The New Dash Dimension Format

1. Drawing instructions

Do not use uppercase letters! 
Default values are in (). 

acid 

1. Signed 16 bit integer. (128) The probability of eating. 1:n 

2. Item to eat. 

ammax 

1. Integer 1 - 25600 (200) Maximal size of amoeba. 

amspeed 

1. Signed 16 bit integer (128). The probability of growig for amoeba at start. 1:n 

2. Signed 16 bit integer (16). The probability after speed switching. 

amtime 

1. Integer 1 - 999 (999) The time for switching in 2nd speed of amoeba. 

bonus 

1. Integer 0 - 500 (0) The scores you get for each diamond after reaching enough. Note that you get one life for each 500 points. 

box 

1. Item 

2. Integer 0 - 159 X-coordinate 

3. Integer 0 - 159 Y-coordinate 

4. Integer 1 - 160 wide 

5. Integer 1 - 160 high 

A non filled rectangle 

boxb 

1. Integer 0 - 159 X-coordinate 

2. Integer 0 - 159 Y-coordinate 

3. Integer 1 - 160 wide 

4. Integer 1 - 160 high 

5ff. (3rd * 4th Items) All Items inside rowwise. 

A filled rectangle containig different items 

boxp 

1. Item inside the box 

2. Integer 0 - 159 X-coordinate 

3. Integer 0 - 159 Y-coordinate 

4. Integer 1 - 160 wide 

5. Integer 1 - 160 high 

6. Item for the border 

A solid filled rectangle may having a different border 

cavetype 

1. 0 = cave (normal level) 

1 = intermission (complete give 1 life, only one try, no scroll, displays only the upper left corner of the game area.) 

(Must have been set.) 

delay 

1. floating point >= 0.05 (0.142857). The time per step in seconds. 

(Example: .2) 

effect 

1. Integer 0 - 255 Item whose effect has to be changed. 

2. Integer -1 - 255 Target item for the first value. -1 = no effect. 

Often you will need the delayed type of the first value. 

Example: A falling diamond (23) is changing to a noncomleate boulder (60). 

effect 

23 

60 

filtertype 

1. (1) A Boulder into the magic wall can do the following: 

0 = don't worry about amoeba. 

1 = Amoeba will finish if the amoeba can grow only under the actual place. 

2 = Amoeba will always finish. 

3 = C64 compatible. If a boulder is falling into the magic wall the level calculation point will be set to top left. Also stops the amoeba. 

filterzeit 

1. Integer 1 - 999 (999) Time for action of the magic wall 

level 

1. signed 16 bit integer 

negative values for nonselectable level. abs(n) must be in order. 

(Here begins the level. This must be the first parameter for each level.) 

line 

1. Item 

2. Integer 0 - 159 X-coordinate 

3. Integer 0 - 159 Y-coordinate 

4. Integer 1 - 160 Length 

5. Integer 0 - 7 Direction 

0 = N 

1 = NE 

2 = E 

3 = SE 

4 = S 

5 = SW 

6 = W 

7 = NW 

name 

1. max 36 chars to define the levelname. Must be included and placed as the first after the level entry. 

The debugger counts this as the first instruction. 

need 

1. Integer 1 - 999 (100) Diamonds you have to collect. 

palette 

1 - 16. Integer 0 - 15 The EGA colour palette emulation. 

raster 

1. Item 

2. Integer 0 - 159 X-coordinate 

3. Integer 0 - 159 Y-coordinate 

4. Integer 1 - 160 The number in X-direction 

5. Integer 1 - 160 The number in Y-direction 

6. Integer 1 - 159 Distance in X-direction 

7. Integer 1 - 159 Distance in Y-direction 

set 

1. Item 

2. Integer 0 - 159 X-coordinate 

3. Integer 0 - 159 Y-coordinate 

size 

1. Integer 20 - 160 (40) level wide 

2. Integer 12 - 160 (22) level high 

slimed 

1. Signed 16 bit integer. The probability of penetrate. 1:n (1) 

In c64 mode all 1 bits of the lower byte delays. 

sltype 

1. (0) 

0 = Random delay calculation 

1 = c64 compatible calculation 

time 

1. Integer 1 - 999 (999) The time you may use. 

Note that you get one life for each 500 points. 

vgapalette 

1 - 48. Integer 0 - 63 

The VGA (16 of 262144) Color palette. 

1, 2, 3: Values red, green, blue of color 0. 

4, 5, 6: Values red, green, blue of color 1.... 

vor 

1. Integer 0 - 500 (0) The scores you get for each diamond until you reach enough. Note that you get one life for each 500 points. 

wurf 

1. start value for the pseudo random generator (8 bit unsigned integer) 

2. the 1st item to shuffle 

3. the 2nd item to shuffle 

4. the 3rd item to shuffle 

5. the 4th item to shuffle 

6. the frequency for the 1st item (8 bit unsigned integer) 

7. the frequency for the 2nd item (8 bit unsigned integer) 

8. the frequency for the 3rn item (8 bit unsigned integer) 

9. the frequency for the 4th item (8 bit unsigned integer) 

the frequencies are in order great, less, less, least 

Example: the 6th value is 80 and the 7th value is 16. In this case the 1st item takes 25% of the level (64 of 256). 16 of 80 of the 1st item will be overwritten with the 2nd item. Note that 256 for frequently isn't possible. The remaining item become dirt. This instruction must placed upper then the instructions set, line, box, boxp, boxb and raster. 

At the end of any level must follow the level instruction of the next level or the level instruction with the number 1.

2. Item list

	0
	Space 

	1
	Dirt 

	2
	Wall 

	3
	Magic wall 

	4
	Exit (change to item 5 if you reach enough) 

	5
	Exit after collecting enough *
(You can exit before you have enough if you set it) 

	6
	Hidden exit (change to item 7 if you reach enough) 

	7
	Hidden exit after collecting enough *
(You can exit before you have enough if you set it) 

	8–11
	Fireflies in different directions 

	12–15
	Fireflies delay * 

	16
	Boulder 

	17
	Boulder delay * 

	18
	Falling boulder 

	19
	Falling boulder delay * 

	20
	Diamond 

	21
	Diamond delay * 

	22
	Falling diamond 

	23
	Falling diamond delay * 

	31–36
	Non complete diamond (smashed butterfly) 

	37
	Levelstart 

	38–40
	Birth * 

	41
	eatable wall 

	42
	Growing wall horizontal 

	43
	Growing wall horizontal delay * 

	44
	Growing wall vertical 

	45
	Growing wall vertical delay * 

	46
	Growing wall combined 

	47
	Growing wall combined delay * 

	48–51
	Butterflies in different directions 

	52–55
	Butterflies delay * 

	56
	Titanium wall 

	57
	Slime 

	58
	Acid 

	59
	Acid delay * 

	60–63
	Non complete boulder 

	74–79
	Explosion 

	80
	Player * 

	81
	Player delay * 

	86
	Voodoo doll 

	87
	Amoeba 

	88
	Amoeba delay * 

	89
	Box 

	90
	Box delay * 

	140–143
	Non complete diamonds (finished amoeba) 

	184
	Non eatable dirt 

	190
	Falling wall waiting 

	191
	Falling wall waiting delay * 

	192
	Falling wall falling 

	193
	Falling wall falling delay * 

	194
	Growing titanium wall horizontal 

	195
	Growing titanium wall horizontal delay * 

	196
	Growing titanium wall vertical 

	197
	Growing titanium wall vertical delay * 

	198
	Growing titanium wall combined 

	199
	Growing titanium wall combined delay * 

	200
	Eatable titanium wall 

	201
	Bouncing boulder ** 

	202
	Bouncing diamond ** 

	203
	Starting falling boulder ** 

	204
	Starting falling diamond ** 


* not usefull to set in your level DAS file.

** not to be set, but usable with the 'effect' comand (internal entry to calculate falling items)

3. Demos

The structure of the demo positions is the same of the levels. 
The first demo begins with the following 2 lines: 
demo 
1 
Followed by the main demo information. The second demo begins with: 
demo 
2 
The last demo have to end with the lines: 
demo 
1 
Do not use uppercase letters! 

The new Dash Dimension .DAS Authoring Template v2.3:

Fill in the following section with information to your user level in English! 
Delete unnecessary pieces in "* Copyright / Permissions *"!

The new Dash Dimension .DAS Authoring Template v2.3:
================================================================
Title : 
Filename : 
Author : 
Email Address :
Misc. Author Info :
Description :
Additional Credits to :
================================================================
* Play Information *

Levels :
Designed for Version : 2.3
Demos :

* Construction *

Base : 
Editor(s) used : 
Release Date :
Known Bugs : 

* Copyright / Permissions *

Authors MAY/MAY NOT use this level as a base to build additional levels.

You MAY distribute this DAS, provided you include this file, with no
modifications. You may distribute this file in any electronic format
(BBS, Diskette, CD, www, etc) as long as you include this file intact.

You MAY not distribute this DAS.

* Where to get this DAS *

Internet: 
BBS: 
Other:

Martijn’s Boulder Dash Fan Site
© Marek Roth
