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�
+ Brief Introduction to the Bricks Editor





In 1999, Andreas Rottler was drawn to the Microsoft puzzle game Klotski, a remake of an old Polish board game. He decided to redesign the game and write new levels for it, also introducing new elements to the game. The new project is called Bricks.





Although the idea of the game is not new, Bricks now has a quite considerable fan community who communicate via the World Wide Web. They send in their score files to compete for the world’s best rankings and discuss future elements or solution strategies. You’ll find the Bricks pages under http://www.bricks-game.de/.





I have followed some of the discussions recently and it is obvious that the Bricks players are encouraged to design their own levels. An appropriate design tool was missing, however. I’m learning Windows programming right now and I hope to improve my Delphi skills as well as provide a suitable level editor for Bricks.





�
+ Creating Bricks





When you open the editor you are presented with an empty board with 12x12 squares and a range of buttons to the right.





Modifying the board basically works as follows: First select squares on the board, then push one of the buttons to modify the selected squares





Selecting tiles:





To select tiles simply click on the tile, it will then be highlighted. You can also select a rectangular region of the board by dragging the mouse with the left mouse button held down. In both cases, the tiles will always be added to the selection, reverting it. That is, to deselect a selected tile, simply click it again.





Right clicking will deselect all.





Double-clicking will select a whole brick if the picked tile has already a brick sitting over it, and will just behave like a single click otherwise.





Creating Bricks





To turn the selection into a brick, click one of the Bricks buttons to the left, e.g. the brown standard brick in the top left corner of the bricks section. If only empty tiles are selected, the selection will now appear as a single brick of the chosen type. If the selection was rectangular, the brick is solid, otherwise it has an arbitrary shape.





If the selection only comprised existing bricks, only the type of these bricks will be changed.





If both empty and occupied squares were selected, the selection will be merged into a single brick of the chosen type.





Creating Floor Items





each tile can have a floor item, regardless of whether there is a brick on it or not. These floor items can be set with the three buttons over the bricks buttons


�
+ Different Types of Bricks





There are different types of bricks you can create (in order of the buttons, top to bottom):





Normal bricks: your everyday featureless brick, most of the bricks will be of this type.





Master Brick: You’ll have to move this one to the red target floor to win. Each board needs one and only one.





Frame: The green frame cannot be moved or penetrated. The frame always has an arbitrary form and new frame elements will automatically be merged with old ones.





Magnet: Those will stick together once they’re move next to each other. In the editor, they cannot be in adjacent positions. Although Andreas’ Bricks only features single square magnets, it is possible to create arbitrary magnets with this editor.





Magic Brick: They are groups of bricks that always move together although they are not physically linked. In this editor, all bricks can consist of squares scattered all over the board, hence a magic brick is just an ordinary brick of purple colour. But it’s of course good style to denote a magic brick a such and leave the brown design to normal bricks of one piece.





Keyhole: The keyhole is a part of the frame. There can only be one keyhole on the board.





Eliminator: These turquoise Bricks vanish when they’re moved to adjacent positions. Andreas’ Bricks only features single square eliminators, but they can be of any shape and size in this editor.





Blockade Brick: In order to get rid of those, you’ll have to push the key next to the keyhole. Again, they may be of any shape.





Keystone: The keystone will release the blockade bricks when move next to the keyhole. The keystone can only be a single Brick.





Horizontal and Vertical Sliders: can only be moved left-to-right or up-down respectively. They can be of any form, although a single square slider confuses, as it can not be told which directions are free.





Barriers: are parts of the frame that can be removed by moving the master next to them.


�
+ Special Commands





Larger Board: adds a row and column at the bottom and to the right the board. The boards are always square. The maximum size is 24x24.





Smaller Board: removes the bottom row and the rightmost column if both are empty.





Automatic Board Size: tries to fit the whole board to the smallest possible board.


�
+ File Formats





.nbl: New Bricks Level


Contains the data of one bricks level





.nbg: New Bricks Game


Comprises the whole data for a game which most often will consist of several levels.


+ 001


+ 002


+ 003


+ 004


+ 005


+ 006








