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Triggered when a keyboard key is pressed.

o

Key codes
EEKey code is down
EE0n key code released

5E0n key code pressed

Keyboard
EKey is down
EE0n any key released
EE0n key released

Cancel Help on 'Keyboard' conditions

Choose a key

\1 i1 Press a key:
——y Right arrow

detected key.

| (none) w |

125 e

Or choose a key that can't be detected above:

Parameters for Keyboard: On key pressed

systems or devices may not have the same keys available.

Choose a key. Mote that international users and users on different operating

\m (ey|

<dick to choose =

13
Help on expressions | Back

| Doe |




Start page | layout1.” Eventsheeti x|

Double-dlick an object to create an action from:

+ | Project:
- v @
1 = T Keyboard | On Right arrow Add action 1,|’I 4 w
pressed /
v
Add action "'

2l

System ,1 5 !’tﬂ ‘lledBad&gr... TiledBackgr... TiledBackar... TiledBackgr...
. ;
b

Cancel Help Back Mext
idd action
Set the object horizontally mirrored or back to normal. @|
~
Appearance
2 5et blend mode f% Set effect enabled
eter GSet flipped
;1 .7,. 5t opadty
e
Instance vanables
¥ add to ¥ set boolean ‘1 8
¥ setvalue ¥ Subtract from b 1y
Cancel Help on 'Sprite’ actions Back Next

Pararneters for Sprited: Set mirrored

Choose whether to harizontally mirrar the object or set it back to normal.
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Destroy the object.

Jol

U Add to
U Setvalue
¥ Toaggle bool

Mizc

Physics: Forces

5

et from 1SON

ean

14

¥ 5etboolean
¥ subtract from

@ Set colisions enabled
‘ Spawn another ohject

.:L@(

! annly frree b&7 annly frarce at annls bt
Help on "Sprite’ actions Back Cone I

Start page | Layout1.  Eventsheet1 x|

1 = w Sprited

On collision with @y @ Sprite. Destroy

N

e azn31 sunu wald % waldl vl

udnaju FS Sunadouaiu

A v Y QY a ¢
> losuiuudNviifin Score 1az1y Score

[

Yo v Y ¥ S o & 2 : 2
L‘ﬂhlﬂmmiﬂfuﬂu"lﬂum mﬂmmﬂlummwﬂuﬁ’mmiuﬁm Score AN

TunUN 1 M3 Object L1UU Text 135 UILAAY Score

Insert New Object

Double-click a plugin to create a new object type from: ‘@ l:l
e .
0O 2 8 = -
Button File chooser List Progress bar slider bar Text box
General
a— s
im 2 % @ ik 0B
H—} <= Ash
9-patch Funiction Particles Shadow Light Sprite Sprite font
Tre=ma | -
T @ 58
1Y 1+
Text Tiled Tilemap
Background
Input v

Mame when inserted: | Text

Description:

Displays some text on the screen. - More help on Text!

r‘ﬁncel |

| Inseru
|

Layer 0

(W




~31~

o ~ ° o Y1 A Y Y]
VYHUADUN 2 ﬂ1ﬂuﬂ@]'lllﬂi Score ‘lﬂllﬂ']liuﬁuﬂﬂ'lﬂll 0

See

Properties X Start page Layout1 | Eventsheetl
24
i o |Z| _
Position 603, 25
Size 200, 30 ] o
E Instance variables o E
Add / edit Instance variables ‘
B2 Behaviors Y ' o °
Add / edit Behaviors I ® *
B Effects . kS .
Blend mode MNormal . ‘
Add [/ edit Effects - ) ©
E Container L 3
Mo container Create . . o . @
- = ‘ts‘ untuainA1dn Text Tty o
Font Aali) 4 &
Color Wooo ™~
Horizontal align...  Left
Vertical alignment  Top
Hotspot Top-left =
Wrappina Word
d‘ o S A
UADUN 3 NTHUALWANITULNY Score
/" Startpage | layouti.” Eventsheet1 x| -

1 = w Sprite? On collision with ‘ ‘Spri‘te Destroy

Sprite
B Add event
5. 2 Add comment
v JI Add araun
Add global variable
a L4 aa
ARNLNNRUINING @
e Help on event sheets
Mew global variable x
h-z.f
Name | S::ore| - ‘
Type |N.rrber e |
Initial value | 0 8 ‘
S
Description ‘
(optional)
Static
|:| Constant | 9
Help | | Cancel




:’J tﬁ’ o Y A o Y
Yunoui 4 Mriualiaas Score NONIANLLAT

Start page [ Layout 1/ Event sheet1 x | w | Projects
ﬁ Global number Score = 0 1 -‘lg‘; v ? :
1 s w Sprited " On collision with ‘ i ‘Sprite Destroy
-w
1
v I

Add action

Double-dlick an object to create an action from: @ I:I

W6 -~ @ T W

Sprite Sprite2 Text Text2 TiledBackgr...
2
i

T T

Cancel Help Back Mext }Jd
Add acticn
Add to the value of a global or local variable. @|
s
gl varir 4 &
14 |
Add to -t ﬁReset global variables
Set value iy subtract from
Layers & Layout
ﬁRecreate initial objects lﬁRvasvat persisted objects
lﬁSEt layer angle lﬁSEt layer background color
ﬁSet layer blend mode % Setlayer effect enabled
Fx 5et layer effect parameter ﬁSet layer force own texture &
Help on 'System’ actions | Back Mext |

Parameters for Systermn: Add to

Choose the variable to change.

bariable |® Score '11 GJ V|

Value |1 |

Help on expressions Back | Dane |




1

Start page r Layout 1 Event sheet 1 X} w | Projects
5 v [ Nex
& Global number Score = 0 v by
1 = w Sprite2 2n .(ol\isioﬂ with ‘ ‘ Sprite| Destroy [
prite b Syst... Add T to Score v I
|
18 it
o
L 1
Add action :
Double-dick an object to create an action from: @ l:l |
* 6 - H
System Sprite Sprite2 Text Tex% TiledBackar... {
- |
19
t
t
2 i
———
Cancel Help Back | Next |c
L
Add action
SO - —
T4 OTLpUSIIUN L Gl e DU {1 jocioies ~
{TiSetX
r=23 beeed
I_TJSET: h
21l
R
Text
LTJAppend text (T iSet text
iMove to bottom ,2 ,2
ove to object { T iMove to top v

Cancel

Help on Text' actions

Parameters for Text2: Set text

Enter the text to set the object's content to.

23

ﬁl Global number Score =0

=% w Sprited
Sprite

WHAAZNET  TUNA LY

-

T

right
round

SaveState]SON

scrollx !!

scrolly

Self
sethit

On collision with @ @ Sprite. Destroy €|

&b Syst.. Add 7to Score — |
[T Text2 Settextto ™ &Score

ua lawnalal
PNNAZLUY 1 AZLUL

LAAIASLLUY

nALu FS iNonaaounsyuuaill Score LLAAIA100NNT




~34 ~

4 v \J J
>miﬂﬂﬁwa"lumummgmuqu

A Y @ Y = o'ds! Y 1 9 ' ~ o
Lllf)Nahlil‘b'uﬂﬁJGWﬂﬂ ﬂﬂzuﬂzuuuhamuwum@ Lmwa”luﬂzwaummgﬂmmummﬂ"lﬂmfJ

9
v o o Lﬂ' ' o

aaiwszunInise ldwauawisess nna 1 U7 uazgudwmisianawInAIuuUaIe

q
v
=

A | o o a
TFumouil 1 191w Event i(uuny System fvua Every x Seconds fvuanaImng 1 3u1d

ce

a d' = d' g’/ a d' U
AANT Add event 1aon 1191 System 9101 uAANATJY Next

Start page | Layout1/ Eventsheet1 x| - | P

6 Global number Score = 0
1 = wr Sprite On collision with ‘ ‘ Sprite Destroy
Sprie &hsyst.. Add 1 to Score

{TiText? Set text to ™ &Score

| Add event I 1 U

Add event

Double-dick an object to create a condition from: @ l:l
r=-=1 r=--1 E

'n' ‘ - iT iT - C
Loaad Lo-od

System Sprite Sprite2 Text Text2 TiledBadckgr... E

DS

Cancel Help Back.
- i
fa

i Y H
1aon M Every X seconds NUUAANN Next

Add event
Run the actions at a regular time interval. @ I:I
- e T fE

48 Triager once while true
Start & end
£%0n end of layout £ 0n loader layout complete

ﬂon start of layout

Tirme

e :
5

Cancel Help on 'System' conditions Back MNext I

1103 Interval (seconds) W 1.0

Parameters for System: Every X seconds

Specify time, in seconds, between running the actions, Interval is limited by the
framerate (actions will not run more than once per tick).

Interval (seconds) m ? 8 |

Cancel Help on expressions | Back I | Daone |
T




TUABUN 2 Add Action 11U Creat object tiaaaen wa'lsl

Start page | Layout1.” Eventsheeti x|

6 Global number Score = 0

Create a new instance of an objectin the current layout.

1 | = Sprite2 On collision with @ @ Sprite. Destroy
Spiits LBSyst.. Add 1 to Score
ext? | Set text to ™ &Score
2 System Every 1.0 seconds Add action
9
Add action

o]

Display
ﬁSet canvas size
ﬁSet pixel rounding

ﬁResmrt layout
¢Sort 7 order

et fulscreen scaling
¢5nap5hot canvas

#Go to layout
¢Go to next/previous layout
#Set group active

ﬁ-smp loop

S

Help on 'System' actions

oo [ ey |

X Start page | layout1.  Eventsheet1 x|
& Global number Score = 0

s

Layaut 1 1 | = = Sprite2 ;}n ;olllsmn with ¢ @ Sprite Destroy

Event sheet 1 e LSyt Add 1T to Score

Layer 0 N ) =

Parameters for System: Create object

. Ne

1708, 860 Choose the object type of the new instance to create.

500, 500

Effects Object to create ‘ | =dlick to choose > 1 ‘1 -2

View L | —
ck an object |
uble dick an object: @ |
s - |

- H
L
Sprite2 Text2 TiledBackar...
Back Done
I =1
13 l 2
g k2 {TiText {T]Text2
Y
14,
e )| o
- -

Y v
VUADUN 3 MUUANT random UL x

Parameters for System: Create ohject

¥ co-ordinate at which to place the created instance.

Object to create

G ome
Layer [0 “1" ""‘ |
 [randomid, 1000) |
¥ [o |
16
Help on expressions Bak || Done




start page | Layoutrg/ Eventsheet1 x| -
Ly

& Global number Score = 0
= wr Sprited On collision with ‘ ‘ Sprite| Destroy
Snrite ﬂS}rst... Add 7 to Score

-----

(T Text2 | Set text to ™" &Score

1

2 nSystem Every 1.0 seconds nS}rst... Create object ‘ Sprite on layer 0 at (rendom(( 1000), &)
= /ﬂ L 4 ¥ 1 1 4
NN 1 UM InaFamalsl guandsngmuuuaann

natju FS ilonadouau

>ﬂ"l§$]l‘1J!’Jﬂ"I!ﬁ'11!!ﬂN
YA 1 v A o 1 T YY < Y
wallwqmmaummmam LS'I"(]83J'Iﬂ'l?i1&ﬂl’)ﬂﬂl!ﬂ'lilﬂi!!ﬂll’ﬂ Glmmumuwa"luma“lunm
A o 4 Y q ¥ 9
MINTUUA !JJ?J‘HSJﬂlﬁﬁ1llﬁ?1ﬂ1ﬂﬂu1ﬂﬂlﬂn

(4 v v Y f
Tuneuh 1 1¥¥m3iiu Layout 19 unN(Game Over)Uuun 13neu

Startpage | layout1 | Eventsheet 1 Layout2 x|

Projects o x
~ [y New project*
v [ Layouts
B .
E Open
v @ B # Rename L

o U Game Over

Duplicate
= S
= 5( Edit event sheet

= o Run layout
v E; ﬁ Debug layout

m @ Help on layouts —

[
(Y4

Yunouil 2 (WU Text M5 UILEALIA

Insert New Object

Double-dick a plugin to create a new object type from: ﬁ) I:I
o -
0O =@ 8 = 4

Button File chooser List Progress bar Slider bar Text box
General
T e
im 2 % @ & BB
- — L
9-patch Function Particles Shadow Light Sprite Sprite font

& 5

[E1E3
Tiled Tilemap
Background

Input v

Mame when inserted: | Text3

Description:  Displays some text on the screen, - More help on Text’

o <) [
[%

AT




~37 ~

i ~ ° o AR YA . ° T A YA A ~
YHUADUN 3 ﬂ’]ﬂu@]@]’lllﬂinﬂ’l Glu‘l/’lui“]f"lf@'n MaxTime Iﬂﬂﬂ’lﬁu@]ﬂ’]ﬁ“ﬁiv!ﬂﬂ 30 UM

Home View Events
Properties nx Start page, Layout1 | Eventsheetl Layout 2

T= A
z

B Instance variables -
Add [ edit Instance variables

B Behaviors ¢ 30 ¢
Add [ edit Behaviors

B Effects 0o "
Blend mode Mormal
Add [/ edit Effects

El Container

No container Create

Font Arial(24)
Coler MWeooo
Horizontal align...  Center

Vertical alignment  Center
Haetennt Tan-laft

o 1 I
ud luga Text 15 udu 30

6 Global number Score = 0

7 = w Sprite On collision with @y @ Sprite. Destroy

Sprit .
=5 Add 7 to Score New global variable
Set text to ™ &Score
Mame | MaxTime ‘? y
2 # Systemn Every 1.0 seconds ﬁ Syst... Create object ‘ Sprite on layer 0 at (random(’ f
6.1009)..0) Type |Number V|

IIniﬁaI value |30| I g

U} Add event o
4 Description |
5 & Add comment (optional)
e
=] )
n Static
6 & Add global variable
S’ b
. event sheet I:‘ Co=amt L=
a -
AANAIINIIIG event sheets Help I OK I | Cancel
|
v i ' v
(4 = A A ' fl Y o ~ o a =
VYUABUN 4 LUDLTUIAU LVNINITAAIAIINAL 1 IUIN
Start page | Layout1.” Eventsheet1 x| Layout2 | ~ | Prajec
& Global number MaxTime = 30 . " v B
& Global number Score = 0 "1 0, N
1 IO'-SprT‘teZ " 0On collision with ‘ ‘Spnte Destroy
Speite £ Syst... Add 7 toScore
Set text to ™" &Score v
~
2 #Sy;tem Every 1.0 seconds ”Syst... Create ohject ‘Sprite on layer 0 at (random{’
0,1000), 0)
Add action
E=1 4
1§58 p,

Add action

Double-dick an object to create an action from:

12. o -

e | System Sprite Sprite2

TiledBackgr...

Text2 Text3

-




v
U

~ A v "o Y q ¥ )
VYUADUN 5 ma%ﬁammu”lmw DUINAAAUNIND 0 L] le”lﬂwmfnmﬂu

Add action

Subtract from the value of a global or local variable. @ l:l

Global & local variables ~
@Add to 1 4 Reset global variables
Y .
Gy set value 4
Layers & Layout
ﬁRecreate initial objects ﬁReset persisted objects
¢Set layer angle ﬁSet layer background color
ﬁSet layer blend mode fx Set layer effect enabled
fx setlayer effect parameter #Set layer force own texture
#Setlayer opadity ﬁSet layer parallax .1 5 v

Cancel Help on 'System’ actions

Pararmeters for Systern: Subtract from

Choose the variable to change.
Variable | (& MaxTime w
16 | |
Value |1 |

Cancel Help on expressions | Back | m

Startpage | Layout 1 Eventsheet1 x| Layout2 |

& Global number MaxTime = 30
& Globai number Score = 0

4 | = w Sprite2 On collision with ¢ @ Sprite Destroy
Sprite &hSyst.. Add T to Score
[ Set text to ** &Score

2 @system Every 1.0 seconds &b Syst.. Create object @ Sprite on layer 0 at (random(0, 1000), 0)

B 5 ubtract 1 from MaxTime
[
18
Add action

Double-dick an object to create an action from: @ l:l
.19
—hy
#* 6 -

System Sprite Sprite2

TiledBackgr...

Add action

Set the text of this object. @ I:I

EUPUSIOONT U0 G100 ST ULjest

22(
,?‘ Next




.~ Start page |

Layout 1

Parameters for Text2: Set text

Enter the text to set the object's content to.

Text [\ -2 3 |
loglo A
loopindex -
lowercase rﬂﬁz 4
Cancel J— Back | Dane

Eventsheet1 |

Layout 2 |

& Global number MaxTime = 30
@ Global number Score =0

1 = wr Sprite On callision with @ @ Sprite Destroy
Sprite &hSyst.. Add 1 to Score
:T:Text?_ Set text to ™ &Score
2 nSystem Every 1.0 seconds # Syst.., Create object @ Sprite on layer 0 at (random(0, 1000), 0)
#Syst... Subtract 7 from MaxTime
5-2 5‘ §
T i Text? | Set text to MaxTime
" Add e » =g Add another condition [C)
mib [nsert new event above O} Add another action [A)
a L
A[ANAITNNTINIAIG BB} |nsert new event below Add sub "26
[ ——
o Esub-
Make ‘Or block aeh  Add blansisub-event (B)
@ Toggle disabled EI;J Add comment ()
=%
Toggle bookmark =‘=' Add group (5]
o Togale breakpaint @ Add global variable (V)
€  Replace object Add ‘Else” {4
Add event
Double-click an object to create a condition from:
[y
|6 - |
hmmad
System Sprite Sprite2 Text Text2
|
TiledBackgr...
b Bock N
Add event
Compare the value of a global or local variable. @ I:I
~
Glebal & local variables
Layers & Layout
lﬂlCompare opacity ﬁEFFects are supported
ﬁLayer is empty ﬁLayer is visible
ﬁOn canvas snapshot
Loops hd
Fi Help on 'System' conditions Back MNext |




~ 40 ~

Add event
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