-
-
]
|

"Extrente Makeover

sunlRynuaLRaLape LAl

(9ufz%%mmﬂ

¢ [ntroductions

.« Wt (s MAT €2
© Why Use MAT €2
+ Take A Look At The Origo App = T At
* (¢s Time for an "Extrewe Makeover!
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Me T hes Rushin, )r. (rushint@yaboo.cony)
Sevior Web A/a/alicazfion Deuz[opermaincr
@ Nidelick Media

v Application Developer avd. T raiver Since 85
v ColdFusion DCUZIOFCF Since 99

v Fosh Developer Sine 79

V s Developer Since 05

‘/Dcp[ayiny Flex application to AR Since 07

« MAT Eisa ty bused, event driven fremaewerk for Flex deuzlapmenf.
 [tis proveunced. "mah-tdz"
* [t helps you build appliations that prowrote loosely coupled wonponents.

o There is very good. documentation, emwzples, diggrens, and
presentations to help you get started and. learn wiore.
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Why Use MAT €2

- MATE Velps you create applications that are highly decoupled.

- MATE Velps you. organize and. enapsulate the code and. the various cowiponents.
A very easy frawiework to understand with plenty of dowwientation and
extmples

Commication throughout an application huilt using MAT € use standard. or
wston Flash event.

. T’af-ba;cd NOrAcfiangcﬂpf-bagm
Vcry easy to extend.
* Your application is loosely tied to the MAT € framework

T ake a look at te m’yéma/ app

T urnAbout!

* (ts a sinple Hexl AR gome.

* Click on a piece to nunke it and. the pieces around. it “turn over

* Application ardiitecture? One MXML file and a few conponents.
* Not very swlable, etensivle, vor reusable - but it works.
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Setting up Your Environwient

* Not wilike namy other franmeworks, the MAT € framewerk enables the
developer to huild loosely coupled applications. Separating the applications views
frowi the service layer and. fromn the business logic results in an application that is
salavle, reusable, and easier to understand.

Even a snwull applicaﬁon that L'mplcmenf5 the MAT E trawewerk will wnsist of

various swiller cistona dasses.

Create e tolders ¢t will hc[p defive the structure of your applimfiam.
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Setting up Your Ewvironmient (cont,)

4 2B src
4 [ com
I = business
= events
= maps
= views
= vos
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Adding the MAT € library

o ASFusion arrently wikes availeble two wmpded libraries for download
(as of this writing — Jan 12, 2009)

_ Version 0.85 for Flex 3
_ Version 0.8.3 tor Flex 7
* Vo can dlso download. and. browse the source via SUN
htif’ﬁ//wzatc—ﬁ*char;kJmlcwdc comfsvm{trunkfsre

AMqMM%V?Mmq&mv

Add. the conpiled MAT E (swr) ¢o your project. For swaller applications this
can be F[aced into your lib tolder.

* Frow the wiin wiens select Project > Properties.

o Select Flex Build Path front the lett-hand wieme in the P roperties dialoy box.
* Select the Library Fath tab.

Click on the Add SWC button.

* Browse to the folder contaiving the swe file (libs?)

© Select the sw file (MAT E_2_2 swt) and. dick on the OK button (twice)



deddde et

ettt

Comlzrtioy the View
. Sm'p out the view and p[ace it into its own custom contponent.
o Plce the wston view coniponent into the views folder.

* Define a suript block Hat will intport the required classes, declare
Pab/c’c variables, and. defive functions to supporf the view.

Dispatching Events from the View _ usivg dispatcnEvent()
T his is the standard, way of dispatching a standard. and. custown events

NOT €

* The dispatched. event wst huve its bubhling setting os “true’ g%
AND

* T he event wust be dispatched. fromn a component that hus the

Applmm s its root owiponent.
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=2 ¢ Use the generator attrivute to spedfy the event dass that should. be
=, dispatded.

=2 * Use the type attrivute to spedty the type of event

=3

=2
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Defiving the Event Map

MAT € is an event-based. tromework that revelves around. what is
known as an Event Ma}z T he Event Ma}) Aile is an MXMIL
contponent extended. from the EUZMfMaF class.

An event wiap defines, antong other thins, one or wiore event hondlers
tor the applicaz‘ion. T he <Event Handlers > toy is used to listen to
events dispatched by the app[icaﬂon.

see
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Defiring Event Handlers
o T he <EventHandlers .> toy is used to define one or wiore handlers

that are executed whenever a 5pedﬂ'ed event type OCLUrs.

T he event type can be either a standard Fle s/Flash event
OR

T he event type can be a wstowt event.

see

Create the Custom Event Classes

* Vou create the wstow events that seme way you always have (have
you?)

* TurmEoent is the event that will be trigiered when the dicks on o
plece. [t is wieant o signal the process of turving the piece

o LevelEvent is the event tat will be trigered a new o level is
selcted. ¢ is also trigered. after a T wrnEvent has been trigerzd.

see code
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Create the Velue Object (va) dass
T Vis class will be used. in the BoxEvent class a/lowin/a us to pass a

swapshot of infornation alom; with the event. u

%
2

usu, the ObjectBuilder tg@ bt

The <0b/cct3uddcr 2 tuy is used to create an ob ject instance. The type of
object is specified. in the generator attribute of this tay. Arunients an be passed
to the constructor of the cass b}/ usinf the wnstnutorAly«mcnts attribute of
Wis doss. T his attribute expects an array of values.

© You am spedty whether the object will be adhed. or ot by usivg the cache
attribute. By spedtying “true’ as the value of tis attribute the object instance
will not be instantiated when using the Methodlnvoker or Propcrty/n,'ator tags.
T Ve defadt value is “true’

10
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Crcaﬁ»y aamn Applwtwn Mmyer - TZmAbouz‘Mmyer
o This is the busivess layer of the application.

see code

« Your app/icaﬂom wity have one or wiore of these type of dlasses.

o This dass will contain wiethods tat are wlled frona the
MainEUzntMa'o wmpancni.

Hsuy the Methodinvaker ta]%

T he <Method. (woker .> ty is usai to create an object mstamc of the doss
specfied in the generator attribute (unless ade is set to “true’ ina previous
ObjectBuilder tag). Then it will execute the wiethod specified in the wiethod
attribute.

Arumients an be passed. via the arguwents attribute. The arpuments attrivute

expects an array of values.

11
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Hsi»y Propcrfy{n/'ccfors
T hese toys are dlso defined. in the MainEthap wniponent.
T he Propertylujector tag is placed. within the lnjectors tag block.

7715}/ are used to inject property values frowt a spedfied. source into a spedfied
z‘ar/ocf.

The target dass is spectied in the target attribute of the Injectors ta.
The far/aez‘ /oropcrfy, source dass, and. source, pro/oerz‘y are 5pca'f'£cd in the

7 r‘opcriylnfcdor ty. Q
12

Download - Learn - Partidpatc.’

ASFusion Web site: httpwinte astusion.coni
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http://mate.asfusion.com/
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