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Topics (NN

Hands On: Fireworks CS3 Rich Symbols Agenda

= Using pre-made rich symbols from the Common Library

= Creating new rich symbols using the Create Symbol Script command
= Defining advanced rich symbols by editing JavaScript

= Creating rich symbols that will work with the Fireworks MXML export
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Topic A

Using pre-made rich symbols
from the Common Library

*Time permitting "‘
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About Rich Symbols [NNES

= New kind of graphic symbol in Fireworks CS3

= Advantages
= O9-slice scaling

= Instance-specific symbol properties

= Available in the Common Library
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About The Common Library NAASE

= Symbol repository

= Contains

= Symbols shipped with Fireworks S
= User's custom symbols
= Symbols from Common Library are added to 2 Bt Foler
. 27 Buttons Folder
DOC ume nt |_| b ra ry [ Custom Symbaols Folder
(£ Flex Components Folder
[C7 Flow Diagram Faolder
1 Mac Folder
£ Mobile Folder
£3 WinXp Falder
1 c o
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About 9-Slice "Intelligent" Scaling (NS

= Symbolin a grid of 9 slices

= Slices scale intelligently
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About Symbol Properties NALNSDE

ii w symbol Properties =2
Hame | Value
y . State Fress v
.E Lapﬂl 3. enabled | true H
label Label
= Change Symbol Characteristics
= Text, colors, states, and more
= Instance-specific
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Exercise 1: Using Pre-built Rich Symbols NS

= Task: Create a web form prototype for a web site using a pre-existing
template

= Add pre-build rich symbols to a document
= Modify rich symbol properties

Vst Levind

Your resource for finding fun i he sun

Contact Page
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Topic (NN

Creating new rich symbols using the
Create Symbol Script command

*Time permitting "‘
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Adding Symbols to the Common Library

= Saving to the Common Library

= From New Symbol dialog

= From existing symbol in the Library

Convert to Symbal

Name: | Sl |
Tipe: @ g
C} Animation
O putton

Options: [ |Enable 9-slice scaling guides
[ ]save to Common Library
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Mew Symbal, ..
Duplicate
Delete

Edit Symbal
Properties...

Save to Common Library...

Select Unused Items
Update...
Play

Impart Symbals, ..
Export Symbals. ..

Help
Group Library with k
Rename Panel Group...

Close Panel Group
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Symbols on File
= Symbols are saved as PNG files
= Symbol Properties are defined in JavaScript (.jsf)
es Tools Help
2] ' search [ Folders [T~
:\VAdobe\Adobe Fireworks CS3\Configuration\C Symbol Graphics
Mame & SIZE ype
. ﬁﬁutb:un.graphic.png S0KB Adobe Fin
Tos/Button. jsf 2KE Adobe Fin
h ﬁﬁutb:unﬁarLeft.g e ; 49 KB Adobe Fin
= = ButtonBarLeftjsf | oYMBbol Script 3KB Adobe Fir
ﬁﬁutb:unﬁarl"-‘liddle.graphic.png 45 KB Adobe Fin
ToeButtonBarMiddle. jsf 3KE  Adobe Fir
ﬁﬁutb:unﬁarﬂight.graphic.png 43 KE Adobe Fin
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Symbol File Locations INAZNSE

= Symbols in the Common Library represent files on your hard drive
= Windows:
= App: C:\Program Files\Adobe\Adobe Fireworks CS3\Configuration\Common Library\
= User: <user settings>\Application Data\Adobe\Fireworks CS3\Common Library\
= Mac:
= App: Macintosh HD/Applications/Adobe Fireworks CS3/Configuration/Common Library/

= User: <user>/Library/Application Support/Adobe/Fireworks CS3/Common Library/

FA\
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Symbol Property Scripts Association INAANSDE

= Symbol script association made when symbol is created from Common
Library

[
T s
ﬁ;_--:.--f;,{-'.-/;-_‘._;--:.--j':.'.' State Hormal
£ Dl

I'ﬂﬂui"t-:mr'u.1;|ran;:uhin':.;:u'u;: st . e
- - ape
E BI.I ttl:lT'I.ij ] Fex Components i .
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About Create Symbol Script (NN

Create Symbol Script

=2
Symbol: | file:#/ClDocumen ts%20and%20Settingsimccauley!. /Example.graphic.png |_|
(+]=] (=T~
Element Name Attribute Property Name Value

> | fillColor - |fillColor

#000000 .

brushColor
fillColor
font
fontsize
italic
opacity
textChars

= Create Symbol Script Command
Commands > Create Symbol Script
= Easily define symbol properties
= No JavaScript knowledge needed
| ) fAN
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Exercise 2: Using Create Symbol Script Command [/ NS

= Task: Create a rich symbol with symbol properties using the Create Symbol
Script Command

= Create a rich symbol
= Save it to the Common Library

= Give the symbol properties using the Create Symbol Script command

i w Commeon Library = i w Symbol Properties =

HName | Value
Label text | Label
Highlight | false [=]
Mame

1 Animations Folder

£ Bullets Folder

1 Buttons Folder

=¥ Custom Symbuals Folder

[ Flex Components Folder [ ]

[ T o P Y raldo. ot
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Topic A

Defining advanced rich symbols
by editing JavaScript

*Time permitting "‘
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About Symbol Properties JavaScript INAZASSE

= JavaScript definition divided in two parts
= |nitialization

= Updates

= Initialization: when a rich symbol is added to the canvas

= Sets up properties and default values

= Updates: whenever values are modified using the Symbol Properties panel

= Updates/modifies symbol elements
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Key Code Elements [NRNES

= Widget.opCode: indicates initialization or update
= Initialization: Widget.opCode = 1
= Update:Widget.opCode = 2

= currentValues: Location to store property definitions
= currentValues definitions each contain values:
= name: Property name in the Symbol Properties panel
= type: Property data type (Properties Panel control)
= value: Default property value
= Example: { name:"Fill Color”, type:"color”, value:"#ffcc00" }
= Widget.GetObjectByName(''name'") = access to elements in symbols
to modify their characteristics

. Example: Widget.GetObjectByName('arrow') .pathAttributes.fillColor = value;

FA\
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A Sample Symbol Script [NNES

= This is the symbol script used for Bullets > Bullet_Arrow01

function setDefaultValues(){
var values = new Array();
values.push({ name:"Fill Color', type:*“color', value:"#ffcc00" });
Widget.elem.customData[ " 'currentValues'] = values;

}

function applyCurrentValues(){
var values = Widget.elem.customData[ " currentValues'];
Widget.GetObjectByName(*'arrow') .pathAttributes.fillColor =
values|[0] .value;

}

switch (Widget.opCode){
case 1: setDefaultValues(); break;
case 2: applyCurrentValues(); break;

) Al
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About currentValues Types

Types

"color"

= "combobox"

= "fixedlist"
= "list"

= "number"
= "boolean"
= "font"

= text"

2006 Adobe Systems Incorporated. All Rights Reserved.

Format

"Hex color"

"selected value,value
1,value 2[,value N]"

"value 1,value 2[,value N]"
"value 1,value 2[,value N]"

"value" or
"value,min,max"

"true" or "false"
"Font name"

"Any characters"”

21
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Example

= "#OOFFOO"
= "AABCD"

- "A,B,C,D"
- "A,B,C,D"
= "0,-100,100"

= true”
= "Arial"

= "Edit this text"
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Rich Symbol Element Properties

= Rich Symbol element properties usable from

Widget.GetObjectByName():

http://help.adobe.com/en US/Fireworks/9.0 Extending/frw rich symbols rs 3.html

Attributes
element.left
element.width
element.height
element.pixelRect

element.visible

The list goes on...

2007 Adobe Systems Incorporated. All Rights Reserved.
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Type

integer

integer

integer

rect(left,top,roght, bottomn)

boolean

INAZNSE
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http://help.adobe.com/en_US/Fireworks/9.0_Extending/frw_rich_symbols_rs_3.html

Exercise (Demo) 3: Editing Symbol Script JavaScript N

= Task: Edit the symbol script for an existing rich symbol
= Create a new property for an existing rich symbol
= Edit a rich symbol script using a text editor

= Create a new instance of the symbol with the new property accessible

i w Common Library £S i w symbol Properties =
Hame | Value
Labed Label text Label
Highlight @ false ’E
Name Kind Label style | Mormal !
1 Animations Folder Nu.rrnal
£ Bullets Folder talic
1 Buttons Folder
|=r Custom Symbols Folder
(1 Flex Companents Faolder [v]
[ T e PR —_1d__
C £
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Topic A

Creating rich symbols that will work
with the Fireworks MXML export

*Time permitting ’
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About the MXML Export NN

= Generates content for Adobe Flex Builder 2

= Uses Flex components rich symbols

= Symbol scripts control generated MXML

Flex

M Fireworks
<?xml version="1.0" enc

= <mx:Application xmins:n
Buteng] | Coneme oL = <mx:Button id="but

</mx:Application>

l

FA\
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MXML Symbol Properties [NNES

= MXML Export looks for the following rich symbol properties:
= FlexClassName

= FlexClassDefinition
= FlexClassName: The tag name (class name) of the Flex component

= FlexClassDefinition: Additional Flex-specific properties

= Note: flexClassDefinition is handled internally for Flex components shipped with Fireworks

FA\
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A Sample Flex Symbol Script [NUNSE

= This is the symbol script used for Flex Components > ToolTip

function setDefaultValues(){
Widget.elem.customData["flexClassName'™] = "ToolTip";
var currValues = new Array();
currValues.push({ name:"text", type:"Text", value:"ToolTip" });
Widget.elem.customData[''currentValues'] = currValues;

}

function applyCurrentValues(){
Widget.GetObjectByName(""text™) . textChars =
Widget.elem.customData| ' 'currentValues'][0]-value;

}

switch (Widget.opCode){
case 1: setDefaultValues(); break;
case 2: applyCurrentValues(); break;
default: break;

FA\
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About flexClassDefinition Values

Types
=  margin
= padding

= sizeOffset

= customValues

= attributeProperties
= styleProperties

= defaultProperties

= namespace

= textOnly

= ignored

2006 Adobe Systems Incorporated. All Rights Reserved.

Format

= Rectangle

= Rectangle

=  Object (width, height)
=  Object

= Array

= Array

= Array

=  Object

= Text

= Boolean

28
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Example

= {top:5, right:5, bottom:5, left:5}

. {top:5, right:5, bottom:5, left:5}

= {width:10, height:10}

= {myNum:10, click:"clickHandler();"}
= ["label", "enabled"]

= ["color", "textSelectedColor"]
= ["X""y", "width", "height"]
= {ns:"http://www.example.com"}

= "<mx:ColorPicker id=\"cp\"
selectedColor=\"OxFFFFFF\"/>"

= true

FA\
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Exercise (Demo) 4: MXML-ready Symbol INAASE

= Task: Create a rich symbol for use with the MXML export
= Create a Flex component symbol in Fireworks

= Create a symbol script allowing it to export to MXML

Lorem igsumm.
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Tips for Rich Symbol Creation [NUNSS

When creating new symbols, do not copy or reuse existing rich symbol
symbols or graphic PNGs. An internal identifier associates symbol instances
with their source. Copies retain that same identifier so the copied source will
be indistinguishable from the original

To save yourself from editing a symbol for object naming, you can name
objects used in a symbol on your main canvas saving the symbol directly to
the common library when you convert those objects into a symbol using F8
orModify > Symbol > Convert to Symbol

For creating new symbol scripts, the Create Symbol Script command can be
a great way to quickly create a template, even if you plan to use more
advanced code in the script

Try your best to foresee all necessary properties required for rich symbols
you create to prevent the need to update them later

FA\
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Articles and Documentation (Basic) NS

= Creating a rich symbol with 9-slice and 3-slice scaling by Tom Green
http://www.adobe.com/designcenter/video workshop/html/vid0175.html

= Creating property scripts for rich symbols by Tom Green
http://www.adobe.com/designcenter/video workshop/html/vid0173.html

= Using rich symbols in Fireworks by Aaron Beall
http://www.adobe.com/designcenter/fireworks/articles/frwcs3 _richsymbol.html

= Fireworks Documentation:
http://www.adobe.com/support/documentation/en/fireworks/

) FaY
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Articles and Documentation (Flex/MXML) Vil

= Exporting MXML and Images from Fireworks CS3 by Trevor McCauley

http://www.adobe.com/devnet/fireworks/articles/mxml images export.html

= Creating rich symbols for MXML and Images export in Fireworks CS3 by

Trevor McCauley
http://www.adobe.com/devnet/fireworks/articles/rich symbols export.html

= Creating a custom rich text editor Flex 2 component with Fireworks CS3 by
Darrell Heath

http://www.adobe.com/devnet/fireworks/articles/custom rich text editor.html

= Fireworks documentation on creating rich symbols for MXML:
http://help.adobe.com/en US/Fireworks/9.0 Extending/frw rich symbols rs 5.html
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Q&A INAZNSE

Questions and Answers
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