





Projectile tutorial made by: trunkszero157@yahoo.com





SFF file


you'll learn how to make projectile(fireballs) in this tutorial





first off you need to start by making the characters throw animation of the fireball�  �  �   � �  � � � its a good idea to 


make the shooting animation an even number you'll see why later now you have to add the fireball sprites 


� � � you get my drift. now you have to add the projectile hit animations(how the fireball looks after it connects with someone aka this


� �


i usally use even numbers (like 510) for the ready to shoot animeyion the one with pysagat.


for the projectiles animation i use something like (515)


and for the hit animation i use (517) 





CNS File


I used this code as an example on how to make projectiles in the cns(Kogas fireball code for sagat)


;---------------------------------------------------------------------------


; Tiger Shot Medium Punch <--name of the attack


[Statedef 1001] <--the animation number his ready to shoot animation


type    = S <--the type of movement: s=standing, A=air,C=crouch


movetype= A <--whats happening with your character :A=attacking, H=getting hit





physics = S <---move physics S=standing, A=air, C=crouch


poweradd= 105 <--how much power is added to your super bar


anim = 1000 <--starting animation of the move


ctrl = 0 <--meaning you can press a button to interupt the move use 1 to allow that


velset = 0,0,0





[State 1000, 2] <--second animation of move (then one above before glowing hands for the tiger   


type = PlaySnd <-- if you want a character to make a should while doing the move


trigger1 = Time = 2 <--when the sound is played


value = 0,3 <--group and sound numbers just like the ones in mcm





[State 1000, 5]<--animation when the fireball is shot out


type = Projectile  <--type of move 


trigger1 = Time = 22


projanim = 1005 <--NUMBER OF PROJECTILE GROUP NUMBER IN THE SPRITE FILE     


projhitanim = 1006   <--the number hit animation in the sff file


projshadow = 1 <--if u a projectile to have a shadow and how many


offset = 106, -79


velocity = 5, 0  <-- speed and movement of the projectile


; HitDef part of projectile info


attr = S, SP  ;Attribute: Standing, Normal Attack


damage    = 90,5 <-- damage the move does


getpower  = 60  <--Power to get on hit, on guard





givepower = 40  <--Power to give opponent on hit, on guard





guardflag = MA  <--Flags on how move is to be guarded against


pausetime = 0,12  <--Time attacker pauses


sparkno = 2 <--spark used for move you can change it to blood sparks to


sparkxy = 0, 0  <--X-offset for the "hit spark",Y-offset for the spark


hitsound   = S4,2 <--Sound to play on hit


guardsound = 6,0 <--Sound to play when guarded against


ground.type = High <--how it can be guarded Type: High, Low, Trip 


ground.slidetime = 15 <--Time that the victim slides back


ground.hittime  = 20 <--Time victim is in hit state


ground.velocity = -8 <--Velocity at which victim is pushed


airguard.velocity = -3.5 <--Guard velocity in air      


air.velocity = -2.5,-5.5 <--X-velocity at which victim is pushed,Y-velocity at which victim is pushed


air.juggle = 3


air.fall = 1 <--1 to cause opponent to fall if in air 





[State 1001, 6] <--animation after the projectile


type = ChangeState


trigger1 = Time = 44


value = 0


ctrl = 1





AIR FILE


just like all the other moves except you must use 2 or 3 like for him above the first contains all of his shooting sprites, the second is for the projectile (third optional is for the hit animation of the fireball)





if you have any questins email me at trunkszero157@yahoo.com or icq:104587407


