nixlib

ActionScript 2.0 framework



pixlib (short) story

At the beginning, it was designed to
develop games.

Private beta launched at the end of
2004.

It becomes a generic framework.



Pixlib iIs NOT (any more)

Classes library to develop games.
Components framework.

Complete framework to fulfil every
need.



pixlib ISdesigned to

Be light, easy and powerful.

Encourage polymorphism, strong-
typing and debugging.

Be Flash player 6 compatible.



What we will see together.
log

events
data.libs
transitions

commands



log

Package desighed to handle logging.

Logger.LOG outputs any data to your
debugging console.

Logger. LOE nt. al pha );

LogLevel acts as a filter.

Logger.getinstance().addLogListener

It will add any class (implementing
LogListener interface) for receiving log
events.



use Luminic Flash inspector

com bourre.utils. Lum ni cTracer. getlnstance();

Geepmimi PEISIEERTEOPED EE == iviiad REOUT

hittp://www.luminicbox.com/blog/ ?page= post&id= 2




use Powerflasher SOS

com bourre. utils. SOSTracer. getl nstance() ;

Console  Flash  Command  Fonk Help

DEEUE - Z0x=hello wrorld!
INFO - Zl77hello world!
WMARM - Zl>*hello world!
ERROR - ZZx=hello wrorld!

http://sos.powerflasher.com/english.html|




or use your own debugging
console

Just implement LogListener interface.

public function onLog( e : LogEvent ) : Void,;

Use LogEvent properties to retrieve
data.

LogEvent.content
LogEvent.level



Log basical example

| nport com bourre. |l og.*;
| nport com bourre.utils.*;

/] Adds Fl ash Inspector as |istener

Logger . get | nstance( ). addLogLi st ener (
Lum ni cTracer. getlnstance() );

[/ Adds Powerfl asher SOS as Li stener

Logger . get | nstance() . addLogLi st ener (
SosTracer. getl nstance() );

/| Basical nessage
Logger. LO "Hel |l o worl d" );
/] Message with filter |evel

Logger. LOE "Error nessage", LoglLevel.

ERROR ) ;



events

EventBroadcaster class is the
cornerstone of events package.

For a quick start, you can use
Macromedia’s EventDispatcher

polymorphism.

addEvent Li stener(t: String, oL) : Void;
renoveEvent Li stener(t: String, olL) : Void;
di spat chEvent (o: Obj ect) : Voi d;



event type

Each event class implements |IEvent
Interface.

public function getType() : Event Type;

public function getTarget();

public function setType( e : Event Type ) : Voi d;
public function setTarget( target ) : Voi d;

BasicEvent I1s the most basical
Implementation of this interface.

If you need to build an event class,
aviend i1t



EventBroadcaster complete
AP

di spatchEvent( o ) : Void

addEvent Li stener( event : String, o) : Void
renoveEvent Li stener( event : String, o) : Void
renoveAl | Event Li steners( event : String ) : Void

addLi stener( o ) : Void
renovelLi stener( o) : Void
renoveAl | Li steners() : Void

getLi stenerArray( event : String ) : ListenerArray
| I stener ArrayExi sts( event : String ) : Bool ean
| SEnpty() : Bool ean

br oadcast Event( e : |IEvent ) : Void



automatical event proxy

/] register with proxy nethod

myScr ol | er. addEvent Li st ener (
Scrol | er Model . onScr ol | EVENT,
this,
refreshVi ew

) ;

[/ unregister the proxy nethod

myScrol | er. renoveEvent Li st ener (
Scrol | er Model . onScrol | EVENT, this );

[/ or unregister |ike that
myScrol | er. renovelLi stener( this );



deploy event system with
Inheritance

cl ass Scroll er Model extends Event Broadcast er

{

public static var onScrol | EVENT = new Event Type("onScrol | ");

public function ScrollerMdel ()
{

}
}

super( this );



deploy event system with
composition

cl ass Scroll er Model

{

private var oEB : Event Broadcaster;
public static var onScrol | EVENT = new Event Type("onScrol | ");

public function Scroll erMdel ()
{

}

public function addEventListener( t : EventType, o ) : Void
{

}

public function renoveEventLi stener( e : EventType, oL ) : Void

{
}

_0EB = new Event Broadcaster( this );

__OEB. addEvent Li st ener. appl y( _oEB, argunents );

_OEB. renoveEvent Li stener( t, o );



data.libs

Package designed to handle file
loading.

GraphicLib. Handles SWF loading.

XMLToODbject. Handles XML files loading
and automatical object deserialization.

VideoDisplay. Handles FLV loading and
playing.

Libstack. Polymorphic stack
Imblementation (FIFO) Yolil can endadtielje



AbstractLib

Abstract class for handling file loading.

Features available in this class :
Name identifier and Url accessors.
Event system built-in with timeout handling.

Errors logging
Content getter.

LibEvent with getPerCent() and getName()
AacCcessors.

Extend It to add new file formats.



Graphiclib example

| nport data.libs. GaphiclLib;
| nport data.libs.Li bEvent;

/1 Call back net hod
function showntro( e : LibEvent ) : Void

{
/] e.getView).play():
}

gl = new G aphicLi b( ncTarget, nDepth );

gl . addEvent Li st ener ( G aphi cLi b. onLoadl ni t EVENT,
this, showintro );

gl.load( "intro.sw" );



VideoDisplay basical
example

| nport com bourre.data.libs. Li bEvent;
| nport com bourre. nedi as. vi deo. Vi deoD spl ay;

/1 Call back net hod
function onVideo( e : LibEvent )

{

/] do sonet hi ng

}

var p: VideoD splay = new Vi deoDi spl ay( hol der,
hol der. vi deoObj ect );

p. addEvent Li st ener (Vi deoDi spl ay. onLoadl ni t EVENT,
this, onVideo);

p.load( "file flv' ):



about XMLToODbject

XMLToODbject loads XML files and decorates a target
object with typed data.

Each file’s node becomes a (targeted object) property
with specified type (with type attribute).

List of implemented types:
String
Number
Boolean
Array
Point
Class




XML file example

<config>

<cost type="number"> 12 </cost>
<url type="string” name="blog"> www.tweenpix.net </url>
<list type="array"> "item0Q’, "item1", true, 44 </list>
<visible type = "boolean"> true </visible>
<dvds>
<film type="string">film0o</film>
<film type="siring">filmi</film>
</dvds>
< position type="point"> 3,7 </position>

<event type="class"> "com.bourre.events.EventType",
"onTest" </event>

</config>



XMLToODbject basical
example

| nport com bourre.data.libs.*;

// call back nethod
function run( e : XM.ToOnj ect Event ) : Void

{
doSonet hi ngWth( e.gethject() );

}

_xto = new XM_.ToObj ect ( new Cbject() );

_xto.addEvent Li st ener ( XM_ToObj ect . onLoadl ni t EVENT,
this, run );

_xto.load( "config.xm" );



Add new types to
XMLToODbject

| nport com bourre.data.libs.*;

function get Square( data ) : Sguare

{
}

_xto = new XM_.ToCbj ect ( new Cbject() );
_deserializer = xto.getDeserializer();

/[l return parsed and casted data

_deserializer.addType(“square”, this, getSquare );

You can build yoJF_own deserializer.
Just implement IXMLToObjectDeserializer



LibStack example

| nport com bourre.data.libs.*;

new G aphi cLi b( ncTarget, 10);
new Vi deoDi spl ay( ncTarget );

_gl
_vd

_lib = new Li bSt ack();

_lib.enqueue( _gl, "uis", "uis.sw");
_lib.enqueue( _vd, "video", "file. flv");

|1 b. addEvent Li stener ( Li bSt ack. onLoadConpl et eEVENT,
this, launchApplication );

_lib.execute();



Gimme the tempo!

|FrameBeacon 1S a metronome interface.

Metronome : Clicking pendulum indicates the
exact tempo of a piece of music.

start() : Void

stop() : Void

IsPlaying() : Boolean

addFrameListener( o : IFrameListener ) :

Void

{/er_ndoveFram eListener(o : IFrameListener ) :
ol




Listen to the beat now!

Implementing IFramelListener means :

«|I'm ready to move on the beat, to act
on the tempo. »

public function onEnterFrane() : Void

{

/1 Do something on each cli ck.

}



FPSBeacon

Broadcasts each click on each player’s
frame.

Use FPSBeacon.getinstance()
Singleton implementation.

| mport com bourre.transitions. FPSBeacon;

FPSBeacon. get | nst ance() . addFr anelLi st ener (
ani mati on );



Global play and pause

FPSBeacon.getInstance().stop();
FPSBeacon.getinstance().play ();

Will stop and start/resume the process of all
the classes listed below:

CommandFPS
CommandManager FPS
BasicTweenFPS
TweenFPS



MSBeacon

Broadcasts each click on specified
framerate.

| nport com bourre.transitions. MSBeacon;

var nsb: MSBeacon = new MSBeacon() ;
nmsb. set FPS( 25 );
nsb. addFr anelLi st ener ( ani nation );

Global access with
MSBeacon.getinstance().

Df\ﬁ:f\-r\nlf\f\lf'\l\ﬂc f\lf'\A T\A'AI\V\I\AC (N aVa



|BasicTween

|IBasicTween Is the most basical tween
Interface of the framework.

start() : Void
stop() : Void
setEasing(f : Function ) : Void

BasicTweenMS and BasicTweenFPS
are concrete implementations of IBasicTween.

BasicTweenFPS uses FPSBeacon.
BasicTweenMS uses MSBeacon.



| T ween

ITween have event system built-in.

TweenEventType list:
onStartEVENT
ONStopEVENT
onMotionFinishedEVENT
onMotionChangedEVENT

| Tween. addEvent Li st ener ( TweenEvent Type, |istener);

TweenMS and TweenFPS classes are concrete
Implementations of |Tween.



Tween object’s property

| nport com bourre.transitions. *;
var t: TweenFPS = new TweenFPS( this.nc, " x", 550, 90 );

t . addEvent Li st ener ( TweenMs. onMbdt i onFi ni shedEVENT, this,
restart Tween) ;

t.start();

/1 Call back net hod
function restart Tween( e : TweenEvent ) : Void

{
}

e. get Tween().start();



Tween setter

| mport com bourre.transitions.*;

Il Setter
function setX( n : Nunber ) : Void

{
}

t = new TweenM5( this, setX 550, 3000, 0 );

this.nc. X = n;

/| Change franerate
M5Beacon. get | nst ance() . set FPS( 40 ) ;

t.start();



commands

Libs, transitions and commands package use
command pattern.

public function execute( e: |Event ) : Void
{
/1 Do sonething when call ed.

}

AbstractLib. All inherited classes have execute()
method.

ITween. All Tween classes have execute() method.

Delegate. You can transform any object’s method
call to command.

Batch. Macro- command implementation.



Batch

Handles several commands as one
command.

| nport com bourre. conmands. *;
var b:Batch = new Batch();

b. addConmmand( nyAl phaTween ) ;
b. addConmand( myPositionTween );

b. execut e();



Delegate

It works exactly as mx.utils.Delegate does.

S0, what are the new additions ?

You can use constructor to encapsulate
function call.

You can pass parameters and add some more
further with setArguments and
addArguments methods.

It Implements Command interface.

It Imnlemente IFramel ictener interface



CommandFPS

Store Command objects and execute
each one on each frame.

| nport com bourre. conmands. *;

var t: CommandFPS = new ConmandFPS() ;
var d: Del egate = new Del egate(this, test);

function test(s:String) : Void
{

trace("hello world");

}

t.push( d );



CommandMS

Store Command objects and loop their
execution at specified speed.

| nport com bourre. conmands. *;

var t: CommandMs = new ConmandM5() ;
var d: Del egate = new Del egate(this, test);

function test(s:String) : Void
{

trace("hello world");

}

t.push( d, 1000 );



more features

Collections package
Ilterator package

Sound package

mySoundFactory.init( soundLib );
my SoundFact ory. addSounds([ "l oop", "scrol |

Structures package

", "qui ck"]);



some advanced features
HashCodeFactory
AbstractFactory
GraphicLibLocator
ViewHelper
FrontController

MVC package



What's next ?

Brush up the lack of documentation !!!
(Top Priority )

CommandSequencer time- based and event-
based.

-inish some refactoring and tests on
~-LVVPlayer, FLVLoop, FLVLoopEvent and
-LVLoopManager classes.

Polish the Event bubbling API part.

Extend AbstractLib with more file formats.



Useful links

Official url:
http://www.osflash.org/ pixlib

Mailing- list:
http:// osflash.org/ mailman/ listinfo/ pixlib_osfl

SVN repository
http://svn.sourcesecure.co.uk/ osflash/ pixlib/tr

My blog:
http://www.tweenpix.net/ blog



http://www.osflash.org/pixlib
http://www.osflash.org/pixlib
http://osflash.org/mailman/listinfo/pixlib_osflash.org
http://svn.sourcesecure.co.uk/osflash/pixlib/trunk/framework/src

