Chapter 1: Exploring the Stencyl Toolset and Game Engine
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Already have an account?
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Welcome to Stencyl
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INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler [ —
INFO 16/09/2014 13:00:.. stencyl.sw.util.StreamGobbler i

INFO 16/09/2014 12:59:.. stencyl.sw.util.StreamGobbler generated\A..

INFO 16/09i2014 12:59:.. stencyl.sw.util.StreamGobbler generated\A..

INFO 16i09/2014 12:59:... stencyl.sw.util. StreamGobbler generated\A..

Level Source I Message «
@ []INFO t... stencyl.sw.util. StreamGobbler 11 -
@ []INFO stencyl.sw.util. StreamGobbler o _
@ [ INFO 16/09/2014 13:00:... stencyl.sw.util. i i__ 1l
@ [] INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Copying ‘\Program Files (x86)\Stencyl\plafihaxellib/hxtoolsi.,
@ [] INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Copying \Program Files (x86)\Stencyl\plafihaxe\lib/openfl/1.,
@ [] InFo 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Copying \Program Files (x86)\Stencyl\plafihaxe\lib/openfl/1.,
@ [ INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Copying ‘\Program Files {x86)\Stencyl\plafihaxellib/openfl/1..
@ []INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Copying :\Program Files (x86)\Stencyl\plafihaxellib/openfl/1...
@ [] INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Creating directory: Export
@ []INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler - Creating directory: Exportiflash
@ []INFO 16/09/2014 13:00:... stencyl.sw.util.StreamGobbler ectory: Expor
@ []INFO 16/09/2014 13:00:... stencyl.sw.util. StreamGobbler - Creating directory: Expor
@ []INFO 16i09/2014 13:00:... stencyl.sw.util. StreamGobbler - Running : haxe Expor hxml|
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generatediA...

INFO 16/09/2014 12:59:... stencyl.sw.util. StreamGobbler

Event details

Level: INFO

When: 16/09/2014 13:00:01

From: atencyl.sw.util.StreamGobbler
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Chapter 2: Starting the Game Project

¥ DOWNLOAD




Create a New Game... ]

What kind of game do you want to create? (Step 10f 2)

Balloons

Balloons
Fire at balloens using your mouss!

This i a si example game for users who are new

Get Sample Games [ Kits

Blank Game

t frem scratch with a blank game.

Blank Game




Create a New Game... [>]

Game Based On: Blank Game (Step 2 of 2)

Basic Info
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Screen Size

Width m px

Height m px




Chapter 3: Backgrounds and Tilesets

This game contains no Backgrounds. Click here to create one.

Create New... [ ]
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Create New... Save Game Import... Settings Log Viewer StencylForge Stencylpedia Platform Test Game
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Add Frame ]

I" Choose Image.. | I" Paste from Clipboard | L0en1 2 Standard (1) Y] SR LN S No Smoothing W

First, choose an image. Use Scale to indicate that you are importing hi-res graphics (before picking the image!)




Add Frame

| ChooseImage.. || Pastefrom Clipboard | L1 1 Highest (4x) v Resize Method

ﬂ

Now, click on the image to pick its masking color, if it has one. Size: 480 x 480

Repeat Background?

Parallax Scrolling

Horizontal Parallax Factor

Vertical Parallax Factor




Import Tiles from Sheet o

[ Ceoee Tasage= ) (" Pazte Trom Capbaard scol [EINTNRN resice tethod Y
Tile Width
Tile Height
X Spacing
Y Spacing
X Border
Y Border

Masking Color

First, choose an image. Use Scale to indicate that you are importing hi-res graphics (before picking the image!)

Import Tiles from Sheet ]

| ChooseImage.. || Paste from Clipboard L1 Highest (4x) v Resize Method

Tile Width gl ¢ 3 SRR

v
ISR F
Tile Height A T R '
X Spacing : ; s ) ; v ‘
Y Spacing I jv' v “
X Border 4 y . 3 1= o N o ¢
Y Border - j 3 " \ 9
Masking Color § : » » ; y

Use the fields on the left to chop up the tile sheet. Size: 512 x 544
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Create New... Save Game Import... Settings Log Viewer StencylForge Stencylpedia Platform Test Game

Tileset
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n No Collisions Square Rect Up Rect Down

B 'l N 4
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Chapter 4: Building Levels Using Scenes
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Create New...
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Background Color

Sl soidColor T ]
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Choose a Background

n Backgrounds

¥ FROM THIS GAME
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Plain Wood Background

Send Layer Back

Home Screen Background

—
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Chapter 5: Actor Types and Instances

¥ RESOURCES

< r -
PR n Actor Types | CreateNew || CreateFolder | _

RESOURCE PACKS
EXTENSIONS

This game contains no Actor Types. Click here to create one.

Create New...




Cowboy

Animations

Cowboy

Animations

Properties

Name
Animation 0 Looping?
Synchronized?

Origin Point

Frames

Appearance 'u.ur .F |>: .'. H ion '-I\r ics

Add to Scene

Appearance

Add to Scene

Center (Default) "




Import Frames from Image Strip [x]

[ ChooseImage. | Paste from Clipboard | Scalef v Resize l-1ethod
Columns
Rows
X Spacing
Y Spacing
X Border
Y Border

Masking Color

First, choose an image. Use Scale to indicate that you are importing hi-res graphics (before picking the image!)

Import Frames from Image Strip [>]

f‘ Choose Image... || Paste from Clipboard Resize Method

Columns

NV~

‘w.‘b i

Rows

X Spacing

Y Spacing

X Border ‘

Y Border

asking Color

Now, click on the image to pick its masking color, if it has one. Size: 600 x 374

Appearance

Properties
Hame
Looping?
Synchronized?

(118 2T 3 Center (Default)

Frames




Cowboy

Animations .
Properties

ﬂ. Name

™
Down Animation 1

Looping?

Synchronized?

T 25T S Center (Default)

Frames

Animations -
Properties

Name
Looping?
Synchronized?
Origin Point

Frames

Center (Default)

Appearance




Cowboy

Animations

Collision

Drag and drop shapes around.




Current Shape

X Position (Left)

Y Position (Top)
Width

Height

Physical Properties

IsaSensor? [

(=111 Il Same as Actor Type (Default)




Drag and drop shapes around.
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Create a Polygon...
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Create a Polygon.

a ¢ F 9

Heaviness Material Damping Adwanced

What kind of Actor Type?

Can Rotate?
this
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Add Circle

[V ETI T
X Position (Left)
Y Position (Top)

Radius

Frames

( Are you sure you want to remove ‘Frame 0'?

__Remnve I_Dm‘tRamnve l

Animations

Cracked Looping?
Synchronized?

LT EAT L Center (Default)
Explading

Frames
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General Heaviness Material Dampirig Adwanced

What kind of Actor Type?
Determin hether the Actor Type can mon

@ Cannot Move

@ Cannot be pushe g. platf

O Mormal

Can Rotate?

Determines if this Actor Type can rotats

Affected by Gravity?

a force on all actors in a sc

- o F &

General Heaviness Material Darmping Advanced

Mass

Determines h

Angular Mass

Determines how hard it is for this object to rotate.




Chapter 6: Writing Simple Behaviors

¥ RESOURCES D Behaviors for Actors [ CreateNew | [ Create§

RESOURCE PACKS
EXTENSIONS

Create New...

]

Design Mode
Snap

Code Mode

simp e to crea

Freeform Mode
Urite arbitrary code for your gar annot be attached to ac

Behavior Type

Actor Behavior
Only appli

Scene Behavior
Only apy

Basics
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Player Handler W - cvicw Code. | Propeities. Attach to Actor Type

T o H|
[

Actor Flow Scene
User Input Numbers B Text Attributes
Sound & Images Behavior Game

Custom Extensions

2| Motion | Properties | Draw | Tweening | Effects |

5

Position

[ | of [ self +]

set| x | to B for| Seif |

| Self * |is on screen

Direction
direction of | Self ! |

point [ Self * | towards @ degrees

Player Handler

& Input

e Time > When Creating When Drawing When Updating

‘, Actars [ ]

Eﬁ Collisions [ 3

.I"J Sound [ 2

B Mobile >

va Attributes 3
Ea Advanced 3




Player Handler

... Updated

“.. Updated

User Input
Sound & Images

Custom

Getters etters

Main

Flow Scene
User Input Numbers B Text Attributes
Sound & Images Behavior Game

Custom Extensions

| setters | Game Attributes | Lists | Maps | Functions |

NMumbers & Text Attrbutes
Behavior Game

Extensions




Create an Attribute...

(BT T Target Actor
Type [lasy

Hidden?

- | setters | Game Attributes | Lists | Maps | Functions

-

Actor

Target Actor




La LR T

Target Actor

Boolean

Can Be Hurt

Can Switch Anim
Draw Lasso
Lasso Back

Mouse Ower

Number

Health

Impact Force
Lasso Distance
Max Health
Turm Force

X Point

Y Point

# Basics
@ Input [ ]
1{51 Time 3
L Actors 3

Eﬁ Collisions [ 2

.r:l Sound [

B Mobile »

va Attributes

Custom Event

Per et Custorn Event



. Updated when [ happens

=

Custom Event

. Updated

when |objectClickCheckl happens

Sound & Images Behavior Game

Custom Extensions

(4l Attributes | state |

lUse these to trigger Custom Events for an actor or scene.

For Ackor

trigger event in behavior for | Self : |

trigger event in all behaviors fnrl Self |

always ..

trigger event ([Nl in behavior EEENENEES for | Self © |




~.. Updated always ..
bj Click trigger event [EE=ielliw 0y in behavior [REVZEEUGIES forl Self - |
=* Handle C = Lt L HandleDiredtionClicks| ~ BRI G G &l PlayerHandler * forl Self - |

Actor Flow
User Input Numbers & Text
Sound & Images Behavior

Custom Extensions

| Conditions | Loops | Time |

Print ko Console

print

lash (Player) i =

Attach to Actor Type

Flowr

Numbers & Text

All Folders

Cowboy Rock




Name

L‘JSL sontal S

Layer Layer 0
Angle

Position

? & w8 R

Create New... Save Game Import.., Settings §Log Viewe StencylForge Stencylpedia

£1d

| Flash (Player)

=

Test Game

Test Scene

always ..

L ELNATEY N N ObjectClickCheck ~ BNNELEV BB PlayerHandler » BT | Self -
= Handle Dir Clicks L BT RANEY N B HandleDirectionClicks ~ RUE L TRl FlayerHandler i:lr| Self - |

Player Handler ~ BTy |

Vil Player Handler « 8




INFY AUT4-12-U8 UT15.0Y SLENCYLSW.APRLIewWaLlnen. cX1e i nalAppLa... [Flasi] SCHPLS.Uesigin_d_ 2 Fliayel Halluien #_CusiomeveriL_.
INFO 20141208 07:18:59 stencyl.sw.app.filewatcher.ExternalApplLa... [Flash] scripts.Design_3_3_PlayerHandler#_customEvent_...
INFO 2014-12-08 07:18:59 stencyl.sw.app.filewatcher.ExternalApplLa... [Flash] scripts.Design_3_3_PlayerHandler#_customEvent_...

INFO 20141208 07:18:59 stencyl.sw.app.filewatcher.ExternalAppla... [Flash] scripts.Design_3_3_PlayerHandler#_customEvent_...

|

Event details

Level: INFO
When: 2014-12-08 07:18:59
From: stencyl.sw.app. filewatcher.Externallpplauncher

[Flash] scripts.Design 3_3_FPlayerHandler# customEvent HandleDirectionClicks(109) :[Direc‘.l:ic:nal Click Detec‘.ted]

cotiision | J20

Drag and drop shapes around.

Default

Behaviors

Behaviors

Balloon appearance [Pl Events | Coliision |

¥ DFFAINT

W ] $ Ahﬂra',rs Simulate

simulate even when off screen.




¥ DEFAULT .
S Wave Motion
~Wave Motion Make the actor

Balloou Cowboy Rock

hy Fcrcground
#l 0 Layer0
** 2 Grass Background

Cowboy Appearance Behaviors o D

W DEFAULT
/" Player Handler

; |
S Camera rollow

Camera Follow

| EditBehavior | | Deactivate Behavior |




i

Type
Actor
Mumber
Mumber
Mumber
Mumber
Mumber

!!!!I!E

Mumber
intendedCamera’ MNumber
¥ Offset MNumber

when created ™

set intendedCameraX to | x-center | of | Self + |
set intendedCamera¥ to | y-center | of | Self + |

set currentCameraX to intendedCameraX

set currentCamera¥ to intendedCameraY¥

set intendedCamera¥ to | ycenter | of | Self 7 |

set intendedCamera¥ to [

| y-center | of | Self |




f User Input

va Adv. Math 0 =80 |

i Jollal

|&]) Scene

set intended Camera¥ to y-center

set intendedCamera¥ to = | y-centar | of [ self =] +

¥a Math
Va Adw, Math

£ User Input

& Actor
L] Scene

@ web
Maobile

sat intendedCamera¥ to | y-center
Undo

Redo

View Help
Find in Palette

Copy To Image

1 Actor LAl remainder of B / CB
*
-ﬁ- Attributes Ml random number between [E) and [

|of | seif = | +HES

General

Internal Name

intended CameraX intended Camera¥

|of | Self ©| + ¥ Offsat
Ctrl+Z
Ctrl+Y




Arrange Blocks

Flace a Block

always ..

set intended CameraX to | x-center H | ufl Self - |
set intendedCamera¥ to | y-center - | ufl Self ° | + ¥ Offset

if currentCameraX not = intendedCameraX

Behaviors

f» Camera Follow

-.* Camera Follow

! ™ Player Handler Q)" Attach to an actor to make the camera follow it. You can then

Atiributes

Sp—.




Chapter 7: Complex Behaviors and Code

Player Handler Main

B

for | Seif |
for | Seif © |

£ Input =
{5' Time > When Cr

Actors >
b 3

bimo ibon Drawing When Updating

Attach to Actor Type

Actor Flow Scene
User Input Numbers & Text Attributes
Sound & Images Behavior Game

Custom Extensions

D Game Attributes | Lists | Maps | Functions |

Bo~'---

set Can Be Hurt to

set Can Switch Anim to
set Draw Lasso to

set Lasso Back to

set Mouse Owver to

Mumber

set Health to [

-t Impact Force to E'




*. Updated

«mnen created

set Health to B

* Handle Dir

va Math
va Adv. Math

f User Input

‘, Actor
|| Scene

@ Web
Maobile

10 Text

when created
set Health to Max Health

sat Can Be Hurt to

Y Point

Actor
Usear Input
Sound & Images

Custom

m Setters

Number

set Health to )

H o L
Impact Force

Returns th

Actor

User Input

B User Input

}"' Basics

» - Literal true value.




when creatad ™

set Health to Max Health
set Can Be Hurt to * true
set Draw Lasso to  false

set Mouse Owver to * false

set MousaeState to m

el

makea | Self | always active

a

Upndated

Obj Click Chedk

a2 a

Ml IUiE LA e

a

when EEEIEEITTRY happens
-_ P S—

if x,

* Handle Dir

Actor Flow

User Input Numbers & Text

Sound & Images Behavior

tom Extensions

mm Properties 'm

Misc
make | Self | always active

enable continuous collision detection for | Self ]

LTl OibjectClickCheck « BET =
[:la1i3 @ Object Click Detected =

Flow
User Input Numpers = 1exT
Sound & Images Behavior

Custom Extensions

o] Loops | Time |

Conditionals

if




(VLU ObjectClickCheck » JEET I
print K] ick Detected Actor Flow
—

User Input Numbers
Sound & Images Behavior

Custom Extensior
Conditions m

and

true false

as boolean

Equality

[(TLTTl ObjectClickCheck ~ JETa a1

e Object Click Detected « Actor

2 —3
r-iu:nusmv_-.‘.it5|t\=_-I"I B User Input

Sound & Imag

Custom

Getters

¥ Point

Text

Mouse State

Ubject Click Letected

MouseState - m

if




MouseState = User Input Numbers & Text

Sound & Images Behavior

=
| s down
Custom Extensions

Keyboard & Mouse

paLe ey | P | sy | e

key code of | enter key |

Mouse / Touch

Use these blocks to handle b and touches.

mouse | is down

when happens
IR Object Click Detected Actor Flow Scene

if MouseState = [Fhd User Input Numbers & Text Attributes

. Sound & Images Behavior Game
if mouse | is down

Custom Extensions

_ .. Y Regions | wiorid | View | shaders | Game Fiow |

for each actor on screen ¢

for each actor on screen

for each actor inside region ’ | Last Created Region

MouseState = [T User Input Numbers & Text

| & Sound & Images Behavior

mouse | is down

Custom Extensions
for each actor on screen &

if [ ————————— Keyboard & Mouse | Yamepad |

mouse | is dowr

SHILALE mey | P | ey | e

key code of | enter key [+ |

Mouse / Touch

and touch

mouse | is down

mouse | s down on




MouseState = m
mouse | is down | &
for eat 1 actor on screen f

if

— 1 SSEENNES an

is down on
mouse | actor on screen i

MouseState = m

mouse | is down | &

for eac 1 actor on screen j

if

| ISSEENNE an

is down on
mouse | actor on screen

sject Click Detected «

fousestate = [Thrd

Actor Flow

User Input Numbers & Text
Sound & Behavior
mouse | is down

1stom Extensions
Pach actor on screen f

(isdownon  © ) Conditions T
mouse |w actor on screen i [

ket Mouse Over to * true

§ e e
B - K

BTN as boolean

false

Equality
{=mthing S




[t Ll Object Click Detected = Actor Flowr

if MouseState = m User Input Numbers &
Sound & Images Behavior
if mouse | is dow el

Custom Extensions

l! -... otion Properties

for each actor on screen ’
if mouse | is down on | actor on screen

set Mouse Ower to ~ true Groups / Type

-, *

¢ [Salt 7] ype of | Self group of | Self
2 o —

| Actor Type

| Actors

if mouse | is down

for ¢ ach actor on screen f
mouse | is down on | actor on screen f

set Mouse Owver to true

x
if t?nn-rF“: _q

ach r on screen




Choose an Actor Type

F3 Acor Types
¥ FROM THIS GAME

Balloon Cowboy

P Addevent Y | — | & | 7]
& Basics LTl ObjectClickCheck « BET ] =
(g1 Object Click Detected =

& Input [

if MouseState = [

= Time >
X Actors > if mouse | is down
Eg Collisions g for each actor on screen

J.J Sound k if mouse | is down on

B Mobile 3

set Mouse Ower to

va Ottributes
= Odvanced Custom Events

if

e

Custom Event

Custom Blocks

] ]

Custom Bh::.!_r Global Custom Block
Ustom Block




%,

. Created l Create Custom Block... |

a

% Updated

<]

=t Obj Clic

a

[ 7 Custom Blodk

a

=t Handle Dir Clicks

4 ]

nsions

Block Details

[Name  Type | Reference for Block Spec Field '

Self Ach Se0
Block Fields . =

| [Add Blank to C

soksre- [ - -

Add Blank to Custom Block (]

eme [z I

Type [lang

Block Details

[Mame _ Type _ Reference for Block Spec Field
Block Fields self : Actor el
OtherObject Actor %1 (- ]

ok spc @ o



Whig | OtherObject \way from Self

h
7] Custom Blodk

Handle Dir Cli

Whi, | OtherObject @/ way from Self
Actor Flow
set Target Actor to OtherObject
User Input

Sound & Images

Custom

m Setters

Arknr

set Target Actor to | Self

Whip OtherObject = Away from Self

Actor Flow Scene
set Target Actor to OtherObiect
User Input Numbers & Text Atiributes

———————————————————————
push | Self || gently | towards (xDir: @ v W) at B3 forg Sound & Images Behavior Game

Custom Extensions

| Position | [i-1| Properties | Draw | Tweening |

Force

L wsh | Self : || gently | towards (xDir: B yDir: CB ) 2

—_— - » x
pust OtherObject | gently | towards ([ ir: B ms prEE—

Va Adv. Math

) UserInput




x £ .3
ds (xDir ‘- N vhir: B ) ot B force
]

va Math
va Adv. Math

o User Input

L Actor
|1 Scene

push OtherObject | gently | towards (xDir: | x | of | mouse

a Adv. Math

E‘j User Input

Actor
| of [ self * ] L] Scene

-E- Attributes
The actor's position (top-left, center, on-screen) ﬁ

z-index of | Self : | within the layer [ll number of actors within the layer with [ ID ]+ @ web >
Mobile >
... pmay .

x
- | ¥ (on screen) |of [ self = | ) 1t ) force




of [ mouse | 8 - [x(onscreen) | of [ self | yDir: Sound & Images Behavior

push OtherObject | gently | towards (xDir: [ x
Custom Extensions

set tumning spead to [ for | Self
| Position |11 1| Properties |

push | Sen . || genmy | towards {x
push [ Self ¢ || gently | towards @

| with B force

Turning Speed
turning spead of | Self |

set tuming speed to (@ for | Self |

| =

Ll
set tumning speed 1) (R S ———

JAath
va Adv. Math

B UserInput

L Actor

push OtherObject | gently | towards (xDir: | x | of | mouse

set turmning speed 13 x random number between and QB fo | Self |

Wh o OtherObject | way from Self

set Target Actor to OtherObject

push 0OtherObject | gently | towards (xDir: | x | of | mouse

set turmning speed to x random number between and ]Iltl'le:ﬂllr:rj;ct




Behavior
if mouse | is down

Custom Extensions
for each actor on screen &

if mouse | is down on actor on screen

set Mouse Over to * true

if type of actor on screen ¢ = [ Rock
Whip [ Seif % | Away from Self S e

Plavar Handlar

Whip | Self | Away from Self

mouse | is dow | &

for ea th actor on screen f

13 mouse | is down on | actor on screen f

set Mouse Owver to true

type of actor on screen f

I - e

et actor on screen i F

-1 W HandleDirectionClicks Tl
[ila1i3 8 Directicnal Click Detected

Handle Dir Clicks




LTl HandleDirectionClicks « BT =1
if MouseState = (kg

if mouse | is down

VLT CaloulateDirection + [l PET =0T

aaaa

* Handle Dir (

a

=" Calculate Dir

<]

LNl CalculateDirection « JET =

otherwise if -

otherwise if -




when [EI=NESF 0004 happens

if Y

& User Input

}:*’ Basics
L Actor

|| Garne Flow

-i- Attributes

Mohile

LTl CalculateDirection v JET] 1=

if [ | of | mouse

—— 2
[ v (on screen) | of [ self 5| - Ry

va Math
a Adwv. Math

B User Input

| Scene 3

| of | SelF % |

-i- Attributes

number of actors within the layer with | ID

=< | y (on screen) | of | self + |+

height
half-width



(VLT CalculateDirection ~ JEETT U]

if |v | of | mouse | | v (on screen) | of | self | + | half-height | of | Self |

set MousaState to

if [y 7)of [mouse < [vionscreen) ) of[Self 1] + [halfheight ¢ ]of [Self ¢]

set MouseState to [EETEERS

[ —

if fmowse 7 > [x(onscreen) 7 of[Self 7| and [x ‘Jof[mowe 7| @ < [x(onscreen) | of [Self 1] +

sat Mousastata to (RIS
otharwise if | x | of | mousa > x (on screen) | of [self © | + [width |of [self ©| + EX
set MouseState to

otherwise if  [x | of [ mouse < [ x (on screen) Jof [seif © | - BRI

set MouseState to

HandleDirectionClicks + B FE]s]a0=

MouseState = m

mouse | is down

=" Handle Oir Clicks

alculate Dir




MouseState = m

if mouse | is dow

o g L T AT Yl CalculateDirection ~ WLR G EAST G Player Hand n fur| Self |

otherwise

trigger event PEINESSET-GIRY in behawia

nthamvica

sat MouseState to m

7L 1l HandleDirectionClicks  JET -0
if MouseState = (ks

if mouse | is down

L L L AT B CalculateDirection ~ BUEEELGEWWT T Player Handler fur| Self

otherwise

set MouseState to m
if MouseState =

L LAY A CalculateDirection « BURGEUEWNTY N FPlayer Handler

if MouseState = [LRd
e T L SR B CalculateDirection ~ BURELECTT Player Handler

otherwise if MouseState — [ESiIRY

L T RN CalculateDirection « IR EV N Flayer Handler

otherwise if MouseState =

L L AN N CalculateDirection « BUREEUEWWT YN Flayer Handler




if MouseState —
L T =LAV B CalculateDirection « BURLUEVL M Flayer Handler fnr| Self |

| y-speed | of| Self | B

| y-speed | of [self ¢ | > EX3

set [ypeed 7 jto | [veed 7 Jof[ScH ¢ for | Seif |

if MouseState = [Enakd
L LIV AYEN S CalculateDirection ~ RUWELENLTY Player Handler fnrl Self |
sat | x-speed | to CED for | Seif - |

push | Self gently | towards (xDir: B3 yDir: EJ ) at force

otherwise if MouseState =

trigger event RN ETRY in behavior BN TIEr IRy for | Self _|
ush | self harply | toweards (xDir: negate [ + absolute value of | y-speed | of | self : |

otherwise if MouseState =

L LIV AV S CalculateDirection ~ RUWELENLTS Player Handler v fnrl Self |

push | Self harply | toweards (xDir: 3 + absolute value of | y-speed | of | Self ¢ | yDir: G ) at ElE) force

g Basics

% Input Universal

(& Time > o

1 Actors g Keyboard
Ei Callisions >

Up* _zrsai {wor.. - fol

Sound >
2 [

G Click

Va Attributes ' Mobile-Only
B Advanced

B Mobile >




when the mou: e i

when the mouse is | rele

set MouseState to m

MouseState = m

if mouse | is down

trigger event QElNEEN=a (0004 in behavior [EEVE

otherwise

set MouseState to m
switch animation to [(ERd for | Self © |

when the mouse is | relea

set MouseState to m

switch animation to (B for | Self © |




L N Calculatel uld happens

13 |y | of | mouse = | y (on screen)

set MouseState to FIFTEd
switch animation to [ for | Saif |

otherwise
if | of | mouse

set MouseState to R

switch animation to ((E0RS for | Self : |

otherwise if | = | of | mouse

sat MonsaStata tn B2

switch animation to for | Self |

otherwise if | of | mouse

set MouseState to

switch animation to for | Self ! |




Chapter 8: Adding Sound FX and Music

F3 sounds [ createnew | [

T L
me Impaort.., Create New...

Create Folder

Whip Away|

e ))cae

Import a Sound

Type -/
File Size -KB

[ Edit MP3 in External Editor |

_ Instructions
| Edit 0GG in External Editor |




Import a Sound

Import a Sound

e 10 Y =l Sound Effect

T | _ Sound Effect

File Size 21KE

when created ™

<]

sat Health to Max Health

a a

set Can Be Hurt to * true

a

set Draw Lasso to - false

a

set Mouse Dwver to - false

a

set MouseState to

a

makea | Self - | always active




when created ™

set Health to Max Health Actor Flow
set Can Be Hurt to * btrue User Input

sat Draw Lasso to - false Sound & Images

Custom

set Mouse Over to - false

set MouseState to (TS s a4 .“
— oun

Playback
| Play || Sound &

stop all sounds

= | always active

make | Self

Choose Sound

Choose Attribute

Player Handler Main
“E——

a

Whip OtherObject | Away from Self

<]

set Target Actor to OtherDbject

a

User Input

a

push OtherObject | gently | towards (xDir: [ x | of [ mouse | & sound & Images

a

Custom

lculate Dir = ~ -andom number between I8 and for OtherObject

ed

<]

Sound

(<]

Plavhark
| Play

stop all sounds




Chapter 9: Adding HUD Elements

|_Events (ESTE |

Dynamic Cursor

finimations
Drag and drop shapes around.

Q

Add Box Add Circle Add Polygon Zoom In Zoom Out

What kind of Actor Type?
Determines whether the Actor Type can move or not.
annot Mc

@ Cannot be pushed (e.g. platforms)

QO Normal

Can Rotate?
Determines if this Actor Type can rotate fri
0O No
®

Affected by Gravity?




| Appearance | Behaviors | Events | Coliision (IEZZS

aviness Makerial Damping Advanced

Actor Mode
Mormal: ) Simple: Simple Physics {(non-rotating boxes) Minimal: Mo Physics or Updates

Mormal ]

(MO
Simole

I . s

Automatically z ision bounds to match its

Player Handler

Max Health

Turn Force

" ] C:tc
Player Handler
Max Health

Turn Force
MouseState

Cursor & Choose Actor...




MouseState

Cursor Dynamic Cursor

Camera Follow

NN CalculateDirection + B

if | ¥y s | ufl mouse | = | y (on screen) ]

set MouseState to

switch animation to k4 for | Seif - |
™= switch animation to [E0Rd furl b | |

an
L

sat MousaState to Last Created Actor

switch animation to kg for

switch animation to [Ekg fr . Choose Attribute

therwisa




if
set Mouse S5tate to
switch animation to [(ELRg for | Self - |

switch animation tc ‘or | Cursor

otherwise

if [ | of | mouse | @

saet MouseState to m

switch animation to [ERLRg for | Self © |

switch animation tc [ESTE)  r | Cursor

otherwise if [ = | of | mouse

set MouseState to

switch animation to for | Self * |

switch animation & [ETHINEA - |_ Cursor

otherwise if [ = | of | mouse

set MouseState to

switch animation to for | Self © |

switch animation t» i3 Cursor




UL HandleDirectionClicks + L ET 2L
if MouseState = [Mkd

if mouse | is down | #

trigger event [EIENEVENE=-EIERY in behavior

otherwise

set MouseS5tate to m

switch animation to [ for | Self © |

switch animation to [EE0Rd for | Cursor

always

Actor Flow

setl x | to [ ] furl self |

User Input Numbers
Sound & Images Behavior

Custom Extensior

Position l ' --.. \

Position

lx  “lof|sef |

set | x | to @B for | Self : |

set| x | to @B For | Salf | Actor
e ]

User Input

va Math Sound & Image
va Adwv. Math

Custom

]
w Userlnput

[ 3 | of | mouse

Hearirantal (51 ar vertical Y nositinn

setlx | o [ = | of | mouse




O I

T —
anchor | 5ef : | to screen Actor Flow

User Input Numbers & Text
Sound & Images Behavior

Custom Extansions

l ” 0 I.” 0 |'|r r'—ll ;-:‘ Draw

| Show sprite for | Self & |
set opacity of | salf | to E’

opacity of L

Anchoring

anchor | Self : | to screen

when created

anchor | Self | 4 sreman Actor Flow

== make | Self ;| always active User Input Numbers & T

Sound & Images Behavior

Custom Extensions
| Position | Motion 1 |

makea | Self |a|ways active




If | to screen

anchor | Sal

make | Self

| Hide

| always active

|I'I'IDI.I5E CUrsor k

Actor Flow
User Input
Sound & Images

Custom Extensig

Keyboard & Mouse b

Mouse / Touch
Lze thes s to handle both «
mouse | is down
mousa | is down on

| of | mouse

| Hide | mouse cursor k




Chapter 10: Adding Menus and Buttons

¥ RESOURCES |

Create New |

Bl 0 LayerO

Mew Tile Layer

=] MNew Background Layer

Mew Eak round Layer

| Appearance | Behaviors | Events | Collision([NES

Heaviness IMaterial Dramping fdvanced

What kind of Actor Type?

Determines whether the Actor Type can move ar not.

© Cannot Move




Physics
0

=

Aviness Material Darnping

Actor Mode

Mormal: Minimal: No or Updates
Simple

Mormal
Simple

"

L

ounds

Collision |

drop shapes around.

o o P

Add Circle Add Polygon ~ ZoomIn Zoom Out




% Input Universal

(& Time 3 o

1 Actors [

Qﬁﬁ Collisions [ 3

Keyboard Any Key

Universal (Works for Mouse & Touch)

.r:l Sound 2

B Mobile >

when the mou (X IECZINED | (5= | 4

-
is dragged on

is released on

when the mouse | is pressed on || Salf

Actor Flow

switch to | Scene | and | Crossfade | for (B secs
User Input Numbers & Text

Sound & Images Behavior

Custom Extensions

Transitions

switch to | Scene | and | Fade Out | for [ secs

switch to | Scene | and | Crossfade | for [ secs

when the mouse | is pressed on _|| Salf | #




when the mouse | is pressed on '_|Self r | a

switch to | Level1 = | and | Crossfade + for QB secs

| Flash (Player) i) =p

Attach to Actor Type

Actors

Al Folders Q-

Balloon Cowboy DynamicC... F.ov Gar ... Rock

Play Game Button

= 1 Home Screen Background

=

B 0 Layer(

| Ering Layer Forward |




‘W@@

4

4

Bl B

4

© ®

Main Menu

| [ Remowve || Markas Starting Scene |

Mark as Starting Scene




Chapter 11: Scoring and Game Rules

L 9 /
onk Style alar Effects

Style

(0 ST il Fverything (Default) W

Characters

Font
Size
Style

Ssmoothing

Mone

EEEEEEEN :
EEEEEEEN S -~
EEEEEEEN

piml 1=
5 cllght rengely -

Mare Colors




Actor

'y

Fonk Style

Stroke

cotr [

Shadow

Blur Amount mp:{

Attach to Actor Type

Create an Attribute...

Actor



when created

set Health to Max Health

sat Can Be Hurt to true

set Draw Lasso to - false

= eallisions This actor collides with...

.T'J Sound

EJ Maohile b Something Else

VA Attributes > Any actor collides with...

B Advanced

FHY

Specific Actor Actor men gge 1ber of Group
Actor of Type

Collisions Between...

Last Created Actor
Last Collided Actor

Choose Attribute

. Self - | — 1st actor d actor of type f

when | Self - | hits a | ‘Coin | — 1st actor é’ actor of type é’

Lill [ ! actor of type &9




when | S5elf ° | hits a | Coin 1st actor f actor of type j
Actor

will ACor OF Type g

User Input
! set Score to u

Sound & Images

Number

set Health to )

set Impact Force to [}
set Lasso Distance to
set Max Health to [

set Score to m

when | Self | hits a | i — 1ist actor 459 actor of type .&?

kill actor of type f

sat Score to  Score + mn

when drawina &

—
Ach Flow
draw text [l at (x: @ v: chor ow
User Input Numbers & Tex
Sound & Images Behavior

Drawing Custom

Drawing B

Basic

draw text ENOLEY at (x: D v: B )




umber [ r
Boolean »
List [ _i_ Attributes tesxt B text |
Ma [
P ﬁ text f| Combines the two pieces of text.
Image [ O Web »

when draw- _

Achb
draw t xt & Score cror

User Input
Sound & Images

Drawing
Getters . m

Number

Health

Impact Force
Lasso Distance
Max Health

Score

T stﬁtch to screen space
B L. |- | 1 {X: ¥:

when drawing "

™ sat current font to | Font |

I ——— 1 5 v TP 5 v |




= 7 Bushy Foreground
Bl 0 LayerD
= 1 Grass Background

Mew Tile Layer

El New Background Layer

_Layers | Inventory |

4 Layer 4

3 Laver 3
2 Bushy Foreground
0 Layer 0

Grass Background




Chapter 12: Publishing and Monetization

Actor Flow Scene
User Input Numbers & Text Attributes

Sound & Images Behavior Game

Custom Extensions

| web | savingf (B .. | Fiasn |

Ads
| Hide | mobile ad |:|

height of mobile ad |:|

Purchases

request info for product with ID: @"

player can make purchases @®

| buy | product with 1D: a®

purchased product with ID: @

get product quantity for I1D: [ &

restore purchases @

| title | for product with ID: (259 &

Other

show alert with title: msg: |_|

Create Mew... Save Game Impork... Setkings Y StencylForge Stencylpedia




Game Settings

=

General Display Splash Screens  User Input Joystick.  Wersions

Monetization [PRO

Ad Position ]

AdMob Publisher Key

Enable Purchases

Android Public Key

¥

Certificates (i05)

[

Certificates {Android)

Game Settings

Engine Extensions

Android Utils

Different utilities for Android.

Chartboost

harth interstitial ads.

!’Iurry (Native)

0 make a native e n, Implements Al

Flurry Analytics Android

Flurry Analy or Android.

Google Analytics

An implementation of the Haxe port from PHP @ http

Labels

cates label functionality from

7

Raycast AP

as

RevMob Android

RevMob for Android.

Test Extension

A test extension

Test Extension (Flash SWF)
it

Ates sion for Flash

Install Extension...

Help

Help

Help

Help

Help

Help

Help

Help

Help

Help

Get More Extensions

" Enable |

" Enable |

(" Enable |

[ Enable |

([ Enable |

(" Enable

[ Enable |




Featured (4) Toolset (2) Features (8) Services (%) Mahbile (5) Utilities (15)

Dialog Extension oy sustn & rock
A comprehensive system for dislaying rich, scripted dialogs in your game. Comes with an editor for
composing dialogs within Stencyl.

| Documentation | | Discuss ‘

Works On: All Platforms

AdMOD by abiiblablobia -

Adds extended functionality (and i0S compatibility) for AdMob over Stencyl's built in support.

{iagn)
admob o] o
| Documentation | | Discuss ‘

Works On:iO8, Android

Game Settings ]

Engine Extensions | Install Extension.. | | GetMore Extensions |

AdMob Advertisement Help | [ Enable

Implements AdMob banner and interstitial ads for i0S and Android.

ﬁ Android Utils Help | [ Enable |
: _ Help | | Emable

ent utiliti Android.

‘/‘ Chartboost Help | [ Enable |

Chartboost interstitial ads.

Custom Extensions

AdMob Advertisement

Initalize AdMob | normal : | banner ad with "Ad Unit ID" at

Show AdMob banner ad

Hide Adriob banner ad

Mowe AdMob banner to | Top - Center : | of the screen

AdmMob banner | did successfully load

Initalize AdMob fullscreen ad with "Ad Unit ID': (for dewvic : w
Load AdMob fullscreen ad

Show AdMob fullscreen ad

Admob fullscreen ad | did successfully load |




[a] = = i &5 @ 2] ¥ j
General Display Splash Screens User Input Joystick.  Versions IMonetization Certificates (i05) icates (Android)
[ Make an Android Certificate I View Certificate I View Fingerprints I Delete Certificate
|

Password

Enable Google Play Games

Google App ID
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