GAME DATAFILE FORMAT


Po-Shen Loh


Period 5


Mr. Williams





;general information


SPEED MODE = [int --- number of waitretrace's before moving on]





;ship information


XDIM = [int --- x dimension of ship]


YDIM = [int --- y dimension of ship]


GRAPHICS FILE = [char* --- graphics file for game]





;projectiles


NUMBER OF PROJECTILES = [int --- number of projectiles]


 for each projectile


 XDIM = [int --- xdim]


 YDIM = [int --- ydim]


 <image in graphics file>


 SPEED = [int --- speed of projectile]


 EXPLODE = [int --- 1 or 0.  1 means explode, 0 means not]


 EXPLOSION RADIUS = [int --- radius (in pixels) of damage from explosion]


 HITPOINTS = [int --- hitpoints of damage inflicted]





;weapons


NUMBER OF WEAPONS = [int --- number of weapons]


 for each weapon


 NUM PROJS SHOT = [int --- number of projectiles fired; maximum of 5]


  for each projectile fired


  PROJECTILE = [int --- projectile type fired]


  X OFF = [int --- x offset of firing]


  Y OFF = [int --- y offset]


  THETA = [int --- angle of fire]


 REFIRE RATE = [int --- number of vertical retraces before refire]


 POWER = [int --- power consumed]


 XDIM = [xdim of image]


 YDIM = [ydim of image]


 <graphic in graphics file>


 LINES = [int --- number of lines in description]


  for each line in description


  [char* --- line of description]


 PRICE = [long --- price (in credits)]


 PRIMARY = [int --- 1 means that it is, 0 means that it isn't.]


 SOUND NUM = [int --- sound effect number]





;explosions


SPACING X = [int --- pixels between centers of adjacent explosions]


SPACING Y = [int --- similarly, for Y]


NUMBER OF STAGES = [int --- number of stages in explosions]


 ;for each stage


 XDIM = [int --- xdim]


 YDIM = [int --- ydim]





;goodies


NUMBER OF GOODIES = [int --- number of goodies]


 for each goody


 CASH = [long --- cash bonus]


 SHIELD = [int --- shield type]


 WEAPON = [int --- weapon type]


 XDIM = [int --- x dimension of goody on screen]


 YDIM = [int --- y dimension of goody on screen]


 <graphic in graphics file>





;shop definition file


SHOP DEF FILE=shop.po





EOF.








GRAPHICS FILE FORMAT





ship image:





  XDIM x YDIM bitmap of ship








projectile images:


 For each projectile:





  XDIM x YDIM bitmap of projectile








weapon images:


 For each weapon:





   XDIM x YDIM bitmap of weapon (displayed in store)








goody images:


 For each goody:





   XDIM x YDIM bitmap of goody (ready to be picked up in combat)





EOF.


