® FERCE

Fiercefun.com

FUN

AIR - SWC Asset Library

SWC are a form of asset library for use in projects using FlashDevelop and Actionscript 3.
They allow a designer and programmer to work together once a project ONCE they are
synced and properly organised using a SWC file. With this approach, the timeline and library

layout are very important.

Reference Fla for creating SWCs
Dropbox\FF_Files\DEV\AS3\SWCs\assetLibrary Bounce_v1 3

On our Dropbox is the above fla file.

1 Timeline layout - per screen
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Note how it is divided out per screen - this makes it easier to understand

Normally this is one screen movieclip and inside it, are the objects (movieclips for that
screen)



2. Library

\ % Scene 1
1
I Properties | Library -=
| assetlibrary_Bounce_w1_3 |v| < B
_.- 'rl-—|
32 items .o
MName a | AS Linkage | Use Count | Date Modified
actBouncer actBouncer_as 0 10/03/2016 08:57:30
actPlayer actPlayer_as 0 104032016 08:56:01
2 [::J Bitmaps
) btnBack 1 03/11/2015 12:59:51
& btnInstructions 1 03/11/2015 12:59:49
& btnPlay 1 03/11/2015 12:59:47
& btnPlayAgain 1 03/11/2015 12:59:43
& btnsocil 2 03/11/2015 12:59:45
enfnubis 2 15/07/2016 10:52:51
enBeetle enBeetle_as 0 10/03/2016 09:12:34
afxCloud1 cloudl 0 10/03/2016 09:06:04
gfuCloud? cloud? 0 104032016 09:05:59
afxCloud3 cloud3 0 10/03/2016 09:05:52
gfuCloudd cloud4 0 10/03/2016 09:05:48
afxClouds clouds 0 10/03/2016 09:10:19
gfxSandBlodk 1 10/03/2016 09:01:54
> [::J Graphic Symbaols
objMummmy objMummy_as 0 10/03/2016 09:11:48
scrizame scrizame_as 1 10/03/2016 08:52:35
scrGamedver scrGamedver_as 1 03112015 12:56:44
scrinstructions scrinst_as 1 10/03/2016 08:46:16
scrlevel Start scrlevelStart_as 1 10/03/2016 08:49:13
scrievellp scrlevelUp_as 1 03/11/2015 12:54:07
scrMainMenu scrMainMenu_as 1 10/03/2016 08:45:24

Movieclips and other objects need to be carefully named. The above is a good example of
structured naming. So for example, all screen movieclips start with ‘scr’ so you have
scrGame

scrGameOver

scrMainMenu

For the screen actors, the naming is;
actPlayer

actBoucner

You get the idea!



Also important is the AS_Linkage name (2nd colum). This is how the programmer refers to
the movieclips. A good practise for this is use the movieclip name followed by _as

So scrGame is named as ‘scrGame_as’ in the Linkage column

3. Publishing a SWC

To get the assets over to the programmer, you publish a SWC file

= il
Publish Settings .
Profile: | Default | = | Q Target: | Flash Player 11.2 | = |
| script: | ActionScript 3.0 Iv] A
PUBLISH ULItDLItﬂIE: lEssetlibra Bounce vl 3.swf @
[] Flash {.swf)
[ swc JPEG Quality: 80
OTHER FORMATS [] Enable JPEG deblocking
[] HTML Wrapper
O] GIF Image Audio stream: MP3, 16 kbps, Mone.
[ IPEG Image Audio event: MP3, 16 kbps, Mang
[] PNG Image [] Override sound settings

[] win Projectar

[] Mac Project [] Export device sounds
ac Projector

ADVANCED w

[] compress movie| Deflate | =
[] include hidden layers

[ Include XMP metadata <

[] Generate size report

[] Omit trace statements

[] Permit debugging

[] Protect from import

Password:

Script time limit: 15 seconds

Lacal playback security:
| Access local files only | » |

Hardware acceleration:

Help | | Publish | I aK I | Cancel

Only tick SWC in the publish settings.

Also it is good practise to update the name of the file if there are a lot of changes
E.g



assetlLibrary Bounce_v1_2
assetLibrary Bounce vl 3



