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ABSTRACT

This thesis presents Bull Fighting Game is the three dimension game. It can bring
the leaming of creating the three dimension game. Uses the production theory of character
and scene by using 3ds max. DarkBASIC Professional program is used for controlling the

character and scene. These to play enjoy the game.
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lusunsumuvenmetauasinad

Rem Protect: Bull

Rem Created: 16/12/2005 12:04:25

Rem =**"** Main Source File *¥**%x

sync on 1 sync rate 60

hide mouse

AIUTOCAM OKN

rem COZ‘if,ig Text disp}a‘f(*t***********-k*w-k***A—*************#*‘X****wki{******kk*
coloer backdrop rgbh(C,0,64) @ backdrop on

set text foni Yarial"™ : set text size 16

set text to bold : sct text transparent
hlatil type function R R R R R R R A e R R R TR R R R R R R R R

tvpe player

stand start as integer
stand and as integer
walk szart as integer
walkt&nd as integer
coliing_start. as integer
colling end as integer
hitcolling start as integer
hitcolling end as integer
kid start h as integer
kid end as integer
uveccelling star:z as integer
ubcolling end as integer
dare start as integer
dare end as integer
hivkid start a3 integer
hizkid end as irteger
hizukcolling start as integer
hi:ubcoliing:end &s lnteger
hizdare start as integer
hizdare end as Integer
mode } as integer
screenhsp as integer
countter as integer
checktype as float
player Start as integer
player Stop as integer
endtype

cin = 1

actionMOl as player
acktionMO2 as player
acTiondMO3 as player
actioniMda as player
actionMOs as plaver
actionMO6 as player
actionMdy as plaver
actionkMog as plaver
acbionMo9 as playsr
actionMo210 as player
actionTmp as player

soreenl as player

modell as player

checket as player

T as plaver

NUmin as plaver

ZOTE as player

speed as playsr

RGO as player.

3 i 3 . o ek ok Kokck ok w bk ok k ok ko k ko k
rem ende function d g e Fo e e e e e Y ek ke ue e v sk o sk ok ok e ok e ok ok ok * * kKK w * ko
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hismodel = 0O:chsound = (O:gotoanimation = 20:actionMO3.model =3
actionMO4d.medel = 4 :actionMCh.model = 5 ractionMOé.model = 6
acticnMC7.medel = 7:actionMO8.model = 8:levelCom = 1 :TMPVS = 1
acttt = l:vscheck = 0 :modelcom = 1 :speed.countter = 160
modell.countter = 1 :checket.countter = l:actionM@l.model =
actlonMO2.medel = Z:actionMO2.countter = 1 i zone.countier
T . screenbsp = : showacl = O

showac2 = 0 ; tmpp = 0 : act = 0 ; actplayer = O : dancpl =
Timitdanepl = 250:;limitdancp? = 395:dancp? = 615:iowpowerpl
lecoppowerl = J:limitlowpowerpl = 268:1limitlowpowerp2 = 377
lowpowerp? = 620:boot = Orkeyput = O:keyup = 0O:looppower = 0

keycoll = O:gameover = O:aaa = 0 :idcom = 0 : idplay= 0 : zonet = -200

([

—200

I w
jas]

™

tn

maker =10:makey =ll:gravity# = 1.0 : number = 8 : tx¥ = 700 : 5 =~ 4

scc = li:los=27:check = 12:wel# = l:work# = l:plantredd=2 plantturnf-2
plantwrithk=4:piantback#=5:gameOvert=6rcollide} =7 : playersize = 20
LoadMvi=1 : LoadLogo#=2 : pk = 1 : pkk= 2 : aaa = 0

rar Lcadjng p:cmpt IR EEEEREEAE RS S RREEE SR SRS SR EEEEEREEEEEEIEREE SRR

sync ; center cext screen widthi()/2,screen height(} /2, "LOADING" : sync
sieep 1000:set camera range 1,15000
Met:

gosub MOdel : LOAD MUSIC "sound\title,.mp3”,1 : ink
rgbil153,0,133),rgb(255,255,255)

sprite 1,30,55C,1:1oop music l:set text size 17

whils not keystate{Z8)

load bitmap "screen\LoadTitle\Title.bmp",0

inad image "screen\loadTitle\Start,bmp®,1

box 27,456,i0s,466:set sprite 1,0,l:offset aprite 1,8,100:size sprite
1,600,20 ' i '
set sprite alpha 1,128:1os =les+l :if los=618 then los=27

text 520,428, "Enter to Continue":sync

endwhils

delete music 1 :delete sprite 1

e —OEJ& M:}de \'YS R EERE EERE AR EEEEEEE S SRR ERE R RIS R RS
exitit:

srow mouse:igosub LOadSCUND:ink rgb (255,255,255),rogbh(235,25%, 255)
load image "screen’\lLoadTitle\Mode.bmp",Z:set corscr 14,10
ink rgb(153,0,153),rgb (255,255, 255)
do :
1f mousex!)>=250 and mousex ()} <=400 and mousey()>=42 and mousey{) <=8&3
box 256,5G,398,65:play socund 2
if mouseclick{l=1 then delete sprite 2 :delete image Zisync: goto
mousaselect]
endif
1t mousex ) >=250 and meousex{)<=400 and mousey (j»>=932 and mousey{} <~11.1
hox £26,98,398,113:play scund 2 '
if mouseclick({}=1 then delete sprite 2:delete image 2 :sync: goto
mouseseleci?
endif
if mousex{}>=25C and meousex()<=400 and mousey()>=140 znd mcusey{) <=16J
box 256,144,398, 1680:play sound 2 : if mouseclick{)=1 then gote option
endit
1f mousex {}>=250 and mousex{}<=400 and mousey{}>=182 and mousey({) <=I03
bex 256,187,398, 203:play sound 2: if mouseclick{)=1 ther goto help
endif
if mousex () »=250 and mousex()<=400 and mousey{)>=223 and mcousey ! <245
box 256,228,398,242:play sound 2: if mouseclick{}=1 then gouao cradit
endil
I mousex (=230 and mousex () <=400 and mouseyv{)>=265 and mousey () <=285
bax 256,269,398,254:play sound 2: if mouseclick()=1 then end
endif )
sprite Z,5,60,2:tset sprite 2,0,l:offset sprite Z,8,100:s8ize sprite
7,643, 580
set sprite alpha 2,128 : sync
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Tloc

rem ge;ﬁct Mede V8 Cemputer ko k ok kol ko x kok kb kkkkwck ok ko Ak ok d ko

mouseselecti:

gosub LoadModel:lcad image "screeniml-1.bmp™,4

load image "screen\loadTitle\Vs.bmp",3:1load image
"screeniloadTitie\hilight.bmp®, 11

load image "screen\lLoadTitleVhilightr.bmp”,1Z;:load image
"screen\loadTitle\co.bmp”,13

lozd image "screen\LoadTitle\HDR.bmp",14:load image
"screen\LoadTitle\HDL.bmp", 15

sprite 3,5,50,3:s8et sprite 3,0,1:offset sprite 3,8,100:size apritc 3,643,530
set sprite alpha 3,128:sprite 11,53,326,11:set sprite 11,0,1:o0ffset sprite
1.,8,100 :

size sprite 11,55,44:set sprite alpha 11,128:sprite 12,422,326,12:8at
sprite 12,0,1

offaet sprite 12,8,100:slze sprite 12,55,44:set sprite alpra 12,128

sprive 13,317,332,13;set sprite 13,0,1:0ffset sprite 13,8,100:size sprite
13,80,20

set sprite alpha 13,128:sprite 14,517,261,13:3et sprite 14,0, L:offsat
sprite 14,8,100

aize sprite 14,80,20:set sprite alpha 14,328:sprite 14,610,487, 4:s=t
sprite 15,0,

offset sprite 15,8,100:size sprite 15,36,27:5et sprite alpha 15,128

sprite 1¢,45%3,487,15:zet sprite 16,0,1l:0ffset sprite 16,8,100:size sprize
16,36,27 '

seftt sprite alpha 1€,128:loop music 3

while not keystate(21)

hide sprite 11:ride sprite lzZz:hide sprite 13:hide sprite l4:nide sprite 1b
hide sprite lé:paste image s,482,277

if mousex{) »= 505% and mousex() <= %B6 and mcousey({) »= 15% and mousey(} <=
11G

show sprite 14

if woussclickil = 1

sync:delete sprite ll:delete sprite 12:delete sprite 13:delete sprize 14
delete sprite 15 :delete image li:delete image 12:delete Image 13:delete
—mage 14

delete image 15:stop music 3: hide cbject modell.countter : sync :delete
sprite 3

delete image 4 @ delete lmage 3 : sync : gote VS _mode

andif

endif

it mousex (] »= 309 and mousex() <= 586 and mousey(! >»= 231 and mcusey (] <=
251

show sprite 13

if mousesclick{; =1

sieep 1 1 :stop music 3: delete sprite 3:delete lmage 4 :hide objecht
actionMOl.model

delete image 3 ! stop music. 3:delete gprite 13: goto suu

andif

endif

if mousex(y == 44 and mousex() <= 95 and mousey(} >= 229 and mousey(! <=
262

snow sprite 11

if meuseclick() = 1

gsleep 500 : play scund 2: hide cbject acticonMOl.model:modell,countter
modell . countter - 1

actionMOl.model = modell.countter: gosub LoadModel

endif

endif

if mousey(} »>= 229 and mousey(} <= 262 and mousex() »= 416 and mousex() <=
de4

show sprite 12

if meusecliick{) = 1

sleep 500 :play sound 2:hide cbject actionMOl.meodel
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modell.countter = medell.countter + 1 : actionMOl.model = modell.ccuntter:
gosubk LoadModel

andif

endif

if mousey() >= 390 and mousey() <= 404 and mousex () »+= 613 and mousax() <=
B30

show sprite 15

if mouseclick() = i then sleep 500 :play scund 2:scc = scc + 1 15 = 5 +
gosuln imagesco

endi®

if mousey () »= 390 and mousey() <= 404 and mousex{} »>= 453 and mousex(] <=
470

show sprite 16

if mousec_ick(} = 1 then sleep 500 :play sound Z2:scc = scc - l:s = & - 1t
gosul ilmagesco

endif

gosub movie:sync.

endwhile

rem vs Mcde Story PRy PR E R E RS SR EFEEE RS AR SR R S R AR

|

nonseselects:
gosub LoadModel:load image "screen\lLoadTitle\ModStory.bmp™, 4

load image "screen\LoadTitle\hilight.bmp”,11:1cad image
"screeniloadTitle\hilightr, bmp™, 12

load image "screen)\LoadTitle\co.bmp",13:sprite 4,5,50,4:set sprite 4,0,1

offset sprite §,8,100:5ize sprite 4,643,530:g9et sprite alpha 4,128:sprite
11,53,326,11 '

set sprite 11,0,1l:offset sprite 11,8,100:size sprite 11,35, 44:set sprite
alpha 11,128

sprite 12,422,326,12:s8t sorite 12,0,1l:0ffset sprite 12,8,100:size sprite
12,55,44

set sprite alpha 12,1Z8:sprite 13,517,332,13:set sprite 13,0,1:0ffset
sprite 12,8,100

size aprite 13,80,20:sat sprite alpha 13, 128:sprite 14,517,206l,13:set
sprite 14,40,1

offset sprite 14,8,100:size sprite 14,80,20:set sprite alcha 14,128:loop
music 3 '

while not keystate(Zl)

hide sprite l1l:hide sprite 12:hide sprite 13:hide sprite 14

if mousex() »= 509 and mousex(} <= 586 and mousey{) >= 159 and mousey() <=
179

show sprite 14

1f mouseclick() =1

sync :delete sprite li:delete sprite 12:delete sprite 12 :delete sprite 14
delete image ll:delete image lZ:delete image 13:stcp music 3: hide oblect
modell,countter

SYNe delete sprite 4:delete image 4 : scc = 1 @ checket.countter =
modell.countter

goto start

endif

aendi?

1f mousex{) >= 509 and mcocusex{} <

251

i

586 and mousey () »= 231 and meousey() <=
show sprite 13:1f mecuseclick() = i:sleep li:delete sprite ll:delete sprite
12

delete sprite 13:delete sprite 14: delete image 1l:delete image li:delete
image 13

stop music 3 ¢ delete sprite 4:delete image 4 :hide obiect actionMCl.modsl
tgeto suu

endif

endi £

if mousex ()} >=. 44 and mousex() <= 95 and mousey(} = 229 and mougeyi} <=
262

show sprite 11

if mouseclick(}) =1
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sleep 509:play scund 2 : hide object acticnMOl.model: mcdell.countter =
model]l .countter - 1

actionMOl.model = modell.countter: gosuk LoadModel

endif

endif

if mousey!) >= 229 and mousey{) <= 262 and mousex{(} >= 416 and mouser{) <=
464

show sprite 12

if mwonszeclick(} =1

sleep 500:play sound 2 :hide object actionMOl.model: medell.countter =
modell.countter + 1

2octisnMOLl.moedel = modell.countter: gosulk LoadModel

ardif

andi®

gosub movier sync

endwhile

renm end Iu:ode St.ory wkk ok Ak k Rk okk ok ok h ko ko ko wkd Ak kb bk kA w ko k o kR

rem [\qaln Programe Bullfightlng dR Rk k Ak ko ko ok Ao ko ko ok

start:

sync:hide mouse:position object actionMOl.model,-70,140,0:FTX CBJECT PLVOT
acticnMOl.model '

show cbject mode’l.countter:make oblect sphere check,20:make obiect sphers
maker, 20

hide object check:hide abiject maker:make obiect sphere makey,20:hide obiject
makey

startt:

position camera 0.1,0,80,-400:gosub Story:gcocsub LoadScresn

set object speed modell.countter,12 * speed.countter:NUmin =

actionMOZ: Power [}

rem Ob—lect boken o e T e T ok e ke e e b ek e o sk ok e ke bk ok ke ok e kb ok ke &

set bsp object collision pk,modell.countter,10,0:set bsp collisicn
threshhold pk, 0.001

set cbhbject collision to spheres modell,cocuntter:SET BSP CAMERA COLLISTON
20, 0.1, 10, 0.001

set bsp object collision 2,NUmin.countter,10,0:set bsp cocllision threshhold
2,0.001 ’

set object collision to spheres NUmin,countter:set text size 20

acticnMOZ.stand start = 0 * speed.countter

actionMOZ ., stand end = 4 * gpeed.countter

actionMO2.player Start = actionMOZ.stand start

actionMO2,.player Stop = actionMOZ.stand end

play obiect NUmin.countter,actionMOZ.player_Start.actionMO2.plaver Stop
actionMCl.stand start = 0 ¥ speed.countter

actionMOl.stand end = 4 ¥ speed.countter

actipnMCl.player Start = actionMOl.stand start

acticenMCl,.player Step = actionMOl,stand end

play obiect actionMOl.model,acticnMOl.player Start,actionMOl.player Stop
i OBJECT EXIST(Z0) = 1
gote ddd
else.
gosub bokken
endif
dad:
Tam erld Obje-ct boken F R R O R R TR SRR R R
Tram Start StOIYMC'dE PR R R I e R I R R N R
da
set curscr 0,0:gcesub NAmeModel:zone,checktype = cameraa{modell,NUmin, cheok)
gosub LoadControl:gosub AUtcMedel computer:gosub COntrel player
tabpower {dancpl,dancp?, lowpowerpl, lowpowerp2) : loop music 5
if ass = . then move object right 50,0.3 : ch = ch + 1
1if ¢h = 100 then ass = 0 : ch = 0 ; hide object 30
if ass = (0 then position orbject 50,object positicon
% (modell.counttar)+50,object position y({modell.countter)-23,cobject posicion
z{medall.countter)
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it bss = 1 then move cgbject left 51,8.3 : chh = ¢chh = 1

it chh = 100 then bhss = 0 :c¢hh = 0 : hide objact 51

if hss = 0 then position cbiject 51,cbhbject position x (NUmin.countter)-
5C,object position y(NUmin.countter)-25,obiact position z{(NUmin.ccuntter;
synd

loop

rem Efnd Start StOIyMOde dkk khk kkhk kX Akrhkhdbhdbthhkdhdkdodrdrhhatw

rem Iuialn ?rogram V’S Compute]: R E RS RS EEFE RS R EERE R R

VE mode:

hide mouse:show obiect modell,countter:position object. actionMGl.model, -
70,140,0

FIX OBJECT. PIVOT- actionMOl,medel imake obiect. sphere check,Z0:make object
zphere maker, 20

hide objsct check:hide cbject maker:make object sphere makey,20:hida cbject
makey

positicn camera 0.1,0,80,-400:gesub LOad vs:gosub LoadScreen

set cbject speed modell.countter,12 * speed.countter:NUmin =

actionMOZ: Power ()

e Object boken ke e o i Tk ek e g sk Yook e R ok ok e e ek gk e ek ok ok ko

zet bsg cbject collisien pk,modell.countter,10,0:set bsp collision
thrashhold pk,0.001

set object collision to spheres modell,ccuntter:SET BSP CAMERA COLLTITON 20,
c.i, 13, 0.002

zet bsp object coilision 2,NUmin.countter,10,0:set bsp collision threshhold
2,0.001

set abject collision to spheres NUmin.countter:set text size 20
actionMOZ, stand start = O * speed.countter

actionM(2Z, stand end = 4 * speed.countter

actlonMOZ.player Start = actionM02,stand start

actionMOZ,player Stop = actionMOZ.stand end

play object NUmin.countter,actlonMC2.player Start,actionMoZ.player Stop
actionMOl.stand start = 0 * spead.countter '
actlonMCl.stand end = 4 * speed.countter

actlon¥MOl.player Start = actionMOl.stand_start.

actionMOl,.player Stop = actionMOl,stand end

play object actionMOi.model,actionMOl.player_Start,actionMOi.Qlayer Stop
1f OBJECT EXIST(50) =1 .

goto cee
else

gosub baokken
endif
cae:
do

set curzer 0,0:loop music 5S:gosub NAmeModel:zone,checktyps -
cameraa(modell,NUmin,check)

gasub LoadControl:gosub AUtoMedel computer:gosub COntrol player

tappower (dancpl,dancpZ, lowpowerpl, lowpowerpZ)

if ass = 1 then move object right 50,0,2 : ch = ¢h + 1

if ¢h = 100 then ass = 0 : ch = 0 : hide okject 50

“f ass = 0 then position object 50,oblect position

ximodel l,countter}+50,object position yi(modell.countter)-25, chject pesition
z {modell.countter)

if bss = 1 then move obiject left 51,0.3 : chh = chh + 1

2f ¢hh = 100 then bss = 0 :chh = 0 @ hide object 5l

if - bgs = 0 zthen position object 51,object position x{NUmin.countter)-
50,object pesition y{NUmin,countter)-25,cobkject pesiticn z(NUmin.ccocuntten)
5yNC )

laap

LoacModel:

it actionMOl.model < 1

acticnMO]l . .medel = L:medell,ccountter = 1
endif

1f actionMOl .model > 8

actionMOl .model + B:mpdell,counttexr = 8
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endif

1f actionMC]l.model = 1 ;

show object actionMOl.model:position obiject actionMel.medel,-20,127,-250

endif

it actionMOl.model = 2

show object acticonMOl.model

position object actionMOl.model,-20,120,-250

endif

Lf acticorMOl.medel = 3

show object actionMOl.model:position chject actionMOl.medel,-20,120,-250

endis

1f acticniMCl.model = 4

show ohiject actlionMOl.model:pasition cbject actionMOl.model,-20,120,-250

endif

i€ actionMGCl,.model = &

show objesct actionMOl.model:position object acticnMOl.model,-20,120,-250

endif :

if actionMOl.model = 6

show obdect actionMOl.model:position cbhject actionMOl.model,-20,120,-230

endif - '

1L actionMOl .model = 7

show obiect actionMCl.medel:position object actienMOl.model,-20,120,-250

endif

if actionMOl,model = 8§

show object actionMOl.wodel:position object actionMOl.model, -70,120,-250

endif

return

=M1l Chetk Model bo‘,{en rhkokkhk bk ok d ok hkhk kA kA M A r kAo hwk ko ko &k kb

Cemn Load Screer\ I R R e R R R E R Lt E RS R Rl R R RN

lLoadSicreen:

select scc

case L1
Load bsp "screerniml.pk3d”, "nl.bsp” : show object 300 : scc = 0
endcase

case 2:
load bsp "screasn\m2.pk3","m2.bsp":show object 3C0:scc =
endcase

case 3:

lcad bsp "screen\m3.pk3", "m3.bsp":show object 300:3cc = C

snacase :

caze 4:
load bsp "screen\md,pk3", "md.bsp”:show cbject 200:scc = 0
endcase

case I

load bsp "ascreen\mbh,pk3™, "mS.bsp":ishow obiject 30C:sce = 0
erndcase

case 6:
load bsp. "screen\mé.pk3i”, "mé.bsp*:show chject 300:sce = 0
endcase

case 7:

load bsp "screen\m7.pk3", "m7.bsp":snhow objsct 300:rscc = U
endcase '

case 2@
load bsp "screen\m8,pk3d¥, "m8.bsp":show cobiect 300:scc = 0
endcase

case 9:
load bsp "screeri\m8.pk3”, "nd.bspYishow object 300:scc = O
endcase )

endselect

return

T 10 lO:’ld :'Lmage- SoTraen PR e i R R R R R B A B R IR

]

imagesco:
if 5 » 11 then s = 11:if 8 < 4 then 5 ~ 4
if 5 = 4 then load image "screen\ml-1.bmp",4:scc = 1
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if s 5 then icad image "screen\mzZ.bmp"”,5:scc = 2
if s = 6 then load image "screen\m3.bmp",6:scc = 3
it 5 = 7 then lecad image "screen\d.bmp”,7:scc = {4

if s = # then lcad image "screen\mb.bmp",8:scc = 5
i¥ 5 = 9 then lcoad image "screen\mé.bmp",%:iscc = 6
if 5 = 10 then load image "screen\m7.bmp",10:scc = 7
if 8 = 11 then load image "screen\m8.bmp",ll:scc = 8

raeturn
Tam LOa.d cCr’ltIDl PR R AR R E R R R R SRR R EERE AR R RS S R
LeadControl:
position obiject model:,countter,obiect position x(modell.courntter),40,cblect
position z{modell.countter)
position obiescl makey,object position x(modeli.ccuntter),object position
v {modell.countter),object position z(modell.countter)
position obiect NUmin.countter,chbject position x({NJmin.counttar},2d,object
position z(NUmin,ccuntter) '
position object maker,object positicon ®{NUmin.countter},cbject pesition
v (NUmin,countter),cbject position z(NUmin,countter)}
if leftkey(i=1 then actplaysr = 4 : move cbiect left modell.countter,C.h
;o keypat = 01 keyyp = 0 @ keycell = 0
if leftkey()=0 then actplayer = 0 : rca = 1
if zone.checktype <= 80
actplayer = {
elze
}
actplaye 5:rca = 0O:move object right modell.countter,0.3
endif
endif
Iet‘;rh
remw f'\irlctiOll text Movie LR I TR - R R R R R I R R
novie:
text 180,442, "**x* Hel Come to Game Bull Fighting ****"
select modell, counttex :
case 1:
text 533,70 ,"Alex Toyo":text 533,110 ,"Troko™
endcaze :
case 2:
text 533,70 ,"MasterToy":text 533,110 ,"Rotate”
endcazge
cage 3:
text 533,70 ,"Redlevile“:text 533,110 ,"Mos"
endcase :
case 4:;
text 532,70 ,"Morio fa“:text 333,110 ,"Trocboe"
endcass '
case 5
text 533,70 ,"RoBULlL fa":text 533,110 ,"Rotate”
endcase
case 61
text 533,70 ,"Satterty":text 533,116 ,"Trobo"™
endcase
case 7
text 333,70 ,"X dofitext 533,110 ,"Trobo”
endcase
case 81
text 533,70 ,"Master yvu“:text 533,110 ,"Trocbo®
endoasea
endselect
return
Faam delete Model P R R E R e ST EE EE R EEEE SRR EEEE S
dat:
delete object actienMOl.model
raturn
rem Star-t SLOI‘}; Mcde model Ak odeoh ok ok Wk W o Kk ok ko ok ke ok ke ok ok R ke ke ek ko b
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Story:

vscheck = 0

select modell . countter
case 1:

chacket.countter = Z
select checket.countter
case 2:

1f modelcom =1

zotionMD2 . countter = actionMOZ.medel:levelCom = 1l:show cbject
actionMO?Z . model

position chiject modell.ccuntter,chject position
X (modell.countter}+10,40, cbject position z(modell.countter:
andi £

if modelcom = 2
levelCom = 2:hide object actionMOZ.countter:actionMCZ.countter
actionMOZ.countter + 1

snow object actionMOZ,countter:scec = 2

endlf

if modeloem = 3

levelCor = 3:hide object actionMOZ.countter:actisnMO2.countter =
actionMDZ.countter + 1

snow chject actionMOZ.countter:scc = 3

endif

il modelcom = 4

levelCom = 4:hide object actionMOZ.countter:actionMQzZ,ccuntter =
acticnMG2.countter = 1

li

show ohiject acticonMO2,ccourtter:scc = 4
eﬂdif
if modelcom = 5

levelCom = 5:hide oblect actionMOZ.countter:actionMOZ.countter =
acltionMO2.countter + 1

shaw object actionMO2.ccuntter:scc = 5

endi®

if modelcom = 6

levelCom = ©:hide obiect actienMOZ.countter;actionMOZ,countter =
actionMOZ.countter + .

show chject actlonMOZ.counttersiscc = 6

andif

if - modelcom = 7

levelCom = 7

hide object actionMOZ.countter:actionMO2.countter = actionMOzZ,countter t
snow ohiject actionMOZ.ccountter:scc = 7

endif

set obisct speed actionMOZ.countter, 12 * speed.countter

position object actionMOZ.countter,150,40,0:yrotate object
actionMC2.countter, 90

FI¥ CBJECT PIVOT actionMOZ,countter

endcase

endselect

endcase

case Z:

checket,countter = 3

select checketf,countter

case 3

L7 modelceom = 1

levelCom = l:sco = 2:actlonMO?.countter = actionMC3,.model:zhow object
actionMOZ . courntter

position object modell,countier,object wosition
» modell,countter)+10,4C, cbject position z (modell.countter)

yrotate cbiect dctionMOZ.countter,QO:FIX COBJECT. PIVOT actionMOZ.cot
endll

it modelcom = 2
levellem = Z:sg
actionMOZ, countt

8]
A
=)
-
1]
(&3

= 3:hide. object actionMOZ,countter:acticonMCz,councier =

c
er + 1
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show object actionMOZ.countter:yrorate cbiect actionMCZ.ccuntter, 90
FTI¥ ORJECT PIVCT actionMOZ, countter
endif
if modelcom = 3
levalCom = 3:scc = 4:hide cbject actionMOZ.countter:actionMOZ.countier =
acticnMOZ.countter + 1
show cbhbiject actionMOZ.countter:yrotate object actionMOZ.countter, SU0:TIX
OBJECT PIVOT actionMOZ.ccuntter
endif
if modelcom = 4
levelCom = 4:scc = Hrhide cbject actionMOZ,counztsr:actionMOZ.countter =
actionMO2, countter + 1
show chject actionMOZ,countter:yrotate object actionMOZ.countter, 90
FT¥ OBJECT PIVOT actionMa?.countter
endlf
if modelcom = 5
leveiCom = 5
scc <+ 6
hide object actlonMOZ.countter
actionMdZ ., countter = actionMOZ.countter + 1
show object actionMO2Z.countter
yrotate cobject actionMCZ.countter, 20
FIX OBJECT PIVOT acticnMOZ,countter
endif
if modelcom = 6
leveiCom = &
sco o= 7
hide cbhject. actionMOZ.countter
actionMOZ.countter = actionMOZ.countter + 1
show cbhject actionMOz.countter
yrotate object actionMOZ2,countter, 30
FIX OBJECT PIVQOT actionMOZz,countter
andif
if rodelcom = 7
levelCom = 7
sce = 1
hide ob-ect actionMO2.ccuntter
actionMC2.countter = 1
show obfect actionMOZ.countter
vrotate obhject actionMO2.countter, 80
FIX OBJECT PIVOT actiopnMO2.countter
endif
set abject speed actlionMOZ,.countter , 12 * speed.countter
position object actionMOZ.countter,150,40,0
endoz e '
endseleact
andcase
case 3:
checkel.countter = 4
select checket.countter
case 4:
if modelcom = 1
levelCom = 1
scc o= 2
actionMOZ, countter = acticonMid,model
show objegt actionMOZ,countter
pasition oblect modell.countter,object position
x (modell.countter)+10,40, object position z(modell.counttern)
yrotate objech actionMiZ.countter, 90
FI¥X OBJECT PIVOT actionMOZ2.countter
endif
1t modelcom = 2
JevelCom = 2
scc =1
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hide object actionMOZ.ccuntter
actionMOZ2.countter = actionMOZ.countter + 1
show object actionMO2.countter

yrcoctate obtect actionMOZ.countter, 90

FIX OBJECT PIVOT actionMQZ,countter

endif

it modelcom = 3

levelCom = 3

5CC = 4'

hide cbiject actionMOZ.ccuntter
actiorMOZ.countter = actionM(OZ.countter + 1

show object actionMOZ.ccurntterx
vrotete ghiect actionMO2,ccuntter, 30
TT¥ OBJECT 2IVOT actienMO?.countter
endif

I modelcom = £
levelCom = 4

scc = 3

hide obiject actionMOZ.countter
acticenMC?2.countter = actionM(Z.ccuntter + 1
show object actionMO2, countter

yrotate object acticnMO2.countter, 90

FIX QBJECT PIVCT actionMO2,countter

endirl

1f mcdelcom = 5

levelCom = 5

scc = 5

hide object actionMOZ,countter
actionMO2? . countter = actionMCZ,countter + 1
sthiow object actionMOZ.countter

yroTate cbject actionMOZ.countter, 90

FI¥ CBCECT PTVOT actionMO2.countter

endif ' )

if modelcom = &

levellom = 6

sco o=
hide object actionMC2.countter

actionMOZ.countter =

show obiect actionMCZ.countter

yrotate gbject actionMOZ.countter, 80

FIX ORJECT PIVOT actionMOZ,countter

endif

If wrodelcomr = 7

levelCom = 7

s0C = 6

hide ckject actionMOZ.countter

actionMOZ .countter = actionMOZ.countter + 1

show object actlionMOZ,countter

yrotate object actionMO2.countter, 80

F1¥ CBJECT PIVOT actionMOZ.countter

errdi f

set object speed actionMO2,countter , 12 * speed.countter
position object actionMG2,countter,150,40,0

endcase

andzselect

endraseae

case 41

checzet,countter = 5

select checkeb.countter

case 5

if modelecom = 1

levelCom = 1

SCC = 2

actionMOZ countter = actionMOS.model
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show object actieonMOZ. countter

position cbject modell.countter,object position
x(modell ,countter)+10,40,object position z{modell.countter}
yrotate cbject actionMOZ.countter, 30

FIX QBJECT PIVOT actionMCZ.countter

endif

if modelcom = 2

levelCom = 72

scC o= L

hide cobject actlonMOZ,countter
actlionMOZ.countter = actlicocnMOZ.countter + 1
show cbject actionMOZ.countter

yrotaze object actionMOZ,countter, 30

FIX ORJECT PIVOT actionMCZ.countter

endit

it modelcom = 3

levelCom = 3

sco = 4

hide cbject zcticonMO2.countrter

actionMOZ, countter = acticnMOZ.countter + 1
show object actionM(Z,countter

yrozate objeclt actionMO2.countter, 80

FIX CBJECT PIVOT actionMOZ.countter

endif

if medelcom = 4

levelCom = £

scc o= 3
hide cbject actionMOZ, countter
actionMDZ, countter = actionMOZ.countter. + 1

gnow chiect actionMO2Z,countter
yrotate object actionMOZ, countter, 80
FIX OQOBJECT PIVOT actionMOZ2,countter
endif

if modelgom = 5

levelCom = &

sgoo o= 7

hide chject actionMOZ.countter
actionMOZ.countifer = 1

show cbhijecrt acticonMO2,countter
yrotate object actionMOZ.countter, %0
FI¥ ORJECT PIVOT actionMOZ,countter
endif

if modelcom = ©

levelCom = §

SCC = 6

hice chkject actionMC2.countter
actionMO?, countter = actionMOZ.countter + 1
show object actlionMOZ.countter
yrotate object actionMO2.countter,9¢
FIX OBJECT PIVOY actionMOZ.countter
endit

1f modelcom = 7

levelCom = 7

aoe = b

hide oblecl actionMOZ.countter

actionMC2,countter = actionMO2.countter + 1

show object actionMOZ.ccuntter

yretate obiject actionMO2,.countter, 90

TIX O2JECT PIVOY acticonMOZ,cocuntter

endif

set cbject speed actionMO?Z. countter , 12 * speed.countter
position okject actionMOZ,countter,150,40,0
endocase

endselect
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endcase

case 5.

checket.countter = 6

select checket.countter

case &:

if modelcom = 1

levelCom = 1

sCcc = 2

actionMO?Z ., countter = actionMO6.model

show cbject actionMOZ, countter

position opject modell.countter,oblect position
x{medell.counttery+10,40,cbhbject position z{mocdell.countter)
yrotate object actionMOZ.countter, 30

FIX OBJECT PIVOT. actionMOZ,countter

endif

if modelcom = 2

levelCom = 2

sco =1

hide cbject acblonMOZ.countter
actionMOZ ., councter = actionMOZ.countter + 1
srhow object actionMOzZ,countter

yrotate object actionMO2,countter, 80

FIX ORJECT PIVOT actionMOZ.countter

endif

if wrodelcom = 3

levelCom = 2

sce = 4
hide ckhiect actionMOZ.countter
actionMOZ.countter = actionMOZ.countter + 1

show object actionMOZ, countter
vrotate object actionMOZ.countter, 80
X OBJECT PIVOT actionMQZ.countter
endif

if modelcom = 4

levelCom = 4

sce = b
hide object actionMOZ.countter
actionMOZ . countter = 1

show object actlienMOZ.countrer
yrotate object actionMCZ.countter, 30
FIX OBJECT PIVOT actionMOZ.countter

endif

if modeleom = %

levelCom = 5

sco = 3

hide cbject zcticonMOZ.counttern

actionMOz, countter = actionMOZ.countter -+ 1
show object actiornMOZ.countter

vyrotate object actionMOZ.countter, 90
F1X OBJECT PIVOT actionMQZ2,.countter
engif

if meodelcom = &

levelClem = 6

sce = 7

hide object actionMOZ.countter
actionMCZ,countier = actionMOZ.countter + 1
show obiectk actionMOZ.counttser
yrotate object actionMdZ,countter, 90
FIX ORJIECT PIVOT aotionMOZ.countter
endif

i¥ modeslcon = 7

levelCom = 7

sco = 6

hide cbject actionMOZ,countter
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actionMOZ, countter = actionMOZ.countter + 1
show object actionMOZ.countter

yrotate object actionMOZ.countter,2d

FIX OBJECT PIVOT actiomMGZ, countter

endif

set object speed actionMC2.countter , 12 * speed.countter
pesition oblect actionMOZ.countter,150,40,0
endcase

endselact

endcase

casse o

checket . countter = 7

seilact checket,countter

casze 7T:

if modeleom = 1

levellom = 1

scc = 2

actionMOZ . countter = acticonMO7.model

show object actionMOZ.countter

position object mcdell.countter,object position
¥ (modell.countter) +10,40, object position z (medell.countter)
vrotate object actionMOZ. countter, 30

FIX CGBJZCT PIVO? actionMCZ.countter

andif

:f medelicom = 2

levelCom = 2

sTe o= 1

hide cbiject actionMO2Z, countter
actionMODZ.countter = acticnMO2.countter + 1
show cbject actionMOZ.countter

yroTate object actionMO2.countter, 40

FIX GBIECT PIVOT actionMO2,countter

eriiif

if modelcom = 3

levelCom = 3

scoc o= 4
hide cobject actionMOZ.countter
actionMd?2.countter = 1

show okject actionMO2.countter
yrotate cbject actionMOZ,countter, 20
FIX CBJLCT PIVOT actionMOZ,.countter
endif

it modelcom = 4

leveiCom = 4

sco o=
hide cobject actionMOZ.countter
actionMOZ, countter = actionMOZ.countter + 1

show cbhiject actionMOZ.countter
yrotate chiject actionMOZ.countter, 50
FI¥ OBJ=ECT PIVOT actioenMO2,countter
endif

_f moedelcom = 5

ievelCom = 5

sco — 3

hide cobject actionMOZ.countter
ac-—ianM0OZ.countter = actionMOZ.countter + 1
show objeét actionMOZ, countter
yrotate object actionMC2.oountter, 90
FIX QOBJIECT PIVOT actionMOZ.counttexr
endif '

if modelcom = €

lteyvellem = 6

s5CC = 6

hide object actionMO2,countter
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actionM02 . countter = actionMOZ.countter + 1
show object actionMCZ,countter

yrotate object actionMOZ.countter, 30

FIX ORJZCT FIVOT actionMOZ.countter

endif

:f mcdelcom =
levelCom = 7
sce = 5

ride object actionMOZ.countter

actionMC2.countter = actionMC2.countter + 1

show object actlonWO?2,countter

yrotate chject actionMOZ,countter, 90

Fi¥ COBRJIECT BIVOT actionMOZ.countter

endif

set chbiect speed actionMO2.countter , 12 * speed.ccuntrer
positicn object actionMOZ.countter,15C,40,0

endcazea i

endsalect

endcase

case T:

rhecket.countter = B

select checket.countter

case 5

if modelcom = 1

levelCom = 1

sca = 7

actionMO?.cocuntter = actionMOB.modsl

show obisct actionMQ2, countter

cosition object medell,countter,object position
x{medell.countter)+10,40,object position z(medell.countter)
yrolbate object actionMOZ,countter, 90

FIX QBJRCT PIVOT actionM(OZ,countter

endif

15 modaicom = 2

levelCom = 2

-
/

5CC = 6
hide obiect actionMOZ,counttex
actloenMOZ.counktter = ]

zhow cbiect actionMOZ,countter
vrotate opject acticonMOZ, countter, 90
FIX QBJRCT PIVOT actlionMOZ.countter
endif

if modeleom = 3

levelCom = 3

scr = o

hide object actionMOZ.countter
actionMO?, countter = actionMOZ,countter + 1
show object actionMOZ.countter
yrotate object actionMOZ,countter, 20
FI¥ CBJECT PIVOT actionMOZ,countter
andif

if modelcom = 4

leveiCom = 4

scc = 4

hide object actionMOZ.countter
actionMO?.countter = actionMOZ.countter + 1
show phject actionMOZ.countter
yrotate object sctienMOZ, countter, 80
FIX QBIECT PIVOT actionMOZ,.countter
endif

if modeloom = 5

levelComr = 5

scc = 3

hide chiject actionMOZ,countter
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act jonMO?2 . countter = actionMOZ.cocuntter + 1
show oblect actionMOZ.counttexr

yvrotalte object actioenMOZ.ccuntter, 20

FIX OBJECT P2IVOT actionMOZ.ccountter

endif

L modelcom = 6

leveiClom = &

sco = 2

nide object actionMO2,ccocuntter
actlenMOZ.,countter = actlionMOZ.countter + 1
show object actionMOZ.countter

yrotate obiect actionMC2. countter, 20

FI¥ ORJECT PIVOT actionMOZ.countter

endifi

LT modelcom = 7

levelCom = 7

soo = 1

hide cbhbiject actionMOZ,countter
actionMGOZ,countter = actionMOZ.countter + 1
show objecl actionMOZ, countter

yrotate object actlionMO2.countiter, 30

FiX ORJECT PIVOT actionMO?,countter

endif

set object zpeed actionMOZ.countter , 12 * speed.ccountter
pesition ob’ect actionMO2.countter,150,40,0
enacase

endselect

endcase

case 8:

checket,countter = &

selecl checket,countter

case 9:

if modelcom = 1

levelCom 1

see = 1

actionMOZ,countter = 1

show object actionMOZ,countter

pasiticn object modell.countter,chject positicn
x{modell . countter)+10,40,object position z{modell.ccuntter:
vrotate object actionMOZ.countter, 90

FI¥ COBJECT PIVOT actlenMOZ,countter

endif

sSCco o=
hide object actionMOZ.ccuntter
acTticonMO2,cosntter = actionMOZ.countter + 1
show object actionMOZ. countter

vrotate object actionMOZ.countter, 80

FI¥ ORJECT PIVOT actionMOZ.countter

endil

if modelcor = 3

leva Com = 3

soe = 3

hide object actionMCZ.countter

actionMOZ, countter = actionMQZ.ccuntter + 1
show obhiect actionMO2,countter

vrotate object actionMOZ.ccuntter, 20

FI¥X OBJWNCT PIVOT acticonMOZ.countter

endil

if modelcom = 4

TevelCom = 4

scc = &

hide chject actionMOZ.countter
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actlenMO2, countter = actionMOZ.countter + 1

show object actionMOZ.countter

vrotate object actionMOZ.countter, 80

FI¥X OBJECT PIVOT actionMOZ.ccuntter

endif

if medelcom = %

levelCom = 5

scc = O

hide object actionMO2Z,countter

actionMOZ, countter = actionMOZ.ccocuntter + 1

show object actlionMOZ,countter

yroTate object actionMOZ.countter, 9C

FIX OBCJLECT PIVOT actionMOZ.countter

endifl

if modelcom = ©

leve Com = 6

scc = 6

hice obkiect actionk0O2.countter

actionMOZ, countter = actionMOZ.countter + 1

show object actionMQ2.countter

vrotate obhject actionMOZ.countter, 90

FIX OBJECT PIVOT actionMOZ2.countter

endif

1f meodelcom = 7

levelCom = 7

sce = 1

hide obiject acticnMO2,countter

actionMO?,countter = acticnMO2.countter + 1

shew object actionMOZ.countter

yrotate object actionMO2,countter, %0

FIX QORBJRCT PIVOT actionMOZ,cocuntter

endif

set obiject speed actlonMCZ.countter , 12 * speed.countter

position cbject actionMO2.countter,150,40,0

andcase

andselect

endcase

andselisct

return

rem e:\_d SCOL‘}? Mode model A EREER SR ESELESERESES S S EEESESEESEESEES]

rem camera on raga C‘Utput model FO T S R U I S S T SR ST S L S e

function cameraa( modell as player , NUmin as player,check as intagsy |

xxxx% = cbject position x(modell.countter)
yyvy¥ = cbject position y(medell.countter)

zzzz¥ = cbject position z(modell.countter)
XX = pbject pesition H(NUmin.countter;
Yy = gbject position y{NUmin.countter)
ZZH = object position z(NUmin.countter;
chel = sgrl {((xxxxd-xx#)* (xxxxp-2x$) )+ { (zazaf-zzlf) *izzzzd-z24)))

if wxxx# > 0 then position object check, (zxzxf+xx#)/2,0,0
if uxux# < O then position cbject check, (xx#+xxax#)/2,0,0
if che# » 150 then pcsition camera 0.I1,cbject position x(check), 80, -chef
:f che# < 150 then position camera 0.l,cbject pesition x(check},2d,-120
endfunction che#
rei: end camera Output model R I I R R T A R R
e PO‘N’E}I 10go FE T R R 2 T SR b S R I I I R R I I R T
function Power ()
load image "screen\LoadTitle\Power.bmp",11
lecad image "screen\lLoadTitle\Fight.bmp",10
sprite 5,30,550,10
set sprite 5,0,1
of fset. sprite 5,8,100
size sprite 5,600, 34
set sprite alpha 5,128
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sprite 6,30,100,11
set sprize 6,0,1
offset sprite 6,8,100
size sprite 6,600,324
set sprite alpha 6,128
endfunction
Trem end Power lOGO EZEE R R EEEEFEREESEEREREERES S SRS S EEIEEEIES
rem function auto MOdel fighting con the mod *****kkkddrrdhdiidlss
AlUtoMcdel computer:
1Z gameaver = O
locppower = looppower + 1
if dancp? > limitdancp2
if looppower = 100
dancp? = dancpZ - 1
locppcwer = 0
endlif{
endilf
if zone.checktype » 30
if object frame(actionMCZ.countter) > actionMO2.player Stop-1

actionMdZ,walk_start = 10 * speed.countter
acticnMC2.walk end = 18 * speed.countier
actionMOE.playgr_Start = actionMOZ . walk start
actionMOZ.player Stop = actionMOZ.walk snd

p.ay cbhiject NUmin.co:ntter,actionMO2.plgyerﬁStart,actjonMO2.p1ayermSLop
piay sound 7

play sound B8

play sound @

play sound 10

endif

move obhiject left NUmin.countter,0,3
else

mp.,screenbsp = 1

showacl = &

if sheowac?2 = €

if acutionMOl.player Start = actionMOl.kid Start

if c¢hject frame(athCnMOl.model) > {actionMCl.player Start +
actionMOl,player Stop) /2

Tmp. screenbsp = 2

idecom = 1

endil

endif

if actionMOl.piayer_Start = actionMOl.ubcolling start

17 obiect frame(actionMO!l.model} > (actionMOl.player 3tart +
actionMOl.player Stop)/2

Tmp.screenkbsp = 3

idcom = 1

endif

endif

if actionMOl,player Start = actionMOl.dare start

if object frame(actionMOl.model) > (actionMOl.player%Start +
acticenMCl.player Stop) /2

Tmp, screenbsp = 5

idcom = _

endif

erndif-

it actionMOl.player Start = actionMOl.cclling start

if object framelactionMCl.model) > (actionMOl.player Start +
actionMOl.player Stcpl/Z2

Tme. screspbsp = 6

idcom = 1

erdif

endif

endif

TEm COﬂtrOl datedsa B N L S L R R R R SRR T R R R R R R R R R E R RIS AR LR AR S
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if (obiect frame (KJmin.countter; >= actionMO?.player Stop -1} or idcom - 1
selact Tmp.screenbsp
caze 1:
tompp = rad (95141
rem Level 1
PR R R RN EE R PR EE SR FEE R R E R SRR R R EEEEEE R R R
1% levellom = 1
if tmpp < 51 then agt =1
if tmpp » 50 and tmpp < 76 then act
if tmpp » 7% and tmpp < %1 then act =
if =mpp > 9C then act 4
encif
rarm Le“rel 2 B e R R R A E R AR AR R R R E R R R R R RS R i e

1
L B

Ry

if levelCom = 2

If tmwpp < 41 then act =1

if tmpp > 41 and tmpp < &1 then act = 2
1f tmpp > 60 and tmpp < 391 then act = 3
1t tmpp » 90 then act = 4

endif

rem Leve]’. 3 *****s\'*krki**x*,r*w***wt**w****.i'-#ir***-lr*_-k***ir*ir*i****‘:‘v%**-k-}:-l—*-.i—
if JevelCom ~ 3

if tmpp < 41 then act = 1

if twpp » 40 and tmpp < 56 then act =
iZ tmpp » 55 and tmpp < 91 then act
if tmpp > 20 then act = 4

endif

rerm Level Q ke ko hk bk kR hkh kT bk hwkbr kb d bkt hdhdhr b do b dkddrbddds s kd
irf levelCom = 4

if tmpp < 41 then act = 1

|
W

if tmpp > 40 and tmpp < 56 then act = 2
if tmpp > 55 and tmpp < B85 then act = 3
if tmpp > 85 then act = 4

endif

rem Le‘fel 5 **i*_‘i*ﬁ‘*'i******t***w*****ﬁ***i*ikiiﬁ*****w**i’*\k*w****x*k****
if levelCom = &

if tmpp < 41 then act = 1
66 then act = 2

i

if tmpp > 40 and tmpp <

if tmpp > 65 and tmpp < 5% then act = 3
if tmpp > 85 then act = 4

endif

T level 6 Ak ddhkw bk b hkkk A kkk ok khkH kb dk ke kkr ko a ke bk dowk ko kok ok ok ok
if levelCom = &

if tmpp < 41 then act =1

if tmpp > 40 and tmpp < 7% then act = 2
1f tmpp > 70 and tmpz < 81 then act = 2
if tmpp » #0 then act = 4

endif

- Al f_l T ****’k:‘(*i*i******k*‘t***k#******k******i************t******:‘r*‘x
ren _eve i
if levelCom = 7

if tmpp < 41 then act = 1

if tmpp > 40 and tmpp < 61 then act = 2
if-tmpp > 60 and tmpp < 86 then act = 3
if tmpp > 85 then act = ¢

endif

Tem IJPV@], 8 *****1*x******y*****w***********i:k****ii‘*****w****x***** Aok ke

if dancu? <= limitdancpZ

act = b

endif

selact act

case 1:

acticnMCl.stand end = 20 * speed.countter
actionMOl.stand end = 20 * speed.countter

actionMC2.player Starf. = actionMOl.stand star:
actionMOZ,.player Stop = actionMOl.stand end
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endcyse
case 2:
actionMoz.
actionMQOz.
actionMOZ.
actionMOZ,

colling end
player Start
player Stop

colling start

= 22 * speed.countter
= 30 * speed.countter
actionMOZ.colling start
actionMCZ.colliing end

[

if dancp? > limitdancpZ
aancp? = dancp2 - 2
ondif

move ob'ect lef:i wodell,countter,3

nove objs
zss = 0
play sound 7

play sound 8

play sound &

play sound 10
endcase

case 3
acticonMCZ, kld start
actlionMOZ, kid end
sactlonMa? ., player Starc
actionMO2.player:Stop
bss a

play sound &

rem play sound Z
endcase
case 4:
acticnMCz.,
act.ionMG2,
actionMCZ.player StarT
acticonMQ?.player Stop
play sound &

remn play sound 2
endaase

caze
actionMOZ.dare start
actichO2.dare:end
acticnMOZ,.player 3Stary
actionMOZ.player Stop
bss - 1

snow cbject. 51

play sound &

endcase

endselect

endcasea

case Z:
actionMO2.hitkid start
actionMOZ.ritkid end

¢t left NUmin

actlonMOZ,player Start =

actionMOZ.player Stop
lowpowerp?
endcase
case 3;

acticaMOZ.hitubcolling start
actionMOZ.hitubcolling end

actionMOZ.player_Gtart
actionMOZ . player Stop
lowpowarps = o
endcase

case b:

aotionMOZ
actionMOZ.hitdare end
actionMOZ,player Start
acticnMGs,player 3top

ubcolling start
ubcelling end

.hitdare start

.countzer, 3

42 = speed.countter

46 * gpeed.gountter

= actionMOZz.kid _start
actionMO2.kid end

= 50 * speed.countter
54 * speed.ccuntter
actionMO2.ubceolling start

= actionMOZ.ubcolling end

= 60 * speed.countter
= 76 * speed.countter
actionMO2.dare start
actionMO2.dare end

82 * speed.countter

54 * speed.countter
actionMOZ . hitkid_start
= gctionMOZ. hitkid end

lowpowerpZ - 4

86 * speed.countter

= 90 * speed.countier
dctionMO2 . hicubcolling start
actienMOZ . hitubcolling end

Towpowerpz - 8

= 90 * speed.countter
= 100 * speed.countter
actionMOZ.hitdare start

= actionMO2, hitdare end
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lowpowerpZ = lowpowerp2 - 10
if zone.countter < 90
play scund &

endif

endcase

case 6

acticnMCZ.hitceolling start = 32 * speed.countter
actionk(2.hitceolling end = 40 * speed.countter
acticnM(2,.player Start = actionMOZ.hitcelling start
actionMd2.player Stop = actionMOZ.hitcolling end
lowpcwerp? = lowpowerpZ -~ 2 ’

move object right NUmin.countter,3

endcase

endse’ect
play object NUmin.countter,actionMO2.player Stant,actionMOZ.player 3top

T, screenbsp = 1
idecom = C

end?

endlr

endi?®

if lowpowerp?2 <= limitlowpowerp:

center text screen width()/2,screen height{)/2Z,"Player Win"

xrotate cbhject NUmin,ccuntter,-90

pecsition oblect NUmin.countter,cobject position x(NUmin.ccountter),d,0
SYNC

Jameover = -

s5leep 500

cin 3

if rodelcom »>= 7 then cin = 2

gotc NextStory

enaif

rem fadfnCd model PR R R RIS A ST S FE SRS RS RS ESEES

return

rem end Auto MOdel fighting on the mod **xdrrkdkdadrdbdwdedsrdss
ram C,thro]_ [\.jodel figtninq fe)gl you FaE ST T P e e L B R T I I e T T T
Control player:

1f lowpowerpl »= limitlowpowerpl

xrotate c¢bject modell.countter,-90

position object modell.ccuntier,cbject positicn x{medell.countter), 0,0
syne

gamecver. = 1

cin = 2

if wgscheck = 1

vacheck = 2

endil

goto NextStory

endif

if gamecver = 0

leoppowaerl = looppowerl + 1

if- dancpl ¢ limitdancpl

if looppowerl = 100

dancpl = dancpl + 1

looppoweaerl =

erndif

endit

if zone.checkivyvpe < 30

if. showacl = 1

if actionMOZ.player Start = actionMCZ.cclling ztart
i obtect frame (NUmin.ecountter] > factionMOZ.player Start +
acticnMOZ.player Stop)/2

actplayexr = 7

roa = 1

endif

engil
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if actionMO2.player Start = actionMQZ.kid start

if chject frame(NUmin.countter) > (actionMOZ.player Start +
actionMO? . piayer Stop) /2

actpiayer = 8

roca = 1

endif

endif

if actionMOZ.plaver Start = acticonMO2.dare start

2f object frame (NUmin.countter) » (actionMaz.pLayer_Start +
acticnMG2,.player Stop)/2

actplayer = 4

rea = 1

endif

endif

if'acLionMOZ.playerﬁStart = actionMO2.ubcolling start

if cbiect frame{NUmin.counktter) > (actionMOZ.player Starc +
2ctlonMOZ . player Stop)/2 o
zctplayer = 10

reca — 1

endif

endif

endif

enait

if object frame{acticniOl.model) »= (actionMOLl.playver Stavt +
actionMOl.player Stop)/2 -

if keyput < 3

if keystate (3T then actplayer = 1 : keyput = keyput + 1 : ass = 0
endif

if keyup < 2

if keystate (29) then actplayer = 2 keyup = keyup + 1 : ass = 0
endif

117 dancpl »= limitdancpl

LF kevstate (56) then actplayer = 3 : show cbject 50

endif

1f keystate(34) then actplaver == 3 : show object 5C

if zone.checktype < &0

1f keycoll < 6

1f keystate (50} then actplayer = & rkeycoll = keycell + 1

endif

endif

1f oblject frame{actionMOl.model} >= acticenMOl.player Stop - 1 or reca = 1
select azctplavyer

case

actlionMO., stand star: = 20 * speed.counttrer
actionMol.stand end = 20 * speed.countter
actionMOl.playe;_Start = acticrMdl.stand_start
actbionMOl.piayer Stop = agtionMOl.stand end

play onject actionMOl.model,acticnMCl.player Start,actionMOl.player Stop
cndoase

case 1:

actionMOl. kid start 42 * speed.countter

actionMOl, kid end 46 * gpeed.countter

actionMOl.player Start = actionMOl.kid start

actfanOl.playerﬁStop = actionMOl. kid end

play object acticnMOl.medel,actionMOl,.player Start,actionMOl.player Etop
play sound © i
endcase

case Z:
actionMOk,ubcolling start = 50

actionMOl.ubcelling end = 54 * gpeed,.countter

actionMtl.player_ Start = actionMCl.ubcelling start

acticrMCl.player Stop = actionMCl.ubcolling end

rlay object actionMOl.model,actionMOl.player&start,actionMOl.playermStQp
pilay sound €

i

il

* speed.countter
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Zatsl

i

I dse

-
oF
a 3:

!

o R
actienMCl.dare start
actionMCl.dare end
acticnMCGl.player_ Start
actiocnMGl.player Stop
dancpl 30

play obiact actionMGl.model
ass L

endcass

case 43
actionMOl.walk start
actionMOl,walk end
actionMdl.player Start
actlionMOl.player Stop
piay
play
piay

I

10
= 18
ac
ac
chiect actionMOl,model
sound 7

sound 8

play souna
play sound
andcase
case 5:
acticnMtl,.walk start
actionMOl.walk:end
acticenMOl.player Start
actionMCl.player Stop
play
olay
play
play

olay

o)
e
1

10

10
18
ac
ac
obiject actionMOl.mcdel
sound ¥

sound 8

sound 9

sound 14

endcase

case 6:
actionMOl,colling. start
actionMOl.colling end
actionMOl, player Start
actionMOl.player:Stop
if dancpl < limitdancpl
dencpl dancpl + 10
endirl

60 * speed,countter
79 * speed.countter
actlonMCl.dare start
actionkMOl.dare end

cactionMol.

player start,actionMOl.pleyer Stop

* gpeed.counttern
* speed.countter
“ionMOl.walk start

tionMCl.walk end

ractionMOl.player Start,actionMOl.player Stop

* speed.countter
* speed.countter
tionMOI.walk start

tionMOl.walk end

ractionMCl.player Start,actionMO’.player Stop

32 * speed.countter
40 * speed.countter
actionMOl.colling start

= actionMOl.colling end

mcve object. right modell,countter, 3

play oblect actienMCl.model
endcase :
case 71
acticeMOl . hitcolling start
actiorMcl.hitcolling end
acilenMOl.player Start = ac
actionMOl,player Stop ac
lowpnowerpl lowpowerpl + 2
piay cbhbject zecticnMOl.model
andaase

case #:

actionMO hitkid start
actionMOl,hitkid end
actionMOl.player:Start ac
actionMCl.player Stop = ac
play object actionMOl .model
lowpaowerpl 'lowpowerpl + 4
endcase

cagse 9

actionMOl hitdare start
actionMOl.hitdare;end
aclionMOl.player Start =
actionMCOl.player 3top

g8z
84

g
1
ac
ac

actionMOl.player Stari,act:onMCl.y

i

32 * speed.countter

40 * speed.countter
tionMOl.hitcolling start
tienMOLl.hitcolling end

sactionMOl.playver Start,actionMil.player Stop

* speed,countter

* gpeed.countter
tionMOl, hitkid start
tionMOl.hitkid end
sactionMOl.player Start,actionMOl.

player_ Stop

0 * speed.countter

00 * speed.countter
tionMOl.hitdare start
tionMOl. . hitdare end
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lowpowerpl = lowpowerpl + 1C

play obiject actionMOl.model,actionMCl.player Start,acticonMCl.player Stop

dancpZ = &1
p-ay sound
endcase
case 10:
actlonMOl.hitubcolling stert = Be *
actionMOl.hizubcolling end = 90 *

5
&

speed.countter
speed.countter

actbionMOl,.pleayer Start = actiionMOl.hitubcolling start

actionMOl.player Stop =

lewpowerpl = lowpowerpl + §

actionMCl.hitubcolling end

play opject actlonMOl.modes,actionMOl.player Start,actionMOl.player Stop

endoase
endselect

wca = 0
actplayer = C
endif

endi £

endil

return

rem ccnrtrol
rem function power model

‘Model figthing Oon end FFEAEd bk d kit kb kak ok k kA A b dh kA k
R R R R R R RS R EEEEE AR EREE R R N R

function tabpower {dancpl as. integer,dancp? as integer, lowpowarpl as

integer, lowpowerpZ as lnteger )
ink rgh(255,255,255),rgb(0,255,0)
beox 30,14 ,dancpl, 22

box dancp2,14,el5,22

ink rgb{255,0,0),rgb(255,0,M0

box lowpowerpl, 458,268,476
box 377,458, lowpowerpZ, 476

endfunction

rem end function cower Moade ] Aok ke kk kb ke ek ok ok ok ok ek ok ke ok R ok R W
rem 5111] g‘ran‘e AR EEEEAEESEESEEEEE RS RS EEREREEEERESEEEEEEEEEEEIEEES IS

NextStory:

do

if cin = 3

center —ext screen widtht(!/Z?,screen
text Z30,200,"Enter to Continue®
endif

if cin = 2

if modelcom >= 7

center text screen width()/Z,screen
text 230,200,"Enter to New Game"
endift

iE vascheck =

if medelcom < 7

center text screen width()/2,screen
cext 230,200, &nter to New Gams"
endi”®

endlf

andll

if wvacheck = 1

cin = 2

center text screen width() /2, screen
text 230,200,"Enter to New Game"
hide object 50

nide object 51

endif

if vacheck = 2

cin = 2

center text screen widthi) /2, screen
text 230,200,"Enter fo New Game™
endif

if keystate(28)

height () /2, "Next Came Levael"

height () /2, "Flayer Win Game OVer”

height (} /2, "Game. Over™

height () /2,

"Elayer Win"

height () /2, "FPlayer Los™
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gameover = 0

rodelconr = modelcom + 1
lowpawerpl = 25
lowpowerpZ = 62C

dancpl = 30

dancp2 = 615

kevpuat = C

kavup = 0

keyooll = O

if cin = 2

actlonMCl.model = 1

delete obiject actionMOl.model
delete oblect actionMOZ.model
delete object actionMC3.model
delete cbhject actionMC4.model
delete cbject actionMO5.model
delete opject actionMOt.model
delete ohiect actionMO7.model
delete object actionMO8,model
delate opject 300

deleste sound
delete scund
dolote sound
delete sound
delete sound
delete music
delete music
delete sound
delete music
delete sprite 5

delete sprite 6

delete bsp

modell . countter = 1
actionMOZ.countter = 2
actionMOl .model = 1

delete object check

delete object maker

celete object makey

sea = 1

s = 4

nedelcom = 1

goto Met

endif

if ¢in = 3 then goto startt
endl’f

SYNC

leop

rem end sub grame N R 22 E R R s R R R R R AR R R

[ TIE [ ]

Ly L) N R D

ram ogme over Gk kh Rk kR KKKk Rk ke Rk hkkdkwhk kb kb hhkhkd bk dkkdkdh kb d o dok
Trem ,‘;_nd qame avear ***‘k******‘k********i’i************************'k*
MOde] :

load object "screenia3.x", 300

load chiect "Model\Bullred.X",zcticnMOl. medel

load ckiject "Model\Bullwrite . X",actionMO4.model

load cbject "Medel)\Bullback.X",actionMOZ.model

1oad object "Medel\Bullredblk X", actionMO2.model

lcad onject "Model\Bullgray.X",actionMObS.model

load object "Model\3ullye.X",actionMOE.model

load obiect "Model\Bullbakp.X",actionMO7.model

load oblect "Model\Bullyen.X",actionMO8.model

vrctate objsct acticnMOl.medel,-80

yrotate object actionMOZ,nmodel,-30

yrovate cbiect actionMC3.model,-20

yrotate chbiject actionMOd .rodel, -90
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yrotate obiect actionMOS.model, ~S0
yrotate object actionMO6,.model,-2%0
vratate object actionMO7.model,~%0
yrotate object actionMO8.model,-~%0
hide chiect actionMO3,model

hide oblect actionMOZ.model

nhiject act’ onMCl.model

object actionMed.model

apiject actionMOCS.model

opject actionMOé.model

obiject sctionMO?.model

obiact actionMO8.model

ohiect 30C

réeturn

ram end lcad animation ok e W o Wk W g W e s oe ok e e ok bk ke Rk R ok kb ok Sk ok A e Rk ke
T&em lOad rﬂOdel VS L TR S R S SR S S U A 2 2 Sk o I R R R R R R
LOad va:

vgohack = 1

levelCom = rnd{6} + 1

gselect modell. countter

case 1:

TMPVES = rod(99)+1

if TMPVE < 16 then acttt = 1

il TMEYS > 15 and TMPVS < 31 then acttt = 2
if TMPVE > 30 and TMPVS < 46 then acttt = 4
if TMPVE > 45 and TMPVS <. 61 then acttt = 3
i€ TMPVS > 60 and TMPVS < 76& then acttt = 2
if TMPEVE > 75 and TMPVS < 51 then acttt = 6
if TMPVE > %0 then acttt = 7

selacl acttt

caze 1:

actionMo?2, countter = 2

show gbiject actionMO2.countter

poasition obiject medell.cocuntter,skbject position

zimadel’ countter)+10,40,0bhject position z(modell.countter)
endcase

case 41

actionMOZ . countter = 3

show abject actionMOZ. conntter

vosition eobjept modell  countter,object position

¥ (modell.countteri+10, 40, object pesition z (modell, countier)
endlcass

Came 3t

sotionMOZ . countter. = 4

show oblect acticnMOZ.countter

position obijsct modell.countter,object pesition

wincde l.countteri+1(, 40, ebject position z(modell ., countter)
endoage

case 41

actionMOZ.counkter = 5

zhow obiect actionMOZ,countter

position cbhbject moedell.countter,object position
¥imodell. . countter)+10, 40, 0obect pasition z (modell,countter)
endcase

case 5

actionMO2.countter. = &

stow chiject actionMOZ.countter

positiaon abidect modell.countter,object position

¥imodiel l.counttert+10,40, object position z(modell.countter)
endcase

cage f;

onMOZ , countter = 7

show cbhiect actlonMOZ, countter
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position object medell.cocuntter,objsct pesition

x (medell ., countter) +10, 40, cbject position z {modell.countter)
endcase

case 7:

actionMOzZ.countter = 2

show object actionMOZ,countter

positicn object modell.countter,cbject position

X (modell . counttar)+10,40,0object position z{modell.countter)
endcase

endselect

sgt cbject speed actionMO2,countter, 12 * speed.ccuntter
position object actionMOZ.countter,150,40,0

yrotate oblect actionMOZ.countter, 20

Fl¥ OBJECT PIVOT actionMOZ.countter

endcase

case 2@

TMEVS = trid {93y +1

if T"MPVS < 16 then scttt =1

if TMPVSE > 15 and TMPVS < 31 then acttt = 2
if TMEVE > 20 and TMPVS < 4€ then acttt = 4
if TMRYS > 45 and TMPVS < 61 then actft = 3
if TMPVS > 60 and TMPVS < 7¢ then acttt = 3
tf TMPVES > 75 and TMPVS < 91 then acttt = &
ifF TMPYS » 9C then acttt = 7

select acttz

case 1

actionMOZ.ccuntter = 1

show object actionMOZ.countter

position object modell.countter,object position

x (modell, countter)+10,40,object position z (modell.counttern]
endcase

case 2

actionMO2 . countter = 3

show object actionMOZ.countter

position obiject modell.countter,object position

¥ (modell.countrer)+10,40,cbject position z{modell,countter)
andcase

case 3:

actlonMOZ. countter = 4

show object actionMOZ,countter

pesition object modell,countter,object position

x (modell . countter’+10, 40, object position z(modell.countter)
endcase

case 4:

actlonMC? . countter = 95

show ob’ect actionMO2.countter

position object modell.countter,object position
wirodell.countter)+10,40,cbject position z(modell,.countter)
endcase

case 5H:

zctionMO? . countter = G

show object actionMOZ.countter

position object modell.countter,objecr. position

x (modell.countter)+10, 40, ocbject positicn z(modell.countter)
andcase

case ©:

acticnMo2 . countter = 7

show object action¥MOZ.countter

position object medell.countter,cbject position

x madell.countter)+1C, 40, cbject position z (modell.countter)
endcase

case 7@

acfionMOZ.countter = g

show chject acticnMlZ,countter
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position object modell.ccountter,object position

®{modell . countter)+10,40, okhject positicn z(modell.countter)
endcase

endselect

set object speed actionMOZ.countter, 12 * speed.countter
positicr object actionMOZ.countter,150,40,0

yrolalte object actionMOZ.countter, 8

FI¥X OBJECT PIVOT actionMQZ.countter

endoase

case 3:

TMPVS = rrd(89)+1

if TMPVE < 16 then acttt = 1

if TMEVS > 15 and TMPVS < 31 then acttt = 2
if TMPVS » 30 and TMPVS < 46 then acitt = 4
If TMPVS » 4% and TMPVS < 61 then acttt = 3
if TMPVE > 60 and TMPVS < 7& then acttt = 5
if TMPVE > 75 and TMEVS < 91 then acttt = 6
i1 TMPVE > %0 then acttt = 7

selasct actht

actionMOZ  countter = .

show okbject actionMO2,countter

positicen obJject modell.countter,cbject position

¥ (nodell,countter!+10,40,0bject positicn z(modell.countter)
endcasze

case 2@

actionMo2 . countter = 2

show object actlionMCZ, countter

poeition oblect modell,countter,object position

% (modell,countter) +10,40,0bject position z(modell.countter)
endcase

cage 3@

actionMO2, countter = 4
show okject actionMC2,countter

pcsition object modell.countter,object position

% (modell, countter) +10,40, object positicon z(modell.countter)
engoase

case 4:

acticnMO2 ., countter = 5

show object actlionMG2,countter

position oklect model’.countter,cbject position

x{modell, countter) +10, 40, object peosition zimecdell.countter)
BraCane

case s

actionMO2, countter = 6

zhow object action¥O2,countter

positicen object medell.countter,object position

x(modell . countter)+10, 40, o0bject position z (modell.countter;
andcase

case ©6:

actionMO2Z,cocuntter = 7

show obiect actionM3Z,ccuntter

position chbiject modell.countter,chbject position

% (modell.countter)+10,40, obiect position z({modell.countter)
endcsse '

case 7

acrionMOZ,.countter = §

show obiject actionMOZ,countter

position coject modell.countter,object position

% {modell . countter)+1J,40, obhiect position 7 (medell.counth=r)
endoase

sndselect

s=t. objact speed actionMOZ.countter, 120 % speed,countter

| position object actionMOZ.countter,150,40,0
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yrotate object actionMOZ.countter, 90
F1¥ ORJECT PIVOT actionMOZ.countter
endcase

case 4:

TMPYS = rnd{%9)+1

i TMPVS < 16 then acttt =1

TMPVS > 15 and TMPVS < 31 then acttt = 2
TMPVS > 30 and TMPVS < 4& then acttt = 4
TMPVS > 4% and TMEVS < &1 then acttl = 3
if TMPVS > 60 and TMPVS < 76 then acttt = 5
iF TMPVS > 75 and TMPVS < 91 then acttt = &
if TMPVS > 90 then acttt = 7
select actta

case _:

actionMO?, countter = 1

show object actionMOZ.countcter

vosition object modell.countter,object position

% {rodell.countteri+10, 40, object position z(modell.countter)
andcase

case 4:

acclonMO2 . cocuntter = 3

show object actionMOZ.countter

position gbject modell.countter,object position

% {medell, countter) +10,40, object position z(modell.countter)
endcase

case 3;

actionMOZ, countter = 2

show oblect actionMOZ,countter

wosition object medell.countter,object position

®{modell .countter) +10, 40, object position z (modell,countter)
endcase

case 4

ac-iorMOZ , countter = 5

show cbject actionMOZ.countter

position cbject modell.countter,cbject position

x{modell, countter)+10,40, object position z(modell,countter)
endcase

case 5:

actlion¥MO2,countter = &

show object actionMO2.countter

position object modsll.countter,object position

% (modall.countter)+10,40,0bject position z!modell.countter)
endcase

case 6:
actionMOZ countter = 7
skow obiect actionMOZ . ccuntter

position object modell.countter,obiject positlon

% (modell. countter)+19,40, cbiect position z(modell,countter;
endcase '

case 7T:

actionMC2 . countter = 8

show obJecs actionMO2.countier

position okiect madell.countter,object position

x (modell,countter)+3i0, 40, object position 7z (modell.countterny
endcase

endseleact

set obiect speed actionMOZ.countter, 12 * speed.countter
vosgition ebject actionMC2.countter,150,40,0

vrotate obiject actionMO2.countter, 90

FIX OBJECT PIVOT actionMOZ.countter

endcase

case 5

TMPVE = rnd {99} +1

1t TMEVS < 16 then acttt =1
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if TMDVS > 15 and TMPVS < 31 then acttt = 2
S f TMPVS > 30 and TMPVS < 46 then acttt = 4
f TMEVS > 45 and TMPVS < 61 then acttt = 3
1F TMPYS > 60 and TMPVS < 76 then acttt = 5
] TWPVS > 75 and TMPVE < 91 then acttt = &
TMPYS > 9C then acttt = 7

select acttt

case 1: '

acticnMO2.countier = 1

show oblect actionMOZ.countter

posizion object medell.ceountter,cbject position

x (modell.countter)+10,40,0bject position z{modell.countter)
endcasea

case Z:

actionMo2.countter = 3

show object actionMOZ.ccuntter

position object modeil.countter,object positicn

% (modell .countter)+10, 40, cblect position z(modell.countter)
endcase

case 3:

actionMOZ ., countter. = 4

show object actienMOZ.countter

pcsition object modell.countter,object. position
®(modell.countter)+10,40,cbject pesition z(modell.countter;
endcase

case 4:

actionMO2.countter = 2

show onject actlonMOZ,countter

pozition object modell,countter,obiect position

% i(modell . countter)+10,40,chject position z(modell.countter)
eriddzase

case Iz

actionMOZ.countter = 6

show object actiondOZ.countter

positicen object modell.countter,object position

ximodel’ .countter)+10,40,0kject position zimcdell.countter)
endcase

case 6

acTionMOZ.countter = 7

show object actionMOZ.ccountter

position cbject modell.countter,cbject position

% (moedell, countter)+10,40,cbiect position z {modell.countter;
endoase

case 7:

actlonMOZ. countter = 8

show cbject actienMOZ,countter

position object modell.countter,object positicn

% (modell,countter)+10,40,cbiesct position z(mcdell.countter)
endcase

endselect

set object speed actionMCZ.countter, 12 * speed.countter
positicn object actionMOZ.countter,150,40,0

yrotate ooject actionMQ?.countter, 180

FI¥ OBJECT PIVOT actionMOZ.countter

endcasea
case G:
TMEVE = »

*nd 99 +1
if TMPVS < 16 then acttt =1
)

if TMPVS 15 and TMPVS < 21 then actit = 2
if IMPVE > 30 and TMPVS < 46 then acttt 4
1f TMPVS > 45 and TMPVS < &1 thern acttt = 3
if TMPVS > 60 and TMPVS < 7 then acttt = 5
i TMEVE » 73 and TMPVS < 21 then acttt = 3]
if TMPVS » 9C then acttt =7

\_;]:
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select acttt

case 1:

actlonMOZ.countter = 1

snow object actlonMOZ.countter

posirion object modell.countter,object position

x (medell.countter)+10,40,o0bject pesiticon z(modell.countter)
endcase

case 2:

actionMorZ.countter 3

snow object actionMOZ.counttier

position object modell.countter,object posttion

x (modell.countter)+10, 40, chject position z (mcdell.couniter)

3

actionMOZ, countter = 4

stow cbhiject actionMOZ.countter

position object modell.countter,object pesition

®x (modell.countter}+10,40,0bject position z(modell.countter}
andcase

case. 4:

actlonMOZ . countter = b

show chiject actionMGZ, countter

pesition oblect modell.countter,cbject position

% (modell.countter) 410,40, cbhject position z(modell.countter)
endcase

case I3

actionMOzZ.countter = 2

show opject actionMOZ,countter

pesition oblect modell,countter,object position

x (modell,.countter) +10,40,0bject position z {modell.countter)
endcase '

case ©:

actionMOZ,.countter = 7

show object actionMOZ,countter

pesition object modell.countter,cbject position
®{nodell.counttex)+10,40, object position z{modell,countter)
endcase -

casa 7:

actionMO2.countter = 8

show ob~ect actionMOZ.ccuntter

position object modell.countter,object positicn
wimodell.countter)+1G, 40, obhiect position z(modell.countter)
endcase

andselact

ser object speed actlonMOZ.countter, 12 * speed.countter
position object actionMO2.countter,150,40,0

yrotate object actionMC2.countter, 180

TI¥ ORJECT PIVOT actlonMOZ,countter

anpdcase

case 7

TMPVS = rnd{(99)+1

if THMPVS < 16 then acttt. =1

if TMPVS > 15 and TMEVS < 21 then acttt — 2
if TMPVS > 30 and TMPVS < £6 then actbtz = 4
if TMPVS > 45 and TMPVS < 61 then acttt = 3
1f TMPVS > 60 and TMBEVS < 7¢ then acttt = 5
if TMPVE > 7% and TMPVS < 91 then acttt = &

if TMPVS > 90 then gcttt = 7

select acttt

case 1z

actionMOZ.countter = 1

snow object actionMOd,countter

position object modell.countter,spject position
xi{modell.countter)+10,40,abject position z(modell.countter)
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endcase

case Z2:

actionMCZ2.countzer = 3

zhow ob’ect actionMOZ.countter

position object meodell.countter,cbhbject position
wimodell.countter) +10, 4%, okhject position zimodell.countier)
andcase

case 3:

acticoMOZ . countter = 4

show object actionMOZ.countter

position chjecl modell.countter,cbject position

» modell.countter)+1%,40,cbject position z(modell.countter)
endcase

casa 4:

actionMOZ . countter = 5

giow object actlonMOZ.countter

position object modell.countter,obliect position
»({modell.countter)+10,40,chject position z{modell.countter;
endcase

casae 5:

actionMdZ . countter = 6

show opject actionMOZ.countter

position object modell.countter,object position

x {modell,countter}+10, 40, object position z(modell.countter)
endcase

case 6:

actionMC2,countzer = 2

show ob’ect actionMOZ.cocuntter

position object modell,countter,obiject positicon

= (model’ .countter)+1C, 40, object position z(modell.countter]
endcase

case 7:

actionMOZ . countter = B

show cobject actionMOZ.countter

position object medell.countter,object position

¥ (mode] L.countter)+10, 40, cbject position z(modell,countter)
grdcase

erdselect

set cobiject speed actlonMOZ.countter, 12 * speed.countter
position cbject acticonMOZ.countter,150,40,0

yrotate object actionMO2.countter, 180

FIX OBJECT PIVOT actionMCZ.countter

gndcase

case 8:

TMPVS = rnd(99)+1

if TMPVS < 16 then acttt = 1

if TMPVS > 15 and TMPVS < 31 then acttt = 2
+f TMPVS > 30 and TMPVS < 46 then acttt = 4
Lf TMPVS > 45 and TMPVS < €1 then acttt = 3
1F TMPYVS = 60 and TMPVS < 76 then acttt = 3
if TMPVS > 75 and TMPVS < 91 then acttt = 6
1f TMIVS > 90 then acttt = 7

select actit

case 1:

actblonM0OZ , countter = 1

show objec¢t actlonMOZ2,countter

pcsiticn cobject modell.countter,object position

% imodel’.countter)+10, 40, abject position z{modell.ccuntter)
aendcase

nase 72

actionMO2.countter = 3

3nhow cbiject actionMOZ.countter

position object medell.countter,obiect position

¥ (modell.countter)+10, 40, object position zi{modell.countter)
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cndcase

casa 3

acticnMC?, countrer = 4

zhow oblect actionMOZ. counitter

position object medell.countter,object vosition

x (mocdel:.countter)+10,40,ckject position z{modell.countiter)
endcase

case 4:

acticnMGZ, countter = 45

show ob’ect actionMOZ,countter

pesiticon object medell.countter,object position

wimodel. .countter;+10,40,ab’ect position z(modell,countter)
ende
case

actlionMOZ,. countter = €

show object actionMOZ.ccuntter

cosition ohject modell.countter, object position

x modell . countter)+13,40,obJject position z(modell.counttex)
andcase

cage 6

actionMOZ. countter = 7

show cbject actionMOZ,countter

position object modell.countter,object position
x{modeil.countter)+10, 40, cbject position z (modell.countter)
engcase

case 7:

o

actionMd?, countter = 2

show oblject actlonMO2.countter

position object medell.countter,obtfect position
x(mocdeil.countter)+10,40,chject position z{modell.countter)
endcase

endselect

sel oblsct speed actionMC2.countter, 12 * speed.countter
position obfect actionMOZ.countter,l1503,40,0

yrotate cbhbject actionMO2.countter, 180

FIX OBJLECT PIVOT actionMOZ.countter

endcase '

endselacr

return

T, erld load model "JS IR AR AR R AR R R R AR R RS R R RS R EEEEREREREESE XSRS ETEN]T

Tar X")’S R R I e e I I IR I R o A S e . R R
NameModel :

szlect rmodell.ccuntter

case 1;

text 20,420 ,"Alex Toyo"

endcass :

text 20,420 ,"MasterToy"
endcase :

case 3

texl 20,423 ,"Redlevile"
endease

case 4:

Lext 20,420 ,"Moric fa"
andcase

caze St

text. 260,420 ,"RoBU11l fa"
endcase

casc 63

text 20,420 ,"Satterty™
andoase

case T

Ltexnt 20,420 ,"X do"
endgsse
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case 8:

text 20,420 , "Master yu"

endcase

endselect

text 333,420 ,"Computer"

return

Tem end ‘JS PSS EE TR EEEEEEE BT EEE RN B EEESE IR EREEEERESE IR RIS TR R R

rem bO,{}‘en rhkrhkakabibhrwrrhbrrdhbdbtohbrdiahdrdrdrsrreddd bbb d b ok rdaohdddakd
bokken:

MAKE OBJECT SPHERE 50, 20

make obiect sphere 51,20

ghozt object on 51

GHCET ORJECT ON 50

set object 50,1,0,0

set object 51,1,0,0

hide object 50

hide cbject 51

position okject 51,cbject position x{NUmin.countter) -50,object positicon
vy (NUmin, countter) -25,o0hject positicn z{NUmin,countter)

position cobject 50,object position xi{modell.countter)+50,oblect positien
v (modell.ccuntter) -25,0bject position =z (modell.countter)

return

Trem end bokken **t***iii******k*t*t***_iii******************nk'***xir-i:

rem lOad sound LR R R R R RN E L SR S S SR R TR R RS R R I
L0adSCUND:

load sound "sound\TUOSSCHIP.WAVY, 2

load music "soundh\un,wav”,4

load music "soundiuuu.mp3®, 5

load sound “soundh\ENCORE_B.WAV", &

Toad music "soundyvvv.mp3®, 3

load sound “sound\plﬁstepl,wav“,T

load scund "soundipl stepZ.wav", g

load sound "soundi\pl step3.wav®,9

lcad sound "sound\pl stepd.wav”, 10

if chsound = 0

SET SOUND VCLUME Z, 80

SET SOUND VOLUME &, S0

et music volume 4, %0

JET SOUND VOLUME 7, 90

set music volume 5,90

SET SCUND YVOLUME 8, 9C

ger music volume 3, 90

SET SOUND VOLUME 9, 90

SET SOUND VOZLUME 10, %0

endif

if chsound = 1
SET SQUND VOLUME 2,0
SET S0QUKD VOLUME 6,0
sel music volume 4
SET SOUND VOLUME 7
set music volume 5
SET SCUMD VOLUME B8
set music volume 3,
SET SOUND VOLUME 9
SET SQUNLD VOLUME 1
endif

return
ram end 1oad Soure roR o w ko ko okskok ek ok ok ek ok ke kR ke E K ok ok bk ok ok ok ek b

rem nabper Dk ok g e gk ok e ok ok ke ke e gk e ik ok e ok ko ke ko W ok ke ok ke bk ok ok ok ok ke ke
op-icn:

delete sprite 2

load image "screen\LoacTitleloption.bmp", 160

Q0
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if mousex{) >= 213 and mousex() <= 443 and mousey () »= 110 and mousevi} <=
134 then box 215,110,445,132 :play sound 2: if mouseclickii=1 then delete
image 2:chsound = O:delete image 100:delete sprite 30:goto suou

if mousex ) »= 233 and mousex!) <= 443 and mousey () >= 178 ard mcuseyi{) <=
203 then boxr 215,180,445,202:play sound 2: if mouseclick()=1 then delete
image 2:chscund = l:delete image 100:deiete sprite 3D:goto suu

sprite 30,5,50,100

el sprite 30,0,1

offselt sprite 30,8,100

size sprite 30,643,530

set sprite alpha 30,128

aynce

loop

help:

delete sprite 2

do

set cursar 5,5

lcad bitmap “screen\LoadTitle\help.bmp",

if rousgx () »= 561 and mousex() <= 626 and mousey{) >= 28 and mcusey() <= &0
then play seung 2Z: 1if mouseclick()=1 then delete image 2: goto sua

if mousex(; »= 519 and mousex() <= 622 and mousey() >=434 and mousey(} <=
456 then play sound 2: iF mouseclick{})=1 then delefe image 2:hismcdel = 1
goto mwosew

syng

loop

credic:

delete sprite 2

do

load bitmap "screeni\LeadTitlel\credite.bmp®, 0

1T mouvsex{() >= 284 and mousex{) <= 385 and mousey() »= 436 and mouseyi) <=
1474 then play sound 2: if meouseclick()=1 then delete image Z: goto suu
5ynC

locp

mosew:

do

set cursor 200,200

if hismodel = 1 then load hitmap “screen\LoadTitle\moddell,bmp™, 0 :ink =>gb
(128,200,435}, rgb{255,0,0): text 550,150, "Next™ : text 300,230, "Mailn Menu®
if hismodel = 2 then leoad bitmap "screen\LoadTitle\mgddelZ,bmp™,0 : irk rgb
{128,200,45),rqb{255,0,0): text 537,150,"Next™ : tex:t 100,150, "Back" :tex-
00,230, "Main Menn"™

if hismodel = 3 then load kitmap "screen\lLoadTitle\mogdell.smp®, D :ink r¢h
(128,200,45Y,rgh (255,0,0): text 550,150, "Next" : text 100,150, "Back™ :toxt
200,230, "Main Menu”

if hismodel = 4 then load bitmap ™screen\loadTitle\moddeld.bmp”, 0 :ink rgb
(128,200,45), rgb(255,0,0): text 5%0,130, "Next™ ; text 100,150, "Back" :Cext
306,230, "Main Menu"

if hismodel = 5 then load bitmap "screen\LoadTitle\moddelS.bup®,C :ink  rgo
{128, 200,45) ,rgb(255,0,0;: fext 550,150,"Next" : text 100,150, "Back" :text
30C,230,"Malin Menu"

if hismodel = é then load bitmap "screen\loadTitle\moddelé.bmp”,0 :ink rgo
$128,200,45),rgb{255,0,0): Text 550,150, "Wext™ : rext 100,150, "Back" :text
300,239, "Main Menu”

it hismodel = 7 then lcad bitmap “screen\LoadTitle\moddel . pbmp®,? :nk  rgb
{128,200,45),rgb{255,0,0): text 550,150, "Next™ : text 100,150,"Back™ :text
300,230, "Main Menu™

if hismodel = 8 then load bitmap "screen\LeadTitle\model 2. .bmp",0 : ink rgb
(128,200,455, rgbi255,0,07 : text 100,150, "Back" : text 300,230, "Main Menu"
if mousex ()>=i00 and mousex({} <=. 140 and mousey() >=150 and mousey () <=167
1f hismodel > 1

1f meuseclick() = 1 cthen play sound Z:sleep 100: hismodel = hismodel - 1
ink rgb (255,0,0),rgbi255,0,0) rfext 100,150, "Back"
endif C

englf
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Zf mousex(}>=530 and nmousex() <= 59C and mousey () >=149 and mousey({) <=166
1f hismodel < B

if mouseclick{)} = 1 then play sound 2:sleep 100:hismode’ = hismodel + 1
ink rgb (255,0,0),rgb(253,0,0) : cext 550,150, "Next"

endif

endif

1f meusex () >= 300 and mousex{) <= 400 and mousey() »=230 and mouseyi{) <=
247

if mouseclick() = 1 then goto suu

ink’  rgk (255,C,C},rgb(255,0,0) rtext 303,230,"Main Menu"

endif

SYRC

locp

rem ccntrel sound

LA R R R RS RS SN e A R AR R R R E R EEEEEREEEEREEEEEEEEEEEEEEREEERE EEE N EE
SH I

delete sound
delete scound
delete sound
delete sound
delete sound
delete music
delete music
gelate sound
delete muzic
gotos exitt
rem end proiect

LR R R R R A A AR S AR A R R RN RS RS EREREEREREEEREEEEEEEE EEE R TR R

[1= e AEE PSR 3 B N & B s JEE B WS
<

rem end prcociect
LR LS EE S EEREEEEEEEREREEE R SR R R R R E R TR R R R I R R R R R I

rem 4/5/2006 Time 5:35 AM
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