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Introduction

The basic idea in this tutorial is to show you some basic ideas in Flash, C# and MSSQL 2000 when you want to present pictures in Flash.

Here is the assignment: You should show some thumbnails in Flash. When the user click one of the thumbnails you must show a big window with the original picture.

For my own help I use the method to look at the Three tier application design.


[image: image1]
In the application design I will follow this strategy:

1. Create a sketch for Flash to find data

2. Create the table in MSSQL

3. Insert data into the table

4. Create Stored Procedure for Inserting and selecting data.

5. Test the Stored Procedures

6. Create the C# file for selecting data from Stored Procedure and sending data to Flash.

7. Setup Flash (More description later)

Create a sketch for Flash to find data







When the user clicks on the chosen picture:


[image: image2]
Create the table in MSSQL and insert data
From the sketch I define the following table:

ImagesTest
I need the following fields:

iID, int, IDent Seed, PK, Not null
iTitle, nvarchar(20), Null

iThumb, nvarchar(50), Not Null

iPicture, nvarchar(50), Not Null

iText, nvarchar(255), Null

iCreated, datetime, Not Null
iActive, bit, Not Null

iOldpicture, nvarchar(50), Null

iChanged, datetime, Null

iID is of course the Primary Key, which is Identity Seed.

iTitle is a title for the picture. It can be Null, meaning there are no title.

iThumb is the link to a thumbnail (eg. images/thumbs/img1.jpg)

iPicture is the link to the big picture (eg. images/img1.jpg)

iText is a longer text describing the product.

iCreated is when the picture was created

iActive means should the picture be shown in Flash, 0==no, 1==yes.

iOldpicture is if we change the picture. Then we reference the old picture.

iChanged is date of picture changing.

To create the table I log in to Enterprise Manager. Go to my database flashtest and open to view Tables area. Then I right click and choose new table. Then I type in all the table fields and then save the table as ImagesTest.
When the table is created I right click again and choose Open table, Return all rows. Then I insert one row of data. Remember not to insert anything to the key.
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Create Stored Procedure for Inserting and selecting data
Now when the basic table is ready, it is time to create two Stored Procedures (SP). One for inserting data and one for selecting data. Later there can be many more SP, but for now we will create two.
Notice that the inserting SP will be used from XHTML pages (backend to insert images) and Selecting SP will be used from Flash.

I will use a wizard to create the inserting SP and write the selecting SP myself.

Inserting SP
In SQL Server Enterprise Manager choose Tools menu, Wizards.

Then open for Database area and choose Create Stored Procedure Wizard and then click OK.
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Click Next button.

Choose your database. I choose flashtest.
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Click Next.

Click in Insert area of your new table, then click Next.
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In next window choose Edit and change the name of your SP. I change to sp_insert_images.
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Click finish. The SP is created.

Now you must open the SP by double clicking it. Check that it is ok. Check that the iID field is not in the SP because this is a Ident. Seed. Also notice how the parameters names are very strange, like @iTitle_2. The wizard use numbers at the end of field names.
Here is the SP before edit.
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Here is the SP after edit: Notice that I removed the id field and changed the field names.
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Click check syntax and then click OK to close the SP.

Now we must test if it is working.

Go to Tools menu, choose SQL Query Analyzer.
The command to use here is: execute or just exec. After exec you must type the name of you SP and then the parameters needed. If a field is nvarchar I use “”.
In my example it is:

exec sp_insert_images1 “shirt2”, “images/thumb/shirt2.jpg”, “images/shirt2.jpg”,”text for shirt2”, “29-09-2007”,1,null,null
When you are ready execute the SP. Then close the Analyzer and open the table to check if one row is inserted. You can also see it in the Analyzer right away with the message The command(s) completed successfully.
[image: image11.png]%, S0L Query Anal
Fie Edt Query Tods Window Fep

B-BEE| L REMA 0 (D v e ([0 e ~

Object Browser x| §
5 IDUN SUBSITE DKfle + |

Query - IDUN.SUBS

ages/thumb/shirt2.3pg",

[ DUNSUBSTEDR |
fasttent

"images/shirt2.3jpg", "text for shirt2",

"29-09-2007",1,null, null

< 3
‘System Staistcal Fur
ot and Image Func| |[TB= command(s) completed successfally. ~

Rowset

System Data Types

< 3

Resuts

JQuery batch completed, /IDUN.SUBSITE.DK (8.0) [flashtest (52) [flashtest [0:00:00 (0rows in1,Col112 /)

Comecsons 1 |||
Do 05





Now your first SP is ready to be used in Visual Studio by C#.
Selecting SP

Now I will create a new SP for selecting all the images in the table. This is the sql command “select * from imagesTest”.
First close the Analyzer and return to Enterprise Manager.
Then find the Stored Procedure area and right click. 

Choose: New Stored procedure....

The SP window will open and now you must type in the SP yourself.
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Change [OWNER] to [dbo]. This means the owner of the database. In my case I login to the database as user “flashtest”, so dbo is flashtest.
Then change [PROCEDURE NAME] to the name of the SP. Here [sp_select_images1].

Then move a few lines down AFTER the AS statement. Now you must type in the SQL statement.

Type: select * from imagesTest
Go down a few lines againg an finally type: GO.

[image: image13.png]- New Stored Procedure

<New Stored Procedure>

[dbo] [sp_select_imagesT]

imagesTest

FEODRNAGR AT 589535559838

2

3E3A33323%8%9

Save as Template,

Do 05





Now click the check Syntax button and then the OK button. 

Remember to test your SP in Query Analyzer. 

The command will be: 

exec sp_select_image1

Now both your SP are ready. The next part will be to write your C# files to use the SP. This example will use the above sp_select_image1 SP in the C# file to send the data to Flash.

Create the C# file for selecting data from Stored Procedure and sending data to Flash
In Visual Studio I will do the following.
First I will create a new project. This will also create one aspx file normally called WebForm1.aspx.

Then I will fix the design part by removing HTML and inserting new data into the header aspx line.

Then I will go into the code part.

In the code part I will first add in some Libraries to connect to the database and to be able to write xml to Flash.

Then I will code three variables. Finally write the code in Page_Load. 

Create the Project and fix the design/HTML part
First start Visual Studio and start a new project. In Solution Explorer in Visual Studio double click the WebForm1.aspx file to open it. You are now in Design mode.
In the bottom of the design window click “HTML” tab. Then remove all the HTML code. Now you have only one line defining the aspx file.

Now in the end of the line insert this code for Flash: 

ValidateRequest="false" ContentType="text/xml"%>
Be sure to check the line is correct, eg. not two “%>”

This shows the result:
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Now go back into Design using the Design tab. Then double click the screen to go into code view. You will be in the Page_Load function.
Libraries
First we must insert some Libraries.
Insert two libraries in the beginning of the code file:

using System.Data.SqlClient;

using System.Xml;

The namespace System.Data.SqlClient is the .NET Framework Data Provider for SQL Server. So now you have access to classes for accessing SQL Server. We will use the following classes:

SqlConnection: 

Represents an open connection to a SQL Server database
SqlCommand: 

Represents a Transact-SQL statement or stored procedure to execute against a SQL Server database
SqlDataAdapter: 

Represents a set of data commands and a database connection that are used to fill the DataSet and update a SQL Server database

The namespace System.Xml.
In this namespace we have access to the XmlTextWriter class. Using this class we can loop inside the DataSet and send the data to Flash.

Variables

Now we must create the three variables that we need in the code.
private System.Data.SqlClient.SqlConnection sqlConnection1;

private System.Data.SqlClient.SqlCommand command1;
private System.Xml.XmlTextWriter xtw;

sqlConnection1 is the SqlConnection object that gives us access to the SQL database.
command1 is the SqlCommand object referring to our SP in the database.

xtw is the xmlTextWriter object to write data to Flash.

Code in Page_Load
Connection

First we must initialize the sqlConnection1 object and then write where it can find our database. To do this we use the sqlConnection property ConnectionString.
Code:
sqlConnection1 = new SqlConnection();

sqlConnection1.ConnectionString = "Persist Security Info=False;Integrated Security=false;database=YourDatabase;data source=YourSource;Connect Timeout=30;User ID=YourUserID;pwd=YourPassword";
The code sqlConnection1 = new SqlConnection(); initializes the sqlConnection1 object.

The important part in the ConnectionString is:
database=;data source=;User ID=;pwd=”;
You must change this part to fit to your database.

Use the SP
First we must initialize the SqlCommand object command1 and tell it to use a SP.
command1 = new SqlCommand("sp_select_image1", sqlConnection1);

command1.CommandType = System.Data.CommandType.StoredProcedure;
The code: 
command1 = new SqlCommand("sp_select_image1", sqlConnection1);

is saying that command1 must be initialized and use the SP “sp_select_image1” in the database referred to by sqlConnection1. This is in this case the flashtest database.

The code in CommandType is simply explaining that "sp_select_image1"is a SP and not a SQL statement. So aspx won’t try to send a SQL statement to the database server, but ask for a SP.

Create a SqlDataAdapter to read data
At this time I want to read data from the database using the SP. To do this I create a container for reading data.

SqlDataAdapter siteDA = new SqlDataAdapter();

siteDA.SelectCommand = command1;

sqlConnection1.Open();

The code:
SqlDataAdapter siteDA = new SqlDataAdapter();

is creating and initializing a SqlDataAdapter from the namespace System.Data.SqlClient. So we could also write:

System.Data.SqlClient.SqlDataAdapter siteDA = new System.Data.SqlClient.SqlDataAdapter();

Inside the SqlDataAdapter class there are several properties. One of them is the SelectCommand. When we insert some SQL code into the property the SqlDataAdapter will use this to read data from the database when the connection to the database is open.

The code:
siteDA.SelectCommand = command1;

is referring the SP inside command1 to the SqlDataAdapter. Now the object will call the SP when I open the connection. So the next line is:

sqlConnection1.Open();

The connection from C# aspx file to database is open and the SqlDataAdapter is reading data in coming from the database server. The database server is using the SP.
Writing data to Flash
At this time we have data inside C# inside SqlDataAdapter and we can move to the final part. We must write data to Flash.
There are several steps here. 

First to access the data in the SqlDataAdapter we transfer the data into a new container called a DataSet. 

When data is inside a DataSet it is working as an array. So we can loop the data/table and send it to Flash using the XmlTextWriter.

DataSet

DataSet SiteDS = new DataSet();

siteDA.Fill(SiteDS, "images");
The code:

DataSet SiteDS = new DataSet();

is creating a new DataSet and initializing it.

The code:

siteDA.Fill(SiteDS, "images");

is filling the DataSet “SiteDS” with data from SqlDataAdapter “siteDA”. Inside the DataSet “SiteDS” the data/table will be named “images”. Later we can refer to this name inside the DataSet.

XmlTextWriter

Now we must prepare the XmlTextWriter.
xtw = new XmlTextWriter(HttpContext.Current.Response.OutputStream, System.Text.Encoding.UTF8);
I am initializing the xtw XmlTextWriter object. Then I am telling C# to send data to Flash using a Stream, not a file. “HttpContext.Current.Response.OutputStream”
Finally I am defining that the encoding should be UTF-8. The standard encoding type for Flash.

The XML file/OutputStream.
Remember the look of a normal XML file.
<?xml version=”1.0” encoding=”utf-8”?>

<images>

<image iID=”1” iTitle=”shirt1”  iThumb=” images/thumb/shirt1.jpg” iPicture=” images/shirt1.jpg” iText=” text for shirt1” iCreated=”29-09-2007” iActive=”1” iOldpicture=”null” iChanged=”null”/>

<image iID=”2” iTitle=”shirt2”  iThumb=” images/thumb/shirt2.jpg” iPicture=” images/shirt2.jpg” iText=” text for shirt2” iCreated=”29-09-2007” iActive=”1” iOldpicture=”null” iChanged=”null”/>

</images>

In the C# code we must try to build the same. I split the XML file into three parts.
The header and the root node:

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

<images>

The data itself:

<image iID=”1” iTitle=”shirt1”  iThumb=” images/thumb/shirt1.jpg” iPicture=” images/shirt1.jpg” iText=” text for shirt1” iCreated=”29-09-2007” iActive=”1” iOldpicture=”null” iChanged=”null”/>

<image iID=”2” iTitle=”shirt2”  iThumb=” images/thumb/shirt2.jpg” iPicture=” images/shirt2.jpg” iText=” text for shirt2” iCreated=”29-09-2007” iActive=”1” iOldpicture=”null” iChanged=”null”/>

And end of XML file:

</images>

In the code we must try to create the same structure.

First the header and the root element:

xtw.WriteStartDocument();

xtw.WriteStartElement("images");

The code: xtw.WriteStartDocument();

Starts the XML file and create the header.

The code: xtw.WriteStartElement("images");

Creates the root element. 

Then we build the data part by looping the DataSet and the table images inside. We use the loop “foreach” to loop all rows in the images table in DataSet. 
The following code is creating an object “myDataRow” of class type DataRow. This object can hold on row of data from the table images. 

Then inside the loop I am writing the element “image” and then inserting all the attributes into the element.

Notice in this code:

WriteAttributeString("iID", myDataRow["iID"].ToString());

That: myDataRow["iID"], is referring exactly to the field name in the database table.

That: WriteAttributeString("iID", is the name you use in Flash. You can call it whatever you want, but you must always use this name in Flash when defined.

foreach (DataRow myDataRow in SiteDS.Tables["images"].Rows)

{


xtw.WriteStartElement("image");


xtw.WriteAttributeString("iID", myDataRow["iID"].ToString());


xtw.WriteAttributeString("iTitle", myDataRow["iTitle"].ToString());


xtw.WriteAttributeString("iThumb", myDataRow["iThumb"].ToString());


xtw.WriteAttributeString("iPicture", myDataRow["iPicture"].ToString());

xtw.WriteAttributeString("iText", myDataRow["iText"].ToString());

xtw.WriteAttributeString("iCreated", myDataRow["iCreated"].ToString());

xtw.WriteAttributeString("iActive", myDataRow["iActive"].ToString());

xtw.WriteAttributeString("iOldpicture", myDataRow["iOldpicture"].ToString());

xtw.WriteAttributeString("iChanged", myDataRow["iChanged"].ToString());


xtw.WriteEndElement();            

}

Finally we build the end of root element and end of XML file and close the XmlTextWriter.

xtw.WriteEndElement();

xtw.WriteEndDocument();

xtw.Close();
We are now finished with the code in C# and can move into Flash to read the data. Here is the complete code for C# - it is only the Page_Load, not other functions from the file.
using System;

using System.Collections;

using System.ComponentModel;

using System.Data;

using System.Drawing;

using System.IO;

using System.Web;

using System.Web.SessionState;

using System.Web.UI;

using System.Data.SqlClient;

using System.Xml;

namespace WebApplication1

{


/// <summary>


/// Summary description for WebForm1.


/// </summary>


public class WebForm1 : System.Web.UI.Page


{



private System.Xml.XmlTextWriter xtw;



private System.Data.SqlClient.SqlConnection sqlConnection1;



private System.Data.SqlClient.SqlCommand command1;



private void Page_Load(object sender, System.EventArgs e)



{




//connect to database




sqlConnection1 = new SqlConnection();




sqlConnection1.ConnectionString = "Persist Security Info=False;Integrated Security=false;database=YourDatabase;data source=YourSource;Connect Timeout=30;User ID=YourID;pwd=YourPassword";




//create a command for selecting data from SP




command1 = new SqlCommand("sp_select_image1", sqlConnection1);




command1.CommandType = System.Data.CommandType.StoredProcedure;




SqlDataAdapter siteDA = new SqlDataAdapter();




siteDA.SelectCommand = command1;




sqlConnection1.Open();




DataSet SiteDS = new DataSet();




siteDA.Fill(SiteDS, "images");




xtw = new XmlTextWriter(HttpContext.Current.Response.OutputStream, System.Text.Encoding.UTF8);




xtw.WriteStartDocument();




xtw.WriteStartElement("images");




foreach (DataRow myDataRow in SiteDS.Tables["images"].Rows)




{




xtw.WriteStartElement("image");




xtw.WriteAttributeString("iID", myDataRow["iID"].ToString());




xtw.WriteAttributeString("iTitle", myDataRow["iTitle"].ToString());




xtw.WriteAttributeString("iThumb", myDataRow["iThumb"].ToString());




xtw.WriteAttributeString("iPicture", myDataRow["iPicture"].ToString());




xtw.WriteAttributeString("iText", myDataRow["iText"].ToString());




xtw.WriteAttributeString("iCreated", myDataRow["iCreated"].ToString());




xtw.WriteAttributeString("iActive", myDataRow["iActive"].ToString());




xtw.WriteAttributeString("iOldpicture", myDataRow["iOldpicture"].ToString());




xtw.WriteAttributeString("iChanged", myDataRow["iChanged"].ToString());




xtw.WriteEndElement();            




}




xtw.WriteEndElement();




xtw.WriteEndDocument();




xtw.Close();



}
}

}

Flash

In Flash there are many things to do. Here is a to-do list.
1. Connect to the aspx file and read the XML data using an URLLoader.

2. When data is in Flash it is present in the property “data” in the URLLoader. It is present as a string. This string must be converted to an XMLDocument.

3. Then to make things simple I will transfer the childNodes (each image tag) of the XML file into an Array. Then it is possible to loop the array.

4. Loop the images array and start to load Images to Screen.

Remember in Flash AS3 you should start by creating your .fla file and connect it to a document class. 

In our case I will create a Flash fla file called flash/imageLoader.fla and connect to the as class file flash/classes/images.as. I will not explain this part. I will start by explaining the images class.

First we must create the package and the code. Here is the complete code for reading XML data from aspx. After the code I will explain the code line by line.
package classes {


import flash.display.Sprite;


import flash.net.URLLoader;


import flash.net.URLRequest;


import flash.net.URLRequestMethod;


import flash.xml.XMLDocument;


import flash.events.IOErrorEvent;


import flash.events.Event;


dynamic public  class images extends Sprite {



private var XML_URL:String;



private var myXMLURL:URLRequest;



private var myLoader:URLLoader;



private var result1:XMLDocument = new XMLDocument();



private var imagesAR:Array = new Array();



public function images()



{




myXMLURL=new URLRequest("YourDomainASPXFile");




myXMLURL.method = URLRequestMethod.GET;




myXMLURL.contentType = "text/xml";




myLoader = new URLLoader();




myLoader.addEventListener(IOErrorEvent.IO_ERROR, ioErrorHandler);




myLoader.addEventListener(Event.COMPLETE, xmlLoaded);




myLoader.load(myXMLURL);



}



private function ioErrorHandler(event:IOErrorEvent):void {

            trace("ioErrorHandler: " + event);

        }



private function xmlLoaded(evtObj:Event) 



{ 




result1.parseXML(evtObj.target.data);




//result1.parseXML(myLoader.data);




trace(result1);




imagesAR=result1.firstChild.childNodes;




for (var i=0;i<imagesAR.length;i++)




{





//set up images on screen here




}



}


}

}
Class code explanation
In this part of the tutorial I will try to explain line by line the above code.
“package classes {“

The fla file is placed in the subfolder “/flash” seen from the root folder. Inside the fla file I am calling the class “images” which is in the subfolder “/flash/classes”.

The package is always showing the folder structure to the class file seen from the fla file. So this must be “package classes”.

A question here could be: What if I place the classes in a subfolder in the root called “/classes”. Then how can I refer to this? You can’t directly.

If you want to do something like this you must set up the folder structure inside Flash itself. You can do this in the Edit, Preferences, ActionScript 3.0 Settings menu.

You can see that there already is a link: $(AppConfig)/ActionScript 3.0/Classes. This is where Flash looks for classes when you next use the import statement and try to import different classes.

There is also a “.”. This is referring to the root of your project. Now add a new reference to “./classes”. Then you can add new classes to this subfolder and Flash should be able to locate them.

import flash.display.Sprite;
import flash.display.MovieClip;

import flash.net.URLLoader;

import flash.net.URLRequest;

import flash.net.URLRequestMethod;

import flash.xml.XMLDocument;

import flash.events.IOErrorEvent;

import flash.events.Event;

In this part of the code I am importing all the classes that I need in my project. What classes to download is difficult to know and it is something you get over time by studying a lot of code examples and studying the different packages and classes in Flash AS3. These can be found here: http://livedocs.adobe.com/flash/9.0/ActionScriptLangRefV3/
import flash.display.Sprite;
First I import the Sprite class. When I code my class file I must extend either Sprite or MovieClip class. There will only be one frame in my fla file, so I extend the Sprite class.
import flash.display.MovieClip;
Next is the MovieClip. Inside the picture loader there will be many MovieClips, so I load the class to be able to manipulate the movieclips.

import flash.net.URLLoader;
Then I load the URLLoader. This is for loading XML data from server. 
import flash.net.URLRequest;
The URLLoader needs a URL to an aspx file. This is called a URLRequest. So I import the URLRequest class.

import flash.net.URLRequestMethod;
When you load data into Flash often you also want to send data to the server. The data can be send in two ways. POST or GET. This is defined in the URLRequestMethod. We are not sending any data now, but this is nice to know.

import flash.xml.XMLDocument;
When data is coming back into Flash and the URLLoader, we must transfer this to the XMLDocument because we receive an XML file from the aspx file.

import flash.events.IOErrorEvent;
This is the IO error event arising in Flash if it can’t find the aspx file.
import flash.events.Event;
This is the event coming back from Flash when data is complete. Then we can find the data inside this event.

dynamic public  class images extends Sprite {
Now we define our class. dynamic means that we can access predefined movieclips in the fla file. Both on screen and in Library. Public means that the class is accessible from the fla file. Class means that this is a class. The name of the class is “images” and finally it extends the Sprite class because there is only one frame in our fla file.

Next it is time to create all the variable in the class.

private var XML_URL:String;
The XML_URL is a string variable to hold the string URL of the aspx file. Where is it located.
private var myXMLURL:URLRequest;
Flash cannot load a string like in the XML_URL. So the string must be converted into a URLRequst.
private var myLoader:URLLoader;
The URLLoader is the variable for loading XML data from server.
private var result1:XMLDocument = new XMLDocument();
The XMLDocument result1 is for changing the xml string received from server into a real XML object in Flash.

private var imagesAR:Array = new Array();
The array is for inserting part of the XML file into an array, so it is more simple to loop data and do some code.
Now that the variables are created it is time to create the constructor of the class.
public function images()

{
In the constructor we are initializing all the variables and listeners and then reading in data from the server.
myXMLURL=new URLRequest("YourDomainASPXFile");
First we initialize the string variable myXMLURL to the aspx file.
myXMLURL.method = URLRequestMethod.GET;
Here we initialize how we wants to transfer data to the server. We do not send anything, but now it is ready.
myXMLURL.contentType = "text/xml";
Then we define the header information to send to the server. What data should it expect.
myLoader = new URLLoader();
Then we initialize the URLLoader.
myLoader.addEventListener(IOErrorEvent.IO_ERROR, ioErrorHandler);
Here we listen for errors on IO. This is if Flash can’t find the aspx file.
myLoader.addEventListener(Event.COMPLETE, xmlLoaded);
Here we listen for when data is loaded into Flash. Flash initializes the COMPLETE event and transfer the URLLoader to the function defined – xmlLoaded.
myLoader.load(myXMLURL);

Here we start the loading process. The  URLLoader myLoader is using the URLRequest myXMLURL to load data from the aspx file.
At this time the constructor is finished and Flash loads XML data in. When finished Flash generates the COMPLETE event and the handler xmlLoaded is called. If for some reason Flash cannot find the aspx file it will call the functin ioErrorHandler.
private function ioErrorHandler(event:IOErrorEvent):void {

            trace("ioErrorHandler: " + event);

        }

private function xmlLoaded(evtObj:Event) 

{ 


result1.parseXML(evtObj.target.data);


//result1.parseXML(myLoader.data);


trace(result1);


imagesAR=result1.firstChild.childNodes;


for (var i=0;i<imagesAR.length;i++)


{



//set up images on screen here


}

}

In the xmlLoaded function I start by using the parseXML method in the URLLoader class. This method is changing the XML string received from aspx into an XML. 

Notice the code “evtObj.target.data”, this code is similar to “myLoader.data”.
When Flash is finished loading XML the xml is inside the myLoader in a property called “data”. Therefore we can write result1.parseXML(myLoader.data); 

We must also understand the event part of Flash. When Flash and myLoader is finished loading the data, Flash takes the complete event and handle this to the funtion. This is the code: private function xmlLoaded(evtObj:Event) 
If you look at the Event class you can find that it has a property called “target” and that this target is the component involved in the event. Therefore myLoader is equal to evtObj.target and therefore myLoader.data is equal to evtObj.target.data. You can choose how to write yourself. Best practice will be evtObj.target.data, because then you can change the name of the myLoader without changing it inside the xmlLoaded function.
imagesAR=result1.firstChild.childNodes;
The code takes the childen nodes from the xml file and inserts into the array imageAR. result1 is the complete XML file including header, root node and all the children nodes inside the root node.

firstChild is all the data inside the root node. Finally childNodes is the “array” of subchildren within the root node. Remember this is why I create the XML file mostly using attributes and not nodes inside nodes.

for (var i=0;i<imagesAR.length;i++)

{

//set up images on screen here

}
Finally we loop the array. Here you must start to set up the images on screen.

At this time we are finished with loading in data. The data exist inside the array imagesAR and we have the loop for doing something.
I will leave this next code up to you, but notice that often we can do two different things. We can choose to load in the images directly using the Loader class and set up MouseEvents listeners. Then code what should happen in the handlers or we can choose to create movieclips on the screen – one for each picture – and then load the images into these movieclips. Then we also have the possibility to use movieclip masks to masks the picture and thereby creating fancy picture loaders.

Flash Fun with images.
In this extra part I will show how to do some Flash Fun.
How to load and duplicate movieclips

First I will show how you can load a MovieClip in Flash. 

In AS2 this was very simple using the attachMovie (from Library) or the loadMovie (from file). 
If you want to do the loadMovie in AS3 you must use the Loader class to load in the swf file.

Something like:

ldr= new Loader();
ldr.contentLoaderInfo.addEventListener(Event.INIT, ContenthandleInit);

ldr.x=100;

ldr.y=0;

url = “flash/new.swf”;

urlReq = new URLRequest(url);

ldr.load(urlReq);

This will load in the external .swf file and place it in x=100,y=0.

Much more interesting is the duplicate method. The idea is that you already have a movieclip in the Library. You want to do the attachMovie command and load it to the stage many times.
In the imageLoader example you could load in many movieclips and place them on the stage. You could then load the images into this container. After this you are then able to add other movieclips to the container as masks. The masks could be simple tweenings opening the picture in interesting ways.

On the internet there are many good suggestions to how to do the duplicate with difficult methods, but this is all wrong and thinking in the AS2 way. 

The simple solution is to understand that you can have to types of classes in Flash:

A flash stage connected with the document class.

A movieclip in Library connected to a class. 
The second solution is interesting. This is where we have a movieclip in the Library, so it is accessible during runtime for duplicating. Then how can we access this movieclip? Of course using the class name.
Let’s see an example:

1. First create a shape on the stage – 100 x 100 .
2. Then select the hole shape and convert it to a Movieclip – F8.
3. Fill out the informations like this:
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Notice that the name of the movieclip in Library is shape_mc (Name) and I have used the same name for the class reference (Class: classes.shape_mc).
You can see that we must create a class called shape_mc in the classes sub library. If you do not do this, then Flash will create a dynamic class for you. 

What is interesting here to understand is that you can now duplicate this movieclip in the document class by writing:

var c:MovieClip=new shape_mc();

c.x=100;

c.y=0;

addChild(c);
If we do this in a loop we can duplicate the MovieClip/class how many times we want. The import part is to understand that we refer to the class and thereby directly to the movieclip in the Library.
In this code example I will show how to set up 8 movieclips on stage in the class file and also how to position them.
i=0;

var xpos:Number=100;

var ypos:Number=50;

trace(imagesAR[0]);

var finished:Boolean=false;

while ((i<8) && (finished==false)) {


var c:MovieClip=new basic_mc();


c.name=imagesAR[i].attributes.title;


c.x=xpos;


c.y=ypos;


addChild(c);


xpos+=100;


i++;


if (i==4) {



xpos=100;



ypos=250;


}


if (i==imagesAR.length-1) {



finished=true;


}

}

i--;

if (imagesAR.length > i) {


//there are more pictures 


//attach new next-button and add eventlistener


n=new nextbtn_mc();


n.x=400;


n.y=300;

}
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Now that you can duplicate movieclips it is time to load some pictures into the movieclips. The simple way is to use a Loader object and then add it into the movieclip. Then when the movieclip adds to the displaylist the Loader object will also add to the displaylist and thereby show the picture.
The interesting part is also that you can create background graphic for the picture in a simple way using this technique.

Here are some more code for adding pictures.
while ((i<8) && (finished==false)) {

var c:MovieClip=new basic_mc();


c.name=imagesAR[i].attributes.title;


c.x=xpos;


c.y=ypos;


//add Loader for picture here


//if you do not define x and y it will be 0,0



ldr= new Loader();



ldr.x=5; ldr.y=5;



url = imagesAR[i].attributes.url;

 

urlReq = new URLRequest(url);



ldr.load(urlReq);



c.addChild(ldr);


//end Loader for picture






addChild(c);
The next part would be to add a mask to the picture to make the loading part more interesting. To do this we must first have a mask movieclip in the Library. This must then be initialized and ready on stage using code and then added to the movieclip using the movieclip property mask.
Something like:
c.mask = m;
The mask movieclip must have some graphic inside. Eg. a shape tweening over 25 frames starting with a line with 1 px in the zero area (x=0,y=0). Then in frame 25 you should have a complete shape taking x=100,y=100. If you shape tween this you will have a nice picture opener. Remember to add a stop() command in the last frame or the mask will run again and again. Also remember to add a linkage and a class to the movieclip, so we can run it in our class.
Finally we must think about when we should attach the mask. If we attach it to the movieclip right away and then insert the Loader to the Movieclip, then we risk that the mask if finished before the picture is ready. So we must add an eventlistener to the Loader and wait for the event INIT. this means that it is loaded into Flash, but not shown on screen. When the INIT handler is running we can add the mask to the movieclip and the picture will have be shown using our mask.
Here is the complete code. There are still improvements to fix in the code and design, but it is close to be finished and the idea is very clear.
package classes {


import flash.display.Sprite;


import flash.display.MovieClip;


import flash.net.URLLoader;


import flash.net.URLRequest;


import flash.net.URLRequestMethod;


import flash.xml.XMLDocument;


import flash.events.IOErrorEvent;


import flash.events.Event;


import flash.display.Loader;


dynamic public  class images extends Sprite {



private var XML_URL:String;



private var myXMLURL:URLRequest;



private var myLoader:URLLoader;



private var result1:XMLDocument = new XMLDocument();



private var imagesAR:Array = new Array();



private var n:MovieClip;



private var i:Number;



private var counter:Number=0;



private var ldr:Loader;



private var url:String;



private var urlReq:URLRequest;



public function images()



{




myXMLURL=new URLRequest("YourDomainYourASPXFile");




myXMLURL.method = URLRequestMethod.GET;




myXMLURL.contentType = "text/xml";




myLoader = new URLLoader();




myLoader.addEventListener(IOErrorEvent.IO_ERROR, ioErrorHandler);




myLoader.addEventListener(Event.COMPLETE, xmlLoaded);




myLoader.load(myXMLURL);



}



private function ioErrorHandler(event:IOErrorEvent):void {

            trace("ioErrorHandler: " + event);

        }



private function xmlLoaded(evtObj:Event) 



{ 




result1.parseXML(evtObj.target.data);




//result1.parseXML(myLoader.data);




trace(result1);




imagesAR=result1.firstChild.childNodes;




//we place 8 movieclips on the stage each with a name




i=0;




var xpos:Number=100;




var ypos:Number=50;




trace(imagesAR[0]);




var finished:Boolean=false;




while ((i<8) && (finished==false)) {





var c:MovieClip=new basic_mc();





//trace(imagesAR[i]);





//c.name="test"+i;





c.name=imagesAR[i].attributes.name;





//c.x=imagesAR[i].attributes.x;





//c.y=imagesAR[i].attributes.y;





c.x=xpos;





c.y=ypos;





//add Loader for picture here





ldr= new Loader();





ldr.contentLoaderInfo.addEventListener(Event.INIT, ContenthandleInit);





ldr.x=5;





ldr.y=5;





url = imagesAR[i].attributes.url;

 



urlReq = new URLRequest(url);


 


ldr.load(urlReq);





c.addChild(ldr);





//end Loader for picture









addChild(c);





xpos+=150;





i++;





if (i==4) {






xpos=100;






ypos=250;





}





if (i==imagesAR.length-1) {






finished=true;





}




}




i--;




if (imagesAR.length > i) {





trace(1);





//there are more pictures 





//attach new next-button and add eventlistener





n=new nextbtn_mc();





//n.x=400;





//n.y=300;




}



}



private function ContenthandleInit(event:Event)



{




//trace(this.getChildByName(imagesAR[counter].attributes.name).name);




var movie:*=this.getChildByName(imagesAR[counter].attributes.name);//.content;




//movie = s1[counter];




//trace("miko: "+movie.name);




var m1:mask_mc = new mask_mc();




m1.x=movie.x;




m1.y=movie.y;




m1.name="mask"+(counter+1)+"_mc";




addChild(m1);




movie.mask=m1;




counter++;



}


}

}
As mentioned there are many improvements you can make to this. The next question could be what to do when we changes all the pictures to show new ones. Should we also mask the closing part as the start part and how can we do this. I will leave this up to you. Here is it.

Flashhero.
Database server - MSSQL





Webserver – C# aspx files





Client


Flash website





HTTP


GET/POST





Picture





Picture





Picture





Picture





Picture





Picture





Picture





Picture





Picture title





Picture title





Picture title





Picture title





Picture title





Picture title





Picture title





Picture title





This is text describing chosen picture





Picture





Text





Title








