Add event

Double-click a condition in 'Sprite’: Jo |
Angle
= Is between angles 5 & 2 [ = Is clockwise from JEBFEF
= Is within angle BE R ﬂ @:$‘H:(event)
-
Animations BE
= Compare frame S=igH 8 = Compare speed 38 F bL 8
© Isplaying IETEIEM o On any finished 32 B {E A BF
o On finished 5 BB o, On frame changed 28 i@ o048 A
Appearance ybgﬂ
* Compare opacity 3% BA B bE 8 © 1s flipped £ T EA{E
“ Is mirrored MR © Isvisble R
Collisions — b & -
 Collisions enabled R FERIED “ Is overlapping another chject HttABR B

= Is overlapping at offset 3B45%35& o) On collision with another object B3 B {h & @ M B

Instance variables ﬁ & A Eﬁﬁ

| Compare instance variable S 2{tL#; U Is boolean instance variable set
¥ Pick highest/lowest RIEZR 5/R1E

Misc 18
@, Oncreated # A6 o, Ondestroyed 33 S BF
= Pick by unique 1D

Platform :F lzil"

iCnmpare speed FRE LB i]s by wall TE 52
i Is double-jurnp enabled ﬁ}i’ﬂkﬂgﬂiﬁils faling 1B
ils jumping Bk B A i]s moving % &)

ils on floor {E#bAR

Platform: Animation triggers = éﬁﬁﬁﬁﬁ
.$_Or1 fall SRS ".?:iOrw jump  BE RS
,ﬁ_ On landed 3% i B 5 On moved 13 B B
l.,"-‘._ On stopped {= 11 iE
| Size 8 Position

. Compare height BELLE ~ Compare width ZE L&
= Compare X JKFELL#E ~ CompareY EHILK
= Ison-screen {E&E - = Is outside layout 7£38 5 4p

= Pick nearest/furthest jRiZ8IF/BE

Web
& Onimage URL loaded

Z Order
= Is on layer ZEE L * Pick top/bottom




Animations B &=
. Set animation BERT
= Setrepeat-to frame

= Start B

Appearance f{’l‘g

= Setblend mode JESENRE
Jx Set effect parameter

= Set mirrored ZEHMERRE
= Setvisible FEREE
Instance variables

AEREH
U addto Nk

U Setvale REBE
¥ Toggle boalean

Misc HEIE

= Destroy #EE2%
= Set from JSON

Platform &
i Fall through %
i Set angle of gravity B H A E
i Set double-jump 7R X Bk B2
iSet gravity E HERE
1R Set jump strength BBk 1 3R E
iSet max fall speed B KIEEIEE

1 Set vector X

iSimulane control 3 1R

ScrollTo B Bh¥EEh

:@*:Set enabled B{E)

Size & Position J©. T&ﬁiﬁ
= Move atangle B EBE
= Setheight SERE

= Setframe EIERT
= Setspeed JHEE R TE
= Stop {21k

fx set effect enabled
= Setflipped E TFEEIRE
= Setopacity FEHERTE

¥ setboolean
¥ Subtract from jE{E

= Setcollisions enabled T RIE)
= Spawn another ohject B4 2 —A®

iSet acceleration fNERERE
iSet deceleration JEZREETE
iSet enabled E &EiE)
iSet ignoring input

iSet jump sustain 548 Bk 2
iSet max speed  KIEE

R Set vector Y

r."
2 Shake

= Move forward [6] BI RS B
= Set position {Z B R E

= Set position to alﬁt%lg%& Biox = Setscale K/DERE--BE

C U o T N

= Setsize  K/hBE-BE
= SetX KFME

Web
= Load image from URL

Z Order

= Move to bottom
= Move to object

= Set width BERE
o SetY EEHUE

g

Move to layer
Move to top

) (50 CF
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Angles

&8 1s between angles
als within angle

General —f&

&8 Compare two values BI{ELLE
OIS between values B{{E 2[5

nls number NaN
¥ Object UID exists

OIS clockwise from

Qevery tick SEEM
OIS group active

als value type

aTest regex

Global & local variables 4> 13 £z 7N b 528 8

6C0mpare variable B8

Layers & Layout E*”'THE’(BE_F )

& Compare opacity 3EBA B LB

aLayer is empty

QOn canvas snapshot

Loops 32 &)
aFor

é‘For Each (ordered)
¥ While

Pick instances

Lhrick all

OPick by evaluate
OPick overlapping point

Save & Load
ﬂOn load complete
ﬂOn save complete

Special conditions

OElse

als on mobile device
aTrigger once while true

Start & end E‘ﬁ%&%gﬁ

ﬂOn end of layout TERAF&ERE ﬂOn loader layout complete
&3 On start of layout 1£BA-F B

Time

& Compare time BRI LL B

OEffects are supported
aLayer is visible

aPick by comparison
OPick nth instance
apick random instance

“On load failed
,ﬂ'On save failed

015 in preview
OIS on platform

ENSOE o3

OEvery X seconds § F#IT—IX



Display
ﬂSet canvas size
QSet pixel rounding

General — iR
& Create object RIEWH

QSet fullscreen scaling
QSnapshot canvas

%sn}b??@

€8 Go to layout BIERE+

oGo to layout (by name)'ﬁﬁﬁﬁﬁﬁﬁm(}o to next/previous layout BJ{&/ T~ {E @@ F

L restart layout EFH A
OSOrt Z order

QSet group active
° Stop loop

Global & local variables EHREHBH

WAddto 12105 &
Wysetvalue HEH B

Layers & Layout
& Recreate initial objects
GSet layer angle
oSet layer blend mode
J% Set layer effect parameter
OSet layer opacity
oSet layer scale
QSet layer transparent
& Set layout angle
Jx Set layout effect parameter

Save & Load

Scrolling  #58)
°Scroll to object
QScroII to X

Time B &
ORestore object time scale
nSet object time scale

ﬂSignaI
OWait for signal FEE&FE

oReset global variables 5 7% iE £ 15 % &
ySubtract from g £ 4 &

n Reset persisted objects
°Set layer background color
J% Set layer effect enabled
°Set layer force own texture
OSet layer parallax

QSet layer scale rate

QSet layer visible

f% Set layout effect enabled
QSet layout scale

¥ Load from JSON

& Scroll to position & B 7 {7 B
OScroII toY

oSet minimum framerate
OSet time scale

Lwait =13




Add behavior

Double-click a behavior to add:

Attributes ﬁﬁ
2 9

Jump-thru No Save
ZFHME AEEF

General - ﬂﬁ
Anchor Bdund to
layout
8 SR

o X
Line Of Sight Pin
FRES

Movements %% Bj)
LI 4
S
g

8 Direction Bullet
smBEH TFTEREH

s C
Platform Rotate
FEBE i}

o0 < W
Persist Shadow Solid
Caster w1t
1 A4
J A m B
Destroy  Drag & Drop Fade
_outsi... MR R E
B IMESR
G B ©
Timer Wrap Scroll To
B By 8
Vs L3 A
4" A‘ |-rg
Car Custom  Pathfinding
HYHEE Movement
BERE
AVENNNS
Sine Turret
FZEE

Flash
BAERE

Physics

A solid the Platform behavior can also jump on to from underneath.




