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Dedication

Life is comprised of moments. It is what is said and done in
these “moments” that defines our lives. My family is forever
blessed that the following people shared moments from their
lives with us:
Dick and Anne: You both ran the gauntlet with us and we all
made it through! We treasure your friendship in ways that
words will never be enough.
Marcia, my “mom-in-law”: You are always there, and you are
always supporting us. We love you deeply.
Arthur: At the hardest time, you were there. I will never forget.
My deepest thanks I give to my wife and children. I love you, hon.



AUTHOR'S NOTE

When [ first used Flash, back in 1996 (it was called FutureSplash
back then), the only place you saw Flash was in a web page.
Today, Flash is in apps (thank you AIR), on phones (iPhones and
Android), tablets (iPad and BlackBerry PlayBook), and even in
your TV (hello Google TV!). It has come a long way and it feels like
it is just getting started.

This book was a blast to write. The technology is fun, and
developing for Android and iOS just feels right with Flash
Professional.

There are a lot of great people I need to thank who helped in
the creation of this book: first and foremost, Paul Temme, the guy
who trusted my idea and saw that the book got the breath of life
it needed; Carlin Reagan for pushing me to deliver on time; the
good folks at Focal who laid out the content; and all the readers
who sent e-mails and offered support. Thanks!

Always feel free to contact me with any questions:
matthewadavid@gmail.com

Cheers,
Matthew David
November 5, 2010
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FOREWORD

Change: It's what we expect from technology, from the PC to
the web, through to HD TV. But nothing has been as disruptive
as the change the iPhone and Android phones have brought.
For the first time the power of a computer will fit in your hand,
you are always connected to the Internet, and these devices are
loaded with hardware such as video cameras, microphones, GPS
chips, and accelerometers.

As a designer, the last few years have been both exciting
and frustrating. Adapting to new technologies has come at a
significant cost. For iOS development you need a Mac and a solid
understanding of Objective-C; Android requires learning Java;
and let’s not even get started with this mobile web thing.

Then a funny thing happened on the way to the AT&T store
to pick up an iPhone. Adobe had this teen-crazy idea: let’s put
Flash in your pocket. Unfortunately Apple was not going to
have anything to do with it. No Flash on the iPhone for you! So,
undaunted, Adobe did an end-around on Apple. If you could
not play a Flash movie on the iPhone, why not create an app
(containing a modified version of AIR) and stick the Flash content
in that way?

Crazy idea? Yes. Did it work? You betcha!

The problem was Steve Jobs. He did not like this idea at all. In
what has now become a famous open letter, Steve Jobs publicly
decried Flash as a “yesteryear” technology and banished Flash
apps from the iTunes App Store.

Undaunted by Mr. Jobs’ comments, Adobe changed direc-
tion and brought Adobe Integrated Runtime to the Android,
BlackBerry, and PalmOS operating systems. What must mean a
lot of gnashing teeth over at Apple, Flash content performs very
well on mobile devices. It is not slow, as Apple was making the
world believe. In fact, it is a designer’s dream. Now you can take
the content you develop for the web and desktops and port it to
an ever-increasing number of mobile devices. No need to learn
Java, Objective-C, or any other language. You can just leverage
your knowledge of Flash and ActionScript.

Android is fast catching up with Apple’s early lead. In addition,
other technologies such as Windows Phone 7 are proving to
be compelling alternatives to iOS. The thumbscrews are being
tightened on Apple.
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SETTING UP FLASH CS5 FOR
ANDROID DEVELOPMENT

Today, there are 5 billion people around the world using
mobile phones. It is a staggering figure. No other technology is
advancing at the rapid speed the mobile industry is experiencing.
As a frame of reference, there are only 1.7 billion PCs being used
around the world.

A new category of mobile phone is rapidly growing: the smart
phone (Figure 1.1). Three years ago, a smart phone allowed you
to send e-mail. Today, when you think smart phone, you think
e-mail, web, games, MMS, video conferencing—you think of a
computer in your pocket.

There are a number of companies leading the next wave of smart
phone market. Google, Apple, RIM, Nokia, Microsoft, and HP (with
Palm) all have their own operating systems and hardware. It seems
almost every three to six months these companies leapfrog each
other. Consider this—at the end of 2009, a mobile phone running at
500 MHz with a 3 MB camera was considered screaming fast. Now,
you can pick up those same phones for less than $100. It you want

[ 225266c3293972a5_Smartphones.jpeg
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Figure 1.1 A small selection
of smart phones.
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Figure 1.2 A Samsung Android
phone.

something faster you go for 1 GHz with a 1 GB of RAM, an 8 MP
camera, front and rear facing cameras, proximity devices up the
wazoo, and sophisticated operating systems (OS) that rival, and
in some cases exceed, what you can accomplish on your desktop.
And in 2011, companies that make the ultra-efficient system-
on-chip designs used in mobile phones such as Qualcomm’s
Snapdragon are headed to 2 GHz with multicore infrastructures
housing accelerated GPUs, CPUs, and a ton of RAM.

This is not a mobile phone in your pocket. It is a screamingly
fast computer.

With this all said, the smart phone market is still very small.
You can take all the iPhones, Android phones (Figure 1.2), and
BlackBerrys and you will have less than 300 million devices
worldwide. With a global figure of 5 billion mobile users, it is clear
that the smart phone market has massive potential for growth.

So, what does it mean to develop for a smart phone? At the
end of the day, there are essentially two ways you can develop for
a smart phone:

* Develop directly to the software development kit (SDK)
e Develop using an intermediate technology

Each mobile device comes with an SDK that you can use for
development. An SDK comes with the development tools, bundling
tools, and emulators you need to test your code. When you need
access to the latest and greatest technology, you need to use an SDK.
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The challenge you have with using core SDKs is that you need
to use the native development language. This is different for each
SDK. For instance, Apple prefers you use Objective-C whereas
Google prefers you use Java.

The second way to develop mobile devices is to use an inter-
mediate technology that allows you to build for multiple devices
using only one language. An example of this is the 3D game
development technology called Unity 3D. Unity uses JavaScript
to let you to script your games and then converts the JavaScript
into code that will allow you to build iPhone, Android, and
Windows Desktop applications. The downside to using interme-
diate technologies is that you are dependent on the development
company to update their tools to the latest SDKs and technolo-
gies. This can be hard work as the SDKs are frequently updated.
For instance, Apple has updated its iOS operating system four
times in three years, and Google’s Android has been updated five
times in less than two years.

With that said, it is much easier to develop using interme-
diate languages. You can leverage skills you already have with-
out having to go through the learning curve of adopting a new
language.

In May 2010 at the Google 1/0 conference, Adobe announced
that it would be bringing both the Flash Player and AIR (Adobe
Integrated Runtime) to Google’s Android 2.2. This is really big
news for Flash developers for several reasons:

1. The version of Flash coming to the Android is the latest 10.1
version, not some crippled alternative.

Figure 1.3 Here you can see a
collection of Android phones
from different providers that
are all capable of running Flash
and AIR.
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2. AIR gives you an immediate in-road into mobile device
development, leveraging the tools and knowledge you already
have.

3. Flash is coming to 19 other mobile device companies.

4. Android runs on tablets and TVs as well as phones.

The Flash Player that is now available for all Android 2.2 users,
shown in Figure 1.3, is very efficient. There has been a lot of noise
from companies such as Apple stating that Flash is a battery hog
and will kill your phone’s CPU. Is this true? The reality is that it
is not. Tests have been conducted showing that the Flash Player
on mobile devices is highly efficient and does not cause the CPU-
crippling results Apple is stating. The Flash Player works inside
the browser in Android. You trigger the use of the Flash Player by
tapping on the Flash content in the web page. For instance, you
can view a Hulu.com video by tapping on the content in the page.

Adobe’s modification of AIR for mobile devices was the really
big story at Google’s 1/0. AIR is a very powerful, mobile tech-
nology. It reaches for the same goals that Java set in the 1990s:
write once, run anywhere. Unlike Java, AIR really achieves its
goal. AIR apps are built in the Flash Professional development
environment using Flash technologies you are already used to,
such as ActionScript to program your solutions, MPEG video for
video, and the same animation techniques you have been using
for years.

Adobe’s support for Flash on mobile devices will be coming
to 19 other mobile development companies. This means that
the techniques you learn in this book will be applicable beyond
just Android. Other entities that will be adopting Adobe’s tech-
nologies include RIM’s BlackBerry, Nokia, HP/Palm WebOS, and
Microsoft's Windows Phones Series 7. Notably absent is Apple,
Inc. The year 2010 will go down as the year that Apple drew a line
in the sand and said very publicly, “We will not support Adobe’s
Flash.” It is a shame that Apple has made this stance, since Apple’s
iOS is a very important part of the mobile market. Let’s hope it
changes its mind.

Earlier I mentioned how rapidly the mobile market is growing.
Today, that market is predominantly composed of phones; but
there are additional tools joining this market. During 2010, Apple
released the massively popular iPad, a tablet computer that is
very mobile and very light. Not to be outdone, rival companies,
such as Nvidia, Samsung, Dell, and Cisco, are also coming out
with their own tablets. The devices range in size from 5 inches all
the way up to 11 inches and beyond. What they all share is that
they are running Android as their OS. They come prepackaged
with support for Flash.

Another device that is coming out of the mobile world is
Google TV. At its essence, Google TV is really a modified version



