
Using ActionScript
Lesson Five

Now that we are getting used to using ActionScript, we are going to try something 
trickier in this lesson. Back in our second lesson we learnt how to alter the 
_root.jumpSpeed=-16; code to be able to leap much higher

This is really useful, but means that our character can jump really high throughout 
the whole game we are playing

Today we are going to learn how to jump high for a limited time

Before we start though, let’s remind ourselves of what we have learnt so far...

•If we want to make a change before a game starts, then we can change the code 
in the green triangle.
•If we want to change what happens when a character collides with a monster, then 
we can change the code in the ‘Advanced..’ options of the monster element.

So, how do we change what happens whilst a game is playing? Well, this is where 
those sun elements that have been sitting at the side, waiting patiently, get used

The sun elements are not like apples, and cannot be collected in a game. They are 
not like monster elements either, but they can be used to carry code that runs all 
the time in a game

We will be using a sun element in this lesson to help make our effect work

 Load the example game - lesson5.2diy

(you will find it in Computer >> Resources >> 2DIY >> Lessons)

 Don’t play the game yet! Nothing will happen. Let’s think for a moment what we 
want to be able to do...

We want the character to jump at a normal height in the game, unless they touch a 
“superjump” button, then they will be able to jump really high - but only for a few 
seconds,  then they will go back to a normal jump

WOW - that sounds complicated, so let’s break it down into separate parts...
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(1) We need a “superjump” button that the character collides with. A monster 
element can be used for this as it allows collisions

(2) We need to have a timer that starts when the character / monster collide. A sun 
element can be used for this

(3) We also need to set up the timer at the start of the game. The green triangle can 
be used for this

 Right click on the green triangle. We are going to set up a timer. We need to 
create a variable (var) that we will call “timer”, and set that to 0

var timer:int = 0;

 Now we need to add a monster element to the game. This is going to become the 
“superjump” button. We want to change what happens when the character collides 
with the monster, so we need to choose ‘Advanced..’. We need to add some code 
that will change the height of the jump (can you remember which piece of code that 
is? If not, look back at lesson 2) to make a large jump. We also need to start the 
timer. The code to start the timer is

_root.timer=1;

Don’t forget to add code to make jumping higher as well. If you’re struggling to 
remember what that code was...

Don’t forget to put a ; at the end of the jumpSpeed code

 Finally, we need to add some code that will run throughout the game. Add a sun 
element to the game (it doesn’t matter where you put it, as will be explained later). 
To add code to a sun element we need to look in the animation settings, and add 
the code in the ‘adv’ option

 Our sun element code needs to ask the question “Has the timer started?” and if it 
has, then the code needs to make the timer start counting until it reaches a set 
time. When it reaches the end of the set time, it needs to reset everything, ready to 
start again

 If the timer has started, then the monster will have changed the value of 
_root.timer to 1 so we can add 

if (_root.timer > 0)
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_root.jumpSpeed=



as 1 is more than 0. If the timer has started we need to make it count so we have to 
keep adding more to the timer. We do this with 

_root.timer++;

as ++ keeps increasing the value of the timer.

 The timer increases really quickly, in just 1 second, it will have increased to 30. In 
2 seconds, it will have increased to 60. Every second, the value increases by 30.

 To make our “superjump” last 2 seconds we need to make timer reach a value of 
60. This means that the sun element has to ask another question. “Has the timer 
reached 2 seconds?”. We use 

if (_root.timer > 60)

to see if the time is up. If the time is up, then the sun element needs to reset 
everything. The timer needs to go back to 0, and the jump height needs to return to 
the normal value (16)

 So, how does this all fit together in the sun element?

if (_root.timer > 0) (checks to see it the timer has started)
{

_root.timer++; (keeps increasing the timer)
if (_root.timer > 60) (checks to see if the time is up)

{
_root.jumpSpeed=-16; (returns jump height to normal)

_root.timer=0; (resets the timer)
}
}

Note:
the code works with an “if this then that” format

the “if” part is written in normal brackets ( )
the “then” part is written in curly brackets { }

if ( this has happened ) { do this }

 Play the game. Jump, touch the monster and jump again. Can you jump higher? 
If not, check your code and make sure you have included all the .  ( ) { } and ; that 
are needed

 Finally, to complete your game;
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• Click on the ‘i’ icon and give your game a name

• Leave the platform and apple graphics as they are for the moment*

• The Sun element can either be made invisible (use the checkerboard colour), or 
turned into an on screen object (flower / cloud / etc)

• Save your game (call it ‘lesson5’) into your own area.

* As we are learning how to use code to alter our games, we don’t want to spend 
time looking for graphics. We can make our games look great once we have learnt 
all about coding, and have our games working correctly.
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Notes:

Congratulations - you’ve completed a complex ActionScript effect


