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For Loops, While Loops, Concatenation and Arrays

Loops

Loops allow you to repeat lines of code.

Writing loops in ActionScript repeats lines of code like in Alice but there are two major
differences:

ActionScript Loops aren’t good for animation.

In ActionScript you usually use the iterator, but not in Alice.

Why Loops aren’t good for Animation in ActionScript

One reason you can'’t use loops for animation in ActionScript is that the computer runs them
too fast. So fast that it usually does everything in the loop in a fraction of a second. (in Alice
you can set how long each line of code takes to run.)

The second reason is that ActionScript doesn’t do anything else while it’s looping. (in Alice
you can do other things while a loop is running.)

Loop Syntax

There are three parts to a Loop:
* Initialize expression (init): this sets the value of the iterator
¢ Test condition: This is like the test condition in an if statement, if it evaluates to true
the loop runs, if not it stops running. It usually tests the iterator.
* Next expression: this is done after every loop. It usually adds to (increments) the
iterator.

Here is the basic syntax

for (init; condition; next) {
statement(s);
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Here is an example (will loop 10 times)

for (var i1:Number = 0; 1 < 10; 1++) {
trace( 1 );
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This example traces the numbers from 0 to 9.

The Problem

Sometimes it helps to think of programming as problem solving. There is something you want
to do and you have to figure out the solution to make it work.

The problem Loops solve is repeating similar lines of code over and over.
Let’'s say you want to move 7 movie clips 50 pixels down:

clip1_mc._y += 50;



clip2_mc._y += 50;
clip3_mc._y += 50;
clipd_mc._y += 50;
clip5_mc._y += 50;
clip6_mc._y += 50;
clip7_mc._y += 50;

That’s a lot of very similar code.

Here’s how a loop would do the same thing:

for ( var i:Number = 1; 1 <= 7; 1++){
this[“clip” + 1 + “_mc”]._y += 50;
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This is a lot less code, but some new concepts. Let’s look at them.

Concatenation
Concatenation means adding strings of text together to get one longer string.

You use the + operator.

It is usually done when you want to create a string with variable values. Example
var myString:String = “New York™;
trace(“Hello “ + myString);// traces Hello New York

myString = “World”; //change the variable
trace(“Hello “ + myString); //traces Hello World

So“clip” + 1 + “_mc”wouldbe clipl mc if 1 = 1.

this
The keyword this is a way to refer to the object the code you’re writing runs in.
We will explain it in more detail in the future.

For now all you need to understand is that it refers to the main movie.

Square Brackets

Technically these are called array access operators.
They are mainly used in two ways.
* One is with Arrays which we will see later.
* The other is to let you dynamically create movie clip names. For example instead of
writing:
myClipl_mc._alpha = 50;
You could write:
this[“myClip” + i + “ _mc”]. alpha = 50;
And then by changing the value of 1 you could change which clip you meant.



The Problem: Part 2

Let’'s say you wanted to loop through a bunch of clips but they weren’t all named the same
like, clip1, clip2, clip3 etc. How do you do it without writing a separate line of code for each
clip?

Here are the names of the clips. You want to set them all to have an alpha of 0 so they
disappear.

square_mc, circle _mc, triangle _mc, octagon_mc
We solve the problem by putting the clips in an array and then using a for . . in statement:
var clipArray:Array = new Array(square_mc, circle_mc, triangle_mc, octagon_mc);
for( var index i1n clipArray){

clipArray[index]._alpha = O;
¥

This uses another new concept, the Array.

Array
* A normal variable only allows you to store one value at a time. Arrays allow you to
store multiple values in a single name.
* To keep the values separate arrays number each value. The number is called the
index. The first value always gets an index of 0 (not 1 like you might think).
If this is my array:

var myArray:Array = new Array(“larry”, “curly”, “moe’);
To trace the value of the second item, “curly,” you would write:

Trace( myArray[1] );
This is not a typo, you use the number 1 because the numbering starts at 0.

Notice this is the second way we use the brackets. There is no space after the name of the
array and the index number is inside the brackets.

Assignment: Read Chapter 7 of the ActionScript Bible on Arrays

Create a movie that uses at least two loops to change the properties of a group of movie clips
in some way. (like the examples we showed in class).
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