Creating External Events

e Click on the scene and head to Events:

Start page | P Level 1 | [ [Platformer] New scene 3¢

Pl Scene | [ Events

1 {JAt the beginning of the scene / tide the object PlayerHitBox
5 ) Add s condition

[[]po -PlayerHitBox.X()-12;-PlayerHitBox.¥() to the position of Player

3 [Change the animation according to what the player do. On change I'animation en fonction de ce que fait le joue

4 [Alrshift key is pressed @Play the sound jump.wav
|l If one of these conditions is true:
BAThe number of the current animation of P1
ayer is =0
BAThe number of the current animation of P1
ayer is =2

5 | PlayerHitBox is jumping WiDo =1 to the number of current animation of Player
6 | PlayerHitBox is falling BHDo =1 to the number of current animation of Player
7 | playerHitBox is on floor No actions
1 | § #PlayerHitBox is moving BHDo =@ to the number of current animation of Player
2 & PlayerHitBox is moving BlDo =2 to the number of current animation of Player
8 [AlLeft key is pressed #lFlip horizontally Player : yes
9 [AJright key is pressed FHFlip horizontally Player : no
1e ‘MEKE sure the camera follows the player. On s'assure que la caméra suit le joueur.
11 No conditions (& Do =Player.X() to X position of camera (layer: )
1z ‘Managemem of the moving platform: Gestion de la plateforme bougeante:
13 @JAt the beginning of the scene / Hide the object Goleft

i/ Hide the object GoRight

14 @ Goleft is in collision with MovingPlatform | [jStop the object MovingPlatform
& Add to MovingPlatform a force of -150 p/s on X axis and @ p/s on Y axis

15 @ GoRight is in collision with MovingPlatform [ ) Stop the object MovingPlatform
&t Add to MovingPlatform a force of 150 p/s on X axis and @ p/s on Y axis

e Then Select multiple Events by holding the Ctrl key:

3 |Change the animation according to what the player do.

4 [AJRshift key is pressed @Play the sound jump.wav
|| If one of these conditions is true:
B The number of the current animation of P1
ayer iz =@
Bl The number of the current animation of P1
ayer is =2

5 i PlayerHitBox is jumping BlDo =1 to the number of current animatio
6 @ playerHitBox is falling BlDo =1 te the number of current animatio
?‘ 5 PlayerHitBox is on floor No actions

8 [AlLeft key is pressed “MFlip horizontally Player : yes

9 [AJright key is pressed “MFlip horizontally Player : no

1a |Mak.e sure the camera follows the player.

11 WNo conditions @Do =Player.X() to X position of camera

12 |Management of the moving platform:

13 @JAt the beginning of the scene /] Hide the object GoLeft
= .. . .. - .



e Then you will cut the Events:
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e Once the Events have been Cut, create a new Event

in the External
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e Then double click on the new External event.
e Then create a new black event inside this external
event and Paste the events that had been cut.



e Once this is done, go back to the Scenes

and link the External event.
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