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

15	   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.

17	   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 
buttonRestart has been pressed. 

18	   Once these steps have been completed, test the game. You can play Beesting at www.skaffs.com.

16	   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.
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