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16 %¥crab X < player.X % crab Simulate £ Platform pressing Right
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Control |Right v

)I Double-dlick an action in 'crab': @I l ‘ ‘

E/, OobaButb aHanornyHo ana X>=player.X gencreue Left

= = o W W 7 U ][] zraww i set accoraton ]
17 %¥crab X = player.X % crab Slmulateiplatform pressing Left
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E/, 3anycTuUTb MPOEKT
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Cancel Help Back | Cancel Help on 'Sprite’ actions Back
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[ |\/| BbibpaTb crab n naHenu ceoncTts nameHmnm napametp Platform

= Behaviors

= Platform
Max speed 150

Acceleration 1500
Deceleration 1500
Jump strength 650
Gravity 1500
Max fall speed 1000
Double jump Disab...
mp ain )
Initial state Enabl...
Add / edit Behav...



B3aumoagencTteue cnpamTtoB BER
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[ E/I [obaBuTb cobbiTHEe. KacaHue repos n kpaba. M }

18 > % crab On collision with ﬂ- System  Subtract 70 from life
¥ player \ I\

[ On collision with another object System J [ Subtract from ] [ [lepemeHHas life J

[ E/, 3anyCTUTb MPOEKT.
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[ B, [obasnTtb noBegeHne (behaviors) Flash

> %¥ crab On collision with ﬁ- System  Subtract 70 from life
18 % e 1“ player 4 Flash: Flash 0.1 on 0.1 off for 2.0 seconds
'l;‘ player X Is flashing

[JobaBuThb eLle ogHO ycrnosue [Oobasutb gencrteue player -> flash
player -> is flashing u cagenatb invert c napametpamu 0.1,0,1 1 2.0




[No6aBneHune cnpanTa HIBER
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B3anmopgencreue cnpantoB
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[lx/l [1o06aBUTbL CODObITUE B3AaUMOOENCTBUS %: '

¥ jumping On collision with

19 .
i“ player

[ Kakune oencTBus Hy>KHO AenaTtb?

b aHUMaLUMIo cnpanTa €H noAanpbIrHyTb BbILLE
jumping Ha aHMUMauuIo jump 0ObIYHOIO




B3aumopgencrtBue cnpanToB HIBER
& . ONE
[ |\/| [OobaBuTb Oencteue Onsa crnpamta jumping e }
19 = L& jumping On collision with ‘«& jJumping Set animation to “jump” (play from beginning)
i‘ player

[ E, [1obaBnTb Ooencreue ans cnpanta player
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19 :
‘l: player

1: player Simulateiplatform pressing Jump

1: player  Set iplatform Jjump strength to 850

= L& jumping On collision with =& jJumping Set animation to "jump” (play from beginning)




Debug

[ E/, 3anycTuUTb MPOEKT

2 ﬂ- System  Every tick

.....

Set text to score
Set width to life*2
Set 5 Platform jump strength to 650

YctaHoBuM cuny npbbkka Player B
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