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Top Ten Players
1 20
2 20
3. <nobody> 0
4. <nobody> 0
3. <nobody> 0
6. <nobody> 0
7. <nobody> 0
8. <nobody> 0
2. <nobody> 0
10. <nobody> 0
press <Escaper to close
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[ Delete ] r [ Delete: ] [ Delete } [ Change: ]
@] Object Properties @] Object Properties |@ Obiject Properties
Mame: | cake Events: Mame:  obi_rock Events: Mame: | ob_bomb Events: Actions:
Sprite Spiite Spiite
- Ispu:ake = | ] Ispuock = I Isprﬁbomh =
isible [ Solid “isible: Solid isible: [] Golid
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Parent: l(nn parents =8 Parent |<nn parents =8 Parent |<nn parent =8
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@ Dhject Properties

Marne: | ob_rackmauntain

Sprite
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Name:  |eft
Spiite
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Depth: 0
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Events:
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Mask: I(same as spiite> | 5
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Depth: 10
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