1_move.fla

This is just the simple moveFox () function that uses the Key.isDown method to move the fox left and right at this time the amount to move is hardcoded ( no speed variable has been assigned) and the character is not constrained to the stage.

function moveFox() {


// move fox to left


if (Key.isDown(Key.LEFT)) {



fox._x-=10;


// move fox to right


} else if (Key.isDown(Key.RIGHT)) {



fox._x += 10;



} 


}

The function call is attached to the movieclip called actions that is positioned just off the stage.

onClipEvent(enterFrame) {


_root.moveFox();

}

2_constrain.fla

The moveFox() function has now been extended so that the character is constrained to the stage – two variables left and right have also been introduced to take care of the limits that the character can move.

left=0;

right=550;

function moveFox() {


if (Key.isDown(Key.LEFT)) {



fox._x-=10;


} else if (Key.isDown(Key.RIGHT)) {



fox._x+=10;


}



if(fox._x<=left){




fox._x=left;



}



if(fox._x>=right){




fox._x=right;




}


}

As in the first movie and in fact all of these movies - The function call is attached to the movieclip called actions that is positioned just off the stage.

3_animate.fla

In this one the moveFox() function has been split into two separate functions – one to handle the movement and the other to handle the constraint and both functions are called from the actions movie clip – placed just off the stage.

In addition to this a line that triggers the animation inside the movieclip has been added to both the key.RIGHT and key.LEFT code.

left=100;

right=550;

function moveFox(){

if(Key.isDown(Key.LEFT)){


fox._x-=10;


fox.nextFrame();                                   //this triggers the animation

}else if(Key.isDown(Key.RIGHT)){






fox._x+=10;






fox.nextFrame();  //and so does this one!





}

}

function constrain(){

if(fox._x<=left){


fox._x=left;


fox.gotoAndStop(1);            //this makes the fox stop when it reaches the left  //boundary.
}else if(fox._x>=right){


fox._x=right;


fox.gotoAndStop(1);            //and this does it for the right boundary!
}

}

The function calls to the two functions are both attached to the movieclip named actions that is positioned just off the stage.

onClipEvent(enterFrame) {


_root.moveFox();


_root.constrain();

}

4_animate2.fla

In this movie we do two things – first we make a speed variable so as to replace the hardcoded values and then we fix the animation so that when it stops the feet are always on the ground. We’ll look at using the ouch label later.
First thing to note is that the movie clip on the stage has changed it now includes some extra labels. In all it has 3 labels which are as follows:

· notMoving

· run

· ouch

left=100;

right=550;

speed=15;                                                      //this is the new speed variable
function moveFox(){

if(Key.isDown(Key.LEFT)){


fox._x-=speed;                                                 //we use it here

fox.nextFrame();


}else if(Key.isDown(Key.RIGHT)){






fox._x+=speed; //and here!





fox.nextFrame();






}else{


fox.gotoAndStop("notMoving");  //this else statement makes the fox stand still
}

}

function constrain(){

if(fox._x<=left){


fox._x=left;


fox.gotoAndStop(1);

}else if(fox._x>=right){


fox._x=right;


fox.gotoAndStop(1);

}

}

5_score.fla

Right the what’s different in this one except for the fact that I’ve inadvertently rubbed out the background?

· Well first we have a dynamic text box on the stage and if you check in the property inspector you will see that it has a variable name of score.

· We also have a movieClip on the top of the stage with an instance name of ball (clue: that’s the round one).

· We also have a script attached to the ball which is as follows:

onClipEvent(load){


speed=5;


_root.score=0;

}

onClipEvent(enterFrame){


this._y+=speed;


if(this.hitTest(_root.fox)){



_root.score++;



this._y=0;



}else if(this._y>=400){




this._y=0;




trace("missed me!");



}


}

What does it do?

· Well first when the clip first appears on the stage on(load) it sets a speed variable for the ball and also sets a variable in the main timeline  called score to 0 . this makes sense as we want it to be 0 at the beginning of the game.

· On the enterFrame script (which means it is constantly executing the script) it moves the ball down the y axis.

· It also checks to see if a collision has taken place between itself and the fox clip.

· If a collision does take place it increments the score by 1 – the ++ is shorthand for add 1 to the value, -- would subtract 1 from the value. It only does this if a collision has taken place.

· The next condition it tests for is contained in the else statement and it is checking to see if the ball has reached the bottom of the stage (which is 400 pixels high).

· If it has it uses the trace statement to open the output window where it displays the text  “missed me”.

· The trace statement is a really useful one for testing your actionscript at different stages of development.

So if the ball hits the fox we score one and the dynamic text box on the stage is updated to reflect this. If the ball misses the fox the output window opens and the message missed me is displayed.

PLEASE NOTE THAT TRACE STATEMENTS ONLY WORK WHEN TESTING IN THE FLASH AUTHORING ENVIRONMENT AND NOT IN THE SWF – THIS IS BECAUSE IT IS USED TO TEST THINGS!

In the next movie we will have a look at how we can make it say ouch .

6_Ouch.fla

In this movie we address how to make the fox play the ouch frame inside its timeline when it is hit.

To do this we are going to insert two pieces of code – the first piece is attached to the ball script.

//Script attached to the ball

onClipEvent(load){


speed=5;


_root.score=0;

}

onClipEvent(enterFrame){


this._y+=speed;


if(this.hitTest(_root.fox)){



_root.fox.gotoAndPlay("ouch"); // this is the line that tells the fox to say //ouch!



_root.score++;


this._y=0;



}else if(this._y>=400){




this._y=0;




trace("missed me!");



}


}

See next page for the framescript.

This script has had one line added into it:

//Framescript

left=100;

right=550;

speed=15;

function moveFox(){

if(Key.isDown(Key.LEFT)){


fox._x-=speed;


fox.nextFrame();


}else if(Key.isDown(Key.RIGHT)){


fox._x+=speed;


fox.nextFrame();



}else{ 



if(_root.fox._currentFrame<5){ //This is the new line see below for explanation.




_root.fox.gotoAndStop("notMoving");



}



}


}

function constrain(){

if(fox._x<=left){


fox._x=left;


fox.gotoAndStop(1);

}else if(fox._x>=right){


fox._x=right;


fox.gotoAndStop(1);

}

}

explanation:

This tells the fox to goto and stop at the frame label notMoving only if the fox’s timeline is at less than 5 frames – this means that if it is more than 5 frmes the fox is playing the ouch animation. If we hadn’t changed this everytime the fox went to the ouch animation this script would have over –ridden it and the fox would have been sent to the notMoving position.

