HOW TO MAKE PHOENIX LEVELS


by


Trickster (tricksterbomber@aol.com)








So you want to make a phoenix level tired of losing to the very hard (to me) built in level well you come to the right place





Well first you need the following:


An assembly editor


A bitmap to assembly converter


Phoenix for whatever calculator


Ti 8x calculator (DUH)


A link cable





and you need to know:


The basics of assembly code


The built in level for phoenix (some knowledge of)








Well here we go


1. save the folder named tools onto a floppy disk





(optional) format the disk and run scandisk and check for bad sectors on the disk then put the folder named tools on the disk(if you don't do this then over time files will get corrupt on the disk)





2. get an assembly editor (preferably asm studio 86 the one I use)





(optional) Download vti (to test your level) from ticalc.org or wherever





3. open the file "level templete" with the editor





4. open the file phoenixz.h with the editor





5. Think up a name for your level (8 letters or less)





6. Now for the assembly part look for this:


		;------- Identification





        .db     "Enter Name of World here!" 


Where it says Enter Name of World here put the level name here





7. More assembly hehehe well actually almost all of the rest of this is assembly


The level table another boring part





level_table:


        .dw     lev1


        .dw     lev2


        .dw     _game_finished





parts to the level table


first you have the label level_table:


then the pointers to the labels lev1,lev2, and end of the game.


whatever comes after the directive .dw is almost always a pointer.





to add to the level table type in (before _game_finished)


.dw	(anything)


so that it looks like this (doesn't have to look like this)





level_table:


       		 .dw     lev1


       		 .dw     lev2


		 .dw	   lev3


		 .dw	   boss1


		 .dw	   ambush


      	     .dw     _game_finished





say if we want to add a shop after the level "boss1"





level_table:


        	.dw     	lev1


        	.dw     	lev2


		.dw		lev3


		.dw		boss1


		.dw		_shop


		.dw		ambush


       	    .dw          _game_finished





say if we are very cruel peoplr and make the player do the boss1 stage twice before entering a shop





level_table:


        	.dw     	lev1


        	.dw     	lev2


		.dw		lev3


		.dw		boss1


		.dw		boss1


		.dw		_shop


		.dw		ambush


       	    .dw          _game_finished





see now that wasn't that bad for a beginner





8. THE HARD PART ACTUALLY MAKING THE LEVELS (ONE MISTAKE AND YOUR CALC MIGHT CRASH)


ok now it's time for the most important part of a phoenix level the actual level now let's look at our level table





level_table:


        	.dw     	lev1


        	.dw     	lev2


		.dw		lev3


		.dw		boss1


		.dw		_shop


		.dw		ambush


       	    .dw          _game_finished





hmmmn it seems that our first level is lev one scroll down on the level template until it looks like this





;------- Level data (REFER TO PHOENIXZ.H for HELP)


lev1:   .db     17							;kill 17 enemies is what this means


 		.db 	L_SET_MOVETYPE,EM_STANDARD  ;it moves like the first emenies in phoenix


        .db     L_SET_POWER,2				;when enemy is it it loses two so 1 hit will kill


        .db     L_SET_FIRERATE,1			;1/256 chance of firing each frame


        .db     L_IMAGE_STILL				;an nonaminted sprite use L_IMAGE_ANIM for animated


        .dw     img_enemy_2					;the pic of the enemy using binary


        .db     L_INSTALL_ROW,21,2,8,10		; places the enemy x=21 y=2 number(of them)=8 spaced 10 pixels apart 





	    .db     L_SET_POWER,4				;changing the power from 2 to 4 (2 hit KO)


        .db     L_SET_FIRERATE,5			;has a 5/256 chance of firing 


        .db     L_IMAGE_STILL				;non aminated


        .dw     img_enemy_1 				;new enemy


        .db     L_INSTALL_ROW,18,19,9,10    ;places emeny wherever


        .db     L_END				  ;this statement ends the level





looks tough doesn't it, but when you start experimenting with the code you will start to learn how to make great levels.





here's my explanation of this level


first the lev1: label from the level table


.db 17 always the first line of the level is how many enemies you have to kill


.db 	L_SET_MOVETYPE,EM_STANDARD remember the first enemies in the built in level this is how they move


.db	L_SET_POWER,2 this sets the HP of the emeny when it is hit by a normal bullet it loses 2 power


.db	L_SET_FIRERATE,1 this sets the firerate at every 256 frames it will shoot at least once


.db	L_IMAGE_STILL this command is for non aminated sprites this next command needs to be the sprite


.dw	img_enemy_2 I'll tell you about this later ( a pointer to a sprite in binary)


.db	L_INSTALL_ROW,21,2,8,10 you need this command to actually place the enemy on the screen x,y,n,space


THE OTHER HALF DEFINES ANOTHER ENEMY


.db	L_END another important command that ends the commands for lev1:





making YOUR OWN enemies (easier than making the level itself)


open paint or whatever fancy image creator you have


for paint users goto attributes and make a 8x8 pixel image


now use the zoom and zoom 8x the normal size


now press ctrl + G (same time) and turn on the grid


now using on the pencil and the colors black and white draw the sprite


when you are done save it as a monochrome bitmap or in any bitmap format


now open any bitmap to assembly  converter (find it at ticalc.org windows graphic utilites)


convert your file to assembly code


copy and paste it to your level


and put a label like img_enemy_1 behind it make sure it looks something like this:


img_enemy_1:	


	.db 8,8


	.db %01111110


	.db %10000001


	.db %10100101


	.db %10000001


	.db %10100101


	.db %10111101


	.db %10000001


    .db %01111110


if you don't have the .db 8,8 there then put it there other than that you made your first enemy





NOTES ON MAKING ENEMIES


if you don't want to use a converter then you can convert it in your head


for every white pixel put a zero (off) and for every black pixel put a one (on)


repeat until done


for bosses and bigger enemies (don't make then over 15 by 15)


when you convert if you ever see the assembly code like this:


.db 16,10


	.db %01000011,%11000010


	.db %10111100,%00111101


	.db %01011001,%10011010


	.db %01010011,%11001010


	.db %10010111,%11101001


	.db %10010111,%11101001


	.db %01010011,%11001010


	.db %01011001,%10011010


	.db %10111100,%00111101


	.db %01000011,%11000010


then you must change it somehow it won't let you use this (the mistake I make for Galaxia levels)


it should be this


        .db     16,10


        .db     %01000011


        .db     %10111100


        .db     %01011001


        .db     %01010011


        .db     %10010111


        .db     %10010111


        .db     %01010011


        .db     %01011001


        .db     %10111100


        .db     %01000011


        .db     8,10


        .db     %11000010


        .db     %00111101


        .db     %10011010


        .db     %11001010


        .db     %11101001


        .db     %11101001


        .db     %11001010


        .db     %10011010


  .db     %00111101


16 by 10 is ideal for a boss





now I'm going to show you a sample boss level





boss:   .db     9


        .db     L_SET_POWER,5


		.db 	L_SET_WEAPON,W_NORMAL


        .db     L_IMAGE_STILL


        .dw     img_enemy_2


        .db     L_INSTALL_ROW,21,16,8,10





        .db     L_SET_MOVETYPE,EM_BOSS


        .db     L_SET_POWER,77


        .db     L_SET_MOVEDATA,0,32


        .db     L_IMAGE_STILL


        .dw     boss1


        .db     L_SET_FIRETYPE,FT_PERIODIC


        .db     L_SET_FIRERATE,64


        .db     L_SET_WEAPON,W_DOUBLE


        .db     L_INSTALL_ONE,90,1


        .db     L_END





ok my explanation


HELPER ENEMIES HELPING THIS BOSS


.db	9	you should know this


.db	L_SET_POWER,5 2.5 hits to kill with normal weapon


.db	L_SET_WEAPON,W_NORMAL shoots a standard bullet


next three commands skipped


.db	L_SET MOVETYPE,EM_BOSS	moves left and right repeatedly


.db	L_SET_POWER,77	77/2 hits to kill 38.5


next two commands skipped


.db	L_SET_FIRETYPE,FT_PERIODIC shoots periodicly


.db	L_SET_FIRERATE,64 when added with last command shoots every 64 frames


.db	L_SET_WEAPON,W_DOUBLE shoots 2 bullets


.db	L_INSTALL_ONE,90,1	installs only one


.db	L_END ends level commands





9. Compile your level and check for errors


now open level8x (for 85 level85m) where x is the last number of your calc now save it as your level name DO NOTHING ELSE TO THIS FILE


make sure your level data is saved as level.asm in your tools folder and the (your level).asm is there too





 Ok we are done with assembly if you haven't make any mistakes in your level now find MS-DOS PROMPT or run a DOS PROMPT now if you have put your tools file on the A: drive then type A: in the DOS PROMPT it should now read A:\tools>


82 people type Crasm then (your level)


83 people type Devpac83 then (your level)


85 people type string85 then (your level)


86 people type make86p then (your level)


if your want to build it for all of these then you have to change every single level 8x.asm and then follow rules above


NOTE: YOU MUST DO IT THIS WAY OR THE LEVEL WILL NOT WORK


If you're lucky then you got a program file (your level).8(#)p from it if you didn't then you have made an error in your coding or you changed something in the level8x.asm file


Run vtil now or if your daring send the file to your calc


now run the level on phoenix and play


if your calc crashes then you have made an error in your coding (go back and find it)


if you can beat your level (or you don't see any errors)(and if you are happy with it) go on to the next step\








10. FINAL STEP SEND THE FILE TO TICALC.ORG


If you make a phoenix level for the 86 I will notice it and play it I look forward to seeing your phoenix levels


have any problems making a phoenix level then you can email me with your problem








 11. ADVANCED STUFF


look in levels.txt and read it to up your level making skills


send your enemies and patterns to tricksterbomber@aol.com (no attachments code in the email)


try to make the best phoenix level ever


if you make a level for the ti86 then you can email me and tell me of your level


play other people's phoenix levels and rate them on ticalc.org (that you would be nice)


find an easier way to build levels











