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S 5L Sy ¢ (obj_Floor) zhaw <o ¢ (obj_Camera) (ms® a1 adiS (e oaliiul <Sal jlea )l Lo
. (obj_Ramp) &L < 5 (obj_Block)
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//draw what the camera sees

xt=x+cos(direction*pi/180);

yt=y-sin(direction*pi/180);

zt=z+zdirection;

d3d set projection(x,y,z+64, xt,yt,zt+64, 0,0,1); //64 is character's
height from z (feet)
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: a2 e alail ser CameraBump

//camera bumps into solid things
X=Xprevious;

y=yprevious;
speed=0;
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//check for bumping against blocks

if collision_circle(x,y,2,0bj Block,false,false) then

{

near=instance nearest(x,y,obj Block);

if near.z>= z then script_execute(scr CameraBump);

}

else
{zgravity=1;}
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//check for ramps

if collision_circle(x,y,2,0bj Ramp,false,false) then
{

zgravity=0;zspeed=0;

near=instance nearest(x,y,obj Ramp);
z=48-distance to_ point(near.x,near.y);

}

else
script_execute(scr BlockCheck);
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//perform gravity
z+=zspeed,;
zspeed-=zgravity;

if z<0 then {z=0;zspeed=0;zgravity=0;}
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//draw ramp
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if stairs=0 then d3d_draw_floor(x-64,y-32,z, x,y+32,z+48,
background get texture(bac Ramp),1,1)

else
//draw stairs



{

d3d draw block(x,y-32,z, x-64,y+32,z+12,
background get texture(bac Ramp),1,1)
d3d_draw block(x,y-32,z+12, x-48,y+32,z+24,
background get texture(bac Ramp),1,1)

d3d draw block(x,y-32,z+24, x-32,y+32,2z+36,
background get texture(bac Ramp),1,1)

d3d draw block(x,y-32,z+36, x-16,y+32,7z+48,
background get texture(bac Ramp),1,1)

}
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//change into stairs
stairs=abs(stairs)-1;
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