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private var __iPhone:DragThrow;
private var __xmlComtent:XMLList;
private var _imgsToLoad:int
private var __imgsLoaded:int
private var __loaders:Array
private var __menuloaders:Array
private var __menuShowing:Boolean

/74 PUBLIC

£F SETUP MAIN CLASS
public function FlashiPl

setup();

09 Open the FlashiPhone.as and look at lines 13-68. First we declare our

variables, then in our set-up method we create all the drag-and-throw functionality 10 Lines 73-123 cover creating the menu. Firstly keep a
(as we did in the last file). We disable mouse events for any movies sitting above the reference of the original position of the main menu, then set up
Content pane. We then start to load the content for this interface and set up some a mouse event for the home button. Next, loop through the
listeners for resizing content, then call that as default for when the movie first XML, and set up and load the images that will act as buttons in
launches. Once the XML has loaded, we call the xmlLoaded method, which sets a the menu. Once they have loaded, call the showImg method for
reference to the loaded XML. animating them in.

CHECK TO SEE IF THE MAIN MENU SYSTEM SHOULD BE SHOWN OR HIDDEN WHEN
// THE TPHONE HOME BUTTON IS CLICKED
private function checkMenu(e:MouseEvent=null):void

S/ if the menu is already showing then hide it, else show it
if (_menuShowing) hideMenu();
else showMenu() ;

1

// REVEAL THE MAIN MENU SYSTEM
private function s anul() :woid
{
// animgte menu into view
__menuShowing = true;
TweenMm:. to(menuMC, 1, { x: menuMC.ox, visible: true, ease: Expo.easeQut });

}

// HIDE THE MAIN MENU SYSTEM
Erivate function hideMenu(D:void

£/ ammate) meri out: (of siem 12 Lines 207-231 in the getSection method cover
getting a new set of content for a section we have clicked on.
Firstly, destroy all the old content on screen. Next, use the
number reference stored in the menu item we clicked on to get
an XMLList from the main XML content to loop through, load
and create the new content items. Lastly, tell the drag-and-
throw class how many pages of content there is going to be.

1 1 Next look at lines 129-201. While this looks like a lot of code, it’s just doing a
few basic animations and mouse-tracking techniques for when we roll over the menu.
This can easily be replaced with something much simpler or more complex later on.
Also, we have the checkMenu, showMenu and hideMenu methods, which control
showing and hiding the main menu system.

15 So, where could we take this
in the future? The next step could be to
have a multi-directional drag-and-
throw system, or to implement real-time
blurring when you throw the screen.

14

On lines 283-336 are some

13 On lines 237-277 we load the images from the XML
content we selected and position them based on their number
reference. We then check to see when all of the images have
been loaded to see when we should show them. Once they have
all loaded, we hide the preloader and set up the drag-and-
throw class. We also have our simple show-and-hide loader
methods for showing the loader screen.
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utility methods for loading our XML files:

loading external content; an error
catching method; a resize method to
update the content position when the
screen size changes; and a
destroyContent method for removing
loaded content from screen/memory.

Have a play around and, hopefully, this
will lead to some exciting times whilst
building your portfolio site.
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