package{

//import packages needed for the game
import flash.display.*;

import flash.ewvents.*;

import flash.geom.*;

import flash.ui.*;
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//3rd party packages
import EKey;

//this class represents the flash root, so it must extend the movieclip type
public class gameMalin extends MovieClip {

J*
constants used in the game go here

*/

const gravity:Number = 1;

const friction:Number = .8;

const speed:Number = 5;
const jump:Number = 20;

IE
game varliables
25 */
26 public var playerVelocity:0bject;
27 public var onGround:Boolean;
/
30 objects user in the game
* )
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public var player:MovieClip;
public var gameStage:MovieClip;
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//add these two lines
public wvar bulletArray:Array;
public var enemyArray:Array;
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//runs first

3

public function gameMain () :void {
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//initialize any game objects
bulletArray = new Array() -
enemyArray = new Arravyi():;
for(var 1 = 0; 1 < 5; 1++)

{

N
LM

o

e
s

L Li

var tmpEnemy:nogoodMan = new nogoodMan () s
tmpEnemy.x = 1 * 70;

this.addchild (tmpEnemy) ;

enemyArray.push (tmpEnemy) ;
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//new player

player = new tinyMan() ;
player.x = 100;
player.y = 150;
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//new stage
gameStage = new stagel();
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//new player wvelocity
playerVelocity = new Object ()
playervVelocity.x = 0;
playervelocity.y = 0;
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//misc
onGround = false;
Eey.initialize( stage )
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//add objects to the stage as needed
this.addchild( gameStage );
this.addchild( player );
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//start game loop
this.addEventlListener( 'enterFrame', onEnterFrame );
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//the code within this function will run once every frame

public function onEnterFrame( e:Event ):void {
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updateInput () ;
updateEnemies () ;
updateBullets () ;
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//update wvelocity
playervVelocity.y += gravity;
playervVelocity.x *= friction;

//test to see 1f the player is on the ground

if( gameStage.hitTestPoint (player.x, player.y, true) && playervVelocity.y > 0) {
//if it has hit the ground, halt gravity
playerVelocity.y = 0;
//set on ground to true

100 onGround = true;

101 } else |

102 //hes not on the ground, let the game know this.

103 onGround = false;

104 }

105

106 //update position

107 player.x += playerVelocity.x;

108 player.y += playervVeloclty.vy;

109

110 this.x —= playerVelocity.x;

111 this.y —= playerVelocity.vy;

112

113 }

114

115 //handle input

116 public function updatelInput () :void {

117

118 if{ BEey.isDown({ Eeyboard.LEFT } )} {

119 playerVelocity.x = —speed;

120 }

if({ Eey.isDown({ Eeyboard.RIGHT ) ) {
playerVelocity.x = speed;

126 if( Eey.isDown( Eeyboard.UP ) } {
127 if( onGround ) {

128 onGround = false;

] playervVelocity.y = —jump;
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}
if (Eey.isDown (Eeyboard.SPACE) )

{
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firebullet () ;

¥
}y//end updateInput
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//function for firing a bullet using spacebar
public function firebullet() :void
{
var tmpbullet:bullet = new bullet ()
tmpbullet.velocity.x = 10;
tmpbullet.x = player.x;
tmpbullet.y = player.y — 55;
bulletArray.push (tmpbullet) ;
this.addChild (tmpbullet) ;
}//end firebullet

//function for updating enemies on the stage
public function updateEnemies () :void {
for(var i in enemyArray)
{
enemyaArray[i] .update (player) ;
//update velocity
enemyArray[i] .veloclty.y += gravity;
enemyaArray[i] .velocity.x *= friction;

//test to see 1f the player is on the ground
if( gameStage.hitTestPoint (enemyArray[i] .x, enemyArray[i].vy, true) && enemyArray[i].velocity.y > 0) {
//if it has hit the ground, halt gravity
enemyhrray[i] .velocity.yv = 0;
//set on ground to true
onGround = true;
Vo else |
//hes not on the ground, let the game know this.
onGround = false;
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//fupdate position
enemyaArray[i] .x += enemyArravy[i] .velocity.x;
enemyArray[i] .y += enemyArray[i] .veloclty.vy;:
}//end for
}//end updateEnemies
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//function for updating bullets
public function updateBullets () :void {
for(var i in bulletArray)

{
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bulletArray[i] .x += bulletArray[i] .veloclity.x;
bulletArray[i] .y += bulletArray[i] .veloclty.V:
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for(var ] in enemyArray)

{
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if(bulletArray[i] -hitTestObject (enemyArray[J]))
{
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//bullet hit an cbject - remove enemy and bullet
this.removeChild(bulletArray[i]);
this.removeChild (enemyarray[j])
bulletArray.splice(i,1);

enemyArray.splice(j,1);

el e et el el e el e i e i e el e e e T o =

= = =
0 Lo DO OO
R

}

} //end inner for
}//end ocuter for
}//end updateBullets
V//end class
IR 1/ /=end package




