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A.Welcome Knytt Experiment Level Editor!

With Knytt Experiment Level Editor, you can create your own levels using Nifflas' experimenta
game engine This guide explains everything you need to know to create quality levels.

B. Getting Started

To build new levels for Knytt Experiment, you will need at least two programs: Knytt
Experiment.exe (the game) and Level Editor.exe (the experiment editor). Both programs can be
downloaded in one singlefile, from the official Knytt Experiment website. (Click the address below
to start the download.)

http://www .ni2.seffiles/games/K nyttExperimennt10.zip

Once you have downloaded and installed the game and the editor, you are good to go!

C. Launching the Experiment Editor

To launch the Experiment Editor, go to your KnyttExperiment folder and double-click the file
titled Level Editor.exe, which will bring up the following screen:
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From there on, there are three ways to proceed. Either | oad an existing level from the list provided
on the |eft of the screen, or create a new blank project by filling in the project title field under
Create/ import a new project and then click on the New button below. Clicking on the lmport
button instead lets you start your new project based on an existing .kexp map file.
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http://www.ni2.se/files/games/KnyttExperimennt10.zip

D. Experiment Editor Interface At a Glance

Let’stake aquick ook at the main components of the Experiment Editor:

Layers
: " Choose |ayers to edit |
Editor or SNltﬁh thergI on/off,
o =it ' using this pan
Construction Areal
The main editor I(page 4).
window is where )
you build your level.
Obj ] ects
‘Listscusomand |
predefined objects,
[l Pt B Lesi e the dynamlC content
Tileset - E:‘.,ﬁ:ﬂgﬁ Cm= of the game (page’5).
Tilesets contain - Credlts

building blocks, the
static content of

Speufy mlscellaneous
your level (page 5).

o i ot i e e gameinformationin
J this panel. (page 6).
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E. Features Explained

Composed of only five panels, the Level Editor interface is simple and intuitive. Thus the key to
efficient Knytt Experiment level design is not about knowing where to get certain things done,
but about knowing how to get the most out of each function. With that in mind, below we will
take adetailed ook at each feature, in order of importance.

1. Layers
The Layers panel is the starting place for all editing actions. Before you place a tile on the level,
you have to select its appropriate layer. You can do so by clicking on any of the checkboxes in
the left column. The layer currently selected for editing is | [——

. .. ¥ :
marked with an E in its checkbox. ™ Layer 2 Background

[ M Layer 3: Background
You aso have the option to toggle layer visibility on/off, [El[]Laver 4: Collision Mask
using the checkboxes in the right column. This is useful [I&Laver 5: Objects (behind player)
when you work on a layer that is normally hidden behind E'—af”ff GHECEs U ot of Dlayen)
other layers. Visible layers are marked with a V in their t::;e 23‘;;3&?2
checkboxes. The Layers panel aso features a Save button

that lets you save your editing progress.

' Note: Layer 4, the collison mask layer, is hidden by default. You must turn its visibility on :
. manually before you create the solid outline of your level. Also note that the solid edges of your
. level have been pre-built and cannot be modified. ’

1.1 How do Layerswork?
Layers provide a visua depth to this 2D game. Basically, you can think of layers as a z-axis
addition to the normal x-y axes on the level grid. There are eight layers to choose from, numbered
1-8. The lower the number, the further that layer is from the screen, asillustrated below:

As you can see, Layers 1-3 are furthest from the player. | ~#¥¢r !

These layers are used for tileset pieces that make up laﬂ‘rﬂl' 2
background scenery. Layer 4 is the contact layer: here Laver 3
you build the solid outline called the “collision mask” Layer 4
of the level, using a specific block object. Layers 5-6 |. ayer &

are object layers. items from the object banks should be
placed there. Layer 5 is behind the character, while
layer 6 is in front of it. Layer 7 is reserved for the save
spot of the level, and Layer 8 contains the collectible
item. In summary:

Layer No. Description

Layers 1-3 Level background layers, tileset only.
Layer 4 Contact layer, collision block only.
Layer 5 Background object layer, objects only.
Layer 6 Foreground object layer, objects only.
Layer 7 Save Spot layer, use save object only.
Layer 8 Collectible layer, use coin object only.
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2. Tileset

Tilesets are the static content of the game, the building blocks you use to construct your level.
Knytt Experiment comes with a default tileset, but you are strongly encouraged to make your
own. One of the factors that affect the placement of your level in the online database is whether
you used a unique tileset or the default one. (Note: you must select one of the background layers
(1-3) for the tileset panel to be functional. To learn more about layers, go to page 4 of this
manual.)

2.1 Building complex objects

Sometimes you will see complex objects on the tileset. The
easiest way to build them into your level is the following:
click on the first tile you want to build with and place it on
the level grid by clicking on atilein the level editor window.
From there on, use the WASD keys with your left hand to
select different blocks on the chosen tileset, and place them
on the level grid with your mouse (assuming that you're j
using the mouse with your right hand). You can also click-
drag repeating blocks such as grass or water. Erase unwanted
pieces by placing the blank tile over them.

——————————————————————————————————————————————————————————————————————————————————————————————————————————————————————————————

3. The Object Panel

Objects are the dynamic elements of Knytt Experiment, and the Object Panel %
provides quick access to them. The panel is divided into two sections titled
“Custom” and “Predefined”. Custom objects are animations unique to each
level, while predefined objects are integral to the game and must not be edited.
Predefined objects include manually operated elevators, teleports, doors, a laser
and selective barriers.

Select an object simply by clicking on it, or move the selector with the WASD -2
keys as described in the Tileset chapter. (Note: Layers 5-6 must be selected for the object panel to
be active. To learn more about layers, go to page 4.)

Placing an object is just as easy: once you have the appropriate object selected, clicking on any of
the tiles in the building area will place the selected object on that tile. Erase unwanted objects by
placing the empty object tile over them.

i Note: Two specia objects are available only when certain layers are marked for editing. Select
. Layer 7 to get the save/starting point; select Layer 8 to get the collectible coin object. Also note :
: that unlike other objects, you will have to right-click the coin in the building areato removeit.
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4. The Building Area
This is the construction zone, the area where you build your level. It consists of a of 84x30-tile
grid that is repeated in eight layers, one behind another.
' Note: Only aportion of the whole areais visible at any time. Hold down E (or the space bar, or |
. the middle mouse button) and drag the screen to bring other parts of the level intoview.
The edges of your level areirreversibly sealed by an invisible but solid border that leaves four
pre-defined openings in your level, one in each direction. One of the basic criteriafor including
levelsin the online database is that each of these four openings must be unobstructed, and away
to each must be provided.

5. Information Panel Level Title:
The information panel lets you define basic information about your level: itstitle, |Tempiate
author and graphic designer. This information shows up during loading, and it can J—

be a so displayed in-game at any time by pressing and holding Q. |:
Graphics By:

J. Hotkeys and Shortcuts

There are some hotkeys and a few practical shortcuts to make your game editing experience
easier. The tables below list al hotkeys you can usein the Level Editor.

Tileset & Object Controls Program Controls

Selector Up W Back to main menu Esc
Selector Left A

Selector Down S

Selector Right D

Moving the level
Move the level building area by holding E (or the spacebar or the middle mouse button) and
dragging the area at the same time.

Sampling a selected element

You can “sample”’ any object/tileset element already on the level by right-clicking it in the level
building area. This will make the selector jump to that spedfic object/tileset element in the
object/tileset panel. From there on, build with the selected element as usual. (Note: for this to
work, you must have an appropriate layer marked for editing, ie. you can’t sample an object if
you’ re editing a background layer.)

Erasing elements
Y ou can use avariation of the above trick to erase unwanted elements quicker. Sample atile that

is empty in the selected layer, and use the selection to “build” over the unwanted area. Thiswill
erase the element in that layer.
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G. Custom Content M anagement

One of the innovative features of Knytt Experiment is the ability to include custom-
made graphic elements, even animations. Many people are already taking advantage of
this, and are making great-looking levels. If you want to have your level stand out and
ensure a prominent place in the online database, you too must make changes to the
default game content. This section will show you how to do that effectively.

There are three kinds of elements you can customize: gradients, tilesets and objects. We
will look at each in detail, going from simplest to most complicated.
. Note: Graphic design tutorials are beyond the scope of this manual. We show you only |
. how to start out, manage and integrate your custom content within the framework of the !
i Knytt Experiment Level Editor. '

1. Creating Custom Gradients
In Knytt Experiment, a gradient is a graphic element that makes up the very background
of the level. To find it for editing, navigate the following directory path:

KnyttExperiment\Projects\ Yourlevelname\Gradient.png

Once you located this 24x696-pixel .png file titled “Gradient”, open it in your favorite
image editing program, and modify it to fit your level best. One thing to keep in mind is
that this narrow vertical stripe will be repeated horizontally throughout your level
(similarly to the repeat-x css command), so make sure that multiple copies of this image
stitch together seamlessly on both sides.

2. Customizing Tilesets

Imagine a collection of static building elements crammed into a 384x202-pixel
transparent rectangle. That’s what atileset looks like in Knytt Experiment. To find the
file for editing, navigate the following directory path:

KnyttExperiment\Projects\ Yourlevelname\Tileset.png

L Il LT T

When you open this file in an image editing
program, you will see graphic elements
arranged on an invisible grid composed of
24x24 squares (equivalent to the size of a

RNl
single tile in the Editor). Erase the default .- -..-.-.-
content from the image and start laying out ||| AR

your own graphic elements. It may be
useful to create guides along the lines of the
grid, to ensure the proper placement of
elements.

Leave the square in the upper left corner blank - thisis the “eraser tile”. Every other
section of the grid must be filled with some content for the tileset to work properly in
the Editor. Remember to include the narrow lower section for credits!
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3. Importing Custom Animated Objects

Y ou can use your own animated sprites in Knytt Experiment, with some limitations.

Y our animation will replace a pre-existing default sprite that will retain its original
movement speed, direction, sound and animation speed. Therefore, you must study each
default animation carefully and choose the one that is most suitable for the custom sprite
you have in mind. Then you can start building your own.

Animation graphics are stored in the Sprites folder of your project. To find it, navigate
the following directory path:

KnyttExperiment\Projects\ Yourlevel name\Sprites\

Opening the Sprites folder, you won’t find any standard animation files (gif, swf), but
only a series of .png graphics instead. This is because Knytt Experiment assembles
animation frames from stand-alone graphic files. Keep this in mind when you export
your own animation: you must export each frame as a single graphic either manually, or
using a program that supports this feature.

To use your own sprites, export their .png frames into the Sprites g
folder. Make sure that your files and the originals have the same name
— if done correctly, yours will replace the default files, and then your
sprites will be ready to usein the Level Editor.

Once you open the Editor, you will find your custom sprites in the “Custom” section of
the Objects panel. Just use them as you normally do (see page 5 for detailed instruction
on objects).

H. Useful Tips

The above chapters covered the essential steps of using Knytt Experiment Level Editor. There are
afew more things to be aware of:

— Save often! The program does not have an autosave feature, nor any confirmation screens,
make sure you save your changes before you reboot or close the application.

— Make good use of layers. Get into the habit of placing certain elements consistently in a
particular layer; thiswill make it easier to modify/remove them later on.

— Start small — gain experience with asmall, smple project first, so you will be ready to
tackle complex large-scope projects easier later on.

— Makesurethat it's possible to reach all four exits from the save point. If your level is added
to one of the databases, you'll not be able to make any changesto it. Make sure that you
find everything that you need to fix before submitting!

— Your level will be placed into one of the three categories in the online database, depending
on its graphic style and whether it has custom content. A Normal level must use unique
sprites and tileset, and it must display a graphical style similar to the Knytt universe. An
Experimental level can have adifferent style, but it still must feature unique content.
Finally, the Other levels category isfor levels that meet none of the above criteria.

— Although it'sniceto have alevel in “Normal” and “ Experimental” categories, remember:
level creation isall about having fun! :-)
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. Credits

Nicklas“ Nifflas’ Nygren -- http://nifflas.ni2.se
Creator of Knytt Experiment and the Level Editor.

Knytt Experiment Forum Community -- http:/nifflas.ni2.se/forum
A growing community of gamers and designers all enthusiastic about Knytt Experiment
and Nifflas' other games. If you have questions about the games or the Game Editor, ask
here!

SiamJai -- http://design.thaiwonders.com
Writer and editor of this manual. Got questions, comments concerning the manual? Let

me know by email: webdesign@thaiwonders.com, or drop by at forum.thaiwonders.com!
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