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4 4 ActionScript

ActionScript

ActionScript
2

function RefreshDispStatus () { //RefreshDispStatus
_root.DispStatus.Level = _root.myStatus.Level,
/IDispStatus.Level myStatus.Level
_root.DispStatus.HP = _root.myStatus.HP;
/[DispStatus.HP  myStatus.HP
_root.DispStatus.MaxHP = _root.myStatus.MaxHP;
/IDispStatus.MaxHP  myStatasu.MaxHP
_root.DispStatus.Gold = _root.myStatus.Gold;
/IDispStatus.Gold myStatu.Gold
} /l DispStatus

function RefreshTsuyosa () // Tsuyosa

function RefreshitemMenu () { //RefreshltemMenu
itemMenu = new Array(); //itemMenu
for (i=0; i<item.length; i++) {
I item.length
itemMenuli] = new Object();
llitemMenu
itemMenul[i].No = item[i].No;
/litemMenu[i].No item[i].No
itemMenu[i].Name = item[i].Name;
/litemMenu[i].Name item[i].Name
itemMenul[i].ExecNo = item[i].ExecNo;
/litemMenul[i].ExecNo  item[i].ExecNo
}
itemMenu[i] = new Object();
itemMenu[i].Name ="
itemMenul[i].ExecNo = 10;

" JlitemMenu
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function Additem (ItemNo) //

function RefreshMonsterMenu () //

function Dicel (DiceNo) { //Dice
D=0; /I D
for (i=0; i<DiceNo; i++){ //i DiceNo
D += Math.floor(1+Math.random()*6);
/I D 1 6

function Dice2 (DiceNo) //Dice E

function fine2() //D

function AddMonster (MonsterNo) // MonsterNo

LevelData = new Array(); //
for (i=0; i<=10; i++) {
LevelData[i] = new Object();
}
LevelData[0].Attack = 10;
LevelData[0].DX = 11;
LevelData[0].Defence = 9;
LevelData[0].GP =5;
LevelData[0].MaxHP = 100;
LevelData[0].AP = 16;
LevelData[0].NextExp = 400;

35



itemData = new Array(); //
for (i=0; i<=8; i++) {

itemData[i] = new Object();
}
itemData[0].Name =" "
itemData[0].AttackValue = 0O;
itemData[0].HPValue = 50;
itemData[0].ExecNo = 12;
itemData[0].Price = 100;
itemData[0].Info ="

"HP 50 "+String.fromCharCode(13)+"

monsterData = new Array(); //
for (i=0; i<=11; i++) {

monsterData[i] = new Object();
}
monsterData[0].Name =" "
monsterData[0].HP = 20;
monsterData[0].Attack = 8;
monsterData[0].Defence = 9;
monsterData[0].Gold = 200;
monsterData[0].Exp = 72;

36
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4

centerX = 275; Il
centerY = 200;

myX = 280; 1

myY = 870;

_root.moveFlag = true; Il
J]-mmm
myName =" /)
MoveDist = myStatus.AP; //
maxMenu = 16; / menu 16
houkou=10; Il

J]-mmm

myStatus = new Object(); //
myStatus.Level =1; //

myStatus.MaxHP = LevelData[0].MaxHP;
myStatus.HP = myStatus.MaxHP;
myStatus.Attack = LevelData[0].Attack;
myStatus.Defence = LevelData[0].Defence;
myStatus.DX = LevelData[0].DX;
myStatus.GP= LevelData[0].GP;
myStatus.AP = LevelData[0].AP;
myStatus.l1Q = LevelData[0].Defence;
myStatus.ST = LevelData[0].Attack;
myStatus.Exp = 0;

myStatus.Arms = 0O;

myStatus.Gold = 300;

eventFlag = new Array(); //
for (I=0;1<=100; i++){ //101 false
eventFlag[i] = new Object();

}
for (i=0;1<=100; i++) {
eventFlag[i] = false;
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monsterArea=1; //
eventA204Flag = false; //
eventA2Flag = false;
eventA4Flag = false;
_root.monsterMode = false; //
_root.MeetMonster = 100 + Math.floor(Math.random()*20);
Il
SO=100; //
/I ExecNo /
ExecNo
Il1: Menu2
2. Menu2
Il 3: Menu2
4.
II'5: Item
Il 6:
.
Il 8:
I19:
//10:
/111 1 Menu3
1112: 2 Menu3
/1113: 3 Menu3
1114
/I/15:
/1/16:
I117:
//18:
1121
1122:
1123:
1124 Menu?2
1125:
1126:
1127 HP
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cmdl = new Array(); //
for (IiI=0;i<=2;i++){

cmd1l[i] = new Object();
}
cmdl[0].Name =" "o
cmd1l[0].ExecNo = 1; //ExecNo
cmdl[1l].Name ="
cmdl1[1].ExecNo = 2;
cmdl[2].Name ="
cmdl1[2].ExecNo = 15;

cmd2 = new Array();
for (1=0;i<=3;i++){
cmd2[i] = new Object();
}
cmd2[0].Name ="
cmd2[0].ExecNo = 3;
cmd2[1].Name ="
cmd2[1].ExecNo = 1;
cmd2[2].Name ="
cmd2[2].ExecNo = 2;
cmd2[3].Name ="
cmd2[3].ExecNo = 23;

item = new Array(); //

_root.NowMenu = "menu0"; //menu
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8
myX = 280; //
myY = 870;
iIf(SO eq 1000){ //SO=1000
_root.DispTalk. TalkText =
String.fromCharCode(13); //
_root.DispTalk. TalkText += "A 4

"+ String.fromCharCode(13);
_root.DispTalk. TalkText +=" "
_root.DispTalk._visible = true;

_root.monsterArea=4; /I
if(eventFlag[99] eq false){
_root.DispTalk._visible = true;
eventFlag[99] = true;
}
_root.returnFrame =(" ")
Il
Il s
for (i=0; i<maxMenu; i++) {
eval("_root.menul."+i).gotoAndStop(1);
/) 4 37
_root.moveFlag = false; //
_root.menul.cmdName = "cmd3";
//menul 4 cmd3
_root.menul.MenuDisp(); //menul
_root.menul. visible = true; //menul

_root.NowMenu = "menul”; // menul
RefreshDispStatus(); //DispStatu
stop(); //
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_root.mychar._x=centerX; //
_root.mychar._y=centerY;
_root.map_zentai._x=centerX-myX; //
_root.map_zentai._y=centerY-myyY;

stop(); //

24
_root.DispTalk. TalkText ="
_root.DispTalk. TalkText +="
_root.DispTalk._visible = true; //
Il oo
for (i=0; i<maxMenu; i++) {
eval("_root.menul."+i).gotoAndStop(1);

}

_root.moveFlag = false;

_root.menul.cmdName = "shopmenul";
Il menul

_root.menul.MenuDisp();

_root.menul. visible = true;

_root.NowMenu = "menul";

RefreshDispStatus();

stop();

41
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41
Exp=0; //
Il oo
for (i=0; i<maxMenu; i++) {
eval("_root.menul."+i).gotoAndStop(1);

/)
_root.moveFlag = false; //
_root.menul.cmdName = "cmd2"; I
_root.menul.MenuDisp();
_root.menul. visible = true;
_root.NowMenu = "menul";
RefreshDispStatus();
stop();
Il
_root.monsterMode = true; //
monster = new Array(); //monster
rnd = Math.floor (Math.random() * 15); //
if (monsterArea==1) {// 1 2
if (rnd <4){
AddMonster (1);
AddMonster (1);
}else if (rnd < 9) {
AddMonster (1);
AddMonster (1);
AddMonster (2);
} elseif (rnd < 13) {
AddMonster (1);
AddMonster (2);
AddMonster (3);

Jelse {
AddMonster (2);
AddMonster (2);
AddMonster (3);
}

1,
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else if (monsterArea==4){ //11
1
if (_root.Selectmon eq 0) {
AddMonster (1);

} else if (_root.Selectmon eq 1) {
AddMonster (2);
} else if (_root.Selectmon eq 2) {
AddMonster (3);
} else if (_root.Selectmon eq 3) {
AddMonster (4);
}else if (_root.Selectmon eq 4) {
AddMonster (5);
}else if (_root.Selectmon eq 5) {
AddMonster (6);
}else if (_root.Selectmon eq 6) {
AddMonster (7);
}else if (_root.Selectmon eq 7) {
AddMonster (8);
}else if (_root.Selectmon eq 8) {
AddMonster (9);
}else if (_root.Selectmon eq 9) {
AddMonster (10);
}else if (_root.Selectmon eq 10) {
AddMonster (11);
}

Yo

_root.Selectmon
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for (i=0; i<maxMenu; i++) {
eval("_root.menul."+i).gotoAndStop(1);

}

_root.menul.cmdName = "cmd2"; //

_root.menul.MenuDisp();

_root.menul. visible = true;

_root.NowMenu = "menul”; //

kaisin=0; //

44
if (_root.DispTalk._visible eq true) { //
gotoAndPlay ("AttackLoop™);
} 1143

44
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45
if (_root.AttackMonsterNo == -1) {

N1
}else {

if (_root.myStatus.Attack+_root.myStatus.Arms eq 8) {
Dicel(1);
D +=6;

} else if (_root.myStatus.Attack+_root.myStatus.Arms eq 9) {
Dicel(1);
D+=7;

} else if (_root.myStatus.Attack+_root.myStatus.Arms eq 10) {
Dicel(2);
D +=8;

} else

1

if (_root.myStatus.Arms eq 2) { // myStatus.Arms
fine2(); //  x

Y

Dice2(3);
if (E<_root.myStatus.DX-10) {
Il myStatus.DX 10
fine3(); //
kaisin=1; // 1
}

Attack = D-monster[_root.AttackMonsterNo].Defence;
1 Attack

if (O<Attack){ //Attack O
monster[_root.AttackMonsterNo].HP -= Attack;

I HP
Mname ="_root.monsterHit"+_root.AttackMonsterNo;

eval(Mname).gotoAndPlay(2);
I
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if (monster[_root.AttackMonsterNo].HP>0){
1
if (_root.monsterArea ==5) {//
_root.DispTalk.TalkText = _root.myName+"
"+String.fromCharCode(13);
if(kaisineq 1){ //
_root.DispTalk. TalkText += "
"+String.fromCharCode(13);
Yo
_root.DispTalk. TalkText += Attack+"
"+String.fromCharCode(13);
_root.DispTalk. TalkText +="
_root.DispTalk._visible = true;
} elsef
1
_root.DispTalk.TalkText = _root.myName+"
"+String.fromCharCode(13); //
if(kaisineq 1){ //
_root.DispTalk. TalkText += "
"+String.fromCharCode(13);
Yo
_root.DispTalk. TalkText += Attack+"
"+String.fromCharCode(13);
_root.DispTalk._visible = true;
Yo
}
lelse{ /I
_root.DispTalk.TalkText =_root.myName+"
"+String.fromCharCode(13);
_root.DispTalk. TalkText += "" ”
"+String.fromCharCode(13);
_root.DispTalk._visible = true;
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if (monster[_root.AttackMonsterNo].HP<=0) { //
if ((_root.monsterArea == 4) && (_root.Selectmon eq 10)) {
_root.SO = 1000;
myStatus.Gold += monster[_root.AttackMonsterNo].Gold;
Mname ="_root.monster"+_root.AttackMonsterNo;
eval(Mname).gotoAndStop(1);
_root.MonsterNum--;
Exp += monster[_root.AttackMonsterNo].Exp;
IEXp
RefreshDispStatus();
_root.DispTalk. TalkText =
"+monster[_root.AttackMonsterNo].Name+"
"+String.fromCharCode(13);
_root.DispTalk.TalkText+=
monster[_root.AttackMonsterNo].Gold+"Gold "
_root.DispTalk. TalkText += "

_root.DispTalk._visible = true;

I
if (_root.MonsterNum<=0) { //
_root.myStatus.Exp += Exp; //
_root.monsterMode = false; //
if (LevelData[myStatus.Level-1].NextExp<=myStatus.Exp) {
myStatus.MaxHP = LevelData[myStatus.Level].MaxHP;
myStatus.Attack = LevelData[myStatus.Level].Attack;
myStatus.Defence = LevelData[myStatus.Level].Defence;
myStatus.DX = LevelData[myStatus.Level].DX;
myStatus.l1Q = LevelData[myStatus.Level].lQ;
myStatus.AP = LevelData[myStatus.Level].AP;
myStatus.GP = LevelData[myStatus.Level].GP;
myStatus.Level++;
gotoAndPlay ("LevelUp");
myStatus.HP = myStatus.MaxHP;
RefreshDispStatus(); // LevelUp

a7



telse{ /I
gotoAndPlay (_root.returnFrame);
/i

45
_root.menul. visible = false; //menul
AttackMonNo =0; //
Ga=0; //

56
if (O<monster[AttackMonNo].HP){ // HP O

if(monster[AttackMonNo].Attack eq 8)Y{
Dicel(1);

D+=6;

lelse /I

Dice2(3); 3 18
if (E<Math.floor(_root.myStatus.AP*0.4)) { //
D-=_root.myStatus.GP; //GP
Ga=1; |/ 1
}
Attack = D-_root.myStatus.Defence; //
if (O<Attack) {
_root.myStatus.HP -= Attack; //HP
if (_root.myStatus.HP<O0) {
_root.myStatus.HP =0; //0 0
}

Exp +=1; /I 1
_root.RefreshDispStatus();
_root.quake.gotoAndPlay(2);

_root.DispTalk. TalkText = monster[AttackMonNo].Name+"
"+String.fromCharCode(13);
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Dice2(1); // El 6
if(monsterArea eq 5){
if(E eq 1){
_root.DispTalk. TalkText +="
"+String.fromCharCode(13);
else if(E eq 2){
_root.DispTalk. TalkText +="
"+String.fromCharCode(13);
}else if(E eq 3){
_root.DispTalk. TalkText +="
"+String.fromCharCode(13);
telse if(E eq 4){
_root.DispTalk. TalkText +="
"+String.fromCharCode(13);
telse if(E eq 51
_root.DispTalk. TalkText +="
"+String.fromCharCode(13);
telsef
_root.DispTalk. TalkText +="
"+String.fromCharCode(13);

}
} o

if(Gaeq 1){ //
_root.DispTalk. TalkText += "
"+String.fromCharCode(13);
}
if (_root.myStatus.HP ==0){ // HP O
Dice2(3); E3 18
if (E<_root.myStatus.GP){ //
_root.myStatus.HP=1,
RefreshDispStatus();
_root.DispTalk.TalkText +="
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_root.DispTalk._visible = true;
telse{ /I
_root.DispTalk.TalkText = monster[AttackMonNo].Name+"
"+String.fromCharCode(13);
if(Ga eq 1){
_root.DispTalk. TalkText += "
"+String.fromCharCode(13);

}
_root.DispTalk.TalkText += myName+"

"+String.fromCharCode(13);
_root.DispTalk. TalkText += "
_root.monsterMode = false;
_root.myStatus.HP = _root.myStatus.MaxHP;
_root.myStatus.Gold = Math.floor(_root.myStatus.Gold/2);
_root.sndBattle.stop();
gotoAndPlay (" ");
B} /IHP

58
if (_root.DispTalk._visible eq true) { //
gotoAndPlay ("monAttackLoop");
}else {
AttackMonNo++; // 1
if (AttackMonNo<monster.length) {
1
Ga=0; //
gotoAndPlay ("monAttack"); //
}else {
gotoAndPlay ("AttackMenu™); //
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menu

1
stop ();
I e e e e e
function MenuDisp () {
/Imenu
this.MenuNumber = -1;
DispNum = eval("_root."+ cmdName).length;
for (i = 0; 1 < DispNum; i++) {
eval(this+"."+i).MenultemName = eval("_root."+ cmdName)[i].Name;
eval(this+"."+i).MarkArm.gotoAndStop(1);
}
resize();
}
I e e e e e
function MenuDisp2 () {
I
DispNum = eval("_root."+ cmdName).length;
for (i = 0; 1 < DispNum; i++) {
eval(this+"."+i).MenultemName = eval("_root."+ cmdName)[i].Name;
if (_root.item[i].Arms) {
_root.menuZ2[i].MarkArm.gotoAndStop(2);
}
else {
_root.menu?2[i].MarkArm.gotoAndStop(1);
}
}
resize();
}
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function resize () {
I menu
for (i=0; i<_root.maxMenu; i++) {
eval(this+"."+i)._visible = false;
}
for (i=0; i<DispNum; i++) {
eval(this+"."+i)._visible = true;

}
MenuBottom._y = eval(this+"."+DispNum)._y;
}
[ e
function DispMenuMark (AddNum) {
Il
DispNum = eval("_root."+ cmdName).length;
this.MenuNumber += AddNum;
if ( DispNum <= this.MenuNumber ) {
this.MenuNumber = DispNum-1;
}
if ( this.MenuNumber < 0) {
this.MenuNumber = 0;
}
for (i = 0; i < DispNum; i++) {
if (i == this.MenuNumber) {
eval("_root."+_name)[i].gotoAndStop(2);
}
else {
eval("_root."+_name)[i].gotoAndStop(1);
}
}
}
[ e
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function Namesort (a, b) { //
if (a.Name<b.Name) {

return -1;

} else if (a.Name>b.Name) {

return 1;

}else {

}
/I ExecNo

Il1:
2.
Il 3:
4.
II'5:
I 6:
.
I 8:
I19:
/l 10:
/Il 11:
Il 12:
/Il 13:
/Il 14:
/Il 15:
/Il 16:
Il17:
/l 18:
/Il 21:
Il 22:
Il 23:
Il 24
Il 25:
Il 26
Il 27:

return O;

Menu?2
Menu?2
Menu?2

Item

1 Menu3
2 Menu3
3 Menu3

Menu?2

HP
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i1 ExecNo
ExecNo = eval("_root."+cmdName)[this.MenuValue].ExecNo;
if (ExecNoeq1){ //itemMenu menu2 menu2
for (i=0; i<_root.maxMenu; i++) {
eval("_root.menu2."+i).gotoAndStop(1);
}
_root.RefreshltemMenu();
_root.menu2.cmdName = "itemMenu";
_root.menu2.MenuDisp2();
_root.menu2._visible = true;
_root.NowMenu = "menu2";
}else if (ExecNoeq 2) { //state memu2
for (i=0; i<_root.maxMenu; i++) {
eval("_root.menu2."+i).gotoAndStop(1);
}
_root.menu2.cmdName = "state";
_root.menu2.MenuDisp();
_root.menu2._visible = true;
_root.NowMenu = "menu2";

else if (ExecNo eq 23){ // ExecNo

_root.Dice2(3); // E AP

if (Math.floor(_root.myStatus.AP/2)>_root.E) {
_root.gotoAndPlay(_root.returnFrame);
_root.DispTalk. TalkText ="
_root.DispTalk._visible = true;
_root.menul._visible = false;
_root.NowMenu = "menuQ";

_root.monsterMode = false;

}else {
_root.gotoAndPlay ("monAttackinit");
_root.DispTalk. TalkText =" "
_root.DispTalk._visible = true;
_root.menul._visible = false;
_root.NowMenu = "menuQ";
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}
} else if (ExecNo eq 27){ //

_root.gotoAndPlay(" ");
_root.DispTalk.TalkText = "
/) 1 HP
_root.DispTalk._visible = true;
_root.menul._visible = false;
_root.NowMenu = "menuQ";
_root.myStatus.HP += Math.floor(_root.myStatus.MaxHP/2);
if (_root.myStatus.HP>_root.myStatus.MaxHP) {
_root.myStatus.HP = _root.myStatus.MaxHP;
y o

ExecNo menu

55



menu3
onClipEvent (load) { //
_visible = False; //

mychar (A 3
onClipEvent (enterFrame) {

var mapname ="_root.map_a3"; //

var vx = 0;

var vy = 0;

var MoveDist =9; //
if (_root.moveFlag eq false) { // false
return; Il
} /lreturn

if (Key.isDown(Key.RIGHT)){ //
if(_root.houkou ne 1){ //
this.gotoAndPlay (* "); //
}
vx = MoveDist; //
} else if (Key.isDown(Key.LEFT)) {
if(_root.houkou ne 2){
this.gotoAndPlay (" ");
}
vXx = -MoveDist;
} else if (Key.isDown(Key.DOWN)) {
if(_root.houkou ne 3){
this.gotoAndPlay(" ");
}
vy = MoveDist; //Flash
} else if (Key.isDown(Key.UP)) {

56
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if(_root.houkou ne 4){
this.gotoAndPlay (" ");
}
vy = -MoveDist;
}
eval(mapname). x -=vx; //
eval(mapname)._y -=vy; //
var clashFlag = false; //
for (i=1; i<=600; i++) {
If (this.hitTest(mapname+".w"+i)) {
clashFlag = true;

[Iw

if (this.hitTest( eval(mapname).ups0)) {
/l upsO
_root.DispTalk. TalkText = "A 2 "+ String.fromCharCode(13);
_root.DispTalk._visible = true;
_root.moveFlag = false; //

_root.down._visible=true; //
_root.down.gotoAndPlay (2); //

_root.myX =-196; //

_root.myY =571;

_root.gotoAndPlay ("A  2");
1

}
if (this.hitTest( eval(mapname).upsl)) { //upsl
if(_root.SO eq 100){ //
_root.DispTalk. TalkText ="
"+ String.fromCharCode(13);

_root.DispTalk. TalkText += " I
String.fromCharCode(13);
_root.DispTalk. TalkText +="
String.fromCharCode(13);
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if(_root.eventFlag[40] eq false){ //
_root.myStatus.Exp +=40; //
_root.RefreshDispStatus(); //
_root.eventFlag[40]=true; //

}
_root.DispTalk._visible = true;
_root.moveFlag = false;
clashFlag = true; //

}

if(_root.SO eq 1000){ //
_root.monsterArea=5; //
_root.returnFrame = _root._currentframe;
_root.myX = _root.StageCenterX+275-eval(mapname)._x-vx;
_root.myY = _root.StageCenterY+200-eval(mapname)._y-vy;
I
_root.gotoAndPlay("battle");

if (_root.LevelData[ _root.myStatus.Level-1].NextExp<=_root.myStatus.Exp)
{ 1
_root.myStatus.MaxHP = _root.LevelData[_root.myStatus.Level].MaxHP;
_root.myStatus.Attack = _root.LevelData[ root.myStatus.Level].Attack;
_root.myStatus.Defence = _root.LevelData[_root.myStatus.Level].Defence;
_root.myStatus.DX = _root.LevelData[ root.myStatus.Level].DX;
_root.myStatus.1Q = _root.LevelData[_root.myStatus.Level].1Q;
_root.myStatus.AP = _root.LevelData[ root.myStatus.Level].AP;
_root.myStatus.GP = _root.LevelData[ root.myStatus.Level].GP;
_root.myStatus.Level++;
_root.myStatus.HP = _root.myStatus.MaxHP;
_root.RefreshDispStatus();
_root.DispTalk.TalkText += _root.myName+" "+ root.myStatus.Level+"
"+String.fromCharCode(13);
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if (clashFlag eq true) { //
eval(mapname)._x += vx;
eval(mapname). y +=vy; [/
}else if (vx+vy ne 0) { //
_root.MeetMonster--; //MeetMonster
if (_root.MeetMonster<0) { //0
_root.MeetMonster = 100+Math.floor(Math.random()*20);
/IMeetMonster
_root.returnFrame = _root._currentframe;
_root.myX = _root.StageCenterX+275-eval(mapname)._x-vx;
_root.myY = _root.StageCenterY+200-eval(mapname)._y-vy;
_root.monsterArea = 3;
_root.gotoAndPlay("battle");
/i

ActionScript
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gotoAndPlay()
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Flash5
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Mark Pearrow
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