
Manual Level Editing Guide

Step 1: Locate the file you want to manually edit in the game
directory. If you made it with the level creator, it will be
stored in the game’s Customs folder saved as “filename.txt”.
Step 2: Open the file in the text editor of your choice.
Step 3: Refer to the chart below on what characters correspond
to what tiles. Tiles that are locks or element activators must
be followed immediately by one number. This number matches the
correct activator to its lock.

r regular m water

w wall G window

C Charge source a wire

c Charge
activator

s ice

S start e Electrified
water

g goal o Active wire

F Fire source W wood

f Fire activator ^ Open fire

I Ice source ! End of line

i Ice activator / End of file

Tips
● Up to 10 pairs of activators and locks can be in one level
● The end of each line must have a ‘!’ and the end of the

last line must be ended with “!/”
● If there is more than one start tile, Crisp will spawn at

the start tile that is read last by the level generator.


