Defeating Enemies and Removing Sprites

e If you are not using a HitBox, then you will
substitute your sprite name into these events.
e If you are using a HitBox, then you will use the

following Events.

28 |Enem},,r Defeat

21 @ HitBox is in collision with Bad

1§ HitBox is falling

Ne actions

[AlAllow HitBox to jump again

[Alsimulate pressing Jump key for HitBox

05 Do =150 to the gravity applied on Bad
“Activate behavior Platformer0Object of Bad: yes
Do =1 to the number of current animation of Bad

22 |Remaove Enemy

23 EEThe number of the current animation of Bad
is =1
% Bad is on floor
w % Bad is mowving

@ Activate behavior PlatformerObject of Bad: false
Do -50*TimeDelta() to the cpacity of Bad

¥ oelete object Bad

1 | The opacity of Bad is =0

“Collision” is found here:

w - All objects ”

-® Angle
Movement
Behaviors
Layer
Variables
£ order
Poszition
Visibility
Objects
Collisicn
e Collision

TN EEREEEEK
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¥ Collision

Test the collision between
Mote that some objects
Some others, like Sprite, p

Object:

HitBox

Object:

Bad




“Allow jump again” and “gravity” is found here:
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Game's window

External layouts

Destroy Outside Screen Behavior
Platform Behavior

- @ Platforms

- @ Options

..... 15 Acceleration

..... 15 Deceleration

..... 05 Gravity

..... 55 Jump speed

..... 15 Maximurn falling speed
..... 4 Maximum speed

@ Allow again jurnping
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Object:

HitBox

Behavior:

PlatformerObject

“Simulate jump key” is found here:
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Files

Metwork

Game's window

External layouts

Destroy Outside Screen Behavior
Platfarm Behavior
- ® Platforms

- Opticns

- ® Controls

E TR Cimmvilabm lmed ol me L ovwmer

HitBox

Behaviorn

PlatformerObject




“Behavior options” is located here:

w .8 Behaviors
. L% Defactivate a behavior
Movement
Visibility
Layers and cameras
£ order
Objects
Position

'EEREEK

Variables
. @ Angle
- Sprite
- Variables
-® Mouse and touch

Defactivate the behaw

Object:

Bad

Behavior:

PlatformerObject

Activate®:

yes

“Deleting object” is located here:

w8 All objects

. . ® Behaviors
& Movement

. . ® Visibility
-® Layers and cameras

.. ® Zorder

v .8 Objects

- -3¢ Delete an object

& Pick a random chject

.o Pick all objects

m.. Create an chject
“..gls Create an object from its name

axD

Delete th

Object:

Bad




