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WHAT’S TWINE?

Free open source-tool
Hyper text and games
Visual structure of the hypertext

Twine 2 is web base api written
in HTML5 and JS

Twine 2 is also a desk app



FORMATS

...... : Harlowe

e Showman

e SugarCube
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A) NUMER OF STORIES

B) SORT DATE/NAME

Arrange the stories in
alphabetical order or last
time modification

MAIN MENU

C) STORY
Create a new story

D) IMPORT

Import a published story or
a Twine archive.

E) ARCHIVE

Save all stories to a Twine
archive file

F) FORMAT

Choose a format for your story:
Harlowe, Snowman or SugarCube

G) LANGUAGE
Choose the interface language

H) HELP

Web support base in Twine
documentation

I) VISUAL MODE

Toogle between night and
light visual mode

J) TWINE VERSION
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A)HOME
Go to Storie list

B) STORY NAME

C)OPTIONAL MENU
Toogle optional menu

D)EDIT JAVASCRIPT
Insert and edit Js

E)EDIT CSS
Insert and edit CSS

F)CHANGE FORMAT

Select story format :
Harlowe, Snowman &
SugarCube

G) CHANGE STORY NAME
Edit story name

H) SNAP TO GRID

Snap passage to the user
interface grid

I) STORY STADISTICS

Show stadistics and the
IFID name
of the story

J) VIEW OF PROOFING
View all the story text

k) PUBLISH FILE
Publish files

L) QUICK FIND

Search for a term
in the story

M) FIND MENU

Find and replace
across the enire story

N) ZOOM STRUCTURE

Show the story
structure

0) ZOOM PASSAGES
Show passage titles

P) ZOOM

Show passage titles
and excerpts

Q) TEST MODE

Play the story in debugging
mode

Q) PLAY
Play the story

Q) PASSAGE

Create new
passage

Ul STORY
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Ul STORY
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Passage

Basic HTML
ex: <ni,

p><bp, <div,

D,

A) ERASE
B) EDIT STORY

C) PLAY DEBUG VIEW
D) SET STARTING POINT



LINK PASSAGE SINTAX

> [[name of the passage]]
» [[name of the passage | Display text ]

> [[text to display ->» Name of the passage]]
> [[Name of the passage ¢ text to display |



VARIABLE

A variable is a place to store data.
It is a symbol that represent a value

X= 5
V=53
X+ =7

7=8
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There are global variables

VariablePeople

- Recomend to Set at the starting of your game.
- You can modify their value in any passage.

- They behave globally

-You can not named using numbers. “Ex. $573 ”

And local variable

OcacionalPeople

These variable only exist during the current passage
where you place them
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TYPE OF DATA

Boolean: false or true
String : Secuences of characters (text)
Ex: “hola”, “hey” “dos”

Integer: Numerical value.
Any natural number.

Ex:2, 5 ,-1,



MACROS

It is a piece of pre-defined code
inserted in your passage.

A macro is an instruction. There are
diverse macros, each of them has it’s
own requirements .

EX “(Set: )” 7(If: )” “(Display: )”
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SET A VARIABLE

. Sintax
> .
(Set- $Namevar|able to 5 ) Here the variable is an integer

> (Set: $NameVariable to “ﬁve”) Here the variable is a string
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> (set: $NameVariable to “five”+ $otherVariable + “hands” )

“Set” allows you to add diverse variables, you can use operators as +

> (set: $NameVariable to “5”, $NameVariable2 to “cinco”)

“Set” allows you to synthesize work by condensing diverse variables in one stament
. Use comma to separate each of them
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IF

CONDITIONAL STAMENT «/F» BLOCKTO PERFORM

(If: $NameVariable is “5” )

THE RESULT OF THIS WILL CHANGE INTEGER “5” THE TO STRING FIVE OR CINCO IN SPANISH
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IMAGE

Absolute path: absolute url

<img src="https://twinery.org/homepage/img/logo.svg"
width="256" height="256">

Relative path: relative to the story file

<img src="../img/logo.svg" width="256" height="256">

HTML ELEMENT « IMG » COMPONENTS

* src (Source of the image). *Mandatory

* alt (Alternative text .Descriptive)

e width

* height

NOTE : Check always your image source path

This could be Absolute, fixed to a URL adress or relative to twine html file
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White space

You may have noticed that every time we use a macro,
some weird extra space appears in the rendered output.

One way to fix it is by using {} as a wrapper of
those macros.

{
(set: $Jeng to "just enought")

(set: $arrayUwere to (a:"<br>You were there", "You were ab-
stent") )

}



22

Another way to do this is with the \ character (backslash).
If you put this character at the end of a line, it instructs
Twine to not display a new line in the rendered output:

This line\
and this line

\and this line, are actually just one line.
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Hooks

A command that allows the author to give a hook a
computed tag name.

[some random text]

[some random text with name]

[some random text with name 2]
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