














Design a Flash-based videogame 83
Actions - Frame > -,;
Actions - Frame -'2' e AHYEEELEIINY OO M % Script Assist ()

onEnterFrame = function() {
score += 1; //lUpdate player score
if (playerlLife<d){gotoAndStop(3);} // If playerLife reaches @ then End
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SfGame Yariables

//Create Enemies

for (i=8; i<numberEnemy; i++) {
newEnemy = attachMovie("Enemy”, “Enemy"+i, 1i);
newEnemy._x = Math.random()*58-10@; // Enemy starting position X
newEnemy._y = Math.random()*Stage.height; // Enemy storting position Y
newEnemy. enemySpeed 4= .5;

enemySpeed = 18; //5et Enemy initial speed

rmumberEnemy = 6; //Change this to odd more Enemies

newEnemy . onEnterFrame = function() {
if(this. _x>Stage.width){ // If Enemy goes off screen then move left si
this._y = Math.random()®*Stage.height;
this. _x = 20;
enemySpeed 4= .5;// Increase Enemy speed

score = @; /5t initial score to @

playerLife=188; //Set initial Player Life

this._x += enemySpeed; //Enemy speed
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f#Press START Button to begin : e ey s rn
: est to see if Enemy has ayer
hu‘ttﬂﬂStﬂF‘t.mPﬁEEE-'ch‘tlmD{ H i'FCth’iS.I’ﬁtTeStLFDDt.PlG}'EP)){_
gutmma}rc_aj! playerLife -= 2; // Take off Player Life
Player.playerAlive._alpha = playerLife; // Reveal Skull

:| } _root.Player.gotoAndPlay(2); // Play hurt animation
- B

stop(); 1 6 To programme the functionality of the game, add this code to the second frame

of the Script layer. There are three main pieces to this code: Update - this checks to see if the
player is still alive; Create Enemies — by attaching, positioning and moving the Enemy
MovieClip; HitTest — check to see if the Enemy movie clip has hit the Player movie clip.

1 5 Add this code, which you'll find on your disc, to the first

frame of the Script layer. This sets up the initial values for the main

variables in the game: enemy speed, number of enemies, the score,
player life. Check to see if the buttonStart has been pressed.

Check the code!

Always check the spelling of code. Many errors are simply
caused by misspelling the code.

[M Actions ~ Frame X |5S0—————————————
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for(i=0;i<numberEnemy;i+s){

_root["Enemy”+1] . removeMovieClip();

}

endScore=score;

buttonRestart.onPress=function(){
gotoAndPlay(1);
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stop();
|

1 7 Lastly, add this code to the third frame of the Script
layer. The ‘For/Next’ programming loop was used to remove all of the
Enemy movie clips. Show the final score, and check to see if the 1 8
buttonRestart has been pressed.
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