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Installing the component 
 
 

1. Double-Click on the ThumbnailScroller.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 ready to use the component. 
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Quick example 

 

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

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

 

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

instance of the ThumbnailScroller component onto the stage. The 

ThumbnailScroller component can be found in the FlashOtaku folder.  

 

 
 

This is how the component looks on stage: 

 

 
 

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 
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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 

ά¢ŜƳǇƻǊŀǊȅ /ƭƛǇ !ƭǇƘŀέ ŀƴŘ ά¢ŜƳǇƻǊŀǊȅ /ƭƛǇ /ƻƭƻǊέ ǇǊƻǇŜǊǘƛŜǎΦ ¸ƻǳ Ŏŀƴ ŀƭǎƻ 

ǳǎŜ ǘƘŜ ά[ƛǾŜ tǊŜǾƛŜǿ LǘŜƳǎέ ǇǊƻǇŜǊǘȅ ǘƻ ǎŜǘ Ƙƻǿ Ƴŀƴȅ ƛǘŜƳǎ ȅƻǳ ǿŀƴǘ ǘƻ ǳǎŜ 

in the live preview. 

 

 

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

 

3. In the same folder as scroller.swf create a new folder and name it 

άƛƳŀƎŜǎέΦ  ¢ƘŜƴ Ŏopy 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 scroller.swf and the 

images folder, and name it images.xml. 

 

5. The XML file needs to have a structure similar to this: 

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

<images>  

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

 <image source="i mages/image1.jpg"/>  

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

 <image source="images/image3.jpg"/>  
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 <image source="images/image4.jpg"/>  

</images>  

 

¢ƘŜ ƻƴƭȅ ǊŜǉǳƛǊŜŘ ƪŜȅǿƻǊŘ ƛǎ 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 source="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 ǎǘŀƎŜΦ ¸ƻǳ ǎƘƻǳƭŘ ƴƻǿ 

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 properties and 

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. 

άƳȅ{ŎǊƻƭƭŜǊέ, 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: 

myScroller.xmlPath = ñimages.xml ò 

 

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

after 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  

{  

myScroller.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 ThumbnailScroller class. 

 

import com.flashotaku.scroller.ThumbnailScroller;  

 

2. Instantiate the ThumbnailScroller class. 
 

var myScroller:ThumbnailScroller = new  ThumbnailScroller();  

 

3. Add the instance to the display list. 
 

addChild(myScroller);  
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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 άƳȅ{ŎǊƻƭƭŜǊέΦ ¢ƘŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ǳǎƛƴƎ 

code 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.scroller.ThumbnailScroller;  

import flash.events.MouseEvent;  

 

var myScroller:ThumbnailScroller;  

 

myButton.addEventListener(MouseEvent.CL ICK, clickHandler);  

 

function clickHandler(event:MouseEvent):void  

{  

 myScroller = new ThumbnailScroller();  

 addChild(myScroller);  

 myScroller.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 

array to the compoƴŜƴǘΩǎ 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}]; 

myScroller.items = myItems;  

Each item needs 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: 

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

dataò} 

 

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. 
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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"/>  

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

</images>  

 

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

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]. 

myScroller.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 ThumbnailScroller component allows you to load external files like JPGs, 

GIFs, PNGs and SWFs but also library assets and Display Objects. 

 

 

External content  
 

¸ƻǳΩǾŜ ǎŜŜƴ in the previous examples how to load external content. You simply 

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

myScroller.addItem({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}] 

myScroller .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}];  

myScroller .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();  

 

myScroller .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:  Ƴȅ{ŎǊƻƭƭŜǊΦȄƳƭtŀǘƘ 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:  Ƴȅ{ŎǊƻƭƭŜǊΦƛǘŜƳǎ 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:  Ƴȅ{ŎǊƻƭƭŜǊΦƛǘŜƳǎ!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:  myScroller.itemWidth = 200; 

 

itemHeight  

Component Inspector Name: Item Height. 

Type: Number. 

Default Value:  100. 

Description: The maximum height of each item. 

Example:  myScroller.itemWidth = 150; 

 

currentPosition  

Component Inspector Name: Not Available. 

Type: Number. 

Default Value:  0. 

Description: A number between 0 and 1 representing the current position of 

the scroller. 

Example:  myScroller.currentPosition = 0.5; 

 

currentPositionEasingStrength  

Component Inspector Name: Current Position Easing Strength. 

Type: Number. 

Default Value:  30. 
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Description: Indicates the strength of the easing when the position of the 

scroller is set using the currentPosition property. 

Example:  myScroller.currentPositionEasingStrength = 50; 

 

scaleMode 

Component Inspector Name: Scale Mode. 

Type: String. 

Default Value:  άŜȄŀŎǘCƛǘέΦ 

Available Values: άŜȄŀŎǘCƛǘέΣ άƳŀƛƴǘŀƛƴ!ǎǇŜŎǘwŀǘƛƻέ ŀƴŘ άƴƻ{ŎŀƭŜέΤ 

Description: The scaling of each itemΦ άŜȄŀŎǘCƛǘέ ǿƛƭƭ ǊŜǎƛȊŜ ŀƭƭ items to the 

ƳŀȄƛƳǳƳ ǿƛŘǘƘ ŀƴŘ ƘŜƛƎƘǘΦ άƳŀƛƴǘŀƛƴ!ǎǇŜŎǘwŀǘƛƻέ ǿƛƭƭ ǊŜǎƛȊŜ ǘƘŜ items to 

the maximum width or heƛƎƘǘΣ ƳŀƛƴǘŀƛƴƛƴƎ ǘƘŜ ŀǎǇŜŎǘ ǊŀǘƛƻΦ άƴƻ{ŎŀƭŜέ ǿƛƭƭ 

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

dimensions.  

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦǎŎŀƭŜaƻŘŜ Ґ άƳŀƛƴǘŀƛƴ!ǎǇŜŎǘwŀǘƛƻέΤ 

 

direction  

Component Inspector Name: Direction. 

Type: String. 

Default Value:  άƘƻǊƛȊƻƴǘŀƭέΦ 

Available Values: άƘƻǊƛȊƻƴǘŀƭέ ŀƴŘ άǾŜǊǘƛŎŀƭέΦ 

Description: The direction of the scroller. 

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦŘƛǊŜŎǘƛƻƴ Ґ άǾŜǊǘƛŎŀƭέΤ 

 

verticalAlign  

Component Inspector Name: Vertical Align. 

Type: String. 
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Default Value:  άƳƛŘŘƭŜέΦ 

Available Values: άƳƛŘŘƭŜΣ άǘƻǇέ ŀƴŘ άōƻǘǘƻƳέΦ 

Description: The alignment of each item when the direction is set to 

άƘƻǊƛȊƻƴǘŀƭέΦ Lǘ ƛǎ ƴƻǘ ƛƳǇƻǊǘŀƴǘ ǿƘŜƴ ŘƛǊŜŎǘƛƻƴ ƛǎ ǎŜǘ ǘƻ άǾŜǊǘƛŎŀƭέΦ 

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦǾŜǊǘƛŎŀƭ!ƭƛƎƴ Ґ άōƻǘǘƻƳέΤ 

 

horizonta lAlign  

Component Inspector Name: Horizontal Align. 

Type: String. 

Default Value:  άŎŜƴǘŜǊέΦ 

Available Values: άŎŜƴǘŜǊΣ άƭŜŦǘέ ŀƴŘ άǊƛƎƘǘέΦ 

Description: The alignment of each item when the direction is set to 

άǾŜǊǘƛŎŀƭέΦ Lǘ Ƙŀǎ ƴƻ ƛƳǇƻǊǘŀƴŎŜ ǿƘŜƴ ŘƛǊŜŎǘƛƻƴ ƛǎ ǎŜǘ ǘƻ άƘƻǊƛȊƻƴǘŀƭέΦ 

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦƘƻǊƛȊƻƴǘŀƭ!ƭƛƎƴ Ґ άƭŜŦǘέΤ 

 

  distance  

Component Inspector Name: Distance. 

Type: Number. 

Default Value: 10. 

Description: The distance between items. 

Example:  myScroller.distance = 25; 

 

cornerRoundness  

Component Inspector Name: Corner Roundness. 

Type: Number. 

Default Value: 0. 
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Description: The amount by which the corners of the items will be rounded. 

Example:  myScroller.cornerRoundness = 50; 

 

overSkinReference  

Component Inspector Name: Over Skin Reference. 

Type: String. 

Default ValueΥ άέΦ 

Description: The name of a Class associated to a library symbol that will be 

displayed on top of each item. This property can be used to create a gloss 

effect or to add a watermark. 

Example:  myScrollerΦƻǾŜǊ{ƪƛƴwŜŦŜǊŜƴŎŜ Ґ άDƭƻǎǎέΤ 

 

inact iveArea 

Component Inspector Name: Inactive Horizontal Area. 

Type: Number. 

Default Value: 0. 

Description: The width (or height if άdirectionέ is set to vertical) of the area 

in which the mouse scrolling will be inactive. 

Example:  myScroller.inactiveArea = 150; 

 

  handCursor  

Component Inspector Name: Hand Cursor. 

Type: Boolean. 

Default Value: false. 

Description: Indicates whether a hand cursor will be displayed when the 

mouse rolls over an item. 
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Example:  myScroller.handCursor = true; 

 

smoothing  

Component Inspector Name: Smoothing. 

Type: Boolean. 

Default Value: true. 

Description: Indicates whether the images will be smoothened. 

Example:  myScroller.smoothing = false; 

 

interactiveItems  

Component Inspector Name: Interactive Items. 

Type: Boolean. 

Default Value: false. 

Description: Indicates whether the items will be interactive. Set this 

property to true if the items contain objects that need to respond to mouse 

interaction. 

Example:  myScroller.interactiveItems = true; 

 

  border  

Component Inspector Name: Border. 

Type: Boolean. 

Default Value: false. 

Description: Indicates whether a border will be added for each item. 

Example:  myScroller.border = true; 
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  borderColor  

Component Inspector Name: Border Color. 

Type: uint. 

Default Value: 0xFFFFFF. 

Description: The color of the border. 

Example:  myScroller.borderColor = 0xFF00FF; 

 

  borderAlpha  

Component Inspector Name: Border Alpha. 

Type: Number. 

Default Value: 1.0. 

Description: The alpha of the border. 

Example:  myScroller.borderAlpha = 0.5; 

 

  borderThickness  

Component Inspector Name: Border Thickness. 

Type: Number. 

Default Value: 5. 

Description: The thickness of the border. 

Example:  myScroller.borderThickness = 0xFF00FF; 

 

  preloaderType  

Component Inspector Name: Preloader Type. 

Type: String. 

Default ValueΥ άōŀǊέΦ 
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Available Values:άōŀǊέΣ άǇƛŜέΣ άŎƛǊŎǳƭŀǊмέΣ άŎƛǊŎǳƭŀǊнέΣ άŎƛǊŎǳƭŀǊоέ ŀƴŘ άƴƻƴŜέ 

Description: ¢ƘŜ ǘȅǇŜ ƻŦ ǇǊŜƭƻŀŘŜǊΦ άƴƻƴŜέ ƛƴŘƛŎŀǘŜǎ ǘƘŀǘ ƴƻ ǇǊŜƭƻŀŘŜǊ ǿƛƭƭ 

be used. 

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦǇǊŜƭƻŀŘŜǊ¢ȅǇŜ Ґ άŎƛǊŎǳƭŀǊнέΤ 

 

  preloaderSize  

Component Inspector Name: Preloader Size. 

Type: Number. 

Default Value: 100. 

Description: ¢ƘŜ ǿƛŘǘƘ ƻŦ ǘƘŜ ǇǊŜƭƻŀŘŜǊ ƛŦ ǇǊŜƭƻŀŘŜǊ¢ȅǇŜ ƛǎ ǎŜǘ ǘƻ άōŀǊέ ŀƴŘ 

ǘƘŜ ǊŜŘƛǳǎ ƻŦ ǘƘŜ ǇǊŜƭƻŀŘŜǊ ƛŦ ǇǊŜƭƻŀŘŜǊ¢ȅǇŜ ƛǎ ǎŜǘ ǘƻ άǇƛŜέΣ άŎƛǊŎǳƭŀǊмέΣ 

άŎƛǊŎǳƭŀǊнέ ƻǊ άŎƛǊŎǳƭŀǊоέΦ 

Example:  myScroller.preloaderSize =15; 

 

  preloaderFillAlpha  

Component Inspector Name: Preloader Fill Alpha. 

Type: Number. 

Default Value: 0.5. 

Description: ¢ƘŜ ŀƭǇƘŀ ƻŦ ǘƘŜ ǇǊŜƭƻŀŘŜǊΩǎ Ŧƛƭƭ ǇƻǊǘƛƻƴΦ 

Example:  myScroller.preloaderFillAlpha = 0.7; 

 

  preloaderLineAlpha  

Component Inspector Name: Preloader Line Alpha. 

Type: Number. 

Default Value: 1.0. 

Description: ¢ƘŜ ŀƭǇƘŀ ƻŦ ǘƘŜ ǇǊŜƭƻŀŘŜǊΩǎ ƭƛƴŜ ǇƻǊǘƛƻƴΦ 
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Example:  myScroller.preloaderLineAlpha = 0.2; 

 

  preloader FillColor  

Component Inspector Name: Preloader Fill Color. 

Type: uint. 

Default Value: 0xFFFFFF. 

Description: ¢ƘŜ ŎƻƭƻǊ ƻŦ ǘƘŜ ǇǊŜƭƻŀŘŜǊΩǎ Ŧƛƭƭ ǇƻǊǘƛƻƴΦ 

Example:  myScroller.preloaderFillColor = 0x0000FF; 

 

  preloaderLineColor  

Component Inspector Name: Preloader Line Color. 

Type: uint. 

Default Value: 0xFFFFFF. 

Description: ¢ƘŜ ŎƻƭƻǊ ƻŦ ǘƘŜ ǇǊŜƭƻŀŘŜǊΩǎ ƭƛƴŜ ǇƻǊǘƛƻƴΦ 

Example:  myScroller.preloaderLineColor = 0xFF0000; 

 

  reflection  

Component Inspector Name: Reflection. 

Type: Boolean. 

Default Value: false. 

Description: Indicates whether a reflection will be added for the scroller. 

Example:  myScroller.reflection = true; 

 

  reflectionDistance  

Component Inspector Name: Reflection Distance. 

Type: Number. 
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Default Value: 0. 

Description: The distance of the reflection from the bottom edge of the 

scroller. 

Example:  myScroller.reflectionDistance = 5; 

 

  reflectionAlpha  

Component Inspector Name: Reflection Alpha. 

Type: Array of numbers. 

Default Value: [0.7, 0]. 

Description: An array of two numbers representing the alpha values at the 

beginning and at the end of the reflection.  

Example:  myScroller.reflectionAlpha = [1.0, 0.0]; 

 

  reflectionRatio  

Component Inspector Name: Reflection Ratio. 

Type: Array of numbers. 

Default Value: [0, 127]. 

Description: An array of two numbers representing the ratio values of the 

reflection.  

Example:  myScroller.reflectionRatio = [0, 255]; 

 

  animatedReflection  

Component Inspector Name: Animated Reflection. 

Type: Boolean. 

Default Value: false. 
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Description: Indicates whether the reflection will be animated. If the scroller 

has some animated content and you want the reflection to constantly 

refresh so that the animation will be visible in the reflection too, you need 

to set this property to true. 

Example:  myScroller.animatedReflection = true; 

 

  useCacheAsBitmap 

Component Inspector Name: Use Cache As Bitmap. 

Type: Boolean. 

Default Value: false. 

Description: Indicates the value of the cacheAsBitmap property for each 

item. Setting this property to true might result in better performance but it 

could also be a problem if the component has too many items. More info at 

http://livedocs.adobe.com/flash/9.0/ActionScriptLangRefV3/flash/display/D

isplayObject.html#cacheAsBitmap 

Example:  myScroller.useCacheAsBitmap = true; 

 

  temporaryClipReference  

Component Inspector Name: Temporary Clip Reference. 

Type: Object.  

Default Value: null. 

Description: The name of a Class associated to a library symbol that will be 

displayed for each item until the content of the item is loaded. If no value is 

specified, automatically a rectangle will be used with a specified alpha and 

ŎƻƭƻǊΦ LŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ŀ ǘŜƳǇƻǊŀǊȅ ŎƭƛǇ ǘƻ ōŜ ŘƛǎǇƭŀȅŜŘ ŀǘ ŀƭƭΣ ǎƛƳǇƭȅ ǎŜǘ 

the temporaryClipAlpha property to 0. 

Example:  myScroller.temporaryClipReference = ά¢ŜƳǇ/ƭƛǇέ; 
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  temporaryClipAlpha  

Component Inspector Name: Temporary Clip Alpha. 

Type: Number. 

Default Value: 0.5. 

Description: The alpha of the temporary clip. This property will be ignored if 

a reference to a temporary clip is set. 

Example:  myScroller.temporaryClipAlpha = 1.0; 

 

  temporaryClipColor  

Component Inspector Name: Temporary Clip Color. 

Type: uint. 

Default Value: 0xCCCCCC. 

Description: The color of the temporary clip. This property will be ignored if 

a reference to a temporary clip is set. 

Example:  myScroller.temporaryClipColor = 0x000000; 

 

  skipBrokenPath  

Component Inspector Name: Skip Broken Path. 

Type: Boolean. 

Default Value: false. 

Description: Indicates whether the component will ignore invalid sources 

when external content is loaded. 

Example:  myScroller.skipBrokenPath = true; 

 

  mouseScroll  

Component Inspector Name: Mouse Scroll. 
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Type: Boolean. 

Default Value: false. 

Description: Indicates wheǘƘŜǊ ǘƘŜ ŎƻƳǇƻƴŜƴǘΩǎ ƛǘŜƳǎ ǿƛƭƭ ōŜ ǎŎǊƻƭƭŜŘ ǿƘŜƴ 

the mouse rolls over the component. 

Example:  myScroller.mouseScroll = true; 

 

mouseScroll Type 

Component Inspector Name: Mouse Scroll Type. 

Type: String. 

Default Value: άrelativeέ. 

Available values: "relativeέ and άabsoluteέ. 

Description: άrelativeέ will scroll the items based on the pointerΩs position 

and the total number of items while άabsoluteέ will scroll the items based 

only on the pointerΩs position. 

Example:  myScroller.mouseScrollType = άabsoluteέ; 

 

  mouseScrollSpeed 

Component Inspector Name: Mouse Scroll Speed. 

Type: Number. 

Default Value: 5. 

Description: The speed of the scrolling when mouseScroll is set to true. A 

higher value indicates a higher speed. 

Example:  myScroller.mouseScrollSpeed = 30; 

 

mouseScroll Easing 

Component Inspector Name: Mouse Scroll Easing. 
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Type: Boolean. 

Default Value: false. 

Description: Indicates whether easing will be used when the scroller stops 

after the user moves the mouse away from the component. 

Example:  myScroller.mouseScrollEasing = true; 

 

 motionBlur  

Component Inspector Name: Motion Blur. 

Type: Boolean. 

Default Value: false. 

Description: Indicates whether the component will be blurred during the 

scrolling process. 

Example:  myScroller.motionBlur = true;  

 

motionBlurStrength  

Component Inspector Name: Motion Blur Strength. 

Type: Number 

Default Value: 2. 

Description: Indicates the strength of the blur if motionBlur is set to true. 

Example:  myScroller.motionBlurStrength = 4; 

 

motionBlurQuality  

Component Inspector Name: Motion Blur Quality. 

Type: Number 

Default Value: 1. 

Description: Indicates the quality of the blur if motionBlur is set to true. 
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Example:  myScroller.motionBlurQuality = 4; 

 

  scrollAmount  

Component Inspector Name: Scroll Amount. 

Type: Number. 

Default Value: 200. 

Description: The amount of scrolling when scrollRight(), scrollLeft(), 

scrollUp(), scrollDown() methods are used. 

Example:  myScroller.scrollAmount = 100; 

 

  scrollDuration  

Component Inspector Name: Scroll Duration. 

Type: Number. 

Default Value: 1. 

Description: The scroll duration in seconds. 

Example:  myScroller.scrollDuration = 3; 

 

  scrollEasing  

Component Inspector Name: Scroll Easing. 

Type: String. 

Default ValueΥ άŜȄǇƻƴŜƴǘƛŀƭhǳǘέ. 

Available values: "linearέ, άbackInέ, άbackOutέ,έ backInOutέ, άbounceInέ, 

άbounceOutέ, άbounceInOutέ, άcircularInέ, άcircularOutέ, άcircularInOutέ, 

άcubicInέ, άcubicOutέ, άcubicOutέ, άelasticInέ, άelasticOutέΣ άelasticInOutέ, 

άexponentialInέ, έexponentialOutέ, άexponentialInOutέ, άquadraticInέ, 

άquadraticOutέ, άquadraticInOutέ, άquarticInέ, άquarticOutέ, άquarticInOutέ, 

άquinticInέ, άquinticOut, άquinticInOutέ, άsineInέ, άsineOutέ, άsineInOut" 
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Description: The scroll easing. 

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦǎŎǊƻƭƭ9ŀǎƛƴƎ Ґ άōŀŎƪhǳǘέΤ 

 

  autoScroll  

Component Inspector Name: Auto Scroll. 

Type: Boolean. 

Default Value: false. 

Description: Indicates ǿƘŜǘƘŜǊ ǘƘŜ ŎƻƳǇƻƴŜƴǘΩǎ ƛǘŜƳǎ ǿƛƭƭ ōŜ ǎŎǊƻƭƭŜŘ 

automatically. 

Example:  myScroller.autoScroll = true; 

  autoScrollDelay  

Component Inspector Name: Auto Scroll Delay. 

Type: Number. 

Default Value: 3. 

Description: Indicates the delay of the auto scroll, in seconds. 

Example:  myScroller.autoScrollDelay = 4; 

 

  autoScrollDirection  

Component Inspector Name: Auto Scroll Direction. 

Type: String. 

Default ValueΥ άƴŜȄǘέΦ 

Available Values: άƴŜȄǘέ ŀƴŘ άǇǊŜǾƛƻǳǎέΦ 

Description: Indicates the direction in which the items will be scrolled.  

Example:  myScroller.autoScrollDirection = άǇǊŜǾƛƻǳǎέ; 
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  selectOver 

Component Inspector Name: Select Over. 

Type: uint. 

Default Value: 1. 

Description: Indicates over how many items the scrolling will be executed 

when selectNext() and selectPrevious() methods are used. 

Example:  myScroller.selectOver = 3; 

 

  selectedAlign  

Component Inspector Name: Selected Align. 

Type: String. 

Default ValueΥ άŎŜƴǘŜǊέΦ 

Available Values: άŎŜƴǘŜǊέΣ άƭŜŦǘέΣ άǊƛƎƘǘέΣ άƳƛŘŘƭŜέΣ άǘƻǇέΣ άōƻǘǘƻƳέ and 

άƴƻƴŜέ. 

Description: Indicates the alignment of the selected itemΦ άŎŜƴǘŜǊέΣ άƭŜŦǘέΣ 

άǊƛƎƘǘέ ƴŜŜŘ ǘƻ ōŜ ǳǎŜŘ ǿƘŜƴ ŘƛǊŜŎǘƛƻƴ ƛǎ ǎŜǘ ǘƻ άƘƻǊƛȊƻƴǘŀƭέ ŀƴŘ άƳƛŘŘƭŜέΣ 

άǘƻǇέΣ άōƻǘǘƻƳέ ǿƘŜƴ ŘƛǊŜŎǘƛƻƴ ƛǎ ǎŜǘ ǘƻ άǾŜǊǘƛŎŀƭέΦ 

Example:  Ƴȅ{ŎǊƻƭƭŜǊΦǎŜƭŜŎǘŜŘ!ƭƛƎƴ Ґ άƭŜŦǘέΤ 

 

  effect 

Component Inspector Name: Effect. 

Type: Object. 

Default Value: null . 

Description: An instance of an Effect component. 

Example: 

var greyEffect:GreyEffect = new GreyEffect(); 
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myScroller.effect = greyEffect; or myScroller.effecǘ Ґ άƎǊŜȅ9ŦŦŜŎǘέΤ 

 

livePreviewItems  

Component Inspector Name: Live Preview Items. 

Type: uint. 

Default Value: 10. 

Description: The number of items used for the live preview. 
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Read-only properties 

 

numItems  

    Type: uint. 

    Description: Returns the total number of items. 

    Example: 

 trace(myScroller.numItems);  

 

selectedIndex  

    Type: int. 

    Description: Returns the index of the selected item. 

    Example: 

 trace(myScroller.selectedIndex);  

 

isScrolling  

    Type: Boolean. 

    Description: Indicates whether the component is currently scrolling. 

    Example: 

 trace(myScroller.isScrolling);  
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Methods 

 

addItem()  

Implementation: addItem(data:Object):void  

Description: Adds a new item at the end of the component. 

Parameters: data - !ƴ ƻōƧŜŎǘ ŎƻƴǘŀƛƴƛƴƎ ǘƘŜ ƛǘŜƳΩǎ ŘŀǘŀΦ 

Example:  

myScroller.addItem({source:òimages/image1.jpgò, 

title:òFlowerò, description:òImage descriptionò}) ;  

 

addItemAt()  

Implementation: add Item At (data:Object , index:uint ):void  

Description: Adds a new item at the specified index. 

Parameters: data - !ƴ ƻōƧŜŎǘ ŎƻƴǘŀƛƴƛƴƎ ǘƘŜ ƛǘŜƳΩǎ ŘŀǘŀΦ 

     index - The index at which the item is to be added. 

Example:  

myScroller.addItem At ({source:òimages/image1.jpgò, 

title:òFlowerò, description:òImage descriptionò} , 3 ) ;  

 

addItems()  

Implementation: addItem s( items:Array ):void  

Description: Adds an array of items to the end of the component. 

Parameters: items - An array of items to be added. 

 

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

 {source:òimages/image1.jpgò,title:òBirdò},      

 {source:òimages/image2.jpgò,title:òSkyò},  

 {source:òimages/image3.jpgò}]; 

myScroller.addItem s(myItems ) ;  

 

addItemsAt()  

Implementation: addItem s( items:Array, index:uint ):void  

Description: Adds an array of items at the specified index. 

Parameters: items - An array of items to be added. 

     index - The index at which the items will be added. 

Example:  

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

 {source:òimages/image1.jpgò,title:òBirdò},      

 {source:òimages/image2.jpgò,title:òSkyò},  

 {source:òimages/image3.jpgò}]; 

myScroller.addItem s(myItems, 5 ) ;  

 

removeItem()  

Implementation: remove Item( item : IDisplayItem ):void  

Description: Removes the specified item. 

Parameters: item - The item to be removed. 

 

Example:  

myScroller.removeItem(myScroller.getItemAt(4));  
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removeItemAt()  

Implementation: remove Item At ( index:uint ):void  

Description: Removes the item at the specified index. 

Parameters: index - The index of the item to be removed. 

Example:  

myScroller.removeItemAt(1);  

 

removeItemsAt()  

Implementation: remove Item sAt ( startIndex:uint, removeCount:uint)  

Description: Removes a specified number of items starting at a specified index. 

Parameters: startIndex - The index of the first item which is to be removed. 

   removeCount - The number of items to be removed. 

Example:  

myScroller.removeItemsAt(0, 3);  

 

removeAllItems()  

Implementation: removeAllItems():void  

Description: Removes all items. 

Example:  

myScroller.removeAllItems();  

 

replaceItem()  

Implementation: replaceItem ( data:Object, item:IDisplayItem)  

Description: Replace an existing item with a new item. 

Parameters: data - The data of the new item. 

   item - The item to be replaced. 




