Introduction to Scripting Assignment 4
Create a simple game that contains six circles, each of which is blue.  The circles flash green at random intervals and the player is required to click on the green circles, while they are flashing green but before they go back to blue; this is like the Japanese games in which the player knocks different fluffy toys on the head.  Each successful click gains the player 10 points but each green flash missed loses the player 1 “life”.  The circles flash faster as the game progresses.  The speed increases at every 100 points that the player wins.  The player begins with 3 lives.  The time between flashes will begin at 1 second. 

1. Write the pseudocode for the game (5 marks).

2. Create a flowchart for the game (5 marks).

3. Create a control structure for the game (10 marks).

4. Write the scripting for the game. (70)
5. Comment your code using the ‘//’ and  ‘/*      comment         */’ notation.  (10 marks)

Hints:
Create these variables:
“points” - to store the player’s points. 
“time” - the time between circle changes.
“startTime” – the time the circle began to blink green.
“endTime” – the time that the next circle will blink green and the current circle returns to blue (if this is missed the player loses a life). “endTime” will need to be set to “startTime” + “time”.
Subtract 100 from “time” every 100 points (time += 100 or time = time  + 100).  
The function to get the current System time is called getTimer().
The timer works in milliseconds (1000ths of a second).
You will need two circle Movie Clips, one blue and the other green, call these “circleBlue” and “circleGreen”.  Make sure you set the “Linkage...” for these so that they can be loaded by Actionscript.

Create six circles from your “circleBlue” symbol and name each “circle1”, “circle2” etc.
Make each of these into Button instances.
Use the random function to select a random circle1, circle2 (as in the last assessment) and use the loadMovie function to load the circleGreen symbol into the selected circle. 
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