{

  if (isFalling)//(isFalling ) // && mustFall
  {

    debug_stop = false;
    with (tonsor)
    {

      tx1 = tonsor.bbox_left;
      ty1 = tonsor.bbox_top;
      tx2 = tonsor.bbox_right;
      ty2 = tonsor.bbox_bottom;
      // object-ids of the 4 collision-points:
      o1 = instance_place(tx1, ty1, block_f);
      o2 = instance_place(tx2, ty1, block_f);
      o3 = instance_place(tx1, ty2, block_f);
      o4 = instance_place(tx2, ty2, block_f);
      // case 1: collision with 2 different blocks, righthand -> right-shift 
      /* 
      if ( o1>0 && o3>0 && o2<0 && o4<0 && (o1 != o3) )
      {
        move_contact_solid(0, 16);
        //sound_play(snd_debug);
        shift_case = 1;
        debug_stop = true;
      }
      // case 2: collision with 2 (different) blocks, lefthand -> left-shift
      else if ( o2>0 && o4>0 && o1<0 && o3<0 && (o2 != o4) )
      {
        //room_speed = 1;
        move_contact_solid(180, 16);
        //sound_play(snd_debug);
        shift_case = 2;
      }
      */
      if (1==2){}

      // case 3: collision with 3 blocks, right free -> double-shift
      else if ( o1>0 && o2>0 && o3>0 && o4<0 )
      {

        //room_speed = 1;
        move_contact_solid(0, 16);
        move_contact_solid(270, 16);
        if (vspeed < 0) vspeed = 0;
        jumping = false;
        falling = true;
        //sound_play(snd_debug);
        shift_case = 3;
      }

      // case 4: collision with 3 blocks, left free -> double-shift
      else if ( o1>0 && o2>0 && o4>0 && o3<0 )
      {

        //room_speed = 1;
        move_contact_solid(180, 16);
        move_contact_solid(270, 16);
        if (vspeed < 0) vspeed = 0;
        jumping = false;
        falling = true;
        //sound_play(snd_debug);
        shift_case = 4;
      }

      // case 5: landed on falling block -> shift-up
      else if (  (o1<0 && o2<0) && (o3>0 || o4>0) && other.yprevious < yprevious )
      {

        //y = other.bbox_top-32;
        move_contact_solid(90,31);
        vspeed = 0;
        jumping = false;
        falling = false;
        onFloor = true;
        debug_stop = true;
        shift_case = 'landed';
        room_speed = 1;
        //sleep(3000);
      }

      // case 6: splatted -> handled in User Defined 1
      /*
      else if (  onFloor==true   )
      {
        if (vspeed < 0) vspeed = 0;
        jumping = false;
        falling = false;
        shift_case = 5;
        //sleep(3000);
        splat();
      }
      */
      // case 7 (default): -> shift-down
      else

      {

        //move_contact_solid(270, 32); WRONG!
        y = other.bbox_bottom+0;
        if (vspeed < 0) vspeed = 0;
        onFloor = false;
        jumping = false;
        falling = true;
        shift_case = 'default';
      }

    } // end with()
    obj_debug.debug_stop = debug_stop;
  }

}

////////////////////////////////////////////////////////////////////////////////////
block_s

{
  bx1 = other.bbox_left;
  by1 = other.bbox_top;
  bx2 = other.bbox_right;
  by2 = other.bbox_bottom;
  x1 = tonsor.bbox_left;
  y1 = tonsor.bbox_top;
  x2 = tonsor.bbox_right;
  y2 = tonsor.bbox_bottom; 
  //move_contact_solid(direction,12);

  // nach oben verschoben:

  if (direction == 270) //yprevious < y

  {
    y = by1 - 32;
    vspeed = 0;
    falling = false;
    jumping = false;
    onFloor = true;
    if (dir == 1){
        object_set_sprite(0, t_stands_r);
        //direction = 0;

    }
    else
    {
        object_set_sprite(0, t_stands_l);
        //direction = 180;

    }
  }
  // nach unten verschoben

  else if (direction == 90)
  {
    vspeed = 0;
    falling = true;
    jumping = false;
    onFloor = false;
    if (dir == 1){
        object_set_sprite(0, t_falls_r);
        //direction = 0;

    }
    else
    {
        object_set_sprite(0, t_falls_l);
        //direction = 180;

    }
  }
}
