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CREDITSand THANKS

Building an undficia level editor is a hell of a lot of work, and if it wants to cover al TR Versions,
(trltr2tr3,tr4 trc) then it is even more difficult. Add to this that you are working with undficia file format
specs, leaning 3d graphic API (Diredax or Opengl) and spending al your freetime (and sometimes not so
fred) will makesyoufed like you're going to go crazy.

Happily | used DELPHI language (the best programming language and compiler in the world) and | get help
from some people or indiredly from some guys who code freetoaols and libraries that help poa lonely coders
like me to get things get dore alot easier. Although Dxtre3d is sgned by me (Turbo Pascd) there ae those
that contributed in the final code, so these aethe aedits:

- Designer and Main Programming: Turbo Pascal. - cyber _pascd @yahoocom

- Additional Programming . Raider Croft.- raider_croft_0l@hotmail .com
- English User's Manual v. 1.0 : DaleRickert.- dmrick@netriver.us .
- English User's Manual v. 2.x  :  Turbo Pascal.

QthersLibraries or tools:
DIBUItra - Version 1.3CopyLeft GPL 5/1999,Sébastien L éon sleon@magic.fr http://perso.magic.fr/sleon

GraphicseEX, v. .9Mike Lischke, http://www.lischke-online.de

Direct3DX 8.1 Delphi adaptation by Alexey Barkovoy E-Mail: clootie@reactor.ru
http://www.delphi-jedi.org/DelphiGraphics/

Ultimate Packer for Executablesv. 1.24Markus F X.J. Oberhumer |.aszl6 Molnar
http://upx.sourceforge.net/

Inno Setup version 2.0.19Copyright © 19982002 Jordan Rus<ll. All rights reserved.Portions by
Martijn Laan., http://www.jrsoftware.org/
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Well, asusual | want to give some thanks to some specials guys that made possible
Dxtre3d gets done:

- Raider Croft, for helping me to code some important Dxtre3d modues, like 2d map, 2d grid,
Texture Panel and Room linking (official editor look dike way), you have grea programming skill s.
You saved me from lot coding months!, thank you so much.

- E. Popov, for helping me and providing me with info abou internal tomb raider texture table file
format, aso | got the genera ideaabou the algorithm for re-arrange the movables, static mesh and
sprites textures from his TRVIEWER source code.

- Roy Goldbold, for sharing his TRC file format document, avesome works you dore!, aso he
rescued me two times, | was unable to found the solutions abou some problems in custom TRc
levels, and he take the time to ched it out and foundwhat was wrong, THANK YOU SO MUCH, there
is TRc suppat in my editor thanks to your effort and kindress

- Dale Rickert, | WAS SO LUCKY that day when | receved a email from you offering me your help
to write the manual, you becane my main Dxtre3d tester, trying every option and foundng several
important bugs. The manual is awesome and if the editor gets successwith new beginner users, that
will be thanks to you.

- Kevin (The Vagrant), my good old friend, it is amazing how we (you and me) keg enjoying
Tomb Raider Game trough all these yeas, people comes and peoples gone but you still here hanging
on, thank you so much.

- ICEBERG. , My new partner, when Rgbadd leaved the forum long time ago hadking the Tomb
Raider file format was not funny anymore, coding and hadking Tomb Raider is hard when you fed
that there is no one else to ask when you get stuck, but suddenly you appeaed at the forum, with new
energy, a new programmer partner (that even aso use Delphi like mel!), you push the editor so hard
and you provide me al the help to make my tods XP compatible. It's so refreshing to know that | can
court and trust on you. Thank you so much.

- Michid. Aka TRWAD. For usng my TRC editor for test and dacument al movables from
Chronicles Game, your OCB chart and items caalog is ainvauable help, thank you for share with me
and taking the time to foundinterna stuff inside the Tr file format. | think that if you leave the dark
side of the force and abandonthase stinky C++ and VB compil erswe culd be best friends.

- And finally to several guys at the Forum to test, foundand suggest new Ideas for the elitor, but most
a al to tolerate my weird behavior and tad mood, | know sometimes is a littl e hard to interad with
me. Thank you so much to those that criticizes my editor and give me the push to code dways a better
tod.

Turbo-Pascad; (duly 2009.
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System Requirements

 DiredX 8.1 or abowe

» A video cad with hardwareaccéaraion and & leagt 4 MB of memory,.
e Soreanresolution s to 1024 x 768

* Windowvs 98 Seand Edition ar dowe

3 Buttons Mouse recommended.

* IMPORTANT: Inorder to usethisprogram, you wil | need to haveacopy of orecf the
Tomb Rader gamesthat can beplayed diredly fromyour hard driveingeal of your CD
drive Oneway of adievingthisisby usngoreof theavaladledemos

If nead be, you can download acopy of the Tomb Raider Chronidesdemofromthe
following link: hitp:/AMww.eidos nteradive.convdownl oads/'seach.nitm 2gmid=103

Unde “Demos” dick onthe Tomb Raider Chronidesdemo filenameto beginthe
downvnload. It sarather largefile-- nealy 15 megabytes

You can dso dovnload asdedion of texturesfrom thesame page. Under “ Other
Media” dick onthetexturesfilenameto download them.

TheTomb Rader Chrondesdamo and theabove mentioned textureswill beusedin ou
“hendson’ tutorids and so you may want to dowvnload themif only to usetheminthe
tutorids.

If thesefil esarenolonger avall able, chedk our web stefor informationonhow to
aqurethem.
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| nstallation

If you got the package from ZIP files then just create a director y and
unzi p all the fle s int othat director .

Creat e a deskio p shortcu t for th e “dxtre3d.exe program.
Make sure Vihdows is runnin g in the 1024x76 8 scree n moce wit h 16 or
greate r Kt colors. Boo t the progra m by double-clickin g (or singl e
clickn g if your deskto p i s configuredtha t way) the new progra m icon.

You should then go to menu “File”, “Config” and open the language file
(if available) for your native language.

Notation & Ter minology

Throughotithismanud thefoll owing naationwill beadheredto:

The names of button s on the scree n that you can clic k on wl | be
surrounde d by squar e brackets. Thu s [OK] and [Geometry ] represen t an
K butto n and a Geometry button . [Up arow ] is a buttontha t appear s
on the scree n as an upward facin g armo w

Keys on your keyboar d and the mouse button s wil | be surrounde d by
“greate r than ” and “lessthan " brackets . Thus <A> woul d be the “A” key
whil e <Enter > woul d be the “Enter ” key.

When two or more keys are separate d by dashes, it meams you are to
hol d down one key whiepres sin g the other key. Thus <Cirl>-<Shift>-

<A> mears that you are to hol d down th e “Control” ke y and th e “Shit "~
key whil e pressin g the “A” key.
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Whe just the word “click " is encountered , it refer s to clickn g the
mouse’ s lef t button. <Left click > meas to clic k the lef t mouse
butto n whil e <Shift>-<Lef t click > mears to holddow n the “Shit " key
and the n pres s the lef t mouse button.

<Alt>-<Shift>-<Lef t click > & drag mears to hol d down the “Alt " key
and the “Shit ” key and whi e holdn g down the lef t mouse button
dag the mouse to increas e or decreas e the siz e of your selection
This is ofte n used when selecin g group s of items.

If when in the editor you move the mouse over a control the pointer
tumn to this shape: % then it means you can use right click to
bring a popup menu with additional options.

Thefollowingtermindogy isused:

Block : A standar d size d geometri ¢ cube that measures 64 pixel s in all

direcions . It can also refe r to adistanc e that 's equal to the heigh t
or widt h of a standar d 64 pixe | block.
Section : Vdlls , cellings , and floor s are dvide d int o smalle r areas

refere d to as sectons . They areusuall y rectangula r but on occasio n

can als o be ftiangua r. Whan you are textuin g walls , floors , and
celings , individua | texture s are applie s to each individua | section.
Sati c ltem: An ite mplace d in aleve | that 's primarl y just for look s
and does not interac t wit h any ofth e characters . Such item s coul d be
tree s and statue s and so on.

Objects : Unlik e stati ¢ items, these object s interac t with the
Characters . They can be items to be picke d up, lock s and keys,

pushabl e objects , object s that blo w up when theyr e shot, and so on.
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FindingusontheWeb

Our Official web site can be found at...: http://www.geocities.com/cyber_delphi
Email the author at... Cyber_Pascal@yahoo.com

On-LineHep: TheForums

You can get hdp and information on using our program on the\Web by joining thefollowing orHine
forum:  hitp://publ9ezdoard.comftreditingzongrm?2

A WordAbout Saving Files

Anytimeyou arebul ding aTomb Rader game, it isextremdy impartant to saveyour leve often.
Not only shoud you saveit often, but you shoud saveyour progamou asdifferent fil esat different
placesin itsdeve opment. Theré'snathing more upsatting then to spend daysworking on aterrific
level only tofind that you did something eali er thet now hastheleve messed up to whereyou have
togobak andgatdl ower.

If youwill sasveyour levd into different fil esyou can later badk up and restart from some plac other
then a thebeginnng Whenyou saveyour levdsou a variousages of devdopment, a thevery
least namethemin such away thet you will know exadly whereyou werea whenyou saved it. You
might want toindudeatext fil eof the same name and make commentsabout thelevd sothat you
canlater read it and know how thingsaremeant to function

Onceyou get into thehabit of saving often, make sureyou arenat just cortinually overwrriti ng your
ony exiding file It'supsetting to save your leve and then suddenly redi ze that you ve overwritten
the only goad copy of your leve with orethat contansan irreversble mistake All of thisgppiesto
thelevdsthat you |l beworking oninou handsontutorias.

SAVE OFTEN!



Page - 10-

Included Project Files

Induded withtheprogamareseveard projed files. Eadh of theseprojedsareonesthat | creded as
| bult thetutorid leve in Chapter 3 and Chapter 4. If you want to see how my leved looked and
worked a variousplacesinthetutorid, you canload in oneof these projedsand bul dit.

Nea theright margin of the pagesin Chapter 3 and Chepter 4, youwil | find red numberswith red
boxesarourd themasshonvn here. ...

3

4

Thismeansthat theinduded projed named “ch3-4.tré’ can beloaded into seemy projed at that
parnt. | hopethiswill hdpyouif your own projed does't go theway it shoud.

Beforeloading any of the projeds, you will haveto set up two fil es o that the path to themisthe
sameasit was on my computer. That way the programwill find thesefileswhenyou load inthe

projeds.

Thepahtothetexturefilemud be...

C\Progam FleCore Desgnitrié Extra Texturestr2platformitga
ThepahtotheBaselevd mugt be..

C:\Progam Al esCore DesgnTR5 Demo\dataorig_demoitre

If your filesare in different places on your sysem, Smply crede the paths as shown above and
placecopiesof thefil esinthoselocaions
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Chapter One: Main Windows

A Brief Desciption of The MainWindow Fedures
TheMenuBa

Filz ‘iew Edit Fooms Help

At the top of the scree n are 5 differen t pull-dow n menus.

The File Menu:

New Project : Discard s the curren t proec t so that a new one can be
state d This does not remove the Base leve | or you availabl e
textures.

Open Project : Opens an existn g save d project.

Save: Saves the curren t proec t usin g the name alread y assigne d to
it.

Save As. Bring s up a dalo g box that allow s you to save your
proec t wit h a newname.

Open Base Level : Opens an exisin g Tonb Raider leve | that can then
be used as asourc e for variou s object s and items

Open Textures : Opens up a graphic s fl e that can be used as a
sourc e for textures. Th e texture s are displaye d in the Textur e
Whdo w on the rngh t sid e of the Mai n Wlhdo w Numerous graphi ¢ fl e
format s ar e supported.

Do not Open base automatically . Allow s you to open a projec t
withou t a Base level. Thi s allow s you to open your leve | and the n
loadin adfferen t Base level
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Do not Open textur e automatically . Allow s you to open a projec t
withou t textures. You can then open a differen t textur e fl e for
your level.

Bul d Level : Initiate s the compiln g of your proec t int o a
playabl e level.

Config: Bring s up a popup wndow where you can set the mouse
sensitivit y for Notations , panning , and Zooming.

BExit Cose th e DXIre3 D program.

At the botto mof the drop-dow n meruis alis t of thelast few
level s that have beenloaded . Afte r bootin g your program , you can
readil y clic k on the nanme of aleve | that you have been workin g
on recent y and it wil | be loaded.

TheView menu

Hde Celing : Hides the celin g when it possibl y obstruct s your
vie w

Hide Floor : Hides the floo r and wall s when the y possibl y get
Inyour vie w

Hid e Omaments : Used to hel p speed up renderin g of a room.

Hide Items : Used to hel p speed up renderin g of a room

Blac k Background : For thos e who would rathe r have a blac k
backgroun d whileworkin g on thei r level.

Draw Light ~ Mesh: When working in Lighting mode, if this option is

checked then a sphere mesh is show representing the light
distances.
Show texture Attrib: When checked, will show with color those

textures with attrib transparent or translucent.

Auto Mode: When checked, Dxtre3d will push automatically the
“Enabled” button when you select any toolbar group.
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TheEdit menu

Undo: Used to cancel the las t ste p performed.

Redo: Used afte r the Undo commad to restor e the last actio n
undone.

Copy Block (Ctrl+C) : Makes Copy current marked block section.

Past e Floo r Block (Ctrl+V) : Used to past e a floo r secto n that 's
been copied.

Paste Celin g Block (ALT+V) : Used to paste a celin g secto n

that *s been copied.

Clear Floor Door (this room only): Remove portal door to the room
below, but keeping the portal info for the ceiling in the room

below; that allow you to build one WAY doorway.

Clear Ceiling Door (this room only): Remove portal door to the

room Above, but keeping the portal info for the Floor in the room
above; that allow you to build one WAY doorway.

Clear All Objects : Removes al| objects , items , tiggers , and
cameras fro m your rooms; useful for start a new project re -using
anold TRE.

Delet e Last Trigger : Used to delet e the last create d trigge r. Use
cautiously!

ltem s List : If you have “Objects " selecte d and [Enable ] actve |,
thi s bring s up a listo f object s in your level

Trigger s List : Bring s up a lis t of trigger s in your level

Quic k Trigger : Toggle s betwee n usng quick tiggenng for add New
tnogers orfor Replace (overwwiie) the cumrentone.
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Apply Texiure Alrb 1o the foor - W aoply curent selecied texture
atibtothe marked floor secions.

Appy Texture Atrb © the Wl - W apply curent seleced texiure
atibtothe marked wal secions,

Apply Texire Attrb 1o the Celing - W apply curent selecied texture
atibtothe marked floor secions.

Alow Bader Room adusiment When chedked, alow user can adust room
border sedions. This 5 nat recommended exoept for gpecdial cases n
manual partal inking.

TheRoomsmenu

New Bring s up te “Add new room” dialo g box for creatn g a new
r oom.

Propertes : Bring s up the “Rooms Propertes "~
changin g a room’ s parameters.

dialo g box for

Delete : Used to delet e the LAST roo m fro m th e project. You are not
allowed to delete middle rooms; if you decide than a room is not

needed anymore then re - use it (rebuild) the room and found a new

uses in another position etc.

Clone: Clones the curen t room. Great when you are creatin g an
“alternate " room.

Copy: Makes a Copy for current room.

Paste: Paste last copied room into the current one.

Send to Front : Place s the “curent ” roomin fron t of the “neighbor ”
room.
Send to Back: Place s the “cument ” room at the back of the

”

“neighbor room.
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Send to Right : Place s the “current
“neighbor " room.

room at the rgh t of the

Send to Left : Place s the “current room at the lef t of the

”

“neighbor room.
Send to Up Place s the “curent ” roo mabove th e “neighbor ” room.
Send to Down Place s the “current ” roo mbelo w th e “neighbor ” room.

Bound Room: Wil change the room width & height with the current
marked block sectors and preserving the content in that block.

TheHelpmenu

Readme File : Display s the “Readme” fl e in a pop-u p windo w

Keys Guide : Display s a pop-u p windo w lisin g shortcu t keys, efc.

About : Display s informatio n about th e autho r and th e program.

Create New LNG file: Build an empty language file module ready to
be translated.
Switch Language: Switch Dxtre3d interface between current loaded

language file and to English.

Reload LNG file: Will refresh current loaded language module from
disk; this is helpful when user is doing the translation module
using the Lng editor.
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Chapter One TheManWindov

TheSpeed ButtonToolbar
Bdow theMenu Bar isthe Spead Button Tod bar

+ * + = 4 ¥ ﬁ v X T Twal  TCeling  TRoom  MkRoom  FShape  CShepe  FRandom  CRandom  Arch#1 Build

It is a serie s of buton s that serv e as shortcut s to performin g
muli-ste p tasks . The firs t six button s appear as arow s pointn g in
Variou s directions.

A littl e bhit about roo m orientation

As you are viewin g a roomon the screen , the far wall ofth e roomis
considere d to be the front of the roomwit h the lef t wal bein g the
lef t side and the righ t wal being the rgh t sde. A coumn is
different . The near sid e is nowthe fron t ofth e coumn whil e the lef t
and righ t remai n the lef t and righ t sides.

V¢ als 0 need to mento n that the “curent ” roomis highlighte din the
“‘Rooms Group” at the botto mof the screen . To the righ t of that , the
“Neighbor " settin g tell s you whic h roo misth e “Neighbor ” room.

Remembe that <Up arrow > represent s the up armo w key on your keyboar d
whil e [Up arrow] represent s a butto n on the scree n that you can clic k
on.

Now let s get back to the Speed Butto n Toolba r.

The [Up arow ] button : Clickin g thi s buto n wil | plac e the “Current ”
roomdirect y in fron t ofth e “Neighbor " room.

The [Down arrow ] button : Clickh g thi s butto n wil | plac e the “Current ”
roo mdirect 'y in backo f the “Neighbor ” room.

The [Righ t arrow | button : Clickin g thi s butto n wil | plac e the “Current ”
roo madjacen t to therigh t sid e of th e “Neighbor " room.
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The [Lef t amow ] button : Clckin g th s buto n wil | plac e the
“Current " roo madjacen t to th e leftsid e of th e “Neighbor room.

”

The [Diagona | up arrow ] button : Clickin g thi s butto n wil | plac e the
“Current " roo mdirect y onto p of the “Neighbor room.

”

The [Diagona | down arrow ] button : Clickn g thi s butto n wil | plac e
th e “Current " roo m directly belo w th e “Neighbor room.

The [Doubl e AAl button : Clickin g thi s butto n swaps which roomis the
“‘Current " roomwith the roomthat 's the “Neighbor ” room. |f Room#1 is
the “Current ” room and Room #2i s th e “Neighbor room, the n clickn g
thi s butto n wil I mak Room #2 the “Current’ roo m and Room #1 the
“Neighbor " room.

”

The [Checkmark ] button : Used at specifi ¢ time s when you want let the
progra m know thatyo u want to copy and past e certai n things . Covere d
in greate r detai | late r.

The [RedX] button : Used to unselec t all secton s that were selecte d
whi e not in the “SelectMode. 7 (When the [Selec t Modg butto n is not
presse d in.)

The [TFloor ] button : Used to quickl y texur e the floo r (or selecte d
portio n of it ) wit h thecurren t textur e selection.

The [TVl ] button : Used to quicki y textur e the wal s (or selecte d
portio n of one) wit h thecurren t textur e selection.

The [TCeling ] button : Used to quicki y textur e the celin g (or
selecte d portio n of it ) wit h thecurren t textur e selection.

The [TRoom] button : Used to quickk y textur e an entr e room wit h the
bstused  [TFloor] , [T Velll] , and[TCeiling ] buttons.

The [MkRoom| button : Used to simplf y the multistep s require d to
ceseand plac e a new roo m directly belo w a selecte d area of a floo r.
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The [FShape ] and [CShape] buttons : Used to change block s of section s

int o th e currently selecte d geometri ¢ shape.
The [FRandom] and [CRandom] buttons : Used to creat e rando m
shape d sections. Explaine din greate r detai | later.

The [Build ] button : A quic k way of comple your level . Once the
leve | has been compled |, clickin g thh s buto n wil | compe the led
withou t any prompts.

The2D GridBox

In the upper lef t come r of the scree n you wil |
fin d asmal | window that 's divide d up int o a
grid . When youhav e create d one or more rooms,
the curen t roomwilb e displaye d here in a
top-dow n vie w Each square represent s one floo r
section . The blu e square s represent th e actua |
floo r whil e the gray border aroun d the roomi s
only ther e to provid e a quic k means of creating
portal s (door s and othe r openings ) betwee n two
adjacen t rooms.

Toadl GroupButtons

[Goomety) St : : Immediatel y below the 2D Grid Box are
Geometny | Statlcsl I:I|:||ect$| Trlggersl

frinTent | MaeHl | Moc2 | severa | Tool Grou p buttons . When you clc k
' on one of the buttons, th e tool groups
displaye d belo w the button s change toth e ones for that particula r
button . When you initiall y boot th e program , th e [Geometry] butto nis
pushed and ther e are two too | group s shown belo w it . The upper grou p
Is the“Geometry ” group and the lower goup is the 2D Grd ” group.
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The[Geometry] Groupbutton

S TTan As mentione d above, clickn g the [Geometry ]
: : butto n opens two tool group s down belo w the
U
: @ @ & Tool Group buttons. Th e “Geometry ” grou p
: contan s numerous buttons wit h differen t
29 <

shaped block s drawn on them. There are tal |
@ & <o | WAl blocks ,  slante d blocks , and a fla t one.
/ \ Select| Reset Selecin g one of thes e button s makes that
S| | Mode| oAl shape actv e and when youclic k a secto n in
e L one of the rooms, that shape wil | be create d
inthat secton . (<Shift>-<Click > to change aceiin g section.)

The [VEll ] butto nis used to creat e a squar e wall sectiontha t goes fro m
the floo r to th e cellng.

The [Triangle/ ] and [Triangle\\ ] button s are used to dvid e a floo r
or cellin g secton int 0o two tdangula r sectons . Each trangula r
secio n can the n be individually texture d and slante d independent vy
fro mth e othe r tiangula r half.

The [Selec t Modg butto n is used to tur n on a “Selec t Mode where
you can thenselec t more tha n one sectio n for modification.

The [Reset Al ] butto n wil | unselec t all the secion s mack whil e in the
“Selec t mode.”

—20 Grd
Dot I:Ieaancurl Climb Belo w thes e button s are two toggl e switches . Ore
Foor | | Steps S Is “Back-Front ” whi e the other is “Left-Right. ”
wéal | R4 Deathl The block s drawn on the “Geometry ” button s come

Clirb Walls “58aunds (|| I N pairs. W h the use of the toggl e swiches |,
Fromt v Marmal £+ .

Back 7/ [0 3| weed € ||| you can change the shape fro m sloping fro m left-
i Metal . .

Coing I | Puzore|| mese ||| tofigh t to slopin g fro m frontto-back.




Page - 20-

The second group is the “2D Grd ” group . The various buttons ,
checkboxes , and swiche s in thi s group are primaril y used in
conjuncio n wit h the 2D Gri d Box atth e top of the screen , however,
they can als o be used in the3 D Ve w are a as well.

The [Door | butto n is used to creat e a doorway betwee n two rooms , the
doorway can be to side rooms or to below rooms.

When you creat e a door usin g thi s button , all of the step s requre d to
make the doorway ar e done automatical y and Lara can mow freel y
throug h the openin g, there are ways of makin g opening s where Lara can
not pass throug h the m (suc h as windows ) that we will discus s late r in
th e manual.

The [Clea r Door] butto n is used to remove one or more secton s of a
portal.

The [Climb ] butto n is used to change verica | surface s int o climbabl e
surfaces.

The [Floor ] butto n is used to change a wall sectio n back int o a floo r
section.

The [Step § butto n is used to assig n a particua r sound that the
floo r wil | make whenit 's walke d on by Lara or othe r characters.

The [Vdl ] butto n is used to convert a floo r sectio n int o a squar e
wal | section.

The [Death | butto n is used to creat e areas where Lara wil | die if she
goes there.

The four [Diagona | Portal ] button s central y locate d among th e above
mentione d button s areuse d to creat e diagona | opening s in the floo r.
The “blue ” part represent s sod floo r and the *black " part represent s
th e opening.
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The “Clim b Wdlls ” group contain s a set of checkboxe s that are used
when you ar e creating vertica | surface s that you want Lara to be abl e
to climb.

The [Put Zone] butto n and variabl e are used to creat e zones the serv e
as Dbarer s for “paddies. " Each independen t zone is assigne d an
individua | number.

The “S Sounds” grou p contain s a set of checkboxe s that can be set to
ate r the sound thatLar a and the othe r character s make when the y wal k
on the floo r.

The[Satics| Groupbutton

Clckin g the [Satics ] butto n bring s up a
Calor

White .
= I [ =] [ covom 3] gI’Ol-J p of buttons_an d variable s as well as a
Sati ¢ tems List window Theyar e used to

Replace | Rotate | Delete | plac e Stati ¢ item s in your level . In order

to hav e item s avallable , you mug firs t

g::::gm::m; open a Base level. Onc e you have a Base

Static Mesh#3 leve | opened, the Items List windo w wil |

ét:{:ﬁﬂ:ﬁ‘;ﬁé displa y al of the Sati c item s avallabl e
Syehe Mestlc foryou r level

The [Enable ] button : Whe you clic k the [Enable ] button , you activat e
the tem s inthi s Group and a Previe w window wil | open, providn g you
wit h a 3 dimensiona | view of the curren t highlighte d item . You can
rotate , pan, andzoo min on the ite min thi s window Whe the Group
Is enabled , clickih g in a sectio nof a roomin the 3D Me w wil | plac e
th e highlighte d ite min thatsecto r.

The “White ” variable : This valu e define s how brigh t the ite mwl | be
displaye d in thegame . It can be set fro m-1 to 31. Whaer set to -1, the
te mwil | get it s settingfro mth e room’s ambient ligh t setting.
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The “Color " variable : Provide s severa | predefine d color s as well as a
“Custom” selection . This color is used to “tint ” the object as if |t
by a ligh t of that colo r.

The [Replace ] button : Nomall y clckin g the [Replace ] buto n wil |
replac e an item 's propertie s wit h thos e in the Group setings . Sinc e
the Object 's ID number isals o one of thes e setings , the [Replace |
butto n serve s to replac e th e current ite m wit h the one highlighte d in
th e Group area.

The [Rotate ] button : Used to rotat e the curen t ite maroun d a sectio n
I n 45 degree increments.

The [Delete ] button : Used to delet e the curren t item.
The “Preview " window : Clickin g the [Enable ] butto n opens a Previe w
windo w Th e highlighte d ite m wil | be displayed . As mentioned , you can
rotate , pan and zoomi n on the ite mthe same as you do wit h rooms in
the 3D Me w

The [Center ] butto n in the Previe wwindow is used to cente r th e curren t

ite min thedispla y so that it 's displaye d as it was inttiall y.

The “Auto ” switc h is used to “automatically " cente r each ite min the
window a s you selec t them. Whe thi s switc h is not actve , newly
displayed item s will be seen rotated , panned, and zoomed as the

previou S itemwas.

The “No Lights ” checkbo x is used to show the ite mwit h or withou t a
light shinin goni.
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The[Objeas] Groupbutton
Clickin g the [Objects ] butto n bring s up a

wihiite Calar i ) )
Im [ 2] [ owhie =] || 90UP wit h various buttons , Vvariables , flag s
ActivationFlag || as well as an Object List wndow The y are
[0 3(1|2|3|4|5|c||| used to plac e object s in your level . Object s
ATLIU: are sometime s refere d to elsewher e as
W Heplacel Ratate | Deletel “ ” .
movables. In order to hav e object s
S — available , you mugt firs t open a Base level.
Eﬁg‘?;‘&"ﬁ - Once you have a Base leve | opened, the Object
Crasshow anim — || List windo w will contaa n a lis t of al the

[arenade gun anim

availabl e object s foryou r level

The [Enable ] button : When you clic k the [Enable ] button , you actvat e
the item s inthi s Group and a Previe w window wil | open, providn g you
wit h a 3 dimensiona | vie w of the highlighte d object . You can rotate |,
pan, and zoomino n the object in thi s window the same as you do wit h
rooms in the 3D Me wWhen thi s Group is enabled , clickih g on a sectio n
of a roo mwil | plac e the highlighte d objec t in that section.

The “White ” variable : This valu e define s how brigh t the objec t wil | be
displaye d in the game It can be set o m-1to 31. Wha set to -1, the

objec t wil | get itssettn g ro mth e room’s ambient ligh t settng.

The “Color ” variable : Provide s severa | predefine d color s as well as a
“Custom” selectio n that bring s up anothe r window for creatin g custo m
colors . The color selecte d here is not the color of the object . It is

”

instea d a means of *“tinting
ligh t of that colo r.

theobjec t as if it were ilumnate d by a

The “Amount ” variable : Allow s you to plac e more than one objec t on a
single section . This is used primarl y when you want to plac e severa |
object s such asammo for Lara to pic k up at one time.

The “OCB’ (Objec t Code Bits ) variable : Used in TR4A and TR5 level s only
to causecertai n behavior s such as the way Lara pick s somethin g up.
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The “Activatio n Flags ” buttons : There are 5 Activatio n Flag s used when
you want tohav e more tha n one trigge r set to activat e a singl e event

The [Replace ] button : Normall y clckin g the [Replace ] butto n wil |
replac e the item "s properie s wit h thos e in the Group setings . Sinc e
the Mesh number is alsoon e of thes e propertes , the [Replace ] butto n
serve s to replac e th e current objec t wth the one highlighte din the
Group settings.

The [Rotate ] button : Used to rotat e the curen t object about in a
sectio n in 45 degreeincrements.

The [Delete ] button : Used to delet e the curren t object.

The “Preview ” window : Clickin g the [Enable ] butto n opens a Previe w
windo w Th e highlighte d objec t wil | be displayed . You can rotate , pan
and zoomin onth e objec t the same as you do wit h rooms in the 3D Ve w

The [Center | butto n in the Previe w window can be used to cente r the
current objec t sothat it 's displaye d as it was initall y.

The “Auto ” switc h is used to “automatically " cente r each objec t in the
window as you selec t them. Whe thi s switc h is not actve , newly
displaye d object s wil | be rotated , panned, and zoomed as th e previous
objec t was.

W Auto
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The[Triggers| Groupbutton

Clickin g the [Triggers ] butto n opens up 3 differen t tool group s belo w
the Tool Group buttons . You wil | fin d a “Triggers ” group , a “Commands’
group , and a“Quic k Triggers ” group.

Geomety | Staties | Obiects |[ Tragers' || A fe w words about how tigger s are set up.
ninTest | MareB1 | Mee#2 || otor ¢ you can tigge r something , youhav e to

[ Triggers fis t creat e the tigge r. Vit h DXre3 D thi s
I Dro_Activate j . . .
involve s selecin g the type o f trigge r you
want along with it s propeies , and then
placin g th e new triggerint o a “sot ”
| Enable | 1] 2] 2] 4]5 Athoug h you could at thi s tme assig n the
Timer |_:[u 2] oy owee - tigge r to one or more floo r sectons , you
add | Replace | dpply | Clear | haven ’_t yet establlshe_ d what gets trlggereql
The things ) tob e tiggere d are place d in a

is t of “commands” for each particua r tigge r. Thethings ) to be
tiggere d can be event s such as “baddies ” or event s such asfindn g a

secret.

The *“Activation " buttons : There are 5 Activatio n button s numbered 1
throug h 5 Thes e are used in combinato n wit h an object s activato n
buttons . It enablesyo u to requr e more than one tigge r to actvat e
and event.

The “Timer ” variable : Used to set the number of seconds a trigge r wil |

remai n active. Us e thi s to keep a door open for only a few seconds ,
etc.

The “ONLY ONCE checkbox : Settn g thi s allow s the tigge r to occur only
once for some commands.

The [Add] button : Adds the selecte d tigge r type to a slot . Your new
tigge r wil | showup in the Trigger s List just belo wthe Trigge r Type
drop-dow n menu.

The [Replace ] button : Clickin g thi s butto n wl | replac e a selecte d
trigge r’s settings wit h thos e displaye d in the Trigger s group.
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The [Apply ] button : Clickn g thi s butto n wil | apply the highlighte d
tigge r to one or mor e selecte d floo r sections . Sone tigge r type s
requr e a trigge r objec t to beselecte d first
The [Clear ] button : Use thi s butto n to “clear ” the tigge r fro m a
secto r. Select thesecto r with the tigge r (t will tur n yelow ) and
the n clic k [Clear].

Note: If you doublecic k a tigge r in the list , it will brin g up a
windo w where you canad d a descripio n for that particua r tigge r. You
can als o use <Cul><G > tobrin g up a lis t of ftigger s where you can
the n vie wthei r descripio n or selecton e fro mthe list

The “Commands’ group.

S This is where you wll s t what gets
~Lammands . .

[item ~] triggered. Th e “Commands’ drop-dow n list : You
wil | find th e folowin g “commands” to choose
fro mforyou r ftriggers. ltem : Use thi s commard
when you want your trigge r to actvat e an ite m

Add | Replace| Delete | sucha s a “paddie. ” You mud selec t the item s
and clic k [Add] to add each ite m to the

commard list.
Look at tem : Used to get Lara or the camera to focu s on a specfi c

tem . Youmust selec t the ite mbefor e pressin g the [Add] button.
Switc h Camera: Used to “switch " the camera vie wto a differen t camera.
When you clic k [Add] or [Replace] , a dalo g window wil | pop- up wher e
you can set the followin g information:

“Camer a Number” variable : Camera number to switc h to.

“Timer ” variable : Numbe of seconds to keep thi s camera on.

valueo f O keeps it on as long as the tigge r is bein gt riggered.
“Zoom” variable : In TRL and TR2 allow s camera to zoom out.

“Once” variable : Setin g it to 1 wil | allo wthe tngge r to work

one time.
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Underwater Flow : Used wit h sink s to push Lar a toward s th e sink.
“Sin k Number” variable : The sin k number to push Lara

Alternate ON : Tumn's on altenat e rooms. (Not avallabl e in al | games.)
Alternate OFF : Turn off alternat e rooms. (Not availlabl e in a | games.
Alternate_Flag . (unknow n at thi s time)
Play Soundtrack : Play s a sound track .

Secret Found : Tell s the progra mth e Lara has foun d a secret.
“Secre t Number” variable : The number of thi s secret.

Effects : Refer to the Appendi x C tabl e of know ef fects.

End Level : Bring s about the end of thi s leve | and boot s th e next level.
“‘Next Level ” variable : Use O for al|l games except TR4 where you
must specif y th e number of the next level

The followin g 3 button s are thos e foun d in th e “Commands’ group.

The [Add] button : Adds the commard shown in the drop-dow n lis t to the
listo f command for the curren t Trigge r.

The [Replace ] button : Replace s the curen t commard wit h the one in the
drop-dow n list.

The [Delete ] button : Delete s the curen t commard fro mth e commard list.

Switch_Camera
ndenmater_Flow
Alternate_0OM T
Alternate_OFF

Alternate_Flag

Play Soundtrack éll
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The fina | Tool Group is the “Quic k Triggers ” group. Th e button s in thi s
grou p provid e shortcut s to creatin g triggers.

[Do With Activate] buttornt Credestrigger Laramust steps or passove.
[Laa on Ground Do_Activate] butont Credes trigger Laramugt depon

[Laa on Ground Do Deadivae] butort Deadivaesatrigger when Larastepson

LI L

[Do With_Deadivate] buton Deadivatesatrigger when Laragepsor passove.

&

2

[If _switch is ON] butort Activatesatrigger when ussd aswitchitem.

[e=F

[If _key is ON] buttort Activatesa Trigger when used aKey item.

&

The[Anim Text] Groupbutton

AnmTed . Moe#l | Moe#2 || The Animated Texture Tool allow to define
T extures Set animation texture ranges for your level.
The “texture Set” lists your current
o | Delete | Previewl defined animation set.
“ADD”  button will add a new empty
animated texture set to the list.
“Delete” button will delete selected
animated texture set from the list.
~Sequence “Preview” button will bring a dialog box
where you can see a real time animated
ad | Feploce | Dokt | sample for  your selected animated texture
set.
The “Sequences” lists your frames ranges
sequences for your current selected
animated texture set.
“Add”, “replace”, “Delete” are used for
manage your frames sequences.
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The[More#1] Group buton.

Here are stored more tools for different task.

—Cameraz & Sink
Strong Flags

IEamera j IEI j IU ﬁ

Delete |

add | Feplace |

Light: Used for place

Cameras and Sink:

For define Cameras objects used

later for show some event are happening, like

door getting opened, etc. With
also defined “Sink”
water flow into underwater rooms.

and manage source light

objects. For trlu2 level only white light

objects can be
colored light object and
can be defined.

—hd anwal Portal Yiew
Fioom Wwidth Height

[ 2P 2 =
Type Foom Side

I Franit =] I':' —

Delete I

Add I Heplacel

defined, for tr3,tr4,trc powerful

special effect like fog

Manual Portal view:

this toolbar it is

objects, used for define

—Light
Color Brightnesz

[Octwhiie =] ¢ 2]
FallCff LF Fu-Effect
S 1 O [ I
[ AffectFaces [~ Fake [~ Hide

I Enable Fieplacel Delete |

This is a special tool group

used for allow user to manualy place room

connections. It is also
from current room to
into solid wall, floor or ceiling.

The[More#2] Group buton.

~FlyBy Camera

Seq |1 3|0 3] Mumber
Timer [0 3]/[1 2] Speed
Rall jo 2] [s0 2] FOV

of 1]2]3]a]s]e]7]
a| 9 10| 11] 12| 13| 14] 15

Add Heplacel Delete |

FiyBy Cameras:
object sequences along a
used for show some kind cut

enemies approaching; show hints, or a

preview.
This feature only works for tr4
version.

Sound sources:

place- predefined sounds into rooms, mostly used

for put waterfall

sounds etc.

used for place special

Used for

used to put windows view
the neighbor room and placed

camera
predefined path, it is
scene events like

puzzle
and trc levels
—Sound Source
Sound 1D Flag
=

Add | Heplacel Delete |
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TheRoomsGroup
At the botto mof the screenis the Roons group. It contan s a set of
Foom buttons , variables , and a
|_:[ . is t of te rooms youv e
M 2 =| Meighbor
—EW_I Foom #2 | 2 create d for your leve | wit h
_Propetis | th e “Current " 0o m
Delete ||'IEI j |32 j I'IEI j Show mare neighbors | h|gh||ghted
The [New] button Bring s up a
| dalo g window for creatin g a
—Room Dimenzian new room.
Depth fidth Heigth _
3 NS 1 3 The  “Depth, ” “Vidth, and
o o I X [1] H ) .
 Posi » - Height” variables Set the
-Fozition '-Position Z-Pazition . .
| 2 3 [0 = dimensio n of the newroo m here.
Floom's Hame The “X-Posion, " “YPosion, "
[Foom #1 and “Z -Posion *  varables
wiater [~ Sky I Oudoor [ Quicksand [ These define wher e the fron t
. - lef t lower comer of theroo m
Ambisnt Ligtht B | chrhire =] wil | he. The X-Posiio 1
Lara's Light [1 2 O chwhite | controls  left/righ t  movement.
: . The Y- Position control s the
Default Spot Light 1 — Pfhite -
| = | ciwhie 2] up/dow n movement. The Z-
water Sa Ahorato P P Posiio n control s the forwar d
alelr acneme E[ale qoom Enate aroup
and backwar d movement.
= E= i 3
The “Room’'s Namé variable You
can chang e a room’s defaul t

CAMCEL |

The “Vdter " checkbox :

The “Sky ” checkbox :
level

particula  r room.

”

checkbox :

The “Outdoor
The “Quicksand

checkbox :

Check if thi s

name here to aname that bette r
describe s what theroo mis.

Check thi s box to make th e roo ma pool.

Check thi s box to includ e sky graphic s in your
Do not chec k thi s box unles s the sky is visibl

e fro mthi s

roomis part of the outdoor s .

Check thi s if the roo mis quicksand.
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“Ambien t Light ” variables : Set th e brightnes s and colo r of th e ambient
light.
“Lara 's Light " variables : Control s the ‘tint " applie s to Lara and

others movables objects in this room.

“Defaul t Spot Light ” variable : Set thi s to a vau e other than -1 to
creat e a spotligh t that 's centere d in the room;, simila r to havin g an
overhea d sun.Us e th e drop-dow n meru to selec t a colo r.

“Water Scheme”, if room defined with water flag enabled then put here
the underwater patters value available.

“Alternat e Rooni variable : Set the number of the room to change to
whenth e “Alternat e Rooni is set (triggered ) to ON (Not avaiabl e in
TR5)

“Alternate Group” variable: Can define several rooms belong to same
alternate group to be enabled at the same time (ir4 only).

The [Propertes ] button : Bring s up the same dialo g windo w as shown
above. You can view o r change a rooms propere s by alterin g the
seting s and the n pressin g [OK].

The [Delete ] button : Used to delet e th e LASTROOMro myour level.

The “X, ” "Y,” and “Z” variables : At the botto mof the Roons grou p are
thre e variables . Youcan use these to change the postio n of the
curen t room See the [New] butto n abovefo r an explanato n of the X
Y, and Z coordinate s of a room.

The “Neighbor " variable : The “current roo m and a “neighbor roo m can
be displaye d in the 3 D Wihdow You can change which room the
“neighbor " is by alterin g the number displaye d in the “Neghbor ~
variable.

The “Show more neighbors ” button : You can ente r roo m numbers separate d
by comma inth e “Show more Wihdows ” variabl e area immediatel y above
th e [Sho w more neighbors ] button , and the n when you pres s the [Show
more neighbors ] button , theroom s liste d wil | als o be rendere d in the
3D Wihdo w (Do not use it for show the whole level!).
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A the botto m of the

Hide

:j scree n IS the “‘Mor e
Options ” group . It

] contain S numerous button s
EI Neighbors

and variables.

TheMoreOptionsGroup.
More Optiors
Testures | Textured | Zero | Floor  Ceiling
Same | CENTER [ Teuiing| Tum [ pocton
Ame a
Plane | CAMERA | Mode | Lign |10 2
4 _
roomto change it s horizonta | positon.

The [2D Mag button : When you
cic k thi s button , you brin g
up a large 2 dmensiona | map
that shows all of the rooms
that you have create d in your
level . The curen t room is
colore d red whil e th e neighbo r
is colore d sky blue. Each
squar e in the gr d represents

one section , the same as it
does in the 3D Whdo w
Modifyin g your leve | usin g the
2D Mg view <Lef t clck > a
room to make it the curen t
room. You can <Right click > a
roomto make it th e “Neighbor ”
room. <Lef t click > & drag a

You can creat e new rooms whil e your e in thi s vie w Simply <Shift>-

<Lef t
dotte d lin e wil | show you the outin e
of th e new room. Whe n you have it the
way you want, simpl y clic k the [New]
button
the pop-up propert y window and then
clic k [OK].

cl

ick > & dag the mouse. A

Make any desire d changes in
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Addin g rooms to the “Show More Neighbors ” list : If you <Shift>-<Righ t
cick > on a room,it s room number wil | be added to the “Show More
Neighbors 7 list.

The [Same Plane ] button : Whil e viewin g rooms in the 2D Mg vie w you
can clic k this butto n and thos e rooms completel y above or belo w the
curen t roo mwil | not beshown.

The [Hid e Panel Textures ] button : There are time s when you ma want
the 3D Wihdo w tosho w more. |If you aren’t usin g the Textur e Wihdo w
you can clic k thi s butto n toremov e it temporarl y fro mth e screen ,
gvin g that space to the 3D Whdo w

The [Cente r Camera] button : Whil e workin g on your leve | you wil | ofte n
time s get thingsmove d andlor tune d to where you los e trac k of how
thing s are oriented . Clickin g this butto n center s the curen t roomin
the 3DWhdo wto it s initia | orientation.

The [Rende r Textured ] button : Use thi s butto n to show al |l the rooms in
the 3D Wihdo w with thei r texture s applied . If you haven’'t texture d
your rooms yet, they wil | be renderedwhite

You can work on your room’s Geometry whil e viewin g it textured.
The [Textuin g Modeg button : Whaen you have thi s butto n actve |,
cickhn g on a surfac e in anyroo m displaye d in the 3D Whdo w wil |
appl y the selecte d textur e to the secio n thatyo u clic k on.

The [Textur e Zero] button : If thi s butto n is presse d whil e textuin ¢
your room, any sectontha t you clic k on wl | be invisible . Uses
include s makin g th e upper portio n of your roo m completel y invsbe as

I f your room were outdoors . (Sky"ha s to be checked in the room’s
properie s for the sky to be visible.)
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The [Turn Light ] button : Allow s you to see the effect of light s place d
In a room.
— The “Texture  Attrib

~hare Option

Hide Panel| Render | Testure| | Texture Attib Opaque j Opaque drop—dow n list

2D MAP

In the wupper righ t of
" grou p
is a dop do wa lis t
where you can selec t eithe r “Opaque, ” “Transparent, ” or “Translucent.
These contro | the “transparency " of the textur e that youv e selected.
Transparen t color s in a textur e become transparen t in the gare when
the y have beenapple d wit h th e “Transparent " optio n selected.

The “Floo r Section ” and “Ceiin g Section ” variables : These can be set
to the number of‘bas e block s to add alon g wit h th e selecte d geometri ¢
shape when you are creatingyou r rooms. If for example you set the
“Floo r Section ” variabl e to 1, and the n clicksomewher e in your roomto
plac e a selecte d geometri ¢ shape there , that shape pluslbloc k wil | be
place d on the sectio n when you clic k it . These value s are als o used
when alterin g the siz e of floo r and cellin g sections.

The [Hid e Neighbors ] button : Used to temporari y hid e the “neighbor ~
rooms fro mvie w

Testures Testured | Zera | f
Texture Attrib Transparent

Same | CEMTER | Testuing| Tumn ; “ :
Plane | CAMER& | Mode | Light |[X=ug ok Transhicent th e “Mor e Options

” ”

Configuration O ptions

—SlowDown Facta

T . R otation Pan £00m
The Config dalog: =R =8 =
From menu “File” “Config” you get a
dialog box to setup some useful [ Saving Helper
things: Rotation: setup how fast is Savewhen Cample -
the mouse rotation frame rate in the Backup ahtersaving amcunttines [T 2]
render window, Lower values mean Amourk Backups fles keep [ 3
faster, default is 50. Pan:  HOW = e option
faster the pan frame rate will be, Lahguage File:
Higher values mean faster, default | M
is 100. Zoom: How fast is the zoom Optirize Tewtures after compiling: I_
frame rate, lower value mean faster,

default is 5.
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Saving helper: Powerful ~ Automatic backup system, it allow you
to keeps up to 16 backups copies of your projects.

“ Save When compile ", when checked the each time you compile the
project the editor automatically will save the project before.

“Backup After saving amount times " Put value 1 for enable the
backup system; the editor will make a backup of your original

project before saving the new changes. If you are accustomed to

save your project every few minutes then maybe you could
consider to increase this value for to make a little more

spaced backups, for example value “5” mean the backup will be

done once every 5 saves times (in the same session).

“ Amount backup files to keep " Put  here how much backups copies
you want to keep up to 16. Each backups copied will have
extension “.Bak01”, “.bak02”... etc.

Language File: Open here any LNG file available for translate
Dxtre3d interface to foreign language. The editor will remember

this file and will open it automatically each time you run the
program. Leave empty this control for disable any loaded LNG

file.

“ Optimize textures after compiling ". When checked the editor

will takes extra time to revise the compiled file and discard
any texture fragment from the texture set never used in the

whole project; this will reduce drastically your final compiled
file size. Because this process takes some time to be done, you
should use it when you have ready your final level version or

if when testing you are getting level overloading problems.
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Chapter 2 Simple2Room L evel

This is our firs t hands-0 n tutorial . Wl | try and cover as mary
of the program s tool s and feature s aswe can. Sone feature s are
not covere d simpl y because they were adequatel y covere d in
Chapte r 1.

This firs t tutoria | has been designe d as an introductio n to
buldn g your own Tonb Raider le velsusin g the DXre3d program .
In buildn g thi s simpl e 2 room level , youl | be introduce d to

the basic concept s of creain g room geometr y, textuin g your
levels , and placin g object s in them. Whenyour e ready, go ahead
and boot your progra mand we'l | get started.

CredingA New Room

coms Sepl. In the “Rooms” group at the botto m of
M the page, <Lef t clck > the [New] button . This
wil | brin g up the “Addne w room” dialo g box.

Froperties

{ _[)ih;fe_l ID j IU j r—Room Dimenzion

Diepth it Hesgth

= FF = [ =

At the very top of the window set
th e “Depth” variabl e to 6. Set the
“Vidth ” variabl e to 7, andse t the “Height ” variabl e to 2. Leave the
other setting s as they are and <Left click > th e [OK]button.

Inthe cente r of your 3D Wihdo w you shoul d now see your new room. The
floo r and celin g are bluewhi e the wal s are green. In the botto m

lef t comer of the roomis a small red box. Thi s representsLar a and

unles s you physicall y plac e her in your leve | elsewher e as an object ,
thi s is where she will star t from.

Now <Right click > your mouse near the cente r of the roo mand whil e
holdn g th e butto n down,dra g the mouse downwards. Rotat e the room
unti | you can see the g d on the floo r.
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A coupl e of thing s to notice . In the 2D Grid Box in
the upper lef t you shou d now see your room as it
appear s lookin g straigh t down at it. Notic e that the
number of gri d square s is the same as the number
showni n the 3D Vihdko w The roomis 6 square s deep
and 7 square s wide, justa s you sat th e variables.

The other thin g to notic e is that in the “Room” goup at the
bottom , it now has “Room #1” highlight ed. As you add rooms to
your levels , they wil | be lste d here wth the curen t room
highlighted.

MovingTheRoomAbou inThe3D Window

Take a momeh and tr y the folowin g keyboardmous e movements that can
be used to alte r the viewo f rooms in the 3D Whdo w

<Right click > & drag: Use thi s to rotat e the roo mabout on it s variou s
axis . If you get thing s toconfused , you can clc k th e [CENTER CAMERA
butto n in the “More Options ” grou p at thebotto mof th e screen.

<Shif><Righ t click > & drag: Use thi s to pan the roomfro mlef t to
ngh t or o mto p to bottom.

<Ctrl><Righ t click > & drag: Use thi s to zoomin and out on your rooms
Remembe that in the“Config " optio n insid e the “Fle ” drop-dow n menu
you can set the sensitvit y of your mouse when performin g thes e
movements. (Note : The mouse wheel can als o be used to zoomin and out)

—Room

M ew
Froperties |

e e N
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ChangingThe Shapeof TheRoom-- Adding Geometry

At thi s point let ne explaa n how floo r and ceilin g secton s are formed .
All of thes e section s consis t of a certai n number of “base ” block s as
well as a fina | “face ” block . Base block s are away s standard 64x64x6 4
pixe | blocks . Face block s can be anythn g o ma fla t sufac e to a
variet y of block s with slopin g surfaces . The floo r initall y has 0 base
block s wit h a fla t fac e bloc k on it

Be sure the [Geometry | butto n is presse d in the “Tool Group” buttons
In the “Geometry ” group just belo w thes e button s are button s wit h
variou s shapes on them. Initall y the butto n wit h the large cubeo n it
shoul d be depressed . To show you how thes e button s are used to modif y
your room, <Left click > a sectio n that 's part of the floo r in your
room. That sectio n instantl y take s on th e same shapea s was seen on the
button . In thi s case, it 's the standar d cube that measures 64x64x6 4
pixels.

When you firs t star t usin g DXre3D, one of the firs t thing s that 's
goin g to happen is that youregoin g to clc k the mouse somewhere in
your leve | only to fin d that you were suppose d to <Right click > instea d

of <Left clickihg> , or youl | forget to have an [Enable ] butto n presse d
when you click somewhere . When you make a mistak e you can clic k on the
“Undo” selecio nin the “Edit ” dropdow n meru at the top of the page or
use the <Cirl><U > shortcut . Go ahead and pres s <Cirl> <U>on your

keyboar d and watch as the cube again revet s back to a fla t floo r
section.

Next, <Left click > the buto n in the second
coumn fro mthe lef t andi n the second row down.
It look s lk e a buildn g wit h a roof that slants

down to the let . In your curren t room, <Left -
cick > one of the floor section S near the cente r -
of the room. You shoul d now have some- thin g =--
simila r to that shown here on the right
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The only other butto n wit h a simla r shape on it is the one just to
the ngh t of the one we just used. Ifw e use it , we wil | creat e a
secio n that slope s in the opposit e direcion . If we want our sectio n
to look exact y as the one we chose, yet have it so that it slope s
fro mlef t torigh t instea d of fro mfron t toback , we mug firs t change

the “Back-Front ” switc h just belo w thes e button s to have the “Left-
Right ” switc h actve . Go ahead and change it so that “Left-Right " is
acv e and again <Left click>th e same floo r secton . When your e

done, selec t the butto n wit h the fla t secio n (thr d coumn overan d
thr d row down) and agai n <Left click >
the floo r secio n to retur n it to it s
origina | state.

Now that you know how to use some of the
shape buttons , let s make modificaton s
to our room.

<Left click > on the butto n representn g
a slghtt y raised floo r secton . It's
the one in the wupper right . Then <Lef t click > on the six floo r
section s that make up thecente r of the roo mas show here on th e left

Now wer e goin g to rais e the floo r up at an angl e all aroun d thi s
middl e secton . Firs t wel | do thesecton s that are not goin g to be
comers . Select the butto n wit h the lowest angle d top that 's in the
second row down and lef t mog column. (Make sure that the “Left
Right ” switc h is selected. ) Now<lLeft click > the floo r sectio n that 's
just off o mthe lef t sid e of the rase d floo r. There’'s an arrow
pointnhk g to it in the pictur e above.

This is the shortes t slope d sufac e in the “Geometry ” grou p and yet
it 'stootal | for what we want. Selec t the butto n wit h the fla t squar e
and clic k the floo r sectio n that we just altere d to make it fla t
again .
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RaisingandL oweringSedionsinTheSeledM ode

In the “Geometry ” group, clic k on the [Selec t Mdde] button . Whil e in
the “Select Mde” you can selec t floo r and wall secton s by <Left
clicking > on them. When a sectio n is selected , it is displaye d as red.
G ahead and <Left click > on some of the floo r and wall secton s in
your room. The “Selec t Mbde” allow s you to selec t rando m section s of
your floo r and walls . Do <Al> -<Left click > for unselect floor and wel

sedions; if you want to unselec t all of the secon s that you have
selected , simpl y press <ESC> key a cic k on the [Reset Al ] butto n
that 's just to the righ t of the [Selec t Mdde] button . Go ahead and do
that now

<Left click > on a floo r secto n that 's in the second row back. 1t
shoul d now be red. Now press the <Up arow > key. Each tm e you pres s
the up or domn aro w you add or remove a base bloc k fro m th e selecte d

secion . Snc e the curen t selecton ’'s face is afla t floo r secton , it
smpl y appear s as the top of the rase d block . Retur n it to it s
intia | posiio n and then ak clic k it to unselec t it . Now clic k on one

of the rase d floo r secton s in the middl e of the room. Press the <Up
arow > Notic e that it place s a base sectio n under the short raise d
secion . Retur nit as it was and then <a> <Left click > it to unselec t
it .

Now let s rais e and lower a secto n in smalle r increments . Cic k on a
floo r secio n to selec t it . Now pres s the <@ key. Each tim e you pres s
it , you rais e the secto n up 1/4 of a standar d block . Snc e a standar d
bloc k is 64 pixel s high, one quate r of that would be 16 pixels . To
lower the secton , press the <A> key. Pressin g the <W and <& keys
wil | rais e and lower the celin g secio n 1/4 of a bloc k at a time .
Retur n thes e secton s to how you foun d them. Qic k the [Reset Al ]

button ﬁ
Vi
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Now let 's see if we can rais e just one edge of a secio n so that it
wil | have a slope d suface . Cdic k a floo r sectio n to selec t it . Next

do<etCide onany selected sedion (or pres s th e <Enter > key). Whea you
do, a whit e amo w wil | appear in the middl e of the secton . Contnu e
dong <Let Cide o pressin g th e <BEnter > key. The arro w point s to each

edge of the sectio n and then return s to plai n red once. Wt h the whit e
aro w pointn - g at one of the edges, press the <@ key. When you do,
the edge that the amo wis pontn g to rase s up 1/4 of a block . Use
the <A> key to lower that side. Use the <W and <5 keys to do the
same thin g to the celing . Now retur n the roo mback to where there 's
just the six section s raise d in the cente r. Unselec t any section s that
you have selected

While sl | inthe “Select Mde,” <Left click > on
the floo r sectio n that had the aro w pointn g to
it . Now press <Enter > and contnu e unti | you have
the aro wpointn g at the raise d floo r secton . Now
press <@ to ras e that sid e up to the heigh t of
the raise d section . It shoul d loo k as in the image
at th e right

——

Unselec t thi s secio n and do the same thn g to the sectio n that ’'s
touchihn g the last one and touchin g the
rase d floo r. You shoul d now have two
secion s sid e by sid e leadn g up onto the
rase d section . Now let s use the abiit y to
selec t more than one sectio n to rais e the
floor on the far sde of the rase d
secion . W h no other section s selected |,
selec t all of the secion s that are alon g the far sid e of the raise d
section . These are shown selecte d in the image at the left . Ohce agai n
press <Enter > and do it unt | the arows are all pointin g to the
rase d secton . Press <@ to rais e thes e sections . Repeat thi s proces s
for the two section s at the righ t sid e of the rase d secto n as well
as to the remainin g thre e section s alon g th e near side .




Page - 42-

Now we need to do somethin g about the comer sections . Mke sure you
are sl | inthe “Selec t Mde,” then selec t the righ t —
[ Triangle\ ] butto n in the “Geometry ” group . Then, [

<Qrl >-<Left <click > on the floo r secio n that
intersect s the lef t and near slante d floo r sections

You shoul d creat e a floo r secto n as shown here on
the rnght . The secto n is now selecte d and divide d

int o two triangles . If you selecte d the wrong [ Triangle\ ] button ,
simpl y clic k on the proper one and then Qi ><Left click > on the
floo r secio n unti | it is both dvide d int o tiangle s and selecte d as
shown here .

To selec t which half of the tiangl e we are goin g to rase , do< ket
dd¢the seleded sedoror pres s th e <Spacebar >key unti | a whit e aro w
point s toward s the raise d floo r sectons . Press the <@ key to rais e
that tiangl e one click . Vit h thi s come r fixed , <Left click > it to
unselec t it . Now contnu e on repeatin g thi s with the oter four
corners

Press the [Selec t Mxde] butto n to get out of the “Selec t Mde.”

A ddingM oreRoomstoYourL evel

Inthe same way that you create d your firs t room, agai n clic k th e [New]
butto n in the “Rooms’ group at the botto mof the window In thi s “Add
new room” dialo g box, set the “Depth  varabl e to 7, the “With ”
variabl e to 5 and the “Height ” variabl e to 3. Qic k the [(K] button .
Notic e that in the “Rooms’ group , the newroomis liste d as Room#2 and
the “Neighbor " has been set automatical y to 1. Now <Rght clck > &
dag the roomin the 3D Vihdo wto lower the near sid e of it . Then use
<Qrl ><Rght click > & drag to mow the rooms back to where they bot h
fitintewndow Notic e that the newroomis place d at the “front " of
the curen t room. (The far side .) This is the defaul t placement . You
can change the defaul t placement by <Rght clcking > the [New] butto n
and makin g th e desire d selection
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You can als o change the placement of the curen t roomwit h respec t to
it s neighbo r by usin g the arow s in the “Speed Bar” at the top of the
screen . Take a momem and clic k the [Rght arow ] button . When you do,
it will mow the curen t room (th e one we just create d and is
highlighte  d in our list ) to the righ t sid e of the neighbo r room, whic h
is Room#l. Now clc k the [Up arow | speed butto n to plac e th e new roo m
back in fron t of the origna | room. Notic e als o that the floor s of the
two rooms are at the same level . That’'s because the fron t lower lef t
comer of a roomis the “orign 7 for a rooms coordinates . The only
coordinat e that needs to be changed to plac e our new roomin fron t of
the origna | roomis the “Z” coordinat e sinc e it control s the fowar d
and backwar d movemert of the room. The “X” and “Y” coordinate s remai n
the same and so the floo r and lef t sid e of the rooms remai n in the same
planes . You can alte r the postio n of the curen t roo mby changin g the
X Y and Z variable s in the “Rooms’ group . For example, wit h Room #2
sl | the curen t room, (highlighte d in the lst ) increas e the “Y”
valu e (th e middl e variable ) by two click s so that it is now 34. You wil |
have raise d it so that it s floo r is now at the same height as the
origina | room’s walls . Reset it back to 32.

Connecting Roars(Portals)

Portal s is just a ter mthat include s a | openin g betwee n two rooms.
This can be such thing s as doors , windows, or opening s in the celin ¢
and floors . As wit h mog tasks , doors can be create d in more than one

way.

At the botto mof the scree n clic k on “Room#1” in the “Roors List " of
the Roonms group . It wil I now be highlightt d to show that it is the
curen t room. Notic e how our Room #2 disappeare d fro m our 3D Vihdo w
That's because it is neithe r the curen t room nor the neighbo r room.
Change the *“Neighbor ” variabl e to the number 2 and once agai n bot h
rooms shoul d be displayed
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SeledingOneSedaionor aBlock of Sedions

You can selec t singl e secton s or an entr e bloc k of secton s by usin g
Miode mouse button or dong <Qrl > <Gift >-<Left click ) & drag. Try thi s
now (Mike sure your e not in the selec t mode) Hold down the <CQrd >
key and the <Gift > key. <Left clck > on one of the floo r secton s and
whil e holdin g the mouse butto n down, drag the mouse to selec t a bloc k
of sections . To unselec t section s selecte d usin g thi s method, pres s<Esc>
key. Go ahead and unselec t th e ones you jus t selected

FirstM ethodof CreaingaPortal

Use the “bloc k select ” method descrbe d above to selec t the thre e
cente r section s between our two rooms.
Look at the pictur e on the righ t to see
thes e sectons . In the 2D Gi d group ,
cic k the [Door ] butto n and the thre e
selecte d secton s wil | be converte d int o
a door. The 3 viole t secton s show tha't
th e openin g i s a door.

I f you creat e a door and then decid e that you want to get rn d of it ,
use <Qrl >-<Gift >-<Left click > & drag to selec t the door’s viole t
section s and then in the “2D Gid ” group , clic k the [Qea r Door]
button . Go ahead and do that now

SeoondM ethodof CreaingaPortal

In the 2D Gi d Box in the upper lef t of your
window clic k one of the border secton s that
represent s one of the secton s that is to be
mace int o a door. When you do, a door wil |
instantt 'y be create d as wil | be seen in your 3D
Wihdkow G ahead and clic k the 3 desre d
sectons . If you clic k a wong sectio n by
accident , you can use the [Qear Door] butto n to
change it back int o a wall section

Remove each of the doors by <Rght clcking > a sectio nin the 2D Gi d
Box followe d by clickin g the [Qear Door] button .
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Final y wer e goin g to creat e a door and then wel | leav e it in place .
This tim e we are goin g to use the rngh t mouse butto n to selec t a bloc k
of sectons . In the 2D Gi d Box, <Rght click > & dag the 3 secton s
that are to be our door. Whe you do, the selecte d secton s wil | have a
red lin e aroun d them. Now clic k the [Door ] butto n and th e door wi | be
created . You can selec t the blac k secton s representn g a door usin g
thi s method, and the n clic k the [Qear Door] butto n to remove it .

UsingA SelededBlockinTheSeleaM ode

Aite r you have selecte d a bloc k (whi e not in the selec t mode usin g
the <Qrl >-<Shit >-<Left clck > & drag method as was done above, you
can late r selec t thi s bloc k whi e you are in the “Selec t Mde.” Smpl y

press  <spaoehar> , ay rashgloneing button or cic king on the
[ Checkmark ] speed button .

M oreonRaisingandL oweringSedions

Next wer e goin g to rais e up a secto n in the middl e of our second
room. In the “Rooms” group at the botto mof the screen , clic k on “Room
#2" inthe rooms lis t to make it our curen t room. Leave th e “Neighbor
set to number 2. Cic k the [CENTER CAMERA] hutto n to plac e our roo min
the cente r of the 3D Whdo w and the n use <Qrl >-<Rght click > & drag to
mowe th e roo mback a little

<Rght click > & drag the near end of the roo m down
altt e sothat you can see the floo r sections . In
the “Geometry ” group, clic k the second butto n down
on the let . It look s ik e a wedge. Make sure the
“Selec t Mbde” butto n is out and make sure that the
“ Left-right " switc h is selected . It's just below
the button s wit h the shapes on them. Now clic k the

floo r sectio n that 's 2 rows in fro mthe lef t and 4
rows back. The floo r secio n wil | now loo k lik e a
slante d shed roof . See the pictur e on the right . Next press the <Up
arrow > key on your keyboard . When you do a “base ” bloc k is added under
our “‘face ” block . (See “base ” and ‘face ” block s on page 18.) Each tm e
you pres s the <Up arrow > key, anothe r “base " bloc k i s added.
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You can add “base ” block s to celin g secton s by holdn g down the
<Shift > key when you press the arro w keys. Use the <Down arrow > key
toretur n the floo r to just the slante d section
(Note : If the secio n becomes unselected , it wil | not rais e and lower
when you press an aro w key. Smply <GQrl >-<Gift >-<Left clck > on
the sectio nto selec t it and the n use the arro w keys .)

he more thin g about addin g “base ” sectons . You wil | notic e in the
botto mrigh t come r of the Man wndow ther e are two variables . Ohe is
labele d “Floo r Section ” and the other is labele d “Ceilin g Secton .” You
can use thes e variable s to determin e how mary “base ”
block s to automatical y add to your “face ” bloc k
when you clic k on a sectio n wit h one of the Geometr y
shapes selected . For example , set the “Floo r Section ”
variabl e to the number 2. In your Geometr y grou p
selec t the top rngh t shape. Now clic k on one of the
floo r secton s aon g the near edge. As shown at the
left , 2 “base ” block s have been added under our
“face " block . Go ahead and press <Qrl >-U to undo our las t creation
Don't forget to set the “Floo r Secton ” variabl e back to 0.

You shoul d have a slante d secto n in Room#2 as shown in the pictur e at
the botto m of the previou s page. Next, selec t the Geometr y butto n
that 's in the top row and thr d coumn over fro mthe left . Qdic k the
floo r secto n to the rgh t of our slante d secton . You shoul d now have
a floo r sectio n that 's fla t and at the same height as the lante d
secion . Select the righ t mog butto n in the second row It's the
mimo r shape of the butto n that we used to mak our frs t slante d
secion . Now clic k the floo r secio n to the rngh t of the one we just
raised

Now that we have the basi ¢ shapes for the top
sufac e of our thre e sectons , let s modif y
all thre e secton s at one tme. dic k the
Selec t Mdde] buto n in the Geometr y group .
Next, selec t all thre e of our modifie d floo r
sectons . Theyl I  twrn red. W h them
selected , press the <@ key. Youl | rais e all
thre e secton s 1/4 of a block .
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The shape wev e create d on each sid e of our fla t secio n is one that
can’t be selecte d in our grou p of Geometr y buttons . Now pres s the <Up
arow > once to add a “base ” bloc k under all thre e sectons . You shoul d
have thre e section s as shown to the left . Jdc k the [Selec t Mde]
butto n to get out of the “Selec t Mde.”

A ddingTexturestoTheRooms

By now your e probabl y getin g tre d of lookin g at your rooms colore d
wit h only green and blue . Let’'s see if we can add some texture s and

spic e thing s up a lite . Befor e we can appl y texture s to our rooms, we
mus firs t load in a fl e that contain s the textures . Numerous fl e
format s are supported . |I'm going to have to assume that you have

downloade d the texture s as was mentone d ealdie r in our “Syste m
Requirements secton . At the top of the Man wndow clic k on “File ”
in the Mnu Bar. Select “Qpen Textures .” (O wuse the <Qri >-<T>
shortcut .) In the popup wndow navigat e to the folde r where you
unzippe d your textures . You shoul d fin d severa | folder s that were
automatical 'y create d when you unzippe d the downloade d fle . [ nsid e
the “r 2° folde r, doubleclic k the “platform .tga” fl e to loa d in thes e
textures . The Textur e Vihdo w alon g the righ t sid e of your Min Vihdo w
wil | now displa y a porio n of the texture s available . You can scrol |
down to see al | of the textures

”

The firs t thin g you wil | want to do when
you are textuin g is to selec t a portio n
of the textire s in the window to apply to
one or more secton s in your room(s) .
<Left «click > anywhere in the Textur e
Whdo w When you do, you wil | selec t a 64 x
64 pixe | section . A selecte d sectio n wil |
have a gree n borde r aroun d it . Notic e that
th e loade d texture s are broke n down int o 64
X 64 pixe | areas. These areas are aga n
goupe d int o areas that are 4 wide and 4
high . These larger areas are separate d by a
blue line . Snce ther e are 64 pixel s in
each smalle r secton , the larger secton s are therefor e 256 x 256 pixel s
in size .
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You can quicki y selec t any 64 x 64 pixe | area by clickn g on it , or you
can selec t other size s by usin g the <Rght click > & drag method. Away s
<Rght click > & drag fro mupper lef t to lower right . This method allow s
you to selec t section s that are 1/4 the siz e of the 64 pixe | areas . That
mears that the smalles t area selectabl e is 16 x 16 pixels . This is good
to knowif you late r want to creat e your texture s fro mscratch . You can
NOT selec t a sectio n acros s one of the blue lines . You mus stay withi n
a 256 x 256 pixe | area .

If you want to get n d of the Textur e Wihdo w and make th e 3D Vihdo w
much larger, you can clic k the [Hd e Panel Textures ] butto n in the
“More Options ” group .

Snc e you shoul d have Room#2 displaye d in your 3D Wihdo w wel | star t by
texturin g some of it .

The frs t thn g we wil | textur e is our floo r. Wér e goin g to use the
textur e inte fitt h rowdowm and in the second coumn fro mthe left
I't look s ik e stee | wakway. Cic k it to selec t it . There shoul d now be
ageenlin eaound it . Novwe need to let the progra mknow that we want
to do textuin g on our section s rathe r than creatn g geometri ¢ shapes .
To do that , clic k the clic k the [Texturin g Mde] butto n that 's in the
“Mre ptions ” grou p at the botto mof the windo w

If we were to star t clickin g secton s in our room, the texture s would
be applied , but we wouldn 't be abl e to see them. I n order to vie wyour
room textured , you mug firs t clic k the [Render Textured ] butto n
that 's als o in the “More Qotions ” group . Do that now

Vew! Bverythin g except our viole t door secton s have tune d white . This
I's how secion s are rendere d when no textur e has been apple d to them.
Now clic k on one of the floo r sections . That sectio n wil | now have the
selecte d textur e apple d to it . V& coul d contnu e clckin g the floo r
secion s one at atme unt | we had the entr e floo r textured , however,
there 's a much simple r method. At the top of your window clc k the
[T Foor ] speed button . This wil | textur e all horizonta | floo r secton s
includin g the ones that have been raised . Notc e how the top of our 3
rase d section s has als o been textured
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Note: It's away s wise to textur e your entr e floo r, walls , and ceiin ¢
fs t usin g the speed button s even if ther e wil | be some secton s
texure d differentt y. You can then go back and change individua |
section s one at a time .

Now let 's clic k on the textur e that 's in the fout h row dowm and in
the thr d coumn fro mthe left . It has blac k and yello w diagona |
ine s acros s the top of it . Go ahead and textur e al | four side s of our
rase d sections . Youl | need to use <Gl ><Rght click > & drag to
rotat e the roomabout onit s axis to see al|l of the sides .

Notic e that the top two section s of our ends loo k distoted . The
progra m has compresse d the entr e textur e so that it wil |l fit int othe
short section . To comec t this , <Rght click > & drag a singl e heigh t
secio n acros s the textur e that we just used that 's just belo w the

yello w diagona | lines . Cic k the top secton s
of the ends of our raise d secton s to fi x them.

Now let 's textur e the top of our raise d
sections . Select the textur e that 's Iin the g
sevent h row and in the thr d coumn fro mthe §
left . It’s mostl y brown wit h gray sides . Cic k

on the top of our secton s to apply thi s
textur e to them. You shoul d now have somethin ¢ EES

ik e what is shown here on th e right

Now selec t the textur e that 's in the fit h row and fout h column over
fo mthe let . If we were to use the [TVdls ] buto n in the Speed
Butto n Toolba r, we'd apply the textur e to the side s of our rase d
secio n as well . There’s a way aroun d havin g to textur e the wal s one
sectio n at a time .

Firs t we have to get out of the “Textuin g Mde” by clickn g the
[ Textur e Mbde] button . Als 0 make sure that you are not in the “Selec t
Mde.” (Leave the [Render Textured ] butto n actve .) Now selec t an
entr e wall by usin g the <Qrl >-<Ghift >-<Left click > & drag method of
selecin g groups of sectons . W h the wall now selected , clic k the
[Tvedll ] speed button . Only the selecte d secton s get textured . @
ahead and repeat thi s for each of the other thre e wals . Al that 's
lef t nowis the celing . Select the top lef t textur e and the n clc k
the [T Celing ] speed button .
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When you are texturin g your rooms, you can appl y texture s to any roo m
that 's displaye d in the 3D Wihdo w withou t havin g to make that roo mth e
curren t room.

Remember. When you have the [Textuin g Mde] butto n O, clickn g
section s applie s texture s to thos e section s rathe r than applyin g the
curen t geometr y. It’s comma to forget to tur n thi s moce of f.

Anothe r thin g to mento n is that you can work on your geometr y whi e
viewin g your rooms texture d by leavin g the [Render Textured ] butto n
active

You can as o make the selecte d textur e one that is on a sectio n in one
of your rooms by doin g a <Qrl >-<Left click > on the textur e in the
room. Ohce selected , you can then apply it to othe r sections

Now in the “Rooms’ grou p at the botto mof the screen , clic k “Room#1”
in the roomlis t to mak it the curen t room. dic k the [CENTER
CAMERA] button . Go ahead and use the tool s as mentone d above to
textur e thi s room. Afte r that wer e goin g to star t putin g object s in
th e rooms.

PlaangStaticl temsandO bjedsinYourL evels

Befor e we do anythin g else , it might be a good ide a to explai n a ltt e
about the two differen t types of thng s that you can plac e in your

levels . There are “Satics " that wil | be refere d to herei n as ‘items ”;
and “Oojects ” that wil | be referre d to herei n as “objects .” It’'s alway s
atemptatio n to refe r to “Satics " as stati ¢ object s rathe r than stati c
tems , but 11 | tr y and keep th e distinction S separate

Satics : These item s consis t of thos e thing s that you can plac e in a
leve | that are not interactive . They are such thing s as trees , part s of

buildng s such as coumns and archways , and other thing s that are
primaril y fo r decoration
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(hjects : These consis t of all the object s that Lara can interac t with ,
includn g Lara. You wil | fin d all the bad guys, weapons, ammo object s
that can be picke d up, object s that can be pushed, as well as doors ,
keys, and so on. You wil | fin d some object s that are ther e only to
provid e futhe r informatio n for the program , such as the “artificia I
intelligence " object s that the progra m uses when it anmate s the
objects . These are automatical y added and do not need to be
physicall y place d in the level

L oadingaBaselevel

Befor e we can add thing s to our level , we frs t have to load in what’s
refere d to as a “Base level .” A Base leve | is nothn g more than a
leve | fro m one of the curen t Tonb Raide r games. These fle s are
normall y foun d in a “data ” director y and they have fl e extension s such
as “.pdh” or “.r 2" or ‘«r 4.”

Agai n | wil | assume that you have downloade d th e Tonb Raide r Chronicle s
denp refere d to as “Tonb Raide r 5" or just “TRS.” Mnimiz e the progra m
for a momen and use your Vihdow s Explore r to maneuver to your TRS Deno

director y. Insid e it youl | fin d a subdrector y named “data .” | nsid e
that folde r you shoul d fin d a fl e named “demo.trc .” Preserv e thi s
origna | fl e by renamn g it to “orig_demo .trc .” The leve | wel | be
creatin g needs to have the orgna | fle s name for thing s to work
properl .

To load a Base level , clic k “Fle ” in the Menu Bar and the n selec t
“Qoen Base level .” In the pop-up window navigat e to the folde r where
we just changed the name of t he fl e to “orig demo .trc .” Doubl e clic k

on thi s fl e and it wil | load as our Base level . Then, so that we are
all viewin g the same thing , set the “curent ” roomto Room#l and the
“neighbor " to Room #2.
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PlaangStaticl temsinYourL evels

Now that you have a “Base level ” loaded , let 's see if we can put some
item s in our rooms.

In the Tool Goup buttons , clic k on the [Satics ] button . The Tool
Goup for that buto n is now displaye d below it . Qic k the [Enable ]
butto n in thi s group to actvat e it . Wha you do, anothe r windo w wil |
open just above all of thi s where the item s you selec t are displayed

If you loade d the TR Deno as a “Base level ,” then the ite m bein g
displaye d look s lik e some sort of a gate or something . The reaso n that
l've describe d it thi s way is that Sati c item s are not identfie d as
to what they are. You wil | notic e that down belo win the Sati c |tems
List , the ite mselecte d is smpl y named “Sati c¢ Mesh #.” Sometime s
item s can easil y be identfie d whil e at other tme s it can be rathe r
difficul t to tel | what they are. Athoug h thi s ite m appear s to be a
gate , it cannat be one that opens or close s sinc e if it dd, it woul d
be an “object ” that Lara or somethin g els e coul d interac t with .
Remembe that “Satic " item s just sit aroun d doin g absolutel y nothing

You can rotat e and mow item s displaye d EEEEE
usin g the same methods used to mow and
rotat e rooms. For example, clic k on “Sati ¢
Mesh #9” in the list . Whd appear s to be

some sort of pedestal appears in the
displa y window Use <Rght click > & drag to
roat e and view thi s item. If you los e

trac k of how the ite mwas oriente d you can
cic k the [Center | butto n just below the
displa y window The actual siz e that thi s
te m wil | be when place d in a leve | can
onl y be determine d by placn g it in a room.

W futo ¥ MoLights

To plac e the selecte d ite min a room, firs t make sure that the [Enable ]
butto n is active . Then simpl y clic k the floo r secto n where you want
the ite mplaced . Go ahead and plac e thi s ite m somewhere i n Room #1.
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Note that you can plac e an ite min any roomthat 's displaye d in the 3D
Vihdo w

The curen t ite min your roomis displaye d in a ‘wireframe 7 mode
ahead and plac e anothe r “pedestal ” ite m
in your room. Notic e that the new one
becomes the curen t ite mand is displaye d
as ‘wireframe " whil e the firs t ite mis
shown full y textured . To make an ite min
your room the “cuent 7 item, simpl y
cic k onit . Let’s get rid of the fis t
pedestat . Cdic k on it to make it the
curen t ttem. Now clic k the [Delete ]
butto n that 's just above the Ilist , or
pres s th e <Delete > key.

Now let 's mowe an ite m about . The [Satics ] butto n and the [Enable ]
butto n mus be on. Press the <U arrow > and <Down arrow > to rais e and
lower the ite m1/4 of a bloc k in heignt . (You man have to clic k the
te mfirst .) You can use <Grl >-<U amrow > and <Qrl >-<Down arrow > to
nudge the ite mup or down about 1/10 of a bloc k in height

Qc k on “Sati ¢ Mesh #0” in the lis t to select it . Cdic k a sectio n
near the cente r of your roomto plac e the item. Whda | want you to
notc e is that thi s ite mgets place d alon g the far edge of the secto n
rathe r than in the center of it . Nowclic k on the [Rotate | butto n jus t
above the item s list . Each tme you clic k it , the ite mgets rotate d 45
degree s about the cente r of the secto n where it was placed . Pressin g
<Enter > wil | rotat e the ite min 90 degre e increments

You can mow the curen t ite mto anothe r secio n by holdn g down the
<Shit > key and the n clickh g where you want the ite mmoved to. |If you
hol d down th e <Shit > key and the n pres s one of the aro w keys, youl |
nudge th e ite mabout horizontall y in that direction

If you plac e the wrong ite m somewhere, you can replac e that ite m by
fs t selecin g the corec t te min the lis t and then clickh g the
[Replace ] butto n that 's jus t above the list
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If you want to fin d one of the item s that 's alread y in your roomin the
list , <Gl >-<Left click > the ite min the room. That ite m and it s
properie s become the selecte d ite min the Satic s group area. You can
the n clic k th e roo m somewhere to plac e more of that item .

PlaangObjedsinYourL evels

In the Tool Goups buttons , clic k the [(hjects ] button . The Tool Gou p
for that buto n is now displaye d below it . Qic k the [Enable ] butto n
in thi s goup to actvat e it . When you do, anothe r window wil | open
just above al |l of thi s where the object s you selec t are displayed

You can rotat e and mowe item s displaye d usin g the same methods used to
mowe and rotat e rooms. Take a momen to scrol | up and down throug h the
object s in the (hect list . As | mentone d eadie r, mary of thes e
object s don't have to be place d in your level . This include s such
thing s as “Lara skin ” and “Target graphics .”

There are a few more seting s here than we had wit h Sati ¢ items . V&l |
mentio n the m briefl v

The “Amount” varabl e allow s you to plac e more than one object on a
secio n at a tme . This is very handy when you want to plac e a large
amourt of amm on the floo r for Lara to pic k up.

The “O®’ (objec t code bit ) variabl e is only for TRA and TRb. It can be
used to cause specia | behaviors , such as the way Lara pick s up objects

( See Appendi x © The “Activatio n Fags ” are used when you want to have
more tha n one thin g trigge r an event . For exampl e you might want it so
that Lara wil | have to push two obect s onto two specifi c floo r
section s to open a door.
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Now let 's plac e an objec t somewhere in one of the rooms. Scrol | down in
the hject lis t and clic k on “Shotgun .” Now clic k anywher e in one of
your rooms to plac e a shotgu n for Lara to pic k up. Note how th e curren t
objec t in your roomis showin a red wirefram e mode Below th e Shotgu n
inthe list , clic k on “Shotgu n shell s 1.” Above that set the “Amount”
variabl e to 3 and the n clic k your roo m where you place d th e shotgu n to
leav e her some amm as well . You can leav e her some “Shotgu n shell s 2"
if you want. Remembe that Lara has two type s of shotgu n shell s to
choos e from .

Scrol | up or down unti | you locat e the “Sot empty
4" object and selec t it . Now clic k on the floo r
secio n that 's in the far lef t comer of your
room. Notic e how thi s objec t gets place d in the
cente r of the far side of the sectio n that you
cicked . It now appear s to be on the far wall .
Let’s assume that you wanted it place d on the
wall toit s left . Smply clic k the [Rotate ] butto n
that 's above the C(hect lis t and you can rotat e
it about horizontall y 45 degrees at a tme.
ahead and do thi s unti | it 's onthe lef t wal . You
can pres s <Enter > to rotat e the curen t objec t 90
degree s at a time .

You can rais e and lower object s the same way you did wit h Sati c items .
Use the <Up armow > and <Down arrow > to rais e or lower it 1/4 bloc k in
height . Use <Qrl >-<Up arrow > and <Qrl >-<Down arrow > to nudge it up or
down about 1/10 of a bloc k in height .

You can mowe the curen t objec t by holdn g down the <Shft > key and
the n clckin g where you want the object moved to, includn g int o a
differen t room. Holdn g the <Shift > key and pressin g the aro w keys
nudges th e objec t horizontall y in that direction

Qc k the [Delete ] butto n or press the <Delete > key to delet e the
curen t object . |If you alread y have an objec t in one of your rooms, and
you want to plac e anothe r objec t just lk e it somewhere, you don’t have
to try and figur e out which object it is intelst . Instead <Gl >-
<Left click > the object . It both select s the obec t and changes the
seting s in the (hect tool group to that object . You can then clc k
anywher e in one of your rooms to plac e that objec t there .
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You may have notice d that when you place d the shotgu n shell s on the
floo r, they weren't very large. It’'s sometme s difficu t to clic k on
object s that are rathe r smal . You can vie w and selec t an objec t in
your leve | by pressn g <Grl >-<I> Pc k your obect in the lis t and
the n clic k [Normal Select]

UsingTriggers

If youv e playe d Tonb Rader then you are famiia r wt h how Lara
interact s wit h a lot of the thing s in the game She pick s up objects ,
opens door, trip s lever s that tigge r an event to occur, and she pushes
object s about. She may simpl y walk int o some area of a room and fin d
that she’'s triggere d a rolin g ball to come down a slop e toward s her.
There are simpl e task s that don’t requir e a trigge r, such as pushin g a
bloc k about , but mos phenomena that occur s require s a trigge r to make

it happen.

Vér e gong to star t by addin g a “baddie ” to our level . It won't
appear unles s somethin g tigger s it . VWl | als o show how to trigge r a
door to open. These are the simples t type s of triggers . Begin by

settin g up the progra mso that Room#1l is the curen t roo mand Room #2
th e neighbo r room.

Befor e we jump int o the middl e of things , let 's firs t tak e a close r
look at the logi ¢ of setin g tiggers . In the Tool Goup butions |,
cic k on the [Triggers ] button . There wil | now be thre e Tool Goup s
belo w th e button . Befor e you can plac e a tigge r in your level , you
fs t have to creat e it by selecin ga tigge r ‘type ,” gvin g it it s
properies , and then add it to a slot . The tigge r is the n assigne d
di fferen t commands

In simpl e terms , selecin g a tigge r ‘type ” mears that you selec t
“What wil | set off the tigger 7" Assignn g the tigge r “commands”
mears that you set up “What gets triggered " Follo w how thi s simpl e
explanato n works as we plac e a ‘“baddie in a room and set up a
tigge r to actvat e him.

”
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If you happened to have jumped in at thi s point , it is assumed that
you have a leve | where you are usin g the Tonb Raide r Chronicle s Deno
(TR5) loade d as a “Base level. ”

Llet’s go get a “baddie " to use in our level
Clic k on the [Objects ] butto n in the Tool Group
{ butons . Clic k the [Enable ] butto n and then
scrol | down in the obect s lis t to the “Lion”
<280 Clic k it and then clic k on a floo r secto n
behin d the raise d section s in Room#2 to plac e the lio n there . Clic k
the [Enable ] butto n to tur nit off.

Now clic k on the [Triggers ] butto n in the Tool Group buttons . Whil e
your e at it , clic k on the [Enable | buto n as well . The firs t thin g we

need to do is select a tigge r “type. ” Since we want it so that when
Lara crosse s over certai n floo r sectons , the lio n wil | be tiggered |,
we need to use the “Do Actvate ~ type. This is aread y the one

selecte d in our “Triggers " drop down list . Clic k the [Add] butto n in
the “Triggers ” group . (Not the one in the “Commands’ group. )

The next thin g we need to do is assig n commands to our trigge r. This is
where we set up what it is that gets tiggered . Since our lio n is an
tem, we need to add it as an ite mto our lis t of commands In the
“Commands’ group we can see that “ltem ” is aread y selece d in the
command list . In the “Rooms” group at the botto mof the screen , clic k
on ‘Room#2” intels t of rooms. Nowrotat e it and clic k on the lio n
to selec t it as our ‘item. ” It 's now shown in a red wirefram e mode
Clic k “Room#1” in the rooms lis t and clic k the [CENTER CAMERA butto n
to get thing s shown propel y. Ou lio nis stl | selected . Add it as an
ite min our command by clickn g on the [Add] butto n in th e “Commands’
goup . The ite mand it s number is now place d in the Commang lis t for
thi s trigge r. The lio n wil | be what gets triggered . You coul d add more
item s to be tiggere d if you wanted to do so.

Note that if you selec t the floo r secton s for the tigge r just prio r
to addin g the trigge r ‘“type, ” the progra mwi | plac e trigger s ther e and
you won't have to go back and “apply ” the trigger s to the floo r.
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The only thin g lef t to do nowis to set up the floo r secton s where
Lara wil | tigge r the lion . Wl | set it up so that she can’t go int o
Room #2 withou t triggerin g the lion . Vv e place d the lio n behin d our
rase d section s so that when it gets tiggere d it won't just suddenl y
materializ e befor e our eyes. Select the thre e floo r section s in fron t

of the dooway by usin g th e <Cirl>-<Shift><Lef t click > & drag method .
W h thes e section s selected , clic k on the [Apply ] butto n in the
“Triggers 7 group . The section s wil | tur n viole t and if you clic k a
viole t sectio n that 's a trigge r, itl | tur n yelo w G ahead and clc k

the [Enbable ] butto n to tur n it off. That complete s it .

Now let 's perfor mthe same tas k usin g one of the Quic k Trigge r button s
in the botto mgroup of the thre e Trigge r groups . V¥r e goin g to plac e
anothe r Lion behin d the raise d floo r. Clc k the [Objects ] butto n and
the n the [Enable ] button . Again selec t the “Lion. ” In Room#2, clic k the
floo r some plac e behin d the rase d floo r to plac e our second lio n
there . Clic k off the [Enable ] butto n to turn it off. Now clic k the
[ Triggers ] butto n followe d by the [Enable ] button . Clic k the Lo n that
we just put behin d the raise d floo r to selec t it . In Room#1, clic k on
some floo r section s that you want to use to trigge r thi s lion . Now jus t
cic k the lef t mog Quick Trigge r butto n and everythin g wil | be done
automaticall y for us by th e program .

BuildingYour Level

VW'l | get back to tigger s in just a few minutes . | suspect that by
now your e anxiou s to creat e a playabl e leve | wit h what youv e
created

Clic k “File ” in the Meru Bar at the top of the screen . In the drop-
down menu selec t “Buil d Level. " You can use <F10> as a shortcu t if
you want. In the popup wndow the only thn g we need to be
conceme d wit h at thi s time is the “New Level ” text area at the
bottom . Clic k the [Browse | buto n at the lef t sid e of the text are a
and navigat e to where the “orig demo.trc " fl e is located . Clic k
that fl e and then clic k the [Open] button . Youl | now fin d the
complet e path lis t in the text area. Edit the Iln e so that the
“orig_demao.trc " name read s “demo.trc.
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When you have it that way, clic k the [Bul d Level | button . Vdit for
the proga mto finis h buldn g the leve | and then exit out of the
prog)am . (Don’t forget to save your leve | befor e exting. ) Go ahead
and play your level . You shoul d be abl e to pic k up the shotgu n and
ammo Armyoursel f wit h it and go fin d th e lions
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Chapter 3 MoreAdvanced L evel

Wlcome to our second tutorial . The firs t tutoria | was indee d jus t an
introductio n and now that you have a basi ¢ understandin g of how thing s
work, wer e gong to jump righ t int o some of the more advance d
feature s of the program . Go ahead and star t a new projec t by eithe r
bootn g the progra m fro m scratch , or clicknh g “File ” in the Menu Bar
and the n selecin g “New Project .~

Hopefull y befor e you star t a proec t you wil | have at leas t a genera |
ide a of what you want to create . | can say fro mexperienc e that you
shoul d firs t creat e the basi c geometr y for your firs t few rooms to
make sure thing s fi t togethe r properl y. It can be depressn g to spend
alot of time refnin g your firs t fewrooms only to fin d out that the
overal | planisn’t goin gto fi t togethe r proper .

Inthi s tutoria | wel | be creain g an 8 roomlevel . It won't be as
complicate d as mog actua | ganme level s but it wl | be complcate d
enough to giv e us some firs t hand experienc e goin g throug h the step s
that wil | be necessar y to creat e more complicate d levels

A Few WordsA bou Coadinates
Inte firs t tutoria | we touche d briefi y on how a roomis set up usin g
X, Y, Z coordinates . For thos e of you who are famiia r wit h this , you

can ski p thi s and mowe on.

I n 3 dmensiona | space, we can defin e where N

any poin t_ S gt by firs t selecin g an ) //
oigi n pont in that space. W then -
describ e how far we are lef t or righ t fo m| % 1 -
that point (usual y seen as width ) as well

as up or down fro mit (see n as height ) and 7

fnal y how far we are in the other o vy

horizonta | direcio n (see n as length) . The

lef t to righ t direcio n is labele d X The up and down is labele d Y,
whil e the othe r horizonta | direcio n is labele d Z This is showin the
pictur e at th e rght
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Every room’s locatio nin the edito r is define d usin g thi s system . The X
Y, Z coordinate s are normall y shown as ( X Y, 2). Thus (2,5,18) woul d be
X=2, Y=5, and Z=18.

A Now loo k at the diagra mat the left . It shows how
a room’s locatio n is describe d based on a poin t
] in ts far lower lef t comer. Ve descib e a
room’s locaio n based on how far thi s comer
pont is fro mte orgn , where the orgn 's
/ coordinate s are (0, 0, 0).

"I'

Insid e the edio r, the thre e variable s at the
botto mof the scree n are the X Y, Z coordinate s of the “curent ” room.
When you creat e a new roo m or examine a room’s properties , you wil |
agai n see thes e coordinates

The only thin g lef t in descibin g a roomis to assig n a valu e to how
far the roomgoes in each of the thre e direcions . V& speak of thi s as
depth , width , and height . These thre e value s are determine d when you
creat e a roo mand they can be changed in the room’s propert y windo w

Hopeful y thi s wil | gv e you as good of an understandn g as you
wil | need when creatin g and movin g your rooms.

CreaingRoomsinThe2DM apView

Gc k on the [2D MAP| butto n in the “Mre (otions ” group at the botto m
of the screen . Whan you do, your scree n changes to a windo w wit h a la rge
gidinit. The g d represent s your leve | as it would be seen if
lookin g straigh t down at it . The leftto-righ t direcio nis the Xvau e
in our coordinate s and th e top-to-botto mdirecio n is the Z coordinate
Snc e we are lookih g straigh t down at our rooms, the Y coordinat e
representn g a rooms distanc e up and down can not be shown.

Now <Shift >-<Left click > and drag fro m some point near the cente r of
thi s gn d to a plac e about 5 square s down and 5 square s to th e right
Let go of the mouse button . You shoul d now have a rectangl e that 's
outine d by a dashed line . Cdic k the [New] butto n in the “Rooms’ grou p
at the botto mof the window The “Add new room” windo w pops up.
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At the top of thh s window are 3 variable s for the room’s coordinate s
as well as 3 value s for it s depth, width , and height . Leave the m as
they are and clic k the [OK] button . Youv e just create d a new roomin
your level '. Your e gong to fin d that thi s “2D Mp” view is a
powerfu | too | when creatin g and movin g rooms.

Now use the same method to creat e a
second room. Aig n it so that it 's
adjacen t tothergh t side of the firs t
room. Fnal y creat e a thr d room so
that it 's adjacen t to the lef t sid e of
our firs t room. Now let 's have some fun
makin g some changes .

If you get so that you can’t see all of
your rooms, use the scrol | bars to mow
th e windo w about unti | you have it the
way you want it . The “curent " roomis
shown in red whil e the “neighbor " room
is shown in sky blue. G ahead and

cic k on each of the thre e rooms. Whe you do, youl | change the
“‘curent ” roomto the one that you clic k on. Youl | notic e that the
“‘curent " room (th e one highlighted ) in the rooms lis t at the botto m

”

of the windowwil | change to show th e prope r “current
cick > each of the rooms. Youl | see that thi s changes the “neighbor
roomto the one that you <Rght click > on.

room. Now <Rgh t

”

You can easli y mow a room about by <Left clickhg > & draggn g the
room. Gve this atry as wel . Wha your e done, make sure that you
leav e th e rooms wit h the firs t one betwee n the othe r two.

When you are creatin g a room, if the dashed lin e enter s a square , that
squar e becomes part of the room. Whda |'v e foun d works best is to clic k
inthe center of the top lef t come r squar e of the desire d room and
then clic k and drag unti | your e at the cente r of the botto m righ t
square . | f you make a mistak e and creat e a roomdi fferen t that the one
you wanted , you can easil y alte r it s dimensions
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Cc k the roomthat you want to change the siz e of and then clic k the
[Propertes ] buto n in the “Rooms’ group . Change the dept h and widt h
value s as needed and clic k [CK]. Youl | be prompte d to make sure you
want to make th e changes .

CloningRoomsinThe2DM apView

You can clon e a roomin both the 2D Map vie w and the 3D Vihdo w vie w
however, it is much easie r to orien t the newroomif you do it in the 2D
Map view To clon e a room, firs t clic k on it to mak it the curen t
room. Next pres s <Qrl >-<K> A new roo m of the same dimension s wil | be
created . It wl | be place d on the firs t room but offset to the upper
ngh t one square . Whe you clic k on thi s newroomto mow it , be sure
to clic k a squar e that 's not on top of the previou s room or you wi |
selec t the previou s room. Everythin g gets clone d except for the Chjects
(Stati ¢ item s wil | be clone d as wil | portals .) Use the [Delete ] butto n
to delet e your clone d room.

Qc k the [2D MAP] to tur n the vie w off. Set thing s up so that Room #1
is the curen t roomand set Room #2 as the neighbo r. Mwe thing s about
inthe windowunti | you can see bot h of thes e rooms. Remembe that the Y
coordinat e determine s the heigh t of our room. You shoul d see the valu e
32 in the middl e “Y” variabl e at the botto mof the screen . Change thi s
valu e to 35. Look at your rooms closel y and youl | see that the botto m
of Room #1 is now even wit h the top of Room #2. Qic k the [2D NAF
butto n to go back to that vie w Room #1 shoul d stl | be highlighte d in
the lis t and it shoul d be “red ” in your 2D Map. Just belo w th e [2D MAP|
butto nis a [Sare Plane ] button . Qic k thi s butto n to tur n it on.

Both Room #2 and Room #3 disappeare d fro mour vie w That’s becaus e afte r
we raise d Room #1, neithe r of the othe r rooms were in the “Sare Pane .”
That is, Room #2 and Room #3 were bot h eithe r completel y above or
completel y belo w our Room#1l. This can be usefu | sinc e it shows us that
nethe r of these rooms coul d be jone d with our Room #1 wit h a
horizonta | portal
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Qc k the [2D MAP] butto n to tur n it off. Now wit h Robom#1 stl | the
curen t room, change the “Y” varabl e fro m35 to 34. Notic e that Room#1
coul d now be joine d horizontall y to Room#2. Cic k the [2D MAP] butto n
toretur n to that vie w The [Sare Plane | butto n shoul d sl | be actv e
and now al | thre e rooms are back in our vie w Thus al | thre e rooms are
at a heigh t where they coul d be joine d horizontall y.

TheShow moreneighbasTextWindow

Reset the [Same Pane ] butto n and the [2D MAP| butto n so that they are
off. Mbst of the tim e ther e are only two rooms shown in th e 3D Wihdo w -
- the curen t room and the neighbo r room. The “Show more neighbors
tex t window allow s us to vie w numerous rooms at the same tme . Smpl y
key in the numbers of the rooms that you want to view in the text
windo w that 's just above the [Show more windows] butto n in the “Rooms’
group . Separat e each number wit h a comma Be sure not to lis t the same
number more tha n once. Qic k th e [ Show more neighbors ] butto n to rende r
them. You may have to mowe thing s about to see all of them.

You can alsotypeinijust the word “al ” torender al of your rooms. o
ahead and delet e any room numbers fro mthe text window and clic k the
[ Show more neighbors ] butto n to vie w only the curren t and neighbo r
rooms (defaul t setting) . Now clic k the [2D MAP] butto n to retur n to
that vie w

You can add rooms to the “Show more neighbors ” tex t windo w by <Shift >-
<Rgh t clickhg > on the desie d rooms. Go ahead and give it a try.

A word of cauton : Keep in mind that the more rooms you selec t to
displa vy, the longer it wil | tak e the progra mto perfor mthat tas k whic h
in tu n slows the progra m down. You can get around thi s by usin g the
[Hid e Neighbors ] butto nin the lower righ t come r of the screen .

The [Doubl e AA butto n in the Speedbar can be used to set th e neighbo r
roomto the curen t room and the curen t roomto th e neighbo r room.
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Final y, you can use the speed button s at the top of the scree n to
mowe rooms about in the 2D Map vie w You wil | be moving the curren t
roomto one of the locaton s about the neighbo r room. Thus <Rght
cick > the roomthat wl | be the neighbo r and the n <Left click > the
roo myour e goin g to mowe to make it the curren t room. Now clic k the
desire d arro w speed butto n to mowe th e room.

StartingOur New Projed

Let’s get nd of what we have and star t our actual proec t fro m
scratch . Cic k “File ” in the Menu Bar and selec t “New project .” Confir m
that you want to get nn d of the ol d stu ff.

Inthe “Mre Qotions ” group, clic k the [2D MAP] butto n to brin g up that
vie w

Somewhere near the middl e of the gnd , <Shit >-<Left click > & drag
acros s the small gri d to creat e a 4x4 room. Qic k [New] to brin g up the
“Add new room” window Mike sure that the “Depth ” and “Vitth ” value s
are both 4. Change the “Height ” to 2. In thi s tutoia | we all need to
have identica | settng s so that you can troubleshoo t anythin g that goes
wrong. For that reason , set the X Y and Z coordinate s to (29, 32, 25).
Gc k [K]. The next roomwil | be just belo wthi s one on the screen . G
ahead and creat e a 5x4 room. Change it s s etin g so that the depth =5,
th e width =4, and th e height =3. Change the X Y Z coordinate s to (29, 32,
20) .

G ahead and vie w thes e rooms in the 3D Wihdo w i f you want. Retur n
here to the 2D Map vie w when your e done.

Qur Room #3 wil | be on the lef t sid e of thes e two rooms. Ceat e a 7x2
roomand then change it s depth, width , and height to 7, 2, 3. Set the
coordinate s to (27, 30, 20). If you examine thi s roomin the 3D Wihdo w
youl | see that it 's lower than the othe r rooms.

Qur fout h roomis goin g to be place d under Room #. Of to the sid e
somewhere creat e a 4x1 room. Change it s depth , width , and heigh t to 4,
1, 3. Set the coordinate s to (32, 29,21).

Room #5 wil | be under Room #l. Geat e a roo m somewhere that 's 4x4. Set
it s depth, width , and height to 4, 4, 2. Set the coordinate s to (29,
30, 25) .
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Qur sixt hroomis a 2x2 roomabove Room#3. Geat e a roomand set it s
depth , width , and height to 2, 2, 2. Set the room’s coordinate s to (27,
33, 20). Turn off the 2D Map Me w

In the “Show more
neighbors ” tex t  box,
put in 1,2,3,4,5,6.
c k the [Show more
neighbors ] button . Whe
you loo k at the rooms
in the 3D Vihdo w you
shoul d see somethin g
simla r to what is
shown here on the
right

Notic e that we haven’t
even create d any of the

doors. Al that shoul d

be done late r. At firs t
jus t concentrat e on getin g the rooms lai d out to where theyl | match
each othe r as needed .

Room#1andRoom#5

For the momeh we want to star t Lara in Room #5 rathe r than Room #1.
There s two ways of settin g where Lara wil | stat . You can <At >-<Qr >-
<Shift >-<Left click > on a secto n in any roomto mow the red box that
represent s Lara to that spot. You can als o plac e the actua | Lara objec t
in a room. Delet e the numbers in the “Show more neighbors " tex t box and
cic k the [Show more neighbors ] button . Make Room #5 the curren t roo m
and then clc k the [CENTER CAMERA] button . Mve Lara to thi s roo m by
doin g an <At >-<QOr >-<Ghit >-<Left click > on the near righ t floo r
section

The next thin g wer e goin g to do is to put a porta | betwee n Room #1 and
Room #5. Make Room#5 th e curren t roo mand Room#l th e neighbo r.
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There’s a 2 bloc k height fro mthe flbo r of Room#l to the floo r of Room
#. In order for Lara to jump and pull up onto the floo r of Room #1,
that distanc e needs to be 1 clic k (1/4 block ) less . Aso, if we creat e a
porta | betwee n thes e two rooms as they are, the floo r betwee n the mwoul d
be paper thi n and that wouldn 't loo k realistic . V8 can corec t thi s by
rasin g the floo r of Room #1 by 1 click . Then wel | rais e the floo r
belo wthe porta | 2 click s so Lara can jump and grab the floo r above.

The shape of the porta | that wer e gong to creat e is
shown on the right . The porta | is shown in yello w Ohe of
the secton s wll be ftiangua r. The red square
represent s where the floo r wil | be raise d down belo w
W'V e kept the secio n where Lara wil | jump up fro m away
fo mthe angula r edge sinc e the Tonb Raide r game engin e
wil | not allo wher to grab the angula r edges of openings .

W h Room#5 stl | the curren t room, let 's rais e the floo r sectio n that
correspond s to the red squar e in the view above. Ethe r selec t the
Geometr y butto n that s thir d over fro mthe lef t inthe top row and the n
cic k on that floo r secion , or do as | 'mgong to do. Get int o the
Selec t Mude and clic k the floo r secio n to selec t it . Press the <@ key
twic e torais eit 2click s (1/2 blocky , then clic k it to unselec t it .

(hce you have that done, make Room #1 the curren t roo m and Room #5 th e
neighbo r. Get int o the Select Mdde and clic k in Room #1 on each floo r
sectio n that 's on the outsid e edge of the room. Now press the <Q key
to rais e thes e section s one clic k and then clic k the [Reset Al ] butto n
to unselec t them.

Let’s creat e the 3 squar e secton s of the potal . VWl | do the upper
lef t triangula r secio n in a minute . In the 2D Gi d Box in the upper
lef t come r of the screen , <Left click > the section s that comespon d to
the thre e sguar e yello w section s as seen on the previou s page. Youl |
notc e in the 3D Wihdo w how each of the thre e secton s changes int o
transparen t portals
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Now we'l | creat e the tiangula r porta | secion . In the 2D Gi d tool
section , clic k on the upper lef t [Diagona | Portal ] butto n to selec t it .
Now clic k on th e correspondin g sectio n in the
2D Gi d Box. Qur porta | is amost finished . V&
don’t want the tiangula r floo r secto n to be
paper thi n and so wel | rais e the back come r
of it . Vit hthe Select Mde active , clic k on
the blue part of the tiangua r floo r

secion . Press the <Spacebar > unti | a whit e
aro w point s to the back come r. Then pres s
<@ to ras e it one clck . Unselect the

sectio n and you shoul d have a porta | that look s ik e the one here on
th e left

Now let 's mowe on to our next room. 3-2

Room #1 and Room #2

Room #2 is primarl y a passage fro m Robom #1 to Room
#. (Look at the rooms in the pictur e on page 41.)
Set Room#2 up as the curen t roo mand Room#l as the
neighbo r.

Inthe 2D Gi d Box at the top of the screen , <Rght

cick > &dragto select the thre e section s insid e the
yelo w oval shown here on the right . Then down belo w in
the 2D Gi d group , clic k the [vdl ] button .

Inthe 2D Gi d Box, <Rght click > & drag to selec t
the two secton s Shown in the next picture . Again
cic kthe [vdl ] butto ninthe 2D Gi d group .

These secton s are now wall s and we'v e create d a passag e fro mthe Upper
righ t of the roomto the lower lef t comer. Go ahead and Rotat e it to
see it .

Next wer e goin g to change the passage so that the comer makes a
gradua | tur n rathe r tha n jagge d squar e sections
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Turn on the Selec t Mxde. dic k th e [Triangle/ ]
butto ninthe lower lef t come r of the Geometr y
buttons . Then, whil e holdn g down the <Grl > key,
cic k on the squar e that has a blac k arro w
pointnhk g to it as shown here on the left

Pres s th e <Spacebar > unti | there 's a whit e arro w
pointn g int o the come r betwee n the two gree n wal |
sections . Next pres s the <@ key 15 tme s to rais e the
back tiangl e unti | it tun s int o a diagona | wall
secton . Qic k the sectio n to unselec t it .

<Rgh t click > & drag the roo mabout to see how
we now have a passag e that makes a gentl e tun .

Next we'l | creat e a doorway betwee n Room #1 and
Room #2

Inthe 2D Gi d Box in the upper let , clic k
the gray secio n that 's at the top and second
infro mtherigh t side. It's just above the
sectio n that 's blue . You shoul d now have a
passag e as shown

her e on th e right

V¢ need to lower some of the celing . Whi e
inthe Select mode selec t the celin g
square s as shown here on the left . Then
pres s <S> key four tme s to lower thes e
section s one bloc k in dstance . Gic k the
[Reset Al ] butto n to unselec t th e sections

Now let 's mowe on to
Room 4. 3-3
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Room#2 andRoom#4

Room#4 is righ t under Room#2. Al wer e goin g to do at the momen is
to creat e a porta | betwee n the two rooms. NMike Room #2 th e curren t
roo mand Room#4 th e neighbo r.

Turn off the Select Mde. Do
a <Qrl >-<Sift >-<Left click >
& drag to select the 4 floo r
section s as shown here on the
right . Then clic k the [Door ]
butto ninthe 2D Gi d gooup to
creat e a porta | int o the room
belo w

A ddingSomeTextures

Che of the thing s that your e
gon g to want to do ofte n is
Compiin g and testin g your
levels . The only way to real vy
know if thing s are going to
loo k and act rgh t is to bul d
it and test it . Befor e you
bul d your level , youl | want to put some texture s in the rooms that
your e tesing . Aso, the progra m cannot buil d your leve | withou t a
“Base ” leve | loaded .

Just the way we did in the firs t tutorial , clic k “Fle ” in the Mnu
Bar and selec t “(pen Textures .” Navigat e to the “r 2 folde r and
doubleclic k the “platform .tga” fle . Next load in a Base fle . Cic k
“File ” in the Menu Bar and selec t “(pen Base level .” Navigat e to your
“data " folde r and doubl e clic k on the “orig demo .tc " file . (You
shoul d have renamed your “demo.trc ” fl e to “orig_.demo .trc .” back in
the firs t tutorial .) Mike Room#5 the curren t roomand clic k the [Hid e
Neighbors ] button . Go ahead and textur e the room. At thi s tm e you
might want to avoi d usin g the Speed Button s to appl y texture s to your
walls , floors , etc .
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For example, if you use the [TCeling ] speed button , youl | apply

texture s to the pota | as well as to the celing . When you finis h
textuin g Room #5, make Room #1 the curen t room and textur e it . Do
not textur e the pink secion . It’s only ther e to indicat e that the

openin g i s a door.

The next thin g wer e goin g to do is mak it so Lara has to monkey
swing throug h the firs t part of Room #2. Room #4 wil | be macke int o a
pit that wl | cause Lara’s death if she fal s int o it . Lara wil |
stan d in the doorway in Robom#1l and jump up and grab th e monkey swin g
celing . V& need to textur e that celin g secto n in a way that wil |
suggest she can use it as such. There’s a coupl e of texture s that
loo k somethin g lik e what one might use to monkey swin g on. Selec t one
and textur e the celin g just befor e you go out throug h th e doorway.

Now switc h to Room #2 and textur e it . Remembe to textur e thos e
celin g section s that we lowere d so that they too loo k lik e monkey

swings . Don't bothe r to textur e surface s that won't be visble . At
the end of thi s passage Lara wil | come to the wall that 's straigh t
ahead of her. Shel | be climbin g thi s so you can textur e it as if it

I's somethin g that can be clmbed .

Now set Room #4 as the curen t roomand textur e it . Remembe that it
wil | represen t a pit that Lara can fal | into . Go ahead and clic k the
[Hid e Neighbors ] butto n to tur nit off.

That's all the textuin g that wer e gon g to do for a lit e bit . Now
that we have our pit for Lara to fal | into , we need to set up the
monkey swin g above it . Make Room #1 the curen t room. Turn off the
[ Texturin g Mbde] and th e [Render Textured ] buttons

<Qrl >-<Ghift >-<Left click > on the secto n that 's in fron t of the
doorway to the pit . Nov wit h that selected , unselec t all of the it ens
inthe “dm b Wdlls ” group in the botto mlef t comne r of the scree n
and selec t only the “Celing ” checkbox . In the “2D Gid ” grou p jus t
above this , clc k the [Qmb ] button
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If you rotat e the roomto where you can see the celing , youl | see
that the celin g is grey in color where we now have it set to
cimbable . (A secto n that Lara can monkey swin g acros s is sai d to be
“climbable .")

Now to make the celin g above the pit climbable . Befor e we get int o
the nuts and bolt s of doin g ths , | want to explaa n somethin g about
monkey swin g section s above portals . |If you have a pota | in the
floo r belo wa ceilin g that is to be clmbable , do not tr y and creat e
th e monkey swing by markihn g the celin g sectons . Instead , mark the
fs t soi d floo r secton s below the monkey swing secton s as
climbabl e even if thi s happens to be severa | rooms down.

Followin g thi s rue , set the curen t room to Room #. Now <Qrl >-
<thit >-<Left click > & drag to select the 4 floo r sections . Aga n
wit h only “Celing " checked, clic k the [Qmb ] button . Snce the
ceilin g of thi s roomis a portal , you won't be able to see the gray
squares , however, Lara wil | now be able to monkey swing acros s the
celin g in Room#2 above.

<Qrl >-<Sift >-<Left click > & drag to select the floo r agan . Cic k
the [Death | butto n in the 2D Gi d group. Now if Lara fal s int o the
pit , it wil | cause her death .

Final y, make Room #2 the curen t room.
<Qrl >-<&ift >-<Left clck > the rectangle
secio n as show here on the right . Then
cic k the [Amb ] butto n to make th e next
secio n past the pit clmbable . In th s
way she can monkey swin g past the pit .
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Room# 2 andRoom#6

Vake Room #6 the curren t room and Room #2 the neighbo r. Qic k the
[ CENTER CAMERA] butto n to make sure the rooms are
oriente d properl y and the n selec t the upper lef t
Geometr y butto n (th e one wit h the large bloc k on
it ) and clic k on the two closes t secton s to ras e
the mup. Sil | in Room#6, use <Qrl >-<Shift >-<Left
cick > to select the wall secio n at the righ t
- sid e of the raise d blocks . See the pictur e at the
< s left . Now pres s the [Door | butto n to creat e a door
N betwee n thi s roo mand Room #2.

Now make Room #2 the curren t room. You shoul d see the
pin kK squar e of our door as shown here on the right

Now <Qrl >-<Ghift >-<Left click > th e sedor pioriote

pin kK squar e and the n pres s the <Up arrow > totimes,you
wilgetsoming ke the ket

Vit h Room#2 stl | the curren t

room, <Qrl >-<Gift >-<Left click > that 2 sector
wall. In the “AQmb Vs " group, clear all

'. checkmark s except for the “Rght ” one. W h it

checked , clic k on the [Qmb ] button . The 2

sedos  wall shoul d tur n grey showin g that it 's

now climbable

Now let 's textur e Room #6. Set the cumen t roomto Room#5. Cic k the
[Hid e Neighbors ] butto n to keep th e othe r rooms out of the way.

Whean | originall y texture d thi sroom, | didit one secto n at a time .
Sometime s it gets confusin g in a roomas to what shows or what gets
textured . Whd | do when |'mnot sure is to star t by selecin g a
textur e that 's goin g to be what mogt of the wall is. Next | clc k
the [TVEll | speed butto n to textur e all the walls . Ate r that | re-
textur e secton s that aren’t the way | wanted .
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Whaen you clic k the [Tvdll ] buto n wit h the [Render Textured ] butto n
actve , youl | notic e that the progra m als o texture s the end of the
rase d bock where the cimbabl e wall is at. Select the textur e that
you used to represen t a climbabl e wall and retextur e that section

G ahead and textur e the top of the raise d block s and th e ceiling
Don't bothe r wit h the two floo r sections . Get out of the textur e
mode Cic k the [Hid e Neighbors ] butto n to tur n it off.

Room#3andRoom#6

Set Room#6 as the curren t roo mand Robom#3 as the neighbo r. In the 2D
Gi d Box inthe upper lef t come r of the scree n clic k on the two upper
blu e section s to creat e the door. Rotat e the rooms if you want to see
th e door bette r.

Make Room #3 the curren t room. Press the [CENTER CAMERA] butto n and
then rotat e and mowe the roomunt | you can see it fro mthe sid e wit h
the openin g in the celin g on your right

<Qrl >-<S&ift >-<Left «click > & dag to
selec t the floo r secton s show at the
ight . I n the speed button s at the top of
th e screen , clic k the [ MkRoom button .

In the “Add new room” windo w set the length , width , and heigh t to 5,
2, 2. Below thes e make sure that “Vdter ” is checked . Asobecasets
newrom s gang o beweker room, s good icea osedfomire‘ambent Light’

aonid he Agua.aor. Then pres s the [OK] button . This new roo mis now
a pool of water. Go ahead and textur e Room #3 and Room #/. Try and
make Room #7 loo k lk e it 's supposed to have water in it . Do not
textur e the sufac e of the water.
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ConredingRoom#3andRoom#5

Now wer e goin g to have a chance to do a ltt e remodelng . V¥r e

gong to add a door int o a room that weve aread y bul t and

textured . That mears that youl | very lkel y have to go back and do

some re-texturin g where thing s don’t loo k right

Vake Room #3 your curren t roo m and Room #5 your neighbo r room. Get so
that you can see the end of Room#3 where Lara can pul |l up out of the
water as well as the wall that separate s the two rooms. <Qrl >-<Ghit >-
<Left click > on the wall sectio n that 's betwee n the two rooms and next
to the pool. Cic k the [Door ] buto n to creat e a doorway. The openin g
I's two block s hig h and we only want it one bloc k high .

Cic k the [Hid e Neighbors ] butto n (or set the neighbo r to #0) so that
only Room#3 is seen. Get in the Selec t Mde and clic k on sedorspior

O the viole t secio n. Wit h that selected , press the <& key four
times . Press <Esc> key to unselec t it . The door is now 1 bloc k in
height . Go ahead and textur e the two section s above th e doorway.

W h our openin g created , wer e now goin g
to put a door init . V&l | be setin g up a
tigge r to open it and then wel | change
it sothat Lara wil | have to open th e door
wit h a key in a lockbox .Don't forget to
get out of the texturin g mode

PlaangandSettingUpaDoor

Vit h Room#5 stl | the curen t room, get so that you can see th e door
opening . Cic k the [(ojects ] buto n in the Tool Goup button s and
then clic k the [Enable ] button . Scrol | down unt | you fin d Door 1
and clic k it toselect it . Nowclic k on the secio n that 's in fron t
of our door opening . Youl | have to clic k on the [Rotate | butto n
unti | the door is sitin g properl y in the opening .
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| MPCRTANT! Save your projec t here. W& need to retur n to howit is at
thi s point two times . 3-5

Qc k off the [Enable ] butto n and the n clic k on the [Triggers ] butto n
in the Tool Goup buttons . Cic k the [Enable ] butto n and the n clic k on
our newly place d door. It shoul d now be shown in a red wirefram e male.
Vit h the door stl | selected , set the curren t roo mto Room #3.

Qc k on the floo r seco n in fron t of the door opening . V8 now have
bot h the door (our item) and the sectio n where we want the trigge r
place d selected . Now simpl y clic k on the lef t mog butto n in the
“Quic k Triggers ” group in the botto mlef t comer of the screen . Qur
door wil | now open if Lara step s on or passes over the floo r in fron t
of the door. Go ahead and buil d your leve | and test it to make sure
that it works .

Now that wev e seen how to open a door thi s way, wel | do it wit h
a key and lock . Reboot the progra mand reloa d the proect . Don't
forget that we need to load it agai n afte r thi s once more.

Make sure that the [Texturin g Mbdde] and the [Render Textured ] button s
are off. V¥r e goin g to need two new objects . Aloc k box and a key. The
loc k box wil | go near the door in the roomwit h the pool and you can
plac e the key where ever you want as lon g as it 's somewhere in Room #3
or Room #/. It is importan t that when you creat e a leve | that you
away s make it possibl e for someone to retrac e thei r step s shoul d they
miss pickin g up somethin g lik e a key.

If we had place d the key to the door in our frs t room, we couldn 't
get back to it once we drop int o the pool . V& d be stuc k at that poin t
inthe game Qic k the [(oects ] butto n and the n the [Enable | button .
Scrol | down unti I you fin d “Key 1.” Qic k it to select it . Set the
curen t roomto Room#7 and then clic k a secto n at the botto mof the
pool to plac e the key there , or set the curen t roomto Room #3 and
plac e th e key on th e landing
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Now make Room #3 your curren t room. Scrol | down in the lis t of object s
to “Lock 1.” Qic kit toselect it . Nowvclic k the floo r seco n to the
lef t of our door. V¢ want the loc k box on the wall besid e the door so
cic k the [Rotate ] butto n unti | the loc k box is on that wall . Qic k
the [Enable ] butto n to unselec t it and then clic k the [Trggers |
button . Whil e your e at it , clic k the [Enable | button .

Realiz e now that we have two thing s to be conceme d with . Qur door
Is an ‘item " that needs to be triggere d whil e the loc k box has to be
selecte d when we set the trigge r type .

Cc k the drop down lis t of tigge r types in the “Trigger " group .
Select “Keyis ON' for the type . Now <At >-<Left click > the loc k box
to selec t it .

Remembe that you simpl y <Left clck > an objec t when settin g triggers
but you <At >-<Left click > a loc k or other objec t that 's require d to
tigge r the main object . You can tel | the differenc e by the colo r of
the wirefram e when the objec t is selected . <Left clckihg > an objec t
tun s it int o ared wrefram e whil e <At ><Left clicking > wil | tur n it
int 0 a viole t wireframe

Your loc k box shoul d now be a viole t wireframe . Qic k the [Add] butto n
inthe “Triggers ” group . (Not the one in the “Commands group .) Notic e
that the floo r belo wthe loc k box tun s viole t showin g that the loc k
box wil | be the trigge r.

Now we need to let it know whic h objec t gets triggere d when a key is
put int o the loc k box. Make Room #5 the cummen t room. Qdic k on the
door to select it . It shou d turn int o a red wirefame . In the
“Commands group (not in the “Triggers " group ) clic k the [Add] button .
That shoul d have your door ready to be opened. Go ahead and bul d the
leve | and gv e it atry.

VWr e now goin g to once agai n set openin g the door usin g a key and
lock , however, thi s tim e wer e goin g to do it usin g one of the Quc k
Triggers
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Reboot the progra mand load the leve | back in. Cic k the [Cbjects ]
butto n and then the [Enable | button . Again get “Key 1" and plac e it
in eithe r Room#3 or Room#7. Next set the curen t roomto Room #3.

Ohce again plac e the “Lock 1" object on the wall next to the door.
Qc k the [Enable ] butto n to tur n it off. Qic k the [Triggers ] butto n
and the n the [Enable ] button . <At >-<Left click > the loc k box and the n
set the curen t roomto Room#5. Cdc k the door to selec t it . V& now
have the loc k and th e door selected . Down in the Quic k Trigger s group ,
cic k the far righ t butto n that look s lk e a key in a lock .

That's all ther e is to it . The progra msets all the other thng s for
you automaticall y. Go ahead and save the progra m and the n buil d and

ry.

3-6
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Chapter 4 Moreduffs

In thi s chapte r 1’'mgoing to try and cover thos e progra m feature s
that have not been adequatel y covere d yet. This wil | not necessarl vy
be in the for mof a tutoriall , but rathe r in separat e exercise s that
you can do.

M odifyingTheVerticd Height of Sedions

G ahead and boot your program . Cic k the [New] butto n and creat e a
roomthat 's 9x9x4. Next, in the Menu Bar at the top, clic k on “File ”
and then selec t “Cpen Textures .” (You can als o use the <Qrl >-<T>
shortcut .) Navigat e to your new texture s and open the “r 3" folde r. In
that folde r doubl e clic k on the “cathdrl .tga ” file

Use <Grl ><Rght click > & drag to zoomin on the far wal . So far
each of the four secion s that make up a vertica | secto n are all the
same size . Turn on the Select Mbde (pres s the [Selec t Mdde] button )
and the n selec t any two section s that are sid e by side .

W h the section s selected , press the <Grl > <Up arrow > once and watc h
what happens. The heigh t of the botto msectio n increase s by one clic k
and the sectio n above that compensate s by getin g smale r. Press the
<Qrl >-<Wp arrow > agai n and you can mow it even highe r. In order to
mowe the jon t between the next block s up, incremen t the “Foor
section ” variabl e in the botto mrigh t part of your scree n fro mO to 1
Now when you press the <Ol ><UW arow > the second bloc k up
increase s in size and the bloc k above it compensate s by getin ¢
smalle r. To mowe the jon t above thi s one, simpl y incremen t the “Hoo r
section ” variabl e fro m1 to 2. Now put the section s back as they were.
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Using the methods explane d above, rais e the
second join t (th e one between the second and
thr d blocks ) up unti | it 's even wit h the botto m
of the top block . Ras e the botto m jon t up so
that it toois at the botto m of the top block . You
shoul d now have your wall Ilookin g Ik e what’s
shown her e on th e right

Now scrol | your Textur e Vihdo w down all the way to the botto mof the
textures . You shoul d now see a set of 6 texture s that make up one
picture . It's two section s wide by 3 section s hig h and appear s to be

leade d glas s panes fro ma cathedra | windo w Normall y you woul d have to
selec t each secto n one at a tm e and plac e each one in an individua |
section . Because of the way wev e altere d the wal , you can now selec t
thre e vertica | secton s all at one tm e and plac e the mint o the wall .

G ahead and selec t each half and plac e them in the wal . (Don’t
forget to tur n on the “Textuin g Mde.”) Bven thoug h thi s take s the
same amourt of time , it saves on syste mresources . Note that you can
ate r the siz e of the secton s whil e the “Render Textured " moce is on.
This let s you to see the stretchin g and distortin g of the textur e so
that you can get it the way you want it to look .

R otatingandFli pping Textures

Whil e wer e at it , let 's do some more manipulatio n of our texturing
Notic e that our wall (fro m our work above) seems to be missin g

somethin g fro mthe righ t hand side . In the Textur e Wihdo w clic k on
the upper lef t textur e of the paintng . Pace thi s textur e in the
sectio n just tothe right of the top of our texture d sectons .. Get
th e next textur e down and plac e it under thi s one. Then get the las t
one down and plac e it at the bottom . Your e right . . they stl | don’t
loo k right . Now hol d dowmn the <Sift > key and clic k on each of the
thre e secion s that we just textured . This wl | fi p each texuur e

horizontall y. There . That look s much bette r.
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Holdin g down the <At > key whil e clickh g on a texture d secto n wil |
rotat e the secio n 90 degrees . Remembe that you mus be in the
“Textuin g Mbde” to fi p and rotat e textures

A ddingGeographytolL argeSedions

So far when wev e changed the geometr y of our roomusin g the button s
in the “Geometry ” group , weve done it one secio n at a time . Vv e
raise d and lowere d more than one sectio n at a tme whl e we were in
the Selec t Mbde, but we didn 't change thei r genera | shape.

Make sure you are not in the Select Mde and that your [Texturn g
Mde] and [Render Textured ] button s are off. Now use <Qrl >-<Shit >-
<Left click > & drag to selec t all of the floo r section s to the lef t
of our texture d sections . The selecte d area shoul d be 2 or 3 wide and
9 deep. Now in the Geograph y buttons , clic k on the one that 's thre e
over fro mthe lef t inthe top row In the Speed Butto n Toolba r at the
top of the screen, clic k the [FShape] speed button . Al of our
selecte d floo r section s now have thi s shape. The [ CShape] speed butto n
works th e same except it does thi s to the ceiing

OneM oreTexturingButton

VWv e used the THoor, Tvdl , and TCelin g speed button s to textur e
eithe r the entr e sufac e or thos e portion s of the suface s that were
selecte d usin g the <Qrl >-<Shift >-<Left click > & drag method. There’s
as o the TRoom butto n that texture s an entr e room. Do not use thi s
buto n unti | you full y understan d how it works. Befor e you use it , it
is importan t that you have alread y used the THoo r, TCeiling , and Tvdl |
buttons . That’'s becaus e the TRoom butto n uses the texture s that thes e
othe r button s last used when it applie s texture s to the cumen t room.
(hce you have used the THoo r, TCeiing , and TVdl | buttons , the TRoom
butto n makes it simpl e to creat e and textur e a new room the same as
the las t roo mwas done.
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RandamG eometry

You wil | notic e two more button s in the Speed Butto n Toolba r. These are
the [FRandom] and [CRandom|] buttons . These are the only two Speed
Button s that can be <Rght clcked > to brin g up anothe r small meru
where you can selec t how the butto n is to funcion . This meru is the
same for both buton s and makihg a selecio n in one meru
automatical 'y changes the other button 's menu The [CRandom] butto n
works the same as the [FRandom| butto n except it 's for the celin g
instea d of the floo r. The ter m “Random Geometry ” refer s to the rando m
rasin g and possibl y titin g of floo r and celin g sectons . You can

als 0 selec t whether you want triangle s as part of the structure . Do
NOT use any tiange s in a Trl or Tr2 leve | sinc e thei r game engine s
do not support ftriangles , except to place them in place never

accessible by Lara.

When you <Rgh t clck > eithe r of thes e buttons , you can selec t one of
th e followin g 3 choices :

Random-1: Selectin g thi s optio n wil | produc e raise d section s
that are bot h raise d and tilted

Random-2: Selectin g thi s optio n wil | produc e raise d section s
that are all fla t on top .

Teran @ Selecin g thi s optio n wil | produc e rando m raise d
secion s that are no more than a clic k in height . The reaso n
for thi s heigh t limitatio nis tat it sl | enable s “enemies ”

to mow about on th e surface

You can as o tur n on or off the use of ftiangle s by selecin g or
unselectin g the “Includ e Trnangles ” optio n at the botto mof the list
In our roomthat weve been workin g on, or in a new room, frs t get
int o the Select Mde. Now clic k floo r section s unti | you have a grou p
selecte d that 's 4 or 5 block s square . <Rght click > the [FRandom|
buto n and selec t “Random-1.” <Left click > th e [ FRandom] button
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Wha you shoul d fin d is that the selecte d secton s have been raise d
wit h some of the suface s slantng . If the “Includ e Triangles ” optio n
at the botto mof the lis t was selected , you wil | fin d that the top
sufac e of thos e block s containin g tiange s have been randoml y
raised . Now change the “Hoo r Secton ” variabl e at the botto mof the
scree n to 2 and clic k the [FRandom] button . The heigh t of th e modifie d
secton s is now highe r. Set the “Floor Secton " variabl e back to O.
(Not e that you can use the “Ceilin g Secton ” variabl e to contro | the
maximum distanc e that the celin g gets randoml y lowered .)

Rght clic k the [FRandom] butto n and selec t “Random-2.” Qic k the
[ FRandom] button . The selecte d section s have been randoml y raised , but
the tops are kept flat . Snc e the tops are kept flat , ther e won't be
any triangl e sectons . The “Floo r Secton ” varabl e works th e same as
before .

Next <Rght click > the [FRandom| butto n and selec t “Terrain .” Note:
The “Terrain " optio n only works when you are not in the Selec t Mde.
Qc k the [Reset Al | butto n and then tur n off the “Selec t Mde.” Now
use <Qrl >-<Shit >-<Left click > & drag to select a secto n of the
floo r. Qic k the [FRandom] button . The change is not necessarl y very
random, but thi s does creat e a floo r that can easl y be dive n over
wit h vehicles , and “baddies ” won't be prevente d fro mcrossin g over it .
Realiz e that if it s not as ‘random ” as you would lke , you can stl |
make furthe r changes to it usin g the tool s that wev e alread y covered .

The [Arch#1] button also
brings a popup menu when
doing right click on in, it

allow you to select the
Arch#1, Arch #2, and Vault
options.

When you have  Arch #1  option

selected, then clicking the
button automatically will re -
draw the ceiling using an

arch from Left-to-Right direction.
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When you have Arc h #2 option selected, then clicking the
button automatically will re - draw the ceiling using an arch
from Front-to-Back direction.

When you have
Vault option
Selected,

then clicking
the button
automatically
will draw a
kind vault
ceiling.

Please no te
that at
compiling
level time,
Dxtre3d

will

discard
unnecessary
wall faces
behind arch
or vault
ceiling, so
don’t waste your time trying to discard those faces your self
using texture zero or transparent black textures.
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“‘Arch” and “Vault” featur es works best
% in standard 10x10x3 rooms, for different

Tum rooms dimensions you will need to adjust
ﬂl the arch/vault angle using the “Floor

Section” and “Ceiling section” controls

(default they have value 0). “Floor section” will control the
angle from left to center room (arch#1), and “Ceiling section”
will control angle from right to center room (arch#l). For
arch #2 they control the angle from front to center and from
back to center.

T esture Attib Opaque j

loor Ceiling
Cechion  Sechion

Hide

1 =L <! § Neighbars

The[Build] Spead Button

At the far ngh t is the [Buld ] button . Afte r you have bul t your
leve | at leas t once, you can clic k thi s butto n and the progra m wil |

bul d your leve | unprompted . If you clic k it befor e you have buil t
your level , it wl | simpl y open the “Buildn g new playabl e level ”
windo w

CopyingandPastingSingleSedionsandBlocksof Sedions

To copy and past e a singl e secton , use <Qrl >-<Left click > to
selec t an individua | bloc k and the n simpl y perfor m an <At >-<Left
click > where ever you want to paste it . This copie s both the shape
and texture s of that section . As usual , use a <Shift >-<Alt >-<Left
click > to past e th e celling
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To copy and past e a bloc k of sections , <Qrl >-<Gift >-<Left click > &
dag to select the block . Owxce you have the desire d sectio n
selected , pess<CIR> -<Ckays . This tel s the progra mthat you want
to cpy the block . Oce you have done this , simpl y <Left click > where
you want to have the far lef t comer of your bloc k pasted , (i n any
roomvisbl e in the 3D Wihdow) and then press <Qr >-<V> to past e
th e block . Yauana Is 0 use <ALT>-<V> to past e a ceilin g block .

FloorSounds

Wit h the Selec t Mbde tumne d off, you can use the <Qrl >-<Shift >-<Left
cick > & drag to selec t one or more floo r secons . W h the floo r
section s selecte d thi s way, you can then selec t a type of sound in
the “S Sounds” group and then clic k on the [Seps § butto nin the 2D
Gid goup so that when Lara or someone waks or runs on that
secton , it wil | make that sound.

Windows and Other Transparent Portals

Wha wer e gong to do now is to make
anothe r modificaio n to our tutoria | level
G ahead and load it in and make Room#5 the
curen t room. Vér e goin g to add a window to
the sectio n shown by the grey aro w here on
the left . Lara wil | be able to see int o the
roomwit h the pool , but she won't be able to
get ther e except by gong the long way
around .

V¢ need to make a change in Room #3 (th e one wel | be lookin g into )
befor e we put in the window so mak Room #3 the curren t room. Rotat e
the roomand zoomin unti | you have a good vie w of the loc k on the
wall and the wall to it s left
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Qc k the [(hects ] butto n in the Tool Goup button s and then clc k
the [Enable ] button . Next clic k the loc k to selec t it . It shoul d tur n
int o ared wreframe . Nowclc k the [Rotate | butto n unt | the loc k has
rotate d around onto the wall on the left . That shoul d get it out of
the way of our wndow Turn off the
[ Enable ] button

Make Room #5 the curen t room. Scrol |
down in your texture s to the botto m and
you shoul d fin d a textur e that look s
ik e the one shown in the wall here on
the righ t Select it and in the
properie s drop down meru below the
textures , set it to “Transparent .” W h
bot h the [Render Textured ] and [Texturin g Mdde] button s on, clic k the
secio n to the rgh t of the door. You shoul d now have somethin g
simla r to what you see here on th e right

Now clic k the [More #1 ] butto n in the Tool Goup buttons . In the
“Manual Portal s Mew” group we need to set the “Room # variabl e to
th e Room number that our windo w wil | be lookin g into , so set it to #3.
Snc e our openin g needs to be 1 x 1, set the “With ” and “Height ”
variable s bot h to #l1.

Next, clic k the [CENTER CAMERA] butto n to orien t th e roo m properl y. You
wil | see that the new windowis inthelef t wal , so set the “Type” to
“Left .” Now clic k the [Add] butto n so that when we click , it wl | add
our portal . Now that everythin g is set, clic k the wall sectio n that
has the window in it . You shoul d instantt y see a colore d squar e above
the wal . Use the <Down arrow > key to mow the squar e down ont o our
windo w section . Qic k the [Add] butto n to tur n it off. Now repeat the
same exact proces s to put a windo w on the opposit e sid e of the wall in
Room #3. The “Roont variabl e wil | now be “5" and the “Type” wi | be
“ight .” There . Your e done. Go ahead and bul d the leve | to see how it
look s in actua | game play.
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UsingA nimated Textures

Let’s do some more work on our tutoria | level . I n thi s exercis e wer e

goin g to put some textur
real . Then weTr e goin g
it loo k real wit h blinkin

e on the water’s sufac e to make it loo k more
to put a computer panel on the wall and make
g lights

G ahead and load in the tutoia | level . Mike Room #5 the curren t
room. I n the Textur e Vihdo w scrol | down unti | you come to a row of

conro | panels . Each wil | have a greenis h colore d secio n in it

S

upper righ t come r. Decid e where on the wall that you can put thi s

conro | panel but don’t

do anythin g to the wall yet.

Qc k the [Animate d Textures ] butto n in the Tool Gou p buttons . dic k
the [Preview ] butto nin the “Texture s Sets” group . Now clic k th e [Add]
buto n just tothe lef t of the [Delete ] button . This wil | add ancthe r
animate d set to our level

-~ Textures Set

Add | Delete || Freviciy

Anirnated Set §1

~Sequence

Add | Heplacel Delete |

Frame #3
Frame #4
Frame #5
Frame #E
Frame #7
Frame #2

Now clic k on the lef t mog contro | panel
texur e . Next clic k the [Add] butto n in the
“Sequences ” group . It wil | now show “Frame #1”
inthe lis t and the textur e wil | be displaye d
in the “Preview ” window above. Each tme we
plac e a textur e inthe list , that textur e wil |
be displaye d in our animato n for a set perio d
of tme . W h the same textur e selected , clic k
the [Add] butto n in the “Sequences” group
again to plac e it as the second frame in our

sequence . That way thi s frame il | be
displaye d twic e as long as nomal . Now clic k
the next textur e over to the rght . It look s

amost the same as the firs t one, except for
some minor differences . Qic k the [Add] butto n
twic e to plac e it in our sequenc e twice . Look

in the Previe wwindo w and watc h our anmatio n as it unfolds
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Selec t the next textur e to the righ t and agai n clic k the [Add] butto n
twice . Final vy, clic k the last textur e over and agai n clic k th e [Add]
butto n twice . You can now see howthe fina | animatio n wil | loo k in our
Previe w windo w

Now let s put thi s animatio n on our wal . W h the [Render Textured |
and [Texturin g Mbdde] button s presse d in, clic k on “Frame #1” in our
sequenc e lis t to selec t it . You coul d selec t any of the texture s in
thelis t sinc e the anmatio n rotate s throug h al | of the textures

Knowing that weve selece d the firs t one let s us star t wit h a
differen t one if we wanted two of the panel s on the wal . That way
thei r light s would blin k different y. Cic k on the wall secto n to
plac e the contro | panel . That’s all ther e is to it . Go ahead and buil d
the leve | to see howit look s when you actuall y play the game

Ou next animatio n exercis e involve s textuin g water so that it lo oks
more Ik e water. Load in your tutoria | leve | and make Room #/ the
curen t room. This is the pool room.

Look at your textures . Youl | see that ther e are 4 texture s in the
second row that loo k pink in color wit h whit e zigza g line s in them.
Vr e goin g to use thes e to anmat e the sufac e of our pool . The pin k
wil | become transparent . Rotat e and positio n your roo mso that you can
see the celin g openin g fro m belo w G ahead and clic k the [Render
Textured ] and [Textuin g Mde] buttons . Now clic k the [Anmate d
Textures ] butto n in the Tool Goup buttons . Cic k the [Preview ] butto n
SO you can see your animatio n as you bul d it .



Page - 90-

Gc k the [Add] butto n in the “Texture s Sets” group to add a new
animatio n sequence . Orer in the Texture s window clic k on the lef t
mos textur e in the second row Direcl y belo w the Textur e windo w
selec t “Transparent " in the dop-dow n menu Now clic k the [Add]
buto n in the “Sequences ” group to add thi s textur e to our sequence .
Back in the Textur e window clic k on the next textur e over to the
right . Cic k the [Add] butto n to add thi s textur e to our sequence .
dc k on the next textur e to the righ t and then clic k the [Add]
butto n to add it . Final y clic k the last textur e in the row and the n
cic k the [Add] butto n to add it to our seguence .

Cic k on “Frame #1” in our sequenc e lis t and the n even thoug h it can’t
be seen at the moment clic k on a celin g seco n to plac e the
textur e on the undersid e of our water surface . (You away s textur e
the celin g of the roomthat 's ful | of water.) Now selec t the next
frame in your sequence and clic k on anothe r ceilin g sections
Continu e selectn g differen t frame s whil e textuin g the celin g in a
rando m sort of way. Whe you have the entr e sufac e textured , go
ahead and buil d the leve | and tak e a loo k at the sufac e of the pool
fro mabove and fro m underwate r.

You can NOT use the same textur e in more than one animatio n sequence ,
however, you can use the same textur e more than once in a singl e

animation . As seen above, we used the same textur e more than once to
vary the lengt h of time a frame withi n an anmato n gets displaye d

durin g the animatio n cycle . If you appl y one fram e of an animato n to
numerous sections , they wil | appear to be one large pictur e changin g
all at one tme to the next frame, etc.. It’s usual y best to plac e

the frame s of your animatio n randoml y to the desire d section s in your
room.
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UsingCamerastoEnhanceaGame

Anyone who's playe d Tonb Raide r is well famiia r wit h how th e “camera ”
that display s what we see on the scree n follow s alon g behin d Lara,
makin g th e gane more real and entertaining . There are place s in the
gare where the camera changes to show us Lara fro m anothe r angle , or
even a vie w of somethin g happenin g in anothe r room such as a door
opening . The wise use of thes e camera view s can make your game mud
more professiona | looking . Use themto gv e the playe r hint s about
where to go next .

Inthi s exercis e we wil | plac e a camera that wil | simpl y trac k Lara.
It’s a simpl e setu p that 's triggere d by Lara bein g on (or over) one
or more floo r sections . Load in aleve | to use or creat e a new one.

Firs t we need to plac e the camera at
th e desire d locaton . dic k th e [More
#1] butto n in the Tool Gou p buttons
Then, in the “Cameras and Snks ”
goup, clic k the [Add] button . Now
cic k the desire d camera locatio n in
your room. Myve it up and down 1/2
bloc k at a tme by usin g the aro w
keys. Hold the <Shft > down to mowe
it up and down 1 bloc k at a tme . If
you plac e it in the wong secto n you can <Shift >-<Left clck > a
differen t secio n to mow it there . Cic k off the [Add] button .

Next we need to set up the tigge r to actvat e the camera. Cic k the
[Triggers ] butto n in the Tool Goup button s and the n clic k [Enable]
Snc e we want the camera to be triggere d by Lara on or overa section |,
we need to set the type in the “Triggers " dropdow n box to “Do
Activate .” W h that set, clic k the [Add] butto n that 's in the same
“Triggers " group .



Page - 92-

If we do not ovemrid e where the camera is poining , it wl | folo w
Lara. Down in the “CommandS group we need to selec t “Switch Camera”
as a command This commard wil | tur n on our camera. Cic k the [Add]
butto n in the “Commands group and a pop-u p windo w wil | appear. Snc e
thi s is our firs t camera, set the “Camera#’ to 1. Set the “Timer” to
the number of seconds for the camera to stay on. Avalu e of 0 leave s
the camera on as lon g as she’s standin g on the secton . CJic k [(K].

Al that 's lef t nowis to plac e the tigge r on the desire d sections
Qc k the secton s that you where Lara to tigge r the camera and the n
cic k [Apply ] in the “Triggers ” group . That does it . Gve it atest if
you want .

In the next example we wil | set up a camera so that when Lara uses a
key to open a door, the camera wil | switc h and show th e door opening .

CGeat e a new leve | wit h two adjacen t rooms. Geat e a porta | betwee n
th e rooms and plac e a door betwee n the mas we di d predousy nte
tutonial

Make the curen t roomthe one wit h the door. VWl | go ahead and plac e
the camera that wil | show the door opening . Qic k the [More #1 ]
buto n in the Tool Goups buttons . In the “Cameras and Snks ” group ,
cic k the [Add] button . Qic k the desire d camera locatio n in your
room. Mwve it up and downl/2 bloc k at a tme by wusin g the aro w
keys. Hold the <Shit > down to mow it up and down 1 bloc k at a time .
If you plac e it in the wong secio n you can <Shift >-<Left clck > a
differen t secio nto mow it there . Qic k off the [Add] button

Now set the curen t roomto the one where the loc k wil | be. Selec t and
plac e the key and the loc k on the wall the same as we di d previously,
don’t go beyond jus t placin g th e items .
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Setin g the trigger s for a keyed door and camera can seem complicate d
at fist , but once you star t to understan d the logi ¢ of what you have
to do, it wil I become quit e simple . 1’1 | try and explai nit in such a
way that you can pic k up on th e logic

Remembe that there 's thre e phases to settin g a trigge r. Firs t you set
the type. Next you set up a lis t of commands FHnal vy, if needed,
plac e tigger s in the desire d floo r sections

Gc k the [Triggers ] butto n in the Tool Goup buttons . Cdic k the
[Enable ] button . In the dropdow n lis t select “Keyis ON' as our
tyoe . W h keys, you mug have the loc k selecte d when you add the
type , so <At >-<Left click > on the lock . It shoul d now be viole t and
wireframe . Cic k the [Add] butto n in the “Triggers ” group . The floo r
below the loc k wil | tur n viole t showin g that there 's now a trigge r
there . That complete s the firs t phase as mentione d above. Now on to
th e commard list

The next phase is setin g up the commands for our trigge r. Lookin g at
what must happen when thing s get triggered , we know firs t of all that
th e door mus open, and the door is an item . Set the curren t roomto
the room wit h the door. (The Trngger s group mug stl | have the
[Enable ] butto n active .) dic k the door. It shoul d be bot h wirefram e
and red. Vit h “ltem” showin g in the dopdow n list , clic k the [Add]
butto n in the “Commands group . That sets the door up to be opened.
Next we want to set up th e camera.

W are goin g to overrid e havin g the camera automaticall y poinin g at
Lara. V& do thi s by usin g a “Look at |tem” command Mike sure the
[Triggers ] butto n and the [Enable ] butto n are both actve . In the
drop-dow n commard list , selec t the “Look at tem ” command Qic k the
door as the ‘tem ” to look at. Now clic k the [Add] butto n in the
“Commands grou p to add thi s commard to our list
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V¢ have the camera set to loo k at the door, but

=Command

we stl | haven’t switche d to thi s camera. In | Switch_Camera =]
the drop- down commard ist , select the |[itemZ

. . Look_t_Item(Z
“Switch_ Camera” command dic k the [Add] butto n Swich. Cameral] A4,0.0)

doown below In the popup wndow set the
“Camera#” to 1 Set the “Tmer” to say 4 4dd | Replace | Delete |
seconds . Go ahead and clic k [(K]. In thi s case
the thr d phase (setin g trigger s on floo r sectons ) IS not necessar y
sinc e the floo r sectio n tigge r was automaticall y set when we set the
tigge r type . Qur door shoul d open now when you put the key in the
lock , and our camera shoul d show it opening . Go ahead and gv e it a

ry.

TwoBlocks -- TwoTriggers--andaNew L ocaion

Yes, that headin g is confusing . Itl | al be clare d up in the next
example . Whan | was coming up wit h idea s for thi s manual, | had wante d
to use the “Aternate " roo m feature . That’s where you switc h back and

fot h betwee n two rooms that in essenc e occupy the same geographica |
space. Then found out that the Tonb Rade r 5 game engin e doesn’t
suppor t “Alternate ” rooms so | came up wit h somethin g simila r in
natur e and yet differen t in howit 's created

I n thi s next example wer e goin g to plac e two movabl e boxes in a roo m
in such a way that each box has to be moved onto it s own secto n in
oder trigge r one event , and that event is goin g to transpor t Lara to
a new locaio n in a new room. In thi s case the new room wi | loo k
identica | to the curen t roomand so to the playe r, it wil | seemlk e
theyr e stl | in the same roo mwit h some changes havin g take n place .
Vér e goin g to be once agai n modifyin g our tutoia | leve | so go ahead
and load it in. Vi h Room #1 the curren t room, clic k the [2D NAF
butto nin the “Mre (otions ” group . Now pres s <Qrl >-<K> to clon e Room
#1. The new roo mwil | be Robom#8. Qic k and drag the newroom (th e red
one) off to the sid e where it s not touchin g any othe r room. Qic k the
[2D MAP] butto n agai n to tur n it off. Notic e that the curen t roomis
now Room #8.
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Qur new clone d roomis no longe r jone d to any othe r room and so we
need to get rid of the doors. In the 2D Gid Box in the upper
ght ,<Rght click > & drag to selec t all four secion s in the midd e
of the roomthat make up the portal . Then down belo win the “2D Gid ”
group, clic k the [Floor ] buton . Three secton s wil | stl | look lk e
theyr e a door, but theyr e not. Theyr e just texture d wit h “Textur e 0"
whic h 1 s transparent

In the “Geometry ” group, clic k on the upper righ t buto n that has the
short raise d seco n on it . dic k on al four secton s where the
pota | was to ras e the floo r to where it 's all the same height . The
ones that are transparen t wil | loo k a bit strang e as you do this . Now
cic k the [Render Textured ] butto n and the [Textuin g Mbdde] buttons
Select a tetur e and change the transparen t secton s to where they
loo k Ik e the flbo r. You mght want to make the four secton s loo k lk e
ther e coul d possibl y be a close d opening .
Now let 's get ri d of the door. In the
2D Gi d Box, righ t clic k on the blac k
squar e that represent s the door and
then clic k on the [Vdll | butto nin the
“2D Gid ” group. Qic k the [Render
Textured ] and [Texturin g Mbde] button s
alon g wit h the [Textur e Zero] buttons

Qc k the wall where we just put the

door to make it transparent . Reset the thre e buttons . Notc e where
the diagona | sectio n is in the pictur e on the right . The two red
secton s are numbered 1 & 2. 1’1 | be referin g to thes e section s in
our new room. To locat e thes e sections , press the [CENTER CAMVERA

buto n and refe r back to thi s picture

Inoder for Lara to reveal her exit fro mth e room, she wil | have to
push two block s onto thei r own specifi ¢ floo r sectons . Whe coverin g
bot h floo r secton s wit h the boxes, if you put the wong box on the
wrong section , nothin g gets triggered . Whe th e boxes are bot h place d
on thei r sections , a tigge r wil | send Lara fro mour clone d Room #8
back int o Room #1.
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Snc e we want it to seemas thoug h she’s stl | in the same room, she
needs to be standn g in same plac e in Room # as where shel | be
transporte  d to in Room #1.

Qc k the [Chects ] buto n in the Tool Goups
button s and then clic k the [Enable ] button . In
th e drop-dow n objec t list , selec t “Box 1.” Lookin g
at the pictur e on the rnght , plac e boxes as shown.
The firs t tme you plac e a box youl | have to
press the <Up arrow > twic e to rais e the botto m of
it uptothe height of the floo r.

Chce you have al four placed , scrol | and fin d
“Door 4" inthe object list . Select it and then clic k the lower righ t
come r floo r section . This door is only ther e because it wil | als o be
ther e in Room#1. W als o0 need to put a loc k box on the wall , aga n
only for looks . Scrol | down and selec t “Lock 2.” Qic k the floo r in
fon t of the door to plac e the loc k and then clic k the [Rotate ]
butto n a coupl e of time s to rotat e the loc k onto the wall to the lef t
of the door. The only object s lef t to be place d in the roomare the
two pushabl e boxes. Befor e we star t wit h them, it 's probabl y best if
| sto p and explai n somethin g about “Activatio n Hags .”

Al object s have “Activatio n Hags .” Whaen you clic k on the [(bjects ]
button , one of the thing s youl | see in the tool goup is a set of
Activatio n Hag s (buttons ) numbered fro m1 throug h 5. Notic e that they
ar e intiall y al in an “out ” position . That mears that if the ite m
happens to be somethin g Ik e a door, it s inia | stat e wil | be closed .
If the obect is not goin g to be tiggered , but is instea d an objec t
that 's goin g to be used to do the triggering , then the “Activaio n
flags ” wil | play a differen t roe . If you clic k the [Triggers ] button ,
youl | fin d a second set of “Activaio n Hags .” Notic e that they are
initiall y al in an “n ” postion . These actvaio n flag s are used
hand in hand wit h the object 's actvaio n flag s when you want to use
more tha n one trigge r to cause an event to happen.
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When an object is used to do the triggering , Ik e when a box gets
pushed onto a specifi ¢ secton , then the stat e of thes e button s is
used to determin e what take s place . |If an object 's butto n is “out ”

then it can ate r the stat e of a tigge r’s comrespondin g butto n if
that butto nis “in .”

Whda thi s mears is that if you have Object’s buttons
one object wit h say button s 1 and 2 Al A
“out ” whil e 3, 4 and 5 are “in ,” then R
it can ate r button s 1 and 2 of a
tigge r provide d that thos e button s
are ‘in ” on the trigge r.

These two
will alter these

If a second objec t is set up wit h Trgeer’s buttons

t s button s 1 and 2 “in ” whi e Object’s buttons

button s 3, 4 and 5 are “out ,” it -

can ate r button s 3,4, and 5 of a Al Al A

tigge r that has button s 3, 4 and 5 .

“n . Note that sinc e the firs t S These three
objec t has it s button s 3, 4 and 5 =0 o Do, P
n, it can not alte r the second # e will alter these
tigge r even thoug h that tigge r Y| ¥Y|¥

has thos e same button s in. This
mears that if both Trigge r’s Trigger’s buttons

button s o bject 's button s Trigge r’'s -

button s These two wil | alte r thes e

These thre e wil | alte r thes e of thes e trigger s were set to trigge r an
event such as the openin g of a door, the two object s would have to be
place d on the proper trigge r in order to get the door to open. This is
exactl y what wer e goin g to be doin g wit h our boxes .

Now a Ittt e about the actvaio n flag s in the obect to be

tiggered . If that objec t is somethin g ik e a door, the intia | stat e
of it s button s determine s whether the door is initall y open or
Closed . If they are all iniall y out (defaul t state ) the n th e door
wil | be closed . If some of the button s are in whil e other s are out,
then the door wil | stl | be close d and the buton s that are “out ”
must be triggere d befor e the door wil | open. If all of the button s
ar e initiall y “in ,” then the door’s inia | stat e wil | be open and

when triggered , th e door wil | close . Now back to our level
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W h the [(hjects ] butto n pressed , make sure the [Enable ] butto n is
als o presse d in. Scrol | down in the object s lis t and selec t “Box 3.”
Above the list , clic k “Activaio n Hags ” 3, 4 and 5 so that they are
presse d in. As describe d ealdie r, thi s box wl | only affect button s 1
and 2 of it s tigge r. If youv e rotate d the room, clc k the [CBENTER
CAMERA] button . Now plac e the box by clickh g the floo r sectio n that ’'s
second in fro mthe lef t and in the row closes t to you. Qic k each of
the activaio n button s to change the m opposit e to how they now are.
This wil | set the mup so that the next box wil | only affect button s 3,
4 and 5 of it s tigge r. Nowclc k the floo r secto n to the righ t of our
othe r box. Now let 's set up the tiggers . The box on the lef t wl | be
moved ont o sectio n 1 as shown on page 66. V& need to set it s trigge r on
that section . Cic k off the [Enable] buto n and then clic k the
[ Triggers ] button . CJic k the [Enable ] button . Snc e it s goin g to be an
objec t other than Lara that sets off our tigge r, we need to set the
tigge r type to “ltem At Secto r.” Cdic k the drop-dow n trigge r typ e
is t and selec t “ltem At Secto r.” As mentione d earldie r, set up the
activatio n button s so that button s 3, 4 and 5 are out .

Now clic k the [Add] butto n that 's in the “Triggers ” group . Now for the
second box. Qic k each of the actvatio n button s in the “Triggers "~
goup to revers e thei r curren t setings . Now only button s 1 and 2
shoul d be out. <At >-<Left click > on the box that 's on the righ t and
then clic k on the [Add] butto n in the “Triggers " group . The next thin g
we need to do is to plac e our “Lara positio n changer ” objec t where we
want her in Room#l. Qic k off the [Enable ] in our “Triggers " grou p and
then set the curen t roomto Room#l. Cic k the [ CENTER CAMERA] hutto n
to brin g it int o view If you look at our secton s 1 and 2 you wil |
notc e how Lara mug be standn g on the secio n wit h the dagona |
openin g in order to push eithe r of the boxes int o thei r positions
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This is where we wil | send her to. Qic k the [(hjects ] butto n and the n
the [Enable ]| button . Scrol | down in the object lis t to “Lara posiio n
changer ” and selec t it . Now clc k the sectio n wit h the diagona | porta |
to plac e the objec t there . Qic k off the [Enable ]| button . Gic k on the
[Triggers ] buto n and clic k the [Enable ] button . Qic k the fis t
“ltem_At Sector ” trigge r in the “Triggers ” lis t to selec t it and then
cic k the “Lara posiio n changer ” object . Now clic k the [Add] butto n
down in the “Commands group. Select the other “ltem_ At Sector ”
trigge r and agai n clic k the “Lara positio n changer.” dic k the [Add]
buto n in the “Commands group . Both trigger s are now set to activat e
the “Lara positio n changer.” Now all we have to do is set our trigger s
on the proper floo r sections . G ahead and make Room #8 th e curren t
room agan . (Use the [CENTER CAMERA] butto n to brin g the room int o
vie w) Both the [Triggers ] butto n and the [Enable ] butto n shoul d stl |
be active

Wit h the firs t “ltem At Sector " trigge r selected , clic k on floo r
secio n #l. (See page 66.) Vit h thi s secto n selected , clic k the
[Apply ] butto n in your *“Triggers " group. Gdic k on the second
“ltem At Sector " trigge r to select it and then clic k on floo r
secio n #. W h thi s sectio n selected , clic k the [Apply ] butto n in
your *“Triggers " group .

Gic k off the [Enable ] butto n and then do an <At >-<Qrl >-<Shit >-
<Left click > on the secto n in fron t of the door to change Lara’s
star t positio n to thi s room. Now let 's go set up Room #1. Mdke Room
#1 the curren t room. V& need to make it loo k the same as Room #38
look s when we get transporte d int o Ropom#l. Cdic k on the [Cbjects ]
butto n and the n the [Enable ] button . Scrol | down in the object s lis t
and selec t “Box 1.” Look at page 67 and agai n plac e thes e boxes in
thi s roomjust as you did in Room#8. Select “Box 3" inthe lis t and
plac e it on secon s 1 and 2. These are the section s where we place d
th e triggers
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Now selec t “Lock 27 in the obect lis t and clic k on the square in
fron t of the door. Rotat e it as you did eardie r onto the sid e wall .
Change the curen t roomto Room #. This is the roo m belo w Room #1.
Selec t “Key 2" and plac e it somewhere in thi s room.

Set the curen t roomto Room#l. Inthe object lis t selec t “Door 4” and
then clic k the floo r sectio n in fron t of the door opening . Use the
[Fotate ] butto n to plac e the door properl y. Don't worry about how the
top of it goes up throug h the celing . Now we need to set up the loc k
to open th e door.

Qc k the [Enable ] butto n and the n clc k the [Triggers ] button . Jic k
the [Enable | button . Reset the “Activaio n Flags ” so that they are all
presse d in. Set the tigge r type to “Key is  ON”

<At >-<Cick > the loc k box and then clic k the [Add] butto n in the
“Triggers " group .

Qc k the door to select it and then clic k the [Add] butto n in the
“Commands group .

PickingUpandPlaangObjeds

Sone object s can be place d about in your leve | for Lara to retrieve
Dependin g on the objec t and howit 's set up, you mg fin d that it can
be place d on the floo r, on a low or hig h pedestaa , on a wall to be
prie d off wit h a crowbar, or even hidde n insid e a wall . Anothe r optio n
Is placin g object s on the same sectio n as a baddie .

For the mog part , how an objec t can be place d is not documented . Cnly
by experimentatio n can you determin e if you can achiev e the desire d
resut . 1’1 | show you a coupl e of alternativ e ways of placin g object s
and leav e it up to you to figur e out more. The officia | leve | edito r
documentatio n contain s some informatio n that can possibl y help , or you
can watch the onlin e foru m mentone d in the fron t of thi s manua for
post s containin g informatio n that other s have managed to figur e out .
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G ahead and load in the tutoria |
level . Set the curen t room to Room
#3. Look at the pictur e at the
ight . The secto n wit h the aro w
pointnhk g to it is the one that we
want to modif y but you won't fin d
any line s around it as our drawin g
has. In the 2D Gi d Box, <Rght
cick > on the lower lef t blac k squar e that represent s thi s section
Then clic k the [Hoor ] butto n down belo w The roo mwil | loo k th e same
but the 2D Gi d vie w wil | show a blu e floo r squar e ther e now dic k
the upper righ t Geometr y butto n and clic k thi s secio n in the 3D
Vihdo w

Qc k the [Render Textured ] and [ Texturin g Mbde] buttons . Go ahead and
appl y texture s to the top and sid e sections . Mdike Room #7 th e cumen t
room and then textur e the celin g secto n that 's the botto m of our
new floo r section

Now that we have a new plac e for Lara to cim b up onto, let 's put a
coupl e of object s there . Cic k off the [Textuin g Mdde] button .

Vake Room #3 the curen t roomand clic k the [Satcs ] butto n folowe d
by the [Enable ] button . Select “Sati ¢ Mesh#9” and the n clic k our new
floo r secio n to plac e a pedesta | there . Cic k the [Enable | butto n to
tur nit off.

Qc k the [(ohjects ] butto n followe d by the [Enable ] button . Scrol | down
in the object s lis t and select the “Cold Rose” object . Change the
“O@’ variabl e to number 4. Now clc k the floo r where the pedesta | is .
You won't see the objec t because it 's hidde n by the pedestal . Cic k the
<W arrow > twic e to get the rose (secret ) to the comec t height . CJic k
off the [Enable ] button .
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Qc k the [Triggers ] button , the n the [Enable | button . Set the trigge r
type to “ltemis_ Pcked Up .” <At >-<Cick > on the rose to selec t it
and then press the [Add] butto n in the “Triggers " group . Then in the
“Commands group , selec t “Secret Found.” Press [Add] at the bottom . In
the popup wndow set the secret number to 1. Cic k off the window
and your secret is ready to be found .

ObjeaO0CB &tttings

When you plac e an object , the folowin g informato n may hel p you. It
may or may not be vali d in the paticua r gane that your e workin g
on.

oCB Object Location

Chbiect s onthe floor

Chiect s hidden in awall hole

Chiectis on the wall (use a crowbar to remove it)
Chiectis on a high pedestal

Chiectis on a low pedestal

= W R = O

As an exercis e that you can do yourself , plac e the “Cowbar ” objec t
somewhere for Lara to pic k up. Then selec t “Pc k up ite m 1" and set
the OB variabl e to 2. Plac e thi s objec t on a secto r alon g a wall and
rotat e it unti | it 's agans t the wal . I n the gare you shoul d be abl e
to use the crowbar to pry the objec t off fro mthe wall .

Ancther thing to mentio n about placin g object s in your level . If you
plac e an object(s ) on the same sectio n as a “baddie ,” the object(s )
won't show up unt | you kil | the *baddie ,” and the n the object(s )
appear where he dies . This is a handy way of addin g amm@ weapons, and

medipack s to your game

For Pick - able objects: if they are placed with activation flag “I”

(invisible) ON, then in game the item will not show up until it gets
triggered as any other normal object.
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BADDIES and Their Al

If baddies aren’t given a special behavior they just go after

Lara as soon as they are triggered. To give a baddy a special
behavior you need to place an Al object on the square with the

baddy whose behavior you are modifying. The baddies ‘pick u p
their instructions from these null - mesh Al “dummies”. Not all
baddies are programmed to work with all the Al available...a

little experimenting is required. The following is a rough

guide only. The various Al work mostly with Baddy 1, Baddy 2
and the SAS guard:

Al_GUARD - Makes the guard move his head about, looking left
and right, with a 180 degree field of view. Drop an Al_MODIFY
on the block as well, to make the guard look straight ahead

only. Guards begin attacking once Lara shoots at them, or in
some cases, when she comes into their view and gets within one

block of them.

Al_AMBUSH - Makes the baddy run to a designated square by
dropping an ambush object on his square and another on the
square where you want him to go.

Al PATROL 1 & 2 - To make a baddy run a patrol between two
points, drop an Al_PATROL1 object on his square, drop another
Al_PATROL1 object somewhere else on the map, and finally an

Al_PATROL2 in another location. The baddy will go from the
(second) Al_PATROL1 to the Al_PATROL2 and back again.

Conditions for chasing Lara are the same as the Guard
behavior.

Al_MODIFY - Drop an Al_MODIFY on the block with the Al_GUARD
to make the guard look straight ahead.

Al_FOLLOW — Baddies with this behavior are probably "goodies".

To make a baddy wait for Lara to follow him to a specified

point on the map, drop an Al_FOLLOW object on its block, and

drop another Al_FOLLOW on the map where you want the baddy to

go. Use this to get "baddies" to show Lara a switch or a
secret room. If Lara attacks the baddy, he will immediately

forget about the follow behavior and attack her instead.
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Al_X1 - AI_X2 - Drop one of these on the SAS Guard baddy
square to make him fire grenades (if you drop an Al X1 on a
different Baddy, and he is triggered first, the Al_X2 baddy

will not fire grenades).

Generdl rules abou Baddies:

A baddy is never visible until triggered.

A baddy’'s zone is basically the area that he can get to and is
dependent on what animatioins he has.

The Al in Tomb Raider in principle allows any baddy to follow

Lara from one end of the map to the other. However, for game

play and memory reasons, most baddies do not have the
animations for climbing up or down blocks or for jumping very

far. In fact, the “average” baddy can only go up or down 1 -
click changes in height. With a slope, if the change in

average height from one block to the next is more than 1 -
click, then most baddies won’t be able to go up or down it.

Baddies can never (even if they're jumping or flying) pass

over an illegal slope (i.e. on e that Lara would not be able to

stand on).

Do not activate several items at the same time, having too
much enemies awake will cause some enemies flickering, bad

behavior or weird engine problems. Some animated objects
accept to be deactivated so once they are not used anymore you
can deactivate them, try to get actives only necessary
objects, you can activate fires when Lara is approaching to
that zone and you can deactivate those fires when Lara is

going away from that zone.

For tr3 game engine, the “kill all trigger” null mesh is very
useful for “clean” your level zone from all remain actives

items that the player could have left actives in the previous
zone (enemies not Kkilled, fires, etc), that will a sure you
that your level will get back in a “fresh” state at that

point.
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SettingUpZones
Zones might best be looke d at as bein g fence d in areas in your leve |
where “baddies ” can not cros s over the fence. |If a “baddie ” is in a

zone (fence d in area) then it can not get out, and if it 's outsid e one
of thes e areas , it can not get in.

Nat only do zones preven t “baddies ” fro m goin g where they wil | get
int o trouble , but they als o set up areas where they only pay attenti on
to Lara when she enter s thei r zone. Ghemwis e they wander aroun d
peaceful y doin g nothing . (Dependn g on whic h game engin e your e
using , thi s may or may not happen in your level .), some animals
from trl, tr2, tr3 (wolf, bears, tigers, lions etc) looks more

realistic when zones are applied to sectors where Lara is
inaccessible for them.

To see how thes e zones work in actua |

pracice , go ahead and boot your
progam . Ceat e a new room that is
9x9x3. Load the TRS Deno leve | as a base
leve | and load in some textures . |-
ahead and textur e th e roo mas desired

Now use <Qrl >-<Gift >-<Cick > & drag to
selec t the floo r area shown as dark
geen in the pictur e here on the rght . n
Then in the 2D Gi d group in the botto m

lef t come r of the screen , set the Zonel D variabl e to number 1. Qic k
the [Put Zone] button . Next selec t the area show as ligh t gree n and
afte r setin g the ZonelD to the number 2, clic k the [Put Zone]
button

Finally select the floor area that 's show as red. Set the Zonel D
to the number 3 and click the [PutZone] button . V¥ now have three
di fferent zones as well as areas that are not part of any zone.
You might want to texture each zone di fferently so that it will
be obvious when you play the game asto where each zone is at.
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Using the technique s as we did back, plac e a lio n in each of the
zones. Set up a tigge r in fron t of Lara to tigge r all thre e lions

G ahead and buil d the level . Wha you wil | fin d is that the lon s
wil | ignor e Lara as lon g as she doesn’t go int o thei r specifi Cc zones.

You can use zones in your leve | so that when Lara climb s onto a bloc k
or something , the anmal wil | go away and leav e her alone .

The ZonesID numbers are used just for put different zones in
the same room, you can keep using same zoneid number in others
rooms.
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Lighting and Effeds.

Most the time the trick of doing good lighting is done
defining a dark color room and them placing brighter color
“light objects” that will “lights” some sections in the room.

When you define the color parameter you can get it from a
palette dialog or typing manually the full RGB values from O
to 255 for each component. Notice that using full RGB values
allow you to choose dark or bright colors; you will define

dark colors for the whole room and a bright colors for the

“light objects”.

But the problem about working with full RGB value colors is

that is hard to calculate the equivalent RGB value if you need
the same color but darkest or brightest, it is even worst if

you want for example put a orange light into a yellow room; if

both colors does not have the correct equivalent intensity

then they don’t looks right, one of them could looks too dark

or too bright.

In Dxtre3d all related to lights is defined using a color
parameter (red, magenta, blue, yellow, etc) and how dark the

color is (intensity parameter) using a value from 0 to 31,

where 31 is maximum darkness, that way for any color you

choose you can play later with the intensity value for

defining the dark/bright equivalent with not need to worry
about RGB components equivalents.

For trl, trii game version, only white light color is
available, for TR3-TRc game version any color is supported.
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Lighting in Tomb Raider projects is mainly done using 3
elements:

Ambient rooms intensity & Color: This is the starting setup

for the whole room. Wall, floor and ceil ing faces will have
this initial color and intensity; you normally will use a dark

color here.

Lara’s Light intensity & Color: This is the color and
intensity that Lara, baddies and Objects that move (movables)

will have in this room when they are not affe cted by externals
lights objects. For good effects normally you will use dark

colors here.

Object lights: These are external light objects placed in the
room and with properties that define the color, intensity and
how much sectors the light will cover. You will normally use

here brighter colors than the ones used with the ambient room

intensity element.
Look the picture

at the right, Walls with ambient room intensity

the ambient room = S

intensity define

the default dark Lara's light intensity Light object color & intensity
for whole room, R :

the Lara’s light

intensity define

the dark Lara

body sid e which
iS not getting

any light from
any object, the
light Object for
define the color

and intensity to

the lightened
Body side and
room faces.
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“Ambient Room” and “Lara’s light” are defined in the room
properties, choose the color and the intensity to be used in

the room.

Selecting the right color/intensity for your ambient room
depends on the textures you used within the room; already dark
or colored textures will produce different final color
combination with your ambient color. Sometimes you will need
to try different ambient light intensities values until your

color combination looks right in game with your textures.

Notice that in the “Lara’s light” control you can define the

intensity value as * - 1" (default), when so it mean you want
Lara’s light value gets same value as defined in the “Ambient
light” control. For TR1 - TR3 levels only white color can be
used with Lara’s light control, for tr4 and TRC you can use
any color.

The Light manager todl:

“Light Objects” are defined from the Light manager found in
the “More #1” tool group.

Because you most likely will want to try with different room
ambient intensity values until you gets the right looks with

your textures; in Dxtre3d 2.x the light objects intensities
values are RELATIVES to the current ro om ambient intensity
value, for example, if light object intensity value is “4”

then it mean the light object intensity will be 4 units
brighter than the current ambient room intensity; this way
increasing/decreasing the ambient room light intensity in your
room automatically will increase/decrease all light object’s
intensities in the room so the smooth light transition will be

kept.
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Color: Select the color you want for ~Light - o
light object, (ignored in tri-trii o EiEes
levels). ||:| chwhite j |4 j
Brightness: Object  Light brightness IEFE'"D; |nLP =] IE”'E”Ej':t
r elative to the current ambient light —
value, negative values mean Shadow, for |W AffectFaces [ Fake [~ Hide
example a -6 value mean  a darkest shadow Enable  Feplace| Delete |
than a -2 shadow value.

Falloff: Coverage (Sphere light radius), press F2 to
enable/disable Visual Sphere mesh.

LP: This value can be used to increase the light brightness

seen on Lara and movables objects but without affecting the

current room mesh lighting brightness.

FX-Effect. Lighting effect feature used in tr2-trc levels.

Affect Faces: Uncheck this if you want this object doesn’t

affect room meshes but just Lara & movables objects.

Fake: When checked then light objects will affect room meshes
object only but not to Lara and Objects, recommended on places

never accessible by Lara or movables (high in the ceiling for
example) for save REAL light object resources.

Hide: Object lights takes time to calc some ray tracing and
mixing finals colors, when the room is bigger and when you

have many light objects then showing the result takes some

time, you can check this option to Hide all objects light
except the last one than you are placing; that will speed up

your place lighting process.
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GAMA FEATURE: It is
included a  option

that allow you to
increase how it look
the light brightness
INTO THE EDITOR,
press <PageUp>,
<PageDown> keys to
increase/decrease

light brightness,

look the status bar

for  check current
gama value. This gama
light intensity

affect only HOW LIGHT
INTENSITY LOOKS INTO
DXTRE3D; the light
intensity ~ seen in
Game is not affected;

this will help you to

tune your
monito r/editor  light
intensity  to match
closely how it look
in Game.

Let's try an example in

the editor, boot the
program, and open your
origdemo.trc as base
level and platform.tga as

texture set. Add a 9x9x3
room; use the texture for
the floor, wall and
ceiling like in the
picture in the right.

Add two pillars like in

the picture.
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ambiert Ligtht—~ [24 3] [ owhie =] | From the room properties, set the
: . values like in the left picture 24

Lara's Ligh no3 Phite, = ) . '

o1 St I =l |U] ewhie 2] as ambient light, 31 as Lara's

Defaut Spat Light |1 2 (] chwihite x| light, use white color.
From the <More Option> group click the “Turn L ight” button,
and disable the “Render textured” mode, if the room looks too
dark you can press <pageUp> few times for increase the gama.
Now go to “More #1” tool group and be sure the “Enable” button
from the “Light” manager is down, you are ready now to put

object light into the room.

Now click the *“color” control and

select “Yellow”, put value “3” at the
“falloff” control, and now click the

sector in the room like in the picture
to the right:

Now click the “color”

control and select “Aqua”,
and now click the sector in
the room like Iin the

picture to the left:
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Now compile your level and then go run the game, the room will
looks something like the picture below.

TRII Blinking and Fading light effed.

In TRIl game, two very interesting light effect was
implemented in the engine; Blinking and Fading. You can enable
these effects using the “Water scheme” control in the room
property; put value “1” for enable the Blinking effect; put

value “2” for enable the Fading effect.

Then in  the Light module, place some lights objects with the
“FX- effect” value to “1”; in game the faces affected by that
light object will Blink or Fade.

Positive FX - effect values controls how Light -to- Dark will be
the effect, bigger values mean darker effect.

Negatives FX - effect values controls how Light -to- Bright will
be the effect, lower values (going down negative) mean
brighter effect.
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TR3 TR4 FX EFFECTS:

For Tr3 and Tr4 game engine, the Fx - effects values mean that
the lightened faces will have next effect:

Value “1”: Water light modulation.

Value “2”: Water wave movement.

Value “3": Both effects combined.

Value “4”: Remove water light modulation and wave movement
effects in water rooms.

Value “ -1": OVERWRITE color light, this means that lightened

faces color will not be mixed with any prior light color from

a prior light object.

Value “-2": The color light will be mixed using XOR method.

TR4 FOG FX EFFECT

For Tr4 game
engine placing
value “-3” at the
Fx-effect control
will convert the
light object into
FOG OBJECT, the
BRIGHTNESS field
controls how dense
the fog is. You
have to enable the
“Volumetric FX”
option in the game
setup to enable

fog effect into

the game engine.
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You can put in your level a trigger with the command EFFECT
and parameter 28, that define the Fog color in the level for

all fog objects placed, type at the “TIMER” field the fog

value color you want using the next table:

Fog Lighting Chart

RGEB "Timer™ Value COLOR
0,0,0 0
245,.200,60 1
120,196,112 2
202,204,230 3
128,.64,0 4
654,64,64 S
243,232,236 6
0.64,192 7
0,128.0 2
150,172,157 g
128,128,128 10
204,163,123 11
177,162,140 12
0,223,191 13
111,255,223 14
244,216,152 15
248,192,60 16
252.0,0 17
198,95,87 18
226,151,118 19
248,235,206 20
0.,30,16 21
250,222,167 22
218,175,117 23
225.191,78 24
77.140,141 25
4,181,154 26
255,174,0 27
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Seawave water effed:

In TR3 and Tr4 game engine you can apply a strong wave
movement to the water surface (like seen in the tr3 south
pacific level), you can apply that effect using follow
process:
» First, DO NOT textures the ceiling in the underwater room.
» Texture the water surface in the t op room with the double
side option enabled.
 Now for top room select the room properties and type in
the "WATER SCHEME" control value "15" (15 mean max wave
strong).
* Now you need to "Light" the top water surface using a
light object with fx - effect = "2", all faces affected by
this light will have wave effect. Use F2 keys for toggle

on/off the light mesh sphere.

'_Giacumetry-.l :Etatics-l I:Ibiéclsl Tr'iggers:l

Anim Test ” Fare H1 baore #2 |

—LCameras & Sinks

Strong  Flags
|Eamera ;I |EI ﬁ ]EI _ﬁ

Add | F‘Eﬁ]ﬂc_ﬂ' Defét_é;'

~ Lights
' Color Brl'ghtnesls

| ctwhite =] [¢ 2]

Faldff  LP
2 =l =

¥ AffectFaces | Fake [ Hide

! En,able- Hepla@el Uelete l

Just to be clear, please note texturing the water surface can
be done in two ways:
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1.- Texturing the ceiling in the underwater room, the edit or
automatically will double side the ceiling, the water surface
will be seen with the underwater room properties.

2.- Texturing the water surface in the Top room with the
"double side" option checked, the water surface will be seen
with the top room properties.

For trl, tr2, TRC levels it is recommended the option #1, for
tr3,tr4 it is recommended Option #2.

Default Spot Light:

Ambient Lith I 7 owhie 5] Maybe you are Wgndenng for what
5 2 [ awhee o] the “default spot light” control

Lara's Ligh v te > . .

33 o e found in the room properties is

@ SpotLioht [1 3] iD chirie T3 used; this is just a helper,

placing individuals light objects
in the room for light Lara and objects could take some time,
also the process described above works best when you are doing
in- door rooms, but for outdoor rooms, sometimes is better if
you include a “default spot light” control, select a color and
not dark intensity (values about 16 - 20), this will add
automatically top - centered in the room a light object with
enough power  for light nicely to Lara and object anywhere in
the room.

This “default” light object is only noted in game and it

doesn’t affect room meshes, you can light your room meshes
using individual light object with the * Fake” property
enabled, this will give you a nice light working in the room

using just one real light object resource!! .
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FLYBY CAMERAS

For Tr4 and Tr5 game engine it is implemented a Flyby cameras
module, they are a sequence of cameras following a defined
path that can be later triggered.
~FlyBy Camera The module works the same as others
Seq 1 3] [0 2] Mumber | modules, you enable the module pushing
Tmer [0 2] 1 2] Seeed | the “Add” button, fill the f lyby cameras
Rol [0 2] [0 2] Fov properties and then:
AnEEEE E|_?| Cll?k segtor . Place a flyby camera.
Shift + click : Move a flyby camera.
8| 9] 10| 11] 12| 13] 14] 15 _ )
Cursor keys : Rotate flyby camera aim.
Add | Feplace | Dekle | | ghift + cursor keys : Fine tune rotate
flyby camera aim.
Ctrl + click : Select flyby camera and gets properties.
“Q","A” keys: to move Up/Down the current flyby camera.
Each camera belong to a group id defined in the “SEQ”
property, you can use several cameras in the group but seem
there is limit about max 7 group in the level.
Properties:

Seq: Sequence number.
Num: Camera number
increments up from

the first camera

in each sequence.

Timer: Similar to

the standard
camera timer, has
special  features

on some flyby
camera modes.

Speed: The initial
speed that the
camera sequence moves at.
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Roll: Used to rotate the camera for barrel roll effects, A+
number is given to rotate the cam clockwise, A - number is
given to rotate anti-clockwise.

FOV: Alters the field of view for each camera in the sequence.

There are also a number of new code- bits to give the flyby’s
different modes.

0= Snap to start of sequence from Lara cam.

1 = Not used.

2 = Loop for infinity.

3 = Track Lara cam.

4 = Target Lara’s last position before camera trigger.

5 = Target Lara’s current moving position.

6 = Snap back to Lara at end of sequence.

7 = Cut - Cam, Jumps to a specified camera in the same sequence

(Timer = cam number to jump to).

8 = Hold camera (timer = 30 X Number of seconds).

9 = Disable look key break out.

10 = Disable Lara control.

11 = Enable Lara control.

12 = Not used.
13 = Not used.
14 = Activate heavy trigger.
15 = No used.
SoundSources:
EE—— For Trl -TRS5 it iIs implemented *“sound
Sound 1D Flag sources” module. These are objects that
I I = represent a selected sound that can be
heard at that level position; generally
ady Peplace | _Dekte | they are used with waterfall or sim ilar
sounds; not any trigger is required.
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The module works same as others modules, you enable the module
pushing the “Add” button, specify the SoundID and then:

- Click sector: Place a Sound source.

- Shift + click: Move a Sound source.

- Cursor Up/Down: Move Source sound to Up/Down.
- Ctrl + click: Select Sound Source and gets properties.

SoundID available are only those included into the internal
sound map into the TR base file you are using, you can use
Trviewer to known the sound id available in your base.

Sound ligt;

264

I Net used [id #0791
| Mot used id #0271
| Mot used (id #0281
| Net used [id #0371
| Mot used [id #0407 1
| Mat used (id #0451
| Net used (id #0507 1
| Mot used (id #057) 1
| Net used id #0E2] 1
| Mot used (id #054] |
| Mot used (id #OG5] 1
| Net used id #090] |
| Mot used id #1107 1
| Mat used id #1131

I Mat used (id #118) | LI
Flay zelected |
Sounds mapped to Tomb Raider || j

|zed gounds: 108

Splazh [Lara surfacing] ﬂ
Squeaky door opeting

Swimn [Lara undenwater]

Tiger dying

Tiger growal 1

Tiger growl 2

Tiger growl 3

Tiger growal 4

| Indenmater ambience

[Indenmater lesver pull

Wade in shallow water

Walk in shallow water

i aterfall

| Flay zelected I

W olurme; |24I:IE Mum zamples: |1_
Sound range? :I-E4|:||:| Charinel? : |3_
Pricrity’? :IEI

First index: B2

Internal indes: i
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Tr1,Tr2, TR3, Trc null mesh.

For trl,tr2,tr3,trc there are some null mesh objects which provide

some special effects and behaviors, the trl - Trc game engine lack

the OCB control, but sometimes the “timer” control in the trigg er
to assign a especial behavior.Y suggest to use FEXINSPECT tool for
revise how some items/puzzles are setuped in the originals levels,

some objects has pretty obvious usage but some need some especial
setup.l can’'t describe all of them in this manual, but here are

some interesting ones | have observed:

TR1

Camera target : used for aim the camera at empty spots, normally you
aim the camera at actives items but if you need to show a empty
area (like when flipping a normal with water room) then you need to

use this dummy invisible item.

Waterfall Mist: Used to tell the game engine to show in that place

a waterfall splash sprites, also automatically it will attach a

waterfall sound.

Gold Maker:  Used for convert Lead bar objects into Gold bar objects

from Lara’s Inventory. If Lara steps in that sector she will turn

into gold statue and will die.

MummyMutant (can Fire): It is like placing the Winged mummy -mutant
object, but in game the baddy will not have wings and can fire

shoot.

Mummy-Mutant: It is like placing the Winged mummy - mutant object,
but in  game the baddy will not have wings and it is not fire shoot

capable.

Sparkles: It show a nice sparkle sprites, used with lava object,
and death sectors.

Earth Quake:  When triggered then an earthquake effect is used until

the item gets anti-triggered.

TR2:

Door bell sound: Nice soft door bell sound, can be used when Lara

open a door, the item is placed at the same sector where the

trigger is. The sound longs about two secs.

Birds Sound: This will attach in that sector a nice permanent
littlie bird’s sounds.

Waterfall Mist: Used to tell the game engine to show in that place

a waterfall splash sprites, also automatically it will attach a

waterfall sound.

Alarm Sound: This will attach in that sector a permanent alarm
sound.
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Water Drop Sound: This will attach in that sector a nice permanent

water drop sound.

Sparkles: It shows a nice sparkle sprites, used with lava textures
and death sectors.

Earth Quake:  When triggered then an earthquake effect is used until

the item gets anti-triggered.

TRS:

Waterfall Mist: Used to tell the game engine to show in that place

a waterfall mist effect, also it will attach a waterfall sound.

Fire, Flames emitters, etc: There are several fire and flames

particle system effects.

Pulsat ing lights effects, etc : There are several color and blinking

light effects.

Kill All Triggers: Used to turn off any current active item, used

after finishing an area in your level and you want to continue in a

fresh state anti - triggering all enemies/objects that the player

could have left actives in prior area.

TRC:

Bats: Particle system effect, put in the OCB the amount bats
you want to see when the item gets triggered.

Heavy Dummy Item: It is placed into a sector, then setup in
this sector an “if Item at sector” trigger, then when you
trigger this dummy item, the heavy trigger is executed too.

Flame Emitter with spark: Flame emitter with some spark

effects, OCB values used: 14, 15, 31, 41.

Fade Light: Fading lights effect, use OCB value 31.

Beatles: Par ticle system effect, put in the OCB the amount
beetles you want to see when the item gets triggered.

Laser 3 and Laser 4: Lasers effects, use OCB values 44.
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THIS IS ALL, NO MORE INFO INCLUDED IN THIS MANUAL.

*kkkkk MAN UAL E N D *kkkkk
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