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Sub lazy(Optional lazyTime As Long = 500)
Dim i As Long
For i = 1 To lazyTime

DoEvents
Next i

End Sub
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Sub Print RunMario(Optional SetValue As Long = 0)

init pointRng
Set pointRng = pointRng.Offset (0, SetValue)

If Facing = True Then
Mario RW pointRng
Else
Mario LW pointRng
End If

End Sub
Sub Print JumpMario (Optional SetValue As Long = 0)

init pointRng
Set pointRng = pointRng.Offset (SetvValue, 0)

Select Case Facing
Case True
Mario RJ pointRng
Case False
Mario LJ pointRng
End Select

End Sub
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Case 38
If Jump = False Then
Jump = True
MarioJump
End If
Case Else
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Sub MarioJump ()
Dim a As Long
PlaySound ActiveWorkbook.Path & "\MarioJump.mp3"

For a =1 To 5

lazy 300
Print JumpMario -1
Next a

For a =1 To 5

lazy 300
Print JumpMario 1
Next a

Print RunMario

Jump = False

End Sub
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