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wann1seaNLUULNY (Game Design Principles)

nseenuuunuilunszuInMIaseassAiemdnnsddmnssy Aavs wardnineud
sefu ilelilsnufifiauayn ndanay wazfegadlau N5EUIUNITEENLUUIANEINITARS
aamﬂwé’nmaﬁﬁmﬁwialﬂﬁ
1. MIPenLUUIEUULNU (Game System Design)
nsfvuangunaeitaznalnveany Jaduilandnueanisiduny esdusznauvan laun
1. Game Mechanics — ngiiimuansldneuszninadidunazing Wy Msiedeuil nIsed
FEUUNSITIN
2. Game Dynamics - 357launavausanazdufduiusiu Mechanics 1Wu szuUAY
AU, STUUNOANTIN Al
3. Game Balance - M3U5uaueIn-11e, AnuulunIwediayas, Anuaunaveslewy
0819
1. 52U "Stamina" Tu Dark Souls MhliinssediosAnnoulass
2. N308NLUY "Gacha System" lu Genshin Impact Wilauiilonalasudiazasviseans
2. MIvNLUULNILWAY (Gameplay Design)
nsimue Ysvaunisadinisiay Iidauidnaunuaziiviegdda ssdusenaumean loun
1. Core Gameplay Loop - gun1siauman wu 8 — lausiu — UandenUulny
2. Player Progression — mMsiaundiazas W suiana, Yandendna
3. Interaction & Feedback - nstideyadounduwniiau 1Wu des, watwdu, Ul
F0E14
1. Super Mario T¥nsnselamdu Core Gameplay Loop
2. The Witcher 3 fssuuidonunaunu fidwasioiie e
3. MspenuULadauarlanvouny (Narrative & World Design)
maa%’wLf:aL%ENLLazé’fmmammmmﬁaiﬁ@duﬁuﬁﬂ psAUsznOUNan laun
1. Lore & Worldbuilding - nseaniuulanveanulniinimgn
2. Storytelling Techniques - ﬂWiLéWL‘%@ﬂNWUQWﬂ, UVEUNUT #30LaNaTIULNY
3. Character Development — nseonuuuUAIazAsIuIIALazIWUINTT
0819
1. The Last of Us fiifeSesiifensual
2. Dark Souls 19 “Environmental Storytelling” i@3asuain
4. N1599NULUUTEAULAZAN (Level Design)
1sEENUUULKLT s waziufivesnulimnzay esrdszneundn Taun
1. Map Layout - lassainsvesau wu Waniemdedumaiuay
2. Player Guidance - msltuas & ieesdusznouduiileuonynauniay
3. Pacing & Challenge — MawfiuAuenluwsazszsiu
F0E14
1. Portal imseenuuuannilyigiauEsuinalnriunsiay
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2. Resident Evil Wuasuagiiiieadiaussenniaviasy
5. NM39RNLUUNINLAZLESY (Visual & Audio Design)
mMsassquviemaniveanuiloiinessasa asdusznaunan loun
1. Art Style - danalnansiiln wu Pixel Art, Realistic, Cel-Shading
2. Animation & Effects - maindoulmvesiazasuazienindfieiy
3. Sound Design — Boafiunds, Wosenuing uazaunsUsynou
F0E14
1. Hollow Knight Winuiduuazidesnusdifioadrausseinia
2. DOOM (2016) id3 Heavy Metal ifisimnsniien
6. MyvenwuuUsTaUN15alyly (UI/UX Design)
NIoRNKUUIY Bumasivly wavdszaumsalmslden esddsenaunedn loun
1. HUD (Head-Up Display) — handf1naadin nsvau WKL
2. Menu Navigation - saniuutaylildauing
3. Accessibility Features — #l9039781%80 WU 818610neT NIeUsudd msuaunuond
F0E74
1. God of War (2018) 1 Ul fiSeusne usilsideyaidniau
2. The Last of Us Part Il & Accessibility Mode ﬁmgfuE:JLéuﬁﬁﬂmaJUﬂWi'aawmmﬁlm
7. miaaﬂLLU‘U%‘UULﬂi‘iﬂgmam%LLaSﬁﬁﬂULﬂu (Game Economy & Reward System)
mseenuuuszuLilunauaretafionseulsifiauausie ssusznaundn Téun
1. In-game Currency - Rululny W Gold, Gems
2. Reward System — szuutandenlawiy, luild, Trophy
3. Monetization - izUU%@%ﬂULﬂM 1914 Microtransactions
$9819
1. Fortnite 14 Battle Pass iulunairsugeans
2. Genshin Impact v uiteliiaugusiazns
8. NMI0BNLUUU AN USTEnIaiau (Multiplayer & Social Design)
nseaniuuTrUUliauansauTiuvTeu Uiy asAusEnounan taun
PvP (Player vs. Player) - lnuasiagseninadiau
Co-op & Teamplay — NSLEUTIWAY WU 1l MMO e Co-op Shooter
Social Features — NM5EENLUUSTUULYY, UN5H, Aas
$9819
1. Among Us Taszuu Multiplayer tag Social Interaction
2. League of Legends H152UUINSUAULAZNITUUITY
9. NMIDONLUUTEUY Al karngAnssuvesdng (Al & Enemy Design)
miaaﬂLLUUf]iy,zyﬂiJﬁzﬁwﬁiﬁﬁmgﬁwqamiuﬁmaﬂ% 29AUTENIUNAN talA
1. Finite State Machine (FSM) — sguu Al ﬁugm WU LAY, JANR, BTl
2. Pathfinding Algorithms — SEUUAUNILEUNI U A* Algorithm
3. Adaptive Al - Al flansnsaiSeuinainssugiau
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1. Alien: Isolation 1 Al AngASeUINTEUVRIRLEY

[

2. The Last of Us i Al @ngiiviharusiuiuivelaadiau
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Usztnnuaand (Game Genre)

nskUsUszaning (Game Genre) ABN139ILUNLNAINFULUUNISLGU (Gameplay
Mechanics) waglasasavauny Lﬂmmmmmfﬂaaiuwaﬂaﬂiumlmuaaﬂuaaﬂﬂiwﬂawaamuuu
‘l
1. Action (1naudndu) inufiiu nsmevauesisindy uazdedlivinurvesiiaudundn wu
nseeg n1snselan w3en1sis
2. Adventure (nuragyAe) tnufiiunts drsaalan dumuizud wasuidiaun enafidodes
Wt
3. RPG (Role-Playing Game) mmﬁ@léu%’wmﬂuﬁaazm Naaia uana wayyinaisna
4. Shooter (1n189) nuTiiiuns Bedmgidundn Tasuvseenifusmmesynnadivils(FPS) uay
au(TPS)
5. Racing (uu930) Lty nsutaduninangy
6. Puzzle (nuU3aun) nadiiiiu mslinssngiagnisuiuian
7. Simulation (nudrassaaunisal) inuiidraeamnnisallulananunduaie
8. Strategy (NAIIWAL) WLy N13INNAYNSUALNISANIATIEN
9. Stealth (nuaeuLy) AT MsgoumuazasUaINIAng
10. Party & Casual Games Lnafleanuuusniiiemnuayndte o visiauiuiiiou
11. Visual Novel 3waaluna : idhunuiididunuiisulusmuGosnm fqaeiuiingiin 3s
fnasndunmuuunigudiu demveunuiuuuuduweusniin Aaliunisdidudeddnouiui
avAsang qneglunuduaing

nsuusUszannuly Steam  https://store.steampowered.com/

Action Role-Playing Strategy Anime

Arcade & Rhythm
Fighting & Martial Arts
First-Person Shooter
Hack & Slash
Platformer & Runner
Third-Person Shooter

shmup

Adventure
Adventure RPG
Casual

Hidden Object
Metroidvania
Puzzle
Story-Rich

Visual Novel

Action RPG
Adventure RPG
JRPG
Party-Based
Rogue-Like
Strategy RPG

Turn-Based

Simulation
Building & Automation

Dating

Farming & Crafting

Hobby & Job
Life & Immersive
Sandbox & Physics

Space & Flight

Card & Board Horror

City & Settlement
Grand & 4X
Military

Real-Time Strategy
Tower Defense

Turn-Based Strategy

Sports & Racing
All Sports

Fishing & Hunting
Individual Sports
Racing

Racing Sim
Sports Sim

Team Sports

Mystery & Detective
Open World

Sci-Fi & Cyberpunk
Space

Survival

Co-Operative

LAN

Local & Party
MMO

Multiplayer

Online Competitive

Singleplayer
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1. Platform wnamasy wiannasulunduunedsfiundvsuiuvesiazasvaanukuy Platformer
Fefavasazlianunsanganiula

AAAAAA

o a 1

2. Asset updlen AensweInTmIoingaung o AlglunisWauing Wunsvineee) / 1@es wedimdu

(]
New object X
o [a

Explore by category

oy _}_.r_' .

G Yt @& - OB
[T ——— [re— s [ov— Visual 6ffects Ulfimerface

Start -

x .
s |

Prefabs (Ready-to-use O... Sounds and musics

3. Object oaUwnd Lueswuszneuiifieglulanvesny e1aduldvisdiaras dawes wiedwandoud
dauanunsalaneula

Y Q 1 @A A 1l o v < .
andunAnin NAe asset uatllalusAdrdunluinu agidu object
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4. Sprite @lusn Aenw 2D Aldudazas, ng viieesrusznauaie 9 Tuinu

(%

5. Tilemap tnauuw 1Wussuuiilddnineainlagld Tiles (nszidos) Wn o Toaseuuud, funds, uag
2INNULVUATN
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6. Behaviors UtaW3oey AengAnssunsonisnsgyinuualidiuinglun

Add a new behavior to the object
All categories  + ‘ Q

Platform
Flag objects as being platforms which characters can run on.

Platformer character

Jump and run on platforms.

Destroy when outside of the screen
Destroy objects automatically when they go outside of the screen’s borders.

Draggable object
Move objects by holding a mouse button (or touch).

7. Variables 13toi0a (fuys) Miiudoya wu azwuu, waaddn, dumis
8. Spawn aneau Aensas1eingUuunlung wWu dng lewu visegnnszau MWiussuugu viserinun
AMLNAYeeing

&10
\ Spawn W

=

\(&l Randomly \-ﬁr,

o

W

TN
N D

9. Event 8nuv Wudsiliinulsneuiule Tadadeuly wu "drdidunada X Tinselan"
10. Condition paudAtu Weouly “dridunadu X
11. Action #aatu n1snsevinilensaeuly “Minselan”

= (@ [ Game X | = Game (Events) X

G [3‘ [> Preview | v @ share % % SR e Ta

B "Up" key is pressed Change the number of the animation of [
: 1
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12. Layer Lalwa$ Aoturesosnusznouds 9 Tuinu Tdien Sprite, Ul, a1nnas, lovwing

Layer1
i P Layer 2
Layer 3
Af’/a‘f’/ / yer
Layer 4
P T
s

13. interface dumasiivly Aediufndefly (UN) Tunu siudauy Ju uoundsdiin wagdeyauuminge

14. Collision peadtu n1snsradunswuiu lunszuaunmshunuildiiensivaeuiningaostu

Y

RAvSavununs o bl
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TUsASUN TG I UNISWRIWILNY

1. Unity
< unity
ALAU:
1. s0e¥U W1 2D uae 3D
2. 14 C# wags993u Visual Scripting (No-Code)
3. il Asset Store auNAlAY
4. Prawaanesu (Multiplatform) 5895U PC, Console, Mobile, VR
ToR:
1. 9§ dwSuselasingi $100,000/3
59950 WebGL yMnuauuuiusies
Hyugurunalvg & Seuiing
Joide:

1. Fowariaunios
2. odld c# dwiunuiidudou
3. Us¥ansnw 3D 813¢ Unreal Engine lallgl
WINZAU: SEAUNATN - HOD1TN
Fosdnsalvu?: Fosmade (Windows, Mac, Linux)
W3/ kU S @nesdu Pro $399/4)
Export 161: PC, Mac, Linux, WebGL, Android, iOS, Console (PS/Xbox/Switch), VR/AR

R T O - @D LB D S 0a52 . A

MedBay
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2. Unreal Engine

UNREAL ENGINE

ALAU:

Blueprint (Visual Scripting) @%3U No-Code
5995U C++ ﬁm%’umiﬁwm%ugq
NIANANAIN AAA WisngAunY 3D
winzdmiu Console uay PC Seaugs

AL Db =

e
(@]
@h

1595 d191elasnia $1 auA
\A304938 Al, Physics, Animation se6iuge
995U VR/AR

—_

Tode:
Tinsnensnsesge
2. Learning Curve qmdwé’m%’uﬁdmj

WILNEAU: SEAUNANY - Laa1Twn

Fosdnmaly? : dosfindg (Windows, Mac, Linux)
W3/ 8eku: WS (\de 5% dukuagnsieleniu $1 a1u)
Export 1¢: PC, Mac, Linux, Android, iOS, Console (PS/Xbox/Switch), VR/AR
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3. Godot

GODOT
w Game engine

W5 100% laifiAnavans

14 GDScript (Ad1® Python) wise C#
5995UT 2D uaz 3D (ust 2D An)
39935U Web (HTML5), PC, Mobile

LAY

e

e
®
o))}

Tadedy Tvinnu@annalvdlaiae
UL NS nensIASedtiay
5895V Export WebGL

—_

Uo\dy
Puyuguanndn Unity & Unreal
3D Engine 83l3ii#igutyin Unreal

N

sz Slolvl - Buf - sedunans

Fosdnmalvu dosfinga (Windows, Mac, Linux)
W5/\@88U WS 100%

Export ¢ PC, Mac, Linux, Android, iOS, WebGL

k)
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4. GDevelop 5

DEVELOP

ol

1. No-Code (Event System) l#9udne

2. fimwwny Web (HTMLS) lalaensa

3. i Asset Store W3
bl

1 vheruduly vseandlvanundasesle

2. Byuiie maeduileln

W3 @nostunslloudmsuiinesiasy)

Yoldey

1. lusessu 3D
2. f98919a91U Performance @usunuNguLtay

e Seluy - Sui
Foadasalvy Tis1du anunsaldnususuld vdeniivansnfngs
W5/@8l8u WS (@nestu Pro 511 $8+/1Aou)

Export 1§ PC, Mac, Linux, Android, iOS, WebGL
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5. Flowlab.io

flowlab

1. lidesfnge Waurusu 100%
2. 1% Visual Editor (No-Code)
3. 895U HTML5, Mobile, PC

1. wanzfuflelyaiuniige

2. WauwaziaunuEuivlaae
3. 3 Asset W3loly
dy

1. nastunsasrunulana 3 1y
2. lusessu 3D

wingfiu delnd - ay/dnSeu - Sun

Fosndsluy lidasmads Wriudu

W3/Buiu WS (Pro Budiu $9/4few)

Export 19 Web (HTML5), Windows, Mac, Android, iOS
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A1585190nULLD Platformer 778 GDevelop 5

1. Ad5UELNY
\NULWI Endless Runner 7iElAWABIAIUANAIAYAT 39, NTlAN, YUY UazABUDIRITen

Y
a a

wLiign TneAusaeindunn 10 Uil wavAziuuIziwNINnafiogsen
LAUNSUAY

ENDLESS RUNNERS @
WITH HOLLY

2. MULAULNY

3. vuwnulanes

i
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2. INUUULNULNAY (Gameplay Design)
2.1 NMIAIUAY
- 98mludd lumarnaen
- nszlan nA Space bar
- U nA Left Ctrl
2.2 AUNNY
- e udfindu vn 10 Jundi
- Asfnnanuusngg wudaguuindinaslandny wasuuihlivuey
2.3 1 U UL
- agsonlvnuiigaiiiovhazuugsgn
2.4 AZLUU
- funaniiegsen (0.5 3unil = 1 Azuuw)
2.5 Foulanisane
- YUYUaIIA
3. N1999NUUUATAZAT (Character Design)
3.1 AIALATNAN
~fhavmsdesd] weludun1ds (Runing), MdinszlanUumping), Adsasitu(Falling),
NuUU
(Ducking), {@uU(Hit/Hurt)
- §1 Collider (Hitbox) Tvmnzasiiolilinsvudsinuieglsiidusssuni
3.2 N3AIUAY
- l¥s2uU Platformer Behavior 484 GDevelop
4. MIDBNKUURINKALEIRAVINS (Level & Obstacle Design)
4.1 2n1as (Background) 1% Parallax Scrolling Lﬁ'aﬁlﬁmﬂ@ﬁﬁa
4.2 {ui3a (Ground) 1 Tilemap 138 Object vwAE dislhituuwdsunuuseiies
4.3 &3finv3149 (Obstacles)
- yeudwedinuuuity Woldnsylandny
- woudwesduuwdl Wielinuey
- Spawn wuudy lagld Random Timer
4.4 nsifinenusa
- 10 Ju1i USuen Speed v@4 Background
- dunaninvesueudned dud 0.8-2 unii
5. N1599ALUU Ul uazszuuaziuu (Ul & Score System)
5.1 %1198 Game Start
- 1Yy Start uazAeSUEITIAY
5.2 HUD WanIAziiliy
- uanIAzUULTIV AU
- uanulvidadesnas
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5.3 %1198 Game Over
- ul Restart tioiaulyal
6. N159INUUUTZUULAYS (Sound Design)
6.1 Foefiunds (BGM) @enidesiilisuniuanns wazderili loop
6.2 \d@ssUsznau (SFX)
- @89 nszlam
- @89 Neu
- \@89 Game Over
6.3 AIUANLALS
- Ua/Un BGM I Taefldes SFX daog)
7. 113 Export hagtngunsin (Export & Publishing)
7.1 Web (HTML5) lauuuiiuues Gdevelops lalag
7.2 Web (HTML5) Tglud iilodUTnantu Server vosiates
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wuzilUsunsy GDevelop 5

GDevelop 5 tulusunsuasrsnuuuu lewwugesa (Open Source) Mioonuuun il Ly
ansaimung 20 ladelaglddndudedifiugiun1s@euldn (No-Code Game Engine) wagltau

Tanslagluidualedne https:/edevelop.io/
@ GDevelop ~ Games  Pricing  Resources  Community  Blog

An Easy,
Intuitive Way
to Make
Games

What makes GDevelop unique and so easy to use is
the event system. Events are a powerful way to
express the logic of your game: it's as efficient as

coding, but without the complexities of a
programming language.

© & roverisncoiisonwin §

. ®

siveR PRO
Create your first game 100% Learn faster, create more, Full creation and marketing Uniimited usage. Full
free. publish with ease. features. Publish anywhere. professional features.

$389Us0 798 USD $23.98 USD.

GECTTEED GECTTEED GEETTIEED  GEECTTRED

GDevelop 5 anunsananilusunsulanauuivled uag Tnanlusunsuunfinfiasuuia3os
AUN5aNRIUNULATISEUU 10S , Android, Web , wag EXE

\G GDevelop Games Pricing Resources Community Blog

Try GDevelop

GDevelop can be used to build 2D, 3D, multiplayer games or even
apps. It works anywhere: smartphones, tablets, laptops or desktop
computers.

TRY THE MOBILE APP
2 Downlosd on the =
B App Store ® Google Play

USE THE WEB APP DOWNLOAD THE DESKTOP APP

€ =6 ¢ s 4
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[SUNUIANUY GDevelop 5

v
a /

1. Annelusunsuuaz Create Project

1.1 amiivianlusunsy GDevelop 5 1e3du Windows hitpsy//edevelop.io/download

Try GDevelop

GDevelop can be used to build 2D, 3D, multiplayer games or even
apps. It works anywhere: smartphones, tablets, laptops or desktop
computers.

TRY THE MOBILE APP

2 Do load on the GETITON
@& App Store ® Google Play

USE THE WEB APP DOWNLOAD THE DESKTOP APP

€ [=]a « 5 »

I
Y

1.2 WAlUsNTY warine

GDevelop-
5-Setup-5.5
224
GDevelop 5 Setup = X GDevelop 5 Setup - X
Choose Installation Options Choose Install Location
Who should this application be installed for? Choose the folder in which to install GDevelop 5.
| |
| | )
Please select whether you wish to make this software available to all users or just yourself Setup wil install GDevelop 5 in the following folder. To install in a different folder, dick Browse

and select another folder. Click Install to start the installation.

() Anyone who uses this computer (all users)

© Only for me (HP)

Destination Folder
|
C:\Users\HP \AppData \Local Programs \GDevelop| Browse...
There is already a per-user Space required: 467.7 MB
installation. (C: \Users\HP\AppData\Local\Programs\GDevelop) Space available: 133.5GB

Wil reinstall jupgrade.

==l <o cace

GDevelop 5 Setup — GDevelop 5 Setup =
Installing -
Please wait while GDevelop 5 is being installed. Completing GDevelop 5 Setup
GDevelop 5 has been installed on your computer.
L Click Finish to dose Setup.
1B Run GDevelop 5
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https://gdevelop.io/download

1.3 1 Ualusunsy wag Login

=@

Build game mechanics

:f.: 3 % “??' b A 4 (:
“» o=

Background and Top-Down RPG Joystick controls Co-op Multiplayer
cameras Pixel Perfect R i

3 minutes

Health bar Fire a Bullet Time score Paint a Level with Score multiplier
Tiles

2
Log in to your account

Email
& Continue with Google

€) Continue with Github
Password
& Continue with Apple
Don't have an account yet? Create an account

Did you forget your password?

Cancel ) Login

1.4 na¥l Ly Create WainAUs Create new game Liteas1alusianalvl

+ Create new game Open a project

Last modified
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1.5 1aen Empty Project

Create a new game

4L
Empty project

Top-down Physics

3d platformer 3d first person

[
Y

1.6 danvuInveveLn LUy Desktop & Mobile Landscape W31g7MANLUULLILDY A8
lUslAnu@aIns wazidendiiulng a1niuna Create new game

Create a new game

< Back

Custom size
W 800 H 600

Project name

Run Run Run

Where o store this project
Your computer

C:\Users\HP\Documents\GDevelop projects\My project | choose folder
[] Optimize for Pixel Art

[ cancel | create new game

1.7 Wsunsuazadnamin Wusiaveany lagazil 2 WnuAe Wil scene Waynin Events gt
Scene AREIUVDINTT Design uag Events Aodiuvein1slusunsuAImuakeulusig

= (@ | B Untitled scene x | = Untitled scene (Events) X

R

Properties

[> Ppreview v
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1.8 naLlaluy Nyuuugne vadlusuny

events

File
Q.
v Game settings
@& Properties & Icons
@R Global variables
@ Resources
(@ Game Dashboard
v Scenes
B Untitled scene
v Extensions
Start by adding a new function.
v External events +
Start by adding new external events.

+ External layouts +

Start by adding a new external layout.

AANYINT Untitled Scenenadldan Rename wialUasuita Scene Wi Game

Open scene editor

Open events sheet

Edit scene properties
Edit scene variables

Set as start scene

Rename F2

Delete Backspace

= Game (Events) X
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wNUNTUYAEIANTT properties Y89 scene Wag



2. kUi Interface Ya9lUswnsy

10 @a@-=8+

Objects

» Global Objects
- Scene Objects

1. fuiluannalfuae

2. 1y Properties USuUseAR199) va4 object fidon
3. Scene Object fiufidmSunans Objects sinaq 7 Add anluldsian
4. Yaiiy object Tnl

5. Nuiluans Layers voslusian
6. ULULaARS Preview 1Ny

7. LARAILALL XY Y0and
8. WaBLWMIU d8UsEMIng scene way events

9. sl save uazqUsziAnesdu

10. wydmiuda/Adaununa WU layers / properties / objects
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3. #43196782A5 wazUsuLAa

3.1 @329 Object MmagAT A add new object

il Sprite Sheet Yo3dILBIUsOIMAANILAY 194 LN New object from scratch
mnlddilfiaen Asset W3 210 Asset Store 1@on characters

New object

[~RICH]

Explore by category

[ ——
S
e
[erES——

Bundles

Aty
Orchidh Owl
s with 3 animations

y

Characters

s
i ®. :

Sounds and musics

%, pasTiE puncesn
MIGHTY BUNDLE

el |

$a199 CtC

Mega Bundle,

Assat Store

Dropped Bomb

ol
)

Snip Snap Crab CL.. s

Missile

Crab €1,

Daiktn
with 2 affimations

> ®
Snip SWap Crab

m‘:ﬁg ’s:;:;o‘u“x‘,' Dreamland

4 == SR

lose

=5 OBECT FLTERS

Pack type

~ Animation

[0 Muttiple frames

) Multiple states

23

Tuniiavee GrafxKid fifnazaslitdanaisdi nnailundlazas aznuIndno Tt uyeIdi

AYASUURALIAIY
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Lil Wiz by Grafxkid

Type of License: CCO (public domain)

Contains 10 animations: Idle, Hurt, Casting Spell Aerial, Casting Spell Repeating, Casting Spell, Ducking (32 x 32), Falling, Ground
Recovery, Jumping (32 x 32), Running.

Grafiwkid pack  Pixelart Side view Character

Idle

Idle
Hurt
Casting Spell Aerial
Casting Spell Repeating
Casting Spell
Ducking (32 x 32)
Falling
Ground Recovery
@ Help Jump:ng (32x32) [ Close  Addto the scene
unning —

Tummmvm Fodldiayvasiifiuefiudy idle , Ducking, Jumping , Falling , Running uaw
Hurt seiu Thdenshavasidueiudumeanilinsy visollndlAssfign unsnas A30199ERIT0 BT
linsafu WassUanotuduguéienaaziomimeduuldunls

dlodenldudina Add to the scene udUantising asset

azlamazasiaenblunegludes Objects

v Scene Objects
5 Lilwiz

Copy

Cut

Paste

Duplicate Ctrl+D
Rename F2
Delete Backspace

a PN . o v a A & A ' a
AANYI7 object MazAs udnldsuteidu Player Waderani1siSen

v Scene Objects

= player

3.2 Usurunmaras Wian player eonunnelilu scene agiiiuindragasiivunaaniin
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[> Preview | v @ share

B&B-=8+# <

Q

> Global Objects
v Scene Objects

& player

aunsavenelanien1sdeny object player asTunsouvad player wanltanddonduguen
nA shift A1 wdainvenetiielali scale ey

L] ] [
ﬁ D
- 0 0

nM Preview Wiana@au

wnuIfavasausetiuty idle agfidumiianinelily scene

a
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3.3 U5u Collision wasiazas 11 aulananyl object player Tuae azduniiigig Edit Player
Lﬁammé Edit collision mask tieudly collision

Edit player
Properties

= Animation 20 Idle

& EdRwhhPiskel [

£ Edwinpiskst [

= Animation 82 Casting Spell Aerial
Edit collision masks | | Edit points | | Advanced options

@ wetp [ > muna preview

Y a .. I a A < ) & Al a
wnuIIazAsi collision [uwuLAmMABLANNTOUDIFIRLAT MINUNlUNTOUALAS YU
fuing axduIdazassuiuingiuf Aaludanisusuly collision mask IndiAnsiugusievesin
AEATUINTIGN
Edit collision masks
Animation #0 tdle ;‘;;;IE #0
o

[T S———

N15U5U collision azUsumuinsuvouatiutusnge Aazimsy Ay TiidenUsuuatedudu
nldauey uazillonavuiudiagas Ao Running Jumping Falling ua Ducking
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1m8l3ua1n Running Aaw Tlden wadwdu Running 7kwsu 0

Animation Frame
Animation #0 Idle i Frame #0

Animation #0 Idle
Animation #1 Hurt
Animation #2 Casting Spell Aerial
Animation #3 Casting Spell Repeatingme'

Click on the

Animation #4 Casting Spell
Animation #5 Ducking (32 x 32) __,|
Animation #6 Falling "
Animation #7 Ground Recovery
Animation #8 Jumping (32 x 32)
Animation #9 Running

AmM Use a custom collision mask

Animation Frame
Animation #9 Running = Frame #0

@ Automatic collision mask activated. Click on the
button to replace it with a custom one.

|I Use a custom collision mask I

Yanns share collision w9 s way wadiwdu welkililuiasu collision mask ¥a4
LOTLUTUDU

Animation Frame
Animation #9 Runnins ~ Frame #0

. Share same collision masks for all animations

. Share same collision masks for all sprites of this
animation
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NTUUUSUTBU collision MUABINS
919zliifasadenunn insedas TNt vaakatiutu

WaUSuwsy 0 wasaudd Tidswdusy 1 wazdsudnass

Animation Frame
Animation #9 Running =~ Frame #0

Frame #0
Frame #1
Share same collision mas Frame #2
animation Frame #3

Frame #4

. ) Frame #5
Polygon with 19 vertices

Share same collision mas

UFuauasuynlsuveaweiiudu Running Weasuwdiliuasuuetimduauuaiusu
WA IiY AUATUNNLOTMITUING1IUN
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nATIURguketiwdy ag1dulan1s share collision ¥8d 115y uag ueilwdy

Animation Frame
Animation #8 Jumping Frame #0

. Share same collision masks for all animations

. Share same collision masks for all sprites of this
animation

3.4 §19A1 Behaviors ¥84M783AT
WiaUsu Collision waSaviavian Tine Apply wenduuwin Edit Player 8nase i@enuau

Behaviors ka3nm Add a behaviors
Edit player

Add your first behavior

Behaviors add features atter of elicks.

.don Platformer Character Liieliiannsamununisindouiivesiiazasle
Add a new behavior to the object

All categories | Q

Platform

Flag objects as being platforms which characters can run on.

‘ Platformer character
: Jump and run on platforms.
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Tunuidu Endless runner fazasazislunsundnluliflaglidesnivay dsuliaufies
gl Default control aan telailvldnsaiuauiugu (nagnesieydn)

USUAN parameter #14°) A4t

Gravity = 1300 usaltiuaiswesnisnselan Bagey Banseland Batieeganselangs

<@

Jump speed = 800 AALSIVOINITNTLIAN

Max falling speed = 1000 ALISIVBINTANAIIY

Jump sustain time = 1 szeziainalunszlanuiuiuardanselangdu

Edit player

v
Platform(er)

Depth Tutorial: Platform{er)

[J oefault controls
Jump

Gravity
1300

LEDGE

) copy all behaviors ]

@ wetp | [> Runaproview

LmLﬂ%\‘mmagﬂﬁ Automatically grab platform ledges without having to move horizontally
(Fuvauunanesy) wag can go down jumpthru platform (as1nunannesunegluinegns) aan
fag 91ntunA Apply usuESInsRsAfazas

[[] €an grab platform ledges

[[] Automatically grab platform ledges without having to move horizontally

[C] can go down from jumpthru platforms

250

> Advanced properties

[© copy all behaviors

@ welp > Rum aproview

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”
ununIvunataneuiiimes aneeuiamesinuuazweiudy Inedometaunys
Julousu : 26-27 funau 2568



139N Preview 9NASY 92IUINFIAASUAUAIAINDINTA LATUI888NIN scene W
Wasan iy lisazastiu
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4. 8314 Platform dusuliiniazastu

nm add a new object Liloa31s object Tndl

-+ Add a new object

\dan New object from scratch waalden Tile map
New object

New object from scratch

&

o N
Objects
4 - | Intro: Object types [®) wateh tutorial X

GENERAL

Q Sprite
Animated object which can be used for most elements of a game

INPUT

Vi Multitouch Joystick
* oystick for touchscreens.

TEXT

@ welp

New object

New object from scratch

No result

Try something else, browse the packs or create your object from
scratch!

£3) Clear all filters

[ close | skip and create from scratch

32

q9zdl Asset tile map TAldean nIemindesnisidvesianuluanin Tden skip ualuuniFeu

Hagld Asset Musunsudilin Tiden tile map Tanla sunweu fedrsllazly Asset 71 7
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New object

New object from scratch

o 1 a Pico 8 PlalformeT_“, Pixel
Tilemap Tilemap Tilemap Tilemap Tilemap Tilemap Tilemap Tilemap

et N S ]
Pixel Platformer_1.. RPG Urban Map_16.. Paper Pixels_8x8 Top Down Dungeo...
Tilemap Tilemap Tilemap Tilemap

Close | Skip and create from scratch

(%

diaidenualasdunniives object Timanuand tile map waalden rename wisideuteidu
platform

Scene Objects 1 B Scene Objects
5 player :

w1 PixelPlatformerFoodExp...

a1n platform 117719131u Scene udLdeandl object a8lu Properties Ua4 Platform T4

ANNTS

Seect s NSance
10 ST pantng
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Taonmunidanidenisiu Tilemap painter wa3lHudadn sTunsoUELAY
Tilemap painter

#a ola =

ahanaand § SO
'f*"f"l-hm i

A T e
m—--_|'rﬂr|-."ﬂ"-

2 2FE & I FEE L

ALl [ rerTr—

Ul scene 1ne Platform azdadnag Wianende wewdunuigunsy

dlonaasawds Tineenidndy paint (130 Esc) iieenanlnunia 91ntudnady Shift

WAV AU AN ABALUSUAN AU LML S ay

Tilemap painter
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fveneuaadalaiifiu Scene nadl paint kd11ARBINALAL

WeadraaSaudn Iisuidanand Platform lutes Object alauniinsng Edit platform

v Scene Objects
& player

sz Platform
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170U Behaviors ka3nm Add a behavior

Fon Platform Litefmualy Object Ty Platform

Add a new behavior to the object

All categories  +

“ Platform
Flag objects as being platforms which characters can run on.

ﬂ Platformer character
Jump and run on platforms.

ludssusualag Tina Apply uditantsndlaias

Edit Platform

n

nA Preview ABNATY AnUIIREATTIE@RINALLaSUAY lUBuag N

@ presew ot R fum
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5. 13A1 Events {N@AIUANAIALAT

nsauANilazas 19 2 Ju Ae

1. Am Space Bar wienszlan Jumping)

2. nn Ctrl 41988 ilenuau (Ducking)
fauaieulu(Condition) wazmsnszvinilensaieuly (Action)
1. Condition : nm Space Bar

Action : 1. Player nszlam
2. Condition : na Left Ctrl

Action : WaBuke Ty Player Ju “uau(Ducking)
Sloeenuuu Event vaamsmunuiazasud Tiluiivih Events

(@ E Game x = Game (Events) X

(1] [> Preview | v @ share

lumin Events @1wnsauiial Group Events 161 Litada Events vsnaviuazdigsanisinau i
NALATBINNNY + MUYAUUUYIEG UaInA Event group

Comment

For each object

For each child variable (of a structure or array)
—

Event group

Javascript code

Link external events

Aglaaudi Asind sy Group event 1l 11 Control Player

= (@ [ Game X = Game (Events) X

@ Q. [> Preview L& @ share % % C® U9

<Enter group name>
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anunsalldeuaiues Events 0199 1AlaenslEndnanANlaun Uil event 1ue) a7
WWoutudouasluduwiunisiaesnis Tmlasuaunisass Events Group Control player 1391
ULan

U anuau event wWan inbilegnneldves Control player

Control Player

nAf Add Condition weasnedeuly asiingviinsingves Condition Tiden Object ¥
v o A = S« y ¥ & . N [y
foanisiadeuly lnoteulausnazmein “nm Space Bar” a3UU object agly Asnisna keyboard
Tiulugesdunnin Key pressed w3aidanuau Other Conditions wiildeuw Key pressed

Condition Condition

[a
Other conditions

> ! Mouse and touch
« [ Keyboard

I Any key pressed

Any key released

Key pressed

Key released

o Device sensors

~ Scene objects
% player
ma; Platform

v Global objects

v Audio

> Sounds and music

~ Camera

@ welp

4
a v

\Hon key NRan1saaleuly v3efiu Space waidanty spacebar 9 n1unA OK

Condition

m Check if a key is pressed

Key to check

Space]

@  Invert condition

Back | (@ Help for this ¢
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\aiaSawad 933U Condition ANt Events 31ntuling Add action

T Y

Action M93hilfledinsna Space bar Ao Player aznselan aeduliidondl Player

v Scene objects
% player
w: Platform

v Global objects

Objects
- Scene objects
3 player
wa Platform

- Global objects

M, Create an object

ANGLE

te toward angle

ate toward pesition

2 Flip the object harizontally

Iidoum Simulate jump key press fagluniinnajves Platformer Controls telu

Player uanwvimiawmileuinisnadunseglan (m1u Default Control ¥8d Behaviors Platformer

Character Magwinld) a1ntuna OK

PLATFORMER CONTROLS
Simulate control
Simulate down key press
Simulate jump key press
Simulate ladder key press

Simulate left key press
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=Y

azld event MilkoulyI wn space gnna liishazatnszlan
0 [ Game = | = Game (Events) x

[> Preview @ Share |:='ri~, N

0@ cre Y

Control Plaver
B "Space” key is pressec B Simulate |

1 I A6 .dl 1 1 9]
nm wenaenaly Space bar agldmarAsinsslanlaa wiinniwes

AALASTIASIUTRY WiNAENTLIAM
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6. wagu Animation flazAs

donansglanud vimswewiiasas sgnivdsulunsglan wanlienanueu vimnswew
avasnazgnildsudunueuruiu

T9inm Add a new Event Liaasns Event Tyl aglavadld Condition wiiudn 1 ¥aq

e” key is pressed

Add a new event

a1n event Wnegniele Control player Wwillowifisaina Add Condition ¥@s Event 84
oyl

Control Player

. B "Space” key is pressed

Fendl Player idon Action U Is Jumping u&ana OK

Condition

# Check if the object is jumping.
¥ Maximum falling speed
Objects %
# Maximum horizontal speed

v Scene objects PLATFORMER STATE

S player £ Canjump Invert condition

w1 Platform # Current falling speed

- Global objects ¥ Current jump speed

# Current horizontal speed
% Isfalling

# Is grabbing platform ledge
¥ Isjumping

# Ison floor

# Ison ladder

§# Ismoving

Y Control pressed or simulated

POSITION
*  Distance between two objects
[_] Bounding Box
[] center

(@ Help for this condition Cancel
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nm Add action ¥89 Player is jumping \ieLiiy action

Control Player

B “Space” key is pressed

[ Simulate pressing Jum

is jJumping

\&on Player > Animation(by name) > Choose an animation Wu Jumping a3

Objects
~ Scene objects
5 Pplayer
w Platform

v Global objects

M. Create an object
ANGLE
> Rotate
> Rotate toward angle
&> Rotate toward position
X\ Angle
ANIMATIONS AND IMAGES
Pause the animation
Resume the animation
Animation elapsed time
Animation (by number)
Animation (by name)
Animation speed scale

B3 Current frame

X

Change the animation played by the object using the name of
the animation.

Animation name
Choose an animation

3 Usean expression

Idle

Hurt

Casting Spell Aerial
Casting Spell Repeating
Casting Spell

Ducking (32 x 32)
Falling

Ground Recovery
Jumping (32 x 32)
Running

BEHAVIORS
@ Del/activate a behavior
EFFECTS

Flip the object horizontally

(@ Help for this action

Control Player

A e” key is pressed A Simulate pressing Jump key for

r is jumping Change the animation of ;

Tinm Preview g 9znudn wotwduuasuudy uildsudslinaen unsedlddeulves
nsidsuneiludulingy
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v
v A

fadeulvvowmeiiududl
1. Player aguuity TruAsuuofiwduiu  (ewfefunueinlugd sufusestilidinew
Condition : Player is on Floor Action : Change Animation Player to Running
2. Player nszlon Tivasuseduwdudu nglan (iluuda)
Condition : Player is Jumping Action : Change Animation Player to Jumping
3. Player 185379 IUasuuedududu fdsshs
Condition : Player is Falling Action : Change Animation Player to Falling

4. Lﬂle]ﬂﬂ Left Control IﬁLUa‘IEJuLLE]ﬁLJJ%JULﬂu nUBY
Condition : LControl is pressed Action : Change Animation Player to Ducking

A o oA [y Y] va o ) | O Ao | ° v '
Wiensdeulylaud Wiswinisadhe Event ninnaseniifeululny uasih Event Whineg

1u Group w84 Control Player A7y

Control Player

(A ey is pressed Simulate pressing Jump key for

is jumping Change the animation of

is on floor Change the animation of

is falling Change the animation of

B "LControl" key is pressed Change the animation of ;

WianA Preview 3gNUINAN150AIUANNIINTELAN kasnuay Lakad widalinnsnsylanuay
1% UMY = v a A a a P =
nuaunseuiulaey JuiosiiuFeulufianduasly Event vaansna L Control iivenweu lneiouly

Ao Player dadliildnszlnnag

%A Add condition iag Event 1figniu LControl key is pressed

[ “LControl” key is pressed
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\d0n Player > Is jumping > Laan

waInm OK
Condition

Objects
~ Scene objects
% player
=21 Platform

~ Global objects

| Control Player

[} “Space” key is pressed

er is jumping

er is on floor

yer is falling

" key is pressed
er is jumping

4 Ison floor

aq

Invert Conditon tivelidudeuluNnsstruduiunszlan

Check if the object is jumping.
Is falling

Is grabbing platform ledge

Is jumping
. Invert condition

Is on ladder

B Simulate pressing Jump key for
Change the animation of
Change the animation of
Change the animation of

Change the animation of

nA Preview AanASY asvuaunouaguuiililaud?

168 v o
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7. 519115 Double Jump

TnduIInTn Scene walgavuin Player ffu Platform Tsidnas ws1gsmnyinnnsnselan 2

Tu udazasingll azvqnesnuenie

¥
v A 1

@314 event group Inyl uailviegnnelsl Control player fistad1 double jump wauasns
Event Tl Tu group tiusae

Control Player

" key is pressed
is jumping
is on floor
is falling

key is pressed

is jumping

Double Jump
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Tunsimvundeulavednis Double Jump 2gas1ad0UIUIUNINTELAANDU 1NTELARATY
2 ASISRYY Aetuaziinsasedalusues Player

TlUinti Scene AdnwIT Player Tusnen1s Object W@en Edit Object variable
> Global Objects

v Scene Objects

% player
Copy

== Platform
Cut

aste

Duplicate Ctrl+D

Rename

Delete Backspace

Edit object

Edit object variables

Edit behaviors
Edit effects

Swap assets

axléith Edit Player fiuauves Variables Tinm Add a variable
Edit player

Variables

\Variableylypes;
‘?"@? Intro: Variables x
I

[ € undo | Q + Add variable

Add your first object variable

These variables hold additional information on an object.

+ Addavariable

(®) watch tutorial

@ Help \' [> Runa preview \' Cancel |  Apply

Thlasudaduusdu JumpCount @onudadu Number wazarSudmdy 0

| l_D' Copy | | ‘G’ Delete | | <—] Undo | + Add variable

= JumpCount 123 Number + ¢
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svuadouluves Double Jump il
1 luweusd Player nsglan(umping) 3o fMdasae(Falling)
WINAA Space Bar Way fus JumpCount HA1tpan1 2
awayailsh Player nsglandnass uawawiiu JumpCount + 1 (Hesndinmsnsslnaluuda 1

(%

)
Tmaﬁaulsuﬁ%ﬁmum 1 ﬂ%{i

Condition :
1. Player is jumping OR Player is falling
2. Key Space is pressed
3. JumpCount < 2
4. Trigger Once

Action :
1. Allow Player Jump again
2. JumpCount add 1

2. 01 Player aguuﬁu 9¥3dnA1 JumpCount W 0
Condition :
Player is on floor
Action :
JumpCount set to 0
3, lumeuSuina assmualvian JumpCount iU 0
Condition :
At the beginning of the scene
Action :
JumpCount set to 0

Tumsifiaenly OR I9F nedi Add condition W “or” Tutesdum
Condition

Scene objects
mac: Platform

Conditions

Or
” Advanced/Events and control flow

Z-order
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91n1iune Add a sub-condition wauiinieuly Player is jumping Wwag Player is falling W1lU

Double Jump

Il If one of these conditions is true:

Double Jump

Il If one of these conditions is true:
is jumping

is falling

9 niuna Add condition Wierisiieuls Key space is pressed
Double Jump

Il If one of these conditions is true:
slayer is jumping
olayer is falling

Double Jump

Il If one of these conditions is true:
is jumping
is falling

ce" key is pressed

‘Lumﬁquwauieusumﬂ'ﬁm’maam’m’Jusdi The variable JumpCount of Player < 2 Tvinm Add
condition aﬂmfﬂ,@l Space key is pressed Ldan Player Tu Condition WaaAwWIN Variable value m‘u

1. tdon Player

2. AUMlagiaen variable value

3. l@enAauUs JumpCount

4. Aendgydnual < euni

5. Tdpn 2
Condition

vay 48 Compare the number value of an object variable.

Objects . Variable value
Y&t yafiables Variable
v Scene objects = JumpCount
Number of children

5 player o Variables/Arrays and structures

sign of the test
< (less than)

ma Platform Child existence
¥ afiable ys and structures

v Global objects
Vertically flipped

3i{ad]
Invert condition

Behavior activated .
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‘Double Jump

|l If one of these conditions is true:
player is jJumping
olayer is falling

Y "Space” kevy is pressed
## The variable

a519%euly Trigger Once na Add condition Tu Event LAgafiu antuuiAum Trigger
uaLden Trigger once while true wanA OK
Condition

(Quiged x|

Conditions

Run actions only once, for each time the conditions have been met.

Trigger once while true
Advanced/Events and control flow

Event triggered by peer @ Invert condition
Network/P2P

i I

PP & I = ) = & = % o
azlodauluianus aqiu Event 183N U LUD991N Event UaBIL ﬂnmaaulﬁulwmiﬂﬂu Y
191U Action Aifvual)
Double Jump

Il If one of these conditions is true:
is jumping
r is falling

[} “Space” key is pressed
¥ The variable

1) Trigger once

T4 Action 1% Event 71 1 Al 1. Allow Player Jump again 2. JumpCount add 1 nAfl Add
action
Double Jump
|| If one of these conditions is true:

olayer is jumping
olayer is falling

[ “Space” key is pressed

## The variable

1) Trigger once
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1. Allow Player Jump again

Q allow When this action is executed, the object is able to jump

P = 3 a again, even if it is in the air: this can be useful to allow a
Objects Allow jumping again o o
J Platformer state double jump for example. This is not a permanent effect: you
= must call again this action everytime you want to allow the
v Scene objects A A o
object to jump (apart if it's on the floor).

% player

@ Platform

~ Global objects

2. JumpCount add 1

Double Jump

I If one of these conditions is true: to jump again
k s jumping
s falling

e" key is pressed
8 The variable
1) Trigger once

=t @ Modify the number value of an object variable.

jects Change Vafiable value

¥ yagiables varia

v Scene objects JumpCount
Add existing Vaiable

5 player B yatiables/Arrays and structures Modifcatic

mey Platform Remove Wafiable by index + (add)

rrays and structure

Global objects
Add Vafiable array value

Vaitiables/Arrays and structures

yer to jump again
is jumping # Change the variable
er is falling

|l If one of these conditions is true:

B “Space” key is pressed
## The variable
1) Trigger once

3749 Event 91 2 494015 double jump T1ina Add a new event u@an event Tusdlsin

magimaiéf Group U89 Double Jump
* Double Jump

|l If one of these conditions is true: k Allow 3 player to jump agd

is jumping # Change the variable
r is falling

B “Space" key is pressed

# The variable

1) Trigger once
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v Double Jump

Il If one of these conditions is true|

B "Space” key is pressed
¥ The variable

1) Trigger once

an event Indlidanegnels Group 983 Double Jump

v Double Jump v .,Dﬂuble Jump

Il If one of these conditio | If one of these condit
I " is jumping I

is falling

A “Space" key is pressed 1Y “Space” key is presseq
¥# The variable | B The variable
1) Trigger once I Trigger once

nA Add condition #i Event 7 2 iiea$1aieuls
2. 1 Player ag:w‘ﬁu 2¥31WnA1 JumpCount Wu 0
Condition :
Player is on floor
Action :
JumpCount set to 0
\@on Player > Is on floor na OK L&na Add action Wiowfinnsnszvh

Condition

Check if the object is on a platform.
Objects
~ Scene objects

% player = [ @ Invert condition

w1 Platform

- Global objects

X @ Modify the number value of an object variable.
Objects Change Variable value
¥ yaiables variable
~ Scene objects 5 JumpCount

5 player mod
= (set te

e Platform eetio)
value

~ Global objects .

layer is on floor # Change the variable

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”
ununIvunataneuiiimes aneeuiamesinuuazweiudy Inedometaunys
Julousu : 26-27 funau 2568



52

Wi Event Tl iieaseoulail 3 udiann event snegneld group ¥es double jump
~ | Double Jump

Il If one of these conditio
# player is jumping
s player is falling

[ "Space” key is pressed

## The variable & JumpCo
1) Trigger once

; player is on floor

Am add Condition \iieadsiteuly At the beginning of the scene
3, lupauBuny aztviualian JumpCount 8 0
Condition :
At the beginning of the scene
Action :
JumpCount set to 0
\@on Other conditions Laaldan Scene > At the beginning of the scene udnA OK
MeAUMIAYNSALN begining

Condition

" Is true only when scene just begins.

Other conditions
v General
> Wy Variables . Invert condition
v " Scene
¥ Scene preloaded
‘% At the beginning of the scene

¢ Does scene exist

Wil Action wnidu Action ey @ans Copy lamemsna Control Asliuaaann Action #
fosnsasnliay

: player is on floor ## Change the variable & JumpCount of 3 player: set to 0

¥ At the beginning of the scene # Change the variable & JumpCount of 3 player: set to C
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Weadrudeulvasuudn fazasazanunsa double Jump 1a Tinageumianisng Preview
uananselan Tuve? Player masasiiy aznanselandnasila

~  Double Jump

Il If one of these conditions is true: Allow to jump again
is jumping % Change the variable
is falling

e" key is pressed

¥ The variable

1) Trigger once

is on floor ¥ Change the variable

¥ At the beginning of the scene ¥ Change the variable

Preview of Run Run Run - [a} x

=
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v Control Player

A " key is pressed
is jumping
is on floor
is falling

rol* key is pressed
is jumping

Double Jump

Il If one of these conditions is true:

is jumping
is falling
key is pressed
## The variable
1) Trigger once

is on floor

¥ At the beginning of the scene

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”

Events Sheet Uaguu

[> Ppreview | v @ share

A Simulate pressing Jump key for
Change the animation of
Change the animation of
Change the animation of

Change the animation of

Allow to jump again
## Change the variable

# Change the variable

## Change the variable
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8. 1311 Scene Scrolling

@519 Layer 3971 Background @ msuldniniiumas 1nfntn Game Scene na Add a layer

= @ [ Game x | = Game (Events) X
(1A}

Properties

> Global Objects
- Scene Objects
& player

ma Platform

Layers

O Background

®

— O Background

BACKgrouna color

Fendl layer Background wana Add a new object
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O Base layer

-+ Add a new object

New object
New object from scratch

Intro G

v
Objects ' = -
v | Intro: Object types (®) watch tutorial P

GENERAL

Sprite
Animated obiect which can be used for most elements of a game.

| Tiled Sprite
™ Displays an image repeated over an area.

. FaIcL opIiE | Z-pacl )
L An image with edges and corners that are stretched separately from the full image.

A9T991 background 1 w&ne Choose a file Watdonnmiumasiwmsoull
Edit background_1
Properties

Object name

background_1

Select an image Choose a file Create with Piskel

ult width (in |
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Object name

background_1

Select an image
Choose a file

Default width (in | + Choose afile
32

\donnmiiTedn Background 1 tiveldidu mid background nisefiundsiieglndnai

Background_1 Background_2

dadanlilaudy Wswnsuasasadulailndndentusgueninawmesvedusian wusiilvivi
N3 Copy tatunilulnamesineiniulusianeu neunay Import Tina OK Tusunsuag Copy T
o luglF

GDevelop 5 X I

This/these file(s) are outside the project folder. Would you like to make a copy of them in your
project folder first (recommended)?

Cancel

Object name

background_1

Select an image

Background_1.png
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Tviiia Object wuutAeaiu Tnetdennn Background 2

.

Background_1 Background_2

w@59udagld Object d113u Background 1 2 n i lsfann Background 2 anaalifiyudne
VY83 Scene fow waveelifiuge

sz Platform

s background_1

Bl background_2

0
L]

LJou

m|
L]
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Object Usznn Tile Sprite 9211113 Repeat NMNLOIMINVLIUNUVUIAUDININ AITULIAA
Suuamdwsulidu Tile Sprite ThwSsunmiweiivvwinvesae wefiaglinmadeulmlusu

Inednludnla

USurunvaannlynenwavdulieagnals Scene
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o a LYY d' @ 1% 1Y v (% I aaa
NILUULAYINUNU Backgound_lLN@%BWHWHJSceneLwn QENUINNDULNAYDUNUBYINUUA

1 O ]

Mntuasinsiifousaedeudilumedne wsg Player Sslumawa Tkam
background_1 1deuiid1nin msizeglna way Background 2 wndeuiiiinin imsizeglnd

Tluinth Event Sheet 1fisl Group Event #38n15a8n31 71 #1931 Add a new Event #u
A19gA uaaden Event Group #ided Scene scrolling

Comment
For each object

For each child variable (of a stru

Event group

Javascript code
Link external events
Repeat

Standard event

While
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¥ At the beginning of th

Scene Scrolling

N Add a new event uaranbietnels Scene scrolling

Scene Scrolling

o g v & ) a Vo & v ° a P % . Y a
mﬁm‘lwmwwwaqmaaulm lumLUumaﬂmwumqaﬂm PWAINIINATN Action lﬂLﬂEJ IﬂEJ'Vl
Iﬂjﬁﬁau‘lﬁﬂm T¥inaN Add action 1den background_1 > Image X Offset > +3

wislvinmideuly 3 pixel paoarian
Action

: « Modify the offset used on the X axis when
: displaying the i 5
Objects -0~ Effect property (string) i5ptaying the.image
v Scene objects [ Tint color Modification’s sign
+(add)

5 player IMAGE OFFSET

s Platform <« Image X Offset Value
3

g background_1 I Image Y Offset
B background_2 LAYERS AND CAMERAS
v Global objects © Center the camera on an object
N Look at an object

Scene Scrolling

« Change the X offset of x4

ViuReniuiu Background 2 aglu Event e wilid add ua 1 szduviosihiied
Tnani1 Femasidaeuting,
Scene Scrolling

+ Change the X offset of u=

++ Change the X offset of =
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v
Aaa =<

ne Preview agnuinviesiiiadeulniugy dasedeulnmilindoudu vihlvvisaigiidauniu
7

ansausuiiinannusveaiesinlanudeinis Faluewnan asABuINGY 3 way 1A 1
iuualiduaad Iidududs Welmissiedeunis@ulenaninly vlvguieuwidiagasis
@ &

ki

0 P of B un

Wetundundouiiuad ua platform Salsimdoun 1eann platform 1Uu Object Ussian

Tilemap 1ail% Tile Sprite Aslianusalaisifeiuiu background 19

1Y

Tunsvilii Platform wdeuiitiu a¢1dnns Repeat object Tneiduainnns Copy platform

14

JUUINDU WALIUNNIRDNY
Widen platform aglu Scene na Copy Wa3 past
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Tidanadn platform Mfindumntuguiu Object daufeafuiu platform fusned 2109
5789n1% Object 38579119904 Platform LATIHN1TLAYY

> Global Objects

v Scene Objects

nlaver
= Platform

B VALREIUUIIU_

B background_2

1668, -+ Add a new object

1§ Platform 1asieiu Tuszunuiieatu Ineanunsafmunsumiswes Platform vieaesls
Ny Propertise Augeile dlenadt Platform tue

Platform Suusn fuvis X 8gil 0 s1zveusudiegaeginiuveu Scene e Tasfiannu
n119(W) agjﬁ 1380 wana1euvLs X vasPlatform 712 MTAzegAe 1380 Faazseann Platform usn

< Instance - Platform = Layer: Background
£ order: 5

. Edit object

Naf

v 591

138
100%

Base layer
Rotation

L0

Tilemap painter

rd
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TSy X ve9 Platform 7 2 1w 1380 wavuduen v 1Ju 591 azdevinedtu Platform 7 1
Naf

Properties

¢ Instance - Platform

& Edit object

y 591

138
] 100%
£ Base layer
Rotation

G, 0

Tilemap painter

NTuAINITAUTULES Platform lanugeulasiian Tilemap 9niuuu119UL platform
1) lelag

deuSuwsaasaudr inuandnit Platform Tuliu Object WialU@sudiuiidmsu Hit Box nau
v Scene Objects

% player
&z Platform

i3 background_1

I background_2

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”
ununIvunataneuiiimes aneeuiamesinuuazweiudy Inedometaunys
Julousu : 26-27 funau 2568



65

Tunti Edit Platform dauﬁﬂumau%umﬂuﬁuﬁ Tilemap fedudi Player anunsawdeuld
LLaumumumalmim 98Benduiin tile’s hit boxes

Luaqmmﬂml,m Endless runner mav’bmmwmﬂummsm 19131 Platform fiaeetln wilou
nuUsELAMLAUWS BEY wmaqmmumazﬂﬂaq Faty tile’s hit boxes AsaziiuAdudiduiiuyindy
wsziazlddnduiunisanunsannd sl wnodmiidu hit box luldluainnds szl
avasiiuslalle wilunsdli wnidenldnsoniisl Hit box lWussannuds agsiilisazasi vl
nsonlalld deanszlnadumindu deldmsiindulunuiidu Endless Runner winiiansauudans

Tmnuauiudg
Edit Platform

Properties

tilemap_packed4.png . # Edit with Piskel |

Configure tile’s hit boxes
Click on the tilemap grid to activate or deactivate hit boxes.

TIETCEEEE S EEEO S .

TEOE N EEE | @ Smn o

_'_.'-. - . N 5
o EnEnl: a0
Fﬂ——“--‘-"—r P

| cancet Apply

(:T}ulp|[_>n a preview

Tnldundadnarumdunsovanns Tudrunludaniseenlvmun Wevnluanussainndals Lag

Laifitayyn @Saudina Apply welauisnslaiae
Edit Platform
Properties.

Configure tile's hit boxes
Click on the tilemap grid to activate or deactivate hit boxes.

@ melp | [> Runapreview |

R9A1 Event Lielyt platform waieui lagagldn1s Repeat e funisves platform gn
@oullautlouninAminauednunIewes platform
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Platform w10 1380 LazlRuauiAILRLg X = 0
ALUUY X 909 platform azanauiaye) Wewndsuiiluaudieiie wu Aali anasiiay 3
e platform azgnideuluiudneiieiag 3 finia

¢ Instance - Platform

Shild otect AN X = 0 LWS120EYDU Scene
15

‘ 0 7

: { ! - —
A ‘

100% ‘

R i, [T e
Rotation T R e T o g i ] e

quiile platform usnlnavum siumda X ves platform usnaziluar@nau vn platform wiu
w8u scene wduAdnauiiuANnII9Tee platform e

Properties

& Instance - Platform

@, Edit object

= FLUI X ARaU LWT18La8Yau Scene 11 1324 px

0 0
514 c
0

) 100% mh > o O

et e ?a@_aﬁ

Base layer

Rotation d

G 0

Tilemap painter ) .
& o
WINLARBUNLILIBYY AU Platform 1 WU 19U Scene

fwvua X 2zifu AT Platform1 fnau ( -platform.width() w3a -1380) wof

dlosunts X esnin -1380 uda (wanein platforml Wy Scene muawds platform2 1deu
1unudl) 9zvhnsUABusug X e platform1 el platform? MénduluSul Tneaglily
Sulmaifisumis X = 1380 wienuauenives platform (platform.Width() Falailéizu 0 iz
1990 platform 2 M&segAdumis 0 aguds nsliluisud 1380 Aennslusesiie platform 2
DGR
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Properties

< Instance - Platform

<. Edit object

305 sevine platform 2 Sufi 1380
. §4 J O
100% ]
B [pestH

Tilemap painter —_—— ey

> Base layer

Rotation

¢, 0

&
L4

4579 Event tile
Object

Comment

For each object < mm——

For each child variable {of a structure or array)

Event group

a2l Event iy Repeat for each instance of : Tidan Select an object udndendu
platform

Scene Scrolling

Repeat for each instance of <Select an object> :

Repeat for each instance « f <Select an obje

= player
w: Platform
B2s background_1

B background_2

nA Add condition wiawfiuiieuly duwia X vas platform fintiaend -
platform.width() (-1380)

Repeat for each instance of = Platf
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\don platform > X position > l@oniAsesmNetiesni > lda1 -platform.Width()
Condition

[[] Compare the X position of the object.
. POSITION e
Objects
*  Distance between two objects SIgn of the test
v Scene objects <(less than)
[ Bounding Box
% player Valu pare
[[J Center -platform.width()
D X position
[] Y position

SIZE

[ Scale

#c; Platform
L background 1 @ Invert condition

B background_2
v Global objects

1¢sfadl 1ina Add action w&daUdeudn X veq platform Tidurmuenves platform Tag
14
Change X position of platform set to platform.width()

Repeat for each instance of == Platform:
[ The X position of == Platform < -Platform.Width()

Fen platform > X position > deniA3esmuneminfu platform.Width()

5 [] Change the X position of an object.
POSITION
Objects

_= Putthe object around another o

~ Scene objects » =(

= Put around a position
3 player e Value

R position Platform.width()|
[[] Position

[] Y position

= Separate objects

w1 Platform

. background 1

B background 2
v Global objects

nn Add a new event LitaLiiu event Tl udainlvegniglaves Scene scrolling

Repeat for each instance of = m:
[ The X position of == P Platform.Width() [[JChange the X position of == Platform: Platform.Width()

++Change the X
<+ Change the X

Rep at for each instance of =2 Platform:
[ he X position of = < -Platform.Width() [JChange the 4

1d Action voan1sIaRUAILRUS x Va4 platform Yiag 3 lnglufnsld Condition szl
HABANANDYLAD

Repeat for each instance of == Platform:
[]The X position of == Platform < -Platform.Width() [1Change the X position of ==
Ad nditior Platform.Width()
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\don Platform > X position > A3asmungau (- ) wazldan 3

[] Change the X position of an object.

+ Platform type

Objects
POSITION

~ Sai bjects j
ene obj _= Put the object around another

;
% player * Put around a position
[] X position

[} Pesition

#: Platform
i background 1
[ background_2 [] ¥ position

 Global objects

" Separate objects
14
Yo o
Teigiatl
++Change the X offset of k2

«+ Change the X offset of mm

Repeat for each instance of =
[OThe X position of = n < -Platform.Width() [[JChange the X position of == m: to Platform.Width()

2
5

[JChange the X position of =

Tvmeaaulnen1sne Preview aznuIndlazasiramelunsouiuain wasnaulauntinny

anbalunsauiu wseasely -3 winiu

8 Freviem cf fun unFun - o x

InaAnlvimagATedMuniufunaen IngmuUNMAmarATILagi X = 77 ausanani
object player LieasurusLansuLn w3oalaiuy Properties ¥4 player

Properties

< Instance - player player

X 77 Y- 459
&, Edit object Layer: Base layer
Z order: 3
459

100%

> Base layer

Rotation
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Walamunusiazasial Tiass Event Tnd nngld Scene Scrolling W@en Add condition

[1Change the X position of ==

\den Player > X position > laeniasssmungldvinnu wagldsunus X ves Player fio 77
Condition 5

Ovilig [[] Compare the X position of the object.

Objects
: [N Control pressed or simulated

Sign of the test
v Scene objects POSITION # (not equal to)

L player *  Distance between two objects Value to compare
77
@ Platform [7] Bounding Box o

4 background 1 [7] Center v @ Invert condition
B background_2 [] X position
v Global objects [7] Y position

SIZE

9NTuNA Add action fiuns set X position Y84 player = 77 wawuiiy subtract 910 3 1Ju 4

[ The X position of : player #

Repeat for each instance of orm:
[ The X position of == Pla -Platform.Width() [JChange the X position of == Platform: Platform.Width()

[JChange the X position of =z Platform: 4

[ The X position of ; player # [JChange the X position of

na Preview aziuinanndeulmlinssiumands uasiazasogiin lunaneanuen
Scene wsilursspsfoveaINgsllnNieiu TRUSUSLMIINTT repeat 984 platform 1 Tanasdn
Uszau 50 eyt platform agailulu platform 2 iiieUnesing

:JT E_L
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118auLandniian parameter lelae avdudedliiuasuan Tild -50 Wrlunevnenanin

Repeat for each instance of == Platform: :
[JThe X position of == Platform < -Platform.Width() [J Change the X position of == Platform: set to Platform.Width()-50

Value

[ Change the X position of * platform.width()-50

. a & ' 1 J [% a v = 1 v
nA Preview snassnuinannldvauazaiunsaiaulaunduad s platform enslualu
& | a = v ! I3 Y = a v v g £ A
AITULIINAON fl\‘iLLNUW‘U%L@UI‘UL‘UUL'Ja']u’]‘NLLa'J %QI@EJUﬂWLLﬁ'Jﬂ?iQSI‘VI ptatform lﬂaLﬁﬁsﬂuLﬂJ@Qaq

AUl iiveligundiondasiuu

(% :5 1 [J . = [ 1 P 4 <3 d? P

Aty feuazaUN1391 Scene scrolling Agiinsusuusiaiialyl Platform Inaiaduiilonan
' o Y ! a ] v < A v & 1 v 1%
il Tneivuaieulydt o 10 Juid sslvannlvalsufiuiias 1 px deduagldanunsaldian 4 1o

WA 9A0INITATNAMUTVOY Scene TuLNBNAILUTILS 991 PlatSpeed

Iyt Scene Game waINAY open setting JUYINIUUVBILLY

BB =R & QU &2

Open settings

=

nM Edit scene variables Wi lUMNa3198wU5U89 Scene

Game properties

Window title

Stop music and sounds at the beginning of this scene

Scene background color

209;209;209 -

Any additional properties will appear dd behaviors to objects, like

B Edit scene variables
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[

LVUNUN Game variables 19ina Add a variable

Game variables

Add your first scene variable
These variables hold additional information on a scene.

+ Add avariable

[2) Watch tutorial

AaTeMLUIT PlatSpeed Avunaa1Buaudu 4 suminisluaves platform nalinaususn
uana Apply

Game variables

| rD' Copy | | 'D' Delete ‘ | <_] Undo |

= PlatSpeed > Number . 4

PnUlvinawymMUgIg UL NALATEMNNY + 1 Extension

— wn RunRun

File

v Game settings
& Properties & Icons
@ Global variables
@ Resources
[@ Game Dashboard
v Scenes
B Game
v Extensions
Start by adding a new fun’;:";;le RS
v External events a5

Start by adding new external events.

v External layouts a8

Start by adding a new external layout.
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2glenti Seach for New Extension fuWlutaiAU1IN repeat L1ioAUR1 Repeat every X

seconds
Search for New Extensions

All categories  ~ \Q repeat

@ ' Show communit repeat

Repeat every X seconds
£ arthuro555 2 VegeTato 2 D8H

Trigger an event every X seconds.

nm Install in project e install @5auan Tinm close LiaUauntingng extension laag
Repeat every X seconds

Version 0.2.0
& arthuroSs5 2 VegeTato 2 D8H

Trigger an event every X seconds.

Convenience conditions, actions and behaviors for timers to trigger a condition every X seconds.

| Back Install in project

s[,‘uLmé Extensions 9¥IUS18AT RepeatEveryXSeconds TUdlons

i
v Extensions -+

— RepeatEveryXSeconds

WeoRnfe Extension Beusasiad Tinduunyvtl Event nass Tudiuwes Scene Scrolling

T¥inm Add a new event LLﬁaaﬁﬂiﬁmagjﬂww Scene scrolling A Add Condition

Repeat for each instance of =2 Platform:
[ The X position of == Platform < -Pla

[ The X position of : player # 77
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9l Other conditions > Repeat every X seconds > Repeat with a scene timer

PMNUUATBIN “every 10 sec” wagldiaa 10 asluges duration
Condition

3 Triggers every X seconds.

Other conditions 1

S Timer name used to loop

v General "every 10 sec" 4

> Wi Variables Duration in seconds between each repetitio

>  Scene 10 5

> @ Timers and time @  Invert condition
> g 3D ( S - )
) ’ () Editthis condition even
v I} Repeat every X seconds —
) Repeatwithascenetimer 3
Repeat with a scene timer X times

—
-
= Repetition number of a scene timer

1% :.: 1 Y ta' &! a =
nm Add action wdnsAliRILUS PlatSpeed WWHUU 1px NN 10 IUMN

= Repeat every 10 seconds using timer "every 10 sec

Action

var X
Actions

P8 Modify the number value of a variable.

Variable

Player variable ownership ETion—
atSpee

Players/Multiplayer/Variables

Change variable value Modification’s sign
U General/Variables +(add)

Change variable value

Yo General/Objects/Variables

Disable variable synchronization
Players/Multiplayer/Variables

azle Event fadl

= Repeat every 10 seconds using timer ° # Change the variable

anvneliasumiidanduiay 4 Tu event v
Change the X position of platform :subtract 4 [Waguaniaw 4 Hu PlatSpeed

++ Change the X offset of kabackground 1:
++ Change the X offset of mbackground

Repeat for each instance of = Platform :
[ The X position of == Platf < -Platform.Width() [JChange the X position of == Platform: Platform.Width()-50

[[]Change the X position of =z Platform:

[ The X position of : player # 77 [[]Change the X position of 3

= Repeat every 10 seconds using timer “every 10 sec” # Change the variable
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[1Change the X positior 1 Platform: subtract PlatSpeed

[]Change the X positior of = p1atspeed
o B 122 platSpeed

[

Event Sheet 983 Scene Scrolling deowaSaualazlanail

Scene Scrolling

«» Change the X offset of &3
+ Change the X offset of m

Repeat for each instance of == :
[ The X position of = < -Platform.Width() [[]Change the X position of == : Platform.Width()-50

[]Change the X position of == 2 PlatSpeed

[ The X position of : £ 77 []Change the X position of

= Repeat every 10 seconds using timer “every 10 sec” # Change the variable

nageulaen1sila Preview udruaeglisiazasisluizosy aziwiuimne 10 3und platform
aglmasiuBSon muandali
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9. #51952UU State Game

Tunsvhauveany Tneundndaziinisivundu State vieanuzveany Wloszyi
Tty inumasegluaniugln lned 3 anuy

1. Start Game fe nufilasnpouEusiu dalildiZnng Fsazuansmii Start Game uaydl
Judwnuliiauna luaniuzd anaeliile wasiazasasdslais dodliing Start deu fazasiee
3

2. Running #e anugiinuidaauey ssduanusfiuasuvdaanniifiduna Start 1w
Seiuluaonued anaglua uazfavasagis wavariveumesiintude

3. Game Over Aoanugiidazassutuseuneiidine Tuaniusl faas an uasuey
wasaengatis Tnefidazasazudeuneliududy Hurt whagiumh Game Over Zun wiaufut
Restart 1a1 tilefinnsnatu Restart inuazgnitinAiasnuandaiuluGusiulmifianiug Start Game

fedu Tumswaning msvadsfulstunielfidusudsissyanuztagiuveanude
AouflaziEani interface 1 azdnn1siu Event Maedouly Togdunnamydeu Tneaxil
Fumousisil
1. #¥196uUs GameState fuaeEududy “start” (a¢dl 3 Anfte
“start”,“run”,“over”)
2. 6519 Group Event 11 3 Group Ingliidain
1. Game Start
2. Game Running
3. Game Over
3. §78 Group Event duipeasel F[’ﬁlffﬁlﬂagﬂu Group Event 98¢ Game Running
1. Control Player
2. Scene Scrolling
1. d5196uUs GameState

Lumi Scene 1danLuY open setting 1YV Litoas19LUS

Game properties

Window title

Stop music and sounds at the beginning of this scene

Scene background color

209;209;209

B Edit scene variables

v
= PR

ne Add variables $3%9731 GameState \danulinvasinsiiu Text wazldasududu “start”
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Game variables

Va |able Types
- @ Intro: Variables X

(O copy ‘ |" {J Delete -‘| | € Undo I -+ Add variable
= PlatSpeed =~ = Number + 4

GameState Aa Text v start”

2. #3514 Group Event
a a 1 1 v oA
AANYIIN Add a new event AUANNEA LLAILABN Event group

Comment

For each object

For each child variable (of a structure or array)
Event group

Javascript code

Link external events
Repeat
Standard event

While

f93971 Game start

@374 Event Group 3uu18n 2 Group #3931 Game Running fiu Game Over

Game Start

Game Running

Game Over
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asslauluniels Group Event waag Group #ail
AANYI1Y Group Event 189 Game Start > Add > Sub Event

Game Runni Ctrl+C

Game Over curex

Ctrl+V

Delete Del

Toggle Disabled D New Event Below Shift+A

Sub Event  fe— Shift+D

Local Variable Shift+L

Add >

Replace >

s PP

Amn Add Condition

AuM1 Variable value taansiuusidu GameState = “start”
Condition

var X

conaiuons

¥F Compare the text (string) of a variable.

Variable
GameState

Variable value
Lo General > Variables
Var Variable valu_e ) Sign of the test
General > Objects > Variables = (equal tO)
Player variable ownership
Players > Multiplayer > Variables Value to compare
.. Compare dialogue state number variable “start”
L Game mechanic > Dialogue Tree )
. Compare dialogue state string variable @ Invert condition

&

aglanedl Gelufeadin Action Ta9 umagyinnisiiin Sub-Event anelaReulalidntu e
AosnsasIeuliarlvinsevineu Game start

Game Start

# The variable

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”
ununIvunataneuiiimes aneeuiamesinuuazweiudy Inedometaunys
Tuiousu : 26-27 JurAs 2568



79

Tl Sub-event 89 Group Game Running kag Game Over 78 lagagialudiuves
Game Over Nou ABEEDUNAUNIVIN Game Running

New Event Below Shift+A

Sub Event Shift+D

Local Vanable Shift+L

Toggle Disabled D Comment Shift+C
|I For each object

Add

For each child variable (of a structure or array)

Lﬁ'm Condition GameState = “over”
Condition

var X

Conditions

$§ Compare the text (string) of a variable.

Variable

GameState

Variable value
Var ;
General > Variables

- Sign of the test
General > Objects > Variables = (equal to)

Player variable ownership
Players > Multiplayer > Variables Value to compare
. Compare dialogue state number variable “over"|
¥ Game mechanic ) Dialogue Tree

‘ Invert condition

dlovh Game Start waz Game Over LaSauds sialuazviludiuves Game Running 3slu
dnil wenanadredeulands destne Event Group Taeriiliuda fifle Control Player waz Scene
Scrolling Whanagnelsl Game Runing A flesn NIAIUANIALAT WaEN1TYIARINVAS
AU mssinTundsaninuEuudavin

#5719 Condition GameState = “run” Tu Sub-event 1§ Game Running (¥1iilau game

start ey game over)

Game Running

# The variable
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3. §18 Group Event Lauﬁmaa%’mﬁ(Control Player, Scene Scrolling) 1ﬁL%11anTu Group Event
989 Game Running meldideulafiadels

Tdanfl Control Player waana1ntiinaneglu Game Running

Benituilunsouduns ﬁ]xLﬂuﬂﬂsLﬁaﬂﬂ”’mmﬁagﬂu Group 984 Control Player

Control Player

[} “Space” key is pressed

anasuuddeuliegn1eld Game Running dunedudvrissdasegldeulyvasiuls

GameState

Game Running

wm Tha variable

2zlemiImn Event Sheet $141

¥ Game Running

# The variable

¥ Control Player

[ "“Space” key is pressed
is jumping
is on floor

is falling

> | Double Jump

> Game Over

[

nuuliian Event Group 483 Scene Scrolling Wngulfeanu aglansil
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Game Running

¥ The variable

Control Player

=

Game over

Scene Scrolling gRasagsysuAgliuiu Control Player

¥ Game Running

¥ The variable

Control Player

Sce ne Scrolling

Repeat for each instance of == F :
[JThe X position of = -Platform.Width()

v

[JThe X position of

= Repeat every 10 seconds using timer “e\

Game Over

WiavinsiiuEeuly GameState La2 ¥nne Preview agnunbianunsavineslslaias
A [ v oa 2 =4 [ P a Y] [ =
11839910 GameState gnivlirSusudu start Wi event vasnsimdeuivesiazasagly run 3

azlianunsaaunulalumeui
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Event Sheet JagUu

G
v Game Start

¥ The variable

¥ Game Running

# The variable

¥ | Control Player
(A " key is pressed

is jumping
is on floor
is falling
key is pressed
is jumping
Double Jump
> Scene Scrolling

¥ Game Over

i The variable

Yy18 Double jump Lag Scene Scrolling
Double Jump

Il If one of these conditions is true:
is jumping
is falling
key is pressed
¥# The variable
1) Trigger once

is on floor

¥ At the beginning of the scene

Scene Scrolling

Repeat for each instance of =
[ The X position of =

< -Platform.Width()

[1The X position of

= Repeat every 10 seconds using timer

B e E® U9

A Simulate pressing Jump key for :
Change the animation of ;
Change the animation of }
Change the animation of }

Change the animation of ;

Allow ! to jump again

# Change the variable

# Change the variable

® Change the variable

+» Change the X offset of 12
+» Change the X offset of m

[[]Change the X position of == Platform.Width()-50

[[]Change the X position of == PlatSpeed
[ Change the X position of :

# Change the variable
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10. 911 Interface Yauny (Wi Start Game)

st Interface 1y Tuinadl ag¥i 3 wih fio

1. Game Start dw¥untiusnveany feinsuaziiu Start WinaieGuina wWonaEun
ué nihilazdesgnaouly dadunihiaisazeglu Event 109 Game Start

2. Game Run dwiSuuansazuuiis uay Julladssauni TasezuuuasEutiufousing Start
Fatf 1t Game Run AI39¢agflu Event 499 Game Running

3. Game Over du§ULAAIATIN Game Over uazty Restart iitaidannalyl fedudloEung
uthilazfesgnaeuld uasuanssenundnaduilesazasnie Ssmsazeglu Event 483 Game Over

Tt Game Start JunIAOU
1NN Scene LA@5N Layer Fuanlul As¥od1 ui_start

Layers

Background

ound color

<+ Addalayer

\@ond Layer ui_start iiioviteulu Layer 4

@519 Object Sprite Yuuluy
New object

New object from scratch

ot 3
Objects |+

(S
w  Intro: Object types
S Y Y -

Sprite
Animated object which can be used for most elements of a game.

v I & v a A 1 A o 1 Y v & Y AN .
ras1adunundsdunnlusaas PNBAUTEINTUHULASHAIN muuimaaa Create with
Piskel

Add your first animation

Animations are a sequence of images.

[/ Create with Piskel -+ Import images

() watch tutorial
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iNtANEmsUMANINTUNN Trdenddudunn 8o

@ coeveo

no9d waamavasldlunnloae

o x

save [ Cancel

AUUNA save

[B Goevelop Image Ecior (Pake - Newspte

NewSprite

& —

Layers @
+ O - BE
Layer a
Transform +

Palettes

Agld Sprite 7ifl Animation e WiUdeude Sprite Ju bg white Laana Apply
Edit bg_whtie X

Properties

2 canwenpis > eeien (Y 008 0 wes

+ asgaspie
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a1n bg white 113lu Scene udwenglmaumiin antuluuy properties 91991

Y
———

U5U opacity 910 100% U1 40% bg white 9ga19a9agUA AN

Properties X 0l

¢ Instance - bg whtie

. Edit object

ui_start m]

Rotation
bla
0

Animation
0

Instance Variables

solunm Add new object 8nA39 Wialiiy Sprite 8n 1 89U 1d@an import image

Add your first animation

Animations are a sequence of images.

y_ Create with Piskel -+ Import images

() watch tutorial

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”
ununIvunataneuiiimes aneeuiamesinuuazweiudy Inedometaunys
Tuiousu : 26-27 JurAs 2568

85



Tdengun nd i interface Mw3euly a1 PastelUlFree Fsanuilunanunainiiules
https://toffeecraft.itch.io/ui-user-interface-pack-pastel-dream

Adownloadable asset pack

This project includes a collection of 32x32 pixel ul pack.

vou

ElEE = PastelUIFree

TUsunsuazuuziilivindu Copy Ialilulwameasiusian lvina OK

'GDeve\op 5 X

This/these file(s) are outside the project folder. Would you like to make a copy of them in your
project folder first (recommended)?

Cancel

a¥ldin Edit NewSpriteS wWasudailiu title wéne Edit with Piskel iiiaiinluudly
sUn

Edit NewSpriteS

Properties

Object name

NewsSpriteS

= Animation #0 Optional animation nam o)

() FEditwithPiskel [> Preview CT) 0.08 E] Loop

equnii Piskel 151aglduatefiBunseudiunuien dony Rectangle Selection

U
(& GDevelop Image Editor (Piskel) - PastelUlFree10

P.| [B F O
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https://toffeecraft.itch.io/ui-user-interface-pack-pastel-dream

Wnaauludunfeants udanefinsesdle Crop the Sprite Tuiiy Transform
Layers

BRES + Il -
Aaee = -

Transform

Crop the sprite

+

AMAzgN Crop MwAdIuiien lildlay Selection wiite Crop nmdnasa Inenlvivey
YDINMNBATUFUA MR

@ ¢ PastelUlree1o o x

Palettes
+

(B Geveiop image Editor (Piske) - PastelUiFree10 - o x
D
O O
3 °
O @ | O
2 |+ B
=]
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dleldnmiiweRruveunda Irinauy Resize Mloguauvasuranile USuen parameter aal
AN WAINA Resize
RESIZE
Width 407 | px
Height | 380 | px
¥ Maintain aspect ratio

() 12FPS =——1 X
= + Resize canvas content

RESIZE
Layers pesizethe drawing area EI Anchor

+ Kl - BE -

Layer 1 a

Transform
DEFAULT SIZE

ri Width 1280 | px

pasetap Height 380 | px

0.

Set default

Palettes
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nn Add a new Object wE i object iy Text
New object

Joystick for touchscreens.

Text
Displays a text on the screen.

BBIext
Displays a rich text label using BBCode markup (allowing to set par

Bitmap Text
Displays a text using a "Bitmap Font" (an image representing charag
characters aesthetic.

Wasuie object tJu title txt Tatonuiidudoinuasiy “RUN RUN RUN” USuauaidu
40 maunm asnsaidenduazUSurunalimudioanis

Edit title_txt

Properties

Object name

title_txt
Size: 40 Zolor:CI (] Bold [] ttalic | = E = | |
Choose a font

Initial text to display

RUN RUN RUN

Winm Choose a font tiatdan font lusd f1ilwa font aguan Tildien Choose a file wign
1311 Thid9na1n asset store

Choose a font
X Choose a file

-+ Choose afile

+ Choose from asset store
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AU font MivoU TN kenney mini Literdanilau kenney mini square nadl font 9

A8In1S waanm install font
New resource

Choose from asset store

Q. kenney mini

‘ Kenney Mini Square CCO (public domain)

The qUICK Brown i

Kenney Mini CCO (public domain)

The quUICK Brown +1
Kenney Mini Square CC BY-SA 4.0 (Attribution to the artist is required, click for details)

The qUICK Brown 1

Cancel Install font

NAULNINTN Edit title txt @13150U5U Outline %39 Shadow 19 Weusuaunelaual na

Apply udan title_txt unlilu Scene
Edit title_txt

Properties

Outline
Enabled

Color

255;255;255

Shadow
Enabled

Distance

C“) Help ( E) Runapreqriew.
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@519 Object Text JUN1DA 1 8U NUNTOAIIUI
Press “space” to Jump and “LControl” to Ducking
wWedunsesuneiSiaulosiu uavianlilu Scene

RUN RUn rUn

Press “space” to Jump
and “LControl” to Ducking

PNTULAL Button d@wmsunisna Play lU7Liid object waatdan Button

USER INTERFACE

Button (panel sprite)
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dloasnawan annsaidenunann Asset Store NTlAALA w309y import Amlvsidhuie
asedueanlel wuzihlideon button Nlegudn waAsslUdsusy Wisla1 setting Vos button LAx

New object

New object from scratch

BUTTON Button BUTTON

. B e Button With
3-patch button

BUTTON

Grey Button With ...
9-patch button

i . Red Button - Re 5 u S.  RedButton
9-patch button -patchbutton  9-patchbutton  9-patch button on  9-patc n  9patchbutton  9-pat

e e CED =xe EED (D
.

Transparent Butto... White Decorated B... White Sleek Button White Square Dec. Yellow Button  Yellow Jelly Button

Close | skip and create from scratch

Tinuibandaf button Tusienis object allaniinnig edit

BlueButtonWithShadow

a¥ldnineing Edit button Tnadelmiin play bt udilddearudn PLAY den font tu
Kenney mini square LU&# Top padding = 20

Edit play_bt

Properties

Object name

play_bt

Hovered fade out duration (in seconds)

0.25

Label offset on Y axis when pressed

3

PADDING

Top padding Bottom padding

20 32

Left padding Right padding

16 16

v [ Label

sieiocoor [ O sow O vaie (= BN =)@l 5 [2)

Choose a font

d73fbc705487707ea61faa2b865e21e3b24bea3319f75c2a124ad13bcae99ab4_Kenney Mini Square.ttf

Initial text to display
PLAY

=

Feazonuuadu 3 nwAe 1.idle 2.hover

Y

NTURBUALINE import U nvesly
3.pressed
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AU idle 1inm Choose a file udIaanNnIMN PastelUIFree AMMLAY
Wesndnnvasduaduds Wina Replace wdndannmlvaiviuldlsiae

Select an image

Blue Button With Shadow_Idle.png Replace 2 Editwith Piskel |

[] Repeatbor + Chooseafile

Top margin
16 DLUE DULLUI WILIE SHAUUW_IULE.pIig

Wolan nuLal39vin1s Edit with Piskel

Select an image - ﬁ
PastelUIFree11.png place | 2 Editwith Piskel |
[J Repeatborc -+ Chooseafile

Top margin
0 PastelUIFreell.png

1H.a30sile Selection L@onNLAEIUNABINTT WA Crop AwlAned

Tdiasesila Color picker agadvuyanlunm uddldtdmadlulusvdsdedvn weau
smiladessn IimAsudUNUa19 uaINA Resize UTUBUIANUAIN UAINA save

DEFAULT SIZE

Width 1280 | px

Height 380 | px
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whludy hover lngviwudeanuiuly idle uiludunaunslad Widendnduninfua
wiee Weliiudndiidansey 91ntdunn s uda Save

T Pressed avauduiiludunsenn eluduguieugnnaauasll wesdesausen 1 won

pixel uazludruiaiuans Meszgniilnduddu 1 wan

(%

& . v Y 1 ' v v
PNU NA Resize Immmmmmﬁum 2 ‘I‘J‘lIﬂEJ‘LJ‘Vi‘L!’] AINA Save
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nauumtn Edit play bt ud? na Apply tieUaniiieing 9antuain play bt 11l3lu Scene
ohae ne Preview WaaainaUuitonsiaaey animation vasdula

(@ Preview of Run Run Run = o x
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11. 911 Interface Yoy (M1 Run Game)

dloleint Game Start wan sisldazidunisasns interface lunihasunuiiri1as Running o
Fonihil wihieaualdaziuu wazdulaides windy
Iias1s Layer nallunth Scene A%%071 ui_run uddanlviunegiuanaves ui_start

Layers

= (O ui_start

@® ui_run

nHuas1e Object Tval 10U Text f33ei1 score ladanuduias 0 Wden font Kenney
L. ) Yo v = 19 I3
mini square Usulidndannunuunsnans uagusuauiadu 50

Edit score

Properties

Object name
sScore

s coon () 0 e O v [ = [0 = |Gl = | )

Choose a font

5e2e3fcc57885d5e510934e621be5f8dd7a5b6425cf46ef38073e3d2c3b04048_Kenney Mini Square.ttf

Initial text to display
0

Tiann Object 11linansae agwudna 0 agnds Sprite dvnaAivililund uistart

Press “space” to Jump
and “LControl" to Ducking

TSP NP 1T
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Titann Layer ui_start lunau Litevineulu layer ui_run

ui_start

ui_run

Base layer

i A

INTULNN object Mu Toggle switch Jus Lﬁaﬂﬂuﬁaiu asset store
USER INTERFACE

Button (panel sprite)
A button that can be customized.

—O- Slider
—0- Let users select a numerical value by dragging a slid

Toggle switch
@ A toggle switch that users can click or touch.

New object

New object from scratch

Small Plastic Gre... Small Plastic Gre... Square Blue Slider Square Green Sli... Square White Sli...

Small Green Plas... Small Green Plas.. Small Green Plas __ Gold Round Togg... Gold Square Tog...

Square Blue Tog... Square Green To.. Square White To...

@ Help [ close ) Skip and create from scratch
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AANYI7 object Yuiasnsld 1dn Rename Tidsudoilu music_bt

L Rename F2

Edit object

Edit object variables
Edit behaviors
Edit effects

Edit children

Swap assets
Set as global object
Move to folder

Add instance to the scene

| SquareBlueToggle

a1nUunnebiiguuuIIves Scene veglvitivuinned

9

o (Y L4

@374 Sprite Tusliieiiiusnmeanlng visedydnualauns na add new object uaFaN Asset

o
'

store AUNAWIIATIN sound Laan asset SUAINaTLONUTY NA add to scene
New object

$399, PN,

| ‘ $1699 _ _ [‘

| & 22 5 PG
"i : - ',q"l\:‘t‘p) |
{3 | LT

Magic RPG Soun... 33 as... The Sound Of Su... 598 a... Ambient Mysteriou...25 ... Basic RPG Sound...33 ass...

il +« K8 [«] = {le

Sound button Sound button sound button yund button Sound button
SoundCloud with 2 animations Sound button with 2 animations | th2animations W 2animations  with 2 animations

SoundCloud SoundCloud
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annursliludy music bt Usuvunalianned

12. 911 Interface VawnNy (M1 Game over)

T layer Yusnlug 9791 ui_over a1NNNBEATUAINTY Ui start

a1n bg white 11214139 Scene U5U Opacity Tiude 50% uaawenglifuae (iumilou
Mo ui_start)
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W Sprite @wmsuthell@euin Game over
New object

New object from scratch

Intro

Y
Objects | = i
Intro: Object types [®) watch tutorial

GENERAL

Sprite
Animated object which can be used for most elements of a game.

@ Tiled Sprite
M _Displays an image repeated over an area.

\don import image Ineldennw PastelUIFree 7imsaull
Edit NewSprite

Properties

Object name

NewSprite

Add your first animation
Animations are a sequence of images.
(7 Create with Piskel -+ Import images.

[®) watch tutorial

Wasudeldu over wazAlsUNInae Edit with Piskel

Edit over

Properties

Object name
over

= Animation #0 Optional animation pame e -

¢/ Editwith Piskel [> Preview (T) 0.08 D Loop
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HONNNTABINS Wazna Resize USUUARUFUNIN UAINA Save

5 GDevelop Image Editor (Piskel) - PastelUIFree17 - o X

Overwrite v PastelUIFree17

RESIZE

Width 180 | px
Height 256 | px
¥ Maintain aspect ratio
# Resize canvas content

Anchor

DEFAULT SIZE
Width 128C | px

Height

a o

(%
Y

@513 object Text du5uldUaA213191 GAME OVER §3%971 over txt WasuIuInLas
sntlsdordudung
Edit over_txt

Properties

Object name
over_txt

Size: 60 cotor: [ Bold [] Italic | E ‘

Choase a font

5e2e3fcc57885d5e510934e621be5f8dd7a5b6425cf46ef38073e3d2c3b04048_Kenney Mini Square.ttf

Initial text to display
GAME
OVER
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aNBBNUINTIN Scene wazUsulmmunzay

afaduivelddndn Restart Ingyihwudedfiudy Play ¥eesvi ui_start ¥38AfnuI9l object
¥84 play_bt kduden duplicate Lite copy Ui

play_bt
Copy
Cut ¥ score
Paste | music_bt
Duplicate = Ctrl+D
E] SoundButton
Raname ED

Wasutawdu restart_bt udasudandn Wewih Edit Wasudeanuuazilasudvesy

= play_bt

= restart bt
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13. YSUdUnv09Lnyl 1atUn Full Screen

\anm Preview uailnveneifinge aznuinvuinveveaniliveteniy vinlidiu Object A
AUBBNUDNID

(BB Preview of R um e

L ] .
GAME
OVER
3 _. .

Tiinanasan yugreuuvedlusunsy Lalden Properties & Icons

9

File

Q

v Game settings

& Properties & Icons

@ Global variables

(@ Resources
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Tunteng Game Properties Tiilaauasiny Resolution and rendering TuAlusiites Game

resolution resize mode (Fullscreen or window) TlUdesuilu No changes to the game size

Game properties

Properties

Publisher name
This will be used when packaging and submitting your application to the stores.
Resolution and rendering

Game resolution width

1280

Game resolution resize mode (fullscreen or window)

Adjust width to fill screen (extend or crop)

No changes to the game size

Extend width or height to fill screen (without cropping the game area)
Adjust width to fill screen (extend or crop)

Adjust height to fill screen (extend or crop)

Scale

nA Apply LaIMARDUMEN1INA Preview LanUafuntinge awnuinaelidunan

(& Preview of Run Run Run

|.'1 - _’1"

i | p
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14 3NS5 Event a115U Game State (start)

Wold interface wosnuIvuaLdT foludasyinnisiuuain layer 6199 2% Show %38 hide
u state ln wazspanatalaiveiUasy state Ineisuan 1Wan Layer yianuaneu

A

ui_start

AN

ui_over

AN

ui_run

NS

= (@ [ Game x | & Game (Events) X

G @ > Preview: v @ share % ‘CG)) S @ e

RUNAUMIN layer 1don Show a Layer i@enidu ui_start

Action

QO layer X -
= player N Show a layer.

Actions Layer
Layer ui_start
% General > Objects > Layers and cameras
Layer index
Advanced > Tile map
° Layer time scale
Camera ) Layers and cameras
- Layer default Z order
% Camera ) Layers and cameras
Hide a layer
Camera > Layers and cameras
Show a layer
Camera > Layers and cameras

b3
LS
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nm Add action 8nase uaadenidu Hide a layer idoniu ui over
Action

r .
laye X O,' Hide a layer.

Scene objects
Layer

playes ui_over

Actions
. aner A
* General > 0 » Layers and cameras

Layer index
Advanced > Tile map
Layer time scale
Camera and car
Layer default Z order
Camera > and cameras
Hide a layer
Camera » Layers and cameras
Show a layer
Camera » Layers and cameras

L oz

azle Event aafl 1Jun1saemlihanantin Start wazaauntin Game over 1) AaulaLny
UL

Game Start

¥ The variable Show layer “ui_s

| ]
-
| ]
-

Hide layer “ui_

folUyIASLIY sub event AI8N1SAANYIMN Group event > Add > Sub Event
W mualeuly veInsnaduEuny

v Game Start Edit

# The variable Copy Ctrl+C % Show layer "ui
Cut Ctrl+X % Hide layer "t
Paste Ctrl+V

-~ Game Running Delete Del

# The variable Toggle Disabled D

h >
New Event Below Shift+A

Heplace ¥ SubEvent < Shift+D

....... ncal Variahle Shift+
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Condition

Objects
~ Scene objects

% player
@ Platform
iz background_1
B background_2

. bg whtie
i titte

T title_txt

@ howto

wem play_bt

mmm restart_bt

dindeulureanisnatu play bt Iideniilu play_bt > Is pressed wéna Apply

107

ANGLE
An object is turned toward another
"y Angle
BEHAVIC
- Behavior activated
BUTTON (PANEL SPRITE)
= Interactions activated
Is clicked
Is focused
= Is hovered
) Isidle
=) Is pressed

lvina Add action teLUaeusiLUs GameState = “run” Wanauy play bt wad

Game Start

#i The variable

0 ==l is pressed

Show layer "t

\S
% Hide layer "u

AUM Change variable value > GameState = “run

Action

Q var
Actions
Add variable array value
¥ar General > Variables > Arrays and structures
Add variable array value
Yar General » Objects » Variables » Arrays and structures

Get a variable from the database
h Network > Firehase > Realtime Database

Change variable value
% General » Variables

rlayci valauie UwiciSiip

azle Event 999 Game start 919

Game Start

# The variable

X ¢ Modify the text (string) of a variable.

variable
GameState

Modification’s sign
= (set to)

Value
"run®

% Show layer
*

Hide layer “ui

# Change the variable
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INNA Preview agwuln Weonayu Play uda anvglva uaiaunsawaunula us Layer
Start azdslimely AesluAsANdIuves Game running Aow

" @ Preview of Run Run Run

RUIM RUM RUM

Press “space” to Jump
and “LControl” to Ducking

e,
) i
= i

iy
i

| Press “space” to Jump
and “LControl” to Ducking
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15 9an15 Event 115U Game State (running)

Tudauves Game running ApRIATI Hide a Layer ui_start Waz ui_over lieliausaLauy
nulA wazyinlrinnsButuazkuy Wnevinlasall

1naulvae GameState = “run” NviTARauswsn 1%na Add action

Game Running

# The variable

\fial Hide a Layer ui_start uwag Hide a Layer ui_over 11 ui szmeluidienn play
Game Running

# The variable ‘run” % Hide layer "u

Add condition % Hide layer "ui_c

aaluazinnisaseszuuazwuy 1iaseauls 3811 score dmsufiuaziuu lnenay

properties E ﬁagmuu%’wmmiﬂmﬂsu AANYM Game > Edit scene variable

=— Run Run Run

v Game settings

#& Properties & Icons
@ Global variables
(@ Resources

() Game Dashboard

v Scenes

B Game

Open scene editor

v Extensions
Open events sheet

— RepeatEveryX

Edit scene properties

PanelSpnteB Edit scene variables

Set as start scene
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nA Add variable u&adsdedn Score wila Number ldrEududiu 0 na Apply Liledn
NUIANY
Game variables

T,

ariéble Ty.pes

&8 Intro: Variables (») watch tutorial X
el

|m| ‘m‘ ‘ml Q —|— Add variable
M 12s Number « A

GameState Aa Text v start

core 12 Number v 0

sgAaaulyIn Yne 0.5 Tl AzLUURINTY 1 Aswuy @513 Sub event 16 Game running

AN Wauluwed GameState = run kadtden Add > Sub Event

Game Running

# The variable % Hide layer "ui :
% Hide layer "ui ¢

Copy Ctrl+C

Cut

Ctrl+X

Paste Ctrl+V

Delete Del

Toggle Disabled D

h >

i New Event Below Shift+A
> )

Replace Sub Event e Shift«D

Evente Sheet > Local Variable Shift+L

agle Event Tnsl agdnuarsves Scene Scrolling TiannTusnegdnauu

Game Running Game Running

# The variable @ The variable

> Control Player —
[ ontrol Player

> | Scene Scrolling S
> ne Scrolling
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Iﬁﬂmﬁ Add condition t@en Other conditions
\den Repeat every X seconds > Repeat with a scene timer

fatoidu “score” wazdanandu 0.5 u
Condition

:.’ Triggers every X seconds.

Other conditions
Timer name used to loop

v General "score"

> Wi Variables Duration in seconds between each repet|

> P Scene

0.5

> @@ Timersand time @ @ Invert condition

> N 3D

‘ ¢/ Edit this condition events

v ":,’ Repeat every X seconds

:,’ Repeat with a scene timer

™ Repeat with a scene timer X times

:.’ Repetition number of a scene timer

AM Add action Lﬁaiﬁ score add 1
‘Game Running

¥ The variable % Hide layer "ui
v Add condition % Hi

= Repeat every 0.5 seconds using timer "score”

X

¥ Modify the number value of a variable.
Actions

Add variable array value
8 General > Variables > Arrays and stru...

Variable
Score

Add variable array value e T
General > Objects > Variables > Array... +(add)
Get a variable from the database
“ Network > Firebase > Realtime Datab... Value
Change variable value 1
¥ General > Variables

Var

Plaver variable ownership

aglanail Tinm add action Tu Event 989 GameState = run el object score thailus

Us Score UILERAY
Game Running

# The variable : % Hide layer "t
% Hide layer "ui

2 Repeat every 0.5 seconds using timer “score” #i Change the variable
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\deon score MU Object text uaudan Text 3nUulsild = Score
**5iunnAuduaulilosntediuls Score Wazdo Object score HAMUULTDUNY L6
AUIIUAT Tomuus Tusumemfusilive uasdio object \Wuduildnianun Atunsaliiegig

i 9199zensegelalilfin msazdedeltanuuansng wardanudnau Wi Te object Asazidu

[ £
score_txt 1Uusy
Action

ty¢t Change the text.
Objects y Text

I background_2 Font size
. bg whtie %, Create an object woditcatons san
N it = (set to)

itle

. T
I title_txt ext
= Score
I¥ howto otate toward angle L

S iti 8 122 Score
== play_bt &> Rotate toward position

wmm restart_bt '\ Angle

— BEHAVIORS
score

De/activate a behavior

[y

a < v v dy
Watasauanaglnnadl
Game Running

# The variable

= Repeat every 0.5 seconds using timer "score” ## Change the variable

nA Preview agnuiaziuuEuiuluGey) aouna play

Preview of Run Run Run = o x

12 =
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16 IAN1S Event a115U Game State (over)
Tudaulvvas Game Over agyiwilauntin Start AsLile GameState = “over” L¥INN1S

Hide a Layer ui_start a2 Show a Layer ui_over unu
WianaYu Restart wdd al9 Scene nduluiBudulum Iagld Change the Scene Game wa

\WasuAn GamesState induluidu “start” nflowdn vildasd
Wiy Action ¥84n15 Hide wag Show Layer Fusn (ndulug3svinluiate 14 §an1s Event

d1%5U Game State (start) )

% Hide layer “ui

i The variable
% Show layer "u

AANYINY Event GameState = “over” alfiy Sub Event

> Scene Scrolli
7“9 bt ew Event Below Shift+A
Shift+D

Game Over Replace Sub Event

Local Variable Shift+L

i The variable

Comment Shift+C

For each object

WY condition &g action @iun1snaUy restart_bt us? GameState = “start”

(ndulugisviluiite 14 3an1s Event @13y Game State (start) )

Watasauarlinm Add action Liewfiunisilaey Scene
Game Over

# The variable

% Hide layer "
% Show layer “ui

rt_bt is pressed [ Ehénge the variable

\d0n Other action > Scene > Change the scene Walldan Game np OK

Stop this scene and start the specified one instead.

Other actions

Intermediate (A
Level Select . ]
v f Scene = Intermediate: Level Select Menu x

@

Stop and go back to previous scene Bl cflslel]

¥ Preload scene

Name of the new scene
z Use an expression

Pause and start a new scene Game

4 Quit the game
Stop any other paused scenes? |m

Change the scene

[ Backgrouna color
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Game Over

i The variable : % Hide layer “

% Show layer “u

is pressed # Change the variable
Change to scene "Game

Jagtudilianunsanaaeu wi Game over 19 Weasndslylaasadoulvvaanisinlyen
avAsNg Aetuazayly udluasiesszuudunou
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17. Spawn Enemy Lﬁuiz‘U‘U Monster

Tuguuuuweany Endless Runner 9xdl Monster %138 Danger guiiinfiolvigflaudonszlan
vidonueuLiievau waziiloruazmeuas Game over
Tunuil a£14 Monster fduuuiiu 3 61 uag Monster Auaguui 2 ¢ Tnsaliigunan
fin 0N 0.8 — 2 Junt uasfnaduiu Tnsagdmundeuly il
1. M3LAA monster wiazdd Awguin lngduday 1-5
- maduay 1 951 monster §fl 1 17n
- mnduay 2 9519 monster fadl 2 1A sy
2. avwidlunisiAnves monster %Qmjméfuwi 0.8 — 23U
3. nudalumaidiues monster Buduil 3 uazanitu Wenanily
a1an3avilA monster indeuitld Tnnsiasusumis X ¥es monster Wudafuney
fivh platform

nnideulafifell ansariild Tnefiduneussil
1. \fisl Object Sprite dwsuiduge spawn monster e spawn_point
2. Lﬁu Object Monster 1,2,3,4,5 TngLdanann Asset store
3. USuwssvunm wagauunud Collision way Points U89 Monster
4. a$afuUsves Scene il
4.1 mons_ran duSULAUMLAYYEINTTEN monster uAazsa = 99
4.2 mons_speed duiUAUAIAINIEITOINISAUYDY monster = 3
4.3 spawn_rate dwuifiud1ianfiag spawn monster =1
5. 919 0.8-2 W9 %fcjm mons_ran LLazfcjﬂJ Spawn_rate Tl
6. as19iteulun1siin monster ustazs 990 mons_ran figulst Tl monster 1Ani
Fumiisres spawn_point uazluusaziteuls aiaurnSuien (trigger once)
7. ¥l monster wdeufl Insn1sausiumia X 489 monster
8. N9 10 Fu19 I mons_speed Winduilas 2
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WoukUS Uy Jasuvinyluldswnsy snutuseun@eul) fadl

v
v A

1. \figl Object Sprite dwsuidugn spawn monster A3%831 spawn_point
1u Base Layer na Add a new Object

= @ B Game x | = Game (Events) X

@ [Rl. [> Ppreview v @ share @& QD o= H

% payer
ma Platform
s background_1 :
mm background_2 :
]l bg whtie

I title

@ title_txt

& howto
———

-+ Add a new object

O Background

New object

New object from scratch

Intro v &
Objects | = . .
. Intro: Object types [®] watch tutorial

GENERAL

Sprite
Animated object which can be used for most elements of a game.

@ Tiled Sprite
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aatailu spawn_point Waina Create with Piskel Livelfidugad1msunis spawn monster

Edit NewSprite

Properties

C ject name
s yawn_point

Add your first animation

Animations are a sequence of images.

(7 Create with Piskel + import images

|>) Watch tutorial

wasasld wdnm save

GDevelop Image Editor (Piskel) - NewSprite

NewSprite

()

Layers

+ K -
ayer 1

Transform

O

nA Edit point taU3uge Origin vas spawn_point leguudeaisgn wiewdugali monster Lin

Edit spawn_point
Properties

Object name
spawn_point

= Animation #0 Newsprite ~ { :

( EditwithPiskel [> Preview @ 0.08 [ roop

-+ Addasprite v

-+ Add an animation

‘ Edit collision masks dit points ‘ ‘ A ranced options |

@ Help ‘ D Run a preview | ‘ Cancel ‘ Apply
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U3u3a Origin idu X = 0, Y = 64 na Apply iotnuieng edit spawn_ point

Edit points

a1n spawn_point 89n11113kUU platform uen Scene wisldlvinansluae uadossliny

Tanu platform 1iotaa1f monster Lin aglaliasy INs1gAIWAUT monster aviAin 81999

AU UE8E1998 spawn_point

I} ]

Platform
X0 Y-310
Layer: Base layer
Z order: -23

ifﬁ?oﬁ?m fs

&

2. Lﬁm Object Monster 1,2,3,4,5 TAgLapnann Asset store
W Object 984 monster 19ina Add new object Laadianil Asset Store Lilaly Asset 7

¥ a

g fuAum Grafxkid

New object

@ | Q graf

afxKid 136 Assets.

s with 10 animations

v Packtype

O Free

O Premium
[ owned

[ Top-down
[0 side view
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\3on monster flaAld 3 Fudusnfuuunug waz 2 sudusandule
N Add to the Scene warnadaunau wialuidanfiidu

New object

Ghost by Pixel Frog Skeleton by Grafxkid

J =

orchid owl by Grafkkid Moe Scotty by Grafxkid

« Fyingv o> < Py v S

S < v & |l . v a = A Y 9 v g

\diaideniaiauan wusgfiuy object WilUdgude monster Midenuuadliidy monst
mons2 , mons3 fly mons4, fly_mons5 tieliinesonisvingu lagli fly monsd,5 @s monster
70uls lnen1sAAnaN object waINA rename

ta MoeScotty : mons1

B Ghost : mons2

Orc : 8. mons3

" OrchidOwl : flymons5

A99811 monster 901119 scene EWUI monster AALENNN wazlila1unsaldisnig
vnewmilaud player 1o insrzagliadslunig Create TWAn object Fuun FedpsUsuvuInves
monster WAazAINU Winuananyil monster LalUanun Edit
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Mnduavketmtuilidltinusen Tiwdeiiivstedwduines As walking %39 running #3e
wollltuison1si monster wannouLARDUlYN

Edit mons1
Properties

Object name
mons]

= Animation #0 Idle

£ Editwithpiskel [> Preview (1) O

£, Editwithpiskel [> Preview () 0

= Animation #2 Appear

£ Editwithpisksl > Preview (1% 02

dit collision masks | | Edit points | | Advanced options

@ nelp _. > Runap )

T

Remove the animation

Are you sure you want to remove this animation?

Tusafiutuiiaan T9ine Edit with Piskel wiaUsuaLe

Edit mons1

Properties.

mation #0 Idle o

2 Editwithpiskel [ review (1) 01 Loop
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[doniy Resize udUSu Hight T 70 @unsausuilurmduldnudonis) wdirduas
UFUmu nA Resize uagna save LiaUuiin

Save | Cancel \

RESIZE

Width 103 | px
Height ‘ 7q | px
+ Maintain aspect rato
+ Resize canvas content

Anchor

& 12FF Iﬁ

RESIZE
Layers | esize e arawing area DEFAULT SIZE

+ Hsa - =axa wien | 1280 | px

Layer 1 a
Height 380 | px

Set default

Transform

WiauFuruawa Tiunnad Edit collision tieuSusiuvis collision ¥1n monster Maenan
g dusiesusu collision 1n AanunsaUaldiae usnin monster Nigussldadneiuvben 9199z

AoaUTu collision imselimunzauneu IngldIsiaeiuiunaudsu Collision ves Player (ndulg
Waite 3 19)

Edit mons1

dlousu collision wén TNUSU Points e 31263 points vas monster 1l dugaiiszy
FUMUANISLANYBY monster FeazUSudwmUs origin TiagnsaNaIs @198 munm

Edit collision masks
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91nul edit point U89 monster

Edit collision masks | | Edit points | | . idvanced options

\don point %o Qrigin Usulieg iunianananin waganean LLa’Jﬂﬂ Apply lgdmsunis

mmﬂm%muw monster LA SL‘MGISQﬂ‘U’i]ﬂ origin U89 spawn_point GZN
Edit points

Q L
A n Frame
Animation #01dle ¥ Frame #0
‘ Share same points for all animations
. Share same points for all sprites of this animation
Point name X Y

Origin st.5 B 70

IuSunuuieniu Tu monster nnd

N \Unuy properties 189 game iieanasuusly scene

= Ru IRunRun
File
Q
v Game settings
@ Properties & Icons
@ Global variables
3 Resources
[@ Game Dashboard
v Scenes
J Game

®hen scene editor
v Extensions Open events sheet
— RepeatEvd]
! Edit scene properties

PanelSprit S

& SpriteTogg Set as start scene
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Am Add variables ka3@5198LUS 3 7 Aadl

mons_ran = 99 , mons_speed = 3, spawn rate =1

Game variables X

|m| |m| Q + Add variable

= M 12s Number

= GameState Aa Text

Score 12s Number

Game variables
(@ cony| (0 oeters | [ wmse C
= PlatSpeed 123 Number

GameState Aa Text

= Score 123 Number
= mons_ran 2 Number
mons speed Number

= spawnrte ~~  =n Number
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18. @314 Event d1%5uUn15 Spawn Monster

Event U84A15 Spawn Monster 2x91191ulu Game Running WSz 1ouLao3aztAnluvuz?
WNUAIFY running 8¢ Ay 11119 Group Event 989 Game running AGNYI17S oulvves

GameState = “run” udden Add > Event Group
Game Running

# The variable ] % Hide layer

% Hide layer

Change the text of @

= Repeat every 0.5 sec # Change the variable

v Control Player Delete

Toggle Disabled

(A] key is pr A Simulate pressing Jump key for

Add New Event Below Shift+A

IS Jumy
Replace Sub Event shift+D

Events Sheet Local Variable Shift+L

is on fl Comment Shift+C
For each object

is falling For each child variable (of a structure or array)

Event group

key is pressed
'v‘l presse Javascript code

zdl event vl \indun uuuYes Event ndn lindinAne iea1ngeau1ogauaIves
Scene Scrolling A3%® Group Event 11 Spawn Monster
¥ Game Running

<Enter group name>

# The variable rur % Hide layer
% Hide layer
nr Change the text of

= Repeat every 0.5 seconds using timer re # Change the variable

Game Running

¥ The variable

= Repeat every 0.5 secon

Control Player

Scene Scrolling

Spawn Monster
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1¥Aana279 Group Event Spawn Monster waldon Add > Sub Event agiiin Event Tudl

1ﬁﬂm'7i 7Aq|d cond‘ition \d@n Other conditions

Spawn Monster

ame Over Ctri+C
Ctrl+X

Paste Ctri+V

Delete Del
New Event Below Shift+A

Toggle Disabled
Sub Event <«mmm— Shift+D
Add h Local Variable Shift+L

Replace Comment Shift+C

[

\den Repeat every X seconds > Repeat with a scene timer
aatollu “spawn” wazdanandu spawn_rate 3l (agldenlu spawn rate)

Condition

z Triggers every X seconds.

Other conditions
Timer name used to loop

v General "spawn"

> i§ Variables Duration in seconds between each repetition
? Scene Spawn_rate

© Timersand time @ @ Invert condition
3D R

N ‘ p_ Edit this condition events

z Repeat every X seconds e

™ Repeat with a scene timer

i
":’ Repeat with a scene timer X times
—

Repetition number of a scene timer

Spawn Monster

= Repeat every spawn_rate seconds using timer
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97N Add action L@9n Change Variable Valu

mons_ran = RandomInRange(1,5) na ok
Action

va X
Actions

$F Modify the number value

Add variable array val
Var

Add variable array value Modification's
. .
Gen stru =(set to)

Va
Get a variable from the database
'} k ) Firebase > Realtim Value
- Change variable value RandomInRange(1,5)
far -
Player vanable ownership
Multipla

Change variable value
Var

RandominRange(Number, Number)

es AMAUALARILUS

of a variable.

Random integer in range
Number - Minimum value

Number - Maximum value

wag Add action dnass Tukeuluan @en Change Variable Values Anunlidauys

spawn_rate = RandomFloatinRange(0.8,2) nm OK

# Change t

s using timer

Spawn Monster

= Repeat every spawr

seconds using timer

he variable

# Change the variable

# Change the variable

e Over

Spawn Monster

= Repeat every spawn_rate s using timer

Copy

me Over
New Event Below

Delete Sub Event

Toggle Disabled

Add h »

Replace >

Local Variable
Comment

For each object

IMNUuaAs 193Ul veINIsAN monster fadl

nM Add condition > variable monster ran = 1

1_rate seconds using timer

Condition

var X

Conditions
Variable value
i General > Variables
Vanable value

v ts ) Variables

General > Ob
Player variable ownership

Players > Multiplayer ) Variables

- o - Compare dialogue state number variable
Game mechanic > Dialogue Tree

- o - Compare dialogue state string variable

Tiinanuiiiouly Repeat every spawn rate w@na Add > Sub Event

h

RandomFloatInRange(0.8,2)

Shift+A
Shift+D
Shift+L

Shift+C

¥ Compare the number value of a variable.

Variable

mons_ran

Sign of the test

= (equal to)

2 to compare

1

. Invert condition
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waz add condition 8nATI AUNN Trigger LaLdon Trigger Once
Condition

A tri X 1) Run actions only once, for each time the conditions have been met.
Conditions

Trigger once while true
1 Advanced > Events and control flow

tvent triggered by peer . Invert condition
Network > P2P

Azlanatl
Spawn Monster

o Repeat every spawn_rate seconds using timer "spawn” # Change the variable

# Change the variable

¥ The variable

1) Trigger once

dleass 2 Heuluadauds 1ina Add action

\dan mons1 > Create an Object

AYUA X position = spawn_point.PointX(“Origin”) A9 fL1Le X ¥4 origin
spawn_point

ANYUA Y position = spawn_point. PointY(“Origin”) A® AILALL Y U84 origin
spawn_point

#5197 Layer Base waina OK

M. Create an object at specified position
Objects M, Create an object

. e AnGLE

7 title_txt

spawn_point.Pointx("origin™)
> Rotate

£ howo > Rotate toward angle spawn_point.Pointy("origin™)
w—play_bt

> Rotate toward position [

w— restart_bt x Angle Base layer

T |
3§ score ANIMATIONS AND IMAGES

music_bt Pause the animation

] e LT —
W over Animation elapsed time

] overtxt Animation (by number)

spawn_point Animation (by name)

@ monst Animation speed scale
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\flo Create Object w&1 19113 Flip Object Li10931n monster 91 @519 ULt uRunTNlU
NN TIAUAENIAUNAITIZAY F9A09911A15 Alip ieliiundulum Player asil
nn Add action 1@ action a"lfjm 180N mons1> Flip the object Horizontally 1@®n Activate

Yes
Action

U et S DaRGWoF Flip the object horizontally
v

Objects

EFFECTS

spawn_point Flip the object horizontally
A monsl Flip the object vertically Activate flipping
mons2 -0 Enable an object effect
£ mons3 Effect property (enable or disable)
%7 flymons4 Effect property (number)
@ fiymons5 Effect property (string)

Aot akiaaan Il Blend mode

(@ Help for this action Cancel

4 The variable reate object @ at position spawn_point.Po pawn_point.PointY("Origin”) (layer: Base
1) Trigger once
Flip horizontally a : yes

T¥in1s Copy Event udae anntuniladn mons_ ran was #e Object v81 monster 71
foInN1SMAAA AUATU 5 §7
198 mons1,2,3 azldan X,Y widlauiu
Spawn Monster

= Repeat every spawn_rate seconds using timer “spawr v-l.’)'mngpt

= Ch

## The variable 2 % Crea 10ns2 N_po Jrigin®) oin gin”) (layer: Base layer)

1) Trigger once

Origin”) (layer: Base layer)

ust flymonsa,5 azlduaan X dauen Y asiudswdu RandominRange(300,530) azléiadl

# The variable 4 % Cr * flymons4 at position spawn_point.Po yrigin“); RandominRang

1) Trigger once Flip he y ¥

# The variable 5 A C o flyr t position sp Jin"); Randomi (300,530) (laver: Base la

1) Trigger once ip horizontally » flymons5: :
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iowa5audn Tiadnse Event lud Tnglaieglsl Sub event ud 1indnuail Event Repeat

Spawn Monster

2 Repeat every spawn_rate seconds using timer

¥ The variable

1) Trigger once

Delete
# The variable

Toggle Disabled

1) Trigger once

every spawn_rate second Wa2Laan Add > New Event Below

# Change the variable

B Change the variable

[reate object a m

reate object

e . New Event Below

# The variable ] Replace
1) Trigger once

Events Sheet

Sub Event

Local Variable

Comment

RandomInRange(1,5)

RandomFloatinRange

at position spawn_point.PointX("Origin"

at position spawn_point.PointX("Origin

G Shift+A

"Origin”
Shift+D =
Shift+L

Shift+C

Event #lsi#wsla Condition T Add action 8813w Tagidenil monsl > X position Wi

Avualmdu —(subtract) mons_speed
v _Spawn Monster

2 Repeat every spawn_rate seconds using timer

Put the object around anather

te seconds using timer

¥ Spawn Monster

= Repeat every spawn_rate seconds using timer

¥ Change the variable
¥ Change the variable

- (subtract)

mons_speed

# Change the variable

# Change the variable

[[JChange the X position of &
[[JChange the X position of

[[JChange the X position of #
[JChange the X position of *
[[JChange the X position of

RandomInRange(1,5)
RandomFloatinRange(0.8,2)
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v I PN & ~ | a g Y Y |
gavneazdunsiiunusives monster Wanau1uluyng 10 Fund ada event lu

laeAdNYIT Event a1dn 1ien Add > New event below

> Scene Scrolling Copy CtrieC
©  Spawn Monster e Culex
= Repeat every spawn_rat )
vy R Delete De

Toggle Disabled

Add h >

Replace >

Events Sheet

nm Add condition > 1@an Other conditions

New Event Below
Sub Event
Local Variable

Comment

ge the variable

# Change the variable

Shift+A

Shift+D

e

Shift+

Shift+C

For each object

\den Repeat every X seconds > Repeat with a scene timer

fateollu “speed_up” wavaanandu 10 i
Condition

™ Triggers every X seconds.

-
Other conditions

Timer name

"speed_up

v General

> @ Variables Dpurat
> B Scene 10
] Timers and time .
> i 3D
v ™

i Repeat every X seconds

3 Repeat with a scene timer

I} Repeat with a scene timer X times

:’ Repetition number of a scene timer

onds using timer

using timer "s¢

on in seconds betwe:

Invert condition

¢/ Edit this condition events

Action

var

Actions
Add variable array value
General » Variables > Arrays and structures

Add variable array value
General » Objects > Variables > Arrays and structures

Get a variable from the database

Notwarlk  Firehace Y Realtime Datahace

Change variable value
General » Variables

azlanatl

= Repeat every 10 seconds using timer

MnualARILUS mons_speed +2

¥Ff Modify the number value of a variable

Variable
mons_speed

Modification’s sign

+ (add)

# Change the variable
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\long Preview 9zwu31 monster dn1sguiia Tushumiasine wasiusiudonamuly
SeuTogudn
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19. Die and Over

fazAsaneiiadinsyuiu monster 7 Player avilasunafududy Hurt Lagen

GameState asgnitaesudu over
Lumi Scene udanaUnLuy Group Object 1¥inn Add a new group Lita1i1te1 monster

kil group WReaiu

EBA=B# aren &

X

> Global Objects > Global Groups
- Scene Objects + | - Scene Groups

4 player H Start by adding a new group.

ma Platform
i3 backgrou... :
B backgrou... :
|l bs whtie
W title

I title_txt

Add a new
object

<+ Add a new group

[
Y

#3Ta31 group_monster wazLdan monster Nnsu LUty sroup

Create a new group

Group name
group_monster
[CJ Add any object variable to the group
This group contains objects of the same kind (Sprite). You can use
@ actions and conditions related to this kind of objects in events with this

group. Variables declared in all objects of the group will be visible in
event expressions.

monsi
mons2
mons3
flymons5

7 flymons4

Choose an object to add to the group

@ Help
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1Ufinth Event Sheet @314 Group Event luinneldl Game Running Wasudeidu Dead

and Over
> Control Player

> Scene Scrolling

> Spawn Monster
Edit

Game Over Copy

Cut

Ctrl+C

Ctrl+X

Paste Ctrl+V

Delete Del

New Event Below Shift+A
Toggle Disabled D
Sub Event Shift+D

Add Local Variable Shift+L

h

Replace > Comment Shift+C

For each object

Events Sheet > . .
For each child variable (of a structure or array)

Event group

Javascript code

> Spawn Monster
Dead aod Over
Game Over

Ctri+C

Ctri+X

Dacte Ctri+V New Event Below Shift+A

Delete Del Sub Event e Shift+D
Local Variable Shift+L

Toggle Disabled D al Variable h
Comment Shift+C

Add < X For each object

Replace >

For each child variable (of a structure or array)

a51950ulrd1 n Player v group monster

Dead aod Over

nm Add condition tdan player > collision > group_monster
Condition

collision Test the collision between two objects using their

Objects Collision collision masks.

Collision

v Scene objects Object
Character is on given platform group_monster

3 player Collision

=2 Platform Raycast Ignore objects that are touching each other
_ 5 Collision on their edges, but are not overlapping ‘En
.24 background_1 (default: no) b

Raycast to position

background_2
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TuReulall alinouansafien 3sld Trigger once 1IAae
Condition
‘ Q tr X]

Conditions

Run actions only once, for each time the conditions have been met.

Trigger once while true There is nothing to configure.
Advanced > Events and control flow

,=, Istreated as a bullet . Invert condition
9 Movement > Physics Engine 2.0 > Dynamics

Dead and Over

;+ player is in collision with group_monster

1) Trigger once

Tivhnsiaeuueduduves Player Wu Hurt

nm Add action 1&an Player > Change Animation Player to Hurt
Action X

Change the animation played by the object using the
Objects ANIMATIONS AND IMAGES name of the animation.

A Pause the animation
v Scene objects

Resume the animation

% player An
Animation elapsed time

w1 Platform Modification’s sign

5 background 1 Animation (by number) = (set to)

Animation (by name) =
Il background_2 Animation name

. Animation speed scale Hurt 3 Use an expression
. bg whtie L _______________]

waztasu GameState tWu over

nm Add action l@an Change variable value > GameState = “over”

Action

)
i AL X P Modify the text (string) of a variable.

Actions

Add variable array value
General > Variables > Arrays and structures

Variable
GameState

Add variable array value Modification's sign
General > Objects > Variables > Arrays and stru... = (set to)

Get a variable from the database

Network > Firebase > Realtime Database

Change variable value

General > Variables

. Player variable ownership

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”
ununIvunataneuiiimes aneeuiamesinuuazweiudy Inedometaunys
Julousu : 26-27 funau 2568



135

wlesall
Dead and Over

is in collision with
1) Trigger once

ange the animation of

# Change the variable

ne Preview Wanadlyi Player wufiu monster NUAgvgnas LaIagTumnil Game over

" (@ Preview of Run Run Run

=]

B ce
70

Wiana restart azndunmtnsuduvanndlul Wusuasaduy

Preview of Run Run Run

Press “space” to Jump
and “LControl” to Ducking

o
[Tel

ﬁ? [
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~

~

~

AN

Game Start

## The variable

Game Running

# The variable

= Repeat every 0.5 seconds using timer “s

Control Player

Scene Scrolling

Spawn Monster

Dead and Over
Game Over

¥ The variable

Control Player Wag Double jump

Control Player

e" key is pressed
is jumping
is on floor

is falling

is jumping

Double Jump

conditions is true:
imping

is fall

## The variable

1) Trigger once

is on floor

% At the beginning of the

Event Sheet JagUu

% Show layer
% Hide layer "u

## Change the variable

% Hide layer
% Hide layer "u
nr Change the text of @@

## Change the variable

% Hide layer "u
% Show layer "ui 4
# Change the variable

Change to scene "G

A Simulate pressing Jump key for
Change the animation of
Change the animation of ;
Change the animation of

Change the animation of ;

Allow to jump again
## Change the variable

¥ Change the variable

¥ Change the variable
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Scene Scrolling

Scene Scrolling

«+Change the X offset of k5
++ Change the X offset of mm

Repeat for each instance of == :
[1The X position of == < -Platform.Width() [IChange the X position of ==

[JChange the X position of ==
[JThe X position of e 7 [[JChange the X position of

= Repeat every 10 seconds using timer " S ¥ Change the variable

at position spawr

at position spawn_point

1 Trigger or

= The varial . oct at position spawn_point.PointX("Origin");R

1 Trig

at position

= Repeat every s using timer

Change the animation of

1) Trigger once i Chang
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20. Add Music And Sound

nseuAudssauss alsiiAtesiu Game State 3dhifinnsadhs Event neld Game
State 1) usiazasne Group Tul ﬁaﬂluizﬁmamﬁuﬁu Game State 7 3 Group

Isiaanan7l Add a new Event fud1ean a1ntuien Event Group #adein Sound And
Music

> Game Start

> Game Running

> Game Over

Comment
For each object
For each child variable (of a structure or array)

Event group <«e—

Javascript code

AANYII7 Group kAINA Add > Sub Event
Game Start

Game Running
Game Over

Sound and Music

Paste
Delete

Toggle Disabled

i h New Event Below Shift+A
Replace Sub Event <« Shift=D

Events Sheet Local Variable Shift+L

Comment Shift+C

For each object

TWnm Add condition W&y At beginning of the scene

Condition

Is true only when scene just begins.

. at X +

At the beginning of the scene ;
* General > Scene

POINT attacnment X position
Advanced > Spine (experimental) > Animations and images
Point attachment Y position @ Invert condition
Advanced > Spine (experimental) > Animations and images
Has an item

Sound and Music
¥ At the beginning of the scene
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nm Add action uagyigiail
1. AUMIATIT music
2. &0 Play a music file on a channel

3. 1M Choose a file WaL@an Choose from asset store LBLABNLELLNAS
Action

music X Play a music file on a specific channel,

Scene objects so you'll be able to interact with it later.

™) music_bt
= A Musics will only be played if the user has interacted with the game before (by clicking/touching it or pressing a key on the
Actions keyboard). This is due to browser limitations. Make sure to have the user interact with the game before using this action.
Play a music file
Play a music file on a channel (L I e L Choose a file 2 Create with Jtxr |

Audio > Sounds and music > Music on channels

<+ Choose a file
and music  Loading Zm

Stop the music on a channel <+ Choose from asset store

Audio > Sounds and music > Music on channels
. Repeat the sound
Preload a music file
Audio > Sounds and music > Loading

Pause the music of a channel Volume
Audio > Sounds and music > Music on channels

Pitch of the music on a channel From 0 to 100, 100 by default.
. Audio > Sounds and music > Music on channels

Pitch (speed)

efault.

New resource
Choose from asset store
piano

The Celebrated Minuet for Piano.aac

Lovely Piano Song.aac

EreePD.com - €CO {

Nostalgic Piano.aac

Free! C i

Piano Magic Motive.aac

FreePD.com - €O {public domain)

Free lic d

° bl The Celebrated Mim_retfnr _Piann.aac 0:02 / 4:53

Cancel  Add to project
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4.1d channel identifier = 1
5. A Yes 9 repeat the sound
6. 1d Volume = 30

Play a music file on a specific channel,

Other actions so you'll be able to interact with it later.

n R O A Musics will only be played if the user has interacted with the game before (by clicking/touching it or pressing a key on the

Resume playing a music on a channel keyboard). This is due to browser limitations. Make sure to have the user interact with the game before using this action.

ﬁ Stop the music on a channel

Choo:

J @ Sounds on channels 7e1d36e129fb15e3f4bfec38fe5338806€72c214363f3cf85defaf925890e0aa_The Celebrated Minuet for Maplace

2 Edit with Jfxr
| Game global volume : 7

Play a music file ‘ Zwm

@ Play a sound

> Loading

> @ Spatial sound

Repeat the sound

v Camera

0 100, 100 by default
» @ Layers and cameras g
v User interface Pitch (speed)

> [ij Game window and resolution

v v aad a Py U a a
IasEawiLoan THUSUSLAULRSIAUASANNAIUMLNZ A
INUULALALEIRaUNTEIAN LaTLEEIMBUTY monster MeAswReINU taudanlslndidesn
wsenly welildnuazi sail

[

1U# Group w81 Double Jump 1iifia Action veamsiaui@es Jump lu Event wsn ¢l

to jump again
## Change the variable

I "Space” key is pressed
¥ The variable
1) Trigger once

is on floor # Change the variable int of % player: se

P At the beginning of the scene # Change the variable int of % play

AR Choose a file k@Ld8NAN Asset store
Action

musle X Play a music file on a specific channel,
Scene objects so you'll be able to interact with it later.

7] music_bt
Musics will only be played if the user has interacted with the game before (by clicking/touching it or pressing a key on the

Actions A keyboard). This is due to browser limitations. Make sure to have the user interact with the game before using this action.

m Play a music file

A Play a music file on a channel Choose the audio file to use Chooseafile | » Create with jfir |
. Audio > Sounds and music > Music on ch. nnels

[ Audio > Sounds and music > Loading Channel identifier s =
Stop the music on a channel
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Bondes Jump 4 971 Asset Store

New resource

Choose from asset store

jump

ump >.3ac

Jump 4.aac

Cancel  Add ta project

1d channel identifier = 2 WwsgABINSIMEBLENDNANLEY background
nf No 9 repeat the sound wsglvnaansauden liuau wagld Volume = 30

Music X J Play a music file on a specific channel,
Scene objects so you'll be able to interact with it later.

™| music_bt
Acti A Musics will only be played if the user has interacted with the game before (by clicking/touching it or pressing a key on the
ons

keyboard). This is due to browser limitations. Make sure to have the user interact with the game before using this action.
Play a music file

Audio > Sounds and music -
n Choose the audio file to use S

:l:;’; ;":s:ﬂ:?;"dar::::';ek‘usk on channels fat1a561097bc1539beleadf822c4e0c83694be29e2418c8b5e6de49ff78bb46_jump 4.aac Replace | | 2 Editwith ifar _‘
Unload a music file

Audio > Sounds and music > Loading
Stop the music on a channel

Audio » Sounds and music > Music on channels
Preload a music file

Audio > Sounds and music > Loading
Pause the music of a channel

Audio > Sounds and music > Music on channels

Channel identifier

Repeat the sound

Volume

30
Pitch of the music on a channel From 0 to 100, 100 by default.
Audio > Sounds and music > Music on channels

wmw Volume of the music on a channel Pitch (speed)
l.!i Audio > Sounds and music > Music on channels
Resume playing a music on a channel 1 by default.

Il If one of these conditions is ; Allow r to jump again

is jumping # Change the variable
is falling I Play the music
f 61097bc1
e" key is pressed
% The variable
1) Trigger once

player is on floor # Change the variable

¥ At the beginning of the scene # Change the variable
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Y

Wil Action 89n15tauLded dead Tuaulumauinsiazasvunu monster 1% Dead and
Over nA Add action Tagliifasasna event Tual

& ; player is in collision with group_monster Change the animation of 3 player: “Hurt"

1) Trigger once # Change the variable ameState: "over"

Tunsidenides game over Tidenanlwanesenlilluiaios eosan Tuasset store 1aid
\Fefinzan na Choose a file W@onlwaldys .mp3 ¥e Game-over-arcade.mp3

Action

- . #A Pressing a key on the keyboard). Inis IS due to browser imitations. Make sure to have the user interact
=4 e X with the game before using this action.
Scene objects

1 music_bt Choose the audio file to use

game-over-arcade.mp3 g | 7 St M ]

Actions
Play a music file Channel identifier
i 2
Play a music file on a channel
‘ﬁ Audio » Sounds and music > Music on chann... Repeat the sound

vinvau a i e

Audio » Sounds and music > Loading

Volume
Stop the music on a channel 30
‘ﬁ Audio > Sounds and music > Music on chann...
- From 0 to 100, 100 by default.
Preload a music file
Audio » Sounds and music > Loading
Pause the music of a channel
Audio > Sounds and music > Music on chann...

Pitch of the music on a channel

Pitch (speed)

1 by default.
Al

(® Help for this action Cancel

Felviddesiinilvanuanniiules pixabay.com amnsannauluanunldlans uaaas
ayrvaevavdnsnowtlUldludsnnded

v | [ Downlosd Free Game sou @ X & _ -
< e o (Gl S o o o
P|X0bﬂu Q 3 % SoundEffects v Explore v Login  Join  (RURL ]

Game Over
B Game Ove . ) N

Epic Hybrid Logo
0 i ) - &
. Game Over Arcade
Game Music Loop &
. ' ° &

‘ 080047 _Lose_Funny_Retro_Video Game

. ciewmen e game Type ) e

905 Game Ul 6

T
E 3
L 3
-
o
=]

Q88 &

3

Video Game Menu Click Sounds
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[y

< ¥ v dy
LS a9z lenat

. Dead and70ver

ayer is in collision with ¢ I Change the animation of

1) Trigger once ## Change the variable

IZ Play the music game >3 on channel 2, vol.: 30, loop: no

WaiiadesSeuiosua avasenUuln/dndss iielvananseUndemunsla Wnglvvinism
W Event 91 Group Sound and Music @4l

AanuI9 Event Tu Sound and Music W&Lden Add new event below
¥ | Sound and Music q
¥ At the beginning of the scene % Play the music /¢
30, loop: yes
Ctrl+C
Ctrl+X
Ctrl+V
Delete Del
Toggle Disabled D

Add ' % New Event Below h Shift+A
>

Replace Sub Event Shift+D

e Add condition ¥a3nsnady Widen music_bt waaLden is checked
Sound and Music

% At the beginning of the scene & Play the music 7¢
30, loop: yes

Condition

@O Check if the toggle switch is checked.
Objects TIMERS

e (] Value of an object timer
ey "J Object timer paused . Invert condition

= restart_bt TOGGLE SWITCH

| 2 edit this condition events

score Has just been checked

1 i i
music_bt © Hasjust been toggled

[ ¢ SoundButton Has just been unchecked

. ovet @D Interactions activated

I overtxt @ Is checked

spawn_point

Is hovered
A _monsl
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2. Add action Resume playing a music on a channel 1d channel 1
Sound and Music

% At the beginning of the scene Play the music 7e1c
30, loop: yes

is checked

Action

resume Resume playing a music on a channel that was paused.

Actions

Resume a tween
Visual effect > Tweening

Channel identifier
1

Resume the animation
General » Animatable capability > Animations and images
Resume a scene tween

®| Visual effect > Tweening » Scene Tweens

Resume playing a music on a channel
Audio > Sounds and music > Music on channels

RESUINE Playiilg d SUUlU Uil d Lidinet

3. Add action SoundButton Change Animation to ON

i Sqund and Music

¥ At the beginning of the scene Play the music
30, loop: yes

bt is checked Resume the music of channel 1

X

Change the animation played by the object using the name of

Objects ANIMATIONS AND IMAGES the animation.

M howto Pause the animation
wmm play_bt Resume the animation

wm restart_bt Animation elapsed time
Modification's sign
: score Animation (by number) = (set to)
7] music_bt Animation (by name) <
Animation name
3 usean expression

[E] SoundButton Animation speed scale on

B3 Current frame

BEHAVIORS
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WiuReulvvesnisnalades Inevinumeituiunsiades wald invert condition
Wiy Event Juunlyml

Sound and Music
¥ At the beginning of the scene Play the music 7e
30, loop: yes

c bt is checked Resume the music of channel 1

Change the animation of [«]SoundB

1. Add condition ¥asn1snata Midien music_bt ududen is checked wdanaly invert

condition
Condition

@ Check if the toggle switch is checked.
Objects TIMERS

L3 nhowto (] Value of an object timer

lay_bt . : o
— ey T Object timer paused @ !nvert condition

wmm restart_bt TOGGLE SWITCH

- | 2 kditthis condition events
E score @ Has just been checked _—

™1 music_bt

E] SoundButton

@D Has just been toggled
Has just been unchecked

. L @ Interactions activated

[ over_txt @ Is checked
spawn_point Is hovered

2. Add action Pause the music on a channel 1@ channel 1
Sound and Music

® At the beginning of the scene & Play the music 7 129fb15e3f4bfec38fe
30, loop: yes

bt is checked Resume the music of channel 1
Change the animation of [¢] dButton:

bt is checked

Action

Al X Pause the music on the specified channel.

u Audio > Sounds and music > Loading
Stop the music on a channel Channel identifier
Audio > Sounds and music > Music on channels i

Preload a music file
Audio Y Soiinds and music ) | nading
Pause the music of a channel
Audio > Sounds and music > Music on channels
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3. Add action SoundButton Change Animation to OFF

X

Change the animation played by the object using the name of

Objects Animation elapsed time the animation.

@ nowto Animation (by number)
wem play_bt Animation (by name)

imation
wem restart_bt Animation speed scale

Modification's sign

: score & Current frame & (Etio)

] music_bt BEHAVIORS —
Animation name

E] SoundButton @ De/activate a behavior off T usean expression
. over EFFECTS

¥ over_txt Flip the object horizontally

Sound and Music
¥ At the beginning of the scene i Play the music 7e1d36e1
30, loop: ye

is checked % Resume the music of channel 1

Change the animation of [«]Sounc

sic_bt is checked % Pause the music of channel 1

Change the animation of [¢]Sou

nadoulanun1nNA Preview agwuindidesnuniuas Wenselanazladudes jump wagiilovu
fiu monster 33id8s Game over lngaunsanala/Aadanunstandy music bt uwadiadlagu
\deanselaueg L1y 1ien Pause WA Channel 1 usl Lde Jump wag over 8¢ channel 2
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21. a@319 Ul dmwmsunistaululnsani

inudaguuiiviiaiaunds avannsaulduunreuinmesiviiiu iesandesna Space bar
uay Left Control ilomuaudazas Sdliannsaaululnsdnild maeliffduedn fufuiaos
asratune dwsunsdiaululnsdnt davinlased
1. T¥inm Add a new object iioadatlguan 2 Uu
New object

New object from scratch

markup (al

map Font” (an i complete control on the

USER INTERFACE

Button (panel sprite)

A button that can be
@ Toggle switch
8 tooolo cuite

naviuJuEReY Lazdlde?
New object
New object from scratch

urton| [N [BUTTON|  sutton  BUTTON

... Black Square Deco... Blue Button With ... Blue Button  Brown Button Wit... Floating Out Butto... Green Button With... Green Button With...
9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button

‘ BUTTON e s euon | (g T

Green Button  ( ‘ey Button With ... GreyButton  Medieval Button B... Medieval Button B... On Screen Control... Orange Bubble Bu... Orange Button Wit...
9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button

BURTON] ~own | B < s ~ BUTTON Towe @ [E000N

Purple Button Wit... Purple Button Wit... Red Button With G... Red Button With.__ Red Rutton With S _ Red Button WithS..  Red Button  Transparent Butto...
9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button

(e e D =xm EDD (D

Transparent Butto... White Decorated B... White Sleek Button White Square Dec Yellow Button fellow Jelly Button
9-patch button 9-patch button 9-patch button 9-patch button 9-patch button 9-patch button

@ welp Close sSkip and create from scratch

Tﬁm?{au%amﬂu jump_bt wag ducking bt

== YellowButton == jump_bt

== GreenButton s ducking_bt
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[V
o A

@374 Layer vl s1a%931 mobile_layer anlvisnaganuans layer ui_over

ui_over

mobile_layer

ui_run

NUUAINYNNIIUY Scene

sulbapdnivy et luudludeanuuas font

9611
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119 Event Sheet 131310 Game start Wikans mobile_layer vnasianuingunsaiiiila
wnudu Mobile device ¢adl

ﬂaﬂmﬂ‘ﬂ' event GameState = “start” wainm Add sub event
Game Start

# The variable ‘start” % Show layer "u

% Hide layer “ui
Ctrl+C

St =X # Change the variable

== play bt is pressed

Paste Ctri+V
= . Delet Del
Game Running il °

! Toggle Disabled D
Game Over

Sound d Musi 2 ' New Event Below Shift+A
und an usic
Hepte SubEvent <« Shift+D

Events Sheet Local Variable Shift+L

Comment Shift+C

nm Add condition AWM mobile

Game Start

¥ The variable

' bt is pressed

430N Is a mobile device waine OK

Condition

mobile

Conditions
Is a mobile device
Advanced > System information

Is a native mobile app
Advanced > System information

Check if ads are supported
f Third-party > Facebook Instant Games > Ads
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Am Add action > Show a Layer > mobile layer na OK
Action

layer' X O,' Show a layer.
Camera > Layers and cameras
Layer default Z order Layer
Camera > Layers and cameras mobile_layer
Hide a layer
Camera > Layers and cameras
Show a layer
Camera > Layers and cameras
Enaple layer efrect
" Camera ) Layers and cameras ) Effects

'Game Start

¥ The variable % Show layer “ui_start
% Hide layer "ui

ot is pressed # Change the variable

The device is a mobile device % Show layer “mol

Tvas19 event T1aidn 1 event wa? Add condition > Is a mobile device 1@an invert
condition
Condition

|_ Q mOb“e' —X| Check if the device running the game is a mobij
Conditions might be a web game or distributed as a nativg

Is a mobile device

Advanced > System information A Note that the distinction between what is a

"desktop-class" tablets). If you use this for

15 @ nauve muuIE app
Advanced > System information

Check if ads are supported

Third-party > Facebook Instant Games > Ads
Input is submitted

User interface > Text Input . Invert condition
Restitution

Movement > 3D physics engine > Body settings

Game Start

# The variable & “start" % Show layer “ui
% Hide layer “ui_

t is pressed ## Change the variable

The device is a mobile device % Show layer “mobil

The device is a mobile device % Hide layer "r
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soluidunisasrsdeuludionadu jump bt Tinszlan Wena ducking bt iviueu wilou
POUNARTUDSA AtludodlUNtoulaniin1sAnum key space way key Lcontrol Taaiuann
1. lu Control Player na Add condition 91 Event 784 n13nA Space

Control Player

[ "Space” key is pressed
yer is jumping
olayer is on floor
yer is falling

[ “LControl" key is pressed

yer is jumping

2. Auvideul or wdnm ok
Condition

Check if one of the sub conditions is true

or X ”
Scene objects

m: Platform

W score .
—_ . Invert condition
Conditions

or
” Advanced > Events and control flow

Control Player

B} "Space” key is pressed
Il If one of these conditions is true:
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3. Iighedeuly Space key is pressed 1W1al3lu sub-condition

152

Control Player

Il If one of these conditions is true:

[} “Space” key is pressed

4. ne Add sub-condition > Lﬁaﬂﬂu jump_bt > Is pressed nm OK

Condition

Objects
—restart_ot
¥ score
[ music_bt
[#] soundButton
B over

W over_txt

spawn_point

@ monsl

mons2
¢ mons3
. jump_bt

mm ducking_bt

Control Player

Il If one of these conditions is true:

Check if the button is currently b
touch.
ANGLE
An object is turned toward another

"\ Angle

BEHAVIORS . Invert condition

4 Behavior activated | 2 Edit this condition events
BUTTON (PANEL SPRITE) i

(@) Interactions activated

(&) Is clicked

=) Isfocused

@) Is hovered

D Isidle

=) Is pressed

COLLISION

[ “Space" key is pressed

) bt is pressed

Fmuieatiuiu deula LControl key is pressed lu Control player

Tidunnin Wouluiivdu invert condition ¥as player is jumping laildagTu sub-

condition U249 OR

Il If one of these conditions is true:

A “LControl” key is pressed

= m ducking

Add a sub—cor

bt is pressed

ndition
IS jumping
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gnvine Tu Double Jump awwiudnfideuly OR aguds waldanunsaldsauduld Wina Add

9

condition wa3AuUM or e Add wiunlul

Double Jump

Il If one of these conditions is true:
2r is jumping
ayer is falling

[ “Space” key is pressed
% The variable
1) Trigger once

Double Jump

|l If one of these conditions is true:
is jumping
is falling

ce” key is pressed
## The variable of

|l If one of these conditions is true:

1) Irigger once

988 Space key is pressed luidu sub-condition wéinm Add sub-condition Litaiiiy
U1l jump

Double Jump

|| If one of these conditions is true:
ayer is jumping
is falling

¥# The variable of

Il If one of these conditions is true:

[} “Space” key is pressed

1) Ingger once
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Double Jump

Il If one of these conditions is true:
slayer is jumping
rlayer is falling

¥ The variable of

Il If one of these conditions is true:
[ "Space” key is pressed
(0 - ot is pressed

1) Trigger once

o

winna preview g agliwiuludmiulnsdnd Sedmaaeuldls idnivannuiu website
feudaazannsanaaauls
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22. Export Game and Donelll

dleadanuadaseudesudn @1u1sa Save Project way Export sanundiewauldlunans
wnanasy Wy Web Browser , Desktop, Android wag 105 wagdsanansaiauuusiules ¢d.came 16
w0 Tnefiiasd

1. Save project IdsunpSosnauiinned uazuu Cloud Tunsdifiiing Login

NATILIY Game properties 3uULE18Y0LUTHNTY LHoN File > Save as

— Run Run Run — Run Run Run

File File

1o Create a game Alt+Ctrl+N
o
Open... Ctrl+0
v Game settings Open Recent »
8 Properties & Icons Save Ctrl+S

Save as... h Ctrl+Shift+S

Show version history

@ Global variables

zauliiaeninazduiinasluluiile TH&en Your Computer Lilatuiinasin3ng

Choose where to save the project to

Q Your computer

¢ GDevelop Cloud

Fa%e WALA0N Start a new game from this project An continue

Save project as

Project name
Run Run Run

Start a new game from this project

Cancel Continue
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L A

aglmaanidrnsuiuinlusian ne save

Save As X
<« v N > Desktop > game ~ C Search game 0
Organize ~ New folder == (7]
v @ USennsal - Persc Name - Date madified Type Size

> Apps No items match your search.
b] Attachments
> Desktop
> Documents
> Pictures
b] save file form |
bl SMTCT-KMUT?
> TNC
File name: | Run Run Run ~
Save as type: GDevelop 5 project ~

~ Hide Folders Cancel

NUUNAT File BNATI L@DN Export

— Run Run Run Final

File
Create a game Alt+Ctrl+N

Open... Ctrl+O

Open Recent

Ctrl+S
Save as... Ctrl+Shift+S

Show version history

Invite collaborators Ctrl+Shift+

v Scenes Export (web, iOS, Android)... Ctrl+Shift+E

(G Close Project Ctrl+W

Preferences
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Tulyvadnis Export azdisenslidanineg Export WUila lnedsiidenianfienis Export

1U# gd.games Lﬂngﬂﬁwiﬂa@;ﬁu server U84 GDevelop5 azanunsaiau online léiag

Publish

Export your game
@ gd.games | fasiest
@ Browser
) Desktop

. Android

& ios

¥
ad v =

1. 358U gd.game Wiaidenuaa vina Publish game TUsunsuazyiin1g upload lvisednag

@ gd.games

Publishing to gd.games, the GDevelop gaming platform. Games can be played from any device.

@

@ welp Seeallexports

© gd.games

Publishing to gd.games, the GDevelop gaming platform. Games can be played from any device.

Uploading your game...

~
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ioaSaualasTunti Share you game il QR code way url Tidiauny

Share your game

gd.games /games/7607a47d-26cf-4elf-8765-7b756a2ba98¢

Open Game dashboard

a1unsang url kanauleae

ggmes What to play? Game jams - Publish -

RUN RFUN FuUn
Press “space” 1o Jump

and “LControl” to Ducking

[T ——

=

ot A8 4%

& oume S
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2. 9NUU Website ¥a9f189 NSMNH Host aguas Tldan Browser

Export your game

() Desktop

&, Android

o« ios

NTuden HTMLS

Browser

@ gd.games Easiest Generate a shareable link to your game.
ﬂéﬂ HTMLS (external websites) Itch.io, Poki,

@ Facebook Games Instant Gam.

TaaniiAu Folder wasny afaziin Folder @ Tounlu Server

Publish

© HTML5

This will export your game to a folder. You can then upload it on a website/game hosting service and share it on marketplaces and gaming
portals like CrazyGames, Poki, Game Jolt, itch.io, Newgrounds...

( Choose folder ]
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9nUUNA Export as a HTML5 game

This will export your game to a folder. You can then upload it on a website/game hosting service and share it on marketplaces and gaming
portals like CrazyGames, Poki, Game Jolt, itch.io, Newgrounds...

D F@U &

C:\Users\HP\Desktop\game\New folder\Run Run Run Fin Choose folder |

Export as a HTML5 game

~ < v d’{ 14 ;7
e export l@3audn azdulving open folder 19

v Done!

You can now upload the game to a web hosting service to play it.
Open the exported game folder

@ Learn more about publishing to platforms

@ Your game won't work if you open the index.html file on your computer. You must upload it to a web hosting platform (itch.io,
Poki, CrazyGames etc...) or a web server to run it.

3y folder il asset sin99 Mavadld udgnisenldludany

C\Users\HP\Desktop\game\N +
& © Startbackup > Desktop > game > Newfolder > RunRunRunFin >
New N Sont .
]
v
events-tools Extensions howler-sound- libs object-capabil  pixi-renderers splash Oac6efecedle  0accO678af375  0c433358891b
manager ties 12643 S e9cdadcad22bl 20
618701291549 039315b4d059  36bfbdd0SHE
ecficafcd18..  20856977616..  a04a2116fe.
® ¥ . v
0f48eSébcazd  Of4BeS4bcald 3e82dd  0140063e82dd 102122816491 102122816491
4afe7ae3nd00  4afeTae3bd00 fa 422 5 9b1b0bb7a  c54901b0bbTa
700ef0c6de32  700ef0c6de: 700¢f0c6de32  a9ce13d0480d 048dd  378bb8745cbe €53e5 3 53e9eS913d3  05d64€661d50  05464e661d50
3cb3285378e..  3cbB2BSITBe..  3cb828537Be..  O1d37TbA4S. b449..  7fOCH6Y06T..  3c2cdfdbed6.  3ccdfdbed6.  3ccdfofedb.  Bdcde734S8S.  Bccde73AS88
& 8 ® N
« 1bfd7 3 1c7a935 1c8cab877313 16388376ce07  Tcacfd123ate 166988c0tccTc
173030111€160  721e616¢8 ccATledaasel! 4 e2dedccB0426  bT0BE 2 €b7541ed86bb
‘« 551328673237  16fa3dd3eS59 2fe0ae2 21042204142 2e0e2b59655d  eaaeaacTer2c 5ab2d693109%c
53305¢a7620.. 23504438035  819aC12 bb2435125b0. 3048400142, 30729386905, a7411d79609. 16602605623
i

&

Ll #

1fc1b22bctba  2aa0Bb7Hfefds 2c9cd80cS0bc  2d 38d  2d91724f7cSb  2dda7flaaSca  2eSaDe512e62
93c209cadbdt  Oc66f Cc40942329  C2600c830e43  2daa2262(84b 10a3036650bd 1623408540601  880094ade26  C6A16712833fe  aadSaddeetes
332052926067  51f6724d5a82  caDBc200e660 150040435693 7co4bacod6l  59c33 8c  bbe1982b8331  4cd341508108

72676210533..  ebBfSd3chlf. SfdbbdeBde..  b21074370fa.  BfBa73aecbd..  f4f3f207b2a2  B32b798c453..  89aedel6Sfcf.  B3G64653eBf_  3d910fb3STS.

B i R

2ff05c796d788 2057960788  03a527d09807  03e3e65849d8  3acobb201b71  3c10e
850071b3e6c8 85007103668 15128504

2f50de7c3al6
d74ef8110ctd5

2eb1f684dba4  2ebif6Bédbad

173226100786 17312aetd0786

te6d37

57 145029840b3d  8707126ed46a
209848fff9ded 45043599438  26dd

6011553e8e7c  6011553eBeTc  d70ffe22aST90  84158e90e51b  6c205da80506  6c205daB0SD6 62050280506  4cb7ef720328  acbfaeecBa? 621bde!
80705a88a1 80705288a1..  dddf0dc24bb..  621f5007490..  99cA1fa677f7.. 9cAIa6T77.  99cAMfa677f7.. 812105c6351.. 6222317d31f.. ebSc253dicf.  e93edadaffdl..  9d60CHIE:

&

4e719068d33
08910452334

= -3 * — R %

3cdce28585¢5f  3ce3ch: 1 3d0e6 3dfadci34d2c 4baddf712d67  4d48e461d79%
da791ca39266  C7360eb7ab66  bI1dbeBd3lbe  4%Td2eddd6e 988825608705 9a31ed94che66

099346405 cc0837980edd 1 afcB7949b863  3ccacaB2106d bf357ad90c70  d92978fbe372
f179f1290009..  eBBaddat 62c0dTcfcol..  c50253a50fa b3B6efeBfle.  Ofc7f3072275..  770bc65b8e

baSedecOe746
b3f9e741728..  b319e741728.
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Folder vaanunazlalunisonluaniu Server wasutalnamas iRundeTulaAuWUY url

runByTechcom

Tilusunsy file transfer wiednlvian @aludiutiasiianuionu Server iWohuaUauwaIe

Azveduly)
Ineflodnau server 1@5a3eusoaudy agannsaauliniounsudniu gd.came Lileauso

Tudvledvesiies wazluillawan

https://techniccom.technicchan.ac.th/runbytechcom/
v @ techniccom.technicchanacth/c X = s}
<« C @ % techniccom.technicchan.ac.th/runByTechcom, * B O 2
T —————
il L¥]
RUM REUMN RUN

Press “space” to Jump
and “LControl” to Ducking

3. Export tJufinudmsuiauu Desktop PC

Publish

Export your game
@ gd.games | fasiest Generate a shareable
@j Browser

) Desktop

. Android

o ios

see all axports
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a

Tun15AARAILUY Desktop & 2 18Ae UL one-click packaging waghuu manual build &9

159Uy manual #asly third-party teasnse package vony Fsagliveynda waglduuy one-
click packaging MlUsunsudlliiviniu

Publish

) Desktop

(;) One-click packaging | Easiest

MacOS and Linux >

%% Manual build Development tools required >

Fan159IUUU one-click packaging aglamunuildu .exe unauldiae unay export laiuas
1 Asauvintiu Tiden windows (zip file) udana Create installation file

2 Windows, macOS & Linux

A The package name begins with com.example, make sure you replace it with an unique one, else installing your game might
overwrite other games.

Your game will be exported and packaged online as a stand-alone game for Windows, Linux and/or macOS.
Windows (zip file)

[ windows (auto-installer file)

[ macos (zip file)

[J Linux (Appimage)

’ You have 1 build remaining — you have used 0/1in the past 24h. . .
Ny B ; i Get a subscription
Get a GDevelop subscription to increase the |i 8

s LA L

Create installation file

TUswnsuagyindumey build 19 @19ltian 5-10 wn?

Publish

a The package name begins with com.example, make sure you replace it with an unique one, else installing your game might
overwrite other games.

Your game will be exported and packaged online as a stand-alone game for Windows, Linux and/or mac05.

4 ‘You have 1 build remaining — you have used 0/1in the past 24h. p————
Get a GDevelop subscription to increase the limits. o

. Game export

Downloading game resources...

o Upload to build s

© wiv
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Halasauaaglinanniluan

o Game export

° Upload to build service

e Build and download

d, Windows (zip)

aglalulng Zip 19 Extract lidlilulawnes

~ Today

OWs

Fun Run Run
Final-1_0 0-wind

delduuad aglentnng My icon ves GDevelop 5 tasannlylafmvum icon 13
d10190 import icon ‘U@QLﬂﬂéﬂumg Game properties & icon Fapsazyinneu export

Run Run Run chrome_100_perc
Final entpak
N
N BN
..... o b
icudtl libEGLAII libGLESv2.dll
S NS
snapshot_blob.bi v8_context_snaps vk_swiftshader.dll
n hotbin
locales swiftshader

1NA15UENBUNNTOUTH 1engns “No-Code Game Camp: a¥1ainugasiud Lifoadeuldn”

Fun Run Run

Final-1_0 0-wind

OWs

o

chrome_200_perc d3dcompiler_47.
entpak di

LICENSE.electron LICENSES.chromi
um

vk_swiftshader_ic vulkan-1.dll
d
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ffmpeg.dll

resources.pak

resources
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4. Export \ulvld .apk \ioRnssly android

Export your game

@ gd.games | Easiest

ortals (Itch.io, Poki, Facebook...) >

@ Browser

inux (Steam, MS Store..) >

() Desktop
4% Android

Apple App Store >

& ios

See all exports

ffdenlmuilou Desktop wag Export loiuag 1 A3 WuReany

Share

Publish

a Android

Automated >

({D one-click packaging | Easiest

¥ Manual build Development tools required >

denidu APK uénnm Create package for android aglaidulng APK limnaiiluan

& Android

The package name begins with com.example, make sure you replace it with an unique one to be able to publish your game

A on app stores.

Packaging your game for Android will create an APK file that can be installed on Android phones or an Android App Bundle that can be

published to Google Play.

@ APK (for testing on device or sharing outside Google Play)

(O Android App Bundie (for publishing on Google Play)

. Increase version number to 1.0.1

’ You have 1 build remaining — you have used 0/1in the past 24h.
S ) Sl ‘- Get a subscription
Get a GDevelop subscription to increase the limits. .

Create package for Android
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0 Game export

Q Upload to build service

e Build and download
&, Download (APK)

You can download it on your Android phone and install it.

~ Today

APK

Run Run Run
Final-1_0_1

5. 113 Export tataulu 10S luanunsayilalunestduns wagmag Publish AW App Store Wintiu 39
ldvonada

— THANK YOU —
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ﬁﬁ@um Asset WL Sound
https://erafxkid.itch.io/
https://pixabay.com/users/freesound community-46691455/

https://toffeecraft.itch.io/ui-user-interface-pack-pastel-dream

VDO @usuAnuw sty

How to Make an Endless Runner Game in Gdevelop :

https://www.youtube.com/watch?v=goah3jArKJU
Gdevelop Tutorial | Easy Scrolling Background :

https://www.youtube.com/watch?v=r3ex2gsAald
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https://grafxkid.itch.io/
https://pixabay.com/users/freesound_community-46691455/
https://toffeecraft.itch.io/ui-user-interface-pack-pastel-dream
https://www.youtube.com/watch?v=qoah3jArKJU
https://www.youtube.com/watch?v=r3ex2qsAaI4



