o Smash GBP

So you wanna modify the SmashGP Level Small02? Well this map has many tiles and you can make a
variety of levels. Right now all we know how to do is how to modify this level Any questions can be
Emailed here: Drake250@gmail.com
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Guide to Modifing the SmashGP level Small02
Well you want to make a level? Great, but at this time all you can do is alter map SmallO1. But that's fine. You can make a nice
mario themed level for now.

“irst your going to need Mappy. You'll find it here.
Mappy is a pretty basic program. First load the small. FMP. That is the map you'll play on. You should understand the basics
sut if not look at this:

Click on the image:
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You can resize the map if you want just go: Map Tools>Resize Map...
T'hen you can chose resize it, just keep it between 20x20 to 100x100.

When your done save it normally. then go File>Export as text...
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Jse these setting when exporting:

Textfile

tap Mame Goes Here v lze name as prefis

v ColowrMap ¢ RGB [R.G.E) f+ GBA [BGRS5AG)

[ Anim and Black structure data [vw Cut unuzed fields

[v bdapdrray(z] Prefis with: |l:l:|n$t zhort

% Thiz layer only & 20 format afw][x] [ GB& Merge fip
Al lapers 1D format; alymapwidth+s] W Auto resolve BG

[ Block Graphicz  |v GBA 3+8 | 16 colour tlez [GBA]

| Object structure data | Cutunuzedfields | Estemal filenames

[ Uze 'const’ where applicable [recommended for GEA]

0k, Cancel

Now you have a Text file. Open it in notepad.
You should see something like this: (not exactly but alot of zeros)
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& small.TXT - Notepad g@ﬁ

File Edit Format Wiew Help

|const short small_map0[40][60] = { )
{0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
ﬂ,D,D,G,D,O,D,D,D,G,D,D,ﬂ D D D
0,0000000000,0,0, U, U, U,
0,000000,0,00,00}

{ 1 1 1 1 1 ] 1 1 1 1 !D! D! D! n!n!
U!D! u! D! D! D! D! D! n!nﬂuﬂ u! !D! D! D!
0,000000,00,000,0,0,0,0,
000000000000}

{ 1 1 1 1 1 1 1 1 1 1 !D! D! D! D!D!
0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,
0,000000,0,000,0,0,0,0,0,
0,00000000,0,0,0}

Now click beforw the "c" in consist and hit enter.
30 to the new space above the document and copy this:

/* V1.3.24, please see mapwin.htm docs 'Exporting map for GBA'
* for header defs and functions etc
*/

#include ""gbamappy.h"”’

Y our document should look something like this:

o small. TXT - Motepad g@“

File Edit Format ‘iew Help

I V1.3.24, please see mapwin.htm docs 'Exporting map for GBA' [~
* for header defs and functions etc
*I
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#include "gbamappy.h"
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Now go to the bottom. After your at the very bottom go up until your document looks something like this:

& small. TXT - Notepad g@
File Edit Format  Wiew Help
{0,0,0,0,0,35,36,0,0,0,0,0,0,0,0,0, N

0,4,8,6,222,2,2,2,2,2,2,2,2,2,

62,62, 62, 62, 62, 62, 62, 62, 62, 62, 62,62 },
{D! u! D! D! D! 5!355 !u! D! !D! D! !U!D!
0,4,8,8,8,8,8,8,8,8,8,8,8,8,8,8,
8,8,8,8,88,8,8,8,8,8,8,8,8,8,5,
0,0,0,0,0,0,0,0,0,0,0,0}

const unsigned short small_cmap[256] = {

0x0000, 0x7FFF, 0x41FD, 0x41FA, 0x5699, 0x5E9E, 0x347D, 0x28'
0x2817,0x3C7F, 0x3D55, 0x5DFF, 0x779E, 0x401F, 0x401F, Ox6E
0x65FF, 0x7B1F, Ox7FFF, 0x35AD, 0x1CE7, 0x6739, Ox4ET3, 0x29
0x1002, 0x3886, 0x514C, 0x4508, 0x698C, 0x6D08, 0x4529, 0XTE3
0x59AD, 0x59AD, 0x6610, 0x6610, 0x3929, 0x6294, 0x6718, 0X775
0x5860, 0x6880, 0x6880, 0x6460, 0x2041, 0x7D86, 0x7D83, 0x7DC
0x7DC6, 0x5672, 0x5A93, 0x562E, 0x5230, 0x5671, 0x5251, OX51E
0x520D, 0x5A4F, 0x520E, 0x522F, 0x522F, 0x5651, 0x562E, Ox4E(
0x49EC, 0x520E, 0x4E0D, 0x4DED, 0x522E, 0x5650, 0x5650, 0x5:2

Click before the" c" in const. now everything from before that "c" to the bottom needs to be deleted.. When all that is gone it
should look like this:
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& small.TXT - Notepad g@ﬁ

File Edit Format Wiew Help

,0,0,0,0,0,0,0,0,0,0,0}, ]
0,0,0,0,0,0,0,
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Ok now save it.

Now you can make the back screen. This isn't essentila because its hard to notice, but when you make a good level it's nice to
1dd a feel to your map. Kykiskye's Matix Roof Tops level is a good example of how that back screen can add to the feel.

When making your back screen (smallb.FMP in the SmallO1 level) make sure it's 150x180. all back screens must be this size.
3esides that you can follow the same steps (except resizing!) as you did for the foreground.

Now for the background BMP, it can either be 24-bit or 8-bit, and must be 640x240. Save it is paint as an 256 Color Bitmap

** bmp;*.dib) for 8-bit backgrounds (some color distortion). Or you can save it as a 24-bit Bitmap (*.bmp;*.dib) with no color
listortion. (I reccomend 24-bit).

Ince you have your two .txt files (one for the foreground or battlefield, and one for the background or screen) and one 640x240
BMP file (the background image) your ready for ArenaEdit.

fyou don't already have AreanEdit grab it here. here's a rundown of what each button does:



Well after you save it place the .ARN file ArenaEdit made, the .BMP background, and the .MOD music file iff you have one in
your smashGP filder. Don't make a new folder, just place them all in the same one the character .chr files are in.

Jope your map is fun and please post them in My Forum, The PSPupdates SmashGP character/level/etc thread, and you can
:mail me the level and I can host it for you :).

Jood luck!
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