Migrating FFilmation engine into Flex Builder 3:

· Do not implement due to lacking of time: Option panel.

1. Prepare enviroment:

· Create new Flex Project, name it FFilmation (or any project name you want)

[image: image1.png]Broject name: FFilmation

Project location
[7] Use defautt location

Folder: E\FFilmation

Application type

£ Web applicaion (uns in Flash Player)





· Select Next, on [Configure Output] name your output folder
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· Select Next, add Jordi’s [classpath] folder into additional source folders of new project. 
Name main application file, and your main source folder, or just let it default. After that, click Finish
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· A new project will be created.

· Add “-use-network=false” into project compiler setting. This will allow our application access local xml files.
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· Copy [demo] from [flash] folder, [media] and [xml] from [html] folder into project source folder.
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· Create a new class extends UIComponent, name it SceneViewer.as
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· Create a new component extends Canvas, name it ProgressReport.mxml
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· Preparation are completed. Now we start to make it run by replace Jordi’s [sceneviewer.as] with a new Class that could display on Flex 

2. Programming

a. ProgressReport.mxml: This component used to show scene, character, … load progress (replace Jordi’s [Progress report] symbol in flash files)
· Source:

<?xml version="1.0" encoding="utf-8"?>
<mx:Canvas xmlns:mx="http://www.adobe.com/2006/mxml" width="409" height="99" 

cornerRadius="10" backgroundColor="#333333" 

fontFamily="Arial" color="#FFFFFF" 

borderStyle="solid" borderThickness="0"

dropShadowEnabled="true">

<mx:Script>


<![CDATA[



public function update(percent:Number,description:String,totalpercent:Number,totaldescription:String):void



{




progres.label = totaldescription;




progres2.label = description;




progres.setProgress(totalpercent,100);




progres2.setProgress(percent,100);



}


]]>

</mx:Script>

<mx:HRule x="8" y="50" width="393" strokeWidth="1"/>

<mx:ProgressBar x="8" y="10" width="393" height="35" label="" id="progres" labelPlacement="top" mode="manual" fontSize="12" fontWeight="normal"/>

<mx:ProgressBar x="8" y="59" height="35" width="393" label="" id="progres2" labelPlacement="top" mode="manual" fontSize="12" fontWeight="normal"/>
</mx:Canvas>
· Design view:
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b. SceneViewer.as: Replace Jordi’s sceneviewer.as class
· Source:
package com.novaitech
{

import demo.poncho;

import flash.display.Sprite;

import flash.events.Event;

import mx.core.UIComponent;

import mx.events.FlexEvent;

import org.ffilmation.engine.core.fEngine;

import org.ffilmation.engine.core.fScene;

import org.ffilmation.engine.elements.fCharacter;

import org.ffilmation.engine.events.fEventIn;

import org.ffilmation.engine.events.fProcessEvent;

import org.ffilmation.engine.scenes.fSceneLoader;

public class SceneViewer extends UIComponent

{


private var fcontainer:Sprite;


private var scene:fScene;


private var film:fEngine;


public var scenes:Object;


public var controllers:Object;


public var cameras:Object;


public var destination:XML;


// main char


public var player:poncho;


private var mProgres:ProgressReport;


private var mPath:String;


public function SceneViewer()


{



super();



addEventListener(FlexEvent.CREATION_COMPLETE,init);


}


public function init(evt:Event):void



{



// initialize scenes object



this.scenes = new Object();



// initialize controllers object



this.controllers = new Object();



// initialize cameras object



this.cameras = new Object();



// create new containter



fcontainer = new Sprite();



addChild(fcontainer);



// initialize engine with container



film= new fEngine(fcontainer);



// create progress report



mProgres = new ProgressReport();



// add ProgressReport at center of viewer screen



mProgres.x = (this.width-mProgres.width)/2;



mProgres.y = (this.height-mProgres.height)/2;



mProgres.visible = false;



// default scenePath



mPath = "";



addChild(mProgres);



// initialize status bar


}


// start scene with source xml


public function start(source:String):void


{



mPath = source;



if (mPath!="")



{




mProgres.visible = true;




if (this.player) player.disable();




if (this.scene) film.hideScene(scene);




if (this.scenes[mPath])




{





this.scene = this.scenes[mPath];





this.player = this.controllers[mPath];





activateScene();




}




else




{





this.scenes[mPath] = this.scene = film.createScene(new fSceneLoader(mPath),this.width,this.height);





scene.addEventListener(fScene.LOADPROGRESS, actionHandler)





scene.addEventListener(fScene.LOADCOMPLETE, loadHandler)




}



}


}


// progress handler


private function actionHandler(evt:fProcessEvent):void {



trace("EVENT "+evt.target.stat)



mProgres.update(evt.current,evt.currentDescription,evt.overall,evt.overallDescription);


}


// load complete handler


public function loadHandler(evt:Event):void 


{



// Scene is loaded and ready


 
// set stage quality


 
this.stage.quality = "low";


 
// Create a camera and make it active


 
this.cameras[mPath] = scene.createCamera()


 
scene.setCamera(this.cameras[mPath])


 
// Create controller



this.controllers[mPath] = this.player = new poncho(this.scene.all["Poncho"],this)



this.scene.all["Poncho"].addEventListener(fCharacter.EVENT_IN, this.INlistener)


 
activateScene();


 
dispatchEvent(new Event(Event.COMPLETE));


}


public function INlistener(evt:fEventIn):void 


{



if(evt.name=="TELEPORT") {




this.destination = evt.xml




this.start(evt.xml.destination)



}


}


// Everything OK activateScene


// Load scene complete


public function activateScene():void {


 
// remove progress


 
mProgres.visible = false;



// Render



film.showScene(this.scene)



// Init keyboard



this.player.enable()



// Destination ?



if(this.destination) {




this.player.character.moveTo(new Number(destination.enterx),new Number(destination.entery),new Number(destination.enterz))




this.player.character.orientation = new Number(destination.enterOrientation)



}



this.cameras[mPath].moveTo(this.player.character.x,this.player.character.y,this.player.character.z)



this.cameras[mPath].follow(this.player.character,5)


}

}
}
c. poncho.as: Only change is replace MovieClip with DisplayObject.
· private var timeline:DisplayObject

· public function poncho(char:fCharacter,timeline:DisplayObject):void
d. FFilmation.mxml: Main application, this will load out scene.
· Source:

<?xml version="1.0" encoding="utf-8"?>
<mx:Application xmlns:mx="http://www.adobe.com/2006/mxml" layout="absolute" >

<mx:Script>


<![CDATA[



import mx.events.FlexEvent;



import com.novaitech.SceneViewer;



// Main scene viewer



private var mApp:SceneViewer;



public function btnLoadClick(evt:MouseEvent):void



{




// remove if already load




if (mApp)




{





this.removeChild(mApp);




}




mApp = new SceneViewer();




mApp.x = 0;




mApp.y = 35;




mApp.width = this.width;




mApp.height = this.height-35;




addChild(mApp);




btnLoad.enabled = false;




cmbExamples.enabled = false;




mApp.addEventListener(FlexEvent.CREATION_COMPLETE,startLoadingHandler);




mApp.addEventListener(Event.COMPLETE,loadCompleteHandler);



}



public function startLoadingHandler(evt:Event):void



{




// start load




mApp.start(cmbExamples.selectedItem.data);



}



public function loadCompleteHandler(evt:Event):void



{




// we could load another example




btnLoad.enabled = true;




cmbExamples.enabled = true;



}


]]>

</mx:Script>

<mx:Canvas width="100%" height="100%" x="0" y="0" backgroundColor="#000000">


<mx:Button x="191" y="0" label="Load" id="btnLoad" click="btnLoadClick(event)"/>


<mx:ComboBox x="10" y="0" width="173" id="cmbExamples">



<mx:ArrayCollection>




<mx:Object label="Example 1" data="xml/example1.xml"/>




<mx:Object label="Example 2" data="xml/example2.xml"/>




<mx:Object label="Example 3" data="xml/example3.xml"/>




<mx:Object label="Example 4" data="xml/example4_1.xml"/>



</mx:ArrayCollection>


</mx:ComboBox>

</mx:Canvas>
</mx:Application>
Now you are ready to compile your project and run it.

Happy Coding!
