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-�3�B ���� �����������������������������������������������������������������������������������������������������������������'> 
-�3�F 2�#�� ���������������������������������������������������������������������������������������������������������������'> 
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���	������
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���	��
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-�3�-3 �E�����D
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����D
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��� �!!
"� ��������������������������������������������������������������������������������������������������'C 
-�3�:3 ��� �E��
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-�>�- ���?�D

�?!�H#������������������������������������������������������������������������������������������������-) 
-�>�: ���?��
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E
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-�>�'' ���?��� ��������������������������������������������������������������������������������������������������������������-: 
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-�>�'3 ���?�
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!
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-�>�'B ���?��
*��?
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��
E� �������������������������������������������������������������������������������������������-3 
-�>�'F ���?���������������������������������������������������������������������������������������������������������������-3 
-�>�'C ���?��
��?����#	� �����������������������������������������������������������������������������������������������-3 
-�>�-) ���?G
��?����#	��������������������������������������������������������������������������������������������������-3 
-�>�-' ���?��  
�� ����������������������������������������������������������������������������������������������������-> 

:::: ��2�0���<=����2�0���<=����2�0���<=����2�0���<=�� ������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������������-+-+-+-+ 
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:�3�' .����������������������������������������������������������������������������������������������������������������������-C 
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:�3�: ;�
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" ��������������������������������������������������������������������������������������������������������������:) 
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�
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� ����������������������������������������������������������������������������������������:- 
:�3�F 6 *
���� 
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���	E
�����������������������������������������������������������������������������������������:- 
:�3�C ;���	���� �E��
�"��������������������������������������������������������������������������������������������:- 
:�3�') ;���	���� �E��!���� �����������������������������������������������������������������������������������������:- 
:�3�'' 2�
�
�"���� �E��
�"�� ���������������������������������������������������������������������������������������:- 
:�3�'- 2�
�
�"���� �E��!�������������������������������������������������������������������������������������������:- 
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Fl ag {  I D = “ l at _t i med_of f ” ;  }  
Fl ag {  I D = “ l at _t i med_on” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l at _f l i p” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l at _f l i p_t i med_of f ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l at _f l i p_t i med_on” ;  Val ue = 0x4;  }  
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Fl ag {  I D = “ l r ef _sel f ” ;  }  
Fl ag {  I D = “ l r ef _t agged” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l r ef _l i ne_t agged” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l r ef _act _t agged” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l r ef _i ndex” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l r ef _al l ” ;  Val ue = 0x5;  }  
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Fl ag {  I D = “ l pr ef _none” ;  }  
Fl ag {  I D = “ l pr ef _my_f l oor ” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l pr ef _t agged_f l oor s” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l pr ef _l i ne_t agged_f l oor s” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l pr ef _act _t agged_f l oor s” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l pr ef _i ndex_f l oor ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l pr ef _al l _f l oor s” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ l pr ef _my_cei l i ng” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ l pr ef _t agged_cei l i ngs” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ l pr ef _l i ne_t agged_cei l i ngs” ;  Val ue = 0x9;  }  
Fl ag {  I D = “ l pr ef _act _t agged_cei l i ngs” ;  Val ue = 0xA;  }  
Fl ag {  I D = “ l pr ef _i ndex_cei l i ng” ;  Val ue = 0xB;  }  
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Fl ag {  I D = “ l pr ef _al l _cei l i ngs” ;  Val ue = 0xC;  }  
Fl ag {  I D = “ l pr ef _speci al ” ;  Val ue = 0xD;  }  
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Fl ag {  I D = “ l sr ef _my” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l sr ef _t agged” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l sr ef _l i ne_t agged” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l sr ef _act _t agged” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l sr ef _i ndex” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l sr ef _al l ” ;  Val ue = 0x6;  }  
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Fl ag {  I D = “ spr ef _none” ;  }  
Fl ag {  I D = “ spr ef _my_f l oor ” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ spr ef _my_cei l i ng” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ spr ef _or i gi nal _f l oor ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ spr ef _or i gi nal _cei l i ng” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ spr ef _cur r ent _f l oor ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ spr ef _cur r ent _cei l i ng” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ spr ef _hi ghest _f l oor ” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ spr ef _hi ghest _cei l i ng” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ spr ef _l owest _f l oor ” ;  Val ue = 0x9;  }  
Fl ag {  I D = “ spr ef _l owest _cei l i ng” ;  Val ue = 0xA;  }  
Fl ag {  I D = “ spr ef _next _hi ghest _f l oor ” ;  Val ue = 0xB;  }  
Fl ag {  I D = “ spr ef _next _hi ghest _cei l i ng” ;  Val ue = 0xC;  }  
Fl ag {  I D = “ spr ef _next _l owest _f l oor ” ;  Val ue = 0xD;  }  
Fl ag {  I D = “ spr ef _next _l owest _cei l i ng” ;  Val ue = 0xE;  }  
Fl ag {  I D = “ spr ef _mi n_bot t om_t ext ur e” ;  Val ue = 0xF;  }  
Fl ag {  I D = “ spr ef _mi n_mi d_t ext ur e” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ spr ef _mi n_t op_t ext ur e” ;  Val ue = 0x11;  }  
Fl ag {  I D = “ spr ef _max_bot t om_t ext ur e” ;  Val ue = 0x12;  }  
Fl ag {  I D = “ spr ef _max_mi d_t ext ur e” ;  Val ue = 0x13;  }  
Fl ag {  I D = “ spr ef _max_t op_t ext ur e” ;  Val ue = 0x14;  }  
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Fl ag {  I D = “ l i ght r ef _none” ;  }  
Fl ag {  I D = “ l i ght r ef _my” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l i ght r ef _or i gi nal ” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l i ght r ef _cur r ent ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l i ght r ef _hi ghest ” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l i ght r ef _l owest ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l i ght r ef _next _hi ghest ” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ l i ght r ef _next _l owest ” ;  Val ue = 0x7;  }  
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l t f _act i ve 0x1 The line is initially active. If this flag is not set, the line is 
inactive after the map has been loaded. 
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l t f _pl ayer _use a:0x2 
d:0x4000 

Use events from a player mobj can activate/deactivate 
the line. 

l t f _ot her _use a:0x4 
d:0x8000 

Use events from a mobj that is not a player can 
activate/deactivate the line. 

l t f _pl ayer _shoot  a:0x8 
d:0x10000 

Shoot events (caused by impact weapons: fist, 
chainsaw, pistol, shotguns, chaingun) whose originator is 
a player can activate/deactivate the line.  

l t f _ot her _shoot  a:0x10 
d:0x20000 

Shoot events (caused by impact weapons: fist, 
chainsaw, pistol, shotguns, chaingun) whose originator is 
not a player mobj can activate/deactivate the line. 

l t f _any_cr oss a:0x20 
d:0x40000 

Cross events (mobj origin crosses the line while moving) 
from any kind of mobj can activate/deactivate the line. 

l t f _monst er _cr oss a:0x40 
d:0x80000 

Cross events (mobj origin crosses the line while moving) 
from mobjs that have the MF_COUNTKI LL flag can 
activate/deactivate the line. 

l t f _pl ayer _cr oss a:0x80 
d:0x100000 

Cross events (mobj origin crosses the line while moving) 
from player mobjs can activate/deactivate the line. 

l t f _mi ssi l e_cr oss a:0x100 
d:0x200000 

Cross events (mobj origin crosses the line while moving) 
from mobjs that have the MF_MI SSI LE flag can 
activate/deactivate the line. 

l t f _pl ayer _hi t  a:0x200 
d:0x400000 

Hit events (line blocks mobj movement) from player 
mobjs can activate/deactivate the line. 

l t f _ot her _hi t  a:0x400 
d:0x800000 

Hit events (line blocks mobj movement) from non-player 
mobjs can activate/deactivate the line. 

l t f _monst er _hi t  a:0x800 
d:0x1000000 

Hit events (line blocks mobj movement) from mobjs that 
have the MF_COUNTKI LL flag can activate/ deactivate the 
line. 

l t f _mi ssi l e_hi t  a:0x1000 
d:0x2000000 

Hit events (line blocks mobj movement) from mobjs that 
have the MF_MI SSI LE flag can activate/deactivate the 
line. 

l t f _any_hi t  a:0x2000 
d:0x4000000 

Hit events (line blocks mobj movement) from any kind of 
mobj can activate/deactivate the line. 



�������������	
���
���
��������	����������	����� � �

������	����������

���������
��

��� !�
����"
������# ���
�
���$�%����� � &�':�&�

d:0x4000000 mobj can activate/deactivate the line. 

l t f _t i cker  a:0x8000000 
d:0x10000000 

Ticker events (can happen up to 35 times per second; 
controlled by Ticker start time, Ticker end time and 
Ticker tics) can activate/deactivate the line. 
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l t f _mobj _gone 0x20000000 Activation or deactivation of the line is impossible unless 
all the mobjs with the type specified with Thing type 
(Ap9) are either removed from the map or have died 
(their health is equal to or less than zero). 

l t f _no_ot her _use_secr et  0x40000000 If the line is flagged Secret (standard Doom line flag) it 
can’t be activated or deactivated with Use events from 
non-player mobjs. 

l t f _act i vat or _t ype 0x80000000 The line can only be activated or deactivated with 
events whose originator is a mobj of the type specified 
with Thing type (Ap9). 
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l t f 2_when_act  0x1 The function of the line is executed when the line changes 
state from inactive to active, i.e. it’s activated. 

l t f 2_when_deact  0x2 The function of the line is executed when the line changes 
state from active to inactive, i.e. it’s deactivated. 

l t f 2_when_l ast  0x10 The function of the line can only be executed when the 
line’s counter is one (1). Otherwise the function won’t be 
processed at all. 

l t f 2_whi l e_act  0x4 The function of the line is executed repeatedly while the 
line is active. Controlled with Ticker start time, Ticker end 
time and Ticker tics. 

l t f 2_whi l e_i nact  0x8 The function of the line is executed repeatedly while the 
line is inactive. Controlled with TIcker start time, Ticker end 
time and Ticker tics. 
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l t f 2_key1 0x20 The activator must be a player who has key 1 (Doom: blue 
keycard, Heretic: yellow key). If the player doesn’t have the 
key the message “You need a [key].” will be shown. 

l t f 2_key2 0x40 The activator must be a player who has key 2 (Doom: 
yellow keycard, Heretic: green key). If the player doesn’t 
have the key the message “You need a [key].” will be 
shown. 

l t f 2_key3 0x80 The activator must be a player who has key 3 (Doom: red 
keycard, Heretic: blue key). If the player doesn’t have the 
key the message “You need a [key].” will be shown. 

l t f 2_key4 0x100 The activator must be a player who has key 4 (Doom: blue 
skull key, Heretic: not used). If the player doesn’t have the 
key the message “You need a [key].” will be shown. 
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key the message “You need a [key].” will be shown. 

l t f 2_key5 0x200 The activator must be a player who has key 5 (Doom: 
yellow skull key, Heretic: not used). If the player doesn’t 
have the key the message “You need a [key].” will be 
shown. 

l t f 2_key6 0x400 The activator must be a player who has key 6 (Doom: red 
skull key, Heretic: not used). If the player doesn’t have the 
key the message “You need a [key].” will be shown. 

l t f 2_l i ne_act  0x800 All the lines referenced with Line act lref and Line act lrefd 
must be active or the event-based activation and 
deactivation of the line will fail. 

l t f 2_l i ne_i nact  0x1000 All the lines referenced with Line inact lref and Line inact 
lrefd must be inactive or the event-based activation and 
deactivation of the line will fail. 

l t f 2_col or  0x2000 The activator of the line must be of the color specified with 
Color (Ap8) or the activation and deactivation of the line 
will fail. 

l t f 2_heal t h_above 0x4000 Health of the line’s activator must be above the value 
specified with Health above (Ap0) or the activation and 
deactivation of the line will fail. 

l t f 2_heal t h_bel ow 0x8000 Health of the line’s activator must be below the value 
specified with Health below (Ap1) or the activation and 
deactivation of the line will fail. 

l t f 2_power _above 0x10000 The line’s activator must be a player whose armor level is 
above the value specified with Power above (Ap2) or the 
activation and deactivation of the line will fail. 

l t f 2_power _bel ow 0x20000 The line’s activator must be a player whose armor level is 
above the value specified with Power below (Ap3) or the 
activation and deactivation of the line will fail. 

l t f 2_si ngl epl ayer  0x40000 The line can be activated and deactivated in single-player 
games. 

l t f 2_cooper at i ve 0x80000 The line can be activated and deactivated in co-operative 
multiplayer games. 

l t f 2_deat hmat ch 0x100000 The line can be activated and deactivated in deathmatch 
multiplayer games. 

l t f 2_any_mode 0x1C0000 l t f 2_si ngl epl ayer , l t f 2_cooper at i ve and 
l t f 2_deat hmat ch combined. The line can be activated 
and deactivated regardless of game mode. 

l t f 2_easy 0x200000 The line can be activated and deactivated in easy skill 
levels (1 and 2). 

l t f 2_med 0x400000 The line can be activated and deactivated in the medium 
skill level (3). 

l t f 2_har d 0x800000 The line can be activated and deactivated in hard skill 
levels (4 and 5). 

l t f 2_any_ski l l  0xE00000 l t f 2_easy, l t f 2_med and l t f 2_har d combined. The line 
can be activated and deactivated regardless of the skill 
level. 

l t f 2_any 0xFC0000 l t f 2_any_mode and l t f 2_any_ski l l  combined. The line 
can be activated and deactivated regardless of game mode 
or skill level. 
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l t f 2_mul t i pl e 0x1000000 When the line is activated or deactivated, copy the state of 
the line to all the lines with a matching tag number. This 
can be used for instance with doors, if you want that 
activating one side of the door marks the other side active 
as well (so the door can’t be re-opened while it’s already 
opening). 

l t f 2_2si ded 0x2000000 The line can be activated and deactivated from both sides. 
If this flag is not used, only the events that deal with the 
front side of the line are processed. 

l t f 2_gl obal _a_msg 0x4000000 The activation message (Act message) will be sent to all 
players in the game. 

l t f 2_gl obal _d_msg 0x8000000 The deactivation message (Deact message) will be sent to 
all players in the game. 

l t f 2_gl obal _msg 0xC000000 l t f 2_gl obal _a_msg and l t f 2_gl obal _d_msg combined. 
Both the activation and deactivation messages (Act 
message and Deact message) will be sent to all players in 
the game. 
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Alternative: Ap2 

Type: integer 
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Alternative: Ap3 
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Alternative: Ap6 

Type: flags 
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Fl ag {  I D = “ l t c_none” ;  }  
Fl ag {  I D = “ l t c_chai n_sequence” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l t c_pl ane_move” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l t c_bui l d_st ai r s” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l t c_damage” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l t c_power ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l t c_l i ne_t ype” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ l t c_sect or _t ype” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ l t c_sect or _l i ght ” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ l t c_act i vat e” ;  Val ue = 0x9;  }  
Fl ag {  I D = “ l t c_key” ;  Val ue = 0xA;  }  
Fl ag {  I D = “ l t c_musi c” ;  Val ue = 0xB;  }  
Fl ag {  I D = “ l t c_sound” ;  Val ue = 0x14;  }  
Fl ag {  I D = “ l t c_l i ne_count ” ;  Val ue = 0xC;  }  
Fl ag {  I D = “ l t c_end_l evel ” ;  Val ue = 0xD;  }  
Fl ag {  I D = “ l t c_di sabl e_i f _act i ve” ;  Val ue = 0xE;  }  
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Fl ag {  I D = “ l t c_enabl e_i f _act i ve” ;  Val ue = 0xF;  }  
Fl ag {  I D = “ l t c_expl ode” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ l t c_pl ane_t ext ur e” ;  Val ue = 0x11;  }  
Fl ag {  I D = “ l t c_wal l _t ext ur e” ;  Val ue = 0x12;  }  
Fl ag {  I D = “ l t c_command” ;  Val ue = 0x13;  }  
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Ip0 Flags chsf _done_d disables the line after the chain sequence has been 
completed. 

chsf _l oop makes the sequence loop continuously. 

Ip1…Ip19 Integers List of chains. ID numbers of line types. A zero ends the list. 

Fp0 Float Randomness of intervals, in percents. A value of 100 means the actual 
interval of two chains is 0%…200% of the defined interval. 

Fp1…Fp19 Floats List of intervals, in seconds. They define the number of seconds to wait 
before processing the corresponding Chain event. For example, if Fp1 is 
2 and Ip1 is 5210, the chain 5210 is processed two seconds after the 
activation of the chain sequence. 
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Ip0 

Ip1 

Lpref 

Lprefd 

Reference to planes to move. 

Ip2 Spref Destination height (spref). 

spr ef _none means the destination height is zero. 

Offseted by Fp2. 

Ip3 Flags pmf _cr ush makes the plane crush things if they won’t fit in the sector. 

pmf _abor t _a will activate the line that initiated the plane move if the 
moving of the plane is aborted. Non-crushing plane moves are aborted if 
a thing doesn’t fit in the sector (for instance, someone is standing under a 
door while it’s closing). Crushers won’t be aborted. 

pmf _abor t _d will deactivate the line that initiated the plane move if the 
moving of the plane is aborted. 

pmf _done_a will activate the line that initiated the plane move when the 
plane reaches its destination height. 

pmf _done_d will deactivate the line that initiated the plane move when the 
plane reaches its destination height. 
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plane reaches its destination height. 

pmf _f ol l ow makes the other plane of the sector follow the moving one, 
keeping the height of the sector the same throughout the move. 

pmf _set or i g will update the plane’s original height value after the move 
is done. 

pmf _1snd allows the playing of sounds only for the first referenced plane. 

Ip4 Sound Start sound. Name of the sound to play when the move is begun. 

Ip5 Sound End sound. Name of the sound to play when the move finishes. 

Ip6 Sound Move sound. Name of the sound to play while moving. 

Ip7 Spref Spref to the texture that is set when the move is begun. 

Ip8 Flat Name of the flat (texture) to set when the move is begun. This is used if 
Ip7 is set to spr ef _speci al . 

Ip9 Spref Spref to the texture that is set when the move finishes. 

Ip10 Flat Name of the flat (texture) to set when the move is begun. This is used if 
Ip9 is set to spr ef _speci al . 

Ip11 

Ip12 

Lpref 

Lprefd 

Reference to the sector whose type will be used for the moving plane’s 
sector after the move is begun. 

l pr ef _speci al  treats Ip12 as a sector type ID number. 

Ip13 

Ip14 

Lpref 

Lprefd 

Reference to the sector whose type will be used for the moving plane’s 
sector after the move has finished. 

l pr ef _speci al  treats Ip14 as a sector type ID number. 

Fp0 Float Move speed as units per (35 Hz) tic. A speed of 2 will move the plane 70 
units per second. 

Fp1 Float Move speed while crushing, as units per tic. 

Fp2 Float Offset to destination height. Positive values move the destination 
upwards. 

Fp3 Float Move sound minimum interval, in seconds. 

Fp4 Float Move sound maximum interval, in seconds. The move sound will be 
played at random intervals, the minimum defined with Fp3 and the 
maximum with Fp4. 

Fp5 Float Time to wait before moving the plane, in seconds. 

Fp6 Float Wait time increment for each plane that gets moved. Has an effect only if 
more than one sector is being affected. 
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Ip0 

Ip1 

Lpref 

Lprefd 

Reference to planes where stair building will begin. 

Ip2 Integer If true (non-zero), stair building will only spread to planes with the same 
texture as the first plane. 

Ip3 Integer If true (non-zero), stair building spreads to all adjoining sectors that have 
a line facing the current sector (spread build). If false (zero), stair building 
only spreads over the line that is facing the current sector and has the 
lowest index number. 
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Ip4 Sound Start build sound. Name of the sound to play when the building begins. 

Ip5 Sound Step start sound. Name of the sound to play when a step starts to move. 

Ip6 Sound Step end sound. Name of the sound to play when a step reaches its 
destination height. 

Ip7 Sound Step move sound. Name of the sound to play while a step is moving. 
Each step will play its own sound! 

Fp0 Float Build speed (units per tic). The first step will move to its destination height 
using this speed. A speed of 2 would move the step 70 units per second. 

Fp1 Float Step height. Both positive and negative values are accepted. This is the 
height difference between two consecutive steps. 

Fp2 Float Time to wait before starting to move the first step, in seconds. 

Fp3 Float Time to wait between steps, in seconds.  

Fp4 Float Move sound minimum interval, in seconds. The step move sound is 
played at random intervals, this (Fp4) setting the minimum and Fp5 
setting the maximum. 

Fp5 Float Move sound maximum interval, in seconds. 

Fp6 Float Build speed delta per step. The step build speed will be modified with this 
value before starting to move each step (except the first one). Both 
positive and negative values are accepted. 
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Ip0 Integer Minimum amount of damage to deal. Use negative values to heal the 
activator. The real amount of damage is a random number between the 
minimum and maximum. 

Ip1 Integer Maximum amount of damage to deal. Use negative values to heal the 
activator. 

Ip2 Integer Minimum required activator health. If it’s below this, nothing will be done. 
Can be used to make the function non-lethal, for example. 

Ip3 Integer Maximum activator health. When healing, the activator’s health won’t rise 
above this. 
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Ip0 Integer Minimum power delta. The real delta will be a random number between 
the minimum and maximum. 

Ip1 Integer Maximum power delta. 

Ip2 Integer Lower power limit. The player’s power won’t go below this. 

Ip3 Integer Upper power limit. The player’s power won’t go above this. 
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Ip0 

Ip1 

Lref 

Lrefd 

Reference to the lines whose type to change. 

Ip2 Integer Line type ID. Must be an XG line type. 
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Ip0 

Ip1 

Lsref 

Lsrefd 

Reference to the sectors whose type to change. 

Ip2 Integer Sector type ID. Must be an XG sector type, or zero. 

-�>�C� ���?!����	?�
"D��

2D
�"�!��D���
"D����E���
�������	���������	� �	��!����	!��

Ip0 

Ip1 

Lsref 

Lsrefd 

Reference to the sectors whose type to change. 

Ip2 Integer If non-zero, the light level of the sectors will be changed. Otherwise the 
light level won’t be modified. 

Ip3 Integer If non-zero, the light color of the sectors will be changed. Otherwise the 
color of the light won’t be modified. 

Ip4 Lightref Source of light level. To set the light level to an absolute value, set this to 
l i ght r ef _none and use Ip5 to specify the level. 

Ip5 Integer Offset to Ip4 (0…255). 

Ip6 Lightref Source of light color. Only l i ght r ef _none, l i ght r ef _my and 
l i ght r ef _or i gi nal  can be used. 

Ip7 Integer Offset to the red component of sector light color (0…255). 

Ip8 Integer Offset to the green component of sector light color (0…255). 

Ip9 Integer Offset to the blue component of sector light color (0…255). 
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Ip0 

Ip1 

Lref 

Lrefd 

Reference to one or more lines. Each one will receive a Chain event. 
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Ip0 Integer Bitfield of the keys to give. Bit 1 (0x1) corresponds key 1, bit 2 (0x2) key 
2, etc. 

Ip1 Integer Bitfield of the keys to take away. 
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Ip0 Music Name (ID) of the music to start playing. 

Ip1 Integer If non-zero, the music will play looped. 
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Ip0 

Ip1 

Lsref 

Lsrefd 

Reference to one or more sectors. 

Ip2 Sound Name of the sound to play. 
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Ip0 

Ip1 

Lref 

Lrefd 

Reference to one or more lines. 

Ip2 Integer If zero, the value in Ip3 is a delta. Otherwise the counters of the 
referenced lines are set to the exact value in Ip4. 

Ip3 Integer Delta or the new counter value. If Ip2 is zero, this is treated as a signed 
delta that is added to the current counter value of a line. 
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Ip0 Integer If non-zero, the next level will be the secret level (Secret Exit). 
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Ip0 

Ip1 

Lref 

Lrefd 

Reference to one or more lines. 
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Ip0 

Ip1 

Lref 

Lrefd 

Reference to one or more lines. 
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Ip0 

Ip1 

Lpref 

Lprefd 

Reference to one or more planes. 

Ip2 Spref Spref to the new texture. Only sprefs that refer to planes can be used. 

Ip3 Flat Name of the flat (texture) that will be used if Ip2 is spr ef _none. 
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Ip0 

Ip1 

Lref 

Lrefd 

Reference to one or more lines. 

Ip2 Integer Zero or one. Specifies the line side to modify. Side zero is the front side. 

Ip3 Texture Name of the new upper texture. If not specified, the upper textures of the 
lines won’t be affected. 

Ip4 Texture Name of the new middle texture. If not specified, the middle textures of 
the lines won’t be affected. 

Ip5 Texture Name of the new lower texture. If not specified, the lower textures of the 
lines won’t be affected. 
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Sp0 String The console command to be executed. Note that semicolons can be used 
to separate any number of commands, so this is perfectly legal:  
“ f og on;  f og end 500”  
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Standard friction 0xE800 0.90625 

Heretic ice friction 0xF900 0.97265625 
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a...z Values from zero to one. Values between two consecutive lowercase letters will be 
interpolated. Example: az will smoothly blend from zero to one, but aZ and Az will not. 

A...Z Values from zero to one. Won’t be interpolated between steps. 

/  Exact value. A floating point number must immediately follow. Corresponds a lowercase 
letter, so interpolation will be done. Example: z/ 0. 355a would interpolate from 1 to 
0.355 and then to zero. / 1 is the same as z. 

% Exact value. A floating point number must immediately follow. Corresponds an 
uppercase letter, so there will be no interpolation. Example: %1 is the same as Z. 



�������������	
���
���
��������	����������	����� � �

������	����������

���������
��

&�-F�&� � ��� !�
����"
������# ���
�
���$�%�����

(number) Repeat the following value this many times. The value must follow the number 
immediately. Example: 12A equals AAAAAAAAAAAA. The smallest number that can be 
used this way is one, but 1a equals a, so there isn’t much point in using it. 

.  Break interpolation. Placing a period after a lowercase letter will cause the evaluator to 
skip the letter. Example: azaz will smoothly blend from 0 to 1, then from 1 to 0 and 
finally from 0 to 1. az. az will smoothly blend from 0 to 1 and then again from 0 to 1. The 
second interpolation that would go from 1 to 0 is broken by the period.  

# Set step timer. A number must immediately follow a # symbol. Example: AB#14CD will 
set the step timer for the C step to 14 tics. This means the step will be in effect for 14 
tics (0.4 seconds). 

? Random step timer. A number must immediately follow a ? symbol. The step timer for 
the next step of the function will be set to a random number between zero and the given 
value. Example: AB?6CD will set the step timer for the C step to a random number 
between zero and six. 

> Begin of repeat sequence marker. The evaluator skips this. 

< Repeat. Makes the evaluator jump to the beginning of the function or to the latest > 
marker. Example: az>mz< will smoothly blend from 0 to 1, then from 1 to 0.48 and finally 
repeat blending back and forth between 0.48 and 1. AZ< as a light function could be 
used for a strobo effect. 

!  Chain event. A line type ID must immediately follow the exclamation point ! . The event 
will be an activating one and it will be sent in the beginning of the step (when the 
evaluator arrives at the value following the !  symbol). Example: a! 5210z will first 
interpolate from 0 to 1 and then send the Chain event 5210. 
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= Linked function. The value of the function is linked to the value of another function of 
the same sector (their values are always equal). The character following the equal sign 
= determines which function this one will be linked to: 

f  Floor fn 

c Ceiling fn 

r  Red fn 

g Green fn 

b Blue fn 

l  Light fn 

Example: the function =b would be linked to the Blue function of the sector. 

+ Dynamic offset. When the function is initialized (at the beginning of the level or when 
the sector type is set) its offset will be modified depending on the character following 
the plus sign +. Evaluation of the function will begin from the third character of the 
function string. 

f  Original floor height 

c Original ceiling height 

r  Original red color 

g Original green color 

b Original blue color 

l  Original light level 

Example: beginning a function with +f  would add the original floor height of the sector 
to the function offset. 
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zaN Interpolate from 1 to 0, wait one step at 0 (won’t interpolate 
from a to N) and stay at 0.52. 

za. N Interpolate from 1 to 0, stay at 0.52.  

A. Z The same as AZ: one step at 0, stay at 1. 

az. < Repeat interpolating from 0 to 1. The period breaks the 
interpolation that would happen from 1 to 0 (over the 
repeat marker). 

+f  m ?35m > mi ecbcei mqt wyzywt q < Dynamic offset to the original floor height of the sector. 
Initial value (the first step) is 0.48. The second step has the 
same value, but a random timer with at most 35 tics (one 
second). Start repeating an interpolated approximation of a 
sine wave. 

z5/ 1>#1%0. 333?7%1< Initial value is 1. The first step is followed by 5 steps, each 
of which has the exact value of 1 (same as z). Start 
repeating a sequence whose first step is one tic long and 
has the exact non-interpolating value of 0.333. The second 
step of the sequence is a random length one (up to 7 tics) 
with the non-interpolating exact value of one (same as Z). 
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st f _gr avi t y 0x1 The custom gravity set with the Gravity property is used 
inside the sector. Otherwise the map’s general gravity is in 
effect. 

st f _f r i ct i on 0x2 The custom friction set with the Friction property is used 
inside the sector. Otherwise the standard friction of 
0.90625 (fixed point 0xE800) is used. 

st f _cr ush 0x4 The sector will crush things that don’t fit inside it after 
moving the floor or ceiling plane with Floor fn / Ceiling fn. 

st f _t agt exmove 0x80 Texture movement angle for both the ceiling and floor 
planes is determined by finding the first line that belongs to 
the sector and has the line tag number specified with Act 
tag. Textures will scroll in the direction of the line. 

:�3�:�-� 4
���

st f _wi ndpl ayer  0x8 Wind affects all player mobjs inside the sector. 

st f _wi ndot her  0x10 Wind affects all non-player mobjs inside the sector. 

st f _wi ndmonst er  0x20 Wind affects all mobjs with the MF_COUNTKI LL flag inside 
the sector. 

st f _wi ndmi ssi l e 0x40 Wind affects all mobjs with the MF_MI SSI LE flag inside the 
sector. 

st f _wi ndany 0x18 Wind affects all mobjs inside the sector. 

st f _t agwi nd 0x100 Wind direction is determined by finding the first line that 
belongs to the sector and has the line tag number specified 
with Act tag. Wind will blow in the direction of the line. 

st f _f l oor wi nd 0x200 Wind only affects mobjs that are touching the floor. 

st f _cei l i ngwi nd 0x400 Wind only affects mobjs that are touching the ceiling. 
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scef _pl ayer  a:0x1 
d:0x40 

Player mobjs cause a Chain event to be sent. 
scef _pl ayer _a will send an activating event and 
scef _pl ayer _d a deactivating event. 

scef _ot her  a:0x2 
d:0x80 

Non-player mobjs cause a Chain event to be sent. 

scef _monst er  a:0x4 
d:0x100 

Mobjs that have the MF_COUNTKI LL flag cause a Chain 
event to be sent. 

scef _mi ssi l e a:0x8 
d:0x200 

Mobjs that have the MF_MI SSI LE flag cause a Chain event 
to be sent. 

scef _any a:0x10 
d:0x400 

Any mobj cause a Chain event to be sent. 

scef _t i cker  a:0x20 
d:0x800 

Use only with the Ticker chain. Chain events will be sent 
based on the game ticker, up to 35 times per second. The 
chain start time, chain end time and chain min/max interval 
properties can be used to configure how often the ticker 
sends the Chain events. 
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Li ne Type {  
  I D = 6101;  
  Fl ags2 = " l t f 2_when_deact  l t f 2_when_act  l t f 2_any" ;  
  Cl ass = " l t c_sect or _l i ght " ;  
  Type = " l at _f l i p" ;  
  Count  = - 1;  
  I p0 = " l pr ef _l i ne_t agged_f l oor s" ;  
  I p2 = 1;  
  I p3 = 1;  
  I p4 = " l i ght r ef _or i gi nal " ;  
  I p6 = " l i ght r ef _or i gi nal " ;  
}  
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Li ne Type {  
  I D = 5070;  
  Fl ags = " l t f _pl ayer _use" ;  
  Fl ags2 = " l t f 2_when_act  l t f 2_any" ;  
  Cl ass = " l t c_wal l _t ext ur e" ;  
  Type = " l at _t i med_of f " ;  
  Count  = 1;  
  Ti me = 1;  
  Act  sound = " swt chn" ;  
  I p0 = " l r ef _al l " ;  
  I p3 = " SP_FACE1" ;  
  I p4 = " SP_FACE1" ;  
  I p5 = " SP_FACE1" ;  
}  
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Li ne Type {  
  I D = 5006;  
  Comment  = " Lower  when Poss gone" ;  
  Fl ags = " l t f _mobj _gone l t f _t i cker " ;  
  Fl ags2 = " l t f 2_when_act  l t f 2_any" ;  
  Cl ass = " l t c_pl ane_move" ;  
  Type = " l at _t i med_of f " ;  
  Count  = 1;  
  Ti me = 1;  
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  Thi ng t ype = " POSSESSED" ;  
  Ti cker  t i cs = 5;  
  Texmove angl e = 90;  
  Texmove speed = 1;  
  I p0 = " l pr ef _my_f l oor " ;  
  I p2 = " spr ef _l owest _f l oor " ;  
  I p3 = " pmf _f ol l ow pmf _cr ush" ;  
  I p4 = " bdopn" ;  
  I p5 = " bdcl s" ;  
  I p6 = " punch" ;  
  I p10 = " HCSKULL1" ;  
  Fp0 = 3;  
  Fp1 = 0. 2;  
  Fp3 = 0. 2;  
  Fp4 = 0. 4;  
}  
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Sect or  Type {  
  I D = 5001;  
  Comment  = " Scr ol l  al ong t ag 9999" ;  
  Fl ags = " st f _t agt exmove st f _t agwi nd st f _wi ndmi ssi l e st f _wi ndpl ayer " ;  
  Act  t ag = 9999;  
  Fl oor  t exmove speed = 1. 8;  
  Wi nd speed = 0. 16875;  
}  
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Sect or  Type {  
  I D = 5002;  
  Ti cker  chai n = 6101;  
  Ti cker  chai n count  = 1;  
}  
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Fl ag {  I D = “ l t c_none” ;  }  
Fl ag {  I D = “ l t c_chai n_sequence” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l t c_pl ane_move” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l t c_bui l d_st ai r s” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l t c_damage” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l t c_power ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l t c_l i ne_t ype” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ l t c_sect or _t ype” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ l t c_sect or _l i ght ” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ l t c_act i vat e” ;  Val ue = 0x9;  }  
Fl ag {  I D = “ l t c_key” ;  Val ue = 0xA;  }  
Fl ag {  I D = “ l t c_musi c” ;  Val ue = 0xB;  }  
Fl ag {  I D = “ l t c_sound” ;  Val ue = 0x14;  }  
Fl ag {  I D = “ l t c_l i ne_count ” ;  Val ue = 0xC;  }  
Fl ag {  I D = “ l t c_end_l evel ” ;  Val ue = 0xD;  }  
Fl ag {  I D = “ l t c_di sabl e_i f _act i ve” ;  Val ue = 0xE;  }  
Fl ag {  I D = “ l t c_enabl e_i f _act i ve” ;  Val ue = 0xF;  }  
Fl ag {  I D = “ l t c_expl ode” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ l t c_pl ane_t ext ur e” ;  Val ue = 0x11;  }  
Fl ag {  I D = “ l t c_wal l _t ext ur e” ;  Val ue = 0x12;  }  
Fl ag {  I D = “ l t c_command” ;  Val ue = 0x13;  }  
Fl ag {  I D = “ l t f _act i ve” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l t f _pl ayer _use_a” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l t f _ot her _use_a” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l t f _pl ayer _shoot _a” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ l t f _ot her _shoot _a” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ l t f _any_cr oss_a” ;  Val ue = 0x20;  }  
Fl ag {  I D = “ l t f _monst er _cr oss_a” ;  Val ue = 0x40;  }  
Fl ag {  I D = “ l t f _pl ayer _cr oss_a” ;  Val ue = 0x80;  }  
Fl ag {  I D = “ l t f _mi ssi l e_cr oss_a” ;  Val ue = 0x100;  }  
Fl ag {  I D = “ l t f _pl ayer _hi t _a” ;  Val ue = 0x200;  }  
Fl ag {  I D = “ l t f _ot her _hi t _a” ;  Val ue = 0x400;  }  
Fl ag {  I D = “ l t f _monst er _hi t _a” ;  Val ue = 0x800;  }  
Fl ag {  I D = “ l t f _mi ssi l e_hi t _a” ;  Val ue = 0x1000;  }  
Fl ag {  I D = “ l t f _any_hi t _a” ;  Val ue = 0x2000;  }  
Fl ag {  I D = “ l t f _pl ayer _use_d” ;  Val ue = 0x4000;  }  
Fl ag {  I D = “ l t f _ot her _use_d” ;  Val ue = 0x8000;  }  
Fl ag {  I D = “ l t f _pl ayer _shoot _d” ;  Val ue = 0x10000;  }  
Fl ag {  I D = “ l t f _ot her _shoot _d” ;  Val ue = 0x20000;  }  
Fl ag {  I D = “ l t f _any_cr oss_d” ;  Val ue = 0x40000;  }  
Fl ag {  I D = “ l t f _monst er _cr oss_d” ;  Val ue = 0x80000;  }  
Fl ag {  I D = “ l t f _pl ayer _cr oss_d” ;  Val ue = 0x100000;  }  
Fl ag {  I D = “ l t f _mi ssi l e_cr oss_d” ;  Val ue = 0x200000;  }  
Fl ag {  I D = “ l t f _pl ayer _hi t _d” ;  Val ue = 0x400000;  }  
Fl ag {  I D = “ l t f _ot her _hi t _d” ;  Val ue = 0x800000;  }  
Fl ag {  I D = “ l t f _monst er _hi t _d” ;  Val ue = 0x1000000;  }  
Fl ag {  I D = “ l t f _mi ssi l e_hi t _d” ;  Val ue = 0x2000000;  }  
Fl ag {  I D = “ l t f _any_hi t _d” ;  Val ue = 0x4000000;  }  
Fl ag {  I D = “ l t f _pl ayer _use” ;  Val ue = 0x4002;  }  
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Fl ag {  I D = “ l t f _ot her _use” ;  Val ue = 0x8004;  }  
Fl ag {  I D = “ l t f _pl ayer _shoot ” ;  Val ue = 0x10008;  }  
Fl ag {  I D = “ l t f _ot her _shoot ” ;  Val ue = 0x20010;  }  
Fl ag {  I D = “ l t f _any_cr oss” ;  Val ue = 0x40020;  }  
Fl ag {  I D = “ l t f _monst er _cr oss” ;  Val ue = 0x80040;  }  
Fl ag {  I D = “ l t f _pl ayer _cr oss” ;  Val ue = 0x100080;  }  
Fl ag {  I D = “ l t f _mi ssi l e_cr oss” ;  Val ue = 0x200100;  }  
Fl ag {  I D = “ l t f _pl ayer _hi t ” ;  Val ue = 0x400200;  }  
Fl ag {  I D = “ l t f _ot her _hi t ” ;  Val ue = 0x800400;  }  
Fl ag {  I D = “ l t f _monst er _hi t ” ;  Val ue = 0x1000800;  }  
Fl ag {  I D = “ l t f _mi ssi l e_hi t ” ;  Val ue = 0x2001000;  }  
Fl ag {  I D = “ l t f _any_hi t ” ;  Val ue = 0x4002000;  }  
Fl ag {  I D = “ l t f _t i cker _a” ;  Val ue = 0x8000000;  }  
Fl ag {  I D = “ l t f _t i cker _d” ;  Val ue = 0x10000000;  }  
Fl ag {  I D = “ l t f _t i cker ” ;  Val ue = 0x18000000;  }  
Fl ag {  I D = “ l t f _mobj _gone” ;  Val ue = 0x20000000;  }  
Fl ag {  I D = “ l t f _no_ot her _use_secr et ” ;  Val ue = 0x40000000;  }  
Fl ag {  I D = “ l t f _act i vat or _t ype” ;  Val ue = 0x80000000;  }  
Fl ag {  I D = “ l t f 2_when_act ” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l t f 2_when_deact ” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l t f 2_when_l ast ” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ l t f 2_whi l e_act ” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l t f 2_whi l e_i nact ” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ l t f 2_key1” ;  Val ue = 0x20;  }  
Fl ag {  I D = “ l t f 2_key2” ;  Val ue = 0x40;  }  
Fl ag {  I D = “ l t f 2_key3” ;  Val ue = 0x80;  }  
Fl ag {  I D = “ l t f 2_key4” ;  Val ue = 0x100;  }  
Fl ag {  I D = “ l t f 2_key5” ;  Val ue = 0x200;  }  
Fl ag {  I D = “ l t f 2_key6” ;  Val ue = 0x400;  }  
Fl ag {  I D = “ l t f 2_l i ne_act ” ;  Val ue = 0x800;  }  
Fl ag {  I D = “ l t f 2_l i ne_i nact ” ;  Val ue = 0x1000;  }  
Fl ag {  I D = “ l t f 2_col or ” ;  Val ue = 0x2000;  }  
Fl ag {  I D = “ l t f 2_heal t h_above” ;  Val ue = 0x4000;  }  
Fl ag {  I D = “ l t f 2_heal t h_bel ow” ;  Val ue = 0x8000;  }  
Fl ag {  I D = “ l t f 2_power _above” ;  Val ue = 0x10000;  }  
Fl ag {  I D = “ l t f 2_power _bel ow” ;  Val ue = 0x20000;  }  
Fl ag {  I D = “ l t f 2_si ngl epl ayer ” ;  Val ue = 0x40000;  }  
Fl ag {  I D = “ l t f 2_cooper at i ve” ;  Val ue = 0x80000;  }  
Fl ag {  I D = “ l t f 2_deat hmat ch” ;  Val ue = 0x100000;  }  
Fl ag {  I D = “ l t f 2_any_mode” ;  Val ue = 0x1C0000;  }  
Fl ag {  I D = “ l t f 2_easy” ;  Val ue = 0x200000;  }  
Fl ag {  I D = “ l t f 2_med” ;  Val ue = 0x400000;  }  
Fl ag {  I D = “ l t f 2_har d” ;  Val ue = 0x800000;  }  
Fl ag {  I D = “ l t f 2_any_ski l l ” ;  Val ue = 0xE00000;  }  
Fl ag {  I D = “ l t f 2_any” ;  Val ue = 0xFC0000;  }  
Fl ag {  I D = “ l t f 2_mul t i pl e” ;  Val ue = 0x1000000;  }  
Fl ag {  I D = “ l t f 2_2si ded” ;  Val ue = 0x2000000;  }  
Fl ag {  I D = “ l t f 2_gl obal _a_msg” ;  Val ue = 0x4000000;  }  
Fl ag {  I D = “ l t f 2_gl obal _d_msg” ;  Val ue = 0x8000000;  }  
Fl ag {  I D = “ l t f 2_gl obal _msg” ;  Val ue = 0xC000000;  }  
Fl ag {  I D = “ l at _t i med_of f ” ;  }  
Fl ag {  I D = “ l at _t i med_on” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l at _f l i p” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l at _f l i p_t i med_of f ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l at _f l i p_t i med_on” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l ws_none” ;  }  
Fl ag {  I D = “ l ws_mi d” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l ws_upper ” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l ws_l ower ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l r ef _sel f ” ;  }  
Fl ag {  I D = “ l r ef _t agged” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l r ef _l i ne_t agged” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l r ef _act _t agged” ;  Val ue = 0x3;  }  
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Fl ag {  I D = “ l r ef _i ndex” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l r ef _al l ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l pr ef _none” ;  }  
Fl ag {  I D = “ l pr ef _my_f l oor ” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l pr ef _t agged_f l oor s” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l pr ef _l i ne_t agged_f l oor s” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l pr ef _act _t agged_f l oor s” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l pr ef _i ndex_f l oor ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l pr ef _al l _f l oor s” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ l pr ef _my_cei l i ng” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ l pr ef _t agged_cei l i ngs” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ l pr ef _l i ne_t agged_cei l i ngs” ;  Val ue = 0x9;  }  
Fl ag {  I D = “ l pr ef _act _t agged_cei l i ngs” ;  Val ue = 0xA;  }  
Fl ag {  I D = “ l pr ef _i ndex_cei l i ng” ;  Val ue = 0xB;  }  
Fl ag {  I D = “ l pr ef _al l _cei l i ngs” ;  Val ue = 0xC;  }  
Fl ag {  I D = “ l pr ef _speci al ” ;  Val ue = 0xD;  }  
Fl ag {  I D = “ l sr ef _my” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l sr ef _t agged” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l sr ef _l i ne_t agged” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l sr ef _act _t agged” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l sr ef _i ndex” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l sr ef _al l ” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ spr ef _none” ;  }  
Fl ag {  I D = “ spr ef _my_f l oor ” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ spr ef _my_cei l i ng” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ spr ef _or i gi nal _f l oor ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ spr ef _or i gi nal _cei l i ng” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ spr ef _cur r ent _f l oor ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ spr ef _cur r ent _cei l i ng” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ spr ef _hi ghest _f l oor ” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ spr ef _hi ghest _cei l i ng” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ spr ef _l owest _f l oor ” ;  Val ue = 0x9;  }  
Fl ag {  I D = “ spr ef _l owest _cei l i ng” ;  Val ue = 0xA;  }  
Fl ag {  I D = “ spr ef _next _hi ghest _f l oor ” ;  Val ue = 0xB;  }  
Fl ag {  I D = “ spr ef _next _hi ghest _cei l i ng” ;  Val ue = 0xC;  }  
Fl ag {  I D = “ spr ef _next _l owest _f l oor ” ;  Val ue = 0xD;  }  
Fl ag {  I D = “ spr ef _next _l owest _cei l i ng” ;  Val ue = 0xE;  }  
Fl ag {  I D = “ spr ef _mi n_bot t om_t ext ur e” ;  Val ue = 0xF;  }  
Fl ag {  I D = “ spr ef _mi n_mi d_t ext ur e” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ spr ef _mi n_t op_t ext ur e” ;  Val ue = 0x11;  }  
Fl ag {  I D = “ spr ef _max_bot t om_t ext ur e” ;  Val ue = 0x12;  }  
Fl ag {  I D = “ spr ef _max_mi d_t ext ur e” ;  Val ue = 0x13;  }  
Fl ag {  I D = “ spr ef _max_t op_t ext ur e” ;  Val ue = 0x14;  }  
Fl ag {  I D = “ l i ght r ef _none” ;  }  
Fl ag {  I D = “ l i ght r ef _my” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ l i ght r ef _or i gi nal ” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ l i ght r ef _cur r ent ” ;  Val ue = 0x3;  }  
Fl ag {  I D = “ l i ght r ef _hi ghest ” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ l i ght r ef _l owest ” ;  Val ue = 0x5;  }  
Fl ag {  I D = “ l i ght r ef _next _hi ghest ” ;  Val ue = 0x6;  }  
Fl ag {  I D = “ l i ght r ef _next _l owest ” ;  Val ue = 0x7;  }  
Fl ag {  I D = “ chsf _done_d” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ chsf _l oop” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ pmf _cr ush” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ pmf _abor t _a” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ pmf _abor t _d” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ pmf _done_a” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ pmf _done_d” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ pmf _f ol l ow” ;  Val ue = 0x20;  }  
Fl ag {  I D = “ pmf _set or i g” ;  Val ue = 0x40;  }  
Fl ag {  I D = “ pmf _1snd” ;  Val ue = 0x100;  }  



�������������	
���
���
��������	����������	����� � �

������	����������

���������
��

��� !�
����"
������# ���
�
���$�%����� � &�:C�&�

>�-� �����	�����!�

Fl ag {  I D = “ st f _gr avi t y” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ st f _f r i ct i on” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ st f _cr ush” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ st f _wi ndpl ayer ” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ st f _wi ndot her ” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ st f _wi ndmonst er ” ;  Val ue = 0x20;  }  
Fl ag {  I D = “ st f _wi ndmi ssi l e” ;  Val ue = 0x40;  }  
Fl ag {  I D = “ st f _wi ndany” ;  Val ue = 0x18;  }  
Fl ag {  I D = “ st f _t agt exmove” ;  Val ue = 0x80;  }  
Fl ag {  I D = “ st f _t agwi nd” ;  Val ue = 0x100;  }  
Fl ag {  I D = “ st f _f l oor wi nd” ;  Val ue = 0x200;  }  
Fl ag {  I D = “ st f _cei l i ngwi nd” ;  Val ue = 0x400;  }  
Fl ag {  I D = “ scef _pl ayer _a” ;  Val ue = 0x1;  }  
Fl ag {  I D = “ scef _ot her _a” ;  Val ue = 0x2;  }  
Fl ag {  I D = “ scef _monst er _a” ;  Val ue = 0x4;  }  
Fl ag {  I D = “ scef _mi ssi l e_a” ;  Val ue = 0x8;  }  
Fl ag {  I D = “ scef _any_a” ;  Val ue = 0x10;  }  
Fl ag {  I D = “ scef _t i cker _a” ;  Val ue = 0x20;  }  
Fl ag {  I D = “ scef _pl ayer _d” ;  Val ue = 0x40;  }  
Fl ag {  I D = “ scef _ot her _d” ;  Val ue = 0x80;  }  
Fl ag {  I D = “ scef _monst er _d” ;  Val ue = 0x100;  }  
Fl ag {  I D = “ scef _mi ssi l e_d” ;  Val ue = 0x200;  }  
Fl ag {  I D = “ scef _any_d” ;  Val ue = 0x400;  }  
Fl ag {  I D = “ scef _t i cker _d” ;  Val ue = 0x800;  }  


