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ATTRIBUTES & GETTER AND SETTER METHODS

If you need to add properties to a class during run time then you need to set the class to dynamic with the dynamic attribute:

dynamic class Cake {}

var myCake:Cake = new Cake();

myCake.type = "chocolate";

Just using the regular class Cake {} would give an error message

You can declare your properties and methods as public, private and static using the associated attributes.  

1. Public means that script outside the class can access them.

2. Private means that only script within the class can access them.

3. Static means they belong to the class not each instance.

You should never really let script external to the class set or get properties directly.  Which means that you should not really have any public properties.  Instead, you can use getter and setter methods.  These behave just like setting a property but they actually call methods so that you can make sure that everything is handled properly when properties are set or retrieved.  See the comments in the external Flash file for this example.

class Cake {


// public properties allow us to set properties directly from outside class


public var layers:Number = 2;


public var diameter:Number = 14;


// private properties can only be set from within class


private var cost:Number = 0;


private var cakeNumber:Number;


// static properties belong to the class not the instance


static var cakeCounter:Number = 1;


static var totalCost:Number = 0;


// static functions belong to the class just like Math.random()


// they are good for keeping totals across all the instances


static function getTotalCost():Void {



trace ("Total cost: $" + totalCost);






}





// public methods can be accessed by all


// note here that the constructor is receiving parameters


public function Cake(myLayers, myDiameter) {




if (myLayers) {layers = myLayers;}



if (myDiameter) {diameter = myDiameter;}



cost = Math.round(getCost(layers));



totalCost += cost;





cakeNumber = cakeCounter++;



trace ("Cake "+cakeNumber+" with "+layers+" layers costs: $"+cost);


}


// from our main movie we can get the cost of a cake instance with this method


public function getCost():Number {



return getVolume() * .25; // 25 cents * unit volume


}


// only the class can access this private method


private function getVolume():Number {



return layers * Math.PI * diameter


}


// here is a setter method that simulates setting a property directly


// but we capture the setting and make sure that everything is taken care of


// because we have this, we should have declared layers as private above


function set _layers (newValue:Number):Void {  



cost = Math.round(getCost(layers));



totalCost -= cost;




layers = newValue;



cost = Math.round(getCost(layers));



totalCost += cost;




trace ("Cake "+cakeNumber+" with "+layers+" layers costs: $"+cost);


}


// a getter method can make sure that we handle everyhing like conversions


// before the value is returned to a script in the main movie


// here, we do not have to do anything extra


function get _layers ():Number {  



return layers;


}



// same for getting and setting diameter...

}

From your main Flash file you create an instance and call the static or Class method like so:


myCake = new Cake(2,12);

Cake.getTotalCost();
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