Spriter's Default Data Structure





By default Spriter saves a near plain English INI file as follows:








Characters= Characters are a collection of animations and character variables.  Characters are designated by a “group” structured as follows: [char “CHARACTER NAME HERE”/variables].. This “group's” title saves the name of the character and the “Items” in the “group” are the characters variables and their default values.  Example:





[char player/variables]   << This is the Group. The character name is “player”


variable hitpoints=10   << Item for a character variable called “hitpoints” with default value of 10 


variable walk speed=50  << Item for a character variable called “walk speed”, default value of 50


variable jump strength=200  << Item for character variable “jump strength” with default value 200








Character Animations= each animation for a given character is stored in a “group” structured as follows: [Char “CHARACTERS NAME HERE”/anim “NAME OF ANIMATION HERE”]. This “groups” name associates this animation with one of the characters (the name must correspond to a character name used in a Character “group”)  The “Items” in this group designate not only which frames are displayed in which order, but also the duration of each frame, any sounds to be triggered per frame as well as any character variable to be changed at any given frame.  Example:





[char player/anim idle]  << The Group designating an animation called “idle” to the character “player”





frame 0=idle 1 << This Item sets the first frame in the animation to the Frame Group “Idle 1”


frame 0 duration=20 << This Item sets the duration of the first frame to 20 hundredths of a second


frame 0 sound 0=BIRDCOO1.WAV  << This triggers the sound “BIRDCOO1” during the first frame


frame 0 sound 0 volume=100 <<  This sets the volume of the sound “BIRDCOO1” to 100 percent


frame 0 sound 1=Thwack.wav  << This Item triggers the sound “Thwack” during the second frame


frame 0 sound 1 volume=100 <<  This Item sets the volume of the sound Thwack to 100 percent


frame 1=idle 2 << This Item sets the second frame in the animation to the Frame Group “Idle 2”


frame 1 duration=105 << This Item sets the duration of the second frame to 105


frame 1 sound 0=BIRDCOO1.WAV << triggers the sound “BIRDCOO1” during the second frame


frame 1 sound 0 volume=100 <<  This Item sets the volume of the sound BIRDCOO1 to 100 percent


frame 1 :hitpoints=20 << This triggers the change of character variable “hitpoints” to 20 at frame 1


etc.





Frames= Frames are independent of characters!  Multiple characters can share frames.  The structure of frame “Groups” are as follows: [frame “NAME OF FRAME HERE”] .  The “Items” in this group designate all information for creating a frame from “sprites”... this includes the image to use (or a filled rectangle), The x and y coordinate of the sprite, the width, height, rotation angle, x flip, y flip, alpha value, drawing mode and “color” per “sprite”.  Each “sprite” is drawn in the order in which they are listed, thereby allowing for control of z order. The “Items” in this “Group” also store information for any collision rectangle and action point for the frame.  Example:





[frame idle] << This is the “Group” designating a frame named “idle”


sprite 0 angle=0 << This “Item” sets the angle of the first sprite to 0 (no rotation)


sprite 0 color=0 << This “Item” sets the color of the first sprite to 0 (currently only for rectangles)


sprite 0 height=66 << This “Item” sets the height of the first sprite to 66 pixels


sprite 0 image=char 1\arm_b.png << This “Item” sets sprite 0 to use image  char 1\arm_b.png


sprite 0 opacity=100 << This “Item”sets the opacity of sprite 0 to 100


sprite 0 width=50 << This “Item” sets the width of sprite 0 to 50


sprite 0 x=0 << This “Item” sets the x position of sprite zero to 0


sprite 0 x flip=0  << This “Item” sets whether or not sprite 0 is x flipped.  0=no, 1=yes


sprite 0 y=-115  << This “Item” sets the y position of sprite 0 to -115


sprite 0 y flip=0 << This “Item” sets whether or not sprite 0 is y flipped.


colrect: colrect 0=0 << This “Item” designates a collision rectangle named “colrect 0”


colrect colrect 0 x=-24 << This “Item” sets the x position of “colrect 0” to -24


colrect colrect 0 y=-137 << This “Item” sets the y coordinate of “colrect 0” to -137


colrect colrect 0 width=48  << This “Item” sets the width of “colrect 0” to 48


colrect colrect 0 height=146 << This “Item” sets the height of “colrect 0” to 146


colrect colrect 0 value=5 << This “Item” sets the value of “colrect 0” to 5


point: tip of sword=0 << This “Item” designates an action point called “tip of sword” and sets it to type 0


point tip of sword x=60 << This “Item” sets the x position of the action point “tip of sword” to 60


point tip of sword y=-26 << This “Item” sets the y position of the action point “tip of sword” to -26





Character Maps= Character maps allow for designating a change to the display of images depending on the sub-folder they are in.  Character maps are independent of Characters and can be applied to any character.  All character maps are contained in a single “Group” simply titled “[charmaps]”  Each item is the name of a character map followed by the list of all folders and  how they should be displayed.  Each folder can be set to YES(just display images from that folder normally), NO (don't display images from that folder at all), or the folder can be “redirected to another folder where the image will be replaced by a same named image from the newly designated folder”  each folder setting is separated by a comma.  Example:





[charmaps]


grey=char 1:char 1 grey,char 1 grey:YES,props:NO,shield 0:YES,shield 1:YES,





The “Item” called “grey” represents a Character Map called “Grey”


“char 1” is the name of the first image sub folder.  It is being redirected to the folder called “char 1 grey”.





“char 1 grey” is the name of the second image sub folder.  It is set to “YES” which means to simply display the images from that folder normally.





“Props” is the name of the third image sub folder.  It is set to “NO”... meaning any image from the folder “Props” will not be drawn.





Etc.











