NCGi developer’s notes

1. Byte-code chart for levels of the main game

Hex values
0
1
2
3
4
5
6
7
8
9
A
B
C
D
E
F

0
Nothing!
Normal blocks: 50% rebound.
Also stops magnetic fields.

10
Bouncy blocks: 100% rebound.
Normal blocks: 15% rebound.

Also absorbs bullets.
Hard blocks: 0% rebound.
Fatal blocks.

20
Background blocks.
Also stops magnetic fields.

30
Only lets bullets through.
Only lets bonuses through.
Only lets players though.
Only lets enemies through.
Will not let players through.
Will not let enemies through.
More fatal blocks.

40
The shop.
Magnets pointing…
Turrets pointing…
Machine-gun turrets pointing…
Fragile walls



Up
Right
Down
Left
Right
Down
Left
Up
Up
Right
Down
Left
1 hit
5 hits
25 hits

50
WKobo conduit
Spark turrets pointing…










Needs 1
Needs 2
Needs 3
Needs 4
Up
Right
Down
Left









60

















70

















80
Flying saucer

(4)
Time-reversing ship

(9)
SRMs

(11)
Pulsars

(13)
Rubber ducks

(14)
(1) Normal asteroid with mass equal to…
(2) Spinners of order…







1
2
4
8
16
32
64
128
256
1
2

90
(2) Spinners of order…
(6) Homing triangles:


3
4
5
6
8
12
16
32
64
128
1st order

= 1
2nd order

= 3
3rd order

= 9
4th order

= 27
5th order

= 81
6th order

= 243

A0
(6) Homing triangles:
(7) Pentagrams of size…
(10) Macropixels:


7th order

= 729
8th order

= 2187
3
4
5
6
7
8
10
12
16
Red

= 1
Orange

= 4
Yellow

= 16
Lime

= 64
Green

= 256

B0
(12) Recoalescing asteroid with mass equal to…
Defender bomber

(16)
Defender baiter

(17)
Homing Spinner (18)
Triangle Boss (19)
Sub-game N ball (22)




1
2
4
8
16
32
64
128
256








C0
Movable, matchable blocks.

D0
A blank Pacman space.
Pacman squares with…
Pacman power-pill
Pacman chilli-pepper





Ghost source block
Standard blue Pacman wall



1 dot
2 dots
3 dots
4 dots
5 dots
6 dots










E0

















F0










Right scaling byte
Down scaling byte
Starting squares:














Player 4
Player 3
Player 2
Player 1

2a. Table of shop items and their internal game codes

Item name
Shop item #
Upgrade #
Weapon #
Bullet type

Flame thrower
0
0
2
2

+3 plasma balls
1
1
3
3

White-hot fire
2
2
4
4

Spread-fire
3
3
(1)
(1)

Attract all other boni
4
5



+150 points
5




Faster bullets
6
12 (*1000)
(1)
(1)

+1 extra life
7




Stream-fire
8
4
(1)
(1)

Retro-thrusters
9
6



Machine-gun w/bullets
10
7
5
5

Surround-fire
11
8
(1)
(1)

Invincibility
12
9



Longer-range bullets
13
14 (*1000)
(1)
(1)

Shield emitter
14
15 (0 ( 15)



Shield capacitor
15
16



Shield energy
16
17



Shield auto-recharge
17
18



Refraction shields
18
15 (( 11)



Destructor™ shields
19
15 (( 12)



Light sabre
20
19
6
(6)

Anti-S.R.M. pulse
21
20
7


Laser upgrade
22
21
8
7

Prodder weapon
23
22
9
8

Sell life
24




Inverse prodder
25
23
10
9

+3 flame mines
26
24
11
10

2b. Upgrades not currently listed in shop

Item name
Upgrade #

Ship speed (*1000)
10

Default bullet speed (*1000)
11

Default bullet range (*1000)
13

Pacman chilli pepper
25

3. Table of enemy types

Enemy
Enemy type
Enemy subtype

Asteroid
1
Controls size (0=smallest, 8=biggest)

Spinner
2
Controls size (1-128 - # of rockets emitted)

Rocket or “Flyer”
3
Controls type:

0. Normal

1. Pointy blue

2. Splitter

3. Green homer

4. Shooter

5. 2nd order splitter

6. Homer boss

Flying saucer
4


Enemy weapons
5
Controls type:

0. Red bullets

1. White cross

2. Machine-gun bullet

Trianguloid or “Homer”
6
Controls size:

0. Homing triangle

1-8. Trianguloids

Pentagram
7
Controls size (3-16 - symmetry)

Reson
8


Time-reversing ship
9


Macropixel
10
Controls size (0-4 - order)

Self-replicating mine (SRM)
11


Recoalescing asteroid
12
Controls size (0=smallest, 8=biggest)

Pulsar
13


Rubber duck
14


Duck egg
15


Defender bomber
16


Defender baiter
17
Controls health (initial: 5)

Homing Spinner
18


Triangle boss
19
Controls health (initial: 20)

Red flaming triangle
20


Pacman ghost
21


Subgame N ball
22
Controls order (initial: 6=blue)

4. Table of Subgame N levels

#
Name
Occurances

1
Normality
1, 6, 16, 27, 40, 51

2
Overload
2, 9, 18, 30, 42, 53

3
Rain
3, 11, 22, 31, 43, 55

4
Breezy Day
4, 13, 23, 36, 46, 58

5
Weird Orbit
5, 14, 26, 37, 50, 59

6
Blackout Zone
7, 19, 33, 48, 62, 75

7
Sludge Filter
8, 21, 34, 49, 63, 77

8
Popcorn
10, 25, 41, 57, 73, 89

9
Repulsion
12, 29, 47, 64, 83, 100

10
No Mistakes
15, 35, 56, 76, 98, 118

11
Polarity Reversed
17, 39, 61, 84, 106, 128

12
Eternity
20, 44, 70, 95, 119, 146

13
Jupiter
24, 52, 82, 110, 139, 169

14
Asteroid Field
28, 60, 92, 125, 157, 191

15
New Colours
32, 68, 104, 140, 176, 213

16
Pinball Bumper
38, 79, 121, 163, 206, 247

17
Binary System
45, 93, 142, 190, 238, 287

18
Faster…
54, 111, 168, 225, 282, 340

19
Hypersource
65, 133, 200, 268, 336, 403

20
The Unexpected
80, 162, 244, 327, 409, 490

21
The Storm
101, 204, 307, 410, 511, 616

22
Rainbow
132, 265, 399, 531, 666, 799

23
Fission
184, 369, 553, 739, 924, 1108

24
Traffic Lights
288, 576, 865, 1153, 1442, 1730

25
The final remix
601, 1202, 1803, 2404, 3005, 3606

5. Palette Indexes
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Stephen Brooks & Chris Johnson [2001-01-13]


