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RN A K ISR, Rk B kA, A, WABAT, IR e = BBy 2 1A K EBA KB R 444
Rl B R E A I B, ] RO TR R OR, R4 A ANE T OB Everest /CelesteTAS/Celeste

Studio.

KTARX

KR4, “My TAS Reference” . 3 f-+ - FRIIIN NEL —FEIRPE, HAGZ NENIAGT TAS TIRS
B, B SRRt IRTBEREEEZR, NN TAS LA L, HMBEAKTBA L, MELRIEE 4
HIIERRPE. RIS 5 TR

RARHRE, DI B R0 R 2Bk B0 I A 515 B 35 R AT

AT
A H,
o HRAH: BRIANTHE H 22 T BTN Everest 5 CelesteTAS, HATF LA 545 /B R, WEk 4T M.
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HIBCHT IR A, KEB 7 W mod N FF AN ST JF AR A 2%, R0 iR i PR 25 R AT A 28 55 0@ . T 20 i L0 S
ZPER mod W, 28 LRI BTN, FERATERIN R %23 T Everest 5 CelesteTAS.

R TR, o iEE A ME A T TAS Helper (M HETE SpeedrunTool). JUE AT HH N AR IE 7 1
IR P RAT A, FAI38 R BV EEF F X 28 mod.

X T AL AR T4 Celeste.exe [ gm 1k, Jy77 e WAL HZ Everest b T I A AT AR IR
Ji. Everest A& RAEJL-F- AR IR AIE L T HEAT TR IE, B4 Everest fEHHy #E4T 1 1L RENLAL,
B WA LengthSquared() < 576f 8% Length() < 24f. {EF-HUITIIN T#RsE, #4045 Decal M T
Color “FBIF T LMHR SR, & ZATA0 2 X L2 5 2 M T IE Everest 19, =& SOFAK.

JUE NG, RARE R A B AE AR T i 7 R A T AR Sl Bl Everest X FNA/XNA desync M2

by B T ERRRIL. FNEA BB T2 Everest MIVINRY RILHINLHI. Everest u@ﬁ?ﬁzﬂ
RE7E mod BHEZ R4 bug MM (WL Celeste.Mod.mm /Patches), A B2 A IbiE NH 0 5% (40
Level.LoadNewPlayer, A~/ mod #il/F# H A FIEIX & Everest HI#MT).

CelesteTAS JLT-AFZmu SEERIFAR N A, H ATZEEME—FNIE 1) /2, TAS. EverestInterop.DesyncFixer 2344
Debris PIJBENLIETE TAS FESET, M FEA MBI X TR —A TAS [FE PWBENL. X s 56 42 v B2
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Everest TEANWIEHT, LA )% T Level.LoadNewPlayer E4% Level.LoadNewPlayerForLevel B, i
CelesteTAS IR/ XTI RRMLH] = AE52mA, HAEAHIME TAS 1 L HFFHER MR EAR E I 5 2.
I, AR I A 28 HE AT B R £ 1)

WRIBKT R /BNAE /HLEI SR, 2R A AR SO IE A G B 2 51 B ik (Whseis %), RS ASCE
EEMBFELNAEHES, BEMAARS SR AEE 4, &g HeEEREETas (F48). &%
F-RHE 1.

& T?E\@)fﬁ, Celeste Studio E’Jﬂﬁﬁ R IEITL CelesteTAS HHRAMMER W FFE S, I
WA T X X L

Maddy Bl Madeline, Wik EM. SCHER WL, K B Player 5.
TERWE E R, AR AR /B E ) —3, AR IR 15

FERWC KT I, A8 IE 77 m RAGACLE /A T i — 3, R RARIESE T T LIRSS T ) (Speed. X HIE
PE), #AERTT A (moveX), HIFARITT M) (Facing), BUHIE 77 4, 75 AR 15 53 0 7

S RA B I IR DT AR, (HAR TIREIIE T, BOARBIRA OO M IE R M EAT 8. Bl
A MRIBE TR R, S 1 2R Corner Boost, MIBEHEIS T (K1) #EZ R 240 + 40 = 280 (MAZ UL
(-240) + (-40) = (-280)). FlansAA brbl, SR )5 a) Ac S AIAT W, SR B4 169.7 - 40 = 129.7.

175 18— 1A AT AR TR S rpAR PRt i e, ldn bk, Ze A S, I B Ba k. RO Bk i 40 s Va2 5 p
(IET7 Iy sA2e), FEFEE R, P DL R B BE Bk, KPR EAR A 170 (IET71A504). S fi2 AV
REMAE EANE H I IE L.

FERIRSEEIT I, DLE T4 E. EIRAG SRS, RIS 1 LR /8 B /s B2 I A 1 4 25 IE A7
P

FER IS — LS (BITF N 2 /A RIS, B MRE LR BT > 0 / BUE (1) X, 4 NoControl,

onGround.
VIR AL WE) £ (W) B s (D), KB px (83R), MU px/s, NEE px/s/f.

— LRGP BT R, SR X B X YRR ) 1 = 1s, A 1f = 1px, BEH) 1= 1px/s.



Part I
IR RS RIS

1 —MiR R ENRF

FEFF BT, S IXAE 1

(0) X—WIIF4A.

(1) Maddy 46355 #r.

(2) #7 Speed.Y > 0 HJK T 1px 425 ZHf, W onGround.

(3) R dashRefillCooldownTimer>0", -4 Timer -1. 750A0HE IR AT LR E phfI 02, 3¢ BT 2 & ER
M, I H. Maddy A 590 (RmEEAH) EA7, A mE ol xss

(4) HoAtr—3E Timer tfH2 S0, Horh—Seai G E0H iy (93 4E /#15E, Bl Wallboost, Wall Speed Retention 4%,
FEIX — B AT H5E I Speed.

HANEE # onGround MK & 44 716,
# onGround NIJRBkMIEE AN 6 Mi.

R forceMoveXTimer > 0 M| moveX = forceMoveX, 7 M| moveX = Input.MoveX.Value, HIBLEK %A B
5E. forceMoveX Fl moveX MIHUEHAEAHSZ {—1,0,+1}.

HAT climbhop HIH7 5.

# moveX # 0 H InControl, HATE StClimb, StPickUp, StRedDash, StHitSquash, Ml Facing = moveX. 7
Mgk & 2 ATME. Facing MHUEESRZ {1, +1}.

PP lastAim, PAEEMPRIGE. A B lastAin T Adm B A \ATT R BB — 1 & (8

TFWERE, VYN ETT ) B — B AR AP new Vector2(Math.Sign(value.X), Math.Sign(value.Y)).SafeNc
54 -360° v A BT, AT DURAEAT /7 A6 &), Aim 5 Input.Feather JL'F—#f (K 7 Al 52 DashOnly

1M J5 % % MoveOnly F#FMH).

Va2 10,R,X; 1,R,J I FAHESR 11 WA Rk E 7 Re IR
2H]l level.Session.Inventory.NoRefills = false.
SRR PP T2 —
(a) TB—H#J5, 5IF3E NegaBlock 1] Solid filt##. ({H/R/> A NegaBlock.)
(b) TH—HJ5, 5 JumpThru i, MFIAYE JumpThru fiffE (A IEGEER JumpThru, MAGEY: HFEE JumpThru ).
HE R, BBk, T LAY,
S5HF onGround, WHIEIKE, WEN=HHIEHINF, £E7 L Maddy E—WHEA onGround(AMHE |14 onGround), F—i
Maddy T8RN T M.
65tClimb [ onGround YKE & JJ/E1E ClimbUpdate BLIY, (/& REAERATIH. HiX—Z 1B A2 MR B 71 HRAE, BT LSS R80NTE
X3P IR T). BT 1E base.Update() Hifi 4~ IsTired ;=4 —/> Input.Rumble(RumbleStrength.Light, RumbleLength.Short)? #7E
0.

[



(5) Base.update(). EERM Add #ELHKIHNAM (Component) BT A4
(1)) REHUEHT—K. XA ERNZE

o FIREN X, MIAH Xupdate() 8¢ XCoroutine(), FRAFR[EME Y IRE. # Y # X WIHAH XEnd(),
YBegin(), #HARE Y.

DU I KER S 4 N AE Xupdate() FERIN, #8735 18 55 SR 8 ) I (ke 24 )

—UCREHLE B i R 21217 — 1K update/coroutine, X FIRFE R 45 H 2 Xupdate()—XEnd()—YBegin(),
1M Yupdate() ZEE | T —JARSHLEH.

((2)) liftSpeedTimer BHf.

(6) FIE TVERI LU, R¥E Jumpthrough SR ANALE. WK MR J51A/K T H DashAttacking HIA N 3px
A LT / B R AR 1) AR IE.

(7) B & PRl ARG Speed KAPBNALE. I AL Cml f A HEAT [ Al i, X AR MIZIE, 1.2
IR, SeK-PALRe + mlbidE, S EARS 4 AT

(8) HE BT R i HEHARE.
(9) EHTFHUAE.
(10) FAfEAEAE (MAED FH4E) ik trigger.

(11) #3k#3), level.Camera.Position = position + (cameraTarget - position) * (1f - (float)Math.Pow(0.01f /

num, Engine.DeltaTime)).

(12) sefkfipfi: YR RTE B A 44 PlayerCollider fISEME. [EBIEA RS PlayerCollider. A filf 4 it {5
PlayerCollider.OnCollide, X% Player FISIA H & f)—LRES. (TR EHFFE. Blunmiepsss. F2
AR Maddy A EFIERE. A — Lol 2 R ) B8 Maddy FPRAS. (BIA0RES] FlingBird), {H Maddy
HRIRAS HARTE N —iA 2> update, LAEKAE Maddy (R Rl JENE. JET-HLREX— DR E.

XA T AL ERBE), A2 onCollideH/ V.
(13) level.EnforceBounds(this): Bl E "N 45 bound, Wi AT RERIE 2= E VIR,
(14) BBk,
(15) Maddy W5 tE.
(16) B HASLAR, IX—BIHA AL Maddy 2 J5, (HRZHG a2 ik, Ads:

(a) WindController S #7. ‘BTEH B <X HA WindMover 441X % #H WindMover [ Move sI{E,
X Maddy #tZ VA WindMove (level.Wind * 0.1f * Engine.DeltaTime). RIAHRNEEIAE.

PR E, MU AEKT-RLRS I (5t B A
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(b) “F& (Platform)(t4% Solid, JumpThrough) FEHiiE. X AIFERZPHES)/HE Maddy (7] FEEUE).
(c) Bz 2 h R E.

(d) SEHFT A SARAE R, 7 B %%, (B40 Spikes, Spring, FlingBird)

XPE RIBF BT actualDepth. # A 5357

A4y SEAR, Bl TheoCrystal, Glider, fBlF-4:5F Maddy F#i.

EAER N2, O3 Maddy 7£ A FISEAREI ERBF AR —BRAZR). Eein 4A B EHIE T Maddy, {H
G (X)) B SEE R T Maddy. 110 7A B EXEIEH T Maddy, {HE [g-02] AREFEH Dt
AT 4E BadelineBoost #il] FoK, 4 FBUNKIEHME T Maddy. (2 REZA StintroJump, T3
actualDepth 247%)

(17) Celeste Studio ‘7R ILH 15 S,
(18) HENT—1h.
A SRR () 2R DU

KTWRIMENGIA, 27 & 17.29.
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2 HitEmS5EEER

2.1 Afg)

Celeste BiE 60 WUSAT. M AE KIS A 1s £ JWkrh 60 Wi, (Hf TAS FFAFLIXA. AEWL, Wk it &%
(In-game Timer) E/RFIEFHEM 0.017s. X 5L [A] 5L Engine .DeltaTime #IMEA 2. (HAKIRE ALET-

B 2% PN LAV SRS, A B F] Engine .DeltaTime = 0.0166667 ~ 1/60°, [k LA BN I H] Ji wh 15
FTHIN 30T IR 2 Timer < 0 I, 2l FLEH/E/ RVFHELEHERE. Celeste Studio BRHIfEECLHT)
L3 ST PVA:IL Uik | B K G iR

A HR AR [ s A P — P ) B T SO R R, BT KR B b IR, TR0 5 (S R A S
o TERRENLEINS, 3% BT 10ME, FAVRE A S s & IR S BB RS AR, S XF.
o TESBREEHERRIR T, () (RN RAL, HIEAME MRS £ DB SRR, BRIEARE TP
o PAVERFRII 2 LN LT A2 HERLL B (s).
TiE R HI 232 7E level. UpdateTime() Ab. 1X B
long ticks = TimeSpan.FromSeconds(Engine.RawDeltaTime).Ticks;

e URTFF, B4 num = 16.6667, 285 num2= 17.16667. #{3E¥ A long ZKAEH] (long)num2 = 17. AR5
10000 73] 17,0000 WIS, —FPA2 107 HErE. T2 S AR Mg T 2338 0 0.017s.

level. TimerStarted N iZ$Z#l| T & T EN.

2.2 RKE
Celeste Studio Z7rFPRES SIS B FPRZSHAZE —E1, Bk % CanDash 2 X B A ANE.
B HAR _E PRES 4y AR, BITHI SRADIRES 2K,

BITHN ST X(n), FRZIEH n Wi XORAE (T 3X — W 1% B0 AT AT ORAIE). AN 2R X(0) (B IX M
AE X OIRF). U1 NoControl (40), Jump(11), DashCD(11), Frozen(3), Coyote(4).

RSB Y, FRIE—WREAT v AR, #1401 CanDash Frmaxiyimofil ¥ &1 a5 o, HATroflRsL, v LATEIX
i AR, StDash FomiX WAL T RPRES.

DAL T4 ultra
SIXPEHT B T PRAERS U 53 28 i K B, R WL B A B A 1T A,
AL, RABIEA
Engine.DeltaTime = Engine.RawDeltaTime * TimeRate * TimeRateB * GetTimeRateComponentMultiplier(scene).
IXE Engine.RawDeltaTime = 0.0166667. TimeRate ;=iifak " 3= B (1) U IS [RIE I EE 2%, @WRIfE, W Oshiro/Seeker iEXCHT (16 6]
JRESE. TimeRateB A& R [ S A5 FI ¥ B 044 M5 2L, T GetTimeRateComponentMultiplier(scene) MIETERHTIIRAHE, Everest
FRALLE B TE N AR 3 O, A 2 AR E.

%+ H¥# 1%, Engine.DeltaTime = Engine.RawDeltaTime * TimeRate HLBSM T .

12



14 | R,D,X

13
14 | R,D,X
1|3

TEEE 1 i, FATHE] Frozen(3), DashCD(11), Ground'®. iX—MjiAs &4 25 .

TEEE 2<i<4 WUIA] Frozen(4-i), DashCD(11), Ground. 3 Frozen(0) MBI, EATEZRAE M. LE7R 25 WUHAE],
BLFEF AR TS 2R 7E N T B 25 FreezeTimer (W71 85, & 45 (hE R

TESS 5<i<14 i, FoA1W.2] DashCD(15-i), Ground.
TEZE 15 Wi, FATWE] Ground'. HH DashCD(0) A EIK.
TEEE 16 i, FAT1ILE] Frozen(3), Jump(10), DashCD(11).

SR EAEASHER, AT SRS BIRAT T LI PRSI Y. sl U b 3307 X A B3 ST (4 1) 7, AT DX 3K o
BFRFEAFIZARGE, BTG HbsiE. Jrae KZEHL T RATA T EAE Celeste Studio RIS —5,
RIGHER BRI KISER, BUIE B HEINIZE AT T,

TAVFEME, KRBT 4% 8 Celeste Studio s KEF +1 1. #1401 varJumpTime 12 i, ##] CD
12 Mg, JRBk 5 it (B R e K X — Wi AR A A X AYRES). #8700 NoControl(40), #2& 40 i, #3k
ff) LiftBoost & 10 Wi (RUNFE F—WiA RERZE!). Celeste Studio ¥ 57~ IR IF 28 MU 42 A4 A ik s (191
i dashAttack 18 Ml (AN ERLEW)). X TAREHLHHPIRE, #%H Celeste Studio zx 1 UM H Lt (414
StFlingBird i 30 Wi (&% 3 MiRLEM), StDash & 14 Wi (& 3 MIRLM) ). XKWk KK & —AMRIEHEL
BIARAE. .. BT AR TGIRARIIE Z 5 1 N 25 RE RS I AT Ul v .. A BB 3R A IR AT W BB A X AR IE ..

2.3 Z5|g]
BARBE (px).
BHALRR Position, WAL //NEGH 3. il 5540 F B AL b,

KK, MoveHExact R 38 E A4 bR, MoveH N 23 ExactPosition (Wi, X4 Al REH ML), [FH
MoveVExact, MoveV.

(FAR— £, MoveH #:5Z float 244, % movementCounter.X #4TIH%# )5, 1 H MoveHExact. T MoveHEx-
act #52 int TS KZHEY

(4 RAE MoveHExact #3017 b, 7242 7R, IR g = EE N 0, H 7=k CollisionData, 225 onCol-
lide HEATADEE. 75 WA 15 5k L2 RS B B B AL HR )

—/NEHLE 16 B3R

102F CelesteTAS v3.21.0 ZJ5, iX#% Coyote(5) #1X.

AR A TAS mode 4% .7~ CanDash, X/&—4 bug.

1299 R0 4 N S HE R i 8 — Tt SR, IXAR 2 6 WURBK! R R T HINT, X—WE RGE KIEAFIRE.
13 JUE AT B IX L TROIRAS X SRTEHT, (IR 5 R L s mlb i, 28R TIRAS Y. N T B XM E AN E T Y.
14yE FiRiB P HAl Frozen A, X BT B I Wi%L.

13



BHALPR = Round (FE A FR), HITiE T, HIESE.

0o, PR AE AR G R AR IR -0.5 - +0.5, X1k NS sk, WELFIE 0.000006 1% Fh B 11 5 55 14 2E 254
FALAE.

WAR R FM i SCERAE X AME R IR PR IESE . RAEEGGR R R W, HE —#r Nitia i JUHR®EES)) K
MTEAZR R, KRB VIRIEFREE). IREAE—ANS3RI1E 1) ZipMover 3 1K, HAEEMI#EAAF] 1px
1M B round F 0 WE? SX AP I SRS WAR R AR J7 1.

24 EE

HJZ (Speed) /T Maddy H HHIEME, £ 4K E.

Lt = X—MWiAHX b —mi A%

Speed= 1X—i (Celeste Studio ‘Z7~[1]) Speed.

*ﬂ}iﬁ%/ﬂ_ﬁ frf% = Speed * Engine.DeltaTime15. Sl Speed(E@?K%/%Eﬁ%) E’J$fﬁ%f?ﬁ%‘%/ﬂ‘
(px/s).

{2 Maddy MIALEI0 252 B AR =2 m, B Wi 2 st s, giapssf MM IE, JumpThrough E1ES%. T
#& Celeste Studio & X T Vel = Velocity. XMW IMAFIEIIME, & L2 Vel = fL#% x60.0 (A%
Engine.TimeRate 5ZM) 0. M) & e Bl s —Fb bk i i1 4L

T Engine.DeltaTime # 1/60, Speed 5 Vel A /M ZE. "

2.5 NERE
ST YRRT PN R () 2R px /s, (EIRATESG HIEAL A px/s/f. A R BUE B LSRRI 4%

2.6 HiIEFESHEM

2.7 #1E

ENTRIR RSN E R . e BT e 1R S5 T7, 2 2. W, SERORE, S0 2 9110 55 A
PEAEARSHLE B, AR AT

NLZ T Wi R ERE (TR /MBS, 2% https://www.bilibili.com /read/cv3629602/). {HIK%E LM<
i, ANHiE.

APy, S EHIRES (B 2REITI), SRR E + K3 + N = SEPREER, AR5 R /(&
WAL B RAE R R, IR AR MG OL S, E— WA 8 + X Wik + X —hifiA = 4528,

SIS KB R BLCEE, ZEUSE SN R Z

157E %X 52 5| Engine.TimeRate [FI54.
165 UM CelesteTAS-EverestInterop/Source/TAS/Gamelnfo.cs.
YTE, BRAEABEHELA 0.

14



3 StNormal FHI—ARIEEH

TEREBHIE T, Maddy 4b7E StNormal XA,

3.1 KFEH
Approach PRI
5B I IHE NormalUpdate() H1 AT
Speed.X = Calc.Approach(Speed.X, num3 * (float)moveX, 400f * num2 * Engine.DeltaTime)
B
LT AN 10.83 px/s/f...

UKTE EFIRR A, LS, DRISEAEAR [RTBRER RO D0 T, = 2 A UK 8 A 1T i 1 2 i B ) B 1]
AR, (W, wn R R TR KR, B #H i)

e, FAHIE B ARIX N Ry 4, AR /2 vp AR i bl / H i BH 77 /2 wponide /= S8R 07 RABME B 8
MY TRTRE 77 /25 S8 , R HEE R BITE R T 90 WEERS, 44 07 M BURAT A BRAN YL, JEAR NG —FF, FRatEs
AR 20, AREE ... WYkt B E S, stk 22 AN

3.2 BHEIEL

Fastfalling, Slowfall.

MaxFall.

HFE{E lonGround MIfFHL T 2 A XFEI B ELEEARAL. Rl 0, /RATLALL 0.0X (3 B ORAFAE L i 34T, AR AN
2 1) T R4

https://discord.com/channels/403698615446536203,/1074148268407275520/1089355729191841873
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4  BEEK

A LI RIENE, EATAT AMEARTFR State Nl EfRA KRR AT REA —FE. U EANIAF L State
SEEE, DI VeI AR IETT. RS T HASR R B 1R ) State (FIE, 1555), LA StateUpdate() 4L
RS,

Wi, FARARME A 7515 75 27 kiR, HIUE, Pl = KBRS

SRR PR % H S U AR ERGZAE A F AR, eOOR B T RURIER. AT E—#
eI —HRITHR.

7f StNormal 1, fRJCIF A: MRBE > Mk > BYEEEE > BREdk > /KBkER.

A HUEBEER = MRk > ARk > A REREEE > A REEEEE > ARk > A REREEE > Ao hh gk
Bk > KBk

PAR: #% T bEREE = 4% T BRERSE HLULI A S il A r 8 B SR, Wi 2510

JREE (Jump) (X BT T Bk ER AR BE SRR EE, BEAES AL E jumpGraceTimer > 0f): EHBTHI L (AR B [
9 6f), BCELEARBRIT [A] N 4% R Bk EREE. JKPIESE += 40 * moveX.

Bk (ClimbJump): A& RVFEGHIEZL, TEREE T M), 7677 >0, 1 TFIUE + % TRk, F RRA R, 157 m
3 # W ClimbBlocker, H WallJumpCheck i, AT PAYUEE. tHat2 K250 T& 2 3 M Evul, Eppz
Ji HIETE DashAttacking ] StNormal A 5 #HE VG M. X Maddy H & MR ERZ: wallboost LA A J15 2 b,
FEAR[FE Jump. FHESERT moveX FRFEAES /5 M +40 5 +0.

PaREEE (SuperWallJump): 7 8 70 ¥ HUH 44, DashAttacking H SuperWallJumpAngleCheck H WallJumpCheck
H¥x T ks, AKF#EN 170 + LiftBoost.

BBEEE (WallJump): £7 B fLVFEUN A, WallJumpCheck H.4% F Bk, /K F#E N 130 + LiftBoost.
AKTETBRER: A7 B R VFIGEE %, BT 2px SERIKAE. 2R E Jump.

WallJumpCheck: 415 DashAttacking H DashDir #i1E L, H7E1EJ7 W LS 5px ARl s m ], U num =
5. BN num = 3. ZRJERME R EE N ClimbBoundsCheck (SR K) LLAK!ClimbBlocker. EdgeCheck (K

w AT HI M HARKIL ClimbBlocker.edge = true FIXf &, X f#1%!ClimbBlocker. EdgeCheck 24 5RiR [f] true...),
WA I E D7 ] num FEE NSRS Solid filffE. ZMEIRE true. BN false. (R, HIULITEHL AT
4 H[A]ERY)

AB RVFHUE % TR RS AR M.

Bl 75 B 1 XA BT Wi T I, — ok v T kR AT R flo Bk, KPRy +130. (HIX HF
IS AR, BT AR S fid & R, KPR 0+ 40 %0 = 0. &% F L,J, MK FHE A —10.83 + 40  (—1) =
—50.83, SREHEREAL Y 0. #71% T R, I, WA EEAR N 10.83 + 40  (+1) = +50.83.

{£ StDash H, fL5GN/F : SuperJump > SuperWallJump > ClimbJump/WallJump. FEAI, 2R A AR Bk
(BrbR) 7 a2 KF) B, PRIGIEREA cb +40. (6 553K15 retention, FA 5 FREHBGE 22 L, X AR SR
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File Settings Ioggles
[-2-2} 2, K, J IR
688
689
690
691
692
693
694
695
696
697
698
699
700
701
702
703
704
705
706
707
708
709
< >
6344/8021

Pos: 8948.00000, -4285.
Speed: 0.00000, 75.00036

CEEEEEEYEE.
< -
Ll

[

N~
qo=x

(N

@

’
:
:

—
OFHKHKFENWE W
Q=

@®mHmgH
=

=

A HN WS W W

LEEX
Gz
(2]

U

v

1: Jump 5T WallJump

FE R AT ) (ML, FERE hyper & T (FLin—28 gu), TXREH)TH DSR2 A SR Bk M)

fE StClimb HY, KA BBk Ak, Mk 2% 1F: 1% TRkt (AHEARER LA S =), MERVFPUEEZ. Hr
W moveX = —Facing, M| WallJump(moveX), f 0] ClimbJump(). &, A EIX—WHgEIE. HTFHEAN
StClimb I H] Facing #PBBLELF T, IR X5 BEEE R, 1 StClimb H1] Facing LIRS, KILIUA H
TERE, “aTE T RE 45 B P BE 0 7 Mk (X 75 E moveX = —Facing, {HIX 2 fili/&Z WallJump(moveX))(HiRiH & N
-40+LiftBoost). Bk AT e~ =FiE e

o [MEHHENTT 1A WallJump (G4 -130+LiftBoost).
o [AEREIBE (HEA 404+LiftBoost).
o AL CHFEN LiftBoost).

TEH AR TOL T 1, 28 Normal Update "SI jumpGraceTimer #5722 float canJump fUH.
SME ZBORZ StNormal HY, MRk > 9Bk > BBk > Bhawk > 25Uk,

18Extended Variants. Variants. JumpCount.patchJumpGraceTimer/canJump, https://github.com/max4805/Extended VariantMode/blob/40780c8
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sz
5 UG
StClimb Z climbNoMoveTimer, X &—B “ANHI” | AIFVRA L2 AL k7 15 25,
StClimb i, Speed.X = 0.

StClimb 4ERFA S G0 BERR B 1,G1 EFR R A 7 H SEBR 1 1) 47 .

5.1 &5

e ENCHII R, kT 1px 2R A, & BB % 1 th T A IR Ok B A -45, IIER UL,
] _EIEERTCL TGk B A AR R,

IEH 1] LIERENE 2 5

] 25 A B e ) o7

5.2 Bk
StNormal | HESL T IMBk.
StClimb AS2> Ffd & PR, (R b A 42 BTk

PRl — AN P BE B O MBE &> 5 22 2 il HL i AN B, #0710 AR 22 1 it

5.3 Wallboost

Wallboost %5 Stamina += 27.5f. KA LL overclock.

54 &5
FT A A 1A G T
wallboost, + 27.5

FHRETT = 110. (ET7 < 20 B /RO R B A 7K 8, booster/Badeline K/ /% /Badeline boss, %385
Bk, #E StSwim, dreamblock, i onGround [, JCFRAAR T assist i)

ol _ b, W -
IS, .
R BT ITEE, -27.5

EHPIRZA R, accelerating and then alternating between D and U gets you 7/8 of the speed but 1/2 of the stamina

lost

18



5.5 SlipCheck

5.6 cb

corner boost XTI, SEFR EALT- AR — UGB IEJ7 AR IRAFHEE +40 (LA LiftBoost) HIHY
MUk cb. (=75 A B 4G S D5 [ A A ). 7 [ reb.

cb is climbjump + retention

MALHE A FE, B2 corner jump, i /2 corner boost (Bl +40 /& 75z 3])
RIEE LT ST cb, RIAHLHL...

I AE G, 2N B X 18] i ek B e OH A (e.g. wallboost 126 Bz XL cb)
Bk 2 6E uncrouch. BT LARIE AWEE FoRFE B cb W LA — 28t 7, Sehr BEEIEA T .

1T HE SR 7 B U614y, BRI ARG R RESTUBE, IR0 2px, A EIRPEARAF—FF.

5.7 Climbhop

Climbhop FIfi A& RCR KA LAy i i L, Ho— 2 e B AR N &b 120, BEIADE AR 100 (), HIRAE
Y forceMoveX Timer = 0.2f, 3 &R climbHopSolid H1iz3). 4k, Climbhop 474 noWindTimer =
0.3f, Bt 4A HERATREA 52 K m I | & 2.

1M ClimbHop A& ik, 75 EAE StClimb B BLIE ™ M 15) b, Bi77 TClEE, HATE wallboosting (f£1&
AN). BFEAE StSwim HRIARAS, M TP LR

Climbhop Cancel J&/04 2k 1A) = 72 2 1 F B
275 forceMoveX= 0.
WE, #E i anarchy Collab A 7K El, AT PALRARXS HEANERIN AL

Climbhop £ f##3#3#k climbHopSolid HA# I 52 N% Player b. forceMoveXTimer > Of JlH], —EA
. H3| forceMoveXTimer <= 0f, It 2 E climbHopSolid = null.

BT (20230831) ) 1A flifk, I climbhop cancel SZE ) 3] o] s 5 ) () 4.

Ve, A 4R climbhop cancel, I G IFARIAE S . BATKREEREALD 6A ) 7f climbhop cancel M, iX
AMUFASE — R Tt RE T H R 1.

FIF ClimbHop #LI 75 StNormal ~ tEEHIUE3H FE 1 PR A2 3B https://discord.com/channels/403698615446536203 /51928

FEFHLH], JTE CassetteBlock 1] L€, SR 5 CassetteBlock jH %k, & ik ClimbHop. {EUNE AR _LICHKHE.
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6 A
FEAMLH]: beforeDashSpeed 5 HIITHEEE )% &.
FHRAZHHEEFPI: DashDir, DashAttacking

Ultra ALHIZEYRES B2 Dash Slide, #6772 DodgeSlideSpeedMult = 1.2f. Dash Slide PABGFHHEHIBL, —&

onCollideV B, — & DashCoroutine . DashCoroutine:

MR RIS, I BAERTE L, % H DashDir @11, #A4REE T LL DashSlide. {HAZ&X 4 “WiE” #ARA) DashDir,
&2 K P J7 A1 ). onCollideV:

R ZERD, FARFE IR, Arae: IEW LR, mofll REEFESS 5f M NJ7 FPE dir. 2 dashAt-
tackTimer /A4 0 I, ZErP R i) — £ #0007 DU TT ARy dir. Segmikhiok T, 25 2 H1 canCurveDash
I, IXTAE DashBegin BN true, 7E onCollideH BY onCollideV IS ¥y false, f1 AT T B 24T
H. canCurveDash, I a] DU M 25 8200 T EIT46 1) R,D,X

W ALES 1 Wi, FA1H dashStartedonGround = onGround= true. FEFFHIIIEE 5 Wi (SLPri% T RD W), &
JeBATMR I fih % DashCoroutine HLff) dash slide, #R¥EFEIHE + RF T ppofil 5 ol g B, SR G /K Pl *1.2,
Speed.Y=0, DashDir 22 A5A47. ARG FAGMIAEEE, A FE Y ONIRA1EA M & A mEE (BARIRE e & F IR
AR BRI TR AR -+ ). T S T A W] A s 45 . a2 5,R,D.X ; 1R ; 1,R,D, IREEREIESS
7 WA 8 ML FEE IR 1.2 FE 0. X YA RN R T Al

TR DU BT 1px AT R R] R,D,X. J& T 76 4 —Ff.

(%% 1 M onGround= false, T-/&fjl X Dash corner correction, ] FF53] 1px. £ BH % return ##, 1fi AN/ onCollideV
— BRI B B AR MR collide event. SR JETHI 4R 84— 1. BARILH R ULXMIH Speed.Y = 0 fill KA T4
Xof =< ity FLAE > H 06V RUBUE R B 0>0 TE---)

Fuck , N4 IEH] PLEHE 2px BB TR 2R+
W, Pl 3 — it R W B B 1% 21X 2% (Player.update() B, base.update() J&)

if ('onGround && DashAttacking && DashDir.Y == Of && (CollideCheck<Solid>(Position + Vector2.UnitY
{

MoveVExact (3);

3

We, DashCorrectCheck 1% F R By LE AR5 W B 310717 il iy bl b 3508010, s A A% 35 A6 A 1A AT Ledge-
Blocker #H#E. #RAI LB B =45 A Spikes H 77 LedgeBlocker f] component. [FHIHA.

RAE 2023/01/03 LA 6B HImHE, 2 FOABEX N T TAUA B E 24 1L

M FENLR b, B AR R (R EE A X B (A HUfS LiftBoost), #A)5 1E /X hyper, 1,R,J, iIX 1,R,J Btk
M 1px, Xfi& hyper, [ EF3) 52.5/60, 7EWAZ 2= &G IGO0 WIEFEReENLOCMITH, A5 1,L,G K, 1XF
L RENZ B AR =

20



Roboboost = moving block 6f bunny hop subpixel hyperdash reverse cornerboost, iX 4™l /& J& TH X B¢ sphdrcb.
AR R A —E 21T mb6f Kdm 1. Kevin A PHIX N AR 5 1) S 4.

BIF- Celeste studio f7n ] speed &, H T 15X —Wifs B B 1A speed, T72& TR 1M OB 1) speed, 5K
br EE BT —miF R, FWE T —WwE R, {H DashCoroutine Hff) Dash Slide H#RZLENL B 2 At H
HSR .

el 5R,D,X ; 1,R; 1L,R,D ; 1,R , =764 5 WiIFE S —K 1.2 f5I0E, 7258 8 WiF 2% Ik 1.2 5.

YR IXPLEALA buffer M, Bl 5R,D.X ; 1L,R,D ; 1 LAl LAZESS 7 Wi F] 1.44 3 7. Thia A2
™ 1,R.

FEM -+ 1.44 FEEE R true grounded ultra 7825 [ E WS IGO0 T HSHARMF T4, HE/RZ 2 J5 4% 6 i R,D,X
WAT 1. AR ZE 1px IS RSSO 1

AT 75 20 P unduck, BT BRER B AN BE RN RAEHIR 5 28 i v 4R 5 32 H super.
1E super AL 5 WidEH, [ super 752 6 MWifEH.

WUk AL 0, PIMARTT AR B[ A A2 sh B A T8 T px (R T BB BGE ), EJ5 1px &, T4 T o
.

240 > 240 * Sqrt(2)/2 * 1.2, Ks/E XX 1HE FMiZ R,Z MdE R,D,X
TEMEPIRAS T, BaREEh L e T9MBk. 1XF0 StNormal J& i K IH).

el 14,R,X; 1,R,J. X5 15 WisZhr &K DashUpdate(), {H/2 DashEnd(), NormalBegin() 1, FT LR
StNormal. SEBR_bERAEIE 2 il AH K B AE .

RS ot A L, (EON R, AR TR B AR AR 1) B 2 A8 (USRS AR,

[A°4 DashUpdate() R VFHI#A/E R A SuperJump(Ducking or not), SuperWallJump, WallJump, ClimbJump.
T CAVR RIS AT JoBR KRR, A8 0 i2 76 R 1) bl i) B ERAT M) 32 R 3 5 BE IS AT il K. SuperJump, {H
SuperJump 75 % Math.Abs(DashDir.Y) < 0.1f. AHXJH, 25 A ot o] DU BKERIE N SuperJump K37 Wil

Hyper Fl wavedash <57 I JFAN R 56 4 AH [F] (ML

DashCoroutine Fl onCollideV #i/2& B ZE 1! KRR, FE/R (BB fEMA T “ H 17 ke, F 12 DashCoroutine
1) 1.2 5. w4z onCollideV RHL, 48ToA] ez BIX AN (2248 onCollideH #JE1H 0.)

Wl R &K P e, AR E R, X B H 48 K2 DashDir o028, 59, £ b b B B AL 5 To i i s k.
e, f# RIER B AT, FH BT OnCollideV H1E MoveV(Speed.Y * Engine.DeltaTime, onCollideV) — b F #,
B A& B MEFR BRI IS Maddy A 5 LAAMPALRS SR8 1.2 5 I 2 2511,

MR EE R G 2B E AutoJump (FCIR MR )Y, BT AR 75 SR 1015, #SE 0] BLA CutScene SR HCH il AT
B AutoJump.
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MRS AR S EE L. R, WARRR B R 7ORAEN, MER 15 i 5 Bl P N 1o 2 2 3R A5 i) B [
JE, X AEAFIRAE SR AR} b A

PRI V& B BB 2 A 0, AKX & TE OnCollideH/V 1 (1, EATTERIT M 2% B canCurveDash
= false. (HIX AL HE E DashAttackingTimer FTUAJ AT DIERERE .

OnCollideH B E T, #KRAE T IEF M, Hun RAEMRPRSSREHERE, AR £4E (BT HENFF,
R EIX — WO g I b, JF A T 2R R R A & 4 onGround & 3) HATHE 1px /5 AJ PLLABE 22 0EF
b, AR A it A% (1R, OnCollideH 7E1X L H return, A2 B3, KA SE retain Z KK,
AP AR 2 k. BHREA—P) R4S OnCollideH B, KP4 RS ER.). ik Maddy 7F—LRIER
M7 BRI 2 B ZhdE NS (BRI NETRMEIE) W 1] 2. Ak, 3 R AN FE )2 7K U ).

ORI 55— W% B DashDir = Vector2.Zero, DashUpdate H1—#¢Hi J7 2l DashDir 1= 0, {355 — Wi
AT SR AT (WYUK EE)

e EBk + ~F u JOUKBEFTH, rTLLERIFIH varJumpTimer F3— B IRUR.

7: 108 -
9: 15,R,X :; | 7: 108

9 15,R, X 7
2108.000008, 344.
: 240.808000, ©0.0EH . 2112.000008, 344.
192.99, 8.88
a: 110.00 StDash
Coyote(5)
DashCD(9)
[sj2821beginnerlobby] Ti

0.588000

Stamina: 110. BU StDash
Coyote(5)

DashCD(18)
[sj2021beginnerlobby] Tin

0.500000 [ﬁjZDZleglﬂHEIIDDDY] Tt

b A 5 e 0.500000
B FLL6a8 8.500800 0.500000
0.508080 0.500008 0.499992

-492. DGBDGD 1B3q 186249

i .
llU 0 Wall-L StDash
5) Jump(5)
DashCO(8)
T 0:07,990(478) [welcome] Timer: 0:08.007(471)

0.686249
0.500000 0.500000

0.142183 0.3137561
e 8
u

& 3: 73 & onCGround HJHIERHL

6.1 Ultra #1#

ultra ) dashdir ZEMFEEEM T 225 V3, Rebound, Bounce Z 2134,

6.2 EXBEUHARIPTE
IETERS (2] NS i n] LUF A retention fiH ultra)

22



JKBE/Theo 7K i

R3]

El

RHFI GRS (T HOH ORI, retention PRETESE. # T HUIE, B LR T ohowt 2 R B KR, BORT 40— LS
& retention, A MESE. F ESeA NG R A, & 2ER. AL 7 EIESX AT (T, EHA NS,
8A, 8B RAAAH —Le NG ATINHIMTT)... BRARTR EEed % 2 J5 s T k)
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7 YIREFHSE RS
B4 (onCollide A %E) ) MoveH /VExact, 1% & %41 move AN HEFA 2 K AR FAF.

£ MoveHExact H, WIRHAE moveH J7 M3 1px 25 B =4 filf 4, 54 L BEni s F4F (il onCollide,
{8 onCollide ZHERIN AT, BRIELLUN player Y)EESEHT LA OnCollideH, 50 # 3 HLH# A OnSquish),
F4E W MoveHExact. /N3N 1px, 2R /5 moveH-=1. ¥ EHZE moveH=0.

XML A 70 V1 e 7 ] k.
G FPE OnCollideH/ V.

BRI

7.1 MoveH

MoveHExact, MoveV, MoveVExact

7.2 OnCollideH / OnCollideV

R ERN LI -1, -2, -3, -4, 1, 2, 3, 4, KFHEAE 1, -1, 2, -2, 3, -3, 4, -4, {H/K 14523 LedgeBlocker fIFH
15 (IR, R, JRHSH A BL L)

7.3 Retention

Timer <= 0 I, E onCollideH, 2x# Speed. X ¥ wallSpeedRetained, Ff 5 B 18|11

412R Timer > 0, Foi%E 2 wallSpeedRetained.

BT iR Speed.X 5 wallSpeedRetained |7, Timer = 0, ANi{4Z Speed.X. &N, 1R 7E Maddy HJ wall-
SpeedRetained 717 1px A% E 1Y, ¥ Speed.X = wallSpeedRetained, J Timer = 0. &, Timer -= En-

gine.DeltaTime.

if (wallSpeedRetentionTimer > Of)

{
if (Math.Sign(Speed.X) == -Math.Sign(wallSpeedRetained))
{
wallSpeedRetentionTimer = Of;
}
else if (!CollideCheck<Solid>(Position + Vector2.UnitX * Math.Sign(wallSpeedRetained)))
{
Speed.X = wallSpeedRetained;
wallSpeedRetentionTimer = Of;
}
else

24



wallSpeedRetentionTimer -= Engine.DeltaTime;

}
52 R E 2 LiftBoost, RJ LATE—Mi&f 5 3 i .
e, BRSPS 1px, WAt IR IR, Bk, fask, I/, Ehn B & EEEN wall-
SpeedRetained (FE N5 _MEE). K EMHEIHA.

FERSBIBRIFA IR B T (s BE € i@ sh MR ahih) s, SAm DIVE IR 21K )T 2 2
Bk https://discord.com/channels/403698615446536203 /754495709872521287/1066488134608621728

W, fEA3E R, R T B n] DA & T8 FE A retain HBIR A (M 1MHZ —24BH 7)) https://discord.com/channels /40369861544
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8 SL{RfliiE

AR vs 15FFH: Maddy LB RA —A> Collider, {H 2 B A HY B o filf A A A5 T M50 R L k. BRI 2
IS AR SRR R I, TR A A KRB, X RRIERN = B0 E M AERAL R 2 —.

FH T SRR, FH 201 S A4 R RlE 4 AR G TS BRr B 1 ol
2964 Maddy FORERE A5 00 FAE, SRE TTARRER A,
H 7 LB B SEARRERE S5 R (Action<Player> onCollide), AR W

Collider collider = base.Collider;

base.Collider = collider;
X AL E 4R R4 Maddy 45 3548 #8026 —AS, A2 56 )5 0 i o) . 1o
W, A AR IE T, L2 200 el e e (REEAE = B3 48): https://discord.com/channels/403698615446536203 /7544

—RORUA & 2 KRR, Hh T 0525 2 E [ R

8.1 SERRRliERE/SEPRAETE

Maddy M4 F A A R 7E Actual Collide Hitboxes (3(), IXBraiE i E— Wi & + X — Wi speed 5 HiK
() (RN BRSSO A RE L), A B8 AR/ DnBRfish / Hofh S A8 By R (o7 B AR S 0. 3 A e S S B,

MEG L, BE) AR (B4 spike FEN!) (WAL AR 20 T-SEBR AL B — Wi, IXIFEAZ bug, REFAT Celeste Studio
P B SR I s (R R R (RIS AT I8 %8 b, AlEAE AR i S 2EIX — Wi BA T BRI . (FRTE Maddy LA T, b
update 582 J5, HASARMIZE) O 5= REE. [HIt Maddy MUAH—i, B B SLk, sebr AR Bk
— i B AL, PRI sS4k (£ Maddy ZHIE X TF), A Actual Collide Hitboxes.

BadelineBoost ] BoostRoutine (StDummy A E) the SERER AT . [FNIXE SR BadelineBoost 5 #r
HRESER, AR Maddy B ST H. 52 AL, FlingBird 45 KA B H B2 S5 7E Maddy H 5 FPRENLEL,
DR AN 2> Al A R A%

A AR (AR, KR, L), FH Maddy 1 “SEPRER T (BRE) SR SEIRREREAR. S
ALH, (FIETE S, YUEESE), HAEREEA.

i RS AR AT DU T SR e BEsh 2 i B, sl ER .. ATREERME A, R e SR G ER —
2.

8.2 &Ipk

e OnDashCollide fH7%:

YEB AR AFERRG,  BTRY  Maddy MUHHEME  EEAY. AN & A R ALl T 3 e L
https://discord.com/channels/403698615446536203 /854300051404095498 /1029863643522801684
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Celeste

887: 8,R,D

1:42 458

889: 1,3

Pos:  14098.78, -4661.53

Speed: 57.49994, 20.14740

Vel: 137.50021, 20.14744

Stamina: 118.80 Wall-R StNormal

MaxFall(166)

[d-89] Timer: 1:42.459(6027) k:
8.97 1 [

K 4 R HES, R BARGE AT EFR MR E S, BI%A R AEE, HAZE. KA Actual Collide Hitboxes
(Rt IEBAHEE.

Celeste

14099.86, -4668.28
Speed: -17.49994, -89.99997
Vel: 62.50018, -90.00014
Stamina: 55.00 Wall-R StNormal
[d-89] Timer: 1:42.527(6031)

0.22

Kl 5 R HEMSRES, (HEZ (Speed.X) [/, ML
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7: PRIETT AR Sd AL SE B, IR IIRE R bk, 05 A AN SR E A

8: fER i, RO LA, th T sebr iR AP, b2 BT 1px JRAET

9: WIRBONBRER, HA Maddy £ A CEZIATE, KhaliFEME =, UiFH SHAEGRASIL.
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K 10: TR, SR ERAE L2 1px, P AIET. (W, ROZ WA T AT AT B A AR Tk 2
RIER B sh BIHE E (LB, A5 RENEIEAT AR R (4R, ASSET IR DR Dy ade 2 ] 17 / A8 A st v i)

11 PAIARAT BLAE R —Wi3R45 onGround, F3E -1 G #EAJRBE A,
1:44.942?%% :'tf

14508.00, -4645.54
6.00000
00!

K] 12: Coyote Hyper

29
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— AR B (DashBlock) /& Rebound
— fEd 3A B (MrOshiroDoor) #& ReflectBounce
o SRS
— 19 3055 & SuperBounce, #E K EH N -185, KV 0. 243 A RIS S filoR #09%.

— KPS SideBounce, B N -140, AP RN +£240. MR H >240 BA Sk
i

— JRRRA R R
o R Seeker/ERZEER/ER Oshiro/ERM K& Bounce, B B B B E A -140, A HE B /Kl E

o WO IRLE/FRER /4% Seeker XA StLaunch H1f ExplodeLaunch, F:Hi#Zt 5 i Input.MoveX. Value ==
Math.Sign(Speed.X) Nl Speed.X *= 1.2f 45 tH. HREFI/MEH T explodeLaunchBoost Timer = 0.01f 3
s, Hn R of, —3LEBE 1f+ VRSE 6f+Timer 1f=8f AN [A] KM NABZL 3. ExplodeLaunch
LEFR AR 7 1] 2 07 AR IE. (PR, Seeker JEABATHELLH)

o Wy /R (Ebln 6A IEPIESIL) / MIIALE Seeker, /& PointBounce, ML LR A, A& IE L FAL
5.
https:/ /xminty7.github.io/bumpertool.html
Bounce, SuperBounce, SideBounce #fi>5#fllBk# [ StNormal.
HIEF)) Maddy HINLE] (527 FH] StNormal, JRBEMIEE, ...)

) SR S A (], 21K Maddy HORERERGZE A (8 SR s ae I R 00 R B 205 i B b b

JERE (BN AR B +4 FAT). o TRl A Ar B R B 8, 338 A B 2 B8, DRI KP A A% B4 80 ME 3 (MoveH (Spring. Right
- Player.Left)), 15 3t Co RGN AL bR 2 B8, DR 0 8 BT %~ B M4 3 (MoveV (Cale.Clamp(Spring. CenterY

- Player.Bottom, -4f, 4f)))(FRIEEER +4 EH).

PR P SRR AR PR A AT RS L A A A T, S R (S ITRE ) 5E 9 onGround, A4 1RRT EAZRAFAR Bk
it LA R R R

] _E A SRRV EE AR, thANBE.

JUE KRB ARG Actor FEIBFEA movementCounter K444 %, {H Entity.Position A2 float 2
il

R B RSAR L BAE W B ORI, AP # B e B 1 8%, K> 5 Maddy B H & WARRA KHIE
W, ENTE S BB B AL, R AL ERKIR IR M. A BA S, tLIEER, BladeTrackSpinner (5B
HIARAS), AL EHUAT DA IEEL

A BLF AL Bl /s Ria iR IE T MoveHExact/MoveVExact (int move), {7 B 47 %2 B4y, #18 DL K %2
B s /5 ARz 3, 2T StaticMover 1X 4> Component, StaticMover 2Kl % N 77 7] _E 1) Solid 5
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JumpThru, 1fi Solid 1 JumpThru #B<37E MoveHExact/MoveVExact H MoveStaticMovers(Vector2. UnitX *
move) /MoveStaticMovers(Vector2.UnitY * move), HH move & int ZER i DLEREE DL K &SRR Bz s 11,
(DAL RUENGEES LS8

TRERSUBMER (W6, B =S 7, X BEHAR):
1M # % SideBounce, L CEUL T, KFPMNBEHIG R, BREHAMBE LBLEAMER (RIE +4).
H 33 SuperBounce: MoveV (Spring.Top - Player.Bottom). IX&K5A 2 H4L.

TR /Seeker Bounce: MoveVExact((int)(base.Top - Player.Bottom)). AT ER/Seeker %5 H 5 A B A Z AL,
{H A2 MoveVExact, FTLLANFZIN.

— AN 25k T PointBounce 1 ExplodeLaunch, #2># & dashAttackTimer H B B StateMachine.State,
1M ExplodeLaunch 2X$2 145 W State 2L dashAttackTimer. 4558, TSR A/R7E R 58 —ifh & Explode-
Launch (ELuiiEkNINITKE), AL AVRHE3453 T dashAttackTimer + 259 7 il + DashDir = (0, 0), 285
filf DreamBlock 24 F# MWL IEHL. PointBounce BAMAEE dashAttackTimer H2¥ StDash V)t &
StNormal, {H2 & o] fg 11 H A # 2 DashAttacking HtiE NI /332, !DashAttacking 4 I PointBounce, Ft
PL#EVEH PointBounce KA.

WERARAS AL — Wi, HS 02 B ), BN IR TG ZAEATEAR G, (B R B A2 AR
https://discord.com/channels/403698615446536203,/598977992957624343 /1083304329894699108

T B B SIRKCEEAZ E A Puffer [ Position (AN AR R FIHBAN) 564 —E), fRAT DA e~
JE. Puffer ) ctor X /KFALE M _E idleSine. Value * 3f, 0520 E X /MFEHNLEUIE U756 BN B AT ... 1REZ.
AR SIS AT Z, R 2R A SRR R HOmE, B UL B &8Iy, X BE LA RS FE 2R 4. 1
[0,m) b (BENLECERRIEEE [0,47)), R CAFEFERE B ST 5 ME#E, 808 L—REESRIE /2, T4
A% T

Farewell 01, BT LUBRSRREH A7k, MINASE, RILEXATEES (72000) FIVE SBOINERER o =
0.004f. FETF, Wi FMMIBENLEL L LR p ~ 1.232a 4 0.520v/a ~ 3.7% (Wi, XA Taylor JEIFHM, o
/N ERAE ). BHES 4100 Ak 0.8%, 1XX ik SRR BT T (1A 353 T 4000, 2A 3000, 3A 8000, 4A
15000, 5A 9000, 6A 25000, 7A 25000, 8A 14000), DK HIX Fh B 5 N 1% 5 A B AN SR T 55 0.

https://discord.com/channels/403698615446536203/429775260108324865/909329896873025546
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9 WRENR / BIEER
FERE, 5 AR DO AREL Maddy HEIR Sk, 3% AL EHHE Maddy. P33 10 BRI .

Platform 43 Solid A1 JumpThru PFF (B35 BFIE IR 25 =Fh).

9.1 I3k
Brafe et AN S BAME— 2%, BB AN S Bl (H ) T3 1px Z Ja k.
« A StClimb.
« A StDreamDash.
o BEEHEA L.
o IgnoreJumpThrus = false. (TEJFEMFZENTAN StReflectionFall)
5 3P [ Ak 1 2 (Bl B AR IKHE , RGBT A1 I B R [ 2 S5 S 2R )
« StIntroMoonJump I}, R,
o StDreamDash i, 5FE AR, (73 JumpThru 7EHCRES FAARKTE)
« StClimb 5 StHitSquash B, [\ FFE) 1px 5 A6 .
o climbTriggerDir A4 0 i, [7] climbTriggerDir J5 M #3) 1px Jia 5 B4l .

o BOATEIE, T H3) 1px J& 5 [ L.

9.2 IFih
MR FHEE, EERTUAFERR, BRI LMEABEFIIRZFLRNE ST (BEEF).
o IFABEFI TR IiFK B S HEHSERNBEs), B30 1px AR & 5 5 b 4ARh .

o [MRW AT BAAEH GBI )5, A ok abE B B S s B A, P B A B bR, Ay
REAN5 Bo X Rl f8 T L4 7 ik

o BEZE: WMREH S ZIG, WM R DR, WK IR px HHES) B AT s, X Md R, R B S
B 7 H AR E A, W2 Player.OnSquish(CollisionData data). data Hid ¢ 1 & A FHARRE AR, It
FI AP RAZBE R HbrA &, 7E OnSquish H1, 253 LA LR 7 2N H &, SRk B8 T Al 42

— HENBE,
— BRRE R R E N (-3, 43] x -5, +5] JEHEN;
B BAMIEM [-3,+3] x [-5,+5] W M;

R, HWERA —ERIH, AL, B,
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B2
— WIRASRE R4, WSET.

— WRGET RS, HATEOR A A G EANEEE (ReE A, JF HBie 21 A E / H AR B
[—3,43] x [-5,+5] \ {(0,0)} YN (RVRALE /A AR BAEATIAT), AT 2 HT X — A F2 3R,
FIRRRIEL. X RS FE IR R B s, (Koral Clip)

BUE, VR F] OnSquish H YRR T SRR, PRI R A7 A8 7 1 F Al AR R mT B it ol T iAot 2 /0
8 x 8 HUMLA AR, o 4k A RE R BEAL 2] A AR B [—3, +3] x [—5, +5] JEHE N, By, A LLRFBrr A
153 H ARG EAN AT B AHBRARZ, AITTIE RBE %

— BahPue st SRS H AR E AR AL B AR

- X RECE R, BEAsidevsic. somd B bnfr AR B A8 B A £ TR B
TREBIAK.

WA Koral Clip KB PEE, WX —K OnSquish A& “JREe4” . #EFFH Koral Clip #17T
BE7E, — MR FH— ARSI, RIS T, By et igs), i FEAR OnSquish
fi i Koral Clip. RGN mFE5), 3 B I HES) 20T, BAe LB RBEASY), HEEAN OnSquish,
FlE NN B BARMLER [—3,+3] x [—5,+5] TWH KN, IR

R R VP S S Uy Stz i 27iee N 8

9.3 Solid
B PAN IR 7 2 E HAE RS Solid HLA.

7E Solid ) MoveHExact /52, WH Maddy 1) Input.MoveX (4 ;& moveX), Speed.X 5 move #B[F 7714, Maddy
WARREE & L, BB Solid /KFF2I move, BEH [ F#3) 1px JF&5 Maddy b, 4K Maddy [ F#3)
Ipx. 4 K& 13.

SR IE 2R B (HANZ TreatNaive ) 1 Actor $A4T entity.MoveHExact(moveH, entity.SquishCallback, this),
BT A Actor 28f SquishCallback = OnSquish, HH Maddy HJ OnSquish EHL. FE, fEILH A &5k
Solid F¥flEAE, Ktk OnSquish MIEIEZEA 75— AN E R, WA HES) B A & 2 ToIESIER (WA Maddy <17E
Horr), (XERAEME: BERE 7 IR WS — M8, SR a8 1 B SRRk, AR 5 O 2 ) 0 [
(15 TargetPosition (i.e. f1RER 1 BLFE A AAMEA HAl [ 4, W) Maddy NAZFIARIALE) BIEB#ZIA OnSquish
IS H, 15 B PUBRREIEAE).)

XA MR Actor, W E 2 Rider, AL E S5HAPUszh FIFEEEE. BRI YR A2 HH OnSquish.
(f£ StDreamDash T, Maddy <> #% I B} 1% B B TreatNaive. M2 2] %€ A% Rider.)
TEXPFIMETE, Ba#4 T Actor UL LiftSpeed. VEE, NERG N &E, MEW N2,

VER, Solid — X MA£5) move THARFEIX 1px. Hralih, 723 Solid MIK KBS B RS move fa B — k4
S, RIS R sh R ag P, e B E AT LG B s, AN i 75 R i I A -, SRR R T # i ()
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MIBRREPHRL 11X, MOz AR, S5 5 MBI BLR A [ A Dy IBIE A b o 5 1 ) (9 [ 44, W OnSquish &

B

1.
[{# MoveVExact. {HZ% A “WF 1px” HIRLIHLHI.

MoveHExact il MoveVExact #8A] LA & OnSquish, It—MFEEIHAE T EEF=A MK OnSquish (e.g. ZH—IX
TrySquishWiggle Zh AT, 55 Ik TrySquishWiggle [ 5). FiX BB 3L FF)

B 13: Maddy BEWilE A3 1px. Jy 7 AR I i i e e /K e AT

IR 1 px EOUBIE BT 1 (oM R ) I IRR MBS T M T . 2. ER 3 Helilin
ORI A0S B bR R 7. (VE, ST DAL BESR I FE S B 3 AR (1, 5 I8 55—, (IR SV AR R 51T
BN

KT L, BAMT Y IRE cb, WERVRE T M5 IR R s EJ7 10, IBARRAHUHRIBER VR T L 1 4%
SRJE FREHE, AT 1 W] BRI & b, G 5] 14.

KT 2., P EER T, 2% |4 15

9.4 OnSquish
TE OnSquish #, HFLULF =B L.

(1) WRATERNCRE BATER L, A4 e B, iR b C 2 A5 B Y, ) OnSquish EHEE R (45
B GBI HE N T B E). B, AL S R B Maddy B ahid 2. Wi HARL A RERS Y, N
OnSquish HAEAEWR (L55R: Wk NBEE + HHEshgEf 7Bt E). B0, I8 Maddy MIALE, 4k48 T
HIE. LA E=Fhah A2 B data.Pusher.Collidable = false.

(2) NERBEPIWE (1), #IE TrySquishWiggle(data, 3, 5), iX£:

o H X E data.Pusher.Collidable = true;
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Celeste

0:3 6.!33

9859.83073, 1000.57844
Speed: 1021.166504, 169.705627
Ve 1081.168499, 229.705946
LiftBoost 39.999985, 0.000800
Stamina: 110.00 Wall-L StDash
DashcD(16)
[4] Timer: ©:36.533(2149)

Wind: 0.00008, 6.80000
AutoJump: False (8)
ForceMoveX:

Theo:

TheoCantGrab:

6.08

K 14: Ultra Difficult 1 H 24

Celeste

218: 18,
219: " 8,
228: . 3

L,0
R,D

Pos: 2807.50852, -40.95621
Speed: 90.000660, 180.000061
Vel: 210.6800179, 080415
LiftBoost( 239.999985, 0.00!
Stamina: 27.50 Wall-L StNormal
MaxFall(180)

Fa_B4] Timer: 8:27.166(1598)

Wind: 0.00000, 0.00000
Autodump: False (0)
ForceMoveX: 1 ()
Theo:

TheoCantGrab:

0.54

0.01

15: H el 5
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o WRJAFE Maddy fEJSALEAL, BREHS—TALE, &5 BB IX O WA, 4K Maddy )
RLE, 45K,

o PNJEH Maddy 7EHFrALEAL, BHEHZN— MIE, AR, WORET), AAXHE Maddy
MIALE, 455K

P O B AR RIS, A 5 D Sl R, 455

Toe LM R 7 s o, #REH X E data.Pusher.Collidable = false.
FEIL 55 9.4.2 /NN,

WA AN BB RE B DT RIS, Maddy AET, OnSquish 25 5. 75 M4k 482 f5 T 4 8 (73 = UL data.Pusher.Collidable
= false).

(3) WA PP (1), H TrySquishWiggle(data, 3, 5) #I5€ B Y, HAE T, A MRS Z (H T data.Pusher.Collidable
= false, WJREAIIL R Pusher B). &4 &AM,

LA EFTA 22 Maddy (7 & #4700, #E EIEBE A E, AR LM MoveH/V, B2 G2 751! BURAR
XA OonSquish ZFHEMIENENBE S, HEARMIIHRIL 25 9.4.1 /NS

REWBTE (1) BEARGRMIEE, A5 L THEZEE, KPH R A EAWHED), KCPH R RS B AR 1 5%
(I K 16, B 1720, & 1821).

DI (2) EEARBUONRMEIE, 47 55 Maddy.

* Celeste

239.99998, 0.00800
Wall-R StDash

K 16: R ARHES)

T, Maddy SEREIZEE. (HERR U2 B DA S8 R 1, M AF Maddy FSEHTS KBRS P RI) Hik T
VUK (a) #iHES) (MoveHExact) (b) #5tE (MoveHExact #k#% %] OnSquish) (c) #7473 (Ride) (d) #1211

2031 R TAS: SquishToCrouch2.tas
215K TAS: SquishToCrouch3.tas
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Celeste

78:10:03. 346

10000,
188 81, 15.00006

66, 0.00000
StNormal

0.06674
0.50000 0.50080

0.93326

Celeste

B 17 EEAESEAS S

-1157.00000, -226.49999
.bp0o00, B.60000
-159.99766, 300.00008
LiftBoost(10): -166.66698, 0.00000
Stamina: 110.00 Wall-R StSwim
[PELDER]
[80] Timer: 0:06.852(356)
0.60000
0.50000 8.50880

1.00000

18: BZEWHER R V5t I, FEIE
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(MF 1 px). HAHMESRSS T LiftSpeed(Actor fEE liftspeed B, <3 3™ E—A 10f { liftSpeed Timer).

9.4.1 [&Z

LS AR PR A 2 /D 8%8, AXEE [—3, +3] x [—5, +5] M & A Rekkit 1. i A TargetPosition, M GE/=4=
WEIALRE, AL REZE.

o FH—FEILREBINAOKT / REAMBEEH, R 7FEEE S5 (2D 410), A4 BERT —WUR/E RIS S
Maddy Z Hf, IX—MiC. & 55 %] Maddy, 1M BERRIS S (B0E N L 3 px /5 px BIMEIEZ JaRgiid).

o MG, RN ATHK Maddy RIER ST ES, WL )i R 2 g B i) 32 225

1. BInSEAER B MoveH H, 181 Maddy BEABSZIF Wiggle, S8 )5 bR 2 - REtR s BN . ARG 1E

s MoveV I 58 SBE 5 (77 R AP B BE AN RE R KR, B TGVELESE — K MoveH #E NF§Z I Wiggle
PIEGL T, TRIEZE IR MoveV B iE NFEZ 514 5% 8 gh ¥ ). 803 R A5 EnforceBounds.

BB FUR — N ORI SRR R REIE. IR 00N IR BOAF R et Fats ). B BARREE 7 e Ry A Es, ey
LI BEIER s 2 AL, BRI — s A JUR BT ERAE, AR AR A R — MR EF I EL ...

9.4.2 TrySquishWiggle RU4HTS

HARRE, K Maddy JFEAL B ) [-3, +3] %[5, +5]\{(0,0)} 5[, LAK TargetPosition fJ [—3, +3] x [5, +5]\
{(0,0)} VEREIN, &HH— 13 Maddy NSETEAME (55 data.Pusher). WA, WK Maddy HI47E EH
PR E NI AL

TrySquishWiggle MILAEINT 2% 14 19.

TrySquishWiggle MIVERI#KZE T {(0,0)}, ATREZFEFPEE —rh Ot 7. BB, (H5 T Maddy
JER AL B A DRG0 A L B, 1] TargetPosition AMHSEA W RETR BRI — N, X T ahbk, FRIEEE

JEREIR (Z/AEE 410, B R O RERSIPE AR — (3 TR R MoveH M Wiggle ¥, IXAA]
e A NP IR— (BRIEFET. K] 20). FIHILA EnforceBounds AT LL), 75 WIFATA K BE WL 31X A i #51.

9.5 JumpThru

e B ) FE SN & B 1E JumpThru B ). KIEEHS Solid ZA%, (HAAKA M Ak, Mt 2 MoveHExact
RO G ) Gt T8, HA24 LiftSpeed. T2k WS B mbi b, WITHE SRk ShksE. 2 TR, JitHE
Bige. LJHEl RREARF=A LiftSpeed (fKAR, AP B A ).

o Kevin B A HE FumpThea PEZH-EE S A, HE N onSquish KA Solid Al JumpThru.

FBSRERE S EAAME S Platform 254 movementCounter, fHi% A Speed. Solid 2845 Speed, Solid.Update()
#& MoveH(Speed.X * Engine.DeltaTime); MoveV (Speed.Y * Engine.DeltaTime); Solid/JumpThru F1HAthsZ
R HARIAE MoveHExact/MoveVExact, X SEAAR ™4 FIHESN 2 B ME K. JumpThru ZK¥A Speed,
JumpThru 2KJK N RotatingPlatform, SinkingPlatform, MovingPlatform %5, #8# H #E# | Update() LASLHL
AR 5.

Platform.Update() ¥ LiftSpeed IHZ.
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-5 |76 |54 (32|10 |30 |52 |74

-4 (72 ]150| 28| 8 | 26|48 | 70

-3/ 68|46 |24 | 6 | 22| 44 | 66

-2 64|42 | 20| 4 | 18| 40 | 62

-1|(60|38|16| 2 | 14 | 36 | 58

0 | 56| 34| 12 |N/A| 11 | 33 | 55

1|59(37|15| 1 |13(35)|57

2 (634119 | 3 |17 | 39| 61

3 |67 |45|23| 5 | 21|43 |65

4 (7149 | 27| 7 | 25| 47 | 69

5 (755331 9 | 29|51 |73

Kl 19: TrySquishWiggle [ALSGIINT, /NG,

Celeste

i Stal
T i Deao
[-3] Timer: 0:08.527(31)
0.58

8.50 0.50

20: Maddy PAFETNARANY, KB TrySquishWiggle MIALFE G AL 5 5 A
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Xt FAE A Platform.MoveH/MoveV K #i 1), LiftSpeed.X/Y = moveH/V / Engine.DeltaTime. ({£& Plat-
form A G 7E FH B HAEH MoveH/MoveV). X T Solid 2K, LiftSpeed = Speed * Engine.DeltaTime /

Engine.DeltaTime = Speed.

JumpThru BAGA =4 LiftSpeed, R HEEH T MoveHExact/MoveVExact, 143 J5 3 B&F LiftSpeed I T Player.
JumpThru FJ&EH MovingPlatform H—4 tween 4, XA FHH <1 H MovingPlatform.MoveTo =
Platform.MoveTo, 1] MoveTo Hi2H3 T 1 MoveH + MoveV, T &4 =4 LiftSpeed. M HT MoveV F&2&
MoveVExact, R EEK F=4: /) LiftSpeed M Player. SinkingPlatform 7 & 5 #r< H 2 MoveV, T2 BEr=4
IR F LiftSpeed (FFFEZ AN LiftSpeed < 0 1fii LiftBoost = 0, {5 SIS 2 A E R 1)),

fii 5 2, Platform.MoveH/MoveV I [t LiftSpeed, Solid f) MoveHExact/MoveVExact A JumpThru fJ
MoveVExact Fif% H & 1 LiftSpeed I Player, %2 Solid A1 JumpThru HIF2ah#S LA E FEEkEE 7 =CAM T
Platform.MoveH /MoveV, [K HAfSZ 4= LiftSpeed.

Moving jumpthrough platforms don’t give the player any lift boost speed when they’re only moving horizontally.
More specifically, they give the player both horizontal and vertical lift speed in MoveVExact(), but nothing at
all in MoveHExact(). This means that you’ll only get a horizontal boost from moving jumpthrus if the platform

is also moving vertically, which feels quite inconsistent.

In particular, you will get a boost from a horizontally moving platform in Resort/Ridge if you jump right as
you land on the platform, but not if you wait a moment before jumping - this is because the platform moves
down slightly when you step on it, and you’ll only get boosted during this short period. This also affects some
very particular TAS scenarios involving jumpthrus attached to moon blocks, where the lack of a lift boost while

standing on a jumpthru prevents some optimizations from being possible.

Wele, 1E2& TGO RIS liftboost, HER T 23 MoveVExact 23774 liftboost, {8158 [ # 3
18 B e AR ) T IR AR R

9.6 Koral clip

B 6A.tas [02D]

FE 11 W, 78 Kevin SREH OKFE3h) IR % OnSquish, & IHIE:
1. BB —, R ATERE K HATERNE, R NP2, B R IROR R A, 4RSI E .
2. IR TrySquishWiggle, [1] N3] 1px JGER L HPIRAS T IEIT, IR Pusher.Collidable = false.
3. HB= KA —, HiiT Pusher.Collidable = false, A] A UnDuck, . UnDuck.

TRt 7 Kevin JYHHEIE.

% 12 i, I&TE StDash, 7E Maddy MR HIZZ)HE OnCollideV, FIEN Kevin REBCAM LIZ5), Maddy 453K

StDash #E A\ StNormal.

i T7E OnSquish FATUIE, Pusher 28 B ANGESIE, KL — EHIKAL.
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FEA) LRI S 7 o, Kevin BT ARiasl, 15 IEH THE 11 moveV, NoKE Maddy 5472 Kevin HTIE, T
FIX AT T B REBCE 5 HARE Pk B flp e, PR BcA A OnSquish.

Celeste

Bl
0:37.961

985, 0.600000
Wall-L StDash

D

21: Bt

KR, 72 K 2222 v, R BTSN OnSquish HIZE= Bfl\fx, FF IR RRIE % K3t MoveBlock B. T—M
M} OnGround TPk & ], WITHIX MoveBlock fI4k4EH; Bt OnSquish 25— Bk NS LM S5 K. X A5t
FEANR] RE I TT LT el

LR AR RO B =B B, Fﬁu%@ﬁ@%)ﬁ%ﬁmﬁ, OnSquish A—MiAGER StClimb, H i AL 5
ARECAL W, LAk, 75 ZF BAE OnSquish Z AT Al fE 2> A H BN E MIZ 3 (1) MoveV(1£) ZIE.

© Celeste

o, e Sl

1:14.1971

- ' ' F 0.5680008 0.500008
||.. i ] = "'

" -|..|l-|. 'l"'i'll'if Ll -
s e 'ﬁ#ﬂ

0.147417

22: OnSquish P&k &

227878 TAS: 4A jumpless.tas
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10 LiftBoost

IS N =00 # B H 531 LiftSpeed, Player (#(3)/3:3h#) M 3IEIKTF LiftSpeed, Player M LiftBoost
IR L AR

10.1 BEIREHIKT LiftSpeed

b, SR BATRNAZATARA R R B IZ 8 7 P A 3t k7

10.2 Player NIRRT LiftSpeed
KL, & M EHUR LiftSpeed T Player (H>R B T8 3h A & 1 5 ¥r)
(LU 2% X Maddy 46 i BILH]) (JE Maddy ) Actor M VFELA LiftSpeedGraceTime = Of, MIHLH| 28 A X 7.)

5 Platform filff# /% 75545 currentLiftSpeed, W, Solid/JumpThru F 5. / fEiX4H (%4 wallbooster (ANZAI
wallboost #HLfil#ER!) /184 conveyer) / walljump (PARTARAA walljump ¥R bug, BLIENIZE 1), a1 fix L
#H KA, W current = 0 (Actor.update H1).

W current AN 0, WH LiftSpeed WM current JEHE B liftSpeedTimer. X T 3hHAllfE /575 7€, liftSpeed-
Timer = 10f. {EX}T£i%% /walljump, liftSpeedTimer = 9f (X2 KR NEHIF 2: IREHL — liftSpeed Timer
— BT,

liftSpeedTimer < 0 Ff LiftSpeed %A 0.
LiftSpeedcap f£15 %] LiftBoost. Ju[HZ&/KF [-250, +250], B H [-130, 0].
{HER L Z A6, Player i — M RRR 1 7 23RS LiftSpeed, it 2 WallJump. 7 WallJump #,

private void WallJump(int dir){

if (base.LiftSpeed == Vector2.Zero){
Solid solid = CollideFirst<Solid>(Position + Vector2.UnitX * 3f * -dir);
if (solid '= null){

base.LiftSpeed = solid.LiftSpeed;

3

KH BARN dir = -1, BAREN dir = 1. XML CassetteBoost BOZEEA. (H1&E H T HARLF 3 !)

10.3 43 Player M LiftBoost 3k1SiRE M1

£ liftSpeed Timer H[A], JEid DL #4E, 23575 LiftBoost: il ({XPR T M StNormal A1 StClimb #EN. HE5 1),
StDash B () ZMZARIN), Bk (BFEEEE jump/IMBE climbjump, H#5EkE walljump, BE558k wallbounce
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(Jh5 B SuperWallJump), wallboost, PAJX super/hyper), AJE A9 /48 7156/ B B StClimb, & T _E
FHRE B 2, IR, DA R A — 25T (DL LR E R T A FIAE Maddy H & IF 58 1LY, HARK L ans
WHEE DU B2 Maddy 8% 15N LiftBoost, XL A ——Fi&E).

(walljump 3Kf4 LiftSpeed {£#IE LiftBoost XAl BT LAW] LA—iy H4ZZ B ER B | walljump HJ LiftBoost.
298, WAT DL RSB A LiftSpeed, 851X M walljump Wz %] LiftBoost)

LiftBoost W& INJ7 NEAT LLEZ N Jetfe BEaEZ (X T jump/climbjump, 72K F#EE +40¥moveX,
X1 walljump/wallbounce /wallboost, & B4 B N [E & A, 11k B B WAL 2 B B N B EE. X TN/ 7
FERURH StClimb, HEAAR.), A5 F N L LiftBoost. {HEFI4ME hyper, I LA GE R LA H )il 4.

X T hyper. Hyper [P &2 IEITTE super [0l I LAF T (1.25, 0.5) 5211, BHIRIS A FIX7E LiftBoost M
JGH! Kt hyper A LiftBoost T LA F.

St F R, BT s WGE N 0, BRI LiftBoost BNFIR e ¥ beforeDashSpeed . #RJE 45 5 Wi
beforeDashSpeed il 5 (1) H 8 2. IX 2320 — Lot S O: L an 268 B2 220, LiftBoost A4 40, AT
AP, R4 15 BIRE FE 2 220 + 40 = 260 1MidE 240 + 40 = 280. T beforeDashSpeed /SF i ] 5 B
%, R LiftBoost 1% B 7> & J0V2 & N & vl

T3 N B shi i g, BARNKA €S StNormal, LiftBoost ¥_b, AT F, F—ide i ijix —
MUATE. WS4 Bl fE % BN LiftBoost. Y.

private int NormalUpdate(){
if (LiftBoost.Y < Of && wasOnGround && 'onGround && Speed.Y >= 0f)
{
Speed.Y = LiftBoost.Y;

}
XF B IARE, BAREAE &2

if (!CollideCheck<Solid>(Position + Vector2.UnitX * (float)Facing))

{
if (Speed.Y < 0f)
{
if (wallBoosting)
{
Speed += LiftBoost;
Play("event:/char/madeline/grab_letgo");
}

PLERT4'% B LiftBoost WIEZ L.

WA, B LE B Bk (] 3845 170 (wallbounce)+250(LiftBoost) I, X BN T 15 =46 20 1f M Ag
23[R B AE RS BB L EAT b/ T KT 0.
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7% LiftBoost.

W AE B REEB% (35753 130(walljump)+250(LiftBoost) [ &

Spring moon boost (N TASer XFr A% H INH):

130(jump) 4250 ERHLB# A3 [F1 25 ) LiftBoost)+ Ja: ] REMIMFIRIIEAEN 250(LiftBoost)

AL oy 3 S 1 ) BRPAE S S A P (R R), 2 [l BUATAA AL B BT IR R TR E e H O e H Bk
2 AT IR, AR A I B] PR SR 6 TR e H Bk, BEAR BORAT BTCRIE TR, KT ) s, HEA
PR FERERE SRS (BT R OD, SR R AT — AN ITE R AL T AR ) ), DI 50 B 1) 4 ) BRI o A (SR
FRWE T HERBLY dashEase 5 dashDirection, FiEff)HBRELE )0 B4 5 H BREL 5 GBI A4 R4, G
HERIL S Maddy KAREEZ H LiftBoost, SRJGHIIRTF 1304250 (IR, VERIIREL LS 1 FE 452442 240, spring
moonboost [IEZHE L2 Tk, RA I 7 B F S A6 753 H BRI [A] 1= 5.

FERB K RI58 8px, #SETE 6px, bR SR H BRRWFAI R 5 Tpx, BLARMEH BRERHES), WAZ5 44 A BRHLHER]
BIRAL. RAEA K (HBE T Maddy %), WIELAARER + BOXHESD < 1px.
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11 fE%
Y% R Duck 1 Crouch FH2%.
Ducking c§7% ) [F] B e A2 flf 4 46

R Maddy fERZEH, HACEIRBOHBTE, HMBEALT, PPl E Azhttik? (BN AG SR
fi.....)

Demodash W ZAE UG FT AL T AFEREL ) PRIESE dd 28 0l (R I 06 Z0UAR Ry AE A (R A PR B 5. (Bl: 9.tas )
Ivl_g-02, 2022/11/19 fR)

£ Player.Update() 1 (f£ base.Update() < J&, Balfi B 2 il), 75 E8A MBI a) B B ™% KT 0 42
PR 2

£ DashBegin() " A DABEANBE S RHR 7 E 2 R N b 25 5 Wiy TR B R T 0 HARBER A1 K1
E base.Update() ZJG LZIARBRIGZS. SR, 75— LEAFRR AT O0, 1R AT AR OR B XM — 23 )L WL 7A [d-10]
2023/01/09/% 23. IXHEAH] TN L )5, ExitBlock 2 W B HIRHE, (L3RR b 7Ll (38 6 Wil Ti25
JIFE, LI B AN REMAERRIE S, AR5 R s B (W LT DARRREEZS ). E5 7 WA FIEMERR. [RI3E, dn SRAE# 78
PG TR TTREITTTT (&) T ob, I ALEARB R SRR AEHIE], W PREFIEZS. G Kevin B 240 f38 2t
BE—ELIAIR. 29R, IR T LIRS (8] A 2E A RE T ol SRR AR B 309 18]t 2% PR IF I 245

146
ExitBlock[d-10:617].sta
ExitBlock[d-10:617].tileType: 9

0.65689

0.15687 8.84313

0.34311

K] 23: BEZA R b

7t ClimbBegin 55 ClimbUpdate 1, M A fibg. HURA W NICH)E, ALl Player.Update() B
FH A B2 . DR e an RARAR AR5 1) AR S8 3E N 7 StClimb, FR 7] AZEBL A — B ARFFE. 7£ NormalUp-
date() BN SR TEHEN StClimb [, {H/2Z OnCollideV H DashDir.Y > 0f fABANHEN B &2 7F
NormalUpdate() #MH ), H OnCollideV 7E NormalUpdate 2 J&. K tn]PL NormalUpdate # A StClimb Jf
OnCollideV # AL, Z6: F Spinner Stun BRI 7B [e-01].

7E StNormal A, Z{R7EMTT AT BB R E K% F AT, &2 UnDuck. @R AIHN UnDuck, 75 MAS 2 5540
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#J5 T LA UnDuck, AT EARIE LS I0E2 .

if (Ducking){
if (onGround && (float)Input.MoveY != 1f){
if (CanUnDuck){
Ducking = false;
Sprite.Scale = new Vector2(0.8f, 1.2f);
}

else if (Speed.X

= 0£){
for (int num = 4; num > 0; num—-){
if (CanUnDuckAt(Position + Vector2.UnitX * num)){
MoveH(50f * Engine.DeltaTime);
break;
}
if (CanUnDuckAt(Position - Vector2.UnitX * num)){
MoveH(-50f * Engine.DeltaTime);

break;

%% MyTASRef JE/R A5/ UnDuck50(1).mp4 5 MyTASRef 7~ #14% / UnDuck50(2).mp4

Delayed ultra F] DUFSRAEXFRIE 14 24 ). F—i@id wallboost B3 47 Bk K 25 .

| j —
_‘IF

816:
B817:
818: 1

Celeste

Pos: 31, -7416.008008
080888

StNormal

4.808(3224)

0.041669

B8.500800

K 24: F delayed ultra & & H |
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i & 25, BfEA IR TR, F—ii LI 48 wallSlide Mf#FRIEZS, 20 LD Al {REF%E. tn2E J 8 RJ N
Afil &k wallSlide, FEZ I H (L EE %

120 4

Pos: 1717.629346, -606.466598

Speed: 165.33357239, 60,00033188

Vel: 405.33, 120,08

LiftBoost(10): 250.00000000, 0.00000008

Stamina: 110.80 Wall-L StNormal
CanDash Coyote(1) MaxFall(lée@)
[a_B5] Timer:-0:15,929(93

0.033402
B.129346 B 870654

0266598

25: wallSlide ‘T 1) 1 A R
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12 AutoJump, forceMoveX

JumpGraceTime = Coyote frames = 6f
VarJumpTime = 55 38 FIBRER 5 AT DA% AT B BE OR KRR [r) 38 2 ANAZ I 8] = 12f

IXFHALHNAEJRRS B0 Variable Jumping, H7E NormalUpdate BT HIL. H varJumpTimer ##]K, 0T IR
AutoJump / #ZAEBkEEAL K. R —HALE NormalUpdate HH &I BIN A&, WITHI 1H 2.

KEA T, AutoJump HLHIR 7 5, 2% AutoJump WM true, B & varJumpTimer, 34 AutoJumpTimer
= 0. XFHEH T, varJumpTime B2 — B BE[E T (1 PR 47 S i 9 LI R () Bk R I 2.

FEH, FRATHIE -40~40 WIRHEFAF BheE, WE J7cr: (88 7.5). SEFr b AutoJump tHIFIFESAE B 70 RL
R IFH—BkEE (AutoJumpTimer = 0), AutoJump AL EHAHK (FRIEA 7 —Bk / W / JTEESE).
AT B IR, 7E35 3] MaxFall Z 8, AutoJump 5142 R B EH 77 18] B sh & 52 i e i, oo s
AP

nfE—1{5] 452 Bounce, AT AutoJumpTimer = BounceAutoJumpTime = 6f, Ifi varJumpTimer =BounceVar-
JumpTime = 12f. L ZEUA 6f HELN-140, FIR 6f A DLF-Shi Rk B IR 7 7E-140, AT DLA LBk LE HdH
7£ varJumpTimer 25 W )5, 0] - FahEEIE B2 T2 -40 40 1215 11308

WIERTE varJumpTimer>0 il p T ol i FEAN 8 S5 B BR i e, i il B 1 2 /T84 varJumpTimer (41
sk 15f), Kk n LA DashBounce, 7545 5 f5 BT SR B ER 1 B8 B !

W A] PG ST i fil 21 2] StNormal, IXHE s ] BEAE I J5 18 H varJumpTimer.

StPickup J&—A> 12f FIdHRE. EXAEFEF, #HEA VarJumpTimer S#HRLEE (B —WOE R SEM), 85K )G
WA, B EEE R R R EE Y 0. HHAD Timer 7EX AN FE A &S E K, B 00iExk 115 28, DashCD, etc.

PR DAAEIR A 4 Wb BRI sl (W FE 2f), SRJG IR IT Wb oR] (V€ 1f), HJaml %) StNormal &4 1f BEEX,
AT AR B

e.g. B3 TP HEE 240+ A% HIHEEE-185

o Q

L
L
R, X
4, R,G
L
R
R
5 R
3,R
R
6,R, X
R
R
6,L
R

4o

26: o R iA R4 T

48



(XEATER AutoJump, 1% EBHEhFFEAEMALA)

forceMoveX J& — MRl AutoJump FIHLH, 8142 S 24 N\ 1) 77 [0 78 55 % forceMoveX. RIS & B & R7E
forceMoveXTimer > 0 B4R, FHFAE1E AutoJump AFER[RE— B4 N2, EFIW WallJump B, 05 & &)
BT MoveX HE%, M4 forceMoveX it ¥ B L S AHXS 77 17), INHCBEER 1f 4 forceMoveX Timer [
Ceil(0.16%60f) = 3 11f,
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13 Holdable

Holdable A5 & HATE minHoldTimer <= 0 74 7] LAY}, 7E—L26F N m] A Bk B, J5 38 7] DAETS /KB u
[N 3 s BB )z

13.1 ¥ u HEKEHEFEEFKE
TEVLAE G T EA K BE, BAT 18 5 5 R A4

14 | L,D,X
1|R,J

6 | R,D,X
1]G

12

99 | R,D,J

X3RS T (421.67, -105.00) [P BE Bk &7 KBE, G 7 minHold Timer, 7&—Y47E ZTHI 4% ultra FI1EE
1R H.

private int NormalUpdate(){

if (Holding != null){

if (!'Ducking && onGround && (float)Input.MoveY == 1f && Speed.Y >= Of && !'holdCannotDuck){
Drop();
Ducking = true;

Sprite.Scale = new Vector2(1.4f, 0.6f);

}

B, AL T, AT RIXFEIEA GRSy, 72540 12 SR 13 (B B4 — £, 12; 1LR), IXR AT AWE? K
#1ET holdCannotDuck A28, XAMAZEMIMEM L, HIRTHFAT LARRER) TR dh, 45T, EFE R, e
H AR R (R K BT 22 1%, Theo /K EAANBEZZRE). XA R IFA R SENTHEER), MR LT =T
KAENRAH:

(1) NormalUpdate() H, fEHuTH b, A F-F9**, A4% T, H holdCannotDuck = true, HELA AL B2 &
PR EH B 84 holdCannotDuck = false; (f&] 510, $%4E & I #7EBI7E holdCannotDuck XK G,
—HAHZT, Bt BT . e AN SRR R i R oAl Drop().)

240 Pt NormalUpdate() fIF4h. KAl AZEfii R Throw() FEIM fil & IX — 5.
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(2) NormalUpdate() ", AN7EHUTH I, H AT LT 5:2°. H54 holdCannotDuck = (float)Input.MoveY
== 1f;

(3) PickUpCoroutine [ fg—Mil, fEHLIE ) FHRVI M TLZERE, 5. 84 holdCannotDuck = true.

WR A L EAGR A PR UL N A 2R A M. BRIk, £ —IRFHEYH EL holdCannotDuck = true [
WREBIT (st FBOKEHET — Wi T), WA — K TR, i % StPickUp &5l 5, #ish
£ NormalUpdate() 25—l (ANGEIL ), XA A4 REFBLIT /K EE.

13.2 5—# NormalUpdate() #8J Drop()
A L,

if (!Ducking && onGround && (float)Input.MoveY == 1f && Speed.Y >= Of && 'holdCannotDuck){
Drop(Q) ;
Ducking = true;
Sprite.Scale = new Vector2(1.4f, 0.6f);
}
else if (onGround && Ducking && Speed.Y >= 0f){
if (CanUnDuck){

Ducking = false;

¥

else{
Drop();

}

3

JATHIX AN Drop() MHEAH. FHigkFERIEHMRIMZE Ducking = false, A3 VRRL R K BT Wi )5,
HReEFE— it (M TE FRA KA E?) Drop() Btk H2 8 TARIEA L bug M5 B I IREE.

BAVRA INEEFT T, DASEHUERIUE K BER): RN JOKEEST W, 800 0 57— Wi s~ BE G fE i ) &
HuX MBI )€ onGround = true J£3K1F jumpGraceTimer, [FJIIX M T-# 2 L5407 S, 5 —WiRBk.

HAh YUK B % FEE R StClimb T ARG ZE T RE M AT AR AR, 0 DreamDash AT BLE LA
BEN StClimb &5, Bk B B /K BFE SR AN, #EN StClimb, F dd 2R, Hok SN, W 24K R H.
StClimb.

13.3 Offgrid Holdable

Holdable 7E4%3z #AA], £i7 & HH Player.UpdateCarry() # Position + carryOffset + Vector2.UnitY * Sprite.CarryY Offset
e DA
251 12 NormalUpdate() H i EF W IRIEL 5.

51



o carryOffset & T /& Vector2(0f, -12f), Mi7E StPickUp T l&—Btahi (45 Player Il LT —44%°N tween
[ component), A E#EL. #H8 Drop/Throw A] LUt NormalUpdate, Die, BoostBegin, BadelineBoost-
Launch, DoFlingBird, StartCassetteFly SZEl. KULZEEFT Wi StPickUp K#H4F offgrid Holdable,

— " PLEE R T NormalUpdate /7 Z0SE2H.

— n] PLd s HAt F BT W StPickUp #EN StNormal (EanBkidEl1E) S8/ F9). EE tween XA~ com-
ponent BTE, FEABEZE PickUpCoroutine 45 WM 45 7K.

« WIHRAER} minHold Timer £5 S FHT), ML tween TR TEE. Joikik BUTHRUR.
* HABPIFP NormalUpdate ' OnGround &t N Drop() #5& AJ LAk A ).

o Sprite.CarryYOffset MFZIXFE, PlayerSprite 2 —HE i, 45 HAEWRAN ShERES T B2 LMY Play-
erAnimMetadata, XIHFRIE T int CarryYOffset, 1M Sprite.CarryYOffset & H 2457 %F M) Player An-
imMetadata ] CarryYOffset F3 [ ScaleY A H. FIt off grid KFEMIZ Sprite.Scale.Y ANZ&%4.
Player £ UpdateSprite 4

Sprite.Scale.X = Calc.Approach(Sprite.Scale.X, 1f, 1.75f * Engine.DeltaTime);

Sprite.Scale.Y = Calc.Approach(Sprite.Scale.Y, 1f, 1.75f * Engine.DeltaTime);

TP [ — SE kR, & LA, W 20478 Sprite.Scale, P& 45 G iE KL maddy A —Fp R PR, BH
LI Jump(..) 2% # Sprite.Scale = new Vector2(0.6f, 1.4f), iX45H 13 MidE%EEEL 1) Sprite.CarryY Offset,
ATFEAEIX B AR Holdable, 5t 7] LA3k4S offgrid Holdable.

SRJEFRATTHLE offgrid [IZPEXT SolidTiles (Grid) MR, 5% HAh Solid/JumpThru FIFIL, A KR, Xt
S50 T https://discord.com/channels/403698615446536203 /519281383164739594 /1122942945247641683.

B4R, Rect At grid & 5044 Rect F AN — ARG (cell) 48T (SolidTiles A& 8*8 1 cell),
RIGHBEENGE—A cell LRI MY WRIERA IR s, THEA M /R e -1f, A5 S0 0 /I A
flpdE . IR, SEPR ESERCT, ¥ Rect BIE/Mi# -1 + eps, 2854 cell ¥ 8*8 BT, Kl NHIE & & AHAE
(FHAEANED) . AL #0 Rect AN B2 BEHARAR, WICTE -1 + eps, Bt A ELUL %S RO I 2 75 Al B

1M Hitbox fli4# grid, W2 Hitbox.Bounds %5 H LKA rect collide grid. -, Hitbox.Bounds )72
), T8, 96, w2 th Hitbox MIEHE BB A int &5 H 00 0l 18 A S 4000, ECEp bl a1 int, 75 D0 AT 1A AL
2l Tpx [ ELAE Spx (KT AR KSR, offgrid BN RIERE BT LEALARTI ARk (DL CelesteTAS &
5234 () Draw.HollowRect AFRERTI G, JFEMOR A28 G th Rk B ROR 1)) 24 AbsoluteLeft < 0, MM
fit HollowRect.x [Hl %€ [ FHUEE, 1) int SRFZRCR EJgln) BHUEE, PRl SRR, 2 AbsoluteLeft > 0, N
HollowRect.cw ELAE® % 1px, M Hitbox.Bounds. Width 1E%, RItbRK#EAES. 24 AbsoluteTop < 0, Rt RIEHR.
24 AbsoluteTop > 0, FiEHuR.

CelesteTAS HHEE T —F Draw.HollowRect, f§i#3 offgrid Hitbox vs normal Hitbox R IL2FF & E A
(We, 4B AT e 22 player normal hitbox vs puffer offgrid hitbox Z ZEM?)(FARKUL, fx = Floor(x), cw =
Ceiling(width + x - fx), [F/EE fy, ch, 85 orig(fx, fy, cw, ch, color)). NILXFER KIS, % offgrid Hitbox vs
offgrid Hitbox RiZtH 23 bug? (HIXFHEZAHRKIENE 1.
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13.4 K&
A + 70
AL

7£ IsTired 1HHL FAEEIN (IsTired => CheckStamina < 20f, X H CheckStamina = Stamina + (wallBoost-
Timer > 0f ? 27.5f : Of). eI, VR LU G — R AE AR, SR 5 9MEUKBE, S8 )5 wallBoost Timer 45 46 A
21.)(IsTired [FIFER THERLINAL, XFESATRER N T IRUETEQLRCR)

B K BETC IR ol e B 1) B eT (BEREEAMEI 2 S5 7KL B R AR AR
TEH: 34,G; 11,D; 10,U,X Hhidin s bh, 2% 2 86.25 px / 52 f = 1.659.

AR b g
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14 BH|F Order of Operation

14.1 REHLH

actualDepth 2 W04a] 52 1 537 5T 11

14.2 EntityList.UpdateLists()

(1) ¥ toAdd MNAFIZE. <RI XS TagLists, Tracker WIS, I entity. Added(Scene scene) {33 Com-
ponents #ININAN Tracker, 7 E entity HISLPRIEE. &, Components R &N Tracker, 1M Scene H A
BIEATAEIXEE R, IR toAdd JEZNIFFIE EntityList 4 unsorted.

(2) ¥ toRemove B H 73K, HH entity2.Removed(Scene) (K Components M Tracker # % I44 entity.Scene
= null), f§%} TagLists, Tracker, Engine.Pooler #5344,

(3) # unsorted NXJSEAAMKEE actualDepth HEF.

(4) *F toAdd H ISR entity. Awake(Scene scene). X —M 2T EH ARG R, BUE T EHESSIMAK
A1) — LT ER AL

R WATFEEE SRR E SR Tracker, 12 M Tracker B [FIE 8¢ & SEAAR P SEBRIRRE. K, Tracker.GetEntities<T>
BRI, REELRIE, &SR a, b #E T Bl (EATA AT ResEhs Bk AT T M—A13K, kT2 Ehd
Tracker[false]), H a, b HARFERIERE (K, BA M ERZEA), B4 EAHE Tracker.GetEntities<T>()
I 5 EAT] #0396 1 actualDepth 5% 5 I AH .

TR X EEAE Tracker H AR FRATT 2 AR AE HI1TE (1)

o Tracker.GetEntities<T>() #f7 a, b, FH a, b FEAIA.

o Tracker.GetComponents<T>() H] a, b, H a, b KESEM A, B, H A, B IKEAF.
R, %1

foreach (PlayerCollider component2 in base.Scene.Tracker.GetComponents<PlayerCollider>()){
if (component2.Check(this) && Dead){
base.Collider = collider;

return;

}
T IFANTE 12 B S BRR E AOUFP K HE A1 ()

A 55 17.30 /N5, WniRERZESE Level.LoadLevel(..) H foreach (EntityData entity in levelData.Entities) #A4
RAEIA LR R IR (018, AT sl A2 bin SCAF A P
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14.3 RFE

Monocle.EntityList. UpdateLists() H, #4177 entities.Sort(CompareDepth), [F 242 7% 8 #/iE 4. Com-
pareDepth L HIZ double 287 Entity.actualDepth.

SEAR E A —A int R PIRA F B depth. 89X AR VE Depth TR, #3532 W< H Scene.Set ActualDepth(this)

1M Entity.Added(Scene scene) 12> Scene.SetActualDepth(this). T Entity.Added(Scene scene) £7E En-
tityList.UpdateLists() 5 7EA 1SS H 3.

Scene.Set ActualDepth(Entity entity) FIHLHIZ, Scene A4 actualDepthLookup, i) entity.depth (int 2
HIFEAN), £ 31— double. BIXA M), #240 MFTIXAS int X RHIE value H 129 1E-6. 1M1 S actualDepth
= (double)entity.depth - value. 5 —IKE )% int B, actualDepth = entity.depth. BtAl, 13 E 56 SLFRIRE
J&, 444 Scene.Entities #7104 unsorted, X Ff X UpdateLists() M550 AUEAT FXHEF.

K, 5T B A FRE Depth SR, SIS NI Depth /NN 5, € B9S2 BRI EE ks o, ok i 5657
7ER F actualDepthLookup BE# Scene % 7l WA REIE L HoAth 77 202 1. BRE Scene #7% #adsl (Lb s
— U H B TR, SRR R I TF B LevelExit), 1] actualDepthLookup R 4322 s, %] 52w 2 BH B4
a.Depth > b.Depth, # a.actualDepth < b.actualDepth.

14.4 RE5ITZRIEFHIRF

PG 25 17.31 /N, BRATEIE X Bk T HE B3 A8, LoadLevel(..) M Add(player) MEAN2ei . 4502 HG
TransitionRoutine B(# Z%(°A Transition [ TeleportTo =5t H Add(player) (i3 KR Remove(player)).
JEEAREER], B A VIR A Pead e R, HAR AL IR NFET:, HilsE, e ieiisd s L.

b TR A RN S5 TR ] R SR {HAS /DA Player. IntroJumpEnd (6141 7A 3000m #% Badeline i F25),

Player.DreamDashEnd #{4#% & Depth = 0, X 12 F 1550 2 ) 58 518G 1 XA 5857

14.5 {FF TAS Helper KRR EEIMF
Order of Operation
NS
o WERI—ERF (MoveH, MoveV, EntityCollide, MoveBlock, CelesteTAS command, ...)
« OnGround, RefillDash, RefillStamina, %% Timer [ 7.
o MK
o BEIRZE cb, LA P EEIGIL T L cb
e Roboboost
e Spring-moon boost

e 1A ClimbHop
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15 Fling Bird

Fling Bird, Bl Farewell BN SERA CE X0, ERAYIEhE 5 LR P IE:

15.1  #Hl

(1) Z5:4%, HZE Maddy flf 21 5 ) fid A [X 5.

(2) —FrBt (%3 Maddy):
Maddy #f A\ StFlingBird(PA Celeste Studio 7w 1A HIE brifE).
BIIIRK TR E = Maddy FIZKTSEE x 0.4, SIS EEEE = 120.
INIEEE 13.33 (BAL: px/s £)%0, J7 A% BUEE 5 HAREEE (0, 0) %427
HEEIAF] (0, 0) BHEN T —F B

(3) —BrB (SAEREN):
B E E N (<140, 140).
BIEERE (-13.20, 13.20), Zad 3t of A (-21.21, 21.21).
BEN TS BB

(4) =kt (%% 5 Maddy):
B FEAE g 80, J7 1Al A LI 5 H bRIEEE (380, -100) (3L, BIINIEEE A (76.58, -23.14).
FES 9 = 14345 WAL N (380, -100), HeHt 2-4f ;2UREEW. SRfFIL S FRREE 3 I
£57H StFlingBird.

(5) Maddy [F1%] StNormal, B E#i %N (380, -100). A AutoJump, 12f ] varJump (GEEE -100), BLK& 12f 1)
forceMoveX (§A#7). [AIR 556 Bl ™ (80 1.

#£ StFlingBird BB, Maddy LABEJE (£200, +200) $H% S HIE T 7 17px (BEEN 14px) 83,

o U Maddy HUIHAAKCTHLE AR R KBS 25 15 M S LS Maddy 20, WI7ESS— By BX5 SUR, Maddy fE
IR B IE R 17px (14p). %)

267F StFlingBird #, & TimeRate = 0.8. JEAINEE RN 1000 * Engine.DeltaTime ~ 16.67, i3 0.8 i35 13.33. L0585 HAR
WSEIX 4%, (BN FAE N Speed * Engine.RawDeltaTime * TimeRate. 1X HL K J5 X R M TimeRate = 0.8 15 7N E 500, %A
S

2TH W IR, M 16.67.

28HEALE 1000 LAFHIR AR, B m— SR T — i A B . st E 4 AR TR
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=, ZHr B ZAIG RAFRIR, IS RIEE), B Maddy ARXTES IO, AR S Al E 1.

15.2 StFlingBird BIRTHK, /KFALFE, BREMT
IRAEMLAEI, 76 05 ~ R T,
StFlingBird 4l f2 R 1 Maddy MIFIUG/K P 1k 5E .

Maddy A [FJRIRIAA /KT8 B 2338 1 S RO AS [RI IR B2 . T 58— B B 22 SJigt iz 2y, Inid FE [ e . KA A
HTHA KT P 2 38 PSRRI I 1) AN [R], I 7 ) AN [, gt 3 2808 BT T sk A A

AR,
o StFlingBird [ KFEIE Celeste Studio fE7~°A StFlingBird IMi%L.

o FIRHRIZ S MNAIEEAL B 3 StF1ingBird 45 W5 A% — M1 StNormal I I B 2 MIFIALES. FATH ROA
[FIWJEE T Maddy S MIRLHE 22, TR AT S 78 A [FIRD0H R N RAnf% 2.

o Vel.X fRMZMEZ] FlingBird HiX—mil, I %, Maddy AT %A Speed.X. TERA HE, #
PR EREOL T, X5 T 8 StFlingBird A —Mik Maddy FLSE[Y Vel.X. tHT#F A StFlingBird
[FZE— i<k Speed TE N 0, MEE Vel . X &S INJT K.

15.2.1 B

7 0 < abs(Vel.X) < 71.2027, MIZE—Pr B3 of. T2 StFlingBird J& 30f (& 3f ¥4 45M0). #7 abs(Vel.X) K,
TS — B B KA, BEMEA S ERACHE K, 27 (-0 3.

SEbn b LB A2 I AR

71, 163, 225, 277, 324, 368, 410, 451, 490, 529, 567, 604,
641, 678, 714, 750, 786, 821, 857, 892, 927, 962, 997, 1032 - --

AEAETT DLl AE R 21 S 22 11, SR ATHE (B 7E R — Mkl 21 £ ), G SR B g 2t 1 1l S, B4 S 17—t
2y ] FR) I ).

R EASNRE 0 whAes i in A E. A 6 Hmad A F (Fein#le 2 <0 R EGeE 6.5), WIAES
(IEZEN:IY SRV o ﬁtﬁﬂt—"%ﬂﬂ‘%ﬁﬂjﬁ"ﬁk%&%%@%, T SR VF 5 2 A IAMBOE 6. SARTE migU s T N A Al
REREM T (HBIERFIZN). Kt

o Vel.X BN, — B REAER K LU UL I S I, (Ao b

o Vel.X BRAIMI, AT LA KB sk R el i 71

15.2.2 KFUABE
Vel .X BN ERAAL B#EEA. XIA] —71 < Vel.X < 71 MR T &K A1 B4 3px KX [A].

FERE TSI T, BAE R
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Vel.X RFER 1 px/s, i HIK AL ZA 2T Maddy LA Vel.X ZE T 0.01 mi°.

G REIXFE SRS I, B9 9 WA, Maddy 20025 Aol e RE RIS e B LA (e.g. #3E, Badeline
BR). AR T REI SRR T KPR . AR BOX AN AR B AR E N vy, Maddy HEA StFlingBird FJE
N Vel.X, HUREINEE 0 wi e i F(E (1EaE AN BE £330 N S5 3l i i 18] SRR ), 48 1 S sl i — it 8
%,

LU

0.01 x § x Vel.X < vy,
FUSZ R PRIRIR. 2 MIAS,

BIRD WSS AL, E)STH 2 E 7 W, XA LR, B U L 101, 5 i A T REAN R 2
27— (M2 RO AT, 5 — WAL RS 3 H A LB 2 ). I sgft Pl DA i i i s I 38 1 o

o X Vel . X BUNAMHE, BHMEE & RBEROL, W 0 BB/ (RIEEAR 2 IR L), KA 1E
HERRL, BEE — L.

o 4 Vel X BUKMIMHE, WH & BN, W— Mk =2 fe s — .
o M Vel X BURIMHE, 0 8K, H vy BN, W BRI AR AT 407
5l : Vel.X = 472, vy = 140, AT BAEZ LT N EEWUESMNEGE 6.5, ARA § = 26. 133
0.01 x § x Vel.X = 122.72 < 140 = vy,
Rl A R

HIE R KPR IEARIR S, BRILSEPRIE DL, PRI BCA D R — ...

15.2.3 BEHEUBE
abs(Vel.X) MK AN BHEE T, XA 0 < abs(Vel.X) < 71 XM 1 & & H A7 B2 0.18px X fil.
FEBGRHEEIE T, JA7146 i Rl

Vel.X R 1 px/s, iGN B 2 0.0015 x (T — 23),

XH T /& StFlingBird IR K.

15.3 #\7%

— Rk StFlingBird TeiEFT W

29yel.X > 200 HIMHEELEHE (0.01 WUIXASEAE 40.0005 WiFRZE). (il FHEHHESECE UM RES, (BERZELEN.
Vel.X = 150 W XFRZ) 0.012 M.
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16 —4— State 5 T3kE...

16.1 Coroutine, StateMachine
todo: X B HERAERNIZIE G A W, 7 EATN AR — N IXHE IEnumerator f&/EABIER.

Coroutine M EFFEAUIF: R waitTimer > 0f, Nl waitTimer -= Engine.DeltaTime, 2AfF45H. WHE
waitTimer <= Of, WA enumerator.MoveNext() fH1FIEMRIEAFHZIT EHEI T —1 yield, R Z yield return
X f N waitTimer = X f, £50; W82 yield return null, WX itk ik @182 yield break, MR Bl—AN4E=
1 count A 0 ) IEnumerable ££&, FURZ&F 1L T Mk RS

WIERE set T StateMachine.State (HARSHILMAE T), WA currentCoroutine. Replace/Cancel {8151
Coroutine.ended = true, Jii Coroutine tHEiAF TAE. (HUl R E 11 Coroutine JE=%, I8 1) Coroutine
1588 2 587, Replace 5l StNormal -> StDash, DashCoroutine {55 #—X. Cancel 41 hyper: StDash ->
StNormal

StateMachine X1~ component ] Update() HH 5, FAHZ I H HHDIRES M Coroutine ) Update(). Htp
R Update() 2245 State TR{H, State = updates[state](), KX e Update() #F/2& Func<int> JEAIH].

IREFHEEN S StateMachine.State [ setter: 7E locked # State HAREZBHIEN N, tHABAHM. HATHE
OUR, AT —SIRESH end (WRA), RIGHHAZETIRESH) begin (WRA), R WRIIREHR coroutine,
Mt currentCoroutine.Replace(coroutines[state]()) K FHUR A HHTIRAR coroutine, HIHHA currentCorou-
tine.Cancel(). ¥E&: E currentCoroutine.Replace(coroutines[state]()) Hs&br_Fidid () EHFMH T corou-
tines[state]! WE, IX/NEEAR N Z B IR T, 2 1E00 T E—M Coroutine %1, ZFN StateMachine.Update H
FR) ST U 1) e

2Z445]: DashCoroutine KA& % yield return null, WBEVIIEEIR G yield return 0.15f, fJF StateMachine.State
= 0. 1fi DashUpdate() W& MR, FHOGEM, PickUp, JumpThru #HMEIE, SuperWallJump, ClimbJump,
WallJump, PAAGX B4R I RPR A Fo 4.

Rl —Mmi, X End A} DashBegin(), i#id currentCoroutine.Replace A 7 DashCoroutine(), yield return
null. 55 2-4 Wi, KNS — Wi Celeste.Freeze(0.05f) MiALTEVRSLE. 28 5 i, DashCoroutine BB W, yield
return 0.15f, waitTimer = 0.15f. 2§ 6-14 i, waitTimer -= 0.0166667f. 2% 15 Wi, KN waitTimer <= 0 1fifE

1247, StateMachine.State = 0.

AL K (AN E R4S, I DashBegin() #| DashEnd() #3kEil) 3£ 1 4+ 1 + Ceil(0.15 / DeltaTime) + 1 M,
WML R 12 M. RN IRA1E0EBEER & varJumpTimer = 0.2f, HHUE LT /e 12f. B 51 3R E LT,
A CLBREK S5 phofl], vl 25 R PSS 475E varJumpTimer > Of.

YLLK private [IEnumerator FlingBirdCoroutine()yield break; 54z AN, B FlingBird ) DoFlingRou-
tine AR5 fEIX B ?
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16.2 £ State —i=

StNormal (5 7 i Hist it 4, XK EAE NormalUpdate() 56835 —i ) ((EfE R 40T, ZSBEIMT. X5
BT, W — AN e 2 B S D RO REma. 2Bk, W de it S B 0, P SEBkER, S EEHLIHESE 0
Ml R,J KIS 16.6+40.)

StClimb ([F]2)
StDash ([F]3)

StBoost (#1315 B {7 &, bubble super/hyper %5 (1) J5U 2], P PE 22 & 2px) (Y0 3 AR ) [R]) (EE VI an SRAN PR S ) 2
L 80 px/s [f1id )& approach 2#5E N B, iIX M E = Booster.Center - player.Collider.Center + Input.Aim.Value
* 3f. {H/& BoostEnd() i, £#%h% (Booster.Center - player.Collider.Center).Floor(), 17 StateEnd f& %%
Coroutine ASFESTWA. W, BiFHI7 5 R ME) T R A0S E, BB, WIS X, Maddy £ 711,
TERAE M LA 3px AL, TERRAE 7, 84 1T Maddy #i%ad i, HEA B R — AL,
WL AT X — B sl # 3 BT % Ab i AR5 Eb) (BT 2 MoveToX /Y, KM iEI0 H 3 B AL B 2 )
FVF R ZE. XA FNA/XNA desyne i) B ABRIRAE ...) (IRA AT BEAERENIEIEJE TEi% uncrouch, IXFEATA] LA
FELLIIL P — ELARKF crouch, WA J5 AL E 0 ¥F uncrouch)

StDummy

StPickUp (f£ StPickUp ik, Wi FRFsofk H k7 4H SlowFall @1, H4# gliderBoostTimer > 0f H
gliderBoostDir.Y < Of M 20 [r) 33 fE 2 & 4 Math.Min(Speed.Y, 240f * gliderBoostDir.Y), ... XA glid-
erBoost Timer — A #R HLAK:, (513 B K BE M2 H M4 K. ) (8 B R FEAE StNormal FEIETFRFSL IR, 2l SLAk i)
OnRelease(force) KM T SLARHE. X T Player, Bk T2 %5 4% T LA HAI], force € {0, Vector2.UnitX, —Vector2.UnitX}
XFF7KEF, Theo 7K, LA K4 mod 524K, OnRelease FEAHZE force.Y= (force.X== 0f)? 0f : -0.4f, 4}
J&i Speed = force * N, N Byt T-szfk, xfF/KEEZ 100f, X T Theo /KA 200f. MANE T /KBERIS2AA, 16
Speed # 0 [{I1H L Fif 23k noGravity Timer.)(StPickUp 45 H i, #5¥%4 gliderBoost H. Speed.Y< 0, N H &
FEE DN -105, MXUKEEET cannotHold Timer &3, KRt a] AXUKEEFFR. —MiF &2 H 21-22, G; 1, D
XFEMEIR) (F /& StPickUp 245 =Fli# EE H: gliderBoost (£/0[H_E 240 * Dir.Y), i85 & 5 & % /b L 105,
varJump F3% 5 E B ) (FEBM BN T, 5SRX IRUG £S5 gliderBoostDir.Y = 0f {H Speed.Y < Of (15
WYEHUICZ AT, FREEAE N -105L.)

StFlingBird

StLaunch (BER/Puffer /8RR (524 vk LRI e 45 b F AR, 24— 4L /N T 220 I A 2 5] StNormal.
AN AT ORI R 46 5, TSI StPickUp T

StRedDash W] #5HR, Ay 8 AR 7], A HE wavedash A1 hyper, WE WAL T F BB A2 F ultra
) 205 SR AL I A B b A1

StSwim (A climbhop | /%) (440 * 10)(fE/KIHE IEABIE, Vel.Y -10, -20, +30 f&#. LA Ay iR /K i ft i
T E YT AL )

StHitSquash (F] LAIZBETE 2 (4 HidE N\ StNormal, f3 2 — B hitSquashNoMoveTimer)
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StDreamDash (#7530 onCollideH/V, 7EF4% 75 4 dir (1IE_ R 4 47) _Eid DreamDashCheck)(DreamDashCheck:
DashAttacking H (dir.X = sign(Speed.X) || dir.Y = sign(Speed.Y)), AR LEMHED dirY = 0 Kk
AN, WBHURE dir.X & 0 HERA! (B4 dashAttack WA Speed. X FIT e IF 1 Rk st 2R 1. ol
corner glide ¥ dir.X BE N 0))(#ENJG Speed = 240 * DashDir) (W1 FF4 5 I35, BESRIRES ], E/RAT
PASE I PRI, 985 FIA DashAttack #E23)

StStarFly (ARG, P EBSREFZ AT M, X K2 Input.GetAimVector #H2%7)(feather boosts happen
because the feather doesn’t cull inputs to circle on the first frame, so any square gate input outside the circle

will get additional speed)

StCassetteFly (K42 56 4 [ 1), AR TG0 E . H IR AT BRI 2R cassetteFlyCurve H =2 5%,
Iy A R, 2 R, HG b 2 RN ) S 2 A ik e RO RME— PR ZE ) (W1 Cassette/BubbleReturnBerry),
G R KA E. I ERBER MBI S35 cassetteFlyLerp SR WAT B M2 L ik, XA 22
WEIER (3% %) TimeRate §EM). (EGRNS, 28 B E 24N, (HRAE = Position = BHALFR, KA
HETER! 52, AT, ARETHREELAAR, fTUORBTAR.)(EAERRZ, WITB Position =
cassetteFlyCurve.GetPoint(Ease.SineInOut(cassetteFlyLerp)) A& ¥ mi %, I UIER cutscene, 23 {H 154 H AU FRAL
FIAFLAREEHL) (HAh CassetteFly 222448 Sprite.y, FIULUIHRFTH T StCassetteFly £ 52MiE Y. 253 HATIK
£E Kokodoko https://www.bilibili.com/video/BV1X24y1f7Gu)

StIntroWalk /Jump /Respawn/WakeUp

StAttract/StTempleFall/StReflectionFall /StIntroMoonJump/StIntroThinkFor ABit (4 Ui FE A —FE 116, StAt-
tract RILAIFHA—FF)

StFrozen (State 17)
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17 H/ir

17.1 HREEn

CREEMINLHI N 202, — VB M4k L —mi (Pos, Speed, Vel, &5 LAAMPPIRES, Timer (L FEIERR U1 45 F1
SR TS 28 ) (B 2% FreezeTimer), etc), HAT IEMRHE Vel BB AL E. /2 7 1 = B A&

TR, XAL13 Celeste Studio H1 Selected EosHIMIEL, MR ek v &8 FImis, A—FE.

GReEmiAE], 15 50385 AT, T Cassette Block 75 ZAI 5% SR XT 5%, Bt Cassette Block cycle 7E#%: 45 it
AR RIS Cassette Block cycle BT RRR A HIERRE T4 3 il

W, SRR AW B fa AR, I B (WX SRS AE [ — Wit ).

17.2 Cassette
X B R EURE R Cassette. AL TAS Helper AbHE i J5 115 B R .
o M timer += 1f, WK tempo AT 1, M & timer += tempo.
o & timer ## 10f, (beat)Index ++.
o UI/EA beatsPerTick = 4, ticksPerSwap = 2. (JERRIE L FALTF-ER 21X ML E)

o TREALLSHE —1ME, beatsPerSwap := beatsPerTick * ticksPerSwap = 8. 4 beat := Index %
beatsPerSwap. JFIUIENIL T A Z beat = Index % 8.

o 524 beat % beatsPerTick = 0, Mt — 52 RIS 5.

o 54 beat i beatsPerSwap = 8, IX M 1542 M IS 75 CiCA B E IR s 7, [R) R 20 el ) 4 21 R — . YRR L
& currentIndex M, FATALIE currentIndex HE %4 colorlndex.

VIR, Index, timer ZF#RANAE. BiAL, tempo FJRES KA. T colorIndex £ HE. HEMMAUIT: —BK
Ui, BT Index % beatsPerSwap &7 KT beatsPerSwap / 2. WIRZHE, IBABEANE (-2) F, ENE
(-1) Fh. Y beatsPerSwap = 8 I, F4RZN 0,1,2,3,4 FNE (-1) Bl AN 5,6,7 BN (-2) Fh. ATH
EATZIAIFEASZ BRI

TR E L Z, W MapMeta B CassetteModifier H mapMetaCassetteModifier.OldBehavior = true, B4
colorIndex HUR T Index / beatsPerTick FRAR2:Eitn sy, mf ¥t 32 B T LS JUA WS, i RS2
ticksPerSwap [R5EL, 2 mie R T1X 2 —A swap B JLANTERS (75 WE 523X 2 25 LA swap B2 (H
w 9A SHBEECN 3 KTEIE).

SJ cassette J&—3¥.

17.3 YIkk

YINRFE sl (X B8 12 EnforceBounds #4), TransitionRoutine 5 2xHH w2 J51H 1)
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bubs drop

IR D) B 8, StDash # 1 {H DashAttack &4, I HBAIEE B 7 (B EIEEFBEA). FILH ZHEE
HIEAS DI F wh.

DashBlock (I (FIREHE) 7ERYST 22 3 WU/REEML. REAII0, DIR 22858 e . TR (IR A6 DD RSN 0 75 22 45
43f. WE, WG £A DashBlock 24 40 + 3*n WG, RiZ A2

WE, Jyi DashBlock i 2 5 FE VIR, & A2 FEHIL? [FIFERAE? JX M 1% 5 DashBlock. RemoveAndFlagAsGone()
K.

DR S T B AR, DRIy DU — e R ARy Al .

W T U0 SRR AR A O, R ES /-5 T N B VDRI fil Bk B 28 2 tR— 1ot

ANE 5 T DDA o B B L. A7 B B AL, AutoJump, DashCooldownTimer S5 AL,

5A a-01 -> a-13 FIPIARZ 59 Wi, 7] fe e R AR ELL?

17.4 BEFHEHL

M NormalUpdate #3244 i & 8, 21 EE R Speed.Y > 0, Holding = null, N, (WRi#F 5 Facing
7w W% 2px € il e, A4 N StClimb. #EA StClimb 2B IEA B R MEHE, AK-FHEAE) /(B W,
moveX A5 Facing % [F], A% N, [f] Facing W 1px FIEmlEd#, fili4#% N5K1F climbTriggerDir = Facing), M4t
A%, ClimbBlocker, wallSlideTimer > Of (1524 B 2 #8/$44 J1 I FE/R 58 wallSlideTimer J&, JoikfiliR
climbTrigger) %. IX£e35E 56 2 J5 F 2Bk,

XPiFh 2250 bool TsRiding(Solid solid). #I%#E StClimb/StHitSquash, -4 ¥E K& CollideCheck(solid,
Position + Vector2.UnitX * (float)Facing); #13R7E StNormal H climbTriggerDir != 0, -4 #E 2 Col-
lideCheck(solid, Position + Vector2.UnitX * climbTriggerDir); #157E StIntroMoonJump NI return false; 415
7£ StDreamDash #54 #|5E CollideCheck(solid); M CollideCheck(solid, Position + Vector2.UnitY).

ZipMover 5775k, £E H S HYEH HIBILR N IsRiding KR, PIULARKTT A A PIFRHEIR + DreamDash +
JEIER.

B E S Facing RIAIAETE, V& climbTrigger JFANE B EA R 78, 1248 1 IsRiding 1€, BIE#AIX
— M B, B sl B TTH 1px LA, FET7 BV RN, 598 el k IsRiding, Stk 77 .

52, WEATREE + KPFAEEH. XBEAVFRHEGZE: KPEES Facing FAHAFAE 2px BLA; 2K
IKPAL B B AT A #RAE 1px DA,

HA State (8 HILE.

HEEBIER WA, Maddy RAEF—FHE 7. BUILEAIE %M T, 7T LASTE ZipMover HHAMRE. o
StClimb, tLil climbTriggerDir.
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17.5 BadelineBoost
FAVIX BHS AR AN V) BadelineBoost. VIR ZEAZL.

BadelineBoost VR & fif). #fil Maddy B 45 H & I BoostRoutine, 7 H & ¥ #7 % BoostRoutine %,
SR E Maddy N StDummy, H3# & 5m 6|72

#AS Coroutine B HEN StDummy X —MifE NI 12f 7 (12 4> yield return null) + 1f (FEHERL) + 6f K
& (yield return 0.1f) + F# 5px B 1f + 6f K& (yield return 0.1f) + 1f XM A StLaunch.

H e T 42 BadelineBoost WAL E, e KF#1A num. Coroutine FF4HHT GRS 4 i —4> BadelineDummy
(badeline TMHAEERME), ZRJ5IX 12f badeline i — MM Maddy WS IREIBIE. LN Maddy JFERAE
playerFrom = player.Position it 55, playerTo = BadelineBoost.Position 4 new Vector2(num * 4, -3f) A% 54,
BEATERPEARAE. (HREE 1 WIRNERAE, X FECE 12 Mg RN KgAK N, MRZE T 1/12. HANEEE
&, player.Position 2B AR KL AR R S 58 B, IRBHIEEIEE T30 1px, 4 R & M ERF)
1/12 px, HAiFE ) WAR F 2B .

12f Z J&, Coroutine BANFA T % E Maddy M &R, Maddy A RE#HERNEH StDummy, EIEAZTE
251580, v LRI varJumpTimer OAALE, [ 12f BF1E 0 S E0X R e mEEEE. (XFHI50 jump timer

abuse)

N StLaunch B}, £ Player.launchApproachX # & A BadelineBoost.CenterX. yEi, &ERK T A& Bade-
lineDummy, [KHASZHIE 1/12 FIFEm, & — NS, AR S WHALE Maddy FI47E.

Player.LaunchUpdate H, £&# Maddy HI/K AL B #5)E] launchApproachX.

IR e 2% 4518, FEfit BadelineBoost B 2> S8 WA R IAE. A% EREEEHE varJumpTimer (5L F, i Bade-
lineBoost I %A br R3] 1px, #EN StLaunch B 7K/ B ALE §i#2) 1/12 px, 1M StLaunch K45 A ]
JKPAL B A BadelineBoost #AA A7 B X7 (X4 FEEANLERETE 4 ~ 5 px WMLR, MM RE), BEITEAKH.
USRS T ik BadelineBoost I (17K P AR L B [ 1E 71, BR4 /KA B 2 ISt BE K T

17.6 Puffer

Puffer [1] PlayerCollider 7£ Player i fi &, 1 H S i [F il 45 W2 7E 5 B E R, B HA L1
—ANE[R, 17 5E— AN 4N detectRadius F Circle collider (4% 32) + KEMIFS X} Player FIZNAAR RN, AIT45ERL
HRE—AN 5. BT ERREMY, 38 Player ¥HL /SiSI GO, XA SRR /NRA—FER. BRIER, 2
H Puffer.Explode().

Puffer.Explode() {H pushRadius (345 40 ([, XF i A ) Player #0254 Solid P45, A Player.ExplodeLaunch(..

7t Puffer.Update() 11, Explode R f¢HH 5 AR FH N ABE Solid FHE4H) Player fiik, HAE Puffer 4 States.Gone
AT ANl &z, #RT, Explode 0] BLH OnSquish fili %, X522 States.Gone 520, [K Ik Puffer 7E##28k
B BT AT DAL [A] P il & 22 % Explode().

WIS Player il 5 JEREREAE, 4 98 T3 ExplodeLaunch() M7 AT FER . 2810, 415 B OnSquish fi
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&, WA gE. 1B Puffer A 1E NYERITEIE, M 1E_EYEEXFHHIE W2l GERY. X THEE Player H .0 7E Puffer
HIAL B B IE B

W AL B P K il & Puffer, BT Solid.MoveH/V 7Efili % Actor.OnSquish #If, £ H & (R F,
BEE AT AT 21 FH S 1 X b o U R AR

W Pids T, Explode() JESA LA —Fifilk 75X, Abmi/Z OnPlayer # player.Bottom > lastSpeedPosition.Y + 3f,

XA 15 BE R i A1 ProximityExplodeCheck = 2t Fl H-A—Ff! https://discord.com/channels/403698615446536203 /5192813
17.7 JumpThru

https://discord.com/channels/403698615446536203/615402712011636777/886535997507125278

JumpThru BIE (-40) AR AR EAA K. THRMEREA. HWIMNX L2 F] LedgeBlocker (CrystalStatic-
Spinner/DustStaticSpinner/Spikes/ TriggerSpikes) §Mi.

A5 R ZERE U IE (e.g. M NI (E RTINS ), FTRER 2 dd SRR E R IEIE.
UEAMEMPRIET, # Maddy BRTER TR T 6px PAK, iEa BB IE b X,

RS2 AP 3hH JumpThru, B4 FREFES, i

17.8 Bubble Corner Glide

g, A KFIIEM A4, {H Retention tech gym HIIZAE. wisdw ok, 8563000, HAEBREEMHET—
Wi KA retention MLHIERAFH L. 2 BLEE, AT DAFE IR TEAS T DS R aG vifil) (o 5 5 S th 2 ik
WA, 2 RAE R FERS, A StBoost A% HLIEFLIEI Velocity.

PHERATE LA StBoost T3RAF /L, L il — 52 H.:
o Bounce (F#k)/ SuperBounce ([ F51%), 42 CurrentBooster.PlayerReleased (JRE X154 can-
notUseTimer 4%, {H respawnTimer = 1f, KRN BN LiEHE 52 A2 H), B2 CurrentBooster, 58 J5
W HE StateMachine.State = 0, {2 BoostEnd H.H £ Vector2 boostTarget J-i&H HE, FE B R
ARG, FE34S Bounce/SuperBounce XM ) 1 # .
G VIR O, bR B Gy, SRS R OE i R 55 K /3 55

o SideBounce (754751%), W4 [ AFEE Ak, KA #EMAK. HT SideBounce & 5uiifT & T #3E AL
BRGEEAKTRHEE, B StateMachine.State = 0, HANHH CurrentBooster.PlayerReleased, 4~ & %
CurrentBooster, A H B boostTarget. K el Ry .0, IEAIFE(EHE T cannotUseTimer i
TEFTLATCVE A B (T IXANET (] LE iy B 3k N StDash BT BEAC), SRAF RS Ml s s . T
CurrentBooster B 7%, Pkt b el D) 2 36 T 25 ) v ofl.

PR I, B 2 G, TR R IR H Al A5 8, N — RIS
o MEFNEE M. XAMELASET MRS IR OLT, HARMRLR] 7 AR AR — N

N BRI (WL AE, cannotUseTimer 3E7E). BLI 7 AEE /NI H 25, AT LB 2 27 0 58 — NIt
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BLR: - MNEIRE, 25 TR RSO

o TERPIE. WAEMAXEEIAEGEN StStarFly. FLfil K BoostEnd [FIB#F RV, SR )5 5t 2 % M
HIRE R s e
BLG: WA, Bets 2RIE TG, HBIER H 3.

o PointBounce (i <iJEIFIE). BT PointBounce i CurrentBooster.PlayerReleased {HANE % Cur-
rentBooster, A4 StateMachine.State. KIH7E StBoost N33 PointBounce 3. I Iy 04 B
T, ENEAER. BB TBEIESE StBoost W, b — B H) 5 (B4R ATl R) S BHs [l
O, FRRRRR. FEFRIES 5 i, Player.CallDashEvents() 48, HT CurrentBooster ¥ # B %, iX
e bR s (EOME EERN), RIS, BT B RATH R /E StBoost 1,
%H BoostBegin [I# 5 8 &, [KICTFUR W, 2 S S8 P i e, DT DA RAAE o 1 3o FBE R A7V T o).
LG I I, R ) LE Al R S, — B B S RS R o, I TR R v ).

DL BERS IR, S2BR A& MoveH + MoveV, [t 3 5470 B 45 50 58 N & 4%,

17.9 Cutscene

ANTEIIRIE XS R CutScene (CS) # 2 RIS 1), B EMTIRERA—FE. AIREMEAE B EAR THREE N
StDummy (BAATEESF)/StNormal, HE (FE—77m L) EE /A E, S FERshE ... DN &5 00
REA IR S = v

4> Cutscene 2% StDash 254 StNormal, R A] LA /KEE ultra —FERIRCR.

#B4> Cutscene 22FH 1E camera #3)), BHIE Level bounds. (A RIX 75 ZAE player.Update() Hfil&Z, 1H level. Frozen
= true AR AT player.Update().) 405 EERE i1 T LAEHL R — 2Lt /7 25 HLin Madeline in China [#)
any%.

#4r Cutscene &3l camera. 7] AR FIX — S0k 2 e B, A8 BBk ahim, MWimfE Maddy 25465k
B I ENLE) — ey 2. A X M ST REAN IR E.

#5) Cutscene & HE (—L877m) _F)) AL, HAZFH retention /R AT LTI & 2 [H] K.

FLRE AT CutScene (CSGEN _ StrawberrySeeds) ANEL# State.

17.10 EEiz$g%, TalkComponent

FF: & TalkComponent f&7E Lookout &4k (¥, Player H# B2 TalkComponent.PlayerOver ==
null || Tnput.Talk.Pressed KH & & HRTES TalkComponent 22 L[ (4 HZALHI Z: Pk AE M CanDash).
PlayerOver s&7E TalkComponent H & 5 HAIRME 13 B #, /& TalkComponent ZEATER&FEL.

depth A [A] ] TalkComponent, AT A A& B[] 5 s 2 RO an 53 5 BLARIT (1) #h 77 AN 1E—-> TalkCompo-
nent, A AT REIEHUSL B RERE 1. X PRI N AT 4% X SBphol, Ty SO E, ARG, (HE T IRV GE A JeA 124
BT 2R EEE
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Lookout.LookRoutine(Player player);

JEH 1,X; 2,R,J: EAC H AR —1i, B8k LookRoutine iX> Coroutine %5 player, ifii Coroutine & Com-
ponent, R N WA HHH. FrbAE R —Wi4 2K StDummy. KHEH T StateMachine X4 component
LookRoutine Ze#% Ik 255 A, s StNormal 37, K13 (56.6, -105) HIHEE, A58 StDummy. A
JE TR E R (MAME R — WUR R Fo TR B, 75 AN R BRER R 5 AF). VR, SR =W JETE, iE1SE
StDummy A LookRoutine...

TalkComponent.Update(), 1X ¥ 1% A& fiflt & AH <.

if (flag && cooldown <= Of && entity != null && (int)entity.StateMachine == 0 && Input.Talk.Pressed
{

cooldown = 0.1f;

if (OnTalk != null)

{

OnTalk(entity) ;

FILE T AR E A<, DTS T NoControl BT R B 2 JE 24

2,L.J. fE5—A> L,J B, &M StNormal #EA StDummy, ZZR2 W PAK. 5 =4, StDummy FIETER R
YFEE1E, varJumpTime & 7] LA Input.Jump.Check B! B, WA EIXAE.

arguably 3 types of bino storage
bino interaction - this only has an effect when leaving a room - easiest to get

bino control storage - allows you to control the camera, has the same effect as bino interaction storage when
leaving room - also makes you invisible if you leave whilst it’s active - requires being able to cancel the dummy

state of a bino

bino dummy storage - abuses the fact that being in a bino disables room bounds - requires specific setup to

make work
RERI, URA] DARI IR [E1 2] StNormal IX— s, SRt — N4 cutscene ultra 7R 74,

%1: 9-9 skip 1) Bino control storage F5¢ T 2 J&, MW T 1B KB Ei 2 BN StNormal iX— s, K i il B H
T NISEIL T KPS *1.2 & W EHEAE =-105.

https://discord.com/channels/403698615446536203,/519281383164739594 /1087431377034682460
https://discord.com/channels/403698615446536203 /519281383164739594 /108750944 7569592462

TalkComponent 5] 212 StNormal fl_E OnGround(), UAR At anmib 46, v &0EFR], $% F 5G4z 250
FEER. EE, XEZ OnGround() MdE onGround, Ai# R AEN H, J5HE W2 Player &M F I, KT
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i 2 B EL AN A DR, R B TT AAEAT [ B TR S O T R

BRERFT WreH i i, Z0HE 387010 i B K 2 3T B Dummy Walk, WHE SR/ @ & ok i 1k 5 8am 4 1948 5., FFHEA
StNormal.

private IEnumerator LookRoutine(Player player)

{

Level level = SceneAs<level>();
SandwichLava sandwichLava = Scene.Entities.FindFirst<SandwichLava>();
if (sandwichlLava != null)

{

¥
if (player.Holding != null)

sandwichlava.Waiting = true;

player.Drop();

nlaver StafeMachine State = 11-

I yield return player.DummylWalkToExact((int)X, walkBackwards: false, 1f, cancelOnFall: true ;I
if (Math.Abs(X - player.X) > 4+ || player.Dead || !player.OnGround())
{

if (Iplaver Dead)

{

player.StateMachine .State = 0;
}
yield break;

Audio.Play("event:/game/general/lookout _use", Position);
if (nlaver_Facina == Facines_Riaht)

27: BRERAT I S Bt

i T Player.DummyWalkToExact 55—l an 45 17 /K FAL BAHSE, W B yield break, Kt 1RN 2RJ R UI7E
BB 265 7K T BG5S S B AR [, AT DAAS L P ) 2

17.11 %4
DashSwitch, 5t & Farewell 334N A] LK /K BF48 FF 1 42401

& Solid, A LAPMBE.

oAl
R BT SUTEINT SO Maddy, ZKBE, KA, Seeker, H £
F—25: JKBE JKA, Seeker, % H 5 X LT R B 2 .

2% 1E Player 337 . DashSwitch A &4 OnDashCollide = OnDashed(Player player, Vector2 direction),
1 Player 287£ OnCollideH/V £ CollisionData data, data.Hit.OnDashCollide(this, data.Direction), X it
fik A AL T TR

¥ =3 {£ DashSwitch FJEEFH. 1R Maddy FHEP) 115 N 2 BRI F) b 4250

OnDashed 234tk DashSwitch #47, %85 F iz [8] DashCollisionResults.NormalCollision. {H & 5 & F 1% 5
(Rl ¥ 1%, OnCollideV BLX} NormalCollision 2R, REZEIXEI#F) (X, £1) BRI (£ B T ETs
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M, X M -4 3] +4 (HAEHE 0). T OB, FERES) 1px, A8 1px, B, KR A=
AT 1px BIKPAIRE. IXAE 5B [c-02] A8 HL GRS b i el 3T SR 4R FL AR SR A
17.12 WindMove
FATENIE, 2T WindMove HIZKTFEEITR _ERMERNIH], RIRE L FER:
o I AN SZ RS

TEHBTH 5% (onGround&& Ducking) MIASSZ K520 .

o MHIRTT IR L 3px AT 5 AN SZ 52

o AMRUIN. (MR, W WindController IR LEIEFKAK, 4w LABLF HEH FEUIMR, A5
WindController FHEDTZFE MM A (T3 VIHR, R B NIEAERL))

o NIEJE, noWindTimer, PAK —SH A IH I, tHAZ 0.
{HiX B A ME tricky BT, 332 500

if (move.X !'= Of && ...){

if (Ducking && onGround){
move.X *= Of;
}
if (move.X < 0f){
move.X = Math.Max(move.X, (float)level.Bounds.Left -

(base.ExactPosition.X + base.Collider.Left));

}
else{
move.X = Math.Min(move.X, (float)level.Bounds.Right -
(base.ExactPosition.X + base.Collider.Right));
}

MoveH(move.X) ;

}
E—F, R EAESHEN, HEEZEN move. X = 0f, A XU 4 A VItk, A XE AR, {B4740—
m, AIHL TIPS S move. X = Of, {52 il & &k G DIAR BAX AN 5332, WRAE T A i R 70 AU
17.13 =
= Cloud, H bool fragile K E & H =2 2.

= AE Cloud.Speed >= -100f H. playerRider2.Speed.Y >= 0f i}, 2xi% & playerRider2.Speed.Y = -200f (412
Mo, BoaslR), TREE A BF u lEATRALE (3901, -200f).
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1e8: 2,R
101: 1 1
103: 1

Pos: 1911.71, -296.08
eed: 972.40009, 0.00000

0s:  1926.97, -296.08
H 73340, 0.00000
74

8 StNormal .74, 0.00

CanDash Coyote(5)
[2-02] Timer: 0:089.895(535)

30.00

12.608 47.40

Bl 28: fEA 22 AR DL T, FI AR BB “ A R ok T A DI IALE, AR A BRS [l 1 AR
W (T, 3R 0IR).

RILLEF u cb FIRHE, X2EH BT cb . JLANATBERI R : -200f, -117.5f (= liftboost N hyper), -235f
(= liftboost FHNBE). -200f f5 F B2 ] LAN FH TSR i i AR B, DRI w] AR KCREFE b BRI A 2R

(R FEARI) B2 BTSSR u,
13 | L,D,X
1|R,J
113

14 | R,D,X
V& B 2 B 58 ot (BE TSR Pk & 2 AT LAy (R A0 —ol) JFaRS . 7 B — ANl 5 10 mifE o~ b (AR E

L), AR R BREE LA 0.5px, XTI,
TREEAEIE L, PITICREHERI? (20 Madeline in China, AHITE R F R 2 R A7)

HT e BT, AR mT LIRS e i B e 1% v SRR . tbin 10,LZ + 1RJ + 3R + 1RJ + 1IRK +
14RDX, J#JEF 409. 4B FHF| Tix— 4.

17.14 Kevin 3£

LRI, ik Sk, e.g. 6A UK Kevin. i CrushBlock.CanActivate ¥, 1X B EA&DN: Bk
giant ZEHBEF AT, A5 B canMoveHorizontally, canMoveVertically #2il.

CrushBlock 347 Nl attackCoroutine = AttackSequence() %5 Hi. P FFR 240, HhbLeyldUf) 4= AT DAfph
& FallingBlock. fEIi 45 G 2 HERRHL IR ) BRUGE DS 0, Smiid B 60. Solid 2K MoveH/V H Al Solid
5 Solid MR, HERE T B4 CrushBlock.MoveH /VCheck, K [FIFER Bt MoveTowardsX /Y #& ] LA
TR, — MRV B, B 5 WEI S 2 A A Kevin 3, IX7E—4%% mod & B2 5 ).

W, S A e R HERI IR, it 6A /02 IR H Kevin, Se51 214 M, #5220, sEEE T

Kevin [J[RIF2/2, % moveState.Direction k& 5HHEAN 77 1] [FIFE 2 S e i AL B, 1 3 B 5 ) B sebs BT
g). Bk Kevin HASIER N RN BEEIE. AFEf#EE -> MEBIE -> B2 -> #RET -> 535, ihe
45 Kevin )7 #8H7
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17.15 RHENFk

£ StDreamDash F, FATTIEG W MBI —FE31F onGround, #EFIH jumpGraceTimer (jumpGraceTimer
R AR IR ), T /E7E StDreamDash &5 WIS, Z )77 [ AR B A4 T, Bribz Ab, ) 77 [ AR B E, Rk
FVFRAE DreamDashUpdate() 255 NI StDreamDash [F i B, #E47—RBEEL. a0 B IX B oV Bkik
[k, A2 RREEI AN RS 9 i AN 13 i (VE R RN E buffer 23 UiHE).

PRI SRR BBk At & B3 fis — i) DreamDashUpdate() H1BkER -> DreamDashEnd() X 3R IRBENT ] -> StNor-
mal B BkER.

TR B H 45 T AR BEE TR BBk R, HR S T Ry AR EH AT, IR Celeste HEAMILERATRE ERppz
JaRekEck (XFERTREREAE TR T).
17.16 Wall Slide

wallSlideTimer 7E wallSlideDir FEZFE#[A], SMi< /> Engine.DeltaTime, — Hyfifl, BEER, RSB T ZI0
£ e E E wallSlideTimer = 1.2f.

wallSlide 755 7 MERHAZIN, o gt Rk, T And, B 7rm] LLBot il wallSlideTimer.

F ORISR B N, T RE IR MAR SR, A4 B2 ] UHISRIE cp f. &8 Al 2 # R R A2 B 4K, B9
BB ET

https://discord.com/channels/403698615446536203 /519281383164739594/1062862292611498004, wall slide #
Yk E 19k RN 45 A o, RAJgeteih T %,

17.17  $AREHH

LoadLevel Hili], Key PN AS RIS R 5B A, H—mt& W mEsth B B Key (BURFRE —KMiE), H
TIRAIE I Player 1 Follower H (B RFRES —25#i).

17.17.1 LoadLevel f8%

OnPlayer B, 21 H

session.DoNotLoad.Add (ID);

session.Keys.Add(ID);
X ID /& Key [ EntityID.
X FE LoadLevel i,

o M| EHSEH: DoNotLoad X f¥ifF LoadLevel HA], 55 —JSMpis Ak, 1bok, SA IR SEHIH) Follower
WMo AEIG 5 — M AP R . X %A — A W E R 7

o BUEKIE I SEA:
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— YItk: BT GainFollower /71521153 Key T Tags.Persistent. RtV )G Key SEHIISRTE Scene
2 ILEASR A Key. (454 Follower SEf|2: ¥ PersistentFollow = false, i BiAN27EFAHL
i H 2h47f Tags.Persistent, 41 (Generic)StrawberrySeed 8. X SE VIR 5 & 17H %.)

— AEDIR:

* Ll Level.TeleportTo JjiE Ml (VEE &AM, A Z mod M. H1UN Farewell ¥k 959,558
J#| 1% CS10_Farewell. B{3# CS02_DreamingPhonecall, HIA I A M Level.TeleportTo, {H
WA RAL.), KR A 72

Leader.StoreStrawberries(player.Leader);
level.Remove(player);
level.UnloadLevel();

Session.Level = nextLevel;

LoadLevel (introType) ;

Leader.RestoreStrawberries(player.Leader) ;

StoreStrawberries R I A YAF i E] Leader K I — A AR, JFIK TIX LR %
Tags.Global. #}/5 UnloadLevel 2 3 I AT 1 Tags.Global I{JSEAAEIE (1] TransitionRoutine

NI 2 Tags.Persistent WA ¥t —3#)). 851 LoadLevel,

- LoadLevel W, 7E R 4rsEARE MG, HT IntroTypes 472 Transition, 2 H
LoadNewPlayerForLevel, iX'E(Iu K SLR 2B G @S], EM BT Player 5042
Ja, BER S ZRME S, (E18 K Be H 33815 session.Keys FAEfEHIHLLE Key.

S}J5 RestoreStrawberries [P HAMIHIEL IR, Tags . Global WHFER.

* FET-HAEMIB] T Player.Die i3 Leader.LoseFollowers(), {3 Follower /NFf Persis-
tent H. 5 Player B4t E. R85 PlayerDeadBody 7E DeathRoutine 451 H PlayerDead-
Body.DeathAction = Level.Reload, {73k K& /5.

Level.Reload 2=l Level.UnloadLevel(), #AJ5 Level.LoadLevel(Player.IntroTypes.Respawn).
VISR HT—FF, 223K13 session.Keys HIEEHIHELE Key.

RILRIN, HREER, (HPIRRE.

Key.RegisterUsed () & fiif54HAM LR Followers #113R, I FRrH session.Keys. (SR EAIAE DoNotLoad
) PRI X 8 R 3 — SN 3 R i A 2 iR A

Key i TransitionListener, {if51E7EA FH HH I RL &4 HOHTARIC N StartedUsing = false, - H & sprite.Rate
S AEE (BATSAIM) A EE sprite.animationTimer (FRAEZ FIATE idle £, 75T cycle FIX 2T fg
1), FrCLESRTRATIASBEAE BE R IR1G —AMEETE sprite.Rate = 3 FIZ/ER key, HZ2MKIA T LA Bl LockBlock fil
HIHE key [ cycle.
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17.17.2 FFéi

LockBlock 4242 60f i) PlayerCollider, Bt 52 Ml f5 2> (FEMEA# K EE— M) 22X B 1 Follower H i)
AT E Key A LockBlock. TryOpen(Player player, Follower fol).

TryOpen £l LockBlock O HIi HOHEL R B L B S 2 Solid flifi, WA, WAk Key trich
StartedUsing = true, 343 H &1 _E UnlockRoutine(Follower fol).

UnlockRoutine HIZE—MWighss H SN E key.UseRoutine(Center + new Vector2(0f, 2f)), 3 yield return 1.2f. 2
Ja ¥ H & (LockBlock) A DoNotLoad, 3/ key.RegisterUsed(), PA S &4

while (key.Turning){
yield return null;

}
XZJ5, #iH LockBlock.Collidable = false, YA FFHAAT JG 4 yield return sprite. PlayRoutine(”open”) 5.
Bk, 7E yield return 1.2f 2 J5 B4 H A, A B G HR SR T#R T &

Key.UseRoutine R, JFUGH % & Turning = false, &5 KA E Turning = true. JF8AI BB T & 1)

UseRoutine.

A, LockBlock 447K Platform B Depth = -9000. T Add(new Coroutine(key.UseRoutine(Center
+ new Vector2(0f, 2f)))) &K E7E LockBlock.Components.Update #. % ComponentList.Update, 5§ 4HHT
2B LockMode = LockModes.Locked, #R 5%} components iZ N Hr, #x /5 LockMode = LockModes.Open.

fE LockModes.Open, A&t/ BN /M. 7 LockModes.Locked, N &A% toAdd/toRemove H', A5
LockMode ¥ setter #% i HII 23 Ff 24 FEIX 2 toAdd/toRemove.

K % R 7, LockBlock. TryOpen I HIHE—M, key. UseRoutine FFANE1E.

Tween 2K, ERATXEHBIMELE T (Reverse = false, Mode = OneShoot), 7£ Start Bf 244 TimeLeft #45
tt N Duration. RS4RI EH TimeLeft -= Engine.(Raw)DeltaTime (BRTZSHECE). Percent = Max(0f,
TimeLeft)/Duration. A5 Eased = Easer(Percent). 4 TimeLeft <= 0f I/, I & Active = false.

SEREIITF, LA R Depth 0/ -9000 / -1000000 k3 BHiX 73l & Player / LockBlock / Key.Update:
(1) %5 1 i, Depth 0, LockBlock.TryOpen F%3j. UnlockRoutine I A %] LockBlock.Components H.

(2) %5 1 i, Depth -9000, LockBlock.UnlockRoutine # key.UseRoutine {£4 Coroutine (EA N1t N Coroutinel)
S LockBlock.Components 7.

(3) %5 1 i, Depth -9000, HTB/¥, key.UseRoutine JF-AIE1E.

(4) %5 2 Wi, Depth -9000, LockBlock.Update ', key.UseRoutine ¥ tweenl JIAZF| Key.Components H'. yield

return tweenl.Wait().
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Tweenl s& CubeOut, Duration = 1f, Tweenl.OnUpdate HF sprite.Rate = 1 + t.Eased * 2f. /G H 7
KA sprite.Rate 4.

(5) 2 2 ~ Np M, Depth -1000000, #ci4T sprite.Update(), %85 tweenl.Update(). fEZ Ny Migh g,

tweenl.TimeLeft <= 0, Active = false.

(6) 25 Ny + 1 i, Depth -9000, HE} tweenl.Wait().MoveNext() 4 false, M Coroutinel [¥) enumerators £&1i
#H | key.UseRoutine 32 # 1.

(7) % Ni+2 ~ Ny i, Depth -9000, %1+ key.sprite.Current AnimationFrame == 4.
(8) % Ny i, Depth -1000000, key.sprite.Update(), /##3 key.sprite.CurrentAnimationFrame == 4.
(9) % No+ 1 Wi, Depth -9000, yield return 0.3f.
(10) % N + 2 ~ N3 Wi, Depth -9000, 4.
(11) % N3+1 i, Depth -9000, key.UseRoutine #4 tween2 JI A #] Key.Components 1. yield return tween2. Wait().
Tween2 Duration N 0.3f, 177 sprite FIIE#.
(12) % N3+ 1 ~ Ny Wi, Depth -1000000, tween2.Update().
(13) 25 Ny + 1 Wi, Depth -9000, tween2 5, key.UseRoutine [F]Z#% Tl

(14) 2 Ny + 2 i, Depth -9000, 25 3)—> Duration = 1f ] Alarm, {EEITTI 45K f54H —4 Duration =
1f 1) tween, #1575 BRI T AOG TR SUR, B IE 2% Key N br (At 8 EIF7). JF
yield return 0.2f;

(15) % Ny + 3 ~ N5 Wi, Depth -9000, %1.
(16) % Ns + 1 i, Depth -9000, key. Turning = false. HF UnlockRoutine LA CL& B ik, 75 B4 E] T —i.
(17) 2 Nj + 2 Wi, Depth -9000, UnlockRoutine ¥, {#453 LockBlock.Collidable = false.

ff Engine.TimeRate = 1f [{IHM T, Ny =60+1, Ny +1 < Ny < Ny +27, N3 = Ny + 18+ 1, Ny = N3 + 18,
Ns =N, +2+12. T4&,

B3t (115 + cycle) i, X5 cycle = No — Ny — 1€ {0,1,---,26}.
cycle W) EAREUEI YT sprite.animationTimer. 7E sprite.Rate 53] 3f 25, BT idle &1 currentAnima-

tion.Delay = 0.1f, K Ht4&E4> CurrentAnimationFrame #5& 2 M. 1 idle & &3L 14 Wi (0 ~ 13), Btk &H 2 H3)
I TTTHE R 26 .

BUERATH
t:= (sprite.animationTimer X 10f + sprite.CurrentAnimationFrame> mod 14

V£ sprite ) (Z94k) AR S, A ¢ € [0,14). IRA%EMT ¢ Hjn Rare,
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o TryOpen AYAR—i (26— i) (FE3X — R, thRIE S mHR_E& BI0) FZ0RE Y ¢

o HILIMFIE key.sprite.CurrentAnimationFrame == 4 [H—MWi (55 63 i) MLILEI AN to (FEHIE
i, HRISERR B2 S 62 Wil ¥1E B AR B i),

A ty —t; = 25.3320 = —2.6680 (mod 14). 24 t, € [4,5) B, BESLRIFFI]. XFRF ¢ € [6.6680,7.6680) i, £
RUETE BRI cycle.

H T 5% sprite.Rate = 1, fE45 cycle B sprite.Rate = 3, AT LA Z BIERER 3f = /> 1f key cycle. Aid, aniqdi fHit
Key HI%H —2k#id, 4 animationTimer HAWEE T ; k2, 1R & Transition, NFRHE
17.17.3 ZIN

OnPlayer &3 session.UpdateLevelStartDashes(), 143 session.DashesAtLevelStart = session.Dashes. 1X
H session.Dashes & SZHF Zi it HI il %Y, session.DashesAtLevelStart s&fF—HJFURIS (VLA BIANSRIG AL, B+
i) [E2P H Dashes [1. & EX IR FGZ, RRHNIETE %, Dashes 25§17 DashesAtLevelStart.
K IXFE AT LA 1S Dashes A THAJRLE R 27 BARIKIE A RS A,

OnPlayer 1114 & key.Depth = -1000000.

17.18 ERIR
RS 70k,
https://github.com/Inf-24 /BounceBlockExplanation

TV DU I BE (158 2f), £383d BounceBlock.ShakeOffPlayer ¥4 Maddy 3B [ StNormal, #J¥ %
A bouncelift, F-45 TIRBEES[H]. 32X T E LR Maddy 5% 31 BounceBlock -, Bt PAIX 85 — M 20 4% 45 HIUEE.
R S ful R AR EENZ 2 (- — MW= AE 1) LiftBoost, 1A 3R AR B

IEI KT BE N (X —Mif)) LiftBoost (Fei&sea®ibdid, H AWEE 7 mA 6T, JE 3] StNormal, HAMREL
i, 2 FELE AR BRIk A T AT 343 40+ LiftBoost.

52X, RIS R POEE e R 2wk, A Z L2 130 + LiftBoost. 5 i€%| LiftBoost 41 REIA 2]
150, IXFE T T A /b

17.19 EZEHR
al gy H Bk

FloatySpaceBlock FIiz3l;: ‘BAIERAIZ3NM), 123N REEEN1HR FEE (bool MasterOfGroup). *f 1 F 53,
MEE 7 W BB AR, KFETR E—fAEs, BRAEgd. £ dashEase <= 0.2f B, /£ OnDash H 7] L3k
%8 dashEase — 1f, dashDirection = direction. 7E Update() i, £ dashEase = Calc.Approach(dashEase, Of,
Engine.DeltaTime * 1.5f), ti & — MR EEM -0.025, 285 MoveToTarget(). £ MoveToTarget() 1, 245
dashEase #i5€ vector, 2R JaAH RN 6, BEEHIRIEAE + vector.

X 5% dashEase 1 dashDirection 2> AT 7 524, 56 4 1 8 R R KA B

(0]



S BNA rider 1), BN rider ). (W8, XA HEAE N T kS rider #7AN & BEHLIEIE?). vector = Cale. YoYo(Ease.QuadIn(dash
* dashDirection * 8f, iIXH QuadIn(z) = 22,

public static float YoYo(float value){
if (value <= 0.5f)
{
return value * 2f;
}
return 1f - (value - 0.5f) * 2f;

¥
K= B i3 A9 m2 (0,0),(0.5,1), (1,0).

TR B REEM Y (dashEase <= 0.2f), EFRIEARC BB AL 40 H 2 Rl ds R A BEH R TR A4
H.

WS H BRI SR B ok, W2 filk FloatySpaceBlock.OnStaticMover Trigger(). %I T 7KFofs, X &R0 T~
A2 7 —ik OnDash. R, X243 H BREA B BERIFE 3 B LT A 7. (BT dashEase = 1£-0.025f, it
WA TR 0.79f, BT IRALAEAR B2 0.5, XS FE 30 2 R A7 b 7 B 1px (7))

AN A BRE e, B2 R Spx. AR E A G T 6px, IUbflA SRR S RE B B EE Tpx Ab. A ERER
P i [BR Spx Ik 3, T BRBRGE R [B1 5 Tpx, 1545 REHESN Maddy. /" /:H) LiftSpeed fE 400 /A7, T

LiftBoost = 250.

HANR, BT Maddy H 5B EH (HEM TR E SR E), A R B 2 ), HE R 7 A
3px Ab¥EA Solid, Kb A RIKEN. #RKE) + HETAZE > 1f, W Maddy 2#3) 7 1px, HiICifiik Spring

moon boost.

17.19.1 Bubble storage ;f;f{iE7F

Alaska [081].jpg

WWIAE T X BN M Z FrostHelper ] CustomBooster, V& S HISZHLT SANRERFEA & —FEH (BER
BHLZ U T Custom Boost fl Custom Red Boost, A G ECEH) A —1 bool FBt StartedBoosting,
TERE NI )N StartedBoosting 2 W BB true, fEFBIMHE] (e, BN ME) KM RKAER, SHH
StartedBoosting A true IV, A2 HE B3N, ¥ E M StartedBoosting WA false H—HE|—, i
SR T, ER EHRRESRIFASEE StartedBoosting A false. LA UL, & HIHH T, AEdE
Custom(Red)BoostUpdate H1JEshifdifl, i5%) T % & StartedBoosting = false 7B H Custom(Red)Boost HI%L
xR

WAERAE T AT FATTE S 20 R 7RI (I 1), Al BRae Be i A et i T84 1) Coroutine, AT
ML ZI AR StDummy 05 FIE] StNormal. X BME—Ie8 12, ALK T CustomBoost, {HEH KA wHI =
. BB 1 StartedBoosting = true 285K A AR (IR 2), I 2 StartedBoosting = true. 1
HE B 2, AR, BT SEBRAR S, YR 1 IR 2 FESEHINA Tracker, [RGB 1, RIE
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StartedBoosting = true, T &I\ HIEE 1 Bh0EH 1 JH K T ATLARNIMN KA EASHRE R E RA L1,
PRz, KIEH 2 StartedBoosting = true, T2 A& HIEH 2 JE3hH), AL 18 SwapBlock i M

TRV R —3, HVE R R R ARG EIE A2 Player B CurrentBooster 7B, Kt R GEflFE—14
W, MAME FrostHelper R UMBEAFALEAS. ANk tA GF ik, HSwt 2 JE ki i fig A7 72 v] LAES 55 (8] 1), FrostHelper [
EANAT

HAMNEH R ME B — 1, v L SEE CurrentBooster, 1H7KFHIFRE 23[R 7K 7 550055 1, 658 FH SR il A7
(JERR) Y. A EiX L HH SR # 7 ZEAE StBoost |, 11 StBoost FRMEEH Rk, Bt LAXT AL B E KR 5.

AN FNIEHES 1

First thing:

Cornerglide and Boost State Retention are two different mechanisms, as far as I am aware.

Boost State Retention (Bubble State Retention) I understand, Cornerglide I'm not sure on.

Boost State Retention: I'm going to analyze the frame-by-frame information for the Bubble State Retenti
Technically, this isn't acutally "Retaining" the boost state, rather, it's retaining the value of Curre
in any event:

When the player touches the Booster, the following things occur.

The player's state is set to "BoostState" (in code - StBoost, or a constant = 4). This does a number of
The Current Booster and the Last Booster is set to the touched Booster.

From there, we're gonna gloss over how the cornerglide works, but you cornerglide into the Spring. This
Normally, you'd expect an Upwards spring to disable the CurrentBooster by setting it to null, which it
So when hitting a side spring, it doesn't reset the CurrentBooster, and also sets you to Normal State (

This also means that anything that resets your player state to normal that doesn't reset the Current Bo

the next time you dash, the dash is one of the few things that cares about CurrentBooster, and as such

Cornerglides

First off, there is a handy dandy variable called "wallSpeedRetained" which, i think we can all guess w
When you hit a wall (there's a little bit more specifics on what constitutes "hitting a wall" but whate
When you exit the "normal gameplay state" into another state like dashing, the Timer is set to 0. This

Cornerglides with Boosters

Boosters can be moved around in, assuming you can have the speed to maintain it. It pulls you back to "

However, assuming you're not exiting the "normal gameplay state" which sets the wallspeedretention time

The distance travelled per frame is actually subtracted by 1.33px (1.33 * GameSpeed, 80px/s * TrueGameS
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Another note: Boosters teleport you back to their center when you exit their state into another state,

This is what I have 100% confirmed so far.

CG HIIEMIEDIL T, — 7710 StBoost N ¥A M EEREN, 75— 77 H THEA 80 I Maddy Hilm H &, &
FENF RS T — Wik & retention MREEE, Kt CG @M AI/K PR A DA — EAE 7 2R i B3
ML B BRI, AT W TS B, U B SRR T TR ). A5, P beforeDashSpeed = 0 JTh
TR R A BRI AN E R SR B, R, MR R A

17.20 Collider #8E fili3E 4NN H

R Rect AGIEAE Collider. VAR EBMEE 5, i, PAEIER, AR T EE 4N —m . ..

Rect vs Circle: %M THIMIE SRS ETESE

Rect vs Point: R&MAE [z,2 +w) X [y,y + h) H.

Rect vs Rect: FFEE 2 BAAL.

Hitbox vs Hitbox: B} Rect vs Rect.

Hitbox vs Circle: Bl Rect vs Circle.

Grid vs Rect: SEBULE int Rect HIM A HELE L KUK Rect UKL — DA 848 HIFIE, )5 &l
VirtualMap<bool> Grid.Data. X580 Grid ZA— M 8*8 HEE, R E LS H G RES.

Hitbox vs Grid: JoHUESE 56 3% 6 p AL FRER 2 BB T, 85 Grid vs Rect.

17.21 &k

Camera

ik B L7

MREE Sk A2 B2 5 1E Player.Update() B

P15 45 5 ] NoControl 285501
JR%ER /N2 320f * 180f.

B L E 4%, CameraTarget 77 ZWEALEL T PO 25

Player.level.CameraOffset: Player.CameraAnchor: Player.CameraAnchorlgnoreX: Player.CameraAnchorlgnoreY:

Player.CameraAnchorLerp: Player.EnforceLevelBounds: Player.level.CameraLockMode:

AR killbox 2525400 .

TEH R RS TE T, CameraTarget #ts2 Vector2(base.X - 160f, base.Y - 90f) + level.CameraOffset %45 F 4%
f£4 BN bound 1.

IRIGTERER 7 State T, #ik2=fi# (CameraTarget - level.Camera.Position) * 0.0739.
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H i, ARG A BB Sk R S 2 BB

17.22 BEBHUIFAIEZEY (offgrid)
https://discord.com/channels/403698615446536203/519281383164739594/1065511990480605184
JHIT StCassetteFly 2 cutscene, RJ DAfH 15 BEE AL bR AN 2 2R 4L

Kot — e b N, LE Ao BB R AR (SEBR b RO H A A W i AN B B E ). BT Hitbox
5 grid (SolidTiles) FAlEE /7 2\ A15 Hitbox AIRERE 7 XA —FE, B L5 OS5 &Rk L.

PR PR — AN il e [ 25

FRELINH, RARdHET+EEMEE
FHREERLHR, AMEEAALE LAMA L2ZFAA, dc E AL UL offgrid K X B iTHHLE

MEMME (ExactPosition) 4 N ## # 4 (Position) Ffi/N##14 (movementCounter)

42 Position RET L¥FABREEML, MAKT L NEEFEAFR KK "HELE

BEBALT, BREFINRXNSFEAFENTE, XS EANRLBERL ) F NI 2

AT, % StCassetteFly ¥ [H B KATH, WX AME, AHEREIN KN Position

i R e B 8 3T Bk AL B % F B AT T StCassetteFly, #A1gtab1F 2| #4089 Position (ML THXMEM A offgr

LW T, Position Z KREFHEM K, AU EHEELK, 2 A —LFA
BAVEBERFEE LB WE R, THHRAE

—FhRRE SR/ ER, U ERR Grid, WHEWEMNBE LH— R
Z— MR ERTHAL, ENWAEREMES (Hitbox), WA EEY
MEMBERNCEMER, AH LR ERERLES

MEASHEANAEE, PAEEHS crid WAEE, TIRTTL —H#H

ot —#: YREFNATAZTERNNR, CREHFEL

Bt offgrid WEERI ALK FH

(BAfhan: MEH ve MEH = ANLAAHEZHENENY, REESE HUTH).

A vs Grid = REMEF LG R LFHEERWER, Grid Ry — M 8x8 WEX, RAEFEHRETE

MLENERT D7 BHTE.
TRAREEEH FRED, EmERUREEERERA A4 o8 WARE, HATEAL F# T XL E

EE: FREHNAR A EET CelesteTAS. TAS mod B8 7 Hitbox HIVE %,

R EHLAWAES vs FEHRAFNAER WIERER, CERFASTHME (—RFILTEITK U E K2
FERRE ) debug A F, RHAT2FEF .
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17.23 LastAim

Input.GetAimVector(..) H145 LastAim BT /\/F 7 RIMME. (B2, B9br EIHARREE 360 BTN\, T
ae: WURAE B, WISEA RN 17.5 B, WURAE R -1, WAy 22.5 FE. 5 51E BN A AR A T5 A )
FAFERAELLA, B4 LastAim g2ZAT51A. 5N RIPYAN 7 0. KRS E b M AR R (55
FERIIXTA]).

WX I BB M L /N, TR AEfE— 1 Vector2 Aim. AIETELL B33 LastAim (It 2, #iscfh

¥ Aim A Atan2 ¥4, EAE (—m, 7). Math.Atan2(double y, double x) FK/RIES o HiEJ7 7 1) I
(W EENIE). A i TR y M5 ECE By S5, Alm B 3 s IR AL I £ 07 [ i, PLE A N A

Studio 1 Ff) AnalogMode W PAIE FAZE A, [RIREFZIGR 4177 18], R F A EE]. IXAR LR ST g /& A Studio
AEELE e SO EE A, TR SR AT e A Y, 5 R AT T 1 ) A B S A .

Left : e Right

Down-Right

29: J\ASFET7 AR B 17 B

17.24 idu # didu

ANNEEE du 5w BIXKAIET, FTWRIROI (], ERRA v Z AR v Z )5 (BT W WAL 93T kit 18] 2 76 55

—

FZHRIX AN KI5 gu cancel BARAE du, HHL ultra AK du.

instant 7E T2 EEEE FREMS K2 — B Mk (e.g. WML idu 7EERSE 7.5 8L O W, & R4 Holdable
StPickUp — &5 it ). WE AN A N 2 da A AL RS 3 26 — Wi 2484, X FEAI RN Holdable BiANZ idu.

1M idu A1 didu #9DXRIFE T, IR 2R cb BRI, RIS 2RI A X L b 3T du 4
AR

{i1 didu 4 instant #E T, BHAF& ZATATBLY instant ORFE.
AL A E R, TR AT
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17.25 Spinner Cycle

R¥t.

i 5[ Spinner Stunning ] (KILT 2022/12/25)

https://discord.com/channels/403698615446536203 /598945702554501130/1056636810513612870

ERIBAMIERR N, ERFEE L DT, RS AR LI

WA VA ASWTERS , 45 58 4 I i (R ARFE 2L — > spinner cycle BRI, AR EA]—EIIARGE (KT 2022/12/25)
https://media.discordapp.net/attachments/519281383164739594/1056675884045717544/IMG_0101.png?width=

A LA HRE:

if (base.Scene.OnInterval(0.05f, offset))

{
Player entity = base.Scene.Tracker.GetEntity<Player>();
if (entity != null)
{
Collidable = Math.Abs(entity.X - base.X) < 128f && Math.Abs(entity.Y - base.Y) < 128f;
b
X

public bool OnInterval(float interval, float offset)

{

return Math.Floor((TimeActive - offset - Engine.DeltaTime) / interval) < Math.Floor((TimeActive

T35 (F5IR) WOt a, BLA spinner H 51 offset.

AR HE N EDEL, 2> PR, B & (128*%128 LAAL) 4 3 4, i#id base.Scene.Onlnterval(0.05f, offset) ¥t &
collidable.

IR B @ if (base.Scene.Onlnterval(0.25f, offset) && !InView())Visible = false; #8 5 F—1i if (!Visible)Collidable
= false; SR#EIZK. 4 15 4H.

https://docs.google.com/document/d/1qV507789RxQSji_vpwGeKfSeua_yJXdc/

colliable JEIE 520 Collide.Check KA 22 5 A 153 HE . 1E PlayerCollider.Check(Player player) H1, 21
Wl player.CollideCheck(base.Entity), 1fi CollideCheck(Entity other) El Collide.Check(this, other).

public static bool Check(Entity a, Entity b)

{
if (a.Collider == null || b.Collider == null)

{
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return false;

}
if (a !'= b && b.Collidable)
{
return a.Collider.Collide(b);
}

return false;

b
Ve, FERENOR T T, IRaF B B A ol HIXERFE R,
https://discord.com/channels/403698615446536203,/519281383164739594/1059557245756653768
T EH 4 8L Maddy S LA IR 20 SR SEHT B AT, 33— Wit ARORIE S — oA 1 35 10

H1T- visible Mllvisible 52 P47 32, BRIATEAZESS 0 W I MANTT WAR T L, SRJGAESS 3 W4 Pause

17.25.1 Spinner Drift
Spinner Drift: $gEUEBEE] 5 — AL,

FLE A SRR RIS BT AR ZE, M4 TR DeltaTime #R A/ i/, S8 0.05f 75 Zb—iyi /22—
(RIS B P] LR . Ak B R — A /)5 — A4 XMIESL T, MR Floor((TimeActive - offset - DeltaTime) /
0.05f) HAHZE 1.

FI R VIRM Floor((TimeActive - offset - DeltaTime) / 0.05f) FJLAMHZE 0 8% 2. HFFAIRZE, T8
(TimeActive - offset) # (TimeActive + DeltaTime - offset - DeltaTime) A —Ff. SH B BIUN Spinner
Drift & 30, W—YIE4RH T . U2, Minty FIWRIEARLT-FENAE AR, % B 175, CycleLength = 1 - 5 &A™
HL—[] positive/negative current/previous indexer drift i A fI45 8. A CycleLength = 6 - 7 MW ER G
g5 17

fEf31H: %, CelesteTAS 1) Actual Collide Hitbox 3%} collidable 1575 [¥1i7 B 2% ik BUAE IR — M (I 5ma. P i) fil
TAS IR FT AT . A FEAL I I i d5 4 SRk e

ity — &, 5 ) ) P R S0 ), ANARERE A AR R SO . B, HE U CelesteTAS Y 4 H ke 11 [ i ilf 2 4 AN
Debug H i AR A —FE (JGEAX). P CelesteTAS {HYLEIE T HEH? Hob, W5 SR, [ 5%
TR, RS H). BATHTER, REMSER] 7 A G BREES, WISLhr Bk 2]/ 8erm?

By va et W N2 stun — 4, F4 Spinner Cycle + n f #4 T, IX B n KMEAKEIL 9 (Pause #H] TimeActive

17.25.2 Lighting Cycle
HE

m#
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1
1
1
1
1
1
1

Kl 30: ¥ MR Z% Y Spinner Drift
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Wi, BPRBEE AT REERRUOE T HAE /5 55 0], A QIR I HL. X BEMRRE At A I (B R SRR i /B R 2 s BT A
RS HE: BB % Collidable = true (Entity %?jﬁﬂﬁﬂlﬂi).

H2Z A, CrystalStaticSpinner() £E8IEE KN B 47 Visible = false, IX{E Update() B EA T E Onlnterval
& #)5E Collidable = false.

17.25.3 DustStaticSpinner Cycle

fEIE=Y

pIlIE=

DustGraphic, Estableshed

—itR £ In#k 25 N3

17.26 (LE) F=BIRH
S KM

Celeste: The Art of Floating Point Manipulation

17.27 ZEH
17.27.1 #HUNMRE
1,D,J; 3,L,J; 3.R,J; AT LAtk it NG P

130 #E + HfERFHEE.

17.27.2 ZRIRELS Spinner Cycle

game uses 0.05s in code instead of 3 frames to check whether the game is on the cycle interval and toggle
the spinner’s collision, the OnlInterval method is public bool OnlInterval(float interval, float offset) return
Math.Floor((this. TimeActive - offset - Engine.DeltaTime) / interval) < Math.Floor((this.TimeActive - offset)

/ interval);

TimeActive is time elapsed since the scene is activated (game speed change included, e.g. oshiro boss slowdown),
Engine.DeltaTime is 0.0166667 if game runs at 100 percent speed and no slowdown in level, interval is 0.05 and

offset is a random number between 0 and 1 when the room loads (so it’s room name seeded)

0o, 7R EH 12 DeltaTime A& RawDeltaTime, T AL(ZE TimeRate K17 AN 1% H 23204 spinner cycle.
(e.g. BadelineBoss)(IX M S &ML I0IE 1)

T RUORZE IR K. R w2, WA RS 3 P2 A w2 3 * 0.0166667 - 0.05 = 0.0000001 = 10~ 7. {H¥F s
BUMEEH iR Z ), TimeActive + DeltaTime fJi%Z R T TimeActive HIK/N, FEA iR %S TimeActive i
S (k. X RMER TP s B A R ). 24 TimeActive (LARP A AL SO0 ) RAMIEET, b= 4
PR ZE KLY HE 1077 Gl WA (—R& TAS 20X RE), 1077 ~ 1076 . =A%, 1076 ~ 107> 4.
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https://discord.com/channels/510279444368457730/510606000454107148 /1057291714995421194
https://discord.com/channels/403698615446536203 /519281383164739594/1057358606955204658
https://discord.com/channels/403698615446536203 /754495709872521287/1058740212433424394

AR FSRYL, TimeActive delta &M K], Kt TimeActive B K BIBHMERAR K] spinner drift )77 )& 88—
(BB R A Hott 7 (37 R BOR Z2 3G B — 2w 7% )

17.27.3 BfEIR K

7 S EOINE IR %, 2 TimeActive 553 KB}, TimeActive + DeltaTime (=0.0166667) = TimeActive, T
TimeActive A~ FAE1L!

DeltaTime %2 TimeRate 51, {H TimeRate = 1- 1.8 i}, L RERZ TimeActive = 524288.0 (0x49000000)(219).
KRZZ& 118h. (HTiRZE, HAJE 524288/3600=145h)

IS TimeRate < 1, X/ IRAH 2 FR{K—Lk,

FERS (AR KT, Onlnterval 24 Joikfik, ZARFMUERERR.  PRILE R ZE A — B EmE (F8HE collid-
able) (ERIK SR AT L AR H RSk VE B R 5 VR E T 81, B4 — BELIRFEZ T IRES (ATRE collidable tH AT HEAS).

WE, I A1 Spinner Freeze.

PAFIE XN B Z 2/3. AT (SR R)) B S Doy =g 35 51, 2T REHFA. up-
date: RAFPLIERTE 524288f 4b, {HIE I S48 v] LUK BLX AN LLEISR 2 2/3. (PSR, TEAT 1) TimeActive Ab,
V7 SR 22, EE I — A & 1/3, K272 0.3333332 - 0.3333334 XK LLH)

FERS B SK GO T, T4 18 R EORT 58 R AN E], (BUF A 481849 9638 Actual Collide Hitbox), Xf - Onln-
terval (0.05f, toggleOffset) A~ fefil & (I —Httk, JCBERT [A] SR VIR (X BLE AN [ETE S5 A N SR 2| 524288 Fl 5 (A1
T HITETE):

Lightning: 2 —Mi ({27~ NoControl (39)) #& collidable and visible, I EEfl& Onlnterval(0.25f, toggleOffset)
MI7E NoControl 4% 5 HI5 —Miike, FF—MWi# Collidable M| Collidable 44 InView(), # uncollidable N 7KizE

uncollidable; 757Kz collidable.
DustStaticSpinner: #—Mi& collidable and visible, 7KIZEANAE.

CrystalStaticSpinner: 2 —Mi (NoControl (39)) /& collidable and invisible, 17 # Tags.TransitionUpdate f5
ZERIGEE — i (NoControl (38)) 2274 uncollidable.

X Onlnterval(0.05f, toggleOffset) Befil & BIFR—HL, VINKCAFIBA HE, Wit —MRIGE:

Lightning: # B gefli/K Onlnterval(0.25f, toggleOffset), M| Collidable /*#%5:T InView() (K HIEAFH Maddy 1@
o B A N L AT RE ) A B ANRE, WIZKIZE Collidable.

DustStaticSpinner: #J45 Collidable. 7E Sprite.Estableshed 2 J&, Collidable f=4%1% 8 5 Maddy M % B B2 15
#/NT 128 px. fAAEF BRI AT HEME.
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CrystalStaticSpinner: QI fEfifi% Onlnterval(0.25f, offset), WIAFMiI R # invisible/visible, collidable H InView!()
128 px LIS, EE 2R, AR % BRI AT RE; W SR ANl Onlnterval(0.25f, offset), 4EMT invisible and
uncollidable JfH#f visible, # visible 7Kz visible HIX 2 J& Collidable 1% % fl 55 Maddy 1 i 25 /& 75 40
/T 128 px, 7R 5 G R AT RE.

A TAFAE, R TR kG, VIS, %4 Hazard BIAT 9. PRt 2 H 4 BEACEE 1 1] 31:

When TimeActive = 524288,
after room transition:

In the following,
bool NearPlayer() = Abs(entity.X - Player.X) < 128f && Abs(entity.Y - Player.Y) < 128f

. . 3f Check
Lightning 15¢ Check Yes No
Yes Collidable = InView() Collidable = InView() in first
NoControl frame, forever
No Collidable forever
3f Check
Dust Bunny Sprite.Estableshe ires o
Yes Collidable = NearPlayer()
Collidable forever
No Collidable
Crystal Spinner 3f Check No Uncollidable forever
Visible
15f Check L ey
Visible = InView(),
s = Collidable = NearPlayer()
Uncollidable, and checks
Visible = InView() every frame
No Visible forever,
Collidable = NearPlayer()

(XA bug, BHHIREEHE Minty 1)

P 31 HLRG, SREER, IR RS AT

WRAGEVIRRE), = R EEZ 0. X HAER.
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17.28 #Hi=

PHFH RN 1ZAETE level.update() HLHIEA/ER. R IH #3052 Level.UpdateTime(). TimeActive N 2J&3
i) Scene.BeforeUpdate() HEH7. UpdateTime() AN ZIHN S0 7 HIXEHR, #ieE. TimeActive M2
Z1Paused.

HENE T2 Pause(). ‘B2 — MY menu ) TextMenu ZE5K. TextMenu 257 Tags.PauseUpdate.

7£ Level.Update() H,

1.

(CKME) B %6217 Scene.BeforeUpdate(). WIHR Paused = false, Il TimeActive += Engine.DeltaTime.

. 4+ unpauseTimer > 0 (HUHEF 5 BB [A]): WMEITHES -1, 3F UpdateTime(), #4)5 E#% return.

K2 5 4% R85 (H CanPause), W2 HTEHE Pause(). X274 — A menu 1] TextMenu ZE5L4,
FHAE1F Paused = true.

UpdateTime().

WIER Paused, MXH7 A Tags.PauseUpdate #3451 SEAR#EAT Update. FE5IH, menu A HARZE. menu [
EH BARE T FEUE N Paused = false, H % & unpauseTimer = 0.15f.

WERAEHT— 20 R I, ASi Paused, 44T base.Update(). IX<x¥4 Scene LAY BT SLAR 58T

PLER% % T SkippingCutscene, Frozen, Transitioning, RetryPlayerCorpse( H 7% 4 AHEHT, ‘EAT5 EL L
B R g AE— k. 2 RS,

UpdateTime(): JiEkit i 4% (Level.Session.Time) FH%.

FRMT 1,8 1,05 9; 2

FEHT

1,S: %% Scene.BeforeUpdate(), ¥4/l TimeActive. #8J5 HE & 15, Paused = true. /)5 K NE 1T 1 FrClA]
JE ANHEAT base.Update().

1,0: 1T Paused = true Mi%AH#1T Scene.BeforeUpdate(), TimeActive A28, RGN Paused = true,
T H Tags.PauseUpdate W2 SR, Rl FIEY T 1%, Paused = false, J1i% & unpauseTimer =
0.15f. BUNHTTHHE T Paused 73 AT LAAHEAT base.Update().

9: Paused = false ITLA Scene.BeforeUpdate(), # il TimeActive. KA unpauseTimer > 0, i E.#% return.
H AN 2117 base.Update()

2: unpauseTimer <= 0, —VHZIEHE . Fra SLiR#lo 5.

11 Wi, &t TimeActive 3900 10 ¥k, IGT b0 11 k. %A SRS 4.

T CanPause ifi % !wasPaused, KARTGIEIEL B 15, HRELLZIIEDIEF) 1 i

Ein

NoControl #i[E/HE TimeActive, K IHEFIR Pause /&4 7E 9f B, X FIEk, XEARANM G (156 7 6

filh &2 358> Spinner Drift), XFF#1%k, X 520,

87



17.28.1 Spinner Stun

B3y BT, S Im B RISk, SRR mEE stun A1, S HCELHE TR, (3T 0 EITH
ISy E

17.28.2 EEZpFI

Ul B B A>T A PR RA 8RR ALE. X845 2% spinner cycle R ORREEE ETF T .

17.29 Engine, Scene, Level, Session

Level /28— A 1H. (W8, [@]—2% FAA Level §) TimeActive & EAILZM? X NAZAE VG HEEASH).
Scene AL Z Level BI3£25..7 Session KMEE—EANRF?

SEAREAEAT AR INE? BEKGEE Level. LoadLevel() HIRFMEIIAZ] Scene Wi, (BRI —ANp5 ] — A5 1]
IEAiR)

CelesteTAS [ iZs&H UnloadedRoomHitbox.cs SR EZ /R A INEFEK. H Gamelnfo.cs TR K ME S

1 FH 512 Monocle ;2 R # H OB, BIEEEENKJLNIEREER T8, Celeste & Monocle.Engine 28

R

gameTime »& WA B [1): 7£ Microsoft. Xna.Framework.Game HI#4i% if %1 Game() H, 5 TargetElapsed Time =
TimeSpan.FromTicks(166667L). X%z 17 /& Game.Run(), 1 Z 532 Game.Tick(). Game.Tick() 2 ga-
meTime.ElapsedGameTime = TargetElapsedTime %A J5 Update(gameTime), [A 1t RawDeltaTime = (float)gameTime.Elapsec
= 0.0166667f. (Celeste.orig ctor Celeste() I E | baseIsFixedTimeStep = true, P2 [ & Wiz (11X 4™ 55
3). £ Game.Tick() 291K T Update(gameTime) HF/H15¢ | 2 )5, H/5i1E4 Draw(gameTime), 56 H7HE 44

FHTZI: M Celeste.Update() J14fi. Celeste & Engine 2/, Jf44 update() override 1. Celeste.Update() H
[fi 3% J/& Engine.Update(). Engine.Update() B 32 g B A IREE MU B 1 R &5 B TH I i — s #AT, E a2
Scene.BeforeUpdate() 4+ Scene.Update() + Scene.AfterUpdate(). 1X B Scene 4 Celeste.Level, tH override 1. K
kI Level.Update() T RAMEHHE, {3, 15520 (Cutscene) %, B 4Rt Scene. Update(). Scene.Update()
TEAEAF IS LR 2R 5381, Engine. Update() 58164 Game.Update().

JZik: Celeste.Update() -> Engine.Update() (% 4h) - 4h-> Scene.BeforeUpdate() + Scene.Update() (-8
f%-> Level.Update()) + Scene.AfterUpdate() -> Game.Update().
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Celeste

Engine

Freeze

.Update

.Update

'Freeze

!Paused . . . .
cene.BeforeUpdate — — { — - - — - = — — — — — — — — - TimeActive += Engine.DeltaTime
'Paused, !SkippingCutscene,
FreezeTimer runs | Level.Update — — — — - — — — — — — — ————— = — = = = = -+ Scene.Update
- 'Frozen, !Transitioning ---

|
- I
4

T3
cene.AfterUpdate Level.UpdateTime Entities.Update

Game.Update
Next tick

Scene.BeforeRender/Render/AfterRender
L BATIRE, B4: ZIAFTEREAMYLMT L.
(Level.Frozen 1 Engine [f] FreezeTimer %% %&...Level. Frozen &Mz 0o, B IR LSS, TAF T4 BBIHE CS
SERH ORI,
7 Scene.Update() H, 7 RendererList.Update() (7€ Entities.Update() 2 J&). PR IHE Gebfy SR 7E HH 2 Ja.
R P, ol ) = R 5 W E A RSN TimeActive. RILEE SpinnerDrift B il 54 .
Level. UpdateTime() th437F Engine.Update() fJ DashAssistFreeze 433 H H B, 5t 5 b ) i B A 2 189 i
RTINS [ £
E Pause menu (i), TimeActive N>R ANMiliFdk tHI 23 H7EE, FTLA—BER UL TAS 2 Pause F 251
K,

7f Level.Render H, St 1T GameplayRenderer (H[fi/2 Entities.Render, 2 J5 F+& Entities.DebugRender, [
R R 1) DebugRender &M< 7EREMKH Render FH.), 2R )5 KX/ Lighting, Background, Foreground, Hud,
ScreenWipe, HiresSnow. Wi, Aish &AN KT R FE FF AR 32 BIX N IUFHERYD, 7T REFR SetRenderTarget A 57

AN, GREhmiinfE— I8 25 B CassetteBlock.

Monocle.Entity &4 PreUpdate Fl PostUpdate BB, Aid JE R IRADAH 2], BIF 2 CS07_Credits A
F 2] PostUpdate, Ifi PreUpdate 544 WLERS.

JiiHF—$2¢, & DeltaTime s&7E Engine.Update H3kiH5 1, IX 2 7E Scene.BeforeUpdate Z Hj (where Time-
Active increases), M )5 spinner ] Onlnterval M A 21X 4 DeltaTime... T & fEIX—WUR AL R
TimeRate AT A, #FSLPr B REEE N —WiAEILH K, Ebin SeekerEffectsController, BadelineBoost 45, 47 1] LA
e B A AL &I TimeRate fl DeltaTime [iX —MiiEiR
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17.30 #E

—iK LM, FrESIE, B3kl /R (1A, 2A, etc) /&2 MapData, B FI&—TH /5 [H /& LevelData. MizIZs
HIE, HEA G DR FETHE R, UM AR Flags, a7 B2 R FullClear &5 S MK T Session, —ik
B — 1 S H A T SR RS R T Level.

Level (%2802 Scene (375), BIHA7i%% Entities, TimeActive, Tracker {5 8. Session BA7fif# MapData,
LevelData 5%, DA H%E, $Hk, PlayerInventory, Wi+, JET-HSE(EE. 1M LevelData N|{7fi&% Entities,
Triggers Z:fJ EntityData, /7584, WindPattern, &4 Solids, BgTiles, FgTiles 45 string.

FATRX L FEZHE” i3S fix—.

17.30.1 Mapdata
MapData =& B4 HH): MapData.Load();

AARHNZE: Bl BinaryPacker. FromBinary(string path), K48 @ SCAF 2 ) @k S0, AbEEAL Binary-
Packer.Element Z8Hf{]— %, FRA root.

Element J8 [ % 72 A U4 BL, string Package, string Name, Dictionary<string, object> Attributes, List<Element >
Children. XL T — /MR L. Hd Attributes FTRERIZRAYA: bool, int, float, string. Package 7B R 7E
WIEEI FromBinary (string filename) WX 8, 7£/5 2L 1) H# 1T ReadElement(BinaryReader reader) H1Jf
AWE. FIHXAF B RS root element 7 3, BTN 7 Celeste/” JG#t% T AreaData (1] SID (string ID).

HE—Z (root) ) Name —ft+& Map. 5 21 Name J&”levels”, "Filler”, "Style”.

o levels JBE—> child (385 =)2) H TEAK LevelData levelData = new LevelData(child), iX4 levelData

% List<LevelData> Mapdata.levels;

o Filler %RE—> child (35 =) 45 VU~ int attributes (x, y, w, h), BE—MEIE, XL T List<Rectangle>
MapData.Filler;

o Style H& (58 =)2) 4l MapData.BackgroundColor (HAZWAIEA). Style WHH %4 Backgrounds
&}, Foregrounds [1J Children (3§ =/)Z), 34 BinaryPacker.Element Mapdata.Background/Foreground
HEAT T

FEIXSE D22 A0 B (e dle i) Bl b, 3t — D45 Mapdata B3 Ah 5B

DA bR ERRIE . iR 2 mod B, f£—JFIGIE 75 2 AL R root 449 meta” 1] child, H'ERIEH Area-
Data, I T EverestModule #24t[¥] EverestMapDataProcessor KAEEL root. AL FE I 45 FAE A root
BT LSRR AE.

https://maddie480.0vh/celeste/map-tree-viewer &7~ | IXHARPIS51).
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17.30.2 _LERGIEHI—LLATS

M BinaryPacker.Element data #| LevelData: Attributes 45H 7 LevelData H.2&%°4 bool, int, float, string
(S —BE T T I HU SR ) g I T PR R Y ) SRR B (3R =J2). T data.Children B[, %44 7solids”, "bg”,
"fotiles”, "bgtiles”, "objtiles” i child, FFL Attributes BME—1FE M string 45 LevelData.Solids, Bg, FgTiles,
BgTiles, ObjTiles T&{E (55VY)2). data.Children H 44 °A”bgdecals”, "fgdecals” 1) child ((EUU)2), EHE—"
child H 4 i —> DecalData (£ F.JZ), A2 k33 List<DecalData> LevelData.BgDecals/FgDecals. data.Children
H 4 N7 entities”, "triggers” I child, ‘&M KH 4 child &4k — EntityData (3 F)ZE), KM K Level-
Data.Entities/ Triggers. HAMNEFA "entities” P53 child (35 11)2), 11 57 H4ZAE K LevelData HL 1) List<Vector2>

Spawns, int Strawberries, bool HasCheckpoint 257 E&.

M BinaryPacker.Element #| EntityData: Attributes 25 EntityData [ 7B (38 1L)2), 1fi Children %5
i Vector2[] EntityData.Nodes (575)2).

M Mapdata.Background/Foreground 2| HAhZEAY: FFAJELZI, M2 J52E1E LevelLoader.LoadingThread() 1
#47. Mapdata.CreateBackdrops ¥ data (35 =JZ) ARk List<Backdrop>. JRRIEH R B LE B4 568 T,
#7r mod FIRERFREE LR,

M Solids, BgTiles, FgTiles 25 2| SLFRAFTE: 1XLE string & HHFE I char #81, ‘B A1 1417E LevelLoader.LoadingThread ()
WA EI R char 1 484504, 2 VirtualMap<char>, FHR#EIX L virtualMap 23 2E 5% level.Solid Tiles, level. BgTiles
&F. X SolidTiles >Kijt, char M EARMER I T Frfefr B ag e =

M EntityData F|SZFR{77E: 7 Level.LoadLevel() F/F A skt id ok £ 1) 24

17.30.3 ={IE—25: BinaryPacker BIT{EAR

1E40 System.IO.BinaryReader 7] UL ReadString() (KA string 3 WAZFR | 2GB, SEILK AT REHIT int 1)
FRAE (S2bs B HGXAN), BT DRI S 0E— A int RO LAT, SEhrigfEriic T 7-bit BHUE 455K
IR, BHE Attributes, Children 25, 2347 [ 2 ATk, B URRIEEMZE AR FrA—5—%
M BRI AT VN2 455, Attributes fx 247 256 > key-value pair. Children fx £ {7 32767 4.

17.30.4 AreaData

JE R — 5K B T BLA B-side, C-side, BEATREA R R, (HEDCFJET— F XK, ZHE Area. JEAAFELE
Area IX—JR AR A X AMEN. AreaData FEMTTAIAE 3D T iliXAN st FHE, GHFIXA
Area IR, ID, 45, VHREIE Area I 5 ILIAGHLSIZALAE RO B, FRBABIE, W) JumpThru, Spike 45
fIREK, SRR SERENH, SJET-E AR ScreenWipe MR, AE LK EIHEA R RIFH ScreenWipe HIFEAEE.

17.31 #HANBEIFEEHLF

FRHFEN—AEEETT R, #IHEE T Level.LoadLevel (Player. IntroTypes playerIntro, bool isFromLoader = false).

LoadLevel 2=

(1) ZHX Session Hf] LevelData.
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(2) JUFsHF A WindController.
(3) H levelData.Entities/Triggers (F$%4°4 EntityData) 43375 IIA SR /il & 25

(4) Wi playerIntro A~/ Transition, FEIE A IET M level. NextLoadedPlayer {E AL, 75 2 ) & — A5
H Player, H¥5 AR, WR playerIntro & Transition, IPHLASIIABTI Player.

Level. UnloadLevel () JUAH 24 8, & 2 A FRFTH A Tags. Global HAVZ Textbox Z$M ¥ 924k, I+ base Entities. UpdateLi
TER, Level REANSIE TR, K level (= Engine.scene) - AZ# 5 87, A level.Update() KA 2 7E En-
gine.Update() " #71 H.

R IEHAE LoadLevel 7EMBEEH 7 LAERE AT XA 2.

(1) Level.Reload(), Level. TransitionRoutine(...), Level. TeleportTo(...).
(2) ¥ K3k ) Cutscene.

(3) PlayerDeadBody.DeathAction.

(4) LevelLoader.StartLevel().

FBRIHES S ZREARML, &2 ALL level.Unload(); ... level.Session.level = "XXX” ("F—/> a1
47, LAE2 Session BTN LevelData 55); ... level.LoadLevel(...); MIEXAF/E. (H 2] LoadLevel HJ)
Cutscene 7£ Level.Unload() Z Fi#i% level. Remove(player), HXIR [ IntroTypes A& Transition.

TeleportTo 1R Z%7& Player.IntroTypes. Transition JIl 2 Remove(player), UnloadLevel(), Add(player), LoadLevel(Player.In

U Remove(player), UnloadLevel(), LoadLevel(introType).

Reload() A i UnloadLevel(), LoadLevel(Player.IntroTypes.Respawn), {2 A& £ H A §&/F 4 PlayerDead Body.DeathAction
M.

TransitionRoutine B, EARKMEIXLEH (B8 2% T R B H15):

(1) Ap—NSEAR 513 toRemove, i [ & BT A AN R %8 Tags. Persistent | Tags.Global [SEAK. (Bt B A Tags. Persistent)
(2) player.CleanUpTriggers().

(3) 2 T B K47

(4) LoadLevel(Player.IntroTypes.Transition).

(5) THE YRR H i playerTo.

(6) KBLFE AL B IR % BN playerTo #5 WindTrigger HIREE (X2 /DA MAETE EHH NS Trigger
i), WRAFAEH AAE toRemove FFEH ) WindTrigger, T4 windController HI4E =% B BiX 4 Trig-
ger [, BNREH B BERA. I FaEREAL (B SERR BRI 1 IXAN G115~ —ANp5 1A, —HLPiAN 53 E )
WindTrigger?)

(7) 40f VIBHIIAMEFR. PR 25 17.32 /1.
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(8) UnloadEntities(toRemove).

(9) WIRITZEAEE] RespawnTarget Trigger, 4 Vector2 to ¥ AIX ™ RespawnTargetTrigger [] Target, 751 H
xALE. P85 LevelData.Spawns H i FEIT to FI1EN Session.RespawnPoint.

(10) player.OnTransition().

(11) NextTransitionDuration = 0.65f. XSS BT PIIE 40f. Bk 4R AscendManager FJ LLRF K
B 0.05f (R TPIMIE 4f) (T 7A B/ANTTIR).

(B HEAEAS mod B, hook LoadLevel I [ 72 SCSEAA PRI %, W1 5IX AN S4B I 4 81945 B 0 _E Tags. Persistent
8¢ Tags.Global. 5 MIZEYIHR (5 NIZE LoadLevel HUREH (BFE ) ({HH T Scene. Add(..) BN, e
HE) IO, RJEE XN EETE toRemove H T IRGEBEFERR 1)

PlayerDeadBody.DeathAction 23345 level. DoScreenWipe(..) A F. W% DeathAction %5, <A level.Reload.
ANNTFEWEE: —fE (5A MHA) PlayerSeeker.OnPlayer(..) #4374 PlayerDeadBody F# DeathAc-

tion ¥ E N PlayerSeeker.End(), H P % 3222 level.UnloadLevel(), level.Session.Level = "c-00”, level. LoadLevel (Player.Intro
FEAEBBRIE (WATFE). B—FEE2 Player.Die(..) W, WM w A €54 2% Engine.Scene BN —4™

R NS E R B H LevelExit, J5# X27E—E Routine 2 J51% & Engine.Scene = levelLoader. Fo18 ], #f

2= ) Player.Die(), 2[RI Scene.Add(playerDeadBody) 5 Scene.Remove(player).

LevelLoader.StartLevel() 5t R /& Level.LoadLevel(playerIntro, isFromLoader: true), %85 @15 Engine.Scene /&
H & | Engine.Scene = Level.

— L&/ Ab: FrostHelper 4 44 4 InstantWarp [1] Trigger, ‘& T & Remove(player), UnloadLevel(), LoadLevel(Player.Intrc
Add(player). ARITHATZATHITHETE.

R BHPKEER, SLhs EIEARAER T — M1 Level X4, TA2X IHA ) Level, i 5% LT B 5244,

MRAE T —A B LevelData, FiAIASL4A.

17.32 {IHRE5E
BRI S 3

PIAR AT A AT MAL B R A KR, 285 BeforeSide/Up/DownTransition() (L VIt <A il CD), 485 & Level. TransitionRc
XN Coroutine =442 F i BLAB/NMIEER. 345 R & fil & Player.OnTransition(), iX 2k 5 i fil.

IR e A5 OB A s, I SRARBOE I R shid 25, IR AR RIE T . VN B fstml & % IR sh 2 70 px
Ja, BEMAE T — AN RRIHEN, JCUZ L RIS 1. DI 2 g — D7 (LN A, SRIEHERA T s
2. e, BrikZ Ak, ETUIBGE 2% B 28— (RBUE 6px), [EAIiR A e R MAERGL. NZ2 A 1) 2 i
5l WHIEAZIE. X, 8 = Wk T E T UIMREAVMEIERL px J5, T37EETRIA.

FEIXRE, XAMEF I FAT AR BUE DI, — MRAEHIER T cameraAt, XA cameraAt 5 AFIEH #7872 40
ot 2RI —BUF L T IR & O 5. (A E U RIE T .

AN, Everest X FAEE K& E T Bi-R4E.
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orig_TransitionRoutine(LevelData, Vector2) : IEnumerator
K

¥

L 2 | el = L A E'!

I while (!player.TransitionTo(playerTo, direction) || cameraAt < 1f) I
[

yield return null;
if (cameraFinished)

{

b

}

cameraAt = Calc.Approach(cameraAt, 1f, Engine.DeltaTime / NextTransitionDuration);
if (cameraAt > 0.9f)

Camera.Position = cameraTo;

}

else

{

Camera.Position = Vector2.Lerp(cameraFrom, cameralo, Ease.CubeOut(cameraht));
il
if (!lightingliait && lightingStart < lightingEnd)
{
Lighting.Alpha = lightingStart + (lightingkEnd - lightingStart) * cameraht;
¥

foreach (TransitionlListener item4 in transitionOut)

] 32

AN, IR SLIRIE IR A 40F 2 )5, RIEMIRIRAIG RS, (12, HA F-RIERHRN: BRI
3K LERS L (A St TRl -> 5% MBS -> EnforceLevelBounds SEIFIA IR, H% & & % 4%
LA TV, T R B LA T T BA-R TR ORIV A 1 B Bl CK AL (ELTE 40f Bk 52
it 32 WO AW 7).

17.33 BEHLE

System.Random FALEL Random B WFfE, —M i T EE R seed, 53 —H &M Environment.TickCount
KA BITH ctor. X T — MG LFIBENLECY % Random, HARKEFTIALS T InternalSample(), & RAKH T
Random HAHH 244 Random. S5+ H— AN E seed YEN int [F51] + FIRIAE 7. MA T HFE—
TERPERIBENLE A1, SR AR E AR, IXH

o JH#E 1: InternalSample(), Sample(), Next(int maxValue), NextDouble();

o JH#E 2: GetSampleForLargeRange();

BT Z50H#E 1 8¢ 2: Next(int minValue, int maxValue);
 JH#E n = buffer.Length: NextBytes(byte[] buffer).
InternalSample £x1R [A] [0, int.MaxValue = 2147483647) [ int, 1j Sample #Z[7] [0,1) /] double.

Monocle FJFENLEFE T System.Random, 5 #&FB Monocle.Calc.Random 5%, IL4MEH Monocle.Calc.randomStack
FHAEHER:. HEARH TImBHME LA, 2 AHS 2 F o B PushRandom (int newSeed) 1 PopRandom(), 1%
EEL

public static void PushRandom(int newSeed){
randomStack.Push(Random) ;

Random = new Random(newSeed);
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public static void PopRandom(){

Random = randomStack.Pop();
}

FEAFAEX — B ] newSeed X I (FIREALEF 51, 45 3R [0 S5 K BEHL AL 51 Random.

DEIEIE T, Celeste 2 HEE A new Random RAERPBENLEL, thin Celeste.Level.orig LoadLevel # Hic-
cupRandom = new Random(Session.Area.ID * 77 + (int)Session.Area.Mode * 999);

7£ Celeste.Level.orig_LoadLevel H1, K/ #/E Calc.PushRandom(Session.LevelData.LoadSeed) 5 PopRan-
dom() #1, e LoadSeed Hi Name [ —(L575H) ASCIT 5 ELEAT AR, IX (7530 AT AR AL I B A BE AL AL
Yo RE (W8, R, A B — AN BRI AL E TS A B LEL?).

EAF PR, B RS T 5 BOR AL, WEXR IS 3 2 A BEHLE. 152 5 EERENLE IR &, B2 . de.
H O MV T BORE ctor wIaatk 1, HARKIFHH I %222 push + Monocle.Cale.xxx + pop, %4 H.
BEHHXANFEN LR E T AN Monocle.Cale B3 & Random ).

HR AT R R A B CRRENLEL, RIR K E - ANEEHIEUT ). ERLZ Monocle.Cale KEJT UG HLGIEK] public

static Random Random = new Random() = new Random(Environment.TickCount).
PRA LR Set Cale. Random XX RFE EXMHHLEUFHI. XA IRELIENTA R 80H —#¢, 100% & RNG.

— L7 AP J7 (¥ RNG: Debris (b1 MoveBlock #4512 J5 IRLT), E B EA 2N N & L E R, (2R
Actor F! T4 MoveBlock, CrumblePlatform 5452 JE VKR 1), #72 ) E!(CollideCheck<Actor>() || Col-
lideCheck<Solid>()), 1fi RNG £x5Mi Debris (¥ lifeTimer, #E i E2M E'EA]. 7=, 45, CrumblePlatform
S A B 4 /& HasPlayerRider() Z 2801, BHAM SN FAZE T8 E] RNG.

UEAt, ZEE R R BT 2 ki H O 2B debris (AL, RIAETHE SRR RE.. EIXAYHE A7
FroRFAR.

CelesteTAS 7F v3.24.1 % debris #) RNG SCAER T4 B A58 4. A 35A 8 R IR,

private IEnumerator MoveBlock.Controller(){

Position = startPosition;
Visible = (Collidable = false);
yield return 2.2f;
foreach (Debris item in debris)
{

item.StopMoving() ;
}

while (CollideCheck<Actor>() || CollideCheck<Solid>())
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yield return null;

}
Collidable = true;

3

Hi2 5 RNG: https://discord.com/channels/403698615446536203/519281383164739594,/1149061720384483328

AscendManager 7EIUE = BB B & 5 TGRS 1E (RIS R 1) I A& BadelineBoost). 7E 7TA A4l
CS07__Ascend. CS07_Ascend H 77—~ Coroutine SpinCharacters() 14 H & #J component (i AS2BLRH) (-

T Badeline 8 K B XL coroutine), ANidh X 6 45 Bk B 1 AR 5. AscendManager H & MIA 7EBT K AL

BM&E FHF Cale. Random.ShakeVector(), B RNG. i Bk N~ —1H Ji5 (167 B B4 7PN B AR S

6], iR RNG $13)— Tt & P BCE A SV, (M desyne ©41EE (EE B ) https://github.com/Everest API/CelesteT
EverestInterop/commit/104e13c2d6fbfc0a895df1c1db02c¢14c5ed36b49)

A LA Set Calc.Random 1234 R [H 2 iX A FEALEL.

17.34 CelesteTAS, Celeste Studio HXRIEHIMF
4% Console load Z JGHA 1

Invoke fIHAATIFAL?

Mouse [FIHAATIHL

Studio 54, f&MZE1E Studio FHIIFEL, 73 PHEPATEIHL: FEHTES FZATH. #i4> Studio ¥§4 4 Set, Invoke,
A R L i B AR AR

FEATIN R ST H AR AR E 1. 18471, £ MInput.Update() FIREAL, FILE LT G A TE B 2 1.

17.35 {RAJEEANHIIEAY—LE TAS mod Feature

(1) ConsoleEnhancements: E4% ~ FT -4 H & MR DLT, X SEikfe 72 8] LA R XA TR —BEE (ARE
%355, R, XM InfoWatchEntity JEAE R —2F5E, 28015 3R ARV —FEN. R0l
(08.01) H—XHFrHh, ¥ LK MBS mod IS ST ConsoleEnhancements.

17.36  Z<I AP A ZLIR

FIHHAE AT, BTN E R ZIEE EA SR, i A3 —H)L

(1) BakAl: HAKAH double K, #/2& float, int, bool. Wi, actualdepth /& double.

(2) ¥%i: BlockField £xPHIESCAEFi%E, WE IR SRR 1A 2 A1 ? FLREFIUSCER I K AL

(3) 3A R RHEFIE cb B HIRR I
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(4) VKEE: TIEITELI VKRS WallBooster A iBid ClimbBlocker SZHLH). ClimbBlocker 78 # /E RS AR M. X EHK
B /RBREE, 2> S MR PR IIRS /B ) & YE Fl (2px/3px) LA EATE, A ClimbBlocker.Check #15E Vi E P &G A
ClimbBlocker. U152 M JEy%HMES /9B, ClimbBlocker 7 JF i #5241 R WallBooster #1 InvisibleBarrier,
1M CelesteTAS R &k T WallBooster [ DebugRender. ItAh, 1X 85 5] € 75 AN 52 %, WallJumpCheck(),
ClimbJump() 7 NormalUpdate() R, & {11415 (155 15 2 PE RS —RE I, 2F LB (K B0 T
B R AERR e 2 AN AN E AT ARG L A4 G S B AR Lo (Lo G SRK-F 7 1) B A ok i Y 4k T
IR T 18 n e 9, 75 AE Ak ).

ClimbBlocker ff]—% HARLHTT, UK Edge: false MFEERE Edge: true.

AN, UKIE LA TR UK (IceMode) FUBHEA 2 ClimbBlocker, £ A& Conveyer (TceMode) IR, JfA

=

HFHEA StClimb Z Ja B EAEFFE StClimb, FA ERTHIN + WAL + KO L, JFARNZS
A UK, IR —SRp ) T, ALK B Bil: A MoveBlock FRRIE A &35 AR 5, 78 I A 9IUAE:
MoveBlock, #RJ5 48f Z J5 74 /& MoveBlock AL HE AL HAM T A DK =3 . dn el ol DAMSCEIIMAEUkES . JF
HIEHEH MoveBlock 3. ({HE S LR LIET).

(5) StaticMover: 5 i #% 5 Hiz 20 (18R 2

(6) Dashless water:

short summary of why dashless water is bad:

layer 1: In water analogue inputs effect your movement dashless. This means you can tas dashless

water similarly to tasing feathers manually. Doing so is fairly simple as each angle computes a target

speed on an oval(going up/down is slightly faster than left/right in water). However, this alone is not

optimal

layer 2: It turns out that the friction applies to each axis independently. This means if you enter the

water with speed greater than the up and right maximum targets, then 100,R,U is slower than
repeat 50

1,R

1,U
endRepeat

In general, the closer the angles are to being “on axis" and orthogonal the faster the alternation is(so 1,R
1,F10 is better than 1,R 1,F,20). Alternating inputs like this is known as waterspeeding. Note that the

fastest way to move on axis is still just to hold a direction(so 100,R is the fastest way to move right)

» layer 3: Accelerating from a standstill(if the target angle is not “on axis") and turning are very difficult

to do optimally due to the waterspeeding mechanics above.

K] 33: Dashless water movement

(7) il HAF /AT SRR SRS AT DU ARBRAT Wy, SEERRA K. AT —M{ onGround, N — Mt o7, AT LLYK R pf
R (B TorEAE /24 IAER R / 1A ARB RASRER A, (ERBEWEE SR AR SRS BRI 1, R
e 0 T 4 o ) 4% 75 2 L B PO MU

(8) M BEEL . FHRPRE AN, I RHE RO, AT HE B A ) il e i S i AR (de 28 =
[fl). ClimbHop tH£xBH1EX.
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(9) "zl StBoost AT LA, #FRRTLL (WE, 52— mod /LAl BA). Theo /K thAT, M4 BIRIELAT A ENZ O .
Wz Ly (e ep )RR thE i35 M 59, 5 1, 05 30, ; Rkt

(10) NS FHIA (buffer): HEAnA I FRATFE S H B - 3 ) 2008, (AR B hask. 1IN ot 75 2R 4%~ k.
S BRI i T BRI VA 2 B N Buffer [ EARHLE: Input.cs

MInput 5 #2924, E1E Engine.Update(..) BRI
BEAh, RAWHIE buffer 23T

(11) gliderboost: IXMHLAILER B BEEEFUR =

(12) Player.idleTimer, sprite:

(13) DashOnly: https://discord.com/channels/403698615446536203,/519281383164739594/1070995626617225336,
there is a very niche case where this is bad and you would need movement only binds, if you want to dash

right while on top of a controllable moving block
(14) MoveBlock: MoveBlock (%) fi #| 3 EE 2445, MoveBlock Controller HJEARHLEIZ... BANHELZE...
(15) T ocmlidd (OfEEMAEIE), FAaE, BT m Fa R 5 A, U5 PLE# Erb i A2 I,

(16) WARRMBEEAZLBERKIIN, B VA REHOE2Z — 8. Al T3EE —HR- 20 B8, MG 3
HIEE, SBURABCH WAR RS, s HASAUE . SRABLA, AR1& 1] 30 (o B 1 48t A X A 2 HiE 1)
HESEAERK T, AE N BN+ WA H N R, S8 NF1/N KK, WO T A i AL e ik

B e (M, BT A —LE SRS T S e ).

(17) #&t Hitting a ceiling will end the jump early if it has been more than 3 frames since the jump started. i
SR, KR ROE I8 TE B A SRRk ER IR, EEE 1RT, ) — RO Ak E R Tk, RYEEE A
PR IE, PR SRNLZ S B A I XA ?

(18) 75 Fy B ik 0y i) S 7~ () 5 T ALLSF- A SE BRI Facing A —FF, Ll 1A tas vl_6a HIZH 19 M.

(19) Key cycle. FHRIFFT B HAZBEER. FiZ25 Key.UseRoutine H1 while (sprite.CurrentAnimationFrame
I= 4)yield return null; K.

(20) JHFBLAT ] H B O ST O EL A S Solid AlEE.

(21) key clone? HETRAAAET A8, W R ATAT & I8 4 AT LA R skip 3A JF Sk MMM, MR AT HE B8 822152 huge

mess skip.
https://discord.com/channels/403698615446536203/1066938051810558024/1068521777829007420
https://discord.com/channels/403698615446536203/1066938051810558024 /1068522244298506322

(22) i Kevin, 25— KA (B3 mod SEAK StationBlock 55) B, & WARAE 2 F — Wi FH BEER K ELE Rebound 1)
(120f*dir, -120f) BHEFFEGH AutoJump (WIERLETI b (1350 75 22 -~ tHARBRET 7] ). (E2& X T DashBlock
R R, B —E B R T, BN E BBk, A8 EAN i T EGH Rebound MUiE, 7 2R
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ARBKE [A], AR 5 18 56 AR B, X AR E KT B 228 A 120 - 8.333 - 40 = 69.166 (1E[IJREE) 5k 120 - 4.333
+ 40 = 155.666 (S [FJREE).

(23) Pk S ol I () /2 2 75 5! CollideCheck < Spikes> (Position). Al B AR [A] N AHII A LedgeBlocker, & tH
2 5 o R PR K

(24) TE—HEAKE WG, £ R, A Ean] DA R REER. IR e iERk13 retained, H
I I 130 1 liftboost, AT LA 5%

(25) AT HoAt, HEA StSwim B A E 2E Player. Update() 1. SEFER Fi: MK I, 7E StClimb
T IEHEKT, Bl 6A TF3k. ARt R PRI A A e, FEA BRI M F B AT B StClimb 7 T
ELBEIRRS LR R b (RCAmiHk R, P R 2 8 px, SUBBERINERS A b, BT BA S F 77k
WREAE R 15 b, RS SR S AR, BLR AN E 7 AR K ) (30 A KIS, R S
KA B T HE SR STt T RS )

(26) W R LR AT onGround (MU A IRBERS[]), H8A R LA LLIIE T — B ORFFIEE (W 2Rizzh A
BT )

(27) FEBCIRZE TRES_ETHA A Sl aT DB A R 7R, BEAMX 2 BEAE StClimb T AMKEE wallbooster H(EHS
X GACTN YL P v

(28) A HE AT HIE climbhop, KM N 1 a7 S E K, RGHE

(29) 9A O[] (BB HABRIAE BB IO ]) EBRI SR &2 BRI, Collidable = true ifi Visible = false, /KA LAYE
TR — KB RIS, SR JE1E Maddy 52 A% B 5 67 BB 24T9F, FRRBORE S Ei 2 im.

(30) AKEFRAESTIRTISE, HEEA LS.
(31) Kevin A LLFHRZE A B SRmRIR, A AR TE (B Maddy 505 Kevin Jidi, Kevin N 18 {H A 25 i ):

A) Maddy JF2ehb T2 (S/EX —Wi b dd), B S (AR SEHHMBIE) % T a px,
Kevin %3 b px, JREERFIRET 4 > ¢ > 0 px (BHREH 0 px), A b > ¢ > a AR
BRHIXMIATE. FT—MHEE b —c+a >3 AABIHEH T, K8 o & F—WE S EEME (H
FRTTH A& H O, Ak OnCollideV, PRI B AR FE N 0, (HIARRHILS/E MoveVExact B
B EAERAE). il b =4,c=3,a = 2,d’ =2 ~ 3 (HFHEE 160 fE5T— W EIFEE) 2px), BE
b=4,c=1,a=d =0 (L dd).

B) BT, b= c > a 1B Maddy #ER BRI (H204), 285 F—i Maddy B & Eshk, -
FA L 2px < BEZE 1K 5px, AN, Kevin 75 2530 4 px, B N —MiEZEIEE A) He=1,b=4,a =0
BIRS. FRAMTHHE R (bc,b) = (4,4,4) 5L (3,3,4), J5#H FHE Kevin 7E 1.

C) JREAT U, b > ¢ > a, %A b <4 FLL Maddy # 1 2 HAEF AR E (PEAREBEE) 55 Kevin 3t
Z/b 2px, F—mi (B) Bk, A3, Kevin %3 br ffif3 Maddy BLER ¢/ =c— (b+b —5), WE /' =1T
ce=3,b=4,0 =3, W], XFHE Kevin A GLERGE, IR WLITHEE

(32) 6A boss & HIIRLETEIFEIRE 2 FallingBlock, RAN &5 — ML, filk 77 S ECBURRR, BAnToik o5
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LM% . FallingBlock 5 —Y87 B, thll Triggered, climbFall, finalBoss, W & finalBoss A4 HimFE w4 5¢
Al e, B, W AR 3L PlayerFallCheck(), #7230501 Triggered. R /2 Player 7ET
LS5l (% climbFall = true), J5# #is& FinalBoss (6A boss %) (# Kevin o filvk.

(33) FloatySpaceBlock ] sineWave JEAZ M, MR float, X5 HOE IR SOEOMIZHRS B R, HEHLE% A
2 J& FloatySpaceBlock ¥A B K IIEFATN.

(34) HiJA] transition KRR L#f/EFE InvisibleBarrier SEHLH.

(35) JHRR HeartGem fEWEEMAMIS/EXRRIA, £, EAIGK G InvisibleBarrier. T8 SummitGem Ht¥A
InvisibleBarrier. CollabUtils2 B[] MiniHeart, Hifif2 5 HeartGem AL, (H/2¥ A InvisibleBarrier.

(36) Farewell 9-9 B A —L&4M Y E A &, (R EATRA X M ChangeRespawn Trigger. $E LA 5L 5 .

(37) = XARARAS: SuperJump B AEH gliderBoostTimer = Of, #R 5 = 0.55f... FALHHIE P& (A ARSI %
A2 a7 R EE 7 ZEIRA TR .

(38) Puffer [ idleSine HIWIAAME & FENLAE I, SECEALBEVIEETTRE offgrid. XA RATEIER). (HULIMNEA —1F
%, idleSine A LKA E B! 7F States.Hit 5% States.Gone %5 H 73] States.Idle i}, 238 B idleSine.Counter
= Of. At Puffer MIRILAT e A—FE W & 34, FEWIIRIRS T, Puffer %3 E 5 ALk, PlayerCollider 1
A Refi % ExplodeLaunch. {H 281G 5, #inlgefii X ExplodeLaunch. (startPosition # idleSine §MH
o, IR BB )

34: HH Puffer ) idleSine

(39) #EUiMiE SwapBlock 12377 M) dd PRI A LAFEZ StClimb

(40) A ANFE bool playerCanUse, =&, WM false M EAXIIR AR, HU Farewell [ Spring[e-
04:928]. A& X Holdable, Puffer ZANEME. th4h, Puffer f 58 3 [ FE 75 2AA UK —FEHE B E, AA
i 45 2 Speed.Y > (X # 3 17 I), Speed.X < 60 (& #%[1147), Speed.X > —60 (4 #AE [ A). 1M
Jiz Holdable 2 [FIFE 5 ELH) 8l 2, H15E BEAR LA 0 A5

(41) Holdable 4 R#EIAEL, 4B B AFIZE), MEALLEIEK UpdateCarry UL HADFE B B4t 5 5
HIEE). AR, BLE X Holdable KAk EARIUFE PickUp-Drop 3L, i PickUp B IFASRAIE 2 5 7 5
A Holding, ¥ H Drop. JfH., UpdateCarry & R EHILHXFERA Holding. KL, I&E S PickUp
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Holdablel, & PickUp Holdable2, iXH 5t Holablel.IsHeld, [FE Holding = Holdable2. A1t UpdateCarry
H#3h Holdable2, 1fii Holdablel Z1FA IsHeld I A#3).

JERRAS A 25 B A i i, ANid—BEANEEE ) mod A RES: S B i) L
https://github.com/CommunalHelper /CommunalHelper/pull /173

(42) T StPickUp £ B IHZ IR varJumpTimer, VR 7] AYE JFR BLAHE —ANPIELBE. WL 2024.01.07 % 5S 1)
SOE (48R, XA AU AR — L), BE, FIRESE T StPickUp AT — AN R ML, 7T AZERE &
&% R Retention IRCR, Aid b THATEZE# D), REEERIIACKET ... IFHER StPickUp
B FF SIS ) A] LE ST Retention K2 1. 4 Theo 7K ERLTCIE VIR FIHRFPE 0] LA R 20— ultra (i.e.
I A L, A3 Theo, 15 RDX, BE#ZK4H: Theo YIHR). W8, X4 Uik, AN % AT LhdE
B4 Retention {75 StPickUp N3RAFHSE?

(43) FAENiE ExplodeLaunch 2Pk E A2 %4 DashAttacking (M Jump 2 2812 (B A 7 FIFH Bumper
A [ R IOERAE). BRATRBE L R JT K P + DashAttacking + BT 3px Al /R FIHR, mt& B 1E
FUMLTH /B AR b X P E RIS A, RERE Y ExplodeLaunch 3K751 BL# B, #h4x WEIEWIE T 7.5px/s A
. XN RSB IERIMTE b, FE BRsh. f ek REEA 2 §i4> 7.5 (LaunchUpdate 7
Bi), FrChat £HLH AR 7.5px/s M EE RS

18 Bk /HES Mod

XA B AT R 2 3 2l Rk R LA

18.1 B
1.44 JFH.

Ultra hop: OnCollideV 1.2 ffEI1EMI25/F & DashDir.Y > 0f, {2 Super/Hyper 51}/ Abs(DashDir.Y) < 0.1f.

PR AT BL
5|R,Z

1 |R,D,J
8| R

1| R,J
K19 378 [HH .

H T8 BT Hyper, Btk R,D F1 J 0] LA 7E[F]— 1.
B AE 5b R TG BRI I i, AT RE2x R bR
JRFIRLIZ A, BIBCIR IR 1, (H R E T — AR — I E5EE, 112188 5 1 T s8], 5a e,

DR JE BR AN Sd 2 AR T PR AR of. (EGE AR = OIS O R, X — Ikl & e /Ko B sh B R i 2 IRy, 5%
B (BAEHIR! B AR B R). RS ETCVE s (] A5 LR Rz 2 R AR L[] 2 (HIXRHE R 2
A B S EALE. AR R E T s it
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XTTRESZ bound AHIG I R ESL I RUR.

EPR AT v B ARR IR, ANEE(% StNormal A1 StClimb —#£3E AWz 3 LiftBoost, 1H & E W% #A Normal-
End/ClimbEnd [J wallSpeedRetentionTimer = 0f (DashEnd H¥% ). BEELEEH LD T.

18.2 Fodktk/ R (B, T, FIRSF) X

el e R AT FFEE I (ASH Console)

18.3 Ultra Jump F%T

ExtendedVariantMode ] EveryJumplsUltra 5748, KAKKUL, & rE A2 580 m il 5 & B fBkERsh1E, 8k
ik Ultra. BEARRSL, £ Jump, ClimbJump HHHARRE, ik

DashDir.X

Math.Sign(DashDir.X);

DashDir.Y

of;
// Speed.Y = 0f; // this seems a bit counter-productive when applied after a jump...
Speed.X *= GetVariantValue<float>(Variant.UltraSpeedMultiplier);

Ducking = true;

{E2 T ClimbJump A LB FZ2 R T Jump 1), SEEFR L&A 1.44 FRf MM, ERERIRCA T, X
BN bug, AITHE DML T

Ultra Jump iy K [ — LB

(1) HKABITEERK delayed ultra ANFFATAT. AR AW IC I8 A0 T RERZ 7% M J5 HAR A 1.2 5 ek, an SR amkhr &
@S, e —3% 1.728 N,

(2) IRk, Bk, K HBEER 1 RA.

(3) T E—%, Ceiling pop KEZEUIEN FAFLE, BABE A B AQ8 . RN B R ) 1.44 0k, fi
THRZ “HM AT B LUART.

18.4 EB4> mod SLIRHU4FIE

BRI

SidewayJumpThru

ekt

18.5 Portaline

PAREET 1.0 JRAS. A AT REAT 2230,
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FEIE TR AEAREAE BN 5, — N2 OnCollideH, OnCollideV BTG ((HIF B LE 1A G A2 Solid! ik
vl e E 7 EE AL OnCollideH/V FER), 55 —M&7E PortalEntity. Update() 41, K K B YRR,
WA OnCollideH/V filt i f&ix, v LA —ni. [FEE, T RHHMEIE] T2 Player.Update() BIRE, Hit
F OnCollideH/V fith %12 B ] 73X — Wi FE A& 1% B B R S 75, 382 R B, AT DUHCEIAE 7 ) B 3k B b ARk
I IFHEAARFLAE.

TEARIE T 904 B 5, 2Bl — PortalEntity, KH AN Scene, 74 Instance.blue/orangePortal & 4
B MIPEAEERT, K2 XS B Instance.blue/orangePortal & 77 %5, FA1HIIE Scene.Add(Entity entity) S&
B L SR i N — N At rh, 253 R — it A Scene.BeforeUpdate (8% HAth Entities.UpdateLists(), X4~
N [] SO AR A TN — 1) B A IR NN Entities. HANFE 27911 Depth = 100, MMif&i%[ 7 Depth = 0.
HEAEX — Wi, AR T @@y 1 i Lkl ] (B E&TE Scene Entities 1, 2% update), HixX—ife taft
IR IR Rb A, £E A (A IE ), HARFE IR (AL Ik T 1AL, I ARE AT DAL IE, RIASEX — ik (oL ] IEANE

18.6 Ceiling Ultra

I Ceiling Ultra ) README
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https://github.com/LozenChen/CeilingUltra/blob/master/README.md

19 AR —Le BN

19.1 Cassette Block

https://discord.com/channels/403698615446536203,/519281383164739594/1063844137440399492
https://discord.com/channels/403698615446536203,/519281383164739594,/1063871823948812419
https://discord.com/channels/403698615446536203/519281383164739594 /1063880270262046761

https://discord.com/channels/403698615446536203,/519281383164739594 /1063886704 706080840

19.2 XNA/FNA desync

FRRFAELERX R, /4T Everest BIRACE TN B NET 1, NET BONHE LA, XA desyne A
SAAAE. T2 B T PA— 28 ik vk

https://discord.com/channels/403698615446536203/754495709872521287/1088432710806163567
https://discord.com/channels/403698615446536203,/1068379326589976596,/1088490611918766192
https://discord.com/channels/403698615446536203/754495709872521287/1088401589468938260
https://discord.com/channels/403698615446536203 /407956898713960450,/1074833187013931019
https://github.com/XMinty7/xminty7.github.io/blob/main/documents/bubblefaq.md

MoveToX HfI/2 MoveH(toX - ExactPosition.X, onCollide), H V% iRz, & FHHANMEE toX fWZE— A
g, T XNA/FNA X UEHI ARG 7 5%, S5 desyne.

19.3 —LEHMNNH

i T &4 DashUpdate F§ DashCoroutine, £ HITEZE 5 Wi, DashUpdate B4 DashDir = 0, R T8 2 5 &4t
2T ), X — AR AT DU () FAZIE) B R E. 4 6B [a-06] K)E.

https://discord.com/channels/403698615446536203 /519281383164739594/1081193572155535420
retention, S8R5 FHHFERES IR (ARNEHITE M ZRAL), MITTIER] TR EHIKE & S

https://discord.com/channels/403698615446536203/519281383164739594 /1084872686041301093
https://discord.com/channels/403698615446536203 /854300208058073098/1104460710081216654
https://discord.com/channels/403698615446536203/617809769322774533/1007808556092895292
https://discord.com/channels/403698615446536203 /519281383164739594 /1084920691998085200
https://discord.com/channels/403698615446536203 /519281383164739594/1085131576108658749

https://discord.com/channels/403698615446536203/754495709872521287/1085011460704436344
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https://discord.com/channels/403698615446536203,/519281383164739594 /1085696979671203970
https://discord.com/channels/403698615446536203 /519281383164739594/1021642871885013012
https://www.youtube.com/watch?v=3R-d4hDuRJQ, file timer overflow.

https://discord.com/channels/403698615446536203/519281383164739594/1088678079116873801
https://discord.com/channels/403698615446536203 /519281383164739594 /1088590093989716038
https://discord.com/channels/403698615446536203 /519281383164739594 /1088588732598321234
https://discord.com/channels/403698615446536203/519281383164739594/1089992665048821831

https: //dlSCOI“d Com/channels/510279444368457730/5102801591 15608066/1060087080144875560 TN En-
gine JE X IF H K, KPLEL TimeActive, 1X 7] BES M /RIRTS 5 R AE A BEAF 21 TimeActive, Bkl —
) stun?

Nanashi: X BEANMRAUAFITEREAREN, BETRA—A 6 With THTARER, R)5 hyper B —WiHUK &, IXH
PEK A N IRBERE FHBE— I, 7E dash trails HLA2FIH), SO IREIBGIRE b, AP A A, BRI RE AR
] b 3E R, PSS At RESRAT AR Bk

https://discord.com/channels/403698615446536203,/1074148152317321316/1093693746949927057
https://discord.com/channels/403698615446536203 /519281383164739594/1107419071613505536

https://discord.com/channels/403698615446536203/598977992957624343/1093996681692991528, https://discord.com/chant
https://discord.com/channels/403698615446536203/519281383164739594 /1097290699621281885, https://discord.com/chant
https://discord.com/channels/403698615446536203/519281383164739594/1116088511305613504.  Ji it AT i K

. ML XA EREILIRAE S Kevin [7] ) M JERR Bk B2, 0 IRz B ), —IE— a2

TIEER; Kevin BN S 5 10 5 470 BN 280 returnStack, T& H e HETF RTINS Kevin FUAR, 285 FRHE

F=A Kevin BRk, 18] 28 4 — L8 B B m) (i R A BE I 8], AEASAATTRD D A28 HELF = Kevin HJ n Hi1E

R, BT L n B

Mo, N4, HES +40 2 BNF S EUIER IR ). Ik, T DeltaTime — H T int32 LR, & 8%
HEATIEshE A,

HEiRE, EE3F float infinite REEFIH * 1.2, JRRR AT LA B MR 1 BRRIEEsh i 2 ik ... 85 R 3a 1%
HF 5a REH.

https://discord.com/channels/403698615446536203 /519281383164739594,/1222710533489295441
A theo S B il H Fede B HARTHIXT ) — X 3 8, SEIUR R AA retain, LLIARRICPRIEE

Portaline 1%3% 1 JC MR, WELFAGAR e o R IZ A FEF A T IS s8] 2 . — H. OnCollideH #¢if M, 4
OnCollideV HJI A3 AT /2 0, 3% * 1.2, T-F u SCE ] ] B X A o) g 1) @ & i AN /K BEslAT
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https://discord.com/channels/403698615446536203/519281383164739594/1016106250947285083, https://discord.com/chanr
RiVISE

HH T TrackSpinner/RotateSpinner FIA7 B AR 7 onGrid, FEEATIREAREFEE R KA FZ C4 XTFRI.
https://discord.com/channels/403698615446536203/754495709872521287/1095360275118563431
https://discord.com/channels/403698615446536203,/519281383164739594/1106241731072114732
https://discord.com/channels/403698615446536203 /519281383164739594,/1107021482716037120

https://discord.com/channels/403698615446536203/1074148268407275520,/1222248533021687819 F| ] moonblock
recoil K3K4F 86 1] liftboost, MiA & RA F AR 47, AL EFRULIX A liftboost RAEA 17 Z Ja b3l
KL liftboost

A KR, HOERBEIRIIN: FireBall fE0K/JOREVIH T, HIg T WA BibEe B LgELf
MR IE T, R KR SR T, AReid 57 T FireBall NEFZ W A AT, U@ R & E
RAFHIE DL T Bz i Bt mR 22 k40, XA R REEEVIVK JOIRAS R EE T

BEAN, UKER A% 35 56 2 SRR RERE A 2 NI 7 (BRAEUKERAL ARG A2 4k, I 2 B 1px), H b i3 Al 21 A
PRI LL Rt AR R TR A, BRARRER 7R 5 1 3 B flf 4 46

FIF delayed ultra B DASEEUAERR 7 T 6 (1 ) L5838 5 b T %

f# kevin tH A PASEHL delayed ultra

https://discord.com /channels /403698615446536203 /754495709872521287/1135491514584272057, FIF F KR Z
EAR =

https://discord.com/channels/1089518756113428562/1089518756113428566/1094972674985447505

https://discord.com/channels/403698615446536203/519281383164739594 /989441950006513664, Jump timer abuse
Z I wallbounce cancel K SEHLEIE R 15 HL T 5 = 1 & FE

https://discord.com/channels/403698615446536203/519281383164739594/1157881020486529074, & 2 iift /& 1 K
e AAERE VarJumpTimer AV R KIS LR # AR L, WTEEZEA StClimb, #£ StClimb N HEA Var-
JumpTimer. ifij StClimb N VarJump HLHIAEIEH, TR FIE. SR J5E VarJumpTimer ¥ 45 X [H]
# StNormal, HFT ARG AL, &SRB, TREZ AR T — A 52 T kA EAR TR Y R e]
PRAG —/N A B AR AR, R KT ARACIETE B TR A% IR B R, RIS 8 21— b — R AS B4R [ ),
KFERATRAIA XA TGRS T 7

https://m.youtube.com/watch?v=6X76NKwZhTM&start=1370
holdable gultra / du, theo transition ultra, W, 2024.02.08 [1J 5S idt.

1t CassetteBlock [RIZK-F07 B A B EE X BTG BERE HER%E CassetteBlock (EJREUGZIRFE StClimb H %48
CassetteBlock), 4R —# CassetteBlock [ LT NS4 H -1px F +2px, &b 3 1px IR (2D
AA Tt 55U AFRIZFE). HARBIHLEIFRIE B AT
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19.4 FPREERERE

https://cdn.discordapp.com/attachments/615402712011636777/834330998954393610/2021-04-21_03-12-05.mp4
https://discord.com/channels/403698615446536203/754495709872521287/1095392387121025085
https://discord.com/channels/403698615446536203/754495709872521287/1095463256157601932

https://discord.com/channels/403698615446536203/754495709872521287/1071015717761208360
FEA RIS RIS OL R VIR, SRR VIR B Jm . R 5 5l 5l H . %0

Seeker duplication 3!

20 Code mod A%

DetourContext WAl T{E (4T IFEA L. Hi ARV LT AR A —#E): DetourSorter<T>.Sort(..), KFH
F AR R —J7H0 Before 5% After B *, i 53— IS0 GBI, WA W 0Hy. B0, &
Before 5 After &7 47 5771 ID (GX— B AR FKK, LT AS U BURY WIE). 70, # Priority 1K
/N, 5, #% MonoMod RuntimeDetour P2 th ) Globallndex HER. TD A& 11E, BRI 2 ik A
detour JIF#E Assembly [ Name (3 th 978 HIiE 76 24 5 & 7).

On/1l.Celeste.Blah.Blah hook Ni%{E ILHook 54N —)Z.

Everest.Boot () [AHRARS EAH FIX 28 hook FJ= 2K il .

21 %
SVFEERAERTHOR, (AT IFRIR), M 2 e L6

1. B E R FREm K E AR )7 R ARE? WIRERH. B8, BB KB JIMIKME R onGround. FEREMI SRR
LR R ER T (A ) ACE ERT JumpThru (NegaBlock A AFE)), HAEFAA SRAES. H
hn Bz Hy ) EE, onGround -> WKEAAT) -> 7wEE -> #3) -> FEST:. AT DURE AR ) /e,

2. R LRERIKEART1? BB FERE? WIRHEEH. B8, ANRE. Rl L. R A XS S pl g 7 oAb 2w e A
7 —2% component K7E I,

3. QT B A S PR A A 7
4. IR AT IR RE T o b7

5. BUAES JLGHEAT 144 State [FI5EHT?

3

Ocrash_ CSstrawberry.tas

3lseeker_duplication.tas
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6. UEIBLR FPIRASHLIE A Begin, End, Update, Coroutine update JH#L.
7. Ultra L.

8. liftboost Mk ZI L.

9. e BN liftboost?

10. R X5 Te 5 S HT T (1 2 1.

1. N2 IR 43 .

12. @RI bino storage YIHR ultra.

13. fi#F¢ Spinner cycle.

14. f#% Spinner drift.

15. fi# Bt CassetteBoost.

16. fi# B¢ Koral clip.

17. il AT B A A T REHTA BIK B, (I A A4 —E W] LA
18. fi#% Ceiling pop.

19. f#% delayed ultra.

20. minHoldTimer J ] 7] DA Z45i7K BEG?

21. RS KRB,

22. fiRFER H I,

23. fAREA A,

24. fi#% DashBounce.

25. fARENAT AAERS B HIL b o0t R ) B d R 9. (R IIAT BB R AT)
26. f#% Hitbox = FeatherHurtbox

27. ffel % StClimb

28. 4T https://discord.com/channels/403698615446536203/519281383164739594/1175644079447609374 (I
ERSCHR TAS) R T A4 (WESEUTRAE L F 3 A wallboost 23 /EFF)

https://www.bilibili.com/video/BV1uw411Y7JG/
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22 HitERIR

NSpy: £ MNP L Ctrl4+R BCE A 847, 7T LLE BRI 21 1. EJ7 R R 48] / Ctrl+Shift+F /Ctrl4+-E,
YU AT BALE AR R S 1 B A< V.

CelesteTAS: custom info 32
https://discord.Com/channels/403698615446536203/519281383164739594/1081832259260252301

WHATEH] custom info do math FIZUR (update: IAE LA lua in custom info iR 1)

32CelesteTAS-EverestInterop/Source/EverestInterop/InfoHUD /InfoCustom.cs
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Part 11
PR F

1 Ha

1.1 FEFEBRLEES

1.2 mnMEREk
b TR, A R ARk, B 2 A8 R R LA B g R A

1.3 dd F#l

ANBEIESE dd.

1.4 Coyote Hyper

AR BETAT A A B

JR PR FALFE core hyper, dream hyper, {H— & X Ma]$5IX Le45 T LLAME) coyote hyper.

Coyote hyper = hyperdash, but start the dash in coyote time

E.g. dream hyper is a kind of coyote hyper

E.g. iE NP 51— (reverse) coyote hyper, AJ EAMHAS (348 4 BE AEIX N J7 BLALE I M — 4 b

E.g. £/ LA IE coyote hyper, AR AT AR ER7EH, L2 T REE: E—A bunnyhop. JFH B F&HHE
R, AL hyper B2F %R T By BRI 2SR H 18 /D, RIAE TR, B4l hyper AMYE A2 5 T Bk Bk
B, WEABEER +40 MK FEETE K. (%: FI# K donkerl19-intermediate ARB vl 3 iX BIXFE A 5% fE
B A47i0)

E.g. 4f bhop/5f bhop

1.5 gu / gultra / grounded ultra
S b R R T S TR S TERR gu

HARR L, 2

110



1| R,J
7R
1|R,J
repeat n
14 | R,D,X

1R, J

endrepeat

HE n>1 (78— 14R,DX), XFEHUZ R, 507 RER 2R 4,R,Z Z KM

6f T2t 325 th— s s, A=A b 390 BRI EE (398.8)

1.6 DD Mk

DD SRR Rk,

1.7 BEhRk% cb
B AAE A 5k, 2, Kevin, 7 IKHEE.
AR RE FT LA A =, AR ) A0 35 AE 1 e Bk

W% cb MIXETEH? (ie. EBIREMPEE, ZOEERE D b (IEEHEBINRA S IEE Lift-
Boost), fEA4714 X ...

RS L 7RI, BIFARKRE, A VKRETLIREN cb.

1.8 rcb
1.9 7K# u, cutscene u

1.10 du

Ber5: N 7D R, RS DR . R B S BE retention AR, IR AR B, Ak cb
BrFIE bR B Ion A 7 EEAIL S O T .

1.11 ZEMEFMREBE THEE / TEEZERE
WA /4 ELARER T 1) RO BE. W LR T RO B, th T P T 06 v R ] e 55 201 ) 7K P B K.
2 M

2.1 THEZEFE
v-t ERIEE WAL K.
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WAL R WA TR EAE” e — B, v CAIER BT AT A EE (X7 R B AR 2 I ) B bt 471
https://www.youtube.com/watch?v=dD144dravbw
240 FEEEFEEN 240 * 0.0166667 = 4.0000080, b 4 22— & 4!

BEAL RG] 6b d-03 ] d-04 77 5

2.2 Fkh ) kD
EPRAFAAT].
AR A X A 0, F eSS B

AT

11 | K,G # neutral climbjump
1| L,K # wallboost

14 | R,J,G # inward climbjump, costs stamina
R TN
11 | K,G # neutral climbjump

1 | L,K # wallboost
1 | J # neutral walljump

24 | R,J # return to the wall

RN 5 B wallboost, BT LATEUKES 1 3% A

SERRI AT

35: HPRAFAR ST b5

SR AR A S R R, A e R R, SRR ) BT R S D — A (BN E R
TR HER Y ). AR A I O, A T, R X AR + Y ANEGRR ) + iR R B R H XA
BPCERT) + Y MRS + R EAZE. TBEEE R A R E AR ST ROZAS R TR EIX A4 ]
HHHOLIE-
2.3 Cpop

B2 R FERIFE cp.
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2.4 ERHY

bR A% 35 A AL BAN G — B T

I T2 S BB, LRI R o I 2076 Rk, R SR sh R s e gt — 1, BRI IRICE NE

ERE R BRR AT R RAT .

2.5 IF[a)iRE EH) 1
2.6 KXUEHIE

2.7 Corner glide

#} L3 corner glide w7 E R

2.8 Overclock

i 1 SRR R A2 Bl B

T —: IS 3 12f 1) wallboosttimer, fEIX B BIKE AR T) (VaHh /UIRR /7K %), S35 wallboost + 27.5

(R R T 7 M 5 2 AR T S T LI, 38E S ERAT B MA T Rk 110.)

EHAR Z AR F71) overclock, FHT OnGround, 110, +27.5 =F FIINF, 75 E a7 —M OnGround F7EIX — Wi F i

M, J&—Mifil & wallboost.

i = A B P PRIk, P85 wallboost. fEHBIE _EAMBEAFER Ay, (LU RA b TCVE R AR 0 1 e 7t

A2 (WA T EE S 110), BT ATCERBIE !

2.9 Wallboost 23|%E

2.10 Wallboost BiEFEES

IKPAERE & B BRI, ZEAHEZ wallboost 4LE walljump.

2.11 grounded wallboost / delayed wallboost
At 130 + 40.

Ffl: 1A TErp vl _11)

2.12 idu

instant fi K2 7] N 38 30 15 — WUk,

SEL RS 9.tas ) Ivl j-14b (2022/11/18, 9:09.763(32339) k)

VE RO BUE I TN T ORI 2 AN i i 35k P 3 15
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B EFHAAIEEER 0.5, FEE 60.
14 | L,D,X

1|R,J
10 | R,D,X
2 |R,J,G
1R

1| R,K,G
1|R,J,G

1 | R,K,G

2.13 moon spring boost

2.14 gultra retention

AFTE AL, PRRIES A cb SLJE Retention, FHIN—/NE F{EA LG ZS cb+40. @id R Maddy FERTZS
7 StDash HEAT StNormal, [EFf /KR FMELE Retention B, SR @ TIPS BEAE WK &R, wiil
%7 StDash 58 %45 AR I8 & 5 2%

R AT, URA] L—A gultra retention, HtA& T u # Retention, MM PREE (T 390 FIH -« TSR A2 IXFE, {H 2 1)
T, — ST cb MBS Retention, {HF u BeIMBE R EBL of A4 1 ¥, RIL— BB T 2 %k

gultra retention .
B LA gultra retention MEHLETE, SA BIETRLIT, SA HFINLIERIE N ) 2258 sh e, g,

Hrp sy gultra retention JEH A HR, € RELLVRAERKE A PR ES ol UK, RE PRI 2022/11/28 1) 9A tas-
9:08.845 FiAIH 7 iX— 5, 1 j-12 i 7 — D RA KR!

IR FEI B 2 N, 45 LAZ RS o S EE RSN du* 1.2, MR OR B 2 TS T, AT SEEI T S B AR I SRR

2.15 core boost

RILT 2022/12/22

https://discord.com/channels/403698615446536203 /598945702554501130/1055324032364449882
B R UL, MRS SR 26 — BRI B B A B 2 cb.

core hyper M i % 325 + 150 * 1.25 = 512.5. 1fif Hib 75 2 —FFURTEA 4, PASGERr 5 SR . am A o] +
FHH Ach BEEEA KA 240 + (40 + 50)*4 = 600 FIHESE.
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J hyper + cb $TWrfElIL A LB 75, #E 500+, 1M HAE KR 5.
AN, E IR T T AR, o 2 B, DRthas 15 THAR KR R A B 1 5 7 ).

ZM: overclock + I 5eb: 8b [c_05] 2022/12/22

2.16 Cross-screen cornerboosts

& T RN AGAEES I TR S .

AT AT B T 91

— Bk, ST (90 130) XU cb 4 EREEE 774 retention.

MR EIRIGE L cb, M4 T EI B ITHGEEIRSS wallSpeedRetained, 85 1 cb.

XA EARES | WA MR RS, JRAESE | WINPT A IZE AR e, AL, IBARBSAES i+1 hi—Y)
#AE 2 13843 wallSpeedRetained, S8 EERBIEEZ AT cb #iAT 1 (E5F i+1 80 i+2 W)(FE LTS ERZ K
TEAIAES 142 BT cb, HINRA K ETIZ3RAT retention).

I EVIRRAG 1 & (AR L BN 0.

TR
1| R,K,G
1|R,J,G
1]K

40
1|R,J,G

T

FE5 3 4 cb B, BURTIAZ IR, AREIE 7 ZHmA 1 Wl R B 1 WCHRAE.
RG] 1A Torh 2 Ak YRR,

FIREEEL, e Al (Madeline 5% + —#%) FRETR /A4, AT DL Bl iR M K- A%, 50
FH HA L0 2 SRR SR AT

2.17 float rounding error
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Part 111
B3R

1 FR-RB/1FAXRE
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1 SEEARL AR

FA4 BT =2 PN TR
MoveBlock EEIES %
Glider IKEE jelly /jellyfish
WallBoost wallboost
WallBooster (-t conveyer VKR R AIX 4y
CrushBlock Kevin Kevin block
Holdable I throwable
Player.Holding TR
FloatySpaceBlock H etk ) H BRBR moon block
FlingBird 5 bird
Puffer TR puffer /fish
Seeker iR /i fish
Spikes I
CrystalStaticSpinner (53] spinner
TheoCrystal Theo 7K /7K theo
Solid P / [ B
SolidTiles AR R R SN
DashBlock EELALHDEESER
DashSwitch S IWPA S Egail HEEIF TempleGate
TouchSwitch fifi 3 /2% fiff 3 Mural Skies H )R L
SwitchGate fifi i) 2A TBMAE T
LockBlock BRI 3A I
TempleGate MR TFIR [R5 N
TempleCrackedBlock SA iR e AL H
ZipMover LLERNT /et T B /L | 204478 | traffic block/zipper | 9A tH74 ZipMover, /N H 5%
SwapBlock EENEIFS REIZE R M) S yof 0 AR AL 5%
StarJumpBlock 6A k5 8A 45 REHIFBhER
BounceBlock ESE AR VKSR AN 20y
DashAttack
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2 RKREE

StNormal = 0;
StClimb = 1;

StDash

2;

StSwim 3;
StBoost = 4;
StRedDash = 5;
StHitSquash = 6;

StLaunch

7;

StPickup 8;
StDreamDash = 9;

StSummitLaunch = 10;

StDummy = 11;
StIntroWalk = 12;
StIntroJump = 13;

StIntroRespawn = 14;
StIntroWakeUp = 15;
StBirdDashTutorial = 16;
StFrozen = 17;
StReflectionFall = 18;
StStarFly = 19;
StTempleFall = 20;
StCassetteFly = 21;
StAttract = 22;
StIntroMoonJump = 23;
StFlingBird = 24;

StIntroThinkForABit = 25;
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TRIEEBR R ), B BERT. DA 13 .

TEGeth it RIER K AR SEAEm “JaT” BORLE, 2B ATm R A5 (L.
IR R R BUREH T, BARER LB T 5 A Ay 32 PR 4L
TheoCrystal = 100.

Madeline = 0.

MoveBlock = -1.

Spikes = -1.

FlingBird = -1.

Glider = -5.

CrystalStaticSpinner = -8500.

Booster = -8500.

IceBlock = -8500.

Spring = HFT7ER Platform.depth + 1.

Platform = -9000.

ZipMover = -9999.

SwapBlock = -9999.

Snowball = -12500.

Puffer = RIE/E.

WindController = K45 E.

public static class Depths{

public const int BGTerrain 10000;

public const int BGMirrors 9500;

public const int BGDecals = 9000;

public const int BGParticles 8000;

public const int SolidsBelow = 5000;
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public

public

public

public

public

public

public

public

public

public

public

public

public

public

public

public

public

public

public

const

const

const

const

const

const

const

const

const

const

const

const

const

const

const

const

const

const

const

int

int

int

int

int

int

int

int

int

int

int

int

int

int

int

int

int

int

int

Below = 2000;
NPCs = 1000;
TheoCrystal = 100;

Player = 0;
Dust = -50;
Pickups = -100;

Seeker = -200;

Particles = -8000;

Above = -8500;

Solids = -9000;

FGTerrain = -10000;

FGDecals = -10500;

DreamBlocks = -11000;

CrystalSpinners = -11500;

PlayerDreamDashing = -12000;

Enemy = -12500;

FakeWalls = -13000;

FGParticles = -50000;

Top = -1000000;

120



public const int FormationSequences = -2000000;

3

121



4 RXHRXERAIE
B Celeste Discord = TASING P WHIA . R, MAMS F A 2B Z AT, Il wh.

20 BECHXH WA

TEEEAY T 45 TR
Bunny hop bhop F Bk
Spring cancel sprancel SR HUH
Jellyvator ¥id H Jelly + Elevator 15
Archie PR T
Wallbounce wb P B5 Bk
Wallboost wb 955 5 Rk —
Corner boost cb

Double corner boost | dcb/2cb

Triple corner boost | tcb/3cb

Quatre corner boost | qcb/4cb

Ceiling pop cp

Grounded ultra gultra
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5 FlingBird

abs(Vel.X) G | StFlingBird B K

0~ 71 30 f
71 ~ 163 31 f
163 ~ 225 32 f
225 ~ 277 33 f
277 ~ 324 34 f
324 ~ 368 35 f
368 ~ 410 36 f
410 ~ 451 37 f
451 ~ 490 38 f
490 ~ 529 39 f

# 3: StFlingBird I

I FHA:

71, 163, 225, 277, 324, 368, 410, 451, 490, 529, 567, 604,
641, 678, 714, 750, 786, 821, 857, 892, 927, 962, 997, 1032 - --

6 FEHRBER

cb BBk 2 36 R E R, EE FIRE 4.5 * 60 + 4.33 + 4.33 - 40 = 238.66. [N, FHEARE TS RHAE
BT ) 0.25 px.

Celeste

0:46.903

DashDir: -1.80, 0.00
0.250

0.830 0.170

0.750

& 36: Spinner cb
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6.1 RIEFE

RRER/HA: 1,55 1,D,J ; 69,0

W, T3 2 R A TR, X TR LT ZF IS IE (e.g. Satellite FC FZ5H4E).
S antl, 2> 7 TFE R ) — 1.

REHAEZ 3 W “TREWT (IGT A8, [BHEETR Frozen), i AR &

7 RS HERRERT R

e Math.Sign: iR[9] 0, -1, 1.
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Part IV

FI)HER

PRR] UL s R

1) Celeste TAS Reference

2) zball ] Celeste HLHIWFFT

3) —RAERE quqg M RTINS 524

4) TRB_ ## I A tas ZUFE 25

5) —REBARK [HEHZEHE 1 W] Tas AL XATHEZHRIFH tas ZUAMAR! !

6) A7 815 K [TAS] celeste-Hi[r] ik 2451 43 5

din

7) ERARBER o ) FIE celeste 1) TAS FE I — 20y G4 (DLRREEH LA 5 SRR ERIE)
8) AN [RIE] TAS REFHIEMR? — MRk EY R
9) FHHNAN Player.cs (5 4ATRAZ 7R, AEBE )
10) BB RIS, 37 B AT T4 g 13 RS,
11) Getting Started with CelesteTAS: Mechanics and Tech
12) Getting Started with CelesteTAS: Routing and Optimization
13) Celeste TAS Tech
14) Celeste: The Art of Floating Point Manipulation: a Documentation
15) Celeste Discord server H1 A2 AZ it
16) (Celeste —2EiE[ TAS £715) . 15EI Celeste TAS FFMIHE A
17) (F}2# CeilingPop) . [F] L.
18) CaskBupLm) . [ L.
19) Monocle-Reference
20) Subpixel manipulation tutorial
21) CelesteTAS Custom Info Bundles

22) useful celeste TAS input sequences
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https://docs.google.com/document/d/1z4caXIKvoEX-0gK3ApuJaJmDpy8NYAe62Dqt7Xxa9Tk
https://www.cnblogs.com/tmzbot/p/12318561.html
https://space.bilibili.com/429792593/channel/seriesdetail?sid=2043770
https://space.bilibili.com/395650548/channel/collectiondetail?sid=913042
https://www.bilibili.com/video/BV1Fy4y1B7yC
https://www.bilibili.com/video/BV1Rv4y1g7wF/
https://www.bilibili.com/video/BV1zZ4y1u7ta
https://www.bilibili.com/video/BV1Y44y1B7Mq
https://github.com/NoelFB/Celeste/blob/master/Source/Player/Player.cs
https://www.youtube.com/watch?v=M4JG1ztsQXc
https://www.youtube.com/watch?v=jKljHXfbnJA
https://docs.google.com/document/d/1RVXyO7AZB-r7X3FxkxrBob775qWdhfOyBEOGGbnTgws
https://docs.google.com/document/d/1VES6gVwc-WJSGiXAy_0j4a8AwmBvWSDPv2wPh5KHP4Y
https://discord.com/channels/403698615446536203/519281383164739594
https://github.com/EverestAPI/Resources/wiki/Monocle-Reference
https://www.youtube.com/watch?v=NLDjLGU7s88
https://docs.google.com/document/d/1Q4HK8J7WWHpSEj1h_Jtb0RFakOFjG1t2Bsr6NrH9Ht8/edit
https://pastebin.com/QFz3qjmp

	前言
	I 源码解读
	一帧中的运算顺序
	基础运动 与 信息面板
	时间
	状态
	空间
	速度
	加速度
	碰撞箱与伤害箱
	操作

	StNormal中的一般运动
	水平运动
	竖直运动

	跳跃
	抓墙
	爬墙
	抓跳
	Wallboost
	体力
	SlipCheck
	cb
	Climbhop

	冲刺
	Ultra 机制
	各类取消冲刺的方法

	物理更新与固块碰撞
	MoveH
	OnCollideH / OnCollideV
	Retention

	实体碰撞
	实际碰撞箱/实际伤害箱
	各类弹跳

	移动块 / 移动单向板
	骑乘
	穿墙
	Solid
	OnSquish
	JumpThru
	Koral clip

	LiftBoost
	移动块自身获得 LiftSpeed
	Player 从移动块获得 LiftSpeed
	生效: Player 从 LiftBoost 获得速度加成

	蹲姿
	AutoJump, forceMoveX
	Holdable
	平 u 接水母并瞬间丢弃水母
	另一种 NormalUpdate() 中的 Drop()
	Offgrid Holdable
	水母

	运算顺序 Order of Operation
	深度机制
	EntityList.UpdateLists()
	深度
	风与玩家的更新顺序
	使用 TAS Helper来研究运算顺序

	Fling Bird
	机制
	StFlingBird的时长, 水平位移, 竖直位移
	补充

	一个一个 State 全写下来...
	Coroutine, StateMachine
	各 State 一览

	拾遗
	冻结帧
	Cassette
	切版
	各类方块被触发
	BadelineBoost
	Puffer
	JumpThru
	Bubble Corner Glide
	Cutscene
	望远镜, TalkComponent
	按钮
	WindMove
	云
	Kevin 块
	果冻双跳
	Wall Slide
	钥匙机制
	岩浆块
	漂浮块
	Collider 相互碰撞的检测机制
	镜头
	整数坐标不再是整数 (offgrid)
	LastAim
	idu 和 didu
	Spinner Cycle
	(位置)浮点数操纵
	浮点数
	暂停
	Engine, Scene, Level, Session
	地图
	进入房间的具体机制
	切板卡死
	随机数
	CelesteTAS, Celeste Studio相关的运算顺序
	你可能不知道的一些 TAS mod Feature
	杂项中的杂项

	挑战/异变 与 Mod
	超冲
	部分挑战/异变 (超冲, 无抓, 打嗝等) 相关
	Ultra Jump 异变
	部分 mod 实体的特性
	Portaline
	Ceiling Ultra

	还未处理的一些原始材料
	Cassette Block
	XNA/FNA desync
	一些申必应用
	游戏崩溃与异常

	Code mod 相关
	习题集
	其他常用工具

	II 实际应用
	基础
	干净利落地爬上平台
	咖啡跳
	dd 穿刺
	Coyote Hyper
	gu / gultra / grounded ultra
	DD 咖啡
	移动块多 cb
	rcb
	水母 u, cutscene u
	du
	落地同时保留向下的速度 / 下降蹲姿保留

	进阶
	亚像素调整
	半体力 / 无体力
	Cpop
	踩刺
	正向速度爬刺墙
	大风爬刺墙
	Corner glide
	Overclock
	Wallboost 急刹车
	Wallboost 白嫖距离
	grounded wallboost / delayed wallboost
	idu
	moon spring boost
	gultra retention
	core boost
	Cross-screen cornerboosts
	float rounding error


	III 附录
	学名-俗名/译名对照表
	状态表
	深度表
	英文社区常见术语
	FlingBird
	常用数据表
	快速重生

	源码中常用的部分函数

	IV 学习资料

