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General Notes: 

Each stage file must start with a single word (that can have underscores in it) that is used as a unique identifier.  Even if an event does not use all of it’s parameters, they must all be specified (use 0 for unused parameters) or the stage will have an error, and not run correctly.  Comments can be added by starting them with “/* “  (including the space is important!), and ending them with “*/”.  Important: You must NOT have blank lines at the end of a stage file.
Event: SpawnEnemy

Parameters:
1: Event Time 



2: Art Filename (Should be a 32 bit BMP file)


3: Number of frames in the horizontal (x) direction


4: Number of frames in the vertical (y) direction



5: Collision Box radius in the horizontal direction



6: Collision Box radius in the vertical direction



7: Starting X Position(0 is the left edge of the screen,640 is the right edge)



8: Starting Y Position(0 is the top of the screen,410 is the top of the HUD)



9: Starting X Velocity(In pixels per second)



10: Starting Y Velocity (In pixels per second)



11: Starting X Acceleration(In pixels per second2)



12: Starting Y Acceleration(In pixels per second2)



13: Color (1 = red, 2 = green, 3 = yellow, 4 = blue, 5 = purple, 6 = cyan,




      7 = grey (white), 8 = white (white), 9 = black (white))



14:  Hit Points (3 is standard)

Description:  This command spawns and enemy based on the given parameters, and makes his entity the “Last Entity” that other commands (such as Controller, and ShotController) affect.
Event: LoadStage

Parameters:
1: Event Time 



2: Filename



3: Start Time

Description:  When this event is processed, the current stage is ended (no further events are processed) and a new stage, specified by the filename parameter, is started, at the time specified by StartTime.  Note, this command (re)loads the stage file.  TimeJump should be used where possible, for more efficiency.

Event: TimeJump

Parameters:
1: Event Time 



2: New Time

Description:  When this event is processed, the current stage time is set to the value passed in as the New Time, and all events in between this event and the New Time are deleted without being processed.  Note, you can only jump forward using this command, to jump to an earlier point in a stage, see LoadStage.

Event: Conditional

Parameters:
1: Event Time 



2: Value to check



3: Amount to check against



4: Comparison Operator (1 = ‘<’, 2 = ‘=’, 3 = ‘<=’, 4 = ‘>’, 5 = ‘><’,    

     6 = ‘>=’, 7 = ‘>=<’)




5: Extra Parameter (dependent on parameter 2, see Description)

Description:  When this event is processed, the expression is evaluated, and if successful, the next event is deleted and skipped.  The values to check are:

0: Random number between 0 and Extra Parameter


1: Player Score (Player # Extra Parameter (0-3))

2: Player X Position (Player # Extra Parameter (0-3))


3: Player Y Position (Player # Extra Parameter (0-3))


4: Player X Velocity (Player # Extra Parameter (0-3))


5: Player Y Velocity (Player # Extra Parameter (0-3))


6: Player X Acceleration (Player # Extra Parameter (0-3))


7: Player Y Acceleration (Player # Extra Parameter (0-3))


8: Player Combo Level (0 – 10 (10 = M = Max Combo)) (Player # ext par)

9: Player Combo Progression (0-3, the number of boxes filled) (Player # ext par)


10: Player Engine Status (2 = off, 3 = off + dmg, 4 = on, 5 = on + dmg) (Player #)


11: Player Guns Status (same as prev)


12: Player Shield Status (same as prev)


13: Player Power Status (same as prev)


14: Player Red Status (same as prev)


15: Player Green Status (same as prev)


16: Player Blue Status (same as prev)


17: Last Enemy Still Alive (ignores parameters)

Event: LetterBox

Parameters:
1: Event Time 



2: Position to move to (0 = totally open, 240 = totally closed)



3: Speed (pixels per frame, should be positive to close, negative to open)

Description:  When this event is processed, the current settings of the letterbox layer will be changed.  Use this command to create black borders at the top and bottom of the screen, putting the game in a letterbox style mode for cinematic cut scenes.  

Event: StarLayer

Parameters:
1: Event Time 



2: Layer Number (0 to 9, higher numbers are drawn later)



3: Seed (random number generator seed number)



4: Quantity (number of stars on this layer)



5: Speed (In pixels per second)

Description:  When this event is processed, the settings for a star layer are changed.  If the quantity is 0, the layer is turned off.  Multiple star layers at different speeds provide a nice illusion of depth.

Event: Controller

Parameters:
1: Event Time 



2: Type (see description)



3: Parameter 1 (type dependent)



4: Parameter 2 (type dependent)



5: Parameter 3 (type dependent)

Description:  When this event is processed, if the “Last Enemy” still exists, a new controller with the given type and parameters is created, and assigned to this enemy.  Controller Types: 
1: Sin Controller (moves up and down, semi-randomly)




2: Circle Controller (X Center = Param1, Y Center = Param 2, 






         Radius = Param 3)




3: Strange Circle Controller (X Center = Param1, Y Center = 







           Param 2, Radius = Param 3)




4: Up Down Controller (Y Center = Param1, Range = Param 2)




5: Move To Controller (X Pos = Param 1, Y Pos = Param 2, 







   Speed = Param 3) 

Event: ShotController

Parameters:
1: Event Time 



2: Type (see description)



3: Parameter 1 (type dependent)



4: Parameter 2 (type dependent)



5: Parameter 3 (type dependent)

Description:  When this event is processed, if the “Last Enemy” still exists, a new shot controller with the given type and parameters is created and assigned to this enemy.  For types 2 and 4, param 3 is used for “stealth” mode.  Basically, if this is set to 0, the enemy will shoot normally.  If it is greater than 5, it will never shoot.  If it is in 1-4, it will add the number to the number of primary systems the targeted player has turned off, and if that is 5 or greater, it will not shoot.  (param3 of 1, and all 4 systems off will mean it doesn’t shoot, param3 of 4, and 1 system off means it doesn’t shoot, etc.)
Shot Controller Types:
1: Always Straight (Always left, as fast as possible)





2: Always At (Always at a player, as fast as possible)





3: Rate Straight (Always left, rate (in ms) = param 1)




4: Rate At (Always at a player, rate (in ms) = param 1)





5: Boss (Custom Controller for the wedge boss, 7 shots)

Event: BoostHP

Parameters:
1: Event Time 



2: Amount

Description:  When this event is processed, the hit points of the last enemy spawned are increased by the amount specified.  If the last enemy has already been killed, this event has no effect.  This can be used as a healing / repair effect on the enemy.
Event: Text

Parameters:
1: Event Time 



2: End Time (absolute)



3: X Position



4: Y Position



5: Red (0-255)



6: Green (0-255)



7: Blue (0-255)



8: Font Size



9: Alignment (0 = left, 1 = center, 2 = right)



10: Font name (in “Quotes”)



11: Message (in “Quotes”)

Description:  When this event is processed, the text message specified will be displayed on screen with the parameters specified, until the amount of time specified has passed.  Note, you cannot modify this text once it displayed, nor can you make it disappear sooner.

Event: LongText

Parameters:
1: Event Time 



2: Number



3: X Position



4: Y Position



5: Red (0-255)



6: Green (0-255)



7: Blue (0-255)



8: Font Size



9: Alignment (0 = left, 1 = center, 2 = right)



10: Font name (in “Quotes”)



11: Message (in “Quotes”)

Description:  When this event is processed, the text message specified will be displayed on screen with the parameters specified, until another LongText event occurs, with the same number parameter, and a blank message.  
Event: PlayerController

Parameters:
1: Event Time 



2: Player (1-4)



3: Type (see description)



4: Parameter 1 (type dependent)



5: Parameter 2 (type dependent)



6: Parameter 3 (type dependent)

Description:  When this event is processed, if the player specified exists, a new controller with the given type and parameters is created, and assigned to this player.  For a list of types, see the Controller event.  In addition, three additional controllers are supported by this event, 0, to return control to the player, -2 to have the player shoot (and not move) and -1, to totally disable control of the player (no controller).
Event: PlayerStatus

Parameters:
1: Event Time 



2: Player Number (1 to 4)



3: System (See Description)



4: Status (2 = Off, 3 = Off and Damaged, 4 = On, 5 = On and Damaged)

Description:  When this event is processed, the game will change the status of the specified system to the status value specified.  This can be used to create repair effects, or to setup missions in which the players start out with damaged ships.  For the system, 0 = Engine, 1 = Guns, 2 = Shield, 3 = Power, 4 = Red Power, 5 = Green Power, and 6 = Blue Power.

Event: PlayerShips

Parameters:
1: Event Time 



2: Player Number (1 to 4)



3: Ships (0 to 9)

Description:  When this event is processed, the game will set the total number of ships (extra lives) for the player specified to the number specified.  If that player is not currently playing, the event will be ignored.

Event: EndGame

Parameters:
1: Event Time

Description:  When this event is processed, the game will leave the stage it is currently on, and return to the splash screen, as if the player had just started up the game.  Note, this ends the current stage, and no further events in the stage will be processed.

Event: KillEnemies

Parameters:
1: Event Time



2: Amount

Description:  When this event is processed, the game will kill start killing enemy ships, until it’s either killed the number specified by amount, or it has killed every ship.  Useful for making parts of a boss blow up after the main section is destroyed.

