Character Defeat Animation

9 |Enemy Damage

18 'No conditions fxfDo ="HP: " + GlobalvariableString(HP) to the text of HP

11 @Badhit is in collision with Bad [A]Allow HitBox to jump again
[Alsimulate pressing Jump key for HitBox
# Do =500 to the gravity applied cn Bad
€1 add to HitBox a force, angle: 180 degrees and length: 1000 pixels

12 @ Badhit is in collision with Bad oo -25 to global variable HP
&) Trigger once
13 |Em ik
»

14 |Death Animation for Player

15 @@clobal variable HP is <=0 &L Activate behavior PlatformerObject of HitBox: false
MDo =3 to the number of current animation of Player

16 mmThe number of the current animation of Play | Do -180*TimeDelta() to the opacity of Player
er is =3

1 | The opacity of Player is =8 @@po =166 to global variable HP
[Efpo -1 to global variable Lives
=p Change for scene "Level 1"

e Setting Global Variable HP to less than or equal to O

(% Edit the condition

® All objects " Value of a global variable
® Sprite
. .® Advanced Compare the value of a global variable.
® Variables
~ . ® Global variables Variable:
® Structures . |HP
[ Value of a global variable
[ Text of a global variable Sign of the test:
® Structures
- Value of a variable | <=

; [ Text of a variable

. .® Mouse and touch

) . Keyboard |O
- @ Scene

Value to compare:

‘Al Edit the action

v ® Allobjects ~ ¢ Delactivate a behavior
w . @ Behaviors
L.4% De/activate a behavior Defactivate the behavior for the object.
® Movement
® Visibility Object:
> - @ Layers and cameras |HitBDx
- ® Zorder
@ Objects Behavior:
& Position
® Variables | PlatformerObject
+® Angle Activate?:
- @ Sprite

| .® Variables |fa|se




A Edit the action

- ® All objects ~ @@ Change the animation
~ - @ Sprite
. ® Animations and images Change the animation of the ebject, using the anir
Bl Change the animation list.
Animation speed scale X
Current frame Bl
Pause the animation ‘ Player
M Play the animation
- Change the animation (by name) Medification's sign:
® Effects
. .® Direction =
g Size Value:
- ® Visibility
- ® Variables ‘ 3
- hairnan R

e Setting Current animation of Player to 3 when life is
at 0 and delaying it

" Edit the condition

® All objects ~ B Current animation
~ . @ Sprite
. ® Animations and images Compare the number of the current animation of the object.

Bl Animation paused

B Current animation Object:
Bl Animation finished | Player
Bl Current animation name
H Current frame Sign of the test:
® Effects
® Direction |=
e V_Is‘hlhty Number to test:
® Size
® Collision [3
® Advanced

Al Edit the action

-® Allbjects ~ [ Change object's opacity
- @ Sprite

-® Animations and images Change the opacity of an object.

® Effects

- ® Direction Object:

> - ® S'_Z_e . | Player

. @ Visibility

. Change object's opacity Maodification's sign:

Variables

Mouse and touch | 3

Scene
Value:

Tirmers and time

'FEEREN

Layers and cameras | 100*TimeDelta()
Audio




e Add a Sub Event for Player opacity

[ Edit the condition

- @ All objects
;. ® Sprite
. .® Animations and images
, @ Effects
, .® Direction
Visibility
i _ Opacity
, .® Size
. .® Collision
Advanced
Variables
Mouse and touch
Keyboard

Srens

~ [ Opacity

Compare the opacity of an obje

Object:

| Player

Sign of the test:

Value to test:

| 0

| [A] Edit the action

-® All objects
Sprite
Variables
- ® Global variables
. .® Structure
i Value of a global variable
{0 String of a global variable
® Structure
[ Value of a variable
; [0 String of a variable
, .® Mouse and touch
.. ® Scene

. .® Timers and time

- @ lavers and cameras

2 Value of a global variable

Medify the value of a global variable

Variable:

|HP

Medification’s sign:

[A] Edit the action

- @ All objects
- Sprite
s .® Variables
® Global variables

- @ Structure
B0 Value of a global variable
B0 String of a global variable
® Structure
@ Value of a variable
[ String of a variable

. .® Mouse and touch
. .® Scene
-
-

Timers and time

I 3srare and Fammarac

[A] Edit the action

All objects

Sprite

Variables

Mouse and touch
Scene

4 Pause and start a new scene
'@ Quit the game

=% Change the scene

! Change background celor

- T

UV s S,

4 Stop and go back to previous scene

Value of a global variable

Maodify the value of a global variable

Variable:

| Lives

Modification's sign:

~ = Change the scene

Stop this scene and start the specified one instead.

Mame of the new scene:

| "Level 1"

Stop any other paused scenes?:

|n0




