT:
signatureKeySequence += "R";
break;
case Keyboard.B:
signatureKeySequence += "B";
break;
case Keyboard.A:
signatureKeySequence += "A";
break;
default:
signatureKeySequence = "";
break;
}
// crop sequence
signatureKeySequence = signatureKeySequence.substr(0, KONAMI_CODE.length);
// check for konami code
if (signatureKeySequence == KONAMI_CODE) {
// 30 lives!
}
}
You may use Casalib. There are classes, Key and KeyCombo. You may listen for KeyComboEvent.SEQUENCE.
Working sample:
<?xml version="1.0" encoding="utf-8"?>
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" layout="absolute" initialize="init();">
<mx:Script>
<![CDATA[
import mx.controls.Alert;
import org.casalib.events.KeyComboEvent;
import org.casalib.ui.Key;
import org.casalib.ui.KeyCombo;
import org.casalib.util.StageReference;
private const KONAMI_CODE:KeyCombo = new KeyCombo([Keyboard.UP,Keyboard.UP,Keyboard.DOWN,Keyboard.DOWN,Keyboard.LEFT,Keyboard.RIGHT,Keyboard.LEFT,Keyboard.RIGHT,("B").charCodeAt(),("A").charCodeAt()]);
private function init():void {
StageReference.setStage(this.systemManager.stage);
Key.getInstance().addKeyCombo(KONAMI_CODE);
Key.getInstance().addEventListener(KeyComboEvent.SEQUENCE,onKonami);
}
private function onKonami(evt:KeyComboEvent):void {
if (evt.keyCombo == KONAMI_CODE){
Alert.show("You know Konami code?","WOW");
}
}
]]>
</mx:Script>
</mx:Application>
var unlockCode:Array = new Array(38,38,40,40,37,39,37,39,66,65,13);
var keyPressArray:Array = new Array();
stage.addEventListener(KeyboardEvent.KEY_DOWN, checkUnlockCode);
function checkUnlockCode(e:KeyboardEvent):void {
if (keyPressArray.length >= unlockCode.length) {
keyPressArray.splice(0,1);
keyPressArray.push(e.keyCode.toString());
} else {
keyPressArray.push(e.keyCode.toString());
}
trace(keyPressArray);
if (keyPressArray.toString() == unlockCode.toString()) {
trace(unlockCode);
}
}
I know many have asked this question, but I think my situation is a little bit different.
I have a site where I have some ads which is Flash hidden in a because of xhtml/html compatibility issues. But the flash elements is on top of my jQuery dialogs which is not ideal.
Some solutions have suggested setting wmode to opaque but I can't because my ads are scripts which outputs flash elements.
Another solution suggested hiding ads when a dialog is shown. So my question is: Is there a way to put flash content behind my jQuery dialogs while they are visible and without altering the flash code?
Best regards, Lasse Espeholt
Update: I have now reopned the question with a bounty. As for now, I hide every Flash ad on "show dialog". But this is still not an optimal solution. So, I'm looking for a script which can make every Flash animation to opaque (a jQuery solution would be nicest, but a plain JavaScript solution will do). Or if there should be another solution not discussed in this question, I'll be happy to hear about it :)
Update 2: So far, I have made this script:
function opaqueAllFlashMovies() {
// Embed Flash movies
$('embed[wmode!="opaque"]').attr('wmode', 'opaque').wrap('<div>');
// Object flash movies with a wmode param
$('object[classid$="-444553540000"] parem[wmode]').attr('value', 'opaque');
// Object flash movies without a wmode param
$('object[classid$="-444553540000"]').not('param[wmode]').append('<param name=\'wmode\' value=\'opaque\'/>').wrap('<div>');
}
which works in FF and Chrome but not in IE. Apparently, .append fails. Any ideas?
You can't put HTML in front of Flash unless you set wmode to opaque (or transparent).
With the default wmode ("window") the Flash Player takes over all rendering and user interaction in its area. So the browser can't display any HTML in that area. What wmode=" opaque" (or wmode="transparent") does is that it disables this default behavior and kind of integrates the Flash Player area in the browsers usual rendering and layering and such.
But you don't need to alter any Flash content to set wmode, since it is done in the HTML (or via SWFObject or other script that inserts the Flash object element) so if you have control over the "scripts which outputs flash elements" that you mention, you can take care of the wmode setting there.
How about manually setting wmode to opaque with javascript after the flash has already loaded?
I have just read this post and tried to add parameter wmode="opaque" in an object tag. It works for IE 8. I'm sorry if my post is too late.
i think i have a solution. Using the jquery-ui dialog, Spent hours and hours trying to figure this out - worked for me,
Logic was if i can't make the jquery go front, make all flash content go back. research took me to this link - finally finally it worked.
How do I programmatically set all <object>'s to have the wmode set to opaque?
function makeObjectsOpaque3() {
var elementToAppend = document.createElement('param');
elementToAppend.setAttribute('name', 'wmode');
elementToAppend.setAttribute('value', 'opaque');
var objects = document.getElementsByTagName('object');
for(var i = 0; i < objects.length; i++) {
var newObject = objects[i].cloneNode(true);
elementToAppend = elementToAppend.cloneNode(true);
newObject.appendChild(elementToAppend);
objects[i].parentNode.replaceChild(newObject, objects[i]);
}
}
window.onload = makeObjectsOpaque3;
and
if(window.onload) {
var onLoad = window.onload;
window.onload = function() {
onLoad();
makeObjectsOpaque3();
};
} else {
window.onload = makeObjectsOpaque3;
}
Search google for "iframe shim". Basically putting an iframe behind the html will bring it over the flash content (ignoring wmode settings).
Bye bye
I'm working with a very complex Flash project which is part of a full range of services that we deploy for the use of our clients. For most of our software sources (Java, PHP, Javascript, HTML and a some supporting scripts in other languages) we use subversion for version control and management, so we do the same for our Flash projects, even though we gain little benefits from version controlling that (except being able revert to previous versions) as FLA files are stored as just binaries which we cannot get meaningful diffs from.
We're putting as much code as we can into AS files which we can properly manage using subversion, but due to the requirements of our architecture and our deployment strategy (both we cannot change because of our clients needs), we still maintain a large collection of FLA files that we need to manage.
I've looked at Adobe Version Cue and while I do not really understand what it does in terms of version control, will moving our Flash projects to hosting on Version Cue will give me better control then I currently get from Subversion?
Also - if people can share their experience and suggestions regarding version control of Flash projects, it will be very helpful.
I've struggled with this myself, and I can't tell you anything other than:
The first point is obvious enough. The second is to recognize that there's no getting around the fact that FLAs are binary blobs that hold all your visual assets and don't play well with versioning, but you can recognize the fact that some contents change frequently while others tend to be created once and then left alone. By dividing your assets into different FLAs, you can keep the large majority of changes into a small number of unstable FLAs, and the difference between stable and unstable content will be reflected in your versioned files.
Note that even if you can't load assets at runtime, compile-time sharing still lets you divide assets into an arbitrary number of FLAs. (Compile-time sharing is often overlooked - if you're not familiar with it, open a MovieClip's properties and check out the "Source" section at the bottom.) How to divide things will depend your project. The best I can suggest is to make divisions semantically - perhaps one FLA for each character, or one FLA for each section, or one FLA for each interface element, etc. As with all development the goal is to group related assets and eliminate duplication.
The third point is, since diffs are impossible, there's just no way around keeping a change document. My preferred way is to check the FLAs into versioning and note all changes in the check-in note, but the changes could also be in a separate document. (Note that it's vital that you keep the libraries in each FLA orderly, or someone reading the change description will have trouble finding the change.) However, since this can be a pain for some contents, it's also useful to designate certain FLAs as "unstable", and not bother with a change list. But if such files have a lot of dependencies on other files, you'll regret it later.
Unfortunately this is all I've discovered so far. Adobe has talked about changing to a text-based FLA format in a future version, but until that arrives, there's no easy solution.
Adobe's answer to this is in the new CS5 Flash. Use "save as" and choose .xfl from the types pull down. You can now work on your project and check it in via SVN. I would still break out your code in .as files but this way your library assets are also tracked. It basically keeps everything in xml markup kinda like flex mxml. I think this is your best option.
It sounds like you are stuck with FLA files due to external requirements but, just in case...
If you're building a code-heavy flash project, I would go with a pure actionscript or flex approach, using .fla files only for what they are good for (timeline-based animation)
Flex Builder / Flash Builder is a great environment to build Flash projects where all the code is in source-control friendly file formats.
We're in the process of moving all our FLA based media players over to MXML (where the Flex UI components are useful) and pure ActionScipt projects. Thje source control benefits are huge.
If that is not possible then I'm afraid the only thing you can do is move as much stuff out of FLAs as possible - the binary format is simply not source control friendly.
Forget version cue - Adobe doesn't develop it any more (It's not included in the new CS5 bundles)
I've been trying to figure out a way to solve this same problem, here is a possible solution. .fla's are actual file systems. If you replace the .fla extension with .zip you can unzip and expose the uncompressed files not unlike 'show package contents' on a mac. All of the library content resides inside a library directory with each movieclip represented by an xml document each layer getting a node and frames within a layer being represented as child nodes. There is also a .xfl file that is the uncompressed version of the .fla which you can launch in flash as long as you have all the unzipped contents of the .fla residing in the same directory as the .xfl
Technically you should be able to work on the .xfl file with all the library contents being tracked and maintained in subversion.
From what I understand of Adobe Version Cue, it will not get you anything beyond what svn is giving you. (Granted, I've only heard horror stories of Version Cue and haven't actually used it.)
Having worked on big Flash projects with svn before (big teams and big deployments), the best advice that I can give you is:
Okay, your client is demanding all these FLAs, but why? You may have done this already, but try pushing back on their technical requirement a bit - what do they think they're gaining from this requirement?
Designate ONE person to be the release manager for the Flash application. They will be responsible for checking out the proper code from svn, building it, and making sure it gets into the general application deployment. They will also be response for knowing which revision is in which environment (this can be easily automated).
Put as little code and assets in the FLA as possible. You should be loading images and other assets from external sources and then attaching them to the appropriate MCs and Sprites.
If at all possible, keep the teams in small discrete chunks. This decreases the chances of conflicting changes in the FLAs and increases the chances of everyone knowing what's going on.
[More of a bandwidth note, less related to this question] Treat your FLAs like libraries or SDKs if at all possible. If their demand is close to "one sub-FLA per page" with a master FLA, then have additional sub-FLAs that hold the assets/widgets. That way your page FLAs are only holding page specific code, and you aren't reloading widgets each time you "switch pages". (Assumes no browser refreshing between page switches.)
It's probably worth noting that these are largely non-technical solutions. I have yet to find a "one shot kill" for the problem of working with binary files in revision control systems - especially binary files that are really source code. And that's really the clincher: the idea of storing source code in a proprietary binary format, to only be compiled into a different proprietary format, is bad voodoo.
What is a .SWC file and how is it commonly used?
In addition to just holding classes, SWCs can also hold media assets. SWCs are used by linking them into existing Flash or Flex projects. Adobe Flash Pro CS4 is the first version of Flash where you could just link in a SWC to a FLA (this is done in the AS3 section of the Flash tab of the Publish Settings). Previously SWCs had to be brought in as components.
SWCs allow for the easy distribution of assets between Flash and Flex (well, the tool is now called Flash Builder, but the framework is still called Flex). We currently use them to build our visual assets in Flash Pro and then use them in a Flex project.
It's like a compiled library file used to help distribute classes.
Wikipedia has an article on this. At the time of writing it needed help.
Guys, I am thoroughly surprised that there is no Flash Hidden Features post yet in the Hidden Features series that I've been tracking for a while now.
There is a recent AS3/Flex one but it's not very active and I don't exactly mean just AS3 when I say Flash here.
The Hidden Features series is great for people who are new to a certain language. It shows the ropes and certain valuable tricks, all in one place. I think it's a brilliant idea. Even experts sometimes find tricks they'd never heard about.
When I started with Flash, I was taken aback by the Flash IDE and odd concepts of Flash, compared to other programming languages.
So, here goes: what are some hidden features of Flash as a language (AS2/3) and the Flash IDE?
Let the fun begin.
[AS3] Tips for working with arrays or Vectors
Fastest way through an array, always from the back
var i:int = array.length;
var item:Object;
while(i--)
{
item = array[i];
}
Clearing an array,
//faster than array = []
array.length = 0;
//garbage friendly
while(array.length)
{
array.pop();
}
Pushing and splicing
//faster than array.push();
array[array.length] = "pushed value";
//faster than splice(index, 1)
var index:int = array.indexOf(splicee);
array[index] = null;
array.splice(array.length, 1);
Cloning
//fastest way to clone
var newArray:Array = array.concat();
//fastest manipulation
var mapFunction:Function = function(item:Object, index:int, source:Array):Object
{
return //your cloning or morphing here
}
var newArray:Array = array.map(mapFunction);
MovieClip.addFrameScript() is a undocumented ActionScript 3.0 feature that allows you to specify a function that is called when the playhead of the Movieclip timeline enters a particular frame number.
function someFunction():void {
}
movieclip_mc.addFrameScript(4,someFunction);
The frame number is zero based (1st frame = 0) and needs to be whole numbers only, however if you wanted to use frame labels you could use something like this:
function addFrameLabelScript(frame:String, func:Function):void{
var labels:Array = currentLabels;
for(var i:int=0;i<labels.length;i++){
if(labels[i].name == frame){
addFrameScript(labels[i].frame-1,func);
}
}
}
Graphics::drawRoundRectComplex (x:Number, y:Number, width:Number, height:Number, topLeftRadius:Number, topRightRadius:Number, bottomLeftRadius:Number, bottomRightRadius:Number) : void;
It's not documented anywhere, but a forum post explains more.
[Flash IDE]
This isn't a feature as much as it is a gotcha. When specifying a document class for an FLA, the compiler does not subclass that class, it modifies it.
This can cause problems when you have several SWFs with the same document class, all being loaded into another SWF (since two classes with the same name cannot be loaded side-by-side into the same application domain). It results in the first being loaded and the second using the first's modified class, producing weird errors (as you can imagine).
The solution is either:
[AS3]
When you use the trace statement in AS3 you can pass in multiple parameters and AS3 will format the output so that there is a space between each.
trace("Hello","World");
would output "Hello World".
AS2 does not support multiple parameters for trace so you are forced to do something like
trace("Hello "+"World");
every class is a function and every function a class ... AS2 is prototype based ...
trace.prototype = { };
var f = trace;
trace(new f());//will yield [object Object]
accessing Function::prototype allows extending classes at runtime:
MovieClip.prototype.moo = function () {
trace(this+" says 'moooooooo' ...");
}
_root.moo();//_level0 says 'moooooooo' ...
Object::__proto__ ... allows you to change the prototype of an object, which can be used for runtime reclassing:
var o = trace;
o.__proto__ = [];
trace(o.push("foo", "bar", "foobar"));//3 here
trace(o.length);//also 3
trace(o[1]);//bar
in this example, the function trace is reclassed to Array ... pretty cool, huh? :)
Function::apply and Function::call allow applying any function as a method to any object:
Array.prototype.push.apply(trace,[1,2,3]);
trace(trace.length);//3
trace(Array.prototype.splice.call(trace, 1,1));//2 ... actually, this is [2] (the array containing 2)
using the three above, instantiation of a class MyClass with parameters param_1, ..., param_n can be written as:
var instance = {};
instance.__proto__ = MyClass.prototype;
MyClass.call(instance, param_1, ..., param_n);
a corelation of Function::push and Function::apply is that this is simply a function argument, that is passed automatically ... as any other function argument, it can be written to ...
var f:Function = function () {
this = [];
this.push(1,2,3);
trace(this);//1,2,3
this = _root;
trace(this);//_level0
}
f();
Object::__resolve ... settings this method allows you to react to lookups on undefined properties ... this is fun and useful for proxying, mocking, composition, delegation, and so on ...
import mx.utils.Delegate;
var jack:Carpenter = ...
var jim:BlackSmith = ...
...
var guys:Array = [jack, jim, ...]
var o = { __resolve : function (name:String) {
for (var i:Number = 0; i < guys.length; i++) {
var guy = guys[i];
if (guy.hasOwnProperty(name)) {
var ret = guy[name];
if (ret instanceof Function) {
ret = Delegate.create(guy, return);
}
return return;
}
}
return "sorry man, but nobody knows, what '" + name + "' means";
});
//some really imaginary stuff (i hope it makes the point):
trace(o.saw);//[object Hammer]
trace(o.anvil);//[object Anvil]
trace(o.ventilator);//"sorry man, but nobody knows, what 'ventilator' means"
trace(o.makeSword());//[object Sword]
that's it for now ... there's an awfull lot more ... the thing is simply, that AS2 is an exiting language, but painfully slow ... AS3 in comparison is boring as hell, but the speed increase is really great ...
[AS3]
When looking for a the value of a variable, the player will run up the scope chain until it finds what it's looking for. So using nested (anonymous) functions you do things like make asynchronous calls and handle it using variables that were defined on the scope of the calling method. e.g.
function loadData(myAwesomeObject : AwesomeObject) : void
{
var urlLoader : URLLoader = new URLLoader();
urlLoader.addEventListener(Event.COMPLETE, function(event : Event) : void
{
myAwesomeObject.someReallyAwesomeMethod(event.target);
});
urlLoader.load(new URLRequest("http://someService"));
}
Loads of other uses for this and it's really very useful
For those of you using FlashDevelop, there is some nifty conditional compilation functionality:
// Use it to generate different code paths
CONFIG::debug {
txt.text = "Debug Version running...";
}
CONFIG::release {
txt.text = "Welcome to Stark Industries";
}
// Or use it as a const in code
if ( CONFIG::debug && yourCondition ) {
// Do stuff
}
read more about it here
Its not really hidden (very obscured in the documentation), but updateAfterEvent is quite an unknown and useful method under certain circumstances...
[AS3]
The || (logical or) operator can be used for any truthy/falsey values.
var obj : Object = nullObject || instance; // instance
var val : int = 5 || 10; // 5
var val : int = 0 || 10; // 10
Also, you can use & and | (bitwise and/or) to do a non-short-circuted expression:
function functionA() { return false; }
function functionB() { return true; }
if (functionA() && functionB()) { trace("something"); } // methodB won't be executed
if (functionA() & functionB()) { trace("something"); } // methodB WILL be executed
[AS3]
I wouldn't necessarily call this a 'feature', but you can actually access variables before they are defined (even with strict compilation) due to the way the compiler works:
trace(hb); // null
var hb : HBox = new HBox;
trace(hb); // [object]
It can actually lead to frustration when refactoring code (since it compiles).
[Flash IDE]
When you export a MovieClip as a swc you can add it to the components panel of by dropping it into the folder
C:\Documents and Settings\USER_NAME\Local Settings\Application Data\Adobe\Flash CS3\en\Configuration\Components\SOME_COMPONENT_FOLDER
Restart flash and it'll be in the components panel for you to use.
Well this might not be a hidden feature but maybe people have missed that there are external tweening engines you can use. My latest favourite is Greensocks. The only thing in my opinion it has lacked seems to be improving, workflow. Have not tested v.11 yet but definitely will on my next AS project: http://blog.greensock.com/v11beta/
You can create weak references in ActionScript3 by using the Dictionary object.
when using flashvars write a utility method getFlashVars().
function getFlashVars():Object {
return Object(LoaderInfo(this.loaderInfo).parameters);
}
then when I'm coding I always add an extra || so that I won't have to flashvars while debugging.
localVar = getFlashVars().sampleVar || "default.xml";
I'm sure you will find usefull this article by jpauclair: AS3 hidden treasure in the mm.cfg file
Custom metadata isn't something that's well documented or promoted, but it's very helpful - without modifying a variable or changing its namespace, you can give it custom annotations similar to the way that you can in Java.
It is gone over in depth by Christophe Conraets on his blog.
The simplicity of it is that you can put all of your own metadata, and then you just use describeType() and you will see all of your custom metadata at run time :)
Not exactly hidden, but what about the often overlooked "include" macro (yes, it still exists in as3)? - very useful for faking multiple inheritance (when used side by side with an interface), even if it usually is a bad practice.
[as3]
prototype based inheritance :
import flash.display.MovieClip;
var myRectangle = function(target,x,y){
var internalTarget = target;
var myMovieClip = new MovieClip();
var myGraphic = myMovieClip.graphics;
myGraphic.beginFill(0xAAAAAA);
myGraphic.drawRect(0,0,100,100);
myGraphic.endFill();
trace(typeof internalTarget);
Sprite(internalTarget).addChild(myMovieClip);
myMovieClip.x = x ;
myMovieClip.y = y ;
}
var aRectangle = new myRectangle(this,10,10);
Here's another gotcha:
By default Flash tools strips any metadata tags that you have. Many frameworks depends on these metadata tags. What you need to be careful is that this doesn't only apply to the compiler, but also to the optimizer. Be sure to run both your compiler and optimizer with -keep-as3-metadata-tag option to keep your metadata tag in there.
Here's something most people don't know: MouseEvents are tracked outside of the application window if the MOUSE_DOWN event has been fired, but not MOUSE_UP. You can grab mouse positions outside of the application window (and even outside of the browser window) as long as whatever you're doing makes the user hold their mouse down. To test this, try running the following code:
<s:Application xmlns:fx="http://ns.adobe.com/mxml/2009"
xmlns:s="library://ns.adobe.com/flex/spark"
xmlns:mx="library://ns.adobe.com/flex/mx"
creationComplete="init()">
<fx:Script>
<![CDATA[
protected function init():void {
addEventListener(Event.ADDED_TO_STAGE, magic)
}
protected function magic(e:Event):void {
stage.addEventListener(MouseEvent.MOUSE_MOVE, moreMagic);
}
protected function moreMagic(e:MouseEvent):void {
magicalButton.label = "Hold me down! " + String(e.stageX) + "x" + String(e.stageY);
}
]]>
</fx:Script>
<s:Button id="magicalButton" label="Hold me down!"/>
This package will get you all the DisplayObjects in DisplayObjectContainer by setting class types.
Note: It wont count frames in MovieClips.
package {
import flash.display.DisplayObject;
import flash.display.DisplayObjectContainer;
import flash.utils.getQualifiedClassName;
/**
*
* @author Cans?n ?enalio?ly @ cansin.senalioglu@gmail.com
*
*/
//--------------------------------------
// Class description
//--------------------------------------
/**
* <p>Gets all DisplayObject types in DisplayObjectContainer.</p>
*
* @langversion 3.0
* @playerversion Flash 9.0.28.0
* @includeExample examples/ButtonExample.as
*
* @playerversion AIR 1.0
*/
public class DisplayObjectFinder
{
/**
*
*
*
* <p>Gets all DisplayObject type in DisplayObjectContainer</p>
* <b>Example:</b><br>
* <p>var items:Array = DisplayObjectFinder.getAllDOTypeInDOC(stage,MovieClip,callBack);<br>
* trace(items.length);<br>
* function callBack(object:MovieClip):void{ trace(object.name) };</p>
*
* @param container Objects parent (DisplayObjectCotainer);
* @param typeClass Objects Class type;
* @param forEach For every object call back function;
*
* @langversion 3.0
* @playerversion Flash 9.0.28.0
*
* @playerversion AIR 1.0
*/
public static function getAllDOTypeInDOC(container:DisplayObjectContainer,typeClass:Class,forEach:Function=null):Array {
var a:Array = [];
var len:int = container.numChildren;
while(len--){
var o:DisplayObject = container.getChildAt(len);
if(flash.utils.getQualifiedClassName(o) == flash.utils.getQualifiedClassName(typeClass)){
a[a.length] = o;
if(forEach != null)
forEach(o);
}
if(o is DisplayObjectContainer){
var aa:Array = getAllDOTypeInDOC(o as DisplayObjectContainer,typeClass,forEach);
var lena:int = aa.length;
while(lena--){
a[a.length] = aa[lena];
}
}
}
return a;
}
}
}
Seems like the new <video> tag is all the hype these days, especially since Firefox now supports it. News of this are popping up in blogs all over the place, and everyone seems to be excited. But what about?
As much as I searched I could not find anything that would make it better than the good old Flash video. In fact, I see only problems with it:
The only two pros for a <video> tag that I can see are:
So... what's the big deal?
Added:
OK, so there is one more Pro... maybe. Support for mobile devices. Hard to say though. A number of thoughts race through my head about the subject:
<video> support? Even if it is available through updates, how many people actually do that?As for the semantics part - I understand that search engines might be able to detect videos better now, but... what will they do with them anyway? OK, so they know that there is a video in the page. And? They can't index a video! I'd like some more arguments here.
Added:
Just thought of another Cons. This opens up a whole new area of cross-browser incompatibility. HTML and CSS is quite messy already in this aspect. Flash at least is the same everywhere. But it's enough for at least one major browser vendor to decide against the <video> tag (can anyone say "Internet Explorer"?) and we have a nice new area of hell to explore.
Added:
A Pro just came in. More competition = more innovation. That's true. Giving Adobe more competition will probably force them to improve Flash in areas it has been lacking so far. Linux seems to be a weak spot for it, cited by many.
Imagine if there was no img tag. If you want images, you have to use a 3rd party plugin, that is really slow and has no standard way to embed it in a page. You can't easily copy images in this way, and search engines basically have no clue what if it's an image or a game or anything.
Without this, no images were available.
Then imagine that a browser was released that just let you use this fancy new img tag.
The video (and audio) tag are a logical sensible way for things to work. We shouldn't need a third party plugin to use a completely standard media format.
The biggest benefit of <video>? It's easy. Crazy easy. Ridiculously easy. Your-grandma-can-code-a-video-tag easy. <video src="myfile.ogv"></video> and you're done.
<video> also has clear benefits for your users. They get a browser-native video player, which can potentially be very efficient. They get a consistent UI that won't change from site to site. Mobile browsers that may not implement flash can still implement <video>.
The only con is a temporary one, and that is compatibility. IE8 doesn't support <video>, and it will be some time before IE9 is widely installed. As well, there's some fight over which codecs to support for the videos - Firefox, Chrome, and Opera all support both Ogg Theora and WebM, while Safari and IE are shipping H.264 (though either can support Theora/WebM with proper codecs). For now, this just means that you have to post your video in two formats and provide them both with the source element, i.e.:
<video>
<source src='video.webm' type='video/webm'>
<source src='video.mp4' type='video/mp4; codecs="avc1.42E01E, mp4a.40.2"'>
</video>
To add support for IE 8 and earlier, and other downlevel clients (like older versions of FF/Safari/Opera/etc), just put your standard video embed code inside the <video> tag, below the <source> elements. If the browser supports <video>, it'll ignore the embed. If it doesn't, it'll ignore the <video> and run the embed instead.
Flash is slow and inefficient on non-Windows platforms. It has potential security flaws. It stores "flash cookies" on your computer that you don't know about. There is no flash on the iPhone and unlikely ever will be (as a result of its being proprietary and its high CPU consumption).
HTML 5: Could it kill Flash and Silverlight? is an article that might answer your question.
There are probably more reasons out there.
Flash is a real headache on non-Windows platforms. Not only is it slow and inefficient (as someone else pointed out), but it isn't very stable, either. As we learned at the most recent Apple WWDC, "browser plugins" (read: Flash) account for the majority of all application crashes across all of Mac OS X (and by "majority", I mean some absurdly high number like 80% or something, can't remember the exact figure offhand). This is such a problem on Mac OS X that for Snow Leopard, Apple has re-engineered Safari so that Flash runs, not just sandboxed, but in fact as an entirely separate process, so that when (not if) Flash crashes, Safari as a whole remains unaffected.
The instability of Flash on OS X, coupled with its poor performance, is why...
As far as users having to know anything about codecs is concerned, you can avoid this issue and serve them the appropriate codec (including Flash, if their browser doesn't support OGG or h.264) by using the simple non-Javascript html code found in this article.
Pros:
Cons:
There are many good points here, and like a Martial Arts fighting style, each point has its thrust, and each can be defended; but each can be defeated with the proper moves.
Anyone standing on arguments about "propietary" plugins will fall quickly. Microsoft, Apple, and Adobe all bear the guilt, but that's just BUSINESS. You won't change business overnight, and each layer of complexity added by a new tag such as <video> which supports a very technical interface will result in * slightly * different implementations by each browser.
HTML 5 works now, and so does Flash. How it is implemented, the skill it requires- this defines each resource, whether it's an employee's performance, a webmaster's power, or a domain's influence.
Although I'm only 40, I began programming when orange or green monochrome monitors were the color choice, and hardware installation came with prayer books instead of instruction manuals. Maybe you could figure out AT commands for the modem when it wouldn't configure with your hardware, and 64K RAM was like, WOWWWWW!
HTML 5/Flash is a minor nuisance compared to that crap. Let's all learn how to collaborate in community toward a better resource. There is an Open Source Flash Project, it will have bugs. So will HTML 5...
Every argument here is true, but not necessarily productive. Use that energy toward a solution.
It's also an advantage the video-tag is native to html, so it integrates nicely. This sounds like a non-issue, but it's not. You can for example overlay the video with some HTML caption. And the HTML caption can use the same styles as other captions on the same page.
You also can apply some (future) CSS transitions to the video element: look at this demo.
For me, it'd be very nice to have the computer built-in or another third party player play the video much more efficient than Flash can do. Not all platforms have Flash: iPhone and Android (for now at least), where the tag may work sooner rather than later. Not talking about Linux either, where Flash works quite badly.
Regarding the Internet being more semantic, it may be important to you. I'm not sure how search engines likes Google and Bing find videos but probably they just know about a bunch of Flash video implementations, so third party small players have no chance. If we are all using the same standard tag, then everybody is on a level playing field.
Adobe's Flash player (being a plugin) does not take any of the browser's privacy settings into account, while Adobe is not actively making clear to normal users what is being stored. This alone is a good reason to stop using Flash (or any video plugin) and welcome <video>.
Some details about the privacy issues (not to be confused with security issues or vulnerabilities) can be found at How to automatically remove Flash history trail? on Super User.
Like Vilx noted in the comments: these privacy issues remain when replacing Flash-video by <video>, as Flash is used in many more ways. Still, once <video> is supported then site owners who offer video (and don't use Flash in any other way) will have a choice not to burden their visitors with this poorly documented record of visited Flash-sites.
(EDIT: I replaced the details with a link to SU, which gives some more insight; some of the comments below will only make sense with respect to a previous revision.)
Pros:
<video> will be easier than FlashCons:
64 bit, and Linux support will be nice. Flash still (in two thousand freaking nine) lacks in this area. Just having some real competition is always good. If the major video sites start using this along side Flash, or even in place of Flash; That will be one less proprietary program I will need. Open source means faster innovation. Give it time, people will create a way to deliver DRM protected videos with it.
Seth got most of the big ones. Others I can think of:
In short, the only reason to use Flash is "most people have it installed today" -- which can be a pretty good reason, as long as it lasts.
More pros for Flash:
Adobe can add new features and new codecs to video a lot quicker to a mass audience (generally under a year over 90% of users upgrade to the latest version of Flash) compared to browser vendors (there's still a large number of IE6 users out there and that browser came out in 2001).
Features found in Flash that I imagine will eventually make it to browsers but are not there yet:
As those who say Flash is not indexable, check out what Google has been doing lately with indexing Flash content thanks to a headless player Adobe has supplied. So if you do a google search for FLV files, you can see that Google already indexes Flash video files.
Meanwhile, Adobe Premiere CS4 has speech recognition that will output subtitles for video files in an XML format that can be easily used in Flash video. So expect video for Flash to become a lot more searchable in the future.
Many Mobile Devices support today: iPhone, iPod Touch, Symbian S60, Android, etc
Mozilla Firefox, Google Chrome, Apple Safari, and Opera all support the tag (granted, you'll need to encode to 2 formats: H.264 and Ogg Theora. However, you can reuse the H.264 video with a Flash or Silverlight failsafe for older browsers and Internet Explorer
The user has control of the UI: they can choose which browser they would like to download and use, and depending on how it works(I'm not sure of the details, but I'm familiar with the concept), even keep their browser and just choose the handler npapi plugin for it. How many times have you been stuck using a shitty actionscript video control interface because the devs of the site you're on were too lazy to do it right (or use flowplayer). Power to the users!, I say.
Its open source. Now, i'm not RMS or anything, and its nothing to do with ethics or anything else like that, but OSS is just the more efficient, better way to go. It produces better code.
Better platform support. Right now, Linux + flash = bad. Adobe's the only one who can do anything about it. This sucks.
like you said, more semantic.
Since now the browser gets the video file via regular HTTP, as compared to some obscure method defined in the SWF file (which would need to be parsed), you can now have web proxies that can also cache video files! As well as have the very browser be able to cache a video file.
I would say the definite pro of using <video> instead of Flash is that I will be able to watch videos in my browser without having it crash or go crazy slow. I use 64bit OpenBSD, so gnash is all I can get and I only enable it when I'm feeling really risky because most of the time I'll come across a flash banner ad and my browser(firefox 3.5) will crash.
And my mobile phone browser doesn't support flash, yet it supports the video tag(and it's not an overly "fancy" phone either).
My understanding is that the big deal about the tag is that it is an open standard. When only one vendor can implement Flash, you are at their mercy for implementations/ports to new platforms, browsers, or even browser versions.
The excitement is all at that level, not down in the implementation details. Worrying about which is technically superior is sort of beside the point in the same way as concerning yourself about a fascist government's ability to make the trains run on time would be.
My belief for pros:
My biggest con would be that Ogg is a bit behind in terms of compression and quality. But I would imagine it's being worked on. More importantly, if more people start adopting it, more people will likely join the the work on Ogg to make it better.
Competition is key as well, as there is no major player forcing Adobe to really do anything with Flash. So Adobe can control the market in terms of video content on the web.
It will be nice to use some of the HTML 5 features... in 5-10 years from now...
We still have too many visitors using Internet Explorer 6 to ignore them, it will be quite some time before we can even move on to only testing the pages for IE7+...
One Con is the fact that the current html 5 spec has not been able to agree on a single codec due to browser vendor dissagreement.
From the article below:
"After an inordinate amount of discussions, both in public and privately, on the situation regarding codecs for and in HTML 5, I have reluctantly come to the conclusion that there is no suitable codec that all vendors are willing to implement and ship"
Ultimately, even if you do use the video tag, your video codec may not be supported in all browsers, even if they do support the tag.
As others have mentioned, this may not pose any real issue, but I believe having to make multiple versions of the same file available certainly negative.
You can use Flash today... it's the most realistic way to reach full-sized audiences.
jd/adobe
I believe this will demolish Flash, as an open source standard support on iphone and android and other mobile handsets can be rapidly implemented as well as desktop OS support. The OGG format allows me to skip forward in the video file over a regular http connection. I can right click and save the file if allowed, sharing and transporting these files will be easier. As 'proper' markup it can be navigated by the literally 100's of thousands of users using specializad devices to access the Internet. As a 'proper' dom element it can communicate with javascript allowing it to fully interact with the rest of the page content, and finally, Microsoft have a track record of pretending to ignore upcoming standards while promoting their proprietary solution, as user demand peaks they throw the rudder full right and roll out an implementation to secure their user base. Flash has been the only choice for video on the web, but not for much longer, its an excellent piece of software in its own right and I see it holding some position, but for video it's only ever been an 'only choice' runner.
I think the large majority of these answers condense to this: Flash is engineered mostly for the mass market, so it provides the easiest way to cover the bulk of the market, but it is deficient in covering less common and emerging platforms (i.e. shaky Linux and no iPhone). This has been the story with Flash pretty much from day one. It's practically a case study of how proprietary and OS software differ (and complement each other).
On the other hand, I think most answers are seriously underplaying the codec angle. There is one primary reason why Flash video dominates the web today: it's the only way to publish a single version of a video and expect it to be viewable by more than about half your audience. Even though the video tag looks to be designed well, as far as matching up multiple source files to the user's installed codecs, it's still difficult to know how many codecs are needed to cover what percentage of an audience, and impossible to know whether people will upgrade as new codecs emerge. Flash video has more known quantities, and a reasonably good expectation of upgrades for the large bulk of the audience.
I also kind of think that the performance angle is overstated in most answers, as well. It's true that Flash uses more CPU than any other player I have, but it also starts up more quickly - by orders of magnitude. When I come across a web page with an embedded MPG, my browser is frozen for 15+ seconds while QuickTime boots, or perhaps only 5 seconds if it was already running. (Almost as bad as PDF ;) ) Obviously Flash is less efficient in some ways, but from where I stand it's more efficient in others; like any software solution tradeoffs are involved.
I've been reading around this recently for a site I'm building now. I've gone with Flash video for now, because the launch is pretty soon. Also, we're on a shared hosting environment, so all video conversion has to be done before the video is uploaded. I don't want to ask the client to upload two versions of each video.
But, ultimately, I do want to switch to open video. It looks pretty cool. I've seen a demo which uses javascript to overlay subtitles on a video, degrading gracefully in the absence of javascript to a text transcript below the video. (I think that was on A List Apart.) And Mozilla have some fun demos up. http://arstechnica.com/open-source/news/2009/05/google-dailymotion-endorse-html-5-and-standards-based-video.ars
I think HTML5 is more convenient to use than Flash. HTML5 will become more and more popular, but it won't completely replace Flash.
Regarding this point:
"As for the semantics part - I understand that search engines might be able to detect videos better now, but... what will they do with them anyway? OK, so they know that there is a video in the page. And? They can't index a video! I'd like some more arguments here."
if optimized properly, a video will include a transcript, which a search engine can read, and correspondingly divulge all of the information about the video. I guess they can index the video's page? as for the value of it...i guess i won't have to watch crap I don't need, to find something I need, bcz I will know exactly what's in the video
Flash is controlled by a single company. That company can decide exactly what to do with the future of Flash and nobody else can affect it. Let's say, for example, that they (Adobe) suddenly decide charging a license fee for using Flash. What would happen to all the millions of web sites depending on it?
We need taking action, and that is now. We must use open standards, and we do need it badly. That's the only thing that makes the tag bleeding important to the world.
(Licensing fee for Flash might or might not seem like a realistic move from Adobe, but that does not matter. My point is that they are in control. Another thing that could happen is that Adobe decide to cancel Flash. Imagine what would happen then, if there were no tag.)
HTML5 Pros:
Flash Pros/ HTML5 Cons:
I am in the planning stages of a new Flash game project and was wondering which language would be better to use? I already have a strong understanding of Actionscript 3, and have not worked with haXe yet, but i have read the language reference docs and it seems that haXe has some of the features from my other favorite languages, C# and Ruby.
So my question has two parts:
1) Can haXe interop with flash components (swc files)? Like for instance if i use the Flash IDE to skin some controls, can i import those controls and use them in haXe?
2) Are there any performance benefits to the haXe compiler? or any gotchas?
1) Yes, and no. As of 2.03 haXe can export SWCs. This means you can write your code in haXe, compile to a SWC and then utilize that SWC with Flash. Right now haXe does not support SWC input, only output (though I believe they are working on this).
2) Yes, there are benefits to using haXe - unlike Adobe's compilers haXe actually does some optimizations during compilation (this has been a major bone of contention in the community for a while). In addition, haXe utilizes some "hidden" new bytecodes that came into being with Flash Player 10 that currently neither Flash or Flex utilize - only Adobe's Alchemy (which cross-compiles from C/C++ source into SWCs).
The only "gotcha" that I know of is that it's kind of bizzaro ActionScript - things are just enough different that it will trip you up a fair amount. That being said, with features like generics and faster code that's small price to pay!
you can find a lot of helpfull stuff on haxelib.org ... (checkout haxelib for that matter (a bit like ruby gems, one could say)) ... there's also a as3 to haXe converter ... so could try translating relevant parts of the corelib to haXe ... some manual fixing will be required though, i guess ... when it comes to controls, just check out the haXe gui libraries ... there's a couple of them floating around the web ...
now haXe pros: a good thing about haXe is, that the compiler is much faster, so you don't spend a lot of time compiling ... seriously, it makes a difference ...
also, haXe is a much richer language, as branden already implicitely stated ... i just wanna add, you should really check out enums ...
still, the best thing about haXe is, that when i comes to write a server, you can stay with the same language, plus things like haxe remoting make your life super easy ...
there are some as3 pros, but the thing is, that most of them are just related to the fact, that if you try solving problems in haXe the way you would in as3, the language seems quirky and shows unexpected behaviour at runtime ... if you stay strict and typed, everything turns out perfect ...
hope that helps ... ;)
New release of Haxe today. Adds official target of C++.
So now you can target ActionScript and C++ with the same source.
1) You can include one swf library (instead of a swc) while compiling using the -swf-lib compiler argument and if you need more than one lib you can merge multiple using the swfmill tool. There's an example of this in the haXe docs.
2) Branden answered this one perfectly :) Although I might add that one feature that does improve performance, in flash applications especially, is "inlining". Since Nicolas (the creator of haXe) added even more byte code optimizations on inlined functions. And there's also even more of those optimizations planned.
I develop a 2D shooter game with lots of objects and aggressive scrolling.
QUESTION: which way is better?
CHOICE 1 - use native Flash rendering:
CHOICE 2 - write custom rendering using "bitmap + copyPixels"
Here in this question some people complain that "bitmap + copyPixels()" is slow.
EXPERIMENT: I have implemented both techniques:
Please, try them and tell which one is better (faster, smoother, eats less CPU).
Wait until there will be at least 250 enemies (counter above the screen).
UPDATE: Try to open Task Manager (or $top) and see overall CPU usage
UPDATE 2: I've changed the code, now creeps spawn much faster.
I found the custom (bitmap rendered) version to be much faster, and would have expected that.
Flash's DisplayList is designed to account for a huge number of variances in the DisplayObjects and as a result will not be the most efficient route to go (unless you end up accounting for all those variances yourself in AS3, in which case you'll lose to the native code).
For example, for tile rendering (where you're doing copyPixels for tiles), a custom bitmap renderer will be far faster than have hundreds of DisplayObjects on the DisplayList. You can also likely use a specialized clipper to toss out tiles, whereas Flash ends up doing very generic bounding-box calculations and tests.
In re: variances, for example, in your custom version the "building" sprite wobbles as the character moves around, probably due to a float-to-int conversion or round-up instead of round-down in your code.
Update: thanks for the high-stress version. Again, I couldn't really see a difference just running around. But I cleverly figured out that "r" drops turrets, and when I dropped 20-30 turrets, the native version was somewhat slower than the manual one, so maybe I was wrong. (I saw no difference in memory usage.) It still seems like doing things natively ought to have the potential to be faster, but it may well be that it would require specialized handling of some opaque sort.
Since this was accepted I'll add a note to make explicit what I said in a comment to a different answer: If all your assets are bitmaps themselves, then as HanClinto points out it's not surprising to find that compositing them manually can be faster than making native objects and letting Flash do the work, since it eliminates the overhead associated with display objects, like event structures.
However there are probably situations where doing things manually might win out, such as if you have vector contents that need to be rendered into bitmaps, or lots of animated sprites, or if you need to detect mouse events on your actors (which you'd need to do manually, perhaps painfully, if you do your own compositing).
So if you don't need to do anything that would slow down manual compositing, it appears to definitely be the best answer, and if you do, then trying both approaches is the best way to be absolutely sure. (A hybrid model is also possible, where you make one layer of native objects that need mouse events, and overlay or underlay it with a layer of manually composited bitmaps.)
If you are doing hundreds or thousands of objects on a screen (such as with intense particle effects), then you will have better performance with CopyPixels.
A lot of this just depends on what you're trying to do, right?
Flash can natively handled hundreds of sprites on a modern pc or mac without losing performance, so I's vote for going with display objects.
I have a lowend laptop, Intel Mobile 1.6Ghz/512MB, Firefox 3.5.x, Flash10.0.32.18, WinXP
I can cleary see a big difference.
native version: less than 10sec goes up to CPU99% and movement is jerky. custom version: stays below
Btw, is there any chance to get example code as an exercise.
How can I use javascript/jQuery/etc to detect if Flash is installed and if it isn't, display a div that contains information informing the user that they need to install flash?
if swfobject wont suffice, or you need to create something a little more bespoke try this. It works with 7 and 8
var hasFlash = false;
try {
var fo = new ActiveXObject('ShockwaveFlash.ShockwaveFlash');
if(fo) hasFlash = true;
}catch(e){
if(navigator.mimeTypes ["application/x-shockwave-flash"] != undefined) hasFlash = true;
}
use swfobject. it replaces a div with the flash if it is installed. see http://code.google.com/p/swfobject/ Josh
You can use navigator.mimeTypes.
if (navigator.mimeTypes ["application/x-shockwave-flash"] == undefined)
$("#someDiv").show ();
Fortunately Adobe provides few things to help you with this via their Flash Player Detection kit.
http://www.adobe.com/products/flashplayer/download/detection_kit/
I used Adobe's detection kit, originally suggested by justpassinby. Their system is nice because it detects the version number and compares it for you against your 'required version'
One bad thing is it does an alert showing the detected version of flash, which isn't very user friendly. All of a sudden a box pops up with some seemingly random numbers.
Some modifications you might want to consider:
Does anybody know of a free flash obfuscator? All I can find are commercial ones with free trials. I have done numerous google searches, and have been unable to find what I am looking for.
I know that obfuscators do not make your swf hack proof, but they make things harder.
Things I am looking for in an obfuscator:
I really was surprised to see how hard it was to find a good obfuscator (tried encoder, protection, etc. instead as well) and how easy it is to find a decompiler....
It is imperative that my code be protected, at least partially, to discourage the hacking of my game.
A coworker did some research on the topic a few months ago, and didn't find any free SWF obfuscators. We ended up picking SWF Encrypt (http://www.amayeta.com/software/swfencrypt/) which seems to do a good job.
amayeta swfencrypt - http://www.amayeta.com/software/swfencrypt/ <= this one existed for a long time and is up to date
secureSWF http://www.kindisoft.com/secureSWF/download.php <== this one fulfill no time limit, but has watermark
and since actionscript format is very like javascript, you can use online free javascript obfuscator like this one to obfuscate sections of the important code http://www.javascriptobfuscator.com/Default.aspx
or you can search for more at here http://www.google.com/search?q=obfuscator+javascript
OBFU - 1500 euros!
Amayeta SWF Encrypt Pro 5.0 - $125 USD. gets "bypassed" too
SecureSWF - Looks like the most promising right now.
A list of decompilers and obfuscators
Found at http://www.balsamiq.com/blog/2008/10/19/my-views-on-software-piracy/
I've found:
All open source, all free. I haven't tried any of them yet.
I found SWFProtect. It looks decent, but You'll have to test it to be sure. http://www.swfprotect.net/swf2.0/index.php
Update: Amayeta SWF Encrypt Version 4 is now being offered for free. http://www.amayeta.com/promo/mag/
when embedding a Flash object with the <object> and <embed> tag, there is an attribute called wmode. It seems that most of the time, wmode="transparent" is the same as wmode="opaque" as the Flash doesn't actually have any transparent color so that the bottom HTML element is to be shown. As a result, opaque should be faster than transparent since it requires less processing for transparency, yet most of the time i see Flash object embedded with transparent instead of opaque.
opaque is needed so that other HTML element won't be covered up by the Flash object (such as a menu item that pops up an extra sub-menu won't be covered up by the Flash object).
By the way, is there formal documentation for wmode's opaque, transparent, and window? I was only able to find blogs that describe it but not the formal documentation. thanks.
Here is some weak adobe documentation on different flash 9 wmode settings.
A note of caution on wmode transparent is here in the adobe bug trac.
And new for flash 10, are two new wmodes: gpu and direct. I could not find the official documentation for these new modes.
update: more information on gpu
Opaque will cause less system strain since 'transparent' will still attempt to apply alpha. The reason you see transparent used instead is because most web authors don't pay attention to detail (ie, just copy-pasted some embed code they found).
BTW, you are correct about it being undocumented. The best I've ever seen is a blog by a guy who claims to have talked to a Macromedia developer about it. Unfortunaetly I can't find the link.
EDIT: I think it was this one: http://www.communitymx.com/content/article.cfm?cid=e5141
also, with wmode=opaque and with IE, the Flash gets the keyboard events, but also the html page receives them, so it can't be use for something like embedding a flash game. Very annoying
One bizarre thing is that in Chrome + Firefox, the MOUSE_LEAVE event isn't dispatched for OPAQUE and TRANSPARENT.
With WINDOW it works fine. That one took some time to find out! grr...
(note: jediericb mentioned this bug - which is similar but doesn't mention MOUSE_LEAVE)
There's a pretty good write up in the Adobe KB's on 'wmode' and other attributes with regards to their effect on presentation and performance.
Whats an easy way to see the trace() of Flash/Flex movies when running in any browser?
I got it working at last, using the Debugging Flash player ...
... and a Firefox addon that shows me the trace() output:
trace() outputCheck out De Monster's MonsterDebugger. You can debug track objects, traces, and display chains in a lovely AIR application. Very fun to use. And it's open source!
You can also configure Flash and Flex to write to a log file. Check out how to do that here:
http://livedocs.adobe.com/flex/3/html/help.html?content=logging_04.html
I've been using Monster lately, but I used to have an alias that ran a unix "tail" on the flashlog file that would effectively give me a logging window for "in browser" tracing:
alias flashlog='tail -f /PATH/TO/flashlog.txt'
Or if you have a log viewer (like Console on Mac OS), you can view the log there. The only reason I suggest these options is that FlashTracer is pretty "crashy" ;)
Probably not as fancy as the others or cutting edge, but I used to create my own log function in the flash movie (funnily enough, called log) that called trace and also called a js function on the page (using whatever method your comfortable with). The function on the page was just a simple console.log() with Firebug. Simple and worked a treat.
I am a happy Thunderbolt user, maybe it is also worth a look (multiple log levels, plays nicely with firebug out of the box).
Vizzy makes life easier if you want a basic logfile viewer. You just install the debug player and then install Vizzy. It is a window that tails the flashlog file. The sweet thing is that is does all the mm.cfg file b.s. for you.
Since macromedia was aquired by adobe,I thought it should be 'D :\Documents and Settings\user_name\Application Data\Adobe\Flash Player\Logs\flashlog.txt '.Which resutlted in loss of few minutes for me.Finally i decide to give it a try to look at D:\Documents and Settings\user_name\Application Data\Macromedia\Flash Player\Logs\flashlog.txt and bingo i could see the flash trace() outputs.
I wonder why adobe is sill keeping the log file location in macromedia folder.Whatever it is I can see the trace ouptuts of flash applications run inside a browser and i am a happy man :)
I just made a simple class for the job, same basic idea as mentioned above (uses Firebug's console), really simple and doesn't need any code in the containing html, works even without a container. http://www.ajvweb.fi/blog/?p=119
In windows, If you use a localized version (i.e. spanish) of the operating system, 'Application Data' must be replaced with the localized version (i.e. "Datos de programa")
Everybody talks about Silverlight and Flash and Flex and how cool etc...
Java applets are very similar to Silverlight and Flex, but Java applets have existed since 1995.
What is the reason we don't have any cool Java applet applications around?
My guesses so far: start up time of Java applet, restricted network connectivity, lack of dev tools, ...
Are there any cool Java applets around?
Please post links
One of the main reasons no one uses applets is that microsoft released their own java vm which broke the java standard. It was a disaster for Java Applet writers. Applications would work on one vm, but not the other.
Another internal Microsoft document indicates that the plan was not simply to blunt Java/browser cross-platform momentum, but to destroy the cross-platform threat entirely, with the "Strategic Objective" described as to "Kill cross-platform Java by grow[ing] the polluted Java market." http://www.usdoj.gov/atr/cases/f1700/1762.htm
They effectively destroyed the reputation of Java Applets. Applets work perfectly fine now that microsoft has stopped intentionally ruining the user experience.
I'd choose Java Applets over Flash if you need parallelism, as Java supports multiple threads and flash does not.
I would like to share this cool sample with you:
Java applets start much slower than Flash as the complete Java environment needs to be started. Additionally the download process is slower and more tedious for Java than for Flash.
Basically Flash found the right way to do what Applets tried to do.
Edit: Please note that the Java 6u10 release brought a LOT of new stuff to Java WebStart and Applet-as-application! From http://mindprod.com/jgloss/javawebstart.html:
"Starting in JDK 1.6.0_10, Java Web Start can also distribute Applets. They run in an independent window that can be dragged and resized. The Applet code is not downloaded each time, but only when the code changes. "
I have not tried this myself, but hopefully this will result in new life to Applets as you are not restricted anymore to the "window in browser page" paradigm.
If I'm not mistaken, I believe RuneScape is a Java applet.
Java as a RIA has come a long way in the past couple of years. It doesn't have quite the market penetration that Flash does (some site that I don't recall showed Flash @ 99%, Java @ 91%), but it is still a viable option. If you are looking at creating "cool" effects with applets, there are a few APIs you can play with: PulpCore, jME (Java Monkey Engine)...
Java as a RIA is definitely not dead.
--
Sorry about the lack of links. This post made me want to sign up so I could respond and new users can only post one link, so I chose the best one.
Java applets and the others are for different purposes. Applets are for code-intensive applications; Java is for programmers. Flash and Silverlight are more for presentation, and a designer will feel quite at home using these. Obviously all of these technologies are versatile enough to overlap in their function quite a lot, but Flash and Silverlight are designed to make certain things easier. JavaFX is comparable to Flash and Silverlight.
I'm not saying Java applets can't be used to make "cool" things like you see in Flash all the time, but that it takes considerably more work to do so, and is thus not the common approach. I see a lot more advanced physics simulations in Java than Flash. I've yet to see any Silverlight in the wild.
I think the coupling of Flash with Flex makes this option as attractive for developers as for designers. ActionScript is ECMAscript compliant, and can be used like a "real" programming language. Moreover, this is also open source currently, though Adobe still charges for their Flex Builder IDE (based on Eclipse).
Ultimately, I think it comes down to penetration. The reason there are so many Windows applications is not because Windows is such a cool development environment. It's because that's where developers can sell the most software. Similarly, the main consideration for Web applications is browser compatibility. I think Flash/Flex still wins this currently, though the situation may change.
Note that Adobe tried to compete with Flash, but ultimately gave up and bought Macromedia. Now Microsoft is trying to compete. We'll see.
Try PlanMieszkania.pl - it's a java applet where you can draw floor plan. This is a beta version with opengl (jogl) rendering. To display 3d window click on the last icon in the toolbar (small tv).
My personal opinion is that Flash is superior for really quick and dirty functionality, like animating images and providing audio on a website, and from a business perspective it's usually a better investment for a lot of interactive firms because their designers can crank out fairly professional dynamic interactive flash pieces faster than it would take for someone to hand-code something with a lot more flexibility.
But with the rising mobile market I think people are starting to be a little more open-minded about silverlight and javaFX, especially as the IDEs for these have evolved.
In my personal opinion, I'm getting old and cynical and hate having to pay for constant updates to Adobe's Creative Suite, and have slowly transitioned into more of a developer than a designer, so my vote always goes to the open-source solutions, and since I develop in Java I have a JRE platform instance running most of the time. But I agree with Thorbjørn Ravn Andersen that the recent changes in Java are potentially game-changing, and we'll see some drastic changes in the market soon.
Applets are a dead option as RIA compared to flash / silverlight today. even JavaFx, it's not a good path for a new RIA.
but, I know some cool applets out there like the one used in TopCoder.com competetion arena.
I don't know much about Java, but I've been looking into the whole Java vs. Flash ordeal... I won't look at Silverlight, though, building that will probably make me cry as hard as developping ASP.NET.
I used to hatehatehate Java Applets. They were unstable, caused my browser to refresh halfway through using it, took a long-ass time to load and never really looked that good. That's when Shockwave started to hit the net, and I saw it was good, and stable, and I didn't bother with loading time or processor use.
Many years later, Shockwave had turned to Flash, and later on, Shockwave and Flash appearantly became two diffirent things! I started programming with Flash, it was easy, and fun. And expansive? far from it. I could develop AS3 for free using FlashDevelop, when I worked on windows, that is. I got introduced to papervision3D, grabbed alternatives like Sandy, Alternativa, and Away3D, checked processor stress, enabled Hardware acceleration. Then I found a game called minecraft. Maybe not that much of an awesome game to some, amusing as it is, it ran a lot better than any Flash or WebGL Application would in the same place. And just now, I found out Microsoft had Deliberately ruined the experience for me in the past. The horrible gut feeling Java gave me appearantly wasn't Java's fault at all.
Very basically, Flash or Shockwave is an easy-to-program solution for rich internet applications, but should best be kept at just RIA's, even with Hardware acceleration, you can't go overboard. Java posesses a lot more raw power for something that's executed on the client side, but has a pretty shabby reputation, even though some kickass games and the Android OS is written in Java. I won't touch Silverlight, seeing it's most probably the rape-child of Microsoft creaming inside Java.
I have an entirely chess website developed around applets because I have the necessity to embed in the client side a chess engine that need a lot of computational power. I have an applet to play against the computer, another applet to solve checkmate and tactics problems, another one to view FEN positions and so on... Here you can view the applet for checkmate problems
http://www.ideachess.com/chess_tactics_puzzles/checkmate_index
in which there is a chess engine embedded that confute player wrong attempts. The applet is fully integrated into the web page: retrieves puzzles and sends results to the server side. Flex is too slow for the chess engine so I've chosen Java applets.
javafx is changing from using javafx script to just being available in pure java code this will be out in the second half of 2011.
I've tried looking everywhere for a concise list of the advantages and disadvantages of using Flex vs. Flash.
Coming from a programming background, I absolutely love Flex. It's easy to pick up, and since it can use flash classes, why would I want to use Flash without flex?
Flex:
Pros:
Cons:
Flash
Pros:
Cons:
Please correct me if I missed anything said so far.
Flash and Flex both use the same underlying rendering engine, just with different front-ends. Flash is better suited for making movies and animations. Flex is better for application development.
From a programmer's viewpoint, the big difference between Flash and Flex is not so much which IDE/application you use for programming, but whether you program in ActionScript (AS) only, or use the Flex framework and MXML to program your applications.
I would say pure ActionScript is better for programming (whether you use Flash IDE or Flex IDE is not that relevant), and MXML is better for non-programmers to combine the components programmed in AS.
I would add to your list these pros/cons:
Flex:
Pros:
Cons:
Flash (or Flex IDE in ActionScript project mode):
Pros:
Cons:
In short: pick the right tool for the right task.
[...] why would I want to use Flash without flex?
Flex is a new product, whereas Flash existed from the Macromedia days. Designer, animators and most anybody who is not brought up on a staple diet of programming education will probably find Flash easier to master than most other such solutions.
Flex is a library of code written in ActionScript3, so it adds lots of capabilities and standard-library-like stuff to Flash. The downside is that it a is a huges amount code that gets included into your application. If you use any Flex at all in your app, the download size of the SWF goes up by 100's of K.
If your application has any kind of user interface widgets, then you almost have to use Flex as Flash itself only has the most basic things like text boxes. Flex has a whole XML GUI with layouts, data binding and XML setup etc.
Doing that in flash, you end up having to write from scratch things like list boxes...
In my opinion, the most important feature of the Flex framework is the component lifecycle, which provides a really elegant model for validation/invalidation of properties, component size, and hierarchical rendering.
The benefit to developers is that it creates discreet application phases for business logic and rendering, avoiding expensive geometry & rendering code until the last possible moment before drawing a frame.
Here's a really good presentation, explaining how it works:
http://tv.adobe.com/#vi+f15384v1002
The model is so well-designed that the component lifecycle remains almost entirely invisible during the majority of Flex development, when you're using the framework default components and containers. You only need to learn the inner-workings when you start developing your own components.
Developing in the Flash environment, or in pure Actionscript, you don't get any of that. Anyone developing pure AS3 applications either needs to code very carefully to separate business logic from rendering, or will suffer severely decreased performance.
Target is different. Flex is more dedicated for programmer while Flash is more friendly to Artist / web designer.
Flash is the IDE used (generally) to create animations and things that work well on a timeline.
Flex works better for creating internet applications which have interactions more akin to a desktop.
Why use Flash? Well, if you need to do something more specifically attached to a timeline, of course!
I see Flex as more of a solution for doing RIA applications where you need to develop application based solutions. There's quite a lot you get right out of the box with using Flex but it also comes at a price in terms of file size, granularity, etc.
If on the other hand you are working on a totally custom solution such as a game then perhaps Flash is the way to go because you can start fresh with a blank canvas. Many people still use Flash because they don't need all the app based bells and whistles of the Flex platform.
I like the freedom of Flash, and its really simple to embed assets in Flash, a little more confusing to do in Flex.
One thing that I love about flex is the ability to make a fluid application with minimal effort. Which would take forever in Flash.
Anything you can do in flex you can do in flash, just may take a lot longer to do. You can't do everything in flex that you can do in flash though.
Flex takes care of all the UI programming for you and lets you focus on the business logic, with flash you will spend a majority of time programming the UI.
You can develop Flex applications under Linux easily but with Flash you simply can't.
Flash and Flex are 2 complete different things, one is a design tool with support for action script, the other one is a framework that also has action script but is maily built around MXML which is a XML based UI definition "Language".
I want to delete/force garbage collection on a class instance from inside itself. Obviously, this = null and delete this don't work. Is it any way I can do that, or am I barking up the wrong tree? I'm basically looking for a destructor of some sort..
I have a class instance that attempts to load an XML file, and if the file is not found, I want to destroy the instance, preferably from inside itself. The point is then to do some things in the parent class depending on whether the child instance is null or not.
I've thought of throwing an event to the parent and delete the child from there, but I'd prefer to do that only if there's no other way.
You shouldn't attempt to remove object from itself - it is a bad practice, and in AS3 you can't do it for sure.
Object may be deleted (i.e. garbage collected) only if there are no references left to that object. Since references always get passed by value and object is generally not aware of which references to it exist, you can't delete object from itself. The only useful thing you can do is to create a method which will clean up all resources used by an instance. Such method will serve as a destructor, but you'll have to call it manually. Don't forget that event listeners will also prevent garbage collection unless you remove them.
There is also a difference between delete'ing a property and setting it to null. Effectively delete will remove a property from an instance of dynamic class. Whereas setting property value to null will not remove the property, but erase any reference that was stored there. Therefore both actions will destroy the reference that was stored in some property. Note, that you can't delete an object, only a property.
There are certain hacks that can be used to initiate garbage collection in flash players 9 and older ones. However recently System.gc() call got available, which does the same thing. Note, that you can't really rely on the fact that GC will actually be called. This is up to the flash player.
Returning to your question: throwing event and notifying parent that something went wrong is actually a good idea. You should stick to it. Moreover, it is better if parent will know of such event that way, and not when it will discover that some properties got magically nulled.
P.S.: Reading Grant Skinner articles on memory in flash player is actually a good idea.
If the object was added to a DisplayContainer using the addChild() method, you can remove the object from the container from within the object, by using parent.removeChild(this). If there are no references to the object left after that, it will be picked up by the garbage collector.
The only problem is when you have event listeners within the object, which you can either remove manually or let the garbage collector do it for you by setting weakReference=true on all listeners.
AS3 doesn't give you any destructors. The best you can do is set all references to null and keep your fingers crossed -- that the GC will notice it and free the memory.
System.gc()
// Forces the garbage collection process.
Reference:
http://livedocs.adobe.com/flash/9.0/ActionScriptLangRefV3/flash/system/System.html
You should have a read about the garbage collection first, Grant.S wrote a good article about this :
http://www.gskinner.com/blog/archives/2006/06/as3_resource_ma.html
The point is not to set the class itself to null but delete all its references including listeners. Once it's completely orphaned the garbage may pick it up at one point.
Basic example :
// References a newly created sprite
var reference:Sprite = new Sprite();
// Removes the reference, the Sprite is now orphaned and will probably be garbage collected within some seconds.
reference = null;
A good practice is to systematically create a 'destruct' method on all your classes that removes all its internal references, disposes bitmaps, removes event listeners etc. , thereafter you will just have to worry about unlinking the external ones.
If you use FLEX Builder, you can use the profiler in order to visualize the way Flash Player handles all this internally.
Here is an unsupported way to force garbage collection from GSkinner.
try {
new LocalConnection().connect('foo');
new LocalConnection().connect('foo');
} catch (e:*) {}
// the GC will perform a full mark/sweep on the second call.
I have a website (Flash) localized into a dozen of languages and I want to auto-define a default value depending on the user's browser settings in order to minimize the steps to access the content.
FYI, I cannot use server-scripts due to proxy restrictions, so I guess JavaScript or ActionScript would be appropriate to solve the problem.
Questions:
What would be the best method to 'guess' the user's locale ?
Are there any existing simple classes/functions that could help me out (no complex localization bundles) ? Specially to break down all the possible languages into a smaller number (the translations I have) on a smart way .
To which point can I trust such a solution ?
Any other workarounds or suggestions ?
Thanks in advance!
The proper way is to look at the HTTP Accept-Language header sent to the server. This contains the ordered, weighted list of languages the user has configured their browser to prefer.
Unfortunately this header is not available for reading inside JavaScript; all you get is navigator.language, which tells you what localised version of the web browser was installed. This is not necessarily the same thing as the user's preferred language(s). On IE you instead get systemLanguage (OS installed language), browserLanguage (same as ?language?) and userLanguage (user configured OS region), which are all similarly unhelpful.
If I had to choose between those properties, I'd sniff for ?userLanguage? first, falling back to ?language? and only after that (if those didn't match any available language) looking at ?browserLanguage? and finally ?systemLanguage?.
If you can put a server-side script somewhere else on the net that simply reads the Accept-Language header and spits it back out as a JavaScript file with the header value in the string, eg.:
var acceptLanguage= 'en-gb,en;q=0.7,de;q=0.3';
then you could include a <script src> pointing at that external service in the HTML, and use JavaScript to parse the language header. I don't know of any existing library code to do this, though, since Accept-Language parsing is almsot always done on the server side.
Whatever you end up doing, you certainly need a user override because it will always guess wrong for some people. Often it's easiest to put the language setting in the URL (eg. http?://www.example.com/en/site vs http?://www.example.com/de/site), and let the user click links between the two. Sometimes you do want a single URL for both language versions, in which case you have to store the setting in cookies, but this may confuse cookieless user agents and search engines.
This article suggests the following properties of the browser's navigator object:
Roll these into a javascript function and you should be able to guess the right language, in most circumstances. Be sure to degrade gracefully, so have a div containing your language choice links, so that if there is no javascript or the method doesn't work, the user can still decide. If it does work, just hide the div.
The only problem with doing this on the client side is that either you serve up all the languages to the client, or you have to wait until the script has run and detected the language before requesting the right version. Perhaps serving up the most popular language version as a default would irritate the fewest people.
Edit: I'd second Ivan's cookie suggestion, but make sure the user can always change the language later; not everyone prefers the language their browser defaults to.
THe only way a browser can share meta data about its user and the request is via URLs and headers. Grab Firefox and take a peek at the headers being sent when a request is made. Its quite interesting to examine typical request and response headers.
I would like to press a button from an Adobe AIR application and execute some installed program. For example, I would have a button named "Start Winamp". When this is pressed it should start Winamp.exe directly...I don't want some command line thing executed, I only want an exe to start. Or...is it the same thing ? Please, let me know if this is possible.
Thank you.
With AIR 2.0 you now can:
if(NativeProcess.isSupported)
{
var file:File = File.desktopDirectory;
file = file.resolvePath("StyleLookupold.exe");
var nativeProcessStartupInfo:NativeProcessStartupInfo = new NativeProcessStartupInfo();
nativeProcessStartupInfo.executable = file;
var process:NativeProcess = new NativeProcess();
process.start(nativeProcessStartupInfo);
}
You also need to add this to your descriptor file.
<supportedProfiles>extendedDesktop</supportedProfiles>
There's no direct way of doing it. Try CommandProxy.
Read the blog post very carefully. You really need to create two different projects: a native OS executable and an AIR app. The native executable fires up your AIR application. The AIR application in turn requests for the executable to process OS-level requests.
Download the source from Google Code and create two projects -- a Visual Studio/Mono for the sample C# exe and another -- for the AIR application. Here is a link that describes how to set up the former.
In your AIR app's main MXML file, you need to do the following:
Create a CommandProxy object, add a few event listeners, for connection detection, and Command response and error.
Connect to the native exe via a connect call
In the event handler for connect, create a new Command e.g. ScreenshotCommand and execute it (via CommandProxy.execute method)
... and that's it!
Hope this helps.
AIR 2.0 will have this capability.
It's expected to come out in beta by year end (2009) and ship first half of 2010.
http://blogs.adobe.com/air/2009/10/previewing_adobe_air_2_at_adob.html
Native process API Beginning with AIR 2, developers will have access to a native process API that will enable applications to invoke and communicate with native applications on the local machine. In order to preserve the cross platform nature of the .air file format, applications that take advantage of the native process API must be deployed as native installers such as .exe and .dmg. The AIR runtime SDK will include support for generating basic native installers.
The answer comes in two parts. One, if you really MUST run a .exe file, the only way to go is to use a command proxy. Personally, using one in .Net/Mono is a bit overblown. I don't know Mono, but asking your users to install .Net and AIR would scare just about all of them away. Plus, if I was going to ask users to install Mono, why not just write the UI in Mono and be done with it...?
You could write a simple command proxy in Ruby which really would be cross-platform and low hassle in about 5 minutes (I just did it, if you want the code comment me here and I'll post it). If you want control of the process after it's launched, it's a more serious endeavor. For distribution, etc., I believe that Ruby would be easier.
On the other hand, check this idea out. Jeff suggests using a URL request from AIR. Basically, if your browser would interpret it correctly, you're ready to go. The code looks like this
var request : URLRequest = new URLRequest('C:\\playlists\\test.m3u');
I think that, with a bit of creativity (with Mime types, particularly), this second solution might even work for Winamp (e.g.., a playlist or something).
Good luck and thank you for the question, which is probably a dupe but Google only found this one so you've won :)
I think FluorineFx does what you want: http://aperture.fluorinefx.com/?p=5
Have a look at Merapi: http://www.merapiproject.net/.
See this blog post: Run an exe file from AIR
Short summary:
"If you really need to run external exe files, and there is no other way of solving your problem, then you will make sure that the user runs that another software before launching the AIR application."
Right now, there's no way to do this natively with AIR. There are some options, though:
Another way of doing this is launching simple webserver on local machine (in background), and call it's methods using HTTPService.
The background webserver could be for example in python: http://fragments.turtlemeat.com/pythonwebserver.php
And it can launch executables and provide functionality that AIR cannot.
This keeps Flex code clean because it only implements REST interface and python (or other language) the rest of work. You can also benefit from using python as a interface to sqlite database or you can launch whole django as a webserver.
The only drawback is that the server must be already running on localhost .. and listening to some port (ie. 81). you can probably do this by launching the server on start of system.
It's not the best way but in some cases it could help your project as it did for me.
What's the best way to stream files using ASP.NET?
There appear to be various methods for this, and I'm currently using the Response.TransmitFile() method inside an http handler, which sends the file to the browser directly. This is used for various things, including sending FLV's from outside the webroot to an embedded Flash video player.
However, this doesn't seem like a reliable method. In particular, there's a strange problem with Internet Explorer (7), where the browser just hangs after a video or two are viewed. Clicking on any links, etc have no effect, and the only way to get things working again on the site is to close down the browser and re-open it.
This also occurs in other browsers, but much less frequently. Based on some basic testing, I suspect this is something to do with the way files are being streamed... perhaps the connection isn't being closed properly, or something along those lines.
After trying a few different things, I've found that the following method works for me:
Response.WriteFile(path);
Response.Flush();
Response.Close();
Response.End();
This gets around the problem mentioned above, and viewing videos no longer causes Internet Explorer to hang.
However, my understanding is that Response.WriteFile() loads the file into memory first, and given that some files being streamed could potentially be quite large, this doesn't seem like an ideal solution.
I'm interested in hearing how other developers are streaming large files in ASP.NET, and in particular, streaming FLV video files.
I would take things outside of the "aspx" pipeline. In particular, I would write a ran hanlder (ashx, or mapped via config), that does the minimum work, and simply writes to the response in chunks. The handler would accept input from the query-string/form as normal, locate the object to stream, and stream the data (using a moderately sized local buffer in a loop). A simple (incomplete) example shown below:
public void ProcessRequest(HttpContext context) {
// read input etx
context.Response.Buffer = false;
context.Response.ContentType = "text/plain";
string path = @"c:\somefile.txt";
FileInfo file = new FileInfo(path);
int len = (int)file.Length, bytes;
context.Response.AppendHeader("content-length", len.ToString());
byte[] buffer = new byte[1024];
Stream outStream = context.Response.OutputStream;
using(Stream stream = File.OpenRead(path)) {
while (len > 0 && (bytes =
stream.Read(buffer, 0, buffer.Length)) > 0)
{
outStream.Write(buffer, 0, bytes);
len -= bytes;
}
}
}
Take a look at the following article Tracking and Resuming Large File Downloads in ASP.NET which will give you more in depth than just open a stream and chuck out all the bits.
The http protocol supports ranged byte requests and resumeable downloads, and many streaming clients (like video players or Adobe pdf) can and will try to chunk these up, saving bandwidth and giving your users a better experience.
Not trivial, but it's time well spent.
Try opening the file as a stream, then using Response.OutputStream.Write(). For example:
Edit: My bad, I forgot that Write takes a byte buffer. Fixed
byte [] buffer = new byte[1<<16] // 64kb
int bytesRead = 0;
using(var file = File.Open(path))
{
while((bytesRead = file.Read(buffer, 0, buffer.Length)) != 0)
{
Response.OutputStream.Write(buffer, 0, bytesRead);
}
}
Response.Flush();
Response.Close();
Response.End();
Edit 2: Did you try this? It should work.
After trying lots of different combinations, including the code posted in the various answers, it seems like setting Response.Buffer = true before calling TransmitFile did the trick and the web application is now a lot more responsive in Internet Explorer.
In this particular case, the SWF extension is also mapped to ASP.NET, and we're using a custom handler in our web application to read the files from disk and then send them to the browser using Response.TransmitFile(). We've got a flash-based video player to play video files which are also SWF's, and I think having all of this activity go through the handler without buffering is what may have been causing strange things to happen in IE.
I'm working on web application. There is one place where the user can upload files with the HTTP protol. There is a choice between the classic html file upload control and a java applet to upload the files.
The classic html file upload isn't great because you can only select one file at a time, and it's quite hard to get any progress indication during the actual upload (I finally got it using a timer refreshing a progress indicator with data fetched from the server via an ajax call). The advantage : it's always working
With the java applet I can do more things : select multiple files at once (even a folder), compress the files, get a real progress bar, drag'n'drop of files on the applet, etc...
BUT there are a few drawbacks :
Well I've been maintaining this java applet for a while but now I'm fed up with all the drawbacks, and considering writing/buying a completely new component to upload theses files.
So here comes my question :
If you had the following requirement :
What technology/compontent would you use ?
Edit :
I've never used it with files of 2GB in size, but the YUI File Uploader worked pretty well on a previous project. You may also be interested in this jQuery Plugin.
That said, I still think the Java Applet is the way to go. I think you'll end up with less portability and UI issues than you expect and Drag/Drop works great. For the record, Box.net uses a Java Applet for their multi-file quick uploads.
I implemented something very recently in Silverlight.
Basically uses HttpWebRequest to send a chunk of data to a GenericHandler.
On the first post, 4KB of data is sent. On the 2nd chunk, I send another 4K chunk.
When the 2nd chunk is received, I calculate the round trip it took between first and 2nd chunk and so now the 3rd chunk when sent will know to increase speed.
Using this method I can upload files of ANY size and I can resume.
Each post I send along this info:
[PARAMETERS] [FILEDATA]
Here, parameters contain the following: [Chunk #] [Filename] [Session ID]
After each chunk is received, I send a response back to my Silverlight saying how fast it took so that it can now send a larger chunk.
Hard to put my explaination without code but that's basically how I did it.
At some point I will put together a quick writeup on how I did this.
There are a number of free flash components that exist with nice multiple file upload capability. They make use of ActionScripts FileReference class with a PHP (or whatever) receiver on the server side. Some have recently broken with the launch of FP10 but I know for certain that swfupload will work :)
Hope this helps!
OK this is my take on this
I did some testing with swfupload, and I have my previous experience with Java, and my conclusion is that whatever technology is used there is no perfect solution to do uploads on the browser : you'll always end up with bugs when uploading huge files, going through proxies, with ssl, etc...
BUT :
Thanks for all the answers !!
What about these two Jupload http://jupload.sourceforge.net/ and jumploader http://jumploader.com/
Both are java applets but they are also both really easy to use and implement.
what about google gears ? (http://code.google.com/apis/gears/samples/hello%5Fworld%5Ffile%5Fsystem.html)
There are HTTP/HTTPS upload controls that allow multi-file upload. Here is one from Telerik, which I have found to be solid and reliable. The latest version looks to have most if not all of your feature requirements.
You can upload multiple files with HTTP forms as well, as Dave already pointed out, but if you're set on using something beyond what HTTP and Javascript offers I would heavily consider Flash. There are even some pre-existing solutions for it such as MultiPowUpload and it offers many of the features you're looking for. It's also easier to obtain progress information using a Flash client than with AJAX calls from Javascript since you have a little more flexibility.
You may check the Apache Commons FileUpload package. It allows you to upload multiple files, monitor the progress of the upload, and more. You can find more information here:
http://commons.apache.org/fileupload/
http://commons.apache.org/fileupload/using.html
Good luck
Why do applets have such a low adoption level, compared for example against Flash? Is it because they are technological disadvantages, or is it just an issue of popularity?
One point everyone seems to be forgetting: Originally Flash had a very designer oriented work-flow, so many graphical designers jumped on board and made cool looking stuff, which Internet-users found fun, so they would download Flash, and the community grew.
Java Applets on the other hand were targeted at programmers and enterprises, and that was fine, but boring to the average user. And on-top of that the script kiddies of the time (myself included) made Applets that leaked resources and/or froze the browser, and even other more skilled kiddies used the powers of Applets to create traps, and harmful websites, so most Internet users wouldn't enable Applets.
So in the end it was probably the target developers (graphical designers vs. programmers) of each platform that caused the issues.
Java vs Flash then and now:
Then:
Now:
The one big difference that remains is that Flash has better artist-oriented tools than Java does. That being said, there is a huge range of software that you can write easier and more efficiently in Java than in Flash. Java is a far more mature and scalable platform. You will see many people using Flash for ad banners, but far more people using Java for full-fledged applications or games. For example, compare 3D rendering support in Java versus Flash.
Back in the 1990s when Sun introduced applets to the world, the JVM was slow, and applets were slower. Think "wait fifteen minutes for it to finish loading" slow.
Slow technologies are dead technologies. Speed wasn't the only advantage that Flash and its ilk had over Java applets, but it was a major contributor to their decline.
I'll assume you're talking about Java applets.
I think one of the biggest advantages Flash had with adoption was one single development environment with attractive and easy to use tools. This was complimented by an abundance of training material. It is also basically single purpose, whereas Java has an enormous variety of uses and target audiences.
Up until quite recently, Java applets were fairly heavy. Any Java Applet requires the JVM to start up and load the applet, which can take some time on a modern machine and was even slower on the machines that were around when Java was introduced. Additionally, Java Applets are a bit more of a complex beast compared to Flash and there are a number of issues that arise as a result (ever need to sign your applets? it can potentially be a huge pain for the developer). Also, Flash quickly developed an ecosystem of products that did what people wanted (fun graphics!) quickly and easily, whereas in Java, anything other than buttons and checkboxes (stuff already provided at the base browser level) required some more work and did not have nearly the support that flash did.
The Java environment is heavy and unwieldy.
It takes several seconds for it to fire up and start running and it's usually a burden on CPU and memory. Flash on the other hand is considerably more lightweight.
Another factor is that Java applets are usually less visually attractive than flash.
Java was greatly disadvantaged simply because it was complicated to download and install for common users.
Potential users would be offered multiple versions of the Java package, including SDK's and so on. That would scare off most users who just wanted to quickly view a simple applet.
Java has fixed this and now java.com has a one-click plugin download. Flash had this from the start, and I wouldn't be surprised it contributed for part of it's success.
Installing and managing the multiple Java runtime versions required on your PC was a bother that most users didn't want to go trough, either. If it doesn't work out of the box, forget it!
Generally they are heavy, slow. Lot of them are plain ugly (early Swing looking like Xaw or Motif). The difference is, that the Sun is company which deals with heavy iron and corporate business, while Macromedia and Adobe are companies which always have dealt with graphics designers. So the Flash had the "wow factor", applets did not.
As mentioned, applets are somewhat heavy and old-fashioned. Sun is now trying to push JavaFX, which could well be the "next Flash".
Silverlight is enticing from my C# background. But I'm concerned about it's penetration. Is it likely to catch on ? OR perhaps I should just bite the bullet and learn Flash.
Does anyone have any advice on which to choose ?
I've learned both to some degree. My overall impression:
Flash
Silverlight
Summary:
There is lots to like about both platforms. I think Silverlight will be competetive over time, and may offer a better development experience in the long run. There is a huge existing community of Flash/Flex developers, and Adobe's commitment to that platform isn't going anywhere. Overall, I think having both available will be good for developers.
Bottom line: if you have the time and tools, try both. My advice for Flash- get the trial of Flex Builder if you don't already have it. As a developer you'll find it a more familiar environment.
UPDATE: If you're looking for apples-to-apples comparisons of Flash and Silverlight: http://www.shinedraw.com/
You should consider that the Flash player is ubiquitous, while Silverlight is not. Also you can develop for Flash using free tools like the Flex SDK and FlashDevelop.
http://www.adobe.com/products/player_census/flashplayer/version_penetration.html
Silverlight gives you additional pains when it comes to cross-platform compatibility, since the open-source implementation is not 100% compatible and lags behind the official version, so you will have to test like mad to make sure your app works on both Silverlight and Moonlight if you don't want to risk losing an army of Linux users. Nevertheless Moonlight already claims to be compatible with Silverlight 1.0.
edit: fixed post according to comments
For building browser deployed applications, Silverlight beats flash every day of the week, in terms of power and built-for-the-programmer-from-the-ground-up. [Not that I hate actionscript...just saying that Silverlight/WPF/.NET/VS is much more powerful and built for a Software Engineer).
For browser penetration, Flash kills Silverlight (as of 02/2009). Could change eventually, and may not matter to you...if you build the killer app, they will come.
Can anyone compare the design versus program portion? In Silverlight, designers use Expression Blend, and Programmers use Visual Studio. It appears to work well (is Expression Blend available for the Mac? I think it is). I do not know which is BETTER.
As a user who is not able to view any Silverlight content I have to strongly advice against it.
Youtube made the choice for the rest of us :)
You really do not want to be constrained by the platforms that you can run on. And more importantly , you should not make this decision on your users behalf.
Why is it a question of one or the other? The more tools you have in your belt, the better.
I'm primarily an Adobe developer with Flash/Flex, but I do some SL dev as well. If you're a C# developer then I think you will definitely find Silverlight has less of a learning curve. I can't tell how many times the more traditionally trained Java/C# people I work with have looked at some ActionScript and been positively baffled by it. To people who are more accustomed to the traditional software dev world, ActionScript is full of quirks.
That being said, Flash has the wider reach and greater acceptance right now. I think one of the big hurdles for Silverlight is that people are hesitant to install stuff when a browser prompts them. It's gaining, but I think it has a long way to go.
So to answer your question, Flash is more immediately marketable, has many more learning resources, and has proven staying power. Silverlight may be a great skill to have in the near future, and for a C# developer it will come easily.
I think it really depends on the urgency of what you're trying to accomplish.
Silverlight
With the amount of weight that Microsoft has to put behind Silverlight, I expect we'll see market penetration with it down the road. Microsoft simply cannot afford to not be a part of this market and it's clear that they realize this. It's just a matter of time before Silverlight gains equivalent market share to Adobe.
Whether or not you go with Silverlight now depends a lot on your target audience. If your target is any random person surfing the web stumbling upon your site then it's probably best to stick with Flash for now. If you have a relatively captive audience who is going to be using your site for a specific reason regardless of your technology choice then you can safely go with Silverlight.
Is it really an either/or? Take 2 hours to play with each. As a developer, you should learn as much as possible. Now, which you use in production is another matter, but if you learn both, you'll be able to intelligently make the decision that's right for your project.
You should learn both :)
See related topic: stackoverflow - Flex or Silverlight
I loved Flash development for many years. But then I've always been an unusual developer who likes the graphics, animation, and user interface side of things as well as the more technical side of coding. You can in fact combine these passions in Flash development and make some pretty cool stuff. I've done projects involving Flash for CiCi's Pizza, DART, and many others.
Lately though, I've been doing a lot more Silverlight development for some of my own projects. Namely, regexhero.net and silverlightshaders.net have been getting a lot of my attention. So since I officially have experience with both Flash and Silverlight I guess I'll chime in.
In my opinion, your choice should depend on a couple things:
1.) Are you a .NET developer? Or more of a Javascript kind of guy?
Since you've already stated that you have a C# background, I think you'll find the learning curve with Silverlight a bit easier. On the other hand, Flash and it's actionscript language reminds me of Javascript in many ways. It's typically harder to debug and just not quite as neat and well-organized as .NET. That's just something you have to put up with as a Flash developer.
2.) More importantly, what are you planning on building?
If you're building a nice-looking menu with animations and transitions, or some sort of promo, then it's simple -- use Flash. The Flash IDE/designer makes it easy to build motion tweens and layer effects on top of eachother. And it's also pretty good about allowing you to draw bezier curves and such inside the designer. To this end I think it has the Silverlight (Blend) user-interface beat. And then there are far more users with Flash already installed which of course you should always take into account.
But if you're building something that requires a lot of coding in the back-end then I'd strongly consider Silverlight. Silverlight has support for multithreading. Flash doesn't. Silverlight is built upon an abridged version of the .NET framework. Flash isn't. I think you'll find working with Silverlight code not only easier, but more powerful as well.
Flash
At the moment, I would choose Flash. It doesn't seem like Silverlight has the support necessary to really make it a competitor (and it's just not mature, I tried to do things in it and it seems to be lacking some needed functionality). I'm a little skeptical that MS is going to be able to take on Adobe in this market in the end, since really this plays to Adobe's strengths of UI and graphics. Maybe in the longrun, MS will be able to be a competitor, but I don't see it happening anytime soon.
I think the MS's real trouble is going to be with its target audience. I get the impression they are trying to appeal to developers, which, on the whole, aren't really intrested in doing strong UI stuff. Right now I think most (if not all) Silverlight development is on Windows which means that a lot of flash/designer people won't touch it as a matter of principle. I think MS having a Flash like item is a neat idea, but it is playing against a very seasoned opponent which has been successful in forcing MS out of the graphics market for a very long time (that was the real reason they bought macromedia).
Silverlight is currently clocking up 1.5 million downloads a day which is still someway behind Flash. However, where Silverlight could really shine is in the mobile device markets where there appear to be issues with both Flash implementation and licensing.
Just to debunk the "doesn't work on linux" thoughts on Silverlight, moonlight is out now:
http://weblogs.asp.net/scottgu/archive/2009/02/11/moonlight-1-0-release.aspx
The nice thing about Flash is that it's ECMAScript, so it reinforces (to some extent) your JavaScript chops.
On my todo list is trying a project using one codebase that works in both Silverlight (with Managed JavaScript) and Flash (with ActionScript).
The best answer is here http://blog.webjak.net/2009/02/11/evangelising-silverlight/
I think it depends entirely on who your audience is. If this is going to be for the average web user (web site open to the public) then Flash would be a good choice. I think you can still find some Flash components on Microsoft's site.
Otherwise it's totally up to you. For example, if it's just for learning or for a web site where you don't care if people can see your content then Silverlight is appropriate as well.
Some really good signs about Silverlight:
Flash ActionScript3.0 is ECMA based, so if you learn that you can easily convert to JavaScript or hAXe
I would go for flash. more jobs as flash developer also atleast here in Sweden. Im gonna start looking into hAXe myself, since the haxe project started a c++ convertor. Write haxe, compile as c++ , that's pretty awesome.
If you're into 3d you should check up google o3d, it's javascript controlled, it's an option and I think WebGL will be huge in the future and it's javascript controlled also.
If you are from C# background then Learning Silverlight will be great advantage for you .
But here are few things to keep in your mind:
If you will follow flash (Action Script) some times you will wonder why don't they have Static Class!!?? There are otherthings which may scare you in flash as you are a C# dev.
If your application is having lot of animation then flash is a better option over silverlight.
If your application rarely needs to communicate with database again Flash is an adavantage
But if you application or web page is trying to communicate to a db you will find limitation with flash.
With Silverlight you can write WCF services but in case of flash you have to use some other language to create a web service as Action Script won't do
Silverlight supports a lot more type of media container as compared to flash.
Edit:
Personally from a C# background myself I would say Silverlight.
Reasons for this are: a) You will be learning XAML which you can use for both your silverlight web apps, desktop applications or windows phone apps.
b) It will have less of a learning curve than flash as you have a similar background with c#
c) With the new Nokia phones using the windows OS the target market for silverlight style applications is growing.
Though one thing I have noticed if you plan on buying books on Silverlight is that they seem to love throwing in 2 -3 chapters on Blend, which is awesome if you have it but since it doesnt have an express version you might not get the benefit.
If you are aiming to create websites silverlight is a good choice and imo the more people that start using it the more the technology will take off. There seems to be a culture of "its not so popular so I wont use it" which in a way is preventing it from picking up more support.
I have the feeling that Flash-based ( or Silverlight-based) websites are generally frowned upon, except when you are creating games or multimedia-content rich applications. Why this is so?
Flash is infamous for its poor accessibility.
Keyboard navigation does not usually work, and Flash (up until recently) did not have search engine support.
Flash applications does not work in mobile phones and other portable devices.
Flash is not there in the iPhone!!!
Flash is controlled by a single company (Adobe) and so it is not following any well defined standards for the Internet.
The beauty of Internet lies in the fact that you can always view the source code of any website you are in. This way you can use the same programming/design techniques in your website or you can find security flaws in the web application. This is not possible in Flash. In Flash, source code is closed.
The big question is, why should you use Flash "except when you are creating games or multimedia-content rich applications"?
jtyost2 says, "I would also add that you can't directly link to any content inside of a Flash site, thus breaking one of the major factors that makes the Internet, the Internet, links."
[Edit] Why I place usability and ease of use separate is best explained in this link
Usability:
- a result ? software that is usable;
- a process, also called user-centered design, for creating usable software;
- a set of techniques, such as contextual observation and usability testing, used to achieve that result; or
- a philosophy of designing to meet user needs?
Ease of use:
- Effective
- Efficient
- Engaging
- Error Tolerant
- Easy to Learn
I agree with the comments on that site, but this is all debatable...could be a good stackoverflow question: is usability and ease of use the same? IMO part of usability is ease of use and vice versa, but they are not necessarily the same.
I hope I don't enfuriate the more semantical sensitive with this edit :-)
Interestingly everyone here blasts Flash/Silverlight and you would do well to recognise that this is only one side of the coin.
Flash (and Flex) allow web site designers significantly more flexibility and richer content for their site and this works in a variety of situations - e.g. sites relating to movies, or bands, sites for kids, sites for games etc.
Certainly, there are many reasons to not choose Flash/Flex/Silverlight, but one can do sites just as inaccessible in JavaScript these days. I have previously worked with JavaScript products that have no reasonable usability by blind people, or web crawlers.
Flash penetration (from a biased source to be sure) is 99%+ (http://www.adobe.com/products/player_census/flashplayer/version_penetration.html), which means that those that say "would never visit a Flash site" are in the 1% of the population that do no install Flash, do not watch YouTube or movie trailers online.
So, you need to be mindful of your audience. Certain audiences and situations would definitely be better off with plain HTML pages and a minimum of JavaScript (government websites, programming websites are two areas that spring to mind). Other times it is because the audience are office workers that are not allowed to install Flash in the browsers.
Rich Internet Applications (RIA) is one area where there is a distinct clash/struggle between the Flex/Silverlight and JavaScript/CSS/HTML sides. I've worked with both, and I'm now of the opinion that requiring Flex/Silverlight plug-ins is fairly reasonable, though you can still lose some visitors if the application is public.
In summary - you're best to identify your audience, identify what they're willing/able to use and then based on such limitations decide on your technology.
Flash and Silverlight based sites typically go against basic Internet conventions with their closed models.
For example, most Flash & Silverlight based sites:
"I was about to click checkout but I wanted to change something so I hit the back button"
In this next rant s/Flash/Flash or Silverlight/g
Flash has its uses. It's good for content, not webpages.
I am a Flash developer. The firm I work for has no difficulty finding clients who want us to build Flash-based products for them. There is a certain set of applications which it is much easier to develop in Flash than in other environments I have used.
But Flash has its problems. Some above have complained that Flash apps do not include keyboard support. Others say it is because the developers are too lazy to implement it. The truth is that many of the components that come standard with Flash are buggy. At my firm we have had to write our own replacements. One feature that is problematic is keyboard support. I implemented my own support for keyboard interaction. It works well, but required effort. If I were writing a Windows VB app, the keyboard navigation would be provided and would work well out of the box.
The same is true for deep-linking, back-button support, etc. A clever developer will be able to make a Flash app behave well. Some open source libraries are indispensable here.
As for flowing layouts, I just completed a proof-of-concept for this (in AS3) as well. It is possible, but requires much effort. Why do I make the effort? Because of the other things that Flash does well.
My biggest gripe with Flash is that it takes you "out of the browser" into its own totally separate application. This breaks "browser standards" - i.e. the functions I can do in my browser:
Does anybody know a site called YouTube? It wouldn't exist without flash. Flash has great video/multimedia capabilities that simply cannot be ignored.
Flash is amazing when used in the proper way, in appropriate circumstances and when the designer/coder has taken care to embed basic accessibility features.
The thing is, like all good things, there's a lot of abusive use (flashturbation). Especially in the beginning, when people just want to slap Flash wherever they can just to show off.
But I strongly disagree that Flash sites are bad: When made properly, and with good UI design and accessibility, they bring a whole new dimension to the web.
Printing is often poorly supported and the backbutton does not work.
I think it's a matter of selecting the lowest cost medium to reach your target audience, be it Flash or Silverlight or JavaScript or plain text.
You can have text-only, JavaScript-only, etc. versions of your site if you have the money, and your target audience come with different prioritizes.
So my question to you would be: does your website has people who frown on Flash as its target audience? If yes, you need to stay away from it. If not, use anything to give your visitors a good experience.
Let us not forget that Flash allows web sites to display video, animation, user interaction, etc., and it allows this to be a simple process or a geeky techie one, depending on what you want to do. Many bad Flash sites are down to the author.
If YOU don't like Flash then the answer is simple, don't use it. Don't install the Flash plug-in, or install a browser plug-in such as Flashblock on Firefox. This replaces any Flash movie with a play button, preventing and download until it is clicked.
Better than that though, if you don't like the solution that Adobe or Microsoft are giving you, then come up with a better one, or at least let them know what you don't like, they do take feedback seriously. Support some of the people who campaign for accessibility improvements in Flash, for example visit http://niquimerret.com.
Accessibility is an ongoing issue and not one that will go away, Flash accessibility is improving for people with physical disabilities. In in some cases the use of Flash enhances the experience for people with cognitive and learning disabilities, when an concept or idea is better explained when presented as an animation rather than a page of words and static images.
See Steve Jobs' Thoughts on Flash: http://www.apple.com/hotnews/thoughts-on-flash/
Flash adds another heavyweight component that's required to properly view a web page. The flash plugins are often buggy and can crash a browser. Flash pages often are used to make cutesy animations and other things that make it harder to quickly navigate a site.
SEO is the prime issue. Still Flash is not crawlable. But Adobe is working on it.http://www.adobe.com/devnet/flashplayer/articles/swf_searchability.html for better swf indexing.
All of the above is true for the wild wild web.
However, for internal business applications, Flash and Silverlight allow the user to have something close to a fully-fledged application in their browser. Accessibility, SEO, and closed source are not very important in an internal application. All that matters is making the user's life easier.
In its defence, most of the issues raised here about how people have implemented Flash in their websites, not about Flash itself. Flash does support accessibility it's just that most people don't consider it when building their sites. Flash does work on mobile phones - it's Flash Lite, although the ActionScript is limited in earlier versions.
Why should anyone have an automatic right to view the source code of a website? A web author has spent time and effort dreaming up their code to share their ideas through the medium of the web. If you want to know how something works, why not put a bit of effort in yourself, and work it out? The beauty of the web is the message, not the medium.
So what if Flash is owned by a single company - Adobe bought it for a reason, and that's because it's a fantastic bit of kit. The problem comes from web authors not using it properly, trying to make it do things it was never intended to, or simply not applying standards to their sites when developing using Flash.
What is so evil about a Flash based website? Absolutely nothing. It's like asking what is so evil about a gun. Nothing. It's the idiot wielding it that has the problem.
I am a Flash developer.. and I have found that although Flash requires more effort in coding, the potential is enormous. You can create very simple sites with simple transitions, so subtle it would seem to be a normal HTML page, while still being just as light.
At the same time, you can use OOP with ActionScript to create a website that is as complex and as inclusive, as well as feels and acts like a desktop application. WHILE ALSO REMAINING VERY LIGHT! (only the content required is loaded on demand, as apposed to 4 column HTML sites with far too much information.)
Nowadays, and this is still without migrating to ActionScript 3, but still using ActionScript 2, MY flash files contain simply 2 or 3 lines of ActionScript, only one frame, and an empty stage. Everything else is dynamically created or added at runtime.
Flash's problems are not about Flash, but about lazy development.
Probably for the same reason C programmers shied away from Win32 API, Win32 programmers from MFC and MFC programmers from Windows Forms. It's tricky to use and understand - I have tried programming in Flex and am getting along pretty well but it is not inherently designed for typical web application design e.g. there is no native (at least until Flex 3) support for databases or cookies or sessions - you need to put all 3 in PHP or another server-side page and call that from ActionScript.
Try making a simple register/login page with PHP and then again with Flex/Flash and you will see that all the server side crunching is done by someone else - again, this is probably by design since we have HTML/JavaScript for the front-end mixed with ColdFusion or PHP etc. for back-end in "traditional" web applications.
Like started by other people, Flash is bad with the keyboard - try pressing Ctrl-T in Firefox when a Flash object embedded in an HTML page has focus (mouse-over) - so that can be frustrating for the user...
Having said all that, I would still rather make a web application front-end in Flash/Flex than HTML/JavaScript/CSS since the latter needs a sharp learning curve that gets quite bewildering after a while since you have to account for the "good" design aspects of CSS and JavaScript and the bad ones too - and also the peccadilloes that JavaScript/CSS inherently have and those which are introduced by the JavaScript library vendor (Yahoo's YUI, Google's Ajax API, script.aculo.us, etc.
If you are already a web programmer who knows CSS/HTML/JavaScript very well and have a good development environment set up on your PC with all required code inspectors and runtime debuggers etc. etc. then it's easy to keep on working in that (not taking into account end-user preferences) but if you are like me and want to make a web application ready and available for use quickly and want to add features to it quickly while making it pretty all the time, then Flash/Flex is a better option, IMHO.
All the above answers are focusing on Flash, Silverlight is just as bad or worse. If you are running Firefox with NoScript (you should be) then you have to click on every script that you wish to allow to run.
So build your websites with scripts, Flash and Silverlight. Just make sure that they still work with them disabled. Many of us will simply move on when we open a site and see nothing.
Look at any major car maker's website, they are ALL in Flash. It depends on what you are doing. If your goal is to provide a rich, sexy website Flash/Silverlight will give you a huge advantage in terms of development time. IF you are providing content/data HTML and JavaScript (jQuery for example) can give you a lot of whizbang without requiring additional software plug-ins (Flash/Silverlight).
I dislike Flash based websites because what happens if your browser crash or your connection dies for a bit? You have to load it again and go back to the menu, and select the item you wanted to read about, and so on and so forth.
Just don't do it. :S
I don't install Flash on my browsers, mainly to escape the nuisance of animated ads, but also for all the security and privacy reasons mentioned by others.
So sites done completely in Flash are nonexistent as far as I'm concerned. (W.r.t. Youtube, I download videos directly into Miro.)
Flash sucks and I refuse to visit Flash-based web sites. Why? Because I can't. Why? Because Adobe is too ignorant to write a plugin for a 64-bit browser.
Flash Player is the culprit behind more Mac OS X crashes than anything else. It's not exactly well-known for its stability.
Many of us have had bad experiences with Flash based websites which has propagated the idea that flash is "evil". I don't really think it's fair to apply the label of evil to any technology or framework, they are each designed to cater to specific scenarios and many of them do well in those scenarios, for example, I have no problem with websites that use flash video.
A few other responses have touched on the fact that the use of flash contradicts many of the standard metaphors we use on the internet (e.g. links and navigation buttons), I hate this as much as the next web user but this doesn't really make flash evil either.
While it has been said that there are mechanisms within Flash/Flex to add support for these things, in my experience these are rarely implemented, which is not directly the fault of Flash per se, but is very annoying for the user.
Perhaps the evil is not Flash/Flex but Adobe for not making many of these things easier or more visible to developers.
For the record I have never developed in Flash
Flash isn't evil, it's what people do with it that's evil.
For goofy vector animations and maybe even for example a 360 product view or interactive diagram, yes. Flash can do beautiful Full HD animation on my ancient box @ 60 fps using ~15 % cpu.
For web video, if you have no other choice, I suppose.
But for entire websites and these things called 'RIA's, no.
So shockingly a technology works better for the thing that it was designed to do.
I have a Flash movie embeded in a Windows Form (using the component "Shockwave Flash Object included with Visual Studio 8). The Flash movie was created with Flash CS4 and uses ActionScript 3.
Is it possible to use C# to call an ActionScript function in the Flash movie that returns a value?
Also, is it possible for my Flash movie to call a C# function in the main application that returns a value?
In order to make an ActionScript function callable from your Flash player's host, you have to use the ExternalInterface.addCallback function, for example:
ExternalInterface.addCallback("testCallback", function (text : String) : String
{
var helloText : String = "Hello, " + text;
myTextField.text = helloText;
return helloText;
});
In order to call this function from your Windows Forms application in C#, you have to use the CallFunction method exposed by the Flash player component. The method has one string argument, which must contain an XML that describes the call; it returns a string which contains an XML that describes the return value. Using the example above, this would be way to call the testCallback function:
textBox1.Text = flash.CallFunction("<invoke name=\"testCallback\" returntype=\"xml\"><arguments><string>" + textBox1.Text + "</string></arguments></invoke>");
Supposing that your text box (textBox1) contained the text "World", upon executing the code above it would contain the text "Hello, World".
If you want to call C# code from Flash, the story is similar: you have to define an event handler for your Flash player's FlashCall event. Then you would use a following type of call from ActionScript:
ExternalInterface.call("MyCSharpFunction", 17);
This would make the Flash player raise the FlashCall event and call your event handler. The event argument your handler receives has a public field called "request", whose type is string. The request field contains an XML that describes the call made from Flash. For the example used above, it would look like this:
<invoke name="MyCSharpFunction" returntype="xml"><arguments><number>17</number></arguments></invoke>
Should you wish to return a value, all you would have to do in your FlashCall event handler is call the Flash player's SetReturnValue method before the event handler returns, passing it the string with the XML that describes the return value, such as:
<string>Works like a charm!</string>
ExternalInterface.addCallback(functionName:String, closure:Function):void registers an actionscript method to be callable from it's container.
I'm not sure if it would be able to return a value. My thoughts are that this wouldn't work. If that was the case you could just do another ExternalInterface.call which sends the container the information you want as an argument.
I don't know how to actually do the calling from C# but i have seen it done by one of my colleagues for a flash installation project we were working on so i know it's possible... some how!
Please see the given below link you will find proper solutions for your question. your requirement will fulfill. Click Her to get Solutions
I am trying to convert different files to a flash compatible .mp4 file with ffmpeg, but i cant seem to succeed. Of cource the objective is to get the greatest quality with the smallest file size.
So far I have this, which works, but it doesnt play in a flash player for some reason. The result isn't that great, how can I improve this conversion?
ffmpeg -i input.file -f mp4 -vcodec mpeg4 -r 25 -b 560000 -s 610x340 -acodec aac -ac 2 -ab 64 -ar 44100 output.file
To create the interleaving metadata (which will allow for mid stream resumes, and rewinds/fforwards), use the gpac utilities (included in medibuntu for example) to re-interleave the file. Convert to mp4 as follows, with FFmpeg version 0.5 or better:
ffmpeg -f mp4 -i video.mov -b 400k video.mp4
then
/usr/bin/MP4Box -inter 500 video.mp4
Tada! Done! This will stream properly in JW Flv or other flash players.
FLV and MP4 are media containers.
MPEG-4 part 2 and H.264 are video codecs. (and H.264 gives much better quality)
libx264 is an encoder for H.264 codec.
mpeg4 is an encoder for MPEG-4 part 2 codec.
Flash can only play video codec H.264 in FLV container.
So the params should be like that:
-f flv -vcodec libx264
I use a sequence of commands to do this, starting with mencoder. (see script below). The trick is that ffmpeg's (and mencoder's) mp4 file output is not generally flash compatible due to the way it's interleaved and they don't offer good control over this behavior. So, I produce an AVI file and then use mp4box to remux it the way I want. Here's my complete script, that expects to be given an .avi file, and produces a flash-playable .mp4 file.
#!/bin/bash
#
ORIGDIR=`pwd`
FILE=$@
VID_OUTPUT=${FILE/.AVI/.tmp.avi}
FINAL_OUTPUT=${FILE/.AVI/.mp4}
MENCODER=~/src/mplayer/svn/mplayer/mencoder
BITRATE=500
RES=640:480
LOG=mencoder.$FILE.log
TEMPDIR=`mktemp -d /tmp/transcode.XXXXXXXX`
pushd $TEMPDIR
echo "Pass 1"
PARAMS=keyint=250:bframes=0:qp_min=10:qp_max=51:turbo=1:mixed_refs=0:frameref=1:deblock=0,0:qblur=0:vbv_bufsize=10000:vbv_maxrate=10000:keyint_min=25:me=hex:me_range=16:ip_factor=1.4:pb_factor=1.3:chroma_qp_offset=0:vbv_init=0.9:ratetol=1.0:cplx_blur=20:nocabac:noweight_b:nob_pyramid:partitions=p8x8,b8x8,i4x4:no8x8dct:nossim:deadzone_inter=21:deadzone_intra=11
EXTRA_PARAMS=subq=5:trellis=0:
$MENCODER $ORIGDIR/$FILE -o $VID_OUTPUT -oac faac -srate 44100 -ovc x264 -x264encopts bitrate=$BITRATE:$PARAMS:pass=1 -vf scale=$RES 2>&1 >> $LOG
echo "Pass 2"
$MENCODER $ORIGDIR/$FILE -o $VID_OUTPUT -oac faac -srate 44100 -ovc x264 -x264encopts bitrate=$BITRATE:$PARAMS:pass=2 -vf scale=$RES 2>&1 >> $LOG
MP4Box -aviraw video $VID_OUTPUT
MP4Box -aviraw audio $VID_OUTPUT
TEMP_AUDIO=${VID_OUTPUT/.avi/}_audio.raw
AAC_AUDIO=${TEMP_AUDIO/.raw/.aac}
H264_VIDEO=${VID_OUTPUT/.avi/}_video.h264
echo TEMP is $TEMP_AUDIO
echo AAC is $AAC_AUDIO
echo H264 is $H264_VIDEO
mv $TEMP_AUDIO $AAC_AUDIO
MP4Box -add $H264_VIDEO:fps=29.97 -add $AAC_AUDIO $FINAL_OUTPUT
mv $LOG $ORIGDIR
mv $FINAL_OUTPUT $ORIGDIR
popd
echo Files left in $TEMPDIR
# rm -fr $TEMPDIR
If you're using ffmpeg to make .mp4s, look in the ffpresets/ directory and use -vpre. The default options (for all codecs, but especially libx264) are very bad and practically all of them should be set to something custom. -vpre takes care of most of it for x264.
In my snippet collection I have the following for this task.
ffmpeg first pass:
ffmpeg -y -i input.mp4 -pass 1 -vcodec libx264 -b 2000k -g 300 -bf 3 -refs 6 -b_strategy 1 -coder 1 -qmin 10 -qmax 51 -sc_threshold 40 -flags +loop -cmp +chroma -me_range 16 -me_method umh -subq 7 -i_qfactor 0.71 -qcomp 0.6 -qdiff 4 -directpred 3 -flags2 +dct8x8+wpred+bpyramid+mixed_refs -trellis 1 -partitions +parti8x8+parti4x4+partp8x8+partp4x4+partb8x8 -acodec libfaac -ab 128k output.mp4
ffmpeg second pass:
ffmpeg -y -i input.mp4 -pass 2 -vcodec libx264 -b 2000k -g 300 -bf 3 -refs 6 -b_strategy 1 -coder 1 -qmin 10 -qmax 51 -sc_threshold 40 -flags +loop -cmp +chroma -me_range 16 -me_method umh -subq 7 -i_qfactor 0.71 -qcomp 0.6 -qdiff 4 -directpred 3 -flags2 +dct8x8+wpred+bpyramid+mixed_refs -trellis 1 -partitions +parti8x8+parti4x4+partp8x8+partp4x4+partb8x8 -acodec libfaac -ab 128k output.mp4
The quality setting are 2000k = video bitrate, 128k = audio bitrat and 300 = GOP. Don't ask me what the other parameters are. :)
Interleaving with MP4Box:
MP4Box -inter 500 output.mp4
Create a thumbnail / poster image (play around with 5 to obtain your desired image)
ffmpeg -itsoffset -5 -i output.mp4 -vcodec mjpeg -vframes 1 -an -f rawvideo -s 1280x720 thumbnail.jpg
Hope this helps.
Just some ideas of why this might happen
does it play when converting to FLV and is that an option? You would then use something like the following options
ffmpeg -i input.file -f flv -r 25 -b 560000 -s 610x340 -acodec mp3 -ac 2 -ab 64 -ar 44100 output.file
I found this (very verbose, i'm not sure what half of it even does) snippet somewhere on the web. It's made for doing two passes, so it won't output any video on the first pass, you'll need to set it to do -pass 2 to run the second pass and output the actual video.
ffmpeg -y -i output.mp4 -vcodec libx264 -acodec libfaac -ab 12000 -ac 2 -b 200000 -threads 2 -flags +loop -cmp +chroma -partitions 0 -subq 1 -trellis 0 -refs 1 -coder 0 -me_range 16 -g 300 -keyint_min 25 -sc_threshold 40 -i_qfactor 0.71 -maxrate 10M -bufsize 10M -rc_eq \?blurCplx^(1-qComp)\? -qcomp 0.6 -qmin 10 -qmax 51 -qdiff 4 -level 30 -s 304x224 -pass 1 yourinfile.avi
To get progressive playback during download you will also need to move the metadata to the start of the file. ffmpeg puts this at the end and flash needs this before it can start playing. A useful tool for this is QTIndexSwapper
Actually you shouldn't be using maxrate, especially not a maxrate of 10000k when you have your bitrate explicitly set to 200k. In fact looking at this even closer I really don't think you understand what most of that stuff is for :)
For starters you're calling the input file output.mp4, plus the output file (which should actually be /dev/null for pass 1) is called yourinfile.avi and you haven't actually set a container format so what you would end up with is an h264 encoded avi file.
Try this for high quality 1080p HD flash compatible h264 encoded MPEG-4 videos, first create a file with the following contents in the same directory as the video you're encoding and name it something like flash-mp4.ffpreset
vcodec=libx264
b=5000k
acodec=libfaac
ab=256k
ac=2
ar=44100
coder=1
flags=+loop+mv4
cmp=+chroma
partitions=+parti8x8+parti4x4+partp8x8+partb8x8
me_method=umh
subq=8
me_range=16
g=250
keyint_min=25
sc_threshold=40
i_qfactor=0.71
b_strategy=2
qcomp=0.6
qmin=10
qmax=51
qdiff=4
bf=3
refs=4
directpred=3
trellis=1
flags2=+wpred+mixed_refs+dct8x8+fastpskip
wpredp=2
fflags=+rtphint
profile=1
then from the command line:
ffmpeg -y -i sourcefile.avi -fpre ./flash-mp4.ffpreset -f mp4 outputfile.f4v
That should play perfectly with flash 10+
Does anyone got an ideia on how to get client side image resize using flash.
Example: Client chooses an image with 1200x800 and before it uploads it flash will turn it into half of it or something.
Any thoughts?
Plupload is Opensource, has good documentation and supports multiple platforms, including Gears and HTML5!
http://www.plupload.com/index.php
http://www.plupload.com/example_all_runtimes.php
Ah, yes, it supports resizing images BEFORE uploading. The closest option to aurigma, but for free :)
take a look at the script i wrote : image resizing at client side
http://www.shift8creative.com/projects/agile-uploader/index.html
I just finished this little project - free to use. It won't really allow the end user to select the size, but you can pass a max width and max height constraint. Maybe you can make multiple pages/embeds with different options.
Silverlight, ActiveX and Java can do this completely client-side. If you have to use Flash you are going to need to use Flash 10 which isn't prevalent quite yet. Here is an example on uploading an image to Flash then resizing it on the client from Flash Cafe.
Other options in Flash 8 or 9 would involve a server-side resizing script, defeating the purpose in most scenarios.
You need create a transformation matrix, then draw the original bitmap into a new one using it. Here's the idea in something i am just typing in and have not tested:
function resize(obm:BitmapData, scale:Number): BitmapData {
var resizeMatrix:Matrix = new Matrix();
resizeMatrix.scale(scale, scale);
var rbm:BitmapData = new BitmapData(obm.width * scale, obm.height * scale);
rbm.draw(obm, resizeMatrix);
return rbm;
}
I make no claims about the quality of the result, however. I think I remember trying this in the past, not liking the result, and punting...
I'm using flash uploader from http://www.resize-before-upload.com, works just fine :)
The latest version of SwfUpload does client-side image resizing (using Flash). A pretty useful tool, although extras like displaying upload progress can get a little fiddly.
In the code below I'm trying to load some images and put them in the stage as soon as they get individually loaded. But it is bugged since only the last image is displayed. I suspect it's a closure problem. How can I fix it? Isn't the behaviour of closures in AS3 the same as in Java Script ?
var imageList:Array = new Array();
imageList.push({'src':'image1.jpg'});
imageList.push({'src':'image2.jpg'});
var imagePanel:MovieClip = new MovieClip();
this.addChildAt(imagePanel, 0);
for (var i in imageList) {
var imageData = imageList[i];
imageData.loader = new Loader();
imageData.loader.contentLoaderInfo.addEventListener(
Event.COMPLETE,
function() {
imagePanel.addChild(imageData.loader.content as Bitmap);
trace('Completed: ' + imageData.src);
});
trace('Starting: ' + imageData.src);
imageData.loader.load(new URLRequest(imageData.src));
}
Isn't the behaviour of closures in AS3 the same as in Java Script ?
Yes, JavaScript does exactly the same thing. As does Python. And others.
Although you define 'var imageData' inside the 'for', for loops do not introduce a new scope in these languages; in fact the variable imageData is bound in the containing scope (the outer function, or in this case it appears to be global scope). You can verify this by looking at imageData after the loop has completed executing, and finding the last element of imageList in it.
So there is only one imageData variable, not one for each iteration of the loop. When COMPLETE fires, it enters the closure and reads whatever value imageData has now, not at the time the function was defined(*). Typically the for-loop will have finished by the point COMPLETE fires and imageData will be holding that last element from the final iteration.
(* - there exist 'early-binding' languages that will evaluate the variable's value at the point you define a closure. But ActionScript is not one of them.)
Possible solutions tend to involve using an outer function to introduce a new scope. For example:
function makeCallback(imageData) { return function() {
imagePanel.addChild(imageData.loader.content as Bitmap);
trace('Completed: ' + imageData.src);
} }
...
imageData.loader.contentLoaderInfo.addEventListener(Event.COMPLETE, makeCallback(imageData));
You /can/ put this inline, but the doubly-nested function() starts to get harder to read.
See also Function.bind() for a general-purpose partial function application feature you could use to achive this. It's likely to be part of future JavaScript/ActionScript versions, and can be added to the language through prototyping in the meantime.
Using the more functional style forEach method on the Array class avoids this problem. This has been mentioned already but I'll expand on it here.
imageList.forEach( function ( item:MovieClip, index:int, list:Array) {
// add your listener with closure here
})
Using this method, the function passed into the forEach defines a new scope each iteration. now you can add a closure inside this scope and it will remember each instance as you want.
On a related note:
Typing those 3 arguments the whole time is a pain so... You can also make that less / more ugly with an adaptor function:
// just give me the item please
imageList.forEach ( itrAdpt( function ( image: ImageData ) {
// add your listener with closure here
}))
// give me the item and it's index
imageList.forEach ( itrAdpt( function ( image: ImageData, index:int ) {
// add your listener with closure here
}))
// give me the item, index and total list length
imageList.forEach ( itrAdpt( function ( image: ImageData, index:int, length:int ) {
// add your listener with closure here
}))
where itrAdpt is a (possibly global) function defined something like:
public function itrAdpt(f: Function): Function
{
var argAmount:int = f.length
if (argAmount == 0)
{
return function (element:*, index:int, colection:*):* {
return f(element)
}
}
else if (argAmount == 1)
{
return function (element:*, index:int, colection:*):* {
return f(element)
}
}
else if (argAmount == 2)
{
return function (element:*, index:int, colection:*):* {
return f(element, index)
}
}
else if (argAmount == 3)
{
return function (element:*, index:int, colection:*):* {
return f(element, index, colection.length)
}
}
else
{
throw new Error("Don't know what to do with "+argAmount+"arguments. Supplied function should have between 1-3 arguments")
}
}
(function() {
var imageData = imageList[i];
imageData.loader.contentLoaderInfo.addEventListener(Event.COMPLETE, function() {
// use imageData;
});
}).apply();
If creating a named function doesn't appeal to you, bobince's answer can be converted to this without much sacrifice to readability:
var makeCallback = function(imageData:String)
{
return function(evt:Event)
{
imagePanel.addChild(imageData.loader.content as Bitmap);
trace('Completed: ' + imageData.src);
}
}
...
imageData.loader.contentLoaderInfo.addEventListener(Event.COMPLETE, makeCallback(imageData));
Just my preference, your mileage may vary.
Are there any lint tools available for actionscript? One source would be ideal, but anything is welcome.
My team is starting to adopt more a more rigorous style guide (where "more rigorous" means "existant"), and I think a linter would help us all adhere more easily to the style rules we've agreed on. I'm not above writing my own, but I'd like to see what else is out there first.
A quick search on Google reveals nothing (at least so far).
If you're dealing with Flex, take a look at FlexPMD.
FlexPMD should actually be named As3PMD. I mean you can run FlexPMD against a pure AS3 project, not necessarly a Flex project.
That said there are around 10 rules which are Flex-specific.
Xavier
It's not Lint, but I've found the free FlashDevelop to make me write better code, as it complains about many possible problems, such as undeclared variables.
You could check it out.
Then there's also flex builder that you can use to write AS.
Not quite Lint, though Adobe's Flex mxmlc compiler gives plenty of helpful strict warnings about messy ActionScript, such as undeclared variables, missing function return types, and extra commas in an object/hash.
mxmlc resources:
Some related code analysis tools are Yasca (analysis tool for JavaScript, Java, PHP, etc.) and asDox (AS3 parser written in Python), which might be decent starts for writing your own.
I have used jslint in the past for jscript. As is written in JavaScript and the full source code is available, so you should be able to get it working with actionscript. I have not used any of the other tools mentions in the answers, so I don't know how they compare.
(jslint takes a very strong view about what is good jscript, you may or may not agree with it.)
Actionscript 2.0 and 3.0 are ECMA compliant scripting languages. Since ECMA script is essentially Javascript, you can typically use something like JSure (appears to be Linux only) or Javascript Lint.
I am trying to find a web-based XML Editor with at least syntax highlighting. Something simple in Javascript or Flash would be nice.
The more lightweight, the better it would be.
Try CodeMirror. It syntax highlights given elements (textareas as well as non-editable elements) and, if you set it on a textarea, you'll be able to edit the code pretty well.
Ace is looking really good too on github and has many features.
Ajax.org and Mozilla are working / maintaining it.
Try out XML Webpad - http://xmlwebpad.codeplex.com/.
I have found three of them:
http://softwareindustrialization.com/AWebbasedSourceCodeEditorForIronPython.aspx
I'm researching game development in Flash and Flex. I've downloaded the Flex Builder trial and have worked with older versions of Flash. I see that generally, Flex Builder is a developer's tool, and Flash is a designer's tool. It's not clear to me whether one is better suited to game development than the other, or if it's necessary to have both to effectively design games. To my mind, games are equal parts design/art and programming. Which tool is more commonly, or more intensively, used for game development?
Flex builder: Way better development/coding environment than Flash CS3/CS4
Flash CS3/CS4: Way better design environment than Flex
"Flash Style" application: (Sprites, MovieClips instead of flex UIComponents) Generally better performing for game type work.
So how do you get all those benefits? You can make plain old flash apps in Flex Builder, they don't have to be Flex apps (File->New->Actionscript Project). Prepare art assets in Flash CS3/CS4, do all your code in Flex Builder get the best of both worlds.
A hypothetical workflow that gets me drooling is a dedicated team of artists/designers creating assets in Flash, and exporting them as swfs to a programmer wielding FlashDevelop.
The designers need not write code, and they work on one or more asset repositories in the form of Flash documents. Each asset is "Exported for Actionscript" (under the Linkage menu) and given an appropriate class name. The flash doc(s) are then published as swfs to the developer.
The developer copies these published assets to a project directory, where they can be embedded into an Asset class (or similar) with the [Embed] metadata tag...
public class Asset {
[Embed(source="./assets/Enemies.swf", symbol="asset.KohrAhMeleeShip")]
public static var KohrAhMeleeShip:Class;
// etc.
}
Then, in the game code ...
var enemyFighter:EnemyFighter = new EnemyFighter( Asset.KohrAhMeleeShip );
addChild(enemyFighter);
The developer can then publish a monolithic swf, which contains the entire game code and all assets. This doesn't preclude the developer from "import loading" additional assets at runtime (using the Loader class), which would reduce initial load time.
Daydream ends.
PS. FlashDevelop is a very compelling environment for Flash game development, particularly when compared with Flex Builder, which is geared toward a very specific type of application (RIA).
Or a third player: haXe
haXe is used in game development. Some of them are mentioned on the page People Using haXe.
If your game is simple, or you are an artist, then Flash CS3/4 is the clear choice.
If your game is complex, or you will be working on it for a while, you will want to be using Flex. Developing using Adobe languages and tools is always painful for developers, but Flex less so than raw Flash. Flex at least provides a sane OO framework for building applications. Flex is pretty bloated though, and so you will have to take care with tuning your SWF size, but it really pays off in maintainability and code scalability.
The choice isn't mutually exclusive. You can build Flash components in Flash CS3/4 and use them in Flex. The main challenge for developing with both is the lack of coherent documentation or support from Adobe.
Flex Builder is the way to go for a beginner, but it is quite expensive once the 60 day trial is through.
As to which is used more, probably raw Flash. But that is probably changing as Flex takes hold.
I use CS3 for most of the graphics and do all my code in FlashDevelop (which just aswell could be Flex Builder).
Since coding and graphics are two reasonably separate things, it's not a bad thing to use two different tools for them.
Flash CS3/4 is really helpful if you're creating frame-by-frame animation and for layout. If you're happy to do this stuff in code, then you won't need it. It's not the best tool for creating artwork anyway, you can use Paint.Net and Inkscape for that which are both free (or PhotoShop and Illustrator if you have the money).
You don't want to use the Flex framework, so if you're using Flexbuilder you'll want to do an ActionScript project not an MXML project, as someone else noted. Save yourself some money and just use Flashdevelop with the MXMLC compiler.
Here's a blog post I wrote about free software for making Flash games:
http://blog.iainlobb.com/2008/11/cool-free-and-open-source-software-for.html
I have no experience with flash cs3, but quite a lot of experience with flex builder. I would be surprised if flex builder was the best choice. The only real reason to pay for flex builder is charting, which I wouldn't imagine would be present in a game. It may be the best actionscript editor (which is what I would think the 'game logic' would be in), but there are surely good free ones out there. The actual compiler is free, and flex builder doesn't really help you with the visual components of a game.
I have used both flash cs3/cs4 and flex builder 3.0 for game development,
flash which better for only designers and more pain for developers,because action panel is not good for programming which is premature and only for designers who put sone dynamic animations on swf,
flex which is powerfull tool for developing games like visual studio 2005,and netbeans for java,which let the programmer to code in object-oriented approach easily,
I can't say that I have used CS3/4, but if you want to make a game with Flex there is a tutorial series here that shows you how.
Will everything go to the cloud? If so, in which direction? Google-Gears? Flash,AIR,JavaFX?
I asked The Magic Eight Ball - it said, "No way!"
No, not until someone comes up with a very good argument for why I should let someone else control my data. And guarantees that my Internet connection is always on and available everywhere.
I've been asking this question for nearly a decade. In my business we build and sell both Windows and Web apps that do roughly the same thing. Four years ago I would have told you that we'd be 80-20 in favor of web apps by now. However, in terms of the numbers shipped, we are still about 60-40 in favor of the Windows apps.
While I once thought that the real barrier to the acceptance of software as a service was simply a desire for a better, richer user interface (which Silverlight, Air, etc. would solve), I'm now inclined to think that there are a lot of people who simply prefer a one-time purchase and local control over a web connected subscription model. Because this preference is rooted in personal perceptions of value for the money, I don't think that technology will change anything as quickly as we technologists think it will. Thus, I'd wager that Windows apps are with us for longer than we developers will ever expect; another 10 years at least.
Personally my dream for this is that you will just carry around a USB stick that contains an OS and all the applications you use, along with all your personal settings. You can hook up this drive to any computer you come across, and get your own personalized experience every time, no matter which computer you are using. You always have access to all your applications, and all you data. When you get home at night, or check into specified computers, A backup is performed so that you don't have to worry about losing all your data. This is somewhat similar to what is being done with Gdium, and the G-Key, but I think/hope ideas like this will become much more popular in the future.
The answer is very likely No, unless we discover secret physics in our universe or some other odd loopholes. Now for some sci-fi.
Consider this, one day we may have Quantum Cloud Servers that can process a Gazillion FLOPS per seconds, however as far as our knowledge goes we cannot send those results any faster than the speed of light.
So now imagine that the "Super Cloud", that can process anything no matter what, in 1 mili second, but if those results can't be received within a few mili seconds the "performance sucks". Imagine a space ship for example it can't possible rely on a cloud server, it would need a "Desktop".
Now this sounds crazy, but even today, as of 2008, a photon will take longer to cross from one side of a CPU chip to the other, than it takes to for the transistors gate-states to change. So we are already reaching the no faster than speed of light limit.
So all we'll need are dumb terminals? Haven't we been here before? Well, ok, they'll certainly be prettier applications with multimedia and all of that. But, dumb terminals, none the less.
It doesn't seem like the pendulum should swing quite that far back.
It will be quite a while before web technologies can truly replace desktop applications, but I have no doubt it will happen at some point. Technology advances too fast and consistently for it not to happen.
I doubt that any of the technologies you mentioned will be relevant then though. I think browsers will move towards a VM-like state that has increasingly more power to create better and better web experiences.
Yes, but I doubt the technology that will dominate exists yet.
I really don't see how this is going to happen any time soon, and by soon I mean in the next 10 to 15 years. Or even why one would want to. Intensive games, quantitative finance and science and defense, none of these would benefit from running in a web browser.
I think for browsers (HTML/Java/CSS/Flash/Whatever) to eclipse native applications in the truest sense, the performance of computer architectures (CPU/Memory) will have to become so enormously powerful that you'd be capable of running a hard real-time process inside a browser framework and not see any reduced determinism or hard-real time performance.
That will require some truly significant advancements in computing, which as of now are not expected in the next decade.
No. Data-centric apps and communication-centric apps can be cloudized. However, processing-centric apps are less ameneble to being dumped onto the web.
WebApps are great for a lot of things, but really the dealbreaker still is performance and local hardware integration.
If there's a good native app to do something, and an AIR app to do the same thing, I'll always use the native app. HTTP has it's limitations.
I think they will coopt each other. It will be possible to have components that are web-hosted, and parts that are local. Flex apps can use both local and browser sandboxes. If Silverlight doesn't yet, it will need to.
People get way too caught up in looking for "the next big thing". It doesn't really matter! The web and the desktop as they exist today are nothing more than two separate platforms for apps. The line between those platforms is blurring more and more, but both platforms have advantages and disadvantages for people making apps, and in the end, the user only cares where the best apps are.
I say both will stay around, but soon enough you won't be able to tell them apart from an end-user point of view.
This is like arguing peanut butter is going to replace jelly. The truth is they both function fine alone or even better when used together in MANY cases. Personally I think the future will see a majority of instances of both being used in combination rather than separately one or the other. That said, there will always be separate instances where it makes sense - I don't see wikipedia or flickr becoming stand alone apps anytime soon. Similarly, I am sure there are desktop apps which have no benefit from being web enabled (although oddly enough I can't think of a good example at the moment).
I also agree with previous posters that the line between the two will become increasingly blurred.
Heavy image processing and gaming might be a bit too heavy for a web application, but I think that many applications will eventually.
Nope, desktop applications are just stuck in limbo at the moment. It'll come back in full force once we finally solve the little issue of security.
There are things out there at the moment like eyeOS which are coming a long way, but when it boils down to sheer performance and gaming there's a limit to what browsers can do.
Individuals many not care where they put the family holiday pics but big business will be very careful what they let loose in the cloud.
Google has introduced Google Chrome OS as a bet that the desktop applications will no longer be essential.
Have you found such a tool and used it successfully?
I was also looking for a profiler for AS, but I wanted an freeware/open source solution that works with FlashDevelop and Flex SDK. I found none. So I wrote a simple python script and an even simpler AS class. The script essentially takes any AS file and adds profiling code (i.e. calls to measure the total runtime of that function with an accuracy of 1 ms - the resolution of the flash.utils.getTimer() call) to each function definition. The script sometimes makes mistakes, but these are usually easy to fix by hand. Then you need to add one more line manually: dump the profiling statistics somewhere at some point. This method is obviously far from accurate, but it nonetheless gives you good feel of bottlenecks in your code. I used it for a 100k file with success.
Here is the AS class:
package {
public class Profiler {
private static var instance:Profiler;
public static function get profiler():Profiler {
if (!Profiler.instance) Profiler.instance = new Profiler;
return Profiler.instance;
}
private var data:Object = {};
public function profile(fn:String, dur:int):void {
if (!data.hasOwnProperty(fn)) data[fn] = new Number(0);
data[fn] += dur / 1000.0;
}
public function clear():void {
data = { };
}
public function get stats():String {
var st:String = "";
for (var fn:String in data) {
st += fn + ":\t" + data[fn] + "\n";
}
return st;
}
}
}
And here is the python script that does the trick:
import sre, sys
rePOI = sre.compile(r'''\bclass\b|\bfunction\b|\breturn\b|["'/{}]''')
reFun = sre.compile(r'\bfunction\b\s*((?:[gs]et\s+)?\w*)\s*\(')
reCls = sre.compile(r'class\s+(\w+)[\s{]')
reStr = sre.compile(r'''(["'/]).*?(?<!\\)\1''')
def addProfilingCalls(body):
stack = []
pos = 0
depth = 0
retvar = 0
klass = ""
match = rePOI.search(body, pos)
while match:
poi = match.group(0)
pos = match.start(0)
endpos = match.end(0)
if poi in '''"'/''':
strm = reStr.match(body, pos)
if strm and (poi != '/' or sre.search('[=(,]\s*$', body[:pos])):
endpos = strm.end(0)
elif poi == 'class':
klass = reCls.match(body, pos).group(1)
sys.stderr.write('class ' + klass + '\n')
elif poi == 'function':
fname = reFun.match(body, pos)
if fname.group(1):
fname = klass + '.' + fname.group(1)
else:
lastf = stack[-1]
lastf['anon'] += 1
fname = lastf['name'] + '.anon' + str(lastf['anon'])
sys.stderr.write('function ' + fname + '\n')
stack.append({'name':fname, 'depth':depth, 'anon':0})
brace = body.find('{', pos) + 1
line = "\nvar __start__:int = flash.utils.getTimer();"
body = body[:brace] + line + body[brace:]
depth += 1
endpos = brace + len(line)
elif poi == '{':
depth += 1
elif poi == 'return':
lastf = stack[-1]
semicolon = body.find(';', pos) + 1
if sre.match('return\s*;', body[pos:]):
line = "{ Profiler.profiler.profile('" + lastf['name'] + \
"', flash.utils.getTimer() - __start__); return; }"
else:
retvar += 1
line = "{ var __ret" + str(retvar) + "__:* =" + body[pos+6:semicolon] + \
"\nProfiler.profiler.profile('" + lastf['name'] + \
"', flash.utils.getTimer() - __start__); return __ret" + str(retvar) + "__; }"
body = body[:pos] + line + body[semicolon:]
endpos = pos + len(line)
elif poi == '}':
depth -= 1
if len(stack) > 0 and stack[-1]['depth'] == depth:
lastf = stack.pop()
line = "Profiler.profiler.profile('" + lastf['name'] + \
"', flash.utils.getTimer() - __start__);\n"
body = body[:pos] + line + body[pos:]
endpos += len(line)
pos = endpos
match = rePOI.search(body, pos)
return body
def main():
if len(sys.argv) >= 2: inf = open(sys.argv[1], 'rU')
else: inf = sys.stdin
if len(sys.argv) >= 3: outf = open(sys.argv[2], 'wU')
else: outf = sys.stdout
outf.write(addProfilingCalls(inf.read()))
inf.close()
outf.close()
if __name__ == "__main__":
main()
Feel free to use, distribute and modify both.
It's important to note that the Flash Player implementation is different on each platform and to an extent each browser, so expect notable speed differences. So if you're developing a resource intensive application you should be using profiling tools specific to each OS you're targeting, like for example Instruments on OS X and of course test the performance in each browser.
I've used the profiler that comes with Flex Builder 3 with moderate success. I find out especially useful in finding memory leaks and or GC issues.
It was much less useful for me in the area of time-in-method performance due to the asynchronous nature of the application in question and the amount of time given to [onEnterFrame] and other internal methods, though I was still able to make some optimisations based on the output.
This one is my personal favorite. Note that it's built on java and open source. http://github.com/bengarney/PBLabsProfiler
It uses undocumented features of flash/flex compiler. The same ones Flash Builder built-in profiler uses. And yes! I have successfully used it to optimize some of my flash code.
Flex Builder 3 includes a performance and memory profiler. I haven't used it, but it looks pretty snazzy. I'm not sure if it can be used for non-Flex content, but it will definitely only work for AS3.
Apart from that, over the years I've found a couple of workable methods for a certain level of profiling. At the simplest you can obviously just build an FPS meter and watch how it behaves. For more info about code-heavy applications one thing I've done is to whip up a simple framework for making getTimer() calls at the beginning and end of methods and tracking the cumulative time, but I've never used any pre-made tools for that. In practice it's usually pretty obvious where the bottlenecks are for code-heavy work, and in those cases I just put timer directly around what I'm trying to optimize.
When the bottlenecks are in rendering, the first thing to try is to simply publish at your target FPS, and use an FPS meter to track when actual playback falls below that (on target hardware). You can get more detailed information about rendering by, for example, invoking a 1ms timeout that calls refreshAfterUpdate, and monitoring the actual time between refreshes. Unfortunately you can't get any more granular than "per refresh" though - you can't directly see how much time is spent rasterizing, compositing, etc. (Though you can often infer these things. For example, you can enable bitmap caching on vector-heavy objects to take rasterization off the table, and observe the results.)
I wrote a flash profiler based on flasm a while ago (http://snow.prohosting.com/bensch/flasp.html) You need to use flasm to insert the profiling asm and then run the program.
Another (maybe) better way is to use David Chang's profiling code which doesn't require flasm at all. www.nochump.com/asprof/
cheers
There is a FlashPreloaderProfiler: http://jpauclair.net/flashpreloadprofiler
It's written in actionscript, doesn't need a java-application running in the background and have some more features like Memory Profiler.
But I prefer PBLabsProfiler too :)
I'm thinking of choosing Adobe AIR as the client-side implementation technology for an upcoming project. (The previous choice was C# and WPF, but I've been really impressed with Flash/Flex/AIR lately.)
But one of the most important features of my product will be its plugin architecture, allowing third party developers to extend the functionality and GUI in interesting ways.
I know how I'd design the architecture in C#: A plug-in loader would enumerate all of the assemblies in the local "app/plugins/" directory. For each assembly, it'd enumerate all of the classes, looking for implementations of the "IPluginFactory" interface. For each plugin created by the factory, I'd ask it for its MVC classes, and snap its GUI elements (menu items, panels, etc) into the appropriate slots in the existing GUI layout.
I'd like to accomplish the same thing within AIR (loading plugins from the local filesystem, not from the web). After reading this article, my understanding is that it's possible, and that the basic architecture (loading SWFs into sandboxed ApplicationDomains, etc) is very similar to the way you'd do it in .NET.
But I'm curious about the gotchas.
If any of you have done any dynamic classloading with the flash player (preferably in mixed flash/flex apps, and ESPECIALLY within the AIR host), I'd love to hear about your experiences building your plugin framework and where you ran into tricky situations with the flash player, and with the flash, flex, and AIR APIs.
For example, if someone asked me this same question, but with the Java platform in mind, I'd definitely mention that the JVM has no notion of "modules" or "assemblies". The highest level of aggregation is the "class", so it can be difficult to create organizational structures within a plugin system for managing large projects. I'd also talk about issues with multiple classloaders and how each maintains its own separate instance of a loaded class (with its own separate static vars).
Here are a few specific questions still unanswered for me:
1) The actionscript "Loader" class can load an SWF into an ApplicationDomain. But what exactly does that appdomain contain? Modules? Classes? How are MXML components represented? How do I find all of the classes that implement my plugin interface?
2) If you've loaded a plugin into a separate ApplicationDomain from the main application, is it substantially more complicated to call code from within that other appdomain? Are there any important limitations about the kinds of data that can pass through the inter-appdomain marshalling layer? Is marshalling prohibitively expensive?
3) Ideally, I'd like to develop the majority of my own main code as a plugin (with the main application being little more than a plugin-loading shell) and use the plugin architecture to hoist that functionality into the app. Does that strike fear in your heart?
Btw, Flash Player also a concept of security domain, but I actually never touched it, so I don't known what the possibilities are here.
Luca Tettamanti gave good answers to your specific questions already, so I'll just offer some additional info on the general subject:
I've implemented a simple plugin API for a Flex app using the ModuleManager class (and the other stuff in the mx.modules package.) The gist of it is that you subclass plugins from ModuleBase and use ModuleManager in the host app to load them. Then you have the plugins implement a common interface (e.g. IMyAppPlugin) and use some sort of a facade to represent and implement the interface to the host application that the plugins can use (e.g. MyAppFacade implements IMyAppFacade.) Whenever plugins are loaded, inject this facade reference into them.
The topic "Modular applications overview" in the Flex 3 help has some good info (the subchapter "Module domains" discusses application domains in the context of modules.) Here's an excerpt:
"By default, a module is loaded into a child domain of the current application domain. You can specify a different application domain by using the applicationDomain property of the ModuleLoader class."
The topic "Using the ApplicationDomain class" goes into more depth on the subject of application domains, and you should definitely read it if you haven't already.
Responding to the statement regarding Java as a possible plug-in architecture:
It turns out Java has been used to devise plug-in architecture systems for many years. As to to client-side, the Equinox OSGi module management frameworks is probably the best well known. At one point the Eclipse IDE refactored their plug-in architecture on top of Equinox OSGi. Eclipse IDE is perhaps one of the most successful client-side plug-in architecture systems yet devised - from historical longevity point of view as well as breadth of user base and follow-on community of plug-in development. They also offer their plugin architecture as a foundational framework for devising arbitrary client-side applications - Eclipse RCP.
I just had to interject this because though Java was positioned as perhaps a very weak choice for this, it actually is far more successful than any other language/runtime environment to date in delivering working systems of this kind - especially vs. C# .NET, which, of course, has good innate facility for modules. Is kind of ironic, but there you have it.
As to Adobe AIR, I'm dev managing a project this is being devised on AIR. In our case our module extensibility is always going to be delivered from the web server - not a local directory. Flex has the
<mx:Module/>
tag for creating modules that can be loaded discreetly at runtime.
Alas, a frustration with AIR is its lack of any class APIs for launching other applications. You can load a URL to load something in the user's default browser, but you can't launch, say, Excel. Both Java and C# have APIs for launching other apps as external processes.
Have you tried loading sub-applications ?
There is good documentation for doing this in AIR and I was successful with it in a few hours. However, the same implementation is a different story in Flex because of sandbox violation between sub-application and main application. I have spend weeks pounding my head into the wall.
I'm stuck on what appears to be a CSS/z-index conflict with the YouTube player. In Firefox 3 under Windows XP, Take a look at this page: http://spokenword.org/program/21396 Click on the Collect button and note that the pop-up <div> appears under the YouTube player. On other browsers the <div> appears on top. It has a z-index value of 999999. I've tried setting the z-index of the <object> element containing the player to a lower value, but that didn't work. Any idea how to get the pop-up to appear over the player?
Try to add the wmode parameter to be opaque like this:
(Note that it's included in both a <param> tag and a wmode attribute on the <embed> tag.)
<object width='425' height='344'>
<param name='movie' value='http://www.youtube.com/v/Wj_JNwNbETA&hl=en&fs=1'>
<param name='type' value='application/x-shockwave-flash'>
<param name='allowfullscreen' value='true'>
<param name='allowscriptaccess' value='always'>
<param name="wmode" value="opaque" />
<embed width='425' height='344'
src='http://www.youtube.com/v/Wj_JNwNbETA&hl=en&fs=1'
type='application/x-shockwave-flash'
allowfullscreen='true'
allowscriptaccess='always'
wmode="opaque"
></embed>
</object>
i've found a pure JS function that fix it in all browsers!
there you go:
function fix_flash() {
// loop through every embed tag on the site
var embeds = document.getElementsByTagName('embed');
for (i = 0; i < embeds.length; i++) {
embed = embeds[i];
var new_embed;
// everything but Firefox & Konqueror
if (embed.outerHTML) {
var html = embed.outerHTML;
// replace an existing wmode parameter
if (html.match(/wmode\s*=\s*('|")[a-zA-Z]+('|")/i))
new_embed = html.replace(/wmode\s*=\s*('|")window('|")/i, "wmode='transparent'");
// add a new wmode parameter
else
new_embed = html.replace(/<embed\s/i, "<embed wmode='transparent' ");
// replace the old embed object with the fixed version
embed.insertAdjacentHTML('beforeBegin', new_embed);
embed.parentNode.removeChild(embed);
} else {
// cloneNode is buggy in some versions of Safari & Opera, but works fine in FF
new_embed = embed.cloneNode(true);
if (!new_embed.getAttribute('wmode') || new_embed.getAttribute('wmode').toLowerCase() == 'window')
new_embed.setAttribute('wmode', 'transparent');
embed.parentNode.replaceChild(new_embed, embed);
}
}
// loop through every object tag on the site
var objects = document.getElementsByTagName('object');
for (i = 0; i < objects.length; i++) {
object = objects[i];
var new_object;
// object is an IE specific tag so we can use outerHTML here
if (object.outerHTML) {
var html = object.outerHTML;
// replace an existing wmode parameter
if (html.match(/<param\s+name\s*=\s*('|")wmode('|")\s+value\s*=\s*('|")[a-zA-Z]+('|")\s*\/?\>/i))
new_object = html.replace(/<param\s+name\s*=\s*('|")wmode('|")\s+value\s*=\s*('|")window('|")\s*\/?\>/i, "<param name='wmode' value='transparent' />");
// add a new wmode parameter
else
new_object = html.replace(/<\/object\>/i, "<param name='wmode' value='transparent' />\n</object>");
// loop through each of the param tags
var children = object.childNodes;
for (j = 0; j < children.length; j++) {
try {
if (children[j] != null) {
var theName = children[j].getAttribute('name');
if (theName != null && theName.match(/flashvars/i)) {
new_object = new_object.replace(/<param\s+name\s*=\s*('|")flashvars('|")\s+value\s*=\s*('|")[^'"]*('|")\s*\/?\>/i, "<param name='flashvars' value='" + children[j].getAttribute('value') + "' />");
}
}
}
catch (err) {
}
}
// replace the old embed object with the fixed versiony
object.insertAdjacentHTML('beforeBegin', new_object);
object.parentNode.removeChild(object);
}
}
}
now you can just run in when the page loads with jQuery:
$(document).ready(function () {
fix_flash();
}
We use jQuery Flash plugin to convert YouTube links to Flash movies. In this case, wmode is passed as an option in order to get the YouTube video to appear underneath the jQuery Dialog we open:
$('a[href^="http://www.youtube.com"]').flash(
{ width: nnn, height: nnn, wmode: 'opaque' }
);
although the recommendation by CMS is valid, there is an important update. If you want to use 'iframe' instead of 'embed' , simply add "?wmode=transparent" to your video link and that does the magic. I find this more simple and clean.
I know Flex pretty good but also started to use Java FX. I am a little bit confused. Java FX seems to focus more on low level drawing operations and animations. Less on creating standard UIs like Flex.
So is JavaFX more like Flash than Flex?
On the other side JavaFX also supports Swing components as well as data binding, which makes it appear more like Flex.
I think JavaFX is more like Flex, because JavaFX is more about building applications than animations (which is, I gather, one of the sensitive distinctions between Flex and Flash).
I think of JavaFX and Flex as the future heirs to Rich Internet Application programming. They're both intended to stretch the realm of what's possible with RIA.
One of the biggest benefits of JavaFX that I see is that you can use your existing Java business logic by simply importing it.
Some of the language features, such as binding and duration as a data type, are paradigm-shifting, because they make certain functionality possible and readily available:
I would like to add few points,
Flex is far more stable then JavaFX, JavaFX is fairly new.
JavaFX syntax is really bad, its unnecessarily complex, where else flex is pure xml, one can read and understand easily, I didnt understand what made java guys think that instead of using xml (like silverlight and flex), making new language syntax will shock the world? New syntax means new learning curve.
Flex runs on flash, 95% installations world wide, only 1.2MB of Flash download compared to JavaFX + Java runtime of minimum 30 mb, this is too big consideration for publisher.
Just saw this posting by Chet Haase, who previously worked on Java FX at Sun, but now works for Adobe on Flex.
I'd say it's more like Flash - or at least it's about bringing Flash-like abilities to Java. Don't forget that Flex is built on top of Flash. JavaFX script from what I've seen is quite similar to ActionScript, and not at all like MXML. Sun seem to be stressing the importance of things like video and the ability to work with vector graphics from industry standard design programs.
I think beauty of Flash is the ability to create your own, nice-looking UI components, whereas Flex is about laying out standard components using tags. So again, it's more like Flash.
Listen to the interview with Adobe's James Ward.
Recently I used both Adobe Flex 4 and Java Fx 1.3.1, I agree both are very powerful Rich internet graphic application development tools.
My take on Adobe Flex 4 is, it is very easy design tool. It take care of lot of programming part by automatically generating the code. So my vote is "Easy Tool". If you make any change to data source , change a label identifier etc, it generates code and corrects any reference inside the code.
Java Fx 1.3.1 is little more difficult as compared to Adobe Flex, but there is no comparison the look and feel, "Graphical Effects" and this best in terms of Java compatibility.
Adobe Flex 4 builder is not free Java Fx 1.3.1 + NetBeans is free. This makes a lot of difference in freelance developer community.
Again this comparison not applicable for "Desktop application" vs "mobile application" vs "web application"
There are further limitations for both in terms of Printing, download application to excel or csv, etc..
I'm a Flex developer with background in Flash - no Java experience. So, I'd normally skip this thread, but I happened to run across this post, just now:
http://www.insideria.com/2008/11/is-client-side-java-losing-gro.html
It contains a short discussion on Java and Flex, but what is most appropriate to your question, Yaba, is the link to a series of articles a group called Sharendipitous is posting about their conversion from Java to Flex - why they made the decision, how they did it, etc.
I'm trying to figure out a decent solution (especially from the SEO side) for embedding fonts in web pages. So far I have see the W3C solution, which doesn't even work on Firefox, and this pretty cool solution. The second solution is for titles only. Is there a solution available for full text? I'm tired of the standard fonts for web pages.
Thanks!
Things have changed since this question was originally asked and answered. There's been a large amount of work done on getting cross-browser font embedding for body text to work using @font-face embedding.
Paul Irish put together Bulletproof @font-face syntax combining attempts from multiple other people. If you actually go through the entire article (not just the top) it allows a single @font-face statement to cover IE, Firefox, Safari, Opera, Chrome and possibly others. Basically this can feed out OTF, EOT, SVG and WOFF in ways that don't break anything.
Snipped from his article:
@font-face {
font-family: 'Graublau Web';
src: url('GraublauWeb.eot');
src: local('Graublau Web Regular'), local('Graublau Web'),
url("GraublauWeb.woff") format("woff"),
url("GraublauWeb.otf") format("opentype"),
url("GraublauWeb.svg#grablau") format("svg");
}
Working from that base, Font Squirrel put together a variety of useful tools including the @font-face Generator which allows you to upload a TTF or OTF file and get auto-converted font files for the other types, along with pre-built CSS and a demo HTML page. Font Squirrel also has Hundreds of @font-face kits.
Soma Design also put together the FontFriend Bookmarklet, which redefines fonts on a page on the fly so you can try things out. It includes drag-and-drop @font-face support in FireFox 3.6+.
More recently, Google has started to provide the Google Web Fonts, an assortment of fonts available under an Open Source license and served from Google's servers.
License Restrictions
Finally, WebFonts.info has put together a nice wiki'd list of Fonts available for @font-face embedding based on licenses. It doesn't claim to be an exhaustive list, but fonts on it should be available (possibly with conditions such as an attribution in the CSS file) for embedding/linking. It's important to read the licenses, because there are some limitations that aren't pushed forward obviously on the font downloads.
Try Typeface.js, you convert your .TTF font into a Javascript file. Full SEO compatible, supports FF, IE6 and Safari and degrades gracefully on other browsers.
No, there isn't a decent solution for body type, unless you're willing to cater only to those with bleeding-edge browsers.
Microsoft has WEFT, their own proprietary font-embedding technology, but I haven't heard it talked about in years, and I know no one who uses it.
I get by with sIFR for display type (headlines, titles of blog posts, etc.) and using one of the less-worn-out web-safe fonts for body type (like Trebuchet MS). If you're bored with all the web-safe fonts, you're probably defining the term too narrowly ? look at this matrix of stock fonts that ship with major OSes and chances are you'll be able to find a font cascade that will catch nearly all web users.
For instance: font-family: "Lucida Grande", "Verdana", sans-serif is a common font cascade; OS X comes with Lucida Grande, but those with Windows will get Verdana, a web-safe font with letters of similar size and shape to Lucida Grande. Linux users will also get Verdana if they've installed the web-safe fonts package that exists in most distros' package managers, or else they'll fall back to an ordinary sans-serif.
And it's unlikely too -- EOT is a fairly restrictive format that is supported only by IE. Both Safari 3.1 and Firefox 3.1 (well the current alpha) and possibly Opera 9.6 support true type font (ttf) embedding, and at least Safari supports SVG fonts through the same mechanism. A list apart had a good discussion about this a while back.
I asked this a while back. The answer is basically that it doesn't work. :(
Check out Typekit, a commercial option (they have a free package available too).
It uses different techniques depending on which browser is being used (@font-face vs. EOT format), and they take care of all the font licensing issues for you also. It supports everything down to IE6.
Here's some more info about how Typekit works:
I've been reading that Adobe has made crossdomain.xml stricter in flash 9-10 and I'm wondering of someone can paste me a copy of one that they know works. Having some trouble finding a recent sample on Adobe's site.
This is what I've been using for development:
<?xml version="1.0" ?>
<cross-domain-policy>
<allow-access-from domain="*" />
</cross-domain-policy>
This is a very liberal approach, but is fine for my application.
If you're using webservices, you'll also need the 'allow-http-request-headers-from' element. Here's our default, development, 'allow everything' policy.
<?xml version="1.0" ?>
<cross-domain-policy>
<site-control permitted-cross-domain-policies="master-only"/>
<allow-access-from domain="*"/>
<allow-http-request-headers-from domain="*" headers="*"/>
</cross-domain-policy>
Take a look at Twitter's:
Here's a nice page w/ some discussion of what to have and not have on the file: http://www.hardened-php.net/library/poking_new_holes_with_flash_crossdomain_policy_files.html
How do you get an instance of the actionscript class Class from an instance of that class?
In Python, this would be x.__class__; in Java, x.getClass();.
I'm aware that certain terrible hacks exist to do this, but I'm looking for a built-in language facility, or at least a library routine built on something reliable.
You can get it through the 'constructor' property of the base Object class. i.e.:
var myClass:Class = Object(myObj).constructor;
Any reason you couldn't do this?
var s:Sprite = new flash.display.Sprite();
var className:String = flash.utils.getQualifiedClassName( s );
var myClass:Class = flash.utils.getDefinitionByName( className ) as Class;
trace(className ); // flash.display::Sprite
trace(myClass); // [class Sprite]
var s2 = new myClass();
trace(s2); // [object Sprite]
I don't know a way to avoid round-tripping through a String, but it should work well enough.
Thanks fenomas. This is the exact thing I was looking for.
I have a class 'Child' that extends from 'Parent'. I need to access Child's static properties from the parent.
I passed myClass when I called the super(); method in the 'Child' class.
If there is a better way to do please let me know.
I would like to develop Adobe Flex applications using Linux and a free environment. I'd prefer a free as in freedom alternative, but as in beer would work as well. ;-)
Are any of you developing Adobe Flex rich internet applications using such an environment? Or should I face the "facts" that Flex Builder is an essential tool for Flex development and that I'm more or less lost without it?
I use TextMate to do some Flex hacking on my home computer (a PowerBook G4 which can't run FlexBuilder) and I have no trouble writing applications. It depends if you are so used to IDE support that you cannot live without it. I like code completion, project management and the debugger in Flex Builder but I can live without it. TextMate isn't free but any text editor that had code coloring for ActionScript would do for me.
I usually use ant to manage my builds and that is free. The Flex SDK is free. That is all you need plus a little patience.
Personally I only have experience with the free aplha release of Flex builder for Linux built on Eclipse. But I must say it is already pretty stable and it provides most features found in the full releases for mac osx and windows. Perhaps the most annoying thing that's missing is the gui editor to quickly lay out your forms.
If you are looking for another option, however, maybe this will be of any help: http://www.williambrownstreet.net/wordpress/?p=78
It's not an IDE though
If you create a set up using the flex-mojos maven plugin you can set up a build environment very easily without the need to have a flex builder license. Then you are able to use any text editor to edit Action Script and run a compile along with FlexUnit tests by simply calling mvn package.
Try the official Adobe Flex Builder Linux Alpha:
http://labs.adobe.com/technologies/flex/flexbuilder_linux/
I haven't used it yet, but I'm definitely planning on doing it.
I just use jEdit and the free Flex SDK for Flex development on Mac OS X and I've been as happy as Larry (however happy he is).
I've added a couple of links below that point to resources for configuring jEdit for AS3 development if you wanna go down that road. AFAIK, what this setup is missing in comparison to Flex Builder is at least code completion, the visual MXML editor and the profiler feature.
I'm afraid so. You can use the command-line tools directly of course and for pure AS coding this is OK since FB isn't that great on the refactoring front. But for MXML, the visual editor is a real plus.
You could try FlashDevelop but personally I found it to be terrible a year ago.
I tried the first alpha version (current is 3) of the Flex Builder under Ubuntu and it was just okay, but not useable for productive (just alpha)
FlashDevelop works only under windows, maybe with wine... and in my opinion it's not a good IDE
FDT is on eye level with the Flex Builder but also not free and I don't know if it runs innately on Linux.
It's some kind of wired but I run a windows installation in VirtualBox and there I use the FlexBuilder...
I dont really think that MXML visual editor is a plus. I can live without it. However I am writing some emacs extensions to support .as files. Its very similar to java-mode and I need some help writing the semantic bovinator parts of the .as file. I am not aware of any public BNF file for ActionScript. I am not a compiler guy. My knowledge of these tools are at best primitive and exploratory. I would give anything to have a free (in speech) development environment for Flex. All in favor of an actionscript major mode for emacs, say Aye.
I use Emacs along with a custom hack to support fcsh (Flex compiler shell) for fast recompile times.
fcsh-compile can be found at this page along with a blog entry.
You can use plugin fb4linux for eclipse in http://code.google.com/p/fb4linux/ It run perfectly in eclipse 3.6 helios, you can choose flex 3 or flex 4 sdk and you can't recognize this plugin with Flex Builder stand alone verson of Adobe with hight light, auto complete code... good luck.
You can get a (kinda) functional Flex environment in Linux with Eclipse and FDT. You can find instructions here.
You can check out the fb4linux solution from this torrent: http://www.alivetorrents.com/torrent/8844946/flex-4-in-eclipse-3.6.0-for-linux
Contains Eclipse Helios with FB4Linux. Runs really fast.
I'm looking for suggestions on Flash realtime servers. Currently, we use a combination of Moock's Unity and Red5, but there are a couple problems. First, we are moving to AS3, and Unity only supports AS2. Secondly, Red5 is pretty flaky for us, we'd prefer something more stable. We can't use the official Flash Media Server, it's a bit out of our price range (starts at $4,500 for a single license).
So far, I've found two servers that look like they would meet my needs, ElectroServer and Wowza Media Server. Does anyone have any experience with these, or have any other servers to suggest? The main features I'm looking for:
Give Wowza a try! I've only used it for webcam recording, but the experience was very seamless, a far cry from Red5. Plus as a developer you can use the full Wowza for free AFAIK, so you don't have to take my word for it. It's easy to install, they have good code samples, it really gave me a good impression.
Another interesting fact is that Wowza is made by ex-Adobe/Macromedia engineers who used to work on FMS.
I vote ElectroServer - it's pretty stable, reasonably priced and I've met the guy who runs the company and he's a swell guy!
For future reference, we ended up going with Wowza. Wowza and ElectroServer seemed pretty close in most aspects, so we tried to do a little demo in each one to compare. We had some trouble gettings started with ES, so we just went with Wowza.
I prefer red5 , it has been developed a lot these lasts months and i found it pretty stable. Once you get one app working the rest is easy and all the requirements you mention are available. If for "more stable" you mean the red5 source code changes too much , yes it does if you use the svn but you could choose one of the old versions and have a pretty good server for a while until you need to move to a newer version.
Also there is nothing like open source , you can change anything and share it so others can help improve it taking something and giving as well, the problem with a commercial solution is that even when you get proffesional support or a pretty stable product you will get the answer "we dont support customized servers" or such when you have very specific requirements, so forget about experimenting :P
Does anyone have an example of script that can work reliably well across IE/Firefox to detect if the browser is capable of displaying embedded flash content. I say reliably because I know its not possible 100% of the time.
SWFObject is very reliable. I have used it without trouble for quite a while.
I agree with Max Stewart. SWFObject is the way to go. I'd like to supplement his answer with a code example. This ought to to get you started:
if(swfobject.hasFlashPlayerVersion("9.0.115"))
{
alert("You have the minimum required flash version (or newer)");
}
else
{
alert("You do not have the minimum required flash version");
}
Replace "9.0.115" with whatever minimum flash version you need. I chose 9.0.115 as an example because that's the version that added h.264 support.
If the visitor does not have flash, it will report a flash version of "0.0.0", so if you just want to know if they have flash at all, use:
if(swfobject.hasFlashPlayerVersion("1"))
{
alert("You have flash!");
}
else
{
alert("You do not flash :-(");
}
I know this is an old post, but I've been looking for a while and didn't find anything.
I've implemented the http://www.featureblend.com/javascript-flash-detection-library.html. It works very well and it is documented for quick use. It literally took me 2 minutes. Here is the code I wrote in the header:
<script src="Scripts/flash_detect.js"></script>
<script type="text/javascript">
if(!FlashDetect.installed){
alert("Flash is required to enjoy this site.");
}else{
alert("Flash is insalled on your Web browser.");
}
</script>
Perhaps adobe's flash player detection kit could be helpful here?
http://www.adobe.com/products/flashplayer/download/detection_kit/
Carl Yestrau's JavaScript Flash Detection Library, here:
http://www.featureblend.com/javascript-flash-detection-library.html
... may be what you're looking for.
Detecting and embedding Flash within a web document is a surprisingly difficult task.
I was very disappointed with the quality and non-standards compliant markup generated from both SWFObject and Adobe's solutions. Additionally, my testing found Adobe's auto updater to be inconsistent and unreliable.
The JavaScript Flash Detection Library (Flash Detect) and JavaScript Flash HTML Generator Library (Flash TML) are a legible, maintainable and standards compliant markup solution.
-"Luke read the source!"
I've used the following at http://whatsmy.browsersize.com and it works fine across FF/IE/Safari/Opera/Chrome:
http://developer.apple.com/internet/webcontent/examples/detectplugins_source.html
To create a Flash object standart-compliant (with JavaScript however), I recommend you take a look at
Unobtrusive Flash Objects (UFO)
well... If you want to detect this, you need javascript, right? And if neither flash or js is enabled/available... you are screwed :D Anyhow, i think the best thing is to use swfObject or something similar :)
I want to talk to a flash server which uses RTMP, but I don't want to use Flash, but rather c# or java.
I was looking at Red5 but their client API seems to be a bit wobbly.
Does anyone have any other ideas?
"RTMP: Flash video streaming protocol" discusses libraries and applications for communicating with RTMP servers.
rtmpdump utility for downloading RTMP video streams uses the libRTMP from XBMC media center. this library is written in C++ and seems to be quite self-contained (at least as used in rtmpdump).
Take a look at commercial JUV Client (http://www.smaxe.com/juvclient.jsf) library that lets you communicate with rtmp enabled servers.
There's a python implementation of the RTMP protocol, RTMPy. Other than that and Red5, I don't know of any other RTMP client implementations. (Well, besides flash itself of course).
What flash server are you using? Some of them allow you to communicate with other protocols as well, such as text-based or XML-based, and those might be better to use than RTMP if your client is not flash-based.
I also started developing a C++ RTMP server. I'll make a C++ client library as well in the near future and, of course, C#,Java and Lua wrappers. Stay tuned on this site or you can become a group member here and get informed right away.
Best regrds
I want to see the stack trace in any function of my code, so i made somthing like this to call it and print the stack trace:
public function PrintStackTrace() {
try {
throw new Error('StackTrace');
} catch (e:Error) {
trace(e.getStackTrace());
}
}
I like to know if there are other way to do this. In some place, the Error class creates the stack trace, but maybe it didn't do it with ActionScript 3.0 so maybe it's not posible, but i want to know.
Thanks!
As far as I know, the only way to make the stack trace available to your own code is via the getStackTrace() method in the Error class, just like you're already doing. In response to the example in your question, though, I would mention that you don't actually have to throw the Error -- you can just create it and call the method on it:
var tempError:Error = new Error();
var stackTrace:String = tempError.getStackTrace();
Also, like the documentation says, this only works in the debug version of Flash Player, so you can wrap this functionality in an if-block that checks the value of Capabilities.isDebugger if you want.
Use the Flex DeBugger (FDB) that comes with the Flex SDK. It's a command-line debugger that allows you to debug .swf, even ones online (if it's a debug version). It allows you to set break-points, print/change variables, and dump the stack, and does not require you to add any extra code. A very useful tool that you shouldn't be without!
The fdb options you will need are 'break' and to specify the class and line where you want execution to halt, and 'bt' or 'info stack' to give you a backtrace of the stack. You can also display almost everything about the application while it runs.
For an interview in a few, I'm not at all familiar with Flash development.
What would you ask?
Honestly, if you yourself aren't a flash developer, I'd caution against interviewing a potential Flash developer, unless you're only doing it to get a sense of their character (as opposed to their skill level). Experience in working with the technology is going to give you a much more realistic perspective - blindly asking questions that other people told you are good ones to ask will get you into trouble.
That said, if you can find someone you know to sit in on the interview with you and provide evaluation from a technical standpoint, here's a few things I'd remind them to ask:
Those are sort of generally useful areas of knowlege, but the true test of profficiency is a practical test - "write a class that meets these requirements", or "this code isn't working, find out why and fix it" are good ways to immediately gain insight into the candidate's work (and thought) process.
Most importantly: even if the interviewee is short on specific knowlege or experience of the subjects you settle on, it's better to get someone who is a fast learner and will easily comprehend new concepts then to get someone who might know a lot now, but will resist learning new stuff.
Flash can be used for a lot of different purposes. If I was interested in 2D animation, I could use Flash to draw characters, animate scenes, add audio, etc. and not know a lick of programming.
On the flip side, I might need to use flash to make an audio player widget for my website. I'd need to know how to do a fair amount of programming (the name of Flash's programming language is ActionScript), but I might not know anything about vector drawing, design, or animation.
What I'm getting at, is just because someone lists "Flash experience" on their resume doesn't mean they've used flash to do anything close to what you want them to do. If you want a graphic designer, animator, artist, etc. the interview will be much different than if you want someone who can program.
This list can go on of course, just some starters.
Do you know Object Oriented?
What do you like in ActionScript3 that ActionScript 2 haven't?
Depending on what you need them for, I would ask what else they know in conjunction with Flash. If it's for anything on the web, 100% Flash should very rarely be the answer and so it's important to have other skills in the tool belt.
Please give me an example of a time when you used a Flash implementation, and later decided you should have used something else. What should you have used and why?
Please give me an example of a time you implemented an interface in [select a technology] and later decided you should have used Flash. Explain why Flash would have been the better choice.
What are the advantages and disadvantages of Flash over other web interface technologies? Give some examples of when you have used different technologies and why.
Hey, I found some good [Interview Questions][1] for Flash Developers on this site...
http://www.flexflashforum.com/viewforum.php?f=43
Can any one post correct answers also..
I have video that I've converted to FLV format. I'd rather host it on my own site than use a service like YouTube. What is the easiest player to use? I'd like to just put the .swf file of the player somewhere on my server, and give it the video as a parameter.
Take a look at OSflv.
JW FLV Player : http://www.jeroenwijering.com/?item=JW_FLV_Media_Player
I haven't tried yet Flowplayer which seems well documented
it is featured on arctic startup and only restriction to use it with opensource licence is to have their logo displayed
This could be the obvious answer but the FLVPlayBack component is really nice if you have a single video you need to throw on a website in hurry. Drag it on the stage - select a control panel - double click controls to edit with the Flash drawing tools - post to the website.You might have to use a FlashVar to get the url into the url but that's fairly trivial...
http://livedocs.adobe.com/flash/9.0/ActionScriptLangRefV3/fl/video/FLVPlayback.html
I prefer the new open source player directly from Adobe: Strobe Media Playback. It's totally free and open source, BSD license. Has plugins for commercialization and CDN. has youtube plugin. You can easily create new themes.
However - documentation at this point is not very good.
I personally checked most of these players, and I'll add more one position: DarkOnyx. Now it's not really a video player, but a video CMS similar to wordpress. The basic idea is pretty simple - you install the player, and add your content via its back-end Control Panel. It's like creating new article in wordpress - takes seconds. At the end you get an embed code that you copy paste anywhere you like. Videos are stored in a database, so you can always edit them/change something etc.
I'm a web dev and for the past few years I was always offering flowplayer to my clients. I switched to DarkOnyx, because it's simple enough, that even a secretary can handle it. At the same time it does not sacrifice functionality.
VLC Media player plays FLV files
I have tried many FLV players and i came across Applian FLV Player. this one has got to be my best. it is light weight, its free comes with an optional audio recorder and no spyware or such. check it out here
With this however you will not be able to embed it into your regular web page.
I'm personally a big fan of JW, though I've heard Floplayer is good too. JW has an enormous number of features and has a very clean interface. It takes less than a minute to set up a video online; I host all my videos myself, mostly video game clips and x264 demos. (Example 1 Example 2 Example 3 Example 4 Example 5)
I use JW FLV Player and it's very good. It also supports FLV streaming so if you use mod_flv with Lighttpd for example you can make you own little youtube. There's also a mod_flv for apache and you also can use a php(or any language of your choice) script to enable streaming.
Any FLV Player, compact easy to use
http://megafonts.free.fr/flv/index2.html
Html code generator + swf flash player, create a web page and share your videos on internet, just a mouse click away!
:)
I think the easiest solution has to be the OSflv in the accepted answer. What could be easier than one line of code?
For completeness, I want to mention the embedded player I am currently considering a front-runner for my own site (Grinderschool.com): The Wimpy Wasp Player available as a demo and for $30 sale at http://www.wimpyplayer.com/products/wimpy_wasp.html
This will help. It's the easiest way I've found to embed flv video and audio on a website. Hope it helps; http://www.siteproweb.com/embed-flv
You can download the free player as well as commercial version for standalone,joomla,magento and wordpress: http://www.hdflvplayer.net/
You can control the player via backend settings
I have just found a new video player that will hopefully do what you need from Yokto here is the link: http://www.yokto.tv Check out my web site http://www.pethealthinsuranceplans.org on the other pages other than the landing page to see the Video player that I choose from. Yokto has multiple players to choose from, setting up is easy took less than 5 minutes per Video Player, has fast down load speed, the player is embedded and best of all its free. Hope this helps.
Part of a new product I have been assigned to work on involves server-side conversion of the 'common' video formats to something that Flash can play.
As far as I know, my only option is to convert to FLV. I have been giving ffmpeg a go around, but I'm finding a few WMV files that come out with garbled sound (I've tried playing with the audio rates).
Are there any other 'good' CLI converters for Linux? Or are there other video formats that Flash can play?
Flash can play the following formats:
FLV with AAC or MP3 audio, and FLV1 (Sorenson Spark H.263), VP6, or H.264 video.
MP4 with AAC or MP3 audio, and H.264 video (mp4s must be hinted with qt-faststart or mp4box).
ffmpeg is an overall good conversion utility; mencoder works better with obscure and proprietary formats (due to the w32codecs binary decoder package) but its muxing is rather suboptimal (read: often totally broken). One solution might be to encode H.264 with x264 through mencoder, and then mux separately with mp4box.
As a developer of x264 (and avid user of flash for online video playback), I've had quite a bit of experience in this kind of stuff, so if you want more assistance I'm also available on Freenode IRC on #x264, #ffmpeg, and #mplayer.
Thanks for that info!
What does 'mp4s must be hinted with qt-faststart or mp4box' mean? Is this some additional metadata that is required for Flash to accept the file for playback?
Our current command is:
ffmpeg -i *INPUT* -s 320x240 -r 25 -b 256k -ar 22050 -ab 48k *OUTPUT*.flv 2>&1
Most encoders, by default (ffmpeg included) put the header atom of the mp4 (the "moov atom") at the end of the video, since they can't place the header until they're done encoding. However, in order for the file to start playback before its done downloading, the moov atom has to be moved to the front.
To do this, you have to (re)mux using mp4box (which does it by default) or use qt-faststart, a script for ffmpeg that simply moves the atom to the front. Its quite simple.
Note that for FLV, by default, ffmpeg will use the FLV1 video format, which is pretty terrible; its over a decade old by this point and its efficiency is rather awful given modern standards. You're much better off using a more modern format like H.264.
Alright, I'm confused by all the buzzwords and press release bingo going on.
Ok, so what I'm hearing is that there's three different parts to the puzzle:
Is this correct?
The term Flash can include any of the other terms defined below, and I find that saying "Flash" without specifying exactly what you mean can be confusing and misleading. Case in point: I'm not sure what you specifically mean when you say "Flash" in your question. Is it Flash Player? The authoring tool? Or the whole collection of technologies that fall under what Adobe calls the "Flash Platform"? To help clear all this up, let me define the technologies involved in creating Flash and Flex content so that we're all using the same terminology here:
Flash Player is a runtime for rich media content in the browser. There is also Flash Lite to run Flash content in mobile devices (although Adobe has announced that they intend the full Flash Player to run on devices in the near future), and Adobe AIR allows content authors to publish desktop applications with web technologies like SWF and HTML.
Flash Professional (often called the Flash authoring tool or the Flash IDE) has traditionally been the primary application used to create content that runs on Flash Player. It is very designer oriented with timelines, layers, and visual drawing tools. Software developers may find this application disorienting and limited compared to other development tools. When someone says, "I built something with Flash", they often mean the Flash authoring tool, but that's not always the case. For that reason, it's good to always clarify to avoid any confusion.
ActionScript is the primary programming language supported by Adobe to target Flash runtimes. The current version is ActionScript 3 (abbreviated as AS3), which has been supported since Flash Player 9. Content created with older versions of ActionScript can still be run in the latest versions Flash Player, but new features are only supported when using ActionScript 3 to create new content.
Flex is a collection of technologies designed to create rich applications that target the Adobe's Flash runtimes. Though saying "Flex" previously had the same ambiguity as "Flash", the Flex brand name is becoming more and more focused on the Flex framework and SDK, described below.
The Flex SDK consists of compilers, a command-line debugger, and the Flex framework. The included compilers are: 1. MXMLC, an ActionScript and MXML compiler to output the final SWF file for deployment to Flash Player. 2. COMPC, a static library compiler for ActionScript that outputs SWC files. 3. ASDOC, a documentation generator built on the compiler technology.
The Flex framework is a collection of ActionScript classes designed to build Rich Internet Applications. It includes things like user interface controls, web services and other connectivity classes, formatters and validators, drag and drop, modal windowing, and component states. These classes are in the mx.* package. Generally, when developers say "Flex" without any clarifying information, we mean the Flex framework and not the product formerly known as Flex Builder.
MXML is an XML-based markup language used by the Flex compilers to make layout and placing components into containers easier. The tree-like structure of XML make the containment hierarchy easier to visualize. MXML is actually converted to ActionScript during the compilation process.
Flash Catalyst is an intermediary tool to convert graphical designs made with Adobe design tools to skins for Flex applications.
Flash Builder (formerly known as Flex Builder) is a development environment that allows developers to build different project types to create SWF files that are deployed to Flash runtimes. It is built on the Eclipse platform and is more familiar to software engineers. Flex projects use the Flex framework. ActionScript projects do not. Adobe has announced that Flash CS5 will bring support stronger integration with Flash Builder and a new project type that supports FLA files, re-enforcing the appropriateness of the name change.
Flash Builder does not replace Flash Professional. Some people who have traditionally used Flash Professional may now choose to use Flash Builder instead. Often, these are software engineers who appreciate or require the advanced development tools offered by Flash Builder or don't work heavily with assets designed in a visual tool. Some developers may write their code in Flash Builder, while choosing to compile their projects in the Flash authoring tool. Often, these developers are also designers, or they are working with other people who are designers. In this situation, there may be many graphical assets created in the Flash authoring tool, and it could be difficult or simply inappropriate to bring them into another environment.
The Flex framework is specifically designed to build applications. It includes many traditional form controls (buttons, lists, datagrids, etc) and much of the code runs on an advanced component framework written in ActionScript. Not everyone is building the sort of content that Flex is designed to create, and Flex does not replace traditional Flash development practices for everyone. It is a better approach for some developers, but may not be right for others. More design-heavy websites, such as those created for movies, music, energy drinks, advertising campaigns, and things like that probably shouldn't use the Flex framework. Similarly, little widgets you put into the sidebar of your website or on your profile in a social networking website may need to be built with pure ActionScript (without the Flex framework) because they require a smaller file size and they probably don't need a big complex component architecture designed for larger applications. When targeting Flash runtimes, your development environment, frameworks, and workflow should be chosen based on your project's requirements and goals.
Adobe Flex Builder is Adobe's IDE for developing applications that will run in the Flash plugin. The Flex SDK refers to the libraries that developers uses to write the applications.
Essentially, the term 'Flex' is the development side and 'Flash' is the run time side of Adobe's technology.
Correction: The term 'Flash' is also used to refer to the Flash IDE which designers use.
Yeah, I was confused by this for quite a while too.
Flex seems to be thier name for the 'Flex Builder' IDE (based on Eclipse), and the general approach of building flash files using mxml and ActionScript rather than the normal flash tools.
I think the mxml and ActionScript approach (i.e. Flex) is designed to appeal much more to programmers, where as the Flash side is designed more to appeal to graphic designers.
The end result of either approach is a .swf file which can be run in the browser's flash player plugin (although with Flex you can target the Adobe Air runtime instead if you want access to the file system and to run offline etc).
My advice would be, if you're coming from a programming background, to start with Flex.
Part of the confusion is that "Flash" means multiple things. Flash can mean one of a multitude of applications, OR the general technology behind SWFs.
There's the Flash CS3 product that Adobe sells. This is generally targeted at designers and uses a Timeline-based approach to creating SWFs. Previously the Flash product was the only way to create SWFs, and SWFs generally were just used for animations and other visual effects not possible in a browser otherwise.
Then there's the Flash Player. This is the application/plugin used to run SWFs. SWFs can also be wrapped in a "Projector" which allows them to run as a standalone app, but that's not as common.
At some point (I don't know when) Flash started to be used for more interactive applications. The Flash product wasn't very well suited for kind of work, as it was designed to create animations. Recognizing this, Macromedia created Flex. Flex is another development environment for creating SWFs, but it targeted more at developers than designers. The latest version is Flex 3. The Flex SDK is freely available and includes a command line compiler, debugger, and the class libraries. Adobe also provides (for purchase) the Flex Builder app, an Eclipse-based IDE for creating SWFs using Flex. There are some free IDEs for using Flex, most notably FlashDevelop, though I don't know of any that provide a visual designer for MXML, the markup language used by Flex to define UIs, or a visual wrapper for the debugger.
If you're approaching Flash from a developer's perspective then you're going to want to use Flex. It's probably a lot closer to what you're used to dealing with, and seems to be the direction Adobe is pushing Flash in general.
Flash is a Runtime Environment - you use the Flash Authoring tool to make some Flash content, and the Flash player processes your content, executes the scripts, and draws the appropriate pictures onto the screen.
Flex is a Development Framework - you use the Flex development tools to define how your component-based content should work, and then Flex generates the Flash content for you. You could have made the same thing with the Flash Authoring tools, but using Flex may let you avoid reinventing some wheels.
In functional terms, Flash is an extremely versatile runtime; it gives you lots of freedom to do anything you want. But if you're building a loan simulator, you probably don't need the freedom to define precisely how all the pulldown menus and screen transitions work. Probably you'd rather that you could just use premade components for that stuff so you can concentrate on the loan stuff. Flex lets you do that, with the cost that it may turn out to be a lot of work if you decide that you do need a lot of freedom to change all the fine details.
Here's another simple view based on how you describe an application you want to develop.
Do you want it to have the highly granular UI capabilities you expect from a workstation (e.g. Windows) application, with a fairly complete set of controls (listbox, combobox, grid, etc.)?
Flex gives you that.
Do you want to deliver it to run in most browsers (i.e. anywhere Flash is installed/installable)?
Flex gives you that, because it runs in the Flash virtual machine.
Do you also want to be able to offer it to run in the OS, not in a browser (with minimal coding changes?)
Flex can give you that, by allowing you run it, not in the Flash VM, but instead in the Adobe AIR VM (which has versions for Windows, Mac, and Linux) which provides wrappers for common OS resources like the filesystem, OS dialog-box UI components (e.g. "Open/File/ etc.)
Are you OK using javascript as the development language? You need to be, because it's the only language supported, in the form of ActionScript, which is a proper superset of javascript - it accepts javascript code directly.
So the partioned pieces are:
A runtime environment, either the Flash browser plugin, or the AIR runtime (the native OS equivalent).
Actionscript as the development language.
A bunch of libraries of controls and other resources, i.e. the typical Window, Frame, Combobox, Listbox, Image container, TextBox, TextArea, a wysiwyg-y RichTextArea, etc.) These are the province of Flex.
With the above resources alone, you can use the free command-line compiler to build applications in the same fashion as you would with any other command-line-compiler language with libraries.
Then, if you want a fancy IDE, there's Flex Builder, which is a set of extensions to good-ol' Eclipse (for several hundred $$). Or there are several other IDE's that are more or less equivalent.
This is not a "proper answer", but not long ago I wrote a very concise post on my blog trying to answer precisely that question:
What is the difference between Flex and Flash?
The way I keep it clear in my mind and explain it to others is as follows:
Choose the right tool for what you want to create.
If you want to write an APPLICATION using Flash technology, use Flex.
If you want to create an ANIMATION using Flash techology, use traditional Flash.
Flex is optimized for application construction (but you can create primitive animations using states) and it compiles into a SWF.
Flash is optimized for animation construction but you can also create applications with some extra work, and it compiles into a SWF.
Once you have your SWF you can play in your Flash player, although Flex requires Flash 9 or higher.
In conclusion
Application -> Flex -> SWF
Animation-> Flash -> SWF
Hope this helps.
Flex is a development framework that compiles xml and actionscript into a SWF, which runs on a client machine accessing a website. It can also run as a desktop application using Adobe AIR. Flash uses a drawing canvas instead of xml. Compiled SWFs can be referred to as Flash, which adds to the confusion. You may find Flex similar to ASP.NET, which takes xml and c# (vb.net, etc) and compiles into a dll. Of course, ASP.NET runs on the web server.
If you are choosing between Flex and Flash for an application, consider whether the application will be based around data. If you want to make a pretty spreadsheet application, Flex would be the way to go. If you are creating a video game or some sort of presentation, you would probably want Flash.
Following up on this, I found a very useful article on the subject:
Adobe Flash and Flex?Which Makes the Most Sense for Your Project?
The Flash Integrated Development Environment (IDE), otherwise known in its current version as Flash CS3, is an ideal tool for developing character animation or linear animation projects. These are projects that require little coding and can be effectively implemented with the Flash IDE timeline.
In other words, Flash CS4 is very tightly bound to the timeline - good for linear sequences or animations. While one can add loops and interactivity in the form of jumping to new points on the timeline, it is limiting for projects which cannot easily be mapped out in terms of progression over time.
It is, in simplistic terms, an animation tool with very powerful interactive features - creating and composing new elements on the fly, and jumping around on the timeline allows one to create applications, and the Flash CS4 IDE makes this relatively easy, but it's not a great platform for application style software.
Flex was built as an answer to that - while it makes use of the same elements and exposes the code, it is not bound to a timeline, and has more in common with object oriented programming languages than animation languages.
The Flex Builder IDE includes both the programming IDE, as well as a GUI designer for quickly building interfaces, and a few other tools for developing applications that run on the flash player.
Flex is a framework FlexBuilder is an IDE (in an attempt to resolve the confusion between the 2, adobe is renaming FlexBuilder to FlashBuilder)
if you do not know what a Framework is:
Flex is to Flash as what CodeIgniter is to PHP
or like what .net is.
I like to think of a framework as extending a language like you would extend a class in OOP.
Flex and Flash have different target audiences. Flex is more geared towards developers where as Flash is more geared towards designers and artists.
Flashdeveloper has been mentioned as a free tool to develop flex applications. I just want to add a free tool to design applications (create an MXML file using a designer): designview. It's available directly on the adobe website, it's an air application that is basic but that give the possibility to take a look freely and easily to the possibilities of flex.
Flex is a free and open source framework based on ActionScript to develop SWFs and AIR applications. Flex Builder (now renamed to Flash Builder as of version 4, to avoid the confusion) is a commercial IDE from Adobe to develop SWF/AIR using the flex framework. While flash (CS3) is good for animation related stuff, flex is good for application/ui related stuff. Adobe positions flex as an RIA (Rich Internet Application) framework.
Flex runs on Linux, too, while Flash doesn't.
Flex is kinda Flash CS 4 second edition.
Flex is less graphical, as it separates compiler and IDE, which allows for command line compilation (makefiles, large projects so to say) which allows for alternative IDE's to Flash.
Edit:
Flex lacks some classes that Flash CSX has (e.g. fl.controls), while Flash lacks some classes that Flex has (e.g. mx.controls or mx.alert).
All in all:
You can have your own Flash compiler for free by downloading Flex 4 SDK and FlashDevelop. But it is no substitute for Flash.
Flash produces much smaller files (e.g. Flash compiles a project to 100 kB while Flex is compiles the same project to 500kB). So Flash is for internet multimedia applications, while Flex is for desktop multimedia applications.
Flex Builder 3 --> Flash Builder 4, even though you use it for Flex. You can also use it for Flash. If you really want to learn about all this stuff, you should just buy a veteran lunch for a day because it will save you MONTHS. Adobe makes some cool products, but is also well-known to be a lazy company, and this leads to extremely poor documentation. Unless you are a fan of "livedocs," which is a term Adobe coined to describe "slow and bloated HTML."
"Adobe Flex is a collection of technologies released by Adobe Systems for the development and deployment of cross platform rich Internet applications based on the proprietary Adobe Flash platform."
Flash is a programming language rather similar to JavaScript but with support for static types.
Flex is a flash library that is intended to help people program in Flash on a much higher level.
It may be helpful to some to think about this as Flex over Flash being like MFC over C++.
Flex is basically a language that compiles down to a flash "movie" or "applet", that will run in the Adobe Flash player plugin.
In very simple terms, Flex technology uses MXML to create applications. MXML is analogous to HTML and Flash components is analogous to something like form elements.
MXML basically allows you to specify what Flash components (such as a table, dropdown list, or something custom that you build in Flash) go on an application screen.
This is a very simplified answer, but that's how I tend to explain Flex.
(Flex Builder is an environment for you to develop Flex apps and Flash apps)
I'm a little lost here. I don't know flash, but I want to learn - especially since Adobe's opened up the spec. I don't want to learn badly enough to shell out for the real tools, though.
What sort of toolchain is available for flash/swf/flv/etc compiling, processing, converting, etc? What do I need to know, and where should I start?
Please check out this site. Loads of information for you there...
You can use the Flex SDK to develop Flash web sites. The mxmlc compiler is not just for Flex, it can be used to compile pure ActionScript code too.
Just make sure that the class you compile is a subclass of DisplayObject.
I personally don't know anything about flash but maybe FlashDevelop is what you are looking for.
Alright, it looks like Flashdevelop is one of the better options, and includes all the tools needed to develop a "hello world" (ie, no need to get and use a separate compiler).
There is a pretty good overview and tutorial from Flashmagazine, and many tutorials in the Flashdevelop forums.
Now I just need to dig in...
OpenLaszlo is great for developing flash applications. And free.
This is very similar to a previous question, check that one out too: http://stackoverflow.com/questions/21174/foss-tools-for-flash-development#25196
HaXe provides a free Flash compiler, but it lacks any kind of graphical IDE. The FlashDevelop site claims that FlashDevelop can integrate with HaXe.
I use a combination of MTASC to compile ActionScript code and SWFMill to combine compiled code and graphical resources into an SWF file. Admittedly, I did get the hang of ActionScript with the Flash IDE first, although I guess if you've already been programming for a while (especially JavaScript) it's easy enough to get the hang of.
Ok, this deserves a new answer - OpenLaszlo is amazing. I'm going to have to check this out in more detail.
Thank you so much! This may be the solution to a related issue I've been mulling over for a few years!
One of the things I miss the most in ActionScript is the lack of operator overloading, in particular ==. I kind of work around this issue by adding a "Compare" method to my classes, but that doesn't help in many cases, like when you want to use things like the built in Dictionary.
Is there a good way to work around this problem?
Nope.
But it doesn't hurt to add equals methods to your own classes. I try to never use == when comparing objects (the same goes for ===, which is the same thing for objects) since it only checks identity .
Sadly all the collections in Flash and Flex assume that identity is the only measure of equality that is needed.
There are hints in Flex that someone wanted to alleviate this problem at one time, but it seems like it was abandoned: there is an interface called IUID, and it is mentioned in the Flex Developer's Guide , but it is not used anywhere. Not even the collections in Flex use it to determine equality. And since you are asking for a solution for Flash, it may not have helped you anyway.
I've written some more about this (in the context of Flex) on my blog: Is there no equality?.
My company develops several types of applications. A lot of our business comes from doing multimedia-type apps, typically done in Flash. However, now that side of the house is starting to migrate towards doing Flex development.
Most of our other development is done using .NET. I'm trying to make a push towards doing Silverlight development instead, since it would take better advantage of the .NET developers on staff. I prefer the Silverlight platform over the Flex platform for the simple fact that Silverlight is all .NET code. We have more .NET developers on staff than Flash/Flex developers, and most of our Flash/Flex developers are graphic artists (not real programmers). Only reason they push towards Flex right now is because it seems like the logical step from Flash.
I've done development using both, and I honestly believe Silverlight is easier to work with. But I'm trying to convince people who are only Flash developers.
So here's my question: If I'm going to go into a meeting to praise Silverlight, why would a company want to go with Silverlight instead of Flex? Other than the obvious "not everyone has Silverlight", what are the pros and cons for each?
I think you should look at Silverlight as a long-term play, just as Microsoft seems to be doing. There's an obvious balance on when to use Silverlight vs. Flash when you're concerned about reach and install base, but here are some reasons Silverlight is a good direction to move in:
Second mover advantage - Just as Microsoft built a "better Java" with .NET, they're able to look at how you'd design a RIA plugin from scratch, today. They have the advantage of knowing how people use the web today, something the inventors of Flash could never have accurately guessed. Flash can add features, but they can't realistically chuck the platform and start over.
Developer familiarity - While Silverlight is a new model, it's not entirely unfamiliar to developers. They'll "get" the way Silverlight works a lot more quickly than they'll understand firing up a new development environment with a new scripting language and new event paradigms.
Being rid of the timeline model in Flash - Flash was originally built for keyframe based animations, and while there are ways to abstract this away, it's at the core of how Flash works. Silverlight ditches that for an application-centric model.
ScottGu - ScottGu is fired up about Silverlight. Nuff said.
Cool new features - While Silverlight still has some catching up to do with Flash on some obvious features (like webcam / mic integration, or 3d / graphics acceleration), there are some slick new technologies built in to Silverlight - Deep Zoom is one example. I'm seeing more "revolutionary" technologies on the Silverlight side, while Flash seems to be in maintenance mode at this point.
There's two questions here: Silverlight vs. Flash as platform and Silverlight vs. Flex as RIA framework.
The first question depends on your timeframe. Flash Player has over 95% reach, Silverlight has no way near that. However, Silverlight may get there, it is after all backed by Microsoft. If you aim to launch a site next week and want a huge audience, Silverlight is not an option. If you aim to launch a really cool application that everyone would want to use it's a bit different, if your app is good enough your target audience may install Silverlight just to be able to run it.
As for the second question its a matter of how easy it is to develop applications in Silverlight. Flex isn't just a set of widgets, it's a very big framework that does a lot of thing that ease the work of the developer. You could write the same applications using only the core Flash API, but it would be very much more work. Depending on what's available in Silverlight, this should be an important factor when deciding. If you can cut development time, is having two platforms worth it?
I think Silverlight is most advantageous for companies that have .NET developers but noone with designer experience.
Skill sets will be easier to find as far as finding C# or VB developers vs finding ActionScript guru's. However there is the trade off:
Design experience is an investment not only in Designers with artistic skill, but also in the knowledge and tools provided by Adobe. You can nearly guarantee that a professional designer uses a mac and has experience with Adobe tools.
Right now the Silverlight designer tools are half baked and can be a headache. For instance Blend errors when trying to render any xaml containing an IValueConverter, this is problematic. I have no idea what the Adobe developer experience is, I'm sure it is as hairy.
So at this stage of the game it comes down to human resources:
If you have .NET experience and little invested in Design skills go Silverlight. Programming skills/tools will be transferable. If you have Design experience and skill set go with Flex. Designer skills/tools will be transferable.
Either way both client platforms require communication with services to get data, so you will always leverage your existing programing expertise on the back end.
Paraphrased Jon's opinion from a different point of view:
I think you should look at Flex as a long-term play, just as Adobe seems to be doing. There's an obvious balance on when to use Silverlight vs. Flex when you're concerned about reach and install base, but here are more reasons Flex is a good direction to move in:
Second mover advantage - Just as Adobe built a "better Java Applet" with Flash, they're able to look at how you'd design a runtime from scratch, today. They have the advantage of knowing how people use the web today, something the inventors of existing client platforms could never have accurately guessed. .NET can add features, but they can't realistically chuck the platform and start over.
Designer familiarity - While Flex/AIR is a new programing model, it's not entirely unfamiliar to designers. They'll "get" the way Flex works a lot more quickly than they'll understand firing up a new design environment with new feature poor tools and new animation paradigms.
Being rid of the RGB color model in Silverlight- .NET was originally built for windows and it is at the core of how it works. Flex ditched a long time ago for an design-centric model.
All your tools run on your mac. Nuff said.
Cool features - Silverlight still has some catching up to do with Flash on some obvious features (like webcam / mic integration, or 3d / graphics acceleration).
We are doing both silverlight and flex, and here are developer's point of view for both.
Pros of Silverlight:
Cons of Silverlight:
e.g.
// this is possible in flex..
// but not in silverlight
<mx:TextBox id="firstName"/>
<mx:TextBox id="lastName"/>
// display full name..
<mx:Label text="{firstName.text} {lastName.text}"/>
Pros of Flex:
Cons of Flex:
Conclusion
The problem with Silverlight, is that there's still a lot of people who don't have it installed. Also, I"m not sure how well your existing .Net developers will be able to leverage their existing skills if they are only familiar with more traditional server-side .Net coding.
What are your reasons for pushing Silverlight over Flex? If you have to ask the SOFlow community for reasons, it seems odd that you would be so willing to push it.
Another advantage of Flex development is that you can switch to developing desktop applications (Adobe AIR) with the same source code (and same IDE) and distribute them from web. You can check out http://labs.adobe.com for the future of Flash platform.
Update Q3/2011: Flash 11 supports low-level 3D acceleration, and there are already many frameworks and major engines (Unreal Engine 3, Unity) supporting it. The selling point for the future, however, is that AIR application will work on Windows, Mac, Android, Playbook, and iOS platforms (Linux support has been dropped). With an absolute minimum of hassle between porting between those (at least when you have Adobe CS5.5+).
Not to forget:
Flex is very much cross platform, as it is compiled using as Java compile which means that you can easily use Mac or Linux when developing Flex applications. I've my current cruisecontrol setup (which uses Linux) I build build Flex applications, but the development guys uses both Mac, Linux and Windows.
In my experience, java developers feels quite at home in Flex Builder since it is based on Eclipse.
You will never get an fair vote to this question on SO as it has so many Microsoft devs.
Also, people will probably down vote this answer, which says it all really.
I say let your developers try both platforms, and see which they prefer.
To answer the comments below, I just noticed that while there are lots of answers recommending Flash / Flex, the ones for Silverlight have many more up votes. It's not a matter of lying, it's just favouring what you're familiar with, not necessarily the best platform.
At the end of the day, your developers should not be dictating your technology. This is absolutely a product decision that should be based on your users.
If you are deploying to the consumer Internet, the Flash Player or AJAX is the way to go. If you're deploying to a private LAN for a .net enterprise, you have options.
Silverlight programmer's don't know what they're missing out on, when it comes to Flex. Silverlight lacks the component model and event triggering capabilites that Flex has. Using XNA, and C#, a friend of mine has to jump through all kinds of hoops to get his Silverlight application to work. Then, it has to be handed off to a designer to get it to look half way decent.
Listen to the deepfriedbytes.com podcasts on Silverlight, and you'll hear how even a couple guys that really push Silverlight, acknowledge some of these issues. (I think, if I recall correctly, one of the guys works for Microsoft, but I could be wrong - I listened to it last week). They agree that Silverlight isn't quite ready for any huge applications, in its current state.
I would go with Flex, for a nice clean, straightforward approach - especially if you're already familiar with Flash and ActionScript 3.0. Flex makes alot more sense, in my opinion - Silverlight still has to mature.
Asa graphics designer, I've used Flash (on and off) over the last few years, and Silverlight (and its big brother WPF) over the last 1.5 years. Based on what I've heard from my team (all of whom are developers or former developers, if your .Net developers will be doing all the programming, go with Silverlight. I love Flash, but even with the OOP overhaul to ActionScript 3 in Flash 9 and up, it's still a somewhat quirky language, and going back and forth between AS3 and C# will probably drive your developers nuts :-).
For your designers, do the following:
Get them a copy of Expression Blend, the GUI development tool for Silverlight/WPF.
Blend has a somewhat steep initial learning curve, and the interface throws a ton of variables/options at you, so invest in some training, and give your designers time to get up to speed with the UI.
Speaking of training, get a subscription to the Lynda.com video library, esp. the Lee Brimelow Expression Blend training course.
Caveat emptor: Blend and WPF change rapidly, so sometimes you'll run into bugs in Blend that are fixed in the next beta/CTP of Blend. E.g. There was a bug in Blend 2 that prevent my storyboards (animations) from working in a recent project. I upgraded to Blend 2.5CTP, and it worked.
Silverlight content doesn't always seem to work with the latest Beta of the Silverlight plugin, just something to keep in mind if you're testing some new feature that's only available in the latest Silverlight plugin.
Invest in a powerful system (Quad Core, 4Gigs of RAM, etc.) Blend consumes a lot of resources, esp. when you have tons of layers. E.g. I'm working on an app with over a 100 layers(!) in the base app (and another 100+ in some of the user controls), and about 40-50 storyboards. Every few minutes, I have to restart Blend, because the UI stops responding (but doesn't freeze). Either that, or move everything you can into user controls.
My team used to write rich web features in Flex, and now writes them in Silverlight.
Our reasons for this switch:
The rest of our project is .Net and C#, you may find all these issues less significant in a Java shop.
As Kibbee hinted at above, the argument of leveraging existing .Net developers doesn't hold much water. It is impossible to be an expert in all facets of .Net development. The platform is just too big. The same goes for Java. The only thing Silverlight has going for it from a skills perspective is that you can code in your favorite .Net language. That advantage is fairly small if you are already doing any significant web development that utilizes JavaScript since Action script is a variation. So really to convert a programmer to either Flex or Silverlight is all about learning the platform's API.
I think Silverlight and XAML is preferable to ActionScript, and though I'm not familiar with ActionScript IDE's, I am familiar with VS2008 and Expression Web/Blend, and they are very good development environments and getting better all the time. I would go with Silverlight, and I think the key to getting users to install the plug-in is to have a good plug-in detect page that explains what SL is and why they need it. For an example of this, go to http://memorabilia.hardrock.com/ and try it with your SL plug-in disabled.
We went through this same issue and Flex won hands down. Our .NET developers were concerned at first, but after working so long in the pain of Ajax and JavaScript, they now LOVE and really enjoy working in Flex.
Here's a simple test for you . . . try to find at least 3 examples of real-world Silverlight applications (that aren't games, video players or gadgets). Then do the same for Flex.
Although I have done work with Silverlight and am pretty excited about the ability to have apps living outside of the browser, one huge benefit of AIR is that is provides access to native drag and drop functionality. This allows you to build very user-friendly image or document uploads features (e.g. Flickr uploader). From what I heard, MS is not focusing on that kind of support yet (i.e. no plans announced).
I use this rule of thumb: if your company is developing internet based multimedia software, and has customers with all sorts of platforms, and you are not doing database intensive applications Flex is the definite answer, if your company develops both internet and DVD based products, less interactive but more intensive (CPU, Memory) and uses ridiculous amount of database transaction Silverlight makes more sense
Someone said: "Find 3 real world silverlight applications". Ok, I knew some off the top of my head but I googled it anyway. The list:
Oh, not video players? Well that leaves the UFC application (it's a hybrid video/chat/other stuff) and the AOL email client. Silverlight excels at video and that's where it's gaining it's foothold but that doesn't mean it can't do other things. I see no reason to dismiss it just because it does video well.
Infoworld [link] said that "Silverlight has substantial technical merit and relatively good performance. It's a very capable RIA technology that's especially useful in the hands of programmers with .Net experience and designers with XAML experience." It's a good article for you to read regarding your question.
My answer: if you have a team of devs that are comfortable with .NET then Silverlight should be first on your list. If not, then it's a real tossup. I've seen articles say that Visual Studio is a superior development platform compared to what you use with Flex. But Flash is damn near ubiquitous.
Also keep in mind that Silverlight 2 uses almost no Javascript (I think none, but I'm not positive). So any avoidance of Silverlight because of JS is unfounded.
If performance matters, Silverlight wins there. I've seen my browser's CPU usage go to 100% many times and killing whatever window is running Flash always got rid of it. It's especially obvious in Chrome where you can see the process that's consuming your CPU. If your interested in Silverlight for gaming potential, look for QuakeLight, the Silverlight port of Quake. It's shaping up really well.
I really think it comes down to where your developer talent lies and what kind of application you'll be delivering. Simple game? Flash. Line of business app? Silverlight. In-between? Go with what your devs recommend.
If you know .NET, Silverlight 3.0 is the way to go. I'm using it and I love it. I don't have to mess with AJAX or JS BTW (I have no idea what that guy was refering to, maybe SL 1.0) For data it's mostly async WCF calls (LINQ to SQL behind WCF) or XML files or RIA Services. It let's you use most shader FX, it has styles, control templates and the native access windows/mac clipboard. I can run high def video and most processes run very well even under slow CPUs. I also enjoy the data binding, control binding and the observable collections save me a lot of time. PLUS i can use LINQ, major time saver, not to mention using Visual Studio to debug with.
I'm developing enterprise .NET applications, so I know my install base and they will install the add-in (30 seconds usually). For a front end website, you may lose some users who don't want to install silverlight or don't run Mac or Windows. You CAN have apps with SL outside of the browser with 3.0.
I may be a biased .NET guy but I've been developing so quickly I have to recommend it.
Interesting thread. Reasonably well balanced answers/comments. To see what Silverlight can do that Flash could not (lack of multithreading): http://www.youtube.com/watch?v=Fad8aB3THqg
For broader discussion on Flash versus Silverlight versus HTML5: search for "silverlight tv 21"
You seriously shouldn't use ANY of these ActiveX2.0 technologies. Neither Silverlight nor Flex...
First of all, both of them are nothing more then "distributed winforms frameworks with support for being ran in the browser", second of all they don't port well to other devices (specially true for Silverlight), thirdly they don't work good with other portions of your page. They don't work well for disabled people, etc, etc, etc. List goes on into infinity...
Adobe and Microsoft both tries to hide this fact really hard, but at the end of the day both Silverlight and Flex is nothing but ActiveX in a new wrapping...
Sure they run in sandboxes, are managed languages and all that. But it's still a big piece of BLOB being downloaded to run locally in your browser, AKA ActiveX...
Assuming that you already know C# or .Net and don?t have experience in flush or jscript.
So I think it comes does to your choose between ?pain of deployments? and ?cost of programming?
I'm aware of FusionCharts, are there other good ones?
http://teethgrinder.co.uk/open-flash-chart/ seems really sweet. I suggest you give it a look.
UPDATE: Open Flash Chart 2 is out: http://teethgrinder.co.uk/open-flash-chart-2/
Is there a reason that you want it in Flash? If a plain, old PNG will work, try the Google Chart API.
XML/SWF Charts does Chart off XML:
I know you said flash, but this is a good silverlight chart api. http://www.visifire.com/. Always good to keep your options open right?
Had to plug silverlight, but you can also take a look at Yahoo!'s YUI charting component.
I think the best Flash charts are amCharts - nice looking, highly customizable and free (if you don't mind the link back to amcharts.com)
open-flash-chart because you can't resize a .png and .png has no tooltips. Also why would you send all your data to google? Do you trust them that much?
I can vouch that I've had good experiences with PHP/SWF charts (and by extension, the XML/SWF charts too). It's easy to create really subtle chart effects. Pie charts fading in one slice at a time looks fairly professional without being annoying.
Edit: Scratch that, Open-Flash-Chart looks WAY better. I recede my suggestion.
Adobe's data visualization package is now free after the release of Flash Builder 4.
Charting and other libraries are on this site - http://opensource.adobe.com/wiki/display/flexsdk/Download+Flex+4
MultiChart, because it beats all the others in all parameters. http://chart.sqlcode.org
I am interested in learning how to write Flash programs, but I'm not ready to shell out the big bucks for Flash CS3 Professional. What's the best compromise between affordability and education?
Edit: @sparkes: Given that this is for personal education only, and not something I'm likely to use for professional purposes anytime soon, I'm very unlikely to spend the $400 on the full version of CS3.
I'll clarify my question: What is the best alternative to CS3 for developing Flash applications?
What type of Flash programs are you looking to write?
If you are planning to write applications that use a lot of controls like text boxes, lists, menus etc, I would recommend learning Flex (which runs in Flash Player 9+) (http://www.flex.org or http://www.adobe.com/go/flex).
Flex is open source so you can actually build Flex applications without having to pay for anything. However the purchase of Flex Builder from Adobe will most likely save you a lot of development time.
Flex Builder 3 Pro is also available free for educational use. (http://www.onflex.org/ted/2008/03/free-adobe-flex-builder-3-pro-for.php)
Here are a few Flex Application examples:
The Flex compiler is actually free, it compiles both MXML (the "language" flex applications are written in) and Actionscript 3. You can run it from the command line if you so please, but I really recommend using an IDE like the excellent Flash Develop. This method may be a bit daunting for people that never used a command line compiler before, but if you have, it should be pretty straightforward.
Also this isn't exactly ideal for making animations, graphics and such, then you're better of with Flash CS3. But for plain coding this is way better, AND free.
Assuming your using Flash as an interface rather than a video/animation player, I would suggest Adobe's Flex in a Week tutorials. They only have 3 days so far, but it's a great way to learn, especially if you have a programming background. The run through a flash video player for lessons, then there is an exercise to implement the features in a growing program you create.
as grapefrukt said, Once you've gotten your feet wet in flex, you may want to explore the open source side, since you're looking for inexpensive solutions.
You can try the OpenLaszlo Project. Though you have to learn their LZX programming to build your flash app.
What is the best alternative to CS3 for developing flash applications?
Another compiler for ActionScript 3 exists(haXe), and for ActionScript 2. You'll need to combine compiled ActionScript resources into an SWF file using SWFMill. This system has the advantage over the Adobe Flex compiler of being easily redistributable - you can make an application that compiles its own Flash applications, for instance.
Otherwise, the best alternative to Flash CS3 (actually, now Flash CS4) is simply a previous version of Flash - the old Macromedia license agreement actually allowed you to resell your copy of Flash, all perfectly legitimately. This often comes as a surprise to those used to the Microsoft model of software licensing. You can find older versions of Flash on eBay and Amazon. They do still tend to attract quite high prices, though, as they can still be used as an upgrade route for the latest version.
You can always try Flash Kit, which has been around a long time.
For education purpose, you definitely can use Flex Builder 3/4 to develop Flash site.
In contrary to many thoughts, using Flex Builder (Flash Builder for version 4, or FB) doesn't mean using Flex SDK (consists of Flex framework and many built in utility classes that may unnecessarily enlarge your SWF file size). FB can help you to create a pure AS3 Project as well. In this case, not only acts like a compiler, FB is also a professional IDE, which provides you many developer tools that a designer's tool like Flash CSx Professional will always lack of.
Does the Flash Trial version not last long enough (30 days) for you to evaluate if Flash is the right choice for you?
@Bill, no probs, reading between the lines isn't my strong point sorry for any confusion :)
I have a friend who volunteered at a science festival where they needed her to demonstrate "how control sequences can be used to make flexible animations" aka "Sweet! You poke his nose and he stops juggling!", and provided the tools with which to do so. One "free" copy of CS3 comin' up.
So consider getting involved with organisations like science museums that have much bigger worries than a $400 licence. Also, you'll help protect your country's valuable tech industry by raising the next generation of geeks.
What is the best way to display Flash content in a C# WinForms application? I would like to create a user control (similar to the current PictureBox) that will be able to display images and flash content.
It would be great to be able to load the flash content from a stream of sorts rather than a file on disk.
While I haven't used a flash object inside a windows form application myself, I do know that it's possible. In Visual studio on your toolbox, choose to add a new component. Then in the new window that appears choose the "COM Components" tab to get a list in which you can find the "Shockwave Flash Object"
Once added to the toolbox, simply use the control as you would use any other "standard" control from visual studio.
three simple commands are available to interact with the control:
which, I think, are all self explanatory.
It would be great to be able to load the flash content from a stream of sorts rather than a file on disk.
I just saw you are also looking for a means to load the content from a stream, and because I'm not really sure that is possible with the shockwave flash object I will give you another option (two actually).
the first is the one I would advise you to use only when necessary, as it uses the full blown "webbrowser component" (also available as an extra toolbox item), which is like trying to shoot a fly with a bazooka. of course it will work, as the control will act as a real browser window (actually the internet explorer browser), but its not really meant to be used in the way you need it.
the second option is to use something I just discovered while looking for more information about playing flash content inside a windows form. F-IN-BOX is a commercial solution that will also play content from a given website URL. (The link provided will direct you to the .NET code you have to use).
Sven, you reached the same conclusion as I did: I found the Shockwave Flash Object, all be it from a slightly different route, but was stumped on how to load the files from somewhere other than file on disk/URL. The F-IN-BOX, although just a wrapper of the Shockwave Flash Object seems to provide much more functionality, which may just help me!
Shooting flys with bazookas may be fun, but an embeded web brower is not the path that I am looking for. :)
For those that are interested here is a link (that I have just found) on embeding flash in C# Winforms applicaitons: Embedding and Communicating with the Macromedia Flash Player in C# Windows Applications
I upvoted Sven's answer but just a little note: using the WebBrowser component is quite manageable, and in fact, it's intended for exactly this kind of use (embedding in application UIs). You can point the browser control at a URL, sure, but you can also exactly specify the content it contains, respond to events, and so forth. There's even an embedded resource protocol/scheme (res://) which you can use to reference embedded resources.
But obviously if the Flash component itself is clean, that's a better way to go :)
As CodingTheWheel has pointed out, my choice of wording is indeed a bit off.
I believe that you should use the webbrowser component only as a last resort for your problem, but it will manage just fine if you should decide to use it.
+1 for using the WebBrowser control. It's built into the framework (2.0 or later), so you don't need to worry about A) deploying anything new/separate as a part of your application and B) doing any sort of COM/Interop stuff from within your managed code.
Our application uses the control to display training screencasts directly inside the application. Provided the user has an internet connection, we're good to go -- though the WebBrowser control can just as easily open from a local disk or dynamic content you're generating.