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var element = fl.getDocumentDOM().getTimeline().layers[0].frames[0].elements[0];
if (element) {

element.width = element.width*2;

element.height = element.height*2;
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var elementArray = fl.getDocumentDOM().getTimeline().layers[0].frames[0].elements;
for (var i=0; i < elementArray.length; i++) {

var offset = 10;

elementArray[i].width += offset;

elementArray[i].height += offset;
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01 Top-level functions
01 flash object
02 componentsPanel object
02 Document object (fl.documents array)
03 Matrix object
03 Fill object
03 Stroke object
03 library object
04 Item object (library.items array)
04 Bitmapltem object (subclass of Item object)
04 folderItem object (subclass of Item object)
04 fontltem object (subclass of Item object)
04 SoundItem object (subclass of Item object)
04 Symbolltem object (subclass of Item object)
04 Videoltem object (subclass of Item object)
03 Timeline object (document.timelines array)
04 Layer object (timeline.layers array)

05 Frame object (layer.frames array)



06 Element object (frame.clements array)
07 Matrix object (Element.matrix)
06 Instance object (abstract class, subclass of Element object)
06 BitmapInstance object (subclass of Instance object)
06 CompiledClipInstance object (subclass of Instance object)
07 Parameter object (ComponentInstance.parameters)
06 EmbeddedVideolnstance object (subclass of Instance object)
06 Linked Videolnstance object (subclass of Instance object)
06 SymbolInstance object (subclass of Instance object)
06 Text object (subclass of Element object)
07 TextRun object (text.textRuns array)
08 TextAttrs object (textRun.textAttrs array)
06 Shape object (subclass of Element object)
07 Contour object (shape.contours array)
08 HalfEdge object
09 Vertex object
09 Edge object
07 Edge object (shape.edges array)
08 HalfEdge objectThe PolyStar example 23
09 Vertex object
09 Edge object
07 Vertex object (shape.vertices array)
08 HalfEdge object
09 Vertex object
09 Edge object
03 ScreenOutline object
04 Screen object (screenOutline.screens array)
05 Parameter object (screen.parameters array)
02 drawingLayer object
03 Path object
04 Contour object
02 Effect object (fl.effects array)
02 Math object
02 outputPanel object
02 Tools object (fl.tools array)
03 ToolObj object (tools.toolObjs array)
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//PolyStar.jsfl

M

// define some variables available to the
/I scope of this tool
M

var nSides = 5;

var pointParam = 0.5;

var style = "polygon";

var thePolygon = new Array;

var didDrag = false;

// the values for polygonStyle
var POLYGON = "polygon";
var STAR = "star";

T

/I function configureTool

/1 Flash callback function.

// Each tool must have a configureTool function.
// This function is called by Flash when the

// application launches
T

function configureTool()



/I Set the standard tool information
theTool = fl.tools.activeTool;
theTool.setToolName("polystar");
theTool.setlcon("PolyStar.png");
theTool.setMenuString("PolyStar Tool");
theTool.setToolTip("PolyStar Tool");
theTool.setOptionsFile( "PolyStar.xml" );

/I 'This tool uses the Shape property inspector
theTool.setPI( "shape" );

i
/I function notifySettingsChanged
// Flash callback function
// Called when the tool options are
/I changed by the user
T T
function notifySettingsChanged()
{
// the current values of the properties
// for this tool are held by the activeTool object.

theTool = fl.tools.activeTool;

// update our local values of the properties

/I from the active tool object.

/I These properties are defined in the xml file for the tool.

// Minimum and maximum values for these properties are set in the
/I xml file, so we accept the values without checking.

nSides = theTool.nsides;

pointParam = theTool.pointParam;

style = theTool.style;



i
// function setCursor
// Flash callback function
// Set the cursor to display
e
function setCursor()
{
// cursor 0 is the '+ cursor

fl.tools.setCursor( 0 );

i
// function activate

// Flash callback function

/I Called by Flash whenever the
/I user selects the tool
T
function activate()

{

¥

i

// function deactivate

// Flash callback function

/I Called when the active tool switches from
/[ this tool to another tool
T

function deactivate()

{

¥

T

// function mouseDown



// Flash callback function

/I Called when the user presses the mouse button
// in the workspace when this tool is active
i

function mouseDown()

{
// start drawing of object
fl.drawingLayer.beginDraw();
/1 set the flag if the cursor moves "enough"
didDrag = false;

¥

M1
// function mouseMove
// Flash callback function
/I Called when the user moves the mouse
M
function mouseMove(mouseLoc)
{
// only handle the callback if the mouse button is down
if (fl.tools.mouselsDown)
{
/I check how much the mouse has moved since the pen went down
var ptl = fl.tools.penDownLoc;
var pt2 = fl.tools.snapPoint( mouseLoc );
var dx = ptl.x - pt2.x;
var dy = ptl.y - pt2.y;
if (dx<0) dx=-dx;
if (dy <0) dy=-dy;

// constrain with the shift key
if (fl.tools.shiftlsDown)

{

/I ' The following code will put a corner of the polygon/star



// pointing directly up/down/left/right depending on the

/I position of the mouse relative to the center.

varradSq = dx*dx + dy*dy;
var rad =radSq > 0.01 ? Math.sqrt( radSq ) : 0.0;

var dTheta = Math.PI/nSides;
var angle = Math.P1/2.0;

// put a point near the cursor

if (Math.abs(dx) > Math.abs(dy))

{
if (pt2.x < ptl.x)
angle += Math.PI/2.0;
else
angle -= Math.P1/2.0;
¥
else
{
if (pt2.y < ptl.y)
angle = -angle;
¥

pt2.x = ptl.x + rad*Math.cos( angle );
pt2.y = ptl.y + rad*Math.sin( angle );

if (dx>2) 1l (dy>?2))
{
/1 if the user does not move the mouse enough
// no shape is created when the button is released.
/I use the following flag to indicate that the shape should be created.
didDrag = true;

// build the array of points defining the new polygon

// based on the current values of the points.



buildPolygonObj(ptl, pt2, thePolygon);

// draw the current polygon

// The drawing is surounded by calls to

// beginFrame and endFrame.  Doing this causes Flash
/I to erase the previous polygon and draw the new one.
fl.drawingLayer.beginFrame();

drawPolygonObj( thePolygon );
fl.drawingLayer.endFrame();

M

// function mouseUp

// Flash callback function

// Called when the user releases the mouse button

M

function mouseUp()

{
// notify Flash that we are finished drawing
fl.drawingLayer.endDraw();

/I if the mouse moved enough create the shape on the stage
if (didDrag)
{

/I create a path object from the array of points

var path = polygonToPath( thePolygon );

/I create the shape on the stage

path.makeShape();



T

/ function buildPolygonObj

/I Function to array with points that define the

// polygon based on the values of the arguments

e

function buildPolygonObj( ptl, pt2, thePolygon )

{
// the point given by the first argument is used as the center point
var ctr = new Object;

ctr.x = ptl.x;

ctr.y = ptl.y;

// calculate the radius

var rad = fl.Math.pointDistance(pt1, pt2);

/I find the angle between points
var doStar = (style == STAR);
var dTheta = 2.0*Math.PI/nSides;

var param = pointParam;
if (param <0.1) param=0.1;
if (param >0.9) param =0.9;

// 'The locations of the points of the polygon
/I are calculated by rotating points about the origin.
var X = pt2.x - ptl.x;
vary = pt2.y - ptl.y;
var cs = Math.cos(dTheta);
var sn = Math.sin(dTheta);
thePolygon[0] = x;
thePolygon[1] =y;
var index = 2;
for (var i=0; i<nSides; i++)
{
// apply a rotation to the point

// The last point is taken from the first point.



var Xtmp, ytmp;

if (i == (nSides-1))

{
xtmp = thePolygon[0];
ytmp = thePolygon[1];
¥
else
{
Xtmp = x*cs - y*sn;
ytmp = x*sn + y*cs;
¥

/I if we are building a star calculate an additional
// point that lies on the line joining the origin
// with the midpoint of the line segment between

/I the current and previous polygon points.

if (doStar)

{
thePolygon[index] = param*0.5*(xtmp + x)
thePolygon[index+1] = param*0.5*(ytmp + y)
index +=2;

// update x and y to the new values
X = Xtmp;

y = ytmp;

/I offset to the center
thePolygon[index] = xtmp;
thePolygon[index+1] = ytmp;

index +=2;

/I adjust the length of the array
thePolygon.length = index;



// offset to the center

for (vari=0; i<thePolygon.length; i+=2)

{
thePolygon[i ]+= ctr.x;
thePolygon[i+1] += ctr.y;
¥
return;

T

/I function transformPoint

/I Apply a matrix transformation on the given point
i,

function transformPoint( pt, mat )

{
var X = pt.x*mat.a + pt.y*mat.c + mat.tx;
var y = pt.x*mat.b + pt.y*mat.d + mat.ty;
pt.x =X;
pty=y;
return;

¥

T T
/ function drawPolygonObj
/I draw a polygon defined by the points in
// the input array using the drawingLayer
T T
function drawPolygonObj( thePolygon )
{

if (thePolygon.length !=0)

{



// define 2 points to hold the transfomred values
var tmpPt = new Object;

var tmpPt2 = new Object;

tmpPt.x = thePolygon[0];

tmpPt.y = thePolygon[1];

/I if the polygon is being drawn inside a symbol currently
// being edited in Flash, we must transform to document
/I space using the view matrix

var viewMat = fl.getDocumentDOM().viewMatrix;

transformPoint(tmpPt, viewMat);

/I set the pen position to the location of the first point

fl.drawingLayer.moveTo( tmpPt.x, tmpPt.y );

// draw the segments of the polygon

var index = 3;

while (index < thePolygon.length)

{
// transform to document space
tmpPt.x = thePolygon[index-1];
tmpPt.y = thePolygon[index];

transformPoint(tmpPt, viewMat);

/[ draw the next line
fl.drawingLayer.lineTo(tmpPt.x, tmpPt.y, tmpPt2.x,

index +=2;

M
// function polygonToPath

/I Convert the array of polygon points to a path object
T

tmpPt2.y);



function polygonToPath( thePolygon )
{
/I allocate a path

var path = fl.drawingLayer.newPath();

// add the segments
path.addPoint(thePolygon[0], thePolygon[1]);
var index = 3;

while (index < thePolygon.length)

{
path.addPoint( thePolygon[index-1], thePolygon[index] );
index +=2;

¥

return path;



