To help attach the same behavior to many sprites, you can use the

getPropertyDescriptionList

to setup properties for each behavior.

When you drag the behavior to a sprite, a parameters window will popup.

You can later edit the properties, by going to the sprite’s properties and going to the behavior tab.

on exitFrame me  

  one = sprite("box1").spriteNum
  two = sprite("box2").spriteNum
  if sprite one intersects sprite two then
  -- if sprite 1 intersects sprite 2 then

    member("status").text = "Collide!"
  else
    member("status").text = " "
  end if  

  go the frame  

end exitFrame

Object Oriented Programming

parent – the cast script

child – instance of the script

Movie Scripts will get the prepareMovie handler even if the script is not attached to a frame.

The new handler is needed to create a new instance of an object. You can pass along values to the object to set properties. It gets as well, the script type that is being defined.

Your new handler must return the object that was created.

You can send a sprite a message. For example a car sprite could be told to accelerate.

me is object oriented for the current object.

When working with Fireworks, save your work 2 ways. As a Fireworks file, but you can also export as a graphics file.

