
 

Thumbnail  

Grid  
 

 

 

 



2 
 

Table of Contents  
Installing the component ....................................................................................................................6 

Quick example ....................................................................................................................................7 

Using the Component Inspector ........................................................................................................ 11 

Using Actionscript to set the properties ............................................................................................ 12 

Instantiate the component using code .............................................................................................. 14 

Loading content using Actionscript ................................................................................................... 16 

Types of content ............................................................................................................................... 18 

External content ........................................................................................................................... 18 

Library assets ................................................................................................................................ 18 

Display Objects (Movie Clip, Bitmap, Sprite) .................................................................................. 19 

Properties ......................................................................................................................................... 22 

xmlPath ........................................................................................................................................ 22 

items............................................................................................................................................. 22 

itemsArray .................................................................................................................................... 22 

itemWidth .................................................................................................................................... 23 

itemHeight .................................................................................................................................... 23 

currentHorizontalPosition ............................................................................................................. 23 

currentVerticalPosition ................................................................................................................. 23 

currentPositionEasingStrength ...................................................................................................... 24 

scaleMode .................................................................................................................................... 24 

direction ....................................................................................................................................... 24 

cornerRoundness .......................................................................................................................... 25 

overSkinReference ........................................................................................................................ 25 

inactiveHorizontalArea .................................................................................................................. 25 

inactiveVerticalArea ...................................................................................................................... 26 

layers ............................................................................................................................................ 26 

verticalAlign .................................................................................................................................. 26 

horizontalAlign .............................................................................................................................. 27 

horizontalDistance ........................................................................................................................ 27 

verticalDistance ............................................................................................................................ 27 

handCursor ................................................................................................................................... 28 

smoothing ..................................................................................................................................... 28 

border........................................................................................................................................... 28 



3 
 

borderColor .................................................................................................................................. 28 

borderAlpha .................................................................................................................................. 29 

borderThickness............................................................................................................................ 29 

preloaderType .............................................................................................................................. 29 

preloaderSize ................................................................................................................................ 30 

preloaderFillAlpha ......................................................................................................................... 30 

preloaderLineAlpha ....................................................................................................................... 30 

preloaderFillColor ......................................................................................................................... 30 

preloaderLineColor ....................................................................................................................... 31 

interactiveItems ............................................................................................................................ 31 

reflection ...................................................................................................................................... 31 

reflectionDistance ......................................................................................................................... 32 

reflectionAlpha ............................................................................................................................. 32 

reflectionRatio .............................................................................................................................. 32 

animatedReflection ....................................................................................................................... 32 

useCacheAsBitmap........................................................................................................................ 33 

temporaryClipReference ............................................................................................................... 33 

temporaryClipAlpha ...................................................................................................................... 34 

temporaryClipColor ....................................................................................................................... 34 

skipBrokenPath ............................................................................................................................. 34 

mouseScroll .................................................................................................................................. 34 

mouseScrollType ........................................................................................................................... 35 

mouseScrollSpeed ......................................................................................................................... 35 

mouseScrollEasing ........................................................................................................................ 35 

mouseScrollEasingRatio ................................................................................................................ 36 

motionBlur .................................................................................................................................... 36 

motionBlurStrength ...................................................................................................................... 36 

motionBlurQuality ........................................................................................................................ 37 

scrollAmount ................................................................................................................................ 37 

scrollDuration ............................................................................................................................... 37 

scrollEasing ................................................................................................................................... 37 

autoScroll...................................................................................................................................... 38 

autoScrollDelay ............................................................................................................................. 38 

autoScrollDirection ....................................................................................................................... 39 



4 
 

selectOver..................................................................................................................................... 39 

selectedAlign ................................................................................................................................ 39 

effect ............................................................................................................................................ 40 

livePreviewItems ........................................................................................................................... 40 

numItems ..................................................................................................................................... 41 

selectedIndex ................................................................................................................................ 41 

isScrolling ...................................................................................................................................... 41 

Methods ........................................................................................................................................... 42 

addItem() ...................................................................................................................................... 42 

addItemAt() .................................................................................................................................. 42 

addItems() .................................................................................................................................... 42 

addItemsAt() ................................................................................................................................. 43 

removeItem() ................................................................................................................................ 43 

removeItemAt() ............................................................................................................................ 43 

removeItemsAt() ........................................................................................................................... 44 

removeAllItems() .......................................................................................................................... 44 

replaceItem() ................................................................................................................................ 44 

replaceItemAt() ............................................................................................................................. 45 

spliceItems() ................................................................................................................................. 45 

getItemAt() ................................................................................................................................... 45 

getItemIndex() .............................................................................................................................. 46 

deselect() ...................................................................................................................................... 46 

select() .......................................................................................................................................... 46 

selectNext() .................................................................................................................................. 47 

selectPrevious() ............................................................................................................................ 47 

scrollRight()................................................................................................................................... 47 

scrollLeft() ..................................................................................................................................... 47 

scrollUp() ...................................................................................................................................... 48 

scrollDown().................................................................................................................................. 48 

setSize() ........................................................................................................................................ 48 

move() .......................................................................................................................................... 48 

Events ............................................................................................................................................... 49 

ITEMS_LOAD_START ..................................................................................................................... 49 

ITEMS_LOAD_PROGRESS .............................................................................................................. 49 



5 
 

ITEMS_LOAD_COMPLETE .............................................................................................................. 49 

XML_LOAD_START ........................................................................................................................ 50 

XML_LOAD_PROGRESS ................................................................................................................. 50 

XML_LOAD_COMPLETE ................................................................................................................. 51 

ITEM_ADD .................................................................................................................................... 51 

ITEM_REMOVE.............................................................................................................................. 52 

ITEM_CLICK ................................................................................................................................... 52 

ITEM_DOUBLE_CLICK .................................................................................................................... 53 

ITEM_MOUSE_UP ......................................................................................................................... 53 

ITEM_MOUSE_DOWN ................................................................................................................... 54 

ITEM_MOUSE_OVER ..................................................................................................................... 54 

ITEM_MOUSE_OUT ....................................................................................................................... 55 

ITEM_START.................................................................................................................................. 55 

ITEM_PROGRESS ........................................................................................................................... 56 

ITEM_COMPLETE .......................................................................................................................... 56 

ITEM_ERROR ................................................................................................................................. 57 

ITEM_SELECTED ............................................................................................................................ 57 

ITEM_DESELECTED ........................................................................................................................ 58 

UPDATE ........................................................................................................................................ 58 

SCROLL_START .............................................................................................................................. 59 

SCROLL_PROGRESS ....................................................................................................................... 59 

SCROLL_COMPLETE ....................................................................................................................... 59 

REACHED_TOP .............................................................................................................................. 60 

REACHED_BOTTOM ...................................................................................................................... 60 

REACHED_LEFT ............................................................................................................................. 60 

REACHED_RIGHT ........................................................................................................................... 61 

 

  



6 
 

Installing the component 
 
 

1. Double-Click on the ThumbnailGrid.mxp file. 
 

2. Accept the license agreement. 
 

3. If the Flash IDE was opened during installation process, reload the 
Components panel or restart the Flash IDE.  

 
 

 
 

 
 
 
 

¢ƘŀǘΩǎ ŀƭƭΦ ¸ƻǳ ŀǊŜ ǊŜŀŘȅ ǘƻ ǳǎŜ ǘƘŜ ŎƻƳǇƻƴŜƴǘΦ 
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Quick example 

 

1. Create a new Actionscript 3 File and save the file as grid.fla. 

Test the movie in order to create the grid.swf file. 

 

2. Open the Components panel (Window >Components) and drag an 

instance of the ThumbnailGrid component onto the stage. The 

ThumbnailGrid component can be found in the FlashOtaku folder.  

 

 
 

This is how the component looks on stage: 
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As you can see, the component has a live preview which makes it easy for you 

to preview how the component will be rendered, without having to test the 

movie. If you chose a different preloader or change any other visual element, 

you will immediately be able to see those changes. 

Bellow you can see how the component looks in the preview mode with a few 

properties changed. 

 

 

To change the color and transparency of the preview items, use the 

άTemporary Clip Alphaέ and άTemporary Clip Colorέ ǇǊƻǇŜǊǘƛŜǎΦ ¸ƻǳ Ŏŀƴ ŀƭǎƻ 

ǳǎŜ ǘƘŜ ά[ƛǾŜ tǊŜǾƛŜǿ LǘŜƳǎέ ǇǊƻǇŜǊǘȅ ǘƻ ǎŜǘ how many items you want to use 

in the live preview. 

 

Now we are ready to load some content into the component. 

 

3. In the same folder as gridΦǎǿŦ ŎǊŜŀǘŜ ŀ ƴŜǿ ŦƻƭŘŜǊ ŀƴŘ ƴŀƳŜ ƛǘ άƛƳŀƎŜǎέΦ  

Then copy the images you want to load into this folder. 

 

4. CƻǊ ǘƘƛǎ ŜȄŀƳǇƭŜ ǿŜΩƭƭ ǳǎŜ ŀƴ ·a[ ŦƛƭŜ ǘƻ ǎǇŜŎƛŦȅ ǘƘŜ ƭƻŎŀǘƛƻƴ ƻŦ ǘƘŜ 

images. Create an XML file in the same directory as grid.swf and the 

images folder, and name it images.xml. 

 

5. The XML file needs to have a structure similar to this: 
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<?xml version="1.0" encoding="utf - 8"?>  

<images>  

 <image source="images/image0.jpg" />  

 <image source="images/image1.jpg"/>  

 <image source="images/image2.jpg"/>  

 <image source="images/image3.jpg"/>  

 <image source="images/image4.jpg"/>  

</images>  

 

The only required keyword is άǎƻǳǊŎŜέΦ ¸ƻǳ ƴŜŜŘ ǘƻ ǳǎŜ ǘƘƛǎ ƪŜȅǿƻǊŘ ǘƻ 

specify the location of the image you want to load. 

 

The XML file could as well look like this: 

 
<?xml version="1.0" encoding="utf - 8"?>  

<thumbnails>  

 <thumbnail source="Animals/Image_of_a_bird .jpg" />  

 <thumbnail so urce="Flowers/Sun_flower.jpg"/>  

 <thumbnail source="WildLife /Lion.jpg"/>  

 <thumbnail source="Space/Earth_from_Space.jpg"/>  

</thumbnails>  

 

 

6.  Open the Component Inspector panel (Window > Component Inspector) 

ŀƴŘ ŎƭƛŎƪ ƻƴ ǘƘŜ ƛƴǎǘŀƴŎŜ ȅƻǳΩǾŜ ŘǊŀƎƎŜŘ ƻƴǘƻ ǘƘŜ stage. You should now 

see all the customizable properties in the Component Inspector. Scroll 

down to XML Path and enter the path of the XML file we are using, 

άƛƳŀƎŜǎΦȄƳƭέΦ  
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7. You are now ready to test the movie.  

 

At this point, you have managed to load the images. In the following 

ŎƘŀǇǘŜǊǎ ȅƻǳΩƭƭ ƭŜŀǊƴ Ƙƻǿ ȅƻǳ Ŏŀƴ ǳǎŜ ŀƭƭ ǘƘŜ ŀǾŀƛƭŀōƭŜ ǇǊƻǇŜǊǘƛŜǎ ŀƴŘ 

methods to customize the component to your needs. 
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Using the Component Inspector 
 

¢ƘŜ /ƻƳǇƻƴŜƴǘ LƴǎǇŜŎǘƻǊ ŀƭƭƻǿǎ ȅƻǳ ǘƻ Ŝŀǎƛƭȅ ŎƘŀƴƎŜ ǘƘŜ ŎƻƳǇƻƴŜƴǘΩǎ 

properties without using Actionscript code. 

 

 

The Component Inspector has 2 

columns: Name and Value. 

The Name column contains the 

name of the properties while the 

Value column contains the values of 

the properties. As you can see 

almost all properties have default 

values. 

All these properties can also be 

changed using Actionscript code, as 

you will see in the next chapter. 
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Using Actionscript to set the properties 
 

Setting the properties using Actionscript is very easy and can give you a greater 

flexibility than using the Component Inspector. 

 

Before writing any code, you need to give the component an instance name. 

άƳȅGridέ, for example. 

 

 

LǘΩǎ ŀƭǎƻ ŀ ƎƻƻŘ ǇǊŀŎǘƛŎŜ ǘƻ ŎǊŜŀǘŜ ŀ ǎŜǇŀǊŀǘŜ ƭŀȅŜǊ ŦƻǊ ǘƘŜ !ŎǘƛƻƴǎŎǊƛǇǘ ŎƻŘŜΦ 

 

 

Now, if you want, for example, to specify the path to the XML file using 

Actionscript, all the code you need to write is this: 

myGrid .xmlPath = ñimages.xmlò 

 

Now, lŜǘΩǎ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ƭƻŀŘ ǘƘŜ ƛƳŀƎŜǎ ŦǊƻƳ ǘƘŜ ōŜƎƛƴƴƛƴƎ ōǳǘ ƻƴƭȅ ŀŦǘŜǊ 

you press a button. This is very easy to do using code. 

CƛǊǎǘ ŎǊŜŀǘŜ ŀ aƻǾƛŜ/ƭƛǇ ǎȅƳōƻƭ ŀƴŘ ƎƛǾŜ ƛǘ ŀƴ ƛƴǎǘŀƴŎŜ ƴŀƳŜ ƻŦ άƳȅ.ǳǘǘƻƴέΦ 
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Add this code in the actionscript layer: 

import flash.events.MouseEvent;  

myButton.addEventListener(MouseEvent.CLICK, clickHandler);  

function clickHandler(event:MouseEvent):void  

{  

myGrid .xmlPath = ñimages.xmlò; 

}  

!ǎ ȅƻǳ Ŏŀƴ ǎŜŜ ƛǘΩǎ ǾŜǊȅ Ŝŀǎȅ ŀƴŘ ƎƛǾŜǎ ȅƻǳ the ŦƭŜȄƛōƛƭƛǘȅ ȅƻǳ ŎƻǳƭŘƴΩǘ ƘŀǾŜ 

using just the Component Inspector.  

 

In the next chapter you will see how you can instantiate the component itself 

using code, and not dragging it onto the stage, which will give an even greater 

flexibility. 
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Instantiate the component using code 

 

Before instantiating the component, you need to make sure the component is 

in the library (Window > Library). LŦ ƛǘΩǎ ƴƻǘ ǘƘŜǊŜ, first you need to drag an 

instance of the component into the library. 

 

 

Now, we are ready to start coding. 

 

1. Import the ThumbnailGrid class. 

 

import com.flashotaku. grid . ThumbnailGrid ;  

 

2. Instantiate the ThumbnailGrid class. 
 

var myGrid : ThumbnailGrid  = new ThumbnailGrid ();  

 

3. Add the instance to the display list. 
 

addChild(myGrid);  
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These 3 lines of code are the equivalent of dragging the component onto the 

ǎǘŀƎŜ ŀƴŘ ƎƛǾƛƴƎ ƛǘ ǘƘŜ ƛƴǎǘŀƴŎŜ ƴŀƳŜ ƻŦ άmyGridέΦ ¢ƘŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ǳǎƛƴƎ ŎƻŘŜ 

over dragging the component onto the stage is that it allows you to chose 

when the component will appear on stage. Maybe you want to instantiate the 

component only after a button was pressed or some other piece of code 

executed. 

The next example shows how to instantiate the component only after a button 

was pressed. 

Like in the previous example, create a MovieClip symbol and give it the 

ƛƴǎǘŀƴŎŜ ƴŀƳŜ ƻŦ άƳȅ.ǳǘǘƻƴέΦ ¢ƘŜƴΣ ƛƴ ǘƘŜ ŀŎǘƛƻƴǎŎǊƛǇǘ ƭŀȅŜǊΣ ŀŘŘ ǘƘŜ ŦƻƭƭƻǿƛƴƎ 

code: 

 

import com.flashotaku. grid . ThumbnailGrid ;  

import flash.event s.MouseEvent;  

 

var myGrid : ThumbnailGrid ;  

 

myButton.addEventListener(MouseEvent.CLICK, clickHandler);  

 

function clickHandler(event:MouseEvent):void  

{  

 myGrid  = new ThumbnailGrid ();  

 addChild( myGrid );  

 myGrid .xmlPath = ñimages.xmlò; 

}  
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Loading content using Actionscript 
 

You are not required to use an XML file to load the content. You can also do 

this with Actionscrip, using the items  property. All you need to do is create an 

array of Objects, each object containing the source property and then pass this 

ŀǊǊŀȅ ǘƻ ǘƘŜ ŎƻƳǇƻƴŜƴǘΩǎ items  property. 

 

var myItems:Array = [{source:òimages/image0.jpgò},       

 {source:òimages/image1.jpgò},      

 {source:òimages/image2.jpgò}, 

 {source:òimages/image3.jpgò},   

 {source:òimages/image4.jpgò}]; 

myGrid .items = myItems;  

9ŀŎƘ ƛǘŜƳ ƴŜŜŘǎ ǘƻ ƘŀǾŜ ǘƘŜ άǎƻǳǊŎŜέ ǇǊƻǇŜǊǘȅ ǘƻ ǎǇŜŎƛŦȅ ǘƘŜ ƭƻŎŀǘƛƻƴ ƻŦ ǘƘŜ 

image. You can also set additional properties for each item to store data that 

you might want to use in your project. For example, you could specify a title, a 

description or an URL for each item. 

Example: 

{source:òimages/image0.jpgò, title:òSome titleò, 

description:òSome descriptionò, link:òhttp://flashotaku.comò}  

 

Note that you can add as many additional properties as you want and also the 

name of these properties is not important. 

Example: 

{source:òimages/image0.jpgò, abc:òSome dataò, xyz:òSome more 

dataò} 
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You can also add additional data to each item if you use an XML file by creating 

additional attributes. The name and number of these additional attributes is 

not important. 

 

Example: 

<?xml version="1.0" encoding="utf - 8"?>  

<images>  

 <image source="images/image0.jpg" title=òTitleò/> 

 <image source="images/image1.jpg" abc=òsome dataò/> 

 <image source="images/image2.jpg" xyz=òmore dataò/> 

 <image source="images/image3.jpg"/>  

 <ima ge source="images/image4.jpg"/>  

</images>  

 

LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ǎŜǘ ŀƴȅ ŀŘŘƛǘƛƻƴŀƭ Řŀǘŀ ȅƻǳ ŎƻǳƭŘ ǳǎŜ ŀƴƻǘƘŜǊ ǇǊƻǇŜǊǘȅ ǘƻ 

load the content, itemsArray . You can pass this property an array of strings 

that contains the location of the content you want to load. 

Example: 

var myItems:Array = [ñimages/image0.jpgò, ñimages/image1.jpgò, 

ñimages/image2.jpgò, ñimages/image3.jpgò, ñimages/image4.jpgò]. 

myGrid.itemsArray = myItems;  

 

As you can see, using this property requires less code. Also, this property is 

available in the Component Inspector while the items  property is not available 

in the Component Inspector. 
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Types of content 
 

The ThumbnailGrid component allows you to load external files like JPGs, GIFs, 

PNGs and SWFs but also library assets and Display Objects. 

 

 

External content  
 

¸ƻǳΩǾŜ ǎŜŜƴ ƛƴ ǘƘŜ ǇǊŜǾƛƻǳǎ ŜȄŀƳǇƭŜǎ Ƙƻǿ ǘƻ ƭƻŀŘ ŜȄǘŜǊƴŀƭ ŎƻƴǘŜƴǘΦ ¸ƻǳ ǎƛƳǇƭȅ 

need to specify the path to the content as the source.   

myGrid.addIte m({source: ñimages/MyImage.jpgò}); 

 

 

Library assets  
 

Before loading a symbol from the Library, you need to associate a Class to the 

symbol. For this, go to the Library, right-click on the symbol, chose Linkage, 

select Export for Actionscript, and enter a name in the Class field. Then, all you 

need to do is specify that Class name as the source. 
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var myItems:Array = [ {source:òAssetò},                  

{source:ò images/image0.jpg ò}, {source:ò images/image 1.jpg ò}] 

myGrid .items = myItems;  

 

¢ƘŜ ƴŀƳŜ ƻŦ ǘƘŜ /ƭŀǎǎ ŘƻŜǎƴΩǘ ƴŜŎŜǎǎŀǊȅ ƘŀǾŜ ǘƻ ōŜ ǘƘŜ ǎŀƳŜ ŀǎ ǘƘŜ ƴŀƳŜ ƻŦ 

the symbol but when you specify the source you always use the name of the 

Class. I could have named the class MyAssetSample, for example, and then the 

source would be {source:òMyAssetSampleò}.  

You can also pass the source without quotation marks: 
{source:MyAssetSample}.  

 

 

Display Objects (Movie Clip, Bitmap, Sprite)  
 

CƻǊ ǘƘƛǎ ŜȄŀƳǇƭŜ LΩǾŜ ƛƳǇƻǊǘŜŘ о ƛƳŀƎŜǎ ό.ƛǘƳŀǇǎύ ǘƻ ǘƘŜ {ǘŀƎŜΦ bƻǿΣ ŀƭƭ L ƴŜŜŘ 

to do is convert the Bitmaps to Movie Clips and give them instance names. To 

convert a Bitmap to Movie Clip right-ŎƭƛŎƪ ƻƴ ǘƘŜ ƛƳŀƎŜ ŀƴŘ ŎƘƻǎŜ ά/ƻƴǾŜǊǘ ǘƻ 

{ȅƳōƻƭέΦ ¸ƻǳ Ŏŀƴ ǎǇŜŎƛŦȅ ŀ ƴŀƳŜ ŦƻǊ ǘƘŜ {ȅƳōƻƭ ƛŦ ȅƻǳ ǿŀƴǘ όƛǘΩǎ ƴƻǘ ƴŜŎŜǎǎŀǊȅ 

for this example) then click OK. Then click on the image, which is now a Movie 

Clip, and give it an instance name in the Properties panel. 
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You need to follow these steps for each image you want to load. After this you 

simply need to specify the instance names of the movie clips as the source. 

var myItems:Array  = [{source: òFirstBird ò},                  

{source: òSecondBird ò}, {source: òThirdBird ò}];  

myGrid .items = myItems;  

 

When you test the movie, the component will take those movie clips from the 

stage and load them as items.  

Note that any movie clip can be loaded in a single item. If you want to load the 

same movie clip into multiple items, you should load it as a library asset. 

 

LǘΩǎ ǾŜǊȅ ǎƛƳƛƭŀǊ ǿƘŜƴ ȅƻǳ ǿƻǊƪ ǿƛǘƘ {ǇǊƛǘŜ ƻōƧŜŎǘǎΦ ¸ƻǳ ŀŎǘǳŀƭƭȅ ƘŀǾŜ ǘǿƻ 

options here. One would be to specify the instance of the Sprite object as the 

source, without quotations. 

var rectangle:Sprite = new Sprite();  

rectangle.graphics.beginFill(0xFF0000);  

rectangle.graphics.drawRect(0, 0, 100, 100);  
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rectangle.graphics.endFill();  

 

myGrid .addItem({source:rectangle});  

 

The other option is used when you use an XML file to load the items and you 

need to somehow specify the Sprite object in the XML. 

<image  source=" rectangle" />  

In this case you need to also give a name to the Sprite object and add the 

object to the display list. 

var rectangle:Sprite = new Sprite();  

rectangle.graphics.beginFill(0xFF0000);  

rectangle.graphics.drawRect(0, 0, 100, 100);  

rectangle.graphics.endFill();  

rectangle.name = ñrectangleò; 

addChild(rectangle);  

 

 

The name of the instance needs to be the same as the name used in the XML 

ŦƛƭŜΦ LŦ ȅƻǳ ƴŀƳŜ ǘƘŜ {ǇǊƛǘŜ ƻōƧŜŎǘ άƳȅwŜŎǘŀƴƎƭŜέ όrectangle.name = 

ñmyRectangleò), in the XML file you need to have: 

<image  source=" myRectangle" />  
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Properties 

 

xmlPath  

Component Inspector Name: XML Path. 

Type: String. 

Default Value:  ά έ όŜƳǇǘȅ ǎǘǊƛƴƎύΦ 

Description: The location of the XML file. 

Example:  ƳȅDǊƛŘΦȄƳƭtŀǘƘ Ґ άŦƛƭŜǎκȄƳƭκƛƳŀƎŜǎΦȄƳƭέΤ 

 

items  

Component Inspector Name: Not Available. 

Type: Array of objects. 

Default Value:  [] (empty array). 

Description: An array of objects, each object containing the source of the 

content and other additional data. 

Example:  ƳȅDǊƛŘΦƛǘŜƳǎ Ґ ώϑǎƻǳǊŎŜΥέŦƛƭŜǎκƛƳŀƎŜǎκƛƳŀƎŜлΦƧǇƎέϒΣ 

ϑǎƻǳǊŎŜΥέŦƛƭŜǎκƛƳŀƎŜǎκƛƳŀƎŜмΦƧǇƎέϒΣ ϑǎƻǳǊŎŜΥέŦƛƭŜǎκƛƳŀƎŜǎκƛƳŀƎŜнΦƧǇƎέϒϐΤ 

 

itemsArray  

Component Inspector Name: Items Array. 

Type: Array of strings. 

Default Value:  [] (empty array). 

Description: An array of strings, each string containing the source of the 

content. 

Example:  ƳȅDǊƛŘΦƛǘŜƳǎ!ǊǊŀȅ ҐώέŦƛƭŜǎκƛƳŀƎŜǎκƛƳŀƎŜлΦƧǇƎέΣ άŦƛƭŜǎκƛƳŀƎŜǎκƛƳŀƎŜмΦƧǇƎέΣ 

έŦƛƭŜǎκƛƳŀƎŜǎκƛƳŀƎŜнΦƧǇƎέϐΤ 
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itemWidth  

Component Inspector Name: Item Width. 

Type: Number. 

Default Value:  150. 

Description: The maximum width of each item. 

Example:  myGrid.itemWidth = 200; 

 

itemHeight  

Component Inspector Name: Item Height. 

Type: Number. 

Default Value:  100. 

Description: The maximum height of each item. 

Example:  myGrid.itemWidth = 150; 

 

currentHorizontalPosition  

Component Inspector Name: Not Available. 

Type: Number. 

Default Value:  0. 

Description: A number between 0 and 1 representing the current horizontal 

position of the grid. 

Example:  myGrid.currentHorizontalPosition = 0.5; 

 

currentVerticalPosition  

Component Inspector Name: Not Available. 

Type: Number. 

Default Value:  0. 
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Description: A number between 0 and 1 representing the current vertical 

position of the grid. 

Example:  myGrid.currentVerticalPosition = 0.5; 

 

currentPositionEasingStrength  

Component Inspector Name: Current Position Easing Strength. 

Type: Number. 

Default Value:  30. 

Description: Indicates the strength of the easing when the position of the 

grid is set using the currentHorizontalPosition and currentVerticalPosition 

properties. 

Example:  myGrid.currentPositionEasingStrength = 50; 

 

scaleMode 

Component Inspector Name: Scale Mode. 

Type: String. 

Default Value:  άŜȄŀŎǘCƛǘέΦ 

Available Values: άŜȄŀŎǘCƛǘέΣ άƳŀƛƴǘŀƛƴ!ǎǇŜŎǘwŀǘƛƻέ ŀƴŘ άƴƻ{ŎŀƭŜέΤ 

Description: The scaling ƻŦ ŜŀŎƘ ƛǘŜƳΦ άŜȄŀŎǘCƛǘέ ǿƛƭƭ ǊŜǎƛȊŜ ŀƭƭ ƛǘŜƳǎ ǘƻ ǘƘŜ 

ƳŀȄƛƳǳƳ ǿƛŘǘƘ ŀƴŘ ƘŜƛƎƘǘΦ άƳŀƛƴǘŀƛƴ!ǎǇŜŎǘwŀǘƛƻέ ǿƛƭƭ ǊŜǎƛȊŜ ǘƘŜ ƛǘŜƳǎ ǘƻ 

ǘƘŜ ƳŀȄƛƳǳƳ ǿƛŘǘƘ ƻǊ ƘŜƛƎƘǘΣ ƳŀƛƴǘŀƛƴƛƴƎ ǘƘŜ ŀǎǇŜŎǘ ǊŀǘƛƻΦ άƴƻ{ŎŀƭŜέ ǿƛƭƭ 

ignore the maximum width and height, maintaining the items at the original 

dimensions.  

Example:  ƳȅDǊƛŘΦǎŎŀƭŜaƻŘŜ Ґ άƳŀƛƴǘŀƛƴ!ǎǇŜŎǘwŀǘƛƻέΤ 

 

direction  

Component Inspector Name: Direction. 




