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Editor’s Note

01/2011 (19)

New Beginning
“Every new beginning comes from some other beginning’s end” said Seneca long time ago. 
I think that we start a new life every year. We have a lots of wishes and I hope that all of them 
come true.

Moreover, you can read the new issue of FFD in this special time. The New Year is here 
however I hope that you find and spend some time reading our magazine and you wait 
eagerly to see what we’ve prepared for you this time. 

As always we have a few good articles for you and I think that each of you find some 
special to read in this issue. There is a lot to present, so let’s see what you can read in 
January issue.

If you are fun of HTML5, you need to go to page 14 to see the article written by Eslam 
Ahmed. Eslam describes why and how HTML5 promises to alter Internet-browsing experience. For many it will be a 
consciousness-expanding experience that radically changes how we experience the Internet. He also shows what 
HTML5 means for streaming. Firefox and Safari partially support it, Google Wave and Chrome projects are banking 
on it, and most web developers are ecstatic about what it means. We’re interested too, but we’re not waiting to see how 
HTML5 will change streaming and what HTML5 streaming will be. Read more in our leading article for January issue.

You can also read short article on page 22 on Adobe FLEX Improves The Iviplanet Streaming Platform Interface. 
You will find them useful and practical. 

Moreover, if you like articles written by Pekka Ollikainen, you can find his article in this issue as well. He teach you 
more on Flash Platform tools: Flash Catalyst (FC) and Flash Builder (FB) offer the best of the design and developer 
worlds, and also integration of the two. This is the big picture of the modern workflow. However, a micromanagement 
level also exists, and it might mean that the workflow becomes complex. Let’s see how prototyping can help us avoid 
unnecessary complexity. To find out more, go to page 40 and read his article Prototyping for User Experience.

In this issue, you learn more on iPhone development. Just see the article written by Ryan D’Agostino on Accessing 
the Accelerometer with ActionScript and article written by Paulo Coutinho – PRSoluçoes on Flex Application To iPhone 
With Graddle. 

Please go to page 24 to see this month column by Huw Collingbourne. Huw shows you how to create a more 
feature-rich descendent of the ActionScript Object class.

All articles are very interesting and they need to be marked as Need to be Read! As always!
Thank the Beta Testers and Proofreaders for their excellent work and dedication to help make this magazine even 

better. Special thanks to all authors that help me create each issue. I would like to mention some supporters this time 
and thank Betsy Irvine, Ali Raza, Csomák Gábor, James Deagle, Patrick French, Huw Collingbourne, Chris Hughes, 
Pekka Ollikainen, Eslam Ahmed, Marc Pires. They work really hard to get magazine out for your to read. 
Please keep up the great work and send in your articles, tutorials or product reviews, questions, ideas and advises. 

Enjoy reading!
Ewa Dudzic & FFD team

Editor in Chief: Ewa Dudzic ewa.dudzic@ffdmag.com
Proofreaders: Betsy Irvine, Patrick French, James Deagle

DTP Team: Ireneusz Pogroszewski 
ireneusz.pogroszewski@software.com.pl
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magazine, the editors make no warranty, express or implied, concerning 
the results of content usage.

All trade marks presented in the magazine were used only for informative 
purposes.
All rights to trade marks presented in the magazine are reserved by the 
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Thanks to the most active and helping beta testers:
Russell TangChoon, Lee Graham, Jassa Amir Lang, Ed Werzyn, Yann 
Smith-Kielland, Justus, Csomák Gábor, Kevin Martin, Charles Wong, Ali 
Raza, Almog Koren, Izcoatl Armando Estanol Fuentes, Lionel Low, Michael 
J. Iriarte, Paula R. Mould, Rosarin Adulseranee, Sidney de Koning

To create graphs and diagrams we used  program by 
  company.

The editors use automatic DTP system  
Mathematical formulas created by Design Science MathType™

ATTENTION!
Distributing current or past issues of this magazine – without permission of the 
publisher – is harmful activity and will result in judicial liability.

DISCLAIMER!
The techniques described in our articles may only be used in private, local networks. The edi-
tors hold no responsibility for misuse of the presented techniques or consequent data loss.

PS. For those who are waiting for Marc Pires article I need to inform that due his busy schedule the Marc 
Pires article will not be published in this issue. I’m sorry about that and please wait for February issue.
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Microsoft gave H.264-plugin to 
Firefox users
Unexpected turn on web video: Microsoft released a 
Firefox plugin, so it will be available to play embedded 
HTML5 videos in H.264 format on Windows 7 operating 
systems.

Mozilla has said before that they couldn’t see H.264 
being natively supported because it collides with 
Firefox’s licences, however there are more and more 
H.264 videos on the web. 

Microsoft already provided a Windows Media Player 
Plugin for Firefox, and they’ve added the H.264 support 
for this plugin. It’s free to download, and extends Firefox’s 
capabilities on Windows. The plugin changes the <video> 
tag on the HTML5 web pages to a Windows Media Player 
call, so it can be played in the browser. Unfortunately, 
some websites use can PlayType methods, so they filter 
out Firefox before the plugin can take over the video tag. 
The plugin needs Firefox 3.6 or Firefox 4 (beta) browser 
and Windows 7 OS. The plugin can be downloaded from 
Microsoft’s website.

Source: hwsw.hu

flKinect: Socket server + AS3 library 
for Microsoft Kinect
Koji Kimura wrote a Cocoa application to allow 
communication between the Microsoft Kinect and Flash. 

More info and downloads on Koji’s site. It is Mac only. 
Another AS3 library + socket server app for Mac: http://
silviopaganini.posterous.com/openkinect-flash-tuio-
udp-flash-bridge, and you may also want to check out 
as3kinect.org.

Source: Serge Jespers’ Blog

SIO2 v2.0 Mobile Game Engine 
Released
SIO Interactive has released a newer version (2.0) of 
their pre-developed SIO2 mobile game engine. This 
will allow more of the independent and small game 
developer teams to begin work with an advanced mobile 
development platform. The SIO2 engine drops iPhone 
software development directly into small developer and 
home consumer laps.

The SIO2 mobile game engine is a universal OpenGL 
ES 1.X/2.X mobile game development platform 

designed for light commercial and small consumer use. 
It is more specifically designed to compliment single, or 
small teams of, developers who wish to create and sell 
mobile applications.

The SIO2 game engine supports universal iOS and 
iPhone development (Windows, Mac, Linux) as well as 
Android, webOS, and bada. The official site even claims 
to allow full development on a WIN32 platform.

SIO2 is coded in C and C++ which allows complete 
manipulation and scripting options for advanced game 
developers. It also offers full platform support for 
graphics, scene management, scripting, animation, 
physics, audio and video, lighting and shadow and of 
course various platform languages.

Source: Flash Platform and ActionScript Tutorials

News selected by Gábor Csomák

SWF & FLV Toolbox: Convert SWF 
and FLV Files to AVI and GIF
You have spent much time and a lot of effort and created 
an excellent Flash animation, but now you realize that 
there are not many ways you can use it except for the 
embedded object in a web page. If you want to use it for 
profile pictures, avatars and so on, you will need a file in 
AVI or GIF format. But how you will get AVI or GIF from 
a SWF or FLV file? That’s where you’ll need SWF & FLV 
Toolbox (http://www.swf-kit.com/flashtoolbox.html)!

SWF & FLV Toolbox provides you with the great possibility 
of converting FLV or SWF files to AVI, GIF formats, JPEG 
series of images, animated GIF or to BMP files.

It’s so easy to achieve! Just add the files you want to 
convert to SWF & FLV Toolbox (Yes! You can add more than 
one file at a time!), set your conversion preferences and 
press „Convert”. In no time at all SWF & FLV Toolbox will 
provide you with a perfect result ready for further usage.

If you are an advanced user, you’ll definitely appreciate 
its plenty of customizable options. You can crop or 
resize your output video or image, keep or remove the 
initial sound, add nice controls to a SWF file if you are 
producing one from an FLV, along with the great set of 
other options. You can also use SWF & FLV Toolbox 
to create your exclusive screensaver or EXE file out of 
your Flash file.

Download SWF & FLV Toolbox from: http://www.swf-
kit.com/download/swf_toolbox.exe 
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TOOLS

Being an Adobe Certified Instructor, I have used 
Adobe Captivate, and I am very well aware that 
how very laborious and time consuming Adobe 

Captivate  could be for the beginners and for those who 
don’t have ample time to learn about such a software 
which is going to be used for usual tuorials, demos etc. 
If you are craving to do advance scientific and futuristic 
tutorials then definitely you can go for the advanced 

Adobe Captivate despite it being expensive. However if 
you need something to quickly convey your messages , 
then Demo Builder is all you need. 

What I personally like about Demo Builder is the 
use of “post cards in space” where you can rotate 
the objects on the x,y and z axis. Enticing effects like 
reflections, and zoom n pan on desired areas can also 
be used. There is also a basic yet effective localization 
feature for those who want to target the international 
community.

Demo Builder has all those features without whom 
you won’t be able to endure ‘tutorial creation’ life. You 
guessed it right !. It comes with all those features which 

are used to make enrapturing and appealing creations 
such as text to speech, balloons, speech bubbles, 
cursor changes, transitions, effects, actions and many 
more. 

To create interactive presentations, tutorials and 
demonstrations, point your browser to http://www.demo-
builder.com

Demo Builder
A fascinating easy to use tutorial creation software

ALI RAZA
www.manofspirit.com
Adobe Certi�ed Instructor
Microsoft Certi�ed Professional Developer
Sun Certi�ed Java Programmer
Zend Certi�ed Engineer
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What will HTML5 mean for streaming? Firefox 
and Safari partially support it, Google Wave 
and Chrome projects are banking on it, and 

most web developers are ecstatic about what it means. 
We’re interested too, but we’re not waiting to see 
how HTML5 will change streaming and what HTML5 
streaming will be. We’re ready for it now.

HTML5 is a specification for how the web’s core 
language, HTML, should be formatted and utilized to 
deliver text, images, multimedia, web apps, search 
forms, and anything else you see in your browser. In 
some ways, it’s mostly a core set of standards that 
only web developers really need to know. In other 
ways, however, it’s a major revision of how the web is 
put together. Not every web site will use it, but those 
that do will have better support across modern desktop 
and mobile browsers.

HTML5 is a response to the observation that HTML 
and XHTML in common use on the World Wide Web is a 
mixture of features introduced by various specifications, 
along with those introduced by software products such 
as web browsers. 

In particular, HTML5 adds many new syntax 
features, including <video>, <audio> and <canvas> 
elements as well as integration of SVG content, 
which are designed to improve the inclusion and 
handling of multimedia and graphic content on the 
web without recourse to proprietary plug-ins and 
their APIs. Other new elements such as <section>, 

<article>, <header> and <nav> are designed to improve 
the semantic richness of documents. Some elements 
have been removed. New attributes also have been 
introduced, and others removed, to improve and 
simplify semantic expression. Some elements, such 
as <a>, <cite> and <menu> have been changed, redefined 
or standardized. The APIs and DOM are no longer the 
big thing. Marquee changes in HTML5 have already 
made some headlines, thanks to browser makers like 
Google, Apple, Mozilla, and others picking them up 
and implementing them. The shortlist:

Offline storage
Kind of like Super Cookies, but with much more space to 
store both one-time data and persistent app databases, 
like email. Actually, you can think of offline storage as 
something a lot like Google Gears – you just won’t need 
to install a plug-in to reap the benefits.

Canvas drawing
Sites can mark off a space on a page where interactive 
pictures, charts and graphs, game components, and 
whatever else imagination allows can be drawn directly 
by programming code and user interaction – no Flash or 
other plug-ins required.

Native video and audio streaming support
It’s in the very early stages and subject to format 
disruption, but sites like YouTube and Pandora could 

HTML5 
Streaming Service
Everything starts with: “I need to do that; how can I do it?” 
That’s why HTML5 promises to alter Internet-browsing 
experience. For many it will be a consciousness-expanding 
experience that radically changes how we experience the 
Internet. 

What you will learn…
• varieties of streaming service
• codec support across browsers
• Putting jPlayer into action
• Web application focus

What you should know…
• JavaScript API
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build wikis, drag-and-drop tools, discussion boards, 
real-time chat, search front-ends, and other modern 
web elements into any site, and have them work the 
same across browsers.

Technically Streaming Media
Technically Streaming Media is the term used to 
describe the real-time delivery of audio and video 
over the internet. Streaming Media allows for live 
transmission of audio or video over the internet, 
transforming the internet into a broadcasting medium. 
The main difference between a streaming service and 
an online delivery (or archive) service is that streamed 
data do not specify a start or an end. A stream is a 
continuous flow of video or audio data to which a 
viewer or listener can just connect. So a stream will 
continue even if no one is connected to that stream. 

Varieties of Streaming Service 
There are two types of delivery of audio and video 
data over the internet: Playlist Streaming and Live 
Streaming.

one day skip Flash entirely to bring you streaming 
audio and video, with timed playback and other neat 
features.

Geolocation
Just what it sounds like, but not limited to a single 
provider’s API or browser tool. HTML5 can find your 
location and use it to tailor things like search results, 
tag your Twitter updates, and more. Location-aware 
devices are a big deal.

Smarter forms
Search boxes, text inputs, and other you-type-here 
fields get better controls for focusing, validating data, 
interacting with other page elements, sending through 
email, and more. It may not sound that sexy, but it could 
mean less annoyance as a user, and that’s always a 
good thing.

Web application focus
Without breaking down the hundreds of nuts and bolts, 
it’s fair to say that HTML5 aims at making it easier to 

Listing 1. Working with audio obejct

// invoke new Audio object

 var audio = new Audio(sample.ogg');

// Get the play button and append an audio play method to onclick

var play = document.getElementById('play');

play.addEventListener('click', function(){ audio.play();  }, false);

// Get the pause button and append an audio pause method to onclick

var pause = document.getElementById('pause');

pause.addEventListener('click', function(){ audio.pause();  }, false);

// Get the HTML5 range input element and append audio volume adjustment to onchange

 var volume = document.getElementById('volume');

 volume.addEventListener('change', function(){ audio.volume = parseFloat(this.value / 10); }, false);

// Get where one is in playback and push the time to an element 

audio.addEventListener("timeupdate", function() {

var duration = document.getElementById('duration');

var s = parseInt(audio.currentTime % 60);

var m = parseInt((audio.currentTime / 60) % 60);

duration.innerHTML = m + '.' + s + 'sec';               }, false);

Listing 2. Applied to HTML

 <div>

<input id="play" type="button" value="Play" />

<input id="pause" type="button" value="Pause" />

<span id="duration"> </span>

</div>                                                                                                

<div>

<input id="volume" type="range" min="0" max="10" value="5" />

</div>



01/2011 (19)16

HTML 5

Playlist Streaming
The delivery of a stream of pre-recorded media files 
without any interaction over the internet can be called 
playlist streaming. This type of stream is build upon a 
list of files that are to be streamed. Many players are 
able to stream files or list of files (e.g. VLC). Even if 
the files are acquired from an archive, this is a kind of 
streaming that delivery usually occurs using the http 
protocol.

Live Streaming
The delivery of live audio and/or video over the internet. 
This allows the user to experience an event as it occurs 
in real-time. There are many examples of this, such as 
online radio or viewing live performances. Only True 
Streaming supports live streaming. 

Now let’s take a look at the <audio> element, starting 
with the basics, looking in detail at how it works across 
different browsers, and then build a radio player 
application that uses live audio from a streaming 
server.

The basic syntax
The <audio> element is simple to use. To play an Ogg file 
you can simply write:

<audio src=”http://yourserver/sample.ogg” controls 

preload> </audio>

The browser will then provide a simple player element 
in the web page. src contains the path to the audio 
file you want to play. The src attribute can also be 
replaced with one or more nested <source> elements 
like this:

      <audio controls preload>

          <source src=”http://yourserver/sample.ogg” />

      </audio>

This is useful because you can use multiple <source> 
elements to point at different audio formats. As you’ll 
see later, different browsers support different formats, 
so ideally you should provide something that any 
browser can play. For example:

      <audio controls preload>

          <source src=”http://yourserver/sample.ogg” />

          <source src=”http://yourserver/sample.mp3” />

      </audio>

autoplay is a Boolean attribute specifying whether 
the source file should start to play automatically at 
page load or not, while *preload* tells the browser 
to make an informed decision about how much 
data to download. A mobile browser may decide to 
preload nothing, in order to conserve bandwidth, 
while a desktop browser on a fast connection might 

Listing 3. Make a small JSON feed

                                {

    "station" : {

        "name" : "ARK",

        "fullname" : "The name of the broadcasting corporation",

        "website" : "http://www.broadcasting website.com/",

        "defaultChannel" : "P1",

        "channels" : [

 

            {

                "name" : "P1",

                "channel" : " The name of the broadcasting corporation ",

                "website" : " http://www.broadcasting website.com/",

                "schedule" : "",

                "logo" : "http://yourwebsite/logo.png",

                "streams" : {

                        "type" : "middle",

                        "ogg" : "the online path of the ogg file  ",

                        "mp3" : " the online path of the mp3 file  "

                }

            }        ]

    }

}
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begin loading immediately. Available values are 
preload=”none”, preload=”metadata” and preload=”all”.

Loop is a Boolean attribute specifying whether the 
source file should start to play all over again when the 
end of the source file has been reached. 

*controls* is a Boolean attribute specifying whether 
or not the browser should display its default media 
controls or not. If you don’t specify this, no controls are 
shown, and you need to create your own controls using 
the handy audio JavaScript API and HTML, CSS, and 
whatever other web standards you want to draw the 
controls with.

The JavaScript API
The <audio> element exposes a powerful JavaScript 
API. In this article we will only scratch the surface of 
this API, since we will be using a third party library to 
help us build our player, but it is still useful to know 
about. In JavaScript we can invoke an Audio object, 

which returns an <audio> element. Note that this 
element will not be part of the page’s DOM, unless 
we explicitly add it to the document with further 
scripting.

However, regardless of whether or not it’s in the DOM 
itself, the <audio> element can be controlled via its API 
methods and properties. We can present the URL of an 
audio file we want to play as an argument to the object 
like this:

var audio = new Audio(„http://yourserver/sample.ogg”);

We can also change the source file by adding a new 
value to the src attribute:

audio.setAttribute („src”, „http://yourserver/ sample.ogg”);

By accessing the methods audio.play() and 
audio.pause() it is possible to start and pause the 

Listing 4. HTML structure

<div id="radio-player" class="radio-default">

    <! -- Audio placeholder used by jPlayer -->

    <div id="player"> </div>

    <! -- Container for channel picker -->

    <div id="channelPicker">

    <a tabindex="8" accesskey="l" id="paginationLeft" class="inactive"><span>Left</span></a>

        <div id="channels"> </div>

        <a tabindex="9" accesskey="r" id="paginationRight" class="active"><span>Right</span></a>

    </div>

    <! -- Container for display -->

    <div id="display">

        <a id="currentChannel"><img src="default/default-station.png" /></a>

        <span id="duration"> </span>

        <span id="quality"> </span>

    </div>

    <!-- Containers for admin functions -->

    <a tabindex="7" accesskey="c" id="displayChannelPicker" title="Channels"><span>Channels</span></a>

    <a id="config">Config</a>

    <!-- Containers for jPlayer actions -->

    <a tabindex="3" accesskey="d" id="volumeMin" title="Mute"><span>Mute Volume</span></a>

    <a id="volume"><span>Adjust Volume</span></a>

    <a tabindex="4" accesskey="u" id="volumeMax" title="Max"><span>Max Volume</span></a>

    <a tabindex="1" accesskey="p" id="play" title="Play"><span>Play</span></a>

    <a id="pause" title="Pause"><span>Pause</span></a>

    <a tabindex="2" accesskey="s" id="stop" title="Stop"><span>Stop</span></a>

    <!-- Container for error messages -->

    <div id="error">

        <h2>Error</h2>

        <p> </p>

    </div>

</div>
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playback of the source file. audio.volume provides 
access to the volume, and the event listener 
timeupdate fires an event for every time update 
during playback. These simple methods are all 
we need to make a simple player, with the same 
functionality as the default player the browser 
provides. Let’s look at these features in action! The 
script (see Listing 1) will construct an <audio> element 
and assign event handlers to some simple HTML 
buttons that we can then use to control the audio 
playback.

The script that you can see in Lisiting 1 is applied to 
the HTML. Go to Listing 2.

Codec support across browsers
The <audio> element goes hand in hand with the <video> 
element in HTML5. There has been a lot of debate and 
disagreement as to which video format to use and audio 
has undergone the same kind of discussions. Currently, 
support for audio codecs across the major browsers is 
as follows:

Browser   (Ogg) Vorbis    Mp3      Wave
Opera 10.50            x               x
Firefox 3.5            x            x

Safari 4        x           x
Chrome 3            x            x 
IE 8 

To support several browsers we need to provide 
the same audio content in different formats. As we 
mentioned before, you can reference the different 
formats using multiple <source> elements placed inside 
the <audio> element:

<audio controls preload>

<source src=”http://yourserver/sample.ogg” />

<source src=”http://yourserver/sample.mp3” />

<!-- A fallback solution – Flash would do -->

</audio>

By having a common interface for both the native 
<audio> element and the Flash fallback, we will build 
our player on top of some audio streams provided by 
Any Broadcasting Corporation (ARK). ARK streams 
each radio channel in both Ogg and MP3 format, 
thus providing two sources to work with. To help us 
deal with possible cross-browser quirks (as well as 
the issue of support for different audio formats in 
different browsers), we will be using the jPlayer plug-

Listing 5. Play button properties

//----  Play button ---/

radio-default #play{

    Position: absolute;

    top: 75px;

    left: 255px;

    width: 40px;

    height: 40px;

    background-image: url(../default/button-play.png);

    background-position: top left;

    background-repeat: no-repeat;

    cursor: pointer;

}

Listing 6. jQuery's AJAX functionality

jQuery.ajax({

    url: "http://yourserver/channels.json",

    dataType: 'json',

    ifModified: true,

    success: function(data, status){

        for (var i = 0, len = data.station.channels.length; i < len; i++) {

    // Put each channel into a channel picker

        }

    }

});
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in for jQuery. jPlayer provides a common interface 
using the native <audio> element in modern browsers, 
and a Flash fallback for older browsers. Therefore, 
we are able to create a common design, made with 
JavaScript, CSS and HTML, on our player without 
worrying about whether the native part or the fallback 
is used for playback. Separating the data from the 
player first, we’ll make a small JSON feed containing 
information about our streams. We’re including some 
general information about the radio station and each 
radio channel – the URLs of the streams, the channels’ 
names, and a URL pointing to a logo associated with 
each channel: see Listing 3.

By putting the information about the radio station 
and streams in this JSON feed we separate the 
stream information from the player itself. This is very 
handy if in the future we want to add, remove, or 
change some data related to the streams (e.g. add or 
remove a radio station, or point to a new URL for the 
streams). We can make these changes just by altering 
the JSON file, and we won’t need to touch the actual 
player. 

Adding structure and design
Our next step is to set up an HTML structure to contain 
the player and its controls: see Listing 4.

Each <a> and <div> element is given an id so we 
can easily style the elements and assign JavaScript 
functions to them for interacting with the <audio> element 
via the audio API. 

jPlayer will use some of the elements, such as the 
ones with the play and pause id, which we will see 
later. Each button is styled by adding a background 
image to it and placing the element where we want it 
in the player using absolute positioning. For example, 
the CSS for the play button looks like this as shown in 
Listing 5.

The other controls, channel picker, time display, 
etc. are created in much the same way. A detail worth 
noticing is the class attribute on the <div> element that 
wraps the whole player. We can use the value of this 
class attribute as a prefix on all our styles like this:

radio-default #play{

    //--- some style /

}

By doing so we have added the possibility to skin the 
player. If then we create a new set of styles with a new 
prefix we can use a small JavaScript function to switch 
skins by just changing the value of the class attribute 
on the surrounding <div> element: 

radio-different #play{

    //--- some different style ---/

}

Putting jPlayer into action
Our final step is to use jPlayer to create all the player 
functionality. We first add the jQuery library and the 
jPlayer plug-in to the HTML document, as well as 
including our own JavaScript file, which will hold some 
additional code:

<script src=”script/jquery-1.4/jquery.min.js”> </script>

<script src=”script/jplayer-1.1.7/jquery.jplayer.js”> 

</script>

<script src=”script/player.js”> </script>

jPlayer needs the jQuery library to work, but we will 
use jQuery to also help us with other tasks in our 
player. To start with, we need to select the element 
in our document that will contain jPlayer’s generated 
<audio> element:

// Player element – Holds the jPlayer

var playerElement = jQuery(„#player”);

Next, we take advantage of jQuery’s AJAX functionality 
to read our JSON feed with the streaming details: see 
Listing 6.

When the AJAX request has fetched the data from 
the server it loops through each channel in the feed and 
adds them to a channel pickerAt the moment HTML5 
audio streaming is compatible with most up to date 
browsers and is also compatible with the iPhone and 
the iPad, both of which did not support Flash at the time 
of publishing this article.

ESLAM AHMED
Flash Developer – Animator 
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The management interface for administration staff 
and client is developed entirely in Adobe Flex 
with a very attractive design that facilitates the 

management all of features with total control on the 
streaming service. 

The system provides notification via SMS to a cell 
phone in case the station is out-of-the-air. If the server 

does not detect the signal from the encoder (PC), the 
service sends a notification to the client without having 
to be continually monitoring the station. 

The time for the servers to identify that there is no 
service and to send the message is editable. 

According iviplanet, another service that can benefit 
the broadcaster is that it can be also notified via SMS, 

AdobeFLEX Improves

iviplanet, a global hosting streaming provider for radio and 
television, announced new developments in their streaming 
platform for more control and benefits in the streaming 
service. 

What you will learn…
• AdobeFLEX capabilities to manage the Audio/Video stre-

aming media technology.

What you should know…
• Experience with ActionScript Code
• Streaming Media Technologies

The iviplanet Streaming Platform Interface

Figure 1. Main Dashboard Interface



01/2011 (19)22

HTML 5 Streaming Application

01/2011 (19) 23

once the station reaches a certain percentage 
or number of connected users at any time. 
Usually the client has a maximum number of 
users allowed in their streaming service plan. 
This way, if the client has a prior notification, 
he will be able to increase the plan without 
reaching the users limit. 

The flex platform also allows the streaming 
service can be received on BlackBerry devices 
with custom management for BlackBerry 
streaming page in the cellphone. 

The administrative interface allows instant 
access to the number of connected users 
at any time both in the regular service and 
BlackBerry devices. It also has information 
on the amount of bandwidth being consumed, 
statistics minute by minute, last 24 hours, 
weekly and monthly reports of user traffic, 
and country of origin. On the other hand, you 
can also block users by country or directly by 
adding the IP address. 

According iviplanet, the company invites the 
radio stations to a guided tour of the interface 
and test the streaming service platform at no 
cost.

ANTONIO CALDERON
iviplanet
866-70-ON-AIR
antonio@iviplanet.com 

Figure 2. Shows the number of connected users and country

iviplanet
info@iviplanet.com
www.iviplanet.com
866-70-ON-AIR
PO BOX 667612 Miami, Fl. 33166 – Fax: 305-508-
5504

Figure 3. Real time statistics reports

Figure 4. Management interface for Blackberry devices
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In my lastcolumn I explained how to create a simple 
library of routines to manipulate the associative 
arrays (or hashes) contained within the Object class 

at the root of the ActionScript class hierarchy. Those 
routines took the form of static functions inside a class 
which I called ObjectHandler. 

Static functions provide a convenient way of manipulating 
objects sent to them as arguments. For example, the 
function shown below takes the Object argument, anOb. 
It iterates through the keys of its associative array and 
returns the keys as the elements of a simple array which 
is optionally sorted if the doSort argument is true:

Writing A Better Object 

This month Huw Collingbourne creates a more feature-rich 
descendent of the ActionScript Object class 

What you will learn…
• How to create objects capable of manipulating their own 

associative arrays 
• How to assign an associate array literal in a constructor
• How instance methods may reference static methods

What you should know…
• What an associative array is (explained in previous columns)
• How to iterate over keys and values in loops
• How to create a Library project using an ActionScript IDE

Figure 1. Two Object Manipulation Classes
Here I’ve loaded last month’s ObjectHandler class into the top window of the Amethyst code editor and this month’s ObjectPlus class into the 
bottom window. Amethyst’s IntelliSense makes it easy to wire up the ObjectPlus instance methods to the ObjectHandler static methods.
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Listing 1. Our ObjectPlus class

package sapphiresteel.steelcore {

                

                import sapphiresteel.steelutils.steelobjectutils.ObjectHandler;

                

                public dynamic class ObjectPlus {                                                          

                               // my alternative to Object – build in lots of useful methods

                               

                               

                               public function ObjectPlus( anOb:Object = null ) {

                                               addObjects( anOb );

                               }

                               

                               public function get keys( ):Array {

                                               var _keys:Array;

                                               _keys = ObjectHandler.keysArray( this );

                                               return _keys;

                               }

                               

                               public function get values( ):Array {

                                               var _values:Array;

                                               _values = ObjectHandler.valuesArray( this );

                                               return _values;

                               }

                               

                               public function get keysAndValues( ):Array {

                                               var _kvs:Array;

                                               _kvs = ObjectHandler.keysAndValuesArray( this );

                                               return _kvs;

                               }

 

                               public function containsValue( aValue:Object ):Boolean {

                                               var _valFound:Boolean;

                                               _valFound = ObjectHandler.containsValue( this, aValue );

                                               return _valFound;

                               }

                               

                               public function aKey( aKey:String ):Boolean {

                                               var _keyFound:Boolean;

                                               _keyFound = ObjectHandler.keyValueIsNull( this, aKey );

                                               return _keyFound;

                               }

                               

                               public function addObjects( anOb:Object ):void {

                                               for ( var aKey:String in anOb ) {

                                                               this[aKey] = anOb[aKey];

                                               }                                             

                               }

                

                               

                }

                

}
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public static function keysArray( anOb : Object, doSort 

: Boolean = true ) : Array {

   var _keys : Array = [];

   for( var aKey : String in anOb ) {

      _keys.push( aKey );

   }

   if( doSort ) {

      _keys.sort( );

   }      

   return _keys;

}

The big advantage of the keysArray() function is that it 
can operate on regular ActionScript objects. So if you 
are working with existing code which returns objects 
created from the Object class – for example, if you 
happen to be working with routines in the Adobe Flex 
SDK – then the keysArray() function will work just fine.

However, from an object oriented point of view, 
putting everything into static methods is rarely likely to 
be the most elegant design. One of the great strengths 
of an object oriented language is that it gives objects the 
ability to act upon themselves. Ideally, an object should 
contain both its own data and the functions or methods 
required to manipulate that data.

So, if I were writing my own class library from 
scratch, I would really prefer to define a class – let’s 
called it ObjectPlus – that descends from Object and 
contains all the methods it needs to work upon its own 
internal associative array. But if I were to implement 
a new ObjectPlus class in addition to my existing 
ObjectHandler class I would end up duplicating most 
of the code – once in the form of static methods that 
act upon objects sent as arguments; then again as non-
static or instance methods that act upon the object to 
which those methods belong (Figure 1).

I want to have both these classes since I want 
ObjectPlus as a base for other classes that I’ll define 
later whereas I want ObjectHandler to operate on 
regular ActionScript objects. So how can I do that 
without unnecessary code repetition? The solution I’ve 
opted for can be summarised in one word: “this”.

Building Libraries
In ActionScript the this keyword provides a reference to 
the current object – that is, the object defined by the class 
within which the this keyword is used. So, in order to let 

Figure 2. Building A Library
It may be useful to compile your ObjectPlus code into an SWC for 
easy reuse. In both Amethyst and Flash/Flex Builder (shown here) 
this can be done quite easily by creating a Library project. Once the 
SWC has been built it can be referenced by other applications.

Figure 3. A Library Reference in Amethyst
In Amethyst you can create a Solution (on the right) with both your Library project and your application project. Right-click the Reference 
node of the application to add a Library (the node shown in blue). This is now available in your application both for compilation and for 
IntelliSense.
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my ObjectPlus class use the static methods which I’ve 
already written in ObjectHandler class, all it needs to do 
is call the ObjectHandler methods, passing to them this 
as an argument: Here, then, is the ObjectPlus method 
that returns the keys from its own associative array:

public function get keys( ):Array {

 var _keys:Array;

 _keys = ObjectHandler.keysArray( this );

 return _keys;

}

All this function does is call ObjectHandler.keysArray() 
passing a reference to itself (this) as an argument. It is 
now a simple matter to implement the full set of object-
handling functions for ObjectPlus. In each case, I just 
write a non-static instance method in the ObjectPlus 
class which passes a reference to itself (this) to a 
static method in the ObjectHandler class. The code of 
ObjectHandler was provided in last month’s column.

The code of my ObjectPlus class is shown in Listing 
1. Notice that I have organized the package structure of 
my classes in folders beneath the sapphiresteel directory: 
ObjectPlus is in sapphiresteel.steelcore and ObjectHandler 
is imported from sapphiresteel.steelutils.steelobjectutils. 
The package names follow the conventions which we use 
in my company (SapphireSteel Software) and you will 
probably prefer to use different names for your packages. 
If you do so, just be sure that the directories on disk and 
the package names specified in code match one another. 

For easy re-use, you could also consider creating a 
compiled library from these classes. In an IDE such as 
Flex Builder (Figure 2), Flash Builder or Amethyst, you 

would do this by creating and building a Library Project. 
This compiles the classes into an SWC file. When you 
want to use them subsequently, you just need to add a 
reference to the SWC in your application. The advantage 
of libraries is that they can easily be reused (Figure 3) 
– you don’t have to make copies of your source code for 
each new project – and you don’t have to give away your 
source code if the library is distributed to other users. 

Dynamic Tension
Notice that ObjectPlus is declared as a dynamic class. 
A dynamic class allows you to add new properties at 
runtime. As explained in this column two months ago, 
an ActionScript property is, in effect, a key-value pair in 
an associative array. Since our ObjectPlus class needs 
to modify this data, it must be made dynamic.

The constructor method of ObjectPlus needs 
explanation. One of the special features of the ActionScript 
Object class is that it can create new instances by direct 
assignment of object literals. An object literal is a bit like 
a string or array literal; it is a piece of specially formatted 
data with its own delimiters. A string literal is delimited 
by double-quotes, an array literal is delimited by square 
brackets and an object literal is delimited by curly 
brackets. This provides a convenient way of creating a 
new object and initializing its data all in one go, like this:

var myOb : Object = {1:”goodbye”, 2:”cruel”, 5:”world”};

The assignment of an object literal cannot be made in 
this way to any other type of object so this syntax is not 
available to instances of my ObjectPlus class. Here is 
one way of creating an initializing an ObjectPlus objet:

Figure 4. Debugging Your Classes
The easiest way to see how the ObjectPlus class operates is to set a breakpoint on some code and use a good debugger to look inside 
objects returned by the ObjectPlus methods. Here the Amethyst ‘Cylon’ debugger shows the arrays of data returned by the key, value and 
keysAndValue properties.
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var myOb : ObjectPlus = new ObjectPlus();

myOb[„1”] = „goodbye”;

myOb[„2”] = „cruel”;

myOb[„3”] = „world”;

The above code works fine but, compared to 
initializing an Object with an object literal, it’s a bit 
long-winded. This is why I decided to give ObjectPlus 
this constructor:

public function ObjectPlus( anOb:Object = null ) {

   addObjects( anOb );

}

Here the anOb argument is a regular Object. If no 
argument is supplied, it defaults to null. Being a regular 
object, it can be representing as an object literal of 
key-value pairs between curly braces. Its constructor 
calls this method:

public function addObjects( anOb:Object ):void {

   for ( var aKey:String in anOb ) {

      this[aKey] = anOb[aKey];

   }            

}

This iterates through all the keys in the object literal, 
anOb, and obtains each value by indexing into the 
object (anOb[aKey]) and assigning it to a key of the 
current ObjectPlus’s associative array (this[aKey]). It’s 
easiest to understand how this works by watching 

variables using a good debugger (Figure 4). By calling 
addObjects(), the ObjectPlus constructor provides 
us with the option of initializing the data of a new 
ObjectPlus object when it is created like this:

var myOb : ObjectPlus = new ObjectPlus({1:”goodbye”, 2:

”cruel”, 3:”world”});

So while an ObjectPlus object cannot be initialized by 
the direct assignment of an object literal, it can pass an 
object literal as the argument to its constructor, so the 
syntax for creating an initializing an ObjectPlus object 
is almost as brief as the syntax we used when creating 
and assigning an Object object. For a few examples of 
an ObjectPlus object in use see Listing 2.

Next month I’ll be starting a new series of articles 
explaining how to write a text-based adventure game 
in ActionScript. Adventure games provide a great way 
to explore the limits of object orientation so be sure to 
keep a copy of the ObjectPlus class – we’ll be needing 
it again!

Listing 2. Code that uses ObjectPlus methods

// create object

var myOb : ObjectPlus = new ObjectPlus({1:"goodbye", 2:"cruel", 3:"world"});

 

// replace "cruel" with "xxx" at key "2"

myOb["2"] = "xxx";

 

// test for a specific value – this returns false as "cruel" was replaced by "xxx"

var b : Boolean = myOb.containsValue( "cruel" );

 

// test for a specific value – this returns true

var b1 : Boolean = myOb.containsValue( "world" );      

 

// get an array of all keys                            

var keysArray : Array = myOb.keys;

 

// get an array of all values

var valuesArray : Array = myOb.values;

 

// get an array of key-value pairs

var kvArray : Array = myOb.keysAndValues; 

HUW COLLINGBOURNE
Huw Collingbourne is Director of Technology at SapphireSteel 
Software. Over more than 20 years, he has programmed in 
languages ranging from Ruby to C# and has been a technical 
columnist for computer magazines such as PC Pro and PC 
Plus. He is the software lead of the Amethyst Designer, the 
Flex user interface design environment of the Amethyst 
IDE for Visual Studio. SapphireSteel Software: http://
www.sapphiresteel.com/
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This article is going to demonstrate how to use 
the Accelerometer class. The class that is 
responsible for handling activity detected by the 

device’s motion sensor. We’re going to create a very 
simple application that listens for and reacts to rotation 
of the device. We’ll be testing the application in Device 
Central so there is no need to have an actual device on 
hand.

Setting up Project
Currently Flash CS5 does not have the support for 
testing accelerometer capabilities. We’ll need to use 
Device Central instead. Start off by opening Device 
Central and select new Flash File (Figure 1). Once 

the new screen opens, select one of the generic Flash 
Player devices to test on (Figure 2). Once you’ve 
selected your device from the Test Devices panel, click 
Create and you should be taken back to Flash CS5.

Our application is going to consist of a single MovieClip 
centered on the stage. Create a new MovieClip of your 
liking, place the registration point in the upper left hand 
corner, and give the object a instance name of square_mc. 
If you choose a different name for you MovieClip be sure 
to change it in the code sample that is going to follow. 
You should have something similar to Figure 3. There’s 
not much to it because right now the ActionScript is 
more important. You can always come back and add to 
the design.

Accessing the Accelerometer 
with ActionScript

Today, the majority of mobile devices have the ability to 
track rotation by use of the accelerometer. You might want 
to develop a racing game, where the steering is handled by 
rotating the device to control the car from side to side, or 
you might want to rotate the interface of your application. 
The possibilities are endless.

What you will learn…
• using Device Central to test the Accelerometer
• handling the Accelerometer

What you should know…
• ActionScript 3.0 basics (variables, conditionals, loops, events, 

etc.)
• a basic understanding of Device Central

Figure 1. Creating a new project in Device Central Figure 2. Device selection
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Listing 1. The ActionScript 

// Imports

import flash.sensors.Accelerometer;

import flash.text.TextField;

import flash.text.TextFieldAutoSize;

import flash.events.AccelerometerEvent;

// Accelerometer object

var a:Accelerometer;

// Init function checks whether or not the accelerometer is supported

// If it is we instantiate the accelerometer

// If not we display a message to the user

init ();

function init ():void

{

         if (Accelerometer.isSupported)

         {

                        setup ();                      

         }

         else

         {

                        removeChild (square_mc);

                        

                        var t:TextField = new TextField ();

                        t.text = "Sorry but the Accelerometer is not suppported on this device";

                        t.autoSize = TextFieldAutoSize.LEFT;

                        addChild (t);

         }

}

// Sets of the accelerometer object

function setup ():void

{

         a = new Accelerometer ();      

         a.setRequestedUpdateInterval (50);

         a.addEventListener (AccelerometerEvent.UPDATE, acUpdate, false, 0, true);

}

// When update is dispatched we move the square movie clip on

// its x/y axis. If it's greater than the viewable boundary

// we reposition it.

function acUpdate (e:AccelerometerEvent):void

{

         square_mc.x -= e.accelerationX * 10;

         square_mc.y += e.accelerationY * 10;         

         if (square_mc.x > stage.stageWidth)

                        square_mc.x = -square_mc.width;

         else if (square_mc.x < -square_mc.width)

                        square_mc.x = stage.stageWidth;

                        

         if (square_mc.y > stage.stageHeight)

                        square_mc.y = -square_mc.height;

         else if (square_mc.y < -square_mc.height)

                        square_mc.y = stage.stageHeight;

}
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The ActionScript
Copy and paste the code from Listing 1. The first thing we 
do is define a variable and datatype it to Accelerometer. 
You can see that I’m not directly instantiating the object 
here.

We then define and call a function called init(). When 
init() is called we check support for the accelerometer 
with Accelerometer.isSupported. The property returns true 
if the sensor is available on the current device, otherwise 
it’s set to false. If the acceleration is supported, we call 
a setup() function, otherwise we display a message to 
the user. This ensures we don’t try to access parts of 
a device that are unavailable, which ultimately breaks 
your code.

setup() first instantiates our object. We then call the s
etRequestedUpdateInterval() method of the Accelerometer 
class, passing in a value of 50 (milliseconds). This 

method sets the interval for updating. If you pass in 
a value of 0, then the minimum supported update 
interval of the device is used. Then we register the 
Accelerometer object for the AccelerometerEvent.UPDATE. 
The update is dispatched when acceleration updates are 
obtained from the Accelerometer sensor installed on the 
device. When we actually rotate our device, the event 
will be dispatched and we can then handle that event. In 
our case we’ll handle that event by calling the function 
acUpdate();

When the device rotates we’re going to subtract 
the value of e.accelerationsX and add the value of 
e.accelerationY. The values of those to properties 
range from -1 to 1 depending on which way the 
devices is rotated. If we rotate the device to the left, 
e.accelerationX returns back a positive number. That’s 
the reason we then subtract e.accelerationX from the 
x-axis of square_mc. If we didn’t and rotated our device, 
the square would animate in the wrong direction. We 
then check if the object is outside the boundaries of 

Figure 3. Your stage setup

Figure 5. The Accelerometer window

Figure 4. Your application in Device Central Figure 6. The application in action
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the viewable area and reposition it on the opposite 
side. A nice little screen wrapping snippet so our object 
doesn’t get lost.

Testing
We’re ready to test our project now. In Flash go to 
Control>Test Movie and make sure Device Central is 
checked. This is the only way we’ll be able to test our 
application. If Device Central is closed, it will reopen 
and you will see your application (Figure 4). Make 
sure the Accelerometer tab is open. If it isn’t go to W
indow>Flash>Accelerometer. The Accelerometer tab 
is where you’ll be able to rotate your device around 
(Figure 5). Go ahead and try it. Click the phone and 
move it around with your cursor. You should see your 
MovieClip moving around and wrapping the screen 
(Figure 6).

Conclusion
There you have it. You’ve just created a very simple 
application that uses Device Central to access 
Accelerometer input on a device. We could have used 
this same exact code to write an iPhone application that 

RYAN D’AGOSTINO
Ryan D’Agostino is an Interactive Developer at NAS 
Recruitment Communications in Cleveland, OH, Digital 
Media Instructor at Virginia Marti College of Art and Design in 
Lakewood, Ohio, and freelance designer and web developer. 
For more information about Ryan please visit http://
www.codedbyryan.com/

a d v e r t i s e m e n t

makes use of the Accelerometer with no extra work. Like 
always, feel free to email me at codedbyryan@gmail.com 
if you need any help or have an idea.

http://www.silverx.net
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The packager for iPhone from Flash CS5 can 
compile any Flash CS5/Flex3/Flex4/Flex4.5 
application directly from Flash CS5. It’s so easy, 

you need only create a project based on an iPhone OS 
application.

But now you will learn how to compile your Flash/Flex 
application, without opening Flash CS5.

The requirements are:

• Flash CS5 (the packager is inside the Flash CS5 
folder)

• Gradle (easiest project automation tool for build)
• Java (JDK 1.5 or higher)
• iPhone certificate (file. p12) and mobile provision 

(file. mobileprovision)

I don’t explain how to install any of these tools, but 
Gradle has a tutorial here: http://www.gradle.org/
installation.html.

All of these tools are easy to install, default process 
(next, next, finish). After installing these tools, you 
need to get four files, to make Gradle package your 
application:

•  build.gradle (the file that contains the Gradle task)
•  gradle.properties (properties to let Gradle know your 

project files and other options)
•  app.xml (a file that describes the application 

properties on a device)

• iphone _ packager.bat (the BAT file that execute 
Gradle’s command calling the correct task)

Download url: http://www.prsolucoes.com/downloads/
ffdmag/iphone_packager.zip. 

Put these four files in your project folder. See an 
example of my project structure with Gradle files: see 
Figure 2.

After this, you will have all the required tools and files 
to package your application.

Package Your Flash/Flex 
Application

Applications that run on mobile devices always fascinating. 
See your application running on an iPhone is better still.

What you will learn…
• Use gradle
• Use �ash packager for iPhone
• Create iPhone applications and games without objective-c

What you should know…
• Create any �ash application or game

To iPhone with Graddle

Figure 1. Adobe CS Live online services
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•  IPHONE _ PACKAGER _ IPA _ TARGET _ TYPE – This is the type 
of file that will be generated. It can be: 
•  ipa-test – To test your application 
•  ipa-debug – To debug your application 
•  ipa-app-store – To deploy on AppStore 
•  ipa-ad-hoc – To deploy by ad-hoc network 

•  IPHONE _ PACKAGER _ APP _ XML – This is the app.xml file 
that will describe the application settings on the 
device. 

•  IPHONE _ PACKAGER _ FILE _ OR _ DIR – These are the files 
to be packaged, generally your SWF file and your 
ASSETS. 

•  When you use the command (-C bin YourApp.swf 
assets) you will tell the packager include the 
YourApp.swf file and the ASSETS directory inside of 
the BIN folder .

•  Configure the correct path of your application. 

Ok, now you have everything to package your 
application, you now only need to execute the BAT file 
(iphone _ packager.bat) to do the magic. 

After opening the BAT file, you will see a window like 
this shown in Figure 3. 

Wait until the process is finished; it can take a few 
minutes. 

After the process is finished, you will see the 
generated file in the folder specified in the property of 
IPHONE_PACKAGER_ IPA_FILE of file gradle.properties. 

Now you can deploy your application to your iPhone 
or AppStore. 

If you don’t have an Apple certified file and mobile 
provision file, and your iPhone has jailbreak, you can 
search on Google for fake certificate files. But for only 
test purposes, you cannot deploy on AppStore. 

Thanks and see you soon. 

The only thind left to do now is to tell Gradle the 
location of your project files, assets, iPhone certificate, 
and Flash packager. 

It is a simple process. After configuring these files, 
you only need to execute the BAT file to package your 
application, so the configuration process you only have 
to make once. 

Let’s go, open app.xml file. 
It’s a simple XML file like an AIR application XML 

description file. 
Put your application settings in this file, like ID, 

version, content SWF file, and the other properties. 
Now open gradle.properties file. 
This is the file where you will set project files and 

assets to be packaged, path to the packager, certificate 
file, mobile provision file, and more. 

I will explain now about all the properties in this file: 

•  IPHONE _ PACKAGER _ PFI _ DIR – This is the Flash CS5 
packager program. 

•  IPHONE _ PACKAGER _ JAVA _ 32BIT _ RUNTIME _ PATH – This is 
the path to the JDK that you want use to execute 
the packager program. 

•  IPHONE _ PACKAGER _ CERTIFICATE – This file you get when 
you are a certified developer of Apple Developer 
Program (generally is a file with .p12 extension). 

•  IPHONE _ PACKAGER _ CERTIFICATE _ PASSWORD – This is the 
password of your certificate, if applicable. 

•  IPHONE _ PACKAGER _ MOBILE _ PROVISION _ FILE – This is the 
path of the mobile provision file you receive when 
you are a certified developer of Apple Developer 
Program (generally is a file with .mobileprovision 
extension). 

•  IPHONE _ PACKAGER _ IPA _ FILE – This is the path to the 
IPA file that will be generated. After package, this 
file will be created to deploy on an iPhone. 

Figure 2. My project structure with Gradle �les

Figure 3. The BAT �le

PAULO COUTINHO  PRSOLUÇOES
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Google Flash Map API
First thing first is to take a look at tutorials and decide 
whether you want to go with Flash or Flex map APIs. 
Then, you will register to Google in order to get API 
key and free SDK which are your tickets to Google 
maps usage. Even if you do commercial, advertising 
based web you may be able go with their free license. 
Generally, you could say that as long as your site is 
accessible to consumers without charge, you may use 
the Google Maps API for free. Google allows lots of 
room to experiment with their maps even if you just do 
very basic modifications. 

For example, you could do a lot with the maps just 
by changing the visual display of such components as 
roads, parks, and built-up areas. These components 
Google calls StyledMapType allowing you to select 
these features and apply visual styles to their display 
applying to your map – or you may decide go to 
totally new map territory simply by hiding some of 
the components entirely! If you’re more pragmatic 
developer your first direction is to check out Flex 
SDK tutorials and/or start to investigate how Flash 
interactive map experience can be combined with 
JavaScript.

Yahoo Flash Maps API 
In the Yahoo Flash version, maps are generated 
by Yahoo! servers and placed into a Yahoo! Maps 
component that developers can manipulate using 
ActionScript. Yahoo! Maps AS-Flash API’s built-
in geocoder means that you can specify a physical 
address or latitude/longitude coordinates for your 
map’s location, as you like. At developer center Yahoo 
suggests, that skip the tutorials and start with funky 
examples. And yes indeed, there are lots of simple yet 
entertaining examples there demonstrating different 
Yahoo maps API experiences. All of the code samples 
listed in the Examples section are provided free of 
charge under a BSD license. Licensing of Yahoo Maps 
API cost null as long as your application is delivered 
free of charge for customers and does not exceed the 
rate limit of 50,000 requests a day. 

Flash Map APIs 
for Enhanced Map Experience

Direct your browser to ProgrammableWeb, ever growing 
mash-up resource of the web and hit the search with the 
keywords „mapping”. You will be responded with one of the 
most popular keywords of the service counter striking today 
at 2415 mashups, 237 APIs, 63 source code items... In this 
article I will cover some of APIs used under hood of those 
webapps and take also first look at Map APIs specifically 
relevant to Flash/Flex developers.

What you will learn…
• Free, open source and some inexpensive resources for Flash 

map development

What you should know…
• Flash/Flex basics

If you want develop maps with your Flash and Flex skills and IDEs most obvious starting 
place is of course Google maps: 
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DIY Map 
DIY Map is simple Flash map tool for developing 

professional looking interactive maps with very basic 
configurations skills needed. You don’t need to know 
Flash to use the map, but there is a little bit of HTML 
editing involved. Also, feeding data for the maps has 
been done very easy to understand via XML examples. 
DIY Map provides very affordable license for different 
development needs. Their maps comes with three 
license model: 

 1) free for personal, educational, and non-
commercial use. 

 2) 20 $ for for-profit corporations, government 
agencies, and religious organizations 

 3) 200 $ for source code. But developer promises 
no guarantee or support for the maps, so prepare 
good time for testing especially if your maps need 
to be run on different browser platforms. You may 
also first take a look DIY Map gallery. There are 
very stylish implementations of DIY maps done 
both by organizations and industry. 

UMapper
UMapper is web-based Flash map authoring tool for 
multiple purposes. Basic functionality of UMapper is 
that it enables drag and drop items on the map UI, so 
for building the map on top of the existing map service 
providers can be done absolutely without need for 
coding. UMapper set up includes customization of 
markers. UMapper saves your Flash maps at KML 
file. You could call UMapper of being of competing 
service for Google Flash Map APIs. But that’s only half 
true. First, UMapper enables to display geo-data and 
data layers on top of any map data provider (Microsoft 
Virtual Earth, Google, Yahoo, OpenStreetMap, etc.). 
Also, UMapper’s dedicated Flash map player makes 
your maps rendering very fast and smooth. And 
finally, learning curve to start building professional 
looking and interacting maps with UMapper Is fast. For 

licensing UMapper provides three products: UMapper 
basics (free), UMapper premium and UMapper White 
Label. 

amMap (pic AmmapExample)
AmMap is also about customizable interactive Flash 
maps. They have developed fully customizable Flex 
3.0/AIR modules on how to size, color, create multi-
level structures and create charts on maps. Also, 
one is able to load icons or other custom movies or 
photos on top of your map. For developers amMap 
provides straightforward licensing models. If you 
do not need source code and accept small link to 
their web site on your maps, you could choose free 
option. Alternatively, for commercial usage you need 
license amMap with OEM model while you also get 
source code. I would suggest amMap especially if 
you’re want to build your Flash maps on top of the 
Flex framework – there is plenty of Flex tutorials at 
their site where you could learn basics of amMap 
implementation, how to calibrate your maps etc. 
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Open Flash Maps 
Open Flash Maps is open source project of Flash Maps 
started by Gregor Aisch. Documentation of the project is 
mainly in German so at the time I cannot comment very 
much on that. But you may want to take look available 
maps at http://openflashmaps.org/maps/world/ and 
see if content and license fits to your development 
needs. Open Flash Maps contains the shapes of all 210 
countries of the world map and files are created from 
the source file worldmap.csv which is based on creative 
commons map data from GeoCommons.com.

Open Scales 
OOpen Scales is vector based map development 
toolset. Open layers is kind of open layers of Flash 
providing huge amount of features for developer to tinker 
with. Open Scales use Flash for vector data rendering, 
editing and styling the maps. At the same time advanced 
map scaling and layering of multiple data resources can 
be done with Open Scales API. Toolset also consist of 
UI controls and handlers. One may want to start with 
concrete, detailed tutorials with lots of code examples 
with corresponding map view illustrations.Open Scales 
is released under version 3 of the GNU Lesser Public 
License. This basically means that you can get the full 
source code for nothing, as long as adhere to a few rules 

explained detailed at license agreement.I also strongly 
suggest following up of prototype work that Gapgemini 
have developed for the French National Mapping 
Agency (IGNF) at Flash Mapping Library (Resource 
http://sig.corp.capgemini.com/geoportail/ currently not 
available) They are not using Open Scales exactly 
at the demo but Open Layers. Their demo, however, 
is running at Flash player and gives you clue of what 
can be achieved with Flash Maps at best. Finally, if 
you want to take a look at some good reference stuff 
made with Google javascript APIs at map UI, you point 
your browser at Esa’s Google Maps API experiments 
(http://koti.mbnet.fi/ojalesa/exam/index.html).

On the ‘Net
• Google Maps API for Flash: http://code.google.com/intl/�-FI/apis/maps/documentation/�ash/
• Yahoo Flash Maps: http://developer.yahoo.com/maps/�ash/asGettingStarted.html, 
 http://developer.yahoo.com/�ash/maps/examples.html
• UMapper: http://www.umapper.com/
• amMap: http://www.ammap.com/
• DIY Map: http://www.backspace.com/mapapp/, http://backspace.com/mapapp/gallery.html#5
• Open Flash Maps: http://open�ashmaps.org/
• Open Scales: http://openscales.org/

PEKKA OLLIKAINEN
Pekka Ollikainen has worked for Nokia at various R&D 
positions in the area of mobile multimedia14+ years. At 
beginning of 2009, he left Nokia and started studying OOP 
and web-development. He worked as mobile RIA developer 
at Nokia WRT platform. His main interest is on mobile 
collaboration and development tools.
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R ich Internet Applications (RIAs) occupy an 
increasingly large piece of the software market. 
There is now a plethora of either data-driven 

or model-driven (SaaS) applications. This became 
possible partly because of the availability of data over 
the Internet. Since data stopped being the greatest 
issue in software building, more emphasis is given to 
the behaviour of modern software.

This change of focus implied a new paradigm for 
software building. Designing and developing a RIA 
has become more agile than ever. Thus, the designer-
developer workflow has changed.

Flash Platform tools facilitate this new type of 
workflow: Flash Catalyst (FC) and Flash Builder (FB) 
offer the best of the design and developer worlds, and 
also integration of the two. This is the big picture of 
the modern workflow. However, a micromanagement 
level also exists, and it might mean that the workflow 
becomes complex.

Let’s see how prototyping can help us avoid 
unnecessary complexity.

Prototyping
Prototyping is an iterative design method. This hands-
on method has a great advantage in handling change. 
Each iteration aims at producing a prototype which 
embodies a part of the application’s functionality so it is 
easy to test separate parts of an application and make 
necessary changes before it’s too late.

There are various approaches to what happens to a 
prototype once it has been tested. One approach is to 
use throw-away prototypes: prototypes are used to gain 
knowledge which will be embodied in the final design, 
but the prototypes themselves are not used themselves 
in the application.

Another approach is using incremental prototypes. 
In this case the approach is modular: the application 
is broken into smaller parts which are handled 
independently. Each iteration includes either an 
improvement of an already present part of the 
application, or a new part.

Finally, there is evolutionary prototyping. That is, a 
prototype is used as a base for the next iteration. After 
many iterations, the prototype evolves into the final 
application itself.

To take advantage of ease of change, the idea is to 
prototype early and iterate often.

Requirements
Prototyping early makes sure that there is a core of 
requirements that the application follows. It allows 
designers and developers to see if they’re starting 
to make the right system for the needs they want to 
cover. This might sound trivial, but it’s not always easy 
to see beforehand what should be done to deal with a 
requirement.

Prototyping often allows us to adapt to requirement 
changes made by end users. End users might change 

Prototyping for User 
Experience
Flash Catalyst has facilitated a workflow of iterative design 
and development. However, Flash Builder remains a 
powerful tool and can be used to assist in prototyping. 
Prototyping has the advantage of giving us insight about 
end-users needs.

What you will learn…
• Prototyping
• User Experience (UX) basics

What you should know…
• Work�ows
• Flash Builder
• Flash Catalyst
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So, one could argue that Flash would be better 
at prototyping an animation; FC a design; FB an 
application’s behaviour. In reality a choice is to use 
more than one tool, since deadlines and budgets are 
tight.

Simultaneous use of tools can help an iterative 
designer/developer workflow. Designers don’t need to 
finalise every little detail before delivering something 
to the developers and developers can start building 
behaviour. Developers, also, don’t always have to wait 
for the designers to start work.

FB’s Design View is an excellent tool to enhance a 
rapid prototyping workflow. After some rough mock-
up designs on paper, the developers can reproduce 
a bold version of the design on FB’s Design View, 
while the designers work out the details in FC. In this 
way, the developers can start implementing behaviour 
immediately after they have the mock-ups in hand.

In many instances, FB prototypes are more convincing 
for end users. Because such a prototype can be tested 
early, it is apparent that it is just a prototype; something 
many end users tend to forget if they get a test too late. 
A late test feels like testing the real, final application and 
not a prototype. Early testing can help end users focus 
on requirements and usability – and not visual details, 
which can come later. Moreover, its simple appearance 
can help end users realise that the prototype is not 
the final application, something that shiny, high-fidelity 
graphic design can blur. Simple appearance keeps 
deadlines at a sane level; an FC prototype might seem 
like we’re almost ready to release, which might not be 
the case.

Of course, the choice of when one should switch from 
an FB to an FC prototype is a matter of experience: it 
depends on progress of the design and development, 
and end-user feedback on requirements and usability.

Conclusion
Overall, prototyping is a method that suits our agile 
working environment. It facilitates refining end-user 
requirements and testing usability of an application. 
Similarly to any method, it should be used with merit. 
Flash Platform tools can help an iterative designer/
developer workflow for prototyping. Flash Builder’s 
Design View, especially, can help developers build a 
rough prototype, while designers are occupied with 
their work in Flash Catalyst. Good use of prototyping 
can make it an enjoyable experience for end users.

their mind about something, or may decide they need 
something very different in the first place. The ability 
to only modify needed portions of the application 
is important in that it avoids a total application 
redesign.

Please note, however, that requirements are partly 
engineered, as the customer is not always right. 
Prototyping doesn’t imply an endless refactoring 
of requirements and never releasing the final 
application.

Usability
When building a RIA or SaaS, usually the aim is to 
release this application in the cloud. That is, the target 
group is probably going to vary in skill and preferences. 
Thus, implementing required functionality is one thing, 
but being able to actually use this functionality is 
another. This whole broad target group has to be able 
to figure out how the application works.

Prototyping early once more reassures us designers 
and developers that what we do is understandable by 
– and workable for – the end users. We can make 
sure that the end users know what to expect from the 
application, they know how to do what they need, and 
that it’s great fun for them.

Prototyping often gives us the opportunity to 
recognize features that are most often used, features 
that are underused, or features that go unused at all. 
This allows designers and developers to focus on the 
features that are important and usable, and not waste 
time on unneeded features. It’s a good idea to write 
test cases that cover more than the last iteration of the 
prototype, so that each time we evaluate the prototype 
from a more holistic viewpoint.

As with requirements, one has to be careful: using 
prototypes to evaluate usability needs a balance 
between improving functionality until it’s usable and 
dropping features nobody uses.

Design View
Since there are various approaches to prototyping, it 
makes sense that there is no best workflow. Various 
tools such as Flash, FC, or FB can be used to help the 
design and development of prototypes.

Each one of these tools has many capabilities, so 
there’s always the temptation to consider a familiar 
tool the silver bullet. However, each tool has been 
built for a different purpose, which is also reflected on 
prototyping.

EVANGELOS KAPROS
Evangelos Kapros (@ekapros) is doing research on Adaptive 
Information Systems. He is currently located in Trinity College, 
The University of Dublin, Ireland. He is also employed doing 
DB and SEO work.

On the ‘Net
• http://uxmag.com/
• http://52weeksofux.com/
• http://www.infodesign.com.au/usabilityresources
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Back when I was in the business of making Flash 
games, I didn’t think much of distribution. I was 
in the mind-set that once I made the game and 

sold it, that was it, my job was done, and I’d be happy 
with my lump sum of money the sponsor had paid me. 
It was only after about half a year when I saw the extent 
to which distribution was important to a game’s long-
term success.

I spent a huge amount of effort on my first game. I got 
a good sponsor for it, and then went on to distribute it 
as much as I could after it had been released. I used 
tools such as FlashGameDistribution.com, (which I will 
talk about later on), and self-promoted games too. On 
a later game, I sold it, and left it up to the viral spread 
of the game from that portal, rather than distributing it 
myself. The difference is quite shocking. 

For two games that have both been out in the wild 
around the same amount of time, the distributed game 
received 9 times the ad revenue that the non-distributed 
game achieved; quite a difference for something that 
won’t take much time. Another attraction to properly 
distributing your game is from performance-based 
sales where the sponsor offers you x amount of extra 
if you hit y amount of views. Some developers are 
making more than 50% more money just by meeting 
their performance targets. 

Distributing your game can either be an excruciating 
task, or an easy one depending how you go about it. 
You could do everything manually; going to as many 

portals as you can and submitting your game, emailing 
sponsors, etc. or you could use several tools that exist 
out there. The one I’ll be talking about in this article is 
FlashGameDistribution.com, made by the same guys 
behind FlashGameLicense.com. 

At FlashGameDistribution.com, everything is designed 
to make your life easier off the bat. All you need to do 
is login and upload your game along with all its details, 
(the game is uploaded while you’re typing away!). Once 
you submit your game and it passes quality control, 
it’s instantly submitted to 1000s of portals that have 
currently implemented FGD’s API. On top of that, at the 
beginning of every day an email is sent out to hundreds 
of portal owners showcasing the best games submitted 
to FGD and links to download and add the games to 
their site.

It doesn’t stop there; as well as the automated portal 
submission, there is a manual one too where you are 
invited to submit your games to portals that require 
manual intervention, like Kongregate, Newgrounds, 
and other large portals. The portal is loaded alongside a 
bar with all your game’s details so you can easily submit 
your games to over 150 portals.

Once your game is out in the open, you can track 
the distribution levels of them in your game area and 
have a look at where all your downloads are coming 
from.

Looking to the future, once you have a few games 
on the internet you can use FGD as a portfolio you 

Distributing 
Your Flash Game
So you’ve finished making your latest Flash game, and have 
successfully sold it to a sponsor. Is that your job done? Not if 
you want to monetize your game even more. 

What you will learn…
• How to monetize your game
• How to distribute your game

What you should know…
• How to develop game
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can show off to potential sponsors or portals who 
want to host your games. You have your own page 
where all your games are listed and can be easily 
downloaded. 

Don’t just take my word for it though, check out 
the well-known developers’ profiles on FGD like 
BerzerkStudio, and djstatika, as well as large portals 
such as King and Gimme5Games. 

It has been proved time and time again that 
distribution is definitely one of the best ways to 
maximise the monetisation of your flash game once 
you have sponsored it. Especially if you have decided 
to add advertisements to your game, the more views 
you get, the more money that converts itself into. 
Also, if you’ve included personal branding, (which you 
should!), your name will be distributed alongside the 
game, which is arguably even more valuable than the 
game itself. 

The next time you release a game, if you’ve distributed 
properly, sponsors will recognise you, and if they liked 
your game, will most likely show interest in your new 
one!

Here’s a little overview of what has been discussed 
here:

• Once you’ve sold your game, you can do more to 
earn yourself money!

• Distribution can be easy, if you use the tools out 
there.

• Having a portfolio of your games is important for 
self-image and promotion.

• Distributing your game will earn you money, and 
earn your name credibility. 

There is no harm in distributing your game once you 
have sold it, and with the tools available, it can take 
minutes put your game on hundreds of portals, so why 
not go ahead and get your games out there! 

MERLIN PEREZ GORE
FlashGameDistribution.com

http://www.flexer.info
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First visual effects were applied in the 19th 
century, so, the technology is rather old. During 
the 20th century they were used quite actively, 

but then digital cinema epoch came and the notion of 
special effects became rather vague. Computer games 
appeared, providing special effects with another field of 
use. 

Within the range of special effects application in 
games we can specify interface effects (buttons, 
elements – blinks, splashes, etc), character effects, 
background (background, middleground, foreground) 
effects, special game objects effects (artifacts, etc.) 
– first-aid kit, extra life or bonuses. Intro animation is 
also widely used in passages between levels, at the 
beginning or at the end of a game. I would like to make 
a review of 2D (drawn) special effects.

There are quite a number of different resources 
on the subject, the major of them being vimeo.com, 
youtube.com, frederatorblogs.com and other video 
portals. Another resource particularly valued by artists is 
blogspot.com. It enables you to pass from one designer 
to another following the links. A few more useful sites 
like flashfx.blogspot.com (Ron Doucet), gagneint.com 
(Michel Gagne), bitey.com (Adam Philips). Released 
games, videos, movies and animation films are also 
give a good example of what can be done.

Tools. In my work I use Flash package as an editor 
and pen tablet to simplify the creation of animation and 
special effects.

Special effect. Let’s take for example sumo wrestling. 
On the left picture no special effects are applied, on 
the right one we used splash to mark the blow, thus 
adding emotional charge of its weight. As a result the 
game gets more expressive. Therefore, special effects 
shouldn’t be used in every possible occasion, but better 
only where needed.

Examples of special effects:
1) – explosions; 
2) – boiling cauldron, flame; 
3) – smoke; 
4) – missile flame; 
5) – discharge; 
6) – laser; 
7) – treasure glow; 
8) – contamination

Animation Special 
Effects in Flash Games
It’s not a top secret that visual special effects are an integral 
part of every game, especially action games. 

What you will learn…
• effects classi�cation
• how to animate effects
• how to enhance effects
• how to optimize effects

What you should know…
• what is animation
• what is game art
• what is graphic optimization

1) – without effects

2) – using additional 
effect



Animation Special Effects In Flash Games

more time-consuming. Flag animation can be used 
repeatedly in other projects, having changed its color, 
size or elements.

Next example is a character – a rider with flattering 
cloak. The effect is combined including cloak clip and fold 
shadows animation. Overlaid, these animations have good 
result. Cloak folds are made separately, thus, blur effect can 
be used. The rider attacks. The sword movement from the 
chest to the strike spot is rapid, and an onlooker can’t see 
it. That is why we add speedline (frozen trail). This motion 
illusion help a spectator to amplify the event with visual 
details.

A flag with frame-by-frame drawing looks better 
then the one using transformation or tweening but is 

a d v e r t i s e m e n t

http://www.flash-decompiler.com/
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Explosion is an important element of action games. It 
happens instantly (for an eye) and then fades. Blasted 
objects are usually replaced with an explosion animation 
which is the easiest way to show that the shot has hit the 
target and blown it up. The explosion is accompanied 
by a flash, clouds of dust, fine particles (sparks), and 
different elements of the blown object. There is a certain 
difficulty in bringing explosion scene to a close from the 
scene. Usually dust disperses, the flash fades, and 
the pieces fall due to gravity. You don’t have to draw 
all that to final phase as it takes much time. So, during 
animation an explosion is often split into small elements 
and just don’t draw it when it becomes little enough. 
Phases of explosion animation:

Flame. The easiest animation methods are motion 
tweening or shape tweening. Frame-to-frame 
animation is more complicated. We make a flame 
frame, then copy it as the 3rd frame and draw the 
flame “counterphase” – these are key frames, a 
base for all further phases. Following the rule of “of 
saliences and concavities “flowing” in one direction, 
we get cyclic animation.

The use of filters (blur, glow) can improve the effects 
quality, such as gunshots or flames. The applying has 
to be reasonable, otherwise it may cause processor 
overload. But such visuals can be exported into a 
sequence of raster images frames and used in a flash 
game or for other game platforms. 

OLEG AKIMOV
Oleg Akimov was born in the far 70s, got a diploma of an 
electrician, picked up programming and design as a hobby, 
since 2001 has been involved in professional programming, 
design, animation, and construction. His chief occupation is 
games creation and 2D graphics and animation.
http://iunit.com.ua

 

Quite often, while creating a game, you have to use 
more economical resources, that’s when shapes appear 
rather handy. They are used as particles, splashes and 
blinks. In order to introduce or remove them from the 
scene motion tweening and shape tweening from 0 to 
100% of transparency (or vice versa) or scaling (from 
small to normal size, or vice versa) is used. Examples 
of items for economical special effects.

 

It is better to use a minimum gradient of stretches 
and dots number in shapes. These factors influences 
processor load greatly, which is critical in case with 
flash clips and particularly on mobile platforms. 

Chose colors close in tone or contrast to highlight 
(creating smoke or fog). Color marks the trajectory of a 
bullet or a shells, the thing an eye can’t notice. 

While making special effects animation we have to 
take into account the laws of physics as all effects 
are based on nature phenomena. Movements should 
be harmonious and smooth. Poor-quality animation 
phases shouldn’t draw attention and better be drawn 
again. 

The matter of special effects is considerably rich and 
constantly widening. They invent new methods and 
ways to presenting information to a viewer and arouse 
his emotions. That is why one lecture topic can’t cover 
all the trends. But in my session I reviewed the chief 
points used in my practice. Questions and discussions 
concerning special effects are welcome. 



http://www.aurigma.com
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The event that took place in Kyiv on 4th and 5th 
of December, 2010 has nothing in common with 
that! It was the 5th anniversary meeting of the 

flashers from many different countries. No wonder that 
the girls at the reception desk were so busy on the first 
morning of the conference – the general amount of the 
participants has exceeded 400 people this year.

If I were asked to describe Flash GAMM 2010 in 
one word I’d say easy-going. Despite the fact that both 
experienced programmers and developers and first-
time indies were gathered in the same place, the friendly 
atmosphere reigned in all five halls of the conference. 
For the first time in the Flash GAMM history so much 
room to seat all the people that came was needed. Two 
halls were accommodated for the speakers; two rooms 
were given to the sponsors’ booths and one more was 
used as a place for negotiations. Actually there were 
many things that happened for the first time…

For the first time games lynch was held. Being the 
organizers at the beginning we doubted that we would 
find developers ready to provide their games to come 
in for criticism. You must agree that this might turn out 
to be an ailing procedure especially when the critics are 

not constructive enough or a developer is not quite open-
minded when it goes about advices. Fortunately we 
persuaded once again that the people that are gathering 
under the banner of Flash GAMM are truly broad-
minded. As a result the idiom you must spoil before you 
spin didn’t match our undertaking. By the way, the game 

Is It Possible For The 
Fifth Ceremony To Be 
Fresh?
What is the first for you to think of when you hear the word 
conference? Thousands of reports? Prim people with a 
serious look on their faces? You’ve never visited Flash GAMM 
then! 
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scheduled for the same time, as they failed to decide 
themselves wishing to visit both of the events.

The feature of the second day program was handout 
of prizes. Have I already told you, that there were many 
things happening for the first time? So for the first 
time there were so many nominees and nominations. 
Making a long story short and omitting all the traditional 
but still close to life confessions about weight of choice, 
I’ll just congratulate the winners once again. And the 

Balls da Vinci that provoked the biggest discussion finally 
got the prize in nomination The Future Hit.

If you think that the relaxing atmosphere doesn’t 
correlate to the serious reports, you’re mistaken. Twenty 
reports (including 5 in English) packed the halls. Even 
on the second day of the event after the After-Beer-
Party organized by Wheemplay in a famous Pub in 
Kyiv that actually ended in the early morning there were 
still many volunteers to listen to the reports. And the 
workshop by i-Jet Media as well as the master-classes 
by AlternativaPlatform and Wacom was not less popular 
than the other events set by the program. So I even 
heard for several times the stories that some people 
tossed a coin to choose between the events that were 
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lucky ones are: Elementaly Online by Stella Games 
as the best game (developed by a company), Loki by 
Dreamgate Company as the best game (developed by 
a game studio), Snail Bob by Andrew Kovalishyn as 
the best game (developed by indie), Truck Loader by 
Alexey Davydov as the most creative game, already 
mentioned Balls da Vinci by the Group of Enthusiasts, 
IQ Ball by Alexander Fedoseev as the women’s choice, 
Gibbets 2 Level pack by Constantine Boronenkov got 
People’s Choice Award. Besides there were some 
special nominations suggested by different sponsors. 

So the best application for Moy Mir@Mail.Ru was 
defined by @mail.ru (Happy Baby by Happy Star got 
the prize), and i-Jet Media marked Rendezvous by Mob 
Mentality as the best social game for all comers.

I know that some of you might accuse me of banality 
at this place, but I cannot help but giving thanks to all the 
people and companies who made it possible to conduct 
Flash GAMM. All of them did a great job, trust me. On 
the other hand it’s better to participate once than to hear 
about Flash GAMM thousand times and take my word 
for it. For those of you who cannot wait for the following 
gathering in Moscow on May 2011 can visit the official 
site of the event http://www.flashgamm.com/kyiv2010/
en/program/ where it is easy feel the real atmosphere of 
the conference by means of watching the videos!

VALERIYA MALLAYEVA
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After advocating books on Flash Platform, 
I thought, it’d be wicked to ignore HTML 5 
and CSS3 revolution. Although HTML5 and 

CSS3 are still under development and advancement, 
many of its new features are supported by all modern 
browsers and mobile operating systems like iOs and 
Android.

I’m not at all implying that HTML5 is going to kill 
Flash, but I would like to emphasize the fact that 
not every situation or every problem can be solved 
by Flash especially when it comes to support iOs 
platforms.

Prime reason of my appreciation for this book is that 
it excogitate the implementation rather than excess of 
words. Brian discusses topics with beautifully & skillfully 
crafted simple but practical examples. By the end of the 
book, along with having a thorough grasp on HTML5 
and CSS3, you would develop several goodies from 
self-expressive and intelligent form to a logo entirely 
using canvas tag and dynamic graphs.

This book covers all the good parts of the HTML5 
and CSS3 starting from new tags and attributes to 
mouthwatering additions such as Canvas, Video and 

Audio tags. Bryan didn’t omit features like Local storage, 
web sockets, geolocation etc that will allow you to build 
RIAs using web-standards.

This book also deals with another myth that websites 
employing HTML5 will either not work on old browsers 
or would require troublesome paths to provide extra-
support for them. Brian provides fallback solutions for 
almost all the topics.

Whether you’re a Flash Platform Developer, or an 
open standards preacher or just a beginner interested 
in HTML5, this is a ‘must have’ book made for you to 
embrace the web of the future. Highly recommended.

HTML5 and CSS3
Develop with Tomorrow’s Standards Today

Authors: Brian P. Hogan
Publisher: Pragmatic Bookshelf
ISBN:  978-1934356685
Pages: 280
Website: http://oreilly.com/catalog/9780596805623

BY ALI RAZA
www.manofspirit.com
Adobe Certified Instructor
Microsoft Certified Professional Developer
Sun Certified Java Programmer
Zend Certified Engineer

An Overview of HTML5 and CSS3
Part I: Improving User Interfaces
• New Structural Tags and Attributes
• Creating User-friendly Web Forms
• Making Better User Interfaces with CSS3
• Improving Accessibility

Part II: New Sights And Sounds
• Drawing on the Canvas
• Embedding Audio and Video
• Eye Candy

Part III: Beyond HTML5
• Working with Client-side Data
• Playing Nicely With Other APIs
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Could you tell our readers about yourself and 
your background?
I’m a web developer living and working in London. I work 
for a small software company, mostly on intranet and 
B2B web apps, mostly using ASP.Net and SQL Server 
and some legacy apps in ASP Classic. It’s a small 
company so I can end up doing a wide variety of stuff 
– in the last year I’ve written a web app to be used on 
touchscreen displays mounted outside meeting rooms; 
built a utility to extract data from an LDAP source; and 
created an iCalendar feed of booking information to 
integrate with Outlook.

How did you start and how has it evolved to 
where you are today?
I made my first web page at university in 1993, though 
at the time I had no appreciation of how huge it would 
all be. After dabbling in web stuff throughout the late 
nineties I decided to move into web work full time at the 
end of the nineties because it seemed like where all 
the action was, just in time for the bursting of the first 
bubble.

After starting off working on IE-only corporate intranet 
applications I soon realised the importance of cross 
browser compatibility when I discovered none of my 
hard work was at all functional on the shiny, new 

Phoenix web browser (now Firefox) all the cool kids 
were into.

Since then I’ve been doing my best to learn 
everything about web development best practice that I 
can.

Please let us know how did you realize that 
HTML5 (generally speaking) would best fit for 
you?
I’ve been a fan of the web for a long time – the 
democratization of publishing is a big deal. Although 
we almost take it for granted now, the idea that I 
could publish something from my living room and 
have millions of people see it within in a few hours is 
revolutionary.

It’s a revolution I want to be a part of, and HTML5 is 
going to be the most fundamental part of that.

What separates it from the other similar 
solutions?
What sets HTML5 apart is the collaborative process 
behind the development of an open standard. While 
there are still a lot of incompatibilites in current 
browsers I believe that the only viable approach for a 
cross platform runtime in the long term is the one the 
WHATWG and W3C are taking. Open standards are 

Interview with
Rob Crowther
Rob Crowther is a web 
developer and blogger from 
London, UK.
Currently he works for a small 
software company building web
applications for corporate 
clients such as T-Mobile, BNY 
Mellon, Three, and Pizza Hut.
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explain a subject to someone else is when you find 
out if you really understood what you’ve learned.

What you would like to say your latest book 
readers? Why they should select it?
The book is part of Manning’s Hello! series, which 
offers an entertaining way to learn new technologies 
without getting bogged down in too much detail. The 
books offer commentary and humorous asides from 
User Friendly cartoon characters and a good balance 
of graphics and text to stimulate your learning. Hello! 
HTML5 and CSS3 is a fun book that will give you an 
easy to follow introduction to the full breadth of HTML5 
and CSS3 – there’s chapters on Forms, Canvas and 
SVG, Audio and Video, CSS3 Selectors, Transforms 
and Transitions, Borders and Backgrounds, and CSS 
Typography. It also discusses various HTML5 APIs like 
rich text editing, drag and drop, local storage and cross 
document messaging. The book finishes off with some 
example applications where the focus is on real world 
use and lets you see how the various parts of HTML5 fit 
together in real applications.

What are your plans for the future?
I’m in discussions about a follow up book. While most 

of the current books are answering the question What 
is this HTML5 stuff? I think it’s time for a book which 
considers the question How can I best make use of 
HTML5 in my web applications? I think readers will be 
looking for best practice advice and design patterns that 
can be used in the latest generation of browsers.

Could you let us know what will take place in 
the HTML5 world, soon?
The most exciting thing in the next few months is the 
release of Internet Explorer 9 and Firefox 4, both with 
vastly improved support for HTML5. More than 80% of 
people access the web with previous versions of these 
two browsers so these two releases should mean a 
significantly higher proportion of users with HTML5 
capable browsers.

Thank you Rob

key to broad adoption, but not just standards imposed 
by a single body, standards arrived by the co-operation 
of all the stakeholders.

What is your favorite features?
There’s plenty to choose from, especially if you interpret 
‘HTML5’ in the wider, marketing sense. My three 
favourites are:

• Forms – the original part of the HTML5 spec 
was a version of W3C XForms2 except aimed at 
enhancing HTML rather than fitting into the W3C’s 
vision of an XML based future. I’ve been reading 
about these new forms features since 2003 and I’m 
really delighted that they’re finally starting to appear 
in browsers.

• Offline applications & local storage – this is a 
game changer for web apps, especially in the 
mobile space. The most frequent reason I’ve 
heard for not using a web app on mobile devices 
in the last five years is that people need the 
application to carry on working in areas of poor or 
no coverage.

• SVG – I’ve long had a soft spot for SVG, this is 
another thing I’ve been waiting a long time to see 
browser support for. As the web embraces a wider 
variety of devices, with an even wider variety of 
screen resolutions and DPI than we’re currently 
used to, resolution independent imagery will get 
more and more important.

Could you tell more about your actual 
projects?
Like probably everyone else who has a blog I’m working 
on a re-design taking advantage of HTML5 and CSS3. 
That tends to play second fiddle to writing the book 
and doing actual paid work though! Some parts of 
HTML5 are already fairly straightforward to use – the 
simplified DOCTYPE, simplified script and style tags, 
and I’ve been using them in almost everything new I’ve 
done in the last 12 months. For my next major project 
I’m looking at a web app targetted at smartphones 
which takes advantage of HTML5’s local storage and 
application cache.

You are the author of a few books for 
developers. Book? Why?
This is actually my first attempt at a full length book, 
but author was one of my dream jobs as a child (along 
with all the usual stuff like centre forward, racing 
driver and astronaut). I didn’t do a lot of writing after 
I left school, but the advent of blogging encouraged 
me to get back into it and that’s naturally led on to 
some more traditional publishing opportunities. I enjoy 
writing, and I find that it helps me – when you try to 



For Source Code, Sample Chapters, the Author Forum and other resources, go to http://www.manning.com/crowther/

Sectioning content in HTML5

An article from

Hello! HTML5 and CSS3
EARLY ACCESS EDITION
Rob Crowther
MEAP Release: September 2010
Softbound print: Spring 2011 | 325 pages
ISBN: 9781935182894

This article is taken from the book Hello! HTML5 and CSS3. The author discusses sectioning
content in the new version of HTML, which adds two new elements: section and article.

Tweet this button! (instructions here)

Get 35% off any version of Hello! HTML5 and CSS3 with the checkout code

fcc35. Offer is only valid through www.manning.com.

It’s common for web pages to have many distinct sections. A blog home page will usually have several blog posts,
each a section by itself, and each blog post may have a comments section or a Related Posts section. HTML4 offers
only one type of element for this common need, the div. HTML5 adds two new elements: section and article.



For Source Code, Sample Chapters, the Author Forum and other resources, go to http://www.manning.com/crowther/

The <section> and <article> elements are conceptual-
ly very similar. Articles and sections can be quite inter-
changeable – articles can exist happily within sections, 
but articles could quite happily be broken down into
sections, and there has been a lot of discussion about 
whether HTML5 really needs both of them. For now, 
though, we have both, and the question you are prob-
ably asking yourself is how to decide which one to use? 
The key parts of the spec to focus on when choosing 
one or the other is:

• An article is intended to be independently distribut-
able or reusable.

• A section is a thematic grouping of content.

Summary
In this article, you’ve learned about the new markup 
elements in HTML5. HTML5 adds two new elements: 
section and article. An article is intended to be indepen-
dently distributable or reusable. A section is a thematic 
grouping of content.

Here are some other Manning titles you might be interested in:

Hello! Silverlight
EARLY ACCESS EDITION
Bill Reiss and Dave Campbell
MEAP Began: May 2008
Softbound print: February 2011 (est.) | 
250 pages (est.)
ISBN: 1933988533

Hello! Python
EARLY ACCESS EDITION
Anthony Briggs
MEAP Began: September 2009
Softbound print: December 2010 (est.) | 
350 pages
ISBN: 9781935182085

Hello World!
IN PRINT
Warren D. Sande and Carter Sande
March 2009 | 432 pages
ISBN: 1933988495
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