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The Chasee Object should Follow the Mouse

Ewents:

Achionz:

bd Object Prope
Mame: | Chagee
Sprite
o |Elurger =
[(Mew | [ Edt |
isible Sofid
Depth: 10
[ ] Persistent
Parent: |<no parent: E!a
Mazk:  |czame as sprite> §£

| @) Show [nformation |

v’ OK

Glab Left Buttan

4dd Event

Delete | | Change

%

=
= 1=
=

Jump to a given position

Craw the walue of score

e

= RAugii] m

S D
Jumgp
RN AL

Pat

=
]

& €| = [ 2 (S e 5

k)
]
=
&

W
&
L
L ]

Oregon State University
Computer Graphics

0S

| ANEIR | BApxa | 24005 | joauoa | Fuew | LUpE L

mijb — July 16, 2010



050

The Chaser Object Should Try to Get to the Chasee
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If the Chaser Object Overlaps with the Soft Soil,
it Should Slog Through it Towards the Burger
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If the Chaser Object Doesn’t Overlap with the Soft Soil,
it Should 50% of the Time Go Around the Soft Soil
and 50% of the Time Go Through it
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If the Chaser Catches the Chasee,
Play a Sound and Add One to the Score
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If the Chaser Gets Outside the Room,
Wrap it Around to the Other Side
(You Could Also Bounce It)
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