TR - THE QUEST OF GOLD - LEVELS 18-21 : MARTINIQUE LEVELS

by Thibault [TC 14]

Number of secrets : 3 in each level

QoG 18-21 : IMPORTANT NOTES :

1) Turn  volumetric FX off for optimal playing
2) These levels use MANY modified audios from the previous levels in the series, so you should have them still installed for an optimal atmospheric playing. I can only suggest to you to keep a special folder QoG with tomb4.exe, load screen, QoG scripts, audio folder and data folder with all the series' .wav and .TR4 files.

3) As this levelset is part of a series, it must be played from the save you have in the previous one (Caves of Midas) ; of course it needs this level to be installed to work! If  you still choose to play levels 18-21 without installing levels 1-17 (mainly audio files) you will not hear most of the audio featured in these levels, so I can only advice you again to do as said in point 2). In the zip are two savegames : one at the end of level 17 and the other one at the beginning of level 18 (but you will miss the cutscene with this one).

4) As these levels are the last of the Quest of Gold series, they are quite difficult in puzzles, jumps, traps and exploration. So don’t expect any walk in the park! lol

5) People who didn’t play the other levels in the series are advised to rather wait for the release of the Gold Edition of the whole series (description at the end of this readme).

Known Bugs in “Voodoo Magic in Martinique”(second level)  :

· In some point, you will have to shoot a demigod from a place far from it ; bugs can occur, if no block is raised after you shoot it, reload an earlier savegame. And try to avoid explosive ammos at this point, they are even more likely to create a bug.

· Some crashes can occur in the huge cave when you use the look key, so save often.

Story :

After taking the Essence of Nature in the Indians' Mystic World, Lara has a dream

while the light beam takes her back to the real world.

She now has to grab other Gold Artifacts to save the Tribe (and the world) from

a terrible curse.

Some time after retrieving the Hand of Midas, Lara receives a letter from Jean-Yves telling her that the last artifact is likely to be in the famous ghost ship : the Flying Dutchman. He also adds that it has been seen lately in Martinique after some wizards had practiced voodoo magic…


Installation instructions :

1) Unzip all the files and folders in a temp folder.

2) Run start_me.exe to convert the MP3 audios to Wavs ; this can take several minutes.

3) Copy the audio files to the audio folder in the trle folder where the previous Quest of Gold levels were installed.

4) Copy the script.dat, english.dat, savegames if you didn’t keep yours and load.bmp to this same trle folder.


Wads version installation :
5) Copy the sample files in trle samples folder, except the Vaudou folder, copy the wads to the wads folder.

6) Convert the 3 first TOM files (Cutscene3, Epaves, Hollandais) into TR4 files by using Tomb2PC.exe (best convert one level by one). 

7) Copy the samples from the Vaudou folder mentionned earlier to trle samples folder.

8) Convert the remaining TOM files into TR4 (Vaudou1, Vaudou2).

TR4 version installation :
Copy the TR4 files to trle data folder.

Common to both installations :
Launch the game and start from your last savegame in Caves of Midas, or if you don’t have any, from one of the savegames provided in the zipfile.

Notes about these levels :

QoG 18  : The Ship Graveyard
Undersea levels… Once more this was a very inspiring theme and I wanted to build such levels. I started around the submarine, then built the galion area, and finally the level is very long. [Levelbuilder language on] The only reason for the internal leveljump (after you put the batteries) is to be able to anti-trigger the waterfallmists, as then the stupid Tomb4 engine “forgets” they were triggered before… [Levelbuilder language off].

QoG 19 : Voodoo Magic in Martinique
I had originally planned a level built outside on Martinique Island, to get to the underwater caves, but wasn’t really inspired for it, so I had started building the caves first (Ship Graveyard level). One evening on MSN, Thierry suggested me to build a voodoo temple, and I loved the idea, all the more so as I could get TRL African textures to fit in it. This level originally included the Flying Dutchman part, but I had to split the level due to object limitations. After this, I also added new areas, so the level is still near the editor’s limits lol…

QoG 20 : The Flying Dutchman

As mentioned earlier, this was part of the voodoo level, so it explains why it’s quite short compared to my usual levels. The general shape of the ship (lol) is inspired by The Cowboy’s pirate ship in his Trle Gold levels. Then I’m sure some people will tell me that it’s too small compared to the following level inside it, but we are in TR after all, so who said it needed to be logical? And anyway it can be explained by the status of ghost ship maybe…

QoG 21 : Aboard the Damned Ship

I started thinking about this one while playing Horus’ RoC last levels (particularly Garden of Stone part 2), as I absolutely loved the atmosphere at the beginning of the level (especially the huge room with the “diving” timed run) and almost regretted it wasn’t a ship level. So with her authorisation, it was sure I would use the same music and some common objects and textures to build the insides of the Flying Dutchman. I put in some TR2 Maria Doria elements too, and finally, I don’t understand why there are so few ship levels released, because they are much fun to build!

You may wonder why the end is so abrupt and finally not so rewarding after such a long series. This is due to the fact this end will be extended in the Gold Version with a final cutscene and a bonus level, so I couldn’t give you any taste of it  yet…

CREDITS :

TOOLS USED 

TRWest, Wadmerger, TRWad to TRWest Converter, Tbuilder, SFX Manager

TEXTURES :

· Textures from Trix’ Aegean Legends series

· Textures from Horus’ Reign of Chaos last levels

· Textures from Horus’ Neon God series

· TRLegend textures extracted by EssGee

OBJECTS :

- Outfit by Po Yu, specially corrected for me, thank you again!

- Weapons included with the outfit by Danilo : new pistols, new shotgun, new

revolver

· AOD Harpon Gun by Danilo

· Grenade Launcher by Silent Viper

· Various objects from Trix’s Aegean Legends series (Thera’s Depths level)

· Various objects from Horus’ Reign of Chaos levels (Garden of Stone), thanks again for sending them to me!

· Various objects from the Cowboy’s Pirates of the Caribbean levels, thanks again for sending them to me!

· Cutscene horizon by Piega

· Custom Blue Shark by dannyx_nr

· Barracude by Apofyse

· Nevada Worker by Baddy

· Green Lizards by Baddy

· Zombie by Golden Dawn

· Voodoo Demigods by Justin (Dark Skies series)

· Static objects from Magplus’ Terrafosia series

· Plant objects by teme9

· TRLegends objects by TRAngel

· TR2 secrets from 

AUDIO :

· Audio from Horus’ Reign of Chaos last levels (Garden of Stone)

Thanks :

1) To my beta-testers

Chrimajon, Dutchy, Gerty, KitKat, Raymond, Selene, Thierry Stoorne

2) Special additionnal thanks

To The Cowboy, Horus and Trix for allowing me to use and sending me complete wads of their previous adventures

To Po Yu for correcting his outfit for me to enable me to use the candels

To TimJ for helping me solve sound issues (“trapdoor voodoo voodoo chika.wad”)

To Dutchy and Gerty for making the walkthrough during the beta-tests and for modifying it all the time! It should be available shortly after the release.

Quest of Gold – full level listing

CANADIAN LEVELS

1 - Canadian Forest
2 - The Gold Mine 
3 - Indian Sanctuary 

4 - Portal of the Great Spirit 
5 - Mineral City 
6 - Depths of the Mine 
7 - The Hidden Forest 
8 – Mystic Experiment

KOREAN LEVELS

9 – The Nuclear Base 
10 - General Contamination 
11 - The Hidden Palace 
12 - Tears of a Lost Dynasty 
13 - Wrath of the Dragon 


SAINT FRANCIS LEVELS

14 – Mountains of Saint Francis

15 – The Hall of Legends

16 – Poseidon’s Domain

17 – Caves of Midas

MARTINIQUE LEVELS

18 – The Ship Graveyard

19 – Voodoo Magic in Martinique

20 – The Flying Dutchman

21 – Aboard the Cursed Ship

PLANNED LEVELS  : 

The Quest of Gold – Gold Edition, featuring two new levels and some gameplay and setting changes, mainly in the 7 first levels…

Main planned changes :

· Custom Title, TR1 font

· Outfit/weapons improvement

· Sound improvements

Canadian Levels (1-8) :

· Visual improvement (especially in the 3 first levels)

· New or remade gameplay areas (Canadian Forest, Indian Sanctuary)

· New secrets in the first 3 levels

· Adjusted easier gameplay (less ennemies, more pickups, correction of little bugs, making some areas less confusing)

Korean Levels (9-13) :

· Major change at the end of General Contamination

· New bonus level between “General Contamination” and “Hidden Palace”

· Visual improvement in “Tears of a Lost Dynasty”

Saint Francis Levels (14-17) :

· Gameplay improvement in “Mountains of Saint Francis”

· Sisyphe part splitted from “Caves of Midas” level, many changes to make this a new level : “Myth of Sisyphe”

· New area in “Caves of Midas”

Martinique Levels (18-21)

· Bonus level at the end

· End cutscene

The real end of the story should be a new levelseries to be built later : The Curse of Gold…

Disclaimer :

These levels were not made and is not supported by Core Design Ltd. and Eidos Interactive.

These Levels must not be modified, sold, rented, leased or commercially exploited in any way. 

