[Create] activated=false [step] if activated=true {image_index=1} else {image_index=0}

if place_meeting(x,y-1,obj_crate){activated=true}else{activated=false}

                                                        Button
[step] if obj_button.activated=true{instance_destroy()}

                                           Door

[create] hsp=2[step]//moving left and right if we can! 
If place_free(x+hsp,y){x+=hsp}else else{hsp=-hsp}

//colliding with the player

if instance_exists(obj_player){if place_meeting(x,y

-1,obj_player)&&obj_player.vspeed>0{instance_destroy() with (obj_player){vspeed=3}}}

if(place_meeting(x+hsp,y,obj_player)||place_meeting(x-hsp,y,obj_player)){with (obj_player){instance_destroy()}}}//gravity

if place_free(x,y+1){gravity=0.5}else{gravity=0}
[collision] if vspeed>0&&!place_free(x,y+vspeed){move_contact(270)} vspeed=0

                                            Enemy

[step] if instance_place(x,y-1,obj_solid){gravity=0.5}else{gravity=0}

[collisionwith solid]destroy()[collision] with (obj_player){instance_destroy()}

                                              Spike

[step]if place_meeting(x,y-1,obj_player){obj_player.vspeed=-12)
                                                booster pad
[step]if obj_player.y<y-8{solid=true}else{solid=false}

                                    rope

[crate]vsp=choose(2,-2)[step]is place_free(x,y+vsp){y+=round(vsp)}else{vsp=-vsp}

if place_meeting(x,y-1,obj_player)&& vsp>0{obj_player.y-=2}

if place_meeting(x,y-1,obj_player)&& vsp<0{obj_player.y-=2}

if place_meeting(x,y-1,obj_player){with(obj_player)

if place_meeting(x,y-2,obj_solid){with(obj_vblock){vsp=-vsp}}}}

                           vertical_block

