Programming games: Preparation guide for Final Quiz
1. Re-read the lecture notes and the tutorials (concentrate on Flash/ActionScript though there will be comparison questions to HTML/JavaScript).
2. Define the programming concepts: variable, function, and array.  Describe uses of each in the class projects.

3. Describe the use of the different bracketing symbols in ActionScript: ( and ), { and }, and [ and ].

4. Define what is meant by methods, constructor methods and class methods in ActionScript. Give examples of each from the class projects.

5. Tell what you would do to write a Flash program for a coin toss (expand each of the following points). These distinct steps may not be given on the final.
a. create a button instance 

b. create head and tail movie clips

c. get instances of these symbols on the stage

d. write code making one of the head or tail instances not visible to be in the first frame, action layer.

e. write the code to set a call to the function flip() be what happens (the event handler) for the button being pressed and released.
f. define the flip function in the first frame, action layer. It will use the Math.random() function to cause either the head or the tail instance (not both) to be fully visible.

6. Write the ActionScript to check if a variable income holds a value more than a variable expenses.  If the condition is true, have the movie go to and play the frame labeled "happiness"; otherwise go to the frame labeled "misery".

7. Write the code to move an instance named ball  from its current position assuming the variable hspeed holds the horizontal speed, vspeed holds the vertical speed, and t_amount holds the elapsed time.  This means that the change, also called the displacement, is speed times time, so the horizontal change is
 ball.x +=hspeed * t_amount
You do the vertical change!
8. Describe the different types of text fields, giving examples from the class projects.

9. Describe the use of Timer objects in bouncing ball and cannonball.

10. Describe 3 points of similarity and 3 points of difference between HTML/JavaScript and Flash/ActionScript.

11. Describe and compare hitTestPoint and hitTestObject.
12. Describe the function of the offsetx and offsety variables in the pieces in the jigsaw application.

13. Give the coding in the jigsaw application that allows the player to be less than perfect in positioning the pieces. Describe what function the code is in.

14. Describe benefits to giving names (labels) to frames in ActionScript. Describe the alternative.

15. Assume that there are two instances on the Stage: dragon and gold.  Write the code that will check if dragon is less than gap away from gold both horizontally and vertically.  If this is true, set the variable atgold to true; otherwise set it to false. Note: dragon could be on either side and above or below gold, so you will need to recognize that in your code.  
16. What is meant by datatype in ActionScript (and other programming languages)? 
17. Trick question: if there were three text fields with instance names atext, btext and ctext and atext was showing “4” and btext was showing “5”, what would you see in ctext following the statement:
 ctext.text = atext.text + btext.text; 
18. Give an example of a declaration statement for ActionScript. Give an example of a declaration that sets up a variable to be a Ball object and gives in an initial value using the constructor Ball(x, y, r), to place the ball at (100,200) with a radius of 40, making the assumption that the parameters x, y, and r put the ball at the position x,y and make its radius r units.

19. Describe the function of the class definition for Piece in the jigsaw application.

20. Assuming a button instance named flipbtn, write the code to invoke a call to the function flip(ev), when the button is clicked.

