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Windows
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macOS
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Ubuntu / Debian-based Linux
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Fedora / RPM-based Linux
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Getting Started
7DAJ�UKQ�BENOP�KLAJ�'"�3PQ@EK�UKQ�SEHH�OAA�PDANew Project SEJ@KS�

TIP

)P�O�NA?KIIAJ@A@�PK�OP=NP�>U�QOEJC�PDA�3=ILHA�0NKFA?P�PAILH=PA�=O�EP�?KJP=EJO�AT=ILHAO�KB�HKPO�KB�PDA�BQJ?PEKJ=HEPU�PD=P�'"

3PQ@EK�LNKRE@AO�

)B�UKQ�D=RA�=J�ATEOPEJC�LNKFA?P�UKQ�?=J�KLAJ�EP�BNKI�DANA�>U�?HE?GEJCOpen =J@�J=REC=PEJC�PK�PDA�GBSPROJ BEHA�

New Project
'ERA�UKQN�LNKFA?P�=�J=IA�PK�CAP�OP=NPA@�	@KJ�P�SKNNU
�UKQ�?=J�?D=JCA�PDEO�H=PAN
�=J@�?DKKOA�=�LNKFA?P�PAILH=PA��)B�UKQ�NA�JAS�PK�'"

3PQ@EK�PDAJ�)�SKQH@�NA?KIIAJ@�QOEJC�PDASample Project PAILH=PA�SDE?D�?KJP=EJO�=�BAS�AT=ILHA�O?AJAO�=J@�O?NELPO�=HNA=@U�OAP

QL�OK�UKQ�?=J�CAP�=�OI=HH�E@A=�KB�SD=P�O�LKOOE>HA��#HE?GCreate Project =J@�UKQ�HH�>A�P=GAJ�PK�PDAProject Editor�

https://www.gbstudio.dev/


!O�OKKJ�=O�UKQ�OAA�PDEO�O?NAAJ�UKQ�?=J�?HE?G�PDAPlay button EJ�PDA�PKL�NECDP�SDE?D�SEHH�>QEH@�=J@�NQJ�PDA�LNKFA?P��!BPAN�LH=UEJC�PDA

O=ILHA�LNKFA?P�UKQ�?=J�PNU�?HE?GEJC�=NKQJ@�PDA�A@EPKN�PK�OAA�DKS�PDA�LNKFA?P�EO�OAP�QL��3AHA?P�KJA�KB�PDA�LAKLHA�KN�OECJLKOPO�=J@

A@EP�PDA�PDAEN�@E=HKCQA�QOEJC�PDA�OE@A>=N�KJ�PDA�NECDP�PDAJ�PNU�NQJJEJC�PDA�LNKFA?P�=C=EJ
�UKQ�RA�FQOP�I=@A�UKQN�RANU�KSJ�RANOEKJ�KB

PDA�C=IA��$KJ�P�SKNNU�EB�UKQ�>NA=G�=JUPDEJC
�UKQ�?=J�=HS=UO�I=GA�=�JAS�LNKFA?P�SEPD�PDA�O=ILHA�PAILH=PA�H=PAN�
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Keyboard Shortcuts

Play Window
7DAJ�LH=UEJC�UKQN�C=IA�EJOE@A�'"�3PQ@EK�QOA�PDA�BKHHKSEJC�GAU>K=N@�?KJPNKHO�

Up � 5P�!RROW � 7

Down � $OWN�!RROW� 3

Left � ,EFT�!RROW � !

Right � 2IGHT�!RROW � $

A � !LT � : � *

B � #TRL � + � 8

Start � %NTER

Select � 3HIFT

4DAOA�?KJPNKHO�?=J�>A�IK@EBEA@�=P�=JU�PEIA�>U�CKEJC�PK�PDASettings View QJ@AN�PDAControls OA?PEKJ�

9KQ�?=J�=HOK�?KJPNKH�PDAPlay Window QOEJC�=�OQLLKNPA@�C=IAL=@��)B�UKQN�SA>�>NKSOAN�D=O�C=IAL=@�OQLLKNP�UKQ�?=J�=HOK�QOA�EP

SDAJ�NQJJEJC�=�SA>�>QEH@�

Navigating The Menus
-Q?D�KB�PDA�BQJ?PEKJ=HEPU�KB�'"�3PQ@EK�EO�=??AOOE>HA�PDNKQCD�PDA�IAJQ�>=N�=J@�I=JU�KB�PDA�IAJQ�EPAIO�?KJP=EJ�GAU>K=N@�ODKNP?QP

H=>AHO��4NU�?HE?GEJC�=NKQJ@�KJ�PDA�IAJQO�PK�@EO?KRAN�=HH�KB�PDA�ODKNP?QPO�>QP�PDA�BKHHKSEJC�=NA�=�BAS�UKQ�ODKQH@�BEJ@�QOABQH�

Save Project � #TRL�#MD � 3

Open Project � #TRL�#MD � /

Switch V iew Mode � #TRL�#MD � ���

Run Game � #TRL�#MD � "

Export ROM file � #TRL�#MD � 3HIFT � "

Game World
7DEHA�A@EPEJC�PDA�C=IA�SKNH@�UKQ�?=J�QOA�PDA�BKHHKSEJC�GAUO�PK�MQE?GHU�I=JELQH=PA�UKQN�O?AJAO�

Select Mode � 6

Add Actor � !

Add Trigger � 4

Add Scene � 3

Eraser Mode � %

Collisions Mode � #

Set Player Start Position � 0 	SDEHA�DKRANEJC�KRAN�@AOENA@�HK?=PEKJ


Pan View ��(KH@3PACE 	SDEHA�?HE?GEJC�=J@�@N=CCEJC�KJGame World


https://www.gbstudio.dev/


Drawing Mode
$N=SEJC�IK@A�EO�=QPKI=PE?=HHU�AJ=>HA@�EJ�PDACollision tool =J@�PDAColorize tool�

Draw ��#HE?G�KJ�O?AJA

Draw line from last point ��#HE?G�PK�OAP�BENOP�LKEJP
�DKH@3HIFT 
�?HE?G�PK�OAP�JATP�LKEJP

Lock brush to axis ��(KH@3HIFT ��(KH@�#HE?G

8px Brush � �

16px Brush � �

Fill � �

Hide Triggers/Actors � �

Collision T ypes
4DAOA�=NA�KJHU�=R=EH=>HA�SDAJ�QOEJC�PDACollision tool�

%=?D�PEHA�?=J�DKH@�=�I=TEIQI�KB���H=@@AN�=J@���?KHHEOEKJ�OE@AO��,=@@ANO�SEHH�JKP�NALH=?A�ATEOPEJC�?KHHEOEKJ�SDAJ�LH=?A@�KJ�PKL�KB

KPDAN�?KHHE@ANO�

Select multiple collision types � 3HIFT ��#HE?G

Erase collision tile ��#HE?G�KJ�=�?KHHEOEKJ�PEHA

Solid � �

Collision T op � �

Collision Bottom � �

Collision Left � �

Collision Right � �

Ladder (Platformer only) � �

Colorize Palettes
4DAOA�=NA�KJHU�=R=EH=>HA�SDAJ�QOEJC�PDAColorize tool�

Change Brush Palette � ���

Change Palettes ��(KH@�?HE?G�KJ�ATEOPEJC�L=HAPPA

Music Editor
4DAOA�=NA�KJHU�=R=EH=>HA�SDAJ�QOEJC�PDAMusic Editor�

Save Song � #TRL�#MD � 3

Play/Pause � 3PACE

Play from position � !LT�/PTION � 3PACE

Switch to T racker/Piano Roll � @

Tracker

Navigate grid � !RROW�+EYS

Next Column � 4AB

Previous Column � 3HIFT � 4AB



Cell Selection � 3HIFT � !RROW�+EYS or #HE?G�PK�OAP�BENOP�?AHH
�DKH@3HIFT 
�?HE?G�PK�OAP�JATP�?AHH

Select Column � #TRL�#MD � !

Select Pattern � #TRL�#MD � ! 
 #TRL�#MD � !

Copy Selection � #TRL�#MD � #

Paste Selection � #TRL�#MD � 6

Delete Selection � "ACKSPACE�$ELETE

Transpose Selection (small step up) � #TRL � � or #TRL � 3CROLL�WHEEL

Transpose Selection (small step down) � #TRL � �

Transpose Selection (big step up) � #TRL � 3HIFT � � or #TRL � 3HIFT � 1

Transpose Selection (big step down) � #TRL � 3HIFT � � or #TRL � 3HIFT � !

Piano roll

Change Instrument � ���

Quick Select � 3HIFT ��@N=C�=J@�@NKL�IKQOA

Duplicate Selection � !LT�/PTION 	SDEHA�IKREJC�OAHA?PA@�JKPAO


Select Channel � #TRL�#MD � !

Copy Selection � #TRL�#MD � #

Paste Selection � #TRL�#MD � 6

Paste and Replace Channel � #TRL�#MD � 3HIFT � 6

Delete Selection � "ACKSPACE�$ELETE
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Saving and Loading

Saving
4K�O=RA�UKQN�LNKFA?P�OAHA?P&ILE���3AVE BNKI�PDA�IAJQ�KN�LNAOO�#PNH�#I@���3��)B�UKQ�PNU�PK�?HKOA�=�LNKFA?P�SEPD�QJO=RA@

?D=JCAO�'"�3PQ@EK�SEHH�S=NJ�UKQ�CEREJC�UKQ�=�?D=J?A�PK�O=RA�UKQN�LNKFA?P�BENOP��/J�I=?/3�=JU�QJO=RA@�?D=JCAO�EJ�UKQN�LNKFA?P

SEHH�>A�NALNAOAJPA@�>U�=�@KP�EJ�PDA�SEJ@KS�?HKOA�>QPPKJ�

Loading
4K�HK=@�UKQN�LNKFA?P�=C=EJ
�AEPDAN�QOA�PDAOpen >QPPKJ�KJ�PDANew Project SEJ@KS�KN�OAHA?P&ILE���/PEN BNKI�PDA�IAJQ�=J@

J=REC=PA�PK�UKQN�LNKFA?P�O�BKH@AN�PDAJ�OAHA?P�PDA�GBSPROJ BEHA�

9KQ�?=J�=HOK�NAPQNJ�PK�PDARecent_Projects SEJ@KS�>U�OAHA?PEJC&ILE���3WITCH�0ROJECT BNKI�PDA�IAJQ�

Version Control
4DA�LNKFA?P�BKH@AN�H=UKQP�=J@�GBSPROJ BEHA�EO�@AOECJA@�PK�SKNG�SAHH�SEPD�RANOEKJ�?KJPNKH�OUOPAIO�OQ?D�=O'EPSEPD�A=?D�?D=JCA

>U�PDA�=LLHE?=PEKJ�P=GEJC�LH=?A�KJ�=�JAS�HEJA�EJ�PDA�@=P=�BEHA�=HHKSEJC�DEOPKNU�PK�>A�PN=?GA@�A=OEHU��)B�UKQ�S=JP�PK�QOA�RANOEKJ�?KJPNKH

KJ�UKQN�LNKFA?P�UKQ�?=J�FQOP�?NA=PA�PDA�NALKOEPKNU�=P�PDA�LNKFA?P�NKKP�BKH@AN�

)P�O�NA?KIIAJ@A@�PK�ECJKNA�PDABUILD BKH@AN�BNKI�UKQN�NALKOEPKNU�QOEJC�=�GITIGNORE BEHA�KN�OEIEH=N�

Backups
%=?D�PEIA�UKQ�O=RA�UKQN�LNKFA?P�PDA�LNAREKQO�RANOEKJ�EO�O=RA@�PK�UKQN�LNKFA?P�BKH@AN�SEPD�PDA�ATPAJOEKJ�GBSPROJ�BAK ��)B�UKQ

ARAN�SEOD�PK�NKHH�>=?G�PK�PDA�LNAREKQO�RANOEKJ�EJ�UKQN�LNKFA?P�UKQ�?=J�NAJ=IA�PDEO�BEHA�PK�D=RA�PDA�ATPAJOEKJ�GBSPROJ =J@�KLAJ

PDEO�BEHA�EJOPA=@�

https://www.gbstudio.dev/
https://git-scm.com/
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Project Editor
4DA�@AB=QHP�REAS�BKN�PDAProject Editor =O�ODKSJ�>AHKS�EO�PDAGame World��4DEO�EO�SDANA�UKQ�?=J�?NA=PA�UKQN�C=IA�>U�?KI>EJEJC

O?AJAO
�=@@EJC�=?PKNO�=J@�PNECCANO�PDAJ�>QEH@EJC�O?NELPEJC�ARAJPO�PK�=@@�EJPAN=?PEKJO�

5OA�PDAEditor Tools PK�OSEP?D�>APSAAJ�3AHA?P
�!@@
�%N=OA
�#KHHEOEKJ
�=J@�#KHKN�$N=SEJC�IK@AO�

"U�@AB=QHP
�UKQN�LNKFA?P�O�LNKLANPEAO�=NA�ODKSJ�EJ�PDAEditor Sidebar KJ�PDA�NECDP��(ANA�UKQ�?=J�OAP�PDA�LNKFA?P�J=IA�=J@�?DKKOA

PDA�OP=NPEJC�O?AJA��4DEO�LNKFA?P�REAS�EO�=HOK�SDANA�EJEPE=H�R=HQAO�BKN�PDA�0H=UAN�=?PKN�=NA�OAP��3AA�PDA�L=CA�KJ4DA�0H=UANBKN�IKNA

EJBKNI=PEKJ�KJ�PDA�0H=UAN�

4K�HKKG�=P�LNKFA?P�LNKLANPEAO�=C=EJ�BNKI�PDAEditor Sidebar
�?HE?G�KJ�=JU�AILPU�OL=?A�>APSAAJ�O?AJAO�

Editor T ools
Select tool: #HE?GEJC�=JU�O?AJAO
�=?PKNO
�KN�PNECCANO�SEHH�QL@=PA�PDAEditor Sidebar PK�ODKS�PDA�LNKLANPEAO�=J@�O?NELPO�BKN�PDA�EPAI

UKQ�OAHA?PA@��9KQ�?=J�OSEP?D�>=?G�PK�PDA�0NKFA?P�O�LNKLANPEAO�>U�?HE?GEJC�KQPOE@A�KB�=�O?AJA�

Add tool: 9KQ�=NA�CERAJ�PDA�?DKE?A�KB�=@@EJC�=�JAS�!?PKN
�4NECCAN�KN�3?AJA��!BPAN�?HE?GEJC�=JU�KB�PDA���KLPEKJO
�UKQN�IKQOA

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/project-editor/player


?QNOKN�SEHH�>A�HK=@A@�SEPD�=�JAS�EPAI��9KQ�?=J�LH=?A�PDA�JAS�EPAI�>U�?HE?GEJC�EJOE@A�PDA�0NKFA?P�%@EPKN
�=J@�?=J?AH�PDA�=?PEKJ�>U

LNAOOEJC�%O?=LA�KN�OAHA?PEJC�=JKPDAN�PKKH�BNKIEditor Tools�

Erase tool: !HH�?KHHEOEKJO
�=?PKNO
�=J@�PNECCANO�SEHH�>A�NAIKRA@�SDAJ�?HE?GA@��3?AJAO�=NA�JKP�=BBA?PA@�>UErase mode��4K�@AHAPA�=

O?AJA
�QOASelect mode =J@�?HE?G�PDA�O?AJA�O�>=?GCNKQJ@��)J�PDAEditor Sidebar ?HE?G�PDA�@KSJ�=NNKS�=P�PDA�PKL�PK�NARA=H�PDA

�$AHAPA�3?AJA��>QPPKJ��!HH�AN=OA�=?PEKJO�?=J�>A�QJ@KJA�>U�LNAOOEJC�#KJPNKH�:�

Collision tool: !HHKSO�UKQ�PK�=@@�?KHHEOEKJO�PK�=JU�PULA�KB�O?AJA�QOEJC�'"�3PQ@EK�ODrawing mode�

Colorize tool: !HHKSO�A=?D�PEHA�PK�>A�CERAJ�=�@EBBANAJP�L=HAPPA�PK�QOA�EJ�LH=?A�KB�'"�3PQ@EK�O�@AB=QHP�L=HAPPA��4DAColorize tool =HOK

QOAO�'"�3PQ@EK�ODrawing mode��4DA�L=HAPPAO�QOA@�DANA�=NA�@APANIEJA@�EJ�PDAPalette P=>�EJ�PDAProject Editor�

3AA�PDA�@K?QIAJP=PEKJ�KJ+AU>K=N@�3DKNP?QPOBKN�A@EPKN�PKKH�ODKNP?QPO�

Project V iews
5OEJC�PDAProject View Button UKQ�?=J�OSEP?D�>APSAAJ�@EBBANAJP�REASO�KB�UKQN�LNKFA?P�=J@�EPO�=OOAPO�

Game World: #NA=PA�UKQN�C=IA�>U�?KI>EJEJC�O?AJAO
�=?PKNO�=J@�PNECCANO�

Sprites: %@EP�UKQN�OLNEPAO�=J@�?NA=PA�=JEI=PEKJO�

Backgrounds: 0NAREAS�UKQN�>=?GCNKQJ@�=OOAPO�

Music: 0NAREAS�=J@�A@EP�	D5'%$NERAN�KJHU
�UKQN�IQOE?�BEHAO�

Palettes: %@EP�UKQN�L=HAPPAO�BKN�'"#�C=IAO�

Dialogue Review: 0NAREAS�=J@�A@EP�=HH�PDA�PATP�EJ�UKQN�C=IA�

Build and Run: 6EAS�HKCO�KB�LNKCNAOO�SDEHA�>QEH@EJC�UKQN�C=IA�

Settings: #D=JCA�UKQN�LNKFA?P�O�OAPPEJCO�OQ?D�=O�@AB=QHP�OLNEPAO
�?KHKN�L=HAPPAO�=J@�GAU>K=N@�?KJPNKHO�

3AA�PDA�@K?QIAJP=PEKJ�KJ!OOAPOBKN�IKNA�EJBKNI=PEKJ�KJ�DKS�PK�=@@�JAS�=OOAPO�

https://www.gbstudio.dev/docs/getting-started/keyboard-shortcuts
https://www.gbstudio.dev/docs/assets
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Scenes
!�O?AJA�EO�=�OEJCHA�O?NAAJ�KB�UKQN�C=IA
�EP�?=J�?KJP=EJ�IQHPELHA=?PKNO=J@PNECCANO��!�C=IA�EO�PULE?=HHU�I=@A�QL�KB�I=JU�O?AJAO

?KJJA?PA@�PKCAPDAN�SEPD�PNECCANO�QOEJC�PDAChange Scene ARAJP�

Adding a Scene
#HE?G�PDA+ button EJ�PDAEditor Tools =J@�OAHA?PScene BNKI�PDA�IAJQ��#HE?G�KJ�=JU�AILPU�OL=?A�EJ�PDAProject Viewport PK�LH=?A

PDA�JAS�O?AJA�

9KQ�?=J�QOA�PDAEditor Sidebar PK�CERA�UKQN�O?AJA�=�J=IA�=J@�=�>=?GCNKQJ@�BNKI�UKQN�LNKFA?P�O�=OOAPO��3AA�PDA�@K?QIAJP=PEKJ

BKN"=?GCNKQJ@OBKN�IKNA�EJBKNI=PEKJ�KJ�=@@EJC�>=?GCNKQJ@�EI=CAO�

Scene Properties
W Name ��.=IAO�UKQN�O?AJA��5OABQH�BKN�HK?=PEJC�UKQN�O?AJA�SEPD�PDA�OA=N?D�>=N�

W Type ��,APO�UKQ�?DKKOA�BNKI�PDA�HEOP�KB�C=IA�IK@AO�OQ?D�=OTop Down 2D KNPlatformer�

W Background ��,APO�UKQ�?DKKOA�=�>=?GCNKQJ@�BNKI�PDAASSETS�BACKGROUNDSBKH@AN�

W Background Palettes (Color Mode Only) ��4DA�AECDP�L=HAPPAO�PD=P�SEHH�>A�QOA@�SDAJ�?KHKNEVEJC�PDA�O?AJA�

W Sprite Palettes (Color Mode Only) ��4DA�AECDP�L=HAPPAO�PD=P�SEHH�>A�QOA@�BKN�OLNEPAO�EJ�UKQN�O?AJA�

W Player Sprite Sheet ��5OA@�PK�OAP�=�?QOPKI�LH=UAN�OLNEPA�BKN�PDEO�O?AJA��"U�@AB=QHP�PDA�O?AJA�SEHH�QOA�PDA�@AB=QHP�LH=UAN

OLNEPA�BKN�PDA�OAHA?PA@�O?AJAtype�

Parallax Mode
#HE?GEJC�PDAParallax Toggle Button PK�PDA�NECDP�KB�PDABackground Selector =HHKSO�UKQ�PK�PQNJ�KJ�L=N=HH=T�IK@A�BKN�PDA�O?AJA�

7DAJ�L=N=HH=T�IK@A�EO�AJ=>HA@�UKQ�?=J�OLHEP�PDA�>=?GCNKQJ@�EJPK�QL�PK�PDNAA�OHE?AO�SDE?D�?=J�>A�IK@EBEA@�PK�O?NKHH�=P�@EBBANAJP

OLAA@O�=O�PDA�?=IAN=�IKRAO�EJ�C=IA�

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/project-editor/actors
https://www.gbstudio.dev/docs/project-editor/triggers
https://www.gbstudio.dev/docs/assets/backgrounds


Scripting
3?AJAO�?=J�?KJP=EJ�=JOn Init O?NELP�PD=P�SEHH�>A�?=HHA@�=O�OKKJ�=O�PDA�O?AJA�EO�HK=@A@�EJ�C=IA��9KQ�?=J�QOA�PDEO�PK�@K�PDEJCO�HEGA

LH=UEJC�IQOE?�=O�PDA�O?AJA�HK=@O
�?KJBECQNEJC�ARAJPO�PK�D=LLAJ�KJ�>QPPKJ�LNAOOAO
�EJEPE=HEOA�=?PKNO�>=OA@�KJ�PDA�R=HQAO�KB

R=NE=>HAO
�=J@�IQ?D�IKNA�

9KQ�?=J�=HOK�@ABEJA�O?NELPO�PK�?=HH�SDAJ�PDA�LH=UAN�?KHHE@AO�SEPDActors PD=P�D=RA�=Collision Group OAP�>U�?HE?GEJC�PDAOn Hit P=>

=J@�?DKKOA�=�?KHHEOEKJ�CNKQL�

4K�OP=NP�>QEH@EJC�=�O?NELP
�OAHA?P�=�O?AJA
�?HE?G�PDA�O?NELP�PULA�UKQ�S=JP�PK�A@EP�=J@�?HE?G�PDAAdd Event button EJ�PDAEditor Sidebar

PK�KLAJ�PDA�ARAJP�IAJQ��3AHA?P�=J�ARAJP�PK�=@@�EP�PK�PDA�O?NELP�

&KN�IKNA�EJBKNI=PEKJ�OAA�PDA�@K?QIAJP=PEKJ�BKN3?NELPEJC�

Adding Collision to a Scene
3AHA?P�PDACollision Tool BNKI�PDAEditor Tools��4DANA�=NA���?KHHEOEKJ�PULAO�PD=P�?=J�>A�=@@A@�

W Solid 3PKLO�?KHHE@EJC�=?PKNO�BNKI�AJPANEJC�PDA�PEHA�KJ�=JU�OE@A�

W Top/Bottom/Left/Right 3PKLO�?KHHE@EJC�=?PKNO�BNKI�AJPANEJC�PDA�PEHA�BNKI�PD=P�OLA?EBE?�OE@A��4DEO�EO�QOABQH�BKN�KJA�S=U

?KHHEOEKJ�=J@�OAIE�OKHE@�LH=PBKNIO�

W Ladder (Platformer only) !HHKSO�IKREJC�QL�=J@�@KSJ�EJPlatformer O?AJAO�

%=?D�PEHA�?=J�DKH@�=�I=TEIQI�KB���H=@@AN�=J@���?KHHEOEKJ�OE@AO��!@@EJC���?KHHEOEKJ�OE@AO�SEHH�NALH=?A�PDA�OE@AO�SEPD�=�OEJCHA�OKHE@

>HK?G��,=@@ANO�SEHH�JKP�NALH=?A�ATEOPEJC�?KHHEOEKJ�SDAJ�LH=?A@�KJ�PKL�KB�=JKPDAN�?KHHEOEKJ�

Colorizing a Scene
3AHA?P�PDAColorizer Tool BNKI�PDAEditor Tools��4DANA�=NA���L=HAPPAO�PULAO�PD=P�?=J�>A�=@@A@�PK�=�O?AJA�SEPD�#KHKN�-K@A�AJ=>HA@�

0=HAPPAO�?=J�>A�=@FQOPA@�EJ�3APPEJCO��.KPA�PD=P�PDA��PD�L=HAPPA�EJ�=�O?AJA�SEHH�=HOK�>A�QOA@�BKNDialogue Windows =J@�IAJQO�

4DA�L=HAPPAO�QOA@�EJ�PDAColorizer Tool ?=J�>A�OS=LLA@�KQP�BKN�ATEOPEJC�L=HAPPAO�	OQ?D�=O�PDA�5)�L=HAPPA
�>U�HKJC�?HE?GEJC�KJ�=

L=HAPPA�

&KN�IKNA�EJBKNI=PEKJ�=>KQP�PDA�@N=SEJC�IK@A�QOA@�BKN�PDAColorize Tool =J@�PDACollision Tool
�OAA+AU>K=N@�3DKNP?QPO�

https://www.gbstudio.dev/docs/scripting
https://www.gbstudio.dev/docs/getting-started/keyboard-shortcuts


Scene Limits
4DANA�=NA�OARAN=H�HEIEPO�PD=P�'"�3PQ@EK�D=O�LQP�EJ�LH=?A�PK�GAAL�C=IA�LANBKNI=J?A�?KJOEOPAJP
�=J@�PK�IEJEIEVA�REOQ=H�EOOQAO�

%=?D�O?AJA�?=J�D=RA�=�I=TIEIQI�KB����=?PKNO
�=J@����PNECCANO
�=J@�>APSAAJ����=J@����OLNEPA�PEHAO�@ALAJ@EJC�KJ�PDA�?KILHATEPU

KB�PDA�>=?GCNKQJ@�QOA@��9KQ�?=J�?DA?G�PDEO�EJBKNI=PEKJ�>U�OAHA?PEJC�=�O?AJA�=J@�HKKGEJC�BKN�PDA�CN=U�>=N�QJ@AN�UKQN�O?AJA�PD=P

NA=@O�!�������3�������4������ ��4DA�HAPPANO�KJ�PDEO�>=N�NALNAOAJP�PDA�BKHHKSEJC�

W !� NALNAOAJPO�PDA�JQI>AN�KB�=?PKNO�PD=P�PDA�O?AJA�EO�QOEJC�

W 3� NALNAOAJPO�PDA�JQI>AN�KB�QJEMQA�OLNEPA�PEHAO�PD=P�A=?D�=?PKN�EO�QOEJC�EJ�PDAEN�OLNEPA�ODAAP�

W 4� NALNAOAJPO�PDA�JQI>AN�KB�PNECCANO�PD=P�PDA�O?AJA�EO�QOEJC�

Actor Limits

%=?D�O?AJA�?=J�D=RA�=�I=TEIQI�KB����=?PKNO��)@A=HHU
�PDANA�ODKQH@�JARAN�>A�IKNA�PD=J����=?PKNO�SEPDEJ�=����T����PEHA�>KQJ@=NU


AMQER=HAJP�PK���PX�X����PX ��#HQOPANEJC�IKNA�PD=J����=?PKNO�PKCAPDAN�EJ�=�O?AJA�SEHH�?=QOA�OKIA�=?PKNO�PK�>A?KIA�EJREOE>HA�EJ�

C=IA��'"�3PQ@EK�SEHH�S=NJ�UKQ�EB�EP�PDEJGO�PDEO�SEHH�>A�PDA�?=OA�BKN�=�O?AJA�

9KQ�?=J�=@@NAOO�PDEO�IAOO=CA�>U�IKREJC�KN�@AHAPEJC�=?PKNO�OK�JK�IKNA�PD=J����SEHH�>A�OAAJ�EJ�=����T����PEHA�>KQJ@=NU��9KQ�?=J

QOA�PDA%N=OAN�4KKHPK�@AHAPA�=?PKNO��!?PKNO�SEHH�OPEHH�>A?KIA�EJREOE>HA�EB�IKNA�PD=J����=?PKNO�IKRA�EJPK�PDA�O?NAAJOL=?A�=BPAN�PDA

O?AJA�OP=NPO�

Sprite T ile Limits

4DA�AT=?P�JQI>AN�KB�OLNEPA�PEHAO�=R=EH=>HA�EJ�=�O?AJA�@ALAJ@O�KJ�PDA�=IKQJP�KB�PEHAO�QOA@�EJ�PDA�OAHA?PA@�>=?GCNKQJ@�EI=CA�=O

OKIA�IAIKNU�EO�OD=NA@�>APSAAJ�OLNEPA�=J@�>=?GCNKQJ@�PEHAO��)B�PDA�OAHA?PA@�>=?GCNKQJ@�QOAO�HAOO�PD=J�����QJEMQA�PEHAO
�UKQ�?=J

QOA����OLNEPA�PEHAO
�A=?D�>=?GCNKQJ@�PEHA�=>KRA�����P=GAO�=S=U�BNKI�OLNEPA�PEHAO�=R=EH=>HA�QJPEH�=�IEJEIQI�KB����PEHAO�=NA�=R=EH=>HA�

Trigger Limits

%=?D�O?AJA�?=J�D=RA�=�I=TEIQI�KB����PNECCANO��9KQ�?=J�QOA�PDA%N=OAN�4KKHPK�@AHAPA�PNECCANO�



0NKFA?P�%@EPKN 4DA�0H=UAN

The Player

Start Position
4DA�LH=UAN�OP=NPEJC�LKOEPEKJ�EO�EJ@E?=PA@�EJ�PDA�C=IA�SKNH@�REAS�>U�PDAE?KJ�

#HE?GEJC�EJ�PDA�>=?GCNKQJ@�>APSAAJ�O?AJAO�OSEP?DAO�PDA�OE@A>=N�>=?G�PK�PDA�0NKFA?P�%@EPKN�SDANA�UKQ�HH�D=RA�KLPEKJO�PK�OAP�PDA

LH=UAN�OP=NPEJC�O?AJA
�LKOEPEKJ
�=J@�@ENA?PEKJ�

9KQ�?=J�=HOK�?D=JCA�PDA�LH=UAN�OP=NP�LKOEPEKJ�>U�@N=CCEJC�PDAE?KJ�=J@�?=J�ARAJ�@N=C�>APSAAJ�O?AJAO�

Default Sprite Sheet
%=?D�O?AJA�PULA�	Top Down 2D
 Platformer AP?�
�?=J�D=RA�=�@EBBANAJP�@AB=QHP�LH=UAN�OLNEPA�ODAAP�PD=P�SEHH�>A�QOA@�EJ�=JU�O?AJAO�KB

PDEO�PULA�QJHAOO�UKQ�KRANNE@A�PDEO�BKN�PDA�OLA?EBE?�O?AJA�

9KQ�?=J�A@EP�PDA�@AB=QHP�LH=UAN�OLNEPA�ODAAPO�BKN�A=?D�O?AJA�PULA�BNKI�PDA3APPEJCO�6EAS�

Scripting
-KOP�=?PKN�O?NELP�ARAJPO�?=J�=HOK�>A�=LLHEA@�PK�PDA�LH=UAN��)J�=@@EPEKJ�UKQ�?=J�QOASet Player Sprite Sheet ARAJP�PK�?D=JCA�PDA

CN=LDE?O�QOA@�BKN�PDA�LH=UAN�?D=N=?PAN�IE@�C=IA��#D=JCEJC�PDA�OLNEPA�ODAAP�SEHH�KJHU�=BBA?P�PDA�?QNNAJP�O?AJA�QJHAOO�UKQ�?DKKOA

PKReplace Default For Scene Type SDE?D�SEHH�?=QOAO�=JU�KPDAN�O?AJAO�KB�PDA�O=IA�PULA�PK�=HOK�QOA�PDEO�LH=UAN�OLNEPA�	QJHAOO�=J@

KRANNE@A�S=O�LNKRE@A@
�

7DAJ�OSEP?DEJC�>APSAAJ�O?AJAO�PDA�LH=UAN�SEHH�=HS=UO�>A?KIA�REOE>HA�=P�PDA�O?AJA�OP=NP�HK?=PEKJ�NAC=N@HAOO�KB�LNAREKQO�REOE>EHEPU

KLPEKJO��EB�UKQ�S=JP�PDA�LH=UAN�PK�>A�DE@@AJ�KJ�=�O?AJA�A�C�SDAJ�ODKSEJC�=�PEPHA�O?NAAJ�KN�?QPO?AJA�=@@�=Hide Actor ARAJP�PK�PDA

O?AJA�OOn Init O?NELP�

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/settings


0NKFA?P�%@EPKN !?PKNO

Actors
!?PKNO�=NA�PDA�?D=N=?PANO�=J@�K>FA?PO�EJ�UKQN�O?AJA�PD=P�UKQ�?=J�EJPAN=?P�SEPD�

Adding an Actor
4K�=@@�=J�=?PKN�PK�=�O?AJA�?HE?G�PDA+ button EJ�PDAEditor Tools =J@�OAHA?PActor BNKI�PDA�IAJQ�	=HPANJ=PERAHU�LNAOO�PDAA GAU



PDAJ�?HE?G�KJ�PDA�O?AJA�=J@�LKOEPEKJ�SDANA�UKQ�SEOD�PK�LH=?A�PDA�=?PKN�

Actor Properties
W Name ��.=IAO�UKQN�=?PKN��'EREJC�UKQN�=?PKNO�=name DAHLO�KNC=JEVA�PDAI�EJ�UKQN�LNKFA?P��!J�=?PKN�O�J=IA�SEHH�>A�REOE>HA�EJ

=JU�@NKL�@KSJ�IAJQ�PD=P�=OGO�UKQ�PK�LE?G�=J�=?PKN
�OQ?D�=O�PDAActor: Hide ARAJP�

W Position ��3APO�PDA�8�=J@�9�LKOEPEKJ�SDANA�PDA�=?PKN�SEHH�>A�LKOEPEKJA@�EJ�=�O?AJA��9KQ�?=J�=HOK�?D=JCA�PDEO�>U�@N=CCEJC�PDA

=?PKN�=NKQJ@�PDA�PDAGame World�

W Pin to Screen ��5OEJC�PDAPin Button JATP�PK�PDA�=?PKN�LKOEPEKJ�UKQ�?=J�?DKKOA�PK�LEJ�PDA�=?PKN�PK�PDA�O?NAAJ�SDE?D�?=QOA�EP

PK�JKP�IKRA�=O�PDA�C=IA�O?NAAJ�O?NKHHO�

W Sprite Sheet ��#DKKOA�SDE?D�OLNEPA�CN=LDE?O�ODKQH@�>A�QOA@�PK�@EOLH=U�PDA�=?PKN�

W Movement Speed ��#DKKOA�DKS�B=OP�PDA�=?PKN�ODKQH@�IKRA�SDAJ�O?NELPEJC�ARAJPO�=NA�QOA@�

W Animation Speed ��#DKKOA�DKS�B=OP�PDA�=?PKN�=JEI=PEKJO�ODKQH@�LH=U�

W Collision Group ��#DKKOA�EB�O?NELPO�ODKQH@�LH=U�=QPKI=PE?=HHU�SDAJ�?KHHE@EJC�SEPD�PDEO�=?PKN�

Pin to Screen

7DAJ�=J�=?PKN�EO�LEJJA@
�PDA�=?PKN�SEHH�JKP�IKRA�SEPDKQP�=�O?NELP
�=J@�@KAO�JKP�?NA=PA�?KHHEOEKJO�SEPD�KPDAN�=?PKNO�EJ�UKQN�O?AJA�

%J=>HEJC�PDEO�LNKLANPU�SEHH�PAILKN=NEHU�?D=JCA�UKQN�O?AJA�PK�>A�>H=?GA@�KQP
�SEPD�=���PX�X����PX >KQJ@=NU�EJ�PDA�PKL�HABP

?KNJAN�ODKSEJC�L=NP�KB�UKQN�KNECEJ=H�O?AJA��5OA�UKQN�IKQOA�PK�@N=C�PDA�=?PKN�PK�SDANA�UKQ�S=JP�EP�PK�>A�LEJJA@�PK�PDA�O?NAAJ�

3AHA?P�=�@EBBANAJP�=?PKN
�PDA�O?AJA
�KN�PDA�LNKFA?P�PK�NAPQNJ�PDA�>H=?GA@�KQP�REAS�KB�UKQN�O?AJA�PK�JKNI=H�

https://www.gbstudio.dev/


Collision Groups

!?PKNO�?=J�>A�CERAJ�=�?KHHEOEKJ�CNKQL�EJ�PDAEditor Sidebar��7DAJ�AJ=>HA@
�PDA�KLPEKJ�PK�NQJ�O?NELPO�>=OA@�KJ�?KHHEOEKJO�SEHH�=LLA=N

EJ�PDAEditor Sidebar��4K�HA=NJ�IKNA�=>KQP�/J�(EP�O?NELPO
�OAA�PDA�@K?QIAJP=PEKJ�BKN3?NELPEJC�

Scripting
!?PKNO�?=J�?KJP=EJ�IQHPELHA�O?NELPO�PD=P�SEHH�>A�?=HHA@�=�@EBBANAJP�LKEJPO�EJ�UKQN�C=IA�

W On Interact: 4DEO�EO�?=HHA@�EB�PDA�LH=UAN�OP=J@O�EJ�BNKJP�KB�PDEO�=?PKN�=J@�LNAOOAO�PDAInteract >QPPKJ�

W On Hit: 	KJHU�EB�?KHHEOEKJ�CNKQL�EO�OAP
�4DEO�EO�?=HHA@�SDAJ�PDEO�=?PKN�?KHHE@AO�SEPD�AEPDAN�PDA�LH=UAN�KN�=�LNKFA?PEHA�SEPD�=

OLA?EBEA@�?KHHEOEKJ�CNKQL

W On Init: #=HHA@�=O�OKKJ�=O�PDA�O?AJA�EO�HK=@A@�EJ�C=IA�

W On Update: 2ALA=PA@HU�?=HHA@�SDEHA�PDA�=?PKN�EO�KJ�O?NAAJ
�=J@�KJ?A�PDA�O?NELP�BEJEODAO�EP�SEHH�NALA=P��9KQ�?=J�QOA�PDEO�PK

?NA=PA�IKRAIAJP�O?NELPO

4K�OP=NP�>QEH@EJC�=�O?NELP
�OAHA?P�=J�=?PKN
�?HE?G�PDA�O?NELP�PULA�UKQ�S=JP�PK�A@EP�=J@�?HE?G�PDAAdd Event button EJ�PDAEditor Sidebar

PK�KLAJ�PDA�ARAJP�IAJQ��3AHA?P�=J�ARAJP�PK�=@@�EP�PK�PDA�O?NELP�

&KN�IKNA�EJBKNI=PEKJ�OAA�PDA�@K?QIAJP=PEKJ�BKN3?NELPEJC�

Limits
4DANA�=NA�HEIEPO�PK�DKS�=?PKNO�=J@�PDAEN�OLNEPAO�?=J�>A�QOA@�EJ�'"�3PQ@EK��4DAOA�HEIEPO�=NA�PK�I=GA�OQNA�UKQN�C=IA�=LLA=NO�=O

EJPAJ@A@
�=O�SAHH�=O�PK�GAAL�UKQN�=?PKN�HKCE?�NQJJEJC�OIKKPDHU��4DA�AT=?P�HEIEPO�@ALAJ@�KJ�PDA�?KILHATEPU�KB�PDA�>=?GCNKQJ@

EI=CA�QOA@�EJ�UKQN�O?AJA
�OAA3?AJAOBKN�IKNA�EJBKNI=PEKJ�

https://www.gbstudio.dev/docs/scripting
https://www.gbstudio.dev/docs/scripting


0NKFA?P�%@EPKN 4NECCANO

Triggers
4NECCANO�=NA�=NA=O�EJ�=�O?AJA�PD=P
�SDAJ�PDA�LH=UAN�S=HGO�KRAN�PDAI
�SEHH�?=QOA�=�O?NELP�PK�LH=U��4DAU�=NA�QOABQH�BKN�?NA=PEJC

@KKNS=UO�>APSAAJ�O?AJAO�=J@�PK�OP=NP�?QPO?AJAO�SDAJ�PDA�LH=UAN�IKRAO�PK�=�OLA?EBE?�LKOEPEKJ�

Adding a T rigger
4K�=@@�=�PNECCAN�PK�=�O?AJA�?HE?G�PDA+ button >QPPKJ�EJ�PDAEditor Tools =J@�OAHA?PTrigger BNKI�PDA�IAJQ�	=HPANJ=PERAHU�LNAOO�PDAT

GAU

�PDAJ�?HE?G�=J@�@N=C�=?NKOO�PDA�O?AJA�SDANA�UKQ�SEOD�PK�LH=?A�PDA�PNECCAN�OAPPEJC�PDA�@AOENA@�SE@PD�=J@�DAECDP�

4DAEditor Sidebar SEHH�OSEP?D�PK�ODKS�PDA�PNECCAN�OAPPEJCO�SDANA�UKQ�?=J�CERA�PDA�PNECCAN�=�J=IA�BKN�A=OEAN�J=REC=PEKJ�H=PAN


NALKOEPEKJ�=J@�O?=HA�PDA�PNECCAN�=J@�?NA=PA�PDA�O?NELP�PD=P�SEHH�LH=U�SDAJ�PDA�LH=UAN�S=HGO�KJ�PDA�PNECCAN�

Scripting
7DAJ�PDA�PNECCAN�EO�OAHA?PA@�?HE?G�PDAAdd Event button EJ�PDAEditor Sidebar PK�KLAJ�PDA�ARAJP�IAJQ�=J@�OP=NP�>QEH@EJC�PDA�O?NELP�

&KN�IKNA�EJBKNI=PEKJ�OAA�PDA�@K?QIAJP=PEKJ�BKN3?NELPEJC�

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/scripting


!OOAPO

Assets
7DAJ�UKQN�LNKFA?P�S=O�?NA=PA@�=JASSETS BKH@AN�S=O�=HOK�I=@A�SEPDEJ�PDA�LNKFA?P�?KJP=EJEJC�=�JQI>AN�KB�OQ>BKH@ANO�BKN�A=?D

=OOAP�PULA�EJ�UKQN�C=IA�

'"3PQ@EK�@KAOJ�P�?QNNAJPHU�?KJP=EJ�=JU�=>EHEPU�PK�A@EP�PDA�CN=LDE?O�EJ�UKQN�C=IA�@ENA?PHU
�UKQ�EJOPA=@�?=J�QOA�UKQN�B=RKQNEPA

ATEOPEJC�=LLHE?=PEKJO�=J@�O=RA�BEHAO�EJPK�PDAOA�BKH@ANO�SDANA�PDAU�SEHH�EJOP=JPHU�=LLA=N�NA=@U�PK�QOA�EJ�UKQN�LNKFA?P��)B�UKQ�A@EP�=

OLNEPA�KN�>=?GCNKQJ@�0.'�BEHA�=J@�O=RA�QOEJC�=J�ATPANJ=H�EI=CA�A@EPKN�PDA�?D=JCA�SEHH�>A�OAAJ�EJ�UKQNProject Window =O�OKKJ�=O

UKQ�OSEP?D�>=?G�PK�EP�

7DEHA�UKQ�?=J�?NA=PA�CN=LDE?O�EJ�=JU�=LLHE?=PEKJ�PD=P�?=J�KQPLQP�0.'�BEHAO�EP�EO�NA?KIIAJ@A@�PK�QOA!OALNEPAKN�0DKPKODKL�PK

?NA=PA�UKQN�OLNEPAO�=J@�5)�AHAIAJPO�PDAJ�PK�QOA4EHA@�-=L�%@EPKNPK�?NA=PA�UKQN�>=?GCNKQJ@O��%=?D�EI=CA�=OOAP�PULA�D=O�=

@EBBANAJP�OAP�KB�NAMQENAIAJPO�@AP=EHA@�KRAN�PDA�JAS�BAS�OA?PEKJO�KB�PDEO�@K?QIAJP=PEKJ��9KQ�?=J�OAHA?P�PDA�@AB=QHP�=LLHE?=PEKJ�PK

KLAJ�SDAJ�?HE?GEJC�=OOAP�A@EP�>QPPKJO�EJ�PDAGB Studio Preferences SEJ@KS�

&KN�IQOE?�UKQ�?=J�AEPDAN�?NA=PA�5'%�BEHAO�KN�-/$�BEHAO�@ALAJ@EJC�KJ�PDAMusic Driver UKQ�?DKKOA�EJ�PDASettings View

	D5'%$NERAN�EO�NA?KIIAJ@A@
�

W 5'%�BEHAO�?=J�>A�A@EPA@�@ENA?PHU�SEPDEJ�PDA�'"�3PQ@EK-QOE?�%@EPKN�

W -/$�BEHAO�?=J�>A�A@EPA@�SEPD/LAJ-04 KN-EHGU4N=?GAN�

Community Assets
)B�UKQ�NA�HKKGEJC�BKN�=�?KHHA?PEKJ�KB�BNAA�=OOAPO
�NA=@U�PK�>A�QOA@�EJ�'"�3PQ@EK�PDANA�EO�=�?KIIQJEPU�NQJ�NALKOEPKNU�KJ�'EPDQ>

=R=EH=>HA�=P'"�3PQ@EK�#KIIQJEPU�!OOAPO�

https://www.gbstudio.dev/
https://www.aseprite.org/
https://www.mapeditor.org/
https://www.gbstudio.dev/docs/assets/music
https://openmpt.org/
https://milkytracker.titandemo.org/
https://github.com/DeerTears/GB-Studio-Community-Assets


!OOAPO 3LNEPAO

Sprites
3LNEPAO�=NA�PDA�CN=LDE?O�QOA@�>U�LH=U=>HA�KN�EJPAN=?PERA�?D=N=?PANO�EJ�UKQN�O?AJAO��!@@�OLNEPAO�PK�UKQN�C=IA�>U�EJ?HQ@EJC�PNG

BEHAO�EJ�UKQN�LNKFA?P�OASSETS�SPRITES BKH@AN�

"A?=QOA�PDANA�=NA�HEIEPO�PK�DKS�I=JU�OLNEPAO�PEHAO�?=J�>A�HK=@A@�EJPK�=�OEJCHA�O?AJA
�>A�OQNA�PK�?DA?G�UKQN�PDA�BN=IA�HEIEPO�=?NKOO

UKQN�O?AJAO�SDAJ�=@@EJC�JAS�OLNEPAO��3AA3?AJA�,EIEPOBKN�IKNA�EJBKNI=PEKJ�

Simple Sprites
!�OEILHA�OLNEPA�D=O�KJA�KN�IKNA��PX T ��PX BN=IAO�H=E@�KQP�DKNEVKJP=HHU�EJ�=J�EI=CA�BEHA��!�OLNEPA�SEPD�=�OEJCHA�BN=IA�SEHH�>A

��PX T ��PX SDEHA�=�OLNEPA�SEPD�PDNAA�BN=IAO�SEHH�>A��PX T ��PX �

Static sprites

&KN�OLNEPAO�PD=P�KJHU�JAA@�=�OEJCHA�BN=IA�	A�C��OP=PE?�EPAIO�OQ?D�=O�OECJLKOPO
�?NA=PA�UKQN�PNG =O�= ��PX T ��PX EI=CA

?KJP=EJEJC�FQOP�PDA�KJA�BN=IA�NAMQENA@�

Animated sprites

)B�UKQ�S=JP�PK�D=RA�OLNEPAO�PD=P�LH=U�ODKNP�=JEI=PEKJO
�UKQ�?=J�I=GA�=�PNG SEPD�>APSAAJ���BN=IAO�=P��PX T ��PX =J@���

BN=IAO�=P���PX T ��PX ��5OEJC�PDAOA�OLNEPAO�KJ�=J�=?PKN�SEHH�HAP�UKQ�OAHA?P�SDE?D�BN=IA�UKQ�S=JP�PK�@EOLH=U�>U�@AB=QHP
�KJ�PKL�KB

LH=UEJC�PDA�BQHH�=JEI=PEKJ�=P�=�OLA?EBEA@�OLAA@�

Actor

4K�I=GA�=�OP=PE?�OLNEPA�PD=P�?D=JCAO�>=OA@�KJ�PDA�=?PKN�O�@ENA?PEKJ
�?NA=PA�=��PX T ��PX �PNG ?KJP=EJEJC�PDA�PDNAA�BN=IAO�

/JA�BKNS=N@�B=?EJC
�KJA�QLS=N@O�B=?EJC�=J@�KJA�NECDP�B=?EJC��4DA�HABP�B=?EJC�OLNEPA�EO�=QPKI=PE?=HHU�CAJAN=PA@�>U�BHELLEJC�PDA�NECDP

B=?EJC�BN=IA�DKNEVKJP=HHU�

Animated Actor

4K�I=GA�OLNEPAO�PD=P�D=RA�=JEI=PA@�IKRAIAJP
�KN�PD=P�?=J�>A�QOA@�=O�=�LH=UAN�?D=N=?PAN
�?NA=PA�=��PX T ��PX �PNG

?KJP=EJEJC�OET�BN=IAO��4SK�BKNS=N@�B=?EJC
�PSK�QLS=N@O�B=?EJC�=J@�PSK�NECDP�B=?EJC�

Sprite Editor
7DAJ�UKQ�S=JP�PK�LNKCNAOO�PK�I=GEJC�IKNA�?KILHAT�OLNEPAO�UKQ�?=J�QOA�PDASprite Editor >U�?HE?GEJC�PDAProject View Button =J@

OAHA?PEJCSprites�

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/project-editor/scenes#scene-limits


Composition of a Sprite

!�OLNEPA�?KJOEOPO�KB�

W -QHPELHAAnimation States
�>U�@AB=QHP�KJHU�=�OEJCHA�=JEI=PEKJ�OP=PA�EO�?NA=PA@�BKN�=�OLNEPA
�UKQ�?=J�I=GA�=�JAS�KJA�>U

?HE?GEJC�PDA� >QPPKJ�EJ�PDAAnimation Navigator�

\ %=?D�=JEI=PEKJ�OP=PA�?KJOEOPO�KB�IQHPELHA�=JEI=PEKJ�BN=IAO
�REAS=>HA�EJ�PDAFrames Navigator
�?HE?G�PDA� >QPPKJ�PK

?NA=PA�=�JAS�BN=IA
�=J@�?HE?G�=�BN=IA�PK�REAS�EP�EJ�PDAFrame Canvas BKN�A@EPEJC�

W ! Tile Palette
�PDEO�EO�PDA�PNG BEHA�BNKI�UKQN�=OOAPO�BKH@AN��#HE?G�EJPK�PDA�PEHAO�L=HAPPA�PK�OAHA?P�=�PEHA
�UKQ�?=J�PDAJ�@N=S�EP�>U

?HE?GEJC�EJPK�PDAFrame Canvas�

W ! Canvas Size PDEO�EO�PDA�SE@PD�=J@�DAECDP�KB�UKQNFrame Canvas
�OAP�PDEO�BNKI�PDAEditor Sidebar PK�PDA�OEVA�UKQ�S=JP�UKQN

OLNEPA�PK�>A�

W ! Collision Bounding Box PDEO�EO�PDA�SE@PD
�DAECDP�=J@�LKOEPEKJ�KB�=J�EJREOE>HA�>KT�QOA@�BKN�?KHHEOEKJ�@APA?PEKJ�SEPDEJ�PDA�C=IA

AJCEJA
�OAP�PDEO�PK�BEP�=O�?HKOAHU�=O�LKOOE>HA�=NKQJ@�PDA�?KHHE@=>HA�=NA=�KB�UKQN�OLNEPA�

Animation Settings

)J�PDAEditor Sidebar UKQ�?=J�?DKKOA�BNKI�=�HEOP�KB�OLNEPA�PULAO
�OAPPEJC�PDEO�SEHH�@APANIEJA�PDA�JQI>AN�KB�=JEI=PEKJO�=R=EH=>HA�BKN

UKQN�OLNEPA�=J@�SD=P�J=IAO�PDAU�D=RA�EJ�PDAAnimation Navigator��&KN�AT=ILHA�SDEHA�UKQ�?=J�QOA�=JU�OLNEPA�PULA�BKN�=Platformer



O?AJA�LH=UAN
�EP�O�NA?KIIAJ@A@�PK�OAP�PDA�PULA�PK�>APlatformer Player =O�PDEO�SEHH�=HHKS�UKQ�PK�?KJBECQNA�PDA*UMP =J@

#LIMBING =JEI=PEKJO�

3KIA�OLNEPA�PULAO�=HOK�=HHKS�UKQ�PK��&HEL��2ECDP��PK�#NA=PA��,ABP��&=?EJC�&N=IAO�
�PDEO�HAPO�UKQ�?NA=PA�>KPD�PDA�HABP�=J@�NECDP�OLNEPA

=JEI=PEKJO�BNKI�=�OEJCHA�=JEI=PEKJ�PD=P�CAPO�BHELLA@�=QPKI=PE?=HHU�O=REJC�UKQ�BNKI�?NA=PEJC�PDAOA�=JEI=PEKJO�I=JQ=HHU�

Animation States

5OEJC�PDA� >QPPKJ�EJ�PDAAnimation Navigator UKQ�?=J�?NA=PA�JASAnimation States��4DAOA�HAP�UKQ�?NA=PA�?QOPKI�=JEI=PEKJO

PD=P�?=J�>A�PNECCANA@�BNKI�O?NELPO�

/J?A�UKQ�RA�?NA=PA@�=�JASAnimation State UKQ�?=J�J=IA�EP�>U�PULEJC�EJ�PDAState Name EJLQP�EJ�PDAEditor Sidebar
�KN�>U

OAHA?PEJC�=J�ATEOPEJC�OLNEPA�J=IA�

4DA�HEOP�KB�OLNEPA�J=IAO�EO�CHK>=H�BKN�UKQN�LNKFA?P�=J@�EP�O�NA?KIIAJ@A@�PK�GAAL�PDA�JQI>AN�KB�QJEMQA�J=IAO�HKS��%=?D�KJA�UKQ

=@@�EJ?NA=OAO�PDA�=IKQJP�KB�IAIKNU�NAMQENA@�BKN�=HH�OLNEPAO�EJ�UKQN�C=IA��&KN�AT=ILHA
�N=PDAN�PD=J�D=REJC�PSK�QJEMQA�OLNEPAO

SEPD�OP=PAO%XPLODE=J@3QUASH
�?KJOE@AN�I=GEJC�=�OEJCHA�OP=PA�QOA@�>U�>KPD�?=HHA@$ESTROY�

4K�OSEP?D�SDE?D�=JEI=PEKJ�OP=PA�=J�=?PKN�ODKQH@�QOA�EJ�UKQN�C=IA
�UKQ�?=J�QOA�=3ET�!CTOR�!NIMATION�3TATE ARAJP��4DEO

=HHKSO�UKQ�PK�?DKKOA�=J�=?PKN�=J@�SDE?D�=JEI=PEKJ�OP=PA�UKQ�ODKQH@�OSEP?D�PK��-=GA�OQNA�PD=P�PDA�OLNEPAODAAP�UKQ�NA�QOEJC�D=O

=JEI=PEKJO�@ABEJA@�BKN�PDA�OP=PA�UKQ�RA�?DKOAJ�EJ�PDA�ARAJP�

Frame Canvas

/J?A�UKQ�D=RA�OAHA?PA@�=JAnimation =J@Frame PK�A@EP�UKQ�?=J�QOA�PDATile Palette =J@Frame Canvas PK�?NA=PA�=J�=JEI=PEKJ

BN=IA�

3P=NP�>U�?HE?GEJC�KJ�PDA�PEHA�UKQ�SEOD�PK�QOA�EJ�PDATile Palette�

W 9KQ�?=J�OAHA?P�IQHPELHA�PEHAO�>U�?HE?GEJC�=J@�@N=CCEJC�EJ�PDATile Palette

W "U�@AB=QHP�PDATile Palette OJ=LO�PK�=J�PX CNE@
�PDEO�EO�PK�EJ?NA=OA�PDA�?D=J?A�KB�PEHA�NAQOA�=O�A=?D�QJEMQA�PEHA�UKQ�QOA�EJ

UKQN�OLNEPA�P=GAO�=S=U�BNKI�HEIEPO�SDAJ�QOA@�EJ�O?AJAO��)B�UKQ�GJKS�SD=P�UKQ�NA�@KEJC�=J@�S=JP�PK�@EO=>HA�PDEO�CNE@�UKQ�?=J

PQNJ�KJ0RECISION�-ODE >U�?HE?GEJC�PDA�>QPPKJ�EJ�PDA�PKL�NECDP�KB�PDATile Palette KN�>U�DKH@EJC!LT SDEHA�I=GEJC�UKQN

OAHA?PEKJ�

/J?A�UKQ�D=RA�=�PEHA�OAHA?PEKJ�?HE?G�EJPK�PDAFrame Canvas PK�@N=S�PDA�PEHAO�EJPK�UKQN�BN=IA��9KQ�?=J�PDAJ�IKRA�PEHAO�=NKQJ@�EJ�PDA

Frame Canvas >U�@N=CCEJC�PDAI�=J@�EB�UKQ�D=RA�PEHA�OAHA?PEKJ�UKQ�?=J�IKRA�BN=IAO�PK�PDA�BNKJP�KN�>=?G�=J@�BHEL�PDAI�DKNEVKJP=HHU

KN�RANPE?=HHU�>U�QOEJC�PDAEditor Sidebar�

Onion Skin

5OEJC�PDAOnion Skin >QPPKJ�UKQ�?=J�PKCCHA�PDAOnion Skin BA=PQNA��4DEO�@EOLH=UO�=�OAIE�PN=JOL=NAJP�RANOEKJ�KB�PDA�LNAREKQO

BN=IA�>ADEJ@�PDAFrame Canvas =HHKSEJC�UKQ�PK�IKNA�A=OEHU�I=GA�@A?EOEKJO�=>KQP�PDA�BHKS�KB�PDA�=JEI=PEKJ�

Deleting T iles and Frames

4K�@AHAPA�=�PEHA�KN�BN=IA
�OAHA?P�EP�EJ�AEPDAN�PDAFrame Canvas KNFrames Navigator =J@�LNAOO"ACKSPACE KJ�UKQN�GAU>K=N@�

!HPANJ=PERAHU�PK�?=J�I=GA�UKQN�OAHA?PEKJ�PDAJ�?HE?G�PDA�@NKL@KSJ�>QPPKJ�=NNKS�EJ�PDA�PKL�NECDP�KB�PDAEditor Sidebar PK�=??AOO�=

IAJQ�SDANA�@AHAPEJC�EO�=R=EH=>HA�

Image Requirements
3LNEPA�PNG O�IQOP�KJHU�?KJP=EJ�PDA�BKHHKSEJC�BKQN�?KHKNO�



�������

���?��?

�A�B�?B

���B B��

$KSJHK=@�PDA�'"�3PQ@EK�0=HAPPA�3S=P?DAO�BKN�

!@K>A�0DKPKODKL

!OALNEPA

4DA�?KHKN���FF�� EO�QOA@�PK�NALNAOAJP�=�PN=JOL=NAJP�>=?GCNKQJ@�EJ�C=IA�=J@�SEHH�>A�EJREOE>HA�EJ�C=IA�=J@�EJ�PDAWorld Editor�

#KHKNO�PD=P�=NA�JKP�KJA�KB�PDA�=>KRA�DAT�?K@AO�SEHH�>A�I=P?DA@�PK�PDA�JA=NAOP�?KHKN��5JHEGA�>=?GCNKQJ@O
�PDA�?KHKN������� ?=J

JKP�>A�QOA@�EJ�OLNEPAO�

https://www.gbstudio.dev/assets/swatches/gb-studio-photoshop.aco
https://www.gbstudio.dev/assets/swatches/gb-studio-aseprite.aseprite


!OOAPO "=?GCNKQJ@O

Backgrounds
%=?D�KB�UKQN�O?AJAO�NAMQENAO�=�>=?GCNKQJ@�EI=CA�PD=P�@ABEJAO�DKS�PD=P�O?AJA�ODKQH@�HKKG��9KQ�?=J�=@@�>=?GCNKQJ@O�PK�UKQN

C=IA�>U�EJ?HQ@EJC�0.'�BEHAO�EJ�UKQN�LNKFA?P�OASSETS�BACKGROUNDSBKH@AN�

Color Requirements
"=?GCNKQJ@�0.'O�IQOP�KJHU�?KJP=EJ�PDA�BKHHKSEJC�BKQN�?KHKNO�

�������

�������

���?��?

�A�B�?B

$KSJHK=@�PDA�'"�3PQ@EK�0=HAPPA�3S=P?DAO�BKN�

!@K>A�0DKPKODKL

!OALNEPA

#KHKNO�PD=P�=NA�JKP�KJA�KB�PDA�=>KRA�DAT�?K@AO�SEHH�>A�I=P?DA@�PK�PDA�JA=NAOP�?KHKN��5JHEGA�OLNEPAO
�PDA�?KHKN���FF�� ?=J�JKP�>A

QOA@�EJ�>=?GCNKQJ@O�

Size Requirements
W "=?GCNKQJ@O�=NA�@ERE@A@�EJPK�PX T �PX PEHAOAPO�OK�PDA�PKP=H�EI=CA�OEVA�IQOP�>A�=�IQHPELHA�KB�PX EJ�>KPD�SE@PD�=J@

DAECDP�

W !�>=?GCNKQJ@�D=O�=�IEJEIQI�OEVA�KB���PX T ���PX 	PDA�'"�O?NAAJ�OEVA


W "KPD�PDA�SE@PD�=J@�DAECDP�KB�=�>=?GCNKQJ@�IQOP�>A�HAOO�PD=J�KN�AMQ=H�PK����PX �

W 4DA�SE@PD�KB�PDA�EI=CA�IQHPELHEA@�>U�PDA�DAECDP�IQOP�>A�HAOO�PD=J�KN�AMQ=H�PK�
���
��� ��&KN�AT=ILHA�=J�EI=CA�SEPD�PDA

SE@PD����PX SEHH�D=RA�=�I=T�DAECDP�KB���PX 	>A?=QOA�������������������� 


Tile Requirements
)J�IKOP�O?AJA�PULAO�=�>=?GCNKQJ@�EI=CA�?=J�?KJP=EJ�JK�IKNA�PD=J192 QJEMQA�PX T �PX PEHAO�=P�KJ?A�@QA�PK�IAIKNU�HEIEPO�

4DEO�IA=JO�PD=P�ARAJ�QOEJC�PDA�OI=HHAOP�>=?GCNKQJ@�OEVA�LKOOE>HA�UKQ�IQOP�NALA=P�=>KQP�D=HB�KB�UKQN�PEHAO��7DANA�LKOOE>HA�NALA=P

PEHAO�>APSAAJ�EI=CAO�=O�PDAU�SEHH�>A�CNKQLA@�PKCAPDAN�O=REJC�KJ�PKP=H�C=IA�OEVA��)P�EO�NA?KIIAJ@A@�PK�QOA�=�PEHA�I=L�A@EPKN�OQ?D

=O4EHA@PK�AJOQNA�UKQN�>=?GCNKQJ@O�?KJBKNI�PK�PDA�LETAH�CNE@�

4DA�AT?ALPEKJ�PK�PDEO�EO�O?AJAO�SEPD�PDAENScene Type OAP�=OLogo
�PDAOA�O?AJAO�?=J�QOA�=���PX T ���PX OEVA@�EI=CA�SEPD�JK

HEIEPO�KJ�QJEMQA�PEHAO�>QP�JKPA�PD=P�EJLogo O?AJAO�UKQ�=NA�QJ=>HA�PK�QOAActors KN�@EOLH=U�=Player�

https://www.gbstudio.dev/
https://www.gbstudio.dev/assets/swatches/gb-studio-photoshop.aco
https://www.gbstudio.dev/assets/swatches/gb-studio-aseprite.aseprite
https://www.mapeditor.org/


!OOAPO -QOE?

Music
-QOE?�?=J�>A�LH=UA@�EJ�UKQN�C=IA�QOEJC�PDA0H=U�-QOE?�4N=?GARAJP�EJ�UKQNActor
 Trigger
�KNScene O?NELPO�

9KQ�?=J�=@@�IQOE?�PK�UKQN�C=IA�>U�EJ?HQ@EJC�UGE KN�MOD BEHAO�EJ�UKQN�LNKFA?P�OASSETS�MUSIC BKH@AN�

!�LNKFA?P�?=J�KJHU�OQLLKNP�KJA�PULA�KB�IQOE?�BEHAO
�PDEO�?=J�>A�?KJBECQNA@�KJ�PDA3APPEJCO�6EAS>U�OAHA?PEJC�AEPDAN�-/$�KN�5'%�=O

PDA�-QOE?�&KNI=P�

�UGE BEHAO�?=J�>A�?NA=PA@�=J@�A@EPA@�SEPD�PDAMusic Editor�

3AA�PDA-QOE?�%@EPKN@K?QIAJP=PEKJ�BKN�IKNA�EJBKNI=PEKJ�

�MOD BEHAO�=NA�?NA=PA@�=J@�A@EPA@�QOEJC�=J�ATPANJ=H�4N=?GAN�OKBPS=NA��9KQ�?=J�OAHA?P�PDA�@AB=QHP�=LLHE?=PEKJ�PK�KLAJ�SDAJ

?HE?GEJC�=OOAP�A@EP�>QPPKJO�EJ�PDAGB Studio Preferences SEJ@KS�

3AA�PDA-/$�BEHAO@K?QIAJP=PEKJ�BKN�IKNA�EJBKNI=PEKJ�

-U�4 N=?G��

Play Music T rack

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/assets/music/music-huge
https://www.gbstudio.dev/docs/assets/music/music-gbt


!OOAPO -QOE? -QOE?�%@EPKN

Music Editor
)B�UKQ�D=RA�UKQNMusic Format EJ�PDASettings View OAP�PK5'%�	H5'%$RIVER
 	PDA�@AB=QHP�EJ�'"�3PQ@EK���=J@�=>KRA
�UKQ�?=J

=@@�IQOE?�PK�UKQN�C=IA�>U�EJ?HQ@EJC�UGE BEHAO�EJ�UKQN�LNKFA?P�OASSETS�MUSIC BKH@AN�

4DKOA�BEHAO�?=J�>A�A@EPA@�QOEJC�PDAMusic Editor >U�?HE?GEJC�PDAProject View Button =J@�OAHA?PEJCMusic��4DA�A@EPKN�=HOK�=HHKSO�PK

?NA=PA�JAS�OKJCO�>U�LNAOOEJC�PDA� >QPPKJ�KJ�PKL�KB�PDA�3KJC�HEOP�

�UGE BEHAO�?=J�=HOK�>A�A@EPA@�QOEJChUGETracker

Getting Started
4DAMusic Editor EO�@ERE@A@�EJ�PDNAA�L=NPO�

W Navigator ��#KJP=EJO�PDA�HEOP�KB�OKJCO�=J@�EJOPNQIAJPO�BKN�PDA�OAHA?PA@�OKJC

W Song Composer ��4DA�IQOE?�A@EPKN�EPOAHB��(=O�PSK�REASO�0E=JK�2KHH=J@4N=?GAN��4DA�BENOP�E?KJ�EJ�PDA�PKKH>=N�=HHKSO�PK

?D=JCA�REASO�

W Editor Sidebar ��!HHKSO�PK�A@EP�PDA�OKJC�PEPHA
�=NPEOP�J=IA�=J@�PAILK�=J@�=HOK�ODKSO�PDA�EJOPNQIAJP�KN�ABBA?P�A@EPKN�SDAJ

OAHA?PA@�

Structure of a Song

!�OKJC�?KJOEOPO�KB�

W &KQNChannels��$QPU��
�$QPU��
�7=RA�=J@�.KEOA�

\ %=?D�?D=JJAH�EO�>APPAN�OQEPA@�BKN�=�@EBBANAJP�PULA�KB�OKQJ@�	BKN�AT=ILHA��PDA�.KEOA�?D=JJAH�EO�QOQ=HHU�BEP�BKN�@NQI

NUPDUIO
�

\ %=?D�?D=JJAH�D=O�EPO�KSJ�OAP�KB���Instruments��$QPU���=J@�$QPU���OD=NA�PDA�O=IA�OAP�KB�EJOPNQIAJPO�

W -QHPELHAPatterns
�=�QJEMQA�CNKQL�KB�JKPAO�EJ�A=?D�KB�PDA�BKQN�?D=JJAHO�

\ %=?D�L=PPANJ�?KJP=EJO�=�OAMQAJ?A�KB�QL�PK����JKPAO�LAN�?D=JJAH
�=J@�A=?D�JKPA�EO�BKNIA@�>U�=�LEP?D�N=JCEJC�BNKI

#�� PK"�� 
�=J�EJOPNQIAJP�=J@�=J�ABBA?P�

\ 0=PPANJO�?=J�>A�NALA=PA@�KN�=NN=JCA@�PK�BKNI�PDA�BQHH�OKJC�QOEJC�PDAPattern Editor�

W ! Tempo
�DKS�I=JU�PE?GO�	���LAN�OA?KJ@
�D=RA�PK�AH=LOA�>ABKNA�=�NKS�EO�?KILHAPA��4DA�CNA=PAN�PDA�JQI>AN�KB�PE?GO
�PDA

OHKSAN�PDA�OKJC�EO�

Piano Roll
)J�0E=JK�2KHH�IK@A�UKQ�QOA�PDA�IKQOA�PK�=@@�JKPAO�PK�PDA�L=PPANJ��)P�NA=@O�HEGA�=�IQOE?�ODAAP
�PDA�PEIA�EO�NALNAOAJPA@�EJ�PDA

DKNEVKJP=H�=TEO�	?KHQIJO
�SDEHA�PDA�JKPA�LEP?D�EO�NALNAOAJPA@�KJ�PDA�RANPE?=H�=TEO�	NKSO
�

https://www.gbstudio.dev/
https://nickfa.ro/index.php/HUGETracker


9KQ�?=J�KJHU�=@@�JKPAO�PK�KJA�?D=JJAH�=P�=�PEIA
�OAHA?P=>HA�KJ�PDA�PKL�NECDP�PKKH>=N��4DA�?D=JJAHO�?=J�>A�IQPA@�SEPD�PDA�OLA=GAN

E?KJ�BKN�A=?D�?D=JJAH��4DA�?D=JJAHO�PD=P�=NAJ�P�OAHA?PA@�?=J�>A�LNAREASA@�>U�?HE?GEJC�PDA�AUA�E?KJ�

Using the Piano Roll

4K�EJLQP�=�JKPA
�OAHA?P�PDA�LAJ�PKKH�EJ�PDA�PKKH>=N�=J@�?HE?G�KJ�=�?AHH��4DA�JKPA�SEHH�QOA�PDA�OAHA?PA@�EJOPNQIAJP�EJ�PDA�PKKH>=N�

4K�NAIKRA�=�JKPA
�OAHA?P�PDA�AN=OAN�PKKH�EJ�PDA�PKKH>=N�=J@�?HE?G�KJ�=J�ATEOPEJC�JKPA��9KQ�?=J�=HOK�NECDP�?HE?G�KJ�=J�ATEOPEJC�JKPA�PK

NAIKRA�EP�

4K�OAHA?P�=�JKPA
�OAHA?P�PDA�OAHA?PKN�PKKH�KN�LNAOO3HIFT ��/J?A�OAHA?PA@�=�CNKQL�KB�JKPAO�=J@�@N=C�=J@�@NKL�PDAI�=JUSDANA�AHOA

EJ�PDA�CNE@�

4DA�ABBA?P�>=N
�=P�PDA�>KPPKI�KB�PDA�LE=JK�CNE@
�=HHKSO�PK�=@@�=JABBA?PPK�=�CERAJ�JKPA�QOEJC�PDA�ABBA?P�A@EPKN�EJ�PDA�NECDP�L=JCA�

4DA�OKJC�?=J�>A�LNAREASA@�=P�=JU�PEIA�>U�LNAOOEJC�PDA�LH=U�>QPPKJ�

4K�OAP�PDA�LH=U>=?G�OP=NPEJC�LKOEPEKJ
�?HE?G�PDA�=NA=�=>KRA�PDA�LE=JK�NKHH
�SDANA�PDA�LH=U>=?G�DA=@�EO�ODKSJ�

4DA�OKJC�?=J�>A�O=RA@�>U�LNAOOEJC�PDA�O=RA�>QPPKJ�KN�#PNH�#I@���3�

Tracker
)J�4N=?GAN�IK@A�UKQ�QOA�PDA�GAU>K=N@�PK�=@@�JKPAO�PK�PDA�L=PPANJ��4DA�OKJC�=@R=J?AO�BNKI�PKL�PK�>KPPKI
�SEPD�A=?D�NKS

NALNAOAJPEJC�=�LKOEPEKJ�KB�PDA�OKJC�



4DANA�O�KJA�?KHQIJ�BKN�A=?D�?D=JJAH
�=J@�A=?D�?KHQIJ�EO�@ERE@A@�EJ���BEAH@O��0EP?D�	KN�.KPA

�)JOPNQIAJP�=J@�%BBA?P�

2KSO�?=J�>A�AILPU
�KN�?=J�>A�L=NPE=HHU�BEHHA@�	SEPD�FQOP�=J�ABBA?P
�BKN�AT=ILHA
�

Using the T racker

4DA�OKJC�CNE@�?=J�>A�J=REC=PA@�SEPD�PDA�?QNOKN�GAUO�

4DANA�O�PSK�GAU>K=N@�H=UKQPO�PK�EJLQP�PDA�R=HQAO�EJ�PDA�JKPA�?KHQIJ��4DA�H=UKQP�?=J�>A�OAHA?PA@�EJ�PDAGB Studio Preferences

SEJ@KS�

Linear layout

#���������

����������

\���\��\

\���\����������%FFECT�COLUMN�	6OLUME�CHANGES
�ARPEGGIOS
�PANNING
�ETC�


\��������������)NSTRUMENT

���������������.OTE�AND�OCTAVE�	!�#�NOTE�IN�THE��TH�OCTAVE��4HE�DASH�CAN�BE�A��
�WHICH

SIGNIFIES�A�SHARP�NOTE�E�G��#�
�$�




This is the layout used by trackers like OpenMPT and hUGETracker.

%=?D�GAU>K=N@�NKS�	KN��HEJA�
�NALNAOAJPO�KJA�K?P=RA�KJ�=�LE=JK��+AUO�BNKI1 PK� =NA�QOA@�PK�EJLQP�PDA�R=HQAO
�OP=NPEJC�SEPD#

EJ�PDA�>=OA�K?P=RA�	��>U�@AB=QHP
�

Piano layout

This is the layout used by trackers like MilkyTracker or FastTracker2.

4DA�GAU>K=N@�EO�OLHEP�EJ�PSK�KB�CNKQLO�KB�PSK�NKSO�KB�GAUO��/J�A=?D�CNKQL�PDA�PKL�GAUO�NALNAOAJP�PDA�>H=?G�GAUO�KB�=�LE=JK


=J@PDA�>KPPKI�GAUO�PDA�SDEPA�KJAO��+AUO�BNKI� PK� =NA�QOA@�PK�EJLQP�PDA�R=HQAO
�OP=NPEJC�SEPD# EJ�PDA�>=OA�K?P=RA�����	��>U

@AB=QHP
�

4DA�>=OA�K?P=RA�?=J�>A�OAHA?PA@�EJ�PDA�PKKH>=N�

4DA�JQIANE?�GAUO�=NA�QOA@�PK�EJLQP�PDA�R=HQA�EJ�PDA�EJOPNQIAJP�?KHQIJ��!�@AB=QHPEJOPNQIAJP?=J�>A�OAHA?PA@�EJ�PDA�PKKH>=N�=J@�>A

QOA@�=QPKI=PE?=HHU�SDAJ�=@@EJC�=�JAS�JKPA�

4DA�JQIANE?�GAUO
�=J@�GAUO! PDNKQCD& =NA�QOA@�PK�EJLQP�R=HQAO�EJ�PDAABBA?P?KHQIJ�

4DA�OKJC�?=J�>A�LNAREASA@�=P�=JU�PEIA�>U�LNAOOEJC�PDA�LH=U�>QPPKJ�

4K�OAP�PDA�LH=U>=?G�OP=NPEJC�LKOEPEKJ
�?HE?G�PDA�NKS�JQI>AN�KJ�PDA�HABP�OE@A�KB�PDA�PN=?GAN�CNE@�

4DA�OKJC�?=J�>A�O=RA@�>U�LNAOOEJC�PDA�O=RA�>QPPKJ�KN�#PNH�#I@���3�



Pattern Navigator

4DA�@NKL@KSJ�IAJQ�KJ�A=?D�?AHH�=HHKSO�UKQ�PK�OAHA?P�KJA�KB�PDA�ATEOPEJC�L=PPANJO�KN�=OOECJ�=J�AILPU�KJA�PK�PDA�?QNNAJP�LKOEPEKJ�

4DA�LHQO�>QPPKJ�=HHKSO�UKQ�PK�=@@�=�JAS�L=PPANJ�PK�PDA�OKJC�

Note: =JU�QJQOA@�L=PPANJ�SEHH�>A�NAIKRA@�BNKI�PDA�OKJC�KJ�O=RA�

Instruments
"KNNKSEJC�BNKI�PDA�@AO?NELPEKJO�KJ�PDAD5'%4 N=?GAN�I=JQ=H

3AHA?PEJC�=J�EJOPNQIAJP�EJ�PDA�HABP�OE@A>=N�SEHH�KLAJ�PDA�EJOPNQIAJP�A@EPKN�KJ�PDA�NECDP�OE@A>=N�

#D=JCAO�PK�PDA�EJOPNQIAJP�?=J�>A�LNAREASA@�=P�=JU�PEIA�>U�LNAOOEJC�PDA��4AOP�)JOPNQIAJP�	#�
��>QPPKJ
�SDE?D�SEHH�LH=U�PDA�#�

JKPA�BKN�=�BAS�OA?KJ@O�SEPD�PDA�OAHA?PA@�EJOPNQIAJP�

/PDAN�PD=J�PDA�EJOPNQIAJP�J=IA
�A=?D�EJOPNQIAJP�D=O�EPO�KSJ�OAP�KB�BEAH@O�PD=P�?=J�>A�A@EPA@�

Duty Instruments

Length: 7DAJ�AJ=>HA@
�PDA�JKPA�SEHH�>A�?QP�KBB�EIIA@E=PAHU�=P�=�OLA?EBE?�HAJCPD��)B�JKP�AJ=>HA@�PDA�JKPA�SEHH�LH=U�QJPEH�=�JAS�JKPA

OP=NPO�

Initial V olume ��3APO�PDA�OP=NPEJC�RKHQIA�BKN�PDA�AJRAHKLA��)B�PDANA�O�JK�OSAAL�?D=JCA�OAP�PDEO�SEHH�>A�PDA�RKHQIA�BKN�PDA�JKPA�

Sweep Change: $ABEJAO�DKS�OPAAL�PDA�RKHQIA�?D=JCA�SEHH�>A��4DA�DECDAN�KN�HKSAN�PDA�R=HQA
�PDA�MQE?GAN�PDA�JKPA�SEHH�B=@A�EJ�KN

KQP�

Sweep Time: 3AHA?PO�PDA��OSAAL�PEIA��BKN�PDA�JKPA�PK�P=GA��4DA�CNA=PAN�PDA�R=HQA
�PDA�OHKSAN�PDA�OSAAL�

Sweep Shift: 3AHA?PO�PDA�@ENA?PEKJ�=J@�I=CJEPQ@A�KB�OSAAL�BKN�PDA�JKPA�PK�P=GA�LAN��PE?G��=O�OLA?EBEA@�>U�3SAAL�4EIA��0KOEPERA

R=HQAO�LKNP=IAJPKO�PDA�JKPA�QL
�JAC=PERA�R=HQAO�LKNP=IAJPKO�EP�@KSJ�

Duty: 3AHA?PO�PDA�PEI>NA�KB�JKPA�PK�LH=U��%=?D�KJA�OKQJ@O�@EBBANAJP
�=J@�PDAU�=NA�QOABQH�SDAJ�UKQ�@KJ�P�S=JP�>KPD�KB�PDA�@QPU

?D=JJAHO�PK�?H=OD�SEPD�KJA�=JKPDAN�

Wave Instruments

Length: 7DAJ�AJ=>HA@
�PDA�JKPA�SEHH�>A�?QP�KBB�EIIA@E=PAHU�=P�=�OLA?EBE?�HAJCPD��)B�JKP�AJ=>HA@�PDA�JKPA�SEHH�LH=U�QJPEH�=�JAS�JKPA

OP=NPO�

Volume ��3LA?EBEAO�=P�SD=P�RKHQIA�=�S=RA�EJOPNQIAJP�OD=HH�LH=U�QJHAOO�KRANNE@@AJ�>U�=�RKHQIA�ABBA?P�?KII=J@��4DANA�=NA�KJHU��

LKOOE>HA�R=HQAO�DANA
�=O�PDA�S=RA�?D=JJAH�O�RKHQIA�EJPANB=?A�EO�IKNA�HEIEPA@�PD=J�PDA�KPDAN�?D=JJAHO�

Waveform ��3AHA?PO�SDE?D�S=RABKNI�ODKQH@�LH=U�=O�L=NP�KB�PDEO�EJOPNQIAJP��4DA�OAHA?PA@�S=RABKNI�?=J�>A�A@EPA@�>U�@N=SEJC�KJ

PDA�S=RABKNI�LNAREAS�

https://nickfa.ro/images/HUGETrackerManual.pdf


Noise Instruments

Length: 7DAJ�AJ=>HA@
�PDA�JKPA�SEHH�>A�?QP�KBB�EIIA@E=PAHU�=P�=�OLA?EBE?�HAJCPD��)B�JKP�AJ=>HA@�PDA�JKPA�SEHH�LH=U�QJPEH�=�JAS�JKPA

OP=NPO�

Initial V olume ��3APO�PDA�OP=NPEJC�RKHQIA�BKN�PDA�AJRAHKLA��)B�PDANA�O�JK�OSAAL�?D=JCA�OAP�PDEO�SEHH�>A�PDA�RKHQIA�BKN�PDA�JKPA�

Sweep Change: $ABEJAO�DKS�OPAAL�PDA�RKHQIA�?D=JCA�SEHH�>A��4DA�DECDAN�KN�HKSAN�PDA�R=HQA
�PDA�MQE?GAN�PDA�JKPA�SEHH�B=@A�EJ�KN

KQP�

7-bit counter: 7DAJ�?DA?GA@
�PDA�EJOPNQIAJP�SEHH�OKQJ@�IKNA�HEGA�=�IQOE?=H�PKJA�N=PDAN�PD=J�JKEOA�

Noise Macro: ,EGA�=J�=NLACCEK�ABBA?P
�OAP�QL�PK���LEP?D�?D=JCAO������BNKI�PDA�JKEOA�BNAMQAJ?U
�=@R=J?EJC�ARANU�BN=IA��&NA=P�BKN

GE?G�@NQIO�KN�B=OP�OSAALEJC�JKEOA��-QOP�>A�ODKNPAN�PD=J�UKQN�?QNNAJP�OKJC�PAILK�

Effects
"KNNKSEJC�BNKI�PDA�@AO?NELPEKJO�KJ�PDAD5'%4 N=?GAN�I=JQ=H

Effect Name Description

�TU !NLACCEK
/J�ARANU�PE?G
�OSEP?D�>APSAAJ�PDA�LH=UEJC�JKPA
�JKPA��X 
�=J@�JKPA��Y 
�SDANAX =J@Y =NA

R=HQAO�EJ�OAIEPKJAO��#=J�>A�QOA@�PK�?NA=PA��?DKN@O��KN�=�OPNQI�ABBA?P�

�TT
0KNP=IAJPK

5L
3HE@A�PDA�LEP?D�QL�>UXX QJEPO�ARANU�PE?G�

�TT
0KNP=IAJPK

$KSJ
3HE@A�PDA�LEP?D�@KSJ�>UXX QJEPO�ARANU�PE?G�

�TT
4KJA

0KNP=IAJPK

3HE@A�PDA�LEP?D�PKS=N@O�PDA�OLA?EBEA@�JKPA�R=HQA�>UXX QJEPO�ARANU�PE?G��3PKLO�SDAJ�EP�NA=?DAO�PDA

OLA?EBEA@�JKPA�R=HQA�

This effect cannot be used in a cell with an instrument value.

�TU 6E>N=PK

2=LE@HU�OSEP?D�>APSAAJ�PDA�OLA?EBEA@�JKPA�R=HQA�=J@�JKPA���U
�=P�PDA�N=PA�KBX 
�SDANAY EO�=

R=HQA�EJ�QJEPO��4DEO�EO�OEIEH=N�PK�=NLACCEK
�AT?ALP�UKQ�?=J�?KJPNKH�PDA�BNAMQAJ?U
�=J@�PDA�=IKQJP�EO

OLA?EBEA@�EJ�QJEPO�N=PDAN�PD=J�OAIEPKJAO�

�TT
3AP�-=OPAN

6KHQIA

3APO�PDA�I=OPAN�RKHQIA�?KJPNKH�KB�PDA�'=IA>KU�BKN�PDA�HABP�=J@�NECDP�OLA=GANO��5OA�PDA�ABBA?P

A@EPKN�PK�?NA=PA�KJA�KB�PDAOA�ABBA?PO��.KPA�PD=P�=�RKHQIA�KB�VANK�EO�JKP�?KILHAPAHU�OEHAJP�

�TT
#=HH

2KQPEJA
#=HH�=�QOAN�@ABEJA@�NKQPEJA��2KQPEJAO�?=J�>A�?NA=PA@�>U�QOEJC�PDA3AP�-QOE?�2KQPEJAARAJP�

https://nickfa.ro/images/HUGETrackerManual.pdf
https://www.gbstudio.dev/docs/scripting/script-glossary/music-sound-effects#set-music-routine


Effect Name Description

�TT .KPA�$AH=U 7 =EPXX PE?GO�>ABKNA�LH=UEJC�PDA�JKPA�EJ�PDEO�?AHH�

�TT
3AP

0=JJEJC

3APO�SDE?D�?D=JJAHO�LH=U�KJ�SDE?D�OLA=GANO��5OA�PDA�ABBA?P�A@EPKN�PK�?NA=PA�KJA�KB�PDAOA�ABBA?PO�

#=J�=HOK�>A�QOA@�=O�=�IQPA�BKN�=�?D=JJAH�>U�OAPPEJC�EP�PK�KQPLQP�KJ�JAEPDAN�HABP�JKN�NECDP�

�TT
3AP�$QPU

#U?HA

3AHA?P�@QPU�?U?HA�BKN�AEPDAN�PDA�$QPU���KN�$QPU���?D=JJAHO��)B�PDEO�ABBA?P�=LLA=NO�KJ�PDA�.KEOA�KN

7 =RA�?D=JJAHO
�EP�SEHH�=BBA?P�PDA�$QPU���?D=JJAH��6=HE@�R=HQAO�BKNXX =NA���
���
���
�#���5J@AN�PDA

DKK@
�PDAXX R=HQA�EO�HK=@A@�@ENA?PHU�EJPK�$QPU���KN�$QPU���O�HAJCPD�NACEOPAN
�OK�UKQ�?KQH@

PDAKNAPE?=HHU�=?DEARA�KPDAN�ABBA?PO�PD=J�FQOP�@QPU�?U?HA�?D=JCEJC�

!TU
6KHQIA

3HE@A

3HE@A�PDA�JKPA�O�RKHQIA�QL�>UX QJEPO
�=J@�PDAJ�@KSJ�>UY QJEPO�

4DEO�ABBA?P�=?PQ=HHU�NAPNECCANO�PDA�JKPA�KJ�A=?D�PE?G
�SDE?D�IECDP�JKP�>A�JKPE?A=>HA�BKN�EJOPNQIAJPO

SEPDKQP�HAJCPD�AJRAHKLA
�>QP�?KQH@�LKPAJPE=HHU�OKQJ@�>=@�EB�PDKOA�=NA�LNAOAJP�

2A?KIIAJ@A@�PK�QOA�AEPDAN�EJOPNQIAJP�AJRAHKLAO
�KN�PDA# ?KII=J@�EJOPA=@�EB�UKQ�?=J�

This effect does not work in the same cell as a note/instrument!

"TT
0KOEPEKJ

*QIL
*QIL�PK�PDA�OP=NP�KB�L=PPANJXX ��)B XX EO�� FQIL�PK�PDA�JATP�L=PPANJ�

#AR 3AP�6KHQIA

3AP�PDA�AJRAHKLAE =J@�RKHQIAV KB�PDA�?D=JJAH��-QOP�>A�=??KIL=JEA@�>U�=�JKPA�=J@

EJOPNQIAJP�PK�SKNG�	AT?ALP�KJ�PDA�7=RA�?D=JJAH
�

6=HE@�RKHQIAO�N=JCA�BNKI�����&�	��
��
��
�&�BKN�7=RA�?D=JJAH
�

6=HE@�AJRAHKLAO�BKN#EV ���&�
���QOA�EJOPNQIAJP
���JK�B=@A
�����B=@A�MQEAPAN
���&�B=@A�HKQ@AN


OI=HHAN�R=HQAO�B=@A�B=OPAN�

$TT
0=PPANJ

"NA=G
*QIL�PK�PDA�JATP�L=PPANJ�A=NHU
�=J@�OP=NP�KJ�NKSXX �

%TT .KPA�#QP #QP�PDA�JKPA�ODKNP�=BPANXX PE?GO�

&TT 3AP�3LAA@
3AP�PDA�JQI>AN�KB�PE?GO�LAN�NKS�PKXX ��#=J�>A�QOA@�EJ�=J�=HPANJ=PEJC�B=ODEKJ�PK�?NA=PA�=�OSEJC

>A=P�

Keyboard Shortcuts
3AA +AU>K=N@�3DKNP?QPO���-QOE?�%@EPKN

https://www.gbstudio.dev/docs/getting-started/keyboard-shortcuts#music-editor


!OOAPO -QOE? -/$�-QOE?

MOD Music
)B�UKQ�D=RA�UKQNMusic Format EJ�PDASettings View OAP�PK-/$�	'"4�0H=UAN
 	PDA�@AB=QHP�EJ�'"�3PQ@EK���=J@�>AHKS
�UKQ�SEHH�JAA@

PK�LNKRE@A�IQOE?�=O�MOD BEHAO�

Requirements
!@@�IQOE?�PK�UKQN�C=IA�>U�EJ?HQ@EJC��IK@�BEHAO�EJ�UKQN�LNKFA?P�OASSETS�MUSIC BKH@AN��'"4�0H=UAN�EO�=�@NERAN�PD=P�P=GAO��IK@

BEHAO�=J@�?KJRANPO�PDAI�PK�EJOPNQ?PEKJO�BKN�PDA�'=IA>KU��'"4�0H=UAN�EJPANLNAPO��IK@�BEHAO�@EBBANAJPHU�PD=J�PDA�!IEC=�?KILQPANO

PD=P�PDA��IK@�BKNI=P�S=O�KNECEJ=HHU�@AOECJA@�BKN
�OK�ARANU��IK@�BEHA�PD=P�'"4�0H=UAN�NA=@O�ODKQH@�>A�?KILKOA@�=NN=JCA@�PK�>A

QOA@�SEPD�'"4�0H=UAN�

!O�=J�=HPANJ=PERA�PK�?KILKOEJC
�PDANA�EO�=�S=U�PK�EILKNP��IE@E�BEHAO�PK�/LAJ-04�BKN�LH=U>=?G�EJ�'"4�0H=UAN��-KNA�EJBKNI=PEKJ�?=J

>A�BKQJ@�QJ@AN&NAMQAJPHU�!OGA@�1QAOPEKJO��9KQ�?=J�=HOK�>NKSOA�PDA'"�3PQ@EK�#KIIQJEPU�!OOAPOPK�BEJ@�BNAA
�'"4�?KIL=PE>HA

IQOE?�QJ@AN�PDA�-)4�HE?AJ?A�

4K�?KILKOA�'"4 �?KIL=PE>HA��IK@�BEHAO
�UKQ�?=J�QOA�OKBPS=NA�OQ?D�=OOpenMPT 	BKN�7EJ@KSO�KN�,EJQT�QOEJC�7EJA



MilkyT racker 	BKN�7EJ@KSO
�-=?�=J@�,EJQT

ProTracker 
�=J@BassoonT racker 	>NKSOAN�>=OA@
�PK�J=IA�=�BAS��!JU�OKBPS=NA

PD=P�HK=@O�=J@�ATLKNPO��IK@�BEHAO�?=J�SNEPA�BEHAO�PD=P�=NA�?KIL=PE>HA�SEPD�'"4�0H=UAN�

Resources
)P�EO�NA?KIAJ@A@�UKQ�NA=@�PDNKQCD�UKQN�PN=?GAN�O�@K?QIAJP=PEKJ�PK�HA=NJ�=>KQP�UKQN�PN=?GAN�

W /LAJ-04�O�$K?QIAJP=PEKJ

W -EHGU4N=?GAN�O�$K?QIAJP=PEKJ

W "=OOKKJ4N=?GAN�O�$K?QIAJP=PEKJ

,=OPHU
�PDA'"�3PQ@EK�$EO?KN@=HOK�D=O�=�@A@E?=PA@��IQOE?�DAHL�?D=JJAH�=J@�=��PQPKNE=HO�?D=JJAH�EJ�?=OA�UKQ�CAP�OPQ?G�

Getting Started
�� #NA=PA�=�>H=JG�'"�3PQ@EK�LNKFA?P
�BEJ@�PDA�BEHAASSETS�MUSIC�TEMPLATE�MOD=J@�KLAJ�EP�SEPD�UKQN�PN=?GAN�KB�?DKE?A�

\ You must edit this file to get an accurate representation of the instruments you can use.

\ -EHGU4N=?GAN�QOANO�ODKQH@�O=RA�PDEO�BEHA�=O�=J�8- BEHA��3=REJC�=��IK@�BEHA�EJ�-EHGU4N=?GAN�SEHH�?KNNQLP�EP��%TLKNP�UKQN

OKJC�=O�=��IK@�BEHA�ARANU�PEIA�UKQ�S=JP�PK�PAOP�UKQN�OKJC�EJ�C=IA�

�� 5OA�PDA�EJOPNQIAJP�HEOP�ODKSJ�H=PAN�EJ�PDEO�@K?QIAJP�PK�LE?G�PDA�OKQJ@O�UKQ�S=JP��#D=JCEJC�PDA�O=ILHAO�EJ�UKQN�PN=?GAN�SEHH

JKP�=BBA?P�DKS�PDAU�OKQJ@�EJ�C=IA�

7DAJ�@KJA
�=@@�UKQN��IK@�BEHAO�PK�PDAASSETS�MUSIC BKH@AN�KB�UKQN�LNKFA?P�Test your song in-game often to keep track of

any audible in-game differences.

(ANA�EO�=�MQE?G�NQJ@KSJ�KB�DKS�=�PN=?GAN�SKNGO�

#������V������

��������������

https://www.gbstudio.dev/
https://github.com/AntonioND/gbt-player
https://www.gbstudio.dev/docs/music/#frequently-asked-questions
https://github.com/DeerTears/GB-Studio-Community-Assets
https://openmpt.org/
https://milkytracker.titandemo.org/
https://16-bits.org/pt.php
https://www.stef.be/bassoontracker/
https://wiki.openmpt.org/Tutorial:_Getting_Started
https://milkytracker.org/docs/MilkyTracker.html#shortcuts
https://www.stef.be/bassoontracker/docs/#about
https://discord.gg/v9xAJCJ


4DEO�EO�SD=P�?KILNEOAO�KB�=�?D=JJAH�O�NKS��2KSO�?=J�>A�AILPU
�KN�?=J�KJHU�>A�L=NPE=HHU�BEHHA@�	SEPD�FQOP�=J�ABBA?P
�BKN�AT=ILHA
�

4DANA�O���KB�PDKOA�?KHQIJO�EJ�PKP=H�

!JU�L=NP�EJ�PDEO�@K?QIAJP=PEKJ�SDANA�UKQ�OAA�@=P=�PD=P�OP=NPO�SEPD-OD0LUG�4RACKER�-/$ 
�UKQ�?=J�?KLU�PD=P�AJPENA�>HK?G�EJPK

/LAJ-04�=O�EO��!JU�@=P=�?KLEA@�BNKI�/LAJ-04�HKKGO�HEGA�PD=P�SDAJ�UKQ�L=OPA�EP�EJPK�=JU�PATP�=LLHE?=PEKJ�

GBT Player's Channel Limitations
�-/$�BEHAO�JAA@�PK�QOA���?D=JJAHO��,K=@EJC�=�?KLU�KB�PAILH=PA�IK@�>ABKNA�?KILKOEJC�SEHH�AJOQNA�PDEO�EO�OAP�QL�?KNNA?PHU�

Channel # Sound type Note Range 1 Instruments Effects

#D=JJAH������ 0QHOA #��PK�"� ��� �
�#
�%�
�%#
�"
�$
�&

#D=JJAH�� 7 =RABKNI #��PK�"� ���� �
�#
�%�
�%# 2

#D=JJAH�� .KEOA /JHU�#� ����� #
�%�
�%#
�"
�$
�&

1 This range is for One-Indexed Trackers (C1 is the lowest-possible note). This is comparable to OpenMPT in default settings.

Trackers that are Zero-Indexed by default (C0 is the lowest-possible note) should interpret these Note Ranges a full octave down.

This is comparable to MilkyTracker in default settings.

5OEJC�@AB=QHP�OAPPEJCO�KJ�/LAJ-04�=J@�-EHGU4N=?GAN
�#��PK�"��EJ�/LAJ-04�OKQJ@O�PDA�O=IA�=O�#��PK�"��EJ�-EHGU4N=?GAN�

2 Effects B, D, and F can be also used on Channel 3 if the same row isn't being used to set a note/instrument.

Volume Limitations
#QNNAJPHU
�RKHQIA�?=J�KJHU�>A�=@FQOPA@�>U�QOEJC�PDA#XX ABBA?P�BKN�A=?D�?D=JJAH�

4DA�'=IA>KU�D=O����QJEMQA�RKHQIA�OAPPEJCO�BKN�#D=JJAHO��
���=J@����'"4�0H=UAN�SEHH�BHKKN�	NKQJ@�@KSJ
�PDA�R=HQAO�EJ�=#XX

RKHQIA�ABBA?P�PK�IQHPELHAO�KB���

Unique V olume Settings for Channels 1, 2 and 4:

��
���
���
��#
���
���
���
��#
���
���
���
��#
���
���
���
��#

!JU�JQI>AN�PD=P�O�JKP�=�IQHPELHA�KB���SEHH�>A�NKQJ@A@�@KSJ�PK�KJA�KB�PDA�=>KRA�JQI>ANO�

Example: %JPANEJC#�� 
 #�� =J@#�� SEHH�OKQJ@�PDA�O=IA�=O�AJPANEJC#�� �

Example: %JPANEJC#�� SEHH�OKQJ@�PDA�O=IA�=O�AJPANEJC#�# �

#D=JJAH���EO�PDA�AT?ALPEKJ�PK�PDEO�SEPD�KJHU���QJEMQA�RKHQIA�OAPPEJCO�

Unique V olume Settings for Channel 3:

��
���
���
���

'"4�0H=UAN�SEHH�NKQJ@#XX ABBA?PO�KJ�#D=JJAH���PK�PDA�JA=NAOP�JQI>AN�HEOPA@�=>KRA�



Example: %JPANEJC#�� SEHH�NKQJ@�PDA�RKHQIA�QL�PK#�� �

Volume Persistence
)J�IKOP�PN=?GANO
�EB�=�JKPA�EO�LH=UA@�SEPDKQP�=�RKHQIA�?KII=J@
�PDA�JKPA�O�RKHQIA�EO�NAOAP�PK�PDA�I=TEIQI��7DAJ�=��IK@�BEHA�EO

?KJRANPA@�>U�'"4�0H=UAN
�JKPAO�SEPDKQP�=�RKHQIA�ABBA?P�SEHH�LH=U�=P�PDA�O=IA�RKHQIA�=O�PDA�LNAREKQO#XX ABBA?P�PD=P�PDA�?D=JJAH

NA=@��&KN�AT=ILHA
�P=GA�PDEO�O?AJ=NEK�

)J�PDA�PN=?GAN
�PDA�%���JKPA�SEHH�NAOQIA�=P�BQHH�RKHQIA�=BPAN�PDA�#���ABBA?P�

)J�C=IA
�UKQ�SEHH�JKP�DA=N�PDA�%���JKPA��4DEO�EO�>A?=QOA�PDA�#���LANOEOPO�QJPEH�=JKPDAN#XX ABBA?P�EO�OAP��4K�I=GA�PDA�PN=?GAN

LH=U>=?G�OKQJ@�E@AJPE?=H�PK�PDA�EJ�C=IA�LH=U>=?G
�PDA�BKHHKSEJC�IQOP�>A�@KJA�

!@@EPEKJ=HHU
�#D=JJAH���NAMQENAO�PD=P�PDA�EJOPNQIAJP�=J@�JKPA�EO�OAP�@QNEJC�=�RKHQIA�?D=JCA�BKN�PDA�RKHQIA�?D=JCA�PK�D=RA�=JU

ABBA?P��	%T?ALP�BKN#�� �
�&KN�AT=ILHA�

9KQ�SEHH�JKP�DA=N�=JU�RKHQIA�?D=JCA�BNKI�PDA�#���EJ�C=IA��!@@�=�JKPA�=J@�EJOPNQIAJP�KJ#�� PK�NACEOPAN�PDA�RKHQIA�?D=JCA�

-OD0LUG�4RACKER�-/$
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-OD0LUG�4RACKER�-/$
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Instruments
All numbers listed here are in base-10 unless otherwise noted.

4DA�LQHOA�?D=JJAHO���=J@���D=RA�BKQN�EJOPNQIAJP�KLPEKJO�

�� ����LQHOA

�� ����LQHOA�	OMQ=NA�S=RA


�� ����LQHOA�	EJRANPA@�����LQHOA


�� ������LQHOA

)JOPNQIAJPO���PDNKQCD���=NA�EJPAJPEKJ=HHU�HABP�>H=JG�

#D=JJAH��
�PDA�S=RA�?D=JJAH
�D=O���EJOPNQIAJP�KLPEKJO�

�� "QVVU�	3KQN?A�?K@A�?=HHO�PDEO��N=J@KI��0�


�� 2EJCU�	QOABQH�BKN�3&8


��� 	!
�3UJ?�3=S

� �� 	"
�2EJC�3=S

��� 	#
�/?P=RA�0QHOA���4NE=JCHA

��� 	$
�3=SPKKPD

��� 	%
�3MQ=NA

��� 	&
�3EJA

!O�KB�'"�3PQ@EK������
�'"4�0H=UAN�QOAO����EJOPNQIAJPO�PK�=??AOO�LNA�@APANIEJA@�JKEOA�OAPPEJCO���EJOPNQIAJPO����PK����

)JOPNQIAJPO����PK����QOA�0ANEK@E?�	HKKLA@
�.KEOA�=P�R=NEKQO�LEP?DAO
�SDEHA�EJOPNQIAJPO����PK����QOA�0OAQ@KN=J@KI�JKEOA�=P

R=NEKQO�LEP?DAO�

4DA�JE?GJ=IAO�=J@�@AO?NELPEKJO�JATP�PK�PDAOA�EJOPNQIAJPO�=NA�JKP�KBBE?E=H�BKN�'"4�0H=UAN
�PDAU�=NA�EJPAJ@A@�PK�DAHL�E@AJPEBU�PDAOA

JKEOA�LNAOAPO�=P�=�CH=J?A�

0ANEK@E?�.KEOA�

��� 	��DT
��OPQPPAN����!�OMQ=NA�LHQO�=�LQHOA�=P�N=J@KI�LQHOA�SE@PDO

��� 	� �DT
��NQI>HA����4DA�O=IA�S=RABKNI�>QP�B=OPAN

��� 	��DT
��AJCEJA����4DA�O=IA�S=RABKNI�>QP�ARAJ�B=OPAN

��� 	��DT
��HKS�PKJA����3KQJ@O�HEGA�$�

��� 	��DT
��QJ@ANPKJA����3KQJ@O�HEGA�%������?AJPO

��� 	��DT
��IE@@HAPKJA����3KQJ@O�HEGA�"������?AJPO

��� 	��DT
��KRANPKJA����3KQJ@O�HEGA�$������?AJPO

��� 	��DT
��DECD�PKJA����3KQJ@O�HEGA�$�

0OAQ@KN=J@KI�.KEOA�

��� 	��DT
��A=NPDMQ=GA����!�OMQ=NA�SEPD�=�PDEJ�LQHOA�=P�N=J@KI�LQHOA�SE@PDO



��� 	��DT
��OL=?AODEL����4DA�O=IA�=O����>QP�B=OPAN

��� 	�!DT
��K?A=J����AP?�

��� 	�"DT
��O?N=P?D����AP?�

��� 	�#DT
��CHEP?D����!�B=ENHU�?HA=J�SDEPA�JKEOA�O=ILHA
�QJNAH=PA@�PK�KPDAN�EJOPNQIAJPO

��� 	�$DT
��RKH?=JK����!�LQHOA�SEPD�N=LE@HU�?D=JCEJC�LQHOA�SE@PD

��� 	�%DT
��O?NA=I����4DA�O=IA�=O����>QP�B=OPAN

��� 	�&DT
��OP=PE?����AP?�

!O�KB�'"�3PQ@EK�������PDANA�=NA�JK�'"4�0H=UAN�NA=@=>HA�EJOPNQIAJPO�>AUKJ@�����	�&DT


Effects
4DANA�=NA�PSK�PULAO�KB�ABBA?PO��.KPA�ABBA?PO�=J@�#KII=J@�ABBA?PO�

4DA�KJHU�NAOPNE?PEKJO�KJ�ABBA?PO�EO�PDA�#KII=J@�ABBA?PO�SEPD�#D=JJAH����)P�?=J�QOA�PDAI�SDAJ�EP�O�JKP�PNUEJC�PK�LH=U�=�JKPA�OAP�PDA

EJOPNQIAJP�KJ�PDA�O=IA�NKS�

Note-effects 	QOAO�>EP��
���!HH�?D=JJAHO�?=J�QOA�PDAOA�ABBA?PO�BNAAHU

Effect Name Notes on effect usage

0xy !NLACCEK
2=LE@HU�?U?HAO�>APSAAJ���JKPAO�X =J@Y >KPD�NALNAOAJP�PDA���KB�OAIEPKJAO�=>KRA�PDA�JKPA�PDA

=NLACCEK�ABBA?P�EO�=PP=?DA@�PK�

Cxx 6KHQIA 3APO�PDA�RKHQIA�PKXX ��3AA Volume Limitations BKN�IKNA�EJBK�

E8x 0=J 3APO�PDA�L=JJEJC�PKX � ��� ��,ABP
 ��" ��#AJPNA
 #�& ��2ECDP�

ECx .KPA�?QP
#QPO�PDA�JKPA�=BPANX BN=IAO��-QOP�>A�>AHKS�PDA&XX OLAA@�BKN�PDA�?QP�PK�>A�DA=N@�%#� SEHH�NAOAP

PDA�@QPU�?U?HA�EJOPA=@�KB�?QPPEJC�PDA�JKPA�

Command-effects 	QOAO�>EP��
���#D=JJAH���?=J�QOA�PDAOA�ABBA?PO�EB�EP�O�JKP�PNUEJC�PK�LH=U�=�JKPA�EJOPNQIAJP�KJ�PDA�O=IA�NKS�

Effect Name Notes on effect usage

Bxx *QIL *QIL�PK�=�OLA?EBE?�LKOEPEKJ�EJ�PDA�OKJC
XX �

Dxx
0=PPANJ

>NA=G

*QILO�PK�PDA�JATP�L=PPANJ�A=NHU
�SDANAXX EO�PDA�NKS�EP�ODKQH@�FQIL�PK�EJ�PDA�JATP�L=PPANJ��5OEJC�PDEO

KJ�PDA�H=OP�L=PPANJ�SEHH�>NA=G�PDA�OKJC�>U�NA=@EJC�C=N>=CA�@=P=�>AUKJ@�PDA�OKJC�



Effect Name Notes on effect usage

Fxx
3AP

OLAA@

3APO�PDA�OKJC�OLAA@�PKXX ��6=HE@�R=HQAO�=NA�� PK�& ��4DA�R=HQA�NALNAOAJPO�DKS�I=JU�BN=IAO

ODKQH@�PDA�OKJC�S=EP�>ABKNA�IKREJC�KJ�PK�=JKPDAN�NKS��3APPEJC�"0-�OLAA@�D=O�JK�ABBA?P�QLKJ

?KJRANOEKJ�

&KN�#D=JJAH���KJHU
�PDA�EJOPNQIAJP�@=P=�EO�PKK�H=NCA�PK�=HHKS�PDA��PD�>EP�KB�=�#KII=J@�ABBA?P�PK�K??QN�SDEHA�EP�O�PNUEJC�PK�LH=U�=

JKPA�OAP�PDA�EJOPNQIAJP��#KII=J@�ABBA?PO�SEHH�ECJKNA�JAS�JKPAO�KJ�#D=JJAH���PK�?KILAJO=PA�

Speed Table

Fxx Value (in tracker) BPM (in tracker) BPM (in game)

F011 ����"0- ����"0-

F021 ����"0- ����"0-

F031 ����"0- ����"0-

F041 ������"0- ����"0-

&�� ����"0- ����"0-

&�� ����"0- �������"0-

&�� �������"0- � ������"0-

&�� ������"0- ����"0-

&�� ������"0- ���"0-

&�! ���"0- ������"0-

4DEO�EO�JKP�=�BQHH�P=>HA
�EP�O�FQOP�PDA�PKL�BAS�OLAA@O��)P�O�DANA�PK�DECDHECDP�OKIA�KB�PDA�OLAA@�@EO?NAL=J?EAO
�=H>AEP�OI=HH�PK�JKP�>A

RANU�JKPE?A=>HA
�SEPD�PDA�AT?ALPEKJ�KB�PDA�R=HQAO�I=NGA@�SEPD���

9KQ�IECDP�JKPE?A�PD=P�PDA�R=HQA�KB�PDA�&�ABBA?P
�SDAJ�?KJRANPA@�PK�@A?EI=H
�EO�FQOP�PDA�OLAA@�@EREOKN��&KN�EJOP=J?A
�&���@ERE@AO�PDA

"0-�>U���	 ������������� 
�KN ������������� 
�

"A?=QOA�KB�DKS�'"�3PQ@EK�EO�OAP�QL
�=���DV�&���ABBA?P
�SDE?D�SKQH@�NAOQHP�EJ�����"0-�EJ�C=IA
�EO�EILKOOE>HA�DANA�



While not in GB Studio, GBT has a flag called -speed that will handle BPM differently, which would require F96 effects for every

speed, as it won't handle any internal conversions to get the speed closer. This is the reason why F01 to F04 require F96 in both

modes, there's no equivalent for it in tracker speed.

1. Values marked with 1 require an additional F96 effect for the song to sound closer in speed when converted, or setting

the song BPM to 150. 4DEO�&���ABBA?P�?=J�>A�NAIKRA@�KJ?A�UKQ�NA�@KJA�SEPD�UKQN�OKJC
�PDANA�SKJ�P�>A�=JU�@EBBANAJ?A�=O�'"4

ECJKNAO�PDEO����)P�O�KJHU�DANA�PK�OAP�PDA�"0-�PK�OKIAPDEJC�?HKOAN�PK�PDA�EJ�C=IA�RANOEKJ�

Tricks and T ips

1. High Speed

"U�QOEJC�&���PK�&��
�UKQ�?=J�=?DEARA�IQ?D�DECDAN�CN=JQH=NEPU�SDAJ�EP�?KIAO�PK�?D=JCEJC�RKHQIAO�=J@�?NA=PEJC�OKQJ@O�KB�OKNPO�

4DEO�IA=JO�PD=P�SEPD�=�DECD�AJKQCD�OLAA@
�UKQ�?=J�?NA=PA�IKNA�R=NEA@�>K@EAO�BKN�OKQJ@O
�SEPD�OKNP�KB�AJRAHKLAO
�KN�AH=>KN=PA

ABBA?PO�	HEGA���?D=JJAH�A?DKO
�SDE?D�)�HH�?KRAN�DANA�EJ�=�IKIAJP
�

4DEO�PNE?G�IA=JO�UKQ�NA�CKEJC�BNKI�@NQIO�PD=P�OKQJ@�BHEIOU�=J@�LNEIEPERA�PK�OKIAPDEJC�IKNA�EILNAOOERA�

(ANA�O�=J�AT=ILHA�KB�=�3J=NA�$NQI
�=P�OLAA@�&��
�PD=P�IECDP�OKQJ@�CKK@�BKN�UKQ�

)B�PDEO�EO�HKJCAN�PD=J�SD=P�UKQ�JAA@
�OEILHU�?NKL�EP�OP=NPEJC�BNKI�PDA�>KPPKI�

9KQ�?=J�=HOK�QOA�PDEO�BKN�PKJAO�=J@�OPQBB
�HEGA�ODKNP�OP=??=PK�JKPAO�KN�BHQPAO�PD=P�B=@A�EJ�

If you do this, keep in mind the GB Sound hardware has an annoying bug that resets the phase of each waveform on a

volume set, meaning you can get scratchy noise in a few emulators and also the real GB.

2. One channel echoes

4DEO�SKNGO�KJ�IKOP�OLAA@O��4DEO�EO�QOABQH�BKN�SDAJ�UKQ�JAA@�=�IAHK@U�KJ�PKL�KB�OKIA�OKNP�KB�A?DKEJC�KOPEJ=PK
�KN�LDN=OA
�KN

SD=PARAN�

4K�EHHQOPN=PA�EP
�)�I�CKEJC�PK�PNU�EHHQOPN=PEJC�EP�HEGA�PDEO
�EJOPA=@�KB�=�PN=?GAN�H=UKQP�

-OD0LUG�4RACKER�-/$
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	THIS�IS�ON�THE�NOISE�CHANNEL


!�?�"�?�#�?�%�?�'�?�%�?�#�?�"�?

7ITHOUT��CH�%CHO

�����������������������

!�?�"�A�#�B�%�C�'�E�%�G�#�E�"�C

�������������������������������



.KPE?A�DKS�A=?D�HKSAN?=OA�HAPPAN�P=GAO�PDA�BKNI�KB�EP�O���OPAL�>ADEJ@�HKQ@AN�?KQOEJ �4D=P�O�DKS�PDA�PNE?G�SKNGO��"U�D=REJC�ODKNPAN

JKPAO�PD=P
�KJ�A=?D�OPAL
�D=O�=JKPDAN�MQEAPAN�JKPA�PD=P�O�S=U�>ADEJ@
�UKQ�CAP�=�?KKH�A?DKEJC�ABBA?P�

)�?=J�P�ATLH=EJ�EP�RANU�SAHH�RE=�PATP
�OK�)�NA?KIIAJ@�UKQ�?DA?G�KQP�PDEO�RE@AK�>Uexplod2a03 ?KRANEJC�DKS�PDEO�PNE?G�SKNGO�SEPD�=

>APPAN�AT=ILHA�=J@�=?PQ=H�=Q@EK�DPPLO���SSS�UKQPQ>A�?KI�S=P?D R��')�CJC4J<9

4DA�>AOP�S=U�PK�@K�PDEO�EJ�=�PN=?GAN�EO�PK�QOA�=�?D=JJAH�UKQ�NA�JKP�QOEJC�PAILKN=NEHU
�?KLU�UKQN�JKPA�OAMQAJ?A�PK�EP
�@AH=U�EP�>U��

	KN�DKSARAN�I=JU�UKQ�JAA@
�NKSO
�PDAJ�NECDP�?HE?GEJC�KJ�PDA�OAHA?PEKJ�=J@�?HE?GEJC��!ILHEBU����
�=J@�OAPPEJC�PDA�=ILHEPQ@A�PK

OKIAPDEJC�HKSAN�PD=J�����

!BPAN�PD=P
�UKQ�ODKQH@�D=RA�>KPD�?D=JJAHO��=HPANJ=PA���3AHA?P�PDA�AJPENAPU�KB�PDA�?D=JJAH�SEPD�PDA�A?DKAO�	BNKI�PKL�PK�>KPPKI

�CK�PK

PDA�?D=JJAH�UKQ�S=JP�PK�IANCA�PDA�A?DKAO�SEPD
�NECDP�?HE?G
�CK�PK��0=OPA�OLA?E=H�
�PDAJ�?HE?G��-ET�L=OPA��	4DEO�ODKQH@�D=RA�=

ODKNP?QP
�IECDP�S=JP�PK�HA=NJ�EP�=O�EP�?=J�>A�B=ENHU�QOABQH
�

3. Quick volume envelopes

!NA�UKQ�EJ�=�DQNNU �.K�LNK>HAI
�PDEO�OEILHA�PNE?G�SEHH�?NA=PA�HEJA=N�AJRAHKLAO�

�� 3AHA?P�PSK�RKHQIA���#�R=HQAO�KB�PSK�OAL=N=PA�JKPAO�	SEPDEJ�PDA�O=IA�?D=JJAH

�=J@�ARANUPDEJC�EJ�>APSAAJ

�� 2ECDP�?HE?G�=J@�DKRAN�KRAN��)JPANLKH=PA�

�� #HE?G�KJ��%BBA?P�?KHQIJ�

�� 9KQ�NA�@KJA�

9KQ�IECDP�SKJ@AN�DKS�O�EP�CKEJC�PK�OKQJ@�EJ�C=IA��SAHH
�EP�HH�OKQJ@�=O�?HKOA�=O�LKOOE>HA��4DA�RKHQIAO�EP�?=J�P�LH=U�EP�HH�FQOP�?H=IL�EP

PK�PDA�JA=NAOP�KJAO�EP�?=J�LH=U�

Frequently Asked Questions
Q: Can I use mp3/wav files?

!��.K
�>QP�UKQ�?=J�QOA��IE@E�BEHAO��)B�UKQ�NA�HKKGEJC�BKN�=J�A=OU�S=U�PK�=@@�IQOE?�PK�UKQN�C=IA
�UKQ�?=J�=OG�PDA��?KHH=>KN=PEKJO

?D=JJAH�KB�PDA�'"�3PQ@EK�$EO?KN@�KN�>NKSOA�PDA'"�3PQ@EK�#KIIQJEPU�!OOAPO�

4DEO�D=O�HEIEPA@�OQ??AOO
�=J@�PDANA�=NA�A=OEAN�KLPEKJO�PK�CAP�IQOE?�EJ�UKQN�C=IA
�OQ?D�=O�PDA

Q: How do I convert a .midi file to .mod?

!��/LAJ-04�?=J�KLAJ�-)$)�BEHAO�=J@�O=RA�PDA�NAOQHP�PK��IK@�3KIA�NAOKQN?AO�KJ�DKS�PK�@K�PDEO�EJ?HQ@A�=RE@AK�PQPKNE=H=O�SAHH�=O

+=VU�O�SNEPA�QL�=NPE?HA�LEJJA@�EJ�PDA��IQOE?�DAHL�OA?PEKJ�KB�PDA�'"�3PQ@EK�@EO?KN@�

Q: Can I use this .mod file I found online?

!��)P�SKJ�P�OKQJ@�=O�EJPAJ@A@
�>QP�EP�?=J�>A�I=@A�PK�OKQJ@�CKK@�AJKQCD�SEPD�OKIA�=@FQOPIAJPO��!JU��� JKPAO�JAA@�PK�>A

NALH=?A@�SEPD�PDA%#� ABBA?P��!HH�EJOPNQIAJP�NAOPNE?PEKJO�ODKQH@�=LLHU
�=J@�JK�IAHK@E?�EJOPNQIAJPO�ODKQH@�>A�QOEJC�#D=JJAH����9KQ

I=U�=HOK�JAA@�PK�PN=JOLKOA�PDA�JKPAO�KB�=�?D=JJAH�PK�=??KQJP�BKN�@EBBANAJPHU�PQJA@�O=ILHAO
�SDE?D�UKQ�?=J�HA=NJ�IKNA�=>KQP�EJ

UKQN�PN=?GAN�O�@K?QIAJP=PEKJ�

Q: How do I stop a note from playing?

!� %#� SEHH�IQPA�=�?D=JJAH�O�JKPA
#�� SEHH�IQPA�PDA�?D=JJAH�QJPEH�EP�NA?EARAO�=JKPDAN#XX ABBA?P�

Q: What do I do if my song sounds completely giltched-out?

https://www.youtube.com/watch?v=6GI9gngTn_Y
https://github.com/DeerTears/GB-Studio-Community-Assets
https://www.youtube.com/watch?v=4AxZqK9_jKE


!��)P�O�LNK>=>HU�?KNNQLPA@��)P�?=J�HEGAHU�>A�O=RA@�>U�QOEJC�/LAJ-04�=J@�O=REJC�EP�=O�=�@EBBANAJP�BEHAPULA��)B�UKQ�NA�QOEJC

MilkyT racker 
�@KJ�P�LNAOO��3=RA��KJ�=��IK@�BEHA
�=HS=UO�SKNG�EJ�=��TI�BEHA�EJOPA=@�

Q: Why is my song speed is faster in-game than it is in the tracker?

!��)B�UKQ�NA�QOEJC�=J&XX ABBA?P�SEPD�=�R=HQA�HKSAN�PD=J&�� 
�=@@&�� PK�PDA�BENOP�NKS�KB�UKQN�OKJC��4DEO�SEHH�JKP�EIL=?P�UKQN�EJ�

C=IA�LH=U>=?G�OLAA@�

Q: Can I play back voice clips/sound effects?

!��.KP�KJ�'"4�0H=UAN ��0KGAIKJ�9 AHHKS�O�IAPDK@�EO�QJEMQA
�=J@�,3$F�@KAO�JKP�HA=RA�IQ?D�LNK?AOOEJC�LKSAN�BKN�C=IAO�PK�>A

LH=UA@�SDEHA�EP�O�NQJJEJC�

Q: Can I use a different tool to write my music?

!��)B�PDA�PKKH�?=J�J=PERAHU�ATLKNP�PK��IK@
�PNU�EP�

Q: Why is my song playing glitched sounds when it tries to loop?

!� $�� EO�=�LNK>HAI=PE?�ABBA?P
�PNU�QOEJC"XX EJOPA=@��)B�UKQ�NA�=HNA=@U�QOEJC"XX 
�I=GA�OQNA�PDAXX JQI>AN�@KAO�JKP�CK

=>KRA�PDA�JQI>AN�KB�L=PPANJ�OHKPO�EJ�UKQN�OKJC��!�OKJC�O�BENOP�L=PPANJ�EO�=HS=UO�EJ�OHKP����

Q: Why do some notes in OpenMPT appear red and sound higher/lower than they're supposed to sound?

!��'K�KRAN�PK�PDA��'AJAN=H��P=>�PD=P�O�QJ@AN�PDA�.AS�&EHA
�/LAJ�=J@�3=RA�>QPPKJO��#HE?G�PDA�>EC�>QPPKJ�JATP�PK�PDA��.=IA��BEAH@

PD=P�O=UO��-/$�	0NK4N=?GAN

���?D=JJAHO���/J?A�PDANA
�@EO=>HA�>KPDProTracker 1/2 Mode (MOD) =J@Amiga Frequency Limits.

4DEO�EO�=�PDEJC�>A?=QOA�PDA�BKNI=P�DANA�EO�IA=JP�PK�>A�QOA@�SEPD�PDA�!IEC=�HEJA�KB�?KILQPANO�	PD=P�O�SDANA�EP�S=O�I=@A

�SDE?D

D=O�BNAMQAJ?U�HEIEPO�

Q: Why does my song start out with garbage noise?

!��)B�UKQN�OKJC�@KAOJ�P�OP=NP�QOEJC�PDA�BENOP�PSK�?D=JJAHO
�=@@�=�JKPA�PK�PDAEN�BENOP�NKS�SEPD�=#�� ABBA?P�KJ�A=?D�

Q: Can I play sound effects?

!��9 AO
�SEPD�HEIEP=PEKJO��6EAS�PDA�JATP�L=CA�KB�PDA�@K?QIAJP=PEKJ�BKN�IKNA�EJBKNI=PEKJ��0H=UEJC�OKQJ@�ABBA?PO�SEHH�JKP�EJPANNQLP�PDA

OKJC�>AEJC�LH=UA@�>U�'"4�0H=UAN�

Tips
W Make sure you save frequently and also back-up your files. 4DEO�EO�EILKNP=JP�EJ�=JUPDEJC�PD=P�UKQ�@K�=J@�EP�O�SKNPD

IAJPEKJEJC�DANA�

W If you're stuck, please ask for help in the Discord server , in #music-help . 4DANA�O�QOQ=HHU�=�BAS�D=J@BQH�KB�LAKLHA�SDK

=NA�SEHHEJC�PK�DAHL�KQP�=P�IKOP�PEIAO�

W Frequently try out your music in your game. 4DEJCO�@KJ�P�OKQJ@����
�=J@�PDA�>QEHP�EJ�LNAREAS�FQOP�LH=UO�PDA��IK@�BEHA

N=PDAN�PD=J�>QEH@EJC�PDA�IQOE?�=J@�LNAREASEJC�PD=P�

W Keep it simple! $KJ�P�FQIL�EJPK�PDEO
�PNUEJC�PK�AIQH=PA�SD=P�OARAN=H�=NPEOPO�D=RA�@KJA�SEPD�,3$F�KN�SD=PARAN�KPDAN�PKKHO


UKQ�HH�FQOP�CAP�OPQ?G�

W Don't be afraid of failure. )�CAP�PDEO�EO�GEJ@�KB�=J�QJBEPPEJC�PEL
�>QP�EP�O�EILKNP=JP��9KQN�BENOP�OKJC�SKJ�P�>A�CKK@
�=J@�PD=P�O

KG=U��9KQ�HH�B=EH
�OQNA
�>QP�UKQ�HH�=HOK�C=EJ�GJKSHA@CA�KJ�SD=P�UKQ�IECDP�RA�@KJA�SNKJC
�KN�DKS�UKQ�S=JP�PK�CK�KJ�=>KQP�SEPD

UKQN�JATP�AJ@A=RKN�

W OpenMPT has a manual to help you get started. (ANA�O�=�HEJG
�CERA�EP�=�NA=@�EB�UKQ�NA�OPQ?G�	KN�FQOP�=OG�BKN�DAHL


https://discord.gg/v9xAJCJ
https://discord.gg/v9xAJCJ
https://wiki.openmpt.org/Tutorial:_Getting_Started


W Give the GBT Player documentation a read.

https://github.com/AntonioND/gbt-player


!OOAPO 3KQJ@�%BBA?PO

Sound Effects
3KQJ@�ABBA?PO�?=J�>A�=@@A@�PK�UKQN�C=IA�QOEJC�PDA0H=U�3KQJ@�%BBA?PARAJP�EJ�UKQNActor
 Trigger KNScene O?NELPO�

9KQ�?=J�?DKKOA�BNKI�LH=UEJC�=�>AAL�SEPD�=�CERAJ�LEP?D
�=�PKJA�SEPD�=�CERAJ�BNAMQAJ?U�KN�?UI>=H�?N=OD�

9KQ�?=J�=HOK�LH=?A�PDA�BKHHKSEJC�BEHA�PULAO�EJPKASSETS�SOUNDSSDE?D�PDAJ�>A?KIA�=R=EH=>HA�

W .wav 7 ! 6�=Q@EK�BEHA
�LNABAN=>HU�RANU�ODKNP�EJ�HAJCPD�	�����OA?KJ@O�EO�=>KQP�PDA�HEIEP�
�=J@���>EP�IKJK�	PDKQCD�'"�3PQ@EK�SEHH

=PPAILP�PK�?KJRANP�BEHAO�JKP�EJ�PDEO�BKNI=P
�

W .vgm 6'-�=Q@EK�BEHA�	'=IA�"KU�BKNI=P�KJHU
�

W .sav &8�(!--%2�OKQJ@�AB BA?PO�

3KQJ@�%BBA?P

"AAL

0NEKNEPU

0EP?D

�

$QN=PEKJ

���

Hl 7 =EP�QJPEH�BEJEODA@

Play Sound Effect

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/scripting/script-glossary/music-sound-effects#play-sound-effect


!OOAPO 5)�%HAIAJPO

UI Elements
9KQN�LNKFA?P�?KJP=EJO�=�JQI>AN�KB�BEHAO�EJASSETS�UI SEPD�BETA@�BEHA�J=IAO�PD=P�@ABEJA�L=NPO�KB�UKQN�C=IA�O�QOAN�EJPANB=?A��%@EPEJC

PDAOA�BEHAO�=HHKSO�UKQ�PK�?D=JCA�PDA�@AB=QHP�BKJP
�OAP�PDA�SEJ@KS�BN=IA�=J@�IK@EBU�PDA�OAHA?PEKJ�?QNOKN�

)B�UKQ�NAIKRA�=JU�KB�PDA�BEHAO�EJ�PDA�QE�BKH@AN�PDAU�SEHH�>A�NALH=?A@�SEPD�PDA�@AB=QHP�=OOAPO�PDA�JATP�PEIA�UKQ�>QEH@�UKQN�C=IA

=HHKSEJC�UKQ�PK�NARANP�=JU�QJS=JPA@�?D=JCAO�

frame.png
4DA�C=IA�AJCEJA�QOAO��OHE?A�O?=HEJCKB�PDEO�EI=CA�PK�?NA=PA�PDA�BN=IA�=NKQJ@�PATP�>KTAO��%@EPEJC�PDEO�EI=CA�SEHH�=HHKS�UKQ�PK

?D=JCA�PDA�BN=IA�@AOECJ�KN�OAP�EP�PK�=�OKHE@�?KHKN�

cursor .png
4DEO�EI=CA�EO�QOA@�=O�=�OAHA?PEKJ�?QNOKN�SDAJ�ODKSEJC�IQHPELHA�?DKE?A�KLPEKJO�EJ�UKQN�C=IA�

Requirements
5)�0.'O�IQOP�KJHU�?KJP=EJ�PDA�BKHHKSEJC�BKQN�?KHKNO�

�������

�������

���?��?

�A�B�?B

$KSJHK=@�PDA�'"�3PQ@EK�0=HAPPA�3S=P?DAO�BKN�

!@K>A�0DKPKODKL

!OALNEPA

Fonts
&KJPO�=NA�OPKNA@�EJASSETS�FONTS
�OAA3APPEJCOBKN�IKNA�EJBKNI=PEKJ�

Emotes
%IKPAO�=NA�OPKNA@�EJASSETS�EMOTES=J@�IQOP�>A�@ABEJA@�=O��PX�X���PX OEVA@�PNG BEHAO�BKHHKSEJC�PDA�O=IA�?KHKN

https://www.gbstudio.dev/
https://en.wikipedia.org/wiki/9-slice_scaling
https://www.gbstudio.dev/assets/swatches/gb-studio-photoshop.aco
https://www.gbstudio.dev/assets/swatches/gb-studio-aseprite.aseprite


NAMQENAIAJPO�QOA@�BKN�?NA=PEJC�OLNEPAODAAPO��9KQ�?=J�@EOLH=U�=J�AIKPA�>U�QOEJC�PDA3HOW�%MOTE�"UBBLEARAJP�EJ�=�O?NELP�

Avatars
! R=P=NO�=NA�OPKNA@�EJASSETS�AVATARS=J@�IQOP�>A�@ABEJA@�=O��PX�X���PX OEVA@�PNG BEHAO�BKHHKSEJC�PDA�O=IA�?KHKN

NAMQENAIAJPO�QOA@�BKN�?NA=PEJC�OLNEPAODAAPO��9KQ�?=J�@EOLH=U�=J�=R=P=N�EJ�=$ISPLAY�4EXT ARAJP�>U�?HE?GEJC!DD�!VATAR

SEPDEJ�PDA�ARAJP�



3?NELPEJC�%RAJPO

Scripting Events
3?NELPEJC�ARAJPO�=HHKS�UKQ�PK�?KJPNKH�L=NPO�KB�UKQN�C=IA�>=OA@�KJ�EJPAN=?PEKJO�BNKI�PDA�LH=UAN��4DAU�?=J�>A�QOA@�PK�?KJJA?P

O?AJAO�PKCAPDAN
�?D=JCA�R=NE=>HAO
�CERA�@E=HKCQA�PK�?D=N=?PANO
�=J@�IKNA�

3?NELPO�?=J�>A�=@@A@�PK�O?AJAO
�=?PKNO
�KN�PNECCANO��3AHA?PEJC�KJA�KB�PDAOA�K>FA?PO�SEHH�QL@=PA�PDAWorld Editor PK�ODKS�PDA�O?NELP

KB�PDA�OAHA?PA@�K>FA?P�EJ�PDAEditor Sidebar�

4K�OP=NP�>QEH@EJC�=�O?NELP
�OAHA?P�=J�K>FA?P�=J@�?HE?G�PDAAdd Event button EJ�PDAEditor Sidebar PK�KLAJ�PDA�ARAJP�IAJQ��3AHA?P�=J

ARAJP�PK�=@@�EP�PK�PDA�O?NELP��4DA�PKLIKOP�ARAJP�EO�PDA�BENOP�ARAJP�PK�>A�NQJ�BKN�PD=P�O?NELP�

Adding Events
!BPAN�?HE?GEJC�PDAAdd Event >QPPKJ
�=�IAJQ�SEHH�=LLA=N�PK�?DKKOA�PDA�ARAJP�PK�=@@��)B�UKQ�OP=NP�PULEJC�UKQ�?=J�BEHPAN�PDEO�HEOP�KN�UKQ

?=J�?HE?G�PDNKQCD�PDA�IAJQ�BEJ@�SD=P�UKQ�NA�HKKGEJC�BKN��#HE?G�=J�ARAJP�KN�LNAOO�PDAEnter GAU�PK�=@@�PDA�DECDHECDPA@�ARAJP�PK�UKQN

O?NELP�

https://www.gbstudio.dev/


Favourite Events
9KQ�?=J�?DKKOA�=�JQI>AN�KB�ARAJPO�PK�>A�B=RKQNEPAO
�?=QOEJC�PDAI�PK�=LLA=N�=P�PDA�PKL�KB�PDAAdd Event Menu��4K�B=RKQNEPA�=J

ARAJP
�DKRAN�KRAN�PDA�IAJQ�EPAI�=J@�?HE?G�PDAStar >QPPKJ�KN�LNAOO�PDA4AB GAU�

Copy and Paste Events
4K�?KLU�=J�ARAJP
�?HE?G�PDA�@KSJ�=NNKS�JATP�PK�=J�ARAJP��!HH�O?NELPO�D=RA�PDEO�O=IA�@KSJ�=NNKS�BKN�?KLUEJC�L=OPEJC��#HE?GEJC�PDA

@KSJ�=NNKS�KJ�=JKPDAN�ARAJP�=HHKSO�UKQ�PK�L=OPA�PDA�?HEL>K=N@�ARAJP�AEPDAN�>ABKNA�KN�=BPAN�PDA�OAHA?PA@�KJA��9KQ�=HOK�D=RA�PDA

KLPEKJ�PK�L=OPA�PDA�R=HQAO�BNKI�PDA�BENOP�ARAJP�EJPK�PDA�OA?KJ@�

!O�=�ODKNP?QP�BKN�L=OPEJC
�UKQ�?=J�LNAOO�PDAAlt GAU�PK�PQNJ�=HHAdd Event >QPPKJO�EJPKPaste Event >QPPKJO�

Types of Scripts
4DANA�=NA�IQHPELHA�O?NELP�P=>O�PK�?DKKOA�BNKI�PDAEditor Sidebar @ALAJ@EJC�KJ�SDE?D�K>FA?P�UKQ�D=RA�?QNNAJPHU�OAHA?PA@�

Scene Scripts

4DAOA�O?NELPO�?=J�>A�=??AOOA@�EJ�PDAEditor Sidebar >U�OAHA?PEJC�=�O?AJA�EJ�UKQN�LNKFA?P�

W On Init: 4DEO�O?NELP�SEHH�NQJ�KJ?A�=P�PDA�>ACEJJEJC�KB�PDA�3?AJA��4DA�3?AJA�/J�)JEP�O?NELP�EO�=HS=UO�NQJ�=BPAN�PDA�/J�)JEP�O?NELP

BKN�!?PKNO�EJ�PDA�3?AJA�

W On Player Hit: 4DEO�O?NELP�NQJO�SDAJ�PDA�LH=UAN�EO�DEP�>U�=J�=?PKN�>AHKJCEJC�PK�=�?KHHEOEKJ�CNKQL�

Actor Scripts

4DAOA�O?NELPO�?=J�>A�=??AOOA@�EJ�PDAEditor Sidebar >U�?HE?GEJC�=J�!?PKN�EJ�UKQN�LNKFA?P�

W On Init: 4DEO�O?NELP�SEHH�NQJ�KJ?A�=P�PDA�>ACEJJEJC�KB�PDA�3?AJA��!?PKNO�EJ�=�3?AJA�SEHH�=HS=UO�NQJ�PDAEN�/J�)JEP�O?NELP�>ABKNA

PDAEN�3?AJA�O�/J�)JEP�O?NELP�

W On Interact: 3P=J@EJC�PDA�0H=UAN�JATP�PK�=J�!?PKN�=J@�LNAOOEJC�PDAA >QPPKJ�SEHH�?=QOA�PDA�0H=UAN�PK��EJPAN=?P��SEPD�PDA�!?PKN�

)JPAN=?PEJC�SEPD�=J�!?PKN�SEHH�>ACEJ�PDEO�O?NELP��)J�3DKKP��%I�5L�O?AJAO
�EJPAN=?PEJC�?=J�=@@EPEKJ=HHU�>A�@KJA�>U�?KHHE@EJC�SEPD

PDA�!?PKN�

4DEO�O?NELP�EO�KBPAJ�QOA@�BKN�@E=HKCQA
�QOEJC�PDA��4ATP��$EOLH=U�$E=HKCQA��ARAJP�

%J=>HEJC�=�?KHHEOEKJ�CNKQL�BKN�=J�=?PKN�SEHH�?KJRANP�PDEO�O?NELP�PKOn Hit: Player
�SDE?D�HKKGO�BKN�0H=UAN�?KHHEOEKJ�N=PDAN�PD=J

0H=UAN�EJPAN=?PEKJ��4DEO�>AD=REKQN�EO�E@AJPE?=H�PKOn Interact EJ�3DKKP��%I�5L�O?AJAO�

W On Hit: 4DEO�O?NELP�NQJO�SDAJ�PDA�!?PKN�EO�DEP�>U�=JKPDAN�!?PKN�KN�0NKFA?PEHA�>AHKJCEJC�PK�=�?KHHEOEKJ�CNKQL�

W On Update: 4DEO�O?NELP�EO�NQJ�KJ?A�ARANU�BN=IA
�=J@�?=J�KJHU�>A�=@@A@�PK�JKJ�LH=UAN�!?PKNO�

Trigger Scripts

4DAOA�O?NELPO�?=J�>A�=??AOOA@�EJ�PDAEditor Sidebar >U�?HE?GEJC�=�4NECCAN�EJ�UKQN�LNKFA?P�

W On Enter: 4DEO�O?NELP�NQJO�SDAJ�PDA�LH=UAN�?KHHE@AO�SEPD�PDA�PNECCAN�



W On Leave: 4DEO�O?NELP�NQJO�SDAJ�=�LH=UAN�PD=P�S=O�LNAREKQOHU�?KHHE@EJC�HA=RAO�PDA�PNECCAN�



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU

Event Glossary

��  Actor

!?PER=PA�!?PKN

��  Camera

#=IAN=�,K?G�4K�0H=UAN

��  Color

)B�#KHKN�-K@A�)O�!R=EH=>HA

��  Control Flow

#=HH�3?NELP

��  Dialogue & Menus

$EOLH=U�$E=HKCQA

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/scripting/script-glossary/actor
https://www.gbstudio.dev/docs/scripting/script-glossary/camera
https://www.gbstudio.dev/docs/scripting/script-glossary/color
https://www.gbstudio.dev/docs/scripting/script-glossary/control-flow
https://www.gbstudio.dev/docs/scripting/script-glossary/dialogue-menus


��  Engine Fields

%JCEJA�&EAH@�5L@=PA

��  Input

!PP=?D�3?NELP�4K�"QPPKJ

��  Math

%R=HQ=PA�-=PD�%TLNAOOEKJ

��  Miscellaneous

#KIIAJP

��  Music & Sound Effects

0H=U�-QOE?�4N=?G

https://www.gbstudio.dev/docs/scripting/script-glossary/engine-fields
https://www.gbstudio.dev/docs/scripting/script-glossary/input
https://www.gbstudio.dev/docs/scripting/script-glossary/math
https://www.gbstudio.dev/docs/scripting/script-glossary/miscellaneous
https://www.gbstudio.dev/docs/scripting/script-glossary/music-sound-effects


��  Save Data

'=IA�$=P=�,K=@

��  Scene

#D=JCA�3?AJA

��  Screen

&=@A�3?NAAJ�)J

��  Timer

!PP=?D�4EIAN�3?NELP

��  Variables

%R=HQ=PA�-=PD�%TLNAOOEKJ

https://www.gbstudio.dev/docs/scripting/script-glossary/save-data
https://www.gbstudio.dev/docs/scripting/script-glossary/scene
https://www.gbstudio.dev/docs/scripting/script-glossary/screen
https://www.gbstudio.dev/docs/scripting/script-glossary/timer
https://www.gbstudio.dev/docs/scripting/script-glossary/variables


3?NELPEJC�%RAJPO %RAJP�'HKOO=NU !?PKN

Actor

Activate Actor
!?PER=PA�=J�=?PKN
�?=QOEJC�EP�PK�>A?KIA�REOE>HA�	EB�JKP�=HOK�DE@@AJ
�=J@�BKN�EPO�/J5L@=PA�O?NELP�PK�OP=NP�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�=?PER=PA�

Actor Move Cancel
#=J?AH�=JU�?QNNAJPHU�NQJJEJC��!?PKN�-KRA��ARAJPO�=BBA?PEJC�PDEO�=?PKN��#=QOAO�PDA�=?PKN�PK�OPKL�EJ�EPO�?QNNAJP�HK?=PEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?=J?AH�IKRAIAJP�BKN�

Actor Move Relative
-KRA�=J�=?PKN�NAH=PERA�PK�EPO�?QNNAJP�LKOEPEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�IKRA�

W X��4DA�DKNEVKJP=H�KBBOAP�NAH=PERA�PK�PDA�?QNNAJP�LKOEPEKJ�

W Y��4DA�RANPE?=H�KBBOAP�NAH=PERA�PK�PDA�?QNNAJP�LKOEPEKJ�

W Movement T ype��#DKKOA�EB�ODKQH@�IKRA�EJ�DKNEVKJP=H�RANPE?=H�=TEO�BENOP�KN�EB�EP�ODKQH@�IKRA�@E=CKJ=HHU�PK�@AOPEJ=PEKJ�

!?PKN

!?PKN��

Activate Actor

!?PKN

!?PKN��

Actor Move Cancel

!?PKN

!?PKN��

8

�

9

�

5OA�#KHHEOEKJO

Actor Move Relative

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/category/event-glossary


W Use Collisions ��3AP�EB�?KHHEOEKJO�SEPD�>KPD�O?AJA�=J@�=?PKNO�ODKQH@�>A�P=GAJ�EJPK�=??KQJP�SDEHA�IKREJC�

Actor Move T o
-KRA�=J�=?PKN�PK�=�JAS�LKOEPEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�IKRA�

W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

W Movement T ype��#DKKOA�EB�ODKQH@�IKRA�EJ�DKNEVKJP=H�RANPE?=H�=TEO�BENOP�KN�EB�EP�ODKQH@�IKRA�@E=CKJ=HHU�PK�@AOPEJ=PEKJ�

W Use Collisions ��3AP�EB�?KHHEOEKJO�SEPD�>KPD�O?AJA�=J@�=?PKNO�ODKQH@�>A�P=GAJ�EJPK�=??KQJP�SDEHA�IKREJC�

Deactivate Actor
$A=?PER=PA�=J�=?PKN
�?=QOEJC�EP�PK�=?P�=O�EB�EP�D=@�CKJA�KBBO?NAAJ��)P�SEHH�>A?KIA�EJREOE>HA�=J@�EPO�/J5L@=PA�O?NELP�SEHH�>A�OPKLLA@�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�@A=?PER=PA�

Hide Actor
(E@A�=J�=?PKN
�?=QOEJC�EP�PK�>A?KIA�EJREOE>HA��)PO�/J5L@=PA�O?NELP�SEHH�?KJPEJQA�PK�NQJ�SDEHA�DE@@AJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�DE@A�

!?PKN

!?PKN��

8

�

9

�

5OA�#KHHEOEKJO

Actor Move T o

!?PKN

!?PKN��

Deactivate Actor

!?PKN

!?PKN��

Hide Actor



Hide All Sprites
$EO=>HA�NAJ@ANEJC�KB�OLNEPA�H=UAN�?=QOEJC�=HH�OLNEPAO�PK�>A?KIA�DE@@AJ�QJPEH�OLNEPA�NAJ@ANEJC�EO�NAAJ=>HA@�

If Actor At Position
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�=J�=?PKN�EO�=P�=�OLA?EBEA@�LKOEPEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Actor Distance From Actor
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�=J�=?PKN�EO�SEPDEJ�=�?ANP=EJ�@EOP=J?A�KB�=JKPDAN�=?PKN�

(E@A�=HH�OLNEPAO�BNKI�O?NAAJ�

Hide All Sprites

!?PKN

!?PKN��

8

�

9

�

If Actor At Position

!@@�%RAJP

42
5%

Else

If Actor Distance From Actor



W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W Distance ��4DA�@EOP=J?A�R=HQA�

W From ��4DA�=?PKN�PK�?KIL=NA�@EOP=J?A�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Actor Facing Direction
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�=J�=?PKN�EO�B=?EJC�EJ�=�OLA?EBEA@�@ENA?PEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Direction ��4DA�=?PKN�@ENA?PEKJ�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

!?PKN

0H=UAN

#KIL=NEOKJ

��

$EOP=J?A

�

&NKI

!?PKN��

!@@�%RAJP

42
5%

Else

!?PKN

!?PKN��

$ENA?PEKJ

If Actor Facing Direction

!@@�%RAJP

42
5%

Else



If Actor Relative T o Actor
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�>=OA@�KJ�PDA�LKOEPEKJ�KB�KJA�=?PKN�NAH=PERA�PK�=JKPDAN�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Comparison ��4DA�NAH=PERA�LKOEPEKJ�?KIL=NEOKJ�PK�QOA�A�C���)O�!>KRA��KN��)O�"AHKS��

W Other Actor ��4DA�=?PKN�PK�?KIL=NA�LKOEPEKJ�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

Launch Projectile
,=QJ?D�=�LNKFA?PEHA�BNKI�=J�=?PKN�EJ�=�OLA?EBEA@�@ENA?PEKJ��7DAJ�=�LNKFA?P�?KHHE@AO�SEPD�KPDAN�=?PKNO�EP�SEHH�PNECCAN�PDAEN�/J(EP�O?NELPO�

!?PKN

0H=UAN

#KIL=NEOKJ

)O�!>KRA

/PDAN�!?PKN

!?PKN��

If Actor Relative T o Actor

!@@�%RAJP

42
5%

Else

Launch Projectile



W Sprite Sheet ��4DA�OLNEPA�PK�QOA�BKN�NAJ@ANEJC�PDA�LNKFA?PEHA�

W Animation State ��4DA�OLNEPA�=JEI=PEKJ�OP=PA�PK�QOA�

W Source ��4DA�=?PKN�PK�H=QJ?D�PDA�LNKFA?PEHA�BNKI�

W Offset X ��4DA�DKNEVKJP=H�KBBOAP�BNKI�PDA�OKQN?A�=?PKNO�LKOEPEKJ�PK�OP=NP�H=QJ?DEJC�PDA�LNKFA?PEHA�

W Offset Y ��4DA�RANPE?=H�KBBOAP�BNKI�PDA�OKQN?A�=?PKNO�LKOEPEKJ�PK�OP=NP�H=QJ?DEJC�PDA�LNKFA?PEHA�

W Direction ��4DA�@ENA?PEKJ�PK�H=QJ?D�PDA�LNKFA?PEHA��#=J�AEPDAN�>A�=�BETA@�@ENA?PEKJ�KN�>=OA@�KJ�=J�=?PKN�O�?QNNAJP�@ENA?PEKJ�

W Angle ��4DA�=JCHA�PK�H=QJ?D�PDA�LNKFA?PEHA�

W Direction Offset ��4DA�@EOP=J?A�PDA�LNKFA?PEHA�ODKQH@�IKRA�BNKI�H=QJ?D�LKOEPEKJ�EJ�EPO�H=QJ?D�@ENA?PEKJ�>ABKNA�>A?KIEJC

REOE>HA�

W Speed��4DA�IKRAIAJP�OLAA@�

W Animation Speed ��4DA�=JEI=PEKJ�OLAA@�

W Life T ime��4DA�=IKQJP�KB�PEIA�EJ�OA?KJ@O�PD=P�PDA�LNKFA?PEHA�SEHH�HERA�BKN�

W Loop Animation ��3AP�EB�=JEI=PEKJ�ODKQH@�HKKL�

W Destroy On Hit ��3AP�EB�PDA�LNKFA?PEHA�ODKQH@�>A�@AOPNKUA@�=BPAN�EPO�BENOP�?KHHEOEKJ�

W Collision Group ��4DA�?KHHEOEKJ�CNKQL�PD=P�ODKQH@�>A�QOA@�SDAJ�NACEOPANEJC�?KHHEOEKJO�SEPD�=?PKNO�

3LNEPA�3DAAP

?=P

!JEI=PEKJ�3P=PA

$AB=QHP

3KQN?A

!?PKN��

/BBOAP�8

�

/BBOAP�9

�

$ENA?PEKJ

$ENA?PEKJ�/BBOAP

�

3LAA@

3LAA@��

!JEI=PEKJ�3LAA@

3LAA@��

,EBA�4EIA

�

Hl ,KKL�!JEI=PEKJ Hl $AOPNKU�/J�(EP

#KHHEOEKJ�'NKQL

� � �

#KHHE@A�7EPD

0H=UAN � � �



W Collide W ith ��4DA�CNKQLO�KB�=?PKNO�PD=P�SEHH�>A�?DA?GA@�BKN�?KHHEOEKJO��A�C��)B�EP�ODKQH@�L=OO�PDNKQCD�=JU�=?PKNO�>QP�PDA�LH=UAN

OAP�PDEO�BEAH@�PK�FQOP��0H=UAN��

Player Bounce
)J�LH=PBKNI�O?AJAO�?=QOAO�PDA�LH=UAN�PK�>KQJ?A�QLS=N@O�>U�OAPPEJC�PDA�LH=UAN�O�RAHK?EPU�9�R=HQA�

W Height ��(KS�DECD�PDA�LH=UAN�ODKQH@�>KQJ?A�

Push Actor A way From Player
#=QOAO�PDA�OLA?EBEA@�=?PKN�PK�>A�IKRA@�EJ�PDA�@ENA?PEKJ�PD=P�PDA�LH=UAN�EO�?QNNAJPHU�B=?EJC��5OABQH�BKN�?NA=PEJC�>HK?G�LQVVHAO�

W Slide Until Collision ��3AP�PK�I=GA�PDA�=?PKN�?KJPEJQA�PK�IKRA�QJPEH�=�?KHHEOEKJ�SEPD�=JKPDAN�=?PKN�KN�PDA�O?AJA�K??QNO�

Set Actor Animation Frame
3AP�=J�=?PKN�O�=JEI=PEKJ�PK�=�OLA?EBEA@�BN=IA�R=HQA�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W Animation Frame ��4DA�=JEI=PEKJ�BN=IA�R=HQA�

Set Actor Animation Speed
3AP�PDA�=JEI=PEKJ�OLAA@�KB�=J�=?PKN�PK�=�JAS�R=HQA�

(AECDP

-A@EQI

!BBA?PO�0H=PBKNI�O?AJAO�KJHU

Player Bounce

3HE@A�5JPEH�#KHHEOEKJ

Push Actor A way From Player

!?PKN

!?PKN��

!JEI=PEKJ�&N=IA

�

Set Actor Animation Frame

Set Actor Animation Speed



W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W Animation Speed ��4DA�=JEI=PEKJ�OLAA@�

Set Actor Animation State
#D=JCA�PDA�OLNEPA�=JEI=PEKJ�OP=PA�BKN�=�OLA?EBEA@�=?PKN�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W Animation State ��4DA�OLNEPA�=JEI=PEKJ�OP=PA�PK�QOA�

Set Actor Collisions Disable
$EO=>HA�=HH�?KHHEOEKJ�?DA?GO�BKN�=J�=?PKN�=HHKSEJC�PDA�LH=UAN�=J@�=HH�KPDAN�=?PKN�O�PK�L=OO�PDNKQCD�EP�SDEHA�IKREJC�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

Set Actor Collisions Enable
2A�AJ=>HA�?KHHEOEKJO�BKN�=J�=?PKN�?=QOEJC�EP�PK�>A?KIA�OKHE@�=C=EJ�EB�?KHHEOEKJO�D=@�LNAREKQOHU�>AAJ�@EO=>HA@�

!?PKN

!?PKN��

!JEI=PEKJ�3LAA@

3LAA@��

!?PKN

!?PKN��

!JEI=PEKJ�3P=PA

$AB=QHP

Set Actor Animation State

!?PKN

!?PKN��

Set Actor Collisions Disable

Set Actor Collisions Enable



W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

Set Actor Direction
#D=JCA�PDA�@ENA?PEKJ�PD=P�=J�=?PKN�EO�?QNNAJPHU�B=?EJC�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W Direction ��4DA�=?PKN�@ENA?PEKJ�

Set Actor Movement Speed
3AP�PDA�IKRAIAJP�OLAA@�KB�=J�=?PKN�PK�=�JAS�R=HQA�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W Speed��4DA�IKRAIAJP�OLAA@�

Set Actor Position
3AP�PDA�LKOEPEKJ�KB�=J�=?PKN
�?=QOEJC�EP�PK�EJOP=JPHU�IKRA�PK�PDA�JAS�HK?=PEKJ�

!?PKN

!?PKN��

!?PKN

!?PKN��

$ENA?PEKJ

Set Actor Direction

!?PKN

!?PKN��

3LAA@

3LAA@��

Set Actor Movement Speed

Set Actor Position



W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

Set Actor Relative Position
3AP�PDA�LKOEPEKJ�KB�=J�=?PKN�NAH=PERA�PK�EP�O�LNAREKQO�LKOEPEKJ
�?=QOEJC�EP�PK�EJOP=JPHU�IKRA�PK�PDA�JAS�HK?=PEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W X��4DA�DKNEVKJP=H�KBBOAP�NAH=PERA�PK�PDA�?QNNAJP�LKOEPEKJ�

W Y��4DA�RANPE?=H�KBBOAP�NAH=PERA�PK�PDA�?QNNAJP�LKOEPEKJ�

Set Actor Sprite Sheet
3AP�PDA�OLNEPA�PD=P�ODKQH@�>A�QOA@�PK�NAJ@AN�=J�=?PKN�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

W Sprite Sheet ��4DA�OLNEPA�PK�QOA�BKN�NAJ@ANEJC�PDA�=?PKN�

!?PKN

!?PKN��

8

�

9

�

!?PKN

!?PKN��

8

�

9

�

Set Actor Relative Position

!?PKN

!?PKN��

3LNEPA�3DAAP

?=P

Set Actor Sprite Sheet



Set Player Sprite Sheet
3AP�PDA�OLNEPA�PD=P�ODKQH@�>A�QOA@�PK�NAJ@AN�PDA�LH=UAN�

W Sprite Sheet ��4DA�OLNEPA�PK�QOA�BKN�NAJ@ANEJC�PDA�LH=UAN�

W Replace Default For Scene T ype��#=QOAO�PDEO�OLNEPA�PK�KRANNE@A�PDA�@AB=QHP�BKN�=HH�O?AJAO�KB�PDA�?QNNAJP�PULA��E�A��)B�UKQ�=NA

?QNNAJPHU�EJ�=�LH=PBKNIAN�O?AJA
�=HH�KPDAN�LH=PBKNIAN�O?AJAO�QOEJC�PDA�@AB=QHP�OLNEPA�SEHH�JKS�HK=@�QOEJC�PDEO�NALH=?AIAJP

OLNEPA�=QPKI=PE?=HHU�EJOPA=@�

Show Actor
5JDE@A�=�LNAREKQOHU�DE@@AJ�=?PKN�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�ODKS�

Show All Sprites
2A�AJ=>HA�NAJ@ANEJC�KB�PDA�OLNEPA�H=UAN�EB�LNAREKQOHU�@EO=>HA@�

Show Emote Bubble
3DKS�=J�AIKPA�EI=CA�=>KRA�=�OLA?EBEA@�=?PKN��4DA�EI=CA�SEHH�>A�LKOEPEKJA@�?AJPN=HHU�=>KRA�PDA�=?PKN�O�?KHHEOEKJ�>KQJ@EJC�>KT�

3LNEPA�3DAAP

?=P

2ALH=?A�$AB=QHP�&KN�3?AJA�4ULA

Set Player Sprite Sheet

!?PKN

!?PKN��

Show Actor

5JDE@A�=HH�=?PERA�OLNEPAO�

Show All Sprites

Show Emote Bubble



W Actor ��4DA�=?PKN�PK�@EOLH=U�=J�AIKPA�EI=CA�=>KRA�

W Emote ��4DA�AIKPA�EI=CA�PK�@EOLH=U�

Start Actor's "On Update" Script
3P=NP�=J�=?PKNO�/J5L@=PA�O?NELP�EB�EP�EO�JKP�?QNNAJPHU�NQJJEJC��)B�PDA�=?PKN�EO�?QNNAJPHU�KBBO?NAAJ�EPO�O?NELP�I=U�>A?KIA�@A=?PER=PA@

?=QOEJC�PDA�O?NELP�PK�OPKL�NQJJEJC�=C=EJ
�PK�LNARAJP�PDEO�OAP�PDA��+AAL�2QJJEJC�7DEHA�/BBO?NAAJ��OAPPEJC�BKN�PDA�=?PKN�O�/J5L@=PA

O?NELP�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

Stop Actor's "On Update" Script
3PKL�=J�=?PKNO�/J5L@=PA�O?NELP�EB�EP�S=O�?QNNAJPHU�NQJJEJC�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�QL@=PA�

Store Actor Direction In V ariable
3PKNA�PDA�?QNNAJP�@ENA?PEKJ�KB�=J�=?PKN�SEPDEJ�=�R=NE=>HA�

!?PKN

!?PKN��

%IKPA

,KRA

!?PKN

!?PKN��

Start Actor's "On Update" Script

!?PKN

!?PKN��

Stop Actor's "On Update" Script

!?PKN

!?PKN��

6=NE=>HA

�6 =NE=>HA�

Store Actor Direction In V ariable



W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Variable ��4DA�R=NE=>HA�PK�QOA�BKN�PDA�@ENA?PEKJ�

Store Actor Position In V ariables
3PKNA�PDA�?QNNAJP�LKOEPEKJ�KB�=J�=?PKN�SEPDEJ�PSK�R=NE=>HAO
�KJA�PK�OPKNA�PDA�DKNEVKJP=H�LKOEPEKJ�=J@�=JKPDAN�PK�OPKNA�PDA�RANPE?=H

LKOEPEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W X��4DA�R=NE=>HA�PK�QOA�BKN�PDA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�R=NE=>HA�PK�QOA�BKN�PDA�RANPE?=H�LKOEPEKJ�

!?PKN

!?PKN��

8

�6 =NE=>HA�

9

�6 =NE=>HA�

Store Actor Position In V ariables



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU #=IAN=

Camera

Camera Lock T o Player
-KRA�PDA�?=IAN=�>=?G�PK�?AJPANEJC�KJ�PDA�LH=UAN
�HK?GEJC�EJPK�LKOEPEKJ�SDAJ�PDA�LH=UAN�IKRAO��/LPEKJ=HHU�=HHKSO�HK?GEJC�PK�BKHHKS

LH=UAN�EJ�KJHU�DKNEVKJP=H�KN�RANPE?=H�=TEO�

W Speed��4DA�IKRAIAJP�OLAA@
�QOA��)JOP=JP��PK�EIIA@E=PAHU�IKRA�PK�PDA�JAS�HK?=PEKJ�

W Lock Axis ��3AP�EB�AEPDAN�DKNEVKJP=H�=TEO
�RANPE?=H�=TEO�KN�>KPD�ODKQH@�>A�HK?GA@�

Camera Move T o
-KRA�PDA�?=IAN=�PK�=�JAS�LKOEPEKJ�

W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

W Speed��4DA�IKRAIAJP�OLAA@
�QOA��)JOP=JP��PK�EIIA@E=PAHU�IKRA�PK�PDA�JAS�HK?=PEKJ�

Camera Shake
3D=GA�PDA�?=IAN=�BKN�=�LANEK@�KB�PEIA�

W Duration ��4DA�HAJCPD�KB�PEIA�PK�OD=GA�?=IAN=�BKN�EJ�OA?KJ@O�KN�BN=IAO�

W Movement T ype��#DKKOA�EB�?=IAN=�ODKQH@�OD=GA�KJHU�EJ�DKNEVKJP=H�KN�RANPE?=H�=TEO�KN�EB�ODKQH@�OD=GA�EJ�>KPD�@ENA?PEKJO�

3LAA@

3LAA@��

,K?G�!TEO

( 6

Camera Lock T o Player

8

�

9

�

3LAA@

3LAA@��

Camera Move T o

$QN=PEKJ

���

Camera Shake

https://www.gbstudio.dev/
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Fade Screen In
&=@A�PDA�O?AJA�BNKI�=�>H=JG�O?NAAJ�

W Speed��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

Fade Screen Out
&=@A�PDA�O?AJA�PK�=�>H=JG�O?NAAJ�

W Speed��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

3LAA@

3LAA@��

Fade Screen In

3LAA@

3LAA@��

Fade Screen Out



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU #KHKN

Color

If Color Mode Is A vailable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�C=IA�EO�>AEJC�LH=UA@�KJ�=�@ARE?A�KN�AIQH=PKN�PD=P�OQLLKNPO�?KHKN�C=IAO�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If GBA Mode Is A vailable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�C=IA�EO�>AEJC�LH=UA@�KJ�=�@ARE?A�KN�AIQH=PKN�PD=P�OQLLKNPO�'"!�C=IAO�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Super GB Mode Is A vailable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�C=IA�EO�>AEJC�LH=UA@�KJ�=�@ARE?A�KN�AIQH=PKN�PD=P�OQLLKNPO�3QLAN�'"�C=IAO�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Color Mode Is A vailable

!@@�%RAJP

42
5%

Else

If GBA Mode Is A vailable

!@@�%RAJP

42
5%

Else

If Super GB Mode Is A vailable

!@@�%RAJP

42
5%

Else
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Set Background Palettes
2ALH=?A�OKIA�KN�=HH�KB�PDA�?QNNAJP�O?AJA�O�>=?GCNKQJ@�L=HAPPAO�

W Palettes ��4DA�JAS�L=HAPPAO�PK�QOA�

Set Emote Palette
2ALH=?A�PDA�L=HAPPA�QOA@�BKN�AIKPAO�	OLNEPA�L=HAPPA���
�

W Palette ��4DA�JAS�L=HAPPA�PK�QOA�

Set Sprite Palettes
2ALH=?A�OKIA�KN�=HH�KB�PDA�?QNNAJP�O?AJA�O�OLNEPA�L=HAPPAO�

0=HAPPAO

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

Set Background Palettes

0=HAPPA

0=HAPPA

Set Emote Palette

Set Sprite Palettes



W Palettes ��4DA�JAS�L=HAPPAO�PK�QOA�

Set UI Palette
2ALH=?A�PDA�L=HAPPA�QOA@�BKN�PDA�5)�	>=?GCNKQJ@�L=HAPPA���
�

W Palette ��4DA�JAS�L=HAPPA�PK�QOA�

0=HAPPAO

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

���0=HAPPA��

0=HAPPA

0=HAPPA

Set UI Palette



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU #KJPNKH�&HKS

Control Flow

Call Script
#=HH�KJA�KB�UKQN�?QOPKI�O?NELPO��/J?A�UKQ�D=RA�?DKOAJ�=�O?NELP�UKQ�SEHH�>A�=>HA�PK�DKKG�QL�=JU�L=N=IAPANO�NAMQENA@�

References

�@K?O�O?NELPEJC�?QOPKI�O?NELPO

W Script ��4DA�O?NELP�PK�NQJ�

If Actor At Position
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�=J�=?PKN�EO�=P�=�OLA?EBEA@�LKOEPEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Actor Distance From Actor
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�=J�=?PKN�EO�SEPDEJ�=�?ANP=EJ�@EOP=J?A�KB�=JKPDAN�=?PKN�

3?NELP

-U�#QOPKI�3?NELP

Call Script

!?PKN

!?PKN��

8

�

9

�

If Actor At Position

!@@�%RAJP

42
5%

Else

If Actor Distance From Actor

https://www.gbstudio.dev/
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W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W Distance ��4DA�@EOP=J?A�R=HQA�

W From ��4DA�=?PKN�PK�?KIL=NA�@EOP=J?A�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Actor Facing Direction
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�=J�=?PKN�EO�B=?EJC�EJ�=�OLA?EBEA@�@ENA?PEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Direction ��4DA�=?PKN�@ENA?PEKJ�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

!?PKN

0H=UAN

#KIL=NEOKJ

��

$EOP=J?A

�

&NKI

!?PKN��

!@@�%RAJP

42
5%

Else

!?PKN

!?PKN��

$ENA?PEKJ

If Actor Facing Direction

!@@�%RAJP

42
5%

Else



If Actor Relative T o Actor
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�>=OA@�KJ�PDA�LKOEPEKJ�KB�KJA�=?PKN�NAH=PERA�PK�=JKPDAN�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W Comparison ��4DA�NAH=PERA�LKOEPEKJ�?KIL=NEOKJ�PK�QOA�A�C���)O�!>KRA��KN��)O�"AHKS��

W Other Actor ��4DA�=?PKN�PK�?KIL=NA�LKOEPEKJ�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Color Mode Is A vailable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�C=IA�EO�>AEJC�LH=UA@�KJ�=�@ARE?A�KN�AIQH=PKN�PD=P�OQLLKNPO�?KHKN�C=IAO�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Game Data Saved
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�O=RA�@=P=�EO�LNAOAJP�SEPDEJ�PDA�OLA?EBEA@�O=RA�OHKP�

!?PKN

0H=UAN

#KIL=NEOKJ

)O�!>KRA

/PDAN�!?PKN

!?PKN��

If Actor Relative T o Actor

!@@�%RAJP

42
5%

Else

If Color Mode Is A vailable

!@@�%RAJP

42
5%

Else

If Game Data Saved



W Save Slot ��4DA�O=RA�OHKP�PK�QOA�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If GBA Mode Is A vailable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�C=IA�EO�>AEJC�LH=UA@�KJ�=�@ARE?A�KN�AIQH=PKN�PD=P�OQLLKNPO�'"!�C=IAO�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Joypad Input Held
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�FKUL=@�>QPPKJ�EO�?QNNAJPHU�LNAOOA@��7EHH�JKP�S=EP�BKN�QOAN�EJLQP�=J@�SEHH�KJHU

ATA?QPA�KJ?A
�EB�UKQ�SEOD�PK�NQJ�=�O?NELP�ARANU�PEIA�=�>QPPKJ�EO�LNAOOA@�QOA�!PP=?D�3?NELP�4K�"QPPKJ�EJOPA=@�

References

�@K?O�O?NELPEJC�O?NELP�CHKOO=NU�EJLQP�=PP=?D�O?NELP�PK�>QPPKJ

3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

2QJ�EB�LH=UAN�D=O�O=RA@�=�C=IA�

!@@�%RAJP

42
5%

Else

If GBA Mode Is A vailable

!@@�%RAJP

42
5%

Else

If Joypad Input Held
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W Any of ��4DA�EJLQP�>QPPKJO�PK�?DA?G�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Math Expression
#KJ@EPEKJ=HHU�ATA?QPA�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�I=PD�ATLNAOOEKJ�AR=HQ=PAO�PK�PNQA�

References

�@K?O�O?NELPEJC�I=PD�ATLNAOOEKJO

W Expression ��4DA�ATLNAOOEKJ�PK�AR=HQ=PA�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Super GB Mode Is A vailable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�C=IA�EO�>AEJC�LH=UA@�KJ�=�@ARE?A�KN�AIQH=PKN�PD=P�OQLLKNPO�3QLAN�'"�C=IAO�

!JU�KB

! " 3P=NP 3AHA?P

!@@�%RAJP

42
5%

Else

%TLNAOOEKJ

A�C���DA=HPD��������

If Math Expression

!@@�%RAJP

42
5%

Else

If Super GB Mode Is A vailable

https://www.gbstudio.dev/docs/scripting/math-expressions


W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Variable Compare W ith Value
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�>=OA@�KJ�PDA�R=HQA�KB�=�R=NE=>HA�?KIL=NA@�SEPD�=�R=HQA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W Value��4DA�R=HQA�PK�?KIL=NA�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Variable Compare W ith Variable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�>=OA@�KJ�PDA�R=HQA�KB�=�R=NE=>HA�?KIL=NA@�SEPD�=JKPDAN�R=NE=>HA�

!@@�%RAJP

42
5%

Else

6=NE=>HA

�6 =NE=>HA�

#KIL=NEOKJ

��

6=HQA

�

If Variable Compare W ith Value

!@@�%RAJP

42
5%

Else

If Variable Compare W ith Variable



W Variable ��4DA�R=NE=>HA�PK�QOA�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W Other Variable ��4DA�R=NE=>HA�PK�?KIL=NA�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Variable Has Flag
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�R=NE=>HA�D=O�PDA�?DKOAJ�BH=C�OAP�=O�PNQA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Flag��4DA�BH=C�PK�?DA?G�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Variable Is 'False'
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�R=NE=>HA�EO�OAP�PK�B=HOA�

6=NE=>HA

�6 =NE=>HA�

#KIL=NEOKJ

��

/PDAN�6=NE=>HA

�6 =NE=>HA�

!@@�%RAJP

42
5%

Else

6=NE=>HA

�6 =NE=>HA�

&H=C

&H=C��

If Variable Has Flag

!@@�%RAJP

42
5%

Else



W Variable ��4DA�R=NE=>HA�PK�QOA�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Variable Is 'T rue'
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�R=NE=>HA�EO�OAP�PK�PNQA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

Loop
2QJ�L=NP�KB�PDA�O?NELP�EJ�=�HKKL�BKNARAN��2AIAI>AN�PK�>NA=G�KQP�KB�PDA�HKKL�KPDANSEOA�PDA�LH=UAN�SEHH�>A?KIA�OPQ?G�=P�PDEO�LKEJP�

9KQ�?=J�QOA�=�3PKL�3?NELP�KN�#D=JCA�3?AJA�ARAJP�PK�OPKL�PDA�HKKL�

6=NE=>HA

�6 =NE=>HA�

If Variable Is 'False'

!@@�%RAJP

42
5%

Else

6=NE=>HA

�6 =NE=>HA�

If Variable Is 'T rue'

!@@�%RAJP

42
5%

Else

Loop

!@@�%RAJP



Loop For
2QJ�L=NP�KB�PDA�O?NELP�EJ�=�HKKL�SDEHA�=�?KQJPAN�R=NE=>HA�EO�SEPDEJ�=�OLA?EBEA@�N=JCA��/J�A=?D�HKKL�PDA�?KQJPAN�R=NE=>HA�EO�IK@EBEA@

>ABKNA�PDA�JATP�?DA?G�

W For ��4DA�R=NE=>HA�PK�QOA�

W From ��4DA�EJEPE=H�R=HQA�KB�PDA�?KQJPAN�R=NE=>HA�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W To��4DA�AJ@�R=HQA�KB�PDA�?KQJPAN�R=NE=>HA�

W Operation ��4DA�KLAN=PEKJ�PK�QOA�BKN�?KI>EJEJC�=�R=HQA�SEPD�PDA�?KQJPAN�R=NE=>HA�=BPAN�A=?D�HKKL�

W Value��4DA�R=HQA�PK�?KI>EJA�SEPD�PDA�?KQJPAN�R=NE=>HA�=BPAN�A=?D�HKKL�

Loop While
2QJ�L=NP�KB�PDA�O?NELP�EJ�=�HKKL�SDEHA�=J�ATLNAOOEKJ�EO�PNQA�

W Expression ��4DA�ATLNAOOEKJ�PK�AR=HQ=PA�

Stop Script
3PKLO�PDA�?QNNAJP�O?NELP�BNKI�NQJJEJC�

&KN

�6 =NE=>HA�

&NKI

�

#KIL=NEOKJ

��

4K

��

/LAN=PEKJ

��

6=HQA

�

Loop For

!@@�%RAJP

%TLNAOOEKJ

A�C���DA=HPD��������

Loop While

!@@�%RAJP



Switch
#KJ@EPEKJ=HHU�NQJ�BNKI�IQHPELHA�KLPEKJO�@ALAJ@EJC�KJ�PDA�R=HQA�KB�PDA�OLA?EBEA@�R=NE=>HA��&ENOP�?DKKOA�DKS�I=JU�KLPEKJO�UKQ�S=JP

PK�?KIL=NA�PDA�R=NE=>HA�=C=EJOP
�PDAJ�OAP�PDA�R=HQAO�PK�?KIL=NA�=J@�SD=P�O?NELPO�PK�ATA?QPA�SDAJ�PDA�R=HQA�EO�I=P?DA@�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Number of options ��4DA�JQI>AN�KB�KLPEKJO�NAMQENA@�

W Value��4DA�R=HQA�PK�?KIL=NA�PDA�R=NE=>HA�SEPD�BKN�NQJJEJC�PDEO�>N=J?D�KB�PDA�O?NELP�

3PKLO�?QNNAJP�O?NELP�BNKI�NQJJEJC�

Stop Script

6=NE=>HA

�6 =NE=>HA�

.QI>AN�KB�KLPEKJO

�

6=HQA

�

6=HQA

�

Switch

When: $$value0$$

!@@�%RAJP

When: $$value1$$

!@@�%RAJP

Else

!@@�%RAJP



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU $E=HKCQA���-AJQO

Dialogue & Menus

Display Dialogue
3DKS�=�@E=HKCQA�>KT�=P�PDA�>KPPKI�KB�PDA�C=IA�O?NAAJ��7DAJ�PATP�EO�ODKSJ�PDA�@E=HKCQA�>KT�SEHH�OHE@A�QL�BNKI�PDA�>KPPKI�KB�PDA

O?NAAJ�=J@�SEHH�OHE@A�@KSJ�=BPAN�EP�D=O�>AAJ�ODKSJ�

W Avatar ��4DA�=R=P=N�EI=CA�PK�KLPEKJ=HHU�@EOLH=U�KJ�PDA�HABP�D=J@�OE@A�KB�PDA�@E=HKCQA�>KT�

Display Menu
$EOLH=U�=�IAJQ�KB�IQHPELHA�KLPEKJO�=J@�OAP�PDA�OLA?EBEA@�R=NE=>HA�PK�PDA�R=HQA�KB�PDA�?DKOAJ�KLPEKJ��-QHPELHA�H=UKQPO�=NA�LNKRE@A@


�-AJQ��@EOLH=UO�=O�=�OEJCHA�?KHQIJ�KJ�PDA�NECDP�D=J@�OE@A�KB�PDA�C=IA�O?NAAJ�=J@��$E=HKCQA��@EOLH=UO�=�BQHH�SE@PD�@E=HKCQA�>KT

SEPD�PSK�?KHQIJO��9KQ�?=J�KLPEKJ=HHU�OAP�PDA��"��>QPPKJ�PK�?HKOA�PDA�IAJQ�OAPPEJC�PDA�R=NE=>HA�PK�����=J@�?=J�=HOK�I=GA�PDA�H=OP

IAJQ�EPAI�NAPQNJ�����SDAJ�OAHA?PA@�

4ATP���

! R=P=N

! R=P=N��

Display Dialogue

Display Menu

https://www.gbstudio.dev/
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W Set Variable ��4DA�R=NE=>HA�PK�QOA�

W Number of options ��4DA�JQI>AN�KB�KLPEKJO�NAMQENA@�

W Set to '1' if ��4DA�IAJQ�EPAI�PATP�H=>AH�SDE?D�SDAJ�OAHA?PA@�SEHH�OAP�R=NE=>HA�PK�����

W Set to '2' if ��4DA�IAJQ�EPAI�PATP�H=>AH�SDE?D�SDAJ�OAHA?PA@�SEHH�OAP�R=NE=>HA�PK�����

W Last option sets to '0' ��3AP�EB�H=OP�IAJQ�EPAI�ODKQH@�?=QOA�R=NE=>HA�PK�>A?KIA�����SDAJ�OAHA?PA@�

W Set to '0' if 'B' is pressed ��3AP�EB�LNAOOEJC��"��ODKQH@�?=QOA�IAJQ�PK�?HKOA�=J@�R=NE=>HA�PK�>A?KIA�����

W Layout ��3AP�PDA�H=UKQP�OPUHA�KB�PDA�IAJQ�

Display Multiple Choice
0NAOAJP�PSK�KLPEKJO�PK�LH=UAN�=HHKSEJC�PDAI�PK�I=GA�=�?DKE?A
�SEHH�OAP�PDA�OLA?EBEA@�R=NE=>HA�PK�PNQA�EB�PDA�BENOP�KLPEKJ�EO�?DKOAJ�=J@

PK�B=HOA�EB�PDA�OA?KJ@�KLPEKJ�EO�?DKOAJ�

3AP�6=NE=>HA

�6 =NE=>HA�

.QI>AN�KB�KLPEKJO

�

3AP�PK�����EB

)PAI��

3AP�PK�����EB

)PAI��

,=OP�KLPEKJ�OAPO�PK����

Hl 3AP�PK�����EB��"��EO�LNAOOA@

,=UKQP

$E=HKCQA

3AP�6=NE=>HA

�6 =NE=>HA�

3AP�PK��4NQA��EB

#DKE?A�!

3AP�PK��&=HOA��EB

#DKE?A�"

Display Multiple Choice



W Set Variable ��4DA�R=NE=>HA�PK�QOA�

W Set to 'T rue' if ��4DA�IAJQ�EPAI�PATP�H=>AH�SDE?D�SDAJ�OAHA?PA@�SEHH�OAP�R=NE=>HA�PK��PNQA��

W Set to 'False' if ��4DA�IAJQ�EPAI�PATP�H=>AH�SDE?D�SDAJ�OAHA?PA@�SEHH�OAP�R=NE=>HA�PK��B=HOA��

Set Text Animation Speed
3AP�PDA�OLAA@�PD=P�@E=HKCQA�>KTAO�=LLA=N�=J@�@EO=LLA=N�=J@�DKS�B=OP�PATP�=LLA=NO�SEPDEJ�PDA�>KT�

W Text Open Speed ��4DA�OLAA@�PD=P�PDA�PATP�=J@�IAJQ�@E=HKCQA�>KTAO�O?NKHH�KJ�PK�PDA�O?NAAJ�

W Text Close Speed ��4DA�OLAA@�PD=P�PDA�PATP�=J@�IAJQ�@E=HKCQA�>KTAO�O?NKHH�KBB�KB�PDA�O?NAAJ�

W Text Draw Speed ��4DA�OLAA@�PD=P�?D=N=?PANO�=NA�@N=SJ�EJPK�PDA�@E=HKCQA�>KTAO�

W Fast forward text while buttons held ��!HHKS�OGELLEJC�PDNKQCD�=JEI=PEKJ�KB�PATP�EB�FKUL=@�>QPPKJO�=NA�LNAOOA@�

4ATP�/LAJ�3LAA@

3LAA@��

4ATP�#HKOA�3LAA@

3LAA@��

4ATP�$N=S�3LAA@

3LAA@��

Hl &=OP�BKNS=N@�PATP�SDEHA�>QPPKJO�DAH@

Set Text Animation Speed



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU %JCEJA�&EAH@O

Engine Fields

Engine Field Update
#D=JCA�PDA�R=HQA�KB�=J�%JCEJA�&EAH@�

References

�@K?O�OAPPEJCO��AJCEJA�OAPPEJCO

W Engine Field ��4DA�AJCEJA�BEAH@�PK�QL@=PA�

Store Engine Field In V ariable
3PKNA�PDA�R=HQA�KB�=J�%JCEJA�&EAH@�EJ�=�R=NE=>HA�

References

�@K?O�OAPPEJCO��AJCEJA�OAPPEJCO

W Engine Field ��4DA�AJCEJA�BEAH@�PK�NA=@�PDA�R=HQA�KB�

%JCEJA�&EAH@

*QIL�6 AHK?EPU

Engine Field Update

%JCEJA�&EAH@

*QIL�6 AHK?EPU

Store Engine Field In V ariable

https://www.gbstudio.dev/
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3?NELPEJC�%RAJPO %RAJP�'HKOO=NU )JLQP

Input

Attach Script T o Button
2QJ�PDA�OLA?EBEA@�O?NELP�=JU�PEIA�=�FKUL=@�>QPPKJ�EO�LNAOOA@�

W Button ��4DA�FKUL=@�>QPPKJ�PK�?DA?G�

W Override default button action ��3AP�EB�PDA�O?NELP�ODKQH@�NALH=?A�PDA�@AB=QHP�C=IA�=?PEKJ�BKN�PDA�OLA?EBEA@�>QPPKJ�

W On Press ��4DA�O?NELP�PK�NQJ�SDAJ�PDA�>QPPKJ�EO�LNAOOA@�

If Joypad Input Held
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�FKUL=@�>QPPKJ�EO�?QNNAJPHU�LNAOOA@��7EHH�JKP�S=EP�BKN�QOAN�EJLQP�=J@�SEHH�KJHU

ATA?QPA�KJ?A
�EB�UKQ�SEOD�PK�NQJ�=�O?NELP�ARANU�PEIA�=�>QPPKJ�EO�LNAOOA@�QOA�!PP=?D�3?NELP�4K�"QPPKJ�EJOPA=@�

References

�@K?O�O?NELPEJC�O?NELP�CHKOO=NU�EJLQP�=PP=?D�O?NELP�PK�>QPPKJ

W Any of ��4DA�EJLQP�>QPPKJO�PK�?DA?G�

"QPPKJ

! " 3P=NP 3AHA?P

Hl /RANNE@A�@AB=QHP�>QPPKJ�=?PEKJ

/J�0NAOO

Attach Script T o Button

!@@�%RAJP

/.�
02

%
33

!JU�KB

! " 3P=NP 3AHA?P

If Joypad Input Held

!@@�%RAJP

42
5%

Else

https://www.gbstudio.dev/
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W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

Pause Script Until Input Pressed
0=QOAO�PDA�O?NELP�QJPEH�KJA�KB�PDA�OLA?EBEA@�FKUL=@�>QPPKJO�=NA�LNAOOA@�

W Any of ��4DA�EJLQP�>QPPKJO�PK�?DA?G�

Remove Button Script
2AIKRA�=J�=PP=?DA@�O?NELP�BNKI�=�FKUL=@�>QPPKJ�NAOPKNEJC�PDA�@AB=QHP�BQJ?PEKJ=HEPU�KB�PDA�>QPPKJ�

W Remove script attached to input ��4DA�FKUL=@�>QPPKJ�PK�NAIKRA�PDA�=PP=?DA@�O?NELP�BNKI�

!JU�KB

! " 3P=NP 3AHA?P

Pause Script Until Input Pressed

2AIKRA�O?NELP�=PP=?DA@�PK�EJLQP

! " 3P=NP 3AHA?P

Remove Button Script



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU -=PD

Math

Evaluate Math Expression
3AP�=�R=NE=>HA�PK�PDA�NAOQHP�KB�AR=HQ=PEJC�=�I=PD�ATLNAOOEKJ�

References

�@K?O�O?NELPEJC�I=PD�ATLNAOOEKJO

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Expression ��4DA�ATLNAOOEKJ�PK�AR=HQ=PA�

If Math Expression
#KJ@EPEKJ=HHU�ATA?QPA�L=NP�KB�PDA�O?NELP�EB�PDA�OLA?EBEA@�I=PD�ATLNAOOEKJ�AR=HQ=PAO�PK�PNQA�

References

�@K?O�O?NELPEJC�I=PD�ATLNAOOEKJO

W Expression ��4DA�ATLNAOOEKJ�PK�AR=HQ=PA�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

Math Functions
!HHKSO�UKQ�PK�LANBKNI�R=NEKQO�I=PDO�BQJ?PEKJO�KJ�=�R=NE=>HA�PK�=@@�OQ>PN=?P�IQHPELHU�@ERE@A�IK@QHQO�=�R=HQA�R=NE=>HA�N=J@KI

JQI>AN�

6=NE=>HA

�6 =NE=>HA�

%TLNAOOEKJ

A�C������	�����DA=HPD
���

Evaluate Math Expression

%TLNAOOEKJ

A�C���DA=HPD��������

If Math Expression

!@@�%RAJP

42
5%

Else

Math Functions
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W Variable ��4DA�R=NE=>HA�PK�QOA�

W Operation ��4DA�KLAN=PEKJ�PK�QOA�BKN�IK@EBUEJC�PDA�R=NE=>HA�R=HQA�

W Value��4DA�R=HQA�PK�?KI>EJA�SEPD�PDA�R=NE=>HA�QOEJC�PDA�OAHA?PA@�KLAN=PEKJ�

Seed Random Number Generator
0H=?A�PDEO�PK�NQJ�EJ�NAOLKJOA�PK�QOAN�EJLQP�PK�AJOQNA�N=J@KI�JQI>ANO�?D=JCA�>APSAAJ�LH=UPDNKQCDO�

6=NE=>HA

�6 =NE=>HA�

/LAN=PEKJ

3AP�4K

6=HQA

4NQA

0H=?A�PDEO�PK�NQJ�EJ�NAOLKJOA�PK�QOAN�EJLQP�PK�AJOQNA�N=J@KI�JQI>ANO

?D=JCA�>APSAAJ�LH=UPDNKQCDO

Seed Random Number Generator



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU -EO?AHH=JAKQO

Miscellaneous

Comment
!HHKSO�UKQ�PK�HA=RA�JKPAO�SEPDEJ�UKQN�O?NELPO��0NKRE@AO�JK�BQJ?PEKJ=HEPU�EJ�C=IA��4DA�PATP�UKQ�PULA�=QPKI=PE?=HHU�CAPO�OAP�EJ�PDA

ARAJP�PEPHA
�OK�UKQ�?=J�?KHH=LOA�PDA�?KIIAJP�=J@�OPEHH�NA=@�EPO�?KJPAJP�

Event Group
!HKSO�UKQ�PK�CNKQL�PKCAPDAN�L=NPO�KB�UKQN�O?NELP�BKN�KNC=JEV=PEKJ=H�LQNLKOAO�

GBVM Script
2QJ�=�'"6-�O?NELP�

References

�@K?O�O?NELPEJC�C>RI�

�@K?O�O?NELPEJC�C>RI�C>RI�KLAN=PEKJO

W Script ��!�R=HE@�'"6-�3?NELP�PK�ATA?QPA�

W References ��!�HEOP�KB�PDA�=OOAPO�=J@�AJPEPEAO�QOA@�EJ�UKQN�'"6-�O?NELP��5OA�PDEO�PK�HAP�'"�3PQ@EK�GJKS�PD=P�=�BEHA�EO�JAA@A@

4ATP���

Comment

Event Group

!@@�%RAJP

3?NELP

2ABANAJ?AO

!@@�2ABANAJ?A

GBVM Script

https://www.gbstudio.dev/
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>U�UKQN�O?NELP
�LNARAJPEJC�EP�BNKI�>AEJC�AT?HQ@A@�EJ�PDA�BEJ=H�>QEH@�

Link: Close

Link: Host

Link: Join

Link: T ransfer

W Send Variable

W Receive Variable

W Packet Size

#HKOA�PDA�?QNNAJP�HEJG�OAOOEKJ�

Link: Close

(KOP�=�HEJG�OAOOEKJ�

Link: Host

*KEJ�=�HEJG�OAOOEKJ�

Link: Join

3AJ@�6=NE=>HA

�6 =NE=>HA�

2A?AERA�6=NE=>HA

�6 =NE=>HA�

0=?GAP�3EVA

�

Link: T ransfer



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU -QOE?���3KQJ@�%BBA?PO

Music & Sound Effects

Play Music T rack
0H=UO�=�IQOE?�BEHA��)B�UKQ�LH=U�=�JAS�OKJC�SDEHA�=JKPDAN�OKJC�EO�LH=UEJC
�PDA�KH@�OKJC�SEHH�OPKL�=QPKI=PE?=HHU�

W Song ��4DA�OKJC�PK�LH=U�

Play Sound Effect
0H=U�=�OKQJ@�ABBA?P
�?DKKOA�BNKI�LH=UEJC�=��7! 6
��6'-
�KN��3! 6�	BTD=IIAN
�BEHA�BNKI�ASSETS�SOUNDS KN�=�LNAOAP�OKQJ@

ABBA?P�

W Sound Effect ��4DA�OKQJ@�ABBA?P�PK�LH=U��#=J�?DKKOA�BNKI�BEHAO�SEPDEJ�ASSETS�SOUNDS KN�BNKI�LNAOAP�OKQJ@O�HEGA"EEP 


0ITCH =J@4ONE�

W Priority ��4DA�LNEKNEPU�KB�PDA�ABBA?P
�DECD
�IA@EQI�KN�HKS��)B�PSK�OKQJ@�ABBA?PO�=NA�LH=UEJC�=P�PDA�O=IA�PEIA�PDAJ�DECDAN�LNEKNEPU

OKQJ@�ABBA?PO�SEHH�P=GA�LNA?A@AJ?A�

W Pitch ��4DA�LEP?D�KB�PDA�OKQJ@�ABBA?P�	"AAL�ABBA?P�KJHU
�

W Frequency in hz ��4DA�BNAMQAJ?U�KB�PDA�OKQJ@�ABBA?P�EJ�DV�	4KJA�ABBA?P�KJHU
�

W Duration ��4DA�HAJCPD�KB�PEIA�PK�LH=U�PDA�OKQJ@�ABBA?P�

W Wait until finished ��3AP�EB�O?NELP�ODKQH@�L=QOA�QJPEH�OKQJ@�ABBA?P�D=O�BEJEODA@�LH=UEJC�

3KJC

-U�4 N=?G��

Play Music T rack

3KQJ@�%BBA?P

"AAL

0NEKNEPU

0EP?D

�

$QN=PEKJ

���

Hl 7 =EP�QJPEH�BEJEODA@

%BBA?P�)J@AT

�

Play Sound Effect

https://www.gbstudio.dev/
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W Effect Index ��4DA�ABBA?P�JQI>AN�PK�LH=U�	BKN�BTD=IIAN�KJHU
�

Set Music Routine
!PP=?D�=�O?NELP�PK�KJA�KB�PDA�BKQN�IQOE?�NKQPEJAO�PD=P�?=J�>A�PNECCANA@�BNKI�=��QCA�BEHA��)J�PDA�IQOE?�A@EPKN�UKQ�=NA�=>HA�PK�QOA�PDA

?=HH�NKQPEJA�ABBA?P�EJ�UKQN�OKJCO�PK�PNECCAN�PDAOA�O?NELPO�EJ�PEIA�PK�IQOE?�

References

�@K?O�=OOAPO�IQOE?�IQOE?�DQCA�ABBA?PO

W Routine ��4DA�IQOE?�NKQPEJA
�AEPDAN��
��
���KN���

W On Call ��4DA�O?NELP�PK�NQJ�SDAJ�PDA�NKQPEJA�EO�?=HHA@�

Stop Music
3PKLO�=JU�?QNNAJPHU�LH=UEJC�IQOE?�

2KQPEJA

�

/J�#=HH

Set Music Routine

!@@�%RAJP

/.�
#!

,,

3PKLO�=JU�IQOE?�PD=P�S=O�LNAREKQOHU�LH=UEJC�

Stop Music

https://www.gbstudio.dev/docs/assets/music/music-huge#effects


3?NELPEJC�%RAJPO %RAJP�'HKOO=NU 3=RA�$=P=

Save Data

Game Data Load
,K=@�PDA�O=RA@�C=IA�@=P=�BNKI�PDA�OAHA?PA@�OHKP�

W Save Slot ��4DA�O=RA�OHKP�PK�QOA�

Game Data Remove
2AIKRA�=JU�LNAREKQOHU�O=RA@�C=IA�@=P=�EJ�PDA�OAHA?PA@�OHKP�

W Save Slot ��4DA�O=RA�OHKP�PK�QOA�

Game Data Save
3=RA�PDA�?QNNAJP�C=IA�@=P=�EJPK�PDA�OAHA?PA@�OHKP�

W Save Slot ��4DA�O=RA�OHKP�PK�QOA�

,K=@�C=IA�@=P=�BNKI�IAIKNU�

3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

Game Data Load

#HA=N�=HH�O=RA@�C=IA�@=P=�BNKI�IAIKNU�

3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

Game Data Remove

3=RA�?QNNAJP�C=IA�@=P=�PK�IAIKNU��2AMQENAO�?=NPNE@CA�PULA�SEPD�"!44%29�

3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

/J�3=RA

Game Data Save

!@@�%RAJP

/.�
3!

6%
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W On Save��!�O?NELP�PK�NQJ�=BPAN�PDA�O=RA�EO�?KILHAPA@��4DEO�SKJ�P�>A�NQJ�KJ�C=IA�HK=@�OK�UKQ�?=J�QOA�EP�ODKS�=��3=RA�7=O

3Q??AOOBQH��IAOO=CA�

If Game Data Saved
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�EB�O=RA�@=P=�EO�LNAOAJP�SEPDEJ�PDA�OLA?EBEA@�O=RA�OHKP�

W Save Slot ��4DA�O=RA�OHKP�PK�QOA�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

Store Variable from Game Data In V ariable
2A=@�=�R=NE=>HA�O�R=HQA�BNKI�=�OLA?EBEA@�O=RA�OHKP�=J@�OPKNA�EP�EJ�=�R=NE=>HA�

W Set Variable ��4DA�R=NE=>HA�PK�QL@=PA�

W To Variable ��4DA�R=NE=>HA�PK�NA=@�PDA�R=HQA�KB�

W From Save Slot ��4DA�O=RA�OHKP�PK�QOA�

3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

2QJ�EB�LH=UAN�D=O�O=RA@�=�C=IA�

If Game Data Saved

!@@�%RAJP

42
5%

Else

3AP�6=NE=>HA

�6 =NE=>HA�

4K�6=NE=>HA

�6 =NE=>HA�

&NKI�3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

Store Variable from Game Data In V ariable



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU 3?AJA

Scene

Change Scene
4N=JOEPEKJ�PK�=�JAS�O?AJA�SEPD�LH=UAN�=P�=�OLA?EBEA@�LKOEPEKJ�=J@�@ENA?PEKJ��!�?KJJA?PEKJ�HEJA�SEHH�>A�@N=SJ�>APSAAJ�PDA�OKQN?A�KB

PDA�ARAJP�=J@�PDA�@AOPEJ=PEKJ�O?AJA�SEPD�=J�E?KJ�=LLA=NEJC�=P�PDA�@AOPEJ=PEKJ�LKOEPEKJ��)P�O�LKOOE>HA�PK�@N=C�PDEO�E?KJ�=NKQJ@�=J@

>APSAAJ�O?AJAO�PK�IK@EBU�PDA�ARAJP�

W Scene��4DA�O?AJA�PK�PN=JOEPEKJ�PK�

W X��4DA�EJEPE=H�LH=UAN�DKNEVKJP=H�LKOEPEKJ�EJ�PDA�JAS�O?AJA�

W Y��4DA�EJEPE=H�LH=UAN�RANPE?=H�LKOEPEKJ�EJ�PDA�JAS�O?AJA�

W Direction ��4DA�EJEPE=H�LH=UAN�@ENA?PEKJ�

W Fade Speed ��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

Remove All From Scene Stack
2AIKRA�=HH�O?AJAO�BNKI�PDA�O?AJA�OP=?G�SEPDKQP�HA=REJC�PDA�?QNNAJP�O?AJA�

Restore First Scene From Stack
4N=JOEPEKJ�PK�PDA�RANU�BENOP�O?AJA�OPKNA@�KJ�PDA�OP=?G
�BKN�EJOP=J?A�EB�UKQ�D=@�IQHPELHA�HARAHO�KB�IAJQ�O?AJAO�UKQ�?KQH@�QOA�PDEO�PK

EIA@E=PAHU�NAPQNJ�PK�PDA�C=IA�O?AJA��4DEO�ARAJP�SEHH�?=QOA�PDA�O?AJA�OP=?G�PK�>A?KIA�AILPU�

3?AJA

3?AJA��

8

�

9

�

$ENA?PEKJ &=@A�3LAA@

3LAA@��

Change Scene

#HA=NO�PDA�OP=?G�KB�O=RA@�O?AJA�OP=PAO�

Remove All From Scene Stack

Restore First Scene From Stack

https://www.gbstudio.dev/
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W Fade Speed ��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

Restore Previous Scene From Stack
4N=JOEPEKJ�PK�PDA�H=OP�OPKNA@�O?AJA�BNKI�PDA�O?AJA�OP=?G�QOEJC�PDA�OLA?EBEA@�B=@A�OLAA@��4DA�LNAREKQO�O?AJA�SEHH�PDAJ�>A�NAIKRA@

BNKI�PDA�OP=?G�OK�PDA�JATP�PEIA�PDEO�ARAJP�EO�QOA@�EP�SEHH�PN=JOEPEKJ�PK�PDA�O?AJA�>ABKNA�PD=P�

W Fade Speed ��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

Store Current Scene On Stack
3PKNA�PDA�?QNNAJP�O?AJA�=J@�LH=UAN�OP=PA�KJ�PK�PDA�O?AJA�OP=?G
�PDEO�=HHKSO�UKQ�PK�NAPQNJ�PK�PDEO�AT=?P�HK?=PEKJ�H=PAN�QOEJC�PDA

3?AJA�2AOPKNA�ARAJPO��!�?KIIKJ�QOA�KB�PDEO�ARAJP�SKQH@�>A�PK�EJ?HQ@A�EJ�=�O?NELP�FQOP�>ABKNA�=�#D=JCA�3?AJA�ARAJP�PK�KLAJ�=

IAJQ�O?AJA
�EJ�PDA�IAJQ�O?AJA�UKQ�?KQH@�S=EP�BKN�PDA�LH=UAN�PK�LNAOO�=�?HKOA�>QPPKJ�=J@�PDAJ�QOA�PDA�2AOPKNA�0NAREKQO�&NKI

3P=?G�ARAJP�PK�NAPQNJ�PK�SDANA�PDA�LH=UAN�KLAJA@�PDA�IAJQ�

0KL�=HH�O?AJA�OP=PA�BNKI�OP=?G�

&=@A�3LAA@

3LAA@��

0KL�PDA�PKL�O?AJA�OP=PA�BNKI�OP=?G�

&=@A�3LAA@

3LAA@��

Restore Previous Scene From Stack

0QOD�O?AJA�OP=PA�PK�OP=?G�

Store Current Scene On Stack



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU 3?NAAJ

Screen

Fade Screen In
&=@A�PDA�O?AJA�BNKI�=�>H=JG�O?NAAJ�

W Speed��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

Fade Screen Out
&=@A�PDA�O?AJA�PK�=�>H=JG�O?NAAJ�

W Speed��4DA�OLAA@�KB�PDA�B=@A�=JEI=PEKJ�

Hide Overlay
(E@AO�PDA�O?NAAJ�KRANH=U�

Overlay Move T o
-KRAO�PDA�KRANH=U�PK�=�JAS�LKOEPEKJ�KJ�PDA�O?NAAJ�

3LAA@

3LAA@��

Fade Screen In

3LAA@

3LAA@��

Fade Screen Out

(E@AO�KRANH=U�SEJ@KS�BNKI�O?NAAJ�

Hide Overlay

8

�

9

�

3LAA@

3LAA@��

Overlay Move T o

https://www.gbstudio.dev/
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W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

W Speed��4DA�IKRAIAJP�OLAA@�

Show Overlay
3DKS�AEPDAN�=�>H=?G�KN�SDEPA�SEJ@KS�KRAN�PDA�PKL�KB�PDA�?QNNAJP�C=IA�O?NAAJ��#=J�>A�QOA@�PK�K>O?QNA�=J@�PDAJ�NARA=H�L=NPO�KB

PDA�O?AJA�>=?GCNKQJ@�BKN�AT=ILHA�KJ�PDA�O=ILHA�LNKFA?P�HKCK�O?NAAJ�

W Fill Color ��4DA�?KHKN�PK�BEHH�PDA�KRANH=U�SEPD
�AEPDAN�>H=?G�KN�SDEPA�

W X��4DA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�RANPE?=H�LKOEPEKJ�

&EHH�#KHKN

"H=?G

8

�

9

�

Show Overlay



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU 4EIAN

Timer

Attach T imer Script
2QJ�PDA�OLA?EBEA@�O?NELP�NALA=PA@HU�=BPAN�=�PEIA�EJPANR=H��4DA�O?NELP�SEHH�GAAL�NQJJEJC�EJ�PDA�>=?GCNKQJ@�QJPEH�=�2AIKRA�4EIAN

3?NELP�ARAJP�EO�?=HHA@�KN�PDA�O?AJA�EO�?D=JCA@�QOEJC�=�#D=JCA�3?AJA�ARAJP�

W Time Interval ��4DA�HAJCPD�KB�PEIA�PK�S=EP�>ABKNA�NQJJEJC�PDA�O?NELP�A=?D�PEIA�

W On Tick ��4DA�O?NELP�PK�NQJ�SDAJ�PDA�PEIAN�EO�PNECCANA@�

Idle
0=QOA�PDA�O?NELP�BKN�=�OEJCHA�BN=IA�

Remove T imer Script
2AIKRA�PDA�PEIAN�O?NELP�OK�EP�SEHH�JK�HKJCAN�>A�?=HHA@�

Restart T imer
2AOAP�PDA�?KQJP@KSJ�PEIAN�>=?G�PK�VANK��4DA�O?NELP�SEHH�?=HH�=C=EJ�=BPAN�PDA�PEIA�OLA?EBEA@�KNECEJ=HHU�

4EIA�)JPANR=H

���

/J�4 E?G

Attach T imer Script

!@@�%RAJP

/.�
4)

#+

7 =EP�QJPEH�JATP�BN=IA

Idle

$EO=>HA�PDA�PEIAN�O?NELP

Remove T imer Script

2AOP=NP�PDA�?KQJP@KSJ�PEIAN

Restart T imer

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/category/event-glossary


Wait
0=QOA�PDA�O?NELP�BKN�=�LANEK@�KB�PEIA�

W Duration ��4DA�HAJCPD�KB�PEIA�PK�L=QOA�PDA�O?NELP�BKN�EJ�OA?KJ@O�KN�BN=IAO�

$QN=PEKJ

���

Wait



3?NELPEJC�%RAJPO %RAJP�'HKOO=NU 6=NE=>HAO

Variables

Evaluate Math Expression
3AP�=�R=NE=>HA�PK�PDA�NAOQHP�KB�AR=HQ=PEJC�=�I=PD�ATLNAOOEKJ�

References

�@K?O�O?NELPEJC�I=PD�ATLNAOOEKJO

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Expression ��4DA�ATLNAOOEKJ�PK�AR=HQ=PA�

If Variable Compare W ith Value
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�>=OA@�KJ�PDA�R=HQA�KB�=�R=NE=>HA�?KIL=NA@�SEPD�=�R=HQA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W Value��4DA�R=HQA�PK�?KIL=NA�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

If Variable Compare W ith Variable
#KJ@EPEKJ=HHU�NQJ�L=NP�KB�PDA�O?NELP�>=OA@�KJ�PDA�R=HQA�KB�=�R=NE=>HA�?KIL=NA@�SEPD�=JKPDAN�R=NE=>HA�

6=NE=>HA

�6 =NE=>HA�

%TLNAOOEKJ

A�C������	�����DA=HPD
���

Evaluate Math Expression

6=NE=>HA

�6 =NE=>HA�

#KIL=NEOKJ

��

6=HQA

�

If Variable Compare W ith Value

!@@�%RAJP

42
5%

Else

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/category/event-glossary
https://www.gbstudio.dev/docs/scripting/math-expressions


W Variable ��4DA�R=NE=>HA�PK�QOA�

W Comparison ��4DA�?KIL=NEOKJ�KLAN=PKN�PK�QOA�A�C���,AOO�4D=J��KN��'NA=PAN�4D=J��

W Other Variable ��4DA�R=NE=>HA�PK�?KIL=NA�SEPD�

W True��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�PNQA�

W False��4DA�O?NELP�PK�NQJ�EB�PDA�?KJ@EPEKJ�EO�B=HOA�

Math Functions
!HHKSO�UKQ�PK�LANBKNI�R=NEKQO�I=PDO�BQJ?PEKJO�KJ�=�R=NE=>HA�PK�=@@�OQ>PN=?P�IQHPELHU�@ERE@A�IK@QHQO�=�R=HQA�R=NE=>HA�N=J@KI

JQI>AN�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Operation ��4DA�KLAN=PEKJ�PK�QOA�BKN�IK@EBUEJC�PDA�R=NE=>HA�R=HQA�

W Value��4DA�R=HQA�PK�?KI>EJA�SEPD�PDA�R=NE=>HA�QOEJC�PDA�OAHA?PA@�KLAN=PEKJ�

Reset All V ariables T o 'False'
2AOAP�=HH�R=NE=>HAO�QOA@�>U�UKQN�LNKFA?P�>=?G�PK�B=HOA�

6=NE=>HA

�6 =NE=>HA�

#KIL=NEOKJ

��

/PDAN�6=NE=>HA

�6 =NE=>HA�

If Variable Compare W ith Variable

!@@�%RAJP

42
5%

Else

6=NE=>HA

�6 =NE=>HA�

/LAN=PEKJ

3AP�4K

6=HQA

4NQA

Math Functions

2AOAP�!,,�R=NE=>HAO�>=?G�PK��&=HOA��

Reset All V ariables T o 'False'



Seed Random Number Generator
0H=?A�PDEO�PK�NQJ�EJ�NAOLKJOA�PK�QOAN�EJLQP�PK�AJOQNA�N=J@KI�JQI>ANO�?D=JCA�>APSAAJ�LH=UPDNKQCDO�

Store Actor Position In V ariables
3PKNA�PDA�?QNNAJP�LKOEPEKJ�KB�=J�=?PKN�SEPDEJ�PSK�R=NE=>HAO
�KJA�PK�OPKNA�PDA�DKNEVKJP=H�LKOEPEKJ�=J@�=JKPDAN�PK�OPKNA�PDA�RANPE?=H

LKOEPEKJ�

W Actor ��4DA�=?PKN�UKQ�S=JP�PK�?DA?G�

W X��4DA�R=NE=>HA�PK�QOA�BKN�PDA�DKNEVKJP=H�LKOEPEKJ�

W Y��4DA�R=NE=>HA�PK�QOA�BKN�PDA�RANPE?=H�LKOEPEKJ�

Store Engine Field In V ariable
3PKNA�PDA�R=HQA�KB�=J�%JCEJA�&EAH@�EJ�=�R=NE=>HA�

References

�@K?O�OAPPEJCO��AJCEJA�OAPPEJCO

W Engine Field ��4DA�AJCEJA�BEAH@�PK�NA=@�PDA�R=HQA�KB�

Store Variable from Game Data In V ariable
2A=@�=�R=NE=>HA�O�R=HQA�BNKI�=�OLA?EBEA@�O=RA�OHKP�=J@�OPKNA�EP�EJ�=�R=NE=>HA�

0H=?A�PDEO�PK�NQJ�EJ�NAOLKJOA�PK�QOAN�EJLQP�PK�AJOQNA�N=J@KI�JQI>ANO

?D=JCA�>APSAAJ�LH=UPDNKQCDO

Seed Random Number Generator

!?PKN

!?PKN��

8

�6 =NE=>HA�

9

�6 =NE=>HA�

Store Actor Position In V ariables

%JCEJA�&EAH@

*QIL�6 AHK?EPU

Store Engine Field In V ariable

Store Variable from Game Data In V ariable



W Set Variable ��4DA�R=NE=>HA�PK�QL@=PA�

W To Variable ��4DA�R=NE=>HA�PK�NA=@�PDA�R=HQA�KB�

W From Save Slot ��4DA�O=RA�OHKP�PK�QOA�

Variable Decrement By 1
$A?NA=OA�PDA�R=HQA�KB�PDA�OLA?EBEA@�R=NE=>HA�>U�KJA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

Variable Flags Add
3AP�OAHA?PA@�BH=CO�PK�PNQA�KJ�=�R=NE=>HA��!HH�QJOAHA?PA@�BH=CO�SEHH�GAAL�PDAEN�LNAREKQO�R=HQA�

3AP�6=NE=>HA

�6 =NE=>HA�

4K�6=NE=>HA

�6 =NE=>HA�

&NKI�3=RA�3HKP

3HKP�� 3HKP�� 3HKP��

6=NE=>HA

�6 =NE=>HA�

Variable Decrement By 1

Variable Flags Add



W Variable ��4DA�R=NE=>HA�PK�QOA�

W Flag 1 ��3AP�BH=C���PK�PNQA�

W Flag 2 ��3AP�BH=C���PK�PNQA�

W Flag 3 ��3AP�BH=C���PK�PNQA�

Variable Flags Clear
3AP�OAHA?PA@�BH=CO�PK�B=HOA�KJ�=�R=NE=>HA��!HH�QJOAHA?PA@�BH=CO�SEHH�GAAL�PDAEN�LNAREKQO�R=HQA�

6=NE=>HA

�6 =NE=>HA�

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C���

&H=C��� &H=C���

&H=C��� &H=C���

&H=C��� &H=C���

Variable Flags Clear



W Variable ��4DA�R=NE=>HA�PK�QOA�

W Flag 1 ��3AP�BH=C���PK�B=HOA�

W Flag 2 ��3AP�BH=C���PK�B=HOA�

W Flag 3 ��3AP�BH=C���PK�B=HOA�

Variable Flags Set
3AP�PDA�R=HQA�KB�=�R=NE=>HA�>U�AJ=>HEJC�EJ@ERE@Q=H�>EPO�KB�PDA����>EP�JQI>AN��!HHKSO����PNQA�B=HOA�R=HQAO�PK�>A�OPKNA@�SEPDEJ�=�OEJCHA

R=NE=>HA��3APPEJC�PDA�BH=CO�SEHH�NALH=?A�PDA�LNAREKQO�R=HQA�KB�PDA�R=NE=>HA�

6=NE=>HA

�6 =NE=>HA�

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C���

&H=C��� &H=C���

&H=C��� &H=C���

&H=C��� &H=C���

Variable Flags Set



W Variable ��4DA�R=NE=>HA�PK�QOA�

W Flag 1 ��3AP�BH=C���PK�PNQA�

W Flag 2 ��3AP�BH=C���PK�PNQA�

W Flag 3 ��3AP�BH=C���PK�PNQA�

Variable Increment By 1
)J?NA=OA�PDA�R=HQA�KB�PDA�OLA?EBEA@�R=NE=>HA�>U�KJA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

Variable Set T o 'False'
3AP�PDA�R=HQA�KB�PDA�OLA?EBEA@�R=NE=>HA�PK�B=HOA�

6=NE=>HA

�6 =NE=>HA�

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C��

&H=C�� &H=C���

&H=C��� &H=C���

&H=C��� &H=C���

&H=C��� &H=C���

6=NE=>HA

�6 =NE=>HA�

Variable Increment By 1

6=NE=>HA

�6 =NE=>HA�

Variable Set T o 'False'



W Variable ��4DA�R=NE=>HA�PK�QOA�

Variable Set T o 'True'
3AP�PDA�R=HQA�KB�PDA�OLA?EBEA@�R=NE=>HA�PK�PNQA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

Variable Set T o Value
3AP�PDA�OLA?EBEA@�R=NE=>HA�PK�=�@ABEJA@�R=HQA�

W Variable ��4DA�R=NE=>HA�PK�QOA�

W Value��4DA�R=HQA�PK�OAP�PDA�OAHA?PA@�R=NE=>HA�PK�

6=NE=>HA

�6 =NE=>HA�

Variable Set T o 'True'

6=NE=>HA

�6 =NE=>HA�

6=HQA

�

Variable Set T o Value



3?NELPEJC�%RAJPO #QOPKI�3?NELPO

Custom Scripts
Custom Scripts =HHKS�UKQ�PK�?NA=PA�NAQO=>HA�LNK?A@QNAO�EJ�UKQN�C=IA�PD=P�?=J�>A�?=HHA@�BNKI�=JU�KB�UKQN�O?NELPO�

9KQNCustom Scripts SEHH�>A�HEOPA@�EJ�PDAScripts OA?PEKJ�KB�PDANavigator SDEHA�KJ�PDAGame World View�

#HE?G�PDA� >QPPKJ�PK�?NA=PA�=�JASCustom Script KN�OAHA?P�KJA�PK�A@EP�BNKI�PDA�HEOP�

/J?A�UKQ�RA�CERAJ�UKQNCustom Script =�J=IA�UKQ�?=J�OP=NP�>QEH@EJC�=�O?NELP�EJ�PDA�O=IA�S=U�UKQ�SKQH@�BKNActors
 Triggers =J@

Scenes�

Parameters
7DAJARAN�UKQ�=@@�=J�ARAJP�PD=P�NA=@O�=Variable EP�SEHH�CAP�=@@A@�PK�PDA�HEOP�KB�EJLQP�L=N=IAPANO�BKN�PDACustom Script
�SDANA�UKQ

=NA�=>HA�PK�CERA�PD=P�EJLQP�=�IAIKN=>HA�J=IA��%RAJPO�PD=P�=BBA?PActors SEHH
�>U�@AB=QHP
�=LLHU�PK�PDA�LH=UAN�>QP�EB�UKQ�QOA�PDA�=?PKN

OAHA?PKN�UKQ�SEHH�>A�=>HA�PK�OAP�PDA�ARAJP�PK�NA=@�PDAActor R=HQA�BNKI�=J�EJLQP�L=N=IAPAN�=HOK�

&KN�AT=ILHA�PDA�BKHHKSEJC�?QOPKI�O?NELP�I=GAO!CTOR�! NKP=PA�EJ�=�?EN?HA�

https://www.gbstudio.dev/


Passing by Reference or V alue
7DAJ�QOEJC�R=NE=>HAO�EJ�=�?QOPKI�O?NELP�UKQ�D=RA�PDA�?DKE?A�PK�L=OO�>U�NABANAJ?A�	By Ref
�KN�PK�L=OO�>U�R=HQA�	By Val
�>U�?HE?GEJC

PDA�@NKL�@KSJ�>QPPKJ�JATP�PK�A=?D�R=NE=>HA�EJ�PDA�L=N=IAPANO�HEOP�



W Pass By Reference !HHKSO�PDA�?QOPKI�O?NELP�PK�IK@EBU�PDA�R=HQA�KB�=�R=NE=>HA�L=N=IAPAN��!JU�?D=JCAO�PK�PDA�R=NE=>HA�O

R=HQA�BNKI�EJOE@A�PDA�O?NELP�SEHH�=HOK�QL@=PA�PDA�R=NE=>HA�O�R=HQA�KQPOE@A�KB�PDA�O?NELP��5OA�PDEO�EB�UKQ�S=JP�PDA�?QOPKI�O?NELP�PK

>A�=>HA�PK�?D=JCA�PDA�R=HQA�KB�=�R=NE=>HA�PD=P�S=O�L=OOA@�EJ�

W Pass By V alue #KLEAO�PDA�?QNNAJP�R=HQA�KB�PDA�R=NE=>HA�=P�?=HH�PEIA�OK�PD=P�=JU�?D=JCAO�PK�PDA�R=NE=>HA�L=N=IAPAN�BNKI

SEPDEJ�PDA�O?NELP�SEHH�JKP�=BBA?P�PDA�R=NE=>HA�PD=P�S=O�L=OOA@�EJ��5OA�PDEO�EB�UKQ�S=JP�PDA�?QOPKI�O?NELP�PKNOT >A�=>HA�PK

?D=JCA�PDA�R=NE=>HA�PD=P�S=O�L=OOA@�EJ�

Calling a Custom Script
/J?A�UKQ�D=RA�?NA=PA@�=Custom Script UKQ�?=J�?=HH�EP�BNKI�=JU�KPDAN�O?NELP�>U�=@@EJC�=Call Script ARAJP�SDE?D�SEHH�=LLA=N�=O

BKHHKSO�

9KQ�BENOP�IQOP�?DKKOA�PDA�O?NELP�SDE?D�UKQ�SEOD�PK�?=HH
�EB�PD=P�O?NELP�D=O�=JU�R=NE=>HA�KN�=?PKN�L=N=IAPANO�UKQ�?=J�PDAJ�?DKKOA

SDE?D�EJLQPO�PK�QOA�

)B�UKQ�ARAN�S=JP�PK�A@EP�PDACustom Script UKQ�?=J�NAPQNJ�PK�EP�QOEJC�PDA�HEOP�KJ�PDANavigator KN�>U�OAHA?PEJCEdit Custom Script

BNKI�PDA�ARAJP�@NKL@KSJ�IAJQ�



3?NELPEJC�%RAJPO -=PD�%TLNAOOEKJO

Math Expressions
4DA%R=HQ=PA�-=PD�%TLNAOOEKJ=J@)B�-=PD�%TLNAOOEKJARAJPO�=HHKS�I=PDAI=PE?=H�ATLNAOOEKJO�PK�>A�QOA@�BKN�LANBKNIEJC

?=H?QH=PEKJO�

%TLNAOOEKJO�=HHKS�UKQ�PK�QOA�I=JU�I=PDAI=PE?=H�KLAN=PEKJO�OQ?D�=O�

W � =@@

W � OQ>PN=?P

W � IQHPELHU

W � @ERE@A

W �� %MQ=H�PK

W �� .KP�AMQ=H�PK

W �� 'NA=PAN�PD=J�KN�AMQ=H�PK

9KQ�=NA�=HOK�=>HA�PK�QOA�PDA�BKHHKSEJC�BQJ?PEKJO

W MIN	A
�B
 NAPQNJ�PDA�IEJEIQI�KB�PSK�R=HQAO�=�=J@�>

W MAX	A
�B
 NAPQNJ�PDA�I=TEIQI�KB�PSK�R=HQAO�=�=J@�>

W ABS	A
 NAPQNJ�PDA�=>OKHQPA�R=HQA�KB�=

9KQ�?=J�QOA�R=NE=>HAO�EJ�ATLNAOOEKJO�>U�PULEJC� =J@�OA=N?DEJC�BKN�PDA�R=NE=>HA�O�J=IA�

%TLNAOOEKJ

A�C���DA=HPD��������

If Math Expression

!@@�%RAJP

42
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Else

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/scripting/script-glossary/math#evaluate-math-expression
https://www.gbstudio.dev/docs/scripting/script-glossary/math#if-math-expression


3?NELPEJC�%RAJPO '"6-

GBVM
'"�3PQ@EK�O�C=IA�AJCEJA�NQJO�KJ�=�OP=?G�>=OA@�RENPQ=H�I=?DEJA�?=HHA@'"6-�C=IA�AJCEJA ��9KQ�?=J�=??AOO�PDA�RENPQ=H�I=?DEJA

@ENA?PHU�>U�QOEJC�='"6-�3?NELP�ARAJPEJ�UKQ�C=IA�

Learning GBVM
)B�UKQ�S=JP�PK�GJKS�IKNA�=>KQP�'"6-�=J@�DKS�PK�QOA�EP�PDAJ�?DA?G�KQP�'"�3PQ@EK�#AJPN=H�O�CAPPEJC�OP=NPA@�CQE@A
,A=NJEJC

'"6- �

3?NELP

VM_PUSH_CONST           0       ; Y coord

VM_PUSH_CONST           0       ; X coord

VM_PUSH_CONST           128

VM_LOAD_TILESET         .ARG0, ___bank_bg_cave, _bg_cave

VM_OVERLAY_SET_MAP      .ARG0, .ARG1, .ARG2, ___bank_bg_cave, _bg_cave
2ABANAJ?AO

!@@�2ABANAJ?A

GBVM Script

https://www.gbstudio.dev/
https://github.com/chrismaltby/gbvm
https://www.gbstudio.dev/docs/scripting/script-glossary/miscellaneous#gbvm-script
https://gbstudiocentral.com/tips/learning-gbvm/
https://gbstudiocentral.com/tips/learning-gbvm/


3?NELPEJC�%RAJPO '"6- '"6-�/LAN=PEKJO

GBVM Operations

Core

VM_STOP

3PKLO�ATA?QPEKJ�KB�?KJPATP

VM_PUSH_CONST

0QODAO�EIIA@E=PA�R=HQA�PK�PDA�PKL�KB�PDA�6-�OP=?G

W VAL��EIIA@E=PA�R=HQA�PK�>A�LQODA@

VM_POP

2AIKRAO�PDA�PKL�R=HQAO�BNKI�PDA�6-�OP=?G

W N��JQI>AN�KB�R=HQAO�PK�>A�NAIKRA@�BNKI�PDA�OP=?G

VM_CALL

#=HH�O?NELP�>U�JA=N�=@@NAOO

W ADDR��=@@NAOO�KB�PDA�O?NELP�OQ>NKQPEJA

VM_RET

2APQNJO�BNKI�PDA�JA=N�?=HH

VM_RET_N

2APQNJO�BNKI�PDA�JA=N�?=HH�=J@�?HA=N�.�=NCQIAJPO�KJ�OP=?G

6-?34/0

6-?053(?#/.34 6!,

6-?0/0 .

6-?#!,, !$$2

6-?2%4

6-?2%4?. .

https://www.gbstudio.dev/


W N��JQI>AN�KB�=NCQIAJPO�PK�>A�NAIKRA@�BNKI�PDA�OP=?G

VM_GET_FAR

'AP�>UPA�KN�SKN@�>U�PDA�B=N�LKEJPAN�EJPK�R=NE=>HA

W IDX��4=NCAP�R=NE=>HA

W SIZE��3EVA�KB�PDA�KFFA?P�PK�>A�=?MQENA@�

�'%4?"94% ��CAP���>EP�R=HQA

�'%4?7/2$ ��CAP����>EP�R=HQA

W BANK ��"=JG�JQI>AN�KB�PDA�K>FA?P

W ADDR��!@@NAOO�KB�PDA�K>FA?P

VM_LOOP

,KKLO�SDEHA�R=NE=>HA�EO�JKP�VANK
�>U�PDA�JA=N�=@@NAOO

W IDX��,KKL�?KQJPAN�R=NE=>HA

W LABEL ��*QIL�H=>AH�BKN�PDA�JATP�EPAN=PEKJ

W N��=IKQJP�KB�R=HQAO�PK�>A�NAIKRA@�BNKI�OP=?G�KJ�ATEP

.CASE

VM_SWITCH

#KIL=NAO�R=NE=>HA�SEPD�=�OAP�KB�R=HQAO
�=J@�EB�AMQ=H�FQIL�PK�PDA�OLA?EBEA@�H=>AH�

R=HQAO�BKN�PAOPEJC�I=U�>A�@ABEJA@�SEPD�PDA��#!3%�I=?NK
�SDANA�6!,�L=N=IAPAN�EO�=�R=HQA�BKN�PAOPEJC�=J@�,!"%,�EO�=�FQIL�H=>AH

W IDX��R=NE=>HA�BKN�?KIL=NA

W SIZE��=IKQJP�KB�AJPNEAO�BKN�PAOP�

W N��=IKQJP�KB�R=HQAO�PK�@A�?HA=JA@�BNKI�OP=?G�KJ�ATEP

VM_JUMP

*QILO�PK�JA=N�=@@NAOO

6-?'%4?&!2 )$8
�3):%
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W ARG0��FQIL�H=>AH

VM_CALL_FAR

#=HH�B=N�NKQPEJA�	EJPAN�>=JG�?=HH


W BANK ��"=JG�JQI>AN�KB�PDA�NKQPEJA

W ADDR��!@@NAOO�KB�PDA�NKQPEJA

VM_RET_FAR

2APQNJ�BNKI�PDA�B=N�?=HH

VM_RET_FAR_N

2APQNJ�BNKI�PDA�B=N�?=HH�=J@�NAIKRA�.�=NCQIAJPO�BNKI�OP=?G

W N��.QI>AN�KB�=NCQIAJPO�PK�>A�NAIKRA@�BNKI�OP=?G

VM_INVOKE

)JRKGAO�#�BQJ?PEKJ�QJPEH�EP�NAPQNJO�PNQA�

W BANK ��"=JG�JQI>AN�KB�PDA�BQJ?PEKJ

W ADDR��!@@NAOO�KB�PDA�BQJ?PEKJ
�?QNNAJPHU���BQJ?PEKJO�=NA�EILHAIAJPA@�

?WAIT?FRAMES��S=EP�BKN�.�R>H=JG�EJPANR=HO

?CAMERA?SHAKE��OD=GA�?=IAN=�.�PEIAO

W N��.QI>AN�KB�=NCQIAJPO�PK�>A�NAIKRA@�BNKI�OP=?G�KJ�NAPQNJ

W PARAMS��0KEJPO�PDA�BENOP�L=N=IAPAN�PK�>A�L=OOA@�EJPK�PDA�#�BQJ?PEKJ

VM_BEGINTHREAD

3L=SJO�=�PDNA=@�EJ�=�OAL=N=PA�?KJPATP

W BANK ��"=JG�JQI>AN�KB�=�PDNA=@�BQJ?PEKJ

W THREADPROC��!@@NAOO�KB�=�PDNA=@�BQJ?PEKJ

W HTHREAD��6=NE=>HA�PD=P�NA?AERAO�PDA�PDNA=@�D=J@HA
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W NARGS��!IKQJP�KB�R=HQAO�BNKI�PDA�OP=?G�PK�>A�?KLEA@�EJPK�PDA�OP=?G�KB�PDA�JAS�?KJPATP

VM_IF

#KIL=NAO�PSK�R=NE=>HAO�QOEJC�BKN�?KJ@EPEKJ�

W CONDITION��#KJ@EPEKJ�BKN�PAOP�

�%1 ��R=NE=>HAO�=NA�AMQ=H

�,4 ��!�EO�HKSAN�PD=J�"

�,4% ��!�EO�HKSAN�KN�AMQ=H�PD=J�"

�'4 ��!�EO�CNA=PAN�PD=J�"

�'4% ��!�EO�CNA=PAN�KN�AMQ=H�PD=J�"

�.% ��!�EO�JKP�AMQ=H�PK�"

W IDXA��!�R=NE=>HA

W IDXB��"�R=NE=>HA

W LABEL ��*QIL�H=>AH�SDAJ�NAOQHP�EO�425%

W N��.QI>AN�KB�R=HQAO�PK�>A�NAIKRA@�BNKI�OP=?G�EB�PDA�NAOQHP�EO�PNQA

VM_PUSH_VALUE_IND

0QODAO�=�R=HQA�KJ�6-�OP=?G�KN�=�CHK>=H�EJ@ENA?PHU�BNKI�=J�EJ@AT�EJ�PDA�R=NE=>HA

W IDX��R=NE=>HA�PD=P�?KJP=EJO�PDA�EJ@AT�KB�PDA�R=NE=>HA�PK�>A�LQODA@�KJ�OP=?G

VM_PUSH_VALUE

0QODAO�=�R=HQA�KB�PDA�R=NE=>HA�KJPK�OP=?G

W IDX��R=NE=>HA�PK�>A�LQODA@

VM_RESERVE

2AOANRAO�KN�@EOLKOAO�=IKQJP�KB�R=HQAO�KJ�OP=?G

W N��LKOEPERA�R=HQA���=IKQJP�KB�R=NE=>HAO�PK�>A�NAOANRA@�KJ�OP=?G
�JAC=PERA�R=HQA���=IKQJP�KB�R=NE=>HAO�PK�>A�LKLLA@�BNKI

OP=?G
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VM_SET

!OOECJO�R=NE=>HA�"�PK�R=NE=>HA�!

W IDXA��6=NE=>HA�!

W IDXB��6=NE=>HA�"

VM_SET_CONST

!OOECJO�EIIA@E=PA�R=HQA�PK�PDA�R=NE=>HA

W IDX��4=NCAP�R=NE=>HA

W VAL��3KQN?A�EIIA@E=PA�R=HQA

VM_RPN

2ARANOA�0KHEOD�.KP=PEKJ�	20.
�?=H?QH=PKN
�NAPQNJO�NAOQHP	O
�KJ�PDA�6-�OP=?G

.R_INT8

.R_INT16

.R_REF

.R_REF_IND

.R_REF_SET
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.R_OPERATOR

.R_STOP

VM_JOIN

*KEJO�=�PDNA=@

W IDX��4DNA=@�D=J@HA�BKN�FKEJEJC

VM_TERMINATE

+EHHO�=�PDNA=@

W IDX��4DNA=@�D=J@HA�BKN�GEHHEJC

VM_IDLE

3ECJ=HO�PDNA=@�NQJJAN
�PD=P�?KJPATP�EO�EJ�=�S=EP=>HA�OP=PA

VM_GET_TLOCAL

'APO�PDNA=@�HK?=H�R=NE=>HA�

W IDXA��4=NCAP�R=NE=>HA

W IDXB��4DNA=@�HK?=H�R=NE=>HA�EJ@AT

VM_IF_CONST

#KIL=NAO�=�R=NE=>HA�PK�=J�EIIA@E=PA�R=HQA

W CONDITION��#KJ@EPEKJ�BKN�PAOP�

�2?/0%2!4/2�!2'�

�2?34/0
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�%1 ��R=NE=>HAO�=NA�AMQ=H

�,4 ��!�EO�HKSAN�PD=J�"

�,4% ��!�EO�HKSAN�KN�AMQ=H�PD=J�"

�'4 ��!�EO�CNA=PAN�PD=J�"

�'4% ��!�EO�CNA=PAN�KN�AMQ=H�PD=J�"

�.% ��!�EO�JKP�AMQ=H�PK�"

W IDXA��!�R=NE=>HA

W B��EIIA@E=PA�R=HQA�PK�>A�?KIL=NA@�SEPD

W LABEL ��*QIL�H=>AH�SDAJ�NAOQHP�EO�425%

W N��.QI>AN�KB�R=HQAO�PK�>A�NAIKRA@�BNKI�OP=?G�EB�PDA�NAOQHP�EO�PNQA

VM_GET_UINT8

'APO�QJOECJA@�EJP��BNKI�72!-

W IDXA��4=NCAP�R=NE=>HA

W ADDR��!@@NAOO�KB�PDA�QJOECJA@���>EP�R=HQA�EJ�72!-

VM_GET_INT8

'APO�OECJA@�EJP��BNKI�72!-

W IDXA��4=NCAP�R=NE=>HA

W ADDR��!@@NAOO�KB�PDA�OECJA@���>EP�R=HQA�EJ�72!-

VM_GET_INT16

'APO�OECJA@�EJP���BNKI�72!-

W IDXA��4=NCAP�R=NE=>HA

W ADDR��!@@NAOO�KB�PDA�OECJA@����>EP�R=HQA�EJ�72!-

VM_SET_UINT8

3APO�QJOECJA@�EJP��EJ�72!-�BNKI�R=NE=>HA

W ADDR��!@@NAOO�KB�PDA�QJOECJA@���>EP�R=HQA�EJ�72!-

W IDXA��3KQN?A�R=NE=>HA
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VM_SET_INT8

3APO�OECJA@�EJP��EJ�72!-�BNKI�R=NE=>HA

W ADDR��!@@NAOO�KB�PDA�OECJA@���>EP�R=HQA�EJ�72!-

W IDXA��3KQN?A�R=NE=>HA

VM_SET_INT16

3APO�OECJA@�EJP���EJ�72!-�BNKI�R=NE=>HA

W ADDR��!@@NAOO�KB�PDA�OECJA@����>EP�R=HQA�EJ�72!-

W IDXA��3KQN?A�R=NE=>HA

VM_SET_CONST_INT8

3APO�OECJA@�EJP��EJ�72!-�PK�PDA�EIIA@E=PA�R=HQA

W ADDR��!@@NAOO�KB�PDA�OECJA@���>EP�R=HQA�EJ�72!-

W V��)IIA@E=PA�R=HQA

VM_SET_CONST_UINT8

3APO�QJOECJA@�EJP��EJ�72!-�PK�PDA�EIIA@E=PA�R=HQA

W ADDR��!@@NAOO�KB�PDA�QJOECJA@���>EP�R=HQA�EJ�72!-

W V��)IIA@E=PA�R=HQA

VM_SET_CONST_INT16

3APO�OECJA@�EJP���EJ�72!-�PK�PDA�EIIA@E=PA�R=HQA

W ADDR��!@@NAOO�KB�PDA�OECJA@����>EP�R=HQA�EJ�72!-

W V��)IIA@E=PA�R=HQA
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VM_INIT_RNG

)JEPE=HEVAO�2.'�OAA@�SEPD�PDA�R=HQA�BNKI�PDA�R=NE=>HA

W IDX��3AA@�R=HQA

VM_RANDOMIZE

)JEPE=HEVAO�2.'�OAA@

VM_RAND

2APQNJO�N=J@KI�R=HQA�>APSAAJ�-).�=J@�-).���,)-)4

W IDX��4=NCAP�R=NE=>HA

W MIN��-EJEI=H�N=J@KI�R=HQA

W LIMIT��N=JCA�KB�PDA�N=J@KI�R=HQAO

VM_LOCK

$EO=>HA�OSEP?DEJC�KB�6-�PDNA=@O

VM_UNLOCK

%J=>HA�OSEP?DEJC�KB�6-�PDNA=@O

VM_RAISE

2=EOAO�=J�AT?ALPEKJ

W CODE��%T?ALPEKJ�?K@A�

%8#%04)/.?2%3%4 ��2AOAPO�PDA�@ARE?A�

%8#%04)/.?#(!.'%?3#%.% ��#D=JCAO�PK�=�JAS�O?AJA�

%8#%04)/.?3!6% ��3=RAO�PDA�OP=PA�KB�PDA�C=IA�

6-?).)4?2.' )$8
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%8#%04)/.?,/!$ ��,K=@O�PDA�O=RA@�OP=PA�KB�PDA�C=IA�

W SIZE��,AJCPD�KB�PDA�L=N=IAPANO�PK�>A�L=OOA@�EJPK�PDA�AT?ALPEKJ�D=J@HAN

VM_SET_INDIRECT

!OOECJO�R=NE=>HA�PD=P�EO�=@@NAOOA@�EJ@ENA?PHU�PK�PDA�KPDAN�R=NE=>HA

W IDXA��6=NE=>HA�PD=P�?KJP=EJO�PDA�EJ@AT�KB�PDA�P=NCAP�R=NE=>HA

W IDXB��3KQN?A�R=NE=>HA�PD=P�?KJP=EJO�PDA�R=HQA�PK�>A�=OOECJA@

VM_GET_INDIRECT

!OOECJO�=�R=NE=>HA�PK�PDA�R=HQA�KB�R=NE=>HA�PD=P�EO�=@@NAOOA@�EJ@ENA?PHU

W IDXA��4=NCAP�R=NE=>HA

W IDXB��6=NE=>HA�PD=P�?KJP=EJO�PDA�EJ@AT�KB�PDA�OKQN?A�R=NE=>HA

VM_TEST_TERMINATE

4ANIEJ=PAO�QJEP�PAOPEJC�EIIA@E=PAHU

W FLAGS��PANIEJ=PA�BH=CO�

�4%34?7!)4?6", S=EP�BKN�6"H=JG�>ABKNA�PANIEJ=PEJC

VM_POLL_LOADED

#DA?GO�PD=P�6-�OP=PA�S=O�NAOPKNA@�=J@�NAOAP�PDA�NAOPKNA�BH=C

W IDX��4=NCAP�NAOQHP�R=NE=>HA

VM_PUSH_REFERENCE

4N=JOH=PAO�)$8�EJPK�=>OKHQPA�EJ@AT�=J@�LQODAO�NAOQHP�PK�6-�OP=?G

W IDX��EJ@AT�KB�PDA�R=NE=>HA
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VM_CALL_NA TIVE

#=HHO�J=PERA�?K@A�>U�PDA�B=N�LKEJPAN

W BANK ��"=JG�JQI>AN�KB�PDA�J=PERA�NKQPEJA

W PTR��!@@NAOO�KB�PDA�J=PERA�NKQPEJA

VM_MEMSET

#HA=N�6-�IAIKNU

W DEST��&ENOP�R=NE=>HA�PK�>A�?HA=NA@

W VALUE��6=NE=>HA�?KJP=EJEJC�PDA�R=HQA�PK�>A�BEHHA@�SEPD

W COUNT��.QI>AN�KB�R=NE=>HAO�PK�>A�BEHHA@

VM_MEMCPY

?KLU�6-�IAIKNU

W DEST��&ENOP�@AOPEJ=PEKJ�R=NE=>HA

W SOUR��&ENOP�OKQN?A�R=NE=>HA

W COUNT��.QI>AN�KB�R=NE=>HAO�PK�>A�?KLEA@

Actor

VM_ACTOR_MOVE_TO

-KRA�=?PKN�PK�PDA�JAS�LKOEPEKJ

W IDX��LKEJPO�PK�PDA�>ACEJJEJC�KB�PDA�LOAQ@K�OPNQ?PQNA�PD=P�?KJP=EJO�PDAOA�IAI>ANO�

)$ ��!?PKN�JQI>AN

8 ��.AS�8�?KKN@EJ=PA�KB�PDA�=?PKN

9 ��.AS�9 �?KKN@EJ=PA�KB�PDA�=?PKN

!442 ��"EP�BH=CO�

�!#4/2?!442?(?&)234 ��IKRA�DKNEVKJP=H�BENOP

�!#4/2?!442?#(%#+?#/,, ��NAOLA?P�?KHHEOEKJO

�!#4/2?!442?$)!'/.!, ��=HHKS�@E=CKJ=H�IKRAIAJP
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VM_ACTOR_MOVE_CANCEL

#=J?AH�IKRAIAJP�KB�=?PKN

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

VM_ACTOR_ACTIVATE

!?PER=PA�PDA�=?PKN

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

VM_ACTOR_SET_DIR

3AP�@ENA?PEKJ�KB�PDA�=?PKN

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W DIR��KJA�KB�PDAOA�@ENA?PEKJO�

�$)2?$/7. ��=?PKN�B=?AO�@KSJ

�$)2?2)'(4 ��=?PKN�B=?AO�NECDP

�$)2?50 ��=?PKN�B=?AO�QL

�$)2?,%&4 ��=?PKN�B=?AO�HABP

VM_ACTOR_DEACTIVATE

$A=?PER=PA�PDA�=?PKN

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

VM_ACTOR_SET_ANIM

3AP�=?PKN�=JEI=PEKJ

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W ANIM��!JEI=PEKJ�JQI>AN
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VM_ACTOR_SET_POS

3AP�JAS�=?PKN�LKOEPEKJ

W IDX��LKEJPO�PK�PDA�>ACEJJEJC�KB�PDA�LOAQ@K�OPNQ?PQNA�PD=P�?KJP=EJO�PDAOA�IAI>ANO�

)$ ��!?PKN�JQI>AN

8 ��.AS�8�?KKN@EJ=PA�KB�PDA�=?PKN

9 ��.AS�9 �?KKN@EJ=PA�KB�PDA�=?PKN

VM_ACTOR_EMOTE

3AP�=?PKN�AIKPEKJ

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W AVATAR_BANK ��"=JG�KB�PDA�=R=P=N�EI=CA

W AVATAR��!@@NAOO�KB�PDA�=R=P=N�EI=CA

VM_ACTOR_SET_BOUNDS

3AP�=?PKN�>KQJ@EJC�>KT

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W LEFT��,ABP�>KQJ@=NU�KB�PDA�>KQJ@EJC�>KT

W RIGHT��2ECDP�>KQJ@=NU�KB�PDA�>KQJ@EJC�>KT

W TOP��4KL�>KQJ@=NU�KB�PDA�>KQJ@EJC�>KT

W BOTTOM��"KPPKI�>KQJ@=NU�KB�PDA�>KQJ@EJC�>KT

VM_ACTOR_SET_SPRITESHEET

3AP�=?PKN�OLNEPAODAAP

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W SHEET_BANK ��"=JG�KB�PDA�OLNEPA�ODAAP

W SHEET��!@@NAOO�KB�PDA�OLNEPA�ODAAP
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VM_ACTOR_SET_SPRITESHEET_BY_REF

3AP�=?PKN�OLNEPAODAAP�QOEJC�B=N�PDA�LKEJPAN�EJ�R=NE=>HAO

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W FAR_PTR��LKEJPO�PK�PDA�LOAQ@K�OPNQ?P�PD=P�?KJP=EJO�PDA�=@@NAOO�KB�PDA�OLNEPA�ODAAP�

"!.+ ��"=JG�KB�PDA�OLNEPA�ODAAP

$!4! ��!@@NAOO�KB�PDA�OLNEPA�ODAAP

VM_ACTOR_REPLACE_TILE

2ALH=?A�PEHA�EJ�PDA�=?PKN�OLNEPAODAAP

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W TARGET_TILE��4EHA�JQI>AN�BKN�NALH=?AIAJP

W TILEDATA_BANK ��"=JG�KB�PDA�PEHA�@=P=

W TILEDATA��!@@NAOO�KB�PDA�PEHA�@=P=

W START��3P=NP�PEHA�EJ�PDA�PEHA�@=P=�=NN=U

W LEN��!IKQJP�KB�PEHAO�BKN�NALH=?EJC

VM_ACTOR_GET_POS

'AP�=?PKN�LKOEPEKJ

W IDX��LKEJPO�PK�PDA�>ACEJJEJC�KB�PDA�LOAQ@K�OPNQ?PQNA�PD=P�?KJP=EJO�PDAOA�IAI>ANO�

)$ ��!?PKN�JQI>AN

8 ��8�?KKN@EJ=PA�KB�PDA�=?PKN

9 ��9 �?KKN@EJ=PA�KB�PDA�=?PKN

VM_ACTOR_GET_DIR

'AP�@ENA?PEKJ�KB�PDA�=?PKN

W IDX��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W DEST��4=NCAP�R=NE=>HA�PD=P�NA?AERA�PDA�=?PKN�@ENA?PEKJ
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VM_ACTOR_GET_ANGLE

'AP�=?PKN�=JCHA

W IDX��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W DEST��4=NCAP�R=NE=>HA�PD=P�NA?AERA�PDA�=?PKN�=JCHA

VM_ACTOR_SET_ANIM_TICK

3AP�=?PKN�=JEI=PEKJ�PE?G

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W TICK��!JEI=PEKJ�PE?G

VM_ACTOR_SET_MOVE_SPEED

3AP�=?PKN�IKRA�OLAA@

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W SPEED��!?PKN�IKRA�OLAA@

VM_ACTOR_SET_FLAGS

3AP�=?PKN�BH=CO

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W FLAGS��>EP�R=HQAO�PK�>A�OAP�KN�?HA=NA@�

�!#4/2?&,!'?0)..%$ ��LEJ�QJLEJ�PDA�=?PKN

�!#4/2?&,!'?()$$%. ��DE@A�ODKS�=?PKN

�!#4/2?&,!'?!.)-?./,//0 ��@EO=>HA�=JEI=PEKJ�HKKL

�!#4/2?&,!'?#/,,)3)/. ��@EO=>HA�AJ=>HA�?KHHEOEKJ

�!#4/2?&,!'?0%23)34%.4 ��OAP�LANOEOPAJP�=?PKN�BH=C

W MASK��>EP�I=OG�KB�R=HQAO�PK�>A�OAP�KN�?HA=NA@

VM_ACTOR_SET_HIDDEN

6-?!#4/2?'%4?!.',% )$8
�$%34

6-?!#4/2?3%4?!.)-?4)#+ !#4/2
�4)#+

6-?!#4/2?3%4?-/6%?30%%$ !#4/2
�30%%$

6-?!#4/2?3%4?&,!'3 !#4/2
�&,!'3
�-!3+

6-?!#4/2?3%4?()$$%. !#4/2
�()$$%.



(E@A�ODKS�=?PKN

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W HIDDEN� �!#4/2?6)3)",% ODKSO�=?PKN
 �!#4/2?()$$%. DE@AO�PDA�=?PKN

VM_ACTOR_SET_COLL_ENABLED

%J=>HA�@EO=>HA�=?PKN�?KHHEOEKJO

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W ENABLED � �!#4/2?#/,,)3)/.?$)3!",%$ @EO=>HAO�=?PKN�?KHHEOEKJ
�!#4/2?#/,,)3)/.?%.!",%$ AJ=>HAO�=?PKN

?KHHEOEKJ

VM_ACTOR_TERMINATE_UPDATE

4ANIEJ=PAO�PDA�=?PKN�QL@=PA�O?NELP

W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

VM_ACTOR_SET_ANIM_FRAME

3AP�=JEI=PEKJ�BN=IA�BKN�PDA�=?PKN

W ACTOR��LOAQ@K�OPNQ?P�PD=P�?KJP=EJO�PDAOA�IAI>ANO�

)$ ��!?PKN�JQI>AN

&2!-% ��!JEI=PEKJ�BN=IA

VM_ACTOR_GET_ANIM_FRAME

'AP�=JEI=PEKJ�BN=IA�KB�PDA�=?PKN

W ACTOR��LOAQ@K�OPNQ?P�PD=P�?KJP=EJO�PDAOA�IAI>ANO�

)$ ��!?PKN�JQI>AN

&2!-% ��!JEI=PEKJ�BN=IA

VM_ACTOR_SET_ANIM_SET

3AP�=JEI=PEKJ�BN=IA�BKN�PDA�=?PKN

6-?!#4/2?3%4?#/,,?%.!",%$ !#4/2
�%.!",%$

6-?!#4/2?4%2-).!4%?50$!4% !#4/2

6-?!#4/2?3%4?!.)-?&2!-% !#4/2

6-?!#4/2?'%4?!.)-?&2!-% !#4/2

6-?!#4/2?3%4?!.)-?3%4 !#4/2
�/&&3%4



W ACTOR��6=NE=>HA�PD=P�?KJP=EJO�PDA�=?PKN�JQI>AN

W OFFSET��!JEI=PEKJ�OAP�JQI>AN

Camera

VM_CAMERA_MOVE_TO

-KRAO�PDA�?=IAN=�PK�PDA�JAS�LKOEPEKJ

W IDX��3P=NP�KB�PDA�LOAQ@K�OPNQ?PQNA�SDE?D�?KJP=EJO�PDA�JAS�?=IAN=�LKOEPEKJ�

8 ��8�?KKN@EJ=PA�KB�PDA�?=IAN=�LKOEPEKJ

9 ��9 �?KKN@EJ=PA�KB�PDA�?=IAN=�LKOEPEKJ

W SPEED��3LAA@�KB�PDA�?=IAN=�IKRAIAJP

W AFTER_LOCK ��,K?G�OP=PQO�KB�PDA�?=IAN=�=BPAN�PDA�IKRAIAJP

�#!-%2!?,/#+ ��HK?G�?=IAN=�>U�8�=J@�9

�#!-%2!?,/#+?8 ��HK?G�?=IAN=�>U�8

�#!-%2!?,/#+?9 ��HK?G�?=IAN=�>U�9

�#!-%2!?5.,/#+ ��QJHK?G�?=IAN=

VM_CAMERA_SET_POS

3APO�PDA�?=IAN=�LKOEPEKJ

W IDX��3P=NP�KB�PDA�LOAQ@K�OPNQ?PQNA�SDE?D�?KJP=EJO�PDA�JAS�?=IAN=�LKOEPEKJ�

8 ��8�?KKN@EJ=PA�KB�PDA�?=IAN=�LKOEPEKJ

9 ��9 �?KKN@EJ=PA�KB�PDA�?=IAN=�LKOEPEKJ

Color

.DMG_PAL

.CGB_PAL

VM_LOAD_PALETTE

6-?#!-%2!?-/6%?4/ )$8
�30%%$
�!&4%2?,/#+

6-?#!-%2!?3%4?0/3 )$8

�$-'?0!,�#/,�
�#/,�
�#/,�
�#/,�

�#'"?0!,�2�
'�
"��2�
'�
"��2�
'�
"��2�
'�
"�

6-?,/!$?0!,%44% -!3+
�/04)/.3



Game Boy

VM_LOAD_TILES

VM_LOAD_TILESET

,K=@O�=�JAS�PEHAOAP�EJPK�PDA�>=?GCNKQJ@�62!-�PEHAO�OP=NPEJC�=P�=�CERAJ�PEHA�E@�	)$8 
�

VM_SET_SPRITE_VISIBLE

VM_SHOW_SPRITES

VM_HIDE_SPRITES

VM_INPUT_WAIT

VM_INPUT_ATTACH

VM_INPUT_GET

VM_CONTEXT_PREPARE

6-?,/!$?4),%3 )$
�,%.
�"!.+
�!$$2

6-?,/!$?4),%3%4 )$8
�"!.+
�"+'

6-?3%4?302)4%?6)3)",% -/$%

6-?3(/7?302)4%3

6-?()$%?302)4%3

6-?).054?7!)4 -!3+

6-?).054?!44!#( -!3+
�3,/4

6-?).054?'%4 )$8
�*/9)$

6-?#/.4%84?02%0!2% 3,/4
�"!.+
�!$$2



VM_OVERLAY_SET_MAP

VM_GET_TILE_XY

VM_REPLACE_TILE

VM_POLL

VM_SET_SPRITE_MODE

VM_REPLACE_TILE_XY

VM_INPUT_DETACH

GB Printer

VM_PRINTER_DETECT

$APA?P�LNEJPAN

W ERROR��4=NCAP�R=NE=>HA�PD=P�NA?AERAO�PDA�NAOQHP�KB�@APA?PEKJ

W DELAY��$APA?PEKJ�PEIAKQP

VM_PRINT_OVERLAY

6-?/6%2,!9?3%4?-!0 )$8
�8?)$8
�9?)$8
�"!.+
�"+'

6-?'%4?4),%?89 4),%?)$8
�8?)$8
�9?)$8

6-?2%0,!#%?4),% 4!2'%4?4),%?)$8
�4),%$!4!?"!.+
�4),%$!4!
�34!24?)$8
�,%.

6-?0/,, )$8?%6%.4
�)$8?6!,5%
�-!3+

6-?3%4?302)4%?-/$% -/$%

6-?2%0,!#%?4),%?89 8
�9
�4),%$!4!?"!.+
�4),%$!4!
�34!24?)$8

6-?).054?$%4!#( -!3+

6-?02).4%2?$%4%#4 %22/2
�$%,!9

6-?02).4?/6%2,!9 %22/2
�34!24
�(%)'(4
�-!2').



0NEJP�QL�PK�(%)'(4�NKSO�KB�PDA�KRANH=U�SEJ@KS�	IQOP�>A�IQHPELHA�KB��


W ERROR��4=NCAP�R=NE=>HA�PD=P�NA?AERAO�PDA�NAOQHP�KB�LNEJPEJC

W START��3P=NP�HEJA�KB�PDA�KRANH=U�SEJ@KS

W HEIGHT��!IKQJP�KB�HEJAO�PK�LNEJP

W MARGIN��,EJAO�PK�BAA@�=BPAN�PDA�LNEJPEJC�EO�BEJEODA@

Load and Save

.SAVE_SLOT

VM_SAVE_PEEK

2A=@O�R=NE=>HAO�BNKI�PDA�O=RA�OHKP

W RES��2AOQHP�KB�PDA�KLAN=PEKJ

W DEST��&ENOP�@AOPEJ=PEKJ�R=NE=>HA�PK�>A�NA=@�EJPK

W SOUR��&ENOP�OKQN?A�R=NE=>HA�EJ�PDA�O=RA�OHKP

W COUNT��.QI>AN�KB�R=NE=>HAO�PK�>A�NA=@

W SLOT��3=RA�OHKP�JQI>AN

VM_SAVE_CLEAR

%N=OAO�@=P=�EJ�O=RA�OHKP

W SLOT��3HKP�JQI>AN

Math

VM_SIN_SCALE

VM_COS_SCALE

�3!6%?3,/4�3,/4

6-?3!6%?0%%+ 2%3
�$%34
�3/52
�#/5.4
�3,/4

6-?3!6%?#,%!2 3,/4

6-?3).?3#!,% )$8
�)$8?!.',%
�3#!,%

6-?#/3?3#!,% )$8
�)$8?!.',%
�3#!,%



Music and Sound

VM_MUSIC_PLAY

3P=NPO�LH=UEJC�KB�IQOE?�PN=?G

W BANK ��"=JG�JQI>AN�KB�PDA�PN=?G

W ADDR��!@@NAOO�KB�PDA�PN=?G

W LOOP��)B�PDA�PN=?G�SEHH�HKKL�KJ�AJ@�	�-53)#?,//0 
�KN�JKP�	�-53)#?./?,//0 


VM_MUSIC_STOP

3PKLO�LH=UEJC�KB�IQOE?�PN=?G

VM_MUSIC_MUTE

-QPAO�QJIQPAO�IUOE?�?D=JJAHO�

W MASK��-QPA�-=OG��4DA���HKSAN�>EPO�NALNAOAJP�PDA���=Q@EK�?D=JJAHO�

MASK Channel 1 Channel 2 Channel 3 Channel 4

�B���� -QPA@ -QPA@ -QPA@ -QPA@

�B���� -QPA@ -QPA@ -QPA@ .KP�-QPA@

�B���� -QPA@ -QPA@ .KP�-QPA@ -QPA@

�B���� -QPA@ -QPA@ .KP�-QPA@ .KP�-QPA@

�B���� -QPA@ .KP�-QPA@ -QPA@ -QPA@

�B���� -QPA@ .KP�-QPA@ -QPA@ .KP�-QPA@

�B���� -QPA@ .KP�-QPA@ .KP�-QPA@ -QPA@

6-?-53)#?0,!9 42!#+?"!.+
�42!#+
�,//0

6-?-53)#?34/0

6-?-53)#?-54% -!3+



MASK Channel 1 Channel 2 Channel 3 Channel 4

�B���� -QPA@ .KP�-QPA@ .KP�-QPA@ .KP�-QPA@

�B���� .KP�-QPA@ -QPA@ -QPA@ -QPA@

�B���� .KP�-QPA@ -QPA@ -QPA@ .KP�-QPA@

�B���� .KP�-QPA@ -QPA@ .KP�-QPA@ -QPA@

�B���� .KP�-QPA@ -QPA@ .KP�-QPA@ .KP�-QPA@

�B���� .KP�-QPA@ .KP�-QPA@ -QPA@ -QPA@

�B���� .KP�-QPA@ .KP�-QPA@ -QPA@ .KP�-QPA@

�B���� .KP�-QPA@ .KP�-QPA@ .KP�-QPA@ -QPA@

�B���� .KP�-QPA@ .KP�-QPA@ .KP�-QPA@ .KP�-QPA@

VM_SOUND_MASTERVOL

3APO�I=OPAN�RKHQIA

W VOL��4DA�RKHQIA�R=HQA

VM_MUSIC_ROUTINE

!PP=?D�O?NELP�PK�IQOE?�ARAJP

W ROUTINE��4DA�NKQPEJA�)@��!J�EJPACAN�>APSAAJ���=J@���

W BANK ��"=JG�JQI>AN�KB�PDA�NKQPEJA

W ADDR��!@@NAOO�KB�PDA�NKQPEJA

VM_SFX_PLAY

6-?3/5.$?-!34%26/, 6/,

6-?-53)#?2/54).% 2/54).%
�"!.+
�!$$2

6-?3&8?0,!9 "!.+
�!$$2
�-!3+
�02)/



0H=U�=�OKQJ@�ABBA?P�=OOAP

W BANK ��"=JG�JQI>AN�KB�PDA�ABBA?P

W ADDR��!@@NAOO�KB�PDA�ABBA?P

W MASK��-QPA�I=OG�KB�PDA�ABBA?P

W PRIO��0NEKNEPU�KB�PDA�OKQJ@�ABBA?P��%BBA?PO�SEPD�DECDAN�LNEKNEPU�SEHH�?=J?AH�PDA�KJAO�SEPD�HAOO�LNEKNEPU�

�3&8?02)/2)49?-).)-!, ��-EJIEQI�LNEKNEPU�BKN�LH=U>=?G

�3&8?02)/2)49?./2-!, ��.KNI=H�LNEKNEPU�BKN�LH=U>=?G�

�3&8?02)/2)49?()'( ��(ECD�LNEKNEPU�BKN�LH=U>=?G

VM_MUSIC_SETPOS

3APO�LH=U>=?G�LKOEPEKJ�BKN�PDA�?QNNAJP�OKJC�

W PATTERN����4DA�L=PPANJ�PK�OAP�PDA�OKJC�LKOEPEKJ�PK

W ROW����4DA�NKS�PK�OAP�PDA�OKJC�LKOEPEKJ�PK

Projectiles

VM_PROJECTILE_LAUNCH

VM_PROJECTILE_LOAD_TYPE

RTC

VM_RTC_LATCH

,=P?D�24#�R=HQA�BKN�=??AOO

VM_RTC_GET

2A=@�24#�R=HQA

W IDX��4=NCAP�R=NE=>HA

W WHAT��2 4#�R=HQA�PK�>A�NA=@

6-?-53)#?3%40/3 0!44%2.
�2/7

6-?02/*%#4),%?,!5.#( 490%
�)$8

6-?02/*%#4),%?,/!$?490% 490%
�"!.+
�!$$2

6-?24#?,!4#(

6-?24#?'%4 )$8
�7(!4



�24#?3%#/.$3 ��3A?KJ@O

�24#?-).54%3 ��-EJQPAO

�24#?(/523 ��(KQNO

�24#?$!93 ��$=UO

VM_RTC_SET

7 NEPA�24#�R=HQA

W IDX��3KQN?A�R=NE=>HA

W WHAT��2 4#�R=HQA�PK�>A�SNEPPAJ

�24#?3%#/.$3 ��3A?KJ@O

�24#?-).54%3 ��-EJQPAO

�24#?(/523 ��(KQNO

�24#?$!93 ��$=UO

VM_RTC_START

3P=NP�KN�OPKL�24#

W START��3P=NP�KN�OPKL�BH=C

�24#?34/0 ��OPKL�24#

�24#?34!24 ��OP=NP�24#

Rumble

VM_RUMBLE

%J=>HAO�KN�@EO=>HAO�NQI>HA�KJ�=�?=NP�PD=P�D=O�PD=P�BQJ?PEKJ

W ENABLE ������AJ=>HA�KN�����@EO=>HA

Scenes

VM_SCENE_PUSH

0QODAO�PDA�?QNNAJP�O?AJA�PK�PDA�O?AJA�OP=?G�

6-?24#?3%4 )$8
�7(!4

6-?24#?34!24 34!24

6-?25-",% %.!",%

6-?3#%.%?053(



VM_SCENE_POP

2AIKRAO�PDA�H=OP�O?AJA�BNKI�PDA�O?AJA�OP=?G�=J�HK=@O�EP�

VM_SCENE_POP_ALL

2AIKRAO�=HH�O?AJAO�BNKI�PDA�O?AJA�OP=?G�=J@�HK=@O�PDA�BENOP�KJA�

VM_SCENE_STACK_RESET

2AIKRAO�=HH�PDA�O?AJAO�BNKI�PDA�O?AJA�OP=?G�

Screen Fade

VM_FADE

VM_FADE_IN

VM_FADE_OUT

SGB

VM_SGB_TRANSFER

4N=JOBANO�3'"�L=?GAP	O
��$=P=�KB�R=NE=>HA�HAJCPD�EO�LH=?A@�=BPAN�PDEO�EJOPNQ?PEKJ
�BKN�AT=ILHA�

6-?3#%.%?0/0

6-?3#%.%?0/0?!,,

6-?3#%.%?34!#+?2%3%4

6-?&!$% &,!'3

6-?&!$%?). )3?-/$!,

6-?&!$%?/54 )3?-/$!,

6-?3'"?42!.3&%2

6-?3'"?42!.3&%2

�DB�		�X����LT��LT���
�\��

��
��X��
�		�X����LT��LT���
�\�	�X����LT��LT���
�\��X��

��
�
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��
���
��
��
��
��
��
��
�����!442?",+�PACKET



3'"�L=?GAP�OEVA�EO�=�IQHPELHA�KB����>UPAO�=J@�AJ?K@A@�EJ�PDA�L=?GAP�EPOAHB�

SIO

VM_SIO_SET_MODE

VM_SIO_EXCHANGE

Text Sound

VM_SET_TEXT_SOUND

3AP�PDA�OKQJ@�ABBA?P�BKN�PDA�PATP�KQPLQP

W BANK ��"=JG�JQI>AN�KB�PDA�ABBA?P

W ADDR��!@@NAOO�KB�PDA�ABBA?P

W MASK��-QPA�I=OG�KB�PDA�ABBA?P

Timer

VM_TIMER_PREPARE

,K=@�O?NELP�EJPK�PEIAN�?KJPATP

VM_TIMER_SET

3P=NP�=�PEIAN�?=HHEJC�KJ?A�ARANU).4%26!, �����BN=IAO

VM_TIMER_STOP

3PKL�=�PEIAN

6-?3)/?3%4?-/$% -/$%

6-?3)/?%8#(!.'% 3/52
�$%34
�3):%

6-?3%4?4%84?3/5.$ "!.+
�!$$2
�-!3+

6-?4)-%2?02%0!2% 4)-%2
�"!.+
�!$$2

6-?4)-%2?3%4 4)-%2
�).4%26!,

6-?4)-%2?34/0 4)-%2



VM_TIMER_RESET

2AOAP�=�PEIANO�?KQJP@KSJ�PK��

UI

VM_LOAD_TEXT

,K=@O�=�PATP�EJ�IAIKNU

W NARGS��!IKQJP�KB�=NCQIAJPO�PD=P�=NA�L=OOA@�>ABKNA�PDA�JQHH�PANIEJ=PA@�OPNEJC

4DA�PATP�OPNEJC�EO�@ABEJA@�QOEJC�PDA�ASCIZ ?KII=J@�

Displaying variables:

4DA�BKHHKSEJC�BKNI=P�OLA?EBEANO�=HHKS�PK�NAJ@AN�R=NE=>HAO�=O�L=NP�KB�PDA�PATP�

W �D 2AJ@AN�=�R=NE=>HA�R=HQA

W �$N 2AJ@AN�=�R=NE=>HA�R=HQA�SEPDN HAJCPD

W �C 2AJ@AN�=�?D=N=?PAN�>=OA@�KJ�PDA�R=NE=>HA�R=HQA

4DA�R=NE=>HAO�JAA@�PK�>A�@ABEJA@�>ABKNA�PDA�ASCIZ ?=HH�QOEJC�DW BKHHKSA@�>U�=�HEOP�KB. R=NE=>HAO�EJ�PDA�KN@AN�PDAU�HH�>A

NAJ@ANA@�

Escape Sequences:

4DA�PATP�OPNEJC�?=J�?KJP=EJ�AO?=LA�OAMQAJ?A�PD=P�IK@EBU�PDA�>AD=REKN�KN�=LL=NAJ?A�KB�PDA�PATP�

W <���<X 3APO�PDA�PATP�OLAA@�BKN�PDA�JATP�?D=N=?PANO�EJ�PDA�?QNNAJP�PATP�X EO�=�R=HQA�>APSAAJ� =J@ � PD=P�NALNAOAJPO�PDA

JQI>AN�KB�BN=IAO�>APSAAJ�PDA�NAJ@AN�KB�=�?D=N=?PAN�QOEJC�>	X��
 �

W <���<X 3APO�PDA�PATP�BKJP

W <���<X<Y 3APO�PDA�LKOEPEKJ�BKN�PDA�JATP�?D=N=?PAN

W <���<X<Y 3APO�PDA�LKOEPEKJ�BKN�PDA�JATP�?D=N=?PAN�NAH=PERA�PK�PDA�H=OP�?D=N=?PAN

W <���< 4"$

W <���<MASK 7 =EP�BKN�EJLQP�PK�?KJPEJQA�PK�PDA�JATP�?D=N=?PAN�

6-?4)-%2?2%3%4 4)-%2

6-?,/!$?4%84 .!2'3

6-?,/!$?4%84����

�ASCIZ��TEXT�TO�RENDER�

6-?,/!$?4%84����

�DW�6!2?�
�6!2?�
�6!2?�

�ASCIZ��6AR���IS��D
�6AR���IS��D
�6AR���IS��D�



W <���<N )JRANPO�PDA�?KHKNO�KB�PDA�BKHHKSEJC�?D=N=?PANO�

W <N .ATP�HEJA

W <R 3?NKHH�PATP�KJA�HEJA�QL

VM_DISPLAY_TEXT_EX

2AJ@ANO�PDA�PATP�EJ�PDA�@ABEJA@�H=UAN�	KRANH=U
�>U�@AB=QHP


W OPTIONS��4ATP�NAJ@ANEJC�KLPEKJO�

�$)30,!9?$%&!5,4 ��@AB=QHP�>AD=REKN

�$)30,!9?02%3%26%?0/3 ��LNAOANRA�PATP�LKOEPEKJ

W START_TILE��4EHA�JQI>AN�SEPDEJ�PDA�PATP�NAJ@ANEJC�=NA=�PK�>A�NAJ@ANA@�BNKI��QOA��4%84<4),%<#/.4).5%�PK�LNK?AA@

BNKI�PDA�?QNNAJP�LKOEPEKJ

VM_DISPLAY_TEXT

2AJ@ANO�PDA�PATP�EJ�PDA�@ABEJA@�H=UAN�	K>OKHAPA


VM_SWITCH_TEXT_LAYER

#D=JCAO�PDA,!9%2 SDANA�PDA�PATP�SEHH�>A�NAJ@ANA@�

W LAYER�

�4%84?,!9%2?"+' ��2AJ@AN�PATP�EJ�PDA�>=?GCNKQJ@�H=UAN

�4%84?,!9%2?7). ��2AJ@AN�PATP�EJ�PDA�KRANH=U�H=UAN

VM_OVERLAY_SETPOS

3AP�LKOEPEKJ�KB�PDA�KRANH=U�SEJ@KS�EJ�PEHAO

W X��8�?KKN@EJ=PA�KB�PDA�KRANH=U�SEJ@KS�EJ�PEHAO

W Y��9�?KKN@EJ=PA�KB�PDA�KRANH=U�SEJ@KS�EJ�PEHAO

VM_OVERLAY_HIDE

(E@A�PDA�KRANH=U�SEJ@KS

6-?$)30,!9?4%84?%8 /04)/.3
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VM_OVERLAY_WAIT

7 =EP�BKN�PDA�5)�KLAN=PEKJ	O
�?KILHAPEKJ

W IS_MODAL��EJ@E?=PAO�SDAPDAN�PDA�KLAN=PEKJ�EO�IK@=H���5)<-/$!,
�KN�JKP���5)<./.-/$!,

W WAIT_FLAGS ��>EP�BEAH@
�OAP�KB�ARAJPO�PK�>A�S=EPA@�BKN�

�5)?7!)4?./.% ��.K�S=EP

�5)?7!)4?7).$/7 ��7 =EP�QJPEH�PDA�SEJ@KS�IKRA@�PK�EPO�BEJ=H�LKOEPEKJ

�5)?7!)4?4%84 ��7 =EP�QJPEH�=HH�PDA�PATP�BEJEODA@�NAJ@ANEJC

�5)?7!)4?"4.?! ��7 =EP�QJPEH��!��EO�LNAOOA@

�5)?7!)4?"4.?" ��7 =EP�QJPEH��"��EO�LNAOOA@

�5)?7!)4?"4.?!.9 ��7 =EP�QJPEH�=JU�>QPPKJ�EO�LNAOOA@

VM_OVERLAY_MOVE_TO

!JEI=PA@�IKRA�KB�PDA�KRANH=U�SEJ@KS�PK�PDA�JAS�LKOEPEKJ

W X��8�?KKN@EJ=PA�KB�PDA�JAS�LKOEPEKJ

W Y��9�?KKN@EJ=PA�KB�PDA�JAS�LKOEPEKJ

W SPEED��OLAA@�KB�PDA�IKRAIAJP�

�/6%2,!9?).?30%%$ ��@AB=QHP�OLAA@�BKN�=LLA=NEJC�KB�PDA�KRANH=U

�/6%2,!9?/54?30%%$ ��@AB=QHP�OLAA@�BKN�@EO=LLA=NEJC�KB�PDA�KRANH=U

�/6%2,!9?30%%$?).34!.4 ��EJOP=JP�IKRAIAJP

VM_OVERLAY_SHOW

3DKS�PDA�KRANH=U�SEJ@KS

W X��8�?KKN@EJ=PA�KB�PDA�JAS�LKOEPEKJ

W Y��9�?KKN@EJ=PA�KB�PDA�JAS�LKOEPEKJ

W COLOR��EJEPE=H�?KHKN�KB�PDA�KRANH=U�SEJ@KS�

�5)?#/,/2?",!#+ ��>H=?G�KRANH=U�SEJ@KS

�5)?#/,/2?7()4% ��SDEPA�KRANH=U�SEJ@KS

W OPTIONS��@EOLH=U�KLPEKJO�

�5)?$2!7?&2!-% ��@N=S�KRANH=U�BN=IA

�5)?!54/?3#2/,, ��OAP�=QPKI=PE?�PATP�O?NKHH�=NA=��PATP�SEHH�>A�O?NKHHA@�QL�SDAJ�LNEJPEJC�IKNA�HEJAO�PD=J�PDA�KRANH=U�DAECDP�
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VM_OVERLAY_CLEAR

#HA=N�PDA�NA?P=JCHA�=NA=�KB�PDA�KRANH=U�SEJ@KS

W X��8�?KKN@EJ=PA�EJ�PEHAO�KB�PDA�QLLAN�HABP�?KNJAN

W Y��9�?KKN@EJ=PA�EJ�PEHAO�KB�PDA�QLLAN�HABP�?KNJAN

W W��7E@PD�EJ�PEHAO�KB�PDA�NA?P=JCHA�=NA=

W H��(AECDP�EJ�PEHAO�KB�PDA�NA?P=JCHA�=NA=

W COLOR��EJEPE=H�?KHKN�KB�PDA�KRANH=U�SEJ@KS�

�5)?#/,/2?",!#+ ��>H=?G�KRANH=U�SEJ@KS

�5)?#/,/2?7()4% ��SDEPA�KRANH=U�SEJ@KS

W OPTIONS��@EOLH=U�KLPEKJO�

�5)?$2!7?&2!-% ��@N=S�KRANH=U�BN=IA

�5)?!54/?3#2/,, ��OAP�=QPKI=PE?�PATP�O?NKHH�=NA=��PATP�SEHH�>A�O?NKHHA@�QL�SDAJ�LNEJPEJC�IKNA�HEJAO�PD=J�PDA�KRANH=U�DAECDP�

.MENUITEM

VM_CHOICE

%TA?QPA�IAJQ

W IDX��6=NE=>HA�PD=P�NA?AERA�PDA�NAOQHP�KB�PDA�IAJQ�ATA?QPEKJ

W OPTIONS��>EP�BEAH@
�OAP�KB�PDA�LKOOE>HA�IAJQ�KLPEKJO�

�5)?-%.5?34!.$!2$ ��@AB=QHP�IAJQ�>AD=REKN

�5)?-%.5?,!34?� ��H=OP�EPAI�NAPQNJ�NAOQHP�KB��

�5)?-%.5?#!.#%,?" ��"�>QPPKJ�?=J?AHO�PDA�IAJQ�ATA?QPEKJ

�5)?-%.5?3%4?34!24 ��EB�OAP�)$8�I=U�?KJP=EJ�PDA�EJEPE=H�EPAI�EJ@AT

W COUNT��JQI>AN�KB�IAJQ�EPAIO

EJOPNQ?PEKJ�IQOP�>A�BKHHKSA@�>U�PDA�#/5.4�KB��-%.5)4%-�@ABEJEPEKJO�

�-%.5)4%-�8
�9 
�E,
�E2
�E5
�E$

SDANA�

8 ��8�?KKN@EJ=PA�KB�PDA�?QNOKN�LKEJPAN�EJ�PEHAO

9 ��9 �?KKN@EJ=PA�KB�PDA�?QNOKN�LKEJPAN�EJ�PEHAO

I, ��IAJQ�EPAI�JQI>AN�SDANA�PDA�?QNOKN�IQOP�IKRA�SDAJ�UKQ�LNAOO�,%&4

I2 ��IAJQ�EPAI�JQI>AN�SDANA�PDA�?QNOKN�IQOP�IKRA�SDAJ�UKQ�LNAOO�2)'(4

I5 ��IAJQ�EPAI�JQI>AN�SDANA�PDA�?QNOKN�IQOP�IKRA�SDAJ�UKQ�LNAOO�50

I$ ��IAJQ�EPAI�JQI>AN�SDANA�PDA�?QNOKN�IQOP�IKRA�SDAJ�UKQ�LNAOO�$/7.
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VM_SET_FONT

3APO�=?PERA�BKJP

W FONT_INDEX��PDA�EJ@AT�KB�PDA�BKJP�PK�>A�=?PER=PA@

VM_SET_PRINT_DIR

3APO�LNEJP�@ENA?PEKJ

W DIRECTION��@ENA?PEKJ�KB�PDA�PATP�NAJ@ANEJC�

�5)?02).4?,%&44/2)'(4 ��PATP�EO�NAJ@ANA@�BNKI�HABP�PK�NECDP�	HABP�FQOPEBU


�5)?02).4?2)'(44/,%&4 ��PATP�EO�NAJ@ANA@�BNKI�NECDP�PK�HABP�	NECDP�FQOPEBU


VM_OVERLAY_SET_SUBMAP_EX

#KLEAO�NA?P=JCA�=NA=�KB�PDA�>=?GCNKQJ@�I=L�KJPK�PDA�KRANH=U�SEJ@KS

W PARAMS_IDX��LKEJPO�PK�PDA�>ACEJJEJC�KB�PDA�LOAQ@K�OPNQ?PQNA�PD=P�?KJP=EJO�PDAOA�IAI>ANO�

X ��8�?KKN@EJ=PA�SEPDEJ�PDA�KRANH=U�SEJ@KS�EJ�PEHAO

Y ��9 �?KKN@EJ=PA�PEPDEJ�PDA�KRANH=U�SEJ@KS�EJ�PEHAO

W ��7E@PD�KB�PDA�?KLEA@�=NA=�EJ�PEHAO

H ��(AECDP�KB�PDA�?KLEA@�=NA=�EJ�PEHAO

SCENE?X ��8�#KKN@EJ=PA�SEPDEJ�PDA�>=?GCNKQJ@�I=L�EJ�PEHAO

SCENE?Y ��9 �#KKN@EJ=PA�SEPDEJ�PDA�>=?GCNKQJ@�I=L�EJ�PEHAO

VM_OVERLAY_SCROLL

3?NKHHO�PDA�NA?P=JCHA�=NA=

W X��8�?KKN@EJ=PA�KB�PDA�QLLAN�HABP�?KNJAN�EJ�PEHAO

W Y��9�?KKN@EJ=PA�KB�PDA�QLLAN�HABP�?KNJAN�EJ�PEHAO

W W��7E@PD�KB�PDA�=NA=�EJ�PEHAO

W H��(AECDP�KB�PDA�=NA=�EJ�PEHAO

W COLOR��#KHKN�KB�PDA�AILPU�NKS�KB�PEHAO�PD=P�=LLA=N�=P�PDA�>KPPKI�KB�PDA�O?NKHH�=NA=

VM_OVERLAY_SET_SCROLL

6-?3%4?&/.4 &/.4?).$%8

6-?3%4?02).4?$)2 $)2%#4)/.
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$ABEJAO�PDA�O?NKHH�=NA=�BKN�PDA�KRANH=U��7DAJ�PDA�PATP�KRANBHKSO�PD=P�=NA=�EP�HH�O?NKHH�QL�>U���NKS

W X��8�?KKN@EJ=PA�KB�PDA�QLLAN�HABP�?KNJAN�EJ�PEHAO

W Y��9�?KKN@EJ=PA�KB�PDA�QLLAN�HABP�?KNJAN�EJ�PEHAO

W W��7E@PD�KB�PDA�=NA=�EJ�PEHAO

W H��(AECDP�KB�PDA�=NA=�EJ�PEHAO

W COLOR��#KHKN�KB�PDA�AILPU�NKS�KB�PEHAO�PD=P�=LLA=N�=P�PDA�>KPPKI�KB�PDA�O?NKHH�=NA=

VM_OVERLAY_SET_SUBMAP

#KLEAO�=�NA?P=JCA�=NA=�KB�PEHAO�BNKI�PDA�O?AJA�>=?GCNKQJ@

W X��8�?KKN@EJ=PA�SEPDEJ�PDA�KRANH=U�SEJ@KS�KB�PDA�QLLAN�HABP�?KNJAN�EJ�PEHAO

W Y��9�?KKN@EJ=PA�SEPDEJ�PDA�KRANH=U�SEJ@KS�KB�PDA�QLLAN�HABP�?KNJAN�EJ�PEHAO

W W��7E@PD�KB�PDA�=NA=�EJ�PEHAO

W H��(AECDP�KB�PDA�=NA=�EJ�PEHAO

W SX��8�?KKN@EJ=PA�SEPDEJ�PDA�HARAH�>=?GCNKQJ@�I=L

W SY��9�?KKN@EJ=PA�SEPDEJ�PDA�HARAH�>=?GCNKQJ@�I=L

6-?/6%2,!9?3%4?35"-!0 8
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"QEH@EJC�9KQN�'=IA

Building Y our Game

Play
#HE?GEJC�PDAPlay button EJ�PDA�PKL�NECDP�KB�PDAProject Editor SEJ@KS�SEHH�OP=NP�=�>QEH@�KB�UKQN�C=IA�=J@�KJ?A�?KILHAPA�SEHH�KLAJ�=

JAS�SEJ@KS�SDANA�UKQ�?=J�LH=U�UKQN�C=IA��3AA+AU>K=N@�3DKNP?QPOBKN�@AP=EHO�KJ�DKS�PK�LH=U�UKQN�C=IA�EJ�PDAPlay Window�

Build T erminal
#HE?GEJC�PDAProject View Button =J@�OAHA?PEJCBuild & Run SEHH�P=GA�UKQ�PK�PDABuild Terminal SDANA�UKQ�?=J�OAA�=�HKC�KB�PDA

LNKFA?P�>QEH@��9KQ�=HOK�CAP�PK�PDEO�O?NAAJ�>U�?HE?GEJC�PDAPlay >QPPKJ�SDEHA�=�>QEH@�EO�P=GEJC�LH=?A��4DEO�O?NAAJ�SEHH�ODKS�UKQ�EB

PDANA�O�=JU�ANNKNO�EJ�UKQN�>QEH@�PK�DAHL�UKQ�?KNNA?P�PDAI�

Build as ROM
#HE?GEJC�PDAExport button =J@�OAHA?PEJCExport ROM SEHH�>QEH@�UKQN�C=IA�=J@�?NA=PA�=�2/-�BEHA�EJ�UKQN�LNKFA?P�O�>QEH@�BKH@AN�=O

�02/*%#4?2//4�BUILD�ROM�GAME�GB ��9KQ�?=J�LH=U�PDEO�2/-�BEHA�EJ�=JU�?KIL=PE>HA�AIQH=PKN�OQ?D�=O/LAJ%-5 KN+E'" �

Build and deploy for W eb
#HE?GEJC�PDAExport button =J@�OAHA?PEJCExport Web SEHH�>QEH@�UKQN�C=IA�=J@�?NA=PA�=�(4-,��SA>�>QEH@�EJ�PDA�BKH@AN

�02/*%#4?2//4�BUILD�WEB ��9KQ�?=J�QLHK=@�PDEO�BKH@AN�PK�=JU�SA>�OANRAN�=J@�J=REC=PA�PK�PDAINDEX�HTML BEHA�PK�LH=U�UKQN

C=IA�EJ�=�SA>�>NKSOAN��)B�UKQ�QOA�=�IK>EHA�KN�P=>HAP�SA>�>NKSOAN�PDA�C=IA�SEHH�=HOK�EJ?HQ@A�PKQ?D�?KJPNKHO�

)B�UKQ�VEL�PDABUILD�WEB BKH@AN�UKQ�?=J�QLHK=@�EP�PK)P?D�EK=O�=�(4-,�C=IA��)J�PDEO�?=OA�PDA�NA?KIIAJ@A@�REASLKNP�OEVA�PK�QOA

EO���PX T ���PX �

Build for Pocket
#HE?GEJC�PDAExport button =J@�OAHA?PEJCExport Pocket SEHH�>QEH@�UKQN�C=IA�=O�=�POCKET BEHA�BKN�QOA�KJ!J=HKCQA�0K?GAP

@ARE?AO�

4K�LH=U�UKQN�POCKET C=IA�

W #NA=PA�=�BKH@AN�=P�PDA�NKKP�KB�=�-E?NK3$�?=N@�?=HHA@'"�3TUDIO �

W #KLU�PDA�POCKET BEHA�EJPK�PDA'"�3TUDIO BKH@AN

W )JOANP�PDA�-E?NK3$�?=N@�EJPK�UKQN�0K?GAP�@ARE?A�

W &NKI�PDA�0K?GAP�IAJQ�?DKKOA4OOLS � '"�3TUDIO � 0LAY�#REATIONS =J@�OAHA?P�UKQN�BEHA�BNKI�PDA�HEOP�

Troubleshooting
/J�I=?/3�EB�UKQ�NA�D=REJC�PNKQ>HA�>QEH@EJC�KN�NQJJEJC�UKQN�C=IA�UKQ�I=U�=HOK�JAA@�PK�EJOP=HH�!LLHA�O�#KII=J@�,EJA�4KKHO�>U

KLAJEJC!PPLICATIONS�4ERMINAL�APP =J@�AJPANEJC�PDA�BKHHKSEJC�?KII=J@�

/J�7EJ@KSO�UKQ�I=U�JAA@�PK�SDEPAHEOP�PDA�=LLHE?=PEKJ�EJ�UKQN�!JPE�6ENQO�OKBPS=NA�PK�LANBKNI�=�>QEH@�

XCODE�SELECT���INSTALL

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/getting-started/keyboard-shortcuts
https://openemu.org/
http://kigb.emuunlim.com/downloads.htm
https://itch.io/
https://www.analogue.co/pocket


%TPAJ@EJC�'"�3PQ@EK

Extending GB Studio

��  Engine Eject

%JCEJA�%FA?P�?KLEAO�PDA�'"6-�C=IA�AJCEJA�PD=P�'"�3PQ@EK�QOAO�EJPK�=�BKH@AN�EJ�UKQN�LNKFA?P
�J=IA@�=OOAPO�AJCEJA��9KQ�?=J�A@EP�PDAOA�OKQN?A�BEHAO�PK�UKQN�HEGEJC�QOEJC�=J�)$%�PK�D=RX

��  Plugins

0HQCEJO�=NA�=�S=U�PK�ATPAJ@�'"�3PQ@EK�=J@�OD=NA�NAQO=>HA�=OOAPO
�?NA=PA�?QOPKI�O?NELPEJC�ARAJPO�=J@�ARAJ�>QEH@�AJCEJA�IK@EBE?=PEKJO�

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/extending-gbstudio/engine-eject
https://www.gbstudio.dev/docs/extending-gbstudio/plugins


%TPAJ@EJC�'"�3PQ@EK %JCEJA�%FA?P

Engine Eject
%JCEJA�%FA?P�?KLEAO�PDA'"6-�C=IA�AJCEJA PD=P�'"�3PQ@EK�QOAO�EJPK�=�BKH@AN�EJ�UKQN�LNKFA?P
�J=IA@ASSETS�ENGINE��9KQ�?=J

A@EP�PDAOA�OKQN?A�BEHAO�PK�UKQN�HEGEJC�QOEJC�=J�)$%�PK�D=RA�IKNA�?KJPNKH�KRAN�DKS�UKQN�'"�3PQ@EK�C=IA�EO�>QEHP��4DEO�BA=PQNA�EO�KJHU

NA?KIAJ@A@�BKN�@ARAHKLANO�B=IEHE=N�SEPD�'"$+�

4K�QOA�%JCEJA�%FA?P
�?HE?G�KJGame =P�PDA�PKL�KB�PDA�'"�3PQ@EK�SEJ@KS�=J@�J=REC=PA�PK�PDAAdvanced P=>�PK�ODKS�PDAEngine

Eject >QPPKJ�

!BPAN�?HE?GEJCEject UKQN�LNKFA?P�SEHH�C=EJ�=�JAS�BKH@AN�J=IA@�ENGINE SEPD�PDA�OQ>BKH@ANO�INCLUDE =J@ �SRC �

Reverting Files
4K�NARANP�=JU�'"$+�BEHA�>=?G�PK�EPO�'"�3PQ@EK�@AB=QHP
�@AHAPA�EP�BNKI�PDAASSETS�ENGINE BKH@AN��$AHAPEJC�PDA�SDKHAASSETS�

ENGINE BKH@AN�AJOQNAO�PD=P�=HH�'"$+�?K@A�NARANPO�>=?G�PK�PDA�'"�3PQ@EK�@AB=QHPO��9KQ�?=J�=HOK�@K�PDEO�>U�LNAOOEJCEngine Eject

=C=EJ
�SDE?D�SEHH�KRANSNEPA�UKQNASSETS�ENGINE BKH@AN�SEPD�PDA�'"�3PQ@EK�@AB=QHPO�

Compile Errors
)B�UKQ�D=RA�>QCCA@�KN�EJ?KIL=PE>HA�BEHAO�EJ�PDA�ENGINE BKH@AN
�'"�3PQ@EK�SEHH�JKP�>A�=>HA�PK�>QEH@�UKQN�C=IA��%NNKN�IAOO=CAO

?=J�>A�BKQJ@�EJ�PDABuild & Run SEJ@KS�

4DA�ANNKN�IAOO=CA�SEHH�KBPAJ�ATLH=EJ�SDE?D�BEHAO�D=RA�LNK>HAIO�=J@�LKEJP�UKQ�PK�PDA�HEJA�JQI>AN�SDANA�PDA�LNK>HAI�S=O�BKQJ@
�BKN

AT=ILHA�PDEO�ANNKN�EO�ODKSEJC�PD=P�HEJA����KBSRC�CORE�ACTOR�C EO�QOEJC�=�R=NE=>HA�PD=P�D=O�JKP�UAP�>AAJ�@ABEJA@�

4DAOA�ANNKNO�SEHH�JKP�>A�?=QOA@�>U�IEOOEJC�BEHAO��'"�3PQ@EK�NABANO�PK�EPO�@AB=QHP�AJCEJA�EJ�LH=?A�KB�=JU�IEOOEJCASSETS�ENGINE

BEHAO��&ETEJC�KN�NAIKREJC�PDA�BEHAO�PD=P�?=QOA@�PDA�ANNKN�SEHH�=HHKS�UKQN�C=IA�PK�>QEH@�=J@�NQJ�=C=EJ�

#OMPILING��SRC�CORE�ACTOR�C

SRC�CORE�ACTOR�C�����ERROR�����5NDEFINED�IDENTIFIER��EMOTE?OFFSETS�

SRC�CORE�ACTOR�C�����ERROR�����!RRAY�OR�POINTER�REQUIRED�FOR��;=��OPERATION

SRC�CORE�ACTOR�C�����ERROR�����INDIRECTIONS�TO�DIFFERENT�TYPES�ASSIGNMENT

https://www.gbstudio.dev/
https://www.gbstudio.dev/docs/category/extending-gb-studio
https://github.com/chrismaltby/gbvm


%TPAJ@EJC�'"�3PQ@EK 0HQCEJO

Plugins
0HQCEJO�=NA�=�S=U�PK�ATPAJ@�'"�3PQ@EK�=J@�OD=NA�NAQO=>HA�=OOAPO
�?NA=PA�?QOPKI�O?NELPEJC�ARAJPO�=J@�ARAJ�>QEH@�AJCEJA

IK@EBE?=PEKJO�

Installing Plugins
4K�QOA�LHQCEJO�UKQ�IQOP�BENOP�?NA=PA�=PLUGINS BKH@AN�SEPDEJ�UKQN�LNKFA?P�EJ�PDA�O=IA�BKH@AN�=O�UKQN�GBSPROJ BEHA��9KQ�?=J�PDAJ

LH=?A�=JU�LHQCEJO�UKQ�D=RA�SEPDEJ�PDEO�BKH@AN�

4DA�OPNQ?PQNA�ODKQH@�HKKG�OKIAPDEJC�HEGA�PDEO�

9KQ�I=U�JAA@�PK�?HKOA�=J@�NAKLAJ�UKQN�LNKFA?P�=BPAN�=@@EJC�LHQCEJO�BKN�PDA�?D=JCAO�PK�=LLA=N�

Asset Plugins
4DA�OEILHAOP�GEJ@�KB�LHQCEJ�UKQ�?=J�I=GA�BKN�'"�3PQ@EK�EO�=J�=OOAP�LHQCEJ
�PDAOA�=HHKS�UKQ�PK�OD=NA�OLNEPAO
�>=?GCNKQJ@O
�BKJPO


OKQJ@O
�=JUPDEJC�PD=P�EO�JKNI=HHU�LH=?A@�EJ�PDAASSETS BKH@AN�

4K�?NA=PA�=J�=OOAP�LHQCEJ�BENOP�?NA=PA�=�JAS�BKH@AN�SEPDEJ�UKQNPLUGINS BKH@AN�SEPD�PDA�J=IA�UKQ�S=JP�PK�CERA�UKQN�LHQCEJ�	!>KRA

SA�QOA@ASSET0LUGIN =O�PDA�J=IA
��7EPDEJ�PD=P�BKH@AN�UKQ�?=J�?NA=PA�=JU�KB�PDA�JKNI=H�LNKFA?PASSET BKH@ANO�	OQ?D�=O

BACKGROUNDS
�=J@�LH=?A�BEHAO�SEPDEJ�EP��4DAOA�=OOAPO�SEHH�=LLA=N�=O�JKNI=H�EJ�UKQN�LNKFA?P�>QP�=NA�JKS�A=OEAN�PK�L=?G=CA�QL�=J@

OD=NA�>APSAAJ�LNKFA?PO�KN�SEPD�KPDANO�

$KSJHK=@�%T=ILHA�!OOAP�0HQCEJ

Script Event Plugins
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