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Repeat 999
RotateObjectX FLWheel,0,0,0,-5
TranslateObject FLWheel,0,5,0
Flush
RotateObjectX FLWheel,0,0,0,-5
TranslateObject FLWheel,0,-5,0
Flush
}

B3 Puppet M (MOVEWHLL. PSP)

Create FLWheel
Anchor MOVEWHLL.PSP
SetSurface TRUE,FALSE,FALSE
FtAmbient 204,204,204,255
FtDiffuse 204,204,204,255
FtSpecular 20,20,20,255,80
InitMatrix
ScaleMatrix LAST,100,100,100
RotateMatrixX LAST,0
RotateMatrixY LAST,0
RotateMatrixZ LAST,0
CircleYZ 202,0,-200,40
Create FLWheel/FLTire
Anchor MOVEWHLL.PSP
SetSurface TRUE,FALSE, FALSE
FtAmbient 40,40,40,255
FtDiffuse 40,40,40,255
FtSpecular 20,20,20,255,120
InitMatrix
ScaleMatrix LAST,100,100,100
RotateMatrixX LAST,0
RotateMatrixY LAST,180
RotateMatrixZ LAST,0
CylinderYZ 200,0,-200,60,60,3
}
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