
THE CONSTRUCT GAME SERVICES
View online: https://www.construct.net/en/game-services/manuals/game-services

Overview
Welcome! The Construct Game Services (CGS) are a suite of services designed to help you add
advanced and more interactive features into your games without needing your own servers or
backend. The services are designed to be flexible and modular, so you can use as many or as
few as you need.

Implementation of the CGS into your game/application can significantly increase player
retention and stickiness as well as providing valuable insights into how your game/application is
being used.

These services are platform agnostic - you don't have to just use them in Construct 3, you can
use them with any other game engine. You can even use them for non-game applications, for
example the Leaderboard Service could be used in business sales team to track employee
performance. You can be as creative as you want and if you're using it for something outside the
box we'd love to hear/see what you're building!

CGS are currently in Beta. You may experience service interruption and some outages as we
learn about how CGS is being used and adjust our infrastructure and address bugs as they
come up.

If you find a bug or issue, please submit it to the official bug tracker at
https://github.com/Scirra/Construct.net-website-bugs.

Achievements Service
The Achievement service allows you to create achievements for players in your game.
Achievements can optionally be set to progessive achievements. When achievements are
unlocked, you can also award XP to players.

Authentication Service
Allow players to sign in to your game/application with UsernamePassword , Apple , BattleNet ,
Discord , Email , Facebook , Github , Google , ItchIO , Microsoft , Patreon , Reddit ,
Steam , X , Yandex .

Once a player is signed in, they can also:

Set/update their player name (displayed to other users)
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Set, delete or update their player avatar

Link their account to other login providers allowing for multiple sign in options

Set a username/password to sign in with

Delete their account

This service is the core of the CGS - the players ID is used to identify them and allow them to
interact across all other services.

Broadcasts Service
Allows you to create Broadcast Channels, and from these channels create Broadcast Messages
that are accessible to all players in your game/application. For example, you might create a
channel "New Features" and publish messages into this channel describing new features you
have introduced when you update your game.

Once your message is published to your channel, it can be requested from your
game/application auto-translated into the following languages: AR , BG , CS , DA , DE , EL ,
EN-GB , EN-US , ES , ES-419 , ET , FI , FR , HE , HU , ID , IT , JA , KO , LT , LV , NB , NL ,
PL , PT-BR , PT-PT , RO , RU , SK , SL , SV , TH , TR , UK , VI , ZH-HANS , ZH-HANT .

You can also see how many players have read each message you publish. If setup, you can also
allow players to rate messages that are published in multiple dimensions giving you valuable
feedback and increasing engagement.

Cloud Save Service
Allow players to save blobs of data into the cloud for retrieval at a later date. The most useful
and simple applciation for this is allowing players to save their game progress. You can also
save a picture alongside a cloud save to represent the data more visually - for example a
screenshot of the game where the save game was created.

You can also create public Game Buckets that players can save data into - for example if your
game allows you to create custom levels, you could create a public bucket for these levels and
allow players to share their creations with other players. These data blobs can also be rated with
multiple dimensions, and returned to players sorted by the ratings.

Leaderboards Service
Create multiple leaderboards for your game/application. Unlike other services, CGS leaderboards
automatically track scores by country allowing you to see how players from different countries
are performing for specific leaderboards.

CGS leaderboards boast a large array of advanced features built in:

Format scores for all types of values, time, money, points etc.

Group players into Tiers/Divisions
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Assign players to teams and customise how teams are ranked

Show daily, weekly, monthly or annual leaderboards

Track players historic performance showing how their rank is improving over time

Shadow ban players to prevent cheaters from spoiling the experience of legitimate players

Set up thresholds that automatically reject scores if they fall outside of expected ranges

Store additional values with scores to provide extra context when viewing leaderboards (for
example, how many gold coins were collected)

Translations Service
Translate various translatable properties from other services into multiple languages. Supported
target languages for translations are AR, BG, CS, DA, DE, EL, EN-GB, EN-US, ES, ES-419, ET, FI,
FR, HE, HU, ID, IT, JA, KO, LT, LV, NB, NL, PL, PT-BR, PT-PT, RO, RU, SK, SL, SV, TH, TR, UK, VI,
ZH-HANS and ZH-HANT.

Triggers Service
The Triggers service allows you to specify a set of conditions, when they are checked and then
the actions to take if the conditions are met. This allows for creative/complex scenarios to be
constructed that otherwise would be difficult to implement.

XP Service
Tracks player XP. The XP service allows you to:

Add, remove or set a players XP

Define ranks for XP, unlocked by players when they reach certain XP levels.

Define periods where XP earnt is multiplied by a custom amount (EG a 3x XP bonus
weekend)

Construct 3 Plugin
It's easy to interact with the leaderboard service directly within Construct 3 using the official
Construct Services Plugin.

Construct Arcade
If you use the Construct Services Plugin in your Construct 3 project, the plugin has methods to
interact with the Construct Arcade Leaderboard. When you upload your game to the Construct
Arcade a leaderboard will be created and configured automatically for you. Please note, for
scores to be submitted to the Construct Arcade users must be logged in on Construct.net, guest
scores are not permitted.

.NET Class Library
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If you use .NET, you can install the Construct Services class library to use on your website or
application.

The Construct.net website itself uses this library to run the Construct Arcade leaderboards, so
will be well maintained and new features added as and when they are released.

Installation

Using the .NET Core command-line interface (CLI) tools:

dotnet add package ConstructServices

Using the NuGet Command Line Interface (CLI):

nuget install ConstructServices

Using the Package Manager Console:

Install-Package ConstructServices

Future Services
This is by no means a roadmap, but some of the services we are strongly considering
developing for future releases. If you have a suggestion, we'd love to hear them!

Achievements - allow players to progress towards awards or assign awards based on
triggers.

Polls - run polls players can vote on.

Analytics - see how many players reach certain points in your game to help identify/address
parts of the game that require more attention.

Feedback - allow players to provide feedback for your game

Chatrooms - create chat functionality in your games

Inventories - define multiuser or consumable items and maintain player inventories in your
game

In Game Currency - allow players to earn in game currency and spend the currency on items
in your game
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DATATYPES IN CONSTRUCT GAME
SERVICES

View online: https://www.construct.net/en/game-services/manuals/game-services/data-types

Datetime
Datetime values are UTC represented in ISO 8601 format. An example returned datetime value
is:

2025-10-03T15:12:22.1333261Z

Guids (aka UUID)
Guids take the form of 32 hexadecimal characters, separated by hyphens, in the form 8-4-4-4-12
for a total of 36 characters. Example of a valid guids are:

adf5b4d8-4c32-4ecd-8bcd-2b7788eddb43

e7939cfd-ca5a-4f09-a286-b417fd7b9e47

0e0ebf19-805d-44c8-92c7-f63f23b585f1

fc63773c-5461-44b3-aecd-5af982968748

5e33107a-f954-4d62-a526-54295b99fb83

uint8
Also known as a byte, this is an unsigned 8-bit integer with a range of 0 to 255.

Nullable Types
If a properties data type is nullable, it will be indicated by a question mark (?) after the data type.
For example, a property with a data type of int?  indicates that the property can either be an
integer value or null. A property with a data type of int  indicates the property will always return
a value.

Strings

Strings are never marked as nullable, but null or an empty string can be returned as a value for a
string property. These should be treated the same.

Booleans
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If a properties data type is bool , the values 1 , yes , on  or true  are treated as true  values
(case insensitive). Anything else will be treated as a false  value.

Pagination
When pagination objects are returned in responses, it's important to note that pages are not 0-
indexed, but rather 1-indexed. This means that the first page is page 1, the second page is page
2, and so on.
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LANGUAGES IN API REQUESTS
View online: https://www.construct.net/en/game-services/manuals/game-services/languages

Overview
You can optionally pass a language ISO code with all requests with the parameter
requestedLanguage . If you do not specify a language ISO code, the games default language will

be used which can be configured in your CGS account.

If your plan supports it the property responseLanguage  will be the same as the requested
language and all translatable text elements in the response will be returned in this language,
except for error messages in the top level errorMessage  property which will always return in
English.

If your plan doesn't support it translations (for example you've run out of translation credits), the
property responseLanguage  will default to the language the source translatable text was written
in. An error will not be thrown to ensure the client still receives an expected response.

Supported Requested Language ISO Codes
Below is a list of permitted ISO codes for passing with the requestedLanguage  parameter.

AR = Arabic

BG = Bulgarian

CS = Czech

DA = Danish

DE = German

EL = Greek

EN-GB = English (British)

EN-US = English (American)

ES = Spanish

ES-419 = Spanish (Latin American)

ET = Estonian

FI = Finnish

FR = French

HE = Hebrew

HU = Hungarian

ID = Indonesian

IT = Italian

JA = Japanese

KO = Korean

LT = Lithuanian

LV = Latvian
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NB = Norwegian Bokmål

NL = Dutch

PL = Polish

PT-BR = Portuguese (Brazilian)

PT-PT = Portuguese (all Portuguese variants excluding Brazilian Portuguese)

RO = Romanian

RU = Russian

SK = Slovak

SL = Slovenian

SV = Swedish

TH = Thai

TR = Turkish

UK = Ukrainian

VI = Vietnamese

ZH-HANS = Chinese (simplified)

ZH-HANT = Chinese (traditional)
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CULTURE FORMATTING IN API
REQUESTS

View online: https://www.construct.net/en/game-services/manuals/game-services/culture

Overview
You can optionally pass a culture code with all requests with the parameter culture . If you do
not specify a culture code in the request, the culture code of the requested language of the
request will be used.

The culture code is used to format various data types such as numbers and dates. For example,
an API request may return a property such as "totalScores" which may have a value such as
190318 . Sometimes there will be a second property called "formattedTotalScores" which will

return the culture specific string formatted value, in this instance 190,318  for the en-US  culture
code. The pagination object is a good example of how these values are specified.

Supported Culture Codes
Below is a comprehensive list of supported culture codes along with their English represented
name.

aa = Afar

aa-DJ = Afar (Djibouti)

aa-ER = Afar (Eritrea)

aa-ET = Afar (Ethiopia)

af = Afrikaans

af-NA = Afrikaans (Namibia)

af-ZA = Afrikaans (South Africa)

agq = Aghem

agq-CM = Aghem (Cameroon)

ak = Akan

ak-GH = Akan (Ghana)

am = Amharic

am-ET = Amharic (Ethiopia)

ar = Arabic

ar-001 = Arabic (world)

ar-AE = Arabic (United Arab Emirates)

ar-BH = Arabic (Bahrain)

ar-DJ = Arabic (Djibouti)

ar-DZ = Arabic (Algeria)

ar-EG = Arabic (Egypt)

ar-ER = Arabic (Eritrea)
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ar-IL = Arabic (Israel)

ar-IQ = Arabic (Iraq)

ar-JO = Arabic (Jordan)

ar-KM = Arabic (Comoros)

ar-KW = Arabic (Kuwait)

ar-LB = Arabic (Lebanon)

ar-LY = Arabic (Libya)

ar-MA = Arabic (Morocco)

ar-MR = Arabic (Mauritania)

arn = Mapuche

arn-CL = Mapuche (Chile)

ar-OM = Arabic (Oman)

ar-PS = Arabic (Palestinian Authority)

ar-QA = Arabic (Qatar)

ar-SA = Arabic (Saudi Arabia)

ar-SD = Arabic (Sudan)

ar-SO = Arabic (Somalia)

ar-SS = Arabic (South Sudan)

ar-SY = Arabic (Syria)

ar-TD = Arabic (Chad)

ar-TN = Arabic (Tunisia)

ar-YE = Arabic (Yemen)

as = Assamese

asa = Asu

asa-TZ = Asu (Tanzania)

as-IN = Assamese (India)

ast = Asturian

ast-ES = Asturian (Spain)

az = Azerbaijani

az-Cyrl = Azerbaijani (Cyrillic)

az-Cyrl-AZ = Azerbaijani (Cyrillic, Azerbaijan)

az-Latn = Azerbaijani (Latin)

az-Latn-AZ = Azerbaijani (Latin, Azerbaijan)

ba = Bashkir

ba-RU = Bashkir (Russia)

bas = Basaa

bas-CM = Basaa (Cameroon)

be = Belarusian

be-BY = Belarusian (Belarus)

bem = Bemba

bem-ZM = Bemba (Zambia)

bez = Bena

bez-TZ = Bena (Tanzania)

bg = Bulgarian

bg-BG = Bulgarian (Bulgaria)

bgc = Haryanvi
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bgc-Deva = Haryanvi (Devanagari)

bgc-Deva-IN = Haryanvi (Devanagari, India)

bho = Bhojpuri

bho-Deva = Bhojpuri (Devanagari)

bho-Deva-IN = Bhojpuri (Devanagari, India)

bin = Edo

bin-NG = Edo (Nigeria)

bm = Bamanankan

bm-Latn = Bamanankan (Latin)

bm-Latn-ML = Bamanankan (Latin, Mali)

bn = Bangla

bn-BD = Bangla (Bangladesh)

bn-IN = Bengali (India)

bo = Tibetan

bo-CN = Tibetan (China)

bo-IN = Tibetan (India)

br = Breton

br-FR = Breton (France)

brx = Bodo

brx-IN = Bodo (India)

bs = Bosnian

bs-Cyrl = Bosnian (Cyrillic)

bs-Cyrl-BA = Bosnian (Cyrillic, Bosnia and Herzegovina)

bs-Latn = Bosnian (Latin)

bs-Latn-BA = Bosnian (Latin, Bosnia & Herzegovina)

byn = Blin

byn-ER = Blin (Eritrea)

ca = Catalan

ca-AD = Catalan (Andorra)

ca-ES = Catalan (Catalan)

ca-ES-valencia = Valencian (Spain)

ca-FR = Catalan (France)

ca-IT = Catalan (Italy)

ccp = Chakma

ccp-Cakm = Chakma (Chakma)

ccp-Cakm-BD = Chakma (Chakma, Bangladesh)

ccp-Cakm-IN = Chakma (Chakma, India)

ce = Chechen

ceb = Cebuano

ceb-Latn = Cebuano (Latin)

ceb-Latn-PH = Cebuano (Latin, Philippines)

ce-RU = Chechen (Russia)

cgg = Chiga

cgg-UG = Chiga (Uganda)

chr = Cherokee

chr-Cher = Cherokee
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chr-Cher-US = Cherokee (Cherokee, United States)

co = Corsican

co-FR = Corsican (France)

cs = Czech

cs-CZ = Czech (Czechia)

cu = Church Slavic

cu-RU = Church Slavic (Russia)

cv = Chuvash

cv-Cyrl = Chuvash (Cyrillic)

cv-Cyrl-RU = Chuvash (Cyrillic, Russia)

cy = Welsh

cy-GB = Welsh (United Kingdom)

da = Danish

da-DK = Danish (Denmark)

da-GL = Danish (Greenland)

dav = Taita

dav-KE = Taita (Kenya)

de = German

de-AT = German (Austria)

de-BE = German (Belgium)

de-CH = German (Switzerland)

de-DE = German (Germany)

de-IT = German (Italy)

de-LI = German (Liechtenstein)

de-LU = German (Luxembourg)

dje = Zarma

dje-NE = Zarma (Niger)

doi = Dogri

doi-Deva = Dogri (Devanagari)

doi-Deva-IN = Dogri (Devanagari, India)

dsb = Lower Sorbian

dsb-DE = Lower Sorbian (Germany)

dua = Duala

dua-CM = Duala (Cameroon)

dv = Divehi

dv-MV = Divehi (Maldives)

dyo = Jola-Fonyi

dyo-SN = Jola-Fonyi (Senegal)

dz = Dzongkha

dz-BT = Dzongkha (Bhutan)

ebu = Embu

ebu-KE = Embu (Kenya)

ee = Ewe

ee-GH = Ewe (Ghana)

ee-TG = Ewe (Togo)

el = Greek
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el-CY = Greek (Cyprus)

el-GR = Greek (Greece)

en = English

en-001 = English (world)

en-029 = English (Caribbean)

en-150 = English (Europe)

en-AE = English (United Arab Emirates)

en-AG = English (Antigua & Barbuda)

en-AI = English (Anguilla)

en-AS = English (American Samoa)

en-AT = English (Austria)

en-AU = English (Australia)

en-BB = English (Barbados)

en-BE = English (Belgium)

en-BI = English (Burundi)

en-BM = English (Bermuda)

en-BS = English (Bahamas)

en-BW = English (Botswana)

en-BZ = English (Belize)

en-CA = English (Canada)

en-CC = English (Cocos (Keeling) Islands)

en-CH = English (Switzerland)

en-CK = English (Cook Islands)

en-CM = English (Cameroon)

en-CX = English (Christmas Island)

en-CY = English (Cyprus)

en-DE = English (Germany)

en-DK = English (Denmark)

en-DM = English (Dominica)

en-ER = English (Eritrea)

en-FI = English (Finland)

en-FJ = English (Fiji)

en-FK = English (Falkland Islands)

en-FM = English (Micronesia)

en-GB = English (United Kingdom)

en-GD = English (Grenada)

en-GG = English (Guernsey)

en-GH = English (Ghana)

en-GI = English (Gibraltar)

en-GM = English (Gambia)

en-GU = English (Guam)

en-GY = English (Guyana)

en-HK = English (Hong Kong SAR)

en-ID = English (Indonesia)

en-IE = English (Ireland)

en-IL = English (Israel)
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en-IM = English (Isle of Man)

en-IN = English (India)

en-IO = English (British Indian Ocean Territory)

en-JE = English (Jersey)

en-JM = English (Jamaica)

en-KE = English (Kenya)

en-KI = English (Kiribati)

en-KN = English (St. Kitts & Nevis)

en-KY = English (Cayman Islands)

en-LC = English (St. Lucia)

en-LR = English (Liberia)

en-LS = English (Lesotho)

en-MG = English (Madagascar)

en-MH = English (Marshall Islands)

en-MO = English (Macao SAR)

en-MP = English (Northern Mariana Islands)

en-MS = English (Montserrat)

en-MT = English (Malta)

en-MU = English (Mauritius)

en-MV = English (Maldives)

en-MW = English (Malawi)

en-MY = English (Malaysia)

en-NA = English (Namibia)

en-NF = English (Norfolk Island)

en-NG = English (Nigeria)

en-NL = English (Netherlands)

en-NR = English (Nauru)

en-NU = English (Niue)

en-NZ = English (New Zealand)

en-PG = English (Papua New Guinea)

en-PH = English (Philippines)

en-PK = English (Pakistan)

en-PN = English (Pitcairn Islands)

en-PR = English (Puerto Rico)

en-PW = English (Palau)

en-RW = English (Rwanda)

en-SB = English (Solomon Islands)

en-SC = English (Seychelles)

en-SD = English (Sudan)

en-SE = English (Sweden)

en-SG = English (Singapore)

en-SH = English (St Helena, Ascension, Tristan da Cunha)

en-SI = English (Slovenia)

en-SL = English (Sierra Leone)

en-SS = English (South Sudan)

en-SX = English (Sint Maarten)
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en-SZ = English (Eswatini)

en-TC = English (Turks & Caicos Islands)

en-TK = English (Tokelau)

en-TO = English (Tonga)

en-TT = English (Trinidad & Tobago)

en-TV = English (Tuvalu)

en-TZ = English (Tanzania)

en-UG = English (Uganda)

en-UM = English (U.S. Outlying Islands)

en-US = English (United States)

en-VC = English (St. Vincent & Grenadines)

en-VG = English (British Virgin Islands)

en-VI = English (U.S. Virgin Islands)

en-VU = English (Vanuatu)

en-WS = English (Samoa)

en-ZA = English (South Africa)

en-ZM = English (Zambia)

en-ZW = English (Zimbabwe)

eo = Esperanto

eo-001 = Esperanto (world)

es = Spanish

es-419 = Spanish (Latin America)

es-AR = Spanish (Argentina)

es-BO = Spanish (Bolivia)

es-BR = Spanish (Brazil)

es-BZ = Spanish (Belize)

es-CL = Spanish (Chile)

es-CO = Spanish (Colombia)

es-CR = Spanish (Costa Rica)

es-CU = Spanish (Cuba)

es-DO = Spanish (Dominican Republic)

es-EC = Spanish (Ecuador)

es-ES = Spanish (Spain, International Sort)

es-GQ = Spanish (Equatorial Guinea)

es-GT = Spanish (Guatemala)

es-HN = Spanish (Honduras)

es-MX = Spanish (Mexico)

es-NI = Spanish (Nicaragua)

es-PA = Spanish (Panama)

es-PE = Spanish (Peru)

es-PH = Spanish (Philippines)

es-PR = Spanish (Puerto Rico)

es-PY = Spanish (Paraguay)

es-SV = Spanish (El Salvador)

es-US = Spanish (United States)

es-UY = Spanish (Uruguay)
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es-VE = Spanish (Venezuela)

et = Estonian

et-EE = Estonian (Estonia)

eu = Basque

eu-ES = Basque (Basque)

ewo = Ewondo

ewo-CM = Ewondo (Cameroon)

fa = Persian

fa-AF = Persian (Afghanistan)

fa-IR = Persian (Iran)

ff = Fula

ff-Adlm = Fula (Adlam)

ff-Adlm-BF = Fula (Adlam, Burkina Faso)

ff-Adlm-CM = Fula (Adlam, Cameroon)

ff-Adlm-GH = Fula (Adlam, Ghana)

ff-Adlm-GM = Fula (Adlam, Gambia)

ff-Adlm-GN = Fula (Adlam, Guinea)

ff-Adlm-GW = Fula (Adlam, Guinea-Bissau)

ff-Adlm-LR = Fula (Adlam, Liberia)

ff-Adlm-MR = Fula (Adlam, Mauritania)

ff-Adlm-NE = Fula (Adlam, Niger)

ff-Adlm-NG = Fula (Adlam, Nigeria)

ff-Adlm-SL = Fula (Adlam, Sierra Leone)

ff-Adlm-SN = Fula (Adlam, Senegal)

ff-Latn = Fulah (Latin)

ff-Latn-BF = Fula (Latin, Burkina Faso)

ff-Latn-CM = Fula (Latin, Cameroon)

ff-Latn-GH = Fula (Latin, Ghana)

ff-Latn-GM = Fula (Latin, Gambia)

ff-Latn-GN = Fula (Latin, Guinea)

ff-Latn-GW = Fula (Latin, Guinea-Bissau)

ff-Latn-LR = Fula (Latin, Liberia)

ff-Latn-MR = Fula (Latin, Mauritania)

ff-Latn-NE = Fula (Latin, Niger)

ff-Latn-NG = Fula (Latin, Nigeria)

ff-Latn-SL = Fula (Latin, Sierra Leone)

ff-Latn-SN = Fula (Latin, Senegal)

fi = Finnish

fi-FI = Finnish (Finland)

fil = Filipino

fil-PH = Filipino (Philippines)

fo = Faroese

fo-DK = Faroese (Denmark)

fo-FO = Faroese (Faroe Islands)

fr = French

fr-029 = French (Caribbean)
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fr-BE = French (Belgium)

fr-BF = French (Burkina Faso)

fr-BI = French (Burundi)

fr-BJ = French (Benin)

fr-BL = French (St. Barthélemy)

fr-CA = French (Canada)

fr-CD = French Congo (DRC)

fr-CF = French (Central African Republic)

fr-CG = French (Congo)

fr-CH = French (Switzerland)

fr-CI = French (Côte d’Ivoire)

fr-CM = French (Cameroon)

fr-DJ = French (Djibouti)

fr-DZ = French (Algeria)

fr-FR = French (France)

fr-GA = French (Gabon)

fr-GF = French (French Guiana)

fr-GN = French (Guinea)

fr-GP = French (Guadeloupe)

fr-GQ = French (Equatorial Guinea)

fr-HT = French (Haiti)

fr-KM = French (Comoros)

fr-LU = French (Luxembourg)

fr-MA = French (Morocco)

fr-MC = French (Monaco)

fr-MF = French (St. Martin)

fr-MG = French (Madagascar)

fr-ML = French (Mali)

fr-MQ = French (Martinique)

fr-MR = French (Mauritania)

fr-MU = French (Mauritius)

fr-NC = French (New Caledonia)

fr-NE = French (Niger)

fr-PF = French (French Polynesia)

fr-PM = French (St. Pierre & Miquelon)

fr-RE = French (Réunion)

fr-RW = French (Rwanda)

fr-SC = French (Seychelles)

fr-SN = French (Senegal)

fr-SY = French (Syria)

fr-TD = French (Chad)

fr-TG = French (Togo)

fr-TN = French (Tunisia)

fr-VU = French (Vanuatu)

fr-WF = French (Wallis & Futuna)

fr-YT = French (Mayotte)
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fur = Friulian

fur-IT = Friulian (Italy)

fy = Western Frisian

fy-NL = Western Frisian (Netherlands)

ga = Irish

ga-GB = Irish (United Kingdom)

ga-IE = Irish (Ireland)

gd = Scottish Gaelic

gd-GB = Scottish Gaelic (United Kingdom)

gl = Galician

gl-ES = Galician (Galician)

gn = Guarani

gn-PY = Guarani (Paraguay)

gsw = Swiss German

gsw-CH = Swiss German (Switzerland)

gsw-FR = Alsatian (France)

gsw-LI = Swiss German (Liechtenstein)

gu = Gujarati

gu-IN = Gujarati (India)

guz = Gusii

guz-KE = Gusii (Kenya)

gv = Manx

gv-IM = Manx (Isle of Man)

ha = Hausa

ha-Latn = Hausa (Latin)

ha-Latn-GH = Hausa (Latin, Ghana)

ha-Latn-NE = Hausa (Latin, Niger)

ha-Latn-NG = Hausa (Latin, Nigeria)

haw = Hawaiian

haw-US = Hawaiian (United States)

he = Hebrew

he-IL = Hebrew (Israel)

hi = Hindi

hi-IN = Hindi (India)

hi-Latn = Hindi (Latin)

hi-Latn-IN = Hindi (Latin, India)

hr = Croatian

hr-BA = Croatian (Bosnia & Herzegovina)

hr-HR = Croatian (Croatia)

hsb = Upper Sorbian

hsb-DE = Upper Sorbian (Germany)

hu = Hungarian

hu-HU = Hungarian (Hungary)

hy = Armenian

hy-AM = Armenian (Armenia)

ia = Interlingua
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ia-001 = Interlingua (world)

ibb = Ibibio

ibb-NG = Ibibio (Nigeria)

id = Indonesian

id-ID = Indonesian (Indonesia)

ig = Igbo

ig-NG = Igbo (Nigeria)

ii = Yi

ii-CN = Yi (China)

is = Icelandic

***** = Icelandic (Iceland)

it = Italian

it-CH = Italian (Switzerland)

it-IT = Italian (Italy)

it-SM = Italian (San Marino)

it-VA = Italian (Vatican City)

iu = Inuktitut

iu-Cans = Inuktitut (Syllabics)

iu-Cans-CA = Inuktitut (Syllabics, Canada)

iu-Latn = Inuktitut (Latin)

iu-Latn-CA = Inuktitut (Latin, Canada)

ja = Japanese

ja-JP = Japanese (Japan)

jgo = Ngomba

jgo-CM = Ngomba (Cameroon)

jmc = Machame

jmc-TZ = Machame (Tanzania)

jv = Javanese

jv-Java = Javanese (Javanese)

jv-Java-ID = Javanese (Javanese, Indonesia)

jv-Latn = Javanese

jv-Latn-ID = Javanese (Indonesia)

ka = Georgian

kab = Kabyle

kab-DZ = Kabyle (Algeria)

ka-GE = Georgian (Georgia)

kam = Kamba

kam-KE = Kamba (Kenya)

kde = Makonde

kde-TZ = Makonde (Tanzania)

kea = Kabuverdianu

kea-CV = Kabuverdianu (Cabo Verde)

kgp = Kaingang

kgp-Latn = Kaingang (Latin)

kgp-Latn-BR = Kaingang (Latin, Brazil)

khq = Koyra Chiini
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khq-ML = Koyra Chiini (Mali)

ki = Kikuyu

***** = Kikuyu (Kenya)

kk = Kazakh

kkj = Kako

kkj-CM = Kako (Cameroon)

kk-KZ = Kazakh (Kazakhstan)

kl = Kalaallisut

kl-GL = Kalaallisut (Greenland)

kln = Kalenjin

kln-KE = Kalenjin (Kenya)

km = Khmer

km-KH = Khmer (Cambodia)

kn = Kannada

kn-IN = Kannada (India)

ko = Korean

kok = Konkani

kok-IN = Konkani (India)

ko-KP = Korean (North Korea)

ko-KR = Korean (Korea)

kr = Kanuri

kr-Latn = Kanuri (Latin)

kr-Latn-NG = Kanuri (Latin, Nigeria)

ks = Kashmiri

ks-Arab = Kashmiri (Arabic)

ks-Arab-IN = Kashmiri (Arabic)

ksb = Shambala

ksb-TZ = Shambala (Tanzania)

ks-Deva = Kashmiri (Devanagari)

ks-Deva-IN = Kashmiri (Devanagari)

ksf = Bafia

ksf-CM = Bafia (Cameroon)

ksh = Colognian

ksh-DE = Colognian (Germany)

ku = Central Kurdish

ku-Arab = Central Kurdish

ku-Arab-IQ = Central Kurdish (Iraq)

ku-Arab-IR = Kurdish (Arabic, Iran)

kw = Cornish

kw-GB = Cornish (United Kingdom)

ky = Kyrgyz

ky-KG = Kyrgyz (Kyrgyzstan)

la = Latin

lag = Langi

lag-TZ = Langi (Tanzania)

la-VA = Latin (Vatican City)
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lb = Luxembourgish

lb-LU = Luxembourgish (Luxembourg)

lg = Ganda

lg-UG = Ganda (Uganda)

lkt = Lakota

lkt-US = Lakota (United States)

ln = Lingala

ln-AO = Lingala (Angola)

ln-CD = Lingala (Congo DRC)

ln-CF = Lingala (Central African Republic)

ln-CG = Lingala (Congo)

lo = Lao

lo-LA = Lao (Laos)

lrc = Northern Luri

lrc-IQ = Northern Luri (Iraq)

lrc-IR = Northern Luri (Iran)

lt = Lithuanian

lt-LT = Lithuanian (Lithuania)

lu = Luba-Katanga

lu-CD = Luba-Katanga (Congo DRC)

luo = Luo

luo-KE = Luo (Kenya)

luy = Luyia

luy-KE = Luyia (Kenya)

lv = Latvian

lv-LV = Latvian (Latvia)

mai = Maithili

mai-IN = Maithili (India)

mas = Masai

mas-KE = Masai (Kenya)

mas-TZ = Masai (Tanzania)

mer = Meru

mer-KE = Meru (Kenya)

mfe = Morisyen

mfe-MU = Morisyen (Mauritius)

mg = Malagasy

mgh = Makhuwa-Meetto

mgh-MZ = Makhuwa-Meetto (Mozambique)

mg-MG = Malagasy (Madagascar)

mgo = Metaʼ

mgo-CM = Metaʼ (Cameroon)

mi = Māori

mi-NZ = Māori (New Zealand)

mk = Macedonian

mk-MK = Macedonian (North Macedonia)

ml = Malayalam
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ml-IN = Malayalam (India)

mn = Mongolian

mn-Cyrl = Mongolian

mni = Manipuri

mni-Beng = Manipuri (Bangla)

mni-IN = Manipuri (Bangla, India)

mn-MN = Mongolian (Mongolia)

mn-Mong = Mongolian (Traditional Mongolian)

mn-Mong-CN = Mongolian (Traditional Mongolian, China)

mn-Mong-MN = Mongolian (Traditional Mongolian, Mongolia)

moh = Mohawk

moh-CA = Mohawk (Canada)

mr = Marathi

mr-IN = Marathi (India)

ms = Malay

ms-BN = Malay (Brunei)

ms-ID = Malay (Indonesia)

ms-MY = Malay (Malaysia)

ms-SG = Malay (Singapore)

mt = Maltese

mt-MT = Maltese (Malta)

mua = Mundang

mua-CM = Mundang (Cameroon)

my = Burmese

my-MM = Burmese (Myanmar)

mzn = Mazanderani

mzn-IR = Mazanderani (Iran)

naq = Nama

naq-NA = Nama (Namibia)

nb = Norwegian Bokmål

nb-NO = Norwegian Bokmål (Norway)

nb-SJ = Norwegian Bokmål (Svalbard & Jan Mayen)

nd = North Ndebele

nds = Low German

nds-DE = Low German (Germany)

nds-NL = Low German (Netherlands)

nd-ZW = North Ndebele (Zimbabwe)

ne = Nepali

ne-IN = Nepali (India)

ne-NP = Nepali (Nepal)

nl = Dutch

nl-AW = Dutch (Aruba)

nl-BE = Dutch (Belgium)

nl-BQ = Dutch (Bonaire, Sint Eustatius and Saba)

nl-CW = Dutch (Curaçao)

nl-NL = Dutch (Netherlands)
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nl-SR = Dutch (Suriname)

nl-SX = Dutch (Sint Maarten)

nmg = Kwasio

nmg-CM = Kwasio (Cameroon)

nn = Norwegian Nynorsk

nnh = Ngiemboon

nnh-CM = Ngiemboon (Cameroon)

nn-NO = Norwegian Nynorsk (Norway)

no = Norwegian

nqo = N'ko

nqo-GN = N'ko (Guinea)

nr = South Ndebele

nr-ZA = South Ndebele (South Africa)

nso = Sesotho sa Leboa

nso-ZA = Sesotho sa Leboa (South Africa)

nus = Nuer

nus-SS = Nuer (South Sudan)

nyn = Nyankole

nyn-UG = Nyankole (Uganda)

oc = Occitan

oc-ES = Occitan (Spain)

oc-FR = Occitan (France)

om = Oromo

om-ET = Oromo (Ethiopia)

om-KE = Oromo (Kenya)

or = Odia

or-IN = Odia (India)

os = Ossetic

os-GE = Ossetic (Georgia)

os-RU = Ossetic (Russia)

pa = Punjabi

pa-Arab = Punjabi

pa-Arab-PK = Punjabi (Pakistan)

pa-Guru = Punjabi

pa-IN = Punjabi (India)

pap = Papiamento

pap-029 = Papiamento (Caribbean)

pcm = Nigerian Pidgin

pcm-Latn = Nigerian Pidgin (Latin)

pcm-Latn-NG = Nigerian Pidgin (Latin, Nigeria)

pl = Polish

pl-PL = Polish (Poland)

prg = Prussian

prg-001 = Prussian (world)

ps = Pashto

ps-AF = Pashto (Afghanistan)
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ps-PK = Pashto (Pakistan)

pt = Portuguese

pt-AO = Portuguese (Angola)

pt-BR = Portuguese (Brazil)

pt-CH = Portuguese (Switzerland)

pt-CV = Portuguese (Cabo Verde)

pt-GQ = Portuguese (Equatorial Guinea)

pt-GW = Portuguese (Guinea-Bissau)

pt-LU = Portuguese (Luxembourg)

pt-MO = Portuguese (Macao SAR)

pt-MZ = Portuguese (Mozambique)

pt-PT = Portuguese (Portugal)

pt-ST = Portuguese (São Tomé & Príncipe)

pt-TL = Portuguese (Timor-Leste)

quc = Kʼicheʼ

quc-Latn = Kʼicheʼ (Latin)

quc-Latn-GT = Kʼicheʼ (Latin, Guatemala)

quz = Quechua

quz-BO = Quechua (Bolivia)

quz-EC = Quechua (Ecuador)

quz-PE = Quechua (Peru)

raj = Rajasthani

raj-Deva = Rajasthani (Devanagari)

raj-Deva-IN = Rajasthani (Devanagari, India)

rm = Romansh

rm-CH = Romansh (Switzerland)

rn = Rundi

rn-BI = Rundi (Burundi)

ro = Romanian

rof = Rombo

rof-TZ = Rombo (Tanzania)

ro-MD = Romanian (Moldova)

ro-RO = Romanian (Romania)

ru = Russian

ru-BY = Russian (Belarus)

ru-KG = Russian (Kyrgyzstan)

ru-KZ = Russian (Kazakhstan)

ru-MD = Russian (Moldova)

ru-RU = Russian (Russia)

ru-UA = Russian (Ukraine)

rw = Kinyarwanda

rwk = Rwa

rwk-TZ = Rwa (Tanzania)

rw-RW = Kinyarwanda (Rwanda)

sa = Sanskrit

sah = Yakut
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sah-RU = Sakha (Russia)

sa-IN = Sanskrit (India)

saq = Samburu

saq-KE = Samburu (Kenya)

sat = Santali

sat-Olck = Santali (Ol Chiki)

sat-Olck-IN = Santali (Ol Chiki, India)

sbp = Sangu

sbp-TZ = Sangu (Tanzania)

sc = Sardinian

sc-Latn = Sardinian (Latin)

sc-Latn-IT = Sardinian (Latin, Italy)

sd = Sindhi

sd-Arab = Sindhi

sd-Arab-PK = Sindhi (Pakistan)

sd-Deva = Sindhi (Devanagari)

sd-Deva-IN = Sindhi (Devanagari, India)

se = Northern Sami

se-FI = Sami, Northern (Finland)

seh = Sena

seh-MZ = Sena (Mozambique)

se-NO = Sami, Northern (Norway)

ses = Koyraboro Senni

se-SE = Sami, Northern (Sweden)

ses-ML = Koyraboro Senni (Mali)

sg = Sango

sg-CF = Sango (Central African Republic)

shi = Tachelhit

shi-Latn = Tachelhit (Latin)

shi-Latn-MA = Tachelhit (Latin, Morocco)

shi-Tfng = Tachelhit (Tifinagh)

shi-Tfng-MA = Tachelhit (Tifinagh, Morocco)

si = Sinhala

si-LK = Sinhala (Sri Lanka)

sk = Slovak

sk-SK = Slovak (Slovakia)

sl = Slovenian

sl-SI = Slovenian (Slovenia)

sma = Sami (Southern)

sma-NO = Sami, Southern (Norway)

sma-SE = Sami, Southern (Sweden)

smj = Sami (Lule)

smj-NO = Sami, Lule (Norway)

smj-SE = Sami, Lule (Sweden)

smn = Sami (Inari)

smn-FI = Sami, Inari (Finland)
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sms = Sami (Skolt)

sms-FI = Sami, Skolt (Finland)

sn = Shona

sn-Latn = Shona (Latin)

sn-Latn-ZW = Shona (Latin, Zimbabwe)

so = Somali

so-DJ = Somali (Djibouti)

so-ET = Somali (Ethiopia)

so-KE = Somali (Kenya)

so-SO = Somali (Somalia)

sq = Albanian

sq-AL = Albanian (Albania)

sq-MK = Albanian (North Macedonia)

sq-XK = Albanian (Kosovo)

sr = Serbian

sr-Cyrl = Serbian (Cyrillic)

sr-Cyrl-BA = Serbian (Cyrillic, Bosnia and Herzegovina)

sr-Cyrl-ME = Serbian (Cyrillic, Montenegro)

sr-Cyrl-RS = Serbian (Cyrillic, Serbia)

sr-Cyrl-XK = Serbian (Cyrillic, Kosovo)

sr-Latn = Serbian (Latin)

sr-Latn-BA = Serbian (Latin, Bosnia & Herzegovina)

sr-Latn-ME = Serbian (Latin, Montenegro)

sr-Latn-RS = Serbian (Latin, Serbia)

sr-Latn-XK = Serbian (Latin, Kosovo)

ss = siSwati

ss-SZ = siSwati (Eswatini)

ssy = Saho

ssy-ER = Saho (Eritrea)

ss-ZA = siSwati (South Africa)

st = Sesotho

st-LS = Sesotho (Lesotho)

st-ZA = Sesotho (South Africa)

su = Sundanese

su-Latn = Sundanese (Latin)

su-Latn-ID = Sundanese (Latin, Indonesia)

sv = Swedish

sv-AX = Swedish (Åland Islands)

sv-FI = Swedish (Finland)

sv-SE = Swedish (Sweden)

sw = Kiswahili

sw-CD = Kiswahili (Congo DRC)

sw-KE = Kiswahili (Kenya)

sw-TZ = Kiswahili (Tanzania)

sw-UG = Kiswahili (Uganda)

syr = Syriac
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syr-SY = Syriac (Syria)

ta = Tamil

ta-IN = Tamil (India)

ta-LK = Tamil (Sri Lanka)

ta-MY = Tamil (Malaysia)

ta-SG = Tamil (Singapore)

te = Telugu

te-IN = Telugu (India)

teo = Teso

teo-KE = Teso (Kenya)

teo-UG = Teso (Uganda)

tg = Tajik

tg-Cyrl = Tajik (Cyrillic)

tg-Cyrl-TJ = Tajik (Cyrillic, Tajikistan)

th = Thai

th-TH = Thai (Thailand)

ti = Tigrinya

ti-ER = Tigrinya (Eritrea)

ti-ET = Tigrinya (Ethiopia)

tig = Tigre

tig-ER = Tigre (Eritrea)

tk = Turkmen

tk-TM = Turkmen (Turkmenistan)

tn = Setswana

tn-BW = Setswana (Botswana)

tn-ZA = Setswana (South Africa)

to = Tongan

to-TO = Tongan (Tonga)

tr = Turkish

tr-CY = Turkish (Cyprus)

tr-TR = Turkish (Türkiye)

ts = Xitsonga

ts-ZA = Xitsonga (South Africa)

tt = Tatar

tt-RU = Tatar (Russia)

twq = Tasawaq

twq-NE = Tasawaq (Niger)

tzm = Central Atlas Tamazight

tzm-Arab = Central Atlas Tamazight (Arabic)

tzm-Arab-MA = Central Atlas Tamazight (Arabic, Morocco)

tzm-Latn = Central Atlas Tamazight (Latin)

tzm-Latn-DZ = Central Atlas Tamazight (Latin, Algeria)

tzm-Latn-MA = Central Atlas Tamazight (Latin, Morocco)

tzm-Tfng = Central Atlas Tamazight (Tifinagh)

tzm-Tfng-MA = Central Atlas Tamazight (Tifinagh, Morocco)

ug = Uyghur
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ug-CN = Uyghur (China)

uk = Ukrainian

uk-UA = Ukrainian (Ukraine)

ur = Urdu

ur-IN = Urdu (India)

ur-PK = Urdu (Pakistan)

uz = Uzbek

uz-Arab = Uzbek (Arabic)

uz-Arab-AF = Uzbek (Arabic, Afghanistan)

uz-Cyrl = Uzbek (Cyrillic)

uz-Cyrl-UZ = Uzbek (Cyrillic, Uzbekistan)

uz-Latn = Uzbek (Latin)

uz-Latn-UZ = Uzbek (Latin, Uzbekistan)

vai = Vai

vai-Latn = Vai (Latin)

vai-Latn-LR = Vai (Latin, Liberia)

vai-Vaii = Vai (Vai)

vai-Vaii-LR = Vai (Vai, Liberia)

ve = Venda

ve-ZA = Venda (South Africa)

vi = Vietnamese

vi-VN = Vietnamese (Vietnam)

vo = Volapük

vo-001 = Volapük (world)

vun = Vunjo

vun-TZ = Vunjo (Tanzania)

wae = Walser

wae-CH = Walser (Switzerland)

wal = Wolaytta

wal-ET = Wolaytta (Ethiopia)

wo = Wolof

wo-SN = Wolof (Senegal)

xh = isiXhosa

xh-ZA = isiXhosa (South Africa)

xog = Soga

xog-UG = Soga (Uganda)

yav = Yangben

yav-CM = Yangben (Cameroon)

yi = Yiddish

yi-001 = Yiddish (world)

yo = Yoruba

yo-BJ = Yoruba (Benin)

yo-NG = Yoruba (Nigeria)

yrl = Nheengatu

yrl-Latn = Nheengatu (Latin)

yrl-Latn-BR = Nheengatu (Latin, Brazil)
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yrl-Latn-CO = Nheengatu (Latin, Colombia)

yrl-Latn-VE = Nheengatu (Latin, Venezuela)

zgh = Standard Moroccan Tamazight

zgh-Tfng = Standard Moroccan Tamazight (Tifinagh)

zgh-Tfng-MA = Standard Moroccan Tamazight (Tifinagh, Morocco)

zh = Chinese

zh-CHS = Chinese (Simplified) Legacy

zh-CHT = Chinese (Traditional) Legacy

zh-CN = Chinese (Simplified, Mainland China)

zh-Hans = Chinese (Simplified)

zh-Hans-HK = Chinese (Simplified, Hong Kong SAR)

zh-Hans-MO = Chinese (Simplified, Macao SAR)

zh-Hant = Chinese (Traditional)

zh-HK = Chinese (Traditional, Hong Kong SAR)

zh-MO = Chinese (Traditional, Macao SAR)

zh-SG = Chinese (Simplified, Singapore)

zh-TW = Chinese (Traditional, Taiwan)

zu = isiZulu

zu-ZA = isiZulu (South Africa)

Game Services Official Manual

Page 29 of 440



EMAILS IN THE CGS
View online: https://www.construct.net/en/game-services/manuals/game-services/emails

Overview
If your plan supports email sending, you can enable a few extra features for your player base
such as sign in via email magic link. It's important to note that for privacy and security reasons
some end points may show that an email was sent when in fact it was not sent - this is to
prevent third parties from polling the end points to discover registered email addresses.

If your plan supports custom branding, you can specify stylistic components via your account
for despatched emails, and the web pages that the email links point to.

End points that actually despatch emails are fairly tightly rate limited to protect the CGS sending
reputation. If an email hard bounces, or is reported as spam by the player the email address is
automatically deleted from the game and the email address will be surpressed from future
emails. The player will need to use a different email address going forwards for their player
account.

Translations
If you pass a requestedLanguage  to a request that generates an email, and your plan supports
translations the email will be sent in the language specified. This however will not consume any
of your translation credits. If no language is specified, English content emails will be served by
default.

Emails that contain links to content pages served by CGS will also be served in the requested
language if your plan supports it.

Email Types
There are currently three types of emails that Construct Game Services can send to players in
your game:

Verify Email Address

Before any other types of emails are sent, the player must have verified their email address. An
email address for a player can either be set from the register player end point, or from the set
email address end point. Once set, the email will be despatched to the player with a link to vertify
their email address.

Forgotten Password

Game Services Official Manual

Page 30 of 440

https://www.construct.net/en/game-services/manuals/game-services/emails
https://www.construct.net/game-services/manuals/game-services/authentication/api-end-points/players/register-player
https://www.construct.net/game-services/manuals/game-services/authentication/api-end-points/players/set-email-address
https://www.construct.net/game-services/manuals/game-services/authentication/api-end-points/players/set-email-address


This email is only sent if the players email address is verified. Make a call to the forgotten
password end point and an email will be sent to the player with a link to change their password.
If the player doesn't have a username/password set yet, the link will allow the player to set a
username and password. The link sent in the email expires after a short period of time for
security reasons.

Sign In With Email

This email is only sent if the players email address is verified. Setting the sign in provider to
Email on the sign in end point will send the user an email with a link in it, once clicked the sign in
request will be completed.
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CREATE A GAME
View online: https://www.construct.net/en/game-services/manuals/game-services/games/create-game

Create a Game
A game in Construct Services should be thought of as a project. Each game has it's own set of
players and it's own resources such as leaderboards.

Player bases cannot be shared between games.

To create a game, visit your Construct Service Account page. Once a game is created, you can
create services that belong to this game.

Test & Production
We recommend that for testing you create a separate game to run your test code from, and
create another game for production.
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API KEYS
View online: https://www.construct.net/en/game-services/manuals/game-services/games/api-keys

Game API Keys
Some resources or requests you make on a game may require an API key.

API keys should NEVER be exposed or distributed to clients.

Create API Key
In your Construct Services Account, go to Your Games , select the game you wish to create an
API key for then select API Keys  from the left menu.

When you create an API key, the key will be shown to you in full once only. Make sure you record
this safely and secretly. Once you continue to the next page, it will not be possible to show you
the full key again.

Suspend Key
When viewing your games API keys, you can suspend a key which will immediately stop the key
from working. You can unsuspend suspended keys at any time.

Delete Key
Deleting a key permanently removes the key from your game and prevents it from being usable
again. All API requests coming through using this key will start failing.

If you wish to implement a new API key, we would recommend creating a new key, suspending
the old key and once you confirm no more requests are incoming for the old key you can safely
delete it.
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CREATE A GAME
View online: https://www.construct.net/en/game-services/manuals/game-services/notifications/concepts

Instant Player Notifications
All players if they are signed in or not can receive instant notifications when new broadcast
messages are published. Signed in players can receive more message types, such as when they
have been awarded an achievement, earned XP or were promoted to a new XP rank.

By design, messages do not contain the respective full objects. For example when a new
broadcast message is published only a reference to the message ID is sent. Clients should then
retrieve the message in a separate call.

Connecting to Notifications
If you're using the official Construct 3 plugin, please refer to the plugin reference here. If you're
using the .NET or Unity Plugin, see the C# code example here.

You can create your own notification client using web sockets, the URL you need clients to
connect to is:

wss://auth.constructdev.net/wshandler

Add the query string parameters gameID  and optionally sessionKey  for signed in players. The
server will refuse to receive messages, any attempt to send a message to the server will result in
the socket being closed.

Message Data
Messages are sent to clients as JSON data. All messages have a type  property, and a few
other properties that give more information about the notification.

NewBroadcastMessage

Is published to clients when a new broadcast message is published. This message has the
following properties:

type string

The message type of this message. Will be NewBroadcastMessage  for this message.

channelID guid

The ID of the channel the message was published to.
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messageID guid

The ID of the newly published message.

AchievementAwarded

Is published to a signed in player when they are awarded (or unawarded!) an achievement.

type string

The message type of this message. Will be AchievementAwarded  for this message.

achievementID guid

The ID of the awarded achievement.

awarded int32

How many of this achievement have just been awarded to this player. Typically this would be
1  but if your achievement allows multiple to be awarded this number could be higher. This

number will be negative if the achievement has be unawarded from the player.

XPChanged

Is published to a signed in player when their XP changes through being awarded XP or having XP
taken away.

type string

The message type of this message. Will be XPChanged  for this message.

change int64

How much this players XP has just been changed by. Negative values indicate XP was
deducted from this player.

currentXP int64

The players XP after the update. Adding change  to this value lets you know what the players
XP was before the update.

XPRankChanged

Is published to a signed in player when they are promoted or demoted to a new XP rank.

type string
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The message type of this message. Will be XPRankChanged  for this message.

oldRankID guid

The ID of the players previous rank.

newRankID guid

The ID of the players new rank.

isPromotion bool

Value is true  if this change is a rank promotion, otherwise false  indicating the player has
been demoted.
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AUTHENTICATION CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/concepts

What is the Authentication Service?
When you create a game, you will need to register players or allow players to sign in the game
before they can interact with features in other services that require a player account.

Once a player is registered or signed in, a session key will be returned for this player. Passing this
session key into other services allows this player to interact with other Construct Game Services.
The session key is private to this player and should never be shared or exposed.

All players have a unique player ID which is a guid. Players also have a player name which can
be displayed publicly. If a player signs in with a username and password it should be noted that
the username is different to the player name and is only used to authenticate the sign in.

Registering Players
There are two ways to register players:

Specific call to the register player end point

Signing in a player with a supported login provider

If you register a player manually and don't provider a username and password, if the session key
expires or is lost this player account will be unrecoverable. It is advised if possible to encourage
the player to set a username/password, or link to a login provider at some point to ensure they
can use this newly created account.

When a player signs in with a login provider, a new player will be registered if this player has not
previously signed into your game. If the player has previously signed in with this login provider, a
new session key will be generated which ties them to their already established player ID.
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LOGIN PROVIDERS
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/login-

providers

We offer support for many different login providers for signing in players. Below is an example of
what players see when signing in with Discord into your game:

In your CGS account, you can configure settings for each login provider allowing more
customisation as to what the players see when signing in.
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Difficulty and expertise requried for each login provider varies a lot. Some simple require simple
setting changes, others such as Apple require far more complex integration.

Permission Minimalisation
For all login providers, the bare minimum permissions will be requested from the login provider
to provide sign in capability for CGS. We do not request permissions from players accounts that
we do not need. The purpose of login providers for CGS is purely to support a login mechanism.

Signing In
When signing in with a login provider, sometimes the provider will return an avatar. If the player
does not yet have an avatar, the login providers avatar will be set as this players current avatar.

Linking Login Providers
Players can have multiple login providers allowing them to sign into the same player account. To
link another login provider to an existing player account, use the link end point.

When linking a login provider to an existing account, sometimes the login provider being linked is
already associated with another player account. In such circumstances, a force token will be
generated allowing you to call the force link end point. Force linking a login provier will remove it
from the existing players account, and assign it to the requesting players account. It's important
to note that you should always confirm with the player they wish to force this link, as if this was
the only login provider on the other player account it will become unrecoverable.

Supported Providers

Username/Password

Allows players to sign in with a username and password. Passwords are stored on Construct
Game Services servers hashed with BCrypt.

Apple

Allows players to sign in with their Apple account.

BattleNet

Allows players to sign in with their BattleNet account.

Discord

Allows players to sign in with their Discord account.

Email
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Allows players to sign in with a magic link sent to their verified email address.

Facebook

Allows players to sign in with their Facebook account.

Github

Allows players to sign in with their Github account.

Google

Allows players to sign in with their Google account.

Itch.io

Allows players to sign in with their Itch.io account.

Microsoft

Allows players to sign in with their Microsoft account.

Patreon

Allows players to sign in with their Patreon account.

Reddit

Allows players to sign in with their Reddit account.

Steam

Allows players to sign in with their Steam account.

X (Twitter)

Allows players to sign in with their X (Twitter) account.

Yandex

Allows players to sign in with their Yandex account.

Customised Branding
If you use default settings, players will always see a message along the lines of "Construct Game
Services wants to access your account" when signing in with a third party login provider along
with the CGS logo.
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In your CGS account in your game settings is a page for autorisation settings. On this page,
you're able to enter your own provider application ID and secret which if set will be used. When
setting up a the application ID and secret with each provider there will be steps to allow you to
customise the branding for the login experience.

Some providers are easier than others to setup. For example, the setup for Apple is technical
and laborious to complete, whilst Steam's is fairly straightforward. Some providers may require
payment as part of the process.
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PLAYER SESSIONS
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/sessions

Sessions
When a player registers or signs in, a session key will be generated. Each session has a default
expiry of 1440  minutes. The API end points you use allow an optional parameters to specify an
explicit expiry if you want shorter/longer expiries.

A player can only have one active session. If the player signs in from another device, a new
session key will be generated and the old session key will no longer be usable.

Session keys should be stored on the client so they can be re-used.

Refreshing Sessions
Session expiries can be extended by calling the refresh session end point. If you use short
expiries, it is important to keep refreshing the session to make sure the player is no unexpectedly
signed out when interacting with your game.

Ending a Session
If you wish to sign out a player, you can simply remove the session key from the client device so
that it is no longer known or can be used. However, when signing out we recommend for security
purposes to also make a call to the end session end point. Calling this invalidates the session
key itself.
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SIGN-IN FLOW
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/sign-in-flow

Sign In Flow
Signing in a player requires a few steps to complete successfully.

Call signin.json
Call the sign in API end point. For username/password sign in this will return if the sign in was
successful or not immediately.

For other login providers, a redirect URL will be returned along with a sign in poll token:

{

  "redirectToURL": "https://accounts.google.com/o/oauth2/v2/auth....",

  "pollToken": "e1d03c89-d03d-459f-ad2d-e7607be375e0",

  "success": true

}

Redirect User
The redirect URL should preferably be opened on the client in a new popup window. This opens
the third party login providers sign in page.

Once the sign in succeeds, the client is redirected to a successful sign in page that looks similar
to the following:

At this point the user can close the window and through polling with the poll token you can then
shortly afterwards determine if the user succeeded in the sign in or not. It should be noted that
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this page has some Javascript code on it:

    <script>

        window.opener.postMessage("LOGINCOMPLETED", "*");

        window.close();

    </script>

If the client allows it, a message is sent to the window opened indicating the login is completed,
then attempt to automatically close.

Determine If Sign In Was Successful
With the poll token, and query the sign in poll API end point periodically. This will tell you when
the sign in fails or succeeds.

We recommend querying this end point every 500-1000ms. If you query the poll token too
frequently you may receive rate limit errors. If you query the same poll token before previous poll
requests have completed you will always see an error. You should only re-query the poll token
when the previous poll token response has completed and returned data.
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EXPANDED PLAYER OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/expanded-player

The Expanded Player Object
This object is only returned for some API end points that require your games secret API key to be
passed as some of the returned data is considered more sensitive and should not be displayed
publicly.

Example Expanded Player

{

  "id": "4ebdc07d-d00c-426f-b67e-304e14b0ebeb",

  "playerName": "Chuckling Warrior",

  "created": "2026-06-01T11:42:38.1648158Z",

  "consecutiveDailySignIns": 6,

  "successfulSignIns": 121,

  "lastSuccessfulSignIn": "2026-06-01T11:42:38.1728455Z",

  "leaderboardScores": 3,

  "avatars": [

    { ... },

    { ... }

  ],

  "loginProviders": [

    { ... },

    { ... }

  ],

  "totalBucketCloudSaves": 3,

  "totalCloudSaves": 15,

  "totalPrivateCloudSaves": 12,

  "totalBucketCloudSavesSize": 5674000,

  "totalCloudSavesSize": 24348000,

  "totalPrivateCloudSavesSize": 18674000,

  "totalRatings": 5,

  "totalRatingsValue": 875,

  "averageRatingPercent": 68.6275,

  "lastActive": "2026-06-01T11:42:38.1804589Z",

  "emailVerified": true,

  "preventAllEmails": true

}
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Object Properties

id guid

A unique ID for this player.

playerName string

The publicly facing player name for this player.

created datetime

The date and time this player was first registered in the game.

consecutiveDailySignIns int32

Total number of consecutive days this player has logged in for.

successfulSignIns int32

Total number of times this player has signed into their account.

lastSuccessfulSignIn datetime?

Date and time of the last successful sign in for this player.

leaderboardScores int32

Total number of leaderboard scores this player has.

avatars Array<Picture>

If player has an avatar, a list of picture objects. Each picture object is the same avatar, but
provided in different sizes. Sizes available are based on widths, and the widths 16, 32, 64,

96, 128, 256  will be shown here along with the original avatar size if it doesn't match a
width in this list. Some sizes may not show if the width is less than the original avatar width.

loginProviders Array<PlayerLoginProvider>

List of player login provider objects currently assigned to this player.

totalBucketCloudSaves int32

Total number of cloud saves this player has in bucket storage.

totalCloudSaves int32
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Total number of cloud saves this player has, private and in buckets.

totalPrivateCloudSaves int32

Total number of cloud saves this player has in their private store.

totalBucketCloudSavesSize int64

Total size in bytes of all this players cloud saves in buckets.

totalCloudSavesSize int64

Total size in bytes of all this players cloud saves, private and in buckets.

totalPrivateCloudSavesSize int64

Total size in bytes of all this players private cloud saves.

totalRatings int32

Total ratings this player has cast.

totalRatingsValue int32

The sum of all this players ratings. The summed values are normalised to a range of 0-255.

averageRatingPercent decimal

The average rating this player casts expressed as a percentage 0-100.

lastActive datetime?

The date and time UTC this player last interacted with these services.

emailVerified bool

True if this player has provided an email address that they have verified via a confirmation
email.

preventAllEmails bool

True if all emails to this player will be prevented from being sent. Can only be adjusted by
editing the player directly via your CGS account.
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CAMPAIGN OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/patreon/campaign

Example Campaign

{

  "id": "f7c95b18-d5df-4b40-bc29-35ab442a7961",

  "vanity": "Construct Team",

  "creationName": "Creating amazing game development software!",

  "url": "https://www.patreon.com/c/ConstructTeam"

}

Object Properties

id string

ID of this Patreon campaign.

vanity string

The campaign's vanity. Can be null.

creationName string

The type of content the creator is creating, as in "vanity is creating creation_name". Can be
null.

url string

A URL to access this campaign on patreon.com
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MEMBERSHIP OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/patreon/membership

Example Membership

{

  "id": "350cc0d3-bf87-4228-8e8f-76f124bf5989",

  "lifetimeSupportCents": 10000,

  "currentlyEntitledAmountCents": 1000,

  "campaign": { ... },

  "currentlyEntitledTiers": [

    { ... },

    { ... }

  ]

}

Object Properties

id string

ID of this players membership.

lifetimeSupportCents int64

The total amount that the member has ever paid to the campaign in the campaign's
currency. 0  if never paid.

currentlyEntitledAmountCents int64

The amount in cents that the member is entitled to. This includes a current pledge, or
payment that covers the current payment period.

campaign PatreonCampaign

The campaign this memberships belongs to.

currentlyEntitledTiers Array<PatreonTier>

The tiers that the member is entitled to. This includes a current pledge, or payment that
covers the current payment period.
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META DATA OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/patreon/patreon-meta-data

This object is returned along with a player's Patreon login provider. It contains information about
their current Patreon memberships and any tiers they are entitled to. This information is only as
fresh as the last time they logged into your game with Patreon. To update this information, have
the user sign in again with Patreon.

Example Meta Data

{

  "memberships": [

    { ... },

    { ... }

  ]

}

Object Properties

memberships Array<PatreonMembership>

The list of Patreon memberships this player belongs to.
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TIER OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/patreon/tier

Example Tier

{

  "id": "248bb5e3-fcf8-4307-adf1-5a3c2802227a",

  "description": "For anyone who donates to my Patreon!",

  "title": "Premium Tier"

}

Object Properties

id string

ID of this Patreon tier.

description string

Tier display description.

title string

Tier display title.

Game Services Official Manual

Page 51 of 440

https://www.construct.net/en/game-services/manuals/game-services/authentication/api-objects/patreon/tier
https://www.construct.net/en/game-services/manuals/game-services/authentication/api-objects/patreon/tier


PLAYER OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/player-object

Example Player

{

  "id": "380544b0-acbf-493e-a83b-722ff30ed601",

  "created": "2026-06-01T11:42:38.2339105Z",

  "playerName": "Chuckling Warrior",

  "avatars": [

    { ... },

    { ... }

  ],

  "lastActive": "2026-06-01T11:42:38.2339105Z"

}

Object Properties

id guid

A unique ID for this player.

created datetime

The date and time this player was first registered in the game.

playerName string

The publicly facing player name for this player.

avatars Array<Picture>

If player has an avatar, a list of picture objects. Each picture object is the same avatar, but
provided in different sizes. Sizes available are based on widths, and the widths 16, 32, 64,

96, 128, 256  will be shown here along with the original avatar size if it doesn't match a
width in this list. Some sizes may not show if the width is less than the original avatar width.

lastActive datetime?

The date and time UTC this player last interacted with these services.
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PLAYER LOGIN PROVIDER OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/player-login-provider

Example Player Login Provider

{

  "playerID": "a1f5541f-8b5b-4087-856c-28ef7e0aa13d",

  "username": "TomGullen1",

  "provider": "UsernamePassword",

  "avatarURL": "https://avatar.discord.com/...",

  "signIns": 24,

  "firstSignIn": "2026-06-01T11:42:38.2574978Z",

  "lastSignIn": "2026-06-01T11:42:38.2574978Z",

  "patreonMetaData": { ... }

}

Object Properties

playerID guid

The player ID this login provider belongs to.

username string

If the login provider is UsernamePassword  this players username will be returned in the
response.

provider string

The provider. Will be one of UsernamePassword , Apple , BattleNet , Discord , Email ,
Facebook , Github , Google , ItchIO , Microsoft , Patreon , Reddit , Steam , X , Yandex .

avatarURL string

If the login provider has an avatar for this user, the URL for it will be shown here. The URL will
be an external URL, not on any CGS domains.

signIns int32

The number of successful sign ins this player has had with this player account using this
login provider.
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firstSignIn datetime

The date and time of their first sign in with this login provider.

lastSignIn datetime

The date and time of their last successful sign in with this login provider.

patreonMetaData PatreonMetaData

If this login provider is Patreon, specific data about their memberships will show here.
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SESSION OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-

objects/session-object

Example Session

{

  "playerID": "ea4f2fbb-720c-425b-aa51-582f3516e802",

  "playerName": "Guffing Viking",

  "avatars": [

    { ... },

    { ... }

  ],

  "expiry": "2026-06-01T11:42:38.2813449Z",

  "gameID": "9db9053e-7180-487d-ba1d-9239666c4fb7",

  "key": "80SB!,1VGBA+AE87WE;6_ZY{=|Z4Y!^ET^7..."

}

Object Properties

playerID guid

The player ID this session belongs to.

playerName string

The publicly facing player name for this player.

avatars Array<Picture>

If player has an avatar, a list of picture objects. Each picture object is the same avatar, but
provided in different sizes. Sizes available are based on widths, and the widths 16, 32, 64,

96, 128, 256  will be shown here along with the original avatar size if it doesn't match a
width in this list. Some sizes may not show if the width is less than the original avatar width.

expiry datetime

The expiry date time of this session. Can be extended by calling refresh session API end
point.

gameID guid

The game ID this player belongs to.
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key string

The session key for this player. This should be kept private as it allows access to a players
account. Session keys are randomly generated strings 128  characters long.
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SET PLAYER AVATAR
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/avatars/set-avatar

Overview
Sets a players avatar, overwriting the existing one if the player already has an avatar set.
Supported avatar file types are Gif , Jpeg , Png , WebP , SVG . The minimum avatar size is
32x32  pixels and the maximum avatar size is 2048x2048  pixels. The maximum file size of

uploaded avatars depends on your CGS plan - please refer to your CGS account to find this
value.

If a player is restricted from setting an avatar with the Upload Avatar  restriction,, an error will be
returned unless a game API key is used to authenticate the request.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/setavatar.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters
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gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

avatar string Sometimes required

The base64 encoded avatar picture being set for this player. You must specify this,
avatarURL  or avatarData .

avatarURL url (string) Sometimes required

The absolute URL of the avatar being set for this player. You must specify this, avatar  or
avatarData .

File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

avatarData multipart/form-data Sometimes required

The data of the avatar image being set for this player. You must specify this, avatar  or
avatarURL .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "avatars": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

avatars Array<Picture>
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A list of picture objects representing the players new avatar. Each picture object is the same
avatar, but provided in different sizes. Sizes available are based on widths, and the widths
16, 32, 64, 96, 128, 256  will be shown here along with the original avatar size if it doesn't

match a width in this list. Some sizes may not show if the width is less than the original
avatar width.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "The image provided is not valid Base64 data.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 59 of 440

https://www.construct.net/game-services/manuals/game-services/common-objects/picture-object
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


DELETE PLAYER AVATAR
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/avatars/delete-avatar

Overview
Use this end point to delete a players avatar if they have one set. If this is called and the player
doesn't have an avatar, it will still return a success response. Failure responses should only be
returned if authentication fails, or there is a network error.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/deleteavatar.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.
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Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET ALL PLAYERS LOGIN
PROVIDERS

View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-
points/login-providers/get-login-providers

Overview
Returns all the login providers currently connected to a player (all the login providers this player
can use to sign into their player account with).

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/getconnectedloginproviders.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "connectedProviders": [

    { ... },

    { ... }

  ],
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  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

connectedProviders Array<PlayerLoginProvider>

A list of login providers this player is able to sign in with.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LINK LOGIN PROVIDER
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/login-providers/link-login-provider

Overview
If a player is signed in, you can link another login provider to this player which gives them more
ways to sign-in to their account. Only one account per provider is permitted for player accounts -
for example you can't tie multiple Steam accounts to the same player account.

The provider UsernamePassword  is not supported for link requests. Use the set username
password end point instead to set a new username/password or update the users
username/password.

When you request a link, the parameter redirectToURL  will be returned. Make the player visit
this URL (for example in a new popup window). Then, with the pollToken  parameter you can
periodically call the link poll end point. Once the user completes the sign in process from
redirectToURL , this end point will tell you that the link request completed succesfully, expired or

requires further action.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/link.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

provider string Required
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The login provider you wish to link (case insensitive) to this players account. Must be one of
Apple , BattleNet , Discord , Facebook , Github , Google , ItchIO , Microsoft , Patreon ,
Reddit , Steam , X , Yandex . For UsernamePassword , use the Set Username and Password

end point. For Email  use the Set Email Address end point.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pollToken": "16114256-7ffc-45ea-a925-23f6076689cf",

  "redirectToURL": "https://...",

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pollToken guid

A polling token to get the status of the user action. For sign in requests use this poll token on
the sign in poll end point. For link requests use this poll token on the link poll end point.

redirectToURL url (string)

The URL to the external third party login provider to complete the sign-in or link request. This
property will be null for the Email sign in method as no redirect is required.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "You already have Discord as a sign-in method.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap
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  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LINK POLLING
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/login-providers/link-poll

Overview
When making a link request a poll token will be provided. Use this poll token on this request to
monitor the status of the link request.

The response property linked  will always be false  until the user completes the sign in with
the provider. If the user takes longer than 5  minutes, the request will return an error saying the
token has now expired.

If a user completes a sign in with the provider within 5  minutes, there are three outcomes:

A failure response is returned indicating the sign in failed. Typically this is because the user
chose not to complete the sign in with the login provider, or they entered invalid credentials.
This response is only returned once, after which repeat calls with the poll token will show an
invalid poll token error. Not all login providers will return an error, in which case the token will
eventually expire if the user abandons or cancels the login.

The property linked  will return true, indicating that the login provider is now linked to this
players account. This response is only returned once, after which repeat calls with the poll
token will show an invalid poll token error.

The property linked  will return false, and the properties forceCode , forceURL  and
forceCodeExpiryMins  will be returned. This means that the account with the provider the

player logged into currently belongs to another players account. At this point, you should give
the player the option to force link the account. You should warn them that if they continue to
force the link, the other account may become unrecoverable if that's the only login provider
currently assigned to it. By posting the returned forceCode  to the force link end point, the
provider will be removed from the other account and assigned to this players account. The
returned property forceCodeExpiryMins  indicates how many minutes the player has to force
the link, after which they will need to restart the linking process.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/linkpoll.json

Authenticating The Request
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No authentication is required for this request type.

Request Parameters

pollToken guid Required

The link poll token returned on the original link request.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "linked": false,

  "forceCode": "f1838867-fa66-4e67-9345-310538469865",

  "forceURL": "https://...",

  "forceCodeExpiryMins": 97,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

linked bool

Returns true if the link was sucessful. This will always return false until the user completes
the sign in with the login provider.

forceCode guid?

A one use code to force link the login provider to the players account.

forceURL url (string)

The URL to call to force link the login provider to the players account. The forceCode  must
be posted to this URL.

forceCodeExpiryMins int32

How many minutes the force code is valid for before it expires and a new one will need to be
generated.
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formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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FORCE LINK LOGIN PROVIDER
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/login-providers/force-link

Overview
When linking a login provider to a user, if the account with the login provider is associated with
another players account in your game you can call this end point to force the login provider to be
linked to this player account, disconnecting it from the other account.

You should not call this automatically, but present the player the option to force the link or
cancel. If you force the link, it can make the other account unrecoverable.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/forcelink.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

code guid Required

The forceCode  provided by the originating link poll end point.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DISCONNECT LOGIN PROVIDER
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/login-providers/disconnect

Overview
Disconnect a login provider from a users account. They will no longer be able to login with this
login provider unless they link it again.

If this is the players only login provider, an error will be returned indicating that removing this
login provider will make the account unrecoverable. Instead, consider deleting the player.

This response will return success if the login provider was successfully disconnected, or if the
player did not have this login provider connected in the first place.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/disconnect.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

provider string Required

The login provider you wish to disconnect (case insensitive). Must be one of
UsernamePassword , Apple , BattleNet , Discord , Email , Facebook , Github , Google ,
ItchIO , Microsoft , Patreon , Reddit , Steam , X , Yandex . If Email  is specified, the call

will delete the players email address.
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Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Disconnecting this players last login provider would make the account unrecov

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET A PLAYER
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/get-player

Overview
This end point allows you to retrieve a player object based on the players player name or players
ID. As the only way to query this end point is with a secret key, this should only be called by back
end services.

As a player, this request is never needed as the relevant player objects are returned in responses
when interacting with the other services and end points.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/getplayer.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

playerID guid Sometimes required

The ID of the player you are querying. You must specify this or playerName .

playerName string Sometimes required
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The name of the player you are querying. Player names are case insensitive. You must
specify this or playerID .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "player": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

player Player

The player returned from the query.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST PLAYERS
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/list-players

Overview
This end point allows you to retrieve expanded player objects for your game. As the only way to
query this end point is with a secret key, this should only be called by back end services.

You can specify a list of player ID's to specify explicitly, otherwise all the players in your game
will be returned.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/listplayers.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

order string

How you wish the players returned in this query to be ordered. Can be one of None , AZ ,
ZA , Newest , Oldest  or MostRecentlyActive . The default value if not specified is Newest .

playerIDs string
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A comma separated list of player ID's you explicitly wish to fetch. This list cannot contain
more than 300  player ID's.

perPage int32

How many players you wish to return on each page of results. Cannot be less than 1  or
more than 200 . Default value is 50 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "players": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

If there are more players returned than can be shown in one page of results, the pagination
object can help you browse through the other pages of results.

players Array<ExpandedPlayer>

The players returned on this page of results for the query.
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formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SIGN IN
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/sign-in

Overview
Sign in a player to your game with a specified login provider. If a sign in is successful but the
third party login provider account they signed in with is not currently associated with any player
in your game, a new player will be created with this sign in method attached for future sign ins.

If signing in with UsernamePassword , a response will immediately be returned indicating if the
sign in was succesful or not and a new session object will be returned if the sign in was
succesful.

If signing in with another login provider, a redirectToURL  will be returned. Make the player visit
this URL (for example in a new popup window). Then, with the pollToken  parameter you can
periodically call the sign in poll end point. Once the user completes the sign in process from
redirectToURL , this end point will tell you that if the sign in request completed succesfully and

return their newly created session object.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/signin.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

provider string Required

The login provider you wish to sign in with (case insensitive). Must be one of
UsernamePassword , Apple , BattleNet , Discord , Email , Facebook , Github , Google ,
ItchIO , Microsoft , Patreon , Reddit , Steam , X , Yandex
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username string Sometimes required

If signing in with UsernamePassword , the username the player is signing in with. If specified,
you must also specify password .

password string Sometimes required

If signing in with UsernamePassword , the password the player is signing in with. If specified,
you must also specify username .

emailAddress string Sometimes required

If signing in with Email , the verified email address of the account the player is signing in
with. If the provided email address doesn't exist or is not verified the same generic error will
be shown.

expiryMins uint32

If sign in succeeds, how long until the newly created session expires. You can extend the
session expiry using the refresh session end point. The default value is 1440  minutes.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pollToken": "bc1514d2-be39-405d-86e0-9aea0df06f7f",

  "redirectToURL": "https://...",

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pollToken guid

A polling token to get the status of the user action. For sign in requests use this poll token on
the sign in poll end point. For link requests use this poll token on the link poll end point.

redirectToURL url (string)
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The URL to the external third party login provider to complete the sign-in or link request. This
property will be null for the Email sign in method as no redirect is required.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "The username/password you provided are invalid.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SIGN IN POLLING
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/sign-in-poll

Overview
When making a sign in request a poll token will be provided. Use this poll token on this request to
monitor the status of the sign in request.

The response property success  will always be true  until the user completes the sign in with
the provider. If the user takes longer than 5  minutes, the request will return an error saying the
token has now expired.

If a user completes a sign in with the provider within 5  minutes, there are two outcomes:

signInFailed  returns as true  along with a signInErrorMessage  indicating the sign in
failed. Typically this is because the user chose not to complete the sign in with the login
provider, or they entered invalid credentials. This response is only returned once, after which
repeat calls with the poll token will show an invalid poll token error. Not all login providers will
return an error, in which case the token will eventually expire if the user abandons or cancels
the login.

The property session  will return a new session object, indicating that the sign in succeeded.
This response is only returned once, after which repeat calls with the poll token will show an
invalid poll token error.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/signinpoll.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

pollToken guid Required

The sign in poll token returned on the original sign in request.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "session": { ... },

  "signInErrorMessage": "The user cancelled the sign in request.",

  "signInFailed": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

session Session

The new session object if the sign in was succesful.

signInErrorMessage string

Details about why the sign in failed if it failed or was abandoned.

signInFailed bool

If true, indicates the sign in failed, timed out or was abandoned.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties
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success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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REGISTER A PLAYER
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/register-player

Overview
Creates a new player in your game. This endpoint should be used for creating players without
any sign in details, or creating players with a username/password set. The sign in end point can
be used to register players with a third party login provider as a sign in method.

<strong>Important:</strong> By default, this end point is disabled as it opens you up to
spam/fake registrations. To enable this end point, visit your games security settings.

If you want to specify a username/password for this new player, pass in the username  and
password  parameters. If you do not specify these parameters, when the session expires the

players account will become unrecoverable as there will be no way to sign in. Therefore it's
strongly advised to force a username/password, or to encourage the player to either link a login
provider or set a username/password before the session expires.

When a new player is registed, a new session is also created for this player and returned in the
response.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/registerplayer.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.
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playerName string Required

The new player name you wish to set. Name must be at least 1  character long and cannot
exceed 50  characters in length. The name will also be rejected if it looks like it is an email
address. Player names are the publically facing names, wheras the username is used for
sign in purposes only.

username string

The username you wish to set for this new player. Usernames must be at least 3

characters long, and no more than 32  characters long. Email addresses as usernames are
not permitted.

password string

The password you wish to set for this new player. Passwords must be at least 8  characters
long, and no more than 32  characters long. Passwords must also contain at least one
numeric, one uppercase, one lowercase, and one non-alphanumeric character.

A maximum password length is enforced because we hash passwords with BCrypt  and
CPU usages increases with password length during hashing.

emailAddress string

Optionally pass in an email address for this user, allowing them to login with magic email
links if your plan supports it. Email addresses must be at least 4  characters long, and no
more than 128  characters long.

expiryMins uint32

How long until the session expires. You can extend the session expiry using the refresh
session end point. The default value is 1440  minutes.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "player": { ... },

  "session": { ... },

  "formattingCulture": "en-us"

}

Response Properties
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success bool

If the request was successfull or not.

player Player

The newly registered player as a player object.

session Session

The session created for this player upon registration.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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FORGOTTEN PASSWORD
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/forgotten-password

Overview
This is only supported if your plan includes email credits. If a user has a verified email address,
they can use this end point to request a password reset.

When the link in the email is clicked, the user will be redirected to a web page allowing them to
enter a new password. If the user does not have a username or password, it will allow them to
create one. The link is valid for 15 minutes.

For security and privacy reasons, a success message will always be shown for this request
unless there is an issue with the format of the email address provided (for example it's too short
or it's not a valid email address).

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/forgottenpassword.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

emailAddress string Required

The email address of the user requesting the forgotten password. This email address must
be tied to a players account who has a verified email address.

Success Response
Successful responses always return a HTTP 200  status code.

Game Services Official Manual

Page 92 of 440

https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-points/players/forgotten-password
https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-points/players/forgotten-password
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/en/game-services/account


{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SET EMAIL ADDRESS
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/set-email-address

Overview
A player in your game can choose to set or update the email address of their account with this
end point. Email addresses must be in a valid email format, and must be unique across all
players in your game. If the email address provided is already in use by another player, you will
receive an error response.

If your plan supports it, an email will be sent to this player asking them to click a link to verify
their email address. Only verified emails can use the email sign in method. If your plan does not
support emails, the email address will be set for the player but will remain in an unverified state.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/setemailaddress.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters
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gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

emailAddress string Sometimes required

The email address you wish to set for this player. Send an empty value to have any email
address currently set for this player to be removed.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SET USERNAME + PASSWORD
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/set-username-password

Overview
You can use this end point for the following purposes:

Setting a username/password for a player to sign in with if they do not have a
username/password set. If the player has no username/password, both username  and
password  parameters must be sent in the request.

Changing their currently set username/password if they currently have one set. If you only
wish to change the username, only send the username  parameter. If you only want to
change their password, only send the password  parameter. Or, you can send both
parameters to update both at the same time.

Usernames should be considered secret, and not exposed to other players. The playerName

should be showed publiclly. Usernames cannot be email addresses.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/setusernamepassword.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required
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p y g q

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

username string Sometimes required

The username you wish to set for this player. Usernames must be at least 3  characters
long, and no more than 32  characters long. Email addresses as usernames are not
permitted.

password string Sometimes required

The password you wish to set for this player. Passwords must be at least 8  characters
long, and no more than 32  characters long. Passwords must also contain at least one
numeric, one uppercase, one lowercase, and one non-alphanumeric character.

A maximum password length is enforced because we hash passwords with BCrypt  and
CPU usages increases with password length during hashing.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
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Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CHANGE PLAYER NAME
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/change-player-name

Overview
Use this end point to change a players player name if they have one set. The player name is the
publiclly facing name you can display to other players.

If the player is restricted from changing their player name with the Change Player Name

restriction, the name can only be changed if the request is authenticated with a secret key.

In your CGS account you are able to maintain a list of banned player name words. If any of these
words are found in the requested player name, the name will be rejected and an error returned.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/changeplayername.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters
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gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

playerName string Required

The new player name you wish to set. Name must be at least 1  character long and cannot
exceed 50  characters in length. The name will also be rejected if it looks like it is an email
address.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool
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If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SET PLAYER RESTRICTIONS
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/set-player-restrictions

Overview
Restrict a specific player from performing certain actions in your game/application. The
following restrictions with their corresponding ID's are:

0 = Upload Avatar

Prevents the player from uploading an avatar image.

1 = Change Player Name

Prevents the player from being able to change their name.

101 = Cloud Save to Buckets

Prevents the player from cloud saving to game buckets.

102 = Cloud Save to Buckets

Prevents the player from cloud saving to their player account.

200 = Rate

Prevents the player from being able to rate objects.

If an error is returned, the players restrictions will not of been updated.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/setplayerrestrictions.json

Authenticating The Request
This end point can only be called with secret key authentication and specifying which player ID
you're making the request against.

Secret Key Authentication
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secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

restrictedActions string Sometimes required

A CSV list of actions to restrict. Values in this list can be the string value of the restricted
action for example Upload Avatar  (case insensitive), or the ID of the restricted action, for
example 0 . Don't send this parameter or send an empty string to indicate you wish to
remove all existing restrictions currently on this player.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.
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{

  "success": false,

  "errorMessage": "The restriction with the ID 1337 doesn't exist.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE PLAYER
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/players/delete-player

Overview
Deleting a player removes them from your game completely, and deletes all associated data
from all other Construct Game Services in your game such as leaderboard scores, cloud saves
etc. Deletion is completely irreversible.

It's important to ensure that you give players the option to delete themselves for privacy reasons.

Once deleted, requests for this specific player ID will immediately start failing due to the player
being deleted, however you may notice other data in Construct Game Services for this player
may take a short period of time to be deleted. The length of time to fully delete the player and
their data will depend on how much they have interacted with other game services and how busy
the CGS servers currently are. It is safe to assume all their data will be fully deleted within 24
hours.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/deleteplayer.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required
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The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET A SESSION
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/sessions/get-session

Overview
Retrieves the signed in players current session object. This returns useful information about the
current player that you may want to display in your game.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/getsession.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "session": { ... },

  "formattingCulture": "en-us"

}

Response Properties
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success bool

If the request was successfull or not.

session Session

The session returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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REFRESH A SESSION
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/sessions/refresh-session

Overview
Extends the life of a players session by the initial set session expiry when signing in the player.
Refreshing the session doesn't change the session key.

If on sign in, the players session expiry was set to 6 hours, upon refreshing the session the new
session expiry will now be 6 hours in the future.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/refreshsession.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "session": { ... },

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

session Session

The session returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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END A PLAYER SESSION
View online: https://www.construct.net/en/game-services/manuals/game-services/authentication/api-end-

points/sessions/end-session

Overview
Ends a player session. Calling this end point invalidates the session key, requiring the player to
sign in again in the future to create a new session.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://auth.construct.net/endsession.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool
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success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/authentication/ap

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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BROADCAST CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/concepts

What is the Broadcast Service?
The Broadcast Service allows you to create channels, and then publish messages to those
channels that any player regardless as to if they are signed in or not can read. Messages can be
any form of text, HTML, BBCode or just plain text.

You might for example have a channel for new features in your game. Whenever you release
updates, you can create a new message in this channel listing all the new features this update
contains.

You can have multiple channels and messages, but it's important to note broadcast messages
should be considered public, and published reasonably infrequently (for example daily, not every
minute).

It is also possible for players to rate published messages using the rate message end point.

You do not need to use the API end points to create channels and publish messages, this can all
be done as and when you wish in your CGS account. The end points are available to allow you to
tie in to your own systems and workflows.

Translations
When you create a broadcast message you must specify the language you've written the
message in. This can be any of AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU ,
ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI ,
ZH .

When calling endpoints such as get message you can pass in a language  parameter which can
be any of AR , BG , CS , DA , DE , EL , EN-GB , EN-US , ES , ES-419 , ET , FI , FR , HE , HU ,
ID , IT , JA , KO , LT , LV , NB , NL , PL , PT-BR , PT-PT , RO , RU , SK , SL , SV , TH , TR ,
UK , VI , ZH-HANS , ZH-HANT  and the message content will be served in this language using

DeepL's translation engine.

Please note translation is usage based, and the amount of text you can translate will depend on
what CGS plan your game is under.

Unread Message Status
The message object has a property isRead , and channel objects have the property
anyUnreadMessages . When a player requests the get message end point, this message along

with all preceeding messages in this channel will be marked as read for that player.
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When sending requests that retrieve channels or messages, if a player is signed in you should
send the sessionKey  with the request - this will then show if a retrieved message is unread, or a
channel contains any unread messages. The status of these properties for players are saved
permanently. If no player session key is provided, the values are based on the requesters IP
address. The status of these properties for IP addresses are only stored for around 6  hours
after which when they request the messages/channels again they may show as unread.
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CHANNEL OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-

objects/broadcast-channel

The Broadcast Channel Object
You can have multiple Broadcast Channels, and each Channel can contain multiple Broadcast
Messages. Channels are a way of grouping messages into categories, for example you might
have a channel for "Game Updates & News" and another channel for "Events & Promotions".

Example Channel

{

  "id": "e3f4801f-1167-4400-9b3c-0ad1e3eb746a",

  "name": "Game Updates & News",

  "description": "The latest updates and news from Space Blaster dev team!",

  "created": "2025-09-22T14:30:02.437",

  "formattedCreated": "9/22/2025 2:30:02 PM",

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "broadcasts": 23,

  "formattedBroadcasts": "23",

  "lastBroadcast": "2025-09-24T14:30:02.437",

  "formattedLastBroadcast": "9/24/2025 2:30:02 PM",

  "allowRatings": true,

  "anyUnreadMessages": true,

  "dimensionlessMaxRatingValue": 4,

  "ratingDimensions": {

    "key1": { ... },

    "key2": { ... }

  },

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  }

}

Object Properties

id guid
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A unique ID for this channel.

name string Translatable

A publicly facing name for this channel.

description string Translatable

A publicly facing description for this channel.

created datetime

The date and time this channel was first created.

formattedCreated string

The date and time this channel was first created, formatted to the specified requested
culture.

responseLanguage Language

The language the channels properties are returned in - this will differ from original language
if the request asks for content to be returned in a different language and the plan supports
translations.

broadcasts int32

The total number of broadcast messages currently available in this channel.

formattedBroadcasts string

The total number of broadcast messages currently available in this channel, formatted to the
specified requested culture.

lastBroadcast datetime?

The date and time of the last broadcast published to this channel.

formattedLastBroadcast string

The date and time of the last broadcast published to this channel, formatted to the specified
requested culture.

allowRatings bool

If this channel supports rating of messages.
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anyUnreadMessages bool

Indicates if this channel contains any unread messages by the current requester. Read about
the unread status.

dimensionlessMaxRatingValue uint8

If ratings are allowed for messages in this channel, this property shows what the maximum
rating value for dimensionless ratings is. The minuimum allowed rating value is always 0 .

ratingDimensions Dictionary<string, RatingDimension>

If ratings are allowed for messages in this channel, this property shows all available rating
dimensions that can be rated.

originalLanguage Language

The language this channels properties (name and description) are written in.
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MESSAGE OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-

objects/broadcast-message

The Broadcast Message Object
A broadcast message is published to a broadcast channel. Messages can contain any form of
text, including HTML or BB code.

This object can be rated by players. Read about how ratings work.

Example Message

{

  "id": "6bd5656b-18b7-4aa2-b65e-18570671c4ad",

  "channelID": "a8b82163-0f9d-40ca-af8e-7333829bb45b",

  "date": "2025-09-22T14:30:02.437",

  "formattedDate": "9/22/2025 2:30:02 PM",

  "title": "New October features and news from the team.",

  "text": "We’re thrilled to announce Eclipse Dawn, our upcoming sci-fi RPG launching in Spring 

  "textLength": 7261,

  "formattedTextLength": "7,261",

  "excerpt": "We’re thrilled to announce Eclipse Dawn, our upcoming sci-fi RPG launching in Spri

  "reads": 2011,

  "formattedReads": "2,011",

  "uniqueReads": 1044,

  "formattedUniqueReads": "1,044",

  "updates": 0,

  "formattedUpdates": "0",

  "lastUpdate": null,

  "formattedLastUpdate": "",

  "isUnread": true,

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "ratingStatus": { ... }

}
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Object Properties

id guid

A unique ID for this message.

channelID guid

The ID of the channel this message belongs to.

date datetime

The date and time this message was published.

formattedDate string

The date and time this message was published, formatted to the specified requested culture.

title string Translatable

The title of this message.

text string Translatable

The content of the message. Messages can be any form of text, plain, HTML or marked up
with BB code. This property is only returned if you are retrieving the message from the get
message end point, otherwise the excerpt property will be returned.

textLength int32

The length of the returned text in characters.

formattedTextLength string

The length of the returned text in characters, formatted to the specified requested culture.

excerpt string Translatable

Returns the first 100 characters of the full broadcast message. If the message text exceeds
this length 3 dots (...) will be appended to the end of this value indicating there is more to
read.

reads int32

Total number of times this message has been read by the player base.

formattedReads string

Game Services Official Manual

Page 121 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/game-services/manuals/game-services/broadcasts/api-objects/broadcast-channel
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link0
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/languages
https://www.construct.net/game-services/manuals/game-services/languages
https://www.construct.net/game-services/manuals/game-services/##b.GetMessage##
https://www.construct.net/game-services/manuals/game-services/##b.GetMessage##
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/languages


Total number of times this message has been read by the player base, formatted to the
specified requested culture.

uniqueReads int32

A count of how many unique players have read this message. A player can be a guest or a
signed in user, this value is incremented based on the players IP address.

formattedUniqueReads string

A count of how many unique players have read this message. A player can be a guest or a
signed in user, this value is incremented based on the players IP address, formatted to the
specified requested culture.

updates int16

How many times the message text or title has been modified since it was first published.

formattedUpdates string

How many times the message text or title has been modified since it was first published,
formatted to the specified requested culture.

lastUpdate datetime?

The date and time the message text or title was last updated.

formattedLastUpdate string

How many times the message text or title has been modified since it was first published,
formatted to the specified requested culture.

isUnread bool

Indicates if this message is unread by the current requester. Read about the unread status.

originalLanguage Language

The language this message is written in.

responseLanguage Language

The language this message is returned in - this will differ from original language if the
request asks for content to be returned in a different language and the plan supports
translations.
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ratingStatus RatingStatus

The rating status of this object.
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CREATE A CHANNEL
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/create-channel

Overview
This end point allows you to create a broadcast channel. Once you've created a channel, you can
then start to create messages.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/createchannel.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

name string Required

The name of the channel you want to create. Must be at least 1  character long and no
more than 64  characters long. Channel names do not need to be unique.

description string

A description of the channel. Cannot exceed more than 256  characters long.

language string
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The language ISO this channels name and description are written in. Must be one of AR ,
BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID , IT , JA , KO , LT , LV ,
NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI , ZH . Defaults to your

games language if not specified.

allowRatings bool Required

If players can rate messages published in this channel or not.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "channel": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

channel BroadcastChannel

The channel object returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
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Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "You've reached the maximum allowed channels for this game.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A CHANNEL
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/delete-channel

Overview
This end point allows you to delete an existing broadcast channel. All messages in this channel
will be deleted. This action cannot be reversed.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/deletechannel.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

channelID guid Required

The ID of the channel you want to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,
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  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET CHANNEL
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/get-channel

Overview
This end point allows you to retrieve a single channel by it's ID.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/getchannel.json

Authenticating The Request
No authentication is required for calling this end point, however if the request is being made by a
signed in player it is recommended to pass in a sessionKey  parameter as the request response
will return additional information useful to the player.

sessionKey string Optional

The session key of the player who is currently signed in and making this request.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

channelID guid Required

The ID of the channel you want to retrieve.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional
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Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "channel": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

channel BroadcastChannel

The channel object returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET MESSAGES
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/get-messages

Overview
This end point allows you to retrieve all messages in a specified broadcast channel. Messages
are returned newest first.

This end point only retrieves the excerpt from the message text, not the full messages text.
To retrieve the full message text, you need to call the get message end point.

If a player is signed in, you should pass their session key in with the request as each message
object will return if the player has read it or not.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/getmessages.json

Authenticating The Request
No authentication is required for calling this end point, however if the request is being made by a
signed in player it is recommended to pass in a sessionKey  parameter as the request response
will return additional information useful to the player.

sessionKey string Optional

The session key of the player who is currently signed in and making this request.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

channelID guid Required

The ID of the channel you want to retrieve messages from.
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perPage int32

How many players you wish to return on each page of results. Cannot be less than 1  or
more than 50 . Default value is 10 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "messages": [

    { ... },

    { ... }

  ],

  "pagination": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

messages Array<BroadcastMessage>

The messages returned from the request.

pagination Pagination
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A pagination object to help browse though pages of results if there are too many to show in
one request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 134 of 440

https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


LIST CHANNELS
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/list-channels

Overview
This end point allows you to list all channels in your game. Results are not paginated, all the
channels are returned in the single request.

If a player is signed in, you should pass their session key in with the request as each channel
object will return if there are unread messages for that player in it.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/getchannels.json

Authenticating The Request
No authentication is required for calling this end point, however if the request is being made by a
signed in player it is recommended to pass in a sessionKey  parameter as the request response
will return additional information useful to the player.

sessionKey string Optional

The session key of the player who is currently signed in and making this request.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional
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Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "channels": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

channels Array<BroadcastChannel>

The channels returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool
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If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 137 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


MARK ALL MESSAGES AS READ
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/mark-read

Overview
Calling this end point with a session key will mark all messages for the specified channel as read
for that player. If no player is specified, the messages in the channel will be marked as read
based on the requesters IP address. Read more about unread status for messages.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/markallasread.json

Authenticating The Request
No authentication is required for calling this end point, however if the request is being made by a
signed in player it is recommended to pass in a sessionKey  parameter as the request response
will return additional information useful to the player.

sessionKey string Optional

The session key of the player who is currently signed in and making this request.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

channelID guid Required

The ID of the channel you want to mark all messages as read for this player.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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UPDATE A CHANNEL
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/channels/update-channel

Overview
This end point allows you to update properties on an existing broadcast channel.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/updatechannel.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

channelID guid Required

The ID of the channel you want to to update.

name string

Provide this parameter to update the channels name, or exclude it to keep the existing
channel name. Must be at least 1  character long and no more than 64  characters long.
Channel names do not need to be unique. You must specify at least one of this,
description , allowRatings  or language .

description string
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Provide this parameter to update the channels description, or exclude it to keep the existing
description. Cannot exceed more than 256  characters long. You must specify at least one
of this, name , allowRatings  or language .

allowRatings bool

Provide this parameter to update if this channel allows ratings for messages, or exclude it to
keep the current setting. You must specify at least one of this, name , description  or
language .

language string

Provide this parameter to update the language that the name and description of this channel
are written in. Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR ,
HE , HU , ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH ,
TR , UK , VI , ZH . You must specify at least one of this, name , description  or
allowRatings .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",
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  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE A MESSAGE
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/messages/create-message

Overview
This end point allows you to create a new message in a channel.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/createmessage.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

channelID guid Required

The ID of the channel you are publishing this message to.

title string

A title for this message. If specified, the maximum length of the title can be found in your
plan settings.

text string Required

Game Services Official Manual

Page 143 of 440

https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-points/messages/create-message
https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-points/messages/create-message
https://www.construct.net/game-services/manuals/game-services/broadcasts/api-objects/broadcast-message
https://www.construct.net/game-services/manuals/game-services/broadcasts/api-objects/broadcast-channel
https://www.construct.net/game-services/manuals/game-services/games/api-keys
https://www.construct.net/game-services/manuals/game-services/games/api-keys
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/en/game-services/account
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1


The text of this message. Can be in any text format, for example HTML, BBCode or just plain
text.

language string

Provide this parameter to update the language that the name and description of this channel
are written in. Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR ,
HE , HU , ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH ,
TR , UK , VI , ZH . If not specified, your channels language will be used.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "message": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

message BroadcastMessage

The message object returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response

Game Services Official Manual

Page 144 of 440

https://www.construct.net/game-services/manuals/game-services/broadcasts/api-objects/broadcast-channel
https://www.construct.net/game-services/manuals/game-services/common-objects/language
https://www.construct.net/game-services/manuals/game-services/languages
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/broadcasts/api-objects/broadcast-message
https://www.construct.net/game-services/manuals/game-services/culture


Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A MESSAGE
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/messages/delete-message

Overview
This end point allows you to delete an existing message. Deletions are irreversible and
permanent.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/deletemessage.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

messageID guid Required

The ID of the message you want to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,
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  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET A MESSAGE
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/messages/get-message

Overview
This end point allows you to retrieve a single message.

If a player is signed in, you should pass their session key in with the request as once the
message is retrieved it will be marked as read for that player.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/getmessage.json

Authenticating The Request
No authentication is required for calling this end point, however if the request is being made by a
signed in player it is recommended to pass in a sessionKey  parameter as the request response
will return additional information useful to the player.

sessionKey string Optional

The session key of the player who is currently signed in and making this request.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

messageID guid Required

The ID of the message you want to retrieve.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.
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culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "message": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

message BroadcastMessage

The message object returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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UPDATE A MESSAGE
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/messages/update-message

Overview
This end point allows you to update properties on an existing message.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/updatemessage.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

messageID guid Required

The ID of the message you want to update.

title string

Provide this parameter to change the messages title, otherwise omit it to keep the existing
message title. The maximum length can be found in your account settings. You must specify
at least one of this, text  or language .

text string
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Provide this parameter to change the messages text, otherwise omit it to keep the existing
message text. Can be in any text format, for example HTML, BBCode or just plain text. You
must specify at least one of this, title  or language .

language string

Provide this parameter to update the language that the title and text of this message are
written in, otherwise omit it to keep the existing set language. Permitted values are AR , BG ,
CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID , IT , JA , KO , LT , LV , NB ,
NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI , ZH . You must specify at least

one of this, title  or text .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties
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success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE RATING DIMENSION
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/ratings/create-dimension

Overview
This end point allows you to create a new rating dimension for a channel - all messages in that
channel can then be rated using that dimension.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/channelcreateratingdimension.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the channel you're creating a rating dimension for.

dimensionID string Required

The ID of the rating dimension you're creating. Must be unique for this channel. Cannot
exceed 50  characters in length and must only contain alpha-numeric, dots (.) and dash (-)
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characters. Once set, this ID cannot be changed.

title string

The title of this rating dimension. Cannot exceed 128  characters in length.

description string

The description of this rating dimension. Cannot exceed 1024  characters in length.

maxRating uint8 Required

The maximum allowed rating value. 0  is always permitted, so the minimum permitted value
is 1  and the maximum permitted value is 255 .

language string

Provide this parameter to set the language that the title and description of this dimension are
written in. Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE ,
HU , ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR ,
UK , VI , ZH .

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "dimension": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

dimension RatingDimension

The returned dimension for the request.
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formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE RATING DIMENSION
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/ratings/delete-dimension

Overview
This end point allows you to delete an existing rating dimension for a channel.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/channeldeleteratingsdimension.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the channel you're deleting a rating dimension on.

dimensionID string Required

The ID of the rating dimension you're deleting.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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EDIT RATING DIMENSION
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/ratings/edit-dimension

Overview
This end point allows you to update properties on an existing rating dimension setup on a
channel.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/channeleditratingdimension.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the channel the rating dimension exists on that you wish to update.

dimensionID string Required

The ID of the rating dimension you're editing. It is not possible to change the ID's of rating
dimensions once created.
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title string

A new title for this rating dimension, or omit this parameter to keep existing value. Cannot
exceed 128  characters in length.

description string

A new description for this rating dimension, or omit this parameter to keep existing value.
Cannot exceed 1024  characters in length.

maxRating uint8

The new maximum allowed rating value, or omit this parameter to keep existing value. 0  is
always permitted, so the minimum permitted value is 1  and the maximum permitted value
is 255 .

language string

The language this rating dimensions title and description are written in, or omit this
parameter to keep existing value. Permitted values are AR , BG , CS , DA , DE , EL , EN ,
ES , ET , FI , FR , HE , HU , ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU ,
SK , SL , SV , TH , TR , UK , VI , ZH .

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "dimension": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

dimension RatingDimension
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The returned dimension for the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET RATING DIMENSIONS
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/ratings/get-dimensions

Overview
This end point allows you to retrieve all existing rating dimensions current setup on a channel.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/channelgetratingdimensions.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the channel you're fetching rating dimensions from.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "dimensions": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

dimensions Array<RatingDimension>

The returned dimensions from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)
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helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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RATE MESSAGE
View online: https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-end-

points/ratings/rate-message

Overview
This end point allows players to rate messages. You can create rating dimensions to allow
players to vote on different aspects of this message - although the most common scenario for
rating a broadcast message is a yes/no rating to represent likes and dislikes.

You can re-submit ratings to over-write their existing rating so long as it doesn't exceed the
settings in your game that determine when ratings are locked from being updated. If only one
rating dimension is being re-submitted, an error will throw if the rating is now locked. If multiple
are being submitted, the ratings that are now locked will silently fail and the unlocked ones will
be overwritten.

We strongly recommend you read about rating concepts to understand how ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://broadcasts.construct.net/rate.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the message the player is rating.
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value string Required

For dimensionless ratings, simply provide the byte  value of the rating in string format, for
example: 4 . For rating on rating dimensions, provide a CSV list of dimension ID's and rating
values, for example: mydimension=6,anotherdimension=0 .

If a rating value exceeds the max allowed rating the rating value will be changed to the max
allowed rating.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/broadcasts/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CLOUD SAVE CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/concepts

What is the Cloud Save Service?
Cloud save allows players to save blobs of data to the cloud. When they sign in to your game
from any device, they will have access to download these blobs of data again. Data blobs can be
anything - text files, binary data, pictures etc.

When a player saves a blob, they can either choose to save it to their own player account which
means only they will have access to it, or they can save it in game buckets which are available to
all players.

Even though cloud save has access control over who can read cloud saves, this should
never be relied upon as secure storage. You should also never store private or confidential
data in this service - you should always assume that players will have access at some point
to any data that exists in your CGS cloud save account.
It is strictly prohibited to store any personally identifiable data in your CGS cloud save
account.

A cloud save cannot be edited (although the associated picture can be).

All cloud saves have an associated key with them which can be used to organise and find cloud
saves. You can read more about how keys work here.

Game Buckets
Game buckets can be thought of as folders on a computer. Players can save blobs of data to
these buckets, and read other players uploaded blobs.

It's very important to take care when handling downloaded blobs and not to trust them by
default. It is theoretically possible for players to be able to manipulate the data that gets saved.

Game buckets can be customised in many ways including restrictions on how much data or how
many cloud saves players are allowed to save into them.

Game buckets have 3 types of access:

Private

Players cannot read or write to private game buckets. Data in these buckets can only be
accessed using an API key.
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PublicRead

Players can download cloud saves from these buckets, but they are not able to save to them.
You must use an API key or your Construct Game Services account to upload blobs to these
buckets.

PublicReadWrite

Players are allowed to read and write to these buckets.

Rating Cloud Saves
If a cloud save exists in a game bucket with PublicRead or PublicReadWrite, players can rate the
cloud saves. We recommend reading about rating concepts for an overview on how to use
ratings and set up rating dimensions.

Rating cloud saves opens up some exciting possibilities, for example you can have a public
game bucket for players to upload their level designs to - and other players can then rate the
levels. When showing the available levels to download to the player base you can return the
results ordered by the highest rated. By setting up multiple rating dimensions, you can ask
players for each cloud save if they would recommend the level (yes/no), how they rate the design
of the level on a scale 0-10 and how they rate the level overall on a scale 0-n.

Associated Pictures
Along with each cloud save, you are also able to optionally set an associated picture for the
cloud save. In the above example where players are sharing their level designs to a public game
bucket, they can also upload a picture showing the design of the level or a promotional image to
encourage players to download their design.

Use Cases
With the above features, it is possible to implement cloud save into your game in a way that
enables the following use cases (and any others you can imagine!):

Players can save their game progress and resume at a later date

You can create a PublicRead bucket and upload new content for your player base to
download from

You can create a PublicReadWrite bucket for players to share their level designs and have
other players rate them.
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CLOUD SAVE KEYS
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/keys

Cloud Save Keys
If a cloud save is in a bucket, the key for the cloud save must be unique against all other cloud
saves in that bucket. If a cloud save belongs to a players account, the key must be unique for all
cloud saves in that players account.

If a cloud save is deleted, the key is freed up and can be used again with a new cloud save.

Key Format
Cannot be an empty string

Must be lowercase

Must only contain alpha numeric characters (a-z, 0-9) and dots

Cannot exceed 256  characters in length

Cannot contain consecutive dots

Cannot start or end with a dot

Keys do not need to be split into multiple parts with dots, but it is recommended to use key parts
to organise cloud saves:

world1.region5.savegames.1

world1.region5.screenshots.1

If you use key parts it's possible to retrieve all cloud saves in a bucket or your players account
that contain a key part, for example "world1.region5".
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CLOUD SAVE BLOB OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-objects/blob

This object can be rated by players. Read about how ratings work.

Example Blob

{

  "id": "a5533b88-9a11-485f-9bf2-1b21d15dfb80",

  "key": "savegame.1",

  "bucket": { ... },

  "player": { ... },

  "created": "2026-06-01T11:42:38.3947465Z",

  "sizeBytes": 1024,

  "downloadURL": "https://cloudsave.construct.net/download...",

  "ratingStatus": { ... },

  "pictures": [

    { ... },

    { ... }

  ],

  "pictureSizeBytes": 96,

  "name": "My save game"

}

Object Properties

id guid

A unique record ID for this cloud save blob.

key string

A unique key for this cloud save.

bucket Bucket

If cloud save belongs in a game bucket, the game bucket object will be shown here.

player Player

If cloud save was created by a player, the associated player object will be shown here.

Game Services Official Manual

Page 172 of 440

https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-objects/blob
https://www.construct.net/game-services/manuals/game-services/ratings/concepts
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/game-services/manuals/game-services/cloud-save/api-objects/game-buckets
https://www.construct.net/game-services/manuals/game-services/cloud-save/api-objects/game-buckets
https://www.construct.net/game-services/manuals/game-services/authentication/api-objects/player-object


created datetime

The date this cloud save was originally created.

sizeBytes int32

The size in bytes of the cloud save blob.

downloadURL string

The URL to download the cloud save blob from.

ratingStatus RatingStatus

The rating status of this object.

pictures Array<Picture>

If this cloud save object has an associated picture, an array of picture objects will be
returned here. Each picture object is the same associated picture, but in different available
sizes. Sizes available are based on widths, and the widths 16, 32, 64, 128, 256, 512, 1024 and
2048 will be shown here along with the original picture size if it is different to this
predetermined list. Some widths may not show if the original picture width is smaller than
any of the available widths.

pictureSizeBytes int64?

If this cloud save object has an associated picture, the size of the original uploaded picture in
bytes.

name string

The publicly facing name for this cloud save.
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GAME BUCKET OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-

objects/game-buckets

The Game Bucket Object
A Game Bucket is a container in your game for Cloud Save Blobs. Each bucket has its own
access mode, size limits and other properties.

Example Game Buckets

{

  "id": "a6e0e2d3-61f6-4684-b51e-6f129afb807c",

  "accessMode": "PublicReadWrite",

  "allowRatings": true,

  "created": "2026-06-01T11:42:38.4246504Z",

  "maxBlobs": 100,

  "maxBlobSizeBytes": 1048576,

  "maxBlobsPerPlayer": null,

  "name": "My bucket",

  "totalBlobs": 12,

  "totalBytes": 1604302

}

Object Properties

id guid

A unique record ID for this game bucket.

accessMode string

The access mode of this bucket. Will be on of Private , PublicRead  or PublicReadWrite .

allowRatings bool

Are cloud saves in this bucket rateable? Even if this value is true, cloud saves are only
rateable if the accessMode is not private.

created datetime

The date and time this game bucket was created.
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maxBlobs int32?

How many cloud saves are allowed in this bucket before it's full and new cloud saves are
rejected. If null, there is no limit.

maxBlobSizeBytes int32

The maximum permitted size in bytes of cloud saves in this bucket. If an associated picture
is uploaded with a cloud save, this is included in the limit.

maxBlobsPerPlayer int16?

How many cloud saves individual players are allowed to upload to this bucket. If null, there is
no limit.

name string

The publicly facing name for this game bucket.

totalBlobs int32

How many cloud saves currently exist in this bucket.

totalBytes int64

How many bytes of data currently are saved in this bucket. This figure includes sizes of
associated pictures.
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CREATE A BUCKET
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/buckets/create-bucket

Overview
This end point allows you to create a bucket. Game buckets are containers that can hold
multiple cloud save blobs.

You can set up buckets with different access modes. For example, create a PublicRead  bucket
to upload game content to which players can only read from. Or, create a PublicReadWrite

bucket to allow players to upload shared content such as level designs.

Private  buckets cannot be written to or read from by players - you typically don't need these
but they can be used for more advanced implementations.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/createbucket.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bucketName string Required

The name of the game bucket you're creating. Cannot exceed 50  characters in length.
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accessMode string Required

The access mode of this bucket (case insensitive). Must be one of Private , PublicRead  or
PublicReadWrite .

allowRatings bool Required

If cloud save blobs in this bucket can be rated by players.

maxBlobs int32

Optionally specify the maximum number of cloud save blobs allowed in this bucket.

maxBlobSize int32

Optionally specify the maximum size in bytes of cloud save blobs in this bucket. If a picture
is uploaded with a blob, the size of the picture is counted towards this limit as well as the
actual cloud save blob size.

maxBlobsPerPlayer int16

Optionally specify the maximum number of blobs an individual player can save to this
bucket.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bucket": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

bucket Bucket

The bucket returned from the request.

formattingCulture string
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If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A BUCKET
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/buckets/delete-bucket

Overview
This end point allows you to delete an existing bucket. Deleting a bucket will also delete all the
cloud save blobs in the bucket. Deletion is irreversible and permanent.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/deletebucket.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bucketID guid Required

The ID of the bucket you wish to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,
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  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET A BUCKET
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/buckets/get-bucket

Overview
This end point allows you to retrieve an existing bucket.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/getbucket.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bucketID guid Required

The ID of the bucket you wish to retrieve.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bucket": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool
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success bool

If the request was successfull or not.

bucket Bucket

The bucket returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET BUCKETS
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/buckets/get-buckets

Overview
This end point allows you to retrieve all existing buckets for your game.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/getbuckets.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

orderBy string

How you wish the players returned in this query to be ordered. Can be one of AZ , ZA ,
MostBlobs , LeastBlobs , MostData  or LeastData . The default value if not specified is AZ .

perPage int32

How many buckets you wish to return on each page of results. Cannot be less than 1  or
more than 100 . Default value is 20 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional
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Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "buckets": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

If there are more buckets than can be displayed on one page of results, this pagination
object can be used to help browse through other pages of results.

buckets Array<Bucket>

The buckets returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en
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  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET CLOUD SAVES
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/buckets/get-cloud-saves

Overview
Use this end point to return paginated cloud saves a bucket.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/getbucketsaves.json

Authenticating The Request
This end point can be called with no authentication or by signed in players, or with secret key
authentication.

Session Key Authentication

sessionKey string Optional

The session key of the player you're making the request against.

Secret Key Authentication

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bucketID guid Required

The ID of the bucket you wish to fetch cloud saves for.
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name string

Filter cloud saves by their name. Matches cloud save blobs with this whole word in the name
property. Partial matches are not supported (EG: est  will not match my test blob  but
test  will match the blob).

key string

Filter cloud saves by their key. For example, passing my.blob  will match my.blob.test  and
testing.my.blob .

playerIDs string

Filter cloud saves by the player ID that they were created by. Must be presented in a CSV list.
Cannot contain more than 10  player ID's.

blobIDs string

Filter cloud saves by their unqiue ID's. Must be presented in a CSV list. Cannot contain more
than 100  player ID's.

rating string

Filter cloud saves by their minimum average rating value. You can provide multiple
dimensions in a CSV list with the dimension ID and minimum average, for example
mydimension1=4.2,mydimension2=6 . Leave the dimension ID empty to filter on the

dimensionless average rating. You cannot filter this parameter by more than 3  dimensions.

totalRatings string

Filter cloud saves by the minimum total ratings cast. You can provide multiple dimensions in
a CSV list with the dimension ID and minimum, for example
mydimension1=100,mydimension2=50 . Leave the dimension ID empty to filter on the

dimensionless minimum ratings. You cannot filter this parameter by more than 3

dimensions.

orderBy string

The order you want cloud save blobs returned. Must be one of NameAZ , NameZA , KeyAZ ,
KeyZA , Newest , Oldest , HighestRated  or LowestRated . If not specified default value is
Newest .

perPage int32

How many cloud save blobs you wish to return on each page of results. Cannot be less than
1  or more than 100 . Default value is 10 .
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page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "blobs": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

Pagination object to assist with browsing through other pages of cloud save blobs.

blobs Array<Blob>

The cloud save blobs returned on this page of results.

formattingCulture string
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If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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UPDATE A BUCKET
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/buckets/edit-bucket

Overview
This end point allows you to update properties on an existing bucket.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/editbucket.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bucketID guid Required

The ID of the bucket you wish to edit.

bucketName string

The new name of the game bucket. Omit this parameter to keep the existing name. Cannot
exceed 50  characters in length. You must specify at least one of this, accessMode ,
allowRatings , maxBlobSize , maxBlobs  or maxBlobsPerPlayer .

accessMode string
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The new access mode of this bucket (case insensitive). Omit this parameter to keep the
existing access mode. Must be one of Private , PublicRead  or PublicReadWrite . You must
specify at least one of this, bucketName , allowRatings , maxBlobSize , maxBlobs  or
maxBlobsPerPlayer .

allowRatings bool

If cloud save blobs in this bucket can be rated by players. Omit this parameter to keep the
existing setting. You must specify at least one of this, bucketName , accessMode ,
maxBlobSize , maxBlobs  or maxBlobsPerPlayer .

maxBlobSize int32

The maximum size in bytes of cloud save blobs in this bucket. Omit this parameter to keep
the existing setting. If a picture is uploaded with a blob, the size of the picture is counted
towards this limit as well as the actual cloud save blob size. You must specify at least one of
this, bucketName , accessMode , allowRatings , maxBlobs  or maxBlobsPerPlayer .

maxBlobs int32

The maximum number of cloud save blobs allowed in this bucket. Omit this parameter to
keep the existing name. You must specify at least one of this, bucketName , accessMode ,
allowRatings , maxBlobSize  or maxBlobsPerPlayer .

maxBlobsPerPlayer int16

Optionally specify the maximum number of blobs an individual player can save to this
bucket. You must specify at least one of this, bucketName , accessMode , allowRatings ,
maxBlobSize  or maxBlobs .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bucket": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.
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bucket Bucket

The bucket returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE A CLOUD SAVE
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/cloud-saves/create-cloud-save

Overview
Use this end point to upload a cloud save (and optionally an associated picture) to a players
cloud save account or a game bucket. A cloud save can only have up to one associated picture.

If specifying a key for the cloud save that already exists, an error will return unless the original
uploader of the blob is the authenticated user. In this case, the existing blob will be overwritten. If
the blob being overwritten had a picture the picture will be deleted.

Supported picture file types and the minimum and maximum picture dimensions can be found in
your account settings.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/create.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required
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The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

key string Required

The key for the cloud save. Cannot exceed 256  characters in length, and must only contain
alphanumeric and dot characters.

bucketID guid

If this cloud save is being uploaded to a bucket, provide the bucket ID here.

name string

An optional name for the cloud save - can be anything such as a file name. Cannot exceed
128  characters in length.

picture string

If uploading an associated picture at the same time, the base64 encoded picture being set. If
specified, you can't specify pictureURL  or pictureData .

pictureURL url (string)

If uploading an associated picture at the same time, the absolute URL of the picture being
set. If specified, you can't specify picture  or pictureData .

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

data multipart/form-data Required

The data of the cloud save.
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pictureData multipart/form-data

If uploading an associated picture at the same time, the data of the picture. If specified, you
can't specify picture  or pictureURL .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "blob": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

blob Blob

The blob object returned from the query.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A CLOUD SAVE
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/cloud-saves/delete-cloud-save

Overview
Use this end point to delete a cloud save. Deletions are instant and permament.

If authenticating this request as a player, the authorised player can always delete blobs they've
uploaded in their own player storage or a game bucket. Players cannot delete other players
blobs. If authenticating with your game's secret key, you can delete any blob.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/delete.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

blobID guid Required
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The ID of the cloud save blob you wish to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.
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shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE PICTURE
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/cloud-saves/delete-picture

Overview
Use this end point to delete a picture assosciated with a cloud save.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/deletepicture.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

blobID guid Required

The ID of the cloud save blob you wish to delete the picture on.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET A CLOUD SAVE
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/cloud-saves/get-cloud-save

Overview
Use this end point to return a single cloud save object.

When retrieving a blob by using the key  parameter, the following requirements must be met:

If the blob exists in a bucket, the bucketID  parameter must be specified.

If the blob exists in a players account, the request must be authenticated with a session key,
or if using a secret key the player ID must also be passed.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/getcloudsave.json

Authenticating The Request
The type of authentication that is required depends on who owns the blob, and where the blob is
stored.

For cloud save blobs in PublicRead  or PublicReadWrite  buckets, no authentication is
required.

For cloud save blobs in Private  buckets, authentication by secret API key is required.

For cloud save blobs in a players account, authentication by secret API key or the players
session key is required.

Session Key Authentication

sessionKey string Optional

The session key of the player you're making the request against.

Secret Key Authentication

secret string Optional
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Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

blobID guid Sometimes required

The ID of the cloud save blob you wish to retrieve. You must specify this or key .

key string Sometimes required

The key of the cloud save blob you wish to retrieve. You must specify this or blobID .

bucketID guid Sometimes required

If fetching a cloud save blob by key  that exists in a bucket, you must specify the bucket ID.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "blob": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.
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blob Blob

The blob object returned from the query.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET CLOUD SAVES
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/cloud-saves/get-cloud-saves

Overview
Use this end point to return paginated cloud saves uploaded by a specific player.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/getcloudsaves.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bucketSaves bool
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If true  will return cloud saves player has uploaded in game buckets. If false  will return
this players private cloud saves only.

name string

Filter cloud saves by their name. Matches cloud save blobs with this whole word in the name
property. Partial matches are not supported (EG: est  will not match my test blob  but
test  will match the blob).

key string

Filter cloud saves by their key. For example, passing my.blob  will match my.blob.test  and
testing.my.blob .

orderBy string

The order you want cloud save blobs returned. Must be one of NameAZ , NameZA , KeyAZ ,
KeyZA , Newest  or Oldest . If not specified default value is Newest .

perPage int32

How many cloud save blobs you wish to return on each page of results. Cannot be less than
1  or more than 100 . Default value is 10 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },
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  "blobs": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

Pagination object to assist with browsing through other pages of cloud save blobs.

blobs Array<Blob>

The cloud save blobs returned on this page of results.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.
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helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SET PICTURE
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/cloud-saves/set-picture

Overview
Use this end point to set a picture for a cloud save.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/setpicture.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

blobID guid Required

The ID of the cloud save blob you wish to set a picture for.

picture string Sometimes required
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The base64 encoded picture being set. You must specify this, pictureURL  or pictureData .

pictureURL url (string) Sometimes required

The absolute URL of the picture being set. You must specify this, picture  or pictureData .

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the requestedLanguage  default culture code will be used.

File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

pictureData multipart/form-data Sometimes required

The data of the picture. You must specify this, picture  or pictureURL .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "blob": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

blob Blob

The blob object returned from the query.

Game Services Official Manual

Page 211 of 440

https://www.construct.net/game-services/manuals/game-services/common-objects/language
https://www.construct.net/game-services/manuals/game-services/languages
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/cloud-save/api-objects/blob


formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE RATING DIMENSION
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/ratings/create-dimension

Overview
This end point allows you to create a new rating dimension for a game bucket - all cloud save
blobs in that bucket can then be rated using that dimension.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/bucketcreateratingdimension.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the game bucket you're creating a rating dimension for.

dimensionID string Required

The ID of the rating dimension you're creating. Must be unique for this game bucket. Cannot
exceed 50  characters in length and must only contain alpha-numeric, dots (.) and dash (-)
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characters. Once set, this ID cannot be changed.

title string

The title of this rating dimension. Cannot exceed 128  characters in length.

description string

The description of this rating dimension. Cannot exceed 1024  characters in length.

maxRating uint8 Required

The maximum allowed rating value. 0  is always permitted, so the minimum permitted value
is 1  and the maximum permitted value is 255 .

language string

Provide this parameter to set the language that the title and description of this dimension are
written in. Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE ,
HU , ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR ,
UK , VI , ZH .

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "dimension": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

dimension RatingDimension

The returned dimension for the request.
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formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE RATING DIMENSION
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/ratings/delete-dimension

Overview
This end point allows you to delete an existing rating dimension for a game bucket.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/bucketdeleteratingsdimension.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the game bucket you're deleting a rating dimension on.

dimensionID string Required

The ID of the rating dimension you're deleting.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 218 of 440



EDIT RATING DIMENSION
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/ratings/edit-dimension

Overview
This end point allows you to update properties on an existing rating dimension setup on a game
bucket.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/bucketeditratingdimension.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the game bucket the rating dimension exists on that you wish to update.

dimensionID string Required

The ID of the rating dimension you're editing. It is not possible to change the ID's of rating
dimensions once created.
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title string

A new title for this rating dimension, or omit this parameter to keep existing value. Cannot
exceed 128  characters in length.

description string

A new description for this rating dimension, or omit this parameter to keep existing value.
Cannot exceed 1024  characters in length.

maxRating uint8

The new maximum allowed rating value, or omit this parameter to keep existing value. 0  is
always permitted, so the minimum permitted value is 1  and the maximum permitted value
is 255 .

language string

The language this rating dimensions title and description are written in, or omit this
parameter to keep existing value. Permitted values are AR , BG , CS , DA , DE , EL , EN ,
ES , ET , FI , FR , HE , HU , ID , IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU ,
SK , SL , SV , TH , TR , UK , VI , ZH .

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "dimension": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

dimension RatingDimension
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The returned dimension for the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET RATING DIMENSIONS
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/ratings/get-dimensions

Overview
This end point allows you to retrieve all existing rating dimensions current setup on a game
bucket.

We strongly recommend you read about rating concepts to understand how dimensions in
ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/bucketgetratingdimensions.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the game bucket you're fetching rating dimensions from.

requestedLanguage Language Optional

Optionally specify a language for returning translatable properties into this language. If not
specified, your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

Game Services Official Manual

Page 222 of 440

https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-points/ratings/get-dimensions
https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-points/ratings/get-dimensions
https://www.construct.net/game-services/manuals/game-services/ratings/api-objects/rating-dimension-object
https://www.construct.net/game-services/manuals/game-services/cloud-save/api-objects/game-buckets
https://www.construct.net/game-services/manuals/game-services/cloud-save/api-objects/game-buckets
https://www.construct.net/game-services/manuals/game-services/ratings/concepts
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/en/game-services/account
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/game-services/manuals/game-services/cloud-save/api-objects/game-buckets
https://www.construct.net/game-services/manuals/game-services/ratings/api-objects/rating-dimension-object
https://www.construct.net/game-services/manuals/game-services/common-objects/language
https://www.construct.net/game-services/manuals/game-services/languages


{

  "success": true,

  "dimensions": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

dimensions Array<RatingDimension>

The returned dimensions from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)
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helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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RATE CLOUD SAVE
View online: https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-end-

points/ratings/rate-cloud-save

Overview
This end point allows players to rate cloud save blobs. You can create rating dimensions to allow
players to vote on different aspects of cloud saves.

You can re-submit ratings to over-write their existing rating so long as it doesn't exceed the
settings in your game that determine when ratings are locked from being updated. If only one
rating dimension is being re-submitted, an error will throw if the rating is now locked. If multiple
are being submitted, the ratings that are now locked will silently fail and the unlocked ones will
be overwritten.

We strongly recommend you read about rating concepts to understand how ratings work.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://cloudsave.construct.net/rate.json

Authenticating The Request
This end point is for signed in players only.

sessionKey string Required

The session key of the player you're making the request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

thingID guid Required

The ID of the cloud save blob the player is rating.
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value string Required

For dimensionless ratings, simply provide the byte  value of the rating in string format, for
example: 4 . For rating on rating dimensions, provide a CSV list of dimension ID's and rating
values, for example: mydimension=6,anotherdimension=0 .

If a rating value exceeds the max allowed rating the rating value will be changed to the max
allowed rating.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/cloud-save/api-en

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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ACHIEVEMENT CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/concepts

What is the Achievement Service?
The achievement service allows you to award achievements to players. Achievements can be
awarded on an ad-hoc basis, or they can be progressive and allow players to work towards
unlocking the achivement. For example, you might have stars to collect in your game, and an
achievement to unlock when 1,000 stars have been collected in total.

Achievement progress is saved for each player. If a player collects 500 stars, then signs-in to
your game a week later their progress will still be 500.

Achievements come with lots of settings. You can specify the maximum times a player can
unlock an achievement, allowing them to only be unlocked 1-n times. Secret achievements are
hidden from players until they unlock them. You can also specify XP bonuses for unlocking
achievements.
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ACHIEVEMENT OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

objects/achievement

The Achievement Object
You can have multiple Achievements in your game. Achievements can be unlocked or
progressed towards being unlocked by players. Achievements can be set to only be awarded
once, a set number of times or mulitple times.

Example Achievement

{

  "id": "2aa80ce4-19fe-4382-87a5-9652f19a6e9b",

  "name": "First Place Legend",

  "description": "Finish in 1st place 100 times.",

  "created": "2026-06-01T11:42:38.8980874Z",

  "formattedDateCreated": "9/22/2025 2:30:02 PM",

  "progressive": true,

  "progressionRequired": 100,

  "clientProgressAllowed": true,

  "isSecret": true,

  "maxUnlocks": 1,

  "incrementOnly": true,

  "formattedMaxUnlocked": 1,

  "totalAwarded": 2003,

  "formattedTotalAwarded": "2,003",

  "totalUniquePlayersAwarded": 2003,

  "formattedTotalUniquePlayersAwarded": "2,003",

  "firstAwarded": "2026-06-01T11:42:38.9053739Z",

  "formattedFirstAwarded": "9/22/2025 2:30:02 PM",

  "lastAwarded": "2026-06-01T11:42:38.9053739Z",

  "formattedLastAwarded": "9/22/2025 2:30:02 PM",

  "percentagePlayerBaseOwned": "35.5",

  "xpBonuses": [

    { ... },

    { ... }

  ],

  "achievedLogos": [

    { ... },

    { ... }

  ],

  "unachievedLogos": [
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    { ... },

    { ... }

  ],

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  }

}

Object Properties

id guid

A unique ID for this achievement.

name string

A name for this achievement.

description string

A description for this achievement.

created datetime

The date and time this achievement was created.

formattedDateCreated string

The date and time this achievement was created, formatted to the requested culture,
formatted to the specified requested culture.

progressive bool

If this is a progressive achievement.

progressionRequired int64?

If this is a progressive achievement, how much progressive value is required to unlock this
achievement.

clientProgressAllowed bool
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If true, clients can progress/award this achievement, otherwise it can only be
awarded/progressed by API calls using an API key.

isSecret bool

If this achievement is secret (will not be returned in list/get operations unless a secret API
key is used).

maxUnlocks int32

Maximum number of times a player can unlock this achievement.

incrementOnly bool

If true, negative values can't be passed to the award achivement end point.

formattedMaxUnlocked string

Maximum number of times a player can unlock this achievement formatted to requested
culture, formatted to the specified requested culture.

totalAwarded int32

The total number of times this achievement has been awarded.

formattedTotalAwarded string

The total number of times this achievement has been awarded formatted to the requested
culture, formatted to the specified requested culture.

totalUniquePlayersAwarded int32

The total number of times this achievement has been awarded by different players.

formattedTotalUniquePlayersAwarded string

The total number of times this achievement has been awarded by different players formatted
to the requested culture, formatted to the specified requested culture.

firstAwarded datetime?

The date and time this achievement was first awarded to a player.

formattedFirstAwarded string
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The date and time this achievement was first awarded to a player, formatted to the
requested culture, formatted to the specified requested culture.

lastAwarded datetime?

The date and time this achievement was most recently awarded to a player.

formattedLastAwarded string

The date and time this achievement was most recently awarded to a player, formatted to the
requested culture, formatted to the specified requested culture.

percentagePlayerBaseOwned decimal

The percentage of the total player base who have unlocked this achievement at least once.

xpBonuses Array<AchievementXPBonus>

Defines levels of how much XP is awarded when the achievement is unlocked.

achievedLogos Array<Picture>

If this rank has an acheieved logo, a list of picture objects. Each picture object is the same
logo, but provided in different sizes. Sizes available are based on widths, and the widths 16,

32, 64, 96, 128, 256, 512  will be shown here along with the original logo size if it doesn't
match a width in this list. Some sizes may not show if the width is less than the original logo
width.

unachievedLogos Array<Picture>

If this rank has an unacheieved logo, a list of picture objects. Each picture object is the same
logo, but provided in different sizes. Sizes available are based on widths, and the widths 16,

32, 64, 96, 128, 256, 512  will be shown here along with the original logo size if it doesn't
match a width in this list. Some sizes may not show if the width is less than the original logo
width.

originalLanguage Language

The language this achievements properties are written in.

responseLanguage Language

The language this achievements properties are returned in - this will differ from original
language if the request asks for content to be returned in a different language and the plan
supports translations.
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PLAYER ACHIEVEMENT OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

objects/player-achievement

The Player Achievement Object
This object describes a players awarded achievements, along with any achievements with
current progress. If an achievement is secret and the player has made progress towards it but
has not yet unlocked the achievement, it will not be shown in this response unless an API key is
passed to authenticate the request.

Example Player Achievement

{

  "count": 52,

  "formattedCount": "52",

  "firstAwarded": "2026-06-01T11:42:38.9669205Z",

  "formattedFirstAwarded": "9/22/2025 2:30:02 PM",

  "lastAwarded": "2026-06-01T11:42:38.9781933Z",

  "formattedLastAwarded": "9/22/2025 2:30:02 PM",

  "progress": 1024,

  "formattedProgress": "1,024",

  "achievement": { ... }

}

Object Properties

count int32

How many of this achievement this player has unlocked.

formattedCount string

How many of this achievement this player has unlocked, formatted to the requested culture,
formatted to the specified requested culture.

firstAwarded datetime?

If this achievement has been unlocked, the date and time it was first unlocked for this player.

formattedFirstAwarded string
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The date and time this achievement was first unlocked, formatted to the requested culture,
formatted to the specified requested culture.

lastAwarded datetime?

If this achievement has been unlocked, the date and time it was last unlocked for this player.

formattedLastAwarded string

The date and time this achievement was last unlocked, formatted to the requested culture,
formatted to the specified requested culture.

progress int64?

If this achievement is progressive, the current progression this player has towards unlocking
this achievement.

formattedProgress string

If this achievement is progressive, the current progression this player has towards unlocking
this achievement, formatted to the requested culture, formatted to the specified requested
culture.

achievement Achievement

The achievement.
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XP BONUS OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

objects/xp-bonus

The XP Bonus Object
This object describes an XP bonus awarded for an achievement from certain threshold.

Example XP Bonus

{

  "from": 5,

  "bonus": 100

}

Object Properties

from int32

How many achievements the player needs to be awarded this bonus.

bonus int64

The amount of XP awarded to the player for each achievement awarded after they achieve
the required number of achievements.
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AWARD ACHIEVEMENTS
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/award-achievement

Overview
This end point allows you to award or progress an achievement for a player. If the achievement
does not require progress, the value you pass to this end point will unlock that many
achievements for the player up to the maxUnlocks  value. If the achievement is
progressionRequied , the value you pass will progress the specified achievement. You can pass

negative values to remove achievements or deduct progress in the same way.

If you remove achievements already awarded, any XP bonuses granted will also be deducted
from the players XP.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/award.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.
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playerID guid Sometimes required

The ID of the player to award or progress the achievement for. This parameter is only
supported for requests using a secret key.

achievementID string Required

The unique ID of the achievement you want to award or progress.

value int32

If not progressive, the number of achievements to award to this player, otherwise the
progression value. You can pass in negative values to remove progression or achievements.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "playerAchievement": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

playerAchievement PlayerAchievement

The returned player achievement object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.
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{

  "success": false,

  "errorMessage": "Invalid achievement ID.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE AN ACHIEVEMENT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/create-achievement

Overview
This end point allows you to create a new achievement.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/createachievement.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

name string Required

The name of the achievement you want to create. Must be at least 1  character long and no
more than 128  characters long. Names do not need to be unique.

description string

A description of the achievement. Cannot exceed more than 512  characters long.

language string
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The language ISO this achievements name and description are written in. Must be one of
AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID , IT , JA , KO , LT ,
LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI , ZH . Defaults to your

games language if not specified.

clientProgressAllowed bool

If true, client authenticated requests can award and progress achievements. If false, all
awards + progress can only be made by requests using secret API keys.

incrementOnly bool

If true, negative values cannot be passed to award achievement end point.

isSecret bool

If true, all requests to get or list this achievement will not return this achievement unless the
request is authenticated with a secret API key.

maxUnlocks int32

The maximum number of times this achievement can be unlocked. Defaults to 1  if not
specified.

progressionRequired int64

If this is a progressive achievement, the amount of progression required to unlock the
achievement.

xpBonuses string

The XP bonus when the achievement is unlocked. Send a single int  value to award the
same XP every time this achievement is unlocked. If this achievement can be unlocked
multiple times, you can send comma separated values such as 1=100,11=200,101=1000 . This
awards 100  XP for the first 10 of this achievement awarded, 200  XP for the next 90 and so
on.

unachievedLogo string

If setting an unachieved logo for this achievement, the base64 encoded logo picture data.
Gif , Jpeg , Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't

specify unachievedLogoURL  or unachievedLogoData .

unachievedLogoURL url (string)
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If setting an unachieved logo for this achievement, the absolute URL of the logo. Gif ,
Jpeg , Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
unachievedLogo  or unachievedLogoData .

achievedLogo string

If setting an achieved logo for this achievement, the base64 encoded logo picture data. Gif ,
Jpeg , Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
achievedLogoURL  or achievedLogoData .

achievedLogoURL url (string)

If setting an achieved logo for this achievement, the absolute URL of the logo. Gif , Jpeg ,
Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
achievedLogo  or achievedLogoData .

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

unachievedLogoData multipart/form-data

If setting an unachieved logo for this achievement, the binary data for the logo. Gif , Jpeg ,
Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
unachievedLogo  or unachievedLogoURL .

achievedLogoData multipart/form-data

If setting an achieved logo for this achievement, the binary data for the logo. Gif , Jpeg ,
Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
achievedLogo  or achievedLogoURL .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "achievement": { ... },

Game Services Official Manual

Page 241 of 440

https://www.construct.net/game-services/manuals/game-services/culture


  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

achievement Achievement

An Achievement object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "You've reached the maximum allowed achievements for this game.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE AN ACHIEVEMENT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/delete-achievement

Overview
This end point allows you to delete an existing achievement. This action is permanent and
irreversible.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/deleteachievement.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

achievementID string Required

The unique ID of the achievement you want to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,
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  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "You've reached the maximum allowed achievements for this game.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET AN ACHIEVEMENT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/get-achievement

Overview
This end point allows you to get an existing achievement. If the achievement being fetched is
secret=true  the response will only succeed if the request is authenticated with a secret API

key.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/getachievement.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

achievementID string Required

The unique ID of the achievement you want to get.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "achievement": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

achievement Achievement

An Achievement object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Achievement doesn't exist.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)
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A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 248 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


LIST ACHIEVEMENTS
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/list-achievements

Overview
This end point allows you to return all achievements. If any achievements being fetched are
secret=true , they will not be returned in this response unless the request is authenticated with

a secret API key, or the request is authenticated with a session key and the associated player
has unlocked this achievement.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/listachievements.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "achievements": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

achievements Array<Achievement>

The returned Achievement objects.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Invalid game ID.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)
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helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST AWARDED PLAYERS
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/list-awarded-players

Overview
This end point allows you to return all players who have been awarded and achievement.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/listawardedplayers.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

achievementID string Required

The unique ID of the achievement you want to get.

order string

How you wish the players returned in this query to be ordered. Can be one of
MostRecentlyAwarded , LeastRecentlyAwarded , MostAwarded  or LeastAwarded . The default

value if not specified is MostRecentlyAwarded .

perPage int32

How many players you wish to return on each page of results. Cannot be less than 1  or
more than 200 . Default value is 20 .

page int32
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The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "achievement": { ... },

  "awardedPlayers": [

    { ... },

    { ... }

  ],

  "pagination": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

achievement Achievement

The achievement object.

awardedPlayers Array<AwardedPlayer>

The returned awarded players objects.

pagination Pagination

If there are more players returned than can be shown in one page of results, the pagination
object can help you browse through the other pages of results.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.
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Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Invalid game ID.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST PLAYER ACHIEVEMENTS
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/list-player-achievements

Overview
This end point allows you to return all achievements a player has been awarded or has made
progress to being awarded. If an achievement is secret, it will only show if the player has
unlocked it at least once.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/listplayerachievements.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

playerID guid Required

The player ID to fetch achievements for.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "playerAchievements": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

playerAchievements Array<PlayerAchievement>

The returned player achievements objects.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Invalid player ID.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.
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helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 257 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


UPDATE AN ACHIEVEMENT
View online: https://www.construct.net/en/game-services/manuals/game-services/achievements/api-end-

points/achievements/update-achievement

Overview
This end point allows you to update properties on an existing achievement.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://achievements.construct.net/updateachievement.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

achievementID string Required

The unique ID of the achievement you want to delete.

description string

If specified, the new description of the achievement. Cannot exceed more than 512

characters long.

name string
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If specified, the new name of the achievement. Must be at least 1  character long and no
more than 128  characters long. Names do not need to be unique.

language string

If specified, the language ISO this achievements name and description are written in. Must
be one of AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID , IT , JA ,
KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI , ZH .

Defaults to your games language if not specified.

clientProgressAllowed bool

If specified and true, client authenticated requests can award and progress achievements. If
specified and false, all awards + progress can only be made by requests using secret API
keys.

incrementOnly bool

If true, negative values cannot be passed to award achievement end point.

isSecret bool

If specified and true, all requests to get or list this achievement will not return this
achievement unless the request is authenticated with a secret API key.

maxUnlocks int32

If specified, the new maximum number of times this achievement can be unlocked. Defaults
to 1  if not specified.

progressionRequired int64

If specified the new amount of progression required to unlock the achievement.

xpBonuses string

If specified the new XP bonus when the achievement is unlocked. Send a single int  value
to award the same XP every time this achievement is unlocked. If this achievement can be
unlocked multiple times, you can send comma separated values such as
1=100,11=200,101=1000 . This awards 100  XP for the first 10 of this achievement awarded,
200  XP for the next 90 and so on.

unachievedLogo string

If setting an unachieved logo for this achievement, the base64 encoded logo picture data.
Gif , Jpeg , Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't
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specify unachievedLogoURL  or unachievedLogoData .

unachievedLogoURL url (string)

If setting an unachieved logo for this achievement, the absolute URL of the logo. Gif ,
Jpeg , Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
unachievedLogo  or unachievedLogoData .

achievedLogo string

If setting an achieved logo for this achievement, the base64 encoded logo picture data. Gif ,
Jpeg , Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
achievedLogoURL  or achievedLogoData .

achievedLogoURL url (string)

If setting an achieved logo for this achievement, the absolute URL of the logo. Gif , Jpeg ,
Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
achievedLogo  or achievedLogoData .

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

unachievedLogoData multipart/form-data

If setting an unachieved logo for this achievement, the binary data for the logo. Gif , Jpeg ,
Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
unachievedLogo  or unachievedLogoURL .

achievedLogoData multipart/form-data

If setting an achieved logo for this achievement, the binary data for the logo. Gif , Jpeg ,
Png , WebP , SVG  with a maximum size of 500 KB . If specified, you can't specify
achievedLogo  or achievedLogoURL .

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "achievement": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

achievement Achievement

An Achievement object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Invalid achievement ID.",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/achievements/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.
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shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GETTING STARTED WITH
LEADERBOARDS

View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/getting-
started

Create a Leaderboard
To create a leaderboard, visit your Construct Services account page. Create a game if you have
not already, and from there you can add leaderboards.
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LEADERBOARD CAPABILITIES
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/capabilities

Construct Leaderboard Capabilities
The leaderboard service is designed to be scalable and high performance allowing you to rely on
it for your leaderboard needs!

Although this service is branded towards games, the leaderboard service is suitable for ranking
anything - competitions, sales teams, events, sports or anything else you can think of.

The leaderboard service is not restricted to use within Construct 3 - it can be used in any game
engine.

Scalable and Performant
The leaderboard service scales effortlessly to millions of scores on single leaderboards with fast
performance and high reliably.

Country Leaderboards Built In
Unlike other leaderboard services, you do not need to create a new leaderboard for each country
you want to represent. Each leaderboard is capable of tracking countries automatically. Refer to
our privacy page for details on how IP addresses and countries are calculated and stored.

Teams
Add teams into your leaderboards. Teams have their own customisable ranking system
independent of the main leaderboard rankings.

Highly Customisable
Leaderboards come with a wide range of settings allowing you to customise it to your needs.

Daly, Weekly, Monthly or Annual Leaderboards
Use the range  parameter on the get scores request to return daily, weekly, monthly or yearly
leaderboards. Use the rangeOffset  parameter to retrieve historic records.

You can also filter by country, allowing you for example to show the monthly leaderboard for the
US.

Score History
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Track the players score over time. You can retrieve the score history of a score up to 1 year in the
past.

Compare Rank
The get score request has a compareRanks  parameter allowing you to compare the players
current rank to yesterdays rank, or any date within the last year.

Shadow Bans
If bad actors submit faked scores into your leaderboard, your able to shadow ban them based on
their player ID (if one exists) and/or their IP address.

If a players score is shadow banned, it will show in the leaderboard for them - but no one else.

Auto Score Rejection
You know your game better than anyone else. You can set score thresholds to automatically
reject scores that fall out of bounds. You're also able to customise how rejected scores are
handled.

Store Additional Values
Each score record has the ability to record up to 3 different additional values. These are great for
displaying contextual information with scores in the leaderboard - for example in a racing game
you might decide to record how many gold coins were collected on the way or how many jumps
you made!

Score Adjustment
You're able to adjust existing scores in the leaderboard to allow for cumulative scoring over the
lifetime of the player.

Tier System
Add players into tiers based on customisable rulesets.

Many Views
The leaderboards API has many end points allowing you to:

Get newest scores

Get a players scores

Get neighbour scores

And Much More
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Explore the documentation to see what the leaderboard is capable of.
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LEADERBOARD PRIVACY
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/privacy

Privacy of Submitted Data
When a score is submitted to the leaderboard service, the IP addresses of the score
submissions are hashed with a salt before being stored in the leaderboard database. These IP
addresses are not stored anywhere else in any other format, nor are they queried to any third
party services.

Geo Location
When the score is submitted, before hashing we query a local database to ascertain the likely
country the IP address originates from. The country name ascertained is stored in the score
record.

The country is not in any way an accurate measurement of the users location. If for example the
user is behind a VPN, the returned country will be completed inaccurate.

If you do not want to show country data in your leaderboard, there is a setting to disable it.
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SHADOW BANNED SCORES
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/shadow-

banned-scores

Shadow Banning Scores
There are two ways to shadow ban a score, either by their player ID or by their IP address.

When running a leaderboard service, you may find players cheat in your game or submit fake
scores that pollute your leaderboard. By shadow banning the scores, the scores remain visible
for the shadow banned players but do not appear for anyone else. It is an effective way to
combat cheaters.

From your Game Services account pages you can shadow ban and delete scores from your
leaderboard. You can also shadow ban players and IP's via our shadow ban end point.
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COUNTRY RANKS
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/country-rankings

Country Ranks
If you enable country rank tracking in your leaderboard, separate ranks are maintained on a
country basis for scores in your leaderboard. This means you do not need a separate
leaderboard for each country.

It's important to review the page on leaderboard privacy to understand how IP addresses and
countries are used and stored in this service.

If you track country ranks, then you can pass a country  parameter into various end points that
allow it to return results filtered by country. For example, posting US  into the get scores end
point will return all scores where the country is US.
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ONE SCORE PER PLAYER
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/settings/one-

score-per-player

If enabled, each player in the leaderboard will only have one score record representing their best
score.

Once you set this parameter when creating a leaderboard, it will not be possible to change it
at a later date.

If set, a player identifier must be sent with all scores.

This must be set if you wish to enable score history tracking and teams.
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LEADERBOARD RANK TYPE
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/ranking-type

Leaderboard Rank Types
There are three different ways to determine how ranks are displayed in your leaderboard.

Rank
This type will assign duplicate ranks if scores are equal. Where duplicate ranks exist, the next
ranks are skipped. You can read more about this ranking method here.

Example Using Rank Type

Rank Player Score
1st Tom 3,000
1st Ash 3,000
3rd Gordon 2,900
4rd Piggy 2,500

Dense Rank
This type will assign duplicate ranks if scores are equal. Where duplicate ranks exist, the next
ranks are not skipped. You can read more about this ranking method here.

Example Using Dense Rank Type

Rank Player Score
1st Tom 3,000
1st Ash 3,000
2nd Gordon 2,900
3rd Piggy 2,500

Row Number
This assigns a unique rank for each score. You can read more about this ranking method here.

Example Using Row Number Type

Rank Player Score
1st Tom 3,000
2nd Ash 3,000
3rd Gordon 2,900
4th Piggy 2,500
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SCORE ADJUSTMENT
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/score-adjustment

Leaderboard Score Adjustment
If you enabled score adjustments on your leaderboard, then the adjust score API end point will
be enabled for your leaderboard.

Adjusting scores is a useful function for scores that can be cumulatively added to for the lifetime
of the player across all the players sessions.
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SCORE FORMATTING
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/score-formatting

All scores are submitted as int64's. There are three types of score formats:

Numeric

Time

Currency

Each score format has formatting options allowing you to customise how the formatted score is
returned in the responses.

Numeric Score Format

Currency Symbol

Appended in front of the score value, maximum length of 3 characters. With this value set to
£, a score of 12 will render as "£12".

Suffix

Appended to the end of scores, maximum length of 32 characters. With this value set to
Grog Tokens, a score of 12 will render as "12 Grog Tokens".

Subunits

The number of subunits this currency has. Most currencies have 100 subunits. Setting this
to 100 and rendering a score of 500 will show as 5.00 - setting this to 0 and rendering a
score of 500 will show as 500

Hide Subunits if Zero

If set, a score of $10.00 will render as $10

Hide thousands separator

If set, a score of $1,000,000 will render as $1000000/dd]

Time Score Format
The submitted score value is treated as milliseconds.
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Friendly Mode

Renders a time of 1:30:29 as "1 hour, 30 minutes & 29 seconds".
If enabled, all other time score format options are disabled.

Score Accuracy

The accuracy to render times to. If scores never reach over 60 minutes, you can set this
value to minutes.

Time Part Separator

The symbol between parts of a time. Defaults to : - 1:02:32

Hide Milliseconds

Set if millisecond accuracy is not required to be rendered on scores.

Currency Score Format
The submitted score value is treated as the smallest unit of the currency. For example, if you
show your scores as USD a submitted score of 123 would represent $1.23, or 123 cents.

Currency Symbol

Appended in front of the score value, maximum length of 3 characters. With this value set to
£, a score of 12 will render as "£12".

Suffix

Appended to the end of scores, maximum length of 32 characters. With this value set to
Grog Tokens, a score of 12 will render as "12 Grog Tokens".

Subunits

The number of subunits this currency has. Most currencies have 100 subunits. Setting this
to 100 and rendering a score of 500 will show as 5.00 - setting this to 0 and rendering a
score of 500 will show as 500

Hide Subunits if Zero

If set, a score of $10.00 will render as $10

Hide Thousands Separator

If set, a score of $1,000,000 will render as $1000000
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Custom Format
You do not need to use these score formatters. If building your own solution the score object
always returns the raw score value which you can manipulate to display however you wish.
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SCORE HISTORY
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/score-history

Enabling score history for your leaderboard tracks the players score and rank for up to 365 days.

Enabling score history allows you to compare the rank and best score of a player over time.
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SCORE ORDERING
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/score-ordering

Leaderboard Score Ordering
This simply describes how scores in a leaderboard are ordered. There are only two ways to order
scores, bigger is better and smaller is better.

If you have a racing game where the fastest lap times are better, you would want to set the
leaderboard score order to smaller is better.
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LEADERBOARD SCORE REJECTION
SETTINGS

View online: https://www.construct.net/en/game-services/manuals/game-
services/leaderboards/settings/score-rejection

Leaderboard Score Rejection Settings

Reject Scores Under

All scores that are posted that are under this score will be rejected by the leaderboard. This
value is optional.

Reject Scores Over

All scores that are posted that are over this score will be rejected by the leaderboard. This
value is optional.

Score Rejection Mode

If set to Shadow Ban , players who submit scores that fall outside the permitted range will
automatically be shadow banned. Quiet fail  will cause the submitted score to appear as if
it was accepted by the leaderboard, but it will not be inserted into the leaderboard. Noisy

Fail  will throw an error message if the score it outside the permitted range.

Reject Scores On Adjustment

If set, when scores are adjusted if the updated score falls outside of the acceptable range
the score will then be rejected using the set rejection mode.
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LEADERBOARD SECURITY
SETTINGS

View online: https://www.construct.net/en/game-services/manuals/game-
services/leaderboards/settings/security-settings

Leaderboard Security Settings

Require API Key For All POST Requests

Should all leaderboard POST requests require an API key. If this is enabled, all POST requests
that don't send an API key will fail.

Require API Key For All GET Requests

Should all leaderboard GET requests require an API key. If this is enabled, all GET requests
that don't send an API key will fail.

This setting is for advanced users only and you should only enable this setting if you're fully
implementing the leaderboard service on your own custom back end.
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LEADERBOARD TEAM SETTINGS
View online: https://www.construct.net/en/game-services/manuals/game-

services/leaderboards/settings/teams

Leaderboard Team Settings

Allow Teams

Enable or disable team functionality on this leaderboard.

Team Ranking Mode

If teams are enabled, teams will be ranked by this method. Total scores  ranks teams with
the most scores submitted highest. Average score  ranks team with the highest average
score highest. Top score  ranks teams by the player in the team with the highest score.
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SCORE TIERS
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/tiers

Leaderboard Tiers
Leaderboard tiers are an optional feature for leaderboards that allow you to group players. It is
not currently possible to modify tiers through the API, it must be done through your account on
Construct.net.

An example use case would be to have a Diamond Tier  for the top 5% of scores, a Gold Tier

for the top 15% of scores etc.

If a score belongs to a tier, it will be returned in some API objects such as the score object.

Creating a Tier

id Required

The unique ID for this tier. This should not be displayed to players but is returned in API
responses.

name Required

A name of the tier which is displayed to players.

condition Required

The condition to specify if players belong into this tier or not.

Tier Conditions
Tiers can have one condition to specify if a score belongs in that particular tier:

Rank is exactly equal to

Matches if the players rank exactly equals the specified value.

Rank is in top N scores

If a value of 100 is provided, matches if the scores rank is <= 100

Rank is in top N% of scores

If 25 is provided, matches if the scores rank is in the top 25% of scores on the leaderboard.
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Matching Scores to Tiers
When you have multiple tiers a score is iterated through all tiers and returns the tier with the first
matching condition.

Rank exactly equal to  conditions are tested first, then Rank is in top N scores  are tested
and finally Rank is in top N% of scores  are tested.
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LEADERBOARD TEAMS
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/teams

Leaderboard Teams
Leaderboard teams are an optional feature for leaderboards that allow you to assign players into
teams. Teams have their own rank in your leaderboard by the ranking method specified in your
leaderboard settings.

Using the get leaderboard teams API end point you can get a paginated list of all teams by rank
order for your leaderboard.

You can create, rename and delete teams as well as assign players to teams, remove players
from teams and delete teams using the relevant API end points.
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DELETING A LEADERBOARD
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/delete-

leaderboard

Deleting a Leaderboard
Deleting leaderboards must be done through your Game Services account pages.

When leaderboards are deleted, they are placed into a deletion queue and the deletion will
progress in stages. It is only possible to cancel a deletion if the deletion has not yet started.
Once deletion has started, it will not be possible to cancel the deletion.
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EXPANDED TEAM OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/expanded-team

Example Expanded Team

{

  "teamID": "f12e893c-706c-419c-ac3e-cb7b28b764d2",

  "name": "Red Team",

  "players": 1315,

  "formattedPlayers": "1,315",

  "dateCreated": "2026-06-01T11:42:38.4663345Z",

  "scores": 902,

  "formattedScores": "902",

  "totalScoreValues": 35389191,

  "averageScore": 39234,

  "formattedAverageScore": "39,234",

  "bestScore": 89441,

  "formattedBestScore": "89,441",

  "rank": 3,

  "ordinal": "rd",

  "formattedRank": "3rd"

}

Object Properties

teamID guid

A unique ID for this team.

name string

The name of this team. Names cannot exceed 64 characters in length.

players int16

The number of players assigned in this team.

formattedPlayers string

The number of players assigned to this team rendered using the requested locale, formatted
to the specified requested culture.
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dateCreated datetime

The date the team was created.

scores int32

The number of scores posted in this team.

formattedScores string

The number of scores posted in this team rendered using the requested locale, formatted to
the specified requested culture.

totalScoreValues decimal

The sum value of all scores posted in this team.

averageScore int64?

The average of all the scores posted in this team.

formattedAverageScore string

The average of all the scores posted in this team formatted under the score format
specifications for this leaderboard, rendered using the requested locale, formatted to the
specified requested culture.

bestScore int64?

The best score posted in this team.

formattedBestScore string

The best score posted in this team formatted under the score format specifications for this
leaderboard, rendered using the requested locale, formatted to the specified requested
culture.

rank int32?

The rank of this team compared to other teams in this game.

ordinal string

The ordinal for the rank of this team (EG: st, nd or rd would be ordinals for 1st 2nd or 3rd).

formattedRank string
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The rank of this score rendered using the requested locale, formatted to the specified
requested culture.
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LEARDBOARD STATUS OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/leaderboard

The Leaderboard Status Object
When you post or adjust a score, the returned leaderboard status object will give context that
may be useful to show to the end user.

Example Leaderboard Status

{

  "countryScores": 108212,

  "formattedCountryScores": "108,212",

  "formattedGlobalScores": "3,408,212",

  "globalScores": 3408212

}

Object Properties

countryScores int32

The total number of scores in the leaderboard with the same country ID. This property will
not be shown if country scores are disabled in the leaderboard settings.

formattedCountryScores string

The total number of scores in the leaderboard with the same country ID rendered using the
requested locale. This property will not be shown if country scores are disabled in the
leaderboard settings, formatted to the specified requested culture.

formattedGlobalScores string

The total number of scores in the leaderboard rendered using the requested locale,
formatted to the specified requested culture.

globalScores int32

The total number of scores in the leaderboard.
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SCORE OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/score

Example Score

{

  "scoreID": "cfe3e2d6-b926-4499-80ec-5bf56c6f6035",

  "rank": 1611,

  "ordinal": "th",

  "formattedRank": "1,611th",

  "formattedScore": "78,563,114",

  "score": 78563114,

  "country": "GB",

  "date": "2026-06-01T11:42:38.5979698Z",

  "formattedDate": "rClyI",

  "updates": 0,

  "countryRank": 477,

  "countryOrdinal": "th",

  "formattedCountryRank": "477th",

  "player": { ... },

  "teamID": "f8799aec-c9a0-4e6d-8a66-08f090668d2a",

  "teamName": "Red Team",

  "scoreHistory": { ... },

  "tier": {

    "id": "gold-players",

    "name": "Gold Players",

    "originalLanguage": null,

    "responseLanguage": null

  },

  "optionalValue1": 543,

  "optionalValue2": null,

  "optionalValue3": null

}

Object Properties

scoreID guid

A unique ID for this score.

rank int32?
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The global rank of this score

ordinal string

The ordinal for the global rank of this score.

formattedRank string

The global rank of this score rendered using the requested locale, formatted to the specified
requested culture.

formattedScore string

The score formatted under the score format specifications for this leaderboard, rendered
using the requested locale, formatted to the specified requested culture.

score int64

The scores value.

country string

The ISO 3166-1 alpha-2 country code of the IP address that originally posted the score. Will
return as NULL if the country could not be ascertained.

date datetime

The date this score was originally posted.

formattedDate string

The date this score was originally posted formatted to the requested culture, formatted to
the specified requested culture.

updates int16

How many times this score has been adjusted.

countryRank int32?

The country rank of this score. This property will not be shown if country scores are disabled
in the leaderboard settings.

countryOrdinal string
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The ordinal for the global country rank of this score. This property will not be shown if
country scores are disabled in the leaderboard settings.

formattedCountryRank string

The global country rank of this score rendered using the requested locale. This property will
not be shown if country scores are disabled in the leaderboard settings, formatted to the
specified requested culture.

player Player

The player this score belongs to.

teamID guid?

The unique ID of the team this player belongs to if they have been assigned to a team.

teamName string

The name of the team this player belongs to if they have been assigned to a team. This
property will not show if they are not assigned on a team.

scoreHistory ScoreHistory

If your get score request supports rank comparison and the compareRanks parameter is
specified, a score history object for this score is returned. If there is no relevant history
record for the specified time period, this property will not exist for this specific score in the
response.

tier Tier

If tiers are setup on your leaderboard, the tier this score belongs to will be shown here.

optionalValue1 int16?

Optional values stored with the score record. They can be used to track information about a
score, for example in a racing game you may wish to store how many secret coins they
managed to collect.

optionalValue2 int16?

A second slot for an optional value.

optionalValue3 int16?

A third slot for an optional value.
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SCORE HISTORY OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/score-history

The Score History Object
When you retrieve the history for a score, it returns an array of score history objects. These are
very similar to the score object, but contain slightly less information.

Score history objects represent a snapshot in time of the scores rankings and score value.

Example Score History

{

  "date": "2026-06-01T11:42:38.6292005Z",

  "score": 20110,

  "formattedScore": "20,110",

  "rank": 1770,

  "ordinal": "th",

  "formattedRank": "1,770th",

  "countryRank": 673,

  "countryOrdinal": "rd",

  "formattedCountryRank": "673rd"

}

Object Properties

date datetime

The date this score history object represents.

score int64

The score value at this date.

formattedScore string

The score formatted under the score format specifications for this leaderboard, rendered
using the requested locale, formatted to the specified requested culture.

rank int32

The global rank of this score at this date.
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ordinal string

The ordinal for the global rank of this score.

formattedRank string

The global rank of this score rendered using the requested locale, formatted to the specified
requested culture.

countryRank int32

The country rank of this score at this date. This property will not be shown if country scores
are disabled in the leaderboard settings.

countryOrdinal string

The ordinal for the global country rank of this score. This property will not be shown if
country scores are disabled in the leaderboard settings.

formattedCountryRank string

The country rank of this score rendered using the requested locale. This property will not be
shown if country scores are disabled in the leaderboard settings, formatted to the specified
requested culture.
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IP SHADOW BAN OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-objects/ip-

shadow-ban

Example Shadow Banned IP

{

  "country": "GB",

  "dateBanned": "2026-06-01T11:42:38.4928561Z",

  "ipHash": 2181339444

}

Object Properties

country string

If the country of the underlying IP is known, the ISO 3166-1 alpha-2 country code for the IP
will be shown in this property.

dateBanned datetime

The date the ban was created.

ipHash int32

The hashed IP address of the IP that is shadow banned.
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PLAYER SHADOW BAN OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/player-shadow-ban

Example Shadow Banned Player

{

  "dateBanned": "2026-06-01T11:42:38.5093775Z",

  "player": { ... }

}

Object Properties

dateBanned datetime

The date the ban was created.

player Player

The player that is shadow banned.
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TEAM OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/team

Example Team

{

  "teamID": "d1aa3561-a7b9-4a8f-ae8e-4983ee98010c",

  "name": "Red Team"

}

Object Properties

teamID guid

A unique ID for this team.

name string

The name of this team. Names cannot exceed 64 characters in length.
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TEAM PLAYER OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/team-player

Example Team Player

{

  "currentScore": 11,

  "formattedScore": "GJPUu",

  "player": { ... }

}

Object Properties

currentScore int64?

This players current best score.

formattedScore string

This players current best score formatted to the formatting culture, formatted to the
specified requested culture.

player Player

The player object.
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TIER OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

objects/tier

The Tier Object
You can setup Tiers for your leaderboard in your Construct Game Services account. Tiers are a
way of grouping players into categories based on their performance in the leaderboard. For
example you might have a "Gold" tier for your top players, a "Silver" tier for your mid level players
and a "Bronze" tier for your lower level players.

When you retrieve scores from a leaderboard, each score will contain a tier object if the
leaderboard has tiers setup and the player has been placed into a tier based on their score.

Example Tier

{

  "id": "gold-players",

  "name": "Gold Tier Players",

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  }

}

Object Properties

id string

A unique ID for this tier.

name string

The name of the tier that can be shown to players.

originalLanguage Language

The language the tier name was written in.
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responseLanguage Language

The language the tier name is returned in - this will differ from original language if the
request asks for content to be returned in a different language and the plan supports
translations.
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DELETE LEADERBOARD
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/leaderboard/delete-leaderboard

Overview
Deletes a leaderboard and all the data contained within it.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/deleteleaderboard.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're deleting scores on.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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ADJUST A SCORE
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/adjust-score

Overview
Adjusts the score value of an existing score in the leaderboard. You can pass a positive value to
increase the value of the score, or a negative value to decrease it. A leaderboard must permit
score adjustments in it's settings otherwise calls to adjust scores will fail.

Adjusting a score will not update the date of the score, but will increment it's updates counter.

Adjusting Score with Session Authentication

If you're calling this end point with a players session key to authenticate the request, if you do
not pass in the scoreID  parameter, the players best score will be adjusted.

Adjusting Score with Secret API Key Authentication

If you're calling this end point with a secret API key, then you need to pass in either a scoreID

parameter or a playerID  parameter which would adjust this players current best score.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/adjustscore.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.
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Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're adjusting a score on.

scoreID guid Sometimes required

The ID of the score you're adjusting.

playerID guid Sometimes required

The ID of the player to adjust the score for. This parameter is only supported for requests
using a secret key. If there are multiple scores for the passed player ID then this players best
score will be adjusted.

adjustment int64 Required

The amount you wish to adjust the existing score by. Pass a negative value to decrease the
score, or a positive value to increase the score. The updated value must be no less than
-9223372036854775808  and no more than 9223372036854775807  otherwise an error will be

returned.

hash string Sometimes required

If you are authenticating this request with a players session key, then a hash for the adjust
score request must be provided. This makes it harder for players to submit fake scores or
modify posted values in-flight.

A hash is generated as the SHA256 of a string of values in the request:

var key = (leaderboardID + "." + adjustment + "." + unixTimestamp).Normalize();

return SHA256(key);

timestamp int64 Required

The unix timestamp of the date this request was sent. (seconds since January 1st 1970,
UTC). Adding historic scores or scores for future dates is not supported.

opt1 int16
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The amount to adjust optional value 1 by. Omit this parameter to not change the existing
value. The maximum value of an optional value is 32767  and the minimum value is -32768 .
If the adjustment results in a value out of these bounds, the score won't be adjusted and an
error will be returned.

opt2 int16

The amount to adjust optional value 2 by. Omit this parameter to not change the existing
value. The maximum value of an optional value is 32767  and the minimum value is -32768 .
If the adjustment results in a value out of these bounds, the score won't be adjusted and an
error will be returned.

opt3 int16

The amount to adjust optional value 3 by. Omit this parameter to not change the existing
value. The maximum value of an optional value is 32767  and the minimum value is -32768 .
If the adjustment results in a value out of these bounds, the score won't be adjusted and an
error will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "personalBest": false,

  "score": { ... },

  "leaderboard": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

personalBest bool

Is this a personal best for the player who posted the score?
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score Score

The score object for the new score.

leaderboard LeaderboardStatus

The status of the leaderboard after this score has been posted.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE SCORES
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/delete-scores

Overview
Deletes a score either by specific score ID, or batch deletes scores for a specific player ID.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/deletescores.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're deleting scores on.

scoreID guid Sometimes required

The ID of the score you're deleting. You must specify this or playerID .

playerID guid Sometimes required

The ID of the player to delete scores for. Will delete up to 10000  of this players scores on
each call, with the mightHaveMore  response parameter indicating if they have more scores.
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Scores are deleted in no particular order. You must specify this or scoreID .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "mightHaveMore": false,

  "scoresDeleted": 21,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

mightHaveMore bool

If the scores deleted is the maximum allowed to be deleted in one request, this value will
show as true indicating that there may be more scores to delete in this request.

scoresDeleted int32

The number of scores deleted. This can range from 0 to 10000. No more than 10000 scores
can be deleted in any one request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties
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success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET NEWEST SCORES
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/get-newest-scores

Overview
Return paginated results of newest scores for a leaderboard.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getnewestscores.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching the newest scores for.

country string

Optionally provide an ISO 3166-1 Alpha-2  country code you wish to filter results by.

requesterIP string

If using secret key authentication, you can pass an IP address here to return results as if this
IP address made the request. This is useful when building your own implementation and
ensuring shadow banned scores are properly hidden/shown to the end user.

requesterPlayerID guid
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If using secret key authentication, you can pass a player ID here to return results as if this
player made the request. This is useful when building your own implementation and ensuring
shadow banned scores are properly hidden/shown to the end user.

perPage int32

How many scores you wish to return on each page of results. Cannot be less than 1  or
more than 500 . Default value is 20 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "scores": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

A pagination object helpful for navigating other pages of results.

scores Array<Score>

The list of score objects returned from the request.
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formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET PLAYER SCORES
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/get-player-scores

Overview
Given a player ID, return all this players scores in the leaderboard, best first. Where a leaderboard
only supports 1 score per player ID, only one result can ever be returned.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getplayerscores.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching the scores for.

playerID guid Required

The ID of the player you're fetching scores for.

perPage int32

How many scores you wish to return on each page of results. Cannot be less than 1  or
more than 500 . Default value is 20 .

page int32
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The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "scores": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

A pagination object helpful for navigating other pages of results.

scores Array<Score>

The list of score objects returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.
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{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 314 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


GET SCORE
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/get-score

Overview
Given a score ID, return the corresponding score object.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getscore.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching a score from.

scoreID guid Required

The ID of the leaderboard you're fetching the scores for.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "score": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

score Score

The score object for the new score.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.
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shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET SCORE HISTORY
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/get-score-history

Overview
Given a player ID or a score record ID, return the daily history of this score for the last 730 days.
This is only supported on leaderboards where one score per player identifier is set, and score
history tracking is an enabled feature.

If the rankings and score value do not change day to day then no history record will exist -
there will be a gap in the records.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getscorehistory.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching the score history for.

playerID guid Sometimes required

The player ID to query. You must specify this or scoreID .

scoreID guid Sometimes required
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The unique record ID of the score to query. You must specify this or playerID .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "scoreID": "f756bc21-c53b-45c6-b112-58a649e5f724",

  "player": { ... },

  "scoreHistory": [

    { ... },

    { ... }

  ],

  "country": "gb",

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

scoreID guid

The ID of the score the history is being returned on.

player Player

The player this score belongs to.

scoreHistory Array<ScoreHistory>

The list of score history records for this score.

country string

If country ranks are enabled on the leaderboard, the detected country this score originates
from.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.
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Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 320 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


GET SCORE NEIGHBOURS
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/get-score-neighbours

Overview
Given a player ID or a score record ID, get the surrounding scores in the leaderboard.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getscoreneighbours.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching the scores for.

playerID guid Sometimes required

The player ID to query. You must specify this or scoreID .

scoreID guid Sometimes required

The ID of the score to query. You must specify this or playerID .

range int16

How many scores to return on either side of the queried score. If no value is specified, or an
invalid value is specified this defaults to 5  which will return up to 11 scores (the queried
score, plus up to 5 scores on each side). The maximum value allowed is 50 .

Game Services Official Manual

Page 321 of 440

https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-points/scores/get-score-neighbours
https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-points/scores/get-score-neighbours
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/en/game-services/account
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1


compareRanks int16

Optionally specify this value for leaderboards that support score history tracking. This value
represents how many days ago you wish to compare returned scores in this query to. For
example, if 10 is specified then the relevant score history object will be returned in the score
object representing what this score was 10 days ago.

requesterIP string

If using secret key authentication, you can pass an IP address here to return results as if this
IP address made the request. This is useful when building your own implementation and
ensuring shadow banned scores are properly hidden/shown to the end user.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "scores": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

scores Array<Score>

The list of score objects returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.
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Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET SCORES
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/get-scores

Overview
Return paginated results of scores. Various filters are supported allowing you to:

Return the all time scores for a leaderboard

Return country specific all time scores for a leaderboard

Return daily, weekly, monthly or yearly scores for a leaderboard for all countries or specific
countries

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getscores.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching scores from.

country string

Optionally provide an ISO 3166-1 Alpha-2  country code you wish to filter results by.

compareRanks int16

Optionally specify this value for leaderboards that support score history tracking. This value
represents how many days ago you wish to compare returned scores in this query to. For
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example, if 10 is specified then the relevant score history object will be returned in the score
object representing what this score was 10 days ago.

range string

Can be either All , Daily , Weekly , Monthly  or Yearly . If specified, will filter the results
by this time period. Weekly leaderboards run Monday to Sunday.

rangeOffset int16

If range is specified, you can offset the returned results by this amount. For example, a range
of Daily  with an offset of 1  will return yesterdays daily leaderboard. A range of Monthly
with a range of 5  will return the monthly leaderboard from 5 months ago.

requesterIP string

If using secret key authentication, you can pass an IP address here to return results as if this
IP address made the request. This is useful when building your own implementation and
ensuring shadow banned scores are properly hidden/shown to the end user.

requesterPlayerID guid

If using secret key authentication, you can pass a player ID here to return results as if this
player made the request. This is useful when building your own implementation and ensuring
shadow banned scores are properly hidden/shown to the end user.

perPage int32

How many scores you wish to return on each page of results. Cannot be less than 1  or
more than 500 . Default value is 20 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "pagination": { ... },

  "scores": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

A pagination object helpful for navigating other pages of results.

scores Array<Score>

The list of score objects returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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POST A SCORE
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/scores/post-score

Overview
Records a new score into a leaderboard.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/postscore.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required
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The ID of the leaderboard you're posting a score to.

hash string Sometimes required

If you are authenticating this request with a players session key, then a hash for the post
score request must be provided. This makes it harder for players to submit fake scores or
modify posted score values in-flight.

A hash is generated as the SHA256 of a string of values in the request:

var key = (leaderboardID + "." + score + "." + unixTimestamp).Normalize();

return SHA256(key);

requesterIP string Sometimes required

If you are authenticating this request with a secret key, this value is required and represents
the IP address of the client the score belongs to.

score int64 Required

The score you're posting. The maximum value of a score is 9223372036854775807  and the
minimum value is -9223372036854775808 .

timestamp int64 Required

The unix timestamp of the date this request was sent. (seconds since January 1st 1970,
UTC). Adding historic scores or scores for future dates is not supported.

opt1 int16

An optional value to store with this score record. The maximum value of an optional value is
32767  and the minimum value is -32768 .

opt2 int16

An optional value to store with this score record. The maximum value of an optional value is
32767  and the minimum value is -32768 .

opt3 int16

An optional value to store with this score record. The maximum value of an optional value is
32767  and the minimum value is -32768 .

culture string Optional
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Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "personalBest": false,

  "score": { ... },

  "leaderboard": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

personalBest bool

Is this a personal best for the player who posted the score?

score Score

The score object for the new score.

leaderboard LeaderboardStatus

The status of the leaderboard after this score has been posted.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-
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  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SHADOW-BAN A PLAYER OR IP
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/shadow-bans/create-shadow-ban

Overview
You can shadow ban IP addresses and player identifiers from your leaderboards. This will still
show their posted scores to the affected player identifiers and IP addresses, but will be hidden
from view for everyone else viewing your leaderboard.

IP addresses are never stored in their raw format in our database, see our privacy page for more
information.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/createshadowban.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're creating the shadow ban for.

playerID guid Sometimes required
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The player ID to shadow ban from this leaderboard. You must specify this, scoreID ,
ipAddress  or ipHash .

scoreID guid Sometimes required

The score ID to shadow ban from this leaderboard. Providing this will shadow ban the player
+ IP address associated with this score record. You must specify this, playerID , ipAddress

or ipHash .

ipAddress string Sometimes required

The IP address to shadow ban from this leaderboard. You must specify this, playerID ,
scoreID  or ipHash .

ipHash int32 Sometimes required

The IP hash to shadow ban from this leaderboard. You must specify this, playerID ,
scoreID  or ipAddress .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,
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  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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REMOVE A SHADOW BAN FROM
PLAYER OR IP

View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-
points/shadow-bans/delete-shadow-ban

Overview
Remove an existing shadow ban from a leaderboard. Shadow bans can be on player ID's or IP
addresses.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/deleteshadowban.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're removing the shadow ban from.

playerID guid Sometimes required

The player ID to remove the shadow ban from. You must specify this, scoreID , ipAddress

or ipHash .
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scoreID guid Sometimes required

The score ID to remove the shadow ban from. Providing this will remove the shadow ban for
the player + IP address associated with this score record. You must specify this, playerID ,
ipAddress  or ipHash .

ipAddress string Sometimes required

The IP address to remove the shadow ban from.. You must specify this, playerID , scoreID

or ipHash .

ipHash int32 Sometimes required

The IP hash to remove the shadow ban from.. You must specify this, playerID , scoreID  or
ipAddress .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}
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Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST IP SHADOW BANS
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/shadow-bans/list-ip-bans

Overview
Retrieve a list of all IP hashes that have been shadow banned.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/listipshadowbans.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching the shadow bans for.

perPage int32

How many bans you wish to return on each page of results. Cannot be less than 1  or more
than 500 . Default value is 20 .

page int32
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The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bans": [

    { ... },

    { ... }

  ],

  "pagination": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

bans Array<IPShadowBan>

The list of IP shadow bans returned in the request.

pagination Pagination

A pagination object helpful for navigating other pages of results.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.
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{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST PLAYER SHADOW BANS
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/shadow-bans/list-player-bans

Overview
Retrieve a list of all player identifiers that have been shadow banned.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/listplayershadowbans.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching the shadow bans for.

perPage int32

How many bans you wish to return on each page of results. Cannot be less than 1  or more
than 500 . Default value is 20 .

page int32
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The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bans": [

    { ... },

    { ... }

  ],

  "pagination": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

bans Array<PlayerIDShadowBan>

The list of player shadow bans returned in the request.

pagination Pagination

A pagination object helpful for navigating other pages of results.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.
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{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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ASSIGN A PLAYER TO A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/assign-player

Overview
Assign a player to a team.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/assignteamplayer.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard the team exists on.

teamID guid Required

The ID of the team you're adding a player to.

playerID guid Required

The ID of the player you're adding to the team.
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Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/create-team

Overview
Create a new team in a leaderboard.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/createteam.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're deleting scores on.

teamName string Required

The name of this team. Team names do not need to be unique, and cannot exceed
{Settings.Leaderboards.Teams.MaxTeamNameLength} characters in length.

culture string Optional
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Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "team": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

team ExpandedTeam

The team object returned in the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/delete-team

Overview
Delete a team from a leaderboard.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/deleteteam.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're deleting scores on.

teamID guid Required

The ID of the team you're deleting.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/get-team

Overview
Retrieve a single existing team.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/getteam.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching a team from.

teamID guid Required

The ID of the team you're fetching.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.
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Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "team": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

team ExpandedTeam

The team object returned in the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.
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helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 354 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


LIST PLAYERS ON A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/list-team-players

Overview
Returns all players currently registered on a team.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/listteamplayers.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching team players from.

teamID guid Required

The ID of the team you're fetching players from.

order string

Order method to return players in. Permitted values are PlayerName  or Score . Defaults to
PlayerName  if not specified.
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perPage int32

How many players you wish to return on each page of results. Cannot be less than 1  or
more than 50 . Default value is 10 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "players": [

    { ... },

    { ... }

  ],

  "team": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

A pagination object helpful for navigating other pages of results.

players Array<TeamPlayer>

The list of players returned in the request.

team ExpandedTeam
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The team object these players belong to.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST TEAMS
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/list-teams

Overview
Retrieve all teams, ordered by the highest rank.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/listteams.json

Authenticating The Request
No authentication is required for calling this end point.

secret string Optional

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're fetching teams from.

order string

How you wish the teams returned in this query to be ordered. Can be one of BestRanked ,
WorstRanked , NameAZ , NameZA , MostPlayers , LeastPlayers , Newest  or Oldest . The

default value if not specified is Newest .

perPage int32
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How many teams you wish to return on each page of results. Cannot be less than 1  or
more than 100 . Default value is 20 .

page int32

The page of results you are requesting. The first page is always 1 . If this value is not
specified the first page will be returned.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "pagination": { ... },

  "teams": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

pagination Pagination

A pagination object helpful for navigating other pages of results.

teams Array<ExpandedTeam>

The list of team objects returned from the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.
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Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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REMOVE A PLAYER FROM A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/remove-player

Overview
Remove a player from a team.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/deleteteamplayer.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard the team exists on.

teamID guid Required

The ID of the team you're removing a player from.

playerID guid Required

The ID of the player you're removing from the team.
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Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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UPDATE A TEAM
View online: https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-end-

points/teams/update-team

Overview
Update a team.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://leaderboards.construct.net/updateteam.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

leaderboardID guid Required

The ID of the leaderboard you're deleting scores on.

teamID guid Required

The ID of the team you're deleting.

teamName string Required

The new name of this team. Team names do not need to be unique, and cannot exceed 64
characters in length.
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culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "team": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

team ExpandedTeam

The team object returned in the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/leaderboards/api-

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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XP CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/concepts

What is the XP Service?
The XP service currently allows you to track players XP. XP is a simple number associated with a
player. XP cannot be below zero, and the maximum value is 9223372036854775806.

You can add or remove XP to a player at any time. It is also possible to define multiple XP ranks,
unlocked by the player when they reach that ranks XP target.

XP Bonuses
It is possible to setup bonus XP dates. For example, you can define a weekend where all XP
earnt is doubled (EG a double XP weekend). Bonuses are rounded up, for example if a player
earns 3 XP during a 1.5x bonus XP period, the 4.5 XP earnt will be rounded up to 5.

If there are multiple bonuses running concurrently, the bonuses are treated individually before
being added to the players account. For example, if there are two bonuses running at 2x and 10x,
and a player earns 5 XP, the amount of XP added to the players account is 60, calculated as
(5*2) + (10*2) .

XP Leaderboard
As soon as you interact with the XP service an XP leaderboard will be created in your CGS
account. This leaderboard is created in addition to any leaderboards your plan includes. Use of
this leaderboard is optional, but allows you to track players XP rank as well as the players XP
history.
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BONUS OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-objects/bonus-object

The XP Bonus Object
This object represents an bonus for a period of time. A bonus has a modifier (eg 1.5x) which
means that any XP earnt during the bonus period is multiplied by 1.5x.

Example Bonus

{

  "id": "7e5955b4-cd3c-43f5-a882-099243e047de",

  "startDate": "2026-06-01T11:42:38.8246319Z",

  "formattedStartDate": "czBIO",

  "endDate": "2026-06-01T11:42:38.8300029Z",

  "formattedEndDate": "czBIO",

  "title": "Double XP weekend!",

  "description": "This weekend only, earn 2x XP!  Let's go!",

  "modifier": 2,

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  }

}

Object Properties

id guid

A unique ID for this bonus.

startDate datetime

The date and time this bonus starts.

formattedStartDate string

The date and time this bonus starts formatted to the requested culture, formatted to the
specified requested culture.
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endDate datetime

The date and time this bonus ends.

formattedEndDate string

The date and time this bonus ends formatted to the requested culture, formatted to the
specified requested culture.

title string

The title of this bonus.

description string

The description of this bonus.

modifier decimal

The XP modifier for this bonus.

originalLanguage Language

The language this ranks properties are written in.

responseLanguage Language

The language this ranks properties are returned in - this will differ from original language if
the request asks for content to be returned in a different language and the plan supports
translations.
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RANK OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-objects/rank-object

The XP Rank Object
This object represents an XP rank. Ranks are achieved when the player reaches the required XP
level.

Example Rank

{

  "id": "7d0b902f-8dae-4173-8f61-434135689a9e",

  "atXP": 100000,

  "logos": [

    { ... },

    { ... }

  ],

  "formattedAtXP": "20,674",

  "title": "Four Star General",

  "description": "The most accomplished of all generals.",

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  }

}

Object Properties

id guid

A unique ID for this rank.

atXP int64

The amount of XP required to reach this rank.

logos Array<Picture>
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If this rank has a logo, a list of picture objects. Each picture object is the same logo, but
provided in different sizes. Sizes available are based on widths, and the widths 16, 32, 64,

96, 128, 256, 512  will be shown here along with the original logo size if it doesn't match a
width in this list. Some sizes may not show if the width is less than the original logo width.

formattedAtXP string

The amount of XP required to reach this rank formatted to the requested formatting culture,
formatted to the specified requested culture.

title string

The title of this rank.

description string

The description of this rank.

originalLanguage Language

The language this ranks properties are written in.

responseLanguage Language

The language this ranks properties are returned in - this will differ from original language if
the request asks for content to be returned in a different language and the plan supports
translations.
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CREATE A BONUS
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/bonuses/create-bonus

Overview
This end point allows you to create a new XP bonus period.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/createbonus.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

start int64 Required

The datetime the bonus will start as a unix time stamp (seconds since Jan 01 1970).

end int64 Required

The datetime the bonus will end as a unix time stamp (seconds since Jan 01 1970).

modifier string Required

The bonus multiplier. Must be a value between 1.1  and 100
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title string

A title for the bonus which may be shown to the end users.

description string

A description for the bonus which may be shown to the end users.

language string

Provide this parameter to set the language that the title and description are written in.
Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID ,
IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI ,
ZH . If not specified, your games default language will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bonus": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

bonus XPBonus

An XP bonus object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
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Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A BONUS
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/bonuses/delete-bonus

Overview
This end point allows you to delete an existing XP bonus. This action cannot be reversed.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/deletebonus.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bonusID guid Required

The ID of the bonus you want to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET BONUS
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/bonuses/get-bonus

Overview
Returns a XP Bonus by it's ID.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/getbonus.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bonusID guid Required

The ID of the bonus you're retrieving.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "ranks": [

    { ... },
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    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

ranks Array<XPRank>

All ranks ordered in ascending order by XP requirement.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET ACTIVE BONUSES
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/bonuses/list-active

Overview
This end point allows you to list all currently active XP bonuses.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/listactivebonuses.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bonuses": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Game Services Official Manual

Page 380 of 440

https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points/bonuses/list-active
https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points/bonuses/list-active
https://www.construct.net/game-services/manuals/game-services/xp/api-objects/bonus-object
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1
https://www.construct.net/en/game-services/account
https://www.construct.net/game-services/manuals/game-services/culture


Response Properties

success bool

If the request was successfull or not.

bonuses Array<XPBonus>

All bonuses returned in the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST BONUSES
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/bonuses/list-bonuses

Overview
This end point allows you to list XP bonuses that run or have run between the specified dates.
Returned bonuses are ordered by soonest first. You cannot search periods longer than 366

days, or periods further than 5  years ahead of time..

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/listbonuses.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

end int64 Required

The end date and time bonuses to search until as a unix time stamp (seconds since Jan 01
1970).

start int64

The start date and time bonuses to search from as a unix time stamp (seconds since Jan 01
1970). If not specified, the requests date and time will be used.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.
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Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bonuses": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

bonuses Array<XPBonus>

All bonuses returned in the request.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string
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g g

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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EDIT A BONUS
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/bonuses/update-bonus

Overview
This end point allows you to edit an existing XP bonus period. Only specify the properties in the
request you wish to update.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/editbonus.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

bonusID guid Required

The ID of the bonus you're updating.

start int64

The datetime the bonus will start as a unix time stamp (seconds since Jan 01 1970).

end int64

The datetime the bonus will end as a unix time stamp (seconds since Jan 01 1970).
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modifier string

The bonus multiplier. Must be a value between 1.1  and 100

title string

A title for the bonus which may be shown to the end users.

description string

A description for the bonus which may be shown to the end users.

language string

Provide this parameter to set the language that the title and description are written in.
Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID ,
IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI ,
ZH .

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "bonus": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

bonus XPBonus

An XP bonus object.

formattingCulture string
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If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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CREATE A RANK
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/ranks/create-rank

Overview
This end point allows you to create a new XP rank.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/createrank.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

xp int64 Required

The XP level required to achieve this rank.

title string Required

A title for the rank, for example 'General'.

description string

A description for the rank.
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language string

Provide this parameter to set the language that the title and description are written in.
Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID ,
IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI ,
ZH . If not specified, your games default language will be used.

logo string

If uploading a logo for this rank, the base64 encoded logo picture data. If specified, you can't
specify logoURL  or logoData .

logoURL url (string)

If setting a logo for this rank, the absolute URL of the logo. If specified, you can't specify
logo  or logoData .

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

logoData multipart/form-data

If setting a logo for this rank, the binary data for the logo. If specified, you can't specify logo

or logoURL .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "rank": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool
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If the request was successfull or not.

rank XPRank

An XP rank object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE RANK LOGO
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/ranks/delete-logo

Overview
This end point allows you to delete the logo set for an XP rank. This action cannot be reversed.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/deleteranklogo.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

rankID guid Required

The ID of the rank you want to delete the logo for.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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DELETE A RANK
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/ranks/delete-rank

Overview
This end point allows you to delete an existing XP rank. This action cannot be reversed.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/deleterank.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

rankID guid Required

The ID of the rank you want to delete.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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LIST RANKS
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points/ranks/list-

ranks

Overview
Returns all ranks ordered by XP requirement ascending.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/listranks.json

Authenticating The Request
No authentication is required for this request type.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "ranks": [

    { ... },

    { ... }

  ],

  "formattingCulture": "en-us"

}
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Response Properties

success bool

If the request was successfull or not.

ranks Array<XPRank>

All ranks ordered in ascending order by XP requirement.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SET RANK LOGO
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/ranks/set-logo

Overview
This end point allows you to set a logo for an existing XP rank.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/setranklogo.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

rankID guid Required

The ID of the rank you want to set the logo for.

logo string

The base64 encoded logo picture data. You must specify this, logoURL  or logoData .

logoURL url (string)

The absolute URL of the logo. You must specify this, logo  or logoData .
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File Data
This request additionally supports the posting of files. These files should be sent as
multipart/form-data,  with the corresponding keys.

logoData multipart/form-data

The binary data for the logo. You must specify this, logo  or logoURL .

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.
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errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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EDIT A RANK
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/ranks/update-rank

Overview
This end point allows you to edit an existing XP rank. Only specify the properties in the request
you wish to update.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/editrank.json

Authenticating The Request
This end point is for secret key authenticated requests only. Signed in players cannot call this
end point.

secret string Required

Your games secret API key.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

rankID guid Required

The ID of the rank you're editing.

xp int64

The XP level required to achieve this rank.

title string

A title for the rank which may be shown to the end users.
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description string

A description for the rank which may be shown to the end users.

language string

Provide this parameter to set the language that the title and description are written in.
Permitted values are AR , BG , CS , DA , DE , EL , EN , ES , ET , FI , FR , HE , HU , ID ,
IT , JA , KO , LT , LV , NB , NL , PL , PT , RO , RU , SK , SL , SV , TH , TR , UK , VI ,
ZH .

culture string Optional

Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "rank": { ... },

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

rank XPRank

An XP rank object.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.
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{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.

Game Services Official Manual

Page 402 of 440

https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4


ADD XP
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points/xp/add-

xp

Overview
This end point allows you to add XP to a player. The XP awarded is automatically multiplied with
any active bonuses.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/addxp.json

Authenticating The Request
This end point can only be called with secret key authentication and specifying which player ID
you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

xp int64 Required

How much XP to add.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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GET XP
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points/xp/get-xp

Overview
Returns a players current XP, along with a rank if one exists.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/get.json

Authenticating The Request
This end point can be called by signed in players, or with secret key authentication.

Session Key Authentication

sessionKey string Required

The session key of the player you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

culture string Optional
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Optionally specify a supported culture code for rendering various properties. If not specified,
the culture code from your games default language will be used.

Success Response
Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "xp": 20674,

  "formattedXP": "20,674",

  "rank": { ... },

  "nextRank": { ... },

  "formattingCulture": "en-us",

  "leaderboardScoreID": 20674

}

Response Properties

success bool

If the request was successfull or not.

xp int64

This players current XP.

formattedXP string

This players current XP formatted to the requested formatting culture, formatted to the
specified requested culture.

rank XPRank

This players current XP rank if one exists.

nextRank XPRank

The next rank this player will unlock.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

leaderboardScoreID guid?

Game Services Official Manual

Page 407 of 440

https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link4
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/xp/api-objects/rank-object
https://www.construct.net/game-services/manuals/game-services/xp/api-objects/rank-object
https://www.construct.net/game-services/manuals/game-services/culture
https://www.construct.net/game-services/manuals/game-services/data-types#internalH1Link1


leaderboardScoreID guid?

This players current XP.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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REMOVE XP
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-

points/xp/remove-xp

Overview
This end point allows you to deduct XP from a player. The amount removed is not affected by
any currently active bonuses.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/removexp.json

Authenticating The Request
This end point can only be called with secret key authentication and specifying which player ID
you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

xp int64 Required

How much XP to remove.

Success Response
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Successful responses always return a HTTP 200  status code.

{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool
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Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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SET XP
View online: https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points/xp/set-xp

Overview
This end point allows you to set a players XP to an explicit amount.

Request URL
All parameters in the request must be sent as a POST  HTTP request. Make all requests to the
following URL:

https://xp.construct.net/setxp.json

Authenticating The Request
This end point can only be called with secret key authentication and specifying which player ID
you're making the request against.

Secret Key Authentication

secret string Required

Your games secret API key.

playerID guid Required

The player ID you wish to make this request against.

Request Parameters

gameID guid Required

The ID of the game you are making this request against. You can find the ID of your game in
your Construct Game Services (CGS) account.

xp int64 Required

The XP value to set.

Success Response
Successful responses always return a HTTP 200  status code.
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{

  "success": true,

  "formattingCulture": "en-us"

}

Response Properties

success bool

If the request was successfull or not.

formattingCulture string

If some return values are culture specific, this property indicates what culture the values
have been rendered as.

Failure Response
Unsuccessful responses always return HTTP 4xx  status codes.

{

  "success": false,

  "errorMessage": "Your request failed due to...",

  "helpURL": "https://www.construct.net/en/game-services/manuals/game-services/xp/api-end-points

  "shouldRetry": false

}

Response Properties

success bool

If the request was successfull or not.

errorMessage string

An error message with more detailed information on why the request failed.

helpURL url (string)

A link to documentation which should provide help with the error.

shouldRetry bool

Should the client wait a short period of time and retry the request. Usually this is false, but
returns true if the request failed due to rate limiting.
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TRANSLATION CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/translations/concepts

What is the Translation Service?
Various objects in the Construct Game Services can have translatable properties. For example,
broadcast messages have a title and text content that can be translated into multiple languages.
When a client makes a request for this content, you can send the requestedLanguage  property
with the request.

Your plan has a certain number of monthly translation characters that can be used. If you have
previously translated a translatable property into a specific language, this translation is saved
and does not consume any of your translation budget. If it has not yet been translated and you
have enough characters, a new translation will be generated and the result returned to the client.
If you do not have enough translation budget left in your plan, the original source language text
will be returned instead.

If you create translatable text and then later update the source text, all translations for this text
will be invalidated and new translations will be generated even if only one character has
changed. For this reason you should avoid edits if you want to preserve your translation budget.

Translation Target Languages
Currently the following language are supported as translation targets (languages that can be
translated to):

AR (Arabic)

BG (Bulgarian)

ZH-HANS (Chinese (simplified))

ZH-HANT (Chinese (traditional))

CS (Czech)

DA (Danish)

NL (Dutch)

EN-US (English (American))

EN-GB (English (British))

ET (Estonian)

FI (Finnish)

FR (French)

DE (German)

EL (Greek)

HE (Hebrew)

HU (Hungarian)

ID (Indonesian)
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IT (Italian)

JA (Japanese)

KO (Korean)

LV (Latvian)

LT (Lithuanian)

NB (Norwegian Bokmål)

PL (Polish)

PT-PT (Portuguese (all Portuguese variants excluding Brazilian Portuguese))

PT-BR (Portuguese (Brazilian))

RO (Romanian)

RU (Russian)

SK (Slovak)

SL (Slovenian)

ES (Spanish)

ES-419 (Spanish (Latin American))

SV (Swedish)

TH (Thai)

TR (Turkish)

UK (Ukrainian)

VI (Vietnamese)

Your plan may have restrictions on the total number of supported translation targets, see your
games translation settings for more information on this.

Translations Source
Translations are generated by DeepL which generates very high quality and accuracy
translations.
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TRIGGER CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/triggers/concepts

What is the Triggers Service?
The triggers service allows you to achieve interesting and unique actions without needing to
write any code or manage your own backend.

Have any suggestions for new trigger types or actions? Drop us an email, we'll do our best to
add them in if it's possible!

When defining a trigger, you define when the trigger should be checked. When the trigger is
checked, the trigger conditions are checked. If these conditions are met, then the triggers
actions are executed.

Triggers are only checked when the underlying request relates to player. Any actions run are then
run against this player.

Any actions run when a trigger is fired will not cause re-triggers. For example, if you have a
trigger that awards players XP, when this trigger is fired and the XP is awarded any triggers that
check for XP changes will not be checked. This is by design to prevent infitine loops.

There is sometimes a little nuance with certain whens and conditions, so it is recommended to
read the documentation on each when implementing them into your game.
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WHENS
View online: https://www.construct.net/en/game-services/manuals/game-services/triggers/when

Whens define when a trigger is checked. Some whens allow you to specify optional extra
conditions, for example Sign in allows you to optionally specify a specific sign in provider (for
example Discord). Below is a list of all currently supported whens:

Player

Email verification status changes

Triggers when a players email becomes verified, or they change their email address and it
becomes unverified.

Sign in

Triggers when a player signs in. If a player signs in and it causes an account to be created,
and triggers with Account created are first run, then Sign in is run.

Disconnect

Triggers when a player disconnects a login provider from their account. This can never fire
for username/password or email sign in methods.

Link

Triggers when a player links another login provider to their account. This can never fire for
the username/password or email sign in methods.

Delete avatar

Triggers when a player has an avatar, and they choose to delete it.

Set new avatar

Triggers when a player uploads a custom avatar. This is not triggered for default avatars
taken from login providers.

Change player name

Triggers when a players player name changes. The player name is the public facing name for
a player.
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Account created

Triggers immediately after a new account is created.

Email sent

Triggers when an email is sent to a plaer, for example a forgotten password or login email.

Achievements

Achievement awarded

Triggers when an achievement is awarded to a player. For progressive achievements, this is
not triggered unless the achievement is actually awarded. It's important to note that this
triggers actions will fire multiple times if the achievement is awarded more than once.

Achievement un-awarded

Triggers when an achievement is unawarded from a player. For progressive achievements,
this is not triggered unless the achievement is actually unawarded. It's important to note that
this triggers actions will fire multiple times if the achievement is unawarded more than once.

Leaderboards

Leaderboard score posted

Triggers when a new score is posted to a leaderboard.

Leaderboard score adjusted

Triggers when an adjustment to a score in a leaderboard is made.

XP

XP awarded

Triggers when XP is awarded to a player.

XP deducted

Triggers when XP is deducted from a player.

Promoted to rank

Triggers when XP is awarded to a player causing them to be promoted to a new XP rank.

Demoted to rank

Game Services Official Manual

Page 418 of 440



Triggers when XP is deducted from a player causing them to be demoted to a new XP rank.

Broadcasts

Read message

Triggers when a player reads a broadcast message.

Cast message rating

Triggers when a player casts a rating on a broadcast message for the first time. This will
trigger up to once per broadcast message.

Update message rating

Triggers when a player modifies an existing rating they've cast on a broadcast message.

CloudSaves

Create cloud save

Triggers when a player creates a new cloud save.

Delete cloud save

Triggers when a player deletes a cloud save.

Cast cloud save rating

Triggers when a player cast a rating on a cloud save for the first time. This will trigger up to
once per cloud save.

Update cloud save rating

Triggers when a player modifies an existing rating they've cast on a cloud save.
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CONDITIONS
View online: https://www.construct.net/en/game-services/manuals/game-services/triggers/conditions

Achievements

Has achievement achievement

Tests if this player has been awarded an achievement.This condition allows the operators: .

Doesn't have achievement achievement

Tests if this player hasn't been awarded an achievement.This condition allows the operators:
.

Game

Active user count integer

Tests against this games current active user count.This condition allows the operators: Is ,
Is not , Is greater than  and Is less than .

Any running XP bonuses bool

Tests if there are currently any XP bonuses running.This condition allows the operators: Is

and Is not .

Other

Date date

Tests the against the current date.This condition allows the operators: Is , Is not , Is

greater than  and Is less than .

Player

Email verification status bool

Tests if the players email address is verified or not.This condition allows the operators: Is

and Is not .

Consecutive days signed in integer
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Tests the current number of consecutive days this player has logged in for.This condition
allows the operators: Is , Is not , Is greater than  and Is less than .

Total successfull sign ins integer

Tests the all-time total number of sign ins this player has performed.This condition allows
the operators: Is , Is not , Is greater than  and Is less than .

Total connected sign in providers integer

Tests the total number of sign in providers this player currently has available.This condition
allows the operators: Is , Is not , Is greater than  and Is less than .

Total emails sent to player integer

Tests the all-time total number of emails despatched to this player.This condition allows the
operators: Is , Is not , Is greater than  and Is less than .

Total ratings cast integer

Tests the all-time total number of ratings this player has cast accross all objects.This
condition allows the operators: Is , Is not , Is greater than  and Is less than .

Total uploaded cloud saves integer

Tests the total number of cloud saves this player currently has. This is the sum of bucket
saves + private saves.This condition allows the operators: Is , Is not , Is greater than

and Is less than .

Total uploaded private saves integer

Tests the total number of private cloud saves this player currently has.This condition allows
the operators: Is , Is not , Is greater than  and Is less than .

Total uploaded bucket saves integer

Tests the total number of cloud saves this player currently has in buckets.This condition
allows the operators: Is , Is not , Is greater than  and Is less than .

Has sign in provider sign in provider

Tests if this player has a specified sign in provider currently available to their account.This
condition allows the operators: .

Doesn't have sign in provider sign in provider
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Tests if this player doesn't have a specified sign in provider available to their account.This
condition allows the operators: .

Player name string

Tests the players current player name.This condition allows the operators: Starts with ,
Doesn't start with , Ends with , Doesn't end with , Contains , Doesn't contain , Equals

and Doesn't equal .

XP integer

Tests the players current XP value.This condition allows the operators: Is , Is not , Is

greater than  and Is less than .

Average rating percent percentage

Tests against the player current average rating percentage. 0 means they always vote the
minimum, 100 means they always vote the maximum.This condition allows the operators:
Is , Is not , Is greater than  and Is less than .

Account age time period

Tests against the current age of this players account.This condition allows the operators: Is

greater than  and Is less than .

Total bucket cloud save storage used (bytes) integer

Tests against how much cloud save storage in bytes this player has currently consumed.
This is the sum of the players private storage + cloud saves in buckets.This condition allows
the operators: Is , Is not , Is greater than  and Is less than .

Total private cloud saves storage used (bytes) integer

Tests against how much private cloud save storage in bytes this player has currently
consumed.This condition allows the operators: Is , Is not , Is greater than  and Is less

than .

Total cloud saves storage used (bytes) integer

Tests against how much cloud save storage in buckets in bytes this player has currently
consumed.This condition allows the operators: Is , Is not , Is greater than  and Is less

than .

Special
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These conditions are only avavilable for some whens and allow you to test against available
when object properties.

Posted score value integer

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is , Is not , Is greater than  and Is

less than .

Amount of XP awarded integer

This condition is only available with the whens XP awarded . This condition allows the
operators: Is , Is not , Is greater than  and Is less than .

Amount of XP deducted integer

This condition is only available with the whens XP deducted . This condition allows the
operators: Is , Is not , Is greater than  and Is less than .

First sign in today bool

This condition is only available with the whens Sign in . This condition allows the operators:
Is  and Is not .

Has previously read message bool

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Is  and Is not .

Channel name string

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Starts with , Doesn't start

with , Ends with , Doesn't end with , Contains , Doesn't contain , Equals  and Doesn't

equal .

Channel name string

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Starts with , Doesn't start

with , Ends with , Doesn't end with , Contains , Doesn't contain , Equals  and Doesn't

equal .

Message title string
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This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Starts with , Doesn't start

with , Ends with , Doesn't end with , Contains , Doesn't contain , Equals  and Doesn't

equal .

Message text string

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Starts with , Doesn't start

with , Ends with , Doesn't end with , Contains , Doesn't contain , Equals  and Doesn't

equal .

Message reads integer

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Is , Is not , Is greater

than  and Is less than .

Message unique reads integer

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Is , Is not , Is greater

than  and Is less than .

Message published date

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Is , Is not , Is greater

than  and Is less than .

Channel total messages integer

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Is , Is not , Is greater

than  and Is less than .

Channel last broadcast date

This condition is only available with the whens Read message , Cast message rating  or
Update message rating . This condition allows the operators: Is , Is not , Is greater

than  and Is less than .

Cloud save ID string
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This condition is only available with the whens Create cloud save , Delete cloud save ,
Cast cloud save rating  or Update cloud save rating . This condition allows the operators:
Starts with , Doesn't start with , Ends with , Doesn't end with , Contains , Doesn't

contain , Equals  and Doesn't equal .

Cloud save key string

This condition is only available with the whens Create cloud save , Delete cloud save ,
Cast cloud save rating  or Update cloud save rating . This condition allows the operators:
Starts with , Doesn't start with , Ends with , Doesn't end with , Contains , Doesn't

contain , Equals  and Doesn't equal .

Cloud save name string

This condition is only available with the whens Create cloud save , Delete cloud save ,
Cast cloud save rating  or Update cloud save rating . This condition allows the operators:
Starts with , Doesn't start with , Ends with , Doesn't end with , Contains , Doesn't

contain , Equals  and Doesn't equal .

Cloud upload date date

This condition is only available with the whens Create cloud save , Delete cloud save ,
Cast cloud save rating  or Update cloud save rating . This condition allows the operators:
Is , Is not , Is greater than  and Is less than .

Cloud save size (bytes) integer

This condition is only available with the whens Create cloud save , Delete cloud save ,
Cast cloud save rating  or Update cloud save rating . This condition allows the operators:
Is , Is not , Is greater than  and Is less than .

Posted score personal best bool

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is  and Is not .

Posted score global rank % percentage

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is greater than  and Is less than .

Posted score global rank integer

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is , Is not , Is greater than  and Is
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less than .

Posted score country rank % percentage

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is greater than  and Is less than .

Posted score country rank integer

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is , Is not , Is greater than  and Is

less than .

Leaderboard total scores integer

This condition is only available with the whens Leaderboard score posted  or Leaderboard

score adjusted . This condition allows the operators: Is , Is not , Is greater than  and Is

less than .
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ACTIONS
View online: https://www.construct.net/en/game-services/manuals/game-services/triggers/actions

Actions

Award XP

Awards a specified amount of XP to the player.

Deduct XP

Deducts a specified amount of XP to the player.

Award Achievement

Awards or progresses an achievement for a player. For progressive achievements, a
progressive value must be specified.

Remove Achievement

Unawards or un-progresses an achievement for a player. For progressive achievements, a
progressive value to deduct must be specified.
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RATING CONCEPTS
View online: https://www.construct.net/en/game-services/manuals/game-services/ratings/concepts

Ratings
Various objects are allowed to be rated by players, such as cloud saves.

Objects usually have owners (for example a cloud save uploaded by Player1 is owned by
Player1). The owner of a rateable object cannot cast ratings on their own object.

Rating Values
Ratings cannot be negative, and a rating value of 0 is always permitted. The maximum possible
rating value is 255.

You can usually specify the maximum permitted rating value permitted for objects. For
dimensionless ratings this is usually specified on the relevant CGS account settings page. For
rating dimensions, you can specify the maximum permitted rating value for each dimension.

If you want a rating to be a simple yes/no (for example "Would you recommend this?") you would
specify the maximum rating value as 0.

Basic Ratings (Dimensionless)
All rateable objects have a basic rating, also known as a dimensionless rating. This is the
simplest way to rate an object, you simply post the rating value.

Rating Dimensions
Some objects permit you to create rating dimensions. These are multiple rating options for an
object that allow players to rate the same object in multiple ways. Each dimension can specify
it's own maximum possible rating value.

For example, you may wish to set up the following rating dimensions for cloud saves in a public
bucket that is used for players to share their level designs. You may create a dimension "Would
you recommend?" with a maximum value of 1 to represent a yes/no vote. You could also
additionally create a new dimension "How do you rate the creativity of this level?" with a
maximum rating value of 10.

Under the Hood
Rating values are stored as byte values (0 - 255). When a rating is cast, the rating value is
normalised and returned ratings are de-normalised to the max rating value for the specific
dimension.
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For example, if a rating dimension has a maximum value of 10 specified, and a rating of 7 is cast
the rating value is normalised and stored:

    var rating = 7;

var normalisedRating = rating * (255/10);

In this case, the normalised rating would equal 179 . In effect, this rating is stored as 179/255
which approximately equals 7/10.

When a rating is requested, the rating is denormalised:

var normalisedRating = 179;

var denormalisedRating = rating / (255/10);

In this example, this would return 7.

By normalising and denormalising rating values to the maximum rating value of 255, it allows us
to change the max rating property of dimensions without needing to recalculate all the ratings
and averages.
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RATING AGGREGATE OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/ratings/api-objects/rating-

aggregate-object

The Rating Aggregate Object
When retrieving a rateable object, an aggregate rating object may be returned. This object gives
an overview of ratings for this rateable object or for a rating dimension for the rateable object.

Example Aggregate

{

  "totalRatings": 414,

  "formattedTotalRatings": "414",

  "averageRating": 4.282,

  "averageRatingAsPercentage": 95.0,

  "formattedAverageRating": "4.282",

  "maxRating": 5,

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "lastRating": "2025-09-22T15:07:16.833",

  "formattedLastRating": "9/22/2025 3:07:16 PM",

  "title": "How good are the graphics?",

  "description": "On a scale 0-10 please rate the graphics in this game."

}

Object Properties

totalRatings int32

Total number of ratings cast.

formattedTotalRatings string

Total number of ratings cast, formatted to the specified requested culture.
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averageRating decimal

The average rating.

averageRatingAsPercentage decimal

The average rating expressed as a percentage (0-100).

formattedAverageRating string

The average rating, formatted to the specified requested culture.

maxRating uint8

The maximum permitted rating for this dimension.

originalLanguage Language

The language the title and description are written in.

responseLanguage Language

The language this dimension is returned in - this will differ from original language if the
request asks for content to be returned in a different language and the plan supports
translations.

lastRating datetime?

The date a player last cast a rating.

formattedLastRating string

The date a player last cast a rating, formatted to the specified requested culture.

title string Translatable

The title for this dimension.

description string Translatable

A description for this dimension.
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RATING DIMENSION OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/ratings/api-objects/rating-

dimension-object

The Rating Dimension Object
It is possible to set up rating dimensions for rateable objects. A rating dimension allows players
to vote on specific aspects of a rateable object. For example, if you have user submitted level
designs represented with Cloud Saves, you may want players to be able to rate the Cloud Save in
terms of creativity, graphics and gameplay instead of just a single generic rating.

Example Dimension

{

  "id": "game-graphics",

  "title": "How good are the graphics?",

  "description": "On a scale 0-10 please rate the graphics in this game.",

  "maxRating": 10,

  "originalLanguage": {

    "iso": "EN",

    "englishName": "English"

  },

  "responseLanguage": {

    "iso": "EN",

    "englishName": "English"

  }

}

Object Properties

id string

A unique string based ID for this dimension. ID's can only contain alpha-numeric characters,
dots or dashes and cannot exceed 50 characters in length.

title string Translatable

The title for this dimension.

description string Translatable

A description for this dimension.

Game Services Official Manual

Page 432 of 440

https://www.construct.net/en/game-services/manuals/game-services/ratings/api-objects/rating-dimension-object
https://www.construct.net/en/game-services/manuals/game-services/ratings/api-objects/rating-dimension-object
https://www.construct.net/game-services/manuals/game-services/languages
https://www.construct.net/game-services/manuals/game-services/languages


maxRating uint8

The maximum value that a player can give for this dimension. The minimum permitted rating
value is always 0. Set this value to 1 for boolean ratings (for example, "Would you
recommend this? Yes or no."). The maximum permitted value is 255.

originalLanguage Language

The language the title and description are written in.

responseLanguage Language

The language this dimension is returned in - this will differ from original language if the
request asks for content to be returned in a different language and the plan supports
translations.
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RATING OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/ratings/api-objects/rating-

object

The Rating Object
This object represents a single rating for a rateable object, or for a specific dimension of a
rateable object.

Example Rating

{

  "value": 4,

  "maxRating": 5,

  "date": "2025-09-22T15:07:16.833",

  "formattedDate": "9/22/2025 3:07:16 PM"

}

Object Properties

value uint8

The value of this rating.

maxRating uint8

The maximum permitted rating.

date datetime

The date this rating was cast.

formattedDate string

The date this rating was cast, formatted to the specified requested culture.
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RATING STATUS OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/ratings/api-objects/rating-

status-object

The Rating Status Object
When rateable objects are returned in a response, this status object is also returned. It shows
the current rating values for this object, along with the authenticated players cast ratings if a
session key is passed with the request.

Example Rating Status

{

  "isRateable": true,

  "ratings": {

    "key1": { ... },

    "key2": { ... }

  },

  "myRatings": {

    "key1": { ... },

    "key2": { ... }

  }

}

Object Properties

isRateable bool

Are players allowed to cast votes on this object or not.

ratings Dictionary<string, RatingAggregate>

A list of all rating dimensions ID's and their corresponding rating aggregate. An empty
dimension ID represents the dimensionless rating aggregate.

myRatings Dictionary<string, Rating>

If the request originated from a player providing a session key, this property is returned
containing a list of all rating dimensions ID's and this players corresponding rating record. An
empty dimension ID represents the dimensionless rating. The rating record will be null  if
the player hasn't cast a vote on this dimension yet.
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LANGUAGE OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/common-objects/language

Example Language

{

  "iso": "EN-US",

  "englishName": "English (American)"

}

Object Properties

iso string

The ISO of this language. Currently the following ISO's are supported: AR , BG , CS , DA ,
DE , EL , EN , EN-GB , EN-US , ES , ES-419 , ET , FI , FR , HE , HU , ID , IT , JA , KO ,
LT , LV , NB , NL , PL , PT , PT-BR , PT-PT , RO , RU , SK , SL , SV , TH , TR , UK , VI ,
ZH , ZH-HANS , ZH-HANT

englishName string

The English name of this language.
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PAGINATION OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/common-

objects/pagination-object

The Pagination Object
Various end points return multiple objects, for example when you're querying scores in a
leaderboard. When there are too many objects to return on one response, the objects are
paginated.

The pagination object helps you to navigate through the pages of returned objects.

Example Pagination

{

  "formattedRequestedPage": 2,

  "requestedPage": 2,

  "formattedTotalPages": 15,

  "totalPages": 15,

  "formattedRecordsPerPage": 10,

  "recordsPerPage": 10,

  "formattedTotalRecords": 142,

  "totalRecords": 142,

  "formattedPrevPage": 1,

  "prevPage": 1,

  "formattedNextPage": 1,

  "nextPage": 3

}

Object Properties

formattedRequestedPage string

The requested page formatted to the requests specified culture, formatted to the specified
requested culture.

requestedPage int32

The page of results requested in the request. The first page is 1.

formattedTotalPages string
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The total number of pages formatted to the requests specified culture, formatted to the
specified requested culture.

totalPages int32

The total number of pages of results in the request.

formattedRecordsPerPage string

The number of results that can be shown on each page formatted to the requests specified
culture, formatted to the specified requested culture.

recordsPerPage int32

The number of results that can be shown on each page. The last page of results may have
fewer results than this number.

formattedTotalRecords string

The total number of objects across all pages of results formatted to the requests specified
culture, formatted to the specified requested culture.

totalRecords int32

The total number of objects across all pages of results.

formattedPrevPage string

The previous page parameter formatted to the requests specified culture, formatted to the
specified requested culture.

prevPage int32

If the requestedPage is greater than 1, this value is for the previous page of results. This
property will not show if the requested page is 1 - the first page.

formattedNextPage string

The next page parameter formatted to the requests specified culture, formatted to the
specified requested culture.

nextPage int32

If the requestedPage is less than the total number of pages, this value is for the next page of
results. This property will not show if the requested page is the last page.
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PICTURE OBJECT
View online: https://www.construct.net/en/game-services/manuals/game-services/common-objects/picture-

object

The Picture Object
Various end points return picture objects - for example a players avatar.

Example Picture

{

  "width": 64,

  "height": 64,

  "url": "https://..."

}

Object Properties

width uint32

The width in pixels of the picture in the URL property.

height uint32

The height in pixels of the picture in the URL property.

url string

The URL of the picture with the width/height specified in the corresponding properties.
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SUPPORT & HELP
View online: https://www.construct.net/en/game-services/manuals/game-services/support

Found a Bug?
Please submit it to the official bug tracker at https://github.com/Scirra/Construct.net-website-
bugs. Be sure to assign the "construct-game-services" label to any issue you create.

Need Help?
Our forums are a great place to get help and advice from the community and our team. Please
post your questions at https://www.construct.net/en/forum.
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