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Deactivate Event Tick

Paint Lights = Red

Y

Move to Character
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hBrdgeOverlap ==
true?

hBridoeBroken
== frue?

Print String oo
have wiped the
Yiruses"

.

Togale Inventorny
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Stability% += 20

¥
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false
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Flay lUse5Fx
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Discard

" —
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Use Implementation

bTutorial3Overlap? N
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Print String ("You
used a bomb for
tutorial door 3")

Y

bOpenTutorialDoor3
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Stability% -= 20
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bDOSSBroken?
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bSOSChargeOverlap?
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Discard bSSRChargeOverlap?

bAPSRDChargeOverlap?

bC2M2ChargeOverlap?

bCarGOChargeOverlap?

bMIMAChargeOverlap?

bAPSRDChargeBrol

Print String ("The
APSRD's chargin
port is already
broken")

bC2M2ChargeBrok

Print String ("The (
M2's charging port
already broken")

bCarGOChargeBrok

Print String ("The
CarGO's chargin
port is already
broken")

bMIMAChargeBroke

Print String ("The
MIMA's charging p:
is already broken'

bSOSChargeBroke

Print String ("The
SOS' charging por
already broken")

bSSRChargeBroke
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used a bomb for the bAPSRDChargeBroken
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Discard
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Discard
Print String ("You
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Discard
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Print String ("You
added fuel to the

pipes")

2

Toggle Inventory

2

Suspicion% -= 20

2

Stability% += 20

2

Repairlnt++

2

Play useSFX
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bFuelStorageBroken?

N
h 4
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Print String ("You
can't use the knife
here")
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Print String ("You
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Print String ("You
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v
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Print String ("You
can't use the medical
bottle here")

Y—>

Print String ("The
oxygen/water isn't
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Discard
Implementation

Discard







Print String ("Engine
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Print String ("You
broke engine 1")
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2
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N
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Print String ("You
can't use oil here")

Print String ("Engine
2 is already broken")




Discard
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Use Implementation

Discard
Implementation

Print String ("You
bSteeringOverlap? N> can't use the pipe
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Discard

Print String ("The
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Print String ("You
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bottle here")
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Discard
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bSteeringBroken’
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