I want to display HTML formatted content from various sources inside a Flash Flex application. Flash supports HTML formatting in its text fields, however it is very limited compared to a web browser. Are there any scripts out there that will convert common HTML formatted text into a format that Flash can handle? My particular use cases are:
I'm open to code that runs either on the client or the server, but server is probably preferable.
The subset of html tags supported is quite poor and has not changed in forever:
<a>, <b>, <br>, <font>, <img>, <i>, <li>, <p>, <textformat>, <u>
This means is that regardless of conversion quality, html cannot be rendered as fully intended; you could also be giving up a significant portion of css styling if you replace unsupported tags with more basic ones.
That being said, http://simplehtmldom.sourceforge.net/ (PHP) would work with some tweaks and it's competent enough to cope with invalid markup as well (seeing how you're after processing content from various sources, I'd say this feature alone would save a lot of pain in the long run) - than replace
<h1>,...,<h6> => <b>
<strong> => <b>
<em> => <i>
and plaintext the rest of it into paragraphs you'd be surprised at how readable it would still be. You could be a bit fancy too like so:
<h1> => <b class="header1">
and add some css as appropriate (although flash css support is pretty limited too)
I've been saving this one for desert - you'll either love it or hate it but it would do the trick. Assuming your app is deployed in-browser (if not and I misread you, save me the embarrassment and stop reading right here) you could use an iframe to display your html, seriously.
JS<->AS communication is fairly straightforward and you could have it positioned over a predetermined area of your app, giving the illusion that it's part of it; just remember to set windowmode on the flash object/embed correctly so it does not render on top of other page elements, then increase the iframe z-index.
I would not be surprised if this is seen as an "ugly" approach, but it's beautiful on the inside - you'll end up with verbatim html and real css support. As for user interactions, you could even intercept link clicks etc. in the iframe and request an action from the movieclip.
You can use HTMLPurifier and specify a whitelist of tags that you want to support.
AS3 HTML Parser Library is not quite what I'm looking for, since it does not convert the HTML but instead renders it within Flash, meaning that it wont be editable. But it may be useful in some cases that I only want to display and not edit text.
Another option is to look at several sample HTML that I'd like to be able to display, and then write regex to convert them to the format Flash/TLF expects. But I feel like that may be a huge endeavor, due to the wide range of HTML out there.
inspired by the question int a[] = {1,2,}; Weird comma allowed. Any particular reason? I remembered a question concerning the syntax in Adobe's Actionscript.
For some reason it is possible (at least in Flex 3) to assign a value to a variable before it was declared:
public function foo() : void {
a = 3;
var a : int = 0;
}
Does this make any sense..? Is this a bug in the Adobe FlexBuilder compiler? Or is this due to maybe some legacy to older Ecmascript editions?
An interesting implication of the lack of block-level scope is that you can read or write to a variable before it is declared, as long as it is declared before the function ends. This is because of a technique called hoisting , which means that the compiler moves all variable declarations to the top of the function. For example, the following code compiles even though the initial trace() function for the num variable happens before the num variable is declared...
Actionscript 3.0 Docs - Variables (quote found about 2/3 down the page)
As far as I know it is the feature of Flash Virtual Machine which declares (allocate memory etc) all the function's variables before function's body execution. So declaring variable somewhere in the function block in ActionScript code just reports compiler to declare variable and it declares at the beginning of the function block at runtime. That's why your code is the same as:
public function foo() : void {
var a : int = 3;
a = 0;
}
The same reason has the compiler warning when you declare some variable twice in the function's body.
For further reference: http://wiki.joa-ebert.com/index.php/Local_Variables
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 am working on a project that requires me to embed metadata on the fly with a recorded stream from a webcam. I am utilizing Flash Builder 4.5.1 creating a mobile project. I am using a simple netStream.send function to set the metadata I want. This works just fine until my netstream time goes over around 10 seconds, then the function ceases to work or will not embed into the video. All my connections are correct and I can record to the Flash Media Server
The only thing I can think of is that my Flash Media Server 4 Developer is being over loaded and does not compute the metadata I send.
Any ideas would greatly help.
private function sendMetadata():void {
infotxt.text += 'called';
trace("sendMetaData() called")
myMetadata = new Object();
myMetadata.customProp = "This message is sent by @setDataFrame.";
myMetadata.customOther = cueHolder;
ns.send("@setDataFrame", "onMetaData", myMetadata);
}
And here is my onMetaData function
public function onMetaData(info:Object):void {
trace("caught");
infotxt.text = 'caught';
var key:String;
for (key in info){
outputWindow.text +=(key + ": " + info[key] + "\n");
}
//cueHolderReturn = info.customOther;
for (var i:int = 0; i < info.customOther.length; i++)
{
infotxt.text += info.customOther[i]
}
//infotxt.text = info.customOther[0];
}
Just wondering - is this problem occuring on both a real mobile device and a mobile emulator? If not, it could be the mobile connection - HTH
Since when using sql lite if you try and do a function at the same moment it throws an error, im just trying to make a function that will check if its executing, and if it is try again in 10 milliseconds, this exact function works fine if i dont have to pass any arguments to the function but im confused how I can pass the vars back into the function it'll be executing.
I want to do:
timer.addEventListener(TimerEvent.TIMER, saveChat(username, chatBoxText));
But it will only allow me to do:
timer.addEventListener(TimerEvent.TIMER, saveChat);
It gives me this compile error:
1067: Implicit coercion of a value of type void to an unrelated type Function
How can I get this to pass this limitation?
Here's what I've got:
public function saveChat(username:String, chatBoxText:String, e:TimerEvent=null):void
{
var timer:Timer = new Timer(10, 1);
timer.addEventListener(TimerEvent.TIMER, saveChat);
if(!saveChatSql.executing)
{
saveChatSql.text = "UPDATE active_chats SET convo = '"+chatBoxText+"' WHERE username = '"+username+"';";
saveChatSql.execute();
}
else timer.start();
}
A function called by a listener can only have one argument, which is the event triggering it.
listener:Function
? The listener function that processes the event. This function must accept an Event object as its only parameter and must return nothing, as this example shows:
function(evt:Event):void
You can get around this by having the function called by the event call another function with the required arguments:
timer.addEventListener(TimerEvent.TIMER, _saveChat);
function _saveChat(e:TimerEvent):void
{
saveChat(arg, arg, arg);
}
function saveChat(arg1:type, arg2:type, arg3:type):void
{
// Your logic.
}
Another thing you can do create a custom event class that extends flash.events.Event
and create properties that you need within.
package
{
import flash.events.Event;
public class CustomEvent extends Event
{
// Your custom event 'types'.
public static const SAVE_CHAT:String = "saveChat";
// Your custom properties.
public var username:String;
public var chatBoxText:String;
// Constructor.
public function CustomEvent(type:String, bubbles:Boolean=false, cancelable:Boolean=false):void
{
super(type, bubbles, cancelable);
}
}
}
Then you can dispatch this with properties defined:
timer.addEventListener(TimerEvent.TIMER, _saveChat);
function _saveChat(e:TimerEvent):void
{
var evt:CustomEvent = new CustomEvent(CustomEvent.SAVE_CHAT);
evt.username = "Marty";
evt.chatBoxText = "Custom events are easy.";
dispatchEvent(evt);
}
And listen for it:
addEventListener(CustomEvent.SAVE_CHAT, saveChat);
function saveChat(e:CustomEvent):void
{
trace(e.username + ": " + e.chatBoxText);
// Output: Marty: Custom events are easy.
}
Actually, you can pass additional parameters to an event listener without creating a custom event by using Actionscript's dynamic function construction.
private function addArguments(method:Function, additionalArguments:Array):Function
{
return function(event:Event):void {method.apply(null, [event].concat(additionalArguments));}
}
When setting up the closeHandler for the Alert window we call the addArguments() method and pass in an array continaing all of the parameters we want to pass to the closeHandler. The addHandler() method will return the function we will call when the Alert window closes with the parameters included.
protected function btnOK_clickHandler(event:MouseEvent):void
{
Alert.show("Would you like to reverse the text you just entered?", "", Alert.YES | Alert.NO, null, addArguments(alertCloseHandler, [txtInput.text]), null, Alert.YES);
txtInput.text = "";
}
The full reference can be found at How to pass additional parameters to an event listener in Flex
You can try this:
var timerHandler:Function = function (event:TimerEvent):void
{
saveChat(username,chatBoxText,event);
}
timer.addEventListener(TimerEvent.TIMER, timerHandler);
Above calling saveChat(arg, arg, arg) it's not for me, i need to pass arguments that i dont have in this method but i have another solution
Im always using additional method passParameters to adding new arguments:
public function passParameters(method:Function,additionalArguments:Array):Function
{return function(event:Event):void{
method.apply(null, [event].concat(additionalArguments));}
}
explanation of this is here - its simple and always work http://sinfinity.pl/blog/2012/03/28/adding-parameters-to-event-listener-in-flex-air-as3/
I've got a problem while migrating my TabNavigator from Flex 3 to Flex 4.5. Stripped to the bare minimum the following code will produce the bug, namely that the second child of the TabNavigator fails to be created properly:
<?xml version="1.0" encoding="utf-8"?>
<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"
>
<fx:Script>
<![CDATA[
protected function over():void
{
trace('over');
}
protected function content_one_init():void
{
content_one.enabled = true;
navigator.selectedIndex = 1;
}
]]>
</fx:Script>
<mx:TabNavigator
id="navigator"
creationPolicy="auto"
width="100%" height="100%"
>
<mx:VBox
id="content_one"
enabled="false"
creationComplete="content_one_init()"
label="One"
mouseOver="over()"
/>
<mx:VBox label="Two">
<mx:Label text="Content Two" />
</mx:VBox>
</mx:TabNavigator>
</s:Application>
What I see, upon launching, is a TabNavigator with its second tab selected but no content instead of the expected "Content Two" label. The navigator.selectedIndex = 1;
instruction is there just for comfort, the bug appears also if you select the second tab with the mouse after launching.
Now comes the fun part: if I do any of the following, the second child gets created:
creationPolicy="all"
on content_one (this is expected),content_one.enabled = true
,enabled="false"
on content_one,mouseOver="over()"
from content_one (this one is really really weird, as the handler is never called anyway)Is this really a Flex bug, or is there something I'm missing? I'm using Flex 4.5.0.20967, and all of this worked well in Flex 3.5.
Thanks.
This has been confirmed as a bug at Adobe's and filed in their bug database
So I want to build Android & iPhone apps. I'm somewhat confused at the different options available with Adobe. I understand that there is a product coming out, Adobe Flash Builder 4.5 that will allow cross platform mobile development using Flex and Actionscript. Now I have Adobe Flash CS5, and when I create a new project it gives me the option to make an iPhone something. Can I build iPhone/android apps with Flash CS5? If so, how? Else what do I need?
You can build iPhone apps from CS5 without any other tools by creating a new iPhone project. However, in order to target android and get the latest performance improvements for iOS, you should be using Adobe AIR 2.6 and the ADT. The ADT can only be used from the command line currently, though it will be integrated into Flash CS5.5 and Flash Builder 4.5.
The ADT accepts an AIR SWF file as input and the AIR 2.6 namespace can be specified in the app descriptor xml file. This means it is possible to target Android and iOS from Flash CS5 by creating an air project, specifying the AIR 2.6 namespace in the app descriptor xml, and then using the ADT to package the apps. The two platforms vary a little in what is required in the app descriptor and the command line options used are slightly different. Additionally the iOS platform requires an active iOS developers certificate.
Information on the command line options used in the ADT on the iOS certificate requirements can be found here.
UPDATE - Here's a quick run through of setting up a FlashDevelop workflow for Android and iOS development.
First download FlashDevelop and allow it to automatically download and install the latest Flex SDK. The default path is C:\Program Files\FlashDevelop\Tools\flexsdk\bin. Once you have FD up and running, download and install the AIR 2.6 SDK which includes the ADT used to create native mobile applications. To install the AIR 2.6 SDK you extract it into the Flex SDK folder, overwriting any changes.
Make sure you can compile SWFs using FlashDevelop. There are a few different paths you can go down to build your SWF, probably the easiest to get started if you're familiar with Flash is using Flash Professional to compile. Make sure you set up your FLA to use ActionScript 3 and target Flash Player 10 (this should actually be set to AIR 2.6 but the Flash CS5 IDE doesn't support it).
Alternatively you can use Flash CS5 for asset management only or avoid CS5 altogether and embed assets directly into your AS3 code. The FlashDevelop forums are probably the best place to find this info.
Once you have SWFs compiling, you can set up your application descriptor xml (additional mobile specific info here). You will also require a developers certificate to create Android apps, and a developers certificate and mobile provisioning file to create iOS apps. Once you've got all the necessary pieces (SWF, App descriptor file, developers certificates and provisioning file) you can use the ADT to package your swf file into a native app. The ADT is a command line tool found in the AIR 2.6 SDK (now in your Flex SDK directory).
The command line structure I use to test on android is:
adt -package -target apk -storetype pkcs12 -keystore "path/DevelopersCertificate.p12" -storepass DevelopersCertificatePassword "path/AppName.apk" "path/ApplicationDescriptor.xml" "path/SourceSWF.swf"
Some sources I've seen specify an .air file as the input. This isn't necessary. A swf works fine.
And for iOS:
adt -package -target ipa-test -provisioning-profile "path/Your.mobileprovision" -storetype pkcs12 -keystore "path/DevelopersCert.p12" -storepass DevCertPassword "path/AppName.ipa" "path/ApplicationDescriptor.xml" "path/SourceSWF.swf"
There are additional command line options you can use to specify app icons and other external assets that can be found here.
I recommend creating a batch file to call the ADT for both Android and iOS once you've got the command line options sorted. This lets you build for two platforms with one click. There is a way to call the ADT from FlashDevelop, but I found that the batch file is easier to create and maintain.
UPDATE 2 - This answer is quite outdated now. FlashDevelop now does most of the grunt work for you including downloading the latest SDK and handling the ADT options. I strongly suggest you check it out if you're interested in mobile development using actionscript.
You can do it with notepad and the command line if you wanted. They are just different IDEs, and a matter of personal preference.
Personally, I detest writing code in flash CS5. It was not at all designed to be used as an application development tool. It sure does make pretty animations though. :)
edit
You may need to wait for CS5.5 for any built in GUI support. However, there is nothing stopping you from building an AIR app and running the packager on the compiled result.
I think that an application based on Flash in Android or Iphone device, consumes more power. That's why all the developers try to build an application with HTML 5 which more comfortable and less coast in point of view power and alimentation.
Also, you have to know that Flex project is not for Adobe now !
Adobe is abandoning Flex SDK and putting it out to Apache, perhaps to die, or to enforce this project. To be followed ...
How to create and to work with custom metadata in ActionScript3/Flex?
There is two general directions to deal with metadata in ActionScript in Flex:
To create metadata, just use square bracket syntax in your class definition:
[ClassAttr]
public class ClassWithMetadata {
[AttributeNoArgs]
public var data:Object;
[AttributeWithArgs(arg="value)]
public var prop:Object;
}
Call describeType(ClassWithMetadata)
to get xml description of your class. Metadata will be there, you can parse it and process as you like.
To prevent compiler from stripping your metadata, add compiler argument -keep-as3-metadata Attribute
for each attribute name you using. This can be done in library settings or in each project that uses metadata.
What are the main key-points a Flex developer should remember in order to improve performance of Flex applications? The ones which come to my mind are:
What are the key guidelines you try to follow while developing your Flex3/Flex4/AIR applications in order to increase their performance?
It seems to me a lot of people have performance issues w/ itemRenderers. So, my one contribution here to never use binding an itemRenderer. I fix a lot of customer "memory leak" bugs just by rewriting their itemRenderers to use the dataChange event instead of binding.
Beyond that, I second @Wade Mueller's comment about avoiding nested containers as much as possible.
Although this is less important with the lighter weight Spark Groups, I always try to keep the number of nested containers to a minimum and set explicit positions/sizes when possible. Complicated UIs with dynamically sized containers nested within one another cause a ton of (usually unnecessary) measuring to have to occur. This often results in huge lags when switching between views.
My list:
P.S. ?????, ? ?? ??????? ???? ??????? :)
We have an employee whose last name is Null. He kills our employee lookup application when his last name is used as the search term (which happens to be quite often now). The error received (thanks Fiddler!) is
<soapenv:Fault>
<faultcode>soapenv:Server.userException</faultcode>
<faultstring>coldfusion.xml.rpc.CFCInvocationException: [coldfusion.runtime.MissingArgumentException : The SEARCHSTRING parameter to the getFacultyNames function is required but was not passed in.]</faultstring>
Cute, huh?
The parameter's type is string.
I am using:
Note that the error DOES NOT occur when calling the webservice as an object from a ColdFusion page.
The problem could be in Flex' SOAP encoder. Try extending the SOAP encoder in your Flex application and debug the program to see how the null value is handled. My guess is, it's passed as NaN (Not a Number). This will mess up SOAP message unmarshalling process sometime (most notably in JBoss 5 server...). I remember extending the SOAP encoder and performing an explicit check on how NaN is handled.
(On a side note, are you expected to do something useful if employee id is Null, is this not an validation issue? I could be wrong, since I hardly know the requirement...)
On the xkcd note, the bobby-tables website has good advice for avoiding the improper interpretation of user data (in this case, the string "Null") in SQL queries in various languages, including ColdFusion.
It is not clear from the question that this is the source of the problem, and given the solution noted in a comment to the first answer (embedding the parameters in a structure) it seems likely that it was something else. In any case, I wonder why joeframbach saw fit to put a bounty on such a specific (and ancient) question - with the lack of details it seems unlikely that any good answer could possibly be generated.
As a hack could you consider having a special handling on the client side, converting 'Null' string to something that will never occur e.g. XXNULLXX and converting back on the server?
Not pretty but may solve the issue for such a boundary case.
@doc_180 had the right concept, except he is focused on numbers, whereas the original poster had issues with strings.
The solution is to change the mx.rpc.xml.XMLEncoder
file. This is line 121
if (content != null)
result += content;
[I looked at Flex 4.5.1 SDK; line numbers may differ in other versions]
Basically, the validation fails because 'content is null' and therefore your argument is not added to the outgoing SOAP Packet; thus causing the missing parameter error.
You have to extend this class to remove the validation. Then there is a big snowball up the chain, modifying SOAPEncoder to use your modified XMLEncoder, and then modifying Operation to use your modified SOAPEncoder, and then moidfying WebService to use your alternate Operation class.
I spent a few hours on it, but need to move on. It'll probably take a day or two.
You may be able to just fix the XMLEncoder line and do some monkey patching to use your own class.
I'll also add that if you switch to using RemoteObject/AMF with ColdFusion, the null is passed without problems.
If memory serves me correctly, stringifying a null
value in actionscript will give the string "NULL"
. My suspicion is that someone has decided that it is, therefore, a good idea to decode the string "NULL"
as null
, causing the breakage you see here -- probably because they were passing in null
objects and getting strings in the database, when they didn't want that (so be sure to check for that kind of bug, too).
On the AS3 three side add the following code:
if(lastname == 'null') lastname = 'Little Bobby Tables';
Then in ColdFusion, the following:
if(lastname =='Little Bobby Tables') lastname = 'null';
All fixed.
Translate all characters into their hex-entity equivalents. In this case, Null
would be converted into E;KC;C;
It's a kludge, but assuming there's a minimum length for SEARCHSTRING, for example 2 characters, substring the SEARCHSTRING parameter at the second character and pass it as two parameters instead: SEARCHSTRING1 ("Nu") and SEARCHSTRING2 ("ll"). Concatenate them back together when executing the query to the database.
We are migrating our Flex-3.2 application to Flex 4.1, mainly to take advantage of the new text flow/engine features. In a first step we decided to go with compiling for MX-only and in Flex-3-compatibility mode.
Thanks to some helpful resources (
http://www.adobe.com/devnet/flex/articles/flexbuilder3_to_flashbuilder4.html
http://stackoverflow.com/questions/1563482/any-flex-4-migration-experience
http://www.adobe.com/devnet/flex/articles/flex3and4_differences_02.html
) I am able to compile our application.
But I find myself surprised about the amount of runtime differences ranging from the problem that I cannot cast ResultEvent.currentTarget to HTTPService ( which apparently was introduced in 3.5 ) to many layout problems to differences in event dispatching ( e.g. one of our legacy components listens to the add event which it just doesn't seem to get anymore ).
It seems there is very little documentation on this. I'd like to find a list with detailed changes so that we don't have to rely on QA to stumble across hopefully all issues.
This documents lists some, but doesn't seem exhaustive. Does someone have a better list of documented changes?
Thanks Stefan
PS. List of concrete examples I have found so far:
1) In Flex 4 the add event is not fired:
<?xml version="1.0" encoding="utf-8"?>
<mx:Application xmlns:fx="http://ns.adobe.com/mxml/2009"
xmlns:mx="library://ns.adobe.com/flex/mx" layout="absolute" minWidth="955" minHeight="600">
<fx:Script>
<![CDATA[
private function notFired():void
{
trace("ADDED");
}
private function fired():void
{
trace("COMPLETE");
}
]]>
</fx:Script>
<mx:TextArea add="notFired();" creationComplete="fired();"/>
</mx:Application>
Now do the same in Flex 3 and you'll see both events fire.
Apparently, this is a bug. Might be possible to work around this but certainly decreases my level or trust substantially.
2) Dialogs/popups show all content mirrored.
A bug as well. Easy to work around, but how could something that obvious slip?
3) Problems with injected "Ôª" chars.
Let's see some of your doubts...
1) add never was a reliable event since flash player 9 release. It's a common bug. Try to create a movieclip out of displaylist and add a child in it that have the Event.ADDED listener. In some situations (don't know exactly what situation) it doesn't work (Adobe Fail). But, instead the "add" flex event, use the "added" or "addedToStage" once you want to detect if it's already in your applications display list.
2) Fail. Check the layout manager source-code of the framework.
3) I've never seen this. (Even in compatibility mode). Can you show an example? Did you check if the application encoding is the same you're using on your strings? Maybe the string table could be doing some confusion due to the characters encodings (or maybe your editor). Try other editors and verify the code file contents on a linux shell with SED. With a find and a sed you can fix it easily.
I need to call FileReference.save() after a web service call has completed, but this method has a restriction: "In Flash Player, you can only call this method successfully in response to a user event (for example, in an event handler for a mouse click or keypress event). Otherwise, calling this method results in Flash Player throwing an Error exception." (from the documentation here)
This restriction is a bit vague. Does it mean that I can only call the FileReference.save() method from within an event handler function that is registered as a listener for certain types of user events? If so then exactly which user events are valid? (Perhaps there's an event that will never be dispatched by user interaction with my application and I could register an event handler function for that event type and make the save() call from within that function?)
My difficulty is that I can't safely call the FileReference.save() method until my web service returns with the data that will be used as the argument of the FileReference.save() method call, so the event that triggers the FileReference.save() call is actually a ResultEvent rather than a user event, and I'm leery of dispatching a new (faux) user event type in order to be able to trigger the FileReference.save() call unless it's definitely a user event that would never be dispatched as a result of actual user interaction with my application.
In a nutshell what I'm doing now is this: I have a function that is registered as a handler for a button click. In this function I make my web service call to fetch data from the server. I also have a result handler function which gets invoked when the web service call completes, and it's in here that I want to call the FileReference.save() method since it's at this point that I know that the data is ready to be saved to a file. But the aforementioned restriction is blocking me from doing this -- I get an error:
Error #2176: Certain actions, such as those that display a pop-up window,
may only be invoked upon user interaction, for example by a mouse click
or button press.
I've tried many things to get around this such as creating a second mouse click event handler function with the FileReference.save() call within and calling it after a timeout interval (to give the web service time to complete), but I keep running into the same error -- maybe that approach doesn't work since the second function isn't registered as an event listener for the event type used as its argument.
I'm new to Flex development so perhaps I'm just not thinking about this in the right way. If anyone can suggest another approach I'd really appreciate it. Thanks in advance for your comments or suggestions.
--James
Adobe does this as a sort of security measure to ensure users are the ones messing with files rather than potentially harmful code. My understanding is that they enforce this by only allowing handlers of (click?) events that originate from UI components to execute the FileReference methods, so generating your own events programmatically will not work, although I have not tried to verify this. Unfortunately the best resolution I've found is to re-work the UI a bit to conform to this constraint. In your particular situation, you could make this a two click process with a button that says something like "Prepare Download", which changes to "Download File" after the web service is complete. This is less than ideal from a user perspective, but I don't think there's much else that can be done unless you can somehow complete your web service call prior to displaying the button that triggers the FileReference.save() call.
After struggling for that for well, a couple hours I found a workaround: you can use both mouseDown AND mouseUp events instead of just click.
For instance: s:Button mouseDown="prepare_PDF()" mouseUp="save_PDF()"
Works fine for me!
Happy coding!
--Thomas
This is a comment on Thomas' answer (I don't have enough XP to comment yet): The mousedown
and mouseup
workaround works nicely. Just a note that if you make any changes in prepare_PDF()
that need 'undoing' in save_PDF()
, then its a good idea to call that code on the mouseout
event as well, since there might be a case that the user mousedown's on the button, but then moves the mouse away from the button.
This was particularly relevant for my case, in which we increase the size of a watermark on an image when the user clicks the download button (that triggers the .save()
call). I reduce the size of the watermark down to normal on the mousedown
and mouseout
events.
I just got hammered on a Security Audit by Deloitte on behalf of SFDC. Basically we use flex and communicate via AMF. We use FluorineFX for this (as opposed to LCDS and Blaze). We are being told that because the AMF response is not encoded and that someone can manipulate the AMF parameters and insert Javascript that this is a XSS vulnerability. I'm struggling to understand how the AMF response back, which could echo the passed in JS in an error message, can be executed by the browser or anything else for that matter. I'm quite experienced with XSS with HTML and JS but seeing it get tagged with AMF was a bit of a surprise. I'm in touch with FluorineFx team and they are perplexed as well.
I'd be surprised to see an AMF library encode the response data, Fluorine surely does not. It would seem though that security applications like PortSwigger and IBM AppScan are including this type of test in their tool chest. Have you run into this vulnerability with AMF and can you explain how the XSS issue can manifest itself? Just curious. I need to either argue my way out of this if an argument exists or patch the hole. Given the AMF usage with Flex I thought you might have some insight.
Additional information ...
So A little more on this from the actual vendor, PortSwigger. I posed the question to them and net, net, they concede this type of attack is extremely complicated. Initially they are classifying this as a High Severity security issue but I think their tune is changing now. I thought I'd post the content of their response for you all as I think the perspective is interesting none-the-less.
--- From PortSwigger on the issue ---
Thanks for your message. I think the answer is that this is potentially a vulnerability, but is not trivial to exploit.
You're right, the issue wouldn't arise when the response is consumed by an AMF client (unless it does something dumb), but rather if an attacker could engineer a situation where the response is consumed by a browser. Most browsers will overlook the HTTP Content-Type header, and will look at the actual response content, and if it looks at all like HTML will happily process it as such. Historically, numerous attacks have existed where people embed HTML/JS content within other response formats (XML, images, other application content) and this is executed as such by the browser.
So the issue is not so much the format of the response, but rather the format of the request required to produce it. It's not trivial for an attacker to engineer a cross-domain request containing a valid AMF message. A similar thing arises with XML requests/responses which contain XSS-like behaviour. It's certainly possible to create a valid XML response which gets treated by the browser as HTML, but the challenge is how to send raw XML in the HTTP body cross-domain. This can't be done using a standard HTML form, so an attacker needs to find another client technology, or browser quirk, to do this. Historically, things like this have been possible at various times, until they were fixed by browser/plugin vendors. I'm not aware of anything that would allow it at the moment.
So in short, it's a theoretical attack, which depending on your risk profile you could ignore altogether or block using server-side input validation, or by encoding the output on the server and decoding again on the client.
I do think that Burp should flag up the AMF request format as mitigation for this issue, and downgrade the impact to low - I'll get this fixed.
Hope that helps.
Cheers PortSwigger
--- more info on audit ---
what portSwigger does is not necessarily mess with binary payload, what they do is mess with the actual AMF parameters that are posted to the handler to direct the request. For example here is a snippet from the audit and it shows part of the AMF response to a request ...
HTTP/1.1 200 OK
Server: Microsoft-IIS/6.0
X-Powered-By: ASP.NET
X-AspNet-Version: 2.0.50727
P3P: CP="CAO PSA OUR"
Content-Type: application/x-amf
Vary: Accept-Encoding
Expires: Tue, 06 Apr 2010 18:02:10 GMT
Date: Tue, 06 Apr 2010 18:02:10 GMT
Connection: keep-alive
Content-Length: 2595
......../7/onStatus.......
.SIflex.messaging.messages.ErrorMessage.faultCode.faultString
.faultDetail.rootCause.extendedData.correlationId.clientId.destination
.messageId.timestamp.timeToLive body.headers.#Server.Processing..kFailed
to locate the requested type
com.Analytics.ca.Services.XXX5c2ce<script>alert(1)</script>9ccff0bda62..
....I506E8A27-8CD0-598D-FF6E-D4490E3DA69F.Id95ab281-d83b-4beb-abff-c668b9fd42d5
..fluorine.I04165c8e-f878-447f-a19a-a08cbb7def2a.A.q..@............
. DSId.Aeb5eeabcbc1d4d3284cbcc7924451711.../8/onRes
...[SNIP]...
note the "alert" script in there ... what they did was appended some script enclosed JS to one of the parameters that are passed containing the method to call namely 'com.Analytics.ca.Services.XXX'. By doing so the JS came back in an error message but there are a lot of things that would have to happen for that JS to get anywhere close to executing. Seems an indirect threat at best.
-- Security Auditor's latest perspective --
I?ve discussed with the larger team and we all believe it?s a valid attack. As PortSwigger mentions in his first paragraph, while theoretically since you set the content-type to x-amf, and would hope it won?t render in the browser, most browsers will ignore this request and render it anyway. I think the vendors are relying heavily on the fact that the content-type is set; however popular browsers like IE and some versions of Safari will ignore this.
The attack can easily be triggered by exploiting CSRF or any other form of initiating an XSS attack.
It could not be a JavaScript injection, as what in the Flash Player would interpret JS? The flash community would be ecstatic if we had native JS or even json support in the player. There is no eval function for actionscript let alone javascript
Let's assume they meant you could inject it with actionscript. The AMF protocol does not send code, it sends data models in the form of primitive types or generic or typed objects. The worst thing that could happen is that they analyze your model and add additional data. This would be amazingly difficult to do as you would not be able to inject the data but would have to parse all the data, add the new data, parse it back and keep the AMF headers. Because AMF uses references in it's data serialization which means that when duplicate object types you would have had to of seen the first object. The reference is then an offset which means little chance of adding code but only changing values to existing parameters.
The remote object has a response handler that is checking for the data types and expects to bind those data types to ui components or whatever your code does. If those data types are wrong you will get an error. If the AMF response sequence number is wrong you will get an error. If anything is not perfectly formed in the amf datagram you will get an error.
Remote object automatically retry. If the "injecting" code takes to long Flex will resend a message and invalidate the one that took to long.
Just my two cents. As an AMF developer I have frequently wished it was easy to screw with the amf datagram for debugging and testing. Unfortunately you will get an error.
Wade Arnold
You seem to have answered your own queries here.
So you have a server side implementation that takes the arguments to an amf function call and includes the input data somewhere in the returned output.
I appreciate that this is largely a theoretical attack as it involves getting the payload to be rendered by the browser and not into an amf client. Other vulnerabilities in browsers/plugins may be required to even enable this scenario. Maybe a CSRF post via the likes of a gateway.php or similar would make this pretty easy to abuse, as long as the browser processed the output as html/js.
However, unless you need the caller to be able to pass-through angle brackets into the response, just html-encode or strip them and this attack scenario dissapears.
This is interesting though. Normally one would perform output-encoding solely for the expected consumer of the data, but it is interesting to consider that the browser could often be a special case. This really is one hell of an edge-case, but i'm all for people getting into the habit of sanitising and encoding their untrusted inputs.
This reminds me, in many ways, to the way that cross-protocol injection can be used to abuse the reflection capabilities of protocols such as smtp to acheive XSS in the browser. See http://i8jesus.com/?p=75
I can't explain how someone would take advantage of this "vulnerability".
But, can you solve the issue to their satisfaction by passing data over an HTTPS connection instead of straight HTTP? Assuming you have an SSL certificate installed on your server and HTTPS enabled, this should be a minor change in the services-config.xml file that you compile into your Flex Application.
I pinged an Adobe colleague of mine in hopes that he can offer more insight.
I don't know how possible it is to alter data within an AMF response stream, but you might want to ensure that your endpoints cannot be manipulated through communication with the browser and/or JavaScript. Check out this article under the Malicious data injection section.
I think it is a valid attack scenario. A related attack is GIFAR, where the JVM is fooled to treat a gif file as a jar. Also, I don't think output encoding is the right way to solve the problem.
The premise of the attack is to fool the browser into thinking the AMF response is HTML or Javascript. This is possible because of a feature called MIME Type Detection, which is essentially the browser saying "Developers may not know about content-types, I will play god and (possibly incorrectly) figure out the MIME type".
In order for this to work, the following need to hold true -
<script>
or <frame>
or an <a>
tag. Techniques like XmlHttpRequest or Flash or Silverlight don't count.So, how do you prevent it?
It is best to ensure the attacker cannot make a request in the first place. A very simple and effective way is to add a http request header while making the AMF request, check its existence on the server and deny the request if absent. The value can be a hard-coded value and need not be secret. This works, because there is no known method of adding a custom request header via standard html techniques. You can do so via XmlHttpRequest or flash or silverlight, but then the browser will not interpret the content-type for you, so its okay.
Now, I don't know much about AMF, but if it is already adding a request header - then this attack scenario is not possible. If it isn't, its trivial to add one.
HTML escaping the content is not a good solution. Allegedly, there are various ways to trick the browser into thinking the response is actually HTML. In other words, the malicious input need not be well formed HTML. Try a google search on mime sniffing, you should be able to find various ways to trick the browser.
Given a "run configuration" in Eclipse, I want to print out the associated shell command that would be used to run it.
For example: Right now, in Eclipse, if I click "play" it will run:
mvn assembly:directory -Dmaven.test.skip=true
I don't see that command, I just know that's what the IDE must run, at some point. However, some of the other run configurations are far more complex with long classpaths and virtual machine options and, frankly, sometimes I have no idea what the equivalent shell command would be (particularly when it comes to Flex).
There must be some way to access the shell command that would be associated with a "Run Configuration" in Eclipse/Flex Builder. This information must be available, which leads me to believe someone has written a plugin to display it. Or maybe there's already an option built into Eclipse for accessing this.
So is there a way to, essentially, convert an Eclipse run configuration into a shell command?
(for context only: I'm asking because I'm writing a bash script that automates everything I do, during development--from populating the Database all the way to opening Firefox and clearing the cache before running the web app. So every command I run from the IDE needs to exist in the script. Some are tricky to figure out.)
This should work for Java and Maven processes. You can get the command line from the Process properties.
thanks so much splash. one thing to add-- i was getting a weird error at the commandline:
ERROR: transport error 202: connect failed: Connection refused ERROR: JDWP Transport dt_socket failed to initialize, TRANSPORT_INIT(510) JDWP exit error AGENT_ERROR_TRANSPORT_INIT(197): No transports initialized [../../../src/share/back/debugInit.c:708] FATAL ERROR in native method: JDWP No transports initialized, jvmtiError=AGENT_ERROR_TRANSPORT_INIT(197) Aborted!
this can be avoided by just taking out the agentlib argument:
-agentlib:jdwp=transport=dt_socket,suspend=y,address=localhost:56431
Another trick if you're running on a Unix OS (although you have to be snappy about this...) is to initiate your Run.. within Eclipse and then switch over to a command prompt and run this command (Mac syntax):
ps -ef | grep java
This will print out the command line Java process invocations that are currently running. Look for the one that corresponds to your Eclipse process (check the main class, which is the last parameter on the command line) and voila!
I'm trying to calculate how WIDE to make my button, based on the text that it will contain, and when I try to google for how to calcuate something as simplistic as the WIDTH OF SOME TEXT, I go cross-eyed just trying to wade through apparently nonsensical esoteric counter-intuitive voodoo. Can anyone out there help simplify for me how I would write a function like this:
public function HowWideWouldThisTextBeIfItWereInThisButton(Text:String,Container:Button):int {
...
}
Thanks in advance.
So long as you're in a UIComponent, you can use the measureText function.
public function howWideWouldThisTextBeIfItWereInThisButton(text:String,container:Button):int {
var lineMetrics:TextLineMetrics = container.measureText(text);
return lineMetrics.width;
}
That being said, the flex button component should automatically size to the width of the text, if you don't set a width on it. That way if you need the text width, you can just call use the textWidth property.
This works any format, size, font type. Don't forget properties "autoSize" and "wordWrap"!
var tf:TextField = new TextField();
addChild(tf);
tf.autoSize = TextFieldAutoSize.LEFT;
tf.wordWrap = false;
tf.text = "Whatever here";
tf.width = tf.textWidth + 4; // add 2 pixels-gutters left & right
Your button will need to be "tf.width" wide...
Joshua, it really helps to be clear. Are you talking TextField, MX Label, Spark Label, RichText, etc? Different text components use different text engines, such as FTE and TLF and may have different solutions. I certainly wish Adobe had a good set of utilities or sample code which could predict what the size of font rendered onto the controls would be, before you actually do it. But, the good news is that in certain cases - like, a good old fashioned TextField, you can predict this pretty well. You just make a TextField, set it's textFormat field, auto size method and the text. You should be able to get it's size before adding it anywhere. I don't remember what the order was, but, I remember the order you set those properties matters. If you can't figure out how to do it, I can provide a code example. Now, for the new, "improved", components such as Spark Labels - I'll be buggered if I can find a damn way... spent a number of hours on this and haven't found a way.. or someone who knows a way :P.
Here's how you do it in Spark:
I've modified - simplified - his example a bit here:
var textMetrics:TextLineMetrics = label.measureText( label.text );
var textWidth:int = textMetrics.width;
Following up my comment on quoo's answer, here's the code for same purpose, but just grabbing the width out of a TextField
, using TextLineMetrics as well:
public function mtxtWidth(container:TextField):int {
var lineMetrics:TextLineMetrics = container.getLineMetrics(0);
return lineMetrics.width;
}
Sounds like you could use textWidth
I'm looking for fast string concatenation class or so in Flex. Like StringBuilder in Java.
Thanks
var str1:String = "Vinoth";
var str2:String = "Babu";
var str3:String = "Chennai";
var str4:String = concat(str1, " ", str2, " ", str3)
trace(str4) would result you str4 == "Vinoth babu Chennai"
String Concat Class
public class StringBuffer
{
public var buffer:Array = new Array();
public function add(str:String):void
{
for (var i:Number = 0; i < str.length; i++)
{
buffer.push(str.charCodeAt(i));
}
}
public function toString():String
{
return String.fromCharCode.apply(this, buffer);
}
}
Here you have a more indepth than the above class written.
http://blogs.adobe.com/pfarland/2007/10/avoiding_string_concatenation.html
You can create an array of strings and then use String.concat
to combine them.
However, I've never seen string manipulation come up as a bottleneck when profiling a Flex app. I have in .NET, but not Flex.
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
...
While Patrick's answer fulfills the question's criteria, it does not cover all use cases. If you are in an area of code that allows you to use an if/else statement then this is a good answer. But if you are in a place where you cannot then you will need a better solution. For example, you may want to do something like this to declare a constant in a class:
private var server:String = "http://localhost/mystagingenvironment";
or for a live release:
private var server:String = "http://productionserver.com";
(this is an example and I'm not advocating this as production code).
I use xml configs and use the loadConfig+="myconfig.xml" to do my configuration instead of passing large numbers of command line params. So in the <compiler>
section of your xml config:
<define>
<name>CONFIG::debug</name>
<value>false</value>
</define>
<define>
<name>CONFIG::release</name>
<value>!CONFIG::debug</value>
</define>
This works well for all use cases:
CONFIG::debug
{
private var server:String = "http://localhost/mystagingenvironment";
}
CONFIG::release
{
private var server:String = "http://productionserver.com";
}
This has the additional benefit of working consistently across applications. It also does not rely on the 'optimize' flag being true, like Patrick's answer (although I think we can assume that 99.999999% of all swfs have optimize=true, I only set it to false when the optimizer breaks my AS3).
It does have the drawback that it doesn't compile all code paths, just the ones that are included. So if you're not using a build server to create release builds and tell you when things break, be prepared for surprise errors when you do your release build ("But it compiled in debug! Crap, I need this to launch now!").
We have a number of AS/Flex components that we've built over time and improved upon. They've been turned into components so they can be reused in different projects and save us time. So you can think of them as part of an in-house framework of sorts.
We're now realizing that it doesn't make sense to release the source code for these components to the various clients as part of the project, because technically this code isn't really owned by the clients.
So my question
When a client comes to you, how do you explain to them that you can't give them the full source code for those components. The client doesn't understand the difference, he just expects you to give them all the code for the site that he paid you to do. He doesn't understand that this code has taken you a lot longer to write than what he's paying for his site. But since he doesn't understand, he would get turned off and thinks you're ripping him off or something.
How do you handle this situation? What do you tell clients upfront? Do you advertise it on your site from the very beginning? How do you handle their objections so they still hire you?
As a side question, how often do you give AS and Flex source code to your clients? In the case when the code doesn't have any in-house components that you reuse in several projects, and in the case when it does have in-house components.
I'd also like to hear from people who've worked at creative agencies since they're most likely have run into that issue already.
I'd explain to my client how the world works. I'd use examples, analogies and metaphors.
This isn't a software-development issue, this applies to all products. Some things are sold as black-box, and some things are sold as a clear-box containing black-boxes inside it.
Lets say you wish to buy a house. You pay the engineer and the architect for their work, and you gain the documents they produce. These documents contain information that relies on other pieces of information, which you do not gain. For example, the engineer may use huge steel bars in his plans. The engineer's specifications determine the qualities that each steel bar must have, but they do not specify how the steel bars are created. Buying house plans doesn't buy you the plans for creating the house's building blocks. With softwre it is pretty much the same: you don't get the source code for the .NET framework when you buy a .NET application "with sourcecode included". What you do get is the .NET documentation, specifying how to work with the framework (and not specifying how the framework does what it does).
The amount of examples is actually endless, because - as stated above - this is the way the world works.
Build your own analogies to fit your scenario. Explain to your customer where the infrastructure ends and his owned solution begins.
quoo is right about the need to specify these in the contract. The contract is the legal backbone of the deal. But i'd like to emphasise the fact that pointing at the contract should be a last resort. If you can give your client a reasonable explanation such that lets the client understand why things are the way they are, you won't need to wave the contract (which speficies only the way things are, without the motivation, explanation, etc.).
I'm not a business person, but generally these things are specified in the contract. If your contract stipulates that you provide the client with the source code at the end of the project, then at the very least, you should be providing them with swcs of your components so they can recompile the code if necessary. If you don't want to share your code with the client, then that too is something that you'll need to specify up front.
Just explain that you can not provide the source for external libraries that you used on his project to make the bid cheaper for him. He would not expect the source from a 3rd party vendor that you used in his project, just try to explain this is the exact same situation.
Intellectual property issues should be covered upfront as part of the contract. I'm not a lawyer but common practise is to specify:
Intellectual Property laws` are complex and diverse, they differ from country to country. Depending where you're and where your customer is the licensing terms might need to change. As an example, reverse engineering viewed differently in different jurisdictions.
Apart from third-party components and software bits you don't want to sell, nor give an exclusive license for you'd probably want to be able to exhibit and distribute the works as part of your company portfolio. This latter activity would also need to be covered within the contract.
Having a well written contract prepared up front will save a lot of misunderstanding and unnecessary negotiations. You'd probably need just one template you could use for all your customers. So my advice really is "talk to a lawyer".
Your contract should make clear that components developed by you are licensed to the client for use as part of the project and only the project(s) you did for them. Of course, you'll need to determine the exact language for yourself and the situation, but if you're repeatedly using these components in your projects, you really ought to have some sort of boilerplate for just this situation.
We've got several Flex projects, one of which has just been refactored. I'm wondering if there's an easy way to tell which classes and functions (if any) aren't being used any more?
I've discovered that we've definitely got some unused code, because running ASDoc on the entire project reports some compilation errors which don't get reported by Flex Builder (implying that those classes aren't being used any more). I'm hoping to find a more robust and complete method, and preferably one which can work at function level too.
My ugly hack:
Using the swfdump
tool from SWFtools, dump the disassembly from (all of) your swf(s):
swfdump -a my.swf > dump
Get a list of all your classes:
find . -name "*.as" -exec basename {} .as \; > classes
find . -name "*.mxml" -exec basename {} .mxml \; >> classes
Apply one list to the other:
for class in $(<classes) ; do grep -q \\\<$class\\\> dump || echo $class ; done
I am doing this on Windows, using Cygwin.
Check out the Flex PMD tool. It was recently released in beta, but we've been using it at work for a few weeks, and it seems to work pretty nicely.
Note, the swfdump tool included with the Flex SDK will work in place of the SWFTools version in the bash script listed above.
This doesn't really answer your question but you can find the references to a single class, variable or function by selecting it (in code editor) and pushing: Ctrl+Shift+G . I think that's what you can get out of Flex / Flash Builder at the moment.
I was looking for a RTMP library in C# to generate request to a rtmp:// server. Anyone knows a free/open source library that allow me to do this?
Thanks,
FluorineFx has both a client and server implementation in .NET and supports both AMF and RTMP.
I just stumbled upon this library and looks as if they have the details covered. http://www.broccoliproducts.com/softnotebook/rtmpclient/rtmpclient.php
RTMP support for C# was written as a part of the WebOrb project. You can check it out on their website. The drawback is that there are separate versions for desktop apps, silverlight and Windows Phone, and for the last the RTMP implementation is actually missing. However, if you only need for your desktop app it should be working fine.
So I'm starting an internship as a Flex developer in ~2weeks thanks to a friend of mine. The thing is I know squat about Flex - it is an internship after all so I'm supposed to learn there, but nonetheless I want to have some basic understanding of Flex before I start (eventually I want to become a JEE/Flex dev).
So my question is simple, which book(s) would you recommend me to start with? Are there any "must have" books, like let's say "Thinking in C++" for C++ etc.? I already heard about a few video tutorials and I will surely check them out but I'd also want to get some decent books.
For getting started with AIR and Flex:
This link contains free online videos about flex ,it is very useful for learn flex quickly
www.Adobe.com
Essential Guide for Flex,
http://www.ebook3000.com/The-Essential-Guide-to-Flex-3_21697.html
For Flex:
Programming Flex 3,
http://www.amazon.com/Programming-Flex-Comprehensive-Creating-Applications/dp/0596516215/
ActionScript
Essential ActionScript 3,
http://www.amazon.com/Essential-ActionScript-3-0/dp/0596526946/
(considered the ActionScript bible)
The Beginners guide, http://www.ebooksdownloadfree.com/Flash-and-Flex/Flex-3-A-Beginners-Guide-BI269.html
This link contain tutorial of flex, http://www.diesel-ebooks.com/cgi-bin/item/0321482972/Adobe-Flex-2-Training-from-the-Source-eBook.html
This link contain how to learn flex for all level learners,
http://seantheflexguy.com/blog/2009/02/27/how-do-i-learn-flex/
http://www.squidoo.com/adobeflex
Learning Paths | Adobe Flex Developer Center
https://www.adobe.com/devnet/flex/learn/
Hope that helps..This will surely help u..Try now..
I think a tool that you should always have around you (not just as a beginner) is Tour de Flex - an illustrated reference tool which provides you a broad view of what is available in Flex: http://www.adobe.com/devnet/flex/tourdeflex/
Also, another good resource would be "Learning Flex 3" From O'Reilly Media.
I suggest Flex in a Week for the new Beta. Everybody willing to learn Flex should start with Flex 4 in my opinion.
You can definitely do Flex without FlexBuilder, but you'd be at a serious disadvantage. Also FlexBuilder has a demo which you can use until you start your job.
On that note, the start page in FlexBuilder has links to tutorials on just about every aspect of Flex. Using those tutorials along with the Flex help and Googling ActionScript concepts is more than enough to get you going. These tutorials are here, too.
If you insist on books, the standard texts like Learning Flex 3 from O'Reilly are great, but I believe the tutorials are much more direct (i.e., faster for you).
Edit: As commenters have pointed out, autocomplete is:
I read Adobe Flex 3: Training from the Source as my first Flex book.
You might also think about getting a membership to Safari Books Online. Then you can read several different books at a time on different topics and not have to buy the actual books. If a book you picked sucks then you can pick another one and not waste another 40-50 dollars.
FYI - These expenses are tax deductable so hag onto the reciepts.
One of my favorite books is by James Ward who is pretty active here on Stack Overflow and works as an evangelist at Adobe - http://www.amazon.com/First-Steps-Flex-Bruce-Eckel/dp/0981872506
He wrote it with Bruce Eckel so if you liked thinking in C++, then this might be a good book for you. I think James has some free copies to give away, so if you drop me an email I can check with him and potentially have one sent out to you.
=Ryan ryan@adobe.com
I second the nod to O'Reilly's "Learning Flex 3"
If it helps, I was once in your shoes: I was hired by my company because of my Java skills, but my first project assignment with them was Flex/ BlazeDS. I was given the info one Friday at about 2pm and had to return Monday morning ready to start. That was six months ago. No, I did not learn everything that first weekend, but by week two I was up to swing with the rest of the team.
Depending how you learn, you may want to check out The Flex Show, which is a podcast with audio interviews and screencasts:
We have over 6 hours of screencasts in 15 minute blocks and almost 100 episodes of audio, ranging from 30-60 minutes.
I've read several books on Flex. And, for learning the basics, there are two I recommend:
Flex Solutions:Essential Techniques for Flex 2 and 3 Developers - Marco Casario
Essential ActionScript 3.0 - Colin Moock
With these two books you can learn a lot about MXML and ActionScript 3.
blog.flexexamples.com is also really valuable!
I'm using Eclipse and I'm wondering what the best Eclipse/Java/Flexbuilder code review tool is. If it matters we're using SVN as our SCM.
Here are the following I've come across:
We use Review Board and like it quite alot. An Eclipse plugin is also available: eReviewBoard.
Jupiter supports up to Eclipse 3.5. Check out Jupiter Downloads Page
see my question, and VonC's answer.
in short, you may find ReviewClipse suitable.
please share, if (or once) you're using it and how is it working for you.
asaf :-)
You could try Agilereview (see http://agilereview.sf.net) We invented this plugin for a big software company in germany.
You could try Java Code Reviewer: http://jcodereview.sourceforge.net/
Check out FlexPMD. As of today it also has a 1.0 release for an eclipse plugin (and textmate), though it also easily works with ANT or Maven.
http://opensource.adobe.com/wiki/display/flexpmd/FlexPMD
FlexPMD is a tool that helps to improve code quality by auditing any AS3/Flex source directory and detecting common bad practices, such as:
Code Collaborator from Smart Bear has an Eclipse plugin and supports Subversion.
See here in Code Collaborator's manual: http://smartbear.com/docs/manual/5.0/subversion_overview.html
(Full disclosure - I am a Smart Bear employee)
Need a code that only accepts numbers. Upon inputting, the code must check if it is number, if not, it must remove the entered key or not enter it at all
look at the restrict property on the TextInput class. Set it to "0-9"
<s:TextInput id="textInput"
restrict="0-9"
widthInChars="20"
maxChars="20" />
<mx:TextInput id="textInput"
restrict="0-9"
widthInChars="20"
maxChars="20" />
Look at mx.validators.NumberValidator: http://livedocs.adobe.com/flex/3/langref/mx/validators/NumberValidator.html
<?xml version="1.0"?>
<!-- Simple example to demonstrate the TextInput control. -->
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" viewSourceURL="srcview/index.html">
<mx:Panel title="Dodawanie dwóch liczb :)" height="279" width="238"
paddingTop="10" paddingLeft="10">
<mx:TextInput id="src"
restrict="0-9"
maxChars="20" />
<mx:TextInput id="dest"
restrict="0-9"
maxChars="20"/>
<mx:Button label="dodaj" click= "dodaj();" id="but"/>
<mx:Label text="Suma" width="59"/>
<mx:Label text="0" width="160" id="wynik"/>
</mx:Panel>
<mx:Script>
<![CDATA[
import mx.formatters.NumberBase;
public function dodaj():Number
{
var liczba:Number = Number(src.text) + Number(dest.text);
wynik.text = liczba.toString();
return 0;
}
]]>
</mx:Script>
</mx:Application>
I'm not sure what exactly you want to do. If you just want to sum those two, use following
{parseInt(txt1.text) + parseInt(txt2.text)}
your example just concatenate those two strings. This one example try to convert text into number and then sum those two values.
There's a control called NumericStepper.
See: http://livedocs.adobe.com/flex/3/html/help.html?content=controls_11.html
If you don't want the up and down arrows there, you can set their skin class to null.
Cheers, Sly
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.
I'm setting selected element in s:List component with Actionscript, it works, but List doesn't scroll to selected item -- need to scroll with scrollbar or mouse. Is it possible to auto-scroll to selected item ? Thanks !
Try the s:List
method ensureIndexIsVisible(index:int):void.
For Spark:
list.ensureIndexIsVisible(index);
In flex-3 there is a scrollToIndex
method and hence you can call
list.scrollToIndex(list.selectedIndex);
I believe this should work in flex-4 too.
You'll probably want to access the List's scroller directly and do something like:
list.scroller.scrollRect.y = list.itemRenderer.height * index;
You can multiply the height of an element by its index and pass this value to:
yourListID.scroller.viewport.verticalScrollPosition
I recently accomplished this in one of my projects by having a defined size for my items in the group..
<s:Scroller x="940" y="0" maxHeight="465" maxWidth="940" horizontalScrollPolicy="off" verticalScrollPolicy="off">
<s:HGroup id="tutPane" columnWidth="940" variableColumnWidth="false" gap="0" x="0" y="0">
</s:HGroup>
</s:Scroller>
Following this my button controls for manipulation worked by incrementing a private "targetindex" variable, then I called a checkAnimation function, which used the Animate class, in combo with a SimpleMotionPath and a comparison between tutpane.firstIndexInView and target index. This modified the "horizontalScrollPosition" of the group.
This allowed separate controls to essentially act as a scroll bar, but I had the requirement of sliding the control to view the selected item.. I believe this technique could work for automated selection of items as well
I saw this basic idea here... http://arthurnn.com/blog/2011/01/12/coverflow-layout-for-flex-4/
public function scrollGroup( n : int ) : void
{
var scrollPoint : Point = theList.layout.getScrollPositionDeltaToElement( n );
var duration : Number = ( Math.max( scrollPoint.x, theList.layout.target.horizontalScrollPosition ) - Math.min( scrollPoint.x, theList.layout.target.horizontalScrollPosition )) * .01;
Tweener.addTween(theList.layout,{ horizontalScrollPosition: scrollPoint.x , time:duration});
}
protected function theList_caretChangeHandler(event:IndexChangeEvent):void
{
scrollGroup( event.newIndex );
event.target.invalidateDisplayList();
}
This function will scroll to the top of the list in Flex 4+. It takes in account the height of the item, so it will work for lists with different items with different height.
private function scrollToIndex(list:List,index:int):void
{
if (!list.layout)
return;
var dataGroup:DataGroup = list.dataGroup;
var spDelta:Point = dataGroup.layout.getScrollPositionDeltaToElement(index);
if (spDelta)
{
dataGroup.horizontalScrollPosition += spDelta.x;
//move it to the top if the list has enough items
if(spDelta.y > 0)
{
var maxVSP:Number = dataGroup.contentHeight - dataGroup.height;
var itemBounds:Rectangle = list.layout.getElementBounds(index);
var newHeight:Number = dataGroup.verticalScrollPosition + spDelta.y
+ dataGroup.height - itemBounds.height;
dataGroup.verticalScrollPosition = Math.min(maxVSP, newHeight);
}
else
{
dataGroup.verticalScrollPosition += spDelta.y;
}
}
}
//try this
this.callLater(updateIndex);//where you want to set the selectedIndex
private function updateIndex():void
{
list.selectedIndex = newIndex;
list.ensureIndexIsVisible(newIndex);
}
My current development stack is MySQL + iBatis + Spring + Spring BlazeDS Integration 1.01 + BlazeDS 3.2 and Flex 3 with Mate 0.8.9 framework. Now Flash Builder 4 beta 2 is out. There are cool features like Data Centric Development (DCD), form generation etc... Do you know how Spring Blazeds Integration works with BlazeDS 4? What about Mate? Is there any issues with Flex 4 ? How DCD suits with mate eventmaps. I know it is better to try it out myself but I just want to check if somebody ever tried to migrate Flex 4. If so what are the issues? Did you notice any productivity speed up? Thanks.
I can't tell you anything about migrating your third-party components. I don't use the ones you've mentioned.
I can tell you, however, that you won't be able to simply load your existing project up into Flash Builder 4, change the SDK to 4.0, and expect it to recompile. A huge number of things have changed in Flex 4, often incompatibly.
Here are the ones I've run into so far:
You now have two parallel component libraries, Spark and MX. MX is the old Flex 3 component library, sometimes called Halo, though that's technically just the name of the default skin. Spark is the new Flex 4 component library, which only partially replaces MX.
They do interoperate. You're allowed to use both in a single app, and you can do things like put Spark components in MX layout containers like ViewStack
. There are also natural divisions in an application where it's possible to have one side using Spark, the other MX, with no worry about trouble because they don't interoperate at a GUI level. Dialog boxes are like that, for instance.
The reason they did all this is to support this new skinning stuff you've been hearing about: Flash Catalyst, FXG, and all that. If you use the stock Halo skin, I don't see that Spark matters to you, other than the fact that it's The Future.
(Aside: What's the Markdown syntax to get the Wizard-of-Oz boomy echo effect?)
Joan Lafferty (Flex SDK Quality Lead) has a valuable article, Differences between Flex 3 and Flex 4. On page 4, she has a table listing the Flex 3 MX components that have not been replaced by Spark components in Flex 4. Most of these have no appearance of their own, like Accordion
, so you don't need to skin them, or are things like dialog boxes, like Alert
. (You should read through the rest of that article. It covers things I don't, because I haven't run into all of the differences yet.)
Speaking of skins, only two of the MX skins from Flex 3 are still supported in Flex 4. The more colorful MX skins are gone, though there is a new set of colorful Spark-based skins that show off some of the things you can do with FXG and such. If you really liked one of the ones they removed, you can doubtless recreate them atop Spark, but it's not available out of the box.
Many things have been renamed, and some Spark replacements for MX components have different interfaces and so have different names. For instance, to move entirely to Spark, you'll have to change your VBox
es to VGroup
s. There are lots of annoying little differences like that.
Because of the whole dual GUI library thing, Adobe found themselves with a bunch of MXML tags like <Script>
and <Style>
that aren't actually part of MX, which work just as well for Spark. Rather than have a duplicate set of tags, they moved these to a new XML namespace. This is a problem for those doing piecewise migration of existing MX-based apps, because it means you're still using the mx
alias for the MX component library, so these tags that are common to both libraries all have to be renamed. The new XML namespace default for these tags is fx
, so every <mx:Script>
has to be renamed to <fx:Script>
, and so on. The IDE doesn't do this for you on importing the project. You just find them one by one as you try to get your imported project to build.
If you're planning to move entirely to Spark, you can avoid some pain here. Instead of accepting the fx
default namespace alias on the non-MX tags, you can let it continue to use mx
, since you won't need that for MX, and Spark uses s
as its default.
Your first task after installing Flash Builder 4 should be to generate a fresh new project so you can study it and copy-paste things like these namespace declarations from it.
Another fallout of the whole MX vs. Spark and namespace mess is that your CSS might need tweaking. Flex has a non-standard extension to CSS for this, which looks like this:
@namespace mx "library://ns.adobe.com/flex/mx";
mx|Application {
....
All of the namespace URLs have changed both between Flex 3 and Flex 4, and in at least one instance changed again during the Flex 4 beta process.
http://www.adobe.com/2006/mxml
is now http://ns.adobe.com/mxml/2009
library://ns.adobe.com/flex/halo
is now library://ns.adobe.com/flex/mx
The local()
form for specifying embedded font names by their common name in CSS doesn't work any more. You have to use url()
form and give the path to the font file.
A trap to beware of here is that this means if you're embedding multiple variants of a single font (e.g. normal and bold weights) your previous code referred to the same font name, but your new one will point to two different files because the two weights aren't in the same .ttf or .otf file. For instance, this:
@font-face {
src: local("Verdana");
fontFamily: VerdanaEmbedded;
fontWeight: normal;
}
@font-face {
src: local("Verdana");
fontFamily: VerdanaEmbedded;
fontWeight: bold;
}
must be changed to this:
@font-face {
src: url("/Library/Fonts/Verdana.ttf");
fontFamily: VerdanaEmbedded;
fontWeight: normal;
}
@font-face {
src: url("/Library/Fonts/Verdana Bold.ttf");
fontFamily: VerdanaEmbedded;
fontWeight: bold;
}
In Flex 3, the compiler guessed which two .ttf font files the above code is referring to based on the fontWeight
attribute. In Flex 4, the compiler makes you tell it explicitly.
If you embed fonts in your application and continue to use MX controls, the text is likely to either disappear or revert to the default font. This is because, by default, Flex 4 uses a different font embedding mechanism under the hood to support the improved font rendering engine in Flash Player 10. To embed a font in the older way so that the old MX controls can still use it, you have to set the embedAsCFF
CSS attribute to false
.
The states mechanism is entirely different. This Flex 3 code:
<mx:State name="alternate">
<mx:SetProperty target="{myField}" name="editable" value="false"/>
</mx:State>
....
<mx:Form ...>
<mx:TextInput id="myField"/>
....
</mx:Form>
becomes this in Flex 4:
<mx:State name="alternate"/>
....
<mx:Form ...>
<mx:TextInput id="myField" editable.alternate="false"/>
....
</mx:Form>
The new way makes more sense to me, since it puts all the individual component states in the component tag itself, instead of way up at the top of the MXML file in a verbose <mx:State>
block, but porting to the new mechanism is a bit of a grind. The conversion isn't automated by the IDE, although it really could be.
There are some tags no longer allowed as direct children of the <Application>
tag. These fall into several categories: validators, effects, etc. You now have to pack these up into a new <fx:Declarations>
tag, like so:
<fx:Declarations>
<mx:Dissolve id="myTransition" duration="100" target="{this}"/>
</fx:Declarations>
There's a new project option in Flash Builder that lets you continue using the Flex 3.5 SDK alone, with no Spark at all, for easier migration. That's good for initial tests, but at some point you want to move forward, at which point you have to contend with all the above.
The new compiler doesn't seem all that much faster to me, either. I haven't benchmarked it, just going on feel, which is what really matters to me, since it still makes me feel like pounding my head on my desk. :) It certainly isn't using the other 7 cores in my development box. Grrr.
Here's a few things that might help:
Good Luck!
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 am a Java developer who tries Flex. Here is my problem:
I behave actionScript objects as hashmap but when the object do not have the property it gives exception: No such variable.
Here I expect it gave me null, instead of giving exception. So do you know is there a way to handle it, namely check if the property is defined for object.
trace( obj["2008-02"] ) // gives exception
Use something along the lines of
if (myObject.hasOwnProperty("propertyName"))
to check if the property exists.
Edit: Also take a look here.
try
if ( obj["2008-02"] != null ) { then do something }
it is null, but you can't output null. you can also try converting it to a string for the purposes of a trace().
I'm building a somewhat large Flex project that includes several modules (a single Flex project that produces multiple SWFs)
Right now, I have a single css file, being loaded in the main SWF tag:
<s:Application ... >
<fx:Style source="css/main.css" />
...
</s:Application>
In the CSS file:
/* CSS file */
@namespace s "library://ns.adobe.com/flex/spark";
s|Panel {
skinClass: ClassReference("com.skins.DefaultPanelSkin");
}
s|Button {
skinClass: ClassReference("com.skins.DefaultButtonSkin");
}
The CSS file is not referenced anywhere else.
I have currently 6 modules (plus the main SWF, a total of 7 SWFs). I've noticed that the number of warnings is correlated to the number of modules...every time I add a module, I get more warnings. Right now, I get 6 warnings for every entry in the CSS file, so:
CSS type selectors are not supported in components: 'Panel'
CSS type selectors are not supported in components: 'Panel'
CSS type selectors are not supported in components: 'Panel'
CSS type selectors are not supported in components: 'Panel'
CSS type selectors are not supported in components: 'Panel'
CSS type selectors are not supported in components: 'Panel'
And repeat for Button, TextArea, etc etc. I have so many useless warnings, it is impossible to see if there are any valid ones.
Is this warning caused by something I'm doing wrong? The styles are all being applied correctly and appears to work just the way I want at runtime. If I'm doing nothing wrong, can I tell the compiler to ignore this warning?
NOTE: I've tried the -show-unused-type-selector-warnings=false
compiler flag, and it does not work...that's for a similar but different warning.
If you're looking at the warnings in FlexBuilder, you should be able to use Eclipse's problem filtering GUI. Assuming Flex 4 is sufficiently similar to Flex 3 in this regard, on the problems tag at the top right, there's a button with the tooltip "Configure the filters to be applied to this view". It's the one with the arrows.
In the filters dialog, on the default filter, set description to "doesn't contain" and the text under it to "CSS type selectors are not supported in components".
The problem is that you cannot define global styles in loaded modules. You can use a specific stylename for the Module tag and use descendant in your css to apply the styles to the sub components:
<mx:Module styleName='mySubStyle' .../>
and in the css use:
.mySubStyle s|Panel { color: #FF0000; }
So I ended up just downloading the source to the compiler, searching through it to find that warning, commented it out, and re-compiled the compiler. This is against the version tagged for gumbo beta2.
Index: modules/compiler/src/java/flex2/compiler/css/StylesContainer.java
===================================================================
--- modules/compiler/src/java/flex2/compiler/css/StylesContainer.java (revision 10941)
+++ modules/compiler/src/java/flex2/compiler/css/StylesContainer.java (working copy)
@@ -198,11 +198,11 @@
{
// [preilly] This restriction should be removed once the
// app model supports encapsulation of CSS styles.
- ComponentTypeSelectorsNotSupported componentTypeSelectorsNotSupported =
+ /*ComponentTypeSelectorsNotSupported componentTypeSelectorsNotSupported =
new ComponentTypeSelectorsNotSupported(getSource().getName(),
lineNumber,
selector);
- ThreadLocalToolkit.log(componentTypeSelectorsNotSupported);
+ ThreadLocalToolkit.log(componentTypeSelectorsNotSupported);*/
return true;
}
Not the most elegant solution...but those warnings were really getting annoying.
It looks as though you need to namespace your CSS: from the documentation: "Type selectors that are either not qualified by a namespace or do not resolve to an ActionScript class linked into the Application cause a warning at compile time."
The example they give is:
<Style>
@namespace "library://ns.adobe.com/flex/spark";
@namespace cx "com.mycompany.*";
Button { color: #990000; }
cx|MyFancyButton { color: #000099; }
</Style>
From your example, you seem to be missing the custom namespace, and, since your architecture is modular, the classes don't resolve to the application at compile time.
One other cause I have found for this warning is in the case when you reference the parentApplication from within a class.
My project has 2 apps, and there are several cases when I needed to reach into one or the other of the applications for one reason or other.
If I reference my parentApplication as follows, I see the warnings:
(this.parentApplication as SomeAppName).someFunction();
If I leave the reference general, the errors go away:
this.parentApplication.someFunction();
This is not meant to comment on whether or not this is good practice, but it is to hopefully help some folks find a root cause.
hth
Junior developers ignore compiler warnings Senior developers treat warnings as errors
People who should never be allowed to develop code recompile their compiler to better enable ignoring warnings.
Consider the following code:
[Bindable(event="ReportHeaderVO_effectiveFromDateJulian_updated")]
public function set effectiveFromDateJulian ( value:Number ) : void
{
_effectiveFromDateJulian = value;
dispatchEvent( new FlexEvent("ReportHeaderVO_effectiveFromDateJulian_updated") );
}
public function get effectiveFromDateJulian () : Number
{
return _effectiveFromDateJulian;
}
public function get effectiveFromDate () : Date
{
return DateUtil.convertJDEJulianToDate(_effectiveFromDateJulian);
}
There is a setter and a getter for the effectiveFromDateJulian which is a number representation of the date. I have provided a seperate getter which retrieves the same value, only converted to a proper date. It is a getter only though and relies on the setter for the numeric property to get its data from; so the effectiveFromDate property is effectively read-only.
Data binding works on the effectiveFromDateJulian property; any updates work fine and notify everything properly. But when binding to the effectiveFromDate (getter only) property, I get a warning from the compiler:
warning: unable to bind to property 'effectiveToDate' on class 'com.vo::ReportHeaderVO'
Is there a way to make it possible to bind to this read-only property? I would assume I would have to dispatch an event on the setter that effects the read-only property, but I don't know what that would look like.
This is a simple example, you could imagine a read-only property that depends on several setters to function and when any of those setters are updated the read-only property would need to fire a propertyChanged event as well. Any ideas? Please let me know if I need to clarify anything.
Update: From the Adobe documentation here:
http://livedocs.adobe.com/flex/3/html/help.html?content=databinding_8.html
Using read-only properties as the source for data binding
You can automatically use a read-only property defined by a getter method, which means no setter method, as the source for a data-binding expression. Flex performs the data binding once when the application starts.
Because the data binding from a read-only property occurs only once at application start up, you omit the [Bindable] metadata tag for the read-only property.
And this makes sense for constant values, but in this case the value does change, it just doesn't get set directly.
Make the readonly getter Bindable and dispatch the corresponding event from the original setter method.
[Bindable(event="ReportHeaderVO_effectiveFromDateJulian_updated")]
public function set effectiveFromDateJulian ( value:Number ) : void
{
_effectiveFromDateJulian = value;
dispatchEvent( new FlexEvent("ReportHeaderVO_effectiveFromDateJulian_updated") );
dispatchEvent( new FlexEvent("ReportHeaderVO_effectiveFromDate_updated") );
}
[Bindable(event="ReportHeaderVO_effectiveFromDate_updated")]
public function get effectiveFromDate (date:Date) : Date
{
return DateUtil.convertJDEJulianToDate(_effectiveFromDateJulian);
}
FlexBuilder's debugger will show you the "memory location" (or, I can only assume, something roughly analagous) of any in-scope instance:
But I'd like to get this information in code (sort of like Python's id
function), so I could very easily trace how objects move through out the system. For example, I might have:
trace("Returning", id(foo));
Then somewhere else I could use:
trace("Using", id(foo));
To make sure both bits of code are dealing with the same instance.
Now, I know that many AS classes implement the IUID
interface... But there are also a bunch of classes which don't (plain old arrays and objects, for example), so that wouldn't solve my problem.
I realize that I could also wrap objects in an ObjectProxy
, but that would be less than ideal as well.
In realy I advise to you don't to use this too much... it is very expensive. Adobe need to create a native function to return this to us.
But, for now... try this:
You will need to cause a explicit coercion to get it! Because when you make and explicit coercion you get an Error like this:
TypeError: Error #1034:
Type Coercion failed: cannot convert Main@1c49d31 to flash.utils.ByteArray.
Note that in this error you get what you want... the @1c49d31. This hash is like an ID in the memory allocation.
I did a lot of tests. This hash just change when you call a "new" (in C languages is equivalent to [[... alloc] init]) and for static functions and static properties, the allocation occurs a little different... anyway...
Backing to Flash, the problem is we don't have a direct way to get this hash without an Error.
But this is not a realy big problem. All that you need is to use some "try" and "catch" Like this:
try
{
ByteArray(anyObjectToKnowItAllocationHash);
}
catch (e:Error)
{
trace(e);
}
And voila! You will get the hash without result in an Error! After this I did a more refinated way... Try this:
A little explain about this: The fakeClass is to be sure about this will generate an Error. The RegularExpression is to capture the last @... that appear. Because Objects and Functions generate different messages on this Error. And the $ is to catch the Static Objects, Class and Functions, bacause they don't have an "@" in its memory hash and different zones in memory.
This little code works so fine to me! Now i can finish some great engines that i'm making that work with memory management, weak references and ID based on memory.
I hope this can help you.
Bye, and good luck, my friend!
Off the top of my head the only way I can see to pull this off would be to use a Dictionary object (you'd probably want to enable weak keys to avoid any side effects) and then just take the objects as you create them and use them as a key to an incrementing ID counter. Then you could simply look to see if two objects existed as a keys in the Dictionary and if so compare the values stored there.
Diney Bomfim's solution worked like a charm. I wrapped this in a class named DebugUtils
in a function named getObjectMemoryHash
.
package
{
public class DebugUtils
{
public static function getObjectMemoryHash(obj:*):String
{
var memoryHash:String;
try
{
FakeClass(obj);
}
catch (e:Error)
{
memoryHash = String(e).replace(/.*([@|\$].*?) to .*$/gi, '$1');
}
return memoryHash;
}
}
}
internal final class FakeClass { }
Then I could use this function from anywhere and trace it, like so:
trace('myObj', DebugUtils.getObjectMemoryHash(myObj));
Thanks so much for this answer!
AFAIK there is no way to get to the value that the debugger shows you at runtime.
Total shot in the dark but I think you can use the === comparison to determine if two objects are the same object (in contrast to == that compares the values of the objects). But I could be totally wrong on that.
private static var _uids:Dictionary = new Dictionary(true);
private static var _cter:uint = 1;
public static function getObjectMemoryHash(obj:*):uint {
var ret:uint = _uids[obj];
return (ret == 0) ? (_uids[obj] = _cter++) : ret;
}
This is working fine installer but it takes unique identification number
I want to dynamically access a bunch of objects in my mxml. I can construct their name/id. In Javascript I can do getElementById(ID)
to get the object. How can I do this in Actionscript?
I really can't do getChildByName
because it is too cumbersome: I have access to object A, which has a child B, which has a child C, which have the children D, E & F (their names are related to A's name). I want to get D, E & F. For getChildByName
, it seems I have to use A to get B, then get C, and then get D, E & F. And if add a new parent to B (change the mxml hierarchy), then the code will break... And I really don't want to do that.
Any advice? Thx!
Update: What I am asking is, how do I access object D given its name and/or id, both of which are strings.
Since the children are actually like "properties" of the document, you should be able to do something like this:
var elem:Type_of_E = this["constructed_id_of_E"];
If you are in a subdocument of the document just use parentDocument["constructed_id_of_E"] to get the element.
Actually, once you assign them an ID, they become a public member variable of the given element. So for instance if you have
<mx:Canvas><mx:Label id="myLabel" /></mx:Canvas>
You can access it by it's id as a variable name:
myLabel.text = "Hello world!";
Let me know if you need more clarification. If this isn't what your asking, feel free to comment and I'll take another whack at it.
Regards, Chris
Update: All mxml components are accessible this way, regardless of how many parents they have
Does this work with Flex 4 ?
I've an empty grid made in MXML, then in actionscript I add in this order :
I've tried this["cmb"+0], myGrid["cmb"+0], parentDocument["cmb"+0] and each time I'm getting "ReferenceError: Error #1069: Property cmb0 not found on adminUsers and there is no default value" or "ReferenceError: Error #1069: Property cmb0 not found on mx.containers.Grid and there is no default value"
Note : "adminUsers" is the name of my application
Edit : if it can help someone, I've solved my problem a different way. Now I'm filling my grid with a repeater
<mx:Grid id="myGrid">
<mx:Repeater id="repeater" dataProvider="{lst1}">
<mx:GridRow>
<mx:GridItem><mx:Label text="{repeater.currentItem.name}" /></mx:GridItem>
<mx:GridItem><mx:ComboBox id="cmb" dataProvider="{lst2}" labelField="comment" /></mx:GridItem>
</mx:GridRow>
</mx:Repeater>
</mx:Grid>
Now I can access my combos in a loop with something like :
var combo:ComboBox = cmb[i] as ComboBox;
:)
If you use MXML you must be using flex. If you are using Flex then you can assign your items id's.
Example:
<mx:Button
id = "myButton"
label = "OK"
click = "{myLabel.text = 'Button Pressed!'}"/>
<mx:Label
id = "myLabel"
text = "Push the button!"/>
You can use getChildByName("childname")
I made this function to find an element with an id.
import mx.core.UIComponent;
public function getElementById( sId: String, oIn : UIComponent = null ) : UIComponent
{
if( oIn === null )
{ oIn = this; }
var i : Number = oIn.numChildren;
while( i )
{
var o : DisplayObject = oIn.getChildAt(--i ),
oChild : UIComponent = (o is UIComponent)?(o as UIComponent):null;
if( oChild !== null )
{
if( oChild.id === sId )
{ return oChild; }
oChild = this.getElementById(sId,oChild);
if( oChild !== null )
{ return oChild; }
}
}
return null;
}
Let's say I have a slider that can go between 0 and 1. The SoundTransform.volume
also ranges between 0 (silent) and 1 (full volume), but if I use a linear function, let's say SoundTransform.volume = slider.volume
, the result is rather not pleasing.
I really haven't studied the human ear, but I overheard once that human perception is logarithmic, or something similar. What algorithms should I use for setting the SoundTransform.volume
?
human perception in general is logarithmic, also when it comes to things as luminosity, etc. ... this enables us to register small changes to small "input signals" of our environement, or to put it another way: to always percieve a change of a perceivable physical quantity in relation to its value ...
thus, you should modify the volume to grow exponentially, like this:
y = (Math.exp(x)-1)/(Math.E-1)
you can try other bases as well:
y = (Math.pow(base,x)-1)/(base-1)
the bigger the value of base
is, the stronger the effect, the slower volume starts growing in the beginning and the faster it grows in the end ...
a slighty simpler approach, giving you similar results (you are only in the interval between 0 and 1, so approximations are quite simple, actually), is to exponantiate the original value, as
y = Math.pow(x, exp);
for exp bigger than 1, the effect is, that the output (i.e. the volume in you case) first goes up slower, and then faster towards the end ... this is very similar to exponential functions ... the bigger exp
, the stronger the effect ...
Human hearing is logarithmic, so you want an exponential function (the inverse) to apply to the linear output of your slider. I don't know if human hearing is closer to ln
or log
:
For Ln:
e^x
For Log:
10^x
You could experiment with other bases too. You will then need to scale your output so that it covers the available range of values.
Update
After a bit of research it seems that base 2 would be appropriate since the power is related to the square of the pressure. If anyone knows better, please correct me.
I think what you want is:
v' = 2^v.a^v - 1
a = ( 2^(log2(m+1)/n) )/2
v is your linear input value ranging from 0..n v' is your logarithmic value ranging from 0..m
The -1 in the first equation is to give you an output range from 0 instead of 1 (since k^0=1).
The m+1 is to compensate for this so you get 0..m not 0..m+1
You can of course get tweak this to suit your requirements.
Hearing is complicated, the perceived loudness varies according to frequency, the duration of the sample, and from person to person. So this cannot be solved mathematically but by trying a variety of functions for the control and picking the one which 'feels' the best.
Do you find at the moment that varying the control at the low end of the range has little effect on the apparent volume, but that the volume increases rapidly at the upper end of the range? Or do you hear the reverse, the volume varies too quickly at the low end and not enough at the high end? Or would you like finer control over the volume at medium levels?
Increased low-volume sensitivity:
SoundTransform.volume = Math.sin(x * Math.PI / 2);
Increased high-volume sensitivity:
SoundTransform.volume = (Math.pow(base,x) - 1)/(base-1);
or
SoundTransform.volume = Math.pow(x, base);
Where base > 1, try different values and see how it feels. Or more drastically, a 90 degree circular arc:
SoundTransform.volume = 1 - Math.sqrt(1-(x * x));
Where x is slider.volume
and is between 0 and 1.
Please do let us know how you get on!
Yes, human perception is logarithmic. Considering this, you should adjust a volume exponentially, so that the percieved increase becomes linear. See decibel on Wikipedia
A 3db increase means you are doubling the volume, but the human ear requires ~6db increase to perceive a doubling in volume.
However, a strictly logarithmic curve, while accurately modeling the human perception of volume, has a usability problem.
When people want a loud volume, the knob becomes too sensitive at the upper end, making it difficult to find the "right" volume.
You've probably had this problem before... 7 is too soft, 8 is too loud, meanwhile 1-3 are inaudible over background noise.
So, I recommend a logarithmic scale, but with a floor at the low end and a soft knee at the top to allow a more linear response, especially in the "loud" part of the knob.
Oh, and make sure the knob goes up to 11. ;)
The human ear indeed perceives sounds on a logarithmic scale of increasing intensity, and because of that, the unit generally used to measure acoustic intensity is the decibel (which is actually used for all sorts of intensities and powers, not just those of sound, and also happens to be a dimensionless unit). The reference level, 0 dB, is usually set to the lower bound of human hearing, and every ten-decibel increase above that is equivalent to an increase in power by a factor of 10.
Note, however, that you should first check with other people and see what they think, just in case; what sounds odd to you may not sound odd to others. If they agree with you, then go right ahead and do it exponentially, but if you're in the minority, then it might just be your own ears that are the problem.
EDIT: Ignore my previous third paragraph. Refer to back2dos's answer if you decide to do it exponentially.
I think linear would be the best. At 50, you have 50% of volume, sound logical.
2nd would be sin() : it grows up fast, so at 30 you have ~50% volume, then adjust easily between 50% and 100%, using 70 offset on your slider.
can someone tell me how I can identify the type of an object in flex? In particular I have an array where I store multiple types in (but all UIComponents) now as I evaluate the array I want to find out whether I have a TextInput Control or a RadioButton. Does someone have an idea?
Thanks in advance
You can either test against a particular class using the "is" operator or you can use flash.utils.getQualifiedClassName() (you pass it your object) - which will return a string of the fully qualified class name.
The operator "is" represents one option.
Then there is the operator instanceof, which might or might not be useful depending on situation.
Also there's the ObjectUtil class with static method getClassInfo. This one returns more than just the object's class name.
Operator "typeof" unfortunately is useless for classes.
And, as Branden Hall already suggested, flash.utils.getQualifiedClassName().
Try to use the "className" property.
It should return "TextInput" or "Button" depending the case
for each (var item:* in myArray)
{
if(item.hasProperty('className'))
{
trace("item ["+i+"] is :" + item['className']);
}
}
here's some simple pseudo-code which demonstrates how to use the is
operator for what you want to do:
for each (var item:* in myArray)
{
if (item is TextInput)
doSomethingWithTextInput(item as TextInput);
else if (item is RadioButton)
doSomethingWithRadioButton(item as RadioButton);
}
The is
operator tests for type compatibility, yes. From the docs, is
:
... evaluates whether an object is compatible with a specific data type, class, or interface. Use the
is
operator instead of theinstanceof
operator for type comparisons. You can also use theis
operator to check whether an object implements an interface.
Other useful operators in this category are typeof
(which returns a string representation of a primitive), instanceof
(similar to is
, but disregards interface compatibility) and as
. A great and complete list of ActionScript operators is available here.
Hope it helps!
Your best bet is using the "is" operator and use something like:
for( var i:int = 0; i < componentArr.length; i++ )
{
var comp:UIComponent = componentArr[ i ];
if( comp is DataGrid )
// Handle DataGrid functionality here.
else if (comp is DropDown )
// Handle DropDown here
}
There is one problem with this approach, however. Because "is" will return true for all descendant classes, you must put all of the descendant classes before their ancestors -- List must come before ListBase. This can cause some annoyances.
// This is important to remember:
var mc:MovieClip = new MovieClip();
trace( mc is Sprite ); // true
There is one other option for cases where you want objects to be a member of a specific class (and not a descendant class): you can use the constructor property of the object and use a switch statement.
for( var i:int = 0; i < componentArr.length; i++ )
{
var klass:Class = componentArr[ i ].constructor;
switch( klass )
{
case DataGrid:
// Handle DataGrid
break;
case Text:
// Handle Text
break;
case NumericStepper:
// Handle NumericStepper
break;
default:
// Handle default
break;
}
}
ITS WORKING :))))
switch( true )
{
case item is Customer_SF:
c = item as Customer_SF;
break;
case item is Opportunity:
o = item as Opportunity;
break;
case item is Product:
o = ( item as Product )._opportunity;
break;
default:
return true;
}
As the title suggests, what's the difference between a "Component" (New ?> MXML Component) and a "Module" (New ?> MXML Module)?
Thanks, David
Modules are compiled into SWFs and loaded at runtime with ModuleLoader, whereas MXML components are compiled into an application. From the Flex docs:
Modules are SWF files that can be loaded and unloaded by an application. They cannot be run independently of an application, but any number of applications can share the modules.
Modules let you split your application into several pieces, or modules. The main application, or shell, can dynamically load other modules that it requires, when it needs them. It does not have to load all modules when it starts, nor does it have to load any modules if the user does not interact with them. When the application no longer needs a module, it can unload the module to free up memory and resources. [...]
Modules are similar to Runtime Shared Libraries (RSLs) in that they separate code from an application into separately loaded SWF files. Modules are much more flexible than RSLs because modules can be loaded and unloaded at run time and compiled without the application.
Hope that helps!
This is not a pure technical question, but I believe answers will help the RIA community.
We are a software development company, which is working on a development of Stock trading product. We chose to use Adobe Flex (in mid of 2008) due to its browser penetration and relative maturity compare to Silverlight. we already developed the system, and we are quite happy with it.
Now we are planning to launch the second version of our product, and we are planning for very advanced user interface (like windows docking framework (as in visual studio 2005/2008) etc). we searched on internet and found that in Adobe Flex, the market of 3rd party components are still very small, but in Microsoft Silverlight, there are so many options available for advance 3rd party components (like DataGrids, Docking Framework).
Can anyone please inform me that when should we expect same type of components in Adobe Flex, or what experts think if we develop new version in Microsoft Silverlight (expertise of Adobe Flex and Silverlight is not an issue at this moment, and assuming we have to develop every thing from scratch).
Also the launch of next version is expected to be in mid of 2010.
Any feedback regarding this is highly appreciated.
I can tell you from direct experience that Flex is a more productive platform. I work for a large RIA consultancy that builds a large number of apps with both Flex and Silverlight and we see that equivalent functionality in SL takes about 10-20% longer to develop than in Flex. Data binding support in Flex is significantly easier to use than in SL. I can also tell you that a suitably-experienced Flex developer could easily build a MDI toolkit in Flex with a couple of weeks of development time. So I would advise you to consider hiring experienced Flex developers rather than shelling out money for SL components.
SL does have a big advantage in that C# can be used on both the client and server and business logic can be reused in both tiers. This is significant and should not be discounted. ActionScript doesn't have a server-side counterpart and lacks this ability, although Flex does play nicely with a number of different backend technologies, especially Java using BlazeDS. Silverlight services integration has a variety of options on the .NET side (see Bart's comment below) while Flex can use very performant AMF in both RPC and data push (messaging). BlazeDS is free and open source.
I also think basing your decision for a development platform solely off the availability of 3rd party components is not a great idea. Putting that aside, MS platforms have always had a huge number of component development shops and a wide variety of components to choose from. It's likely even with a smaller market share that SL will have a bigger selection of 3rd party components than Flex moving forward.
Finally, I don't think MS is going to be giving up on Silverlight anytime soon. They are aggressively developing new features for SL4 and the Blend tool offers some innovations for designer/developer interactions that even Adobe is struggling to match with their new Catalyst tool.
If you have to make the decision today, I'd say go with Flex, especially for a public-facing application where you don't want to lose users because they can't or won't install the SL plugin. In 12-18 months I'm confident that SL will give Flex a much bigger run for its money but I don't think it's there, yet.
Although I cannot give you the desired answer, I hope I can give you a couple of good questions and ideas that maybe help you in the process:
City Coder: Flex 3 versus Silverlight 3 in Enterprise development
Microsoft Silverlight vs. Adobe AIR/Flex Debate
I personally think, that Adobe Flash is going to lose a noticeable user base in the near future duo to new features in the upcoming html 5.0 standard. Furthermore I prefer the tools (Visual Studio), addons and languages (C#) over the Adobe equivalents and I would consider these superior. However I have to emphasis that this is only from my perspective.. :)
A few people in this thread assume that you can't develop Flex or Flash-based projects with Visual Studio. From 30th August, 2010 that is no longer true. You may want to look at Amethyst which is a VS visual (drag+drop) Flash Platform IDE with a multi-process debugger, IntelliSense and refactoring: http://www.sapphiresteel.com
best wishes
Huw
actually i am also thorn between the 2. in fact, i still considered Flash, but sort of struck that off because thats more for animations rather than RIAs. with Flex, theres AIR to enable deployment in both desktop and web, tho i havent tried it and dunno how easy isit to use. and i also am not sure if Silverlight can be used as a desktop app anyone?
comparing Flex and Silverlight, i dont think we shld just base our judgment on what is more widely used now. Silverlight maybe something good!
just starting exploring the 2 and find Silverlight's XAML markup more intuitive than Flex mxml. further more Silverlight will integrate with C# which is getting better with LINQ and all. so data binding, an important part of any RIA is better. for Flex, one can probably link up with something like PHP with AMF but seems abit harder from what i saw. that said i am not really familiar with both.
UPDATE: and Flex is open source now while Silverlight closed right? so Flex can be said to be cheaper to use.
One thing to consider is Microsoft's dedication to Silverlight. Silverlight is not taking off. How long are they going to stick with it? If the next version of Silverlight doesn't get significant market penetration, is Microsoft going to continue supporting it?
Even if they do stick with it, and even if it does take off, are they going to do like they did with Internet Explorer: develop it into the most awesome browser available at the time with IE6, and then coast for 5+ years and become a major thorn in developers' hides?
Silverlight doesn't have a lot to do with Windows. People using Silverlight does not make Microsoft much money. There's not an especially compelling business case for MS to push Silverlight.
Silverlight doesn't offer anything to the users that Flash doesn't. It's the users that are going to drive Silverlight adoption, and until there's a compelling case for me to install it on my computer (which it's not, incidentally), it's staying off.
Flex is a natural companion to Flash, which is one of Adobe's flagship products. Adobe's not going to drop Flex. Even if they did, it's entirely open-source, and Flex development could quite definitely proceed even if Adobe fell into the ocean tomorrow. (Flash runtime is not open source, unfortunately, but it's a quite good multiplatform implementation of a mostly open SWF standard, with open source implementations progressing)
I work in a .NET/Flash shop. We use Flex to talk to a .NET back-end. It can be a pain in the ass to get them to interoperate (although not impossible). I like .NET. It would be great to be able to develop our front-end in C#. I would love it. But we're not willing to bet the farm on Silverlight, given MS's technology parade.
One of the most important thing in our decision on our future RIA technology is RTL support (specifically Arabic). I am very disappointed to hear that Arabic(RTL) is still not supported in Silverlight 3.0, on the other hand it is now supported on Adobe Flex 4. and I don't want to apply all non-standard tricks again that we used in our existing version of application (which is based on Flex 3). so Now One problem is solved in Flex but still remains in Silverlight... and still no docking framework in Flex, so it is going to be stalemate I guess.. :). I will keep you updated regarding any new findings of our research...
One word (or two) --> "Open-source" The world is going open source. Think android vs apple
How will you run applications for clients on Linux platform with any amount of confidence. Right now I am not a netflix customer because no "Moonlight" support.
I have three computers at home all running Linux (Cannot shellout money to buy Windoze license) !
Think target market (and where it will be in the next few yrs)
Flex is more compatible with browsers, as it runs on top of Flash. Silverlight, however, needs to be downloaded, which might be a problem for users behind a proxy or network (in a workplace, for example, you can't install things). Flex also has a better framework than Silverlight, so you can customize a component in a few clicks and keystrokes.
I agree with you that VS and C# are more mature than their Flex counterparts (FB3 and ActionScript, respectively), but you'll get used to it quickly.
Then again, I am a Flex developer, and not a Silverlight developer, so my opinion can be somewhat biased. However, I did choose Flex over Silverlight because I thought that it was more compatible (nearly everyone has Flash Player) and has better support than Silverlight, and I don't regret my decision thus far.
If it is a stock trading product, does it stream the stock price in real-time? If it does, the cost of streaming the data will make some difference.
Both of them support some kind of data push (RTMP vs. Socket) and smart polling (RTMPT/RTMPS vs. HttpDuplexPollingChannel).
From programming perspective, Silverlight should be better since XAML is drawing the interface and C# updates the state of XAML components. There are plenty of C# developers and Expression Studio to create the XAML components.
MXML is relative simple and you need Flash to draw the fancy UI. You can wait for Flex 4 (in beta) with FXG support, however. Then, it might get better support for third-party components.
If you have expertise on both products is hard to say, from my side having an IDE like Visual Studio is a plus (I'm a .net developer), and using the same language on server (services) and client side it's something that makes me feel quite comfortable.
I would say... go for a Proof of Concept, take a week, make two teams (same level approx.), and check in a week (without any formal testing, or formal designing) to progress in Flex and SL (for the third parties they can take advante of all the trial versions). After that week check how far the have gone and their findings.
A waste of time one week? Try to focus as a live wireframe for your final app.
Good luck Braulio
I don't think I could speculate on when or if Flex will have a similar number of 3rd party components. Many of the Silverlight components developed by companies like Telerik and DevExpress are ports or updates of existing .NET components. You might want to do a survey of companies that develop components for other Adobe products and ask on their forums if they plan to release a Flex product. Aside from that all I have to go on is what's available today and it sounds like you've already done the research on existing technologies. Good luck!
I have worked a bit with Flex but being more .Net oriented I can't say Flex can get any close to Silverlight in terms of developing business apps. Specially with RIA Services V2 and all the suit of .Net framework and visual studio everything is so integrated and professional.
The only reason I would consider not using Silverlight is if the product has public audience and you are going to loose customers due to low penetration of silverlight.
Ther is flex dock : http://code.google.com/p/flexdock/
And there is dock able flex : http://code.google.com/p/dockableflex/
What are the alternatives of Flex builder for flex development (Free ware, open source preferred). I know one that is FlashDevelop, but it is not matured/full fledged flex IDE.
Actually FlashDevelop is the only open-source solution. The other solutions are:
Actually, FlashDevelop is quite mature. I like to work in it, and since Flex is a text-only language (XML and AS), it's easy to write it in a text editor. Furthermore, FD has support for Flash / Flex like code completion, etc.
Google how to set up FD with flex.
Alternatively, you can also download the monster file that is the Flex Builder 3 installer. The 60 day trial is longer than it seems, and it costs nothing compared to Flash studio or Dreamweaver.
Or you can arrange your company to buy it for you:-) I did.
Actually there's an open-source alternative: AXDT: open-source cross-platform alternative for Flash development
It's not a competitor to Flash Builder or FDT (that I think is the best IDE out there), but it makes a good setup for small things or for those just starting to develop for Flash Platform.
I've got an object that contains a dozen or so fields I want to bind to form elements, so that I can use that object to send the data back to the server to be saved.
Definition of my container object:
private static const emptyLink:Object = {
id: -1, title:'',
trigger1:'',trigger2:'',trigger3:'',trigger4:'',trigger5:'',
linkTitle:'', linkBody:'',
answer1:'',answer2:'',answer3:'',answer4:'',answer5:''
};
[Bindable] public var currentLink:Object = emptyLink;
currentLink
is assigned at runtime to a specific index from an ArrayCollection, I'm just using the emptyLink
object for initialization purposes, mostly.
<mx:Panel id="triggerPanel" title="Trigger" width="33%">
<mx:VBox id="tpBoxes" width="100%" paddingBottom="5" paddingLeft="5" paddingRight="5" paddingTop="5">
<mx:TextInput id="trigger1" width="100%" textAlign="left" text="{currentLink.trigger1}" />
<mx:TextInput id="trigger2" width="100%" textAlign="left" text="{currentLink.trigger2}" />
<mx:TextInput id="trigger3" width="100%" textAlign="left" text="{currentLink.trigger3}" />
<mx:TextInput id="trigger4" width="100%" textAlign="left" text="{currentLink.trigger4}" />
<mx:TextInput id="trigger5" width="100%" textAlign="left" text="{currentLink.trigger5}" />
</mx:VBox>
</mx:Panel>
Of course, this compiles and displays just fine, but there are runtime warnings for each instance:
warning: unable to bind to property 'trigger1' on class 'Object' (class is not an IEventDispatcher) warning: unable to bind to property 'trigger2' on class 'Object' (class is not an IEventDispatcher) warning: unable to bind to property 'trigger3' on class 'Object' (class is not an IEventDispatcher) warning: unable to bind to property 'trigger4' on class 'Object' (class is not an IEventDispatcher) warning: unable to bind to property 'trigger5' on class 'Object' (class is not an IEventDispatcher)
And the currentLink
object is not updated when the TextInput
fields are changed.
The obvious answer is that my object needs to be an instance of a class that implements IEventDispatcher
. What that answer doesn't tell me is the particulars of implementing that interface (what's required? what's not?), and if there is a simpler way to do this -- like a built in class that will gladly accept my custom properties and allow for binding, without me having to worry about the particulars of implementing the interface.
Does such a class exist? If not, what's the bare minimum and/or accepted standard for accomplishing this task?
You need to use ObjectProxy (as Chetan mentions) - but you also need to use valueCommit to get the text you enter in the input BACK into your object:
<?xml version="1.0" encoding="utf-8"?>
<mx:WindowedApplication xmlns:mx="http://www.adobe.com/2006/mxml" layout="absolute">
<mx:Script>
<![CDATA[
import mx.utils.ObjectProxy;
private static const emptyLink:Object = {
id: -1, title:'',
trigger1:'',trigger2:'',trigger3:'',trigger4:'',trigger5:'',
linkTitle:'', linkBody:'',
answer1:'',answer2:'',answer3:'',answer4:'',answer5:''
};
[Bindable] public var currentLink:ObjectProxy = new ObjectProxy(emptyLink);
private function handleClick():void
{
trace(currentLink.trigger1);
}
]]>
</mx:Script>
<mx:Panel id="triggerPanel" title="Trigger" width="33%">
<mx:VBox id="tpBoxes" width="100%" paddingBottom="5" paddingLeft="5" paddingRight="5" paddingTop="5">
<mx:TextInput id="trigger1" width="100%" textAlign="left" text="{currentLink.trigger1}" valueCommit="{currentLink.trigger1 = trigger1.text;}"/>
<mx:Button label="Click" click="handleClick()"/>
</mx:VBox>
</mx:Panel>
</mx:WindowedApplication>
Object
doesn't dispatch events. Although you have made the variable Bindable, the properties of the object referenced by the variable currentLink
can not be bound.
Use ObjectProxy
instead.
[Bindable] public var currentLink:ObjectProxy = new ObjectProxy(emptyLink);
The first thing you'll want to know is that binding in Flex 3 is not bidirectional. The binding expression will ensure that if the source of the binding expression (currentLink.trigger1) changes that the target (TextInput) will receive notification of the change and update accordingly. If you want the binding to go in the other direction, there are at least two ways to do this:
In Flex 4 they are introducing a new syntax for bidirectional binding @{some.binding.expression} but it's not available in Flex 3.
On the 2nd part: the error that you're receiving is because you are binding to a "generic" prototype Object. When you apply the [Bindable] metadata tag to a property or class, the MXMLC compiler generates AS code that includes use of binding utilities and property change watchers to do make the binding happen. However you can't make the prototype Object do this since it's a built-in. You can create a custom ActionScript class which is bindable (or has certain properties bindable). The MXMLC compiler will generate a class which implements IEventDispatcher and therefore supports binding. This has the advantage of being faster than prototype objects and also gives you compile-time checking, i.e. you will receive a compiler error if you reference an invalid property.
The other alternative is to wrap your prototype in ObjectProxy as one of the other SO members has suggested.
Here's the livedocs reference for the interface. It's pretty much what would be obvious.
To quote:
In general, the easiest way for a user-defined class to gain event dispatching capabilities is to extend EventDispatcher.
Hence,
private static const emptyLink:EventDispatcher = {
In general, the reason why you get "unable to bind to property foo on a class, is because you are either missing a getter or setter for foo. You could also make foo scoped to a public variable, (although this breaks encapsulation)
So you need Both of these to make it go away:
public function set foo (o:FooObject) : void {
...
}
or
public function get foo() : FooObject {
...
}
I haven't been using Flex for very long, and this might not fit your requirements, but why not use XML? I believe you can set the TextInput text value to attributes in the XML.
I'm using pseudo-code, but something like this makes sense to me:
[Bindable] private static const currentLink:XML = <root>
<trigger1 value=""/>
<trigger2 value="" />
</root>;
...
<mx:TextInput id="trigger1" width ... text="{currentLink.trigger1.@value}" />
Something like this, perhaps?
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).
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.
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.
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.
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'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.
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...
[...] 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.
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 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.
Hmm I have a application in flex (codebase around 20K lines) ... its sort of a social network meets digg kind of thing, I need to add more features to it. This is my first ever flex project. Now im in a dilemma as to whether to refactor or rewrite the application. Im having a lot of trouble understanding the existing code (there is no documentation and the original developer is missing!!).
Anyone faced with such a dilemma before? any opinions on what i should do?
In most cases, a refactor is better than a rewrite.
Everyone faces this dilemma every day. The usual answer is to never rewrite anything from scratch. Identify the problem areas and refactor them in small pieces until you get it to where you want it. You might want to spend some more time learning the existing code before trying to make this decision.
One problem I think you need to be aware of in refactoring existing code in small parts is that it could still force you into a situation were you need to write bad code in order for it to fit into the existing system.
I.E They made some poor design decisions in the application and these affect the rest of the codebase. So you would need to address any of those issues before you change any given section. Examples would be they are using stupid ways to move data around, logic mixed with presentation code mixed in with dataaccess, literal numeric values are used across the site for the same thing. (I.E UserIsActive needs to be true and everywhere the coder sets this by using = "1") and so on.
READ THIS ARTICLE!!!:
http://www.joelonsoftware.com/articles/fog0000000069.html
I was all ready to go re-writing a project till I read this.
Im having a lot of trouble understanding the existing code (there is no documentation and the original developer is missing!!).
Sorry to say, but this is not a valid reason to do either. If you don't understand the code, how do you think to rewrite it?
Your first task is to understand the code. And yes that can be hard, but you better get used to it because most code will be "hard to understand". Documentation is often either not available or not up to date.
If you understand the code you can do some refactorings. But be sure to add unittests else you end up in a bigger mess than you started with.
Can be categorized into two things really.
1) Size of the project
If project is very BIG like say 10K lines. Refactor is the thing to do. as you won't have enough time to rewrite 10K lines. But, yes you can identify, isolate and rewrite any independent (decoupled) components therein which need serious repair. But, if project is a small one and is totally screwed up and you have time its better to think about rewriting.
2) Stage of the project
In projects, when we integrate several issues come up such as performance issues etc. For this, refactoring of a component is demanded. But if the project is in early stages it's better to think about changing the design or communication model/framework and rewrite the trouble causing component.
One thing is clear, the more decoupled the components in your system are, the easier it is to rewrite. So, remember to design things well, you may never even have to refactor!
This is a very subjective answer - but...
My thought on this is two-fold.
First, if you are asking whether or not to rewrite, 9 times out of 10, it's probably a bad idea. If you really need to do a full rewrite, there's usually very little question.
More practically, I would start with minor refactoring. This often helps me learn much more about the existing codebase, what problems were faced and overcomed (or avoided), what decisions and compromises were made in the oriinal code, etc.
Once you understand the original codebase better, you will have a much better understanding of whether or not rewriting is the "best" option. Until that point, it's all speculation, and if you're guessing, I'd say don't rewrite.
Rewriting is more risky than refactoring. Every element of new design may skip some old-tested functionality which is critical but not obvious to the rewriter.
The fact that it's your first project with this technology adds more risk. You should better refactor.
Branch, refactor/rework in small steps, see if and where it broke to pieces. Rewrite only if changes showed a total disaster in the design.
I posted an answer to a similar question here. It might help.
I think that it depends on your mind about this application.
If you think of your application as a prototype that allowed you to learn some key points (language, field, ...), you can throw it and rewrite the actual software with your newly acquired knowledge.
If you think of your application as the actual software, then refactor it. Little by little. It may happen that you rewrite it at the end.
My suggestion would be do refactor and rewrite both.
Configure Flex PMD to figure out blocks of unused, complex or inefficient code. This will help to understand your project condition and you will be able to figure out areas where you want to do a rewrite or a refactor.
Remember that your intution may guide you for complete rewrite but generally this is not a good idea as those ugly looking blocks of code are actually critical bug fixes and someone have invested hours of hard work to write it. You simply can't afford to loose it after your rewrite.
As a general principle
Rewrite the code and not refix the bugs.
Being said that there is nothing which says rewrite is better than refactor or vice-versa. You are the Neo Anderson of your project and you have to make that CHOICE.
Best of luck.
Sometimes you can spend one week on rewriting some part of the system from scratch and end up at the same point as you were a week ago (with a buggy code). And even though you lose whole week on rewriting, it can still be good for you. You will learn a lot in that week, code will be easier to maintain, and you will be much more motivated. Of course this approach depends a lot on how much code you write in one week...
If this is your first flex project, and you have the time and motivation then go ahead and rewrite it. It is an important exercise which you should have done at least once in your career.
Before starting you should make the following clear:
You should take notes, allowing you to evaluate later:
Note that it may take quite a while to be fluent in a given language and even a project and a rewrite may not be enough for you to do it well enough. Keep writing code :)
This is my first ever flex project
Then learn Flex first!
Is there an easy way to build projects created in FlexBuilder via the command line?
I'm beginning to work on adding a couple Flex components to the project I have at work. Currently the rest of the project (some java, some C++) is built via an ant script. I'd really like to be able to integrate the builds for the Flex components I'm working on into that ant script, but I'm not sure how to build the Flex projects from the command line.
Is there a way to invoke the flex compiler from the command line such that it uses the flex builder's project as its configuration? Or is there a way to modify FlexBuilder's compilation so that I could write a build script for the project and then have it use that (so that I'd only have one way to build and have both ant and FB use that, instead of separate build processes)?
While a flex ant task would be preferable it's not really necessary, as I can create custom tasks from command line apps easily enough.
EDIT:
One additional thing that I should probably mention. While I have FlexBuilder installed some of the people who run that ant script do not. They would just have the normal Flex SDK.
Hey, You can use the -dump-config option in FB to dump the config.xml that FB is using to compile your project, and then use that (using the -load-config option) with your command-line build.
I know in regular Eclipse you can build from an ant file, and I'm pretty sure that you can do the same with FB.
Although the doc kind of stinks for the flex ant tasks, they work ok.
[EDIT]- I replied in the comments, but I wanted to flesh out my reply.
Herms is having a problem using -dump-config and -load-config and it kind of points out why the flex ant tasks are better. (I didn't want to be the guy who says "why do you want to do X?", so I just answered the asked question).
Even though their doc is subpar (imo), they're better suited for the task of building your projects.
There are a couple of gotchas using the flex ant tasks, but for the most part, it's not brain surgery (and really the gotchas are more because the doc sucks).
When I started working on the automated build for our project, I found this site:
http://www.nabble.com/FlexCoders-f16212.html
to be invaluable.
I wrote a blog post on exactly how to do this (set Flex up with Ant) and have a sample build file. while I wrote this for Linux, the Ant part is platform agnostic. (see step 4):
http://blog.apterainc.com/software/setting-up-a-flex-development-enviroment-in-gnulinux/
If you need any help, leave comments and I can troubleshoot any problems you are having.
EDIT: Documentation for Flex's ant tasks are a bit sparse, but here are the official documentation from Adobe, is was enough to get me on my way: http://livedocs.adobe.com/flex/3/html/help.html?content=anttasks_1.html
Flex 3 comes with Ant tasks for building Flex applications from the command line. The documentation is available here. In addition, there is a great open source build framework called Antennae which can help a lot in organizing and building Flex applications from the command line (it is Ant-based).
I started out with Antennae and was pretty disappointed when I realized it does not use the Flex Ant Tasks. To get what I needed I would've needed to hack the command line parameters it passes to mxmlc... and antennae doesn't support modules among other things that are easier to accomplish with the Flex Ant Tasks. anyway, what I did come up with is a mash up of the good aspects I found in antennae and the good aspects of the build files from this blog post: http://jvalentino.blogspot.com/2010/03/flex-ant-build-optimized-modules_24.html
Is it possible to call a function asynchronously in Flex? I want to parse a file at regular intervals without blocking the rest of the application, what is the recommended approach for this?
Actionscript doesn't support multithreading, which I think is what you are really asking about here.
While the functionality isn't inherent in actionscript (or Flex) you could set up a mock system using events and timers.
I'm a little unclear on your exact question, so I'll give two answers:
1) You want to process a file every few seconds to act on any changes.
In this case all you need to do is set up a timer to check the file periodically:
var fileTimer:Timer = new Timer(5000);
fileTimer.addEventListener(TimerEvent.TIMER, checkFile);
...
private function checkFile(event:TimerEvent):void {
// read the file and do whatever you need to do.
}
2) You want to parse a very large file but don't want the application to hang whilst doing it.
If you want to process the file in the background, while keeping the main application responsive then I would probably create a function that would parse several lines of the file and then send an event and return. Listen for the event and start a timer that would wait a few milliseconds before calling the function again to parse the next set of lines.
This would break up the parsing of a large file with enough down time to keep the rest of your app running smoothly. You'd have to play with the timer interval and number of lines to parse at once to strike a good balance of responsiveness and the time needed to parse the file.
Hope that makes sense!
The simplest answer is to use the callLater
routine - see some documentation here.
callLater( parseFile, [filename] );
...
public function parseFile( filename : String ) : void
{
// parse the file
}
Another approach is to use the setTimeout
call, defined in the flash.utils
package. This one lets you call a routine after a specified amount of time has passed. Using this routine, you could set up your parseFile
function to call itself repeatedly, giving you the regular intervals you were looking for:
parseFile( filename );
...
public function parseFile( filename : String ) : void
{
// parse the file
// call this function again in 5 seconds
setTimeout( parseFile, 5000, filename );
}
Interestingly, just yesterday I described a solution to this problem in response to a different question.
What you need is a concept called Green threads. There is a green threading lib out there, but I have not used it.
The implementation I did for an import process (1 - 5 minutes) actually tracked how long the executions were taking and allowed for a configurable amount of time per cycle. This allows you to choose the number of frames you dropped (we were simply updating a modal progress bar). I also subclassed it with a version that ran through a ICollectionView with a IViewCursor and fired off the event with each item.
I cannot supply the source code due to it's connection with a commercial product, but the concept is quite simple to implement.
There is also a setInterval
function which will call a function at regular intervals which could be useful.
setTimeout and setInterval are both deprecated.
The Timer class not only allows a delay, but also a repeatCount: how many times it will throw a TIMER event and start counting down again. Presumably, one would call myTimer.stop() inside the event before doing whatever you wanted to do, and myTimer.start() when one was done.
private function newLinesToParse() : void
{
myTimer = new Timer(30000, 9999);
myTimer.addEventListener(Timer.TIMER, myTimerTick);
myTimer.start();
}
private function myTimerTick(event : Event) : void
{
myTimer.stop(); // or (event.currentTarget as Timer).stop();
// do a few lines
if (anyMoreLines)
myTimer.start();
else
myTimer = null;
}
Cheers
I'm creating an Adobe Flex application and I have a Text control (mx:Text), which is supposedly used when you need multiline noneditable text (as opposed to a Label, which is single line noneditable text). My text control does not wrap when I resize the browser window to be smaller than the text (or load it with the browser window already smaller). Upon consulting this doc that I found, it would seem that the word-wrap functionality only happens if you specify an absolute width in pixels. That is exactly what I'm trying to avoid. I want the text to wrap to fit inside the size given to my Flash object so that it is always visible... is there any way to accomplish this, through some property I'm missing or perhaps a different control? Thanks.
I had this same problem. In my case I had a mx:Text block (that SHOULD have wrapped), and that mx:Text object was embedded within TWO mx:VBox containers.
The only way that I got the text to wrap successfully was to do BOTH of the following:
Very non-intuitive, but this is what worked for me.
I hope this helps you!
Jon Kinsting
Percentage widths and heights actually resolve to their pixel equivalents, so using them should achieve the wrapping and relative sizing you're looking for. For example:
<?xml version="1.0" encoding="utf-8"?>
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" layout="absolute" width="100%" height="100%">
<mx:Text width="100%" height="100%" text="Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est laborum. Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est laborum." />
</mx:Application>
That is, provided there's a width setting of any kind, relative sizing (an explicit number, a percentage, a constraint-based anchor -- e.g., top, right, bottom, left -- etc.) should cause the text to wrap naturally. Does this approach not work with the layout you're using? Without some code, it's hard to tell, but you're right -- wrapping does require setting a width-related property on the container.
Resizing and wrapping can be a little tricky, though, depending on the context, so if you find this doesn't work, try posting some code -- I'm sure one of us will be able to help you figure it out.
See this article for your answer:
If you're trying to get the text wrap to work inside an MXML component try this:
<mx:Text id="testText"
width="{ this.width }"
height="100%"
text="Your text here" />
You're basically setting the width to the width of the component and setting the height to 100% will allow it to wrap correctly when you shrink the size.
You could try adding an event handler to the parent node for Event.RESIZE
, and call the Text object's validateNow()
method. (Perhaps preceded by an invalidateSize()
call.) Why doesn't this happen automatically I cannot tell.
I think applying VBox width = "100%" and Text width = "100%" is the simplest way. Note: if Text is dynamically generated, don't forget to do text.percentWidth = 100
So Christian's example of just an Application with a Text element inside work, but it is far too easy to screw up the layout. Just add one VBox inbetween and wrapping does not work:
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" layout="absolute" width="100%" height="100%">
<mx:VBox width="100%">
<mx:Text width="100%" height="100%" text="Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est laborum. Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation ullamco laboris nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est laborum." />
</mx:VBox>
</mx:Application>
render="invalidateSize();validateNow();
'component id'.mx_internal::getTextField().wordWrap=true"
add this to your text component.
I could do it using only mxml. The result is quite ugly, but I could do it.
<s:Group id="propDisplay" width="100%">
<mx:Text id="key" left="0" text="{data.key}:"/>
<mx:Text left="{key.width}" maxWidth="{propDisplay.width - key.width}"
text="{data.value}" />
</s:Group>
Try setting htmlText="true" in your text field.
What I am trying to accomplish to to get financial data in my Flex Datagrid to be color-coded--green if it's positive; red if it's negative. This would be fairly straightforward if the column I want colored was part of the dataProvider. Instead, I am calculating it based on two other columns that are part of the dataProvider. That would still be fairly straightforward because I could just calculate it again in the ItemRenderer, but another part of the calculation is based on the value of a textBox. So, what I think I need to be able to do is send the value of the textBox to the custom ItemRenderer, but since that value is stored in the main MXML Application, I don't know how to access it. Sending it as a parameter seems like the best way, but perhaps there's another.
Here is the current code for my ItemRenderer:
package {
import mx.controls.Label;
import mx.controls.listClasses.*;
public class PriceLabel extends Label {
private const POSITIVE_COLOR:uint = 0x458B00 // Green
private const NEGATIVE_COLOR:uint = 0xFF0000; // Red
override protected function updateDisplayList(unscaledWidth:Number, unscaledHeight:Number):void {
super.updateDisplayList(unscaledWidth, unscaledHeight);
/* Set the font color based on the item price. */
setStyle("color", (data.AvailableFunding >= 0) ? NEGATIVE_COLOR : POSITIVE_COLOR);
}
}
(data.AvailableFunding doesn't exist)
So does anyone know how I would go about accomplishing this?
-Matt
You may want to look into ClassFactory from the Flex APIs:
http://livedocs.adobe.com/flex/3/langref/mx/core/ClassFactory.html
This allows you to set a prototype Object with arbitrary types / values each of which will be passed to the item renderer. From the sample:
var productRenderer:ClassFactory = new ClassFactory(ProductRenderer);
productRenderer.properties = { showProductImage: true };
myList.itemRenderer = productRenderer;
The above code assumed that "ProductRenderer" has a public property called "showProductImage" which will be set with a value of "true."
You can access the value of the TextBox directly, if you need to, by using the static Application.application
object, which is accessible from anywhere in your application.
For example, if you wanted the renderers to be notified when the value of the TextInput control changes, you could do something like this (from within your ItemRenderer, and where myTextInput
is the ID of the control defined in your main MXML class):
<mx:Script>
<![CDATA[
import mx.core.Application;
private function creationCompleteHandler(event:Event):void
{
Application.application.myTextInput.addEventListener(TextEvent.TEXT_INPUT, handleTextInput, false, 0, true);
}
private function handleTextInput(event:TextEvent):void
{
if (event.currentTarget.text == "some special value")
{
// Take some action...
}
}
]]>
</mx:Script>
With this approach, each item-renderer object will be notified when the TextInput's text property changes, and you can take appropriate action based on the value of the control at that time. Notice as well that I've set the useWeakReference
argument to true in this case, to make sure the listener assignments don't interfere unintentionally with garbage collection. Hope it helps!
Nice ClassFactory Example here http://www.leavethatthingalone.com/blog/index.cfm/2009/2/20/FeatureRichDynamicItemRenderers
Ah, so I knew about outerDocument but not parentDocument. I was able to just use parentDocument.*whatever I want from the main App and I can access it as long as it's public.
Example:
setStyle("color", (parentDocument.availableFunding >= 0) ? POSITIVE_COLOR : NEGATIVE_COLOR);
Sweet! :)
I like to override the set data function of the item renderer to change the renderer when the data provider changes as shown here: http://butterfliesandbugs.wordpress.com/2007/06/14/changing-text-color-in-a-datagrid-using-itemrenderers/
When you override the function you could cast the object to your object to make the availableFunding property available.
To access the text box you could try creating a public property and binding the property to the text box in the mxml file:
public var textVar:String;
<mx:itemRenderer>
<mx:Component>
<customrenderer textVar="{txtBox.text}" />
</mx:Component>
</mx:itemRenderer>
There's another technique, which, while it initially feels a little hacky is perhaps less cumbersome and cleaner in actual use.
It involves the little-observed fact that an event dispatch is, of course, synchronous and the event object can be treated as a value object populated by any event handler.
i.e. the ItemRenderer can do something like:
...
var questionEvt:DynamicEvent = new DynamicEvent('answerMeThis', true, true);
if (dispatchEvent(questionEvt))
{
if (questionEvent.answer == "some value")
....
With a corresponding handler somewhere up the view hierarchy above the renderer that has a listener on the event and does something like:
function handleAnswerMeThis(event:DynamicEvent):void
{
event.answer = "another value";
event.dataHelper = new DataHelperThingy();
}
etc.
It need not be a DynamicEvent - I'm just using that for lazy illustrative purposes.
In a FLEX app, I am trying to "re-dispatch" a custom event. I.e. component1 does dispatchEvnet(event), component2 registers a handler for the event, the only function of the handler being, again, dispatch(event). Finally, component3 listens for the event coming out of component2. What I am trying to do is similar to the concept of "re-throwing" exceptions (and for similar reasons). The difference is that re-dispatching does not seem to work in AS3 (Flash 10). In IE, nothing happens, and in FF3 there is an exception saying that the type cast failed while trying to coerce the Event type to my CustomEvent while calling the handler in component3. Tracing code in the debugger shows that by the time component3 is called, the event is, indeed, a generic one, with all my custom stuff lost. Is this supposed to be the case?
The problem you are experiencing is caused by not overriding the clone() event in your custom event.
When events are redispatched, they are cloned and modified. If you don't override clone() you get the base implementation of clone(), which returns an Event. Because Event cannot be cast to your custom event type, a runtime error is thrown.
From the documentation:
When creating your own custom Event class, you must override the inherited Event.clone() method in order for it to duplicate the properties of your custom class. If you do not set all the properties that you add in your event subclass, those properties will not have the correct values when listeners handle the redispatched event.
I'm building a Flex widget for a private vBulletin site, and the Flex widget needs to access an XML file on the vBulletin server in order to display data.
For security reasons, the XML URL will need to have the value in the bbsessionhash cookie passed along in the URL request from Flex. The Flex widget will be embedded in the private area that the user has logged into, so the Flex request will be coming from the same website the cookie is from.
Is there any way to access the cookies directly within Flex? I would prefer not to use ExternalInterface to grab the cookie data from JavaScript, as it could get a little messy (the templates are developed by a completely different dev team).
I have never tried this, but this library might just do the trick.
I wrote something similar, but it's not packaged like the library.
As per the flash or flex cookies are concern developer can use shared object which is one kind of cookie used for flex application.
The sample code snippet is as followes
import flash.net.SharedObject;
// get/create the shared object with a unique name.
// If the shared object exists this grab it, if not
// then it will create a new one
var so: SharedObject = SharedObject.getLocal("UniqueName");
// the shared object has a propery named data, it's
// an object on which you can create, read, or modify
// properties (you can't set the data property itself!)
// you can check to see if it already has something set
// using hasOwnProperty, so we'll check if it has a var
// use it if it does, or set it to a default if it doesn't
if (so.data.hasOwnProperty("theProp"))
{
trace("already has data! It reads: " + so.data.theProp);
}
else
{
so.data.theProp = "default value";
so.flush(); // flush saves the data
trace("It didn't have a value, so we set it.");
}
Accessing Flex SharedObject is NOT the same as accessing the Browser cookies, to access the browser cookies, you may use the ExternalInterface class, please check the following reference to see samples:
http://livedocs.adobe.com/flex/3/html/help.html?content=passingarguments_4.html
A reference of how to use and control cookies using javascript can be found here:
http://www.quirksmode.org/js/cookies.html
I would use the following Flex code:
var myCookie:String = ExternalInterface.call("getCookie('cookieName')");
And in the HTML I would add the following Javascript:
function getCookie(c_name) {
var i,x,y,ARRcookies=document.cookie.split(";");
for (i=0;i<ARRcookies.length;i++) {
x=ARRcookies[i].substr(0,ARRcookies[i].indexOf("="));
y=ARRcookies[i].substr(ARRcookies[i].indexOf("=")+1);
x=x.replace(/^\s+|\s+$/g,"");
if (x==c_name) return unescape(y);
}
}
I have a Flex Application that needs to be tested and our QA department is really adament on using some form of automated-testing tools like HP's QuickTest Pro (QTP). However, QTP requires that you write some custom code if you wish to automate some home-made components... Unfortunately, we have some 3rd-party components which we do not have the source code so we can't really the custom code without having the 3rd-party component's source code.
Is there any existing framework and/or tools that would allow me to automate testing without having to write custom code that could be used by a non-programmer (i.e. A QA guy which has no idea what a pointer is)
I've taken a quick-look at Flex-Monkey (A free open-source software) which seems to be a promising project, but it's still in it's infancy and I need something soon (i.e. Yesterday)
Any ideas?
Unfortunately, Flex/Flash automation just isn't very strong right now. QTP has a monopoly on the only "official" solution. Adobe needs to do more here :(
However, one automation tool is pretty interesting and completely sidesteps the traditional API mode of automation. Check out Eggplant, which uses graphical bitmaps to determine how/where/when to click on visual elements. This means your "scripts" are now text + bitmaps, but it also means it can test almost anything.
For full disclosure, I'm one of the Selenium Remote Control founders and have done a lot of work with Selenium and Flash automation in the past.
I've just released a new version of the SeleniumFlex API, bringing it up to 0.2.5.
This fixes release a lot of major issue and probably makes the API the best free alternative for Flex test automation. You can get it on sourceforge here: Selenium-Flex API
EDIT Update:
The project has moved to Google Code: http://code.google.com/p/sfapi/
(coming in really late in the game)
Another option now is Borland's SilkTest. They've recently added support for Flex and it seems to work pretty well.
My company tried a couple other options, including RIATest; but ended up using SilkTest because our QA dept. was already trained on it.
AFAIK the following tools currently support Flex GUI automation (alphabetical order):
ANY of the above will require you to "instrument" custom components to support full automation. However depending on how "custom" your components are you may find that you may not need to do anything, they will just be represented by their base classes. All built-in Flex components are already "instrumented".
Disclosure: I am a RIATest team member and am naturally biased to believe this is the best tool if you need Flex-only automation. It is the only tool that is focused on providing the best possible automation for Flex.
Haven't tried any of them personally. Just some googling.
I know this post is a bit late in the game (almost a month), but if you haven't done so, check out FlexMonkey. I'm currently investigating Flex automation at work, and this is the most promising Flex test suite I've come across.
Note: Selenium Flex is only compatible with Selenium running on FireFox 2.x. It's not compatible with the latest beta which runs on FF 3. Because of this, I found it to be an inadequate solution.
Ranorex might be interesting for you. The RanorexLoader enables automation of your flash/flex application without including the automation lib directly into your application.
And you can also capture/replay your UI tests, edit your actions and generate C#, VB.NET and IronPython code.
Here you find an example using the loader: http://www.ranorex.com/support/user-guide-20/flash-flex-testing.html#c2305
Ranorex is the current way to go. A simple 8 to 10 lines of code added to your app will allow Ranorex to identify you flex components using XPath. This is an outstanding product for Flex automation.
I think eggPlant makes things less complicated than any of those. I have used some of the above mentioned Tools but none helped as much as eggPlant. It also allows you to use the same scripts for different platforms as well.
What is the difference between Adobe AIR and FLEX?
The "Flex Framework" is a collection of AS3 classes and components used in developing RIAs.
"Flex Builder" is an IDE used to develop "Flex Applications."
Much in the same way HTML is a collection of tags to develop web pages and Dreamweaver is an IDE for developing web pages. However you don't need Dreamweaver, you can use Notepad, BBEdit, etc. as well.
If you use something other than Flex Builder to develop in Flex, you need to download the Flex SDK to compile. The end result of a compiled Flex Application is an SWF file (Same as Flash).
With the compiled SWF file, a user only needs to have Flash Player installed to run the application.
Most Flex apps are developed, deployed to a server and then a web browser is used to serve the application to the user for use.
I haven't used AIR yet so I don't know what the end product of a compliled AIR Application is, but AIR is an alternative delivery system for Flex Applications, replacing the web server and browser so to speak. It's primary purpose is for deploying RIAs to a user's desktop, independant of an internet connection.
AIR, also allows for the use of HTML, AJAX etc. So an AIR Application could be a collection of all these things, compiled together.
To run an AIR Application, you need AIR Runtime installed on your computer.
AIR is not a superset of Flex.
Adobe AIR is essentially Webkit, Flash, Javascript, Flex, XHTML, CSS, sqlLite.
The applications for air are primarily developed in ECMA. (Actionscript/Javascript). Most AIR applications out and about in the world right now consist of Javascript, xhtml, images, and sqllite.
The Actionscript engine has been extended for AIR to support disk IO and other 'local' system functionality. This allows your application to act just like a normal system application. Although most people are storing their data in sqlLite and rarely write to disk for anything other than logging. (From what I've noticed/read)
Regardless, there isn't a ton of Flex going on in AIR or the AIR community. From what I've noticed its a lot of Javascript/Flash/XHTML people making small apps that run on multi-os through the AIR runtime.
I'd add to Garry's (excellent!) answer by saying it sort of depends on what you're asking. There are conceptual differences and specific differences. Garry's answer details a handful of the specifics.
Conceptually, though, AIR is a superset of Flex, and Flex is a superset of Flash.
A Flash-authored SWF generally (though not always -- but most of the time) runs in a Web browser and is composed of ActionScript code. A Flex-authored SWF also runs in a Web browser (or again, some comparable container) and is composed of ActionScript code, but usually also takes advantage of the Flex framework, which is essentially a bunch of ActionScript classes provided by Adobe to assist developers in building more feature-rich Flash-based applications. AIR, finally, is Flex running on the desktop -- it's Flash-plus-Flex, plus some additional desktop-oriented facilities that allow SWFs authored in either Flash or Flex to be installed and run as desktop applications.
Excellent posts. As a side note, I'd like to add that unlike Flex/Flash SWFs, AIR SWFs cannot, and I repeat, can not be played in a browser. AIR SWFs need their own little sandboxes to run in (that the run time provides).
There are two runtime Flash Platforms one is Flash Player and other Adobe AIR(Adobe Integrated Runtime). Adobe Flash Player is a highly expressive cross-platform runtime that works across all the browsers which have the Flay Player plugin. Flash Player delivers the SWF files that runs within the browser, while AIR delivers the .air standalone applications that run on desktop outside the browsers. You can find more details about AIR & Flash from here: http://readymadeflash.com/blogs/what-is-the-difference-between-adobe-AIR-and-flash.html
I was under the impression porting flex to air was simple => http://forums.adobe.com/message/2887004
My understanding is that in theory your app should work with only one real change required. Of course now I have to test this theory...
I would be very exicted if I could retain all of the power of flex, and then gain the HTML Control and the Update Framework since thats all flex is really missing to be all powerful.
Off to experiment.
This is a good comparison thread! I've just built a series of AIR apps for several museum installs. AIR apps are just that...Standalone, compiled and optimized applications, wrapped in it's own installer. It's a rather versatile wrapper in that it will compile a bevy of codes, if you play your cards right. You could essentially build a website, and then crush it all into a desktop application. Because it runs locally, it also has the ability to bypass Flash's security protocols (something I'm not sure Flex is capable of). This allows you to access a whole different level of functionality when it comes to seamlessly linking apps, displays, input/output, etc.
Thusly, you can wrap FLEX builds within an AIR app... Adobes AIR dev center breaks everything down pretty thoroughly, and be sure to read through the adobe livedocs as well!
http://www.adobe.com/devnet/air.html
http://livedocs.adobe.com/flex/3/html/help.html?content=Part5_AIR_1.html
I?m trying to set up a server to data-source paged service. I?ve got everything set up so that I?m getting my assembler called and am returning values, but I?m not getting ?paged? calls.
Specifically:
public Collection fill(List fillArgs, int begin, int rows)
is always called with begin == -1
and rows == -1
, instead of getting real values to page through. In addition:
public boolean useFillPage(List fillParameters)
is never called (my implementation always returns true for all parameters). It looks like it is never called because the JavaAdapter is not receiving the pageSize header from the Flex client.
This is my destination configuration:
<destination id="invoiceListDataService">
<adapter ref="java-dao" />
<properties>
<scope>session</scope>
<source>com.williams.finance.invoice.dao.InvoiceReviewListAssembler</source>
<network>
<paging enabled="true" pageSize="100" />
</network>
<metadata>
<identity property="invoiceNumber"/>
</metadata>
</properties>
</destination>
And my Flex code for calling the data service:
myDataService = new DataService("invoiceListDataService");
myDataService.autoSyncEnabled=false;
myDataService.fill(invoiceReviewListModel.invoiceList, params);
Am I missing something in here? Any ideas where to start looking?
First, What is your adapter definition? Try this:
<adapters>
<adapter-definition class="flex.data.adapters.JavaAdapter"
id="java-dao"></adapter-definition>
</adapters>
Second, add custom="true" attribute to your paging property.
<paging enabled="true" pageSize="100" custom="true"/>
Third, possibly change your scope to application
Fourth, in your destination definition, add adapter="java-dao" instead of having a reference to it.
<destination adapter="java-dao" id="invoiceListDataService">
Fifth, make sure you're Overridding the necessary methods (useFillPage, Collection fill, etc.)
@Override
public boolean useFillPage(List fillParameters)
{
// enabling paged-fill for all fills
return true;
}
See this thread for some helpful responses to a similar problem: http://www.mail-archive.com/flexcoders@yahoogroups.com/msg111746.html
Your destination configuration looks complete.
Double check that you assembler extends AbstractAssembler:
public class InvoiceReviewListAssembler extends AbstractAssembler
and that you override the following at minimum:
@Override
public int count(List arg0) {
return -1; // or return the collection length.
}
@Override
public boolean useFillPage(List fillParameters) {
return true;
}
@Override
public Collection fill(List fillParameters,
PropertySpecifier ps,
int startIndex,
int numItems) {
// TODO
}
I'm trying to request a HTTP resource that requires basic authorization headers from within an Adobe AIR application. I've tried manually adding the headers to the request, as well as using the setRemoteCredentials() method to set them, to no avail.
Here's the code:
<mx:Script>
<![CDATA[
import mx.rpc.events.ResultEvent;
import mx.rpc.events.FaultEvent;
private function authAndSend(service:HTTPService):void
{
service.setRemoteCredentials('someusername', 'somepassword');
service.send();
}
private function resultHandler(event:ResultEvent):void
{
apiResult.text = event.result.toString();
}
private function resultFailed(event:FaultEvent):void
{
apiResult.text = event.fault.toString();
}
]]>
</mx:Script>
<mx:HTTPService id="apiService"
url="https://mywebservice.com/someFileThatRequiresBasicAuth.xml"
resultFormat="text"
result="resultHandler(event)"
fault="resultFailed(event)" />
<mx:Button id="apiButton"
label="Test API Command"
click="authAndSend(apiService)" />
<mx:TextArea id="apiResult" />
However, a standard basic auth dialog box still pops up prompting the user for their username and password. I have a feeling I'm not doing this the right way, but all the info I could find (Flex docs, blogs, Google, etc.) either hasn't worked or was too vague to help.
Any black magic, oh Flex gurus? Thanks.
EDIT: Changing setRemoteCredentials() to setCredentials() yields the following ActionScript error:
[MessagingError message='Authentication not supported on DirectHTTPChannel (no proxy).']
EDIT: Problem solved, after some attention from Adobe. See the posts below for a full explanation. This code will work for HTTP Authentication headers of arbitrary length.
import mx.utils.Base64Encoder;
private function authAndSend(service:HTTPService):void
{
var encoder:Base64Encoder = new Base64Encoder();
encoder.insertNewLines = false; // see below for why you need to do this
encoder.encode("someusername:somepassword");
service.headers = {Authorization:"Basic " + encoder.toString()};
service.send();
}
Ah. The pain, the suffering. The sheer misery.
While you've figured out how to add a header before making your call, the nasty truth is that somewhere deep down in the Flash/browser integration space your headers are being removed again.
From my blogpost last year at verveguy.blogspot.com
So I have unraveled the Truth. (I think) It's more tortured than one would imagine
1/ All HTTP GET requests are stripped of headers. It's not in the Flex stack so it's probably the underlying Flash player runtime
2/ All HTTP GET requests that have content type other than application/x-www-form-urlencoded
are turned into POST requests
3/ All HTTP POST requests that have no actual posted data are turned into GET requests. See 1/ and 2/
4/ All HTTP PUT and HTTP DELETE requests are turned into POST requests. This appears to be a browser limitation that the Flash player is stuck with. (?)
What this boils down to in practical terms is that if you want to pass headers in all requests, you should always use POST and you should find another way to communicate the semantics of the operation you "really wanted". The Rails community have settled on passing ?_method=PUT/DELETE
as a work around for the browser problems underlying 4/
Since Flash adds the wonderful header stripping pain on GET, I'm also using ?_method=GET
as a workaround for that. However, since this trips up on 3/, I am passing a dummy object as the encoded POST data. Which means my service needs to ignore dummy posted data on a ?_method=GET
request.
Crucial at this point to know about 2/. That wasted a bunch of my time.
I've built all of this handling into a new RESTService class with MXML markup support so it's possible to pretend this doesn't exist on the client side.
Hope this helps someone.
Finally received some attention from Adobe and got an answer on this. The problem with long HTTP Authentication headers is that, by default, the Base64Encoder class will inject newline characters every 72 characters. Obviously that causes a chunk of the base-64 encoded string to be interpreted as a new header attribute, which causes the error.
You can fix this by setting (in the above example) encoder.insertNewLines = false; The default setting is true.
I've fixed the above code to work for arbitrarily long Authentication strings.
The setCredentials() & setRemoteCredentials() methods are intended for use with Flex/LiveCycle Data Services, so they probably don't apply in your case.
This ought to work for you. I was able to reproduce this behavior on my server, and this fix seems to have done the trick; it still seems a bit odd this isn't more API-user-friendly, considering how common a use case you'd think it were, but nonetheless, I've tested and verified this works, given a valid SSL cert:
private function authAndSend(service:HTTPService):void
{
var encoder:Base64Encoder = new Base64Encoder();
encoder.encode("someusername:somepassword");
service.headers = {Authorization:"Basic " + encoder.toString()};
service.send();
}
Hope it helps! And thanks for posting -- I'm sure I would've run into this one sooner or later myself. ;)
This is not working for me. I have a flex app running in browser with flash 9.0.124.0. Here is my code:
var encoder:Base64Encoder = new Base64Encoder();
encoder.encode(uname+":"+pwd);
var value:String = encoder.toString();
service.headers.Authorization = "Basic " + value;
When viewed by HttpAnalyzer the GET request shows no authorization header. Also, as further proof that this does not work, I get the standard challenge pop-up requesting credentials. After entering them, all is ok.
Anyone know how to do this from a Flex browser app (running from flash)?
thanks.
This really has helped me! Thanks! I use Flex Builder 3
One note: WebService's property headers is read only. So I tried to use httpHeaders. It works!
var encoder:Base64Encoder = new Base64Encoder();
encoder.insertNewLines = false;
encoder.encode("test:test");
sfWS.httpHeaders = {Authorization:"Basic " + encoder.toString()};
Try using setCredentials rather than setRemoteCredentials and failing that, using Fiddler/Charles to find out what headers are being sent with the request.
Just wanted to post an update on this. It looks like there there may be a bug in the way Flex handles long HTTP headers. The API key I'm trying to use (which is used for HTTP Basic Authentication) is 64 characters long, and that's longer than the cutoff. I could get it to send up to 54 characters (before base 64 encoding, including the colon), but 55 or more and it complains that ActionScript can't set the Authentication header.
I've opened up a bug report on Adobe's site to have them take a look at it, you can follow it there if you like: https://bugs.adobe.com/jira/browse/SDK-19024
Also, just so other people don't spend 10 minutes working out why the correct example doesn't quite work asis, you need to import the mx.utils.Base64Encoder package eg:
import mx.utils.Base64Encoder;
At the beginning or somewhere within the CDATA area. I'm new to flex so this wasn't quite obvious at first.
I have a solution only if you run a Tomcat, JBoss runs Tomcat embedded so it will work. I do not know any solution that will work from the client side, so it is a server side fix.
http://code.google.com/p/web-actions/wiki/FlexBasicAuthenticationValve
And it gets worse now that I'm trying to make AIR do proper PUT requests using Flex 4 on AIR 1.5. Guess what?
These lines in DirectHTTPChannel.as in the createURLRequest() method completely override my attempt to PUT when the data type is XML.
if (httpMsg.method == HTTPRequestMessage.POST_METHOD || contentTypeIsXML)
{
result.method = "POST";
Any suggestions on how to hack around this gross ass-umption on Adobe's part appreciated. grumble, grumble, grumble
[UPDATE]
So, I filed a bug with Adobe at https://bugs.adobe.com/jira/browse/SDK-26482
I've also found a hack around that involves subclassing a whole swag of Adobe classes and patching at just the right point to effect a reversal of this assumption.
This is how its done.
import mx.utils.Base64Encoder;
import mx.rpc.events.FaultEvent;
import mx.rpc.events.ResultEvent;
import mx.rpc.http.HTTPService;
var _oHttp:HTTPService = new HTTPService;
var sUsername:String = "theusername"
var sPassword:String = "thepassword";
var oEncoder:Base64Encoder = new Base64Encoder();
oEncoder.insertNewLines = false;
oEncoder.encode(sUsername + ":" + sPassword);
_oHttp.method = "POST";
_oHttp.headers = {Authorization:"Basic " + oEncoder.toString()};
I had the same problem while consuming HTTP Basic Authenticated Webservice. this is my solution. It works fine.
private function authAndSend(service:WebService):void
{
var encoder:Base64Encoder = new Base64Encoder();
encoder.insertNewLines = false;
encoder.encode("user:password");
service.httpHeaders = {Authorization:"Basic " + encoder.toString()};
service.initialize();
}
usage
authAndSend(WebService( aWebServiceWrapper.serviceControl));
I am completely new to Flex.
Can I realistically develop, say, a medium complex application with the Flex SDK alone, or do I need Flex Builder?
Also, apart from the SDK, what will I need to get started?
Thanks for any help.
I was there a year or two ago, so here's my experience. In order by subquestion:
I am completely new to Flex.
I was new to Flex too - and Actionscript (although it's a superset of javascript, which I know pretty well; although it sure doesn't feel like javascript to me).
Can I realistically develop, say a medium complex application with the Flex SDK alone, or do I need Flex Builder?
Maybe, if you already know Flash and Actionscript pretty well. I didn't, so I found it sure helped. But it isn't any different from any other IDE-or-not decision.
Also, apart from the SDK, what will I need to get started?
Nothing, unless you want to use AIR, which is only a simple download. Everything else is in there. I was completely happy with my experience; no unpleasant surprises, and you're asking the same questions I did. YMMV.
You don't need it, but it can be helpful.
I've found FlashDevelop to be a much better IDE for coding ActionScript. It ties in with the (free) Flex SDK, so as long as you don't mind coding the MXML by hand then it should work great. I've created a number of smaller Flex apps using this, and it's worked great. I generally shy away from graphical GUI designers anyway, so it worked quite well for me.
FlexBuilder gets you two things that (afaik) you can't get elsewhere. A visual designer for the MXML, and a debugger. If you get the more expensive version of Flex Builder you also get a profiler.
The visual designer is good if you want to quickly prototype something, or if you're used to designing UI stuff that way (and I can see where it would be helpful once you start getting into more complex UI stuff).
The Flex SDK comes with a command line debug tool, but the GUI you get with FlexBuilder makes using it a lot easier. This is what made getting FlexBuilder worth it for me. I generally don't use FlexBuilder for everyday development, but when I need to debug it makes things much easier.
If you're the one who would have to pay for FlexBuilder, try it without FlexBuilder. If you start running into a situation where you feel having the graphical designer or debugger GUI would be helpful, grab the FlexBuilder trial. You'll have 30 days to try it out. If it helps you enough that you think it's worth the cost, then buy it. If you're getting along fine without it then you don't have to worry about getting it.
If your employer would be purchasing it and has the budget for it then it might be worth getting it sooner, but you could probably do the same thing I mentioned above so as to possibly save your company some money.
You don't need FlexBuilder to develop Flex applications, I use:
I wrote a entire blog post on how to set up a Flex development environment:
http://blog.apterainc.com/software/setting-up-a-flex-development-enviroment-in-gnulinux/
While I blogged about setting this environment up in Linux, most of the steps can be directly transferred to a windows environment.
As to the other posters: Developing GUI components in Flex is no different or harder then using HTML to design a webpage. If you require a WYSIWYG editor for that, then you do not know Flex or HTML well enough.
FlexBuilder has been well worth the investment for me personally; it's probably paid for itself tenfold or more. No, far more. Easily.
A few key fetures I've most enjoyed:
Intellisense/code-hinting: Especially if you're new to Flex, this'll speed your learning process along surprisingly well;
The Profiler: The live memory/app profiler really helps keep an eye on what's happening inside the box;
The Debugger: It's tough to beat being able to set breakpoints, trace the stack, watch variables, etc. -- great stuff here;
Eclipse: Eclipse is just an excellent IDE, and Adobe has extended it beautifully for Flex and AIR.
Incidentally, I don't do any drag-and-drop stuff, myself; I code everything manually, and I still can't recommend FlexBuilder enough. If you can part with the cash, chances are you'll be happy with the product.
Flex Builder is really useful if your application involves lot of GUI. It provides you a nice IDE do draw GUI. If you are just building actionscript that transforms to swf, you don't need Flex Builder. Flex SDK with your favourite editor is enough.
You may have to learn Actionscript and MXML DTD.
It's not required but it certainly makes things easier.
However, having said that, when you're using the FlexBuilder, you'll probably still end up doing minor tweaks to the UI in the mxml code and not in the IDE.
G-Man
What is the best way to determine if a component in Flex/Flash is showing on the user's screen? I'm looking for an analog to Java's Component.isShowing() method.
The show
and hide
events fire for visibility, and this seems to work for the first descendant of a ViewStack component, but not further down the display tree.
You want to check if the component property visible is true and this is for all the parents of your component in the DisplayList, am I correct?
public static function isVisible(c : UIComponent) : Boolean {
if (c == null) return false;
if (c is Application) return c.visible;
return c.visible && isVisible(c.parent);
}
... or avoiding recursion:
public static function isVisible(obj:DisplayObject):Boolean
{
while (obj && obj.visible && obj !== Application.application)
{
obj = obj.parent;
}
return obj && obj.visible;
}
UIComponent.visible is not necessarily valid for children of an object where visible=false. From the docs:
"In either case the children of the object will not emit a show or hide event unless the object has specifically written an implementation to do so."
I wrote a sample application that confirms this to be true. What you can do is walk up the display list checking for visible to be false on a parent. Basically "visible" gives false positives but shouldn't give false negatives. Here is a quick utility I put together:
package
{
import flash.display.DisplayObject;
import mx.core.Application;
public class VisibilityUtils
{
public static function isDisplayObjectVisible(obj : DisplayObject) : Boolean {
if (!obj.visible) return false;
return checkDisplayObjectVisible(obj);
}
private static function checkDisplayObjectVisible(obj : DisplayObject) : Boolean {
if (!obj.parent.visible) return false;
if (obj.parent != null && !(obj.parent is Application))
return checkDisplayObjectVisible(obj.parent);
else
return true;
}
}
}
I haven't done anything more than trivial tests on this but it should get you started.
Strange as it seems, now that you mention it, I don't believe there is a simple test to determine whether a component is actually visible onscreen in the sense Component.isShowing() implies.
It's also true the show and hide events don't bubble by default, so if you want to be notified of visibility changes in a descendant of a ViewStack container, you'll need to listen for them explicitly. The implementation details would vary depending on what sort of behavior you were after, but to take the simple example:
<?xml version="1.0" encoding="utf-8"?>
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" layout="absolute">
<mx:VBox>
<mx:HBox>
<mx:Button id="btn1" click="vs.selectedIndex = 0" label="Show 1" />
<mx:Button id="btn2" click="vs.selectedIndex = 1" label="Show 2" />
</mx:HBox>
<mx:ViewStack id="vs" selectedIndex="0">
<mx:Panel id="panel1">
<mx:Label id="label1" text="Label 1" show="trace('showing label 1')" hide="trace('hiding label 1')" visible="{panel1.visible}" />
</mx:Panel>
<mx:Panel id="panel2">
<mx:Label id="label2" text="Label 2" show="trace('showing label 2')" hide="trace('hiding label 2')" visible="{panel2.visible}" />
</mx:Panel>
</mx:ViewStack>
</mx:VBox>
</mx:Application>
... you'll see the show and hide events for each label fire once their visible properties have been bound to their parent panels'. Hopefully that illustrates the point; you can extend it however best suits your application. Good luck!
I was trying to obtain the same in a reusable manner.. I almost found out a way using getObjectsUnderPoint() - this returns the object under a particolar point, z-ordered (even if they are not siblings, e.g. ViewStack, Popups, ecc.).
Basically, I get the topmost display object on under a particular point of the stage, then go up un the display object hierarchy to find the tested object. If I find it, the object is visible (not visible objects in the hierarchy should be already filtered out by the getObjectsUnderPoint call).
The problem here is that you must use a non-transparent point of your object (in my case, I used an offset of 5 pixel due to rounder borders), otherwise it will not be picked up by this function.
Any ideas to improve it?
Cosma
public static function isVisible(object:DisplayObject):Boolean {
var point:Point = object.localToGlobal(new Point(5, 5));
var objects:Array = object.stage.getObjectsUnderPoint(point);
if (objects.length > 0) {
if (isDescendantOf(object, objects[objects.length - 1] as DisplayObject)) {
return true;
}
}
return false;
}
public static function isDescendantOf(parent:DisplayObject, child:DisplayObject):Boolean {
while (child.parent != null) {
if (child.parent === parent) {
return true;
} else {
child = child.parent;
}
}
return false;
}
Anyone have any experience evaluating BlazeDS and GraniteDS? I'm curious about which is better at integrating with Spring/Hibernate.
If you are just looking for simple RPC and messaging, I would go with Blaze. The implementations are more mature and better proven, especially with respect to messaging. The messaging in Granite is based on Comet and still pretty new from what I remember. More details below...
Blaze DS is basically a stack that includes RPC and some simple messaging services over HTTP. Integration with Spring is achieved easily using the SpringFactory implementation of FlexFactory: just google the class name and you'll find the code. It doesn't offer any additional support for things Hibernate-related.
Granite DS is growing rapidly in terms of features. It competes more with LCDS than Blaze DS. It includes the ability to parse Hibernate object graphs and deal with lazy proxies in a clean fashion. They also have a tool called "Tide" that creates an analog of a Session in the Flex client to ensure uniqueness of entities. They also have explicit support for services exposed via Spring, EJB3 and Seam. Granite also has a utility for generating AS3 classes from your Java classes (although this not hard to write yourself if you want to).
I worked with Granite about a year ago and had some problems getting it properly parse object graphs; the Flash Player would throw some nasty low-level exceptions. My guess is that the documentation and implementation have matured since so that these are no longer issues. However, I'm still a bit hesitant to recommend it since I ran into issues and switching to Blaze immediately resolved them with no trouble at all.
A few side notes on Cliff's comments:
So, IMHO, unless you are developing a small application with a rather trivial data model, you should go to GraniteDS.
My company is trying to migrate away from a .NET application to something that is purely web-based, and very "ajaxy". The original .NET app is fairly interactive, roughly equivalent to Google Maps as far as user interaction is concerned (zoom, pan, annotate features on a vector map).
Our .NET developer is really taken with Flex2. I'll admit to having a pretty strong Java bias. I also have about a year's worth of experience with GWT, and can get things done pretty quickly with it. Our codebase is mostly J2EE, so GWT seems a natural fit to me. I have zero experience with Flex, so I really can't make a recommendation for or against it
Our primary interests in selecting a framework are the following:
Care to weigh in on the pros & cons of these two technologies, or even recommend a third option?
I'm only mildly familiar with Flex, but have worked with GWT for many years. We had to make a very similar decision some years ago (Flash vs GWT), but for different reasons. In the end we saw the many advantages of GWT over Flash (Many of which apply to Flex):
Not all our customers have flash, penetration numbers from Adobe are useless, you need your own (which we have) to see what your customers actually have. In corporate and education markets the penetration is actually far lower than the high 90s that Adobe quotes.
GWT is truly cross-browser and platform compatible (Linux, Mac, Windows, Android, iPhone, etc, etc) whereas flash will never be. You may not care about that, but we did.
Flex is proprietry Adobe Technology, whereas GWT is fully open source and customisable
GWT integrates with the DOM, and everything else on your page far easier than flash and Flex do.
GWT is coded in Java, and we all know Java extremely well
To Address your specific points:
* futureproof
Nothing is truly future proof, but I feel that both GWT and Flex would be fairly future proof. Maybe GWT a tiny bit more so because it's open source.
* works on all major browsers
GWT works in Firefox(and all gecko browser), Safari (and all Webkit browsers), IE and Opera. Flex works in all browsers, but only if Flash is supported, so I would say GWT comes out on top there.
* fast & responsive user experience
On platforms where it's supported, Flex is going to kill GWT dead for user experience. You just can't compete with flash when it comes to smoothness and slickness.
* code should be unit testable
Both are easily unit testable
* code must be maintainable
When coded well both are maintainable
* speed & ease of development
As long as your familiar with them, I'd say it's much of a muchness.
* supports vector graphics of some sort (SVG a plus)
I can't speak for Flex, but GWT supports vector graphics via SVG, through third-party libraries.
I'm not familiar with GWT, but I'm very familiar with Flex. Even though GWT is Java-based (and it sounds like you're largely a Java shop), I'd recommend Flex based on your listed interests:
Futureproof - Flash powers YouTube and a huge percentage of multimedia on the web... they've built it into video game consoles and Intel is building it into settop boxes. It's going to be here for a long, long time, and Adobe has always maintained 100% backwards compatibility with their Flash players.
Works on all major browsers - yes. And with Flash Player 10, that includes Linux systems as well. And with very minimal admin headaches (way less than Java, in my opinion).
Fast & responsive user experience - yes, though Java can be faster in some scenarios. Flash is optimized for vector rendering, so since that's your target, it may be give you better performance than Java.
Code should be unit testable - yes, see FlexUnit.
Code must be maintainable - definitely. AS3 is a serious language, not a toy scripting language. It will be very familiar to users of C# or Java.
Speed & ease of development - for what you're doing, you'll be able to find dozens of examples of exactly what you described: zooming and panning Google Maps -like vector images. The core of the runtime is a well-designed graphics engine, so building an interactive graphics app is its natural chore.
Supports vector graphics of some sort (SVG a plus) - obviously, Flash does this natively. SVG is supported at the compilation stage (you can compile in SVG but you can't parse SVG at run-time). There are toolchains available that'll convert SVG to SWF for you at runtime.
The only reason I'd see for using GWT would be to keep your shop Java on server and client... but then again, you're looking for the best tech for the job, right? In that case, I'd say Flash (and in particular, the Flex framework) is best suited for what you're wanting to accomplish.
One other point to note is that neither the iPhone nor Android currently support Flash. A lot more people are expecting to access web apps on their phones.
I was part of a project that used GWT, and I loved it, especially since Java is my primary programming language of choice. I haven't used Flex, so I'm only giving you info on what I've experienced with GWT. To comment on some your requirements
*futureproof - GWT's been there for a couple of years already, and its continually supported by Google.
*works on all major browsers - if you've used GWT, cross-browser programming has never been much easier. GWT does this for you!
*code should be unit testable - yes you can unit test GWT, its also easy to debug GWT.
*speed & ease of development - Ajax is made a lot less complicated thanks to GWT. That alone could speed up your RIA development.
Aside from these, I just have to say, I love their Google Group! It's very active and you could find a lot of people out there that could help you out in case you get stuck with something.
I'm biased toward Flex since I've been doing Flash/Flex development since 2000. I think to answer your question though, it really comes down to the level of interactivity and complexity you want to achieve.
Flex is going to let you do things that would be nearly impossible in a JavaScript environment (ASP.NET AJAX, jQuery, GWT) such as simple 3d graphics. Building complex interactivity is really trivial in Flex. Also it is very fast and can handle lots of animated objects at a time. Flex can communicate seamlessly to .NET or Java using web services. The downside of using Flex is that it feels like an embedded application on your web site rather than something that is tightly integrated.
If you are going to stick with a JavaScript approach, usually I'd suggest using something language agnostic like jQuery. But since you already have GWT experience, that may work well for your project. The downside is that GWT in the end is still JavaScript, so you are going to be limited by the speed and interactivity of what is possible in a browser.
Sun has recently launched a new technology called JavaFX for these kinds of RIAs. You may want to check it out (javafx.com). It is suppose to run on Java 5 or better but that will definitely not have the kind of client penetration that Flash does. I think however given your requirements for testing that this technology may not be appropriate at this time.
Also, I think Troy Gilbert made an error in his post. Specifically, he seems to indicate that a GWT application will run (by the client) in java. I'm almost certain that a GWT application is written first in Java and then GWT will compile that into a javascript library that the client runs.
I've used both teçhnologies for some time.
Futureproof - both of them will be succesful i guess, but every technology will be prefered in different situations. For example flex in large (mostly intranet) enterprises with desired desktop like ui (Flex can be used on the top of the any server platform(jvm,.Net,php,ruby,coldfusion)). GWT otherwise will be dominant in small to medium app with traditional jvm backend (tomcat+spring etc.)
Works on all major browsers - both are non-problematic in this way. Flex absolutly excellent, when flash plugin is installed there is not need to solve any cross-browser compatibility (of course... browser are passive, when flash app runs:). I remember we had some minor problems with GWT and tradional troublemaker IE6, but nothing horrible...
Fast & responsive user experience - both are the top in their category. Flex i think absolutly the top of the all RIA solutions(maybe silverlight, java fx can be only competitors in richnest), expecially integrated with LCDS with cool features like data management, real server side data push etc. GWT is the one of the top in ajax framework category. The more richest and complicated ui you need, the more reasons to using flex you have. Intepreted javascript in any case can't be faster&responsive then compiled actionscript/swf.
Code should be unit testable - yes, they are greatly testable.
Code must be maintainable - both excellent, maintaining actionscript is comparable to java(gwt), if you use a good IDE for example Flex Builder.
Speed & ease of development - both perfect if you know your staff. Everything depends of your backround. For typical java developer learning curve to flex will be probably a little bit more difficult(You need to learn a new compliler/runtime and probably new IDE or at least new eclipse IDE plugin:). Some knowledge of flash is a +, but not required and only usually with specific tasks like building your own components etc.
Supports vector graphics of some sort (SVG a plus) - no issues I remember, i have no too much experience with this, but i will look at it in future when FXG will be finnalized.
development & deployment costs - The winner is clear here. GWT. Flex was developed to make a profit. Although self is opensourced, best tools(Flex Builder, new Flash Builder/Catalyst) & frameworks(LCDS) are commerciall and not cheap at all. Look at LCDS per CPU pricelist and you will know what i'm talking about. With GWT most of the quality tools/frameworks are opensourced or free at least. Except some advanced components like ext gwt and smartgwt EE. Obviously u can live without them.
While iPhone and Android do not support flash YET, you should also note that Google create applications targeted for the mobile phone. They are doing that because the screen on mobile devices is vastly smaller then the typical laptop/desktop. Therefore, the lack of flash support is a non-issue, since a targeted app provides a better user experience.
My company was faced with the same decision about one year ago. Have you heard of GXT http://extjs.com/products/gxt/? We ultimately chose GXT. As a .NET developer, making the transition from .NET to GXT was great. We developed an corporate-wide management program with GXT/GWT. The downsides are that GXT is developed by a much smaller team compared to Flex and the community isn't near as large. However, it delivers an impressive in-browser experience. Check it out.
This really is an apples / oranges question. With GWT, you get the pureness of writing everything in Java. Ironically, the end result will never feel like anything other than a website.
With Flex, you get to write something that feels like an application. And, perhaps most importantly, with Flex, there is NOTHING you cannot do programatically - whether functional or graphical.
If you are developing applications for a specific user base, Flex is a winner by miles. If you are building a mass social web based whatever, GWT is definitely a better choice.
Future proofing is more about architecture than it is about a specific technology. With the right architecture you can pretty easily swap out presentation technology. I like Silverlight/MVVM although the pattern does require some planning to also support HTML5.
I liked the comment from kirushik claiming that "GWT has 3d support". Not so fast, let's be completely honest here. You need a special plugin to do this: "Requires Google O3D plugin download" OOps!
Sorry this couldn't be a direct comment/response but I felt this was an important point that shouldn't be simply ignored, especially when so many JavaScript fanboys are out there howling about not wanting to use "evil" plugins... (The real reason they cry about this non-issue, particularly when corporations have total control over the simple task of deploying Flash on their private networks or not, is that they think it's an easy hit against Flex or Silverlight to help them promote their own skill sets.)
I know you asked about GWT vs Flex, but if you have a say over the final decision you should seriously consider whether to move away from AJAX and ASP.NET. Despite what Adobe, Microsoft, and Sun say, RIAs (Rich Internet Applications) are not yet ready for a primetime browser experience except in limited form (like video players).
A full-blown application written for the browser, in native browser technology, is going to give the best possible experience to the user as well as having the most development resources available to maintain it.
ASP.NET is not going anywhere. Neither is Java or Flex. But for sheer reach, best possible user experience overall, and maintainability (due to there just being far more available programming resources available) you cannot beat a native browser-based application.
ASP.NET MVC is purely web-based and very Ajaxy. You might check it out. It is similar to Ruby on Rails (without the Rails) and developers (even devs new to ASP.NET) are quite taken with it.
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.
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.
I've been tasked with finding (and potentially fixing) some serious performance problems with a Flex application that was delivered to us. The application will consistently take up 50 to 100% of the CPU at times when it is simply idling and shouldn't be doing anything.
My first step was to run the profiler that comes with FlexBuilder. I expected to find some method that was taking up most of the time, showing me where the bottleneck was. However, I got something unexpected.
The top 4 methods were:
All other methods had less than 1% for both cumulative and self time.
From what I've found online, the [bracketed methods] are what the profiler lists when it doesn't have an actual Flex method to show. I saw someone claim that [tincan] is the processing of RTMP requests, and I assume [reap] is the garbage collector.
Does anyone know what [enterFrameEvent] is actually doing? I assume it's essentially the "main" function for the event loop, so the high cumulative time is expected. But why is the self time so high? What's actually going on? I didn't expect the player internals to be taking up so much time, especially since nothing is actually happening in the app (and there are no UI updates going on).
Is there any good way to find dig into what's happening? I know something is going on that shouldn't be (it looks like there must be some kind of busy wait or other runaway loop), but the profiler isn't giving me any results that I was expecting. My next step is going to be to start adding debug trace statements in various places to try and track down what's actually happening, but I feel like there has to be a better way.
Theres a couple things that typically happen on an enterframe Handler within a flex project. Some things to watch for
Manual < mycomponent enterFrame="" > event responses or ones added manually via component.addEventListener(Event.ENTER_FRAME, myfunc)
callLater() calls, these happen ALOT in the framework and can be byproduct of jumping down any number of rabbit holes, developers tend to use these alot to solve timing related problems and sometimes bad code can cause these to continue calling every frame. For example, there are ~120 occurrences of a calllater() in the latest flex sdk build.
lastly, I can't guarantee that the [enterframeEvent] handles just enterframe specific event callbacks, and not timers, mouse, etc.. events, since enterframes occur during the main event loop, you may be seeing the cumulative result of all events firing from the main event pool. I'm not saying this IS whats happening, but I can't say it ISN'T whats happening either, I don't know enough about the internals there to be sure.
/edit also as stated earlier, the [enterFrameEvent] should technically fire internally at the start of each frame, but it shouldn't be doing anything unless events have been explicitly attached to it to execute user code.
Some updates: We aren't doing anything in the app other than listening for events and using bindings...meaning, no ChangeWatchers, no manual polling...just waiting for events. We are connected to FMS the entire time, so there is some overhead for that, but it's minimal. Bindings are not super efficient in Flex, and we've found that it's not good to add the [Bindable] metadata keyword directly to classes (in high volume, with a lot of classes). We aren't doing much of this, but it's one way to squeeze a bit more performance out of your app. If you use the [Bindable(event="usersUpdated")] then you have control over the binding, and it will only fire when you dispatchEvent(new Event("usersUpdated")) from within a function in the class, ie, your setter for 'users'.
Anyone who's used System.gc() in Flex or AIR will tell you that Flex garbage collection is a joke. It is a partially implemented feature and no one trusts it. There are tricks for this too...call it twice, wait a frame, call it again. It might clean up your old objects, but don't cross your fingers...Flex does what it wants.
Also, use temporary objects to decrease the number of bindings fired. Instead of...
myUser.location = new Location(); myUser.location.state = "CO"; myUser.location.city = "Denver";
do...
var tempLoc : Location = new Location(); tempLoc.state = "CO"; tempLoc.city = "Denver"; myUser.location = tempLoc;
The former fires 3 bindings to anything bound to location.*, while the latter should only fire 1 binding (in reality it's usually extra due to the way Flex handles it.)
Bindings won't kill your app until you have a lot of them in a visually rich application....binding and rendering seem to be Flex's slowest jobs.
Another interesting thing: create a brand new Flex3 app in Flex Builder and run it in the browser. Our tests showed that the CPU stays between 8-10% on a MacBookPro (when the app is idle, and the browser window hidden). Our application now runs steadily at ~20% and while it spikes higher in order to handle view changes and the like, it always returns to a level close to 20%. Our initial concern was that there was a memory leak or something running away that would take the CPU very high and leave it hovering around 40-50% (again, on the MBP...all relative to this machine). We took out all references to Degrafa and while we noticed a good bit of performance increase, it didn't account for everything. The empty Flex app was enlightening though - Flex itself hogs 8-10% CPU at all times, even when idle.
Yet another find...if using Mate, be careful how you handle switching views. It's easy to have assets available and just hide&disable them when they're not being used, by using an injector and a binding in MXML, but Flex is not very smart when it comes to hiding/disabling things. It's best to create the views on the fly, and destroy them when they are done. Even though the initial creation may take more time and there will be a longer wait between views, use some display magic (a progress bar, spinning disk, etc) to indicate that the view is switching, wait for creationComplete on the view, and then fade into it.
Also, stay away from ViewStack for visually rich apps. Manage your own stack.
So far this thread has gone over basic performance issues common to any language, but Flex is a very special little boy in many ways ("special" not always considered a positive thing). There are innumerable pitfalls because it's built on a very visual platform, yet it's built for RIAs, so while Flash Player may optimize video, animations, etc, it won't optimize a Flex app. Do not expect Flex apps to perform the same as Flash apps. There is also a big difference between AVM (ActionScript Virtual Machine) for AS2 and AS3.
This is simply scratching the surface of performance issues and potential gains in Flex apps. This is a dark art and it's easy to see why.
Code on, ninjas.
An update to this post should anyone come across it in the future...
A few coworkers at EffectiveUI had this exact problem with their application a couple of months later, so it was revisited. It was discovered that when using Flash to produce visual assets, USING STATEFUL SKINS, and exporting them to SWC with the Flash/Flex asset toolkit, you get runaway Flash movies (presumably something internal to the way this is implemented, say, forgetting to put stop() commands in frames).
There is apparently nothing you can do about it except to go in and remove all stateful skins. A good write-up can be found here:
http://patrickhansen.com/blog/index.php/2009/03/05/flex-stateful-skins-vs-stateless?blog=3
And a JSFL script that you can use to convert stateful skins to stateless skins:
http://patrickhansen.com/blog/index.php/2009/04/08/stateful-to-stateless-jsfl-flash-command?blog=3
Hope this helps someone! It's a very nasty, mysterious bug, but you can work around it!
Cheers
I think your problem lies elsewhere. This happens because Flex is built on top of Flash and Flash fires that event as often as the framerate (so like 20-30 times a second).
EDIT: I'm not saying your solution would be to lower the framerate. That would only work if the event u noticed were the issue. I'm not convinced that that is actually what's causing your slowdowns. It may be the calling a function that is causing the issue... but that event itself isn't it. It's supposed to fire a lot.
This link explains each of the [function]'s described in the performance profiler:
http://livedocs.adobe.com/flex/gumbo/html/WS6f97d7caa66ef6eb1e63e3d11b6c4d0d21-7edf.html
Updated livedocs link:
http://help.adobe.com/en_US/flashbuilder/using/WS6f97d7caa66ef6eb1e63e3d11b6c4d0d21-7edf.html
I'm dealing with the exact same issue. If you have any insight I would appreciate an update, and I will bookmark this page and enter an answer if we figure it out first.
Are you by chance using Degrafa in your application?
Justin, thanks for the reply. The issue is not with enterFrame executing, but rather with it trying to do too much in each iteration.
FYI: Coincidentally, the original poster and I are dealing with the same application. We have decided to remove all Degrafa resources in favor of ProgrammaticSkins. I'll report the findings here when we have completed this.
When trying to launch and run a flex/java project in eclipse I kept getting a "Out of Memory Exception" and "Java Heap Space" using Eclipse, Tomcat and a JRE.
While researching trying to adjust the memory settings I found three places to adjust these:
Eclipse.ini
The JRE Settings under Window > Preferences
Catalina.sh or Catalina.bat
What are the differences between setting -xms and -xmx in these different places and what does is mean?
Is there any way to verify these memory settings are being set accordingly?
What are the optimal -xms and -xmx settings for a computer with 2gb of RAM?
Any other memory tips?
Thanks.
-xms is the start memory (at the VM start), -xmx is the maximum memory for the VM
First of all, I suggest that you narrow the problem to which component throws the "Out of Memory Exception".
This could be:
The JVM parameters -xms
and -xmx
represent the heap's "start memory" and the "maximum memory". Forget the "start memory". This is not going to help you now and you should only change this parameter if you're sure your app will consume this amount of memory rapidly.
In production, I think the only parameter that you can change is the -xmx
under the Catalina.sh or Catalina.bat files. But if you are testing your webapp directly from Eclipse with a configured debug environment of Tomcat, you can simply go to your "Debug Configurations" > "Apache Tomcat" > "Arguments" > "VM arguments" and set the -xmx
there.
As for the optimal -xmx
for 2gb, this depends a lot of your environment and the number of requests your app might take. I would try values from 500mb up to 1gb. Check your OS virtual memory "zone" limit and the limit of the JVM itself.
Found 2 issues in our case.
The Memory was halting and we where mandatory to set the startup perm size to higher value. I guess it was using memory faster then able to allocate it. In our case. -XX:PermSize=256m -XX:MaxPermSize=256m
We are using Clearcase and the plugin from Rational Clearcase SCM (7.0.0.2) was used in Eclipse. The plugin was the case of why Eclipse crashed. And at the moment we do not know why, but could be good to know for others. Was forced to disable it.
Tomcat in Eclipse does not use catalina.sh or bat. To setup memory for managed Tomcat use VM settings in server run configuration
http://dinu.blog.com/2010/06/02/out-of-memory/
This link can help you solve the memory issues in eclipse. All the best !!!
There's a couple of different memory settings for good reason.
The eclipse memory setting is because Eclipse is a large java program. if you are going to have a huge amount of files open in a couple of projects, then you're going to want to give Eclipse more ram. This is an issue only on "enterprise" systems normally personal projects wont use that many file handles or interfaces.
The JRE setting is how much ram to allow the java runtime when you run your project. This is probably the one you want when you are running some memory hogging application. I've run mathematical projects that needed a few gigs of ram and had to really tell the JRE it was okay, the JVM kept assuming my program was in some leaky runaway state, but I was doing it on purpose, and had to tell JVM specifically what it was allowed to use.
Then Catalina's memory setting is for the application server Tomcat. That server needs memory for each application and concurrent users. This blends with the JRE number because your project might be a web application and I'm not sure which one needs the memory.
This might help, too: http://stackoverflow.com/questions/316265/tricks-to-speed-up-eclipse#316535
If you see an out of memory, consider if that is plausible: Do you really need that much memory? If not (i.e. when you don't have huge objects and if you don't need to create millions of objects for some reason), chances are that you have a memory leak.
In Java, this means that you're keeping a reference to an object somewhere even though you don't need it anymore. Common causes for this is forgetting to call close() on resources (files, DB connections, statements and result sets, etc.).
If you suspect a memory leak, use a profiler to find which object occupies all the available memory.
Also have some problems with the memory in Eclipse, but the way it is for us, is not when the actual run, it is when Eclipse is doing a refresh (manually or auto), or if trying to build it, eclipse crash and are shutdown.
In the logs there are some info: Heap def new generation total 36352K, used 11534K [0x10040000, 0x127b0000, 0x14f00000) eden space 32320K, 29% used [0x10040000, 0x10994c30, 0x11fd0000) from space 4032K, 49% used [0x123c0000, 0x125aed80, 0x127b0000) to space 4032K, 0% used [0x11fd0000, 0x11fd0000, 0x123c0000) tenured generation total 483968K, used 125994K [0x14f00000, 0x327a0000, 0x50040000) the space 483968K, 26% used [0x14f00000, 0x1ca0ab38, 0x1ca0ac00, 0x327a0000) compacting perm gen total 58112K, used 57928K [0x50040000, 0x53900000, 0x60040000) the space 58112K, 99% used [0x50040000, 0x538d2160, 0x538d2200, 0x53900000) No shared spaces configured.
Even if i adjust the eclipse.ini to use these values it doesn't seems to be applied. -showsplash org.eclipse.platform --launcher.XXMaxPermSize 1024M -framework plugins\org.eclipse.osgi_3.4.2.R34x_v20080826-1230.jar -vmargs -Dosgi.requiredJavaVersion=1.5 -XX:MaxPermSize=256m -Xms512m -Xmx1024m
Any that have seen this issue before? Will add that the project that are used is very large.
We hit a heap space issue with Ant while trying to build a very large Flex project which could not be solved by increasing the memory allocated to Ant or by adding the fork=true param. It ended up being a bug in Flex 3.4.0 sdk. I finally figured this out after polling the devs for their sdk version and reverting to 3.3.0.
For the curious.
I tracked the bug down to an Interface file that had an additional accessor pair added "get/set maskTrackSkin". The heap space error hit if any additional functions were added to the interface and to make things worse the interface was not in the project that was getting the heap space error. Hope this helps someone.
I have these settings: -vmargs ... -Duser.name=... -XX:PermSize=256m -XX:MaxPermSize=256m -Xmn128m -Xms256m -Xmx768m
Eclipse randomly crashed before I set the PermSize equal to MaxPermSize.
My FLashBuilder is crashing all the time when I try to release a new version or I abuse of the "Mark Occurrences" and "Link with editor" features.
I have improved significantly my flash performance by following this steps http://www.redcodelabs.com/2012/03/eclipse-speed-up-flashbuilder/
Especially by setting the FlashBuilder.ini to the following configuration
-vm
C:/jdk1.6.0_25/bin
-startup
plugins/org.eclipse.equinox.launcher_1.2.0.v20110502.jar
?launcher.library
plugins/org.eclipse.equinox.launcher.win32.win32.x86_64_1.1.100.v20110502
-product
org.eclipse.epp.package.jee.product
?launcher.defaultAction
openFile
?launcher.XXMaxPermSize
256M
-showsplash
org.eclipse.platform
?launcher.XXMaxPermSize
256m
?launcher.defaultAction
openFile
-vmargs
-server
-Dosgi.requiredJavaVersion=1.5
-Xmn128m
-Xms1024m
-Xmx1024m
-Xss2m
-XX:PermSize=128m
-XX:MaxPermSize=128m
-XX:+UseParallelGC
My hardware configuration is intel i3 cpu, 4gb DDR3, windows 7 64Bit.
I have to choose a platform for our product. I have to decide between The Qt Framework and Adobe's AIR. I am well versed with Qt as I have worked for the last two years. I looked up at the Adobe's site but all the info about flex, flash, ability to coding in HTML/ActionScript is overwhelming and confusing. I cannot understand the following about the Adobe ecosystem.
I have the following questions on Adobe AIR:
What language do I use for coding my application? (not just defining the looks of UI)
Like in Qt I use C++. Is it Actionscript?
Can we say AIR is only for making UI's for apps.
Where is the doc for the utility classes along with AIR?
e.g. http://doc.trolltech.com for Qt
Qt ships with a huge set of premade widgets that one can use. Does Adobe ship with any such widget set and if so where can i see it as in url?
I understand flex SDK is open source. Can I make commerical apps and ship them ? Does flex SDK ship everything (compiler, utility classes/widgets)
How much does AIR cost in terms of licensing?
Is there something in AIR that is equivalent to QGraphicsView of QT?
If you needs to access a lot of native libraries, you'll need to stay within your QT environment. Keep in mind that AIR is single-threaded and is run on the Flash Player (something that was originally designed for frame-based animations.) However, depending on the style of application you're building, AIR might suit you just fine.
Beware that AIR can get confusing because there's a few different developer paths to creating AIR applications: 1) using html/javascript and the AIR SDK, 2) using Flash/Actionscript and 3) using Flex SDK and/or Flex builder. The last one is the most capable as far as coming from traditional desktop development background.
Small apps that are Web 2.0 for hooking into web services are good candidates for AIR applications. Things like the IM client Digsby would be great. My favorite AIR app that I've seen thus far is Basamiq Mockups. Other useful apps are TweetDeck. These are good examples of the types of things that are well-suited to solve with AIR.
You should visit the Adobe Showcase and look at some applications: http://www.adobe.com/products/air/showcase/
Also, if you're looking to just get out of the C++ game, I believe QT has some java bindings now...also I remember some python bindings, but never look at those myself.
As far as QGraphicsView, people have done similar things in Flex. I tried Googling right now but couldn't find them initially, but people have taken things like A large image, and then only displayed a current region in the window. Also, in the next version of Flex, they're acutaly building an official ViewPort component:
http://opensource.adobe.com/wiki/display/flexsdk/Gumbo+Viewport
Flex is open source, you can download the SDK for free, there are no licensing costs associated with it. (see their FAQ)
They do ship a 'flex builder', which is some custom Eclipse I think, and which costs money, but you can perfectly work without it.
The docs can be found at adobe's livedoc pages. (which to some, is enough reason in itself to dislike Adobe ;))
I do wonder, if you are well versed in QT, why are you considering something else? Which advantages do you expect AIR to give you over QT?
I have some experience with both QT and Flex, but not nearly enough to weight one versus the other. I do know QT/C++ is much, much more mature than Flex/ActionScript.
If you already know QT, I don't think the time spend learning a new framework (and programming language) will gain you enough to be honest...
I've used QT and Flex (not so much Air itself though) and have found that Flex is faster for getting apps up and running as well as modifying, while QT gives you more control -- particularly in the installer. The Air app installer is pretty awkward, or at least it was when I tried it, though it may have been improved since then.
The big advantage of Air is that much of the code for it can be run in Flash inside web pages. You can't access the local file system etc. from the web for security reasons but just about everything else is portable.
Go spend some time with this AIR application and then ask yourself if Adobe Flex and AIR are worth investing your time in mastering (be prepared to ask yourself why something comparable doesn't exist for the likes of C++/QT):
Tour de Flex is a desktop application for exploring Flex capabilities and resources, including the core Flex components, Adobe AIR and data integration, as well as a variety of third-party components, effects, skins, and more.
Some of your questions:
Flex style programming is also a single-threaded model that relies on asynchronous I/O interactions. This is a simpler model to program than multi-threaded Java Swing or C# .NET Winform apps, yet permits achieving the same net results of program behavior. I elaborate on that here:
If your looking for some examples of "fun" UIs using Qt and SVG, take a look at the KDEGames [1][2] and KDEEdu [3][4] projects. There's lot's of nice code there that uses QGraphicsView and SVG to created scalable interfaces. Of course note that's it's GPL so be careful what you "borrow" if your app isn't.
I made the opposite move. I started working on Adobe stuff and moved to QT. The main reason for doing it was about Adobe framework limitations. When you are using Adobe stuff, you are limited to the tools that they produce, it is hard to introduce external frameworks or libraries, if can not do what you want with Adobe stuff. Usually, the solution to do this is to use sockets, which transforms a supposed "stand-alone" application on a client-server architecture. In addition, if you are using many external stuff it can be hard to manage so many different clients. Using QT you can code in C++ and add any external framework or lib you want. Even though, some times it can not be easy to code it, is doable and with no "strange" system architecture.
I'll second @Pieter's comment - if you already know QT, moving to a whole new environment is going to take a LOT longer.
QT has the advantage of being cross-platform, and very mature: there are libraries for Windows, Linux, and Mac OS X. I'm not extremely familiar with AIR beyond knowing it's from Adobe, but the product site seems to indicate that it's for rich internet apps (http://www.adobe.com/products/air/). If that's true, then QT would be the far better choice if you're developing a desktop application.
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.
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.
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..
Can anyone give me pointers to good books or web sites that teach how to do Flex programming?
Check out Ten Great Ways to Learn Flex, but I think number one should be to use the Quickstarts on the Adobe Site.
Flex in a Week Video Training on Adobe's site.
"Learn Flex in a week by going through this video training course. To maximize your learning, we recommend that you view the videos and complete the exercises in the order that they are listed. If you run into problems and have questions, you can ask a question on the Flex in a Week forum."
http://articles.sitepoint.com/article/beginners-tutorial-flex-3
This link is very good tutorial for beginners to study flex
noone mentioned FlexExamples
When I was working on a first flex project this resource helped alot to understand many things. The difference about it is, it has examples which is more required when you're developing application. It surely help you in many ways.
A book we used in class that is a free download from adobe: http://www.adobe.com/devnet/flex/pdfs/getting_started_with_Flex3.pdf
lynda.com has a set of Flex videos, including basic Flex 3, advanced topics, and AIR Essentials.
It's a subscription site, but for $250 a year, if you use other Adobe products like ColdFusion 8 or the new CS 4 (they have plenty of CS 3 videos too), it's easily worth it.
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.
The accepted (and currently most popular answer) has some flaws. The answer serves for this specific use case, but the comments have expanded the answer to a seeming general solution.
But it is not a type-safe solution in certain cases, and it doesn't address all possible objects. The idea that XML is not supported has been addressed well enough here and elsewhere, but the type-safe idea has not.
The assumption made is that it is an class object created by the programmer. Here are some tests that I set up (this is in strict mode, but a local test). Note the int
test results:
var sprite:Sprite = new Sprite();
var xml:XML = new XML();
var testInt:int = 2;
var testClass:TestClass = new TestClass();
var testAnon:Object = {};
trace("classname 1 = " + getQualifiedClassName(sprite));
trace("myclass 1 = " + getDefinitionByName(getQualifiedClassName(sprite)));
trace("constructor a 1 = " + Object(sprite).constructor);
trace("constructor a 1 = " + (Object(sprite).constructor as Class));
trace("constructor b 1 = " + sprite["constructor"]);
trace("constructor b 1 = " + (sprite["constructor"] as Class));
trace("...");
trace("classname 2 = " + getQualifiedClassName(xml));
trace("myclass 2 = " + getDefinitionByName(getQualifiedClassName(xml)));
trace("constructor a 2 = " + Object(xml).constructor);
trace("constructor a 2 = " + (Object(xml).constructor as Class));
trace("constructor b 2 = " + xml["constructor"]);
trace("constructor b 2 = " + (xml["constructor"] as Class));
trace("...");
trace("classname 3 = " + getQualifiedClassName(testInt));
trace("myclass 3 = " + getDefinitionByName(getQualifiedClassName(testInt)));
trace("constructor a 3 = " + Object(testInt).constructor);
trace("constructor a 3 = " + (Object(testInt).constructor as Class));
trace("constructor b 3 = " + testInt["constructor"]);
trace("constructor b 3 = " + (testInt["constructor"] as Class));
trace("...");
trace("classname 4 = " + getQualifiedClassName(testClass));
trace("myclass 4 = " + getDefinitionByName(getQualifiedClassName(testClass)));
trace("constructor a 4 = " + Object(testClass).constructor);
trace("constructor a 4 = " + (Object(testClass).constructor as Class));
trace("constructor b 4 = " + testClass["constructor"]);
trace("constructor b 4 = " + (testClass["constructor"] as Class));
trace("...");
trace("classname 5 = " + getQualifiedClassName(testAnon));
trace("myclass 5 = " + getDefinitionByName(getQualifiedClassName(testAnon)));
trace("constructor a 5 = " + Object(testAnon).constructor);
trace("constructor a 5 = " + (Object(testAnon).constructor as Class));
trace("constructor b 5 = " + testAnon["constructor"]);
trace("constructor b 5 = " + (testAnon["constructor"] as Class));
trace("...");
With TestClass
defined as:
package
{
public class TestClass
{
}
}
Results:
classname 1 = flash.display::Sprite
myclass 1 = [class Sprite]
constructor a 1 = [class Sprite]
constructor a 1 = [class Sprite]
constructor b 1 = [class Sprite]
constructor b 1 = [class Sprite]
...
classname 2 = XML
myclass 2 = [class XML]
constructor a 2 =
constructor a 2 = null
constructor b 2 =
constructor b 2 = null
...
classname 3 = int
myclass 3 = [class int]
constructor a 3 = [class Number]
constructor a 3 = [class Number]
constructor b 3 = [class Number]
constructor b 3 = [class Number]
...
classname 4 = src::TestClass
myclass 4 = [class TestClass]
constructor a 4 = [class TestClass]
constructor a 4 = [class TestClass]
constructor b 4 = [class TestClass]
constructor b 4 = [class TestClass]
...
classname 5 = Object
myclass 5 = [class Object]
constructor a 5 = [class Object]
constructor a 5 = [class Object]
constructor b 5 = [class Object]
constructor b 5 = [class Object]
...
Beyond any current testing, there is fairly good reason to use getDefinitionByName
over the constructor
methods. The getDefinitionByName
method allows :
It may be slower now, but in the future there may be improvements from Adobe's side that would address the speed issue.
(For example, it used to be that uint
was far slower in for-loops than int
, so a lot of conversion code was set up to use the faster int
. It was a fairly simple issue to solve, so Adobe fixed it, and now there is a lot of code that jumps through some unnecessary hoops to achieve an outdated goal.)
Since the getDefinitionByName
method works correctly in all cases, code should be developed using that method, and then work to get Adobe to fix the speed issue.
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
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.
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 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.
Which is a better format to store graphic assets for a Flex application, SWF or SWC?
Are there any real differences, and if so what are they?
Assets in a seperate SWF are loaded and included at runtime.
Assets in a SWC are loaded and included / compiled at compile time.
You can also directly embed assets within the main app SWF at compile time (check out the Embed meta data).
Of course, you can also load individual assets (such as a PNG) directly at runtime.
As far as which is better, it really depends on what you are trying to do, and how the assets are used.
mike
SWC is what you use when you're looking for a library to compile into your app. You have access to the classes and can import individual parts. SWF is more likely what you're looking for when embedding graphics.
Here's the docs you might be interested in:
http://livedocs.adobe.com/flex/3/html/help.html?content=layoutperformance_06.html#223998
I've been having good success with SVG for images, but there's some caveats since Flex only implements a subset of the features.
I have no real reason for doing this so it may be incorrect but I usually create SWF's for things that need to be loaded during runtime and SWC's for things that need to be available for design time.
A SWC is simply a SWF and some metadata wrapped into a zip file. Other than the fact that runtime loading of SWC isn't supported, I don't think there are any major differences between using the two formats.
I'm starting a project using a Restful architecture implemented in Java (using the new JAX-RS standard)
We are planning to develop the GUI with a Flex application. I have already found some problems with this implementation using the HTTPService component (the response error codes, headers access...).
Any of you guys have some experience in a similar project. Is it feasible?
The problem here is that a lot of the web discussions around this issue are a year or more old. I'm working through this same research right now, and this is what I've learned today.
This IBM Developer Works article from August 2008 by Jorge Rasillo and Mike Burr shows how to do a Flex front-end / RESTful back-end app (examples in PHP and Groovy). Nice article. Anyway, here's the take away:
// Flex doesn't know how to generate an HTTP DELETE.
// Fortunately, sMash/Zero will interpret an HTTP POST with
// an X-Method-Override: DELETE header as a DELETE.
deleteTodoHS.headers['X-Method-Override'] = 'DELETE';
What's happening here? the IBM web server intercepts and interprets the "POST with DELETE" as a DELETE.
So, I dug further and found this post and discussion with Don Box (one of the original SOAP guys). Apparently this is a fairly standard behavior since some browsers, etc. do not support PUT and DELETE, and is a work-around that has been around a while. Here's a snippet, but there's much more discussion.
"If I were building a GData client, I honestly wonder why I'd bother using DELETE and PUT methods at all given that X-HTTP-Method-Override is going to work in more cases/deployments."
My take away from this is that if your web side supports this X-Method-Override header, then you can use this approach. The Don Box comments make me think it's fairly well supported, but I've not confirmed that yet.
Another issue arises around being able to read the HTTP response headers. Again, from a blog post in 2007 by Nathan de Vries, we see this discussed. He followed up that blog post and discussion with his own comment:
"The only change on the web front is that newer versions of the Flash Player (certainly those supplied with the Flex 3 beta) now support the responseHeaders property on instances of HTTPStatusEvent."
I'm hoping that means it is a non-issue now.
As many have pointed out HTTPService
is a bit simplistic and doesn't do all that you want to do. However, HTTPService
is just sugar on top of the flash.net.*
classes like URLLoader
, URLRequest
and URLRequestHeader
. Using these you can assemble most HTTP requests.
When it comes to support for other methods than GET and POST the problem mostly lies in that some browsers (for example Safari) don't support these, and Flash Player relies on the browser for all it's networking.
There are definite shortcomings of Flex's ability to act as a pure RESTful client.
The comments below are from this blog:
The problem is HTTPService class has several major limitations:
- Only GET and POST methods are supported out of the box (unless you use FDS and set useProxy attribute to true)
- Not able to set request headers and there is no access to response headers. Therefore I am not able to access the response body in the case of an error.
- It HTTPService gets a status code anything other 200, it consider an error. (event 201, ouch!!). The FaultEvent doesn?t provide information about the status code any response body. The Flex client will have no idea what went wrong.
Matt Raible also gave a nice presentation on REST with Rails, Grails, GWT and Flex that have some good references linked from it.
Whether it's feasible or not really depends on how much your willing to work around by proxying, etc.
I've been working on an open source replacement for the HTTPService component that fully supports REST. If interested, you can find the beta version (source code and/or compiled Flex shared runtime library) and instructions here:
Flex support for REST is weak at best. I spent a lot of time building a prototype so I know most of the issues. As mentioned previously , out of the box there is only support for GET and POST. At first glance it appears that you can use the proxy config in LiveCycle Data Services or Blaze to get support for PUT and DELETE. However, its a sham. The request coming from your Flex app will still be a POST. The proxy converts it to PUT or DELETE on the server side to trick your server side code. There are other issues as well. It's heard to believe that this is the best that Adobe could come up with. After my evaluation we decided to go in another direction.
Yes, I was able to use POST and access headers with this component:
I'm working right now on an application that relies heavily on REST calls between Flex and JavaScript and Java Servlets. We get around the response error code problem by establishing a convention of a <status id="XXX" name="YYYYYY"> block that gets returned upon error, with error IDs that roughly map to HTTP error codes.
We get around the cross-site scripting limitations by using a Java Servlet as an HTTP proxy. Calls to the proxy (which runs on the same server that serves the rest of the content, including the Flex content, sends the request to the other server, then sends the response back to the original caller.
RestfulX has solved most/all of the REST problems with Flex. It has support for Rails/GAE/Merb/CouchDB/AIR/WebKit, and I'm sure it would be a snap to connect it to your Java implementation.
Dima's integrated the AS3HTTPClient Library into it also.
Check it out!
The short answer is yes, you can do RESTful with Flex. You just have to work around the limitations of the Flash player (better with latest versions) and the containing browser's HTTP stack limitations.
We've been doing RESTful client development in Flex for more than a year after solving the basic HTTP request header and lack of PUT and DELETE via the rails-esque ?_method= approach. Tacky perhaps, but it gets the job done.
I noted some of the headers pain in an old blog post at http://verveguy.blogspot.com/2008/07/truth-about-flex-httpservice.html
Actually were are already using Flex with a Rest-Style Framework. As mbrevort already mentioned PUT and DELETE methods cannot be directly used. Instead we are doing PUT via a POST and for DELETE we are using a GET on a resource with an URL parameter like ?action=delete.
This is not 100% Rest style, so I am not sure, if this works with a JSR 311 implementation. You will need some flexbility on the server side to workaround the PUT and DELETE restrictions.
With regards to error handling, we have implemented an error service. In case of an server side error, the Flex application can query this error service to get the actual error message. This is also much more flexible than just mapping HTTP return codes to static messages.
However thanks To ECMA scripting of Flex working with XML based REST services is very easy.
REST is more of an ideology than anything. You go to the REST presentations and they have coolaide dispensers.
For Flex apps, rolling a stack in conjunction to BlazeDS and AMF data marshalling is more convenient and more performant.
The way I've managed this in the past is to utilize a PHP proxy that deals with the remote web service calls and returns RTU JSON to the client ..
May be the new flex 4 is the answer http://labs.adobe.com/technologies/flex4sdk/
The book Flexible Rails may be helpful -- It is an excellent resource on how to use Flex as a RESTful client. Although it focuses on using Flex with the Rails framework, I believe the concepts apply to any RESTful framework. I used this book to get up to speed quickly on using Flex with REST.
In a recent conversation, I mentioned that I was using JavaScript for a web application. That comment prompted a response: "You should use Flex instead. It will cut your development time down and JavaScript is too hard to debug and maintain. You need to use the right tool for the right job." Now, I don't know too much about Flex, but I personally don't feel like JavaScript is too hard to debug or maintain, especially if you use a framework. JavaScript is also one of the most used languages right now, so it would seem a better choice in that regard too. However, his reply piqued my interest. Would Flex be a good choice for a distributable web app for which 3rd party developers could build add-ons? What are the advantages of using it vs. a JavaScript framework? What are some of the disadvantages?
I have recently started to develop Flex applications, and I personally find it a refreshing framework for the web.
You get a state-ful application that runs completely client side. You get no worries about cross-browser portability that you do with JavaScript, and you get some really neat things such as effects, graphing, and rich user interface components.
Flex also makes it easy to communicate to webservices and the XML parsing via ECMA is insanely powerful and simple.
I'm glad I have made the switch. As far as how popular it is...I'm not really sure, but I am fairly certain that the developer base is expanding rapidly.
The only real disadvantage I can think of is a flash player requirement, but I would say it is pretty safe to assume that most browser support flash player; even konquerer in Linux is supported; much more so then a silverlight runtime (which I NEVER plan on installing)
Here is my experience: you really need to consider 2 things separately - development and the end-user experience. Flex shines in the first area:
On the other hand, the end-user experience is worse when running a Flex app compared to an AJAX app. First, you need to have Flash Player installed but this is probably not an issue for most computers today. Bigger problems are with usability - Flash Player handles all UI interactions (instead of a browser) so the password manager doesn't work, text fields don't remember previous entries, Ctrl+T and middle-clicking doesn't work, text search doesn't work etc. etc.
My advice would be - if you are developing an application (rich UI, relatively separated from the rest of the web), go for Flex as it will save you time, money and will make your users happier by providing richer functionality and shorter periods between new versions. On the other hand, if your application needs to be tightly integrated with the web and you want your users to be able to use features of their browsers, go with AJAX.
Nice example is Google Docs vs Buzzword. Buzzword is much more feature rich (for instance, text can flow around an image from both sides which is something you could never ever achieve in DHTML) but Google still decided to go for an AJAX version because they are the "web company". There is no right or wrong in doing it the one or the other way, it's just different and it's important to consider who your end users are.
I would push you towards standard web development technologies in most cases. Javascript is no longer a great challenge to debug or maintain with good libs like jQuery/Prototype to iron out some of the browser inconsistencies and tools like Firebug and the MS script debugger to help with debugging.
There are cases when Flash is a better option, but only in cases where you are doing complex animations. And, if you are willing to invest the effort, most animations can be achieved without resorting to flash. A couple of examples...
Flash content is not as accessible as other content.
This will not only affect people with out flash, but also search engine spiders. There may be some hacks to help get around this now, but I think that most flash content will never be indexed by google.
Flash breaks the web UI.
For example:
GWT lets you do the same stuff as Flex for the most part, and handles all the browser compatibility issues, AND lets you code/debug in Java with your favorite IDE.
All without having to learn a new language (or pay Adobe $$$ for the flex IDE you'll need to do anything real).
Flex has some prettier UI widgets than GWT has out of the box, but there's a ton of 3rd party widgets (such as GWT-EXT-JS) you can use - or, you can use your existing favorite JS widgets with GWT.
Check it out if you haven't: http://code.google.com/webtoolkit/
I can't be sure if it was myself, or someone else who made that statement but I would definitely be one to say 'use the right tool for the job'.
Flex has a large community behind it, and is well hyped by Adobe's platform evangelism team. Now, as far as replacing JavaScript, that sounds like a very broad spectrum discussion point. Flex is not a replacement for JavaScript. What it does, it does well, however. That is, 3D, drawing, and data rendering whether in chart or table form. Flex also has the power of ActionScript 3 behind it which allows you to do much of what Flash does in cooperation with the MXML frontend components without ever touching the timeline or keyframes.
In a way, Flex is the .NET of Flash and Rich Internet Application development. It uses the same datasource concepts, and component focused design structures which make it easy, and fast to develop in.
The real question is, what are you trying to achieve? What is the end goal?
As to the debugging point, Flex has a true debugger and profiler within the Flex Builder IDE. JavaScript, unfortunately, has different syntax and execution between browsers due to the nature of JavaScript engines in modern browsers. Flex, because it is essentially Flash, uses the same rendering engine in all browsers due to the use of the Flash plugin.
Hope that clears a few things up. :)
Flex has a lot of extra overhead:
Flex has one main advantage: - Better at building rich interfaces (see Picnik.com, etc)
For example, in Flex, it is easy to create a custom styled dialog box, complete with drop shadows, inner glows, animated open, whatever you might want.
In summary, use Flex if you need the extra richness.
Aside from what's already been mentioned here, another major difference is that JavaScript is dynamically typed and ActionScript is statically typed. Whether that's good or bad will depend on your point of view :).
If you want your web application to look like it's not a web application, Flex is pretty good. You also get to sidestep all the messiness of making HTML+JS look like a real app. For something which is essentially a website, Flex might not be the best choice, but if you really want to write an application which happens to be accessed through the browser, it's quick to develop with and gives great looking results.
You should try Google Gears instead. Create your application, add some Gears to it, and you can greatly increase the speed (and reliability) of your application.
Essentially Google gears gives you access to two useful things for any application: offline data storage, and native threading control (allowing updates/computations to run in the background and not slow down the users computer).
The really nice thing is, you can use whatever Framework you like for your application, as long as data storage/retrieval and server side communication is handled with JavaScript.
It also allows you to cache whatever files client side you want, which is especially useful when you want to avoid that 'flickering' look in the browser while some needed image is being downloaded by the browser.
A few reasons to consider Flex:
The control library is much richer in Flex than anything you can do with JS/DHTML. The charting controls are killer for business apps and things like the DataGrid / AdvancedDataGrid are pretty well ahead of anything you can do with HTML.
The Flex framework was designed for building applications. It abstracts away the "frame-based" concepts in the Flash Player to really make it easy to build apps. It has a well-designed component hierarchy that makes it easy to extend any of the standard controls. It also has a pretty intuitive event model for handles user inputs and makes it easy to have any of your controls dispatch custom events that can bubble up to parent components or get routed through a central event dispatcher. While it may be possible to do this with JS/DHTML, I don't think it's nearly as easy and it certainly wasn't designed for it.
You can take a Flex application and quickly deploy it to the desktop with the AIR runtime. AIR also offers additional APIs for things like local system access, embedded SQLite DB, etc. Gears offers something similar but it does require a browser. Granted, AIR requires the AIR runtime but at least it's purposed towards building desktop apps.
You can build a very rich, very sexy UI that will knock your users socks' off. As programmers we might not care about UX but our users do. Part of the reason why Apple is having a lot of success lately is because they really value UX and users/consumers are taking note of this.
The biggest con I think is that if you are really used to Java or C#, the ActionScript language will seem a bit limiting. If you're comparing it JavaScript, it's at par or maybe slightly better.
A lot of people will rail on Flash Player (or AIR) because it's not "standard-based." If we were only willing to use sites that were 100% standards compliant and free of plugins, we wouldn't have YouTube today. Or pretty much any other site that does interesting data visualization you can't do with HTML/JS (or at least, not with a sane level of effort). Adobe has been pretty progressive in opening up the Flex framework, Blaze DS (for backend Java development), publishing the AMF spec and starting the Open Screen Alliance to push Flash Player to mobile devices. Flash Player, Flex, Flex Builder and Blaze DS all have public JIRA bug trackers. I'd say there is a good chance that Flash Player itself will be open source within the next 2-3 years. I think Adobe is continuing to move towards being very open and that the criticisms of the platform being "closed" and "proprietary" are becoming less relevant. I think if developers approach Flex/FP with an open mind that they would really be impressed with how it all fits together.
This comparison table was good enough to make me decide what to use . I prefered javascript:)
When I run a Flex application in the debug flash player I get an exception pop up as soon as something unexpected happened. However when a customer uses the application he does not use the debug flash player. In this case he does not get an exception pop up, but he UI is not working.
So for supportability reasons, I would like to catch any exception that can happen anywhere in the Flex UI and present an error message in a Flex internal popup. By using Java I would just encapsulate the whole UI code in a try/catch block, but with MXML applications in Flex I do not know, where I could perform such a general try/catch.
There is no way to be notified on uncaught exceptions in Flex 3. Adobe are aware of the problem but I don't know if they plan on creating a workaround.
The only solution as it stands is to put try/catch in logical places and make sure you are listening to the ERROR (or FAULT for webservices) event for anything that dispatches them.
Edit: Furthermore, it's actually impossible to catch an error thrown from an event handler. I have logged a bug on the Adobe Bug System.
Update 2010-01-12: Global error handling is now supported in Flash 10.1 and AIR 2.0 (both in beta), and is achieved by subscribing the UNCAUGHT_ERROR event of LoaderInfo.uncaughtErrorEvents. The following code is taken from the code sample on livedocs:
public class UncaughtErrorEventExample extends Sprite
{
public function UncaughtErrorEventExample()
{
loaderInfo.uncaughtErrorEvents.addEventListener(
UncaughtErrorEvent.UNCAUGHT_ERROR, uncaughtErrorHandler);
}
private function uncaughtErrorHandler(event:UncaughtErrorEvent):void
{
if (event.error is Error)
{
var error:Error = event.error as Error;
// do something with the error
}
else if (event.error is ErrorEvent)
{
var errorEvent:ErrorEvent = event.error as ErrorEvent;
// do something with the error
}
else
{
// a non-Error, non-ErrorEvent type was thrown and uncaught
}
}
There is a bug/feature request for this in the Adobe bug management system. Vote for it if it's important to you.
Thank you very much! It works in Flex 3.3.
if(loaderInfo.hasOwnProperty("uncaughtErrorEvents")){
IEventDispatcher(loaderInfo["uncaughtErrorEvents"]).addEventListener("uncaughtError", uncaughtErrorHandler);
}
I'm using flex 4. I tried loaderInfo.UncaughtErrorEvents,
but loaderInfo was not initialized so it gave me null reference error. Then i tried root.loaderInfo.UncaughtErrorEvents
and the same story. I tried sprite.root.UncaughtErrorEvents
, but there was no sprite object, I created one, but it didn't work. Finally I tried
systemManager.loaderInfo.uncaughtErrorEvents.addEventListener(UncaughtErrorEvent.UNCAUGHT_ERROR,globalUnCaughtErrorHandler.hanleUnCaughtError);
And guess what, it works like magic. check this
Note that bug FP-444 (above) links to http://labs.adobe.com/technologies/flashplayer10/features.html#developer that since Oct 2009 shows that this will be possible as of 10.1, which currently, Oct 28, 2009 is still unreleased - so I guess we'll see if that is true when it gets released
Alternative to accepted answer, using try-catch. Slower, but more straightforward to read, I think.
try {
loaderInfo.uncaughtErrorEvents.addEventListener("uncaughtError", onUncaughtError);
} catch (e:ReferenceError) {
var spl:Array = Capabilities.version.split(" ");
var verSpl:Array = spl[1].split(",");
if (int(verSpl[0]) >= 10 &&
int(verSpl[1]) >= 1) {
// This version is 10.1 or greater - we should have been able to listen for uncaught errors...
d.warn("Unable to listen for uncaught error events, despite flash version: " + Capabilities.version);
}
}
Of course, you'll need to be using an up-to-date 10.1 playerglobal.swc in order to compile this code successfully: http://labs.adobe.com/downloads/flashplayer10.html
I attached the event listener to the 'root', which worked for me:
sprite.root.loaderInfo.uncaughtErrorEvents.addEventListener(UncaughtErrorEvent.UNCAUGHT_ERROR, onUncaughtError);
In the debug Flash Player this will still error, but in the non-debug version the error will appear in Flash Player's dialog box - and then the handler will respond. To stop the dialog box from appearing, add:
event.preventDefault();
so:
private function onUncaughtError(event:UncaughtErrorEvent):void
{
event.preventDefault();
// do something with this error
}
I was using this in AIR, but I assume it works for standard AS3 projects too.
It works in Flex 3.5 and flash player 10:
<?xml version="1.0" encoding="utf-8"?>
protected function application1_addedToStageHandler(event:Event):void{
if(loaderInfo.hasOwnProperty("uncaughtErrorEvents")){
IEventDispatcher(loaderInfo["uncaughtErrorEvents"]).addEventListener("uncaughtError", uncaughtErrorHandler);
}
sdk.text = "Flex " + mx_internal::VERSION;
}
private function uncaughtErrorHandler(e:*):void{
e.preventDefault();
var s:String;
if (e.error is Error)
{
var error:Error = e.error as Error;
s = "Uncaught Error: " + error.errorID + ", " + error.name + ", " + error.message;
}
else
{
var errorEvent:ErrorEvent = e.error as ErrorEvent;
s = "Uncaught ErrorEvent: " + errorEvent.text;
}
msg.text = s;
}
private function unCaught():void
{
var foo:String = null;
trace(foo.length);
}
]]>
</mx:Script>
<mx:VBox>
<mx:Label id="sdk" fontSize="18"/>
<mx:Button y="50" label="UnCaught Error" click="unCaught();" />
<mx:TextArea id="msg" width="180" height="70"/>
</mx:VBox>
Thanks
My team is about to build a new product and we are using Flex as the front end. There are other book posts on stackoverflow, but I couldn't find one that matched my needs.
My manager will be purchasing books for our team to use as a resource so...
What are the best books about Flex (including using a web browser, or Adobe AIR applications)?
(Please list each book suggestion in a separate answer)
(If your suggestion is already posted, vote it up!)
For getting started with AIR and Flex:
Adobe AIR for Flex Developers Pocketguide (online version)
http://www.tostring.org/books/adobe-air-for-flex-developers-pocketguide/ (no longer active)
(note, Im one of the authors of that book).
For Flex:
Programming Flex 3
http://www.amazon.com/Programming-Flex-Comprehensive-Creating-Applications/dp/0596516215/
(not out yet, but about to ship). I have read a preview copy of this.
ActionScript
Essential ActionScript 3
http://www.amazon.com/Essential-ActionScript-3-0/dp/0596526946/
(considered the ActionScript bible)
hope that helps...
probably the most recently published resources are Adobe Flex 4 Training from the Source (Volume 1), which was released back in May, and Adobe Flex 4 Training from the Source (Volume 2), which is being released in the new year.
here are a few others from my library (insurance photos). the Colin Moock book will cover all your bases for AS3, you can't go wrong, and the Keith Peters animation books are really great, lots of fun.
O'Reilly's Flex 3 Cookbook (for voting)
you have to pay but i highly recommend the lynda.com video tutorials (at least for the adobe products). They offer a great grasp on the fundamentals, a good foothold into advanced concepts.
I got given a copy of The Essential Guide To Flex 3 at the FOWA08 show and whilst I've not had chance to read through it in depth, it takes a different approach to the other Flex books I've used. It seems approach things with the focus much more on data rather than GUI - how to get data into your app, how to use it and how to manipulate it (not to say it ignores the GUI side of things!).
My first impressions are good ... In return for the free book, I promised I'd write a review of it on Amazon (currently at 4.5 avg) or my blog whether it be good or bad, so when I get chance, I'll link to that!
I would highly recommend "Professional Adobe Flex3".
I am new to ActionScript 3 and have run into a problem:
Using Flex Builder 3, I have a created a project with a few simple classes. If code in class A instantiates an object of class B (class B is in its own source file) then the code compiles fine, but I get the following run time error:
ArgumentError: Error #2012: B class cannot be instantiated.
Can someone explain what I'm doing wrong?
Update: Please see my own answer below (I could not vote it to the top since I'm not yet registered).
I finally realized what was wrong: Class B was subclassing from DisplayObject which I now see is an abstract class. Class B did not implement the abstract members, thus the error. I'll probably change class B to subclass from Sprite instead.
This seems like a problem that should have been caught by the compiler. Does the fact that it wasn't mean implementation of abstract members can wait until run time? Even if so, it would be nice to at least get a compiler warning.
Thanks for everyone's answers, hopefully they will help others who run into error 2012.
This usually means that the class information was not included in the SWF.
Make sure that you are importing the class, and that there is a reference to it somewhere (so the compiler will included it in the SWF).
btw, here are the runtime error codes:
http://livedocs.adobe.com/flex/201/langref/runtimeErrors.html
(not much useful info though)
mike chambers
mesh@adobe.com
It's worth noting that if you're including classes that someone else built, and they used Flash CS3 and you're using Flex, or vice versa, that the core libraries of each are different and some things are not included in both. Check out the two reference docs to be sure:
CS3: http://livedocs.adobe.com/flash/9.0/ActionScriptLangRefV3/
Silverlight v2.0 is getting closer and closer to RTM but I have yet to hear any stats as to how many browsers are running Silverlight. If I ask Adobe (by googling "Flash install base") they're only too happy to tell me that 97.7% of browsers are running Flash player 9 or better.
Not that I believe everything I read, but where are these statistics from Microsoft or some other vendor about Silverlight? I'm going to be making a technology choice soon and a little bit of empirical evidence would be an asset at this point...
All you Silverlight developers out there, show me your stats!
Quick Answer: www.riastats.com
This site compares the different RIA plugins using graphical charts and graphs.
It gets its data from small snippets of javascripts running on sites accross the web (approx 400,000 last time I looked)
At the time of this post, Silverlight 2 was sitting at close to 11%.
I would not take this as the end-all, be-all in RIA stats, but it's the best site I've found so far.
If you are developing something for a general audience, I would highly recommend against Silverlight as you immediately cut out Linux users.
I went to watch videos for the Olympics (and I run exclusively Linux), and I couldn't watch the video on their site because they were in Silverlight. On top of that, they actively removed all videos from YouTube, so I had no alternative but to try and scrounge up a Windows boot. This only served to give me a very negative opinion of NBC, and consider them quite amateurish to pick such a restricting technology for something that should be available for everyone.
While Flash has it's problems, it works fine in Linux, so I would say (at this point), it is a much superior technology choice.
If you KNOW your audience is entirely on Windows (maybe Mac).... then you can consider Silverlight with knowing you won't be cutting out part of your audience.
if you're that concerned about locking out potential users, you should be building a low-bandwidth HTML only version of your site anyways...regardless of whether you use Flash or Silverlight.
I struggled with this for a while. Ultimately, I chose to develop my site using Silverlight for the major components. I did a good bit of research, and I reached the following bottom-line conclusion:
If Silverlight fails, it will not be for lack of installed base. There are simply too many levers for MS to pull (windows update, embedding it in IE8, or even paying highly trafficed sites to use it.
I will add this from Alexa - microsoft.com has pretty impressive daily reach and it uses SL on the main page. I would also not be surprised at all if Outlook Web Access is moved to Silverlight - thereby turning every single office outlook user who wants to access email from home/other into a roaming SL installer.
Alexa Link comparing microsoft.com/ebay.com/amazon.com
I will add this from ScottGu's blog entry:
In addition to powering the Olympics experience in the US, Silverlight was also used in France (by FranceTV), the Netherlands (by NOS), Russia (by Sportbox.ru) and Italy (by RAI). In addition to video quality, a big reason behind these broadcasters decision to use Silverlight was the TCO and streaming cost difference Silverlight provided. In the August 2008 edition of Web Designer Magazine (a Dutch publication) a NOS representative reported that they were able to serve 100,000 concurrent users using Silverlight and 40 Windows Media Servers, whereas it would have required 270 servers if they had used Flash Media Servers.
Over the last month we've seen several major new deployments of Silverlight for media scenarios. For example: CBS College Sports is now using Silverlight to stream NCAA events from its 170 partner colleges and university. Blockbuster is replacing Flash with Silverlight for its MovieLink application. And Netflix two weeks ago rolled out its new Instant Watch service using Silverlight.
At the 2009 Microsoft Professional Developers Conference, Scott Guthrie said that Silverlight was installed on "45% of the world's Internet-connected devices"
http://www.betanews.com/article/PDC-2009-Live-from-the-Day-2-keynote/1258561992 (quote taken from "9:28am PT") entry
This was the weekly poll over on CP a few weeks back. Out of the 1463 developers responding, aprox. 62% had Silverlight installed on at least one system.
So... if you're making a site targeted at Windows developers... and don't mind locking out a third of your potential market...
I haven't been able to get stats. I'd assume they might release some at PDC in late October. If you're building a site which needs to target a non-developer audience who won't want to install another plugin, you might want to wait for Silverlight.
I have done a good amount of testing with Moonlight on Linux, and it works well for sites which use either use Silverlight 1.0 functionality (pretty much 100% supported) or which happen to use the Silverlight 2.0 bits which Moonlight currently supports. The caveat is that some websites explicitly check the user agent and won't offer content if you're not on a "supported" platform. That's poor website coding, not a fault of the Silverlight plugin.
During the keynote @ ReMIX UK when ScottGu gave the figure of 1.5 million installs/day I was sat next to Andrew Shorten, one of the Adobe platform evangelists (and also a good chum). He was telling me Adobe have independant evidence of an AVERAGE of 12 million installs a day, with over 40 million downloads.
It would appear 1.5 million is a tiny amount of what it could be.
Well 6 million watched the Olympics on NBC, which used a silverlight player. So at least 6 million. I've never seen exact stats, but you can be pretty certain that it is pretty small still.
Also, there is an implementation of silverlight for linux called moonlight.
I think an interesting stat comes from this site itself. Have a look at how many silverlight questions there are! And how many responses - it's not the most active topic!
I think you'll see a dramatic increase in the Silverlight install base after Silverlight 2.0 officially comes out. Right now it's still in beta. Silverlight 1.0 is out and runs quite well from what I've seen in Moonlight on Linux, but it's much harder to create full-scale applications for than version 2.0. According to Microsoft, Moonlight will be "100% compatible" at release time. See Scott Guthrie's blog (note: 2.0 was called 1.1 at the time).
Nick R, as for the fact that there isn't much Silverlight activity on these forums, I think the biggest reason for that is the very active community on the silverlight.net forums.
Scott Guthrie said (at Remix UK Sept 18 2008) that Silverlight is currently downloaded 1.5 million times per day. Over 115 million downloads since the version 1 release.
The Version 1 installed base will automatically update to version 2 when it is out of beta.
Wow! Scott said the same thing at Mix in February 08 about run rate - 1.5m. So it seems that a daily run rate of 1.5m per day for 6 months would add 270m installs to the installed base. So their numbers are not exactly clear in their meaning.
If one assumes the 115m installed base is correct, then it implies a run rate around 700k per day in the six months since SL2. Of course, many users are upgrading versions B1 to B2 as an example.
Either way, it is gaining some steady installs. It would be nice to see the run rate improve. By 2nd quarter of next year, it should be dramatically higher due to v2 shipment, application/web site adoption, pre-installation on various computers (like HP) and any unannounced distribution mechanisms.
While in general I support the idea of developing a site using silverlight and feel that that, depending on your audience, you should not have too much trouble getting users to download the plug in I would caution you against assuming that Microsoft will release the plugin built into IE or as a part of windows update.
I have had two separate Microsoft Technology Evangelists tell me that the company is reluctant to do that due to Anti-Trust reasons.
This was over a year ago and their strategy has probably evolved since then, but it enough to make me not count on that as an option for greater market penetration.
Don't forget that the Silverlight 2 install base will never include PPC Mac users. It doesn't look like the Moonlight people are targetting them at all, despite the heroic effort to add PIC streaming for Silverlight 1.0 users for the Obama inauguration.
The larger question is how many users will your site lose if implemented in Silverlight. And, it very much depends on your audience.
If you're running a site about the joys of Linux kernel hacking or the virtues of Internet security, you'll probably lose a significant chunk of your audience. If you're running a more mainstream site, my experience is that, sadly, people will download anything they're told to most of the time. That's why spyware and malware work. And, as the NBC/Olympics deal shows, Microsoft will aggressively push its partners to use Silverlight until it's fairly ubiquitous.
I won't be using Silverlight until it's more mature because I do cater to a fair number of Linux users, but I might for a less technically-oriented site.
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.
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.
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:
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 wondering how to use a VideoDisplay object (defined in MXML) to display video streamed from FMS via a NetStream.
The Flex3 docs suggest this is possible:
The Video Display ... supports progressive download over HTTP, streaming from the Flash Media Server, and streaming from a Camera object.
However, later in the docs all I can see is an attachCamera() method. There doesn't appear to be an attachStream() method like the old Video object has.
It looks like you can play a fixed file served over HTML by using the source property, but I don't see anything about how to attach a NetStream.
The old Video object still seems to exist, though it's not based on UIComponent and doesn't appear to be usable in MXML.
I found this blog post that shows how to do it with a regular Video object, but I'd much prefer to use VideoDisplay (or something else that can be put directly in the MXML).
VideoDisplay
is a wrapper on VideoPlayer
, which in turn is a Video
subclass. Unfortunately, the wrapper prevents you from attaching an existing NetStream to the Video object.
However, a reference to that component is held with in the mx_internal
namespace, so the following should do the trick:
videoDisplay.mx_internal::videoPlayer.attachNetStream(incomingStream);
videoDisplay.mx_internal::videoPlayer.visible = true;
(you need to import the mx.core.mx_internal
namespace)
Unfortunately you can attachNetStream() only on Video object. So you are doomed to use em if you want to get data from FMS.
By the way attachCamera() method publishes local camera video to the server so be careful ;)
it works.
mx:VideoDisplay live="true" autoPlay="true" source="rtmp://server.com/appname/streamname" />
that will give you live video through a videodisplay... problem is it won't use an existing netconnection object, it creates it's own... which is what I'm trying to find a work around for.
I've seen sample code where something like this works:
// Connect to the video stream in question.
var stream:NetStream = new NetStream( chatNC );
stream.addEventListener( NetStatusEvent.NET_STATUS, handleStreamStatus );
stream.addEventListener( IOErrorEvent.IO_ERROR, handleIOError );
// Build the video player on the UI.
var video:Video = new Video(246, 189);
var uiComp:UIComponent = new UIComponent();
uiComp.addChild( video );
uiComp.width = 246;
uiComp.height = 189;
stream.play( streamName );
video.attachNetStream( stream );
video.smoothing = true;
video.width = 246;
video.height = 189;
view.videoPlayerPanel.removeAllChildren();
view.videoPlayerPanel.addChild( uiComp );
But I can't actually get it to work myself. I'll post here later if I can figure it out.
Here a link to example on how to use video: http://blog.flexexamples.com/2008/03/01/displaying-a-video-in-flex-using-the-netconnection-netstream-and-video-classes/
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml"
layout="vertical"
verticalAlign="middle"
backgroundColor="white"
creationComplete="init();">
<mx:Script>
<![CDATA[
import mx.utils.ObjectUtil;
private var nc:NetConnection;
private var ns:NetStream;
private var video:Video;
private var meta:Object;
private function init():void {
var nsClient:Object = {};
nsClient.onMetaData = ns_onMetaData;
nsClient.onCuePoint = ns_onCuePoint;
nc = new NetConnection();
nc.connect(null);
ns = new NetStream(nc);
ns.play("http://www.helpexamples.com/flash/video/cuepoints.flv");
ns.client = nsClient;
video = new Video();
video.attachNetStream(ns);
uic.addChild(video);
}
private function ns_onMetaData(item:Object):void {
trace("meta");
meta = item;
// Resize Video object to same size as meta data.
video.width = item.width;
video.height = item.height;
// Resize UIComponent to same size as Video object.
uic.width = video.width;
uic.height = video.height;
panel.title = "framerate: " + item.framerate;
panel.visible = true;
trace(ObjectUtil.toString(item));
}
private function ns_onCuePoint(item:Object):void {
trace("cue");
}
]]>
</mx:Script>
<mx:Panel id="panel" visible="false">
<mx:UIComponent id="uic" />
<mx:ControlBar>
<mx:Button label="Play/Pause" click="ns.togglePause();" />
<mx:Button label="Rewind" click="ns.seek(0); ns.pause();" />
</mx:ControlBar>
</mx:Panel>
</mx:Application>
@Artem:
Yea, I got it working with Video. It just annoys me that I can't have it defined cleanly in the MXML. Oh well.
Is it realistic to try and learn and code a Flex 3 application without purchasing FlexBuilder? Since the SDK and BlazeDS are open source, it seems technically possible to develop without Flex Builder, but how realistic is it.
I would like to test out Flex but don't want to get into a situation where I am dependent on the purchase of FlexBuilder (at least not until I am confident and competent enough with the technology to recommend purchase to my employer).
I am experimenting right now, so I'm taking a long time and the trial license on my Windows machine has expired. Also Linux is my primary development platform and there is only an alpha available for Linux.
Most of the documentation I've found seem to use Flex Builder.
Maybe I should use Laszlo...
Check out FlashDevelop for Windows. I like it better than Flex Builder.
IntelliJ IDEA works as a Flex IDE, if you happen to also be a Java developer. It's free if you contribute to open source projects.
I've been using Flex since version 2 and Flex3/BlazeDS since it came out of beta. I also have some experience with Lazzlo and the difference is day and night (Flex rocks!). I have not regretted once using Flex. Regarding FlexBuilder, it is worth every penny. While it is completely possible and reasonable to write Flex application without FlexBuilder, the productivity gains of using it will more than recoup the investment. Try the evaluation for 30 days and compare it to some of the other options suggested about (I'm going to try FlashDevelop).
Some things you get with FlexBuilder include:
Regarding Linux, the alpha version of FlexBuilder does not have a visual editor. Other than that, I understand it is reasonably feature complete, still free, and many of the Adobe employees I've talked with that use Linux are happy with it.
FlashDevelop is really easy to setup with the Flex SDK. Just download FlashDevelop, then download the Flex SDK. In FlashDevelop go to Tools > Program Options > AS3Context (under Plugins) > Set the "Flex SDK Location" to the root of the folder you extracted the SDK to and build away. FlashDevelop even has a basic MXML project that will get you going.
If you use ColdFusion for the backend, having FlexBuilder in Eclipse and CFEclipse can mean one less IDE to have to get familiar with.
I'm going to join the choir here and say FlashDevelop for an alternative. The only reasons you might want FlexBuilder are:
However, the code-completion and general bloody-awesomeness of FlashDevelop's code-completion and syntax highlighting knocks the gimpy eclipse crap out of the water. So, pretty much what Todd said, except for the code-completion part. Flex Builder is very flakey in that department.
Short answer: Yes
I'm working on a team of developers and designers. We code our .MXML and .AS in FlashDevelop 3 and our designer creates .FLA with skins and widgets that get [Import()]ed in ActionScript.
I wrote a little more about this subject here:
http://stackoverflow.com/questions/25356/flash-designercoder-collaboration-best-practices#25533
Absolutely. I've been a Flex developer since Flex 2 and until recently I've used my regular editor, TextMate, for coding and Ant for building. TextMate has some good extensions for ActionScript and Flex coding, but I think you could get that for any decent editor.
What's been missing from my setup is a usable debugger, the command line version is a pain to work with. Because of that I've been starting to use FlexBuilder on the side, using it in parallel with my regular setup.
Having a profiler doesn't hurt too.
I've been using FlexBuilder for awhile now and just started to switch to using Eclipse with Flex SDK. I work for a non-profit so the word FREE is huge.
Initially, it is fairly intimidating so if you have the money, you might want FlexBuilder.
There is a lot you need to know and do if you use the SDK. The learning and experience may pay off though... I am still undecided myself.
I second FlashDevelop. You don't get the visual design stuff for the MXML, but for the code (both MXML and AS) it's excellent.
I also use FlashDevelop when working on AS3 projects. For me, the ugliness (UI design) and sluggishness of Eclipse/Flex Builder is enough of a deterrent to stay away from Flex Builder.
In addition to the weaknesses of FlashDevelop pointed out previously, one of my biggest gripes is that it is not a true .NET only app and therefore will never work in mono and therefore can not be easily ported to the mac - which is my platform of choice for development web/javascript/AS3 development.
Amethyst is also a pretty good option to try. It is a plugin for MS Visual Studio, and takes advantage of a lot of the goodies there. It is significantly less sluggish than FlashBuilder, has a really good debugger, and a decent visual designer as well.
The personal version is free, but quite crippled. You have to buy the pro version after a 60 day free trial. However, it is (at time of writing) almost 1/3 the cost of Flash Builder.
As an added bonus you don't need to pay for Visual Studio since it works with the free (albeit hard to find) "shell version (integrated)" of Visual Studio. It won't work with any of the free Express editions, though.
I have been using FlashDevelop for along time (4/5 years), I am actively using it to develop Flex4.5 applications, it has built in support for code completion, it has a profiler and a debugger that work excellently. The IDE itself is responsive and require the .Net framework, in fact here, I'll list some stuff.
FlashDevelop Pros
FlashDevelop Cons
Everything else is pretty simple to get running with, the instructions are available at http://www.flashdevelop.org/
I'm currently using and enjoying using the Flex MVC framework PureMVC. I have heard some good things about Cairngorm, which is supported by Adobe and has first-to-market momentum. And there is a new player called Mate, which has a good deal of buzz.
Has anyone tried two or three of these frameworks and formed an opinion?
Thanks!
Mate is my pick. The first and foremost reason is that it is completely unobtrusive. My application code has no dependencies on the framework, it is highly decoupled, reusable and testable.
One of the nicest features of Mate is the declarative configuration, essentially you wire up your application in using tags in what is called an event map -- basically a list of events that your application generates, and what actions to take when they occur. The event map gives a good overview of what your application does. Mate uses Flex' own event mechanism, it does not invent its own like most other frameworks. You can dispatch an event from anywhere in the view hierarchy and have it bubble up to the framework automatically, instead of having to have a direct line, like Cairngorms CairngormEventDispatcher or PureMVC's notification system.
Mate also uses a form of dependency injection (leveraging bindings) that makes it possible to connect your models to your views without either one knowing about the other. This is probably the most powerful feature of the framework.
In my view none of the other Flex application frameworks come anywhere near Mate. However, these are the contenders and why I consider them to be less useful:
PureMVC actively denies you many of the benefits of Flex (for example bindings and event bubbling) in order for the framework to be portable -- a doubious goal in my view. It is also over-engineered, and as invasive as they come. Every single part of your application depends on the framework. However, PureMVC isn't terrible, just not a very good fit for Flex. An alternative is FlexMVCS, an effort to make PureMVC more suitable for Flex (unfortunately there's no documentation yet, just source).
Cairngorm is a bundle of anti-patterns that lead to applications that are tightly coupled to global variables. Nuff said (but if you're interested, here are some more of my thoughts, and here too).
Swiz is a framework inspired by the Spring framework for Java and Cairngorm (trying to make up for the worst parts of the latter). It provides a dependency injection container and uses metadata to enable auto-wiring of dependencies. It is interesting, but a little bizzare in that goes to such lengths to avoid the global variables of Cairngorm by using dependency injection but then uses a global variable for central event dispatching.
Those are the ones I've tried or researched. There are a few others that I've heard about, but none that I think are widely used. Mate and Swiz were both presented at the recent 360|Flex conference, and there are videos available (the Mate folks have instructions on how to watch them)
Check out Robotlegs.
"It provides the glue that your application needs to easily function in a decoupled way. Through the use of automated metadata based dependency injection Robotlegs removes boilerplate code in an application. By promoting loose coupling and avoiding the use of Singletons and statics in the framework Robotlegs can help you write code that is highly testable."
I've seen these kinds of discussions many many times. They usually start with WHICH Flex framework do you use. Not many people ask the question WHY do you even need to use any framework on top of Flex framework.
I'm not in favor of using any MVC framework (Cairngorm, PureMVC) in Flex code. Mate is a better candidate. At least it's simple to understand and is non intrusive. I prefer using enhanced components
à la carte. We've created and open sourced a bunch of them (see clear.swc in the Clear Toolkit at http://sourceforge.net/projects/cleartoolkit/.
The first chapter of our upcoming O'Reilly book "Enterprise Development with Flex" has a detailed comparison of several Flex frameworks: http://my.safaribooksonline.com/9780596801465 .
We are currently working on a MVCS implementation in the Spring ActionScript framework. It uses the full power of the Inversion of Control container so you have centralized dependency management and are able to swap things easily. It is not very prescriptive in how you do things but provides you with a very flexible infrastructure.
If you are new to Spring ActionScript and MVCS, I have an introductory post at my blog: http://www.herrodius.com/blog/158
I am using (and recommend) Swiz framework. It's not as complex and PureMVC, but it gets the job done. Moreover, it's a IoC container, and I like IoC.
I never used Mate, so I can't comment on that. But I do recommend against Cairngorm. Cairngorm is said to be open source, but it's really not supported well by the community. It's release cycle is also slow. I've been waiting FOREVER for Navigation Library to come out of beta.
Bear in mind that Cairngorm is THE adobe sponsored framework, and now hosted on opensource.adobe.com. Also note that it's by far the most prolific amongst developers at the moment.
If you know Cairngorm and are looking for a job, you won't go far wrong.
Cairngorm is easy to use and well documented: http://www.cairngormdocs.org/
I recommend the Cairngorm Diagram Explorer and the classic article about Cairngorm.
I was new to Flex when I learned Cairngorm but found it useful and easy to learn with the above.
MATE is the way to go.A framework which does what a framework should do. De-coupled architecture Simple Small foot print Efficiency
I kinda have my doubts on these MVC frameworks (Mate, Cairgnorm, etc...) with the way they implement event maps and event controllers, it reminds me too much of wxWidgets and other GUI toolkits of that sort.
However, would be really nice is if Flex or one of these MVC frameworks uses the Signal/Slots paradigm that Qt offers.
I was recently looking for the same and found.
I recommend to use MATE for developing greats and complicated projects,like other frameworks, Mate addresses the common architectural concerns in Flex such as event handling, data binding, and asynchronous processing, but the most important goal is that it's only tag-based so it's very easy to use it in our Flex Applications.
Yes Mate is the best framework for flex. I have used in one application which had several revisions both in terms of GUI and back-end data service. I only needed to change my event-map every time there was any change.
Mate also has MockService implementation which makes testing easy not a mate's advantage but nice to have one.
I run Flex Builder 3 on a mac and as my project grows - the compile time gets longer and longer and longer. I am using some SWC's and there is a fair amount of code but it shouldn't take minutes to build and crash daily should it?
First of all, comments on some of the response:
There is no need to explicitly specify -incremental in Flex Builder because it uses incremental compilation by default.
-keep-generated-actionscript is a performance killer because it instructs the compiler to write out AS3 codes generated for MXML components in the middle of the compilation. File I/O in the middle of a compilation means unnecessary pauses and low CPU utilizations.
-optimize slows down linking because it instructs the linker to produce smaller SWFs. Note that -optimize=true|false doesn't have any effect on building SWCs because SWCs are libraries and have to be unoptimized.
I rarely mess with JVM settings because JVM knows its jobs well and tunes itself quite well at runtime. Most people make matter worse by setting various GC tuning parameters. That said, there are 3 settings most people understand and set correctly for their usage:
-Xmx (max heap size)
-server or -client (HotSpot Server or Client VM)
-XX:+UseSerialGC or -XX:+UseParallelGC (or other non-serial GC)
-server consistently outperforms -client by about 30% when running the Flex compiler. -XX:+UseParallelGC turns on the parallel garbage collector. ideal for multicore computer and when the computer still has CPU cycles to spare.
You may also want to check out HellFire Compiler Daemon (http://bytecode-workshop.com/). It uses multiple processor cores to compile multiple Flex applications at the same time. You can also run the compiler on a second machine via sockets (assuming that your second machine has faster CPUs and more memory).
In my opinion, use more modules than libraries and use HFCD.
Hope this helps.
-Clement
There's no need to use mxmlc
on the command line just to be able to add compiler flags. Right click your project in the Flex Navigator, select Properties and then Flex Compiler in the dialog that appears. There you can add any extra compiler flags.
Not sure that there's very much to do though, more code means more compile time, that's just the way it is. If you're not doing a release build (or whatever it's called in Flex Builder) it's unlikely that your compiler settings include optimize
to begin with. Better choices to try would be -incremental
(which only recompiles the parts that have changed) and -keep-generated-actionscript
(which stops the compiler from deleting the ActionScript files it has generated from your application's MXML files).
I very much prefer using mxmlc
on the command line (by way of Ant) compared to Flex Builder. Although I don't think that the latter compiles any slower, it feels more sluggish in every way. Using Ant also makes it possible to do more than just compilation when building, and conditional compilation (only compile a SWF or SWC if the source code has actually changed). Check out a blog post of mine for more info on that.
What you could try is the Flex Compiler Shell, another command line tool that can speed things up. Basically it tries to keep as much as possible in memory between builds, so no need to wait for things like the JVM starting up (the Flex compiler is a Java application). On the other hand this is sort of what Flex Builder does anyway.
Slow compile time is most often caused by having large numbers of embedded resources ([Embed] or @Embed).
Option 2 on this article might help you: [http://www.rogue-development.com/blog2/2007/11/slow-flex-builder-compile-and-refresh-solution-modules/]
In addition to the suggestions already mentioned, close any projects that you have open that you are not using.
Rich click on the Project in the Navigator view and select "Close Unrelated Projects".
Depending on how many projects you have open, this can lead to a significant improvements in compile time, as well as all around performance.
mike chambers
mesh@adobe.com
I created RAM Disk with workspace and it gives up to 10% of better compilation time. Not much, but something.
You want at least 4 gigs on your computer if possible, and make sure to override the default memory settings that eclipse/flexbuilder gives to the application.
If you're not sure how to do this, you can find the flexbuilder app in /Applications, right click and choose "Show Package Contents". Then go into the contents file and edit the eclipse.ini file. Edit that file have memory settings of at least:
-vmargs -Xms768m -Xmx768m -XX:PermSize=128m -XX:MaxPermSize=128m
It's also worthwhile to go into the eclipse/flexbuilder preferences and to check the "Show heap status" box under Windows->Preferences->General (This is in eclipse with the FB plugin, I'm assuming it's also there for standalone FB).
This shows the current memory in the lower right of the window and has a little trash icon so you can force garbage collection.
I'd also suggest turning off automatic building of the project when your files change (you can force a build with cmd-B).
We had a huge project with quite a few modules files and performance in FlexBuilder 3 was decent with these steps.
I always disable "automatic compile" for Flex. It compiles too much, takes too long, and so interrupts my work.
If you have many different project files and all of those needs to be recompiled, but you also have other projects open and don't want to close them always you're doing a build, you can also use Eclipse Working Sets.
Unfortunately, the default Flex Navigator does not support working sets. But you can open the Package Explorer with Window / Show View / .... Click on the little white downward arrow to the topright and select Top Level Elements: Working Sets. You can then add Working Sets (aka groups of projects). Each project needs to be in at least one working set ("Other Projects" being the default), but can be in several.
Now with Project / Build Working Set / ... you can instruct Eclipse to build all the projects in this working set, but none of the others. This is especially useful if you suspect your project references to be sometimes broken - otherwise building the 'topmost' project should trigger subsequent builds automatically.
You may want to explore the command-line compiler found in the Flex SDK, mxmlc
. As I recall, Flex Builder 3 seems to hide all the compiler details, but perhaps there are arguments you can append that will help you speed up the compilation.
For example, you may want to set optimize=false
which will skip the step of optimizing the bytecode (perhaps reducing compilation time)? This of course comes at the price of performance and file size of the actual application.
More documentation on mxmlc
can be found at: http://livedocs.adobe.com/flex/3/html/compilers_13.html.
Good luck!
Go to Project->Properties->Flex Applications. All of the applications listed are compiled each time (even though you have a default set). If you remove everything but the default (don't worry, it won't delete the actual files), it only compiles the default app. This resulted in a significant speed up for me. If you change your default app, it ADDs it to the Flex Applications list - adding to your compile time. You will need to maintain this list to get the quickest compile.
I don't use Flex Builder, but I use the Flex SDK compiler everyday and I was wasting tons of time waiting for the MXMLC compiler to do its job until I found Flex Compiler SHell:
http://blog.zarate.tv/2008/12/07/theres-something-called-flex-compiler-shell/
Although in theory Flex Builder already uses this optimizations, might be worth checking.
As Clement said, use the HellFire Compiler Daemon. If you have multiple modules and more CPU cores on your machine it can compile them in parallel. Another option is to use IntelliJ (the commercial version) which offers the same feature.
The SDK 4.x.x introduced silly bug (see Adobe bugsystem, issue FB-27440), which causes projects with SVN or CVS meta data compile much slower than with SDK 3.x.x. On how it can be fixed, see here.
Usually the first build takes the longest, and then it's pretty quick after that. That's using Vista x64 w/ core 2 duo.
Otherwise, I am nearly certain a Intel Core i7 Extreme Edition 965 3.2GHz upgrade processor would speed your Flex building up nicely .. :) :) :)
Its just **, I got the last Dell XPS with a i7 quad cores, but the compiler speed is the same than my old machine ;-(
I try to change every thing, even Java ... but nothing, it just slow ... the only way I found is to every day, move sources to a new workspace / Flex project ;-) Here its much better but still slow compared to another compiler ....
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+).
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.
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.
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've written (most of) an application in Flex and I am concerned with protecting the source code. I fired up a demo of Trillix swf decompiler and opened up the swf file that was installed to my Program Files directory. I saw that all of the actionscript packages I wrote were there. I'm not too concerned with the packages, even though there is a substantial amount of code, because it still seems pretty unusable without the mxml files. I think they are converted to actionscript, or atleast I hope. However, I would still like to explore obfuscation.
Does anyone have any experience with Flash / Actionscript 3 / Flex obfuscators? Can you recommend a good product?
The procedure suggested by maclema will not really stop any attacker from obtaining the source - the "wrapper application" will need to be unencrypted so the attacker will be able to find out that you use AES (or any other algorithm) and he will obtain the decryption key in a similar way (because it needs to be in plaintext somewhere). Once he has this, he will be able to decrypt your SWF file easily.
The only reliable solution (well...) is some kind of obfuscator - we use Amayeta which works for Flex in the latest version - please see http://www.amayeta.com/software/swfencrypt/ .
Here's what I would do.
Compile your application to a SWF file. Then encrypt the SWF using AES.
Make a "wrapper" application that loads the encrypted SWF into a ByteArray using URLLoader
Use the as3crypto library to decrypt the swf at runtime.
Once decrypted, use Loader.loadBytes to load the decrypted swf into the wrapper application.
This will make it a lot harder to get your code. Not impossible, but harder.
For AIR applications you could leave the SWF encrypted when delivering the application to the end-user. Then you could provide a registration key that contains the key used to decrypt the SWF.
Also, here is a link to an AS3 obfuscator. I am not sure how well it works though. http://www.ambiera.com/irrfuscator/index.html
Well, in my opinion, the easiest and safest solution is a mix of maclema and Borek answer:
Obfuscating code can be a big headach if you did not include it in your process from the start and if your aplplication is quite big: it's likely that obfuscation make your application corrupted if you used remote packages (and did not declare this to the obfuscator) if you used to many unTyped variables in Objects or dynamic classes ....
So: if you do maclema's solution on your big application and use obfuscation on your wrapper (which is a small app likely to be very easy to obfuscate) you're code will be the safest and the hasle the least. Only a very angry pirate would take the time to reverse engineer the obfuscation to then decrypt the package .... Well if someone wants your application code soo bad it's either CIA related or you're already very rich (or both)
thank you all for your answers
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.
How do I forcefully unload a ByteArray
from memory in ActionScript 3?
I have tried (without success):
byteArray.length = 0;
byteArray = new ByteArray();
and
for ( var i:int=0; i<byteArray.length; i++ ) {
byteArray[i] = null;
}
What should I do?
I don't think you have anything to worry about. If System.totalMemory
goes down you can relax. It may very well be the OS that doesn't reclaim the newly freed memory (in anticipation of the next time Flash Player will ask for more memory). Try doing something else that is very memory intensive and I'm sure that you'll notice that the memory allocated to Flash Player will decrease and be used for the other process instead.
As I've understood it, memory management in modern OS's isn't intuitive from the perspective of looking at the amounts allocated to each process, or even the total amount allocated. When I've used my Mac for 5 minutes 95% of my 3 GB RAM is used, and it will stay that way, it never goes down. That's just the way the OS handles memory. As long as it's not needed elsewhere even processes that have quit still have memory assigned to them (this can make them launch quicker the next time, for example).
(I'm not positive about this, but...)
AS3 uses a non-deterministic garbage collection. Which means that unreferenced memory will be freed up whenever the runtime feels like it (typically not unless there's a reason to run, since it's an expensive operation to execute). This is the same approach used by most modern garbage collected languages (like C# and Java as well).
Assuming there are no other references to the memory pointed to by byteArray or the items within the array itself, the memory will be freed at some point after you exit the scope where byteArray is declared.
You can force a garbage collection, though you really shouldn't. If you do, do it only for testing...if you do it in production, you'll hurt performance much more than help me.
To force a GC, try (yes, twice): flash.system.System.gc(); flash.system.System.gc();
You can read more at: http://www.craftymind.com/2008/04/09/kick-starting-the-garbage-collector-in-actionscript-3-with-air/
Have a look at this article
http://www.gskinner.com/blog/archives/2006/06/as3_resource_ma.html
IANA actionscript programmer, however the feeling I'm getting is that, because the garbage collector might not run when you want it to.
Hence http://www.craftymind.com/2008/04/09/kick-starting-the-garbage-collector-in-actionscript-3-with-air/
So I'd recommend trying out their collection code and see if it helps
private var gcCount:int;
private function startGCCycle():void{
gcCount = 0;
addEventListener(Event.ENTER_FRAME, doGC);
}
private function doGC(evt:Event):void{
flash.system.System.gc();
if(++gcCount > 1){
removeEventListener(Event.ENTER_FRAME, doGC);
setTimeout(lastGC, 40);
}
}
private function lastGC():void{
flash.system.System.gc();
}
Unfortunately when it comes to memory management in Flash/actionscript there isn't a whole lot you can do. ActionScript was designed to be easy to use (so they didn't want people to have to worry about memory management)
The following is a workaround, instead of creating a ByteArray variable try this.
var byteObject:Object = new Object();
byteObject.byteArray = new ByteArray();
...
//Then when you are finished delete the variable from byteObject
delete byteObject.byteArray;
Where byteArray is a dynamic property of byteObject, you can free the memory that was allocated for it.
I believe you have answered your own question...
System.totalMemory gives you the total amount of memory being "used", not allocated. It is accurate that your application may only be using 20mb, but it has 5mb that is free for future allocations.
I'm not sure if the Adobe docs would shed light on the way that it manages memory...
So, if I load say 20MB from MySQL, in the Task Manager the RAM for the application goes up by about 25MB. Then when I close the connection and try to dispose the ByteArray, the RAM never frees up. However, if I use System.totalMemory, flash player shows that the memory is being released, which is not the case.
Is the flash player doing something like Java and reserving heap space and not releasing it until the app quits?
Well yes and no, as you might have read from countless blogposts the GC in AVM2 is optimistic and will work it's own misterious ways. So it does work a bit like Java and tries to reserve heap space, however if you let it long enough and start doing other operations that are consuming some significant memory it will free that previous space. You can see this using the profiler over night with some tests running on top of your app.
Hth Pedro.
So, if I load say 20MB from MySQL, in the Task Manager the RAM for the application goes up by about 25MB. Then when I close the connection and try to dispose the ByteArray, the RAM never frees up. However, if I use System.totalMemory, flash player shows that the memory is being released, which is not the case.
The player is "releasing" the memory. If you minimize the window and restore it you should see that the memeory is now much closer to what System.totalMemory shows.
You might also be interested in using FlexBuilder's profiling tools which can show you if you really have memory leaks.