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Keywords:
· B: block/obstacle

· C: coins

· S: player start

· E: level end

Introduce keywords:

· clear #-#
· repeat #-#
Example with new keywords:
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clear 6-8
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repeat 1-3
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repeat 2-3
clear 4-6
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Modular concepts:

Group ID

Group type (straightaway, minefield, etc.)

Segment #/ID

Front compatibility IDs

[SEGMENT LINES]

End compatibility IDs
















