Spriter Plug-in Goals





The Goal of plug-ins for Spriter would be to allow for the users of popular game authoring software to easily reap the benefits of the modular sprite animation method as well as the other features specific to Spriter.





The user should be able to easily display, change, and retrieve all relevant information from the files exported from Spriter in a manner that is quick and natural to that particular game authoring software.  This includes:





Load in a file from Spriter (ideally both at load or run-time)


“child” or “anchor” a “Spriter Object” to a standard sprite object belonging to that particular game authoring software.


Assign or change which “Character” a “Spriter Object” is referencing from the Spriter file at load or run-time.


Trigger any given “Spriter Object” to play a specific animation from it's assigned “character” at any time (at the x y coordinate of the sprite that it's “anchored” to).


Scale, rotate, and flip the display of the “Spriter Object” to match the scale, rotation, and flipping of the sprite it's anchored to.


Retrieve which animation is being played by a given “Spriter Object” and which frame is being displayed.


Force the Spriter object to skip to a specific frame in its current animation.


Store all default Character variables  for the “Spriter Object” based on the character it's set to AND retrieve any triggered per frame variable changes.


Change the current value of any “Spriter Object”s character variables and even its default value at any time.


Trigger the frames sounds with their correct volume settings per frame.


 Set the overall volume percent of all sounds played by a specific “Spriter Object”


 Retrieve which sounds if any and at what volume any sounds are playing for a given “Spriter Object”


 Detect overlapping between all Spriter Objects collision rectangles and retrieve which ones are overlapping (names and value assigned to each collision rectangle) 


 Retrieve the x and y coordinate of all action points of any “Spriter Object”as well as their name and type.


 Anchor any object or another “Spriter Object” to any action point of a given “Spriter Object”


 Set the overall animation speed percent of any given “Spriter object”  as in to set the speed at which its playing an animation to 50 percent for a slow motion effect.


 Hide and display any “Spriter object” while still playing its sounds and keeping track of its collisions and action points


 Assign at least up to one, ideally multiple Character Maps to a “Spriter Object” and have it correctly effect the display of that “Spriter Object”


19) Any other feature which would be clearly wanted and otherwise seem missing for that given game authoring system, such as setting the spriter object to always face the camera in 3d game engines.


