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HOW TO MAKE LEVEL 
Introduction 

This document exp la ins the format  o f  data  const ruc ting a  leve l  and ho w to set  i t  up.  

I  recommend you to  r ead this wi th checking sample da ta.  You can do wnload a 

sample data  from a  web  si te  ( ht tp : / / torazoi t .co m/li t / leve l .html ) .  

Files constructing a level 

You have  to  make f i les under  one d irec tory.  

Directory --+-- Level definition file [def.txt] (1 file / Necessary) 

+-- Text definition file [text.xml] (1 file / Necessary) 

+-- Map files [***.tmx] (More than 1 file） 

+-- Music files (Not necessary） 

This figure i s  the rela t ionship between fi les wi thout  music  fi les.   

 

Level def init ion  defines  genera l  set t ings,  l ike star t  posi t ion  and back ground music.  

Map f i le  define  field ,  enemies and so on.  One level  i s  made of several  maps.  Map 

f i le  i s  tmx format.  A map and another  map is  connected  by nodes.  P layer  can move 

between several  maps through nodes .  

Text  definit ion  def ines texts used  in the game.  The t i t le  o f level  is  def ined  in this 

f i le ,  too .  A text  i s  assoc iated wi th a  key used in map  data .  

http://torazoit.com/lit/
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You can play your  music data as bgm by locat ing the music f i le  in the same 

direc tory.  

 

Level definition file 

Level  defini t ion f i le  def ines  general  set t ings o f a  level ,  l ike  star t  pos i t ion,  bgm and 

so on.  

 

File name 

def.txt 

Fi le  name must  be ‘def. txt ’ .  The  format i s  j ust  a  plain text  f i le .  

 

Format 

origin=Tmx file name of start 

node=Node name of start position 

bgm=Music file name 

items=Initial item list (described later) 

Star t  posi t ion i s  def ined  by orig in  and node .  

Back ground music for  a l l  maps  i s  def ined by bgm .  However ,  you can  also  se t  a  bgm 

for  each maps in  map ( tmx) f i les.  

Ini t ial  i tems are  def ined  by i tems .  The i tem sect ion explains ho w to  set  i t  up.  
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Format of BGM 

 

 Format  

From defaul t  music  BGM ident i fier  (descr ibed belo w)  

Your music  in the same direc tory  @file_name ( inc luding an extension)  

Si lent  !  

 

The list of BGM identif ier  

This tab le i s  the l i st ing of BGM identi f ier s.  These are used in ‘ bg m’  o f leve l  

def ini t ion fi le  and  ‘bg m’  property in map fi le .  

Identif ier  Characterist ic  

core  Myster ious ,  S ilent  

triplex  Gent le  

stea lthy  Myster ious ,  S ilent  

tribe  Percussion  

popo  Fantast ica l  

myth Myster ious ,  S ilent  

homeland Noisy  

fate  Noisy  

chant  Like chant  

steps  Noisy,  Slo w beat  

env_si lent  Si lent ,  Whi te  no ise  

env_sea  Ocean 

env_river  River  
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Text definition file 

This fi le  defines texts  used in documents and pop -up messages.  

File name 

The fi le  named ‘ text .xml’ in the same d irec tory.   

Format 

text .xml  

<?xml version="1.0" encoding="UTF-8"?> 

<root> 

  <text  key="@title"> 

    <en>Title</en> 

    <ja>タイトル</ja> 

  </text> 

  <text  key="key1"> 

    <en>Hello.</en> 

    <ja>こんにちは。</ja> 

  </text> 

</root> 

This fi le  defines two texts .  The keys  are  @tiele  and  key1.  

@ti t le  i s  a  speci f ied key.  I t  is  used as the t i le  o f  the leve l .  

You can define text  fo r  every languages.  Engl ish is  ‘en’ ;  Japanese i s  ‘ja ’ .  
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About special unit 

 

Frame 

There a re many set t ing i tems  wi th  uni t  named frame .  

This  game tr ies  to  make  frame per  second s ixty.  So,  one  frame is  sixty par t  o f one 

second .  For  example ,  ha l f second i s  about 30 frames.  

 

Degree 

This figure i s  the coordina te sys tem of this game.  The angular  degree increases 

clockwise from r ight  d irect ion.  

The uni t  o f angle must  be degree (0  to  359)  for  set t ings.  

 

 

Cell as length 

I f  ‘ce ll ’  i s  used as length,  i t  i s  the length of  a  side o f a  t i le .  
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Map file 

A map f i le  i s  made wi th  a  free  sof tware named  ‘Tield’ .  This  game wi l l  load tmx 

format f i le .  This i s  the defaul t  format  type for  this appl ica t ion .  

 

Custom properties 

Name  format  Descriptiln   

bgm BGM ident i fier  The music  i s  p layed in this map f i le .  O 

N: Necessary,  O: Opt ionally  

How to set up custom properties 

This figure exp lains how to se t  up custom propert ies .  You wi l l  do this operate  many 

t imes.  
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1 .  Map->Map Proper t ies  

to  sho w windo w 

2.  Press ‘+’  

3 .  Input ‘bgm’ in text  box on  

pop-up windo w.  

4 .  Input a  value  you want .  
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Flag Management 

Flag i s  condit ions for  var ious  events .  For  example,  the typical  use o f f lags i s  tha t ,  

make f lag A on when player  go through a po int ,  and a door  i s  locked while  f lag A is  

on.  This f igure shows that  si tua tion.  
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How to make a f lag on and off  

  Generate  ‘FlagOn’  o r  ‘FlagOff’  events by EventGenerator .  

  Set  flags  for  ‘die -event ’  property o f  spec i fied  enemies (BlockerA, BlockerB,  and 

Yama) .  

 

When to use flags 

  For  ‘ lock’ property o f  Door .  Set  a  flag to  the  property;  t he  door  i s  locked whi le  

the f lag is  on.  

  As condi t ions o f EventGenerator  genera t ing Events .  EventGenerator  genera tes 

Events when a  flag i s  on.  

  As condi t ions o f  sho wing Message .  A message i s  shown whi le  a  flag i s  on.  
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Event 

Events manage f lags,  open and c lose doors,  f lashes the screen,  and show messages.  

Events are generated by EventGenerator .  

 

Event Format 

Format  Descr iption  

FlagOn␣ f lag- id  Make the f lag on.   

FlagOff␣ f lag- id  Make the f lag off .   

OpenDoor␣door- id  Open the door .  

CloseDoor␣door- id  Close the  door .  

GenEffect␣Flash␣  

Frames␣Red␣Green␣

Blue  

Flash the screen during the t ime  of frames.  

Color  i s  se t  by RGB. Each value must  be 0  to  255.  

Message␣Fra mes␣  

text- id  

Show an ins tant  message.  Text -id  i s  the key in Text 

Definit ion f i le  ( text .xml ) .  Ins tant  message  i s  a  

whi te -co lored message sho wn in the bo ttom of the 

windo w.  
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Layer kinds 

A map f i le  i s  made of  several  layers .  Each layers  have a speci f ic  object ive.  

 

Layer Na me Descr iption  

system Star t  posi t ion,  goa l  posi t ions ,  and  nodes .  

i tem I tems player  wi l l  p ick up.  

object  Door,  block,  and  other  objects .  

enemy Enemies.  

l ight  Fixed l ights.  

zone  Zones  of enemies’ terr i tory.  

decor  The decorat ion of f loor .  

direct ion  The direct ion of f loor  t i les.  

f loor  Floor  and wal l .  

 

This  documents exp la ins  fro m the  bot tom layer  o f the l i st .  
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Floor layer - floor 

You can set  the layout o f wall ,  f loor ,  and obstac les on this layer .  

 

How to set up 

Selec t  the ‘floor ’ t i le  from ti le  se t ,  and set  out  t i les on ‘f loor ’ layer .   

 

Note 

You can’t  se t  the direc t ion of t i les.  Se t  the di rec t ion on ‘d irect ion’ layer .  
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Characteristics of t i les  

The di fference of t i les a re not  only graphics.  There are other  di fference;  Loudness  o f  

foo ts teps;  t ransparency;  passab le or  no t .  

Loudness of footsteps 

Loudness o f  footsteps  has 3  levels.  

Colored mark i s  on each t i le s.  This mark indica tes loudness o f foo ts teps.  

Image 

   

Loudness  Si lend  Normal  Noisy  

 

Transparency and passable or not 

Left - top mark ind ica tes transparency and passab le or  no t .   

Image  

    

Transparent  ×  ○  ○  ×  

Passable  ×  ○  ×  ○  

ex.  Wall  Floor  Lo w 

obstacles  

Bush 
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Direction layer - direction 

You can set  a  direct ion of a  t i le  by e ight  d irect ions.  

 

The default  d irect ion i s  r ight .  That  i s ,  a  t i le  i s  rendered as i t  i s  i f  i t s  direct ion i s  

r ight .  

 

How to set 

Selec t  the ‘direc t ion’ t i le  from t i le  se t ,  and se t  out  t i les on the  ‘direct ion’ layer .  

 

Decoration layer - decor 

This layer  decora tes each t i les.  This layer  a ffec ts only graphics.  

How to set 

Selec t  the ‘decor '  from t i le  set ,  and set  out  a  t i le  on ‘decor '  layer .  

 

Zone layer - zone 

Some enemies have terr i tor ies .  A terr i tory i s  def ined by a  Zone.  

 

How to set 

1.  Click ‘zone’ layer  to  ac t ivate.  
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2 .  Selec t  “Inser t  Polygon (P)”  

3 .  Make a polygon inc luding center  posi t ions o f t i les you want set  as a  zone.  

4 .  Set  identi f ier  in ‘name’ property.  
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Light layer - light 

Place f ixed l ights.  

 

How to place 

1.  Click ‘ l ight ’ layer  to  act ivate.  

2 .  Selec t  “Inser t  Polyl ine (L)”   

3 .  Make two po ints.  The or igin is  the  point  where l ight  is  fixed .  Range  and 

direc t ion i s  de termined by the rela t ionship of two points.   

4 .  Set  up a property  

 ->  

 

Properties (default)  

Item Format  Descr iption   

Name  Str ing  Identi f ier .  I t  i s  used by ‘connect ’ 

property o f Swi tch object .  

O 

N: Necessary,  O: Opt ionally  

Origin  

Direct ion  

Dest ina t ion  
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Custom Properties 

Name  Format  Default  Descr iption   

pow True |  Fa lse  True  Init ial  s ta te  o f the po wer  swi tch  O 

switch  True |  Fa lse  True  Has the power swi tch  O 

deg  Real  [degree]  30 Range of the l ight  O 

rotatable  (Empty)   Rotatable  or  not  O 

rot  Real  

[degree /sec /60]  

 Angular  veloci ty o f automatic  

rotat ion  

O 

btry  *Battery  inf  (*)Format  is  belo w  

N: Necessary,  O: Opt ionally  

Format of Battery 

 

Kind Format  

One t ime  

 

btry␣electricity[second] 

Rechargable  

 

re␣capacity[second]␣electricity[second] 

Infinity  

 

inf 
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Enemy layer - enemy 

Set  enemies on this layer .   

 

How to set 

Selec t  ‘enemy’ tab from ‘Tilesets’.  

Selec t  ‘Inser t  T ile  (T)’.  

Selec t  an enemy and set  i t  on ‘ enemy’  layer .  

(You can set  a  t i le  a lo ng the gr id  l ines wi th CTRL key.)  

 

Inser  Ti le  (T)  

 

T ile  Set  o f  E nemies  
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The mode of behavior 

An enemy has three behavior  modes ,  pat rol ,  searching,  and approach.  Every enemy 

moves wi th swi tching these  modes.  

The walking stra tegy can be set  for  each modes.  You should unders tand these  modes ,  

i f  you want to  se t  walking speed for  each modes .  

This figure exp lains how one mode changes over  another  mode.  
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Custom Properties 

 

Name  Format  Default  Descr iption  

dir  Real  [degree]  0  Ini t ial  derect ion  O 

wear Str ing  -  An i tem i t  has  O 

pos Identi f ier s o f  pin  

Separated by ;  

-  Pins o f  Ini t ia l  posi t ion.  

Choice one from p ins 

arbitrary.  

O 

pins  Identi f ier s o f  pin  

Separated by ;  

-  Round po ints for  some 

kinds o f  enemy.  

(N)  

terr itory  Identi f ier  o f zone  

Separated by ;  

-  Zones  o f terr i tory for  some 

kinds o f  enemy.   

(N)  

step  Real  

[side o f  cel l]  

Depend on 

enemy 

Step length  O 

wnd-step dit to  di t to  Step length for  patro l  mode.  O 

app-step dit to  di t to  Step length for  approach 

mode  

O 

src-step  dit to  di t to  Step length for  searching 

mode  

O 

i tval  Distr ibut ion Form 

(Descr ibed later )  

Depend on 

enemy 

The interva l  be tween a s tep 

and  next  s tep.  I t  is  

calcula ted arbi trary.  

O 

wnd-i tval  dit to  di t to  The interva l  for  patro l  

mode  

O 

app- itva l  dit to  di t to  The interva l  for  ap proach 

mode  

O 

src- itva l  dit to  di t to  The interva l  for  searching  

mode  

O 
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freeze  Freeze  

(Descr ibed later)  

-  I t  s tops i f  i t  i s  l ighted 

dur ing this set t ing t ime.  

O 

call  Channel  

Separated by ;  

-  Descr ibed in  the  sec tion 

about ‘cal l  & l i sten sys tem’  

O 

l i sten  Channel  

Separated by ;  

-  Descr ibed in  the  sec tion 

about ‘cal l  & l i sten sys tem’  

O 

N: Necessary,  O:  Opt ional ly  

(N) :  Necessary  for  some k inds of  enemy  

 

Distribution Form 

 

Kind Descr iption  Format  

Constant  Constant  va lue  Constant␣a  

Uniform Uniform d istr ibut ion  Uniform␣a␣b  

NormDist  Normal d ist r ibution  NormDist␣mu␣ s igma␣min␣max  

Log Log funct ion  Log␣a␣b␣min  

 

Constant (Constant value) 

Format:  Constant␣a  

I t  a lways  return a .  
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Uniform (Uniform distr ibution) 

Format:  Uniform␣a␣b  

I t  re turns arb itra ry va lues between ‘a’  to  ‘b’  generated by uni form dis tr ibution.  

 

 

P
ro

b
ab

ili
ty

Valuea

P
ro

b
ab

ili
ty

Valuea b
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NormDist (Normal distr ibution) 

Format:  NormDist␣mu␣ s igma␣min␣max  

mu :  Average sigma :  Standard Deviat ion  (For  var iab il i ty)  

min :  Minimum max :  Maximum 

 

 

 

 

 

Log (Log function) 

Log␣a␣b␣min  

F(x)  =  a  * log(1  + bx)  

x(0  ≦  x ≦  1 )  

  

P
ro

b
ab

ili
ty

Value
min maxmu
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Call & listen system 

Some enemies can transfer  the  posit ion of p layer .  This i s  ‘ca l l  & l is ten’ sys tem. This  

f igure shows i t s  concep t .  

 

 

 

An enemy has a  ‘ca l l ’  se t t ing wi l l  t ransfer  the posi t ion of  player  to  several  channels  

l i sted in ‘ca l l ’  se t t ing.  

On the other  hand,  an enemy has a  ‘ l i s ten’ se t t ing wi l l  rece ive this information from 

channels  l i s ted in ‘l i sten’ se t t ing.  And,  i t  wi l l  go to  that  posit ion received.  

  



28 

 

 

Enemy List 

 Name Character i s t ics  Rela ted 

Propert ies   

 
Crawler  

-  The most  basic  enemy 

- Stop  for  seconds and  get  c loser  

 

 

Closer  
-  Gets  closer  when i t  i s  not  l ighted   

 
Invis  

-  Invisib le  enemy  

 
RounderA 

RounderB  

- Rounds p ins  

-  A: Arb itra ry  

-  B : In order  

p in s  

 
Patrol ler  

-  Wandering  wi thin terr i to ry  t e r r i t o r y  

 
Shado w 

- Gets  closer  when player  i s  out  o f i t s  sight .    

 
Screamer  

-  Make  l ights wi thin i t s  sight  disable for  a  whi le .   

 
Kil ler  

-  Make  player  stops for  a  whi le .  

-  Rounds p ins  arbi trary.   

p in s  

 
Rusher  

-  Move l inear ly   

 
Bug 

- Shor t  distance  of sight .   

 BlockerA 

- B locking a  corr idor  

-  Disappears a f ter  speci f ied seconds from the 

t ime l ighted  fir s t .  

d ie  

d i e - ev en t  

 BlockerB  

- B locking a  corr idor  

-  Disappears i f  i t  i s  l ighted for  speci f ied 

seconds.  

d ie  

d i e - ev en t  
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Telepos  

-  I t  has ‘cal l ’  se t t ing by defaul t .  The channel  i s  

‘0 ’   

 

 
Hider  

-  Escape from player  

-  I t  doesn’t  a t tack  

t e r r i t o r y  

s t a y, f r eeze  

 
Tripper  

-  Wandering  wi thin terr i tory  

-  I t  doesn’t  a t tack  

t e r r i t o r y  

s t a y, f r eeze  

 
Thief  

-  Take i tems from p layer  p in s  

 Yama 

- Abi l i t ies o f  disab le l ight  and stopping p layer .  

-  Wandering wi thin terr i tory  

t e r r i t o r y  

d i e  

d i e - ev en t  

 

Kind of Enemy 

 

Crawler 

 

The most  bas ic  enemy.  I t  gets closer  when found  player .  

 

CUSTOM PROPERTIES 

Name  Format  Descr iption   

terr itory  Identi f ier  o f zone   

Separated by ;  

I f  i t  went out  o f this  ter r i tory,  i t  

wi l l  co me back to  te rr i tory.  

O 

N: Necessary,  O:  Opt ional ly  
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Closer 

I t  ge ts closer  whi le  i t  i s  not  l ighted .  

 

 

Invis 

 

Invis ible .  Character i s t ics are the same wi th Crawler .  

RounderA / RounderB 

 

Rounds the posi t ions o f pins.  

RounderA rounds arb it rary;  RounderB rounds  in  order .  

CUSTOM PROPERTIES 

Name Format  説明   

pins  Identi f ier  o f pin  Round po ints  N 
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Separated by ;  

N: Necessary,  O:  Opt ional ly  

 

Patroller 

 

Patrol ler  wanders wi thin zone of terr i tory.   

カスタムプロパティ  

名前  フォーマット  説明   

terr itory  Identi f ier  o f zone  

Separated by ;  

Moving range.  N 

N: Necessary,  O:  Opt ional ly  

Shadow 

 

Shado w moves quickly when p layer  i s  out  o f i t s  sight .  

 

Screamer 
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Screamer screams when i t  is  l ighted ;  Light s wi thin i ts  s ight  i s  disabled for  a  whi le .  

 

Killer 

 

Kil ler  screams when player  i s  in  i ts  s ight ;  P laye r  can ’t  move for  a  whi le .  

 

Bug 

 

Bug has shor t  dis tance of s ight .  

 

Rusher 
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Rusher  has  narro w s ight ,  get  closer  l inea lly.  I t  go back ini t ia l  posi t ion when player  

is  out  o f i t s  s ight .  

You should se t  ‘di r ’  property for  Rusher ,  because enemy’s  ini t ial  d irec t ion is  

determined randomly.  

 

BlockerA / BlockerB 

  

BlockerA and BlockerB blocks a  corr idor .  They disappeared by l ight ing for  required 

t ime.  This t ime  is  set  by ‘d ie’ property.  

BlockerA disappears when the t ime went  on,  from the t ime i t  is  l ighted.  

BlockerB d isappears  when the total  t ime l ighted  went on.  

 

Name  Format  Descr iption   

die  [second]  Light ing t ime  for  the disappearance .  N 

die-event  Event  

Separated by ‘; ’  

Events occur  when i t  d ies.  O 

N: Necessary,  O:  Opt ional ly  

 

Telepos 
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Telepos doesn’t  move and at tack.  Ho wever ,  i t  has wide sight;  t ransfer  the posit ion of 

player  to  ano ther  enemies when found  player .  Zero i s  se t  for  ‘cal l ’  property by 

defaul t .  

 

Name  Format  Default  Descr iption   

call  Chanel (Non 

negat ive integer )   

Separated by ;  

0   O 

N: Necessary,  O:  Opt ional ly  

 

Hider 

 

Hider  escape from p layer  when p layer  approaches i t  or  i t  i s  l ighted.  I t  escape wi thin 

zone of terr i tory.  I t  doesn’t  s top even i f  i t  i s  l ighted.   

Name  Format  Default  Descr iption   

terr itory  Identi f ier  o f zone  

Separated by ;  

-  Moving range.  N 

stay  Distr ibut ion Form Constant␣60    
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N: Necessary,  O:  Opt ional ly  

 

Tripper 

 

Tr ipper  always  move.  Wandering boundary are set  by ‘ terr i tory’ .  I t  doesn’t  a t tack.  I t  

doesn’t  stop even i f  i t  i s  l ighted.  

Name  Format  Default  Descr iption   

terr itory  Identi f ier  o f zone  

Separated by ;   

-  Moving range.  N 

stay  Distr ibut ion Form Constant␣300    

N: Necessary,  O:  Opt ional ly  

Yama 

 

Unknown.  

Name  Format  Default  Descr iption   

terr itory  Identi f ier  o f zone  

Separated by ;  

-  Moving range.  N 

die  Seconds  600 Light ing t ime for  the  death.  O 
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die-event  Identi f ier  o f Event  

Separated by ;  

 Events occur  when i t  d ies.  O 

N: Necessary,  O:  Opt ional ly  
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Object layer - object 

Doors ,  blocks and swi tches are on ‘object ’ layer .  

 

How to set 

Selec t  ‘objec t ’ tab from ‘Tilesets’.  

Selec t  ‘Inser t  T ile  (T)’.  

Selec t  an objec t  and  set  i t  on ‘object ’ layer .  

(You can set  a  t i le  a long the gr id  l ines wi th CTRL key .)  

 

Inser t  T ile  (T)  
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Kinds of Object 

  Door 

 

  

Hinged  Sl iding  

 

Each doors have four  d i rect iona l  t i les.  The d i ffe rence of d irect ion affec ts only 

graphics.   

Properties 

Name  Format  Default  Descr iption   

name  Identi f ier  

(Str ing)  

-  This  identi f ier  i s  used by 

OpenDoor  and CloseDoor event s.  

Refer  to  the  sect ion “Event 

Generator”  about  these events.  

O 

N: Necessary,  O:  Opt ional ly  

 

Custom Properties 

Name  Format  Defaul

t  

Descr iption   

open (Empty)  -  I f  this  i tem exis ts ,  this  door  i s  

opened by defaul t .  

O 

key  Identi f ier  

Separated by ;  

-  Key ho les.  O 
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kickable  Natural  number   I f  this  i tem exis ts ,  this  door  wi l l  

open after  player  kicks.  

O 

breakabl

e 

Natural  number   I f  this  i tem exis ts ,  enemies can 

breaks this  door .  After  enemies 

knock this number,  this  door  wi l l  

break.  

O 

dummy  (Empty)   I f  this  i tem exis ts ,  this  door  won’t  

open.  Ho wever ,  enemies  can break 

this door ,  i f  i t  has  ‘breakable’ 

property.  

O 

lock  Identi f ier  o f 

f lag  

 The door  won’t  open i f  this  f lag i s  

on.  

(Refer  to  the  sec tion of “Event  

Generator”)   

 

N: Necessary,  O:  Opt ional ly  
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   Curtain Rail  

 

The kinds o f cur tain rai l  

   

With c loth  

Closed  

With c loth  

Open 

Without  clo th  

 

Each cur ta in ra i l s  have four  d irec t ional  t i les.  Difference  of direc t ion affects only 

graphics.   

Custom Properties 

Name  Format  Default  Descr iption   

removable  True/False  True  Removable for  c loth  O 

N: Necessary,  O:  Opt ional ly  

 

 Socket 

For charging por tab le l ights,  or  charge normal l ight  si lently.  

 

 Water supply 

Water  supply for  a  bot t le .  
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 Switch of Light 

Switch power o f f ixed l ights on l ight  layer  in the  distance.  

Custom Properties 

Name  Format  Default  Descr iption   

connect  Identi f ier  o f l ight  

Separated by ;  

-   N 

N: Necessary,  O:  Opt ional ly  

 

 Pool 

This pool doesn ’t  d isappear .  Enemies  make  footpr ints for  a  whi le  a f ter  go through on 

this pool  

 

 Draggable Block 

Player  can drag this b lock.  

名前  フォーマット  規定

値  

説明   

count  Frame  60 Required f rames to  drag  one ce ll  

length.  

O 

breakable  Natural  number  -  I f  this  i tem exis ts ,  the b lock  wil l  be  

broken by enemies.  

O 

N: Necessary,  O:  Opt ional ly  
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 Breakable Block 

Player  can break this block.  

カスタムプロパティ  

Name  Format  Default  Descr iption   

count  Natural  number  10 The number p layer  have  to  knock to  

break the block.   

O 

N: Necessary,  O:  Opt ional ly  

 

 Document 

Show text  on a  special  screen.   

Custom Properties 

Name  Format  Default  Descr iption   

key  Identi f ier  o f 

text  

-  The key of text  in  Text def ini t ion 

f i le  ( text .xml) .  

N 

N: Necessary,  O:  Opt ional ly  
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 Event Generator  

I t  generates  var ious events.  Open and c lose door;  Sounds;  Manage f lags .  

Propert ies are genera t ing condit ions and detai ls  of an event .   

Custom Properties 

 Name  Format  Default  Descr iption   

Event  @while  Event  

Separated by ;  

 Events genera ted whi le  

requirements are sa t i s f ied.  

 

@once  dit to   Events genera ted once.    

@in dit to   Events genera ted when just  

requirements are sa t i s f ied.   

 

@out  di t to   Events genera ted when just  

requirements are no t  sat is f ied.   

 

Require-

ments  

dis tance  Real  

[cel l]  

 Distance  between this object  

and  player .  

O 

l ighted  (Empty)   When this object  is  l ighted  O 

sight  (Empty)   When this object  is  in s ight  

from player  

O 

t ime  [second]   When the t ime went  on for  

each maps.  

O 

f lag  Identi f ier  o f 

Flag  

Separated by ;  

 When al l  f lags are on  O 

N: Necessary,  O:  Opt ional ly  

A requirement  wi thout set t ing i s  t reated  as sat i s f ied  (TRUE).  
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 Message 

Show a green text  on the screen.  This i s  used to  tel l  p layer  some messages l ike 

tutor ial .  

Proper t ies have severa l  condit ions.  A message sho ws whi le  al l  condit ions are 

matched.  

Custom Properties 

 Name  Format  Descr iption  N/O 

 key Identi f ier  o f text  The key in Text Defini t ion 

f i le  ( text .xml) .   

N 

Requirements  dis tance  Real  

[cel l]  

Distance  between this 

object  and p layer .  

O 

l ighted  (Empty)  When this object  is  l ighted  O 

sight  (Empty)  When this object  is  in s ight  

from player .  

O 

t ime  [second]  When the t ime went  on for  

each maps.  

O 

f lag  Identi f ier  o f flag  

Separated by ;  

When al l  f lags are on  O 

N: Necessary,  O:  Opt ional ly  
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Item layer - item 

Player  can pick  up i tems on this layer .  

 

How to set 

Selec t  ‘i tem’ tab  from ‘Tilesets’.  

Selec t  ‘Inser t  T ile  (T)’.  

Selec t  an objec t  and  set  i t  on ‘ i tem’ layer .  

(You can set  a  t i le  a long the gr id  l ines wi th CTRL key.)  

 

Inser t  T ile  (T)  

 

  Property  

(Put in  ‘na me’ f ield)  

Descr iption  

 

Key Key number  Integer  

(0  to  4)  

 

Portable Light  Distance[cel l]␣

Range[degree]␣ (*)Battery 

*)  Refer  to  the 

sec tion  of l ight  layer  

about Battery .  

 

Cloth  (Empty)   

 

Network Ca mera  (Empty)   

 

GPS (Empty)   
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Whist le  (Empty)   

 

Bell  (Empty)   

 

Kitchen Timer  (Empty)   

 

Bott le  Number  Integer  (0  to  3 )  

Default  i s  3  

 

Scanner  (Empty)   

 

Custom Properties 

All  i tems have common propert ies.  

Name  Format  Descr iption  N/O 

pos  Identi f ier s o f  pin  

Separated by ;  

Pins o f  Ini t ia l  posi t ion.  Choice one from p ins 

arbitrary.  

O 

setup (Empty)  I f  i t  exis ts ,  th is  i tem wi l l  be the same wi th tha t  

player  se t  on the f loor  in game.  

For  example,  i f  you set  a  Bel l  on ‘objec t ’ 

layer ,  i t  sounds when enemies go through on i t  

by defaul t .  

Caution :  This  proper ty i s  va lid  for  the 

fo l lo wing i tems.  

Portable  Light ,  Network Camera,  GPS,  Bell ,  

Kitchen Timer,  Scanner  

O 

N: Necessary,  O:  Opt ional ly  
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How to describe in Level Definit ion fi le  

In Level  Definit ion fi le ,  you can se t  in i t ia l  i tems player  has .  This tab le shows format  

of each i tems.  

  Format  

 

Key key␣KeyNumber  

 

Protable Light  l ight␣Distance [ce l l]␣Range [degree]␣Bat tery  

 

Cloth  cloth  

 

Camera  cam 

 

GPS gps  

 

Whist le  whist le  

 

Bell  bell  

 

Kitchen Timer  t imer  

 

Bott le  bott le  

 

Scanner  scanner  
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System layer - system 

 

Kinds of system items 

 Node 

For the star t  posi t ion and  the connection between leve ls.  

Properties (default) 

Item Format  Descr iption   

name  Str ing  Identi f ier  o f Node.  I t  i s  necessary 

i f  i t  i s  used  as the star t  posi t ion or  

a  dest inat ion of a  connection 

between leve ls.  

O 

N: Necessary,  O:  Opt ional ly  

 

Custom Properties 

Name  Format  説明   

to  TmxName;NodeName Move to  another  node  from this 

node .  Set  tmx name and  name of 

ano ther  des t inat ion node .  

O 

type  NodeType  A kind of  screen transi t ion.  

Descr ibed be low.  

‘Flat ’  i s  the default .  

O 

N: Necessary,  O:  Opt ional ly  
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NodeType 

Identif ier  Flat  Fall  Stair  

Effect  Walking sounds  Fal l ing sounds  

Zoom in  

Sounds  walking 

stair s  

 

 Goal 

Clear  a  level  when player  reaches Goal.  You can se t  several  Goals.  

 Check Point 

Player  can re try from this po int .   

 

 Pin 

For enemies .  

Item Format  説明   

name  Str ing  Identi f ier  o f Pin.  I t  is  used by 

‘p ins’  and ‘star t ’  proper t ies o f 

Enemy and I tem.   

N 

N: Necessary,  O:  Opt ional ly  
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Play your levels 

 

Location of the level data 

One leve l  i s  in one d irec tory.  Locate that  d irec tory in the direc tory be low.  

The name of d i rec tory i s  the ident i f ier  o f the level .  The ident i fier  must  be a  

combination of  a lphanumeric  and ha l f -size  characters .  

{Local Directory of This Game}/user/{Identifier of the level}/(Various data) 

 

Selecting levels in the game 

Star t  the game; se lect  “User ’ s Level”  in the t i t le .  The l i s t  o f leve ls  in ‘user ’ 

direc tory;  select  a  level  you want to  p lay.  

And then,  the di ff icult ies and on & off s tate  o f debug mode wi l l  sho w. Selec t  a  

di fficulty to  s tar t  the  leve l .  I f  you put  the debug mode on,  you can use var ious  

debugging op tions whi le  you are p laying.  A score wi l l  be no t  recorded when you 

clear  the level  wi th debug mode.  

 

 

Control of debug mode 

Debugging informat ion wi l l  be  sho wn on the top - le ft  o f the window wi th debug 

mode.  Each i tems have the  on & off s tate  and i t  is  swi tchab le.  Holding debug button;  

move the  cursor  by up and do wn but tons,  swi tch the state  by le ft  o r  r ight  but tons .  
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This tab le explains ro les  of these  i tems.  

Item Descr iption  

Show Help  Show this information.  

Show Info  Show addi t ional  information.  

For  example,  flags information.   

Check Vis ibi l ity  Visib le p layer ’s  s ight .  

Through Wall  Let p layer  goes through a wall .  

Show Enemy Show enemies a lways .  

Infinity Energy  Elec tr ici ty o f p layer ’s l ight  wi l l  not  decrease.  

Light Al l  Light  al l  objects up .  Make al l  vis ible .  

 


