Enemy and Platform Movement

Requirements:

Enemy Sprite with animations (LS

£ MovePlat

Platform Sprite ==
Collision Sprites LP sotet

16 |Enem},r Al
17 @ GoLeft is in collision with Bad o =1 to variable GoLeft of Bad
18 @f GoRight is in collision with Bad 8o =0 to variable GolLeft of Bad
19 mmThe number of the current animation of Bad  No actions
iz @
1 [ Bvariable GolLeft of Bad is =0 4t add to Bad a force of 50 p/s on X axis and @ p/s on ¥ axis
2 [Bvariable GoLeft of Bad is =1 bt add to Bad a force of -50@ p/s on X axis and @ p/s on Y axis

28 |Moving Platform

21 FGoLeft is in collision with MowePlat EBDc =1 to variable GolLeft of MovePlat
22 g GoRight is in collision with MovePlat [Bpo =9 to variable GolLeft of MovePlat
23 @EThe number of the current animation of Bad | Mo actions
iz @
1 [ Bvariable GolLeft of MovePlat iz =8 &t add to MovePlat a force of 58 p/s on X axis and @ p/s on ¥ axis
2 [Bvariable GolLeft of MovePlat is =1 &L add to MovePlat a force of -5@ p/s on X axis and @ p/s on ¥ axis

Once events are done, you will place Collision Sprites and
Platform / Collision Sprite between each other.
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Tip: Set Enemy Sprite to “platform character” behavior
but uncheck “default controls” under “other properties”.



