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//set speed
if z>0 then speed*=.99;
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i Game Maker: Tutorial Platforms08.gm6
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//make the height
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if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height0,false,false) then

z=0*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Heightl,false,false) then

z=1*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height2,false,false) then

z=2*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height3,false,false) then

z=3*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0b; Height4,false,false) then

z=4*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height5,false,false) then

z=5*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height6,false,false) then

z=6*global.Grid;
else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height7, false,false) then

z=T*global.Grid;



else

if collision_rectangle(x-32,y-32,x+32,y+32,0b; Height8,false,false) then
z=8*global.Grid;

else

if collision_rectangle(x-32,y-32,x+32,y+32,0bj Height9,false,false) then
z=9*global.Grid;

I asad &&J\ global.Grid Dt s a4 )~J.'\S el ck..u O S a6l &\é'j)\ PYEIRLY
JJ\JLSJ;J‘)M}:@@\)Lpar_Chﬂdi‘s‘é-." Drawa\dgjjjasﬁ\j&u @»\S (J.\SGAUAA.JAA
P PTI PV RRPR V¥ I LN @\)L ) paS X '(kltu‘ o saldin) Jla () o Parent_chi]d i) 3

Tl )

//draw a platform tile
d3d draw block(x-32,y-32,z-8,
x+32,y+32,z,background get texture(bac Metal),1,1);
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//draw what camera sees
/[from X,y,z
xf=obj_Character.x-sin(-degtorad)
obj_Character.direction+90))*global.Zoom
yf=obj_Character.y+cos(-degtorad)
obj_Character.direction+90))*global.Zoom
zf=obj_Character.z+global.Zoom

/lto X,y,z

xt=obj Character.x
yt=obj Character.y
zt=obj Character.z

d3d_set projection (xf,yf,zf,xt,yt,zt, 0,0,1);
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//lanimation (deform)

if abs(zspeed)<8 then deform=abs(zspeed);

//draw ball

d3d_draw_ellipsoid(x-16,y-16,z-deform, x+16,y+16,z+32+deform,
background get texture(bac Character),1,1,16);
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//check if jumping
if jump=1 then exit;

//check if falling
if fall=1 then exit;

//define gravity
if collision_point(x,y,chi Platform,false,false) then

{

znear=instance nearest(x,y,chi Platform).z;
if z=znear then zgravity=0;
else {fall=1;speed+=.2;zgravity=-.5;}

}
else {fall=1;speed+=.2;zgravity=-.5;}
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//move in z direction
z+=zspeed;
zspeed+=zgravity;

//drowned
1f z<-512-128 then game restart();
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//check if not falling yet
if sign(zspeed)>=0 then exit;

//check if falling
if sign(zspeed)<0 then fall=1;

/Nand 1f falling
if collision_point(x,y,chi Platform,false,false) then

{

znear=instance nearest(x,y,chi Platform).z;
if z=znear ||



(z>znear && z<znear+global.Grid/4)
then {jump=0;fall=0;z=znear; zspeed=0; zgravity=0}
b
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/check if jumping
if jump=1 then exit;

//check if falling
if fall=1 then exit;

//check if you can jump
znear=instance nearest(x,y,chi Platform).z;
if z=znear then {jump=1;zspeed=8;zgravity=-.5}
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