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Step 1 of 2

#define STATE_IDLE 0
#define STATE_STAND 1
#define STATE_ZWALK 2
#define STATE_RUN 3
#define STATE_PUNCH 4
#define STATE_KICK 5
#define STATE_SKILL 6
int state = STATE_STAND;
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Step 2 of 2

if( g_input.keyPressed(KEY_F1) ) state = STATE_STAND;

( (
if( g_input.keyPressed(KEY_F2) ) state = STATE_WALK;
if( g_input.keyPressed(KEY_F3) ) state = STATE_RUN;
if( g_input.keyPressed(KEY_F4) ) state = STATE_PUNCH,;
( (
( (

state = STATE_KICK;

))
))
))
))
if( g_input.keyPressed(KEY_F5) )
))

if( g_input.keyPressed(KEY_F6) ) state = STATE_SKILL;
switch( state ) {
case STATE_STAND:

node->setFramelLoop( 0, 150 ); state = STATE_IDLE;
break;
case STATE_WALK:

node->setFramelLoop( 659, 719 ); state = STATE_IDLE;
break;

case STATE_RUN:
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node->setFramelLoop( 780, 798 ); state = STATE_IDLE;
break;
case STATE_PUNCH:

node->setFramelLoop( 1114, 1140 ); state = STATE_IDLE;
break;
case STATE_KICK:

node->setFramelLoop( 1207, 1234 ); state = STATE_IDLE;
break;
case STATE_SKILL:

node->setFramelLoop( 1661, 1689 ); state = STATE_IDLE;

break;
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