GDevelop - Summary of conditions

@ &l objects
- ® Angle

=% Movement

..... 1D Angle of moving

----- i Objectis stopped

----- D Speed

-----f"i An object is moving toward another
=~ ® Behaviors

..4% Behavior activated

El- & Layer

- Compare layer

- ® Variables

E © Structures

. B chid existence

- [0 value of an object's variable

------ [ Text of an object's variable
=-® Z order

...l Compare Z order

=l ® Position

----- Compare X position of an object

Compare ¥ position of an object

- ™, Distance between two objects

- @ Visibility

~{J visibility of an object

El-® Objects

Pick & random object
i Pick all objects

Bl; Objects count

------ ' Pick nearest object

= ® Collision

-.g# Collision

- l Sprite

- @ Animations and images
----- Bl Animation paused
----- Bl Current animation
----- M Animation finished
----- Bl Current animation name
----- Current frame
£ ® Effects
----- _ Blend mode
----- “H Horizontally flipped
----- =8 vertically flipped
[=]-- @ Direction
e . Current direction
- @ Visibility
o : Opacity
El-- @ Size
----- 3 Scale on Y axis
L..4+ Scale on X axis
= ® Collision
...g# Collision {Pixel perfect)

- @ Advanced

T Nt

o

B

@ Variables

= ® Global variables
EI ® Structures
Py Child existence
Value of a global variable
nd Text of a global variable
[~ @ Structures

b Child existence
----- B value of a variable
----- B Text of a variable

- @ Mouse and touch

----- k4 Mouse button released

----- k4 Cursor X position
----- k4 Cursor Y position

- Keyboard

-[A] Any key pressed

-[A] Key pressed
-[A] Key released

- Joystick

--{#4] Value of an axis of a joystick

- i Scene

{? At the beginning of the scene

- @ Other

----- ﬁ:u Compare two expressions
..... [ Alv‘nays

- @ Timers and time

@ Time scale

7 Value of a timer
----- A State of a timer

- @ Layers and cameras

oo é‘l Angle of a camera of a layer
: ')g,l Height of a camera

(8 Width of a camera

----- ')g,l Camera center X position
(@) Camera center ¥ position
T, Visibility of a layer

----- 4 Mouse button down or touch held
lﬁ The cursor ftouch is on an object

{E | Key pressed (text expression)
{E | Key released (text expression)

--{#4) & button of a joystick is pressed

= ® Audio
= ® Musics on channels

~{¥3] volume of the music on a channel
~{¥3| Pitch of the music on a channel

| A music is paused

M| A music is being played

| A music is stopped

= ® Sounds on channels

-8 Volume of the sound on a channel
[ Pitch of the sound of a channel

“1 A sound is paused
“1 A sound is being played
“1 A sound is stopped

----- fl Global volume

El-® Files

P A file exists
EI & Storage
o Existence of a group

- # Text object
- ® Rotation

----- G2 Angle
Style

%{. Bold

il Italic

IU] underlined
_ Smoothing
Opacity

OBJECT FUNCTIONS/PARAMETERS
(can be used in conditions and actions)

THING = THE OBJECT’S NAME

THING.Angle ()
THING.Distance (OTHERTHING)
THING.X()

THING.Y ()

THING.ForceAngle ()
THING.ForceLength()
THING.ForceX ()
THING.ForceY ()
THING.Height ()

THING.Width ()
THING.Variable (???)

THING. ZOrder ()
THING.Animation ()
THING.AnimationSpeedScale ()
THING.Sprite()
THING.Direction ()
THING.PointX(???)
THING.PointY (???)
THING.ScaleX()
THING.ScaleY ()

Text objects only:
TEXTTHING.Angle ()
TEXTTHING.Opacity ()

E Playing offset of the music on a channel

i Playing offset of the sound on a channel




GDevelop - Summary of actions

@ All objects
- @ Behaviors
...4% Defactivate a behavior
=@ Movement
----- & add a force (angle)
‘) Add a force to move around an object
f Add a force to move toward an object
----- & Add a force to move toward a position
----- &1 add a force
11| Stop the object
----- o Apply objects movement
= ® Visibility

= ® Layers and cameras

- T Layer

= l Z order

----- D Z order

BE-® Ob_]ects

----- 3¢ Delete an object

Pick a random object
i Pick all objects

----- ihls Create an object

----- iy Create an object from its name

=@ Position

w9y Putan object around another

----- =1 Putan object around a position
¥ position of an object

Position of an object

¥ position of an object

- ® Variables
E l Structure
------ J Remove a child
----- Modlfy a variable of an object
----- Modify the text of a variable of an object
E--® Angle

& Sprite

= ® Animations and images
----- Bl Change the animation
----- B Animation speed scale
----- Current frame
----- Bl Fause the animation
----- Bl Flay the animation
----- Bl Change the animation (by name)
- ® Effects
----- " ! Blend maode
----- "~ 1 Global colar

----- 'I Flip the object harizontally
----- ™9 Flip the object vertically
=] @ Direction

- '\‘ Change the direction

- @ Size

----- § Scale on Y axis

- f ™ Scale on X axis

- ® Visibility

. " Change object's opadty

® Variables
- ® Global variables
El I Structure
------ . Remove a child
2 Value of a global variable
String of a global variable
= I Structure
------ . Remove a child
----- § Value of a variable
----- String of a variable

l Mouse and touch

Hide the cursor

Y Center the cursor

o) Center cursor horizontally

W Center cursor vertically

i Show the cursor

- |4 Position the cursor of the mouse

l Joystick

----- L.{Md] Get the value of the axis of a joystick

: l Scene
----- l:"I Disable input when focus is lost
-4} Stop and go back to previous scene
------ ‘I‘ Pause and start a new scene
b ﬂ Quit the game
------ ...3p Change the scene
L Change background color

. l Timers and time
----- @ Change time scale
: ; Pause a timer
{7 Delete a timer
" Reseta timer
" Unpause a timer

-® Layers and cameras
= ® Effects
------ u Effect parameter
'3‘ Add a camera to a layer
&) Modify the size of a camera
&) Modify the render zone of a camera
----- 8 Camera center ¥ position
)
)
)

) Camera center ¥ position
Center the camera on an object
) Delete a camera of a layer

----- ", Hide a layer

..... (8 Change camera angle
----- " Show a layer

----- @ Change camera zoom,

----- Copy an image on the current one of an objed
----- _ Make a color of the image of an object transpa

----- (8) Center the camera on an object within limits L[

@ Audio

- @ Musics on channels

| Pitch of the music on a channel

-dfF| Playing offset of the music on a channel
Volume of the music on a channel

—dfF| Pause the music of a channel

3| Play a music on & channel

—fF| Play the music of a channel

—fF| Stop the music on a channel

[=]-- ® Sounds on channels

<§| Pitch of the sound of a channel

*ﬁn Playing offset of the sound on a channel
: Volume of the sound on a channel

<§| Pause the sound of a channel

<§| Play a sound on a channel

<§| Play the sound of a channel

<§| Stop the sound of a channel

----- [l Game global volume

Play a music
- Play a sound

@ Files

----- ¥ Delete a file

- % | Execute a command

-[€] Open an URL or a file

@ Storage

----- ¥ Delete an element

----- = Write a value

----- | Wirite a text

----- | Read a value

----- | Read a text

----- | Load a structured file in memory
----- | Close a structured file

& MNetwork

%) Download a file

) Convert JSON to variable

) Send a request to a web page

® Game's window

- De/activate fullscreen

----- e Change window's icon

----- lnl Change window's margins

----- lnl Change the size of the screen
----- lnl Change window's title

® External layouts
Create objects from an external layout

& Text object
£l ® Rotation

El- ® Effects
L0 color
=% Font
El-® Style
lh Bold
i Ttalic
: "~ Smoothing
M Underlined
..... : Opacity




