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Insert new obje(t Insert New Object

‘ . Double-dlick a plugin to create a new object type from: ﬁ)[ |
Tiled Tilemap A
Backaground
. Input

- =l O 4

Z Order | 3 Gamepad Keyboard Touch
Align L4 Media
Y & L O
Audio Geolocation  User Media Video

E‘ Edit event sheet

Monetisation

G ® O

d‘ . Admob Ads IAP pubCenter

Ty .
—a ) Name when inserted: | Array

LJj - Description: ~ Store an array of values in up to 3 dimensions. - More help on 'Array’
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Parameters for Keyboard: On key pressed Choose a key Parameters for Keyboard: On key pressed

Choose a key. Note that international users and users on different operating Press akey: Choose a key. Note that international users and users on different operating

systems or devices may not have the same keys available. E— Left arrow systems or devices may not have the same keys available.
The Num Lock state may affect the

‘T: @
Lomed detected key.
Key <dlick to choose> score * Key Left arrow

Or choose a key that can't be detected above:
Cancel Help on expressions Back
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Cancel Help on expressions Back

Cancel Help Back Cancel Help on 'Keyboard' conditions Back
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Add action
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Choose whether to horizontally mirror the object or set it back to normal.
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State |Mirrored
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11 =& Keyboard On Right arrow pressed '1; player Set Not mirrored
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