I didn’t know how else to go about this but here’s what how I listed it, I put the object name, and its’s code under it. You’ll understand. I copied it right out of the fla that I submitted to you.
Layer 1: Frame 1:

//The stuff below this will only be executed once on this frame
//This will set the score and highscore to 0 on application start
scorenumber = 0;
hiscorenumber;
pollutionAmount = 1;
//This will create the arrays which basically stores stuff in numbered slots
Explosions = new Array();
BadShots = new Array();
PlayerShots = new Array();
//This is to create the unique IDs
PShotID = 0;
BShotID = 0;
ExplosionID = 0;
//This is to create the playershot timer, so that it only shoots when ready
PShotTimer = 0;
//This one is required because each instance works on its own "layer"
//Instances cant be on the same layer, hence the use of a unique ID
UniqueID = 10;
//This is to stop from entering the next frame in our timeline
stop();
//This stuff runs 30 times a second
this.onEnterFrame = function() 
{
    //timer goes down everytime the frame is entered again
    if(PShotTimer > 0){
        -- PShotTimer;
    }
	if(_root.pollutionAmount > 6250)
	 {gotoAndPlay (4);}
	 
    //test for space key down
    if(Key.isDown(Key.SPACE)) 
    {
        if(PShotTimer < 1)
        { 
            //increment the unique id and id for playershots
            PShotID = PShotID + 1;
            UniqueID = UniqueID + 1;

            //loop back to 1 if there are many shots exisiting
            if (PShotID == 10) {PShotID = 1} 

            //run function to make shot
            PlayerShots[PShotID]= MakeObject("PShot",PlayerShotT,UniqueID,PlayerShip._x,PlayerShip._y);
            //Set the timer so that the player must wait 10 frames before firing again
            PShotTimer = 10;
        }
    }
	
}


//function to work out distance between objects
md = function (x1, y1, x2, y2) 
{
    x = x1 - x2
    y = y1 - y2
    var thing =Math.sqrt((x * x) + (y * y))
    if (thing == 0) {thing = 999}
    return(thing);
}
//making instances or "copies" of the templates
MakeObject = function(instname,template,id,x,y)
{
    // make temporary variable
    var temp;

    //assign name
    var name = instname + id;

    //make new instance from template
    var temp = template.duplicateMovieClip(name, id);

    //set its x and y coordinates
    setProperty (name, _x, x);
    setProperty (name, _y, y);
    //return the object to whatever called this function
    return temp;
}

Layer 11: frame 4:
stop;
this.onEnterFrame = function() 
{
	if( hiscore < score){
	_root.hiscorenumber = score;
		_root.hiscore = "High " + _root.hiscorenumber; //puts a string and number together
	}
	stop;
}
stop;
playership<playership>:
onClipEvent(enterFrame) 
{
	if(Key.isDown(Key.RIGHT) and this._x < 575) {
        //this will move the player 15 units to the right
        this._x = this._x + 15;
    } else if (Key.isDown(Key.LEFT) and this._x > 10) {
        //this will move the player 15 units to the left
        this._x = this._x - 15;
    }
}
Leakship<leak>:
//this is triggered everytime a new frame is entered, in this case 30 times a sec
onClipEvent (enterFrame) 
{
    //bounce the leak if it is out of bounds
    if(this._x > 640){xmove = Math.abs(xmove) * -1}
    if(this._x < 0){xmove = Math.abs(xmove)}
    if(this._y > 480){ymove = Math.abs(ymove) * -1}
    if(this._y < 0){ymove = Math.abs(ymove)}
    //this is to get the leak to leak randomly
    fire = random(10);

    //one in 20 chance of firing every frame!
    if(fire == 1)
    {
        _root.BShotID = _root.BShotID + 1;
        _root.UniqueID = _root.UniqueID + 1;
        //run function to make shot
        _root.BadShots[_root.BShotID]= _root.MakeObject("BShot",_root.LeakShotT,_root.UniqueID,_root.Leak._x,_root.Leak._y);
    }
}
Shot<leakshotT>:
//this is triggered when the clip loads
onClipEvent (load) 
{
    xmove = random(5) - random(5); 
    ymove = (random(5) + 5); //this sets the ymovement randomly
}

//this is triggered everytime a new frame is entered, in this case 30 times a sec
onClipEvent (enterFrame) 
{
    //lets move the player's shot around
    this._x = this._x + xmove;
    this._y = this._y - ymove;

	 
     ++_root.pollutionAmount;
		_root.pollution = "Pollution Percent: " + (_root.pollutionAmount / 62); //puts a string and number together
    //destroy this if it reaches the top
    if(this._y < 200){this.removeMovieClip();}
}
Shot<playershotT>
//this is triggered when the clip loads
onClipEvent (load) 
{
    ymove = (random(5) + 15) * -1; //this sets the ymovement randomly
}

//this is triggered everytime a new frame is entered, in this case 30 times a sec
onClipEvent (enterFrame) 
{
    //lets move the player's shot around
    this._x = this._x + xmove;
    this._y = this._y + ymove;
    //destroy this if it reaches the top
    if(this._y < 0){this.removeMovieClip();}

    //test to see if this is colliding with the leak in the pipe
    col = _root.md(_x, _y, _root.Leak._x, _root.Leak._y)
	col2 = _root.md(_x, _y, _root.Leak2._x, _root.Leak2._y)

    //you can change 40 to another number if shots seem to pass through
    if(col < 40)
    {
        //increments the IDs and creates a seal
        //notice that _root. is put in front
        ++ _root.UniqueID
        ++ _root.ExplosionID
        _root.Explosions[_root.ExplosionID] = _root.MakeObject("Explosion",_root.ExplosionT,_root.UniqueID,_root.Leak._x,_root.Leak._y);

        //"resets" the oil leak
        _root.Leak._x = random(540)
        _root.Leak.xmove = random(15) - random(15); 

		//increases the score by one and updates the score variable for the text
		++_root.scorenumber;
		_root.score = "Score " + _root.scorenumber; //puts a string and number together
	
			 _root.pollutionAmount= _root.pollutionAmount - 50;
		_root.pollution = "Pollution Percent: " + (_root.pollutionAmount / (-12)); //puts a string and number together

	
        //destroys this instance
        //once the instance is gone, no further actions can be performed
        this.removeMovieClip();
    }
	if(col2 < 40)
    {
        //increments the IDs and creates an explosion
        //notice that _root. is put in front
        ++ _root.UniqueID
        ++ _root.ExplosionID
        _root.Explosions[_root.ExplosionID] = _root.MakeObject("Explosion",_root.ExplosionT,_root.UniqueID,_root.Leak._x,_root.Leak._y);

 		_root.Leak2._x = random(540)
        _root.Leak2.xmove = random(15) - random(15); 

		//increases the score by one and updates the score variable for the text
		++_root.scorenumber;
		_root.score = "Score: " + _root.scorenumber; //puts a string and number together
		
		 _root.pollutionAmount= _root.pollutionAmount - 50;
		_root.pollution = "Pollution Percent: " + (_root.pollutionAmount / (-12)); //puts a string and number together
		
        //destroys this instance
        //once the instance is gone, no further actions can be performed
        this.removeMovieClip();
    }
}
Start<start>
on (release) {
	_root.scorenumber = 0;
	_root.score = "Score " + _root.scorenumber;
gotoAndPlay (1);
}
Restart<restart>
on (release) {
	_root.scorenumber = 0;
	_root.score = "Score: " + _root.scorenumber;
gotoAndPlay (2);
}
Leak<leak2>

//this is triggered everytime a new frame is entered, in this case 30 times a sec
onClipEvent (enterFrame) 
{
    //bounce the leak if it is out of bounds
    if(this._x > 640){xmove = Math.abs(xmove) * -1}
    if(this._x < 0){xmove = Math.abs(xmove)}
    if(this._y > 480){ymove = Math.abs(ymove) * -1}
    if(this._y < 0){ymove = Math.abs(ymove)}
    //this is to get the leak to leak randomly
    fire = random(10);

    //one in 20 chance of firing every frame!
    if(fire == 1)
    {
        _root.BShotID = _root.BShotID + 1;
        _root.UniqueID = _root.UniqueID + 1;
        //run function to make shot
        _root.BadShots[_root.BShotID]= _root.MakeObject("BShot",_root.LeakShotT,_root.UniqueID,_root.Leak2._x,_root.Leak2._y);
    }
}
Symbol definition: explosion:
this.onEnterFrame = function()
{
    this.removeMovieClip();
}
