Another switch between checkpoint routine, just showing how flexible the editor is and how many different ways there are to do things.
This works by using the max/min two input operator.

Max works by inspecting both operands and outputs the maximum value of the two, so if the checkpoint index goes below zero, i.e. -1
it outputs zero (as zero is more than -1), the same can be said for Min, this outputs the minimum of the two values.

@onal Reset To Start Gate

Add this so a Y button press takes
you to the start gate.

To disable bailouts you need to set
the Controller - Y button State: to
Disabled.

The OnPress impulse is sent to a
Set Value Event that resets the
Checkpoint Index back to the start
gate.

4 )

Controller Y
Enabled [X]
State:
Disabled
Use OnPress

1/
| OnPress
|

I

L

v

SVE /, I
Set 4
Value=0

-

- J

[Controller RB\
Use OnPress

this increases
the
checkpoint

index

- J

”
”

y
f Player Event \

Checkpoint Event
CheckPoint Index
(Press Y) to select
target
Reset Physics has
to be un-checked
otherwise the player

N v

-
-
_~ [ controller LB )

Use OnPress

this decreases =
the
checkpoint
index

o J

CheckPoint Index

\ will receive a fault.
-
AN -7
/7 N -
P ~
~
-
-~ ~
- ~
~

OnPress

Use Event/Filter to pass
the impulse from the Set
Value Event to the Player

This Clamps the Checkpoint index to the number of checkpoints.
zero is the start gate so don't count this, if you have placed 8 check
points set this to 8 or 9 if you want to include the finish gate, the
good thing with including the finish gate is you can test any end

game effects/sequences you have.
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the reason for un-checking "Reset In
Checkpoint Restart" is to keep the
value of the index, otherwise this will
be set to its initial value when the
checkpoint event is triggered.
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this hold the current

Highlight "Value" And Press Y
to use any trigger that outputs a
number, in this case the two

input operator.
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Operand2 can be set to 0 if you want to cycle back to the start gate,

if not set this to 1.
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