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Hello! In this part of documentation you will find informations how to make a custom level
for CrazyHook version 1.4+,

version: final, author: Pejti

Special thanks: Zax37, Kubus_PL
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It is good to use Notepad++ app which has more functions than Windows notepad. During
editing ANI files | prefer to use Windows calculator (recounting values between hexadecimal
and decimal systems).

ATTENTION!

e Only WapMap Beta editor (and latest versions) allows to display new images.

e Error will occur if you will add file with other extension than XMI to the MUSIC
folder.

e WapMap Beta error will occur if you will add images with other extension than BMP /
PID to the IMAGES folder (and subfolders).
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General informations

Creating levels for CrazyHook version require basic knowledge about how to write new
logics in LUA language. We can also add/change other elements like loading screen for level
or add new music. | will describe all elements very simple, so that everyone will can do this
without any problems. In table below you can see description about all elements and
folders/extensions which are part of CrazyHook level (you can use all or some of them).

ICHTest. WWD is the level in which we will work. Level should be in CUSTOM folder:

Folder path Prefix Files types
.\Custom\!CHTest\IMAGES\ CUSTOM
.\Custom\!CHTest\LEVEL\IMAGES\ LEVEL .PID .BMP .PCX
.\Custom\!CHTest\IMAGES\SPLASH\ -
.\Custom\!ICHTest\TILES\* CUSTOM .PID .BMP .PCX
.\Custom\!CHTest\ANIS\ CUSTOM ANI
.\Custom\!CHTest\LEVEL\ANIS\ LEVEL '
.\Custom\!CHTest\SOUNDS\ CUSTOM WAV
.\Custom\!CHTest\LEVEL\SOUNDS\ LEVEL '
LEVEL.XMI
BOSS.XMI
.\Custom\!CHTest\MUSIC\ POWERUP XMI
**CUSTOM.XMI
.\Custom\!CHTest\SCREENS\ - LOADING.PCX
.\Custom\!CHTest\LOGICS\ - * LUA

* - In this folder we can use default folders: ACTION, BACK, FRONT, but we can also add
layer which will use images from folder with OWN name.

**CUSTOM.XMI - it is possible to add XMI file with OWN name and possibility to change
music while gameplay. You will see in one of new logics how to do this. ©

Source:
http://www.clawforum.fora.pl/dokumentacja,34/struktura-folderu-zasobow-a-ich-mapowanie,4679.html

Prefix points to where are images/sounds.
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a) Types of files/folders

Splash - we can add if in level we can die because of water/lava etc. (or in every Custom
level - but advanced knowledge is necessary). Splash - it is an animated object which will
appear when Claw will die in swamp etc. and it consists of seven frames.

Tiles - we adding subfolders here (default names ACTION, BACK and FRONT) which
contain images for new tiles. If you want use new images, use other numbers than default
numbers (number - tile name) for existing Tiles. Except new images you have to add masks
for new tiles in editor (Solid, ground etc.). Only WapMap Beta editor (and newest versions)
can display new images.

Anis - | show you how to edit CYCLEX.ANI file (X it is a default value, these files you
will find in .\Assets\GAME\ANIS\ ). We will need Hex app to edit these files. | will use Hex
Editor XV132 app.

We open app and load (CTRL+0) CYCLES0.ANI file:

File Edit Search Address Bookmarks Tools XViscript Help

DS X & EEQ ol §
5[0 00/00 00| 0 a0 0a[en|oa[00 0o«

0/|20|00/00 00/ 00|00 00 00 0000|0000 0100|0000 00 00|00 00 0000 00|00 00 00 00|00 00 00 00|00 1
00|00 01 00 00|00 00/a0 00|00 E¥§ 00 00|00/ 00 00 00 00|00 a0 1 B

!

Adr. hex: 24 Char dec: 50 |Overwrite

We focus on two values, first is in hexadecimal system (red arrow), second it is the same
value but in decimal system (green arrow). Number 50 (50ms) it is interval between next
animation frames. If we want faster or slower animation we need to change this value. We
will use Windows calculator (we change default view to developer view) or we can convert
this value online (just find good site). For example we will change this value to 300. 300 =
12C (in hexadecimal system) and we need to divide this value to 01 2C (two signs). We have
to do with "Little endian” (if you have time, you can read about it online) so we have to type
this value in file from the end it means at first 2C (type in place where is 32 value) and next to
(on the right side) 01.

20|00/ 00|00|00 00|00|00 00|00 00(00|01 (00|00 00|00 00|00 |00\ 00|00| 00/ 00|00\ 00(00|00|00 |00/ 00|00
00|00/ 01|00 |00 00 |00|00 00|00 2C ':IlD':I 00|00 00|00 a0 |00

Screen above - how to right type value 12C value.

We save file (Save As...) as CYCLE300.ANI file. Now we can copy and paste this file to
\Custom\ICHTest\ANIS\. Just type in Animation: field, for animated object,
CUSTOM_CYCLE300. Exemplary object with this animation was added to level (start place
- LEVEL_TORCHSTAND) and next to this object, second object with GAME_CYCLES50
animation.

We can also create more advanced ANI file. You will find instruction about how to do this
in - CWD(8) ENG - ANI file.

Sounds - similar to new animations, just type name of sound in Animation: field.
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Music - here we add XMI files. You can find out how to convert MID file to XMl file.
Just see how to do in example below. We need freeware Awave Studio app.
At first, launch app.

=l Awave Studio v10.0 — [m] X
Fie Edt  \View IO Options  Help
& & S S | |[J2 Batch conversion wiza ... Cul-B H > @

Na... | Bank:Progr.
AT AMPLIFY

MIDI processing wizard...
Create instrument wizard. .
Audio recording wizard...
MIDI recarding wizard

1% #¥ Y™

Dual mono - Interleaved stereo
Interieaved stereo -» Dual mono
Delete unused waveforms
Delste duplicate waveforms

Ready.

We choose Batch conversion wizard... option from Tools bookmark. Then:

&+ Convert 'Midi songs”

@ Both input and output file twpes are restricted to 'midi song’ like file formats. If the input file containg an
embedded instrument collection, and the output format supports it, then that will also be converted.

We choose last option and then we click Next and to the new window we drop MID file.
We can also do this in other way, just click on Add files... and choose file from the disk. Then
we click on Next button. In the last window we choose output file format:

Output format
File: Format: |_xmi - Miles Sound System extended MIDI file j

Data format: | p4101 w| Channels: W/, -

We choose localization for .xmi file, Output directory: , we click on Start button
(conversion lasts few seconds) and new file is ready to use.

Screens - image which we will see when level is loading. Dimensions 640 x 480 pixels.
We can use Photoshop (A) or Gimp (B) to convert image:

App A

We open image and we select Image bookmark, then Mode and then Indexed Color... -
new small window will open. At the top, we choose Palette, from the list - Local (Selective),
Colors: 256, Forced: None. Below we choose: Matte: Black (RGB: 0,0,0), Dither:
Diffusion, Amount: 1%. We do not mark the last option. Then we click Ok and our image is
ready. Save image as PCX file.

App B

We open image and we select Image bookmark, then Mode and then Indexed... - new
window will open. We choose Generate optimum palette and below we type 256 colors. In
Dithering part we choose None. We do not mark the last option. We click on Convert button
and image is ready. Then we save image, we choose File bookmark and then Export As...
(ZSoft PCX image) as Image.pcx. Then we click on Export Button.

ATTENTION!

You should remember that you do not need to convert image using BASE level palette. So we
can convert image which has the best possible quality.
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