Errata for 615-3 Habgood/Overmars (corrected in the 2nd printing)
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Creating the yellow and red lock and switch objects:

. Create sprites called spr lock yellowand spr switch yellowusing Lock yellow.gif

and Switch yellow.gif. Enable the Smooth edges option for them both.

Create a new object called obj lock yellowand give it the yellow lock sprite. Enable
the Solid option. Set Parent to the wall object.

Add an Alarm, Alarm 0 event and include the Check Empty action. Set X to xstart, Y
to ystart, and Objects to all. Using the variables xstart and ystart will check that
there are no collisions at the start position of the lock.

. Switch to the move tab and include the Jump to Start action.

. Include the Else action followed by a Set Alarm action. Set Number of Steps to 2 so

that the lock tries again quite quickly.

Create a new object called obj_switch_yellowand give it the yellow switch sprite. Set
Depth to 10 to make sure that it appears behind other objects.

Corrected Text

Creating the yellow and red lock and switch objects:

1.

Create sprites called spr _lock yellowand spr switch yellowusing Lock yellow.gif
and Switch yellow. gif. Enable the Smooth edges option for them both.

Create a new object called obj lock yellowand give it the yellow lock sprite. Enable
the Solid option. Set Parent to the wall object.

Add an Alarm, Alarm 0 event and include the Check Empty action. Set X to xstart, Y
to ystart, and Objects to all. Using the variables xstart and ystart will check that
there are no collisions at the start position of the lock.

. Switch to the move tab and include the Jump to Start action.

. Include the Else action followed by a Set Alarm action. Set Number of Steps to 2 so
that the lock tries again quite quickly.

. Create a new object called obj_switch yellowand give it the yellow switch sprite. Set
Depth to 10 to make sure that it appears behind other objects.
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