Here's an easy way to make an object's sprite change depending on its direction.

In the step event of your object, put an "If" statement saying: "direction>=45". Right after that, put another "If" statement saying: "direction<=135" . Next, put "change object sprite" and set it to the "up" facing sprite. 

Next, put an "If" statement saying: "direction>135" . and another "If" statement saying: "direction<=225" . and now set it to change the sprite to the "left" facing one. 

Then, do it again with the "If" statements being: "direction>225" and "direction<=315" and the sprite should change to the "down" facing one.

Finally, the last “If “ statement is: “direction > 315” or “direction < 45” and the sprite should change to the “right “ facing one. It means when  315 < direction <= 360 or  0 <= direction < 45, right facing sprite will appear.


This is really useful if you have a game in which you want enemies to follow you around the room. I made a game relying on this method heavily, you can see it by going to www.geocities.com/lightspeedfreeware <http://www.geocities.com/lightspeedfreeware> , and downloading my "bounty hunter" game.

You can tinker with the directions, just remember, this is based on a circle, with the right-most point being 0 or 360 degrees. You should make all directional changes keeping that in mind.

Hope this helps 

Note* you should probably surround each "change sprite" event with "start block" and "end block"

