'O Project.project.gmx - Standard Edition (v1.4.1657)

tolace Beta  Plaver Beta

=2 5 ) ) aa CEOEIPEERBITI @B i @& Taget|windows Knowledge Base:

5 e

----- . sp_player

----- #n Backgrounds
...im Paths

----- im Scrpts

----- i Shaders
...im Fonts

----- in Time Lines
& Objects

----- . ob_player

..im Included es
...im Extensio !
---ﬁa Macros
..... Game |
i Globall ne sewn

Search For Resources..

Whole Word Only Filter Tree

Previous Next

K & NIV




Heamg

......

FFFFF

"CTG)pOHy Apyroro obbekTa unu MbIL'IJ
FalraKOKe Kak caenaTb YTobbl cnpaMT
©®beKTa Obl1 HanpaBieH B CTOPOHY,
pyroro o6bekTa uin MblLLn.

ooooooooooo
Previous




‘O. Project.project.gmx™

Window Run Account

Resources Scripks

A

- Standard Edition (v1.4.1657)

t@lh’ll"ﬁ‘l.- =

Marketplace Beta  Playe

=1 F -[ 3 ; "Jl;.?

@ Target |'Windows

Knowledge Base:

sp_enemy

Sounds

Backgrounds

----- im Paths

Scripts

----- i Shaders

Fonts

Time Lines

Objects
ob_player

ob_enemy
Booms
o @ room0

550w B
EHalPaBE
AN ME]

Name: sp_player

fw Load Spite
6 EtﬁtS pnte

Width: 32 Height: 32
MNumber of subimages: 1

bif «};@

EBICTOPOH YA DY.

Search For Resources..

a

Whole Word Dnly

Prewous

'O, Sprite Properties: sp _pla')er

~Collision Checking
 Precise collision checking

eparate collizion masks

:E Modify Mask

~Texture Settings
B 7ile: Honzontal

B Tile: Vertical
~ Used for 3D

NERS

J

?©©E
EBJIIJ@[F[I

B

NOOBINOOBEKT
10

10)

DAV OIS
NPABYIOICIOPOHLIY;




‘O. Project.project.gmx™

Scripts
Shaders
Fonts

Time Lines
Objects
ob_player

ob_enemy
Rooms
raomi
Included Files
Extensions
Macros

- Standard Edition (v1.4.1657)

Run_Account Marketplace Beta  Playe

e Beta Help

V o )Ke NAMESEEO-HaAXaAMEEKEHGO K

|ﬂ Load Sprite

Width: 32 Height: 32
MNumber of subimages: 1

Texture Settmgs
Onzo
0 t-'r?ll

R Game Information
B Global Game Settings

Search For Resources..

~" Used for 3D

(Must be a power of 2]

200g93amenNbHe

'w‘hole Word Dnly

Filter Tree

Prewous

Next

K&\ YSXS«ES




‘O. Project.project.gmx™

- Standard Edition {v¥1.4.1657)

File Edit Window Resources Scripts Run Account Marketplace Beta Plaver Beta Help
N E R B e D T e w8 e [ reniedae Base
B Sprites
..... 1 sp_plaver — = =
= . sp_wall ‘O Sprite Properties: sp_enemy i
..... im Sounds Name: SEEEHEmY ~Collision Checking
----- :- l[:i)a::l’l:grounds . Precise collision checking
..... - a s 2 Al : P,
..... i Scripts rﬁ Load Sprite B Separate collision masks
----- im Shaders @& Edit Spiite
..... i Fonts 0 Modifu Mask
- - - L= Moaiiy Mas
----- & Tmfe Lines Width: 32 Height: 32 : '
El"-* O!J|ects Number of subimages: 1
..... . ob_player ~Texture Settings
..... . ob wall B Tile: Horizantal
o ob_enemy R, R s
[_]ri Frallies B Tile Vertical
£ roomi Oriai ~ Used for 3D
----- i Included Files ngin [Must be a power of 2]
----- im Extensions
EE]---iI Macros
----- Game In
D
----- . Global G s
D

Search For Resources..

S ECU RHEC

5

Whole Word Only
[ Previous

BE<CIEMSIINX>ISaRARY/aANMIA
1, TO EA VE©
COOMEQEEHE] (4 UMY

BUANAQKHIB




'O Project.project.gmx™ - Standard Edition (v1.4.1657)

File Edit Window Resources Run Account Marketplace Beta Player Beta Help
A& 2 B () ) @sa COEHPAREBITI @B = @& Taget|wWindows Knowledae Base:
E-f= Sprites
------ . sp_player — : =
------ B vl ‘O. Object Properties: ob_player R - I
...... sp_enemy ; - Move
..... i@ Sounds Name:  ob_player Ewvents: Actions: 2 g
----- im Backgrounds Soii o % % Il
= prite &
----- im Paths - = > 3
..... @ Scripts sp_player = v & @
----- im Shaders icren Edit i
----- i Fonts 2= P2 Pl 5
----- @ Time Lines =
 \isi ’ = Jump ¥
E-f% Objects ¥isible Sold ey ey W -
= .- Persistent Uses Physics Allme a2 3
...... Ob wa" : a
...... e Depth: O e en -
E-m Rooms ‘Patent kno parent> A 2
é ..... roomo p a i k m
----- i Included Files  Mask  <<same as sprite> | B - Paths @
----- im Extensions : =
E-im Macros Children:| <Mone> lr} k o
----- R Game Information g
----- Global Game Settings m’ m =
e — T - Steps
@ ‘Show Information o (34
Delete Change

Search For Resources..

< OK

MIQOBEKIRKOMORBIFACIMEH

Filter | re

Whole Word Only

Previous

Nest

O

(N

GAMES

ST

> &6 M

51

Wk




O« Project.project.gmx™® - Standard Edition (v1.4.1657)

Run 4Acco

B & € 0 H|p

Mari

| £ b -
retplace Beta

o oeld

1=l

Cieip

S B TI ®m@EM i @ Taget

Windows

Knowledge Base:

E-f= Sprites
e L sp_player

s sp_enemy
----- i Sounds
----- i Backgrounds
----- im Paths
----- im Scrpts
----- im Shaders
----- in Fonts
----- i» Time Lines
C-f= Objects

L ob_enemy
E-& Rooms

P a raoomid
----- i Included Files
----- #m Extensions
[-#m Macros
----- Game Information

i Global Game Settings

Name: ob_player

Sprite
: sp_player
New ~ Edit
~ Wisible Solid
Persistent Uses Physics
Depth: 0

Patent  <no parent>

Mask <same as sprite>

Children:| <None>

"o Object Properties: ob_player

Events:

@ Show Information

< OK

[iéiete

Add Event

Change

AR

'
—
=
=

g=)

| O « X

bl

Jeo

“ | 0
aA0ow X

L L
Tuew

¥
$

P

|
|©43U0D

n
)

= &

& X

ZUlew

BA}Xa 31025

MEIP

Search For Resources..

Whole Word Only

Filter Tree

Previous

Next

K & N7

nanVECOOBIHEIStED




O\ Event: ob _player_Step_1 P [ |

direction=point direction(x,y,mouse X,mouse y)
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1f point distance (X,y,mouse X,mouse y)>4

{
move towards point (mouse X,mouse y,4)

}
else {speed=0}
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mouse v, 4)

1f point distance (X,y,mouse X,mouse y)>4
{
move towards point (mouse X,mouse y,4)

}
else {speed=0}
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o Event: ob _bléyer_Step_l

v w22 oo XWa * BB iepiesTo @:Sef [ Other ) Object

action
1lif point distance (x,y,mouse x,mouse y)>4
3
3 Jmove towards point (mouse X,mouse vy, 4)

Sjjimage angle=direction
= |
7 |else {speed=0}
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if point distance (X, ¥y,mouse X,mouse y)>4
{
move towards point (mouse X,mouse v, 4)
direction=point direction(x,y,mouse X,mouse y)
image angle=direction

H
else {speed=0}
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if distance to object (ob player)>40
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move towards point (ob player.x,ob player.y,4)
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else {speed=0}
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if distance to object (oh player)>40
{
move towards point (ob player.x,ob player.y,4)
direction=point direction(x,y,ob player.x,ob player.y)
image angle=direction
¥
else {speed=0}

if distance to object (ob player)>40
{
move towards point(ob player.x,ob player.y,4)
direction=point direction(x,y,ob player.x,ob player.y)
inage angle=direction
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else {speed=0}
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