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True 4 16 walll
True 16 4 wall2
True 8 8 Sspr_camera
False 0 0 spr_cam_col
False 31 36 spr_flame_light
False 0 0 floor
True 15 15 spr_smoke
True 0 0 spr_system
False 0 0 ceiling
False 63 63 tex_floor
True 0 0 tex_wall
False 63 63 tex_corner
True 32 63 spr_racerl
True 32 64 spr_racerlt
True 15 16 spr_racer1t
True 0 0 spr_spd_bg
True 0 0 spr_spd
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- - - 9999 False False spr_system obj_globals
spr_cam_col - 1 True True spr_camera camera

|_spr_camera - -1 False True spr_racerl obj_player

- - 0 False True ceiling ceiling

- obj_solid 0 True True walll walll

- obj_solid 0 True True wall3 wall3

- - -9 False True Spr_system obj_2ddrawer

- obj_solid 0 True True floor obj_wall

- - -1 False True spr_smoke obj_smoke

- - 0 True True walll obj_solid

- - 0 False True tex_floor obj_road_hor




- - 0 False True tex_floor obj_road_ver

- - 0 False True tex_corner | obj_road_c_down_left

- - 0 False True tex_corner || obj_road_c_down_right

- - 0 False True tex_corner obj_road_c_up_left

- - 0 False True tex_corner obj_road_c_up_right
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//PLayer

global.player spd
//Cars
global.
global.
global.
global.

0;
car = 1;

car maxspd[1]
car_accel[1]
car_turn[1]

d3d_start();

el sdid Ve @y B ¢ i axlge JSiie U Lol 5,18 S)s
obj_globals «, bgs,o Slais

: Create slayg,

camera a4y bgs o Slaas

: Create >lyg,

//sets the distant that the objects are visable at
d3d_set fog(true,c _black,50,1000);

zoom=40;
x = obj player.x-1;
y obj player.y;

cdir

speed
direction
xl=0bj player.x+hspeed;

yl=obj player.y+vspeed;

direction = cdir;

x = obj player.x+hspeed;
y = obj player.yt+vspeed;
x+= (x-x1)/8;

y+= (y-y1l)/8;

cdir = direction;
//collision

: Step slaug,

point direction (obj player.x,obj player.y,X,y);
zoom + obj player.speed*l;
obj player.dir;

//move outside solid(cdir,30);



: Draw slayg,

projection() ;

obj_player a bg, 0 SldaS

: Create slayg,

dir = 0;
friction = 0.1;
spd=0;
zpos = 0;
zspeed = 0;
zup = true;

: Step slag,

instance create (self.x+4-random(8),self.y+4-random(8),obj smoke);
if speed > global.car maxspd[global.car]

speed = global.car maxspd[global.car];

if zup = true zspeed+=0.01; else zspeed+=-0.01;
zpost+=zspeed;

if zspeed > 0.1 zspeed = 0.1;

if zspeed < -0.1 zspeed = -0.1;

if zpos > 0.5 zup = false;

if zpos < -0.5 zup = true;

if keyboard check(vk up)

{

if not sound isplaying(snd thruster)

sound loop (snd thruster) ;

}

if not keyboard check(vk up) sound stop(snd thruster);

: obj_solid b 5,95 slag,
move bounce solid(false);
speed = speed/1.5;

: Keyboard Key Left slayg,

dirt+=global.car turn[global.car];
if dir > (360-global.car turn[global.car]) dir = 0O;

: Keyboard Key Right slayg,

dir+=-global.car turn[global.car];
if dir < global.car turn[global.car] dir = 360;

: Keyboard Key Up sl



motion_ set (direction+dir, speed+global.car accel[global.car]);

: Draw slayg,

dir2 = point direction(y,x,camera.y,camera.x);
image single = (dir2+dir)/(360/(image number)) ;
if image single > image number
image single = image single - image number;
//FLAME LIGHT DRAW
if keyboard check(vk up)
{
d3d_transform set identity();
d3d_transform set scaling(l+random(0.2)+zpos/4,0.4,0.4);
d3d_transform add rotation z(dir);
d3d_transform add translation(x,y,1);
draw_set blend mode (bm_add) ;
draw_sprite(spr flame light,-1,0,0);
draw_set blend mode (bm normal) ;
d3d_transform set identity();

}

//SHADOW DRAW

{
d3d_transform set identity();
d3d_transform set scaling(0.6,0.6,0.6);
d3d_transform add rotation z(dir);
d3d_transform add translation(x,y,1);
draw_sprite ext(spr_ shadowl,-1,0,0,1,1,0,0,0.4);
d3d_transform set identity();

}

//CAR DRAW

{
d3d_transform set identity();
d3d_transform set scaling(0.15,0.15,0.15);
d3d_transform add rotation y(dir2);
d3d _transform add rotation x(90);
d3d_transform add translation(x,y, 6+zpos);
if keyboard check(vk up) draw sprite (spr_racerlt,-1,0,0);
else draw sprite(spr_racerl,-1,0,0);
d3d_transform set identity();

}

ceiling s bgs o SIS
: Draw slayg,

draw_set color (c_white);
//The size and texture used for the floor
d3d _draw_floor(0,0,32,800,600,32,sprite get texture(ceiling,0),5,5);

walll a, bgs o Slaas



: Draw slayg,

draw_set color (c_white);
d3d draw_wall(x-16,y,0,x+16,y,15,sprite get texture(tex wall,0),1,1);

wall3 a, bgs o Slaas

: Draw slayg,

draw_set color (c_white);
d3d draw _wall(x,y-16,0,x,y+16,15,sprite get texture(tex wall,0),1,1);

obj_2ddrawer a, bgs o Slaas

: Draw slayg,

//global.car maxspd[global.car] obj player.speed 122
spd=(122/global.car maxspd[global.car])*obj player.speed + 1;

draw_set color (c_white);

d3d_set projection ortho(0,0,800,600,0);

d3d_set _hidden (false);

draw_text (20,20, 'A Simple Racing Demo ( Persian-Designers )

FPS: ' + string(fps)):

draw_sprite(spr_ spd bg,0,30,540);

draw_sprite part (spr spd,0,0,0,spd,27,33,543);
d3d_set hidden (true);

obj_wall @ bgsyo slass

: Draw slayg,

draw_set color (c_white);
d3d draw _wall(x-16,y,0,x+16,y,6,sprite get texture(tex wall,0),1,1);

obj_smoke a, bgs o Slaas

: Create slayg,

image speed = 0.25;



rot = 5-random (10) ;

rot2 = 0;

size = 1;

trans = 0.2;

direction = random(360);
speed = 2;

friction = 0.1;

depth = -l-random(2) ;

: Animation End slag,

with (self) instance destroy();

: Draw slayg,

dir = point direction(y,x,camera.y,camera.x);
rot2+=rot;

size+=0.02;

trans+=-0.0075;

{
d3d_transform set identity();
d3d _transform set scaling(0.15,0.15,0.15);
d3d_transform add rotation y(dir);
d3d _transform add rotation x(90);
d3d_transform add translation(x,y,2);
draw_set blend mode (bm_add) ;
draw_sprite ext(spr smoke,-1,0,0,size,size,rot2,c white, trans);
draw_set blend mode (bm normal) ;
d3d_transform set identity();
}
obj_road_ver a; bg,,o slaas
: Create slayg,
image angle = 90;
y+=1;
obj_road_c_down_right a, bgs,0 Slaas
: Create slayg,
image angle = 90;
y+=1;

obj_road_c_up_left a, bgs 0 SldIS



: Create slayg,

image_angle = 270;

obj_road_c_up_right a, bgs,0 Slaas

: Create slayg,

image_ angle
y+=1;
x+=1;

180;
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