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Noem het script path_get collision:
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- .ﬂ T var path,obj,dis,pos,xx,yy,1;

--{7) Fonts path = argument0;

-7 Time Lines okbJ = argumentl;

|2 Objects dis = argument?;
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,ﬂ Game Information pos = path position + (1 / path get_ length(path)
Global Game Settings XX path_get x(path, pos);

Extension Packages vy path_get y(path, pos);

i = instance_ position(xx,yy,o0b]j);
if(i 1= id){

return (i) :
1

return (noone) ;
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