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1 ®mA~Introduction

AR T 2 BE RS AERE A RY ActionScript KA S HSE X L2 W E &
T BREMRELERAER.

This document provides ActionScript coding recommendations for use within Insprise.
The recommendations are based on established standards and best practices.

1.1 #i 7 Convention

1.1.1 FSEHEIA This is the recommendation summary

THEIIE T —MEZEBAISEHTE:

Below table lists a sample using the recommended way:

Sample:

public class SqlStatement {

}---

HERLER T —MELRAREIIE T A R EFH ZBadFE NN PBEFHE
In some cases, a comparison table lists bad practice (Bad) and recommended practice
(Good):

Bad Good

if(t > 2006) ... if(currentYear > 2006) ...

1.2 &% 7Y Recommendation importance

o AJ(Must): ATTBESE A must requirement must be followed:;
e iZ(Should): 52 Z1ZE 3K is a strong recommendation;
o T PA(Can): —A% M EYERIY is a general guideline

e RADHSE R B VI8 ARSI o4 & T 12 43P AT B B A TR0
MRS R EB R WA IFRY.

Violation: The goal of the code convention is to increase code readability in order to

-1 -
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make code easy to maintain. Any violation is allowed if it enhances code readability.

1.3 545701y 2= BlIMajor differences with traditional
code conventions

1.3.1 i HTabs4g#. Tabs are recommended to use
for indentation

JLFERTAERITAR IDEs X TABs #3B 1R 1T Y S #. Almost all modern IDEs provide

excellent support for TABs.

1.3.2 & ANKEY KF| 128 2 The max column of a
line is extended to 128

Monitors become larger and larger, so there is no reason to keep the old 80 columns
limit.

1.4 5Adobe ARSI 5 % 7% 51 Major difference with
Adobe conventions

141 ZRIESTINE TAHESBEHFHBHIARE The opening
brace must be at the end of line that begins the
compound statement

2 B FANLE Java/CH/C/PHP FRES{ B IX M XA, [B) 45,3 8 F3 T~ ActionScript.
At Insprise, we are using this style in Java/C#/C/PHP. Thus ActionScript is no exception.

Bad Good
it (loggedIn()) it (loggedIinQ)) {
{ text. label = “Welcome.”;
text.label = “Welcome.”; } else {
} text.label = “Access denied!”;
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else b

{

text.label = “Access denied!”;

}
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2 4 Z#0) Naming Conventions

2.1 a2 L L% General naming guidelines

211 FHE X EENZF Use meaningful names

Bad Good

if(t > 2009) ... if(currentYear > 2009) ...

B A TRM 2T mE N5 &

Avoid using general names like a single character.

212 5+, REEHFE AT Capitalize only the first
letter in an acronym

Bad Good

function getHTTPHost():String %function getHttpHost():String

Exceptions:

o WR—NEMARHBEARNZEEEEER NEFH
When a class member! starting with an acronym, use all lowercases: var
httpHost:int;

s ARAFEHNERIEE.
It does not apply to constant names: static const DEFAULT_HTTP_HOST = 80;

' Class member: in this document, class members refer to variables/properties and functions, excluding
sub-classes.



INSPRISE INSPRISE ActionScript 3.0 Coding Conventions

2.1.3 Fr A FE8N 1Z{E 3= 3L All names should be
written in English

BANRZAE BBk an 2, AT B EFR MR T 308 2R RIEE B2 TIRNERR
MBS

English, the de facto international language, should be used in order to communicate
properly in international context.

2.2 1ty 44 Package names

221 AN ZFENEER H/VE Package names should be
in lower case

Sample: package com.insprise.app { --- }

2.3 Fiap 44 Class names

231 ENZMUBZBFBEEER, EFHAE, KNERA T
v Aar & Class names should be nouns in singular
form, written in mixed cases starting with upper
case

Sample:

public class SqlStatement {

}
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232 Rr—HEYNRNERELEL Classes
representing collections should have names in
plural form

Sample:

public class SqlStatements {
var sglStatements:Array;

}

2.3.3 FEEMNZFaIUErorFFsk Names of exception
classes should be prefixed with Error
N—MEMRENTERIR RN A LB UXBEREER ZIR.

It's much easier to find a particular class extending a known type if its name starts with
the type name rather than its name ends with the type name.

Sample:

public class ErrorSql extends Error {

}

2.3.4 O MBIATLIN KT M U DefaultFF 3k Default
implementations of interfaces can be prefixed with
Default

Sample:

public class DefaultSqlParser implements ISglParser {

}
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2.4 14y %4Interface names

241 EOMNEBFNANFEI"ALNZIENERE
Interface names should be nouns or adjectives
prefixed with letter ‘I’

Samples:

public interface ISqlEngine;
public interface ISortable;

2.5 % & /@ 1 iy 24 Variable/property names

251 BDAXNZEZMN AU TNE AR NEFEFT
LRy R /INESEHE.Private class variable names
should be in mixed cases starting with lower case
prefixed with *_

Samples:

private var _currentYear:int;
private var _eventTitle:String;

TAREHTEELENBF LR B I

Note: names of local variables in functions do not need the prefix ‘_

i

252 BB UNEFEITL KNS FEIEHE. Property
names should be in mixed cases starting with lower
case

Samples:

public var username:String; // property: public var
public function get password():String; // property: getter/setter
public function set password(password_:String):void;

-7-
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253 BHETLUEN— N EHENESTRABEES
Parameter name can be suffixed with ' to
differentiate it with variable/property name

Samples:

public function set password(password_:String):void {
this. password = password_; // password is class var.

}

g th o] A— M8 AR 5, 2 value'gl val.

Alternatively, use a generic name ‘value’ or 'val'.

254 BENZFNINEE HAKEFE Constants must
have names with all letters upper-cased

Sample:

Math.Pl; var UPPER_LIMIT:int;

EEFN—HEE 2F A R IN—MEEVAIR
A collection of constants in the same category should be prefixed by a common name:

Sample:

public static const SEARCH_GOOGLE:int = 1;
public static const SEARCH_YAHOO:int = 2;

255 B —HWRM, M{EAE LI Use the plural form
for names representing a collection of objects

Sample:

private var _users:Array;
public var books:ArrayCollection;

-8-
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256 fpRATEANFEHEEMNZF Negated boolean
variable names should be avoided

Bad Good
var isNotFound:Boolean; var isFound:Booelan;
var isNotEnough:Boolean; var isEnough:Boolean;

257 EWMEBAP FHERXFENZF R ZEAE
#HlZ = Use meaningful names for counters in
nested loops

BREFEAFELIY BugBY AR FENRF R 2B EH L E MM A
> Bug, R o] DUE NS B o) 1521

Bugs occur frequently in nest loops. Using meaningful names for counters in nested
loops reduces bugs and enhances readability.

Bad Good
for(var i:int = 0; 1 < getRows(); | for(var row:int = O;
i++) { row < getRows(); row++) {
for(var j:int = 0O; for(var col:int = 0;
j < getColsQ); j++H){ col < getCols(); col++){
} }
} }




INSPRISE

INSPRISE ActionScript 3.0 Coding Conventions

258 EHAEENRISKR BRI AHUIB G EE Prefix
names of variables referencing Ul components with
proper abbreviations of the Ul type

N—PEMEXNTERR, AZMRULBALZE ARV EEERZIR7.
It's much easier to find a particular variable of a known type if its name starts with the
type name rather than its name ends with the type name.

Ul Component Abbreviation Example
Button Ebutton EbuttonOk
ButtonBar buttonBar buttonBarControls
CheckBox check checklsMale
ComboxBox combo comboCountries
DataGrid dataGrid dataGridEmployees
DateField dateField dateFieldStart
Label label labelTitle
LinkBar linkBar linkBarFavorites
List list listPersons
TextArea Etext textContent
Textlnput text textTitle
Tree tree treeFolders
VBox vbox vboxCenter
Form form formPersonal Info
Formltem fi fiSurname
Grid grid gridLeft
Gridltem ggi giTop
Panel panel panelMain
State state stateShowSignln
TabNavigator étabNav étabNavPages

-10 -
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6 PE%an 24 Function names

2.6.1 REBMN NG FRIT K, K/NEFEHRE FFunction
names should be in mixed cases starting with lower
case

Samples:

function getCurrentYear():int

2.6.2 AzNiEEr & k% Use verbs to name functions

Samples:

function startDatabase():void;
function getDatabaseStatus():void;

2.6.3 RE BT O IARBEK N R B FR, Mkt 2 B E Function
names can omit class/object name to avoid
duplication

R PEAR S LXFIN RN 2R F L E B R ELE2E M)
The name of class/object is implicit thus there is no need to include it when naming
class members.

Bad Good
public class Font { public class Font {
function function getFamily:String(Q);
getFontFamily:String(Q); }
}

2.6.4 BB NIZIBIE— % Agetinstance() AYFRZS & £
O] {1 — A9 {E Singleton classes should return their

-11 -
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sole instance through a static function named
getinstance

Samples:

public class Toolkit {

private static const toolkit:Toolkit = new Toolkit();

public static function getlnstance():Toolkit { return toolkit; }
}

2.6.5 EMHAMEFET] Mg & AonEventType Event
handler function can be named as onEventType

Samples:

private function onClick(event:MouseClickEvent):void
private function onlnitialize(event:Event):void

2.7 Hff4n 4 Event names

N—PEMEXNTERR AZMRULBALZ ARV EEER ZIR7.
It's much easier to find a particular class extending a known type if its name starts with
the type name rather than its name ends with the type name.

2.7.1 BHE G FFE L Event’ FF 14 The name of event
class should starting with “Event”

Samples:

public class EventRelationshipResolved extends Event ...

2.7.2 EHEMNEBZFZE " event” g The type name of
an event should starting with “event”

Samples:

-12-
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public class EventRelationshipResolved extends Event ...

2.8 iy %4 %3 [a] By iy 44 Namespace names

281 BT ENBFEWNEFEHILIFIN AR
Namespace name should start with lower letter and
separate word using “_’

Samples:

namespace insprise_basis_internal;

-13-
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3 X H# X File Format

3.1 {4y 44 File name

3.1.1 ActionScriptjE >z l.as AF &’ &, MXML 44
L.mxmlA¥ B4 ActionScript source files must
have the extension .as and MXML source files must
have the extension .mxml.

ActionScript IS ) B RAN TN a5 MXML SCEEBI & F A Bl mxenl S /B

The names of ActionScript source files must have “.as” as suffixes, and the names of the
MXML files must have “.mxml” as suffixes.

3.2 % File content

321 i MXA X TR L A HUTF-8
The encoding for all text files must be UTF-8.

B B9 ST 14 K7 3% B B A UTF-8 BT LU 0 7 2 A Sk 46 B ! 4
All files should be internationalization ready. UTF-8 saves troubles of transforming text
files from various encodings.

To use UTF-8 encoding in Flex Builder projects: Properties -> Resource ->
Text file encoding -> Other -> UTF-8 -> [Apply]

3.2.2 —MASTREHAREEREIT 2000 17
An AS source file should have at most 2000 lines

RIS KEERERE M B B& 7T SRR Al AS STHRRTEHR ER G
7E 2000 17 1A

The total number of lines in an AS source file should be 2000 or less. An AS source file
with too many lines is hard to read, and often it indicates poor design.

-14 -
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3.2.3 &% 128 #2/=%&F Max 128 columns/chars in a
single line

128 17 BRI R EAFTEN & .

128 is a balance catering both needs for code writing and code printing.

3.2.4 i N{ERATABsSIAZE =4 Indentations should be
written as TABs instead of spaces

Gat o] DUESRIDEM 538 1 E 0 2 28 IDE T B 3I1F F TAB Zeat 2 7 1R Ay
X F5 BMEAE 23U FAE 2 E KA TAB 48t

Indentation lays out the code flow clearly. As most of IDEs, if not all, provide well
support for TABs, it is recommended to use TABs.

3.25 EXIFSENELEFTA The opening brace must be
at the end of line that begins the compound
statement

X KAES LIRS E A A IBEAFRTHARR M A E S E—1T.

You must put the opening brace in the same line as the compound statement instead
of putting it in a new line by itself.

Bad Good
iT (loggedIn()) if (loggedin(Q)) {
{ text.label = “Welcome.”;
text.label = “Welcome.”; } else {
} text.label = “Access denied!”;
else }
{
text.label = “Access denied!”;
}

-15-
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3.2.6 {FH%EFEIUFPE#KRERZX. Use indentations to
indicated nest levels

Samples:

public class Toolkit {

public static function getTotal(nums:Array):int {
var total:int = O;
for(var i1:int = 0; i < nums.length; i++) {
total += nums[i];
}

return total;

-16 -
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4 +& 4) Statements

4.1 L FnS A Packages and imports

411 RA|AFTEN LA, B2 HBERM AS types should
be in proper packages instead of the default
package

KIZEARZMERENE .
Classes and interfaces should be put in proper packages.

4.1.2 ASANFER LK, 8 % £ HBEHF Import only the
necessary entities, avoid using wildcards

Bad Good
import mx.logging.*; import mx.logging.Log;
import mx.containers.*; import mx.containers.VBox;

4.2 75 BH Declarations

4.2.1 2/ 0= BB Class/interface declarations

A class/interface declaration should be organized in the following orders:

1. SCRY/5F R documentation/comments;
2. Z/EEM1EA) class/interface statement;
3. BT & F:static variables in the order: public, protected, (default), private;
4. 31513 £ ) F-instance variables in the order: public, protected, (default),
private;
5. #1&E R £ constructors;
% %1 functions;

-17 -
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BISNSARRZHRA I LM 2

Exception: The logical group of entities precedes the above rule.

422 TENFEREARBRNAL AR EAZIENN
77 Declarations of variables should be made at
the beginning of the block, not where they are used

Sample:

public function method():void {
var value:int = 0;

for(...) {

value += num;
s
3
5 for FEER

Exception: for loops: for(var i:int = 0; | < size; i++)

4.3 ¥ #E Control Flows

4.3.1 For,while,ifiEa &40 T for, while, if statements
should be in this format:

for (init; condition; update) { if (condition) {

s } eléé-if (condition) {
while (condition) { 1 else {

h }

-18-
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4.3.2 BN EEEF I braceszE sk The body of a
loop/condition statement must be enclosed with

braces
Bad Good
for(int 1=0; i<size; i++) for(int 1 = 0; 1 < size; i++) {
val ++; val ++;:
}
if(i > 0) if(i >0) {
val ++; val ++:
}

P 189 oI, 8 S TR IR ST HER Y 7 4 bug

Benefits: enhances readability; avoids introducing bugs during maintenance update.

433 EAENEENERE & &K MH1ERUse temporary
variables to avoid complex condition statements

Bad

Good

if(screenX > 800 && screenY > 640

&& dpi > 72 && image.isReady()) {
display(Q;

}

var screenOK:Boolean = screenX >
800 && screenY > 640 && dpi > 72;

if(screenOK && image.isReady()) {
display(Q;
}

4.3.4 Switches BRI NIZER TSR, FHEN 0 A0
YR EZE Switches should be properly formatted as

below and any fall through must be commented

clearly

swtich (condition) {
case A:

break;

-19-



&
INSPR |SE INSPRISE ActionScript 3.0 Coding Conventions

case B:
/* falls through */
default:

Break;

4.3.5 MEXBTHREIBRNEGRIES Label closing
braces in nested controls with many levels

Sample:

for(var 1:int = 0; 1 < val; i++) {
for(var col:int = 0; col < COL; col++) {
for(var row:int = 0; row < ROW; row++) {

} // end for each col
} // end for each row
} // end for each int in [0, val)

4.4 Literals

4.4.1 Magic numbers should not be used

Bad Good
if(value > 99) { var static const LIMIT:int = 99;
log(““Value is too big!”);
} if(value > LIMIT) {
log(““value is too big!”);
}

-20-
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4.4.2 FRRNIZER /N Floating points literals
should be written with decimal points

Bad Good

var val :Number = 72; var val :Number = 72.0;

4.5 8 1 White spaces

T8 4R B AR T LB RUE SR IZHI T 124, Proper use of white spaces enhances
code readability significantly.

451 FH=#EAYE AR General rules for using space
characters

o BIENEBESHAIRENE — 1T
Openﬂom colons should be surrounded by single space chars;
o ESNSMASNRBFZEME—IZ4H.

Commas, semicolons and AS reserved words should be followed with a space

char,
Bad Good
val = (at+b-c); val = (a + b - ¢©);
case 99: case 99 :
method(a,b); method(a, b);
for(var 1:int=0;i1<9;i++) for (var izint = 0; 1 < 9; i++)
if(i >9) if (i >9)

452 ZiEEITNIZIAZ=FT9F Logical units should be
separated by blank lines

Sample:

// draw borders
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g-setColor(...);
g-Fill(...);

// draw image
g-draw(...);

-0 -
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5 s #5;# Documentation &

Commenting

5.1 1 FHE ] General rules

51.1 FBBEsFEAEFRE D FFE Use self-documenting
code to minimize comments

ERVFHIBERT, EREPRBHASIR

Whenever possible, use self-documenting code instead of comments.

51.2 REFRBIA X E L Keep code and documentation
In synchronization

A THENREENRBEN 5 XIEH AT B

When code is updated, documentation must be updated to reflect the changes.

513 BB MLMA-6,K8, KT IR Document
all entities — packages, types, and all members
TREMENRR-TERMTAXE JRETN

Document all the entities — regardless of types (packages, classes, interfaces, variables,
properties, and functions) and visibility (private, protected, default, public).

-23-
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5.2 ASDoc

5.2.1 8% Document a package

LI A asdoc TRERRA 8T B— 8. RAEMM A A Z @S-8k T xml i
& P HI<package>tRic

You can only document a package when invoking asdoc tool. There are two ways —
either through —package option or <package> tags in XML configuration.

Sample:

asdoc -doc-sources my_dir -output myDoc -package com.insprise.common
""Contains common library classes" -package com.insprise.test
"Contains test classes" ...

asdoc —load-config+=insprise.xml
<flex-config>
<packages>
<package>
<string> com.insprise.common</string>
<string>Contains common library classes.</string>
</package>
</packages>
</flex-config>

5.2.2 3B —1ASZ/E O Document an AS class/interface

Sample:

/*
*$ID ... $
* License info
*/

package com.insprise.app

import ...;
/**
* This class represents a manager. A manager can manage one or

* more employees. < Summary paragraph

<p>other details ... </p>

ok ok

-4 -
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* @see com.insprise.app-Employee
*/
public class Manager extends Employee { ... }

5.2.3 ¥ FEZ = Document a private variable

Sample:

/** The id of this employee’s direct manager. */
private _managerld:String;

5.2.4 ;7% B Document a property

—ANAFTERERME: AR M I HEIAE.

For a public variable as a property: explain the property and list the default value.

Sample:

/**

* The surname of the employee.
* @default null

*/

public surname:String;

—Xt getter/setter R th 2B M: T BE— 1 HI[E K& B @private fgie 75—
For a pair of getter/setter functions as a property: document either one and hide
the other one using @private.

Sample:

/**
* The age of the employee.
*/
public function get age(Q:int { ... }

/**
* Sets the age.
* @throws Error if the given age is invalid.
* @private
*/
public function set age(age :int):void { ... }

-25-
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5.2.5 ¥ k2 Document a function

Sample:

/**

* Calculates salary of the given month for this employee.
* <p>Salary is calculated in this way ... </p>

* @example How to calculate January’s salary:

* <listing version="3.0">// obtain salary for this month
* calculateSalary(new Date().getMonth());

* </listing>

* @param month the month, valid range [0, 11]

* @return the salary for the given month

* @throws Error IT the input parameter month is invlaid
*

* @see Date#getMonth()

*/

public function calcuateSalary(month:int):Number { ... }

SERAIARC TR BB L % The order of block tags should be:

1. @param
2. @return
3. @throws
4, @see

5.2.6 {FH@inheritDoc M # E 5 1Y 2K 212k & ¥ Inherit
comment from the overridden function using
@inheritDoc

Sample:

/**
* Calculate salary for this manager.
* @inheritDoc
*/
override public function calcuateSalary(month:int):Number { ... }

@inheritDoc I UM K OFEFHWES REHIF ZE ASDoc 715, , @param FI
@return B ASE HHMAIRC NRBEN—EBHEESHNRF E T
1t,18 B @copy,di:@copy Date#getMonth();

-26-
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@inheritDoc will copy main ASDoc comment, @param and @return content from the
overridden function from super classes or interfaces. All other tags are not copied. If
you need to copy comments from a non-overriding function, use @copy, €.g., @copy
DatettgetMonth()

5.2.7 ¥F=1 Document an event

MRBEEZIBR—NBHNEE N —DEESHNEKE NREEFMHEE, NE
EXNE 8 N — D EH LR, MEEZ KRN F B 2R

You need to document the type of the event. For a class dispatching an event, you
pass the constant if any as the event type; for an event class, you pass the literal type
name.

Sample:

/** MyUl.as (the class dispatching the event) N
* Dispatched when the user clicks the left button
* @eventType flash.events._MouseEvent.CLICK
*/
[Event(name=""click”, type="flash.events.MouseEvent)]

/** flash.events.MouseEvent (the event type class) N
* Defines the value of the type property of a click
* event object. ...

* @eventType click
*/
public static const CLICK:String = “click”

5.2.8 {FH@privatesk HEr—N— K3z OB M/ sk EM
ASDoc# 4 Exclude a

class/interface/property/function from ASDoc output
using @private

BINESL N ASDoc R B A X ZA REFEL BERE FREHE A
FERE B IEREZE— ALK R 4 ASDoc iy X FER T FHAEH
@private £RriC.

By default, ASDoc generates documents for all public classes, interfaces, functions and
properties. For reasons like confidentiality and brevity, it might be necessary to exclude
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a public class/interfacec/property/function from the ASDoc output. In such cases, you
use @private tag.

Sample:

/**
* @private
*/
public class Frameworklnteral

/**

* @private

* Performs internal sanity check, automatically called by system.
*/

public function sanityChecklinternal():void ...

529 FHTEXFRMFRE L= Document local
variables with end-line comments

Sample:

var start:int; // the start index of the sub-string
var end:int; // the end index of the sub-string

5210 fERBEITERKIFEHMBEE Using one-line
comment to explain in detalil

Sample:

var bankAccount:BankAccount = getBankAccount();
if(isvalidate(bankAccount)) {

// First, the bank information is retrieved, then money
// is transferred using XXX standard.
// XXX standard can be found at http://...
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6 ActionScript s 4 % #& ActionScript

Best Practices

6.1 1f ] #0 XI| General Programming

6.1.1 ZP)FF B4R Strict mode must be enabled

1t FlexBuilder s Zg ¥ ssap S (T H ¥8 & -strict’ #2=.
Specify "-strict’ option in FlexBuilder or to the compiler command line.

6.1.2 & HArrayCollectionfyHE F/fF 1%k Use sort/filters of
ArrayCollection with extra caution

ArrayCollection FIHF /151 F SEEE R 92 2B W AR N ZE B N RATNE A5

IR

ArrayCollection’s sort/filters could create a lot of trouble. We strongly recommend you
do not use them at all. If you must use them, do document clearly.

6.1.3 EAFTERE AN, FLEERETRENFZH40 5
O You must make sure a registered listener always
gets unregistered when it is no longer in use

ST Ba BT SR AR, A URUEIX A s W R A N T 4R 40 R AT = AR .

When you register an event listener, you must make sure that listener will always get
unregistered when it is no longer in use.
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6.2 H & Logging

6.2.1 {FHAmx.loggingk % K ERIloggingsLif. Use
mx.logging instead of low level logging
implementations

mxlogging BiRft T R M X SERXIEH.

The mx.logging package provides simple high level API.

6.2.2 HEPEFEEF—ILoggerszf| Obtain a ILogger
instance for each class

AEFNERE— ILogger LA, NEA AL HSERB—PEIA] log SLA,
R A XA RO R E Ao i 1

Obtain a ILogger instance for each class. Do not use a single log instance for logging in
all classes, which reduces the configurability and managability.

Sample:

import mx.logging.lLogger;
import mx.logging.Log;

public class FtpClient {

private static var log:lLogger =
Log.getLogger(‘‘com.insprise.app.FtpClient™);

6.2.3 EFMB Y HEEKRZE K Select proper logging levels

e PR =B B SR R Select proper logging levelsfatal- 5 272 Fri2 F 4 L HIE K3
Rerror-ia TSR BN O TR AR warn-"R IE B8 4 A B 1, RFF S HLU/ AR T
B2 N s 1ES infoz 1T BVAT (8], debug- R R 1T R HRITF AR R

Select proper logging levels: fatal — severe errors that cause premature termination;
error — runtime errors or unexpected conditions; warn — poor use of AP|,
undesirable/unexpected actions, etc.; info — interesting runtime events; debug —
detailed information on the flow through the system.
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Sample:

public function backup():void {
var host:String = "ftp3.insprise.com";
log.info(""Connecting to " + host);

try {
connect(host);

log.info(*"Connected."");

} catch (e:10Error) {
log.fatal (""Failed to connect to " + host, e);
return;

}

6.2.4 EMFMHATRE D FEGITH Use conditional
logging to reduce overheads
ASSIBINETR AV F$H, B2 B &M B & LUR D 55 |

Logging does introduces runtime overheads. By using conditional logging, one can
reduce the overheads.

Sample:

private function executeFTPCommand(command:String):void {
if(Log.isDebug Q) {
log.debug(*'Executing ' + command);

}

6.3 f¢i F FlexUnit #F17 M Testing with FlexUnit

Bk FlexUnit Z5NIEBRZ T ARVNEAER BEZ BE IR A FlexUnit.
Besides FlexUnit, there are many other testing ‘frameworks’ available. However, at
Insprise, we select FlexUnit.
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6.3.1 KX IBMAN LR B X Use a separate
source tree for testing code

Place testing code in a separate source tree from the production code. For example, if
the source folder for the production code is named as ‘src’, then the source folder for
the testing code can be named as ‘src_test’ (as shown in the picture below).

[ BasIS_Flex [BASIS_Flex]
(=& bin-debug

[ bin-release

[=f html-template

(= libs
[y resources
2 src
( src_comman

ERE src TEST |
(=% com
™ TestBinding.mxml 7 7/15/08 11:55 AM jack.li

6.3.2 MKMW T U8 A</ mEME>. test The
testing class package can be named <production

class package>.test
B0, N R = MmERE 7/ A com.insprise.basis.unidb, FF 2 M3 28 B9 & 77 I I g
com.insprise.basis.unidb .test.

For example, if the production class package is com.insprise.basis.unidb, then the
testing class package can be named as com.insprise.basis.unidb.test.

6.3.3 MNXZET] U ap B A Test< = mFEZ > The testing class
name can be named as Test<production class
name>

S5 3158, W RAE S 26 4 4 FrpClient BR 4 M3 2 T AL i TestFetpClient.

For instance, if the production class name is FtpClient, then the testing class can be
named TestFtpClient.
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6.3.4 MIXTTEN 6F B Atest<EFRATMEMITERF

>_ <[>

The testing method should be named as
test<production method name with first letter
capitalized>_<scenario>

MRRAE—NMER BA_<B=>IO T UZEE.
If there is only one scenario, then _<scenario> part will be omitted from the name.

Sample:

public function testConnect_withSsl(Q:void { ... }

6.4 A it 58 Flex SDK Updating Flex SDK Regularly

T 15 58, Adobes 2 8 FYE HiFlex SDK BB AR EH BRI A, X T
Flex 3 335, 175 [ ML AR AIR 15 B 37 AR A BISDK.

NH I #RIE 28 2to C:\Program Files\Adobe\Flex Builder 3\sdks, #£FlexBuilder 1 3% %
Windows -> Preferences -> Flex -> Installed Flex SDKs, i1\ 3ZSDK.

Adobe updates Flex SDK frequently for bug fixes. It is recommended that you should
update your Flex SDK to its latest milestone release. For Flex 3, visit
http://opensource.adobe.com/wiki/display/flexsdk/Download+Flex+3 for latest builds.

You download and unzip a build to C:\Program Files\Adobe\Flex Builder 3\sdks and
add it in Flex Builder by select the Windows -> Preferences -> Flex -> Installed Flex
SDKs.
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i % Appendices

ASDoc #7525 22 ASDoc tag reference

Tag Explanation/Sample
@copy @copy method/property/variable (refer to target of @see)
@default @default value (without quotation)

@eventlype @eventType typeName (without quotation)

@example @example exampleText <listing version="3.0"> ... </listing>

@inheritDoc @inheritDoc

@internal @internal text (ASDoc will not output such text)

@param @param paramName description

@private @private (ASDoc will not output elements marked private)
@return @return description

@see @see reference. Reference types:

@see "a text string”

@see http://insprise.com/

@see Array (top level class)

@see global#int() (top level function)

@see Array#length (property, omit class name if in the same class)
@see Array#pop() (function omit class name if in the same class)

@throws @throws errorClass decription
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