“Balloon” Program – PART 1                     Getting Started
	STEP 1.1: Create a New Program

Choose Action Script 2.0. Leave the default size at the default 550 x 400 pixels. Also leave the frame rate the default 12 fps.
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	STEP 1.2:  Create a 3 frame Program

Frame 1 will be used as our “Menu” screen. Frame 2 will be our “Game” screen, and Frame 3 will be our “Ending” Screen. For now place a stop(); in frames (2) and (3).

*notice that frames 2 and 3 have an “a” on them. This shows that there is script on the FRAMES*
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	STEP 1.3: Create a Basic Balloon

On the SECOND frame create a Circle about the size of a nickel. Convert this to a movie clip. On the Convert to Symbol dialog box, change the registration to centered vertically and horizontally. 
*Notice that the circle on frame 2 is now black. This shows that there is an object on the frame.
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	STEP 1.4: Make the Balloon Move

Right Click the circle and select Actions. This will open the action screen. Add the following code:

onClipEvent(enterFrame)

{this._y-=5;}
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	STEP 1.5: See the Results

Press CTRL+Enter to see your balloon float. Change the code to:

onClipEvent(enterFrame)

{this._y-=3;}

*Notice the balloon floats slower*
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	STEP 1.6: Click the Balloon
Below the existing code, add the following to make the balloon clickable:

on(press)

{this._y =450;}


	

	STEP 1.7: Bring Back the Balloon
If the balloon were to make it to the top of the screen it would continue on forever and never return. Add the following code to bring it back if it goes out of the screen

if (this._y <25) {this._y =450}

*Your code for the balloon should look like the picture
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	STEP 1.8: Throw in a little Variety
For now when the balloon is clicked it will reappear directly below its last position. Add the following code to the on(press) event to make the location vary along the X coordinate.

this._x=Math.round(Math.random()*470+30);

* The code takes the x-coordinate of the oval and makes it a random number between 30 and 500.


	

	STEP 1.9: Make it pretty

Don’t like the black ball? We can change that. Double click the balloon and enter the edit frame for the balloon.

Now you can edit the picture (draw one if you want or simply import a picture). Just make sure that your new image is centered on the “+” 

*Your picture may have a white box around it. To check this, drag the image off the stage (onto the gray). To fix this right click the image and select break apart. Erase the white border then select the image and press CTRL+G to group the image into a single entity.
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	STEP 1.10: Make Some Friends

Think one balloon is too easy? Hold the CTRL key then click and drag the balloon to make copies. You can place balloons off of the stage so that they will come from the bottom. The farther down you place them the longer it will take for them to come into view. 
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“Balloon” Program - PART 2              Keeping Score and Adding Lives
	STEP 2.1: Delete What?
In part 2 we are going to modify the balloons. To reduce the amount of redundant work we are going to delete all the balloons except for one. This was we can modify this balloon’s Action Script and copy the balloon later.
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	STEP 2.2: Adding Text boxes

Create two Text Boxes. In the first one type “Score:”. In the Second Box simply type “- - -“. This will keep the box visible. 
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	STEP 2.3: Dynamic Text Box

On the second text, change the value from “Static Text” to “Dynamic Text” 

*This will allow the values to change

In the textbox by VAR: enter “score” (no quotes) and uncheck Auto Kern
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	Step 2.4: Creating a Variable
On Frame 1 enter the action script panel for the Frame. Create a variable called score by entering the following code

var score;

score = 0;


	

	STEP 2.5: Modifying the Score Variable

When balloons are clicked the score will increase by 1.Add this script to the on(press even of the balloon.
_root.score+=1;

*the code for the balloon should look like this
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	Step 2.6: Adding Lives Text Box
Currently when a balloon reaches the top there is no penalty. We are going to have the user lose a life when a balloon is missed.

Add two more text boxes. One with the text “Lives” and a second dynamic text box.

Add lives to the var box on the second dynamic textbox, and uncheck Auto Kern.


	

	STEP 2.7: Keeping Track of Lives
On frame 1 add a new variable

var lives;

lives = 3;

On the balloon add the following code to the end of the IF Statement in the onClipEvent(enterFrame)  section.

_root.lives-=1;


	[image: image14.png]| Actions - Movie Clip x |

V[ R POVvEERTEYODE

onClipEvent (enterFrame)
fthis._y-
if (this._y < -25) (this._y =450; _root.lives-=1:}
y






	STEP 2.8: Bring Back the Friends

Hold the CTRL key then click and drag the balloon to make copies. You can place balloons off of the stage so that they will come from the bottom. The farther down you place them the longer it will take for them to come into view.
	


“Balloon” Program - PART 3                   Menu and Ending Screens
	STEP 3.1: Create an Opening Menu

Create and opening menu that lists the Title of your program along with your name.

Add the stop code to Frame 1

stop();

*this will stop your program to allow the user to read the screen.
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	STEP 3.2: What Happened?

If you tried to run your program you realized that you are stuck n the menu screen with no place to go. We have not added a button to begin the program.

Create a movie clip and add the following code:

on(press)

{_root.gotoAndPlay(2);}


	

	STEP 3.3: Time to Fail
Right now when a balloon reaches the top we lose a life, but there is nothing that says that something should happen when lives = 0. Lives will simply go negative for now.

Create a new IF STATEMENT below the existing one

if (_root.lives<1) {_root.gotoAndPlay(3);}

*Why use <1 rather than 0. If for some reason two balloon were to roll over at the same time scores could go negative. This way any score less than 1 will send the user to the third frame. 
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	STEP 3.4: You lost, Now What?
Just as with the menu, create a simple Your Lose screen of your choice. Add one more movie clip that will allow the user to replay the game. Add the following code to the movie clip
on(press)

{_root.gotoAndPlay(1);}
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	STEP 3.5: Arrange Your balloons
The last step is to make sure that your balloons do not cross in front of your score and live boxes.  On each balloon:

Right Click select Arrange then select Send to Back.

*This will put the balloons behind the text.
	


