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1. Overview

The BJC Bit components were created after extensive experience with Macromedia’s “V2”
components (referred to as MMV2 components in this document) and are the result of an effort to
overcome some of the drawbacks of those components while implementing most of their positive
features. The major advantages in using the BJC Bit components are file size and ease of
skinning and styling. These components weigh in at about 1/3 the size of their MMV2 equivalents,
and most of the style properties have been created as inspectable component parameters,
meaning that you can easily change the styles right from the Component Inspector Panel and
immediately see the result in live preview.

Although the BJC Bit components are not based on the UIComponent/UIObject framework, every
effort has been made to ensure that they are compatible and you should encounter no problems
using components of both types within a single movie.

For the most part, you will find that the API's for the BJC Bit components match their MMV2
equivalents. There are minor differences, so please refer to the help files to check any
differences. The components belong to packages com.bjc.resizers, com.bjc.controls and
com.bjc.core, you will find the their API descriptions in these packages.

1.1 Styles

The major difference you will notice will be in styles. MMV2 components use the “setStyle”
method to apply styles to specific components, classes of components or to all components.
While somewhat convenient, this method, as implemented has several drawbacks. First, it can
cause a huge performance hit on your movie when called. SetStyle will iterate through every
component on stage in your movie, even if only called on a single instance. In a large application
with many components, this can actually hang the movie up long enough to generate a timeout
error. Secondly, the cascading nature of the styles can be very confusing. For example, if you set
a global style for “backgroundColor”, you would expect that every component in the movie would
get that background color. Not so. Several components have that style set internally on a class
level, which overrides the global level. So your text areas for instance will not inherit that style.
Also, some styles set on containers such as accordions or windows will cascade down to the
contents of those containers, i.e. any components contained in them. Others will not. It can take
many rounds of trial and error to get the right style on a component, and suddenly it may change
when you set a style for another component!

The BJC Bit components were designed with all of these issues in mind, and a key design criteria
was ease of styling.

1.2 Setting styles at author time.

When you drag a component from the components panel onto the stage, you will see its
component parameters listed in the Property Inspector. This may include some style properties.
For the most part though, the styles will only appear in the Component Inspector, as this has
more room available to list the styles.

Any component that has a text label (such as the text on a button, a window title, the label for a
check box or radio button, etc.) will have at least six property styles shown in the Component
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Inspector panel (and these will only appear in this panel, not the Property Inspector). These are
align, embedFont, fontColor, fontFace, fontSize and html. These are pretty self explanatory and
are explained in more detail in the help files. In addition, there is a disabledColor property which
will not appear in any inspector, but is accessible with ActionScript.

For components with a single label, these properties will apply to that label. For components with
multiple text labels, such as accordions, lists, combo boxes, these properties will apply to all text
shown in the component itself.

Note that if these properties are assigned to containers such as accordions or windows, the style
will not cascade to components included in the container’s contents.

In addition to the text styles, components may have other styles listed in the Property Inspector or
Component Inspector, such as highlightColor, selectedColor, etc. Again, these will be detailed in
the help.

When you set any of the styles in the inspectors, the results should immediately reflect in the
component live preview.

1.3 Setting styles with ActionScript

In addition to setting styles via the inspectors, styles can be set at run time via ActionScript. This
is as simple as setting the property to a value, such as:

myButton.align = “left”;

This sets the text in the label in the button to be left aligned.

Unlike MMV2 components, there is not a method to set global or class level styles. Styles must
be set on each instance of the component. However, there are a few shortcuts that make it not as
bad as it may seem.

First of all, you can create a style object and assign it to the component when you create or
attach it. A style object is simply a generic object that has a property for each style you want to
set on the component. For example, we can make a “buttonStyle” that sets the text to be left
aligned and red as follows:

buttonStyle = new Object ();
buttonStyle.align = "left";
buttonStyle.fontColor = 0xf£0000;

Or, you could use a shortcut, such as:

buttonStyle = {align:"left", fontColor:0xff0000};
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Now, you just use that object as the initObject of any button you are creating or attaching that you
want to have that style:

attachMovie (“PushButton”, “myButton”, 0, buttonStyle);

or

import com.bjc.controls.PushButton;
PushButton.create (_root, “myButton”, 0, buttonStyle);

Any properties on that initObject will be passed to the component when it is created.

So, you could set up a number of different styles at the beginning of your movie, such as a global
style, style for a particular class, or an individual custom style, and just apply the specific one you
want as you create the component.

But what about components that are already on stage? How do you apply a style object to them?
Simply by using the style property of the component. Say you already had a button on stage and
wanted to apply the buttonStyle to it. It is as simple as:

myButton.style = buttonStyle;

Note, it is important that the style object only contain valid styles for the particular component you
are setting the styles on. Any property on the style object will be copied over to the component,
so if you set a property to some non-style name, it could potentially overwrite some internal
property in the component, having unanticipated effects.

The seven most common styles that are used in the BJC Bit Components are: align,
disabledColor, embedFont, fontColor, fontFace, fontSize and html. These are used in all
components that have text labels.

1.4 Skinning

Skinning the BJC Bit components is pretty straightforward. All you have to do is create a movie
clip symbol in the library with a graphic in it, and export it with the correct skin name. OK, so how
do you know what the skin names are, and what they are for? Well, in the how-to section for each
component, the skin names are listed, so you can create a new movie clip symbol with those
names.

But there is an easier way. Open up one of the skin flas included with the BJC Bit components. In
the library, you will see a folder for each component that can be skinned. Simply drag that folder
into your movie. All the skins for that component will now be in your library. Just edit them and
change them to look the way you want.

Some additional differences here between BJC Bit components and the MMV2 components. One
is that the MMV2 components generally implement background colors and borders as styles. In
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the BJC Bit components, there is usually a main skin for the component, such as textAreaSkin,
that contains the background and the border for the component. In the example skins provided,
most of those skins contain an instance of another symbol, backgroundSkin. Simply changing
that skin will change the background and border for every component that uses it.

There are other examples like this. For instance, you will see in the Base Skins folder, a core
skins folder which contains a number of gradient and solid fills. These are reused throughout
most of the skins, so changing those six symbols is often all you have to do to create a whole
new theme for every component in your movie.

Also, some of the MMV2 component skins are not graphical elements at all, but are drawn with
code. The accordion header is an example. In order to change the look of that skin, you would
have to subclass the class responsible for drawing it, and change the code. A bit over the top for
skinning. All of the BJC Bit components are skinned with simple graphic elements.

1.5 Focus management

Most of the BJC Bit Components broadcast focus, tabFocus and killFocus events. The tabFocus
event is broadcasted when user uses the tab button of the keyboard to set the focus. The focus
event is also broadcasted when the tabFocus event is broadcasted. To take advantage of the
focus events, you need to assign a event listener or a direct event handler to the components.
The following code example shows how to use event listener with a button component:

var focusListener:0bject = new Object ();
focusListener.focus = function ()

{

trace( “Component got focus” );

}

focusListener.killFocus = function ()

{

trace( “Component lost focus” );

}

focusListener.tabFocus = function ()

{

trace( “Component got tab focus” );

}

btn.addEventListener ( “focus”, focuslListener );
btn.addEventListener ( “killFocus”, focusListener );
btn.addEventListener ( “tabFocus”, focusListener );

A shorter way to assign the focus handlers, is to use direct event handlers. The following example
shows how to use the direct event handlers with a PushButton component:

btn.focusHandler = function|()

{

trace( “Component got focus” );

}

btn.killFocusHandler = function()

{

trace( “Component lost focus” );

}
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btn.tabFocusHandler = function ()

{

trace( “Component got tab focus” );

}

The tabFocus event can be used to create custom focus rectangles. Please notice that the
components will not broadcast the focus event if you click on the content movieclip. This is the
case with all components that load external content, such as movieclips or images.

The following components broadcast the focus events: Accrodion, Alert, BitList, Calendar,
CheckBox, ColorChooser, ComboBox, HSlider, lconButton, Knob, NumericStepper, PushButton,
RadioButton, RichTextArea, ScrollPane, TabPane, TextArea, Textlnput, Tree, VSlider, Window.

1.6 Tab indexing and focus rectangle

Most of the components in the BJC Bit Component Set have a tabindex property. It can be used
to define the order in which the components will receive focus when the tab key of the keyboard
is used to navigate in the movie. The tablndex can be set in the following way:

myPushButton.tabIndex = 0;
myVSlider.tabIndex = 1;
myCheckBox.tabIndex = 2;

When a component receives focus with tab button, a focus rectangle will be displayed for a short
period of time. The focus rectangle can be skinned, it located in the skin folder in the library. You
can also adjust the time how long the focus rectangle will be visible. The default value is 2s, you
can set the time globally by setting the _global.bitFocusTime variable:

_global.bitFocusTime = 500; // Set the time to 500 ms

In addition, you can also set the time for each component instance individually by setting the
focusTime property:

myButton.focusTime = 4000; // Set the time to 4 seconds
myList.focusTime = 1000; // Set the time to one second

The focusTime property overrides the global value and the default value. Both, the focusTime and
the _global.bitFocusTime properties, can be set to zero if you do not want to display the focus
rectangle.

The following components have the tablndex and the focusTime properties: Accrodion, Alert,
BitList, Calendar, CheckBox, ColorChooser, ComboBox, HSlider, IconButton, Knob,
NumericStepper, PushButton, RadioButton, RichTextArea, ScrollPane, TabPane, TextArea,
TextInput, Tree, VSlider, Window.
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1.7 Keyboard control

Most of the components in the BJC Bit Component Set can be controlled with keyboard. The

control keys are the arrow keys and the enter key. PushButton and IconButton are toggled when

the enter key or the space key is pressed. You can disable the keyboard controls for a single
component instance by setting the keyEnabled property to false:

myButton.keyEnabled = false;
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2. Using the components

In this section, we will cover each component, how to use it, style it and skin it. Some
components come in pairs, such as the HSlider and VSlider. These will simply be covered one
time under the heading, Slider.

1.8 General

In general, using the components consists of five steps.

1. Putting the component on stage, sizing and positioning it. This can be done by physically
moving it to where you want it and sizing it at author time, or dynamically at run time.

Components may be dynamically created at run time through the attachMovie function, like
any other movie clip or component. One problem you might run into with that is if you are
using data typing, attachMovie returns type MovieClip, and you may want to assign the
reference to your newly attached clip to a reference which is typed as the component type.
To overcome this, you can use the create method of the movie clip. Using the button as an
example, here is the code:

import com.bjc.controls.PushButton;
var myButton:PushButton = PushButton.create(_root, “btnl”, 0);

Here you see the create method is called directly from the PushButton class. It takes at least
three arguments: Where to attach the new component, its instance name, and depth. You
can also include an init object as in attachMovie, for assigning styles or other properties.

The create method returns a reference to the new component, typed as that component type,
so you will not get an error assigning it to a variable of that type.

The component can then be positioned and sized using its move and setSize methods.
Remember that no matter which method you use, attach or create, the component needs to
be in the movie’s library and set to export first frame, or otherwise placed on stage
somewhere in the movie in order for it to be included in the swif.

2. Now that you have the component where you want it, you can assign its properties, or
component parameters. This can be done via the Property Inspector or Component Inspector
at author time, or via code at run time.

Examples of this would be setting the label of a button, or the dataProvider of a list or combo
box. This could also include adding items to a list with addltem, or adding sections to an
accordion with addSection.

3. Nextis styling. In the BJC Bit components, this is really no different than setting properties.
You either do it via inspectors or setting them via code.
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4. Though you might not do it in this order, skinning the component is the next logical step. This
involves creating or altering movie clip symbols for each skin element.

5. Finally, you handle component events. This is usually done by writing functions that will
respond to the events that the component generates. For example, the button generates a
click event. You can either create a clickHandler function on the button itself:

myButton.clickHandler = function () {
// do something
}

or you can add an event listener to the button, and create a click function that will respond to
the event:

myButton.addEventListener (“click”, this);
function click () {

// do something

}

The subject of handling events is covered extensively in Macromedia’s documentation, and
many web sites. The BJC Bit components are not handled any different in that respect. Just
check the help files to ensure you are handling or listening for the correct event names.

1.9 Accordion (com.bjc.controls.Accordion)

1.9.1 About the Accordion

The accordion is a container component consisting of a number of sections layed out vertically.
Each section has a header with a label, and an area below that for content. The content is in the
form of a movie clip symbol that is attached from the library. When you click on the header for a
section, that section will open up, and all the others will close. You must ensure that you make
the component tall enough to have enough vertical space to display all of the headers, with
enough left over to view your content.

1.9.2 Using the Accordion

To add sections to the accordion, you use the addsect ion method. This method takes two
arguments. The first is a title for the section, the second is the linkage name for a movie clip in the
library.

Example:

1. Drag an accordion component to the stage and size it to 100 x 200. Name it “myAccord”.

2. Create three movie clips with some visual content in them. Name them “content1”, “content2”,
and “content3”. Set them to export, and export on first frame.

3. Add the following code to frame one:

myAccord.addSection("Section 1", "contentl");
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myAccord.addSection("Section 2", "content2");
myAccord.addSection("Section 3", "content3");

Test the movie. You should see your accordion with three sections. Click on any section and
you should see the movie clip you created for that section.

To access the various movie clips in each section, use the content property. This is an array,
with an element for each section. Thus, myAccord.content [0] will return a reference to the
movie clip attached in the first section, in our example, that would be the “content1” clip.

To know which section is currently open, refer to the selectedIndex property, which will return
the number of the currently open section. Thus

myAccord.content [myAccord. selectedIndex] will always return a reference to the open
section’s content.

To respond to the user action of clicking on one of the headers, thus changing the active section,
handle the “change” event.

1.9.3 Styling the Accordion

The accordion has the seven text styles as described above. These will control the style of the
text seen in each accordion header.

1.9.4 Skinning the Accordion

The accordion has three skin symbols. The accordionSkin symbol is the background and border
for the entire component. Then there are two skins for the header states: accordionHeaderUpSkin
and accordionHeaderDownSkin. The “up” skin will be used for the header of any section that is
not active. The “down” skin will be used on the currently selected section header.

1.10 Alert (com.bjc.controls.Alert)

1.10.1 About the Alert
The alert component is used to create a popup window with a message.
1.10.2 Using the Alert

Generally you would add the Alert component to your library by dragging it to the stage and
deleting it and then creating an alert at run time using the create method. As an alert is usually
used as a response to some action or event, it is rare that you would leave an instance on stage
at author time. Remember, though, that it needs to be in the library and exported in order to be
available to create. The Alert.create method is a bit different than the other component create
methods. It does not require an instance name, as that is generated automatically, and it takes
two additional arguments for the message to be displayed in the alert, and the title shown in the
alert window. Here is an example:

import com.bjc.controls.Alert;
Alert.create(_root, 100, “This is an alert message.”, “Alert Title”);
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The first two arguments are where to place the Alert and at what depth. Then there is the alert
message and the title string. You can also pass an init object as a last argument if you wish.

1.10.3 Styling the Alert

As the alert is essentially a Window component with a text field in it, styling the Alert is basically
the same as styling a window. Of course this would usually be done with ActionScript after
creating the alert, rather than on an instance at author time via the Component Inspector.

1.10.4 Skinning the Alert

Again, the Alert component contains a Window component and will be affected by the skins for
that component. See the section Skinning the Window for specifics.

1.11 PushButton (com.bjc.controls.PushButton)

1.11.1 About the PushButton

The PushButton is a basic pushbutton. The “Push” is added to maintain compatibility with the
MMV2 components which often attach buttons internally with the linkage name “Button”.

1.11.2 Using the PushButton

The PushButton is simply placed on stage at author time, or at run time with attachMovie or
PushButton.create. The component has the seven standard text styles which affect the text label
on the button. The label parameter specifies the text that will appear on the button. The toggle
parameter sets the behavior of the button to be a simple pushbutton (when you release it, it will
come back up) or a toggle button (pushing once makes the button “down” or selected, pushing
again makes it back “up” or not selected). With the selected parameter, you can read whether or
not the button is currently selected, or put it into a selected or not selected state. You can use the
“click” event to determine when the button is clicked, either by adding an event listener, or writing
a function for the button’s clickHandler.

Example:

import com.bjc.controls.PushButton;

var bl:PushButton = PushButton.create(_root, "bl”, 0);
var b2:PushButton PushButton.create (_root, "b2”, 1);
bl.toggle = true;

b2.toggle = true;

bl.clickHandler = function () {

b2.selected = !this.selected;

}

b2.clickHandler = function () {

bl.selected = !this.selected;

}

This code creates two buttons, b1 and b2. It sets them to toggle, and then sets clickHandlers on
each one of them that put the other button into the opposite state when clicked.
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1.11.3 Styling the PushButton

The PushButton supports the seven text styles described above.

1.11.4 Skinning the PushButton

The PushButton has four skins associated with it; one for each of the up, over and down states.
These are: buttonUpSkin, buttonOverSkin, buttonDownSkin and buttonShadow. As described
above in the section on skinning, simply make three symbols in your library, exported with those
linkage names. The button will use those symbols over its internal skins. If you do not want the
button to have a shadow, simply make an empty movie clip exported with the linkage name,
buttonShadow.

1.12Calendar (com.bjc.controls.Calendar)

1.12.1 About the Calendar

The calendar is simply that, a highly customizable calendar that will highlight today’s date, the
currently selected date, and any dates that you want to add to its data provider.

1.12.2 Using the Calendar

Put the calendar on stage at author time or via attachMovie or Calendar.create. You can adjust
the size however you want and the dates will lay themselves out accordingly. There are two sets
of font styles as covered below. Functionally, the calendar allows you to store information under
specific dates. This data is stored in the component’s dataProvider property, which is an array.
You add items to the data provider via the calendar’s addltem method. This method has two
forms with slightly different syntax, but bot essentially take a date to store the information, and the
information itself. The date can be specified in a single argument which is a Date object, or as
three separate arguments, year, month and day. The data to store can be of any type. Here are
two examples showing both forms:

myCalendar.addItem (2004, 11, 25, “Christmas”);
// note that the month argument is zero-indexed, meaning January = 0,
December = 11

var bday:Date = new Date (2004, 9, 20);
myCalendar.addItem (bday, “My Birthday”);

Again, the data parameter does not have to be a string, but can be any data type, including an
object with other properties, an reference to a movie clip, etc. Currently, only one item may be
stored in a particular date. Storing a new item in that date will overwrite the previously save data.
To store multiple items under one date, you could use an array or object as the data, and add
other specific data to that.

Additionally, you could create a separate array, fill it with objects and assign that as your
calendar’s data provider. These objects would need to have four properties: year, month, date
and data, as described above. Here’s an example:

var myDP:Array = new Array();
myDP[0] = {year:2004, month:11, date:25, data:”Christmas”};
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myDP[1] = {year:2004, month:9, date:20, data:”My Birthday”};
myCalendar.dataProvider = myDP;

Items are removed with removeltem, which takes the year, month and day of the item to remove,
or removeAll, which clears all stored data.

You can have the calendar display different months by clicking on the arrows next to the name of
the month. Or you can do this programmatically by using the setDate method. Like the addltem
method, this can take a Date object or separate parameters for year, month and date. This will
cause the calendar to display the specified month and year.

When the user clicks on any date in the calendar, a “click” event will be generated. At that point,
the selectedltem property will return an object containing currently selected year, month, date and
data if any for that date.

1.12.3 Styling the Calendar

The calendar is highly customizable through its many style properties. It has two sets of five font
styles, one for the headers (the month, year and the headers for the days of the week), and one
for the actual dates themselves. The styles for html and align are not applicable and not included.
Otherwise these are the same as the seven font styles, prefixed with “header” or “date”. Example:
dateFontSize, headerEmbedFont.

In addition to the text styles, there are four color properties, todayColor is the color of the current
day, rollOverColor is the color a date will turn when the mouse is over it, selectedColor is the
color of the currently selected date, and markedColor is the color a date will turn when there is
some data stored under that date.

Finally, there are two styles that allow you to customize how the month and year will appear.
MonthNames is an array of strings. This defaults to the full names of the months — “January”,
“February”, etc., but you can put any strings in here, such as abbreviations or other languages.
yearFormat is a number from 2 to 4 specifying how you want the year to be displayed. A value of
4 will display the full year: 2004. A value of 3 will display a two-digit year with an apostrophe: ‘04.
And a value of 2 will simply show the last two digits: 04.

1.12.4 Skinning the Calendar

The majority of the customizing of the calendar is done through the styles above. There are three
skins. calendarSkin contains the background and border. calendarBackBtn and
calendarForwardBtn are the two skins for the arrows used to change the month. As described in
the skinning section above, simply create symbols in your library, exported with those linkage
names and the calendar will use those symbols instead of its internal skins.

1.13CheckBox (com.bjc.controls.CheckBox)
1.13.1 About the CheckBox

The CheckBox component displays a small box with a label that can be checked or unchecked by
clicking on it.
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1.13.2 Using the CheckBox

Place the checkbox on stage at author time or via attachMovie or CheckBox.create. The label can
be set via the label parameter. You can read whether or not the checkbox is checked with the
selected property. You can also programmatically check or uncheck the box by setting this
property to true or false. Example:

cbl.clickHandler = function () {
cb2.selected = !this.selected;

cb2.clickHandler = function() {
cbl.selected = !this.selected;

This simply takes two checkboxes and when either one is clicked, it will change the other to the
opposite state.

1.13.3 Styling the CheckBox
The checkbox supports the seven text styles as described above.

1.13.4 Skinning the CheckBox

The checkbox has two skins, one for each of its states. checkBoxTrueSkin is the graphic shown
when the checkbox is checked and checkBoxFalseSkin when it is not checked. As described in
the skinning section above, create symbols in your library, exported with those linkage names,
and the component will use those instead of its internal skins.

1.14ColorChooser (com.bjc.controls.ColorChooser)

1.14.1 About the ColorChooser

The color chooser duplicates very closely the color picker found in the Macromedia Flash
authoring environment or any other program that allows you to pick a specific color. Initially, the
user will only see a small square. When this is clicked on, a window will open up with a full range
of colors to choose from, or the user can enter a hex value manually. Clicking on a color or
pressing enter will close the window and cause the selected color to be displayed in the small
square.

1.14.2 Using the ColorChooser

The component is placed on stage at author time or via attachMovie or ColorChooser.create.
When a user chooses a color, a “change” event will be fired. You can use an event listener or the
changeHandler function to respond to the event. The currently selected color can be read from
the value property. You can also set the selected color by assigning a color value to this property.

Example:

// assuming there is a movie clip on stage named “my_mc”
var myCol:Color = new Color (my_mc) ;
myColorChooser.changeHandler = function() {
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myCol.setRGB (this.value) ;
}

This will cause the movie clip to change color to whatever color the user chose.
1.14.3 Styling the ColorChooser

There are no style properties for the color chooser.

1.14.4 Skinning the ColorChooser

The color chooser has a single skin, colorChooserSkin which is the window background and
border on which the color choices are displayed. You can use your own graphic for this symbol,
but it should be roughly the same size as the existing graphic. As described above under
skinning, simply make a movie clip symbol in the library, exported with that linkage name and the
color chooser will use that instead of its internal skin.

1.15ComboBox (com.bjc.controls.ComboBox)

1.15.1 About the ComboBox

The ComboBox displays a single text label, and when clicked on will display a drop down list with
additional items. When the user clicks on one of the items in the list, the list will close and the
selected item will then be shown in the component.

1.15.2 Using the ComboBox

The combobox is put on stage at author time or at run time via attachMovie or ComboBox.create.
Items are added to the list with the addltem method. This method can take two types of
arguments. One would be a simple string. This string is the text that will be displayed in the list.
More often though, you would supply the addltem method with an object that contains two
properties: label and data. The label would be the string to display, while data can contain any
data type that you want to store in that slot. A similar method is addltemAt. In addition to the
string or object, this takes a number which is the position in the list to add the item. Remember
that the list is zero-indexed, meaning 0 would be the first position. Additionally, you could create
an array containing strings or objects, and assign that to the dataProvider property of the combo
box. Finally, in addition to the above ActionScript methods of adding items to the list, you can add
items at author time through the Property or Component Inspector panels. The labels parameter
allows you to enter a list of labels and the data property allows you to enter a list of data items
that will correspond to those labels. Note however, that in this case you can only add simple data
types such as strings and numbers as data. To remove items, use the removeltemAt method,
giving it the index position of the item you want to remove, or removeAll to clear out all of the
items.

When the user chooses a new item, a “click” event will be generated. This can be handled with an
event listener or the clickHandler method. The currently selected item will be available at that
point via the selectedltem property. You can also find the list position of the selected item via the
selectedIndex property.

Example:
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myCB.addItem
myCB.addItem
myCB.addItem
myCB.addItem

{label:”Paris”, data:” France”});
{label:”Berlin”, data:” Germany”});
{label:”Madrid”, data:”Spain”});
{label:”Moscow”, data:”Russia”});

myCB.clickHandler = function () {
trace(this.selectedItem.label + “ is in “ + this.selectedItem.data);

}

1.15.3 Styling the ComboBox

The combo box supports the seven text styles as described above. These styles will be used for
both the text in the list as well as the displayed selected item. In addition, there are two color
properties: highlightColor and selectedColor, which specify the color of items in the list when they
are rolled over or selected. The numRows property specifies how many rows of data will be
shown in the drop down list, and rowHeight is the height in pixels of each row. If there are more
items in the list than can be shown in the specified number or rows, a scroll bar will appear,
allowing the user to scroll and view the additional items. The scroll bar width can be set with the
scrollBarWidth property.

1.15.4 Skinning the ComboBox

The combo box itself has three skins, comboBoxSkin, which is the background of the box in its
closed position, and comboBoxBtnUpSkin and comboBoxBtnDownSkin which are the skins for
the button used to open and close the combo box. As described above in the section on skinning,
simply make a symbol for any of the items you want to skin, and export it with that linkage name.
The combo box will use that skin instead of its internal one.

Additionally, the combo box contains a full list component, which contains a scrollbar component.
See the entries for those components for information on skinning them.

1.16 GroupBox (com.bjc.controls.GroupBox)

1.16.1 About the GroupBox

The group box has two possible uses. One would be merely as a visual border you can place
around screen elements to signify they belong together. More significantly though, it is designed
to work with a set of RadioButton components. Radio buttons are mutually exclusive in terms of
being selected. Any radio buttons on the timeline of a particular movie clip will by default be in the
same group. You can set them to be part of different groups by ActionScript, or you can use a
group box to do this automatically.

Any radio buttons that are placed within the bounds of a group box on the same timeline will be
part of a separate group, and will function as a unit separate from any other radio buttons on that
timeline.

1.16.2 Using the GroupBox

To use the group box to separate radio buttons, simply place it on stage at author time, or at run
time via attachMovie or GroupBox.create. Size and position it and the add some radio buttons,
placing them within the bounds of the group box.
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As a test, you can now add some more radio buttons, placing them outside the bounds of the
group box. Test your movie and see that the two sets of radio buttons function as separate
groups.

1.16.3 Styling the GroupBox
There are no styles for the group box.
1.16.4 Skinning the GroupBox

The group box has one skin, named groupBoxSkin. To skin it, make a symbol exported from the
library with that linkage name. The group box will use that skin instead of its own internal skin.

1.17IconButton (com.bjc.controls.lconButton)

1.17.1 About the IconButton

The IconButton component is functionally equivalent to the PushButton. It differs mainly in
appearance. You can easily set separate skins for each instance of the icon button, and it does
not have a built in label.

1.17.2 Using the IconButton

Place a icon button on stage manually, or at run time through attachMovie or IconButton.create.
Set the skins for each state of the button — up, over and down. This can be done via the
Component or Property Inspector, or with ActionScript. The properties are downlcon, overlcon
and uplcon. Simply assign strings to each of these properties. The strings correspond to the
linkage names of exported symbols in the library. The selected and toggle properties, as well as
the click event work exactly the same as the PushButton.

1.17.3 Styling the IconButton
There are no styles associated with the IconButton.
1.17.4 Skinning the IconButton

Skinning the icon button is done by assigning the skin names to the three icon properties as
described above.

1.18 Knob (com.bjc.controls.Knob)

1.18.1 About the Knob

The knob is a rotary control that can be used to set values. The user clicks on the knob and
moves his mouse to change the value. You can set the knob to respond to vertical, horizontal or
angular mouse movement, and set the sensitivity as well.

1.18.2 Using the Knob

Place the knob on stage manually or with attachMovie or Knob.create. You can set a maximum
and minimum value for the knob as well as set a starting value. The mode property can be set to
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the string “horizontal”, “vertical” or “angular”. This specifies what type of mouse movement will
cause the knob to rotate. The sensitivity property controls how much mouse movement is
required to rotate the knob a given distance. Higher numbers are more sensitive, meaning a small
mouse movement will cause the knob to rotate more.

As the knob is rotated, its value property will constantly update, and “change” events will be fired.
These can be handled with an event listener or the changeHandler function.

1.18.3 Styling the Knob
There are no styles for the knob.
1.18.4 Skinning the Knob

The knob has two skins, knobSkin, which is the overall background skin, and knobHandle, which
is the small shape that rotates around and acts as a pointer or indicator to the knob’s current
position. To skin these elements, make symbols exported from the library with those linkage
names. The knob will use those skins instead of its own internal skins.

1.19Label (com.bjc.controls.Label)

1.19.1 About the Label
The label is a simple component for displaying text.
1.19.2 Using the Label

Put the label on stage at author time, or with attachMovie or Label.create. Size and position it and
assign some text to display using the text property.

1.19.3 Styling the Label
The label supports the seven text styles described above.

1.19.4 Skinning the Label

The label does not have any skins.
1.20BitList (com.bjc.controls.BitList)
1.20.1 About the BitList

The list is used for displaying many items and allowing the user to choose one.
1.20.2 Using the BitList

The list is put on stage at author time or at run time via attachMovie or BitList.create. Items are
added to the list with the addltem method. This method can take two types of arguments. One
would be a simple string. This string is the text that will be displayed in the list. More often though,
you would supply the addltem method with an object that contains two properties: label and data.
The label would be the string to display, while data can contain any data type that you want to
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store in that slot. A similar method is addltemAt. In addition to the string or object, this takes a
number which is the position in the list to add the item. Remember that the list is zero-indexed,
meaning 0 would be the first position. Additionally, you could create an array containing strings or
objects, and assign that to the dataProvider property of the list. Finally, in addition to the above
ActionScript methods of adding items to the list, you can add items at author time through the
Property or Component Inspector panels. The labels parameter allows you to enter a list of labels
and the data property allows you to enter a list of data items that will correspond to those labels.
Note however, that in this case you can only add simple data types such as strings and numbers
as data. To remove items, use the removeltemAt method, giving it the index position of the item
you want to remove, or removeAll to clear out all of the items.

When the user chooses a new item, a “click” event will be generated. This can be handled with an
event listener or the clickHandler method. The currently selected item will be available at that
point via the selectedltem property. You can also find the list position of the selected item via the
selectedIndex property.

Example:

myList.addItem
myList.addItem
myList.addItem
myList.addItem

{label:”Paris”, data:” France”});
{label:”Berlin”, data:” Germany”});
{label:”Madrid”, data:”Spain”});
{label:”Moscow”, data:”Russia”});

myList.clickHandler = function () {
trace(this.selectedItem.label + “ is in “ + this.selectedItem.data);

}

1.20.3 Styling the BitList

The list supports the seven text styles as described above. These styles will be used for the text
in the list. In addition, there are two color properties: highlightColor and selectedColor, which
specify the color of items in the list when they are rolled over or selected. rowHeight is the height
in pixels of each row. If there are more items in the list than can be shown in the given space, a
scroll bar will appear, allowing the user to scroll and view the additional items. The scroll bar
width can be set with the scrollBarWidth property.

1.20.4 Skinning the BitList

The list itself supports the listSkin which contains the background and border. It also contains a
vertical scroll bar, which can also be skinned. See the scroll bar entry for information on its
particular skin elements. Simply make a symbol with the new skin and export it with the specified
skin name as a linkage name and the list will use that skin instead of its internal skin.

1.21 Loader (com.bjc.controls.Loader)

1.21.1 About the Loader

The loader allows you to easily load in external content such as a non-progressive jpeg image or
a swf. You can have the loaded content scale to its original size or to the size of the component.
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1.21.2 Using the Loader

Put the loader on stage at author time or with attachMovie or Loader.create. The url property can
be set via ActionScript or the Property or Component Inspector panels. Then you can call the
load method which will start loading the content. Alternately you can set the autoLoad property to
true. This will cause the content to start downloading as soon as the url property is set. As soon
as the content has finished downloading, it will be displayed. If autoScale is set to true, the
content will be scaled to fit inside the component (aspect ratio will be retained). Otherwise the
content will be displayed at its original size.

As the content is loading, the loader will fire “progress” events, and when it has completely loaded
in content, it will fire a “load” event. These can be handled with event listeners or the
progressHandler or loadHandler functions. Also, while the content is loading, you can check the
value of the progress property which will be a number from zero to one hundred, indicating the
percentage of content that has loaded in.

1.21.3 Styling the Loader
The loader has no styles.

1.21.4 Skinning the Loader

The loader has no skins.
1.22 NumericStepper (com.bjc.controls.NumericStepper)

1.22.1 About the NumericStepper

The NumericStepper is a component that allows users to select numeric values. It is possible to
set the minimum and maximum values and the step. Also, you can set the number of decimals
that are displayed in the NumericStepper text field. If you set the number of the decimals to zero,
it will show as many decimals as there are in the number.

1.22.2 Using the NumericStepper
Just drag and drop the component to the stage, assign it an instance name and it is ready to be

used. The component broadcasts a change event when the value has been changed by user.
The following example shows how to assign a handler function to a numeric stepper:

myNumericStepper.changeHandler = function()

{

trace( myNumericStepper.value );

}

1.22.3 Styling the NumericStepper

The NumericStepper inherits the LabelWrapper class, so it has the seven default styles described
earlier in this document: align, disabledColor, embedFont, fontColor, fontFace, fontSize and html.
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1.22.4 Skinning the NumericStepper

The NumericStepper has seven skins. All skins are located in the library in folder Skins ->
NumericStepper Skins.

1.23 PlayerControl (com.bjc.controls.PlayerControl)

1.23.1 About the PlayerControl

The PlayerControl component is designed as an optional control interface to the VideoPlayer, and
a possible future MP3Player.

1.23.2 Using the PlayerControl

Put the player control on stage either at author time or with attachMovie or PlayerControl.create.
At that point all you need to do is assign the target parameter. This would be a reference to a
VideoPlayer component.

The component will show two buttons — a play/pause button and a rewind button.
1.23.3 Styling the PlayerControl

The player control does not have any styles.

1.23.4 Skinning the PlayerControl

The player control has several skins for its buttons. They are pretty self-explanatory by their
names: playerControlOverSkin, playerControlPauseSkin, playerControlPlaySkin,
playerControlRewindDownSkin, playerControlRewindOverSkin, playerControlRewindUpSkin. You
can make symbols exported from the library with those linkage names and the component will
use those skins instead of its internal skins for the buttons.

1.24 ProgressBar (com.bjc.controls.ProgressBar)

1.24.1 About the ProgressBar

The progress bar is a way of showing a changing value, usually one that will increase up to a
certain point such as the amount of content loaded or the amount of a song played.

1.24.2 Using the ProgressBar

Put the progress bar on stage at author time or with attachMovie or ProgressBar.create. Next,
you probably want to set the maximum property. This defaults to 100, which is useful if the value
you are working with is a percent. If you are loading in a jpeg or swf, you might want to set
maximum to the value retrieved from getBytesTotal() on the clip doing the loading.

Next you usually want to update the value property on a regular basis while it is changing. This
would often be in an onEnterFrame handler or setinterval. Each time the value is changed, the
bar will update to show how much of the total has been achieved.
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1.24.3 Styling the ProgressBar

The progress bar is very customizable in terms of styles. First of all, it supports the seven text
styles covered above. These affect the text shown below the bar. What this text shows is also
customizable. By default it shows the percent of the value / maximum followed by “ %7, for
example: “98 %".

You can change what number is displayed with the displayType property, this takes a string
which can be “percent”, “value” or “valueTotal”. The default is “percent”. If you change it to
“value”, the number shown will simply be the value supplied. “valueTotal” will show both value

and maximum, separated by “/ “, for example: “99 / 100”.

You can further customize the number by specifying how many digits will be shown. Particularly
in showing percentages, you might get a long trailing fraction, such as 99.9999999. The value of
the digits property specifies how many digits to show after the decimal point. For instance, a
value of 2 would display 99.99 in the example above.

What appears after the number can be specified by the suffix property. It defaults to “%”, which is
fine if you are showing a percent. If you are using one of the value formats you might want to
change that to reflect what units are being shown, such as “bytes loaded”.

Finally, in terms of the label, you can turn off the label all together by setting displaylLabel to false.

The last style-type property is autoHide. If set to true, the progress bar will disappear as soon as
value reaches maximum. At that point the content has loaded in, or whatever progress you were
keeping track of has reached its goal, and there is no need to continue showing a progress bar.

1.24.4 Skinning the ProgressBar

The progress bar has two skins: progressBarFalseSkin, which is the background of the bar, and
progressBarTrueSkin which is the part of the bar which appears to “grow” and show the progress.
Simply make two symbols in your library exported with those linkage names. The component will
use those skins instead of its internal skins.

1.25 RadioButton (com.bjc.controls.RadioButton)

1.25.1 About the RadioButton

The RadioButton component allows the user to choose from several mutually exclusive options. It
can be used in conjunction with the GroupBox to set up separate groups of options.

1.25.2 Using the RadioButton

Place two or more radio buttons on the stage at author time or with attachMovie or
RadioButton.create. Arrange them and set their labels by assigning some text to the label
property. By default any radio buttons placed in the same timeline will act as a group, meaning
that if you select one, all others will be unselected. There are a couple of ways of setting up
separate groups. One is to use the GroupBox component. See the entry for that component for
more information on how to use it. The other method is to set the radioButtonGroupName to a
different value for each set of radio buttons you want to act as a group. Here’s an example:
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radioButtonl.radioButtonGroupName = "groupl";
radioButton2.radioButtonGroupName = "groupl";
radioButton3.radioButtonGroupName = "groupl";
radioButton4.radioButtonGroupName = "group2";
radioButtonb.radioButtonGroupName = "group2";
radioButtoné6.radioButtonGroupName = "group2";

Here you can see that radio buttons 1 — 3 are part of group one, and will function separately from
4 — 6, which are part of group two.

For any radio button, the radioButtonGroup property is an array that contains all the radio buttons
in that group.

When a radio button is clicked on, it will generate a “click” event, and at that point its selected
property will return true. Any other radio buttons in the same group will now be unselected.

1.25.3 Styling the RadioButton

The radio button supports the seven text styles described above. These will be applied to the
label of the radio button

1.25.4 Skinning the RadioButton

The radio button has two skins — radioButtonFalseSkin, which is how it looks when it is not
selected, and radioButtonTrueSkin, which is how it looks when it is selected. You can make
symbols exported from the library with those linkage names and the radio button will use those as
skins rather than the internal skins.

1.26 RichTextArea (com.bjc.controls.RichTextArea)

1.26.1 About the RichTextArea

The RichTextArea component makes it possible to create rich text editors. The component allows
developer to decide which features to use, for example it is possible to create an editor with only
bold and italic buttons. The component uses the TextFormat object in the formatting.

The component is based on the TextArea component, so without any control buttons it behaves
like a normal TextArea component.

1.26.2 Using the RichTextArea

First you need to drag the component to the stage. Then you need to assign the component an
instance name, for example ‘rta’. The RichTextArea component broadcasts a selection event
every time user changes the text selection. You can assign an event handler like this:

rta.selectionHandler = function( evt:0bject ) :Void
{

trace( “RichTextArea selection changed” );
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trace( “Selection begins: “ + evt.begin );
trace( “Selection ends: “ + evt.end );
trace( “Caret index: “ + evt.caret );

The component does not contain any control buttons by default, so you need to use for example
IconButton components to format the user’'s document. You could add an IconButton to the stage
and give it an instance name ‘bold_btn’, it would be then used to assign bold formatting to the
selected text. Assuming you have the IconButton called ‘bold_btn’ (toggle property has to be true)
and a RichTextArea called ‘rta’ on the stage, the following code will make the components work
together:

// Called each time the text selection changes in the RichTextArea
rta.selectionHandler = function( evt:0bject ) :Void
{
// The evt.format object contains the text format for the selection
bold_btn.selected = evt.format.bold;
}

// Called when user clicks on the IconButton
bold_btn.clickHandler = function() :Void
{
// Applies the bold format to the selection
rta.setFormatProperty ( “bold”, bold.selected );

As it can be seen in the previous example, the format of the selected text is passed to the
selectionHandler function as a TextFormat object. The TextFormat class is described in the Flash
documentation, this is not different from it in any way.

All formatting can be applied by using the setFormatProperty method of the RichTextArea
component. The first parameter is the name of one of the properties in the TextFormat class. The
second parameter is the value that is set to the format. Following code listing shows some
examples on how to set the text format:

rta.setFormatProperty( “bold”, true ); // Bold
rta.setFormatProperty( “italic”, true ); // Italic
rta.setFormatProperty( “font”, “Arial” ); // Font
rta.setFormatProperty( “size”, 16 ); // Size of the font
rta.setFormatProperty( “color”, 0xff0000 ); // Font color
rta.setFormatProperty( “underline”, true ); // Underlined
rta.setFormatProperty( “url”, “http://www.Flashloaded.com” ); // L
rta.setFormatProperty( “target”, “_Dblank” ); // The link target

1.26.3 Styling the RichTextArea

The RichTextArea component extends the TextArea component, please see the TextArea
component documentation for more information.

© 2005 Flashloaded - www.flashloaded.com
28 /37



1077

1078
1079

1080
1081

1082

1083
1084
1085
1086

1087

1088
1089
1090
1091
1092
1093

1094

1095
1096
1097
1098
1099
1100
1101

1102
1103
1104

1105
1106
1107

1108

1109
1110
1111
1112

1113

1114
1115

1116

1117

1.26.4 Skinning the RichTextArea

The RichTextArea component extends the TextArea component, please see the TextArea
component documentation for more information.

1.27 ScrollBar (com.bjc.controls.ScrollBar, HorizScrollBar,
VertScrollBar)

1.27.1 About the ScrollBar

ScrollBars are mainly for use within other components and can be useful if you are building your
own components, though you may find other uses for them within an application. If you simply
want a sliding component for choosing a value, you would do better using one of the Slider
components. If you want to scroll a text field, you should consider using the TextArea component.

1.27.2 Using the ScrollBar

The slider is placed on stage at author time or with attachMovie or ScrollBar.create. The scrollbar
has three main properties: maximum, minimum and value. It is valid to make minimum a greater
value than maximum in order to reverse the direction the scroll bar works. The other key property
is thumbScale. This is a value from 0 to 1, and represents the size of the thumb button in the
middle of the bar, as a percentage of the full space. So if you set thumbScale to .5, it will fill half
the slot in the bar.

The tough part of programming the scroll bar manually is determining the values for maximum,
minimum and thumbScale. Generally in something like a scroll pane or text area, the thumb’s
scale would be a representation of the size of the visible content compared to the total size of the
content. For example, if you had 100 lines of text, and only 15 were visible in a text area, you
would set the thumbScale to .15. If the thumbScale is greater or equal to 1.0, the thumb will
become invisible, as the content is now able to fit within the viewable area and no scrolling is
necessary.

From a user’s perspective, there are three ways to change the value of the scroll bar:

1. Dragging the thumb.
2. Clicking or clicking and holding the arrow buttons on the top/bottom or left/right of the bar.
3. Clicking on the slot behind the thumb.

One, of course, allows for smooth selection of values. Two will scroll the value in either direction
when clicked, or start a continuous scroll if the mouse is held down. The amount it will scroll on
clicking or holding can be set with the lineScroll property. This defaults to 1, which is useful for
text scrolling, where you would probably want to scroll the text one line at a time.

Finally, clicking the slot will move the thumb in the direction of the mouse one unit, which should
result in scrolling one “page” of content if the thumbScale is set correctly.

1.27.3 Styling the ScrollBar

The scroll bar does not support any styles.
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1.27.4 Skinning the ScrollBar

The scroll bar has many skins, and these are doubled, as there are separate skins for vertical and
horizontal scroll bars. First we’ll cover the skins for the horizontal type:

hScrollBarBackSkin — the graphic for the back or slot of the bar.
hScrollBarLeftBtnDownSkin — the down state of the left button.
hScrollBarLeftBtnUpSkin — the up state of the left button.
hScrollBarRightBtnDownSkin — the down state of the right button.
hScrollBarRightBtnUpSkin — the up state of the right button.
hScrollBarThumbSkin the graphic for the thumb.

The vertical skins are essentially the same, substituting the initial h with v, and Left/Right with
Top/Bottom.

You can make symbols exported from the library with those linkage names and the scroll bar will
use those as skins instead of its internal skins.

1.28 ScrollPane (com.bjc.controls.ScrollPane)

1.28.1 About the ScrollPane

The scroll pane allows you to display content either attached from the library, or loaded in from an
external source. If the content is larger than the size of the component, a pair of scroll bars will
appear allowing you to scroll around to view the rest of the content, or you can drag it with the
mouse. It also allows you to set a zoom factor to scale the content.

1.28.2 Using the ScrollPane

Put the scroll pane on stage at author time or with attachMovie or ScrollPane.create. Assign a
value to its contentPath property. This can be either the linkage name of a symbol exported from
the library, or the url of an external jpeg or swf. If it is a linkage name, that symbol will be
immediately attached inside the scroll pane. If you supply a url, that content will begin to
download and the scroll pane will fire “progress” events while it loads. When it is finished loading,
a “load” event will fire. You can check the progress property at any time during the loading to get
how much content has downloaded so far. This will be in the form of a number from 0 to 100,
representing the percent of loaded content to the whole.

To access the content, use the content property. This will return a reference to the movie clip
holding that content. Note that if you change the content programmatically in any way, such as
adding elements, resizing or moving things around, the scroll bars of the scroll pane will not
immediately update, as they have no way of knowing that you have changed the content. After
any change to the content, you should call invalidate() on the scroll pane, to update its scroll bars.

Although you could scale the content manually with _xscale and _yscale and then invalidate the
scroll pane, the zoom method does this all in one step. Simply set the zoom value of the scroll
pane itself to whatever scale value you want and it will resize the contents and update the scroll
bars.
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The scroll pane also has zoomWidth, zoomHeight and zoomFull methods, which will resize the
content so that it exactly fits in the content area vertically, horizontally or both.

Finally, if the content is larger than the visible area, you can move it around with the scroll bars or
by clicking on the content and dragging it. In some cases, you may not want to drag the content.
You can turn this feature off by setting the dragContent property to false.

1.28.3 Styling the ScrollPane

The only style-type property on the scroll pane is scrollBarWidth. Note that this will set both the
width of the vertical scroll bar and the height of the horizontal scroll bar.

1.28.4 Skinning the ScrollPane

The scroll pane has two skins. scrollPaneSkin contains the background and border.
scrollPaneCornerSkin contains the small square that appears in the lower right corner if both
scroll bars are visible. Simply make symbols and export them from your library with those linkage
names and the scroll pane will use those as skins instead of its internal skins. Note also that as
the scroll pane contains a vertical and horizontal scroll bar, you can skin those as described in the
Scroll Bar entry.

1.29 Slider (com.bjc.controls.HSlider, VSlider)
1.29.1 About the Slider

The slider components allow the user to choose a numerical value by a sliding button. There is a
horizontal and vertical version.

1.29.2 Using the Slider

Put the slider on stage at author time or with attachMovie or Hslider.create or VSlider.create.
There are only three properties to worry about — maximum, minimum and value, which are pretty
self-explanatory. It is valid to set minimum greater than maximum to reverse the direction of the
slider.

When the user moves the slider, it will fire a “change” event. You can read the current value of
the slider at any time through the value property. You can also set the slider’s value with this

property.
1.29.3 Styling the Slider
There are no styles for the slider.

1.29.4 Skinning the Slider

The horizontal slider has hSliderBackSkin and hSliderThumbSkin, which are the slot and the
button of the slider. The vertical slider has the same, but with an initial v instead of h. Simply
make symbols exported from the library with those linkage names and the slider will use those
skins instead of the internal ones.
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1.30 TabPane (com.bjc.controls.TabPane)

1.30.1 About the TabPane

The TabPane component is pretty much functionally equivalent to the Accordion component, with
a horizontal layout rather than vertical. You can add new tabs and assign content to each tab in
the form of a linked movie clip, or externally loaded swf or jpeg.

1.30.2 Using the TabPane

Put the TabPane component on stage at author time or with attachMovie or TabPane.create. You
add new tabs to the pane with the addTab method. This takes two or three arguments. First is a
string for the title of the tab. Next is the content path. This can be the linkage name of an exported
symbol in the library, or the url of an external swf or jpeg. You can also enter an icon name. This
would again be the linkage name of a symbol in the library. It would contain the image you
wanted to show as an icon.

You can also add a tab at a particular position with addTabAt. This takes a third argument of a
number to put the tab at. Zero would be the first position. The icon, if used, would be the fourth
argument.

You can remove a tab with removeTabAt, specifying the number to remove, or removeAll.

As you add tabs, they will resize to fill the width of the component. Obviously, if you add too
many, they could become too small to be useful. Thus you can set a minimum width with the
minTabWidth property. If adding a new tab would cause the tabs to be smaller than the minimum
width, the action will fail and the tab will not be added.

To access the content of the tabs, you go through the content property. This is an array
containing a reference to each content clip. For instance. myTabPane.content[0] would contain
the content of the first tab.

When the user clicks on a tab, that content will become visible, and a “change” event will fire. You
can find the currently selected tab number with the selectedindex property.

1.30.3 Styling the TabPane

In addition to the seven text styles, which will affect the tab labels, you can set the tab height with
the tabHeight property.

1.30.4 Skinning the TabPane

The tab pane has three skins. tabPaneSkin contains the background and border. tabSkin is the
skin for a tab in the selected state, and tabBackSkin is the skin for a tab in the unselected state.
Simply make symbols and export them from the library with those linkage names and the tab
pane will use those skins instead of its internal skins.
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1.31TextArea (com.bjc.controls.TextArea)

1.31.1 About the TextArea

The text area is a convenient way of displaying text or allowing a user to enter large quantities of
text. It features an automatic scroll bar that appears when the text takes up more space than can
be shown in the component.

1.31.2 Using the TextArea

Put the text area on stage at author time or with attachMovie or TextArea.create. Size and
position it. You can add text to the component by assigning a string to the text property. If you are
just using the text area to display text, you can set the editable property to false, which will
prevent the user from changing the text.

The text area largely acts as a wrapper to the text field, and the following properties function
essentially the same as the text field object: condenseWhite, maxChars, maxScroll, password,
restrict, scroll and textHeight.

1.31.3 Styling the TextArea

The text area supports all the text styles as described above. It also has a scrollBarWidth
property which lets you adjust the width of the vertical scroll bar that appears if there is more text
than can fit in the visible are.

1.31.4 Skinning the TextArea

The text area has a single skin, textAreaSkin which contains the border and background of the
skin. It also contains a vertical scroll bar and this can be skinned as described in the scroll bar
listing.

1.32 Textinput (com.bjc.controls.Textinput)

1.32.1 About the Textinput

The text input is largely similar to the text area component, but is always editable by definition,
and is limited to a single line, so does not contain a scroll bar.

1.32.2 Using the Textlnput

Put the text input on stage at author time or with attachMovie or Textlnput.create. You can set the
text to be shown in it by assigning a string to the text property. And, when the user has entered
some text, you can read that by checking the value of the text property.

As the text input is a wrapper for a text field, the following properties work essentially the same as
they do on the text field: maxChars, password, restrict and textHeight.

1.32.3 Styling the Textinput

The text area supports the seven text styles as described above.
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1.32.4 Skinning the Textlnput
The text input has a single skin: textinputBackgroundSkin. This contains the border and

background. Simply make a new symbol in the library, exported with that linkage name and the
text input will use that skin instead of its internal skin.

1.33 Resizers (com.bjc.resizers.Resizer, VResizer, HResizer)

1.33.1 About the Resizers

The Resizer components (Resizer, VResizer, HResizer) enable smooth resizing of a predefined
graphic element, keeping the margins the same and stretching the middle.

1.33.2 Using the Resizers
To use the resizers, you simply need to set the skin parameter of the resizer component.
1.33.3 Styling the Resizers

The Resizer component has four style properties; bottomMargin, leftMargin, rightMargin and the
topMargin. By adjusting these style parameters, you can change the way the graphic is resized.

1.33.4 Skinning the Resizers

The graphic element is acts as the skin for the component. The component has no visible parts,
only the content is visible.

1.34Tree (com.bjc.controls.Tree)

1.34.1 About the Tree

The tree is a way of showing hierarchical data in a tree form. It is based on an xml object which
you need to create or load and assign as the tree’s data provider.

1.34.2 Using the Tree

Put the tree on stage at author time or with attachMovie or Tree.create. Size and position it and
assign an xml object to its dataProvider property. The xml object can be created with ActionScript
or can contain xml loaded in from an external xml document. Each node in the xm| document
should have an attribute called “label”, which is what the tree will display as a leaf. You can also
include an attribute called “open” and set it to true or false. This will determine the initial state of
that leaf if it has subnodes. If open is true, that leaf will be expanded to show all the subnodes. If
false, it will be closed.

There are not methods on the tree itself for adding or altering data. All changes to the data should
be made to the xml itself, and then you can invalidate the tree to cause it to update and show the
new xml structure.

When a user clicks on a particular row in the tree, a “click” event will be fired. You can find the
index of the selected row with the selectedindex property, or you can get the actual xml node of
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that branch of the tree with the selectedNode property. You can also set a particular row to be
selected by assigning a value to the selectedIndex property.

1.34.3 Styling the Tree

The tree supports many different style properties. Of course it supports the seven text styles
described above. In addition:

highlightColor — the color when a row is moused over.

indentSize — each new branch of the tree will be indented from its parent. This value specifies
how many pixels to indent.

rowHeight — simply the height in pixels for each row.

scrollBarWidth — how thick to make the vertical scroll bar which will appear if there are more rows
than can be displayed in the visible area.

selectedColor — the color of the row that has been clicked on or selected.
1.34.4 Skinning the Tree

The tree supports three skins for the icons shown next to the labels. They are
treeClosedFolderlcon, treeOpenFoldericon and treePagelcon. You can make symbols and export
them from the library with those linkage names and the tree will use those skins instead of its
internal skins. In addition, the tree contains a list component which in turn contains a vertical
scroll bar. Those can be skinned as well as described in their respective listings.

1.35VideoPlayer (com.bjc.controls.VideoPlayer)

1.35.1 About the VideoPlayer

The video player is a simple playback component for viewing flv files. Unlike the rest of the BJC
Bit Components, this requires the Flash 7 player to function.

1.35.2 Using the VideoPlayer

Put the video player on stage at author time of with attachMovie or VideoPlayer.create. Size and
position it. Assign it the url of a flv file. You can also set a buffer size which controls how much of
the video will be preloaded in memory.

There are then three methods you can use to control the playback: play starts the video playing,
pause stops it, keeping the playhead where it is, and rewind sets the playhead back to the
beginning of the video. You can create buttons or other navigation elements that call these
methods, or you can choose to control the video with the player control component, which simply
takes a reference to the video player component and handles everything from there.

1.35.3 Styling the VideoPlayer

The video player has no styles.
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1.35.4 Skinning the VideoPlayer

The video player has a single skin: videoPlayerSkin. This contains the background and border.
You can make a symbol exported from the library with that linkage name and the player will use
that instead of the internal skin.

1.36 Window (com.bjc.controls.Window)

1.36.1 About the Window

The window is a holder for other content that allows that content to be dragged and moved
around the stage inside a skinnable window.

1.36.2 Using the Window

Place the window on stage at author time or with attachMovie or Window.create. Assign a string
to the contentPath property. This would be the linkage name of an exported symbol in the library.
The symbol will be immediately attached inside the window. You can always get a reference to
the content with the content property.

You can set a title for the window title bar by assigning a string to the title property.

By default, the window is a fixed size and is not closeable. By setting the closeable property to
true, you can allow the user to close the window by clicking on a small button that appears in the
top right of the window. By setting resizable to true, the bottom right corner of the window
becomes draggable, allowing the user to change the size of the window.

1.36.3 Styling the Window

The window supports the seven text styles as described above. These will affect only the text in
the title bar, if any.

1.36.4 Skinning the Window

The window has several skins:

windowCloseBtnSkin — this is the graphic that will be used as the close button.

windowResizerSkin — this is the graphic that appears in the lower right corner, indicating that the
window is resizable and allowing the user to drag it to resize the window.

windowShadow — this is the shadow shape behind the window.
windowSkin — this is the entire window skin, including the background, border and title bar.

Just create symbols in the library exported with those linkage names, and the window will use
those skins instead of the internal skins.
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