GameMaker: Basing One’s Points Off of A Thing’s peed
Pre-requisites: You must already know how to create a GameMaker game that uses the Collision event, and the ‘score’ actions.
self.speed is the current speed (always positive)

self.hspeed is the horizontal component of the current speed.  

Moving from right to left is a ‘negative’ horizontal speed

Use abs( self.hspeed) to get the absolute value of the horizontal part of the current speed
http://gamemaker.info/en/manual/403_01_moving contains a bunch more stuff

Page 1 of 1

