Help With Exits—Version 0.0

By Kolpha1

Jimmbo04@gmail.com
Please contact me with any mistakes I made, comments, compliments, complaints (outright rude or stupid complaints will be deleted on sight), suggestions, and fixes are all appreciated! Thank you for reading this guide!

This guide uses Lunar Magic – if you don’t have it, download it at:

http://fusoya.eludevisibility.org/lm/program.html
Make sure to download it again every once in a while, to get updates. If you re-download it, be sure to delete your old one to save computer space.

This is a simple, easy to use tutorial made by Kolpha1. 

It can be tricky to get the hang of exits, entrances, and pipes – but learning and getting the hang of it is like riding a bike – you don’t forget. To start from scratch, let’s go over some terminology.

Screen Exit --  Going past this invisible line shifts the screen a bit to the right or left depending on where you come from.

Exit-Enabled Pipe – Looks like a pipe object, but Mario can go down them by pressing the down arrow to reappear somewhere else. This is Mario Land – feel free to cut off the pipe before it hits the ground. It may not look real, but hey, it’s-a-Mario Land!

Ok enough of the lecture – if you think you know some of this, just skip to the part you want.

Step 1: Decide.

In war, making a bomb without deciding where it will be planted results in a crater where you were standing. It’s ok if you just want to try making an exit for practice – but make sure you have an exit in mind when you make an exit. Is it going to be a door exit or a pipe exit?

Step 2: Create

Open up the add objects window, and set your edit mode to layer 1 background (Click the ledge with grass left of the shell at the top of the screen, then press the turn block next to the blue Yoshi at the top.)

A window should open up. Scroll down until you are highlighting a pipe with a description of …with exit enabled. It can be a horizontal or vertical pipe, facing right, left, down, or up – take your pick.  Make sure NOT to click on a normal pipe, but click on the text …with exit enabled. If you are making a door exit, find the door you want under the Extended Objects tab. Remember to put a Blue POW in the level if you make a blue door.

Double left click the pipe and paste it wherever you want by right clicking where you want it. Next, we will set the level you will appear at.

Close the object window and click the blue door at the top of the screen. This shows you what objects are on what screens – actually quite useful. Remember, a screen is actually a part of the level – if you move and the camera scrolls to follow Mario, you’ve entered another screen.

Next, click the icon at the top of the screen that looks like a door, but with two arrows on it – it should be right to the left of a door with a ‘1’ on it. This makes, deletes, and changes exits.

Adding an exit –

If you pressed the blue door, you should be able to see the screen your pipe or door exit is at.  If you press the door with two arrows, you should get a window that first prompts you for the screen your exit is on – select it and then next, type in the level you want Mario to be sent to if he goes through that pipe or door. If you haven’t created the level yet, there are PLENTY of “Test” levels at levels 30-50 – levels that were just test stages, and aren’t going to be used. Find one, and press Control and Delete to delete everything. Design your level and be sure to add in a pipe or door at the beginning for Mario to get through. 

Note: If you want Mario to NOT appear at the 1st screen, skip to the Secondary Exits/Entrances portion of this guide.

Now, assuming Mario appears at the NORMAL entrance, you don’t really have to sweat over anything. Type in the level, and make sure you leave a way for him to get out. Nice job, you’re done!

Other Entrances and Exits:

Entrance: This is the entrance Mario would appear at if you just entered the level – in other words, the normal entrance. If you want to modify it, press the blue door, then press the door that has a red 1 on it. From there, you get a prompt to type in the screen you want Mario to enter from. Easy, eh?

Of course, if you don’t want Mario to appear at the very left of the screen…that’s not so easy. But that is what this guide is for!

If you move your mouse around the screen, you should notice a few numbers at the bottom left of the screen keep changing depending on where your mouse is – these are the coordinates, or numbers that give a location, where your mouse is. For example, if you moved your mouse to a spot on the screen, and 1,4 showed up at the bottom left of the screen, your mouse was at x coordinate 1 and y coordinate 4. Easy huh? (Don’t worry if a third number shows up)

Move your mouse to wherever you want Mario to appear, memorize the coordinates that show up, and press the door with the red, glaring 1 on it. Now, you should see a few weird numbers show up. Don’t worry about them – type in the number of the screen you want Mario to appear on, then click on the checkbox that says “Set X/Y position using Method 2”. Now, select the coordinates of where your mouse was. Press Ok. If you did it right, Mario should be right where your mouse was!

Note: If you want Mario to come up/down from a pipe, etc., select the action you want Mario to do when he comes in (Its at the bottom of the “1 door” window) For example, I want Mario to come up from a pipe at coordinates 1, 4. I press the door with the 1 on it, type in 1,4 after checking “Set X/Y using Method 2”. Then, I select Vertical Pipe Exit Up and press OK. Mario looks like he is coming up from an invisible pipe now. I select a pipe object from the object window, and place it over Mario – yes, I place it over Mario, being careful to make it only as big as it needs to be to cover Mario, and not anything bigger or smaller. (to avoid a glitch that kills Mario instantly).

Well, that was easy! Guess what’s even easier?

Midway Entrance

I already covered what you need to do to change the normal entrance – nothing is different with the Midway Entrance. Open up the door with the 1 on it, and enter the screen number you want Mario to enter from if he enters from a MidWay Point (he dies and re-enters the level after cutting the Midway tape). If you want, you can assign an action to Mario if he comes from a MidWay Entrance (e.g. he comes up from a pipe)

Secondary Entrances.

Kind of tricky to explain. Let’s say Mario goes down a pipe into another level. He goes down a pipe in that level to reappear in the first level. The exit he used to get to the original level was a secondary entrance – pretty easy actually.  If you want a secondary entrance, first of all you have to make an exit from a “first” level to another level. In the level Mario will exit to, you will have to make a secondary entrance to make Mario appear in the original level at a screen other than the entrance screen. To do this:

1. In the original level, make an exit to another level. You know how to do this!

2. In the next level, press the door with a 2 on it.

3. You will be prompted for a destination level – the level number that you will go to if you exit via the secondary exit. Enter the level number (it will most likely be the original level number) and pick the screen you want Mario to show up on in the level you exit to.

4. If you don’t want Mario to show up at the very left of the screen…you know what to do. Go to the original level, find the screen you want, find the coordinates you want, write ‘em down, and go back to the secondary entrances window on the other level.

Pick the action Mario will execute when he re-enters the original level.

That’s IT!!!!

Well, that’s all. Email me at jimmbo04@gmail.com if you have any questions. However, I don’t check my email a lot, so you might have better luck trying to contact me at SMWCentral, my username is Kolpha1. I hope this guide helped you and will help others – feel free to correct me if I made a mistake or you feel I left something out.

