Default Segment Layout
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How This Works

This works by simply toggling the
visibility events of each segment to
give the appearance of a number
change.

The 'Toggle' option inside the
Visibility event simply checks the
objects Visibility and then sets it to
the opposite, so Visible becomes
Invisible and visa-versa.

Each segment starts out displaying O
and the segments that are initially
visible are

1,3,4,5,6,7

to get this to display 1 the toggle
needs to change segments 1, 3, 4, 5,
this leaves segments 6, 7.

To make it change the display to 2 it
toggles segments

1,2,3,5,7

The same happens for each number
Increment, check what segments
needs to be made visible/invisible or
simply just left alone.
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Interval Trigger

Start Tick: See

Make a copy of the seven
segment display objects and all
code relevant for each digit and
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