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CREDITS and THANKS 
 
 

Building an unofficial level editor is a hell of a lot of work, and if it wants to cover all  TR Versions, 
(tr1,tr2,tr3,tr4,trc)  then it is even more difficult. Add to this that you are working with unofficial file format 
specs,  learning 3d graphic API (Directx or Opengl) and spending all your free time (and sometimes not so 
free!) will makes you feel li ke you’re going to go crazy. 
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Well, as usual I 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 modules, like 2d map, 2d grid, 
Texture Panel and Room linking (official editor look alike way), you have great programming skill s. 
You saved me from lot coding months!, thank you so much. 
 
- E. Popov, for helping me and providing me with info about internal tomb raider texture table file 
format, also I got the general idea about 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, awesome works you done!, also he 
rescued me two times,  I was unable to found the solutions about some problems in custom TRc 
levels, and he take the time to check it out and found what was wrong, THANK YOU SO MUCH, there 
is TRc support in my editor thanks to your effort and kindness. 
 
- Dale Rickert,  I WAS SO LUCKY that day when I received a email  from you offering me  your help 
to write the manual,  you became my main Dxtre3d tester, trying every option and founding several 
important bugs. The manual is awesome and if the editor gets success with new beginner users, that 
will  be thanks to you. 
 
- Kevin (The Vagrant),  my good old friend,  it is amazing how we (you and me) keep enjoying 
Tomb Raider Game trough all  these years, people comes and peoples gone but you still  here hanging 
on, thank you so much. 
 
- ICEBERG. , My new partner, when Rgbold leaved the forum long time ago hacking the Tomb 
Raider file format was not funny anymore, coding and hacking Tomb Raider is hard when you feel 
that there is no one else to ask when you get stuck, but suddenly you appeared at the forum, with new 
energy, a new programmer partner (that even also use Delphi like me!!) , you push the editor so hard 
and you provide me all  the help to make my tools XP compatible. It's so refreshing to know that I can 
count and trust on you. Thank you so much. 
 
- Michiel. Aka TRWAD.  For using my TRC editor for test and document all movables from 
Chronicles Game, your OCB chart and items catalog is a invaluable help,  thank you for share with me 
and taking the time to found internal stuff inside the Tr file format. I think that if you leave the dark 
side of the force and abandon those stinky C++ and VB compilers we could be best friends. 
 
- And finally to several guys at the Forum to test, found and suggest new Ideas for the editor, but most 
at all to tolerate my weird behavior and  bad mood,  I know sometimes is a littl e hard to interact with 
me. Thank you so much to those that criticizes my editor and give me the push to code always a better 
tool. 
 
 
 77XXUUEER�R�33DDVVFFDDOO��   (July 2004). 
 
 
 



 Page - 6 - 

System Requirements 
 
 
 
• DirectX 8.1 or above. 
• A video card with hardware acceleration and at least 4 MB of memory. 
• Screen resolution set to 1024 x 768. 
• Windows 98 Second Edition or  above.  
•  3 Buttons Mouse recommended. 
 
 

• IMPORTANT: In order to use this program, you will need to have a copy of one of the 
Tomb Raider games that can be played directly from your hard drive instead of  your CD 
drive. One way of achieving this is by using one of  the available demos. 
 
 

If need be, you can download a copy of the Tomb Raider Chronicles demo from the 
following link: http://www.eidosinteractive.com/downloads/search.html?gmid=103 
 
 

Under “Demos,”  click on the Tomb Raider Chronicles demo file name to begin the 
download. It’s a rather large file -- nearly 15 megabytes. 
 
 

You can also download a selection of textures from the same page. Under “Other 
Media,”  click on the textures file name to download them. 
 
 

The Tomb Raider Chronicles demo and the above mentioned textures will be used in our 
“hands on” tutorials. and so you may want to download them if only to use them in the 
tutorials. 
 
 

If these files are no longer available, check our web site for information on how to 
acquire them. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 Page - 7 - 

Installation 
 
 
 

If you got the package from ZIP files then just create  a director y and 
unzi p al l  th e file s int o tha t  director y.   
 
 
Creat e a deskto p shortcu t  fo r  th e “dxtre3d.exe ”  program.  
 
 
Make sur e Window s i s runnin g i n th e 1024x76 8 scree n mode wit h 16 or  

greate r  bit colors. Boo t  th e progra m by double-clickin g (o r  singl e 

clickin g i f  your  deskto p i s configured tha t  way)  th e new progra m icon.  

 

 

You should then go to menu “File”, “Config”  and open the language file  

(if available) for your native language.  

 
Notation & Terminology 

 
 
 

Throughout this manual the following notation will be adhered to: 
 
 

The names of  button s on th e scree n tha t  you can clic k on wil l  be 

surrounde d by squar e brackets. Thu s [OK]  and [Geometry ]  represen t  an 

OK butto n and a Geometr y button .  [Up arrow ]  i s  a button tha t  appear s 

on th e scree n as an upwar d facin g arro w.  

Keys on your  keyboar d and th e mouse button s wil l  be surrounde d by 

“greate r  than ”  and “less than ”  brackets .  Thus <A> woul d be th e “A ”  key 

whil e <Enter > woul d be th e “Enter ”  key.  

 

When two or  more key s ar e separate d by dashes ,  i t  means you ar e t o 

hol d down one key while pres sin g th e othe r  key.  Thus <Ctrl>-<Shift>-

<A> means tha t  you ar e t o hol d down th e “Control” ke y and th e “Shift ”  

key whil e pressin g th e “A ”  key.  
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When jus t  th e word “click ”  i s  encountered ,  i t  refer s t o clickin g th e 
mouse’ s lef t  button.  <Lef t  click > means t o clic k th e lef t  mouse 
butto n whil e <Shift>-<Lef t  click > means t o hold dow n th e “Shift ”  key 
and the n pres s th e lef t  mouse button.  

 <Alt>-<Shift>-<Lef t  click > & dra g means t o hol d down th e “Alt ”  key 

and th e “Shift ”  key and whil e holdin g down th e lef t  mouse button ,  

dra g th e mouse t o increas e or  decreas e th e siz e of  your selection .  

Thi s i s  ofte n used when selectin g group s of  items.  

 

If when in the editor you move the mouse over a control  the pointer  

turn to  this shape:  then it means you can use right  click to 

bring a popup  menu with additional options.  
 
 

The following terminology is used: 
 
 

Block :  A standar d size d geometri c cube tha t  measure s 64 pixel s i n al l  

directions .  I t  can als o refe r  t o a distanc e that ’ s equal  t o th e heigh t  

or  widt h of  a standar d 64 pixe l  block.  

Section :  Walls ,  ceilings ,  and floor s ar e divide d int o smalle r  area s 

referre d t o as sections .  They are usuall y rectangula r  but  on occasio n 

can als o be triangula r .  When you ar e texturin g walls ,  floors ,  and 

ceilings ,  individua l  texture s ar e applie s t o each individua l  section.  

Stati c Item :  An ite m place d i n a leve l  that ’ s primaril y jus t  fo r  look s 

and does not  interac t  wit h any of th e characters .  Such item s coul d be  

tree s and statue s and so on.  

Objects :  Unlik e stati c items ,  thes e object s interac t  wit h th e 

Characters .  They can be item s t o be picke d up,  lock s and keys ,  

pushabl e objects ,  object s tha t  blo w up when they’r e shot ,  and so on.  
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Finding us on the Web 
 
 
 
 2XU�2IILFLDO�ZHE�VLWH�FDQ�EH�IRXQG�DW�����KWWS���ZZZ�JHRFLWLHV�FRP�F\EHUBGHOSKL�
(PDLO�WKH�DXWKRU�DW����&\EHUB3DVFDO#\DKRR�FRP�

�
 

On-Line Help: The Forums 
 
You can get help and information on using our program on the Web by joining the following on-line 
forum: http://pub19.ezboard.com/ftreditingzonefrm2 

 
 

 
A Word About Saving Files 

 
Anytime you are building a Tomb Raider game, it is extremely important to save your level often. 
Not only should you save it often, but you should save your program out as different files at different 
places in its development. There’s nothing more upsetting than to spend days working on a terrific 
level only to find that you did something earlier that now has the level messed up to where you have 
to go back and start all over. 

 
 

 If you will save your level into different files you can later back up and restart from some place other 
than at the beginning. When you save your levels out at various stages of development, at the very 
least name them in such a way that you will know exactly where you were at when you saved it. You 
might want to include a text file of the same name and make comments about the level so that you 
can later read it and know how things are meant to function. 

 
 

 Once you get into the habit of saving often, make sure you are not just continually overwriting your 
only existing file. It’s upsetting to save your level and then suddenly realize that you’ve overwritten 
the only good copy of your level with one that contains an irreversible mistake. All of this applies to 
the levels that you’ll be working on in our hands on tutorials. 

 
 

SAVE  OFTEN ! 
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Included Project Files 
 
 
 

Included with the program are several project files. Each of these projects are ones that I created as 
I built the tutorial level in Chapter 3 and Chapter 4. If you want to see how my level looked and 
worked at various places in the tutorial, you can load in one of these projects and build it. 
 
 

Near the right margin of the pages in Chapter 3 and Chapter 4, you will find red numbers with red 
boxes around them as shown here . . . 
 
 

3
 
-
 
4 

 
 

This means that the included project named “ch3-4.tre”  can be loaded in to see my project at that 
point. I hope this will help you if your own project doesn’t go the way it should. 
 
 

Before loading any of the projects, you will have to set up two files so that the path to them is the 
same as it was on my computer. That way the program will find these files when you load in the 
projects. 
 
 
The path to the texture file must be... 
 
 
C:\Program File\Core Design\trle\Extra Textures\tr2\platform.tga 
 
 
The path to the Base level must be... 
 
 
C:\Program Files\Core Design\TR5 Demo\data\orig_demo.trc 
 
 

If your files are in different places on your system, simply create the paths as shown above and 
place copies of the files in those locations. 
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Chapter One: Main Windows 
 
 

A Brief Description of The Main Window Features 
 

The Menu Bar 
 

 

At  th e to p of  th e scree n ar e 5 di f feren t  pull-dow n menus.  

The File Menu: �
New Project :  Discard s th e curren t  projec t  so tha t  a new one can be 

starte d Thi s does no t  remov e th e Base leve l  or  you availabl e 

textures.  

 

Open Project :  Opens an existin g save d project.  

 

Save:  Saves th e curren t  projec t  usin g th e name alread y assigne d t o 
it.  

 

Save As:  Bring s up a dialo g box tha t  allow s you t o sav e your  

projec t  wit h a new name.  

 

Open Base Level :  Opens an existin g Tomb Raide r  leve l  tha t  can the n 

be used as a sourc e fo r  variou s object s and items  

 

Open Textures :  Opens up a graphic s fil e tha t  can be used as a 

sourc e fo r  textures. Th e texture s ar e displaye d i n th e Textur e 

Windo w on th e righ t  sid e of  the Mai n Windo w.  Numerous graphi c fil e 

format s ar e supported.  

 

Do not  Open base automatically :  Allow s you t o open a projec t  

withou t  a Base level. Thi s allow s you t o open your  leve l  and the n 

loa d i n a di f feren t  Base level.  
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Do not  Open textur e automatically :  Allow s you t o open a projec t  

withou t  textures. You can the n open a di f feren t  textur e fil e fo r  

your  level.  

 

Buil d Level :  Initiate s th e compilin g of  your  projec t  int o a 
playabl e level.  

 

Config:  Bring s up a pop-u p windo w wher e you can set  th e mouse 
sensitivit y for Notations ,  panning ,  and Zooming.  

 

Exit:   Close th e DXTre3 D program.  

 

At  th e botto m of  th e drop-dow n menu i s a lis t  of  th e las t  fe w 

level s tha t  have been loaded .  Afte r  bootin g your  program ,  you can 

readil y clic k on th e name of  a leve l tha t  you have been workin g 

on recentl y and i t  wil l  be loaded.  

The View menu 
 

Hid e Ceiling :  Hide s th e ceilin g when i t  possibl y obstruct s your  
vie w.  

 

Hid e Floor :  Hide s th e floo r  and wall s when the y possibl y get  

i n your  vie w.  

 

Hid e Ornaments :  Used t o hel p spee d up renderin g of  a room.  

 

Hid e Items :  Used t o hel p spee d up renderin g of  a room 

 

Blac k Background :  For  thos e who woul d rathe r  have a blac k 
backgroun d while workin 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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The Edit menu 
Undo:  Used t o cance l  th e las t  ste p performed.  

 

Redo:  Used afte r  th e Undo command t o restor e th e las t  actio n 
undone.  

 

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

 

Past e Floo r  Block (Ctrl+V) :  Used t o past e a floo r  sectio n that ’ s 

been copied.  

 

Past e Ceilin g Block (ALT+V) :  Used t o past e a ceilin g sectio 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.  

 

Clea r  Al l  Objects :  Removes al l  objects ,  items ,  triggers ,  and 

camera s fro m your rooms; useful for start a new project re -using 

an old TRE.  

 

Delet e Las t  Trigger :  Used t o delet e th e las t  create d trigge r .  Use 
cautiously!  

 

Item s List :  I f  you have “Objects ”  selecte d and [Enable ]  active ,  

thi s bring s up a list o f  object s i n your  level.  

 

Trigger s List :  Bring s up a lis t  of  trigger s i n your  level.  

 

Quic k Trigger :  Toggle s betwee n using quick triggering for add New  

triggers or for Replace (overwrite) the current one.  
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Apply Texture Attrib to the floor : Will apply  current selected texture  

attrib to the marked floor sections.  

 

Apply Texture Attrib to the Wall : Will apply  current selected texture  

attrib to the marked wall sections.  

 

Apply Texture Attrib to the Ceiling : Will apply  current selected texture  

attrib to the marked floor sections.  

 

Allow Border Room adjustment: When checked, allow user  can adjust room  

border sections. This is not recommended except for  special cases in  

manual portal linking.  

The Rooms menu 
 
New:  Bring s up the “Ad d new room”  dialo g box fo r  creatin g a new 

room.  

 

Properties :  Bring s up th e “Rooms Properties ”  dialo g box fo r  

changin g a room’ s parameters.  

 

Delete :  Used t o delet e th e 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 :  Clone s th e curren t  room.  Great  when you ar e creatin g an 

“alternate ”  room.  

 

Copy:  Makes a Copy for current room.  

 

Paste:  Paste last copied room into the current one.  

 

Send t o Front :  Place s th e “current ”  roo m i n fron t  of  th e “neighbor ”  

room.  

 

Send t o Back:  Place s th e “current ”  roo m at  th e back of  th e 

“neighbor ”  room.  
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Send t o Right :  Place s th e “current ”  roo m at  th e righ t  of  th e 

“neighbor ”  room.  

 

Send t o Left :  Place s th e “current ”  roo m at  th e lef t  of  th e 

“neighbor ”  room.  

 

Send t o Up:  Place s th e “current ”  roo m abov e th e “neighbor ”  room.  

 

Send t o Down:  Place s th e “current ”  roo m belo w th e “neighbor ”  room.  

 

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

The Help menu 
 

Read me File :  Display s th e “Readme”  fil e i n a pop-u p windo w.  

 

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

 

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: The Main Window 

 
 

The Speed Button Toolbar 
Below the Menu Bar is the Speed Button Toolbar 

 

 
 

I t  i s  a serie s of  button s tha t  serv e as shortcut s t o performin g 

multi-ste p tasks .  The firs t  six button s appea r  as arrow s pointin g i n 

Variou s directions.  

 

A littl e bi t  about  roo m orientation :  

 

As you ar e viewin g a roo m on th e screen ,  th e fa r  wal l  of th e roo m i s 
considere d t o be th e fron t  of  th e roo m wit h th e lef t  wal l  bein g th e 
lef t  side  and th e righ t  wal l  bein g th e righ t  side .  A colum n i s 
di f ferent .  The near  sid e i s now th e fron t of th e colum n whil e th e lef t  
and righ t  remai n th e lef t  and righ t sides.  

 

We als o need t o mentio n tha t  th e “current ”  roo m i s highlighte d i n th e 

“Rooms Group ”  at  the  botto m of  th e screen .  To th e righ t  of  that ,  th e 

“Neighbor ”  settin g tell s  you whic h roo m is th e “Neighbor ”  room.  

 

Remember  tha t  <Up arrow > represent s th e up arro w key on your  keyboar d 

whil e [Up arrow] represent s a butto n on th e scree n tha t  you can clic k 

on.  
 
 
Now let ’ s  get  back t o th e Speed  Butto n Toolba r .  
 
 
The [Up arrow ]  button :  Clickin g thi s butto n wil l  plac e th e “Current ”  

roo m directl y  i n fron t  of th e “Neighbor ”  room.  

 

The [Down arrow ]  button :  Clickin g thi s butto n wil l  plac e th e “Current ”  

roo m directl y  i n back o f  th e “Neighbor ”  room.  

 

The [Righ t  arrow ]  button :  Clickin g thi s butto n wil l  plac e th e “Current ”  

roo m adjacen t  t o the righ t  sid e of  th e “Neighbor ” room.  
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The [Lef t  arrow ]  button :  Clickin g thi s butto n wil l  plac e th e 

“Current ”  roo m adjacen t  t o th e left sid e of  th e “Neighbor ”  room.  

 

The [Diagona l  up arrow ]  button :  Clickin g thi s butto n wil l  plac e th e 

“Current ”  roo m directl y  on to p of  th e “Neighbor ”  room.  

 

The [Diagona l  down arrow ]  button :  Clickin g thi s butto n wil l  plac e 

th e “Current ”  roo m directly belo w th e “Neighbor ”  room.  

 

The [Doubl e AA]  button :  Clickin g thi s butto n swaps whic h roo m i s th e 
“Current ”  roo m with  th e roo m that ’ s th e “Neighbor ”  room. I f  Room #1 i s 
th e “Current ”  roo m and Room #2 i s th e “Neighbor ”  room,  the n clickin g 
thi s butto n wil l  make Room #2 th e “Current” roo m and Room #1 th e 
“Neighbor ”  room.  
 
 

The [Checkmark ]  button :  Used at  specifi c time s when you want  le t  th e 

progra m know that yo u want  t o copy and past e certai n things .  Covere d 

i n greate r  detai l  late r .  

 

The [RedX ]  button :  Used t o unselec t  al l  section s tha t  were selecte d 
whil e not  i n th e “Select Mode. ”  (When th e [Selec t  Mode]  butto n i s not  
presse d in.)  

 

The [TFloor ]  button :  Used t o quickl y textur e th e floo r  (o r  selecte d 

portio n of  it )  wit h the curren t  textur e selection.  

 

The [T Wall ]  button :  Used t o quickl y textur e th e wall s (o r  selecte d 

portio n of  one)  wit h the curren t  textur e selection.  

 

The [TCeiling ]  button :  Used t o quickl y textur e th e ceilin g (o r 

selecte d portio n of  it )  wit h the curren t  textur e selection.  

 

The [TRoom]  button :  Used t o quickl y textur e an entir e roo m wit h th e 
last used [TFloor] ,  [T Wall] ,  and [TCeiling ]  buttons.  

 

The [MkRoom]  button :  Used t o simplif y th e multi-step s require d t o 
create and plac e a new roo m directly  belo w a selecte d are a of  a floo r .  
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The [FShape ]  and [CShape ]  buttons :  Used t o chang e block s of  section s 

int o th e currently selecte d geometri c shape.  

 

The [FRandom]  and [CRandom]  buttons :  Used t o creat e rando m 

shape d sections. Explaine d i n greate r  detai l  later.  

The [Build ]  button :  A quic k way of  compile your  level .  Once th e 

leve l  has been compiled , clickin g thi s butto n wil l  compile th e level 

withou t  any prompts.  

 

 
 

The 2D Grid Box 

I n th e upper  lef t  corne r  of  th e scree n you wil l  

fin d a smal l  windo w that ’ s divide d up int o a 

grid .  When you hav e create d one or  more rooms ,  

th e curren t  roo m will b e displaye d her e i n a 

top-dow n vie w.  Each square represent s one floo r  

section .  The blu e square s represent th e actua l  

floo r  whil e th e gra y borde r  aroun d th e room i s 

onl y ther e t o provid e a quic k means of  creating 

portal s (door s and othe r  openings )  betwee n two 

adjacen t  rooms.  
 
 
 
 

Tool Group Buttons 
 
 

Immediatel y belo w th e 2D Gri d Box ar e 

severa l  Tool Grou p buttons .  When you clic k 

on one of  th e buttons, th e too l  group s 

displaye d belo w th e button s chang e to th e ones fo r  tha t  particula r  

button .  When you initiall y boot  th e program ,  th e [Geometry] butto n i s 

pushe d and ther e ar e two too l  group s shown belo w it .  The upper  grou p 

i s the “Geometry ”  grou p and th e lowe r  grou p i s th e “2 D Grid ”  group.  
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The [Geometry] Group button 
As mentione d above ,  clickin g th e [Geometry ]  

butto n opens two too l  group s down belo w th e 

Tool  Group buttons. Th e “Geometry ”  grou p 

contain s numerou s buttons wit h di f feren t  

shape d block s draw n on them.  Ther e are tal l  

blocks ,  slante d blocks ,  and a fla t  one.  

Selectin g one o f  thes e button s makes tha t  

shap e activ e and when you clic k a sectio n i n 

one of  th e rooms ,  tha t  shap e wil l  be create d 

i n tha t  section .  (<Shift>-<Click > t o chang e a ceilin g section.)  
 
The [ Wall ]  butto n i s used t o creat e a squar e wal l  section tha t  goes fro m 

th e floo r  t o th e ceiling.  

 

The [ Triangle-/ ]  and [ Triangle-\ ]  button s ar e used t o divid e a floo r  

or  ceilin g section int o two triangula r  sections .  Each triangula r  

sectio n can the n be individually  texture d and slante d i ndependentl y 

fro m th e othe r  triangula r  half.  

 

The [Selec t  Mode]  butto n i s used t o tur n on a “Selec t  Mode”  wher e 

you can then selec t  more tha n one sectio n fo r  modification.  

 

The [Rese t  All ]  butto n wil l  unselec t  al l  th e section s made whil e i n th e 

“Selec t  mode.”   

 

Belo w thes e button s ar e two toggl e switches .  One 

i s “Back-Front ”  whil e th e othe r  is  “Left-Right. ”  

The block s draw n on th e “Geometry ”  button s come 

i n pairs. Wit h th e use of  th e toggl e switches ,  

you can chang e th e shap e fro m sloping fro m left-

to-righ t  t o slopin g fro m front-to-back.  
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The secon d grou p i s th e “2 D Grid ”  group .  The various buttons ,  

checkboxes ,  and switche s i n thi s grou p are primaril y used i n 

conjunctio n wit h th e 2D Gri d Box at th e to p of  th e screen ,  however ,  

the y can als o be used i n the 3 D Vie w are a as well.  

 

The [Door ]  butto n i s used t o creat e a doorwa y 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 ,  al l  of  th e step s require d t o 

make th e doorway ar e done automaticall y and Lar a can move freel y 

throug h th e openin g,  t her e ar e ways of makin g opening s wher e Lar a can 

not  pass throug h the m (suc h as windows )  tha t  we will discus s late r  i n 

th e manual.  

 

The [Clea r  Door ]  butto n i s used t o remov e one or  more section s of  a 

portal.  

 

The [Climb ]  butto n i s used t o chang e vertica l  surface s int o climbabl e 

surfaces.  

 

The [Floor ]  butto n i s used t o chang e a wal l  sectio n back int o a floo r  

section.  

 

The [ Ste p S]  butto n i s used t o assig n a particula r  soun d tha t  th e 

floo r  wil l  make when it ’ s  walke d on by Lar a or  othe r  characters.  

 

The [ Wall ]  butto n i s used t o conver t  a floo r  sectio n int o a squar e 

wal l  section.  

 

The [Death ]  butto n i s used t o creat e area s wher e Lar a wil l  di e i f  she 

goes there.  

 

The fou r  [Diagona l  Portal ]  button s centrall y locate d among th e abov e 

mentione d button s are use d t o creat e diagona l  opening s i n th e floo r .  

The “blue ”  par t  represent s solid floo r  and the “black ”  par t  represent s 

th e opening.  
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The “Clim b Walls ”  grou p contain s a set  of  checkboxe s tha t  ar e used 

when you ar e creating vertica l  surface s tha t  you want  Lar a t o be abl e 

t o climb.  

 

The [Pu t  Zone]  butto n and variabl e ar e used t o creat e zone s th e serv e 
as barrier s for “baddies. ”  Each independen t  zone i s assigne d an 
individua l  number .  

 

The “ S Sounds ”  grou p contain s a set  of  checkboxe s tha t  can be set  t o 
alte r  th e soun d that Lar a and th e othe r  character s make when the y wal k 
on th e floo r .  

 
 
 

The [Statics] Group button 
Clickin g th e [ Statics ]  butto n bring s up a 

grou p of  buttons an d variable s as wel l  as a 

Stati c Item s Lis t  windo w.  They ar e used t o 

plac e Stati c item s i n your  level .  I n orde r  

to hav e item s available ,  you must  firs t  

open a Base level. Onc e you have a Base 

leve l  opened ,  th e Item s List windo w wil l  

displa y al l  of  th e Stati c item s availabl e 

for you r  level.  

 

 

The [Enable ]  button :  When you clic k th e [Enable ]  button ,  you activat e 

th e item s in thi s Group and a Previe w windo w wil l  open,  providin g you 

wit h a 3 dimensiona l  vie w of  th e curren t  highlighte d item .  You can 

rotate ,  pan,  and zoo m i n on th e  ite m i n thi s windo w.  When th e Group 

i s enabled ,  clickin g in a sectio n of  a  roo m i n th e 3D Vie w wil l  plac e 

th e highlighte d ite m i n that secto r .  

 

The “White ”  variable :  Thi s valu e define s how brigh t  th e ite m wil l  be 

displaye d i n the game .  I t  can be set  fro m - 1 t o 31.  When set  t o -1 ,  th e 

ite m wil l  get  it s setting fro m th e room’ s ambien t  ligh t  setting.  
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The “Color ”  variable :  Provide s severa l  predefine d color s as wel l  as a 

“Custom” selection .  Thi s colo r  i s used t o “tint ”  th e objec t  as i f  li t  

by a ligh t  of  tha t  colo r .  

 

The [Replace ]  button :  Normall y clickin g th e [Replace ]  butto n wil l  

replac e an item ’ s propertie s wit h thos e i n th e Group settings .  Sinc e 

th e Object ’ s I D number  is als o one of  thes e settings ,  th e [Replace ]  

butto n serve s t o replac e th e current ite m wit h th e one highlighte d i n 

th e Group area.  

 

The [Rotate ]  button :  Used t o rotat e th e curren t  ite m aroun d a sectio n 

i n 45 degree increments.  

 

The [Delete ]  button :  Used t o delet e th e curren t  item.  

 

The “Preview ”  window :  Clickin g th e [Enable ]  butto n opens a Previe w 

windo w. Th e highlighte d ite m wil l  be displayed .  As mentioned ,  you can 

rotate ,  pan and zoom i n on th e ite m th e same as you do wit h rooms i n 

th e 3D Vie w.  

 

The [Center ]  butto n i n th e Previe w windo w i s used t o cente r  th e curren t  

ite m i n the displa y so tha t  it ’ s  displaye d as i t  was initiall y.  

 

The “Auto ”  switc h i s used t o “automatically ”  cente r  each ite m i n th e 

window a s you selec t  them.  When thi s switc h i s not  active ,  newl y 

displayed item s wil l  be seen rotated ,  panned ,  and zoomed as th e 

previou s item was.  

 

The “No Lights ”  checkbo x i s used t o show th e ite m wit h or  withou t  a 

light shinin g on it .   
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The [Objects] Group button 
Clickin g th e [Objects ]  butto n bring s up a 

grou p wit h various buttons ,  variables ,  flag s 

as wel l  as an Objec t  Lis t  windo w. The y ar e 

used t o plac e object s i n your  level .  Object s 

are sometime s referre d t o elsewher e as 

“movables. ”  I n orde r  to hav e object s 

available ,  you must  firs t  open a Base level.  

Once you have a Base leve l  opened ,  th e Objec t  

List windo w wil l  contai n a lis t  of  al l  th e 

availabl e object s for you r  level.  

 

The [Enable ]  button :  When you clic k th e [Enable ]  button ,  you activat e 

th e item s in thi s Group and a Previe w windo w wil l  open,  providin g you 

wit h a 3 dimensiona l  vie w of  th e highlighte d object .  You can rotate ,  

pan,  and zoom in o n th e objec t  i n thi s windo w th e same as you do wit h 

rooms i n th e 3D Vie w. Whe n thi s Group i s enabled ,  clickin g on a sectio n 

of  a roo m wil l  plac e the highlighte d objec t  i n tha t  section.  

 

The “White ”  variable :  Thi s valu e define s how brigh t  th e objec t  wil l  be 

displaye d in th e game.  I t  can be set  fro m - 1 t o 31.  When set  t o -1 ,  th e 

objec t  wil l  get  its settin g fro m th e room’ s ambien t  ligh t  setting.  

 

The “Color ”  variable :  Provide s severa l  predefine d color s as wel l  as a 

“Custom” selectio n tha t  bring s up anothe r  windo w fo r  creatin g custo m 

colors .  The color selecte d her e i s not  th e colo r  of  th e object .  I t  i s 

instea d a means of  “tinting ”  the objec t  as i f  i t  were illuminate d by a 

ligh t  of  tha t  colo r .  

 

The “Amount ”  variable :  Allow s you t o plac e more tha n one objec t  on a 

single section .  Thi s i s used primaril y when you want  t o plac e severa l  

object s suc h as ammo fo r  Lar a t o pic k up at  one time.  

 

The “OCB”  (Objec t  Code Bits )  variable :  Used i n TR4 and TR5 level s onl y 

t o cause certai n behavior s suc h as th e way Lar a pick s somethin g up.  
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The “Activatio n Flags ”  buttons :  Ther e ar e 5 Activatio n Flag s used when 

you want  to hav e more tha n one trigge r  set  t o activat e a singl e event.  

 

The [Replace ]  button :  Normall y clickin g th e [Replace ]  butto n wil l  

replac e th e item ’ s propertie s wit h thos e i n th e Group settings .  Sinc e 

th e Mesh number  i s also on e of  thes e properties ,  th e [Replace ]  butto n 

serve s t o replac e th e current objec t  wit h th e one  highlighte d i n th e 

Group settings.  

 

The [Rotate ]  button :  Used t o rotat e th e curren t  objec t  about  i n a 

sectio n i n 45 degree increments.  

 

The [Delete ]  button :  Used t o delet e th e curren t  object.  

 

The “Preview ”  window :  Clickin g th e [Enable ]  butto n opens a Previe w 

windo w. Th e highlighte d objec t  wil l  be displayed .  You can rotate ,  pan 

and zoom i n on th e objec t  th e same as you do wit h rooms i n th e 3D Vie w.  

 

The [Center ]  butto n i n th e Previe w windo w can be used t o cente r  th e 

current objec t  so tha t  it ’ s  displaye d as i t  was initiall y.  

 

The “Auto ”  switc h i s used t o “automatically ”  cente r  each objec t  i n the 

windo w as you selec t  them.  When thi s switc h i s not  active ,  newly 

displaye d object s wil l  be  rotated ,  panned ,  and zoomed as th e previous 

objec t  was.  
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The [Triggers] Group button 
 

Clickin g th e [ Triggers ]  butto n opens up 3 di f feren t  too l  group s belo w 

th e Tool  Group  buttons .  You wil l  fin d a “ Triggers ”  group ,  a “Commands”  

group ,  and a “Quic k Triggers ”  group.  

A fe w word s about  how trigger s ar e set  up.  

Befor e you can trigge r  something ,  you hav e t o 

firs t  creat e th e trigge r .  Wit h DXTre3 D thi s 

involve s selectin g th e type o f  trigge r  you 

want  alon g wit h it s properties ,  and the n 

placin g  th e new trigger int o a “slot. ”   

Althoug h you coul d at  thi s tim e assig n th e 

trigge r  t o one or  more floo r  sections ,  you 

haven ’ t  yet  establishe d what  get s triggered .  

The thing(s )  to b e triggere d ar e place d i n a 

lis t  of  “commands”  fo r  each particula r  trigge r .  The thing(s )  t o be 

triggere d can be event s suc h as “baddies ”  or  event s suc h as findin g a 

secret.  

 

The “Activation ”  buttons :  Ther e ar e 5 Activatio n button s numbere d 1 

throug h 5. Thes e ar e used i n combinatio n wit h an object s activatio n 

buttons .  I t  enables yo u t o requir e more tha n one trigge r  t o activat e 

and event.  

 

The “ Timer ”  variable :  Used t o set  th e number  of  second s a trigge r  wil l  

remai n active. Us e thi s t o keep a door  open fo r  onl y a fe w seconds ,  

etc.  

 

The “ONLY ONCE”  checkbox :  Settin g thi s allow s th e trigge r  t o occu r  onl y 

once for some commands.  

 

The [Add ]  button :  Adds th e selecte d trigge r  typ e t o a slot .  Your  new 

trigge r  wil l  show u p i n th e Trigger s Lis t  jus t  belo w th e Trigge r  Type 

drop-dow n menu.  

The [Replace ]  button :  Clickin g thi s butto n wil l  replac e a selecte d 

trigge r ’ s settings wit h thos e displaye d i n th e Trigger s group.  
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The [Apply ]  button :  Clickin g thi s butto n wil l  appl y th e highlighte d 

trigge r  t o one or mor e selecte d floo r  sections .  Some trigge r  type s 

requir e a trigge r  objec t  t o be selecte d first.  

 

The [Clear ]  button :  Use thi s butto n t o “clear ”  th e trigge r  fro m a 

secto r .  Selec t  the secto r  wit h th e trigge r  (i t  wil l  tur n yellow )  and 

the n clic k [Clear].  

 

Note :  I f  you double-clic k a trigge r  i n th e list ,  i t  wil l  brin g up a 

windo w wher e you can ad d a descriptio n fo r  tha t  particula r  trigge r .  You 

can als o use <Ctrl>-<G > to brin g up a lis t  of  trigger s wher e you can 

the n vie w thei r  descriptio n or  select on e fro m th e list.  

The “Commands”  group.   

Thi s i s wher e you wil l  lis t  what  get s 

triggered. Th e “Commands”  drop-dow n list :  You 

wil l  find th e followin g “commands”  t o choos e 

fro m for you r  triggers. Item :  Use thi s command 

when you want  your  trigge r  t o activat e an ite m 

such a s a “baddie. ”  You must  selec t  th e item s 

and clic k [Add ]  t o add each ite m t o th e 

command list.  

Look_at_Item :  Used t o get  Lar a or  th e camer a t o focu s on a specifi c 

item .  You mus t  selec t  th e ite m befor e pressin g th e [Add ]  button.  

 

Switc h Camera:  Used t o “switch ”  th e camer a vie w t o a di f feren t  camera. 

When you clic k [Add ]  or  [Replace] ,  a dialo g windo w wil l  pop- up wher e 

you can set  th e followin g information:  

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

“ Timer ”  variable :  Number  of  second s t o keep thi s camer a on.  

value o f  0 keep s i t  on as lon g as th e trigge r  i s  bein g t riggered.  

“Zoom”  variable :  I n TR1 and TR2 allow s camer a t o zoom out.  

“Once ”  variable :  Settin g i t  t o 1 wil l  allo w th e trigge r  t o work 

one time.  
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Underwater_Flow :  Used wit h sink s t o push Lar a toward s th e sink.  

“Sin k Number”  variable :  The sin k number  t o push Lara.  

 

Alternate_ON :  Turn s on alternat e rooms .  (No t  availabl e i n al l  games.)  

 

Alternate_OFF :  Tur n of f  alternat e rooms .  (No t  availabl e i n al l  games.  

 

Alternate_Flag :  (unknow n at  thi s time)  

 

Play_Soundtrack :  Play s a soun d track .  

 

Secret_Found :  Tell s  th e progra m th e Lar a has foun d a secret.  

“Secre t  Number”  variable :  The number  of  thi s secret.  

 

Ef fects :  Refe r  t o th e Appendi x C tabl e of  know ef fects.  

 

End_Level :  Bring s about  th e end of  thi s leve l  and boot s th e nex t  level.  

“Nex t  Level ”  variable :  Use 0 fo r  al l  games excep t  TR4 wher e you 

must  specif y th e number  of  th e nex t  level.  

 

The followin g 3 button s ar e thos e foun d i n th e “Commands”  group.  

 

The [Add ]  button :  Adds th e command shown i n th e drop-dow n lis t  t o th e 

list o f  commands fo r  th e curren t  Trigge r .  

 

The [Replace ]  button :  Replace s th e curren t  command wit h th e one i n the 

drop-dow n list.  

 

The [Delete ]  button :  Delete s th e curren t  command fro m th e command list.   
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The fina l  Tool  Group i s th e “Quic k Triggers ”  group. Th e button s i n thi s 

grou p provid e shortcut s t o creatin g triggers.  
 
       [Do_With_Activate] button: Creates trigger Lara must steps or  pass over. 
 
       [Lara_on_Ground_Do_Activate] button: Creates  trigger Lara must step on. 
 
       [Lara_on_Ground_Do_Deactivate] button: Deactivates a trigger when Lara steps on. 
 
       [Do_With_Deactivate] button: Deactivates a trigger when Lara steps or pass over. 
 
       [If_switch_is_ON] button: Activates a trigger when used a switch item. 
 
       [If_key_is_ON] button: Activates a Trigger when used a Key item. 
 
 

 

The [Anim Text] Group button 
 
The Animated Texture  Tool allow to define  

animation texture ranges for your level.  

The “texture Set”  lists your current  

defined animation set.  

“ADD” button  wi ll add a new empty  

animated texture set to the list.  

“Delete” button will  delete selected  

animated texture set from the list.  

“Preview” button will  bring a dialog box  

where you can see a real time  animated 

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 button. 
Here are stored more tools for different task.  

Cameras and Sink:  For define Cameras objects used  

later for show some event are happening, like  

door getting opened, etc. With  this toolbar it is  

also defined “Sink”  objects, used for define  

water flow into underwater rooms.  

 

Light:  Used for place  and manage source light  

objects. For tr1,tr2 level only white light  

objects can be  defined, for tr3,tr4,trc powerful  

colored light object and  special effect like fog  

can be defined.  

 

 

Manual Portal view: This is a special tool group  

used for allow user to manually place room  

connections. It is also  used to put windows view  

from current room to  the neighbor room and placed  

into solid wall, floor or ceiling.  

 

The [More #2]  Group button. 
 
FlyBy Cameras:  used for place special  camera 

object sequences along a  predefined path, it is  

used for show some kind cut  scene events like  

enemies approaching; show hints, or a  puzzle 

preview.  

This feature only works for tr4  and trc levels  

version.  

Sound sources:  Used for  

place- predefined sounds into rooms, mostly used  

for put waterfall  sounds etc.  
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The Rooms Group 
 
At  th e botto m of  th e scree n i s th e Rooms group .  I t  contain s a set  of  

buttons ,  variables ,  and a 
lis t  of  th e rooms you’v e 
create d fo r  your  leve l  wit h 
th e “Current ”  roo m 
highlighted.  
 

 
The [New]  button :  Bring s up a 
dialo g windo w fo r  creatin g a 
new room.  
 
The “Depth, ”  “ Width, ”  and 
“Height” variables :  Set  th e 
dimensio n of  th e new roo m here.  
 
The “X-Position, ”  “ Y-Position, ”  
and “Z -Position ”  variables :  
These define wher e th e fron t  
lef t  lowe r  corne r  of  the roo m 
wil l  be.  The X-Positio n 
controls left/righ t  movement.  
The Y- Position control s th e 
up/dow n movement.  The Z -
Positio n control s th e forwar d 
and backwar d movement.  
 
The “Room’ s Name”  variable :  You 
can chang e a room’ s defaul t  
name her e t o a nam e tha t  bette r  
describe s what  the roo m is.  
 

The “ Water ”  checkbox :  Check thi s box t o make th e roo m a pool.  
 
The “Sky ”  checkbox :  Check thi s box t o includ e sky graphic s i n your  
level .  Do not chec k thi s box unles s th e sky i s  visibl e fro m thi s 
particula r  room.  
 
The “Outdoor ”  checkbox :  Check i f  thi s roo m i s par t  of  th e outdoor s . 
The “Quicksand ”  checkbox :  Check thi s i f  th e roo m i s quicksand.  
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“Ambien t  Light ”  variables :  Set  th e brightnes s and colo r  of  th e ambien t  
light.  
 
“Lara ’ s Light ”  variables :  Control s th e “tint ”  applie s t o Lara and  
others movables objects in this room.  
 
“Defaul t  Spot  Light ”  variable :  Set  thi s t o a valu e othe r  tha n - 1 t o 
creat e a spot ligh t  that ’ s centere d i n th e room;  simila r  t o havin g an 
overhea d sun. Us e th e drop-dow n menu t o selec t  a colo r .  
 
“Water Scheme”,  if room defined with water flag enabled then put here  
the underwater patters value available.  
 
“Alternat e Room”  variable :  Set  th e number  of  th e roo m t o chang e t o 
when th e “Alternat e Room”  i s set  (triggered )  t o ON.  (No t  availabl e i n 
TR5)  
 
“Alternate Group”  variable: Can  define several rooms belong to same  
alternate group to be enabled at the same time (tr4 only).  
 
 
The [Properties ]  button :  Bring s up th e same dialo g windo w as shown 
above .  You can view o r  chang e a rooms propertie s by alterin g th e 
setting s and the n pressin g [OK].  
 
The [Delete ]  button :  Used t o delet e th e LAST ROOM fro m your  level.  
 
The “X, ”  “ Y, ”  and “Z ”  variables :  At  th e botto m of  th e Rooms grou p ar e 
thre e variables .  You ca n use thes e t o chang e th e positio n of  th e 
curren t  roo m See th e [New]  butto n above fo r  an explanatio n of  th e 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 i n the 3 D Windo w.  You can chang e whic h roo m th e 
“neighbor ”  i s by alterin g th e number displaye d i n th e “Neighbor ”  
variable.  
 
The “Sho w more neighbors ”  button :  You can ente r  roo m number s separate d 
by commas  in th e “Sho w more Windows ”  variabl e are a  immediatel y abov e 
th e [Sho w more neighbors ]  button ,  and the n when you pres s th e [Sho w 
more neighbors ]  button ,  the room s liste d wil l  als o be rendere d i n th e 
3D Windo w. (Do not use it for show the whole level!).  
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The More Options Group. 
At  th e botto m of  th e 

scree n i s the “Mor e 

Options ”  group .  It 

contain s numerou s button s 

and variables.  

 

The [2 D Map]  button :  When you 

clic k thi s button ,  you brin g 

up a la r ge 2 dimensiona l  map 

tha t  shows al l  of  th e rooms 

tha t  you have create d i n your  

level .  The curren t  roo m is 

colore d re d whil e th e neighbo r  

i s colore d sky blue .  Each 

squar e i n th e gri d represents 

one section ,  th e same as i t  

does i n th e 3D Windo w. 

Modifyin g your  leve l  usin g th e 

2D Map view <Lef t  click > a 

roo m t o make i t  th e curren t  

room. You can <Righ t  click > a 

roo m t o make i t  th e “Neighbor ”  

room. <Lef t  click > & dra g a 

roo m t o chang e it s horizonta l  position.  

You can creat e new rooms whil e you’r e i n thi s vie w.  Simpl y <Shift>-

<Lef t click > & dra g th e mouse.  A 

dotte d lin e wil l  show you th e outlin e 

of  th e new room. Whe n you have i t  th e 

way you want ,  simpl y clic k th e [New]  

button .  Make an y desire d change s i n 

th e pop-u p propert y windo w and the n 

clic k [OK].  
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Addin g rooms t o th e “Sho w More Neighbors ”  list :  I f  you <Shift>-<Righ t  

click > on a room, it s  roo m number  wil l  be added t o th e “Sho w More 

Neighbors ”  list.  

 

The [Same Plane ]  button :  Whil e viewin g rooms i n th e 2D Map vie w,  you 

can clic k this butto n and thos e rooms completel y abov e or  belo w th e 

curren t  roo m wil l  not  be shown.  

 

The [Hid e Panel  Textures ]  button :  Ther e ar e time s when you may want  

th e 3D Windo w to sho w more.  I f  you aren ’ t  usin g th e Textur e Windo w,  

you can clic k thi s butto n to remov e i t  temporaril y fro m th e screen ,  

givin g tha t  spac e t o th e 3D Windo w.  

 

The [Cente r  Camera]  button :  Whil e workin g on your  leve l  you wil l  ofte n 

time s get  things move d and/o r  turne d t o wher e you los e trac k of  how 

thing s ar e oriented .  Clickin g this butto n center s th e curren t  roo m i n 

th e 3D Windo w t o it s initia l  orientation.  

 

The [Rende r  Textured ]  button :  Use thi s butto n t o show al l  th e rooms i n 

th e 3D Windo w with thei r  texture s applied .  I f  you haven ’ t  texture d 

your  rooms yet ,  the y wil l  be rendered white .  

 

 

You can work on your  room’ s Geometr y whil e viewin g i t  textured.  

The [ Texturin g Mode]  button :  When you have thi s butto n active ,  

clickin g on a surfac e i n any roo m displaye d i n th e 3D Windo w wil l  

appl y th e selecte d textur e t o th e sectio n that yo u clic k on.  

 

 

The [ Textur e Zero ]  button :  I f  thi s butto n i s presse d whil e texturin g 

your  room,  any section tha t  you clic k on wil l  be invisible .  Uses  

include s makin g th e upper portio n of  your  roo m completel y invisible as 

i f  your  roo m were outdoors .  (”Sky” ha s t o be checke d i n th e room’ s 

propertie s fo r  th e sky t o be visible.)  
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The [ Tur n Light ]  button :  Allow s you t o see th e ef fec t  of  light s place d 

i n a room.  

The “Texture Attrib  

Opaque”  drop-dow n list :  

I n th e upper  righ t  of  

th e “Mor e Options ”  grou p 

i s a drop do wn lis t  

wher e you can selec t eithe r  “Opaque, ”  “ Transparent, ”  or  “Translucent. ”  

These contro l  th e “transparency ”  of  th e textur e tha t  you’v e selected. 

Transparen t  color s  i n a textur e become transparen t  i n th e game when 

the y have been applie d wit h th e “ Transparent ”  optio n selected.  

The “Floo r  Section ”  and “Ceilin g Section ”  variables :  These can be set  

t o th e number  of “bas e block s t o add alon g wit h th e selecte d geometri c 

shap e when you ar e creating you r  rooms .  I f  fo r  exampl e you set  th e 

“Floo r  Section ”  variabl e t o 1,  and the n click somewher e i n your  roo m t o 

plac e a selecte d geometri c shap e there ,  tha t  shap e plus 1 bloc k wil l  be 

place d on th e sectio n when you clic k it .  These value s ar e als o used 

when alterin g th e siz e of  floo r  and ceilin g sections.  

The [Hid e Neighbors ]  button :  Used t o temporaril y hid e th e “neighbor ”  

rooms fro m vie w.  
 

The Config dialog: 
From menu “File” “Config” you get  a 

dialog box to setup some useful  

things: Rotation:  setup how fast is  

the mouse rotation frame rate in the  

render window, Lower  values mean  

faster, default is 50. Pan:  How 

faster the pan frame rate  will be,  

Higher values mean  faster, default  

is 100.  Zoom: How fast is the zoom  

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.  

 

 

 

 

 
 

 
 



 Page - 36 - 

 

Chapter 2: Simple 2 Room Level 
 
 

Thi s i s our  firs t  hands-o n tutorial .  We’l l  tr y and cove r  as many 
of  th e program s tool s and feature s as w e can .  Some feature s ar e 
not  covere d simpl y becaus e the y were adequatel y covere d i n 
Chapte r  1.  
 
Thi s firs t  tutoria l  has been designe d as an introductio n t o 
buildin g your  own Tomb Raide r  le vels usin g th e DXTre3 d program .  
I n buildin g thi s simpl e 2 roo m level ,  you’l l  be introduce d t o 
th e basic concept s of  creatin g roo m geometr y,  texturin g your  
levels ,  and placin g object s i n them.  When you’r e read y,  go ahead 
and boot  your  progra m and we’l l  get  started.  

 

Creating A New Room 
 
Step1 .  I n th e “Rooms”  grou p at  th e botto m of  
th e page, <Lef t  click > th e [New]  button .  Thi s 
wil l  brin g up th e “Add ne w room”  dialo g box.  
 
 

 

At  th e ver y to p of  th e windo w,  set  

th e “Depth” variabl e t o 6.  Set  th e 

“ Width ”  variabl e t o 7,  and se t  th e “Height ”  variabl e t o 2.  Leav e th e 

other setting s as the y ar e and <Lef t  click > th e [OK] button.  
 
 

I n th e cente r  of  your  3D Windo w you shoul d now see your  new room.  The 

floo r  and ceilin g ar e blue whil e th e wall s ar e green .  I n th e botto m 

lef t  corne r  of  th e roo m i s a smal l  re d box .  Thi s represents Lar a and 

unles s you physicall y plac e her  i n your  leve l  elsewher e as an object ,  

thi s i s wher e she will star t  from.  
 
 
Now <Righ t  click > your  mouse near  th e cente r  of  th e roo m and whil e 

holdin g th e butto n down, dra g th e mouse downwards .  Rotat e th e roo m 

unti l  you can see th e gri d on th e floo r .  
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A coupl e of  thing s t o notice .  I n th e 2D Gri d Box i n 

th e upper  lef t  you shoul d now see your  roo m as i t  

appear s lookin g straigh t  down at  it. Notic e tha t  th e 

number  of  gri d square s i s th e same as th e number  

shown i n th e 3D Windo w.  The roo m i s 6 square s deep 

and 7 square s wide ,  just a s you sat  th e variables.  
 
 

The othe r  thin g t o notic e i s tha t  i n th e “Room”  grou p at  th e 

bottom ,  i t  now has “Roo m #1” highlight ed.  As you add rooms t o 

your  levels ,  the y wil l  be liste d her e wit h th e curren t  room 

highlighted.  
 

Moving The Room About in The 3D Window 
 
 

Take a moment  and tr y th e followin g keyboard/mous e movements tha t  can 

be used t o alte r  th e view o f  rooms i n th e 3D Windo w.  

 

<Righ t  click > & drag :  Use thi s t o rotat e th e roo m about  on it s variou s 

axis .  I f  you get  thing s to confused ,  you can clic k th e [CENTER CAMERA]  

butto n i n th e “Mor e Options ”  grou p at  the botto m of  th e screen.  

 

<Shift>-<Righ t  click > & drag :  Use thi s t o pan th e roo m fro m lef t  t o 

righ t  or  fro m to p t o bottom.  

 

<Ctrl>-<Righ t  click > & drag :  Use thi s t o zoom i n and out  on your  ro oms.  

Remember  tha t  i n the “Config ”  optio n insid e th e “File ”  drop-dow n menu,  

you can set  th e sensitivit y of  your  mouse when performin g thes e 

movements .  (Note :  The mouse wheel  can als o be used t o zoom i n and out.)   
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Changing The Shape of The Room -- Adding Geometry 
 
 

At  thi s poin t  le t  me explai n how floo r  and ceilin g section s ar e formed .  

Al l  of  thes e section s consis t  of a certai n number  of  “base ”  block s as 

wel l  as a fina l  “face ”  block .  Base block s ar e alway s standard 64x64x6 4 

pixe l  blocks .  Face block s can be anythin g fro m a fla t  surfac e t o a 

variet y of  block s with slopin g surfaces .  The floo r  initiall y has 0 base 

block s wit h a fla t  fac e bloc k on it.  

 

Be sur e th e [Geometry ]  butto n i s presse d i n th e “ Tool  Group ”  buttons .  

I n th e “Geometry ”  grou p just belo w thes e button s ar e button s wit h 

variou s shape s on them.  Initiall y th e butto n wit h th e la r ge cube o n i t  

shoul d be depressed .  To show you how thes e button s ar e used t o modif y 

your  room,  <Left click > a sectio n that ’ s par t  of  th e floo r  i n your  

room.  That  sectio n instantl y take s on th e same shape a s was seen on th e 

button .  I n thi s case ,  it ’ s  th e standar d cube tha t  measure s 64x64x6 4 

pixels.  

 

When you firs t  star t  usin g DXTre3D ,  one of  th e firs t  thing s that ’ s 

goin g t o happe n i s tha t  you’re goin g t o clic k th e mouse somewhere i n 

your  leve l  onl y t o fin d tha t  you were suppose d t o <Right click > instea d 

of  <Lef t  clicking> ,  or  you’l l  fo r get  t o have an [Enable ]  butto n presse d 

when you click somewhere .  When you make a mistak e you can clic k on th e 

“Undo ”  selectio n i n th e “Edit ”  drop dow n menu at  th e to p of  th e page or  

use th e <Ctrl>-<U > shortcut .  Go ahead and pres s <Ctrl>- <U> o n your  

keyboar d and watc h as th e cube agai n revert s back t o a fla t  floo r  

section.  
 
 
Next ,  <Lef t  click > th e butto n i n th e secon d 

colum n fro m th e lef t  and i n th e secon d ro w down.  

I t  look s lik e a buildin g wit h a roo f  tha t  slants 

down t o th e left .  I n your  curren t  room,  <Lef t  

click > one of  th e floor section s near  th e cente r  

of  th e room.  You shoul d now have some-  thin g 

simila r  t o tha t  shown her e on th e right.  
 
 
 

 

 



 Page - 39 - 

The onl y othe r  butto n wit h a simila r  shap e on i t  i s th e one jus t  t o 

th e righ t  of  th e one we jus t  used .  If w e use it ,  we wil l  creat e a 

sectio n tha t  slope s i n th e opposit e direction .  I f  we want  our  sectio n 

t o look exactl y as th e one we chose ,  yet  have i t  so tha t  i t  slope s 

fro m lef t  t o righ t  instea d of  fro m fron t  to back ,  we must  firs t  chang e 

th e “Back-Front ”  switc h jus t  belo w thes e button s t o have th e “Left-  

Right ”  switc h active .  Go ahead and chang e i t  so tha t  “Left-Right ”  i s 

activ e and agai n <Lef t  click> th e same floo r  section .  When you’r e 

done,  selec t  th e butto n wit h th e fla t  sectio n (thir d colum n over an d 

thir d ro w down)  and agai n <Lef t  click > 

th e floo r  sectio n t o retur n i t  t o it s 

origina l  state.  

Now tha t  you know how t o use some of  th e 

shape buttons ,  let s make modification s 

t o our  room.  

<Lef t  click > on th e butto n representin g 

a slightl y raised floo r  section .  It ’ s  

th e one i n th e upper  right .  Then <Lef t  click > on th e si x floo r  

section s tha t  make up the cente r  of  th e roo m as show her e on th e left  
 
 
 Now we’r e goin g t o rais e th e floo r  up at  an angl e al l  aroun d thi s 

middl e section .  Firs t  we’l l  do the section s tha t  ar e not  goin g t o be 

corners .  Selec t  th e butto n wit h th e lowes t  angle d to p that ’ s i n the 

secon d ro w down and lef t  most  column .  (Make sur e tha t  th e “Left-

Right ”  switc h i s selected. )  Now <Lef t  click > th e floo r  sectio n that ’ s 

jus t  of f  fro m th e lef t  sid e of  th e raise d floo r .  There ’ s an arrow 

pointin g t o i t  i n th e pictur e above.  

 

Thi s i s  th e shortes t  slope d surfac e i n th e “ Geometry ”  grou p and yet  

it ’ s  to o tal l  fo r  what  we want . Selec t  th e butto n wit h th e fla t  squar e 

and clic k th e floo r  sectio n tha t  we jus t  altere d t o make i t  fla t 

again .  
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Raising and L owering Sections in The Select M ode 
 

I n th e “ Geometry ”  group ,  clic k on th e [ Selec t  Mode]  button .  Whil e i n 

th e “ Selec t  Mode”  you can selec t  floo r  and wal l  section s by <Lef t  

clicking > on them.  When a sectio n i s selected ,  i t i s  displaye d as red .  

Go ahead and <Lef t  click > on some of  th e floo r  and wal l  section s i n 

your  room. The “ Selec t  Mode”  allow s you t o selec t  rando m section s of  

your  floo r  and walls .  Do <Alt> - <Lef t  click > for unselect floor and wall  

sections; if you want  t o unselec t  al l  of  th e section s tha t  you have 

selected ,  simpl y press <ESC> key  or clic k on th e [ Rese t  All ]  butto n 

that ’ s jus t  t o th e righ t  of  th e [ Selec t  Mode]  button .  Go ahead and do 

tha t  now.  

 

<Lef t  click > on a floo r  sectio n that ’ s i n th e secon d ro w back .  I t  

shoul d now be red .  Now pres s th e <Up arrow > key.  Each tim e you pres s 

th e up or  down arro w,  you add or  remov e a base bloc k fro m th e selecte d 

section .  Sinc e th e curren t  selection ’ s fac e i s a fla t  floo r  section ,  i t  

simpl y appear s as th e to p of  th e raise d block .  Retur n i t  t o it s  

initia l  positio n and the n alt- clic k i t  t o unselec t  it .  Now clic k on one 

of  th e raise d floo r  section s i n th e middl e of  th e room.  Pres s th e <Up 

arrow >.  Notic e tha t  i t  place s a base sectio n under  th e shor t  raise d 

section .  Retur n i t  as i t  was and the n <alt>- <Lef t  click > i t  t o unselec t  

it .  

 

Now let ’ s  rais e and lowe r  a sectio n i n smalle r  increments .  Clic k on a 

floo r  sectio n t o selec t  it .  Now pres s th e <Q> key.  Each tim e you pres s 

it ,  you rais e th e sectio n up 1/ 4 of  a standar d block .  Sinc e a standar d 

bloc k i s 64 pixel s high ,  one quarte r  of  tha t  woul d be 16 pixels .  To 

lowe r  th e section ,  pres s th e <A> key.  Pressin g th e <W> and <S> key s 

wil l  rais e and lowe r  th e ceilin g sectio n 1/ 4 of  a bloc k at  a time .  

Retur n thes e section s t o how you foun d them.  Clic k th e [ Rese t  All ]  

button .   
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Now let ’ s  see i f  we can rais e jus t  one edge of  a sectio n so tha t  i t  

wil l  have a slope d surface .  Clic k a floo r  sectio n t o selec t  it .  Next  

do <left Click>  on any selected section (or  pres s th e <Enter > key) .  When you 

do,  a whit e arro w wil l  appea r  i n th e middl e of  th e section .  Continu e 

doing <Left Click> or pressin g th e <Enter > key.  The arro w point s t o each 

edge of  th e sectio n and the n return s t o plai n re d once .  Wit h th e whit e 

arro w pointin g at  one of  th e edges ,  pres s th e <Q> key.  When you do,  

th e edge tha t  th e arro w i s pointin g t o raise s up 1/ 4 of  a block .  Use 

th e <A> key t o lowe r  tha t  side .  Use th e <W> and <S> key s t o do th e 

same thin g t o th e ceiling .  Now retur n th e roo m back t o wher e there ’ s 

jus t  th e si x section s raise d i n th e cente r .  Unselec t  any section s tha t  

you have selected .  

Whil e stil l  i n th e “ Selec t  Mode, ”  <Lef t  click > on 

th e floo r  sectio n tha t had th e arro w pointin g t o 

it .  Now pres s <Enter > and continu e unti l  you have 

th e arro w pointin g at  th e raise d floo r  section .  Now 

pres s <Q> t o rais e tha t  sid e up t o th e heigh t  of  

th e raise d section .  I t  shoul d loo k as i n th e imag e 

at  th e right .  

 

Unselec t  thi s sectio n and do th e same thin g t o th e sectio n that ’ s 

touchin g th e las t  one and touchin g th e 

raise d floo r .  You shoul d now have two 

section s sid e by sid e leadin g up ont o th e 

raise d section . Now let s use th e abilit y  t o 

selec t  more tha n one sectio n t o rais e th e 

floo r  on th e fa r  sid e of  th e raise d 

section .  Wit h no othe r section s selected ,  

selec t  al l  of  th e section s tha t  ar e alon g th e fa r sid e of  th e raise d 

section .  These ar e shown selecte d i n th e imag e at  th e left .  Once agai n 

pres s <Enter > and do i t  unti l  th e arrow s ar e al l  pointin g t o th e 

raise d section .  Pres s <Q> t o rais e thes e sections .  Repeat  thi s proces s 

fo r  th e two section s at  th e righ t  sid e of  th e raise d sectio n as wel l  

as t o th e remainin g thre e section s alon g th e near  side .  
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Now we need t o do somethin g about  th e corne r sections .  Make sur e you 

ar e stil l  i n th e “ Selec t  Mode, ”  the n selec t  th e righ t  

[ Triangle-\ ]  butto n i n th e “ Geometry ”  group .  Then,  

<Ctrl >- <Lef t  click > on th e floo r  sectio n tha t 

intersect s th e lef t  and near  slante d floo r  sections .  

You shoul d creat e a floo r sectio n as shown her e on 

th e right .  The sectio n i s now selecte d and divide d 

int o two triangles .  I f  you selecte d th e wron g [ Triangle-\ ]  button , 

simpl y clic k on th e prope r  one and the n  Ctrl >- <Lef t  click > on th e 

floo r  sectio n unti l  i t  i s  bot h divide d int o triangle s and selecte d as 

shown here .  
 
 
To selec t  whic h hal f  of  th e triangl e we ar e goin g t o raise ,  do < left 

click> the selected sector or pres s th e <Spacebar > key  unti l  a whit e arro w 

point s toward s th e raise d floo r  sections .  Pres s th e <Q> key t o rais e 

tha t  triangl e one click .  Wit h thi s corne r  fixed ,  <Lef t  click > i t  t o 

unselec t  it .  Now continu e on repeatin g thi s wit h th e othe r  fou r 

corners .  
 
 
Pres s th e [ Selec t  Mode]  butto n t o get  out  of  th e “ Selec t  Mode. ”  
 
 
 

A dding M ore Rooms to Your L evel 
 

I n th e same way tha t  you create d your  firs t  room,  agai n clic k th e [New]  
butto n i n th e “ Rooms” grou p at  th e botto m of  th e windo w.  I n thi s “ Add 
new room”  dialo g box ,  set  th e “Depth ”  variabl e t o 7,  th e “ Width ”  
variabl e t o 5,  and th e “Height ”  variabl e t o 3.  Clic k th e [ OK]  button . 
Notic e tha t  i n th e “ Rooms”  group ,  th e new roo m i s liste d as Room #2 and 
th e “Neighbor ”  has been set  automaticall y  t o 1.  Now <Righ t  click > & 
dra g th e roo m i n th e 3D Windo w t o lowe r  th e near sid e of  it .  Then use 
<Ctrl >- <Righ t  click > & dra g t o move th e rooms back t o wher e the y bot h 
fi t  i n th e windo w. Notic e tha t  th e new roo m i s place d at  th e “front ”  of  
th e curren t  room.  (Th e fa r  side . )  Thi s i s  th e defaul t  placement .  You 
can chang e th e defaul t  placemen t  by <Righ t  clicking > th e [New]  butto n 
and makin g th e desire d selection .   
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You can als o chang e th e placemen t  of  th e curren t  roo m wit h respec t  t o 

it s  neighbo r  by usin g th e arrow s i n th e “ Speed Bar ”  at  th e to p of  th e 

screen .  Take a moment  and clic k th e [ Righ t  arrow ]  button .  When you do,  

i t  wil l  move th e curren t  roo m (th e one we jus t  create d and i s 

highlighte d i n our  list )  t o th e righ t  sid e of  th e neighbo r  room,  whic h 

i s Room #1.  Now clic k th e [Up arrow ]  spee d butto n t o plac e th e new roo m 

back i n fron t  of  th e origina l  room. Notic e als o tha t  th e floor s of  th e 

two rooms ar e at  th e same level .  That ’ s becaus e th e fron t  lowe r  lef t 

corne r  of  a roo m i s th e “origin ”  fo r  a rooms coordinates .  The onl y 

coordinat e tha t  needs t o be change d t o plac e our  new roo m i n fron t  of  

th e origina l  roo m i s th e “Z ”  coordinat e sinc e i t  control s th e forwar d 

and backwar d movement  of  th e room.  The “X ”  and “Y ”  coordinate s remai n 

th e same and so th e floo r  and lef t  sid e of  th e rooms remai n i n th e same 

planes .  You can alte r  th e positio n of  th e curren t  roo m by changin g th e 

X,  Y,  and Z variable s i n th e “ Rooms”  group .  For  example ,  wit h Room #2 

stil l  th e curren t  room,  (highlighte d i n th e list )  increas e th e “Y ”  

valu e (th e middl e variable ) by two click s so tha t  i t  i s  now 34.  You wil l  

have raise d i t  so tha t  it s  floo r  i s  now at  th e same heigh t  as th e 

origina l  room’ s walls .  Rese t  i t  back t o 32.  
 

Co n necti n g  Rooms (Portals) 
 

Portal s i s  jus t  a ter m tha t  include s al l  openin g betwee n two rooms .  

Thi s can be suc h thing s as doors , windows ,  or  opening s i n th e ceilin g 

and floors .  As wit h most  tasks ,  door s can be create d i n more tha n one 

way.  

 

 

At  th e botto m of  th e scree n clic k on “ Room #1”  i n th e “ Rooms List ”  of  

th e Rooms group .  I t  wil l now be highlighte d t o show tha t  i t  i s  th e 

curren t  room.  Notic e how our  Room #2 disappeare d fro m our  3D Windo w.  

That ’ s becaus e i t  i s  neithe r  th e curren t  roo m nor  th e neighbo r  room.  

Change th e “Neighbor ”  variabl e t o th e number  2 and once agai n bot h 

rooms shoul d be displayed .  
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Selecting One Section or a Block of Sections 
You can selec t  singl e section s or  an entir e bloc k of  section s by usin g 
Middle mouse button or doing <Ctrl >- <Shift >- <Lef t  click )  & drag .  Tr y thi s 
now.  ( Make sur e you’r e not  i n th e selec t  mode. )  Hol d down th e <Ctrl > 
key and th e <Shift > key.  <Lef t  click > on one of  th e floo r  section s and 
whil e holdin g th e mouse butto n down, dra g th e mouse t o 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 .  

First M ethod of Creating a Portal 
 

Use th e “bloc k select ”  metho d describe d abov e t o selec t th e thre e 

cente r  section s betwee n our  two rooms .  

Look at th e pictur e on th e righ t  t o see 

thes e sections . I n th e 2D Gri d group ,  

clic k th e [Door ]  butto n and th e thre e 

selecte d section s wil l  be converte d int o 

a door . The 3 viole t  section s show tha t  

th e openin g i s a door .  

I f  you creat e a door  and the n decid e tha t  you want  t o get  ri d of  it ,  

use <Ctrl >- <Shift >- <Lef t  click > & dra g t o selec t  th e door ’ s viole t  

section s and the n i n th e “ 2D Grid ”  group ,  clic k th e [ Clea r  Door ] 

button .  Go ahead and do tha t  now.  

 

Second M ethod of Creating a Portal 
I n th e 2D Gri d Box i n th e upper  lef t  of  your  

windo w,  clic k one of  th e borde r  section s tha t  

represent s one of  th e section s tha t  i s  t o be 

made int o a door .  When you do,  a door  wil l  

instantl y be create d as wil l  be seen i n your  3D 

Windo w.  Go ahead and clic k th e 3 desire d 

sections .  I f  you clic k a wron g sectio n by 

accident ,  you can use th e [ Clea r  Door ]  butto n t o 

chang e i t  back int o a wal l  section .  

 

Remove each of  th e door s by <Righ t  clicking > a sectio n i n th e 2D Gri d 

Box followe d by clickin g th e [ Clea r  Door ]  button .  
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Finall y  we’r e goin g t o creat e a door  and the n we’l l  leav e i t  i n place .  

Thi s tim e we ar e goin g t o use th e righ t  mouse butto n t o selec t  a bloc k 

of  sections .  I n th e 2D Gri d Box,  <Righ t  click > & dra g th e 3 section s 

tha t  ar e t o be our  door .  When you do,  th e selecte d section s wil l  have a 

re d lin e aroun d them.  Now clic k th e [Door ]  butto n and th e door  wil l  be 

created .  You can selec t  th e blac k section s representin g a door  usin g 

thi s method ,  and the n clic k th e [ Clea r  Door ]  butto n t o remov e it .  

Using A  Selected Block in The Select M ode 
 
Afte r  you have selecte d a bloc k (whil e not  i n th e selec t  mode)  usin g 
th e <Ctrl >- <Shift >- <Lef t  click > & dra g metho d as was done above ,  you 
can late r  selec t  thi s bloc k whil e you ar e i n th e “ Selec t Mode. ”  Simpl y 
press <spacebar> key,  any raising/lowering button or clic king  on th e 
[ Checkmark ]  spee d button .  

M ore on Raising and L owering Sections 
Next  we’r e goin g t o rais e up a sectio n i n th e middl e of  our  secon d 

room.  I n th e “ Rooms”  grou p at th e botto m of  th e screen ,  clic k on “ Room 

#2”  i n th e rooms lis t  t o make i t  our  curren t  room.  Leave th e “Neighbor ”  

set  t o number  2.  Clic k th e [ CENTER CAMERA]  butto n t o plac e our  roo m i n 

th e cente r  of  th e 3D Windo w and the n use <Ctrl >- <Righ t  click > & dra g t o 

move th e roo m back a little .  

 

<Righ t  click > & dra g th e near  end of  th e roo m down 

a littl e so tha t  you can see th e floo r  sections . I n 

th e “ Geometry ”  group ,  clic k th e secon d butto n down 

on th e left .  I t look s lik e a wedge.  Make sur e th e 

“ Selec t  Mode”  butto n i s out  and make sur e tha t  th e 

“ Left-right ”  switc h i s  selected .  I t ’ s  jus t  belo w 

th e button s wit h th e shape s on them.  Now clic k th e 

floo r  sectio n that ’ s 2 rows i n fro m th e lef t  and 4 

rows back .  The floo r  sectio n wil l  now loo k lik e a 

slante d shed roof .  See th e pictur e on th e right .  Next  pres s th e <Up 

arrow > key on your  keyboard .  When you do a “base ”  bloc k i s  added under  

our  “face ”  block .  ( See “base ”  and “face ”  block s on page 18. )  Each tim e 

you pres s th e <Up arrow > key,  anothe r  “base ” bloc k i s  added .  
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You can add “base ”  block s t o ceilin g section s by holdin g down th e 

<Shift > key when you pres s th e arro w keys .  Use th e <Down arrow > key 

t o retur n th e floo r  t o jus t  th e slante d section .   

(Note :  I f  th e sectio n becomes unselected ,  i t  wil l  not  rais e and lowe r  

when you pres s an arro w key.  Simpl y <Ctrl >- <Shift >- <Lef t  click > on 

th e sectio n t o selec t  i t and the n use th e arro w keys . )  

 

One more thin g about  addin g “base ”  sections .  You wil l  notic e i n th e 

botto m righ t  corne r  of  th e Mai n windo w,  ther e ar e two variables .  One i s 

labele d “ Floo r  Section ”  and th e othe r  i s  labele d “ Ceilin g Section . ”  You 

can use thes e variable s t o determin e how many “base ” 

block s t o automaticall y  add t o your  “face ”  bloc k 

when you clic k on a sectio n wit h one of  th e Geometr y 

shape s selected .  For  example ,  set  th e “ Floo r Section ”  

variabl e t o th e number  2.  I n your  Geometr y grou p 

selec t th e to p righ t  shape .  Now clic k on one of  th e 

floo r  section s alon g th e near edge.  As shown at  th e 

left ,  2 “base ”  block s have been added under  our 

“ face ”  block .  Go ahead and pres s <Ctrl >- U t o undo our  las t  creation . 

Don’ t  fo r get  t o set  th e “ Floo r  Section ”  variabl e back t o 0.  

You shoul d have a slante d sectio n i n Room #2 as shown i n th e pictur e at  

th e botto m of  th e previou s page.  Next ,  selec t  th e Geometr y butto n 

that ’ s i n th e to p ro w and thir d colum n over  fro m th e left . Clic k th e 

floo r  sectio n t o th e righ t  of  our  slante d section .  You shoul d now have 

a floo r  sectio n that ’ s fla t  and at  th e same heigh t  as th e lante d 

section .  Selec t  th e righ t  most  butto n i n th e secon d ro w.  I t ’ s th e 

mirro r  shap e of  th e butto n tha t  we used t o make our  firs t  slante d 

section .  Now clic k th e floo r sectio n t o th e righ t  of  th e one we jus t  

raised .  

Now tha t  we have th e basi c shape s fo r  th e to p 

surfac e of  our  thre e sections ,  let s modif y 

al l  thre e section s at  one time .  Clic k th e 

Selec t  Mode]  butto n i n th e Geometr y group .  

Next ,  selec t  al l  thre e of our  modifie d floo r  

sections .  They’l l  tur n red .  Wit h the m 

selected , pres s th e <Q> key.  You’l l  rais e al l  

thre e section s 1/ 4 of  a block .  
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The shap e we’v e create d on each sid e of  our  fla t  sectio n i s one tha t  

can ’ t  be selecte d i n our  grou p of  Geometr y buttons .  Now pres s th e <Up 

arrow > once t o add a “base ”  bloc k under  al l  thre e sections .  You shoul d 

have thre e section s as shown t o th e left . Clic k th e [ Selec t  Mode]  

butto n t o get  out  of  th e “ Selec t  Mode. ”  

A dding Textures to The Rooms 
By now you’r e probabl y gettin g tire d of  lookin g at  your  rooms colore d 

wit h onl y gree n and blue . Let ’ s see i f  we can add some texture s and 

spic e thing s up a little . Befor e we can appl y texture s t o our  rooms ,  we 

must  firs t  loa d i n a fil e tha t  contain s th e textures . Numerous fil e 

format s ar e supported .  I ’ m goin g t o have t o assume tha t  you have 

downloade d th e texture s as was mentione d earlie r  i n our  “ Syste m 

Requirements ”  section . At  th e to p of  th e Mai n windo w,  clic k on “ File ”  

i n th e Menu Bar .  Selec t  “ Open Textures . ”  ( Or  use th e <Ctrl >- <T> 

shortcut . )  I n th e pop-u p windo w,  navigat e t o th e folde r  wher e you 

unzippe d your textures .  You shoul d fin d severa l  folder s tha t  were 

automaticall y  create d when you unzippe d th e downloade d file .  I nsid e 

th e “tr 2”  folde r ,  double-clic k th e “platform . tga ”  fil e t o loa d i n thes e 

textures . The Textur e Windo w alon g th e righ t  sid e of  your  Mai n Windo w 

wil l  now displa y a portio n of  th e texture s available .  You can scrol l  

down t o see al l  of  th e textures .  
 

The firs t  thin g you wil l  want  t o do when 

you ar e texturin g i s t o selec t  a portio n 

of  th e texture s i n th e windo w t o appl y t o 

one or  more section s i n your  room(s) .  

<Lef t  click > anywher e i n th e Textur e 

Windo w.  When you do,  you wil l  selec t  a 64 x 

64 pixe l  section .  A selecte d sectio n wil l  

have a gree n borde r  aroun d it .  Notic e tha t  

th e loade d texture s ar e broke n down int o 64 

x 64 pixe l  areas .  These area s ar e agai n 

groupe d int o area s tha t  ar e 4 wid e and 4 

high .  These la r ger  area s ar e separate d by a 

blu e line .  Sinc e ther e ar e 64 pixel s i n 

each smalle r  section ,  th e la r ger  section s ar e therefor e 256 x 256 pixel s 

i n size .  
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You can quickl y selec t  any 64 x 64 pixe l  are a by clickin g on it ,  or  you 

can selec t  othe r  size s by usin g th e <Righ t  click > & dra g method .  Alway s 

<Righ t  click > & dra g fro m upper  lef t  t o lowe r  right .  Thi s metho d allow s 

you t o selec t  section s tha t  ar e 1/ 4 th e siz e of  th e 64 pixe l  areas .  That  

means tha t  th e smalles t  are a selectabl e i s  16 x 16 pixels .  Thi s i s  good 

t o know i f  you late r  want  t o creat e your texture s fro m scratch .  You can 

NOT selec t  a sectio n acros s one of  th e blu e lines .  You must  sta y withi n 

a 256 x 256 pixe l  area .  
 
I f  you want  t o get  ri d of  th e Textur e Windo w and make th e 3D Windo w 

much la r ger ,  you can clic k th e [Hid e Panel  Textures ]  butto n i n th e 

“ Mor e Options ”  group .  

 
Sinc e you shoul d have Room #2 displaye d i n your  3D Windo w,  we’l l  star t  by 
texturin g some of  it .  
 
 
The firs t  thin g we wil l  textur e i s  our  floo r .  We’r e goin g t o use th e 

textur e i n th e fift h ro w down and i n th e secon d colum n fro m th e left .  

I t  look s lik e stee l  walkwa y.  Clic k i t  t o selec t  it .  Ther e shoul d now be 

a gree n lin e aroun d it .  Now we need t o le t  th e progra m know tha t  we want  

t o do texturin g on our section s rathe r  tha n creatin g geometri c shapes .  

To do that ,  clic k th e clic k th e [ Texturin g Mode] butto n that ’ s i n th e 

“ Mor e Options ”  grou p at  th e botto m of  th e windo w.  
 
 
I f  we were t o star t  clickin g section s i n our  room,  th e texture s woul d 

be applied ,  but  we wouldn ’ t  be abl e t o see them.  I n orde r  t o vie w your  

roo m textured ,  you must  firs t  clic k th e [ Render  Textured ] butto n 

that ’ s als o i n th e “ Mor e Options ”  group .  Do tha t  now.  
 
 
Wow!  Everythin g excep t  our  viole t  door  section s have turne d white .  Thi s 

i s  how section s ar e rendere d when no textur e has been applie d t o them.  

Now clic k on one of  th e floo r  sections .  That sectio n wil l  now have th e 

selecte d textur e applie d t o it .  We coul d continu e clickin g th e floo r  

section s one at  a tim e unti l  we had th e entir e floo r  textured ,  however ,  

there ’ s a much simple r  method .  At  th e to p of  your  windo w,  clic k th e 

[T Floor ]  spee d button .  Thi s wil l  textur e al l  horizonta l  floo r  section s 

includin g th e ones tha t  have been raised .  Notic e how th e to p of  our  3 

raise d section s has als o been textured .  
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Note :  I t ’ s  alway s wis e t o textur e your  entir e floo r ,  walls ,  and ceilin g 

firs t  usin g th e spee d button s even i f  ther e wil l  be some section s 

texture d di f ferentl y.  You can the n go back and chang e individua l 

section s one at  a time .  

Now let ’ s  clic k on th e textur e that ’ s i n th e fourt h ro w down and i n 

th e thir d colum n fro m th e left .  I t has blac k and yello w diagona l  

line s acros s th e to p of  it .  Go ahead and textur e al l  fou r  side s of  our 

raise d sections .  You’l l  need t o use <Ctrl >- <Righ t  click > & dra g t o 

rotat e th e roo m about  on it s  axi s t o see al l  of  th e sides .  
 
Notic e tha t  th e to p two section s of  our  ends loo k distorted .  The 

progra m has compresse d th e entir e textur e so tha t  i t  wil l  fi t  int o th e 

shor t  section .  To correc t  this ,  <Righ t  click > & dra g a singl e heigh t 

sectio n acros s th e textur e tha t  we jus t  used that ’ s jus t  belo w th e 

yello w diagona l  lines .  Clic k th e to p section s 

of  th e ends of  our  raise d section s t o fi x  them.  

Now let ’ s  textur e th e to p of  our  raise d 

sections .  Selec t  th e textur e that ’ s i n th e 

sevent h ro w and i n th e thir d colum n fro m th e 

left .  I t ’ s mostl y brow n wit h gra y sides .  Clic k 

on th e to p of  our  section s t o appl y thi s 

textur e t o them.  You shoul d now have somethin g 

lik e what  i s  shown her e on th e right .  

Now selec t  th e textur e that ’ s i n th e fift h ro w and fourt h colum n over  

fro m th e left .  I f  we were t o use th e [T Walls ]  butto n i n th e Speed 

Butto n Toolba r ,  we’ d appl y th e textur e t o th e side s of  our  raise d 

sectio n as well .  There ’ s a way aroun d havin g t o textur e th e wall s one 

sectio n at  a time .  

Firs t  we have t o get  out  of  th e “ Texturin g Mode”  by clickin g th e 

[ Textur e Mode]  button .  Als o make sur e tha t  you ar e not  i n th e “ Selec t  

Mode. ”  ( Leave th e [ Render  Textured ]  butto n active . )  Now selec t an 

entir e wal l  by usin g th e <Ctrl >- <Shift >- <Lef t  click > & dra g metho d of  

selectin g group s of sections .  Wit h th e wal l  now selected ,  clic k th e 

[T Wall ]  spee d button .  Onl y th e selecte d section s get textured .  Go 

ahead and repea t  thi s fo r  each of  th e othe r  thre e walls .  Al l  that ’ s 

lef t  now i s th e ceiling . Selec t  th e to p lef t  textur e and the n clic k 

th e [T Ceiling ]  spee d button .  
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When you ar e texturin g your  rooms ,  you can appl y texture s t o any roo m 

that ’ s displaye d i n th e 3D Windo w withou t  havin g t o make tha t  roo m th e 

curren t  room.  

 

Remember:  When you have th e [ Texturin g Mode]  butto n On,  clickin g 

section s applie s texture s t o thos e section s rathe r  tha n applyin g th e 

curren t  geometr y.  I t ’ s  common t o fo r get  t o tur n thi s mode of f .  

 

Anothe r  thin g t o mentio n i s tha t  you  can work on your  geometr y whil e 

viewin g your  rooms texture d by leavin g th e [ Render  Textured ]  butto n 

active .  

 

You can als o make th e selecte d textur e one tha t  i s  on a sectio n i n one 

of  your  rooms by doin g a <Ctrl >- <Lef t  click > on th e textur e i n th e 

room.  Once selected ,  you can the n appl y i t  t o othe r sections . .  

 

Now,  i n th e “ Rooms”  grou p at  th e botto m of  th e screen ,   clic k “ Room #1”  

i n th e roo m lis t  t o make i t th e curren t  room.  Clic k th e [ CENTER 

CAMERA]  button .  Go ahead and use th e tool s as mentione d abov e t o 

textur e thi s room.  Afte r  tha t  we’r e goin g t o star t  puttin g object s i n 

th e rooms .  
 

Placing Static I tems and Objects in Your L evels 

 

Befor e we do anythin g else ,  i t  migh t  be a good ide a t o explai n a littl e 

about  th e two di f feren t  type s of thing s tha t  you can plac e i n your  

levels .  Ther e ar e “ Statics ”  tha t  wil l  be referre d t o herei n as “items ”; 

and “ Objects ”  tha t  wil l  be referre d t o herei n as “objects . ”  I t ’ s  alway s 

a temptatio n t o refe r  t o “ Statics ” as stati c  object s rathe r  tha n stati c  

items ,  but  I ’l l  tr y  and keep th e distinction s separate .  
 
Statics :  These item s consis t  of  thos e thing s tha t  you can plac e i n a 

leve l  tha t  ar e not  interactive .  They ar e suc h thing s as trees ,  part s of  

building s suc h as column s and archways ,  and othe r  thing s tha t  ar e 

primaril y  fo r  decoration .  
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Objects :  These consis t  of  al l  th e object s tha t  Lar a can interac t  with ,  

includin g Lara .  You wil l  fin d al l th e bad guys ,  weapons ,  ammo,  object s 

tha t  can be picke d up,  object s tha t  can be pushed ,  as wel l  as doors ,  

keys ,  and so on.  You wil l  fin d some object s tha t  ar e ther e onl y t o 

provid e furthe r  informatio n fo r  th e program ,  suc h as th e “artificia l  

intelligence ”  object s tha t  th e progra m uses when i t  animate s th e 

objects .  These ar e automaticall y  added and do not  need t o be 

physicall y  place d i n th e level .  
 
 

L oading a Base level 
 

 

Befor e we can add thing s t o our  level ,  we firs t  have t o loa d i n what ’ s 

referre d t o as a “Bas e level . ”  A Base leve l  i s  nothin g more tha n a 

leve l  fro m one of  th e curren t  Tomb Raide r  games.  These file s ar e 

normall y foun d i n a “data ”  director y and the y have fil e extension s suc h 

as “ . pdh”  or  “ . tr 2”  or  “tr 4. ”  

 

Agai n I  wil l  assume tha t  you have downloade d th e Tomb Raide r  Chronicle s 

demo referre d t o as “ Tomb Raide r  5”  or  jus t  “T R5. ”  Minimiz e th e progra m 

fo r  a moment  and use your  Window s Explore r  t o maneuver  t o your  TR5 Demo 

director y.  I nsid e i t  you’l l  fin d a sub-director y named “data . ”  I nsid e 

tha t  folde r  you shoul d fin d a fil e named “demo. trc . ”  Preserv e thi s 

origina l  fil e by renamin g i t  t o “orig_demo . trc . ”  The leve l  we’l l  be 

creatin g needs t o have th e origina l  file s name fo r thing s t o work 

properl y.  

 

 

To loa d a Base level ,  clic k “ File ”  i n th e Menu Bar  and the n selec t  

“ Open Base level . ”  I n th e pop-u p windo w,  navigat e t o th e folde r  wher e 

we jus t  change d th e name of  t  he fil e t o “orig_demo . trc . ” Doubl e clic k 

on thi s fil e and i t  wil l  loa d as our  Base level .  Then,  so tha t  we ar e 

al l  viewin g th e same thing ,  set  th e “current ”  roo m t o Room #1 and th e 

“neighbor ”  t o Room #2.  
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Placing Static I tems in Your L evels 
 
 
Now tha t  you have a “Bas e level ”  loaded ,  let ’ s  see i f  we can put  some 
item s i n our  rooms .  
 
 
I n th e Tool  Grou p buttons ,  clic k on th e [ Statics ]  button .  The Tool  

Grou p fo r  tha t  butto n i s now displaye d belo w it .  Clic k th e [ Enable ]  

butto n i n thi s grou p t o activat e it .  When you do,  anothe r windo w wil l  

open jus t  abov e al l  of  thi s wher e th e item s you selec t  ar e displayed .  

I f  you loade d th e TR5 Demo as a “Bas e level , ”  the n th e ite m bein g 

displaye d look s lik e some sor t  of  a gat e or something .  The reaso n tha t  

I ’v e describe d i t  thi s way i s tha t  Stati c  item s ar e not  identifie d as 

t o what the y are .  You wil l  notic e tha t  down belo w i n th e Stati c  I tems 

List ,  th e ite m selecte d i s simpl y named “ Stati c  Mesh #0. ”  Sometime s 

item s can easil y  be identifie d whil e at  othe r  time s i t  can be rathe r 

di f ficul t  t o tel l  what  the y are .  Althoug h thi s ite m appear s t o be a 

gate ,  i t  cannot be one tha t  opens or close s sinc e i f  i t  did ,  i t  woul d 

be an “object ”  tha t  Lar a or  somethin g els e coul d interac t  with . 

Remember  tha t  “ Static ”  item s jus t  si t  aroun d doin g absolutel y nothing .  
 
 
You can rotat e and move item s displaye d 

usin g th e same method s used t o move and 

rotat e rooms . For  example ,  clic k on “ Stati c  

Mesh #9”  i n th e list .  What  appear s t o be 

some sor t  of  pedesta l  appear s i n th e 

displa y windo w.  Use <Righ t  click > & dra g t o 

rotat e and vie w thi s item .  I f  you los e 

trac k of how th e ite m was oriente d you can 

clic k th e [ Center ]  butto n jus t  belo w th e 

displa y windo w.  The actua l  siz e tha t  thi s 

ite m wil l  be when place d i n a leve l  can 

onl y be determine d by placin g i t  i n a room.   

 

To plac e th e selecte d ite m i n a room,  firs t  make sur e tha t  th e [ Enable ]  

butto n i s active .  Then simpl y clic k th e floo r  sectio n wher e you want  

th e ite m placed .  Go ahead and plac e thi s ite m somewhere i n Room #1.  
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Not e tha t  you can plac e an ite m i n any roo m that ’ s displaye d i n th e 3D 

Windo w.  
 
The curren t  ite m i n your  roo m i s displaye d i n a “wireframe ”  mode.  Go 
ahead and plac e anothe r “pedestal ”  ite m 
i n your  room.  Notic e tha t  th e new one 
becomes th e curren t  ite m and i s displaye d 
as “wireframe ”  whil e th e firs t  ite m i s 
shown full y  textured .  To make an ite m i n 
your  roo m th e “current ” item ,  simpl y 
clic k on it .  Let ’ s get  ri d of  th e firs t  
pedestal .  Clic k on i t  t o make i t  th e 
curren t  item .  Now clic k th e [Delete ]  
butto n that ’ s jus t  abov e th e list ,  or  
pres s th e <Delete > key.  
 
Now let ’ s  move an ite m about .  The [ Statics ]  butto n and th e [ Enable ]  
butto n must  be on.  Pres s th e <Up arrow > and <Down arrow > t o rais e and 
lowe r  th e ite m 1/ 4 of  a bloc k i n height .  ( You man have t o clic k th e 
ite m first . )  You can use <Ctrl >- <Up arrow > and <Ctrl >- <Down arrow > t o 
nudge th e ite m up or  down about  1/ 10 of  a bloc k i n height .  
 
 
Clic k on “ Stati c  Mesh #0”  i n th e lis t  t o selec t  it .  Clic k a sectio n 

near  th e cente r  of  your  roo m t o plac e th e item .  What  I  want  you t o 

notic e i s  tha t  thi s ite m get s place d alon g th e fa r  edge of  th e sectio n 

rathe r  tha n i n th e cente r  of  it .  Now clic k on th e [ Rotate ]  butto n jus t  

abov e th e item s list .  Each tim e you clic k it ,  th e ite m get s rotate d 45 

degree s about  th e cente r  of  th e sectio n wher e i t  was placed . Pressin g 

<Enter > wil l  rotat e th e ite m i n 90 degre e increments .  
 
 
You can move th e curren t  ite m t o anothe r  sectio n by holdin g down th e 

<Shift > key and the n clickin g wher e you want  th e ite m moved to .  I f  you 

hol d down th e <Shift > key and the n pres s one of th e arro w keys ,  you’l l  

nudge th e ite m about  horizontall y  i n tha t  direction .  
 
I f  you plac e th e wron g ite m somewhere ,  you can replac e tha t  ite m by 

firs t  selectin g th e correc t  ite m i n th e lis t  and the n clickin g th e 

[ Replace ]  butto n that ’ s jus t  abov e th e list .  
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I f  you want  t o fin d one of  th e item s that ’ s alread y i n your  roo m i n th e 

list ,  <Ctrl >- <Lef t  click > th e ite m i n th e room.  That  ite m and it s  

propertie s become th e selecte d ite m i n th e Static s grou p area . You can 

the n clic k th e roo m somewhere t o plac e more of  tha t  item .  

 

Placing Objects in Your L evels 
 

I n th e Tool  Group s buttons ,  clic k th e [ Objects ]  button .  The Tool  Grou p 

fo r  tha t  butto n i s now displaye d  belo w it .  Clic k th e [ Enable ]  butto n 

i n thi s grou p t o activat e it .  When you do,  anothe r windo w wil l  open 

jus t  abov e al l  of  thi s wher e th e object s you selec t  ar e displayed .  

 
 
You can rotat e and move item s displaye d usin g th e same method s used t o 

move and rotat e rooms . Take a moment  t o scrol l  up and down throug h th e 

object s i n th e Objec t  list .  As I  mentione d earlie r , many of  thes e 

object s don’ t  have t o be place d i n your  level .  Thi s include s suc h 

thing s as “ Lar a skin ” and “ Tar get  graphics . ”  

 
 
Ther e ar e a fe w more setting s her e tha n we had wit h Stati c  items .  We’l l  

mentio n the m briefl y:   
 

The “ Amount ”  variabl e allow s you t o plac e more tha n one objec t  on a 
sectio n at  a time .  Thi s i s  ver y handy when you want  t o plac e a la r ge 
amount  of  ammo on th e floo r  fo r  Lar a t o pic k up.  

 

The “ OCB”  (objec t  code bit )  variabl e i s  onl y fo r  TR4 and TR5.  I t  can be 
used t o caus e specia l behaviors ,  suc h as th e way Lar a pick s up objects .  
(  See Appendi x C) The “ Activatio n Flags ”  ar e used when you want  t o have 
more tha n one thin g trigge r  an event .  For exampl e you migh t  want  i t  so 
tha t  Lar a wil l  have t o push two object s ont o two specifi c  floo r 
section s t o open a door .  
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Now let ’ s  plac e an objec t  somewhere i n one of  th e rooms .  Scrol l  down i n 
th e Objec t  lis t  and clic k on “ Shotgun . ”  Now clic k anywher e i n one of  
your  rooms t o plac e a shotgu n fo r  Lar a t o pic k up.  Not e how th e curren t  
objec t  i n your  roo m i s show i n a re d wirefram e mode.  Belo w th e Shotgu n 
i n th e list , clic k on “ Shotgu n shell s  1. ”  Above tha t  set  th e “ Amount ”  
variabl e t o 3 and the n clic k your  roo m wher e you place d th e shotgu n t o 
leav e her  some ammo as well .  You can leav e her  some “ Shotgu n shell s  2”  
i f  you want .  Remember  tha t  Lar a has two type s of  shotgu n shell s  t o 
choos e from .  
 

Scrol l  up or  down unti l  you locat e th e “ Slo t  empty 
4”  objec t  and selec t  it .  Now clic k on th e floo r 
sectio n that ’ s i n th e fa r  lef t  corne r  of  your  
room.  Notic e how thi s objec t  get s place d i n th e 
cente r  of th e fa r  sid e of  th e sectio n tha t  you 
clicked .  I t  now appear s t o be on th e fa r  wall .  
Let ’ s assume tha t  you wante d i t  place d on th e 
wal l  t o it s  left .  Simpl y clic k th e [ Rotate ]  butto n 
that ’ s abov e th e Objec t  lis t and you can rotat e 
i t  about  horizontall y  45 degree s at  a time .  Go 
ahead and do thi s unti l  it ’ s  on th e lef t wall .  You 
can pres s <Enter > t o rotat e th e curren t  objec t  90 
degree s at  a time .  

 
You can rais e and lowe r  object s th e same way you di d wit h Stati c  items .  
Use th e <Up arrow > and <Down arrow > t o rais e or  lowe r  i t  1/ 4 bloc k i n 
height .  Use <Ctrl >- <Up arrow > and <Ctrl >- <Down arrow > t o nudge i t  up or  
down about  1/ 10 of  a bloc k i n height .  
 
 
You can move th e curren t  objec t  by holdin g down th e <Shift > key and 

the n clickin g wher e you want  th e objec t  moved to ,  includin g int o a 

di f feren t  room.  Holdin g th e <Shift > key and pressin g th e arro w key s 

nudge s th e objec t  horizontall y  i n tha t  direction .  
 
Clic k th e [Delete ]  butto n or  pres s th e <Delete > key t o delet e th e 
curren t  object . I f  you alread y have an objec t  i n one of  your  rooms ,  and 
you want  t o plac e anothe r  objec t  jus t  lik e i t somewhere ,  you don’ t  have 
t o tr y and figur e out  whic h objec t  i t  i s  i n th e list .  I nstea d <Ctrl >-
<Lef t click > th e object .  I t  bot h select s th e objec t  and change s th e 
setting s i n th e Objec t  too l  grou p t o tha t object .  You can the n clic k 
anywher e i n one of  your  rooms t o plac e tha t  objec t  there .  
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You may have notice d tha t  when you place d th e shotgu n shell s  on th e 
floo r ,  the y weren ’ t  ver y la r ge. I t ’ s  sometime s di f ficul t  t o clic k on 
object s tha t  ar e rathe r  small .  You can vie w and selec t  an objec t  i n 
your  leve l  by pressin g <Ctrl >- <I >.  Pic k your  objec t  i n th e lis t  and 
the n clic k [Norma l  Select] .  
 

Using Triggers 
 
 

I f  you’v e playe d Tomb Raide r  the n you ar e familia r  wit h how Lar a 

interact s wit h a lo t  of  th e thing s i n th e game.  She pick s up objects ,  

opens door ,  trip s lever s tha t  trigge r  an even t  t o occu r ,  and she pushe s 

object s about .  She may simpl y wal k int o some are a of  a roo m and fin d 

tha t  she ’ s triggere d a rollin g bal l  t o come down a slop e toward s her .  

Ther e ar e simpl e task s tha t  don’ t  requir e a trigge r , suc h as pushin g a 

bloc k about ,  but  most  phenomena tha t  occur s require s a trigge r  t o make 

i t  happen .  
 
 
We’r e goin g t o star t  by addin g a “baddie ”  t o our  level .  I t  won’ t  

appea r  unles s somethin g trigger s it . We’l l  als o show how t o trigge r  a 

door  t o open.  These ar e th e simples t  type s of  triggers .  Begi n by 

settin g up th e progra m so tha t  Room #1 i s th e curren t  roo m and Room #2 

th e neighbo r  room.  

 

Befor e we jump int o th e middl e of  things ,  let ’ s  firs t  tak e a close r  

loo k at  th e logi c of  settin g triggers . I n th e Tool  Grou p buttons ,  

clic k on th e [ Triggers ]  button .  Ther e wil l  now be thre e Tool  Group s 

belo w th e button .  Befor e you can plac e a trigge r  i n your  level ,  you 

firs t  have t o creat e i t  by selectin g a  trigge r  “type , ”  givin g i t  it s  

properties ,  and the n add i t  t o a slot .  The trigge r  i s  the n assigne d 

di f feren t commands.  

 

I n simpl e terms ,  selectin g a trigge r  “type ”  means tha t  you selec t  

“What  wil l  set  of f  th e trigger ?” Assignin g th e trigge r  “commands”  

means tha t  you set  up “What  get s triggered . ”  Follo w how thi s simpl e 

explanatio n work s as we plac e a “baddie ”  i n a roo m and set  up a 

trigge r  t o activat e him .  
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I f  you happene d t o have jumpe d i n at  thi s point ,  i t  i s  assumed tha t  

you have a leve l  wher e you ar e usin g th e Tomb Raide r  Chronicle s Demo 

(TR5)  loade d as a “Bas e level. ”  

 

Let ’ s go get  a “baddie ”  t o use i n our  level .  

Clic k on th e [Objects ]  butto n i n th e Tool  Group 

buttons .  Clic k th e [Enable ]  butto n and the n 

scrol l down i n th e object s lis t  t o th e “Lion” .  

Clic k i t  and the n clic k on a floo r sectio n 

behin d th e raise d section s i n Room #2 t o plac e th e lio n there . Clic k 

th e [Enable ]  butto n t o tur n i t  of f .  
 
 
 
Now clic k on th e [ Triggers ]  butto n i n th e Tool  Group buttons .  Whil e 
you’r e at  it ,  clic k on th e [Enable ]  butto n as well .  The firs t  thin g we 
need t o do i s selec t  a trigge r  “type. ”  Sinc e we want  i t  so tha t  when 
Lar a crosse s over  certai n floo r  sections ,  th e lio n wil l  be triggered ,  
we need t o use th e “Do_Activate ”  type .  Thi s i s  alread y th e one 
selecte d i n our  “ Triggers ”  dro p down list .  Clic k th e [Add ]  butto n i n 
th e “ Triggers ”  group .  (No t  th e one i n th e “Commands”  group. )  
 
The nex t  thin g we need t o do i s assig n commands t o our  trigge r .  Thi s i s  
wher e we set  up what  i t  i s tha t  get s triggered .  Sinc e our  lio n i s  an 
item ,  we need t o add i t  as an ite m t o our  lis t  of  commands.  I n th e 
“Commands”  grou p we can see tha t  “Item ”  i s  alread y selecte d i n th e 
commands list .  I n th e “Rooms”  grou p at  th e botto m of  th e screen ,  clic k 
on “Roo m #2”  i n th e lis t  of  rooms .  Now rotat e i t and clic k on th e lio n 
t o selec t  i t  as our  “item. ”  It ’ s  now shown i n a re d wirefram e mode.  
Clic k “Roo m #1”  i n th e rooms lis t  and clic k th e [CENTER CAMERA]  butto n 
t o get  thing s shown properl y.  Our  lio n i s  stil l  selected .  Add i t  as an 
ite m i n our  commands by clickin g on th e [Add ] butto n i n th e “Commands”  
group .  The ite m and it s  number  i s  now place d i n th e Commands lis t  fo r 
thi s trigge r .  The lio n wil l  be what  get s triggered .  You coul d add more 
item s t o be triggere d i f  you wante d t o do so.  
 
Not e tha t  i f  you selec t  th e floo r  section s fo r  th e trigge r  jus t  prio r  
t o addin g th e trigge r  “type, ”  th e progra m wil l  plac e trigger s ther e and 
you won’ t  have t o go back and “apply ”  th e trigger s t o th e floo r .  
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The onl y thin g lef t  t o do now i s t o set  up th e floo r  section s wher e 
Lar a wil l  trigge r  th e lion .  We’l l  set i t  up so tha t  she can ’ t  go int o 
Room #2 withou t  triggerin g th e lion .  We’v e place d th e lio n behin d our 
raise d section s so tha t  when i t  get s triggere d i t  won’ t  jus t  suddenl y 
materializ e befor e our  eyes .  Selec t th e thre e floo r  section s i n fron t  
of  th e doorwa y by usin g th e <Ctrl>-<Shift>-<Lef t  click > & dra g method .  
Wit h thes e section s selected ,  clic k on th e [Apply ]  butto n i n th e 
“ Triggers ”  group .  The section s wil l  tur n viole t  and i f  you clic k a 
viole t  sectio n that ’ s a trigge r ,  it’l l  tur n yello w.  Go ahead and clic k 
th e [Enbable ]  butto n t o tur n i t  of f .  That  complete s it .  
 
 
Now let ’ s  perfor m th e same tas k usin g one of  th e Quic k Trigge r  button s 

i n th e botto m grou p of  th e thre e Trigge r  groups .  We’r e goin g t o plac e 

anothe r  Lio n behin d th e raise d floo r .  Clic k th e [Objects ] butto n and 

the n th e [Enable ]  button .  Agai n selec t  th e “Lion. ”  I n Room #2,  clic k th e 

floo r  some plac e behin d th e raise d floo r  t o plac e our  secon d lio n 

there .  Clic k of f  th e [Enable ]  butto n t o tur n i t  of f .  Now clic k th e 

[ Triggers ]  butto n followe d by th e [Enable ]  button .  Clic k th e Lio n tha t  

we jus t  put  behin d th e raise d floo r  t o selec t  it .  I n Room #1,  clic k on 

some floo r  section s tha t  you want  t o use t o trigge r thi s lion .  Now jus t  

clic k th e lef t  most  Quic k Trigge r  butto n and everythin g wil l  be done 

automaticall y  fo r  us by th e program .  

Building Your Level 
 

We’l l  get  back t o trigger s i n jus t  a fe w minutes .  I  suspec t  tha t  by 

now you’r e anxiou s t o creat e a playabl e leve l  wit h what  you’v e 

created .  

 

Clic k “File ”  i n th e Menu Bar  at  th e to p of  th e screen .  I n th e drop-

down menu,  selec t  “Buil d Level. ” You can use <F10> as a shortcu t  i f  

you want .  I n th e pop-u p windo w th e onl y thin g we need t o be 

concerne d wit h at  thi s tim e i s th e “New Level ”  tex t  are a at  th e 

bottom .  Clic k th e [Browse ]  butto n at th e lef t  sid e of  th e tex t  are a 

and navigat e t o wher e th e “orig_demo.trc ”  fil e i s  located .  Clic k 

tha t  fil e and the n clic k th e [Open ]  button .  You’l l  now fin d th e 

complet e pat h lis t  i n th e tex t  area .  Edi t  th e lin e so tha t  th e 

“orig_demo.trc ”  name read s “demo.trc. ”   
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When you have i t  tha t  way,  clic k th e [Buil d Level ]  button .  Wai t  fo r  

th e progra m t o finis h buildin g th e leve l  and the n exi t  out  of  th e 

program . (Don ’ t  fo r get  t o sav e your  leve l  befor e exiting. )  Go ahead 

and pla y your  level .  You shoul d be abl e t o pic k up th e shotgu n and 

ammo.  Arm yoursel f  wit h i t  and go fin d th e lions .  

 
----------------------------------------------------------- 
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Chapter 3: More Advanced Level  
Welcom e t o our  secon d tutorial .  The firs t  tutoria l  was indee d jus t  an 

introductio n and now tha t  you have a basi c understandin g of  how thing s 

work ,  we’r e goin g t o jump righ t  int o some of  th e more advance d 

feature s of  th e program . Go ahead and star t  a new projec t  by eithe r  

bootin g th e progra m fro m scratch ,  or  clickin g “ File ”  i n th e Menu Bar  

and the n selectin g “New Project . ”  

Hopefull y  befor e you star t  a projec t  you wil l  have at  leas t  a genera l  

ide a of  what  you want  t o create .  I can say fro m experienc e tha t  you 

shoul d firs t  creat e th e basi c geometr y fo r  your  firs t  fe w rooms t o 

make sur e thing s fi t  togethe r  properl y.  I t  can be depressin g t o spen d 

a lo t  of  tim e refinin g your  firs t fe w rooms onl y t o fin d out  tha t  th e 

overal l  pla n isn ’ t  goin g t o fi t  togethe r  properl y.  
 
 
I n thi s tutoria l  we’l l  be creatin g an 8 roo m level .  I t  won’ t  be as 

complicate d as most  actua l  game level s but  i t  wil l  be complicate d 

enoug h t o giv e us some firs t  hand experienc e goin g throug h th e step s 

tha t  wil l  be necessar y t o creat e more complicate d levels .  
 

A  Few Words A bout Coordinates 
I n th e firs t  tutoria l  we touche d briefl y  on how a roo m i s set  up usin g 

X,  Y,  Z coordinates .  For  thos e of you who ar e familia r  wit h this ,  you 

can ski p thi s and move on.  
 
 
I n 3 dimensiona l  space ,  we can defin e wher e 

any poin t  i s  at  by firs t  selectin g an 

origi n poin t  i n tha t space .  We the n 

describ e how fa r  we ar e lef t  or  righ t  fro m 

tha t  poin t  (usuall y  seen as width )  as wel l  

as up or  down fro m i t  (see n as height )  and 

finall y  how fa r  we ar e i n th e othe r  

horizonta l  directio n (see n as length) .  The 

lef t  t o righ t  directio n i s labele d X.  The up and down i s labele d Y,  

whil e th e othe r  horizonta l  directio n i s labele d Z.  Thi s i s  show i n th e 

pictur e at  th e right .   
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Ever y room’ s locatio n i n th e edito r  i s  define d usin g thi s system . The X,  

Y,  Z coordinate s ar e normall y shown as (  X,  Y,  Z) .  Thus ( 2, 5, 18)  woul d be 

X=2,  Y=5,  and Z=18.  

 

Now loo k at  th e diagra m at  th e left .  I t  shows how 

a room’ s locatio n i s describe d base d on a poin t  

i n it s  fa r  lowe r  lef t  corne r .  We describ e a 

room’ s locatio n base d on how fa r  thi s corne r  

poin t  i s  fro m th e origin , wher e th e origin ’ s 

coordinate s ar e ( 0,  0,  0) .  

 

I nsid e th e edito r ,  th e thre e variable s at  th e 

botto m of  th e scree n ar e th e X,  Y,  Z coordinate s of  th e “current ”  room.  

When you creat e a new roo m or  examin e a room’ s properties ,  you wil l  

agai n see thes e coordinates .  
 
 
The onl y thin g lef t  i n describin g a roo m i s t o assig n a valu e t o how 

fa r  th e roo m goes i n each of  th e thre e directions .  We spea k of  thi s as 

depth ,  width ,  and height .  These thre e value s ar e determine d when you 

creat e a roo m and the y can be change d i n th e room’ s propert y windo w.  
 
Hopefull y  thi s wil l  giv e you as good of  an understandin g as you 

wil l  need when creatin g and movin g your  rooms .  

Creating Rooms in The 2D M ap View 
Clic k on th e [ 2D MAP]  butto n i n th e “ Mor e Options ”  grou p at  th e botto m 

of  th e screen .  When you do,  your  scree n change s t o a windo w wit h a la r ge 

gri d i n it .  The gri d represent s your  leve l  as i t  woul d be seen i f  

lookin g straigh t  down at  it .  The left-to-righ t  directio n i s th e X valu e 

i n our  coordinate s and th e top-to-botto m directio n i s th e Z coordinate .  

Sinc e we ar e lookin g straigh t  down at  our  rooms ,  th e Y  coordinat e 

representin g a rooms distanc e up and down can not  be shown.  
 
Now,  <Shift >- <Lef t  click > and dra g fro m some poin t  near  th e cente r  of  

thi s gri d t o a plac e about  5 square s down and 5 square s t o th e right .  

Let  go of  th e mouse button .  You shoul d now have a rectangl e that ’ s 

outline d by a dashe d line .  Clic k th e [New]  butto n i n th e “ Rooms”  grou p 

at  th e botto m of  th e windo w.  The “ Add new room”  windo w pops up.   

 

 

 



 Page - 62 - 

 

 

At  th e to p of  thi s windo w ar e 3 variable s fo r  th e room’ s coordinate s 

as wel l  as 3 value s fo r  it s  depth ,  width ,  and height .  Leave the m as 

the y ar e and clic k th e [ OK]  button .  You’v e jus t  create d a new roo m i n 

your  level ! . You’r e goin g t o fin d tha t  thi s “ 2D Map”  vie w i s a 

powerfu l  too l  when creatin g and movin g rooms .  

 

Now use th e same metho d t o creat e a 

secon d room.  Alig n i t  so tha t  it ’ s  

adjacen t  t o th e righ t  sid e of th e firs t  

room.  Finall y  creat e a thir d roo m so 

tha t  it ’ s  adjacen t  t o th e lef t  sid e of  

our  firs t  room.  Now let ’ s  have some fu n 

makin g some changes .  
 
I f  you get  so tha t  you can ’ t  see al l  of  

your  rooms ,  use th e scrol l  bar s t o move 

th e windo w about  unti l you have i t  th e 

way you want  it .  The “current ”  roo m i s 

shown i n re d whil e th e “neighbor ”  roo m 

i s shown i n sky blue .  Go ahead and 

clic k on each of  th e thre e rooms .  When you do,  you’l l  chang e th e 

“current ”  roo m t o th e one tha t  you clic k on.  You’l l  notic e tha t  th e 

“current ”  roo m (th e one highlighted )  i n th e rooms lis t  at  th e botto m 

of  th e windo w wil l  chang e t o show th e prope r  “current ” room.  Now <Righ t  

click > each of  th e rooms .  You’l l  see tha t  thi s change s th e “neighbor ”  

roo m t o th e one tha t  you <Righ t  click > on.  
 
 
You can easil y  move a roo m about  by <Lef t  clicking > & draggin g th e 

room.  Giv e thi s a tr y as well . When you’r e done,  make sur e tha t  you 

leav e th e rooms wit h th e firs t  one betwee n th e othe r  two .  
 
 
When you ar e creatin g a room,  i f  th e dashe d lin e enter s a square ,  tha t  

squar e becomes par t  of  th e room.  What  I ’v e foun d work s bes t  i s  t o clic k 

i n th e cente r  of  th e to p lef t  corne r  squar e of  th e desire d roo m and 

the n clic k and dra g unti l  you’r e at  th e cente r  of  th e botto m righ t  

square .  I f  you make a mistak e and creat e a roo m di f feren t  tha t  th e one 

you wanted ,  you can easil y  alte r  it s  dimensions .  
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Clic k th e roo m tha t  you want  t o chang e th e siz e of  and the n clic k th e 

[ Properties ]  butto n i n th e “ Rooms”  group .  Change th e dept h and widt h 

value s as neede d and clic k [ OK] .  You’l l  be prompte d t o make sur e you 

want  t o make th e changes .  

Cloning Rooms in The 2D M ap View 
 

You can clon e a roo m i n bot h th e 2D Map vie w and th e 3D Windo w vie w,  

however ,  i t  i s  much easie r  t o orien t  th e new roo m i f  you do i t  i n th e 2D 

Map vie w.  To clon e a room,  firs t  clic k on i t  t o make i t  th e curren t  

room.  Next  pres s <Ctrl >- <K>.  A new roo m of  th e same dimension s wil l  be 

created .  I t  wil l  be place d on th e firs t  roo m but  of fse t  t o th e upper  

righ t  one square .  When you clic k on thi s new roo m t o move it ,  be sur e 

t o clic k a squar e that ’ s not  on to p of  th e previou s roo m or  you wil l 

selec t  th e previou s room.  Everythin g get s clone d excep t  fo r  th e Objects .  

( Stati c  item s wil l  be clone d as wil l  portals . )  Use th e [Delete ]  butto n 

t o delet e your  clone d room.  

 

Clic k th e [ 2D MAP]  t o tur n th e vie w of f .  Set  thing s up so tha t  Room #1 

i s th e curren t  roo m and set Room #2 as th e neighbo r .  Move thing s about  

i n th e windo w unti l  you can see bot h of  thes e rooms . Remember  tha t  th e Y 

coordinat e determine s th e heigh t  of  our  room.  You shoul d see th e valu e 

32 i n th e middl e “Y ”  variabl e at  th e botto m of  th e screen .  Change thi s 

valu e t o 35.  Look at  your  rooms closel y and you’l l  see tha t  th e botto m 

of  Room #1 i s now even wit h th e to p of  Room #2. Clic k th e [ 2D MAP]  

butto n t o go back t o tha t  vie w.  Room #1 shoul d stil l  be highlighte d i n 

th e lis t and i t  shoul d be “red ”  i n your  2D Map.  Just  belo w th e [ 2D MAP]  

butto n i s a [ Same Plane ]  button . Clic k thi s butto n t o tur n i t  on.  
 
 
Bot h Room #2 and Room #3 disappeare d fro m our  vie w.  That ’ s becaus e afte r  

we raise d Room #1, neithe r  of  th e othe r  rooms were i n th e “ Same Plane . ”  

That  is ,  Room #2 and Room #3 were bot h eithe r  completel y abov e or  

completel y belo w our  Room #1.  Thi s can be usefu l  sinc e i t  shows us tha t 

neithe r  of  thes e rooms coul d be joine d wit h our  Room #1 wit h a 

horizonta l  portal .  
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Clic k th e [ 2D MAP]  butto n t o tur n i t  of f .  Now,  wit h Room #1 stil l  th e 

curren t  room,  chang e th e “Y ” variabl e fro m 35 t o 34.  Notic e tha t  Room #1 

coul d now be joine d horizontall y  t o Room #2.  Clic k th e [ 2D MAP]  butto n 

t o retur n t o tha t  vie w.  The [ Same Plane ]  butto n shoul d stil l  be activ e 

and now al l  thre e rooms ar e back i n our  vie w.  Thus al l  thre e rooms ar e 

at  a heigh t  wher e the y coul d be joine d horizontall y.  
 

The Show more neighbors Text Window 
Reset  th e [ Same Plane ]  butto n and th e [ 2D MAP]  butto n so tha t  the y ar e 

of f . Most  of  th e tim e ther e ar e onl y two rooms shown i n th e 3D Windo w -

-  th e curren t  roo m and th e neighbo r  room.  The “ Show more neighbors ”  

tex t  windo w allow s us t o vie w numerou s rooms at  th e same time .  Simpl y 

key i n th e number s of  th e rooms tha t  you want  t o vie w i n th e tex t  

windo w that ’ s jus t  abov e th e [ Show more windows ]  butto n i n th e “ Rooms”  

group .  Separat e each number  wit h a comma.  Be sur e not  t o lis t  th e same 

number  more tha n once .  Clic k th e [ Show more neighbors ] butto n t o rende r  

them.  You may have t o move thing s about  t o see al l  of  them.  

 

You can als o typ e i n jus t  th e word “all ”  t o rende r  al l  of  your  rooms .  Go 

ahead and delet e any roo m number s fro m th e tex t  windo w and clic k th e 

[ Show more neighbors ]  butto n t o vie w onl y th e curren t and neighbo r  

rooms (defaul t  setting) .  Now clic k th e [ 2D MAP]  butto n t o retur n t o 

tha t  vie w.  
 
 
You can add rooms t o th e “ Show more neighbors ”  tex t  windo w by <Shift >-

<Righ t  clicking > on th e desire d rooms .  Go ahead and giv e i t  a tr y.  
 
 
A word of  caution :  Keep i n mind tha t  th e more rooms you selec t  t o 

displa y,  th e longe r  i t  wil l  tak e th e progra m t o perfor m tha t  tas k whic h 

i n tur n slow s th e progra m down.  You can get  aroun d thi s by usin g th e 

[Hid e Neighbors ]  butto n i n th e lowe r  righ t  corne r  of  th e screen .  

The [Doubl e AA]  butto n i n th e Speedba r  can be used t o set  th e neighbo r  

roo m t o th e curren t  roo m and th e curren t  roo m t o th e neighbo r  room.  
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Finall y,  you can use th e spee d button s at  th e to p of  th e scree n t o 

move rooms about  i n th e 2D Map vie w.  You wil l  be movin g th e curren t  

roo m t o one of  th e location s about  th e neighbo r  room.  Thus <Righ t  

click > th e roo m tha t  wil l  be th e neighbo r  and the n <Lef t  click > th e 

roo m you’r e goin g t o move t o make i t  th e curren t  room.  Now clic k th e 

desire d arro w spee d butto n t o move th e room.  
 

Starting Our New Project 
Let ’ s get  ri d of  what  we have and star t  our  actua l  projec t  fro m 

scratch .  Clic k “ File ”  i n th e Menu Bar and selec t  “New project . ”  Confir m 

tha t  you want  t o get  ri d of  th e ol d stu f f .  
 
 
I n th e “ Mor e Options ”  group ,  clic k th e [ 2D MAP]  butto n t o brin g up tha t  
vie w.  
 
 
Somewhere near  th e middl e of  th e grid ,  <Shift >- <Lef t  click > & dra g 
acros s th e smal l  gri d t o creat e a 4x4 room.  Clic k [New]  t o brin g up th e 
“ Add new room”  windo w.  Make sur e tha t  th e “Depth ”  and “ Width ”  value s 
ar e bot h 4.  Change th e “Height ”  t o 2. I n thi s tutoria l  we al l  need t o 
have identica l  setting s so tha t  you can troubleshoo t  anythin g tha t  goes 
wrong .  For  tha t  reason ,  set  th e X,  Y,  and Z coordinate s t o ( 29,  32,  25) .  
Clic k [ OK] . The nex t  roo m wil l  be jus t  belo w thi s one on th e screen .  Go 
ahead and creat e a 5x4 room.  Change it s s ettin g so tha t  th e depth =5,  
th e width =4,  and th e height =3.  Change th e X,  Y,  Z coordinate s t o ( 29,  32,  
20) .  
 
 

Go ahead and vie w thes e rooms i n th e 3D Windo w i f  you want .  Retur n 

her e t o th e 2D Map vie w when you’r e done.  
 
 
Our  Room #3 wil l  be on th e lef t  sid e of  thes e two rooms .  Creat e a 7x2 

roo m and the n chang e it s depth ,  width ,  and heigh t  t o 7,  2,  3.  Set  th e 

coordinate s t o ( 27,  30,  20) .  I f  you examin e thi s roo m i n th e 3D Windo w 

you’l l  see tha t  it ’ s  lowe r  tha n th e othe r  rooms .  
 
 
Our  fourt h roo m i s goin g t o be place d under  Room #2.  Of f  t o th e sid e 
somewhere creat e a 4x1 room.  Change it s  depth ,  width ,  and heigh t  t o 4,  
1,  3.  Set  th e coordinate s t o ( 32,  29, 21) .  
 
Room #5 wil l  be under  Room #1.  Creat e a roo m somewhere that ’ s 4x4.  Set  
it s  depth ,  width ,  and heigh t  t o 4,  4,  2.  Set  th e coordinate s t o ( 29,  
30, 25) .  
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Our  sixt h roo m i s a 2x2 roo m abov e Room #3.  Creat e a roo m and set  it s  

depth ,  width ,  and heigh t t o 2,  2,  2.  Set  th e room’ s coordinate s t o ( 27,  

33,  20) .  Tur n of f  th e 2D Map Vie w.   
 
 
I n th e “ Show more 

neighbors ”  tex t  box , 

put  i n 1, 2, 3, 4, 5, 6.  

Clic k th e [ Show more 

neighbors ]  button .  When 

you loo k at  th e rooms 

i n th e 3D Windo w, you 

shoul d see somethin g 

simila r  t o what  i s  

shown her e on th e 

right .  

 

Notic e tha t  we haven ’ t  

even create d any of  t he 

doors .  Al l  tha t  shoul d 

be done late r . At  firs t  

jus t  concentrat e on gettin g th e rooms lai d out  t o wher e they’l l  matc h 

each othe r  as needed .  

Room #1 and Room #5 
 

For  th e moment  we want  t o star t  Lar a i n Room #5 rathe r  tha n Room #1.  

There ’ s two ways of  settin g wher e Lar a wil l  start .  You can <Alt >- <Ctrl >-

<Shift >- <Lef t  click > on a sectio n i n any roo m t o move th e re d box tha t  

represent s Lar a t o tha t  spot .  You can als o plac e th e actua l  Lar a objec t  

i n a room. Delet e th e number s i n th e “ Show more neighbors ”  tex t  box and 

clic k th e [ Show more neighbors ] button .  Make Room #5 th e curren t  roo m 

and the n clic k th e [ CENTER CAMERA]  button .  Move Lar a t o thi s roo m by 

doin g an <Alt >- <Ctrl >- <Shift >- <Lef t  click > on th e near  righ t  floo r  

section .  
 
The nex t  thin g we’r e goin g t o do i s t o put  a porta l  betwee n Room #1 and 
Room #5.  Make Room #5 th e curren t  roo m and Room #1 th e neighbo r .  
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There ’ s a 2 bloc k heigh t  fro m th e floo r  of  Room #1 t o th e floo r  of  Room 

#5.  I n orde r  fo r  Lar a t o jump and pul l  up ont o th e floo r  of  Room #1,  

tha t  distanc e needs t o be 1 clic k ( 1/ 4 block )  less .  Also ,  i f we creat e a 

porta l  betwee n thes e two rooms as the y are ,  th e floo r  betwee n the m woul d 

be paper  thi n and tha t  wouldn ’ t  loo k realistic .  We can correc t  thi s by 

raisin g th e floo r  of  Room #1 by 1 click .  Then we’l l  rais e th e floo r  

belo w th e porta l  2 click s so Lar a can jump and gra b th e floo r  above .  

 

The shap e of  th e porta l  tha t  we’r e goin g t o creat e i s  

shown on th e right .  The porta l  i s  shown i n yello w.  One of  

th e section s wil l  be triangula r .  The re d squar e 

represent s wher e th e floo r  wil l  be raise d down belo w.  

We’v e kep t  th e sectio n wher e Lar a wil l  jump up fro m away 

fro m th e angula r  edge sinc e th e Tomb Raide r  game engin e 

wil l  not  allo w her  t o gra b th e angula r  edges of  openings .  
 
 
Wit h Room #5 stil l  th e curren t  room,  let ’ s  rais e th e floo r  sectio n tha t  

correspond s t o th e re d squar e i n th e vie w above .  Eithe r  selec t  th e 

Geometr y butto n that ’ s thir d over  fro m th e lef t  i n th e to p ro w and the n 

clic k on tha t  floo r  section ,  or  do as I ’ m goin g t o do.  Get  int o th e 

Selec t  Mode and clic k th e floo r sectio n t o selec t  it .  Pres s th e <Q> key 

twic e t o rais e i t  2 click s ( 1/ 2 block) ,  the n clic k i t  t o unselec t  it .  

 

Once you have tha t  done,  make Room #1 th e curren t  roo m and Room #5 th e 

neighbo r .  Get  int o th e Selec t  Mode and clic k i n Room #1 on each floo r  

sectio n that ’ s on th e outsid e edge of  th e room.  Now pres s th e <Q> key 

t o rais e thes e section s one clic k and the n clic k th e [ Rese t  All ]  butto n 

t o unselec t them.  
 
 
Let ’ s creat e th e 3 squar e section s of  th e portal .  We’l l  do th e upper  

lef t  triangula r  sectio n i n a minute . I n th e 2D Gri d Box i n th e upper  

lef t  corne r  of  th e screen ,  <Lef t  click > th e section s tha t  correspon d t o 

th e thre e squar e yello w section s as seen on th e previou s page.  You’l l  

notic e i n th e 3D Windo w how each of  th e thre e section s change s int o 

transparen t  portals .  
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Now we’l l  creat e th e triangula r  porta l  section .  I n th e 2D Gri d too l  
section ,  clic k on th e upper  lef t  [Diagona l  Portal ]  butto n t o selec t  it .  

Now clic k on th e correspondin g sectio n i n th e 
2D Gri d Box. Our  porta l  i s  almos t  finished .  We 
don’ t  want  th e triangula r  floo r sectio n t o be 
paper  thi n and so we’l l  rais e th e back corne r  
of  it . Wit h th e Selec t  Mode active ,  clic k on 
th e blu e par t  of  th e triangula r  floo r  
section .  Pres s th e <Spacebar > unti l  a whit e 
arro w point s t o th e back corne r .  Then pres s 
<Q> t o rais e i t  one click .  Unselec t  th e 

sectio n and you shoul d have a porta l  tha t look s lik e th e one her e on 
th e left .  
 
 
Now let ’ s  move on t o our  nex t  room.                        3-2  

Room #1 and Room #2     
Room #2 i s primaril y  a passag e fro m Room #1 t o Room 

#6.  ( Look at  th e rooms i n th e pictur e on page 41. )  

Set  Room #2 up as th e curren t  roo m and Room #1 as th e 

neighbo r .  
 
 
I n th e 2D Gri d Box at  th e to p of  th e screen ,  <Righ t  

click > & dra g t o selec t  th e thre e section s insid e th e 

yello w ova l  shown her e on th e right .  Then down belo w i n 

th e 2D Gri d group ,  clic k th e [ Wall ]  button .  
 
 
I n th e 2D Gri d Box,  <Righ t  click > & dra g t o selec t  

th e two section s Shown i n th e nex t  picture .  Agai n 

clic k th e [ Wall ]  butto n i n th e 2D Gri d group .  
 
 

 
These section s ar e now wall s and we’v e create d a passag e fro m t he Upper 

righ t  of  th e roo m t o th e lowe r  lef t  corne r .  Go ahead and Rotat e i t  t o 

see it .  
 
 

Next  we’r e goin g t o chang e th e passag e so tha t  th e corne r  makes a 

gradua l  tur n rathe r  tha n jagge d squar e sections .  

 

 

 

 

 



 Page - 69 - 

Tur n on th e Selec t  Mode.  Clic k th e [ Triangle-/ ]  

butto n i n th e lowe r  lef t corne r  of  th e Geometr y 

buttons .  Then,  whil e holdin g down th e <Ctrl > key,  

clic k on th e squar e tha t  has a blac k arro w 

pointin g t o i t  as shown her e on th e left .  
 
 

Pres s th e <Spacebar > unti l  there ’ s a whit e arro w 

pointin g int o th e corne r betwee n th e two gree n wal l  

sections .  Next  pres s th e <Q> key 15 time s t o rais e th e 

back triangl e unti l  i t  turn s int o a diagona l  wal l  

section .  Clic k th e sectio n t o unselec t  it .  
 
 
 

<Righ t  click > & dra g th e roo m about  t o see how 
we now have a passag e tha t  makes a gentl e turn .  

 
 

Next  we’l l  creat e a doorwa y betwee n Room #1 and 
Room #2 
I n th e 2D Gri d Box i n th e upper  left ,  clic k 

th e gra y sectio n that ’ s at  th e to p and secon d 

i n fro m th e righ t  side .  I t ’ s  jus t  abov e th e 

sectio n that ’ s blue .  You shoul d now have a 

passag e as shown 

her e on th e right .  

 
 
 
 

Now let ’ s  move on t o 
Room  4.  

 
 
  
We need t o lowe r  some of  th e ceiling .  Whil e 

i n th e Selec t mode,  selec t  th e ceilin g 

square s as shown her e on th e left .  Then 

pres s <S> key fou r  time s t o lowe r  thes e 

section s one bloc k i n distance .  Clic k th e 

[ Rese t  All ]  butto n t o unselec t  th e sections .  
 

3 - 3 
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Room #2 and Room #4 
Room #4 i s righ t  under  Room#2.  Al l  we’r e goin g t o do at  th e moment  i s  

t o creat e a porta l  betwee n th e two rooms .  Make Room #2 th e curren t  

roo m and Room #4 th e neighbo r .  
 
Tur n of f  th e Selec t  Mode.  Do 
a <Ctrl >- <Shift >- <Lef t  click > 
& dra g t o selec t  th e 4 floo r  
section s as shown her e on th e 
right . Then clic k th e [Door ]  
butto n i n th e 2D Gri d grou p t o 
creat e a porta l  int o th e roo m 
belo w.  

 

A dding Some Textures 
One of  th e thing s tha t  you’r e 

goin g t o want  t o do ofte n i s 

Compilin g and testin g your  

levels .  The onl y way t o reall y  

know i f  thing s ar e goin g t o 

loo k and act  righ t  i s  t o buil d 

i t  and tes t  it .  Befor e you 

buil d your  level ,  you’l l  want  t o put  some texture s i n th e rooms tha t  

you’r e testing .  Also ,  th e progra m cannot buil d your  leve l  withou t  a 

“Base ”  leve l  loaded .  
 
Just  th e way we di d i n th e firs t  tutorial ,  clic k “ File ”  i n th e Menu 

Bar  and selec t  “ Open Textures . ” Navigat e t o th e “tr 2”  folde r  and 

double-clic k th e “platform . tga ”  file .  Next  loa d i n a Base file .  Clic k 

“ File ”  i n th e Menu Bar  and selec t  “ Open Base level . ”  Navigat e t o your  

“data ”  folde r  and doubl e clic k on th e “orig_demo . trc ”  file .  ( You 

shoul d have rename d your  “demo. trc ”  fil e t o “orig_demo . trc . ”  back i n 

th e firs t  tutorial . ) Make Room #5 th e curren t  roo m and clic k th e [Hid e 

Neighbors ]  button .  Go ahead and textur e th e room.  At  thi s tim e you 

migh t  want  t o avoi d usin g th e Speed Button s t o appl y texture s t o your  

walls , floors ,  etc .  
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For  example ,  i f  you use th e [T Ceiling ]  spee d button ,  you’l l  appl y 

texture s t o th e porta l  as wel l  as t o th e ceiling .  When you finis h 

texturin g Room #5,  make Room #1 th e curren t  roo m and textur e it .  Do 

not  textur e th e pin k section .  I t ’ s  onl y ther e t o indicat e tha t  th e 

openin g i s a door .  

 

The nex t  thin g we’r e goin g t o do i s make i t  so Lar a has t o monkey 

swin g throug h th e firs t  par t  of Room #2.  Room #4 wil l  be made int o a 

pi t  tha t  wil l  caus e Lara ’ s deat h i f  she fall s  int o it . Lar a wil l  

stan d i n th e doorwa y i n Room #1 and jump up and gra b th e monkey swin g 

ceiling .  We need t o textur e tha t  ceilin g sectio n i n a way tha t  wil l  

sugges t  she can use i t  as such .  There ’ s a coupl e of  texture s tha t  

loo k somethin g lik e what  one migh t  use t o monkey swin g on.  Selec t  one 

and textur e th e ceilin g jus t  befor e you go out  throug h th e doorwa y.  

 

Now switc h t o Room #2 and textur e it .  Remember  t o textur e thos e 

ceilin g section s tha t  we lowere d so tha t  the y to o loo k lik e monkey 

swings .  Don’ t  bothe r  t o textur e surface s tha t  won’ t  be visible .  At 

th e end of  thi s passag e Lar a wil l  come t o th e wal l  that ’ s straigh t  

ahead of  her .  She’l l  be climbin g thi s so you can textur e i t  as i f  i t  

i s  somethin g tha t  can be climbed .  

 

Now set  Room #4 as th e curren t  roo m and textur e it .  Remember  tha t  i t  

wil l  represen t  a pi t  tha t  Lar a can fal l  into .  Go ahead and clic k th e 

[Hid e Neighbors ]  butto n t o tur n i t  of f .  
 
 
That ’ s al l  th e texturin g tha t  we’r e goin g t o do fo r  a littl e bit .  Now 

tha t  we have our  pi t  fo r  Lar a t o fal l into ,  we need t o set  up th e 

monkey swin g abov e it .  Make Room #1 th e curren t  room.  Tur n of f  th e 

[ Texturin g Mode]  and th e [ Render  Textured ]  buttons .  

<Ctrl >- <Shift >- <Lef t  click > on th e sectio n that ’ s i n fron t  of  th e 

doorwa y t o th e pit .  Now,  wit h tha t selected ,  unselec t  al l  of  th e it ems 

i n th e “ Clim b Walls ”  grou p i n th e botto m lef t  corne r  of  th e scree n 

and selec t  onl y th e “ Ceiling ”  checkbox .  I n th e “ 2D Grid ”  grou p jus t  

abov e this ,  clic k th e [ Climb ] button .  
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 I f  you rotat e th e roo m t o wher e you can see th e ceiling ,  you’l l  see 

tha t  th e ceilin g i s  gre y i n colo r  wher e we now have i t  set  t o 

climbable .  ( A sectio n tha t  Lar a can monkey swin g acros s i s sai d t o be 

“climbable . ” )  

 

Now t o make th e ceilin g abov e th e pi t  climbable .  Befor e we get  int o 

th e nut s and bolt s of  doin g this , I  want  t o explai n somethin g about  

monkey swin g section s abov e portals .  I f  you have a porta l  i n th e 

floo r  belo w a ceilin g tha t  i s  t o be climbable ,  do not  tr y and creat e 

th e monkey swin g by markin g th e ceilin g sections .  I nstead ,  mark th e 

firs t  soli d floo r  section s belo w th e monkey swin g section s as 

climbabl e even i f  thi s happen s t o be severa l  rooms down.  

 

Followin g thi s rule ,  set  th e curren t  roo m t o Room #4.  Now <Ctrl >-

<Shift >- <Lef t  click > & dra g t o selec t  th e 4 floo r  sections .  Agai n 

wit h onl y “ Ceiling ”  checked ,  clic k th e [ Climb ]  button .  Sinc e th e 

ceilin g of  thi s roo m i s a portal ,  you won’ t  be abl e t o see th e gra y 

squares ,  however ,  Lar a wil l  now be abl e t o monkey swin g acros s th e 

ceilin g i n Room #2 above .  

 

<Ctrl >- <Shift >- <Lef t  click > & dra g t o selec t  th e floo r  again .  Clic k 

th e [Death ]  butto n i n th e 2D Gri d group .  Now i f  Lar a fall s  int o th e 

pit ,  i t  wil l  caus e her  death .  

 

Finall y,  make Room #2 th e curren t  room.  

<Ctrl >- <Shift >- <Lef t  click > th e rectangle  

sectio n as show her e on th e right .  Then 

clic k th e [ Climb ]  butto n t o make th e nex t  

sectio n pas t  th e pi t  climbable .  I n thi s 

way she can monkey swin g pas t  th e pit .   
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Room # 2 and Room #6 

 
Make Room #6 th e curren t  roo m and Room #2 th e neighbo r .  Clic k th e 

[ CENTER CAMERA] butto n t o make sur e th e rooms ar e 
oriente d properl y and the n selec t  th e upper  lef t  
Geometr y butto n (th e one wit h th e la r ge bloc k on 
it )  and clic k on th e two closes t  section s t o rais e 
the m up. Stil l  i n Room #6,  use <Ctrl >- <Shift >- <Lef t  
click > t o selec t  th e wal l sectio n at  th e righ t  
sid e of  th e raise d blocks .  See th e pictur e at  th e 
left . Now pres s th e [Door ]  butto n t o creat e a door  
betwee n thi s roo m and Room #2.  
 

 
Now make Room #2 th e curren t  room.  You shoul d see th e 
pin k squar e of  our  door  as shown her e on th e right .  
Now <Ctrl >- <Shift >- <Lef t  click > th e sector prior to the  
pin k squar e and the n pres s th e <Up arrow > two times, you  
will get somting like the left.  
 

 

Wit h Room #2 stil l  th e curren t  

room,  <Ctrl >- <Shift >- <Lef t  click > that 2 sector  

wal l . I n th e “ Clim b Walls ”  group ,  clea r  al l  

checkmark s excep t  fo r  th e “ Right ”  one.  Wit h i t  

checked ,  clic k on th e [ Climb ]  button .  The 2 

sectors wal l  shoul d tur n gre y showin g tha t  it ’ s  

now climbable .  
 

 
Now let ’ s  textur e Room #6.  Set  th e curren t  roo m t o Room #6.  Clic k th e 

[Hid e Neighbors ]  butto n t o keep th e othe r  rooms out  of  th e way.  
 
 
When I  originall y  texture d thi s room,  I  di d i t  one sectio n at  a time .  

Sometime s i t  get s confusin g i n a roo m as t o what  shows or  what  get s 

textured .  What  I  do when I ’ m not  sur e i s  t o star t  by selectin g a 

textur e that ’ s goin g t o be what  most  of  th e wal l  is .  Next  I  clic k 

th e [T Wall ]  spee d butto n t o textur e al l  th e walls .  Afte r  tha t  I  re-

textur e section s tha t  aren ’ t  th e way I  wanted .  
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When you clic k th e [T Wall ]  butto n wit h th e [ Render  Textured ]  butto n 

active ,  you’l l  notic e tha t  th e progra m als o texture s th e end of  th e 

raise d bock wher e th e climbabl e wal l  i s  at .  Selec t  th e textur e tha t 

you used t o represen t  a climbabl e wal l  and re-textur e tha t  section .  
 
Go ahead and textur e th e to p of  th e raise d block s and th e ceiling .  

Don’ t  bothe r  wit h th e two floo r sections .  Get  out  of  th e textur e 

mode.  Clic k th e [Hid e Neighbors ]  butto n t o tur n i t  of f .  
 

Room #3 and Room #6 
 
 

Set  Room #6 as th e curren t  roo m and Room #3 as th e neighbo r .  I n th e 2D 

Gri d Box i n th e upper  lef t corne r  of  th e scree n clic k on th e two upper  

blu e section s t o creat e th e door .  Rotat e th e rooms i f  you want  t o see 

th e door  bette r .  
 
 
Make Room #3 th e curren t  room.  Pres s th e [ CENTER CAMERA]  butto n and 

the n rotat e and move th e roo m unti l  you can see i t  fro m th e sid e wit h 

th e openin g i n th e ceilin g on your  right .  
 
 
<Ctrl >- <Shift >- <Lef t  click > & dra g t o 

selec t  th e floo r section s show at  th e 

right .  I n th e spee d button s at  th e to p of  

th e screen ,  clic k th e [ MkRoom]  button .  

 

I n th e “ Add new room”  windo w set  th e length ,  width ,  and heigh t  t o 5,  

2,  2.  Belo w thes e make sur e tha t  “ Water ”  i s  checked .  Also because this  

new room is going to be water room, is good idea  to select from the “ambient Light”  

control the Aqua color.  Then pres s th e [ OK]  button .  Thi s new roo m i s now 

a pool  of  wate r . Go ahead and textur e Room #3 and Room #7.  Tr y and 

make Room #7 loo k lik e it ’ s  suppose d t o have wate r  i n it .  Do not  

textur e th e surfac e of  th e wate r .  
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Connecting Room #3 and Room #5 
Now we’r e goin g t o have a chanc e t o do a littl e remodeling .  We’r e 

goin g t o add a door  int o a roo m tha t  we’v e alread y buil t  and 

textured .  That  means tha t  you’l l  ver y likel y have t o go back and do 

some re-texturin g wher e thing s don’ t  loo k right .  

Make Room #3 your  curren t  roo m and Room #5 your  neighbo r  room.  Get  so 

tha t  you can see th e end of  Room #3 wher e Lar a can pul l  up out  of  th e 

wate r  as wel l  as th e wal l  tha t  separate s th e two rooms .  <Ctrl >- <Shift >-

<Lef t  click > on th e wal l  sectio n that ’ s betwee n th e two rooms and nex t  

t o th e pool .  Clic k th e [Door ]  butto n t o creat e a doorwa y.  The openin g 

i s two block s hig h and we onl y want i t  one bloc k high .   

Clic k th e [Hid e Neighbors ]  butto n (o r  set  th e neighbo r  t o #0)  so tha t  

onl y Room #3 i s seen .  Get  i n th e Selec t  Mode and clic k on sectors prior  

to th e viole t  sectio n.  Wit h tha t  selected ,  pres s th e <S> key fou r  

times .  Press <Esc> key t o unselec t  it .  The door  i s  now 1 bloc k i n 

height .  Go ahead and textur e th e two section s abov e th e doorwa y.  

 

Wit h our  openin g created ,  we’r e now goin g 

t o put  a door  i n it .  We’l l  be settin g up a 

trigge r  t o open i t and the n we’l l  chang e 

i t  so tha t  Lar a wil l  have t o open th e door  

wit h a key i n a lockbox . Don’ t  fo r get  t o 

get  out  of  th e texturin g mode.  

 

 

Placing and Setting Up a Door 
Wit h Room #5 stil l  th e curren t  room,  get  so tha t  you can see th e door  

opening .  Clic k th e [ Objects ] butto n i n th e Tool  Grou p button s and 

the n clic k th e [ Enable ]  button .  Scrol l  down unti l  you fin d Door  1 

and clic k i t  t o selec t  it .  Now clic k on th e sectio n that ’ s i n fron t  

of  our  door  opening .  You’l l have t o clic k on th e [ Rotate ]  butto n 

unti l  th e door  i s  sittin g properl y i n th e opening .  
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I MPORTANT!  Save your  projec t  here .  We need t o retur n t o how i t  i s  at  
thi s poin t  two times .                                            3-5  
 
Clic k of f  th e [ Enable ]  butto n and the n clic k on th e [ Triggers ]  butto n 
i n th e Tool  Grou p buttons .  Clic k th e [ Enable ]  butto n and the n clic k on 
our  newl y place d door .  I t  shoul d now be shown i n a re d wirefram e mode.  
Wit h th e door  stil l  selected ,  set  th e curren t  roo m t o Room #3.  
 
 
Clic k on th e floo r  sectio n i n fron t  of  th e door  opening .  We now have 

bot h th e door  (ou r  item )  and th e sectio n wher e we want  th e trigge r  

place d selected .  Now simpl y clic k on th e lef t  most  butto n i n th e 

“ Quic k Triggers ”  grou p i n th e botto m lef t  corne r  of  th e screen .  Our  

door  wil l  now open i f  Lar a step s on or  passe s over  th e floo r  i n fron t  

of  th e door .  Go ahead and buil d your  leve l  and tes t  i t  t o make sur e 

tha t  i t  works .  
 
 
Now tha t  we’v e seen how t o open a door  thi s way,  we’l l  do i t  wit h 

a key and lock .  Reboot  th e progra m and reloa d th e project .  Don’ t  

fo r get  tha t  we need t o loa d i t  agai n afte r  thi s once more.  
 
 
Make sur e tha t  th e [ Texturin g Mode]  and th e [ Render  Textured ]  button s 

ar e of f . We’r e goin g t o need two new objects .  A loc k box and a key.  The 

loc k box wil l  go near  th e door  i n th e roo m wit h th e pool  and you can 

plac e th e key wher e ever  you want  as lon g as it ’ s  somewhere i n Room #3 

or  Room #7.  I t  i s  importan t  tha t  when you creat e a leve l  tha t  you 

alway s make i t  possibl e fo r  someone t o retrac e thei r  step s shoul d the y 

mis s pickin g up somethin g lik e a key.   

 

I f  we had place d th e key t o th e door  i n our  firs t  room,  we couldn ’ t  

get  back t o i t  once we dro p int o th e pool .  We’ d be stuc k at  tha t  poin t  

i n th e game. Clic k th e [ Objects ]  butto n and the n th e [ Enable ]  button .  

Scrol l  down unti l  you fin d “ Key 1. ”  Clic k i t t o selec t  it .  Set  th e 

curren t  roo m t o Room #7 and the n clic k a sectio n at  th e botto m of  th e 

pool  t o plac e th e key there ,  or  set  th e curren t  roo m t o 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 l  down i n th e lis t  of  object s 
t o “ Lock 1. ”  Clic k i t  t o selec t  it .  Now clic k th e floo r  sectio n t o th e 
lef t  of  our  door .  We want  th e loc k box on th e wal l  besid e th e door  so 
clic k th e [ Rotate ]  butto n unti l th e loc k box i s on tha t  wall .  Clic k 
th e [ Enable ]  butto n t o unselec t  i t  and the n clic k th e [ Triggers ] 
button .  Whil e you’r e at  it ,  clic k th e [ Enable ]  button .  
 
Realiz e now tha t  we have two thing s t o be concerne d with .  Our  door  

i s  an “item ”  tha t  needs t o be triggere d whil e th e loc k box has t o be 

selecte d when we set  th e trigge r  type .  
 
 
Clic k th e dro p down lis t  of  trigge r  type s i n th e “ Trigger ”  group .  

Selec t  “ Key_is_ ON”  fo r  th e type . Now <Alt >- <Lef t  click > th e loc k box 

t o selec t  it .  
 
 
Remember  tha t  you simpl y <Lef t  click > an objec t  when settin g triggers ,  

but  you <Alt >- <Lef t  click > a loc k or  othe r  objec t  that ’ s require d t o 

trigge r  th e main object .  You can tel l  th e di f ferenc e by th e colo r  of  

th e wirefram e when th e objec t  i s  selected .  <Lef t  clicking > an objec t  

turn s i t  int o a re d wirefram e whil e <Alt >- <Lef t  clicking > wil l  tur n i t  

int o a viole t  wireframe .  
 
 
Your  loc k box shoul d now be a viole t  wireframe .  Clic k th e [ Add]  butto n 
i n th e “ Triggers ”  group . (No t  th e one i n th e “ Commands”  group . ) Notic e 
tha t  th e floo r  belo w th e loc k box turn s viole t showin g tha t  th e loc k 
box wil l  be th e trigge r .  
 
 
Now we need t o le t  i t  know whic h objec t  get s triggere d when a key i s 
put  int o th e loc k box .  Make Room #5 th e curren t  room.  Clic k on th e 
door  t o selec t  it .  I t  shoul d tur n int o a re d wireframe .  I n th e 
“ Commands”  grou p (no t  i n th e “ Triggers ”  group )  clic k th e [ Add]  button .  
That  shoul d have your door  read y t o be opened .  Go ahead and buil d th e 
leve l  and giv e i t  a tr y.  
 
 
We’r e now goin g t o once agai n set  openin g th e door  usin g a key and 

lock ,  however ,  thi s tim e we’r e goin g t o do i t  usin g one of  th e Quic k 

Triggers .  
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Reboot  th e progra m and loa d th e leve l  back in .  Clic k th e [ Objects ]  

butto n and the n th e [ Enable ] button .  Agai n get  “ Key 1”  and plac e i t  

i n eithe r  Room #3 or  Room #7.  Next  set  th e curren t  roo m t o Room #3.  
 
Once agai n plac e th e “ Lock 1”  objec t  on th e wal l  nex t  t o th e door .  

Clic k th e [ Enable ]  butto n t o tur n i t of f .  Clic k th e [ Triggers ]  butto n 

and the n th e [ Enable ]  button .  <Alt >- <Lef t  click > th e loc k box and the n 

set  th e curren t  roo m t o Room #5.  Clic k th e door  t o selec t  it .  We now 

have th e loc k and th e door selected .  Down i n th e Quic k Trigger s group ,  

clic k th e fa r  righ t  butto n tha t  look s lik e a key i n a lock .  
 
That ’ s al l  ther e i s  t o it .  The progra m set s al l  th e othe r  thing s fo r  

you automaticall y.  Go ahead and sav e th e progra m and the n buil d and 

tr y.  
 

3 - 6 
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Chapter 4: More stuffs 
 
 

I n thi s chapte r  I ’ m goin g t o tr y and cove r  thos e progra m feature s 

tha t  have not  been adequatel y covere d yet .  Thi s wil l  not  necessaril y  

be i n th e for m of  a tutorial ,  but  rathe r  i n separat e exercise s tha t 

you can do.  
 

M odifying The Vertical Height of Sections 
 

Go ahead and boot  your  program .  Clic k th e [New]  butto n and creat e a 

roo m that ’ s 9x9x4.  Next ,  i n th e Menu Bar  at  th e top ,  clic k on “ File ”  

and the n selec t  “ Open Textures . ”  ( You can als o use th e <Ctrl >- <T> 

shortcut . )  Navigat e t o your  new texture s and open th e “tr 3”  folde r .  I n 

tha t  folde r  doubl e clic k on th e “cathdrl . tga ”  file .  
 
Use <Ctrl >- <Righ t  click > & dra g t o zoom i n on th e fa r  wall .  So fa r  

each of  th e fou r  section s tha t make up a vertica l  sectio n ar e al l  th e 

same size .  Tur n on th e Selec t  Mode (pres s th e [ Selec t  Mode] button )  

and the n selec t  any two section s tha t  ar e sid e by side .  
 
 
Wit h th e section s selected ,  pres s th e <Ctrl >- <Up arrow > once and watc h 

what  happens .  The heigh t of  th e botto m sectio n increase s by one clic k 

and th e sectio n abov e tha t  compensate s by gettin g smalle r .  Pres s th e 

<Ctrl >- <Up arrow > agai n and you can move i t  even highe r .  I n orde r  t o 

move th e join t  betwee n th e nex t  block s up,  incremen t  th e “ Floo r  

section ”  variabl e i n th e botto m righ t  par t  of your  scree n fro m 0 t o 1.  

Now when you pres s th e <Ctrl >- <Up arrow >,  th e secon d bloc k up 

increase s i n siz e and th e bloc k abov e i t  compensate s by gettin g  

smalle r .  To move th e join t  abov e thi s one,  simpl y incremen t  th e “ Floo r  

section ”  variabl e fro m 1 t o 2.  Now put  th e section s back as the y were .  
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Usin g th e method s explaine d above ,  rais e th e 

secon d join t  (th e one betwee n th e secon d and 

thir d blocks )  up unti l  it ’ s  even wit h th e botto m 

of  th e to p block .  Rais e th e botto m join t  up so 

tha t  i t  to o i s  at  th e botto m of  th e to p block .  You 

shoul d now have your  wal l  lookin g lik e what ’ s 

shown her e on th e right .  
 
 
Now scrol l  your  Textur e Windo w down al l  th e way t o th e botto m of th e 

textures . You shoul d now see a set  of  6 texture s tha t  make up one 

picture .  I t ’ s  two section s wid e by 3 section s hig h and appear s t o be 

leade d glas s panes fro m a cathedra l  windo w.  Normall y you woul d have t o 

selec t  each sectio n one at  a tim e and plac e each one i n an individua l  

section .  Becaus e of  th e way we’v e altere d th e wall ,  you can now selec t  

thre e vertica l  section s al l  at  one tim e and plac e the m int o th e wall .  

 

Go ahead and selec t  each hal f  and plac e the m i n th e wall .  (Don ’ t  

fo r get  t o tur n on th e “ Texturin g Mode. ” )  Even thoug h thi s take s th e 

same amount  of  time ,  i t  save s on syste m resources . Not e tha t  you can 

alte r  th e siz e of  th e section s whil e th e “ Render  Textured ”  mode i s on.  

Thi s let s you t o see th e stretchin g and distortin g of  th e textur e so 

tha t  you can get  i t  th e way you want  i t  t o look .  
 

Rotating and Flipping Textures 
 

Whil e we’r e at  it ,  let ’ s  do some more manipulatio n of  our  texturing .  

Notic e tha t  our  wal l  (fro m our work above )  seems t o be missin g 

somethin g fro m th e righ t  hand side .  I n th e Textur e Windo w clic k on 

th e upper  lef t  textur e of  th e painting .  Plac e thi s textur e i n th e 

sectio n jus t  t o th e righ t  of  th e to p of our  texture d sections . .  Get  

th e nex t  textur e down and plac e i t  under  thi s one.  Then get  th e las t  

one down and plac e i t  at  th e bottom .  You’r e right .. .  the y stil l  don’ t  

loo k right .  Now hol d down th e <Shift > key and clic k on each of  th e 

thre e section s tha t  we jus t  textured .  Thi s wil l  fli p each textur e 

horizontall y.  There .  That  look s much bette r .  
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Holdin g down th e <Alt > key whil e clickin g on a texture d sectio n wil l  

rotat e th e sectio n 90 degrees . Remember  tha t  you must  be i n th e 

“ Texturin g Mode”  t o fli p and rotat e textures .  
 

A dding Geography to L arge Sections 
 

So fa r  when we’v e change d th e geometr y of  our  roo m usin g th e button s 

i n th e “ Geometry ”  group , we’v e done i t  one sectio n at  a time .  We’v e 

raise d and lowere d more tha n one sectio n at  a tim e whil e we were i n 

th e Selec t  Mode,  but  we didn ’ t  chang e thei r  genera l  shape .  
 
 
Make sur e you ar e not  i n th e Selec t  Mode and tha t  your  [ Texturin g 

Mode]  and [ Render  Textured ] button s ar e of f .  Now use <Ctrl >- <Shift >-

<Lef t  click > & dra g t o selec t  al l  of  th e floo r  section s t o th e lef t  

of  our  texture d sections .  The selecte d are a shoul d be 2 or  3 wid e and 

9 deep.  Now,  i n th e Geograph y buttons ,  clic k on th e one that ’ s thre e 

over  fro m th e lef t  i n th e to p ro w.  I n th e Speed Butto n Toolba r  at  th e 

to p of  th e screen ,  clic k th e [ FShape]  spee d button .  Al l  of  our  

selecte d floo r section s now have thi s shape .  The [ CShape]  spee d butto n 

work s th e same excep t  i t  does thi s t o th e ceiling .  

 

One M ore Texturing Button 
 
 

We’v e used th e TFloo r ,  TWall ,  and TCeilin g spee d button s t o textur e 

eithe r  th e entir e surfac e or thos e portion s of  th e surface s tha t  were 

selecte d usin g th e <Ctrl >- <Shift >- <Lef t  click > & dra g method .  There ’ s 

als o th e TRoom butto n tha t  texture s an entir e room.  Do not  use thi s 

butto n unti l  you full y  understan d how i t  works .  Befor e you use it ,  i t  

i s  importan t  tha t  you have alread y used th e TFloo r ,  TCeiling ,  and TWal l  

buttons .  That ’ s becaus e th e TRoom butto n uses th e texture s tha t  thes e 

othe r  button s las t  used when i t  applie s texture s t o th e curren t  room.  

Once you have used th e TFloo r , TCeiling ,  and TWal l  buttons ,  th e TRoom 

butto n makes i t  simpl e t o creat e and textur e a new roo m th e same as 

th e las t  roo m was done.  
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Random Geometry 
 
You wil l  notic e two more button s i n th e Speed Butto n Toolba r .  These ar e 
th e [ FRandom]  and [ CRandom]  buttons .  These ar e th e onl y two Speed 
Button s tha t  can be <Righ t  clicked > t o brin g up anothe r  smal l  menu 
wher e you can selec t  how th e butto n i s t o function .  Thi s menu i s th e 
same fo r bot h button s and makin g a selectio n i n one menu 
automaticall y  change s th e othe r  button ’ s menu. The [ CRandom]  butto n 
work s th e same as th e [ FRandom]  butto n excep t  it ’ s  fo r  th e ceilin g 
instea d of  th e floo r .  The ter m “ Random Geometry ”  refer s t o th e rando m 
raisin g and possibl y tiltin g of  floo r and ceilin g sections .  You can 
als o selec t  whethe r  you want  triangle s as par t  of  th e structure .  Do 
NOT use any triangle s i n a Tr 1 or  Tr 2 leve l  sinc e thei r  game engine s 
do not  suppor t  triangles , except  to place them in place never  
accessible by Lara.  
 
 
 
When you <Righ t  click > 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 l  produc e raise d section s 
tha t  ar e bot h raise d and tilted .  

Random- 2:  Selectin g thi s optio n wil l  produc e raise d section s 
tha t  ar e al l  fla t  on top .  

Terrain :  Selectin g thi s optio n wil l  produc e rando m raise d 

section s tha t  ar e no more tha n a clic k i n height .  The reaso n 

fo r  thi s heigh t  limitatio n i s tha t  i t  stil l  enable s “enemies ”  

t o move about  on th e surface .  
 
 
 
You can als o tur n on or  of f  th e use of  triangle s by selectin g or  
unselectin g th e “ I nclud e Triangles ” optio n at  th e botto m of  th e list . 
I n our  roo m tha t  we’v e been workin g on,  or  i n a new room,  firs t  get  
int o th e Selec t  Mode.  Now clic k floo r  section s unti l  you have a grou p 
selecte d that ’ s 4 or  5 block s square .  <Righ t  click > th e [ FRandom]  
butto n and selec t  “ Random- 1. ”  <Lef t  click > th e [ FRandom]  button .  
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What  you shoul d fin d i s  tha t  th e selecte d section s have been raise d 
wit h some of  th e surface s slanting .  I f  th e “ I nclud e Triangles ”  optio n 
at  th e botto m of  th e lis t  was selected ,  you wil l  fin d tha t  th e to p 
surfac e of  thos e block s containin g triangle s have been randoml y 
raised .  Now chang e th e “ Floo r  Section ”  variabl e at th e botto m of  th e 
scree n t o 2 and clic k th e [ FRandom]  button .  The heigh t  of  th e modifie d 
section s i s now highe r .  Set  th e “ Floo r  Section ”  variabl e back t o 0.  
(Not e tha t  you can use th e “ Ceilin g Section ” variabl e t o contro l  th e 
maximum distanc e tha t  th e ceilin g get s randoml y lowered . )  
 
Righ t  clic k th e [ FRandom]  butto n and selec t  “ Random- 2. ”  Clic k th e 

[ FRandom]  button .  The selecte d section s have been randoml y raised ,  but  

th e top s ar e kep t  flat .  Sinc e th e top s ar e kep t  flat , ther e won’ t  be 

any triangl e sections .  The “ Floo r  Section ”  variabl e work s th e same as 

before .  

Next  <Righ t  click > th e [ FRandom]  butto n and selec t  “ Terrain . ” Note :  

The “ Terrain ”  optio n onl y work s when you ar e not  i n th e Selec t  Mode.  

Clic k th e [ Rese t  All ] butto n and the n tur n of f  th e “ Selec t  Mode. ”  Now 

use <Ctrl >- <Shift >- <Lef t  click > & dra g t o selec t  a sectio n of  th e 

floo r .  Clic k th e [ FRandom]  button .  The chang e i s not  necessaril y  ver y 

random ,  but thi s does creat e a floo r  tha t  can easil y  be drive n over  

wit h vehicles ,  and “baddies ”  won’ t  be prevente d fro m crossin g over  it .  

Realiz e tha t  i f  it ’ s  not  as “random ”  as you woul d like ,  you can stil l 

make furthe r  change s t o i t  usin g th e tool s tha t  we’v 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  

rooms dimensions you will need to  adjust 

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#1). For  

arch #2 they control the angle from  front to center and from  

back to center.  
 
 

The [Build] Speed Button 
 
 

At  th e fa r  righ t  i s  th e [Build ]  button .  Afte r  you have buil t  your  

leve l  at  leas t  once ,  you can clic k thi s butto n and th e progra m wil l  

buil d your  leve l  unprompted .  I f  you clic k i t  befor e you have buil t  

your level ,  i t  wil l  simpl y open th e “Buildin g new playabl e level ”  

windo w.  
 
 
 

Copying and Pasting Single Sections and Blocks of Sections 
 
 

To copy and past e a singl e section ,  use <Ctrl >- <Lef t  click > t o 

selec t  an individua l  bloc k and the n simpl y perfor m an <Alt >- <Lef t  

click > wher e ever  you want  t o past e it .  Thi s copie s bot h th e shap e 

and texture s of  tha t  section .  As usual ,  use a <Shift >- <Alt >- <Lef t  

click > t o past e th e ceiling .  
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To copy and past e a bloc k of  sections ,  <Ctrl >- <Shift >- <Lef t  click > & 

dra g t o selec t  th e block .  Once you have th e desire d sectio n 

selected ,  press <CTRL> -<C> keys .  Thi s tell s  th e progra m tha t  you want  

t o copy th e block .  Once you have done this ,  simpl y <Lef t  click > wher e 

you want  t o have th e fa r  lef t  corne r  of  your  bloc k pasted ,  (i n any 

roo m visibl e i n th e 3D Window )  and the n pres s  <Ctrl >- <V> t o past e 

th e block .  You can a ls o use <ALT>- <V> t o past e a ceilin g block .  
 

Floor Sounds 
 
 

Wit h th e Selec t  Mode turne d of f ,  you can use th e <Ctrl >- <Shift >- <Lef t  

click > & dra g t o selec t  one or  more floo r  sections .  Wit h th e floo r  

section s selecte d thi s way,  you can the n selec t  a typ e of  soun d i n 

th e “ S.  Sounds ”  grou p and the n clic k on th e [ Step s S]  butto n i n th e 2D 

Gri d grou p so tha t  when Lar a or  someone walk s or  run s on tha t  

section ,  i t  wil l  make tha t  sound .  
 
 

Windows and Other Transparent Portals 
 
 

What  we’r e goin g t o do now i s t o make 

anothe r  modificatio n t o our  tutoria l  level .  

Go ahead and loa d i t  i n and make Room #5 th e 

curren t  room.  We’r e goin g t o add a windo w t o 

th e sectio n shown by th e gre y arro w her e on 

th e left .  Lar a wil l  be abl e t o see int o th e 

roo m wit h th e pool ,  but  she won’ t  be abl e t o 

get  ther e excep t  by goin g th e lon g way 

around .  
 
 
We need t o make a chang e i n Room #3 (th e one we’l l  be lookin g into )  

befor e we put  i n th e windo w so make Room #3 th e curren t  room.  Rotat e 

th e roo m and zoom i n unti l  you have a good vie w of  th e loc k on th e 

wal l  and th e wal l  t o it s  left .  
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Clic k th e [ Objects ]  butto n i n th e Tool  Grou p button s and the n clic k 

th e [ Enable ]  button .  Next  clic k th e loc k t o selec t  it .  I t  shoul d tur n 

int o a re d wireframe .  Now clic k th e [ Rotate ]  butto n unti l  th e loc k has 

rotate d aroun d ont o th e wal l  on th e left .  That  shoul d get  i t  out  of  

th e way of  our  windo w.  Tur n of f th e 

[ Enable ]  button .  

Make Room #5 th e curren t  room.  Scrol l  

down i n your texture s t o th e botto m and 

you shoul d fin d a textur e tha t look s 

lik e th e one shown i n th e wal l  her e on 

th e righ t Selec t  i t  and i n th e 

propertie s dro p down menu belo w th e 

textures ,  set  i t  t o “ Transparent . ”  Wit h 

bot h th e [ Render Textured ]  and [ Texturin g Mode]  button s on,  clic k th e 

sectio n t o th e righ t  of  th e door .  You shoul d now have somethin g 

simila r  t o what  you see her e on th e right .  
 
 
Now clic k th e [More #1 ]  butto n i n th e Tool  Grou p buttons .  I n th e 

“ Manual  Portal s View ” grou p we need t o set  th e “ Room #”  variabl e t o 

th e Room number  tha t  our  windo w wil l  be lookin g into ,  so set  i t  t o #3.  

Sinc e our  openin g needs t o be 1 x 1,  set  th e “ Width ”  and “Height ”  

variable s bot h t o #1.  
 
Next ,  clic k th e [ CENTER CAMERA]  butto n t o orien t  th e roo m properl y.  You 

wil l  see tha t  th e new windo w i s i n th e lef t  wall ,  so set  th e “ Type”  t o 

“ Left . ”  Now clic k th e [ Add]  butto n so tha t  when we click ,  i t  wil l  add 

our  portal .  Now tha t  everythin g i s set ,  clic k th e wal l  sectio n tha t  

has th e windo w i n it .  You shoul d instantl y see a colore d squar e abov e 

th e wall .  Use th e <Down arrow > key t o move th e squar e down ont o our  

windo w section .  Clic k th e [ Add]  butto n t o tur n i t  of f . Now,  repea t  th e 

same exac t  proces s t o put  a windo w on th e opposit e sid e of  th e wal l  i n 

Room #3. The “ Room”  variabl e wil l  now be “ 5”  and th e “ Type”  wil l  be 

“right . ” There .  You’r e done.  Go ahead and buil d th e leve l  t o see how i t  

look s i n actua l  game pla y.  
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Using A nimated Textures 
 

Let ’ s do some more work on our  tutoria l  level .  I n thi s exercis e we’r e 

goin g t o put  some textur e on th e wate r ’ s surfac e t o make i t  loo k more 

real .  Then we’r e goin g t o put  a compute r  panel  on th e wal l and make 

i t  loo k rea l  wit h blinkin g lights .  
 
 
Go ahead and loa d i n th e tutoria l  level .  Make Room #5 th e curren t  

room.  I n th e Textur e Windo w, scrol l  down unti l  you come t o a ro w of  

contro l  panels .  Each wil l  have a greenis h colore d sectio n i n it ’ s  

upper  righ t  corne r .  Decid e wher e on th e wal l  tha t  you can put  thi s 

contro l  panel  but  don’ t  do anythin g t o th e wal l  yet .  
 
 
Clic k th e [ Animate d Textures ]  butto n i n th e Tool  Grou p buttons .  Clic k 
th e [ Preview ]  butto n i n th e “ Texture s Sets ”  group .  Now clic k th e [ Add]  
butto n jus t  t o th e lef t  of  th e [Delete ]  button .  Thi s wil l add anothe r  
animate d set  t o our  level .  

 
 
Now clic k on th e lef t  most  contro l  panel  

textur e .  Next  clic k th e [ Add]  butto n i n th e 

“ Sequences ” group .  I t  wil l  now show “ Frame #1”  

i n th e lis t  and th e textur e wil l  be displaye d 

i n th e “ Preview ” windo w above .  Each tim e we 

plac e a textur e i n th e list ,  tha t  textur e wil l  

be displaye d i n our animatio n fo r  a set  perio d 

of  time .  Wit h th e same textur e selected ,  clic k 

th e [ Add]  butto n i n th e “ Sequences ”  grou p 

agai n t o plac e i t  as th e secon d fram e i n our  

sequence .  That  way thi s fram e wil l be 

displaye d twic e as lon g as normal .  Now clic k 

th e nex t  textur e over  t o th e right .  I t  look s 

almos t  th e same as th e firs t  one,  excep t  fo r  

some mino r  di f ferences .  Clic k th e [ Add]  butto n 

twic e t o plac e i t  i n our  sequenc e twice .  Look 

i n th e Previe w windo w and watc h our  animatio n as i t  unfolds .  
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Selec t  th e nex t  textur e t o th e righ t  and agai n clic k th e [ Add]  butto n 

twice .  Finall y,  clic k th e las t textur e over  and agai n clic k th e [ Add]  

butto n twice .  You can now see how th e fina l  animatio n wil l loo k i n our  

Previe w windo w.  
 
 
Now let ’ s  put  thi s animatio n on our  wall .  Wit h th e [ Render  Textured ]  

and [ Texturin g Mode]  button s presse d in ,  clic k on “ Frame #1”  i n our  

sequenc e lis t  t o selec t  it .  You coul d selec t  any of  th e texture s i n 

th e lis t  sinc e th e animatio n rotate s throug h al l  of  th e textures .   

 

Knowin g tha t  we’v e selecte d th e firs t one let s us star t  wit h a 

di f feren t  one i f  we wante d two of  th e panel s on th e wall .  That  way 

thei r  light s woul d blin k di f ferentl y.  Clic k on th e wal l  sectio n t o 

plac e th e contro l  panel .  That ’ s al l  ther e i s  t o it . Go ahead and buil d 

th e leve l  t o see how i t  look s when you actuall y  pla y th e game.        
 

 

Our  nex t  animatio n exercis e involve s texturin g wate r  so tha t  i t  lo oks 

more lik e wate r .  Load i n your tutoria l  leve l  and make Room #7 th e 

curren t  room.  Thi s i s  th e pool  room.  
 
 
 
Look at  your  textures .  You’l l  see tha t  ther e ar e 4 texture s i n th e 

secon d ro w tha t  loo k pin k i n colo r wit h whit e zig-za g line s i n them.  

We’r e goin g t o use thes e t o animat e th e surfac e of  our  pool .  The pin k 

wil l  become transparent .  Rotat e and positio n your  roo m so tha t  you can 

see th e ceilin g openin g fro m belo w.  Go ahead and clic k th e [ Render  

Textured ]  and [ Texturin g Mode]  buttons .  Now clic k th e [ Animate d 

Textures ]  butto n i n th e Tool  Grou p buttons .  Clic k th e [ Preview ]  butto n 

so you can see your  animatio n as you buil d it .  
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Clic k th e [ Add]  butto n i n th e “ Texture s Sets ”  grou p t o add a new 

animatio n sequence .  Over  i n th e Texture s windo w,  clic k on th e lef t  

most  textur e i n th e secon d ro w.  Directl y  belo w th e Textur e windo w,  

selec t  “ Transparent ”  i n th e drop-dow n menu.  Now clic k th e [ Add]  

butto n i n th e “ Sequences ”  grou p t o add thi s textur e t o our  sequence .  

Back i n th e Textur e windo w,  clic k on th e nex t  textur e over  t o th e 

right .  Clic k th e [ Add]  butto n t o add thi s textur e t o our  sequence .  

Clic k on th e nex t  textur e t o th e righ t  and the n clic k th e [ Add]  

butto n t o add it .  Finall y  clic k th e las t  textur e i n th e ro w and the n 

clic k th e [ Add]  butto n t o add i t  t o our  sequence .  
 
 
 
Clic k on “ Frame #1”  i n our  sequenc e lis t  and the n even thoug h i t  can ’ t  

be seen at  th e moment,  clic k on a ceilin g sectio n t o plac e th e 

textur e on th e undersid e of  our  wate r  surface .  ( You alway s textur e 

th e ceilin g of  th e roo m that ’ s ful l  of  wate r . )  Now selec t  th e nex t  

fram e i n your  sequenc e and clic k on anothe r  ceilin g sections .  

Continu e selectin g di f feren t  frame s whil e texturin g th e ceilin g i n a 

rando m sor t  of  way.  When you have th e entir e surfac e textured ,  go 

ahead and buil d th e leve l  and tak e a loo k at  th e surfac e of  th e pool  

fro m abov e and fro m underwate r .  
 
You can NOT use th e same textur e i n more tha n one animatio n sequence ,  
however ,  you can use th e same textur e more tha n once i n a singl e 
animation .  As seen above ,  we used th e same textur e more tha n once t o 
var y th e lengt h of  tim e a fram e withi n an animatio n get s displaye d 
durin g th e animatio n cycle .  I f  you appl y one fram e of  an animatio n t o 
numerou s sections ,  the y wil l  appea r  t o be one la r ge pictur e changin g 
al l  at  one tim e t o th e nex t  frame ,  etc . .  I t ’ s  usuall y  bes t  t o plac e 
th e frame s of  your animatio n randoml y t o th e desire d section s i n your  
room.  
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Using Cameras to Enhance a Game 
 
 

Anyon e who’ s playe d Tomb Raide r  i s  wel l  familia r  wit h how th e “camera ”  

tha t  display s what  we see on th e scree n follow s alon g behin d Lara ,  

makin g th e game more rea l  and entertaining .  Ther e ar e place s i n th e 

game wher e th e camer a change s t o show us Lar a fro m anothe r  angle ,  or  

even a vie w of somethin g happenin g i n anothe r  roo m suc h as a door  

opening .  The wis e use of  thes e camer a view s can make your  game much 

more professiona l  looking .  Use the m t o giv e th e playe r  hint s about 

wher e t o go next .  
 
I n thi s exercis e we wil l  plac e a camer a tha t  wil l  simpl y trac k Lara .  

I t ’ s  a simpl e setu p that ’ s triggere d by Lar a bein g on (o r  over )  one 

or  more floo r  sections .  Load i n a leve l  t o use or  creat e a new one.  
 
Firs t  we need t o plac e th e camer a at  

th e desire d location .  Clic k th e [More 

#1]  butto n i n th e Tool  Grou p buttons .  

Then,  i n th e “ Cameras and Sinks ”  

group ,  clic k th e [ Add]  button .  Now 

clic k th e desire d camer a locatio n i n 

your  room.  Move i t  up and down 1/ 2 

bloc k at  a tim e by usin g th e arro w 

keys .  Hol d th e <Shift > down t o move 

i t  up and down 1 bloc k at  a time .  I f  

you plac e i t  i n th e wron g sectio n you can <Shift >- <Lef t  click > a 

di f feren t  sectio n t o move i t  there .  Clic k of f  th e [ Add]  button .  
 
 
Next  we need t o set  up th e trigge r  t o activat e th e camera .  Clic k th e 

[ Triggers ]  butto n i n th e Tool Grou p button s and the n clic k [ Enable] .  

Sinc e we want  th e camer a t o be triggere d by Lar a on or  over a  section ,  

we need t o set  th e typ e i n th e “ Triggers ”  drop-dow n box t o “Do 

Activate . ”  Wit h tha t  set , clic k th e [ Add]  butto n that ’ s i n th e same 

“ Triggers ”  group .   
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I f  we do not  overrid e wher e th e camer a i s pointing ,  i t  wil l  follo w 

Lara .  Down i n th e “ Commands”  grou p we need t o selec t  “ Switch_ Camera” 

as a command.  Thi s command wil l  tur n on our  camera .  Clic k th e [ Add]  

butto n i n th e “ Commands” grou p and a pop-u p windo w wil l  appea r .  Sinc e 

thi s i s  our  firs t  camera ,  set  th e “ Camera#”  t o 1.  Set th e “ Timer ”  t o 

th e number  of  second s fo r  th e camer a t o sta y on.  A valu e of  0 leave s 

th e camer a on as lon g as she ’ s standin g on th e section .  Clic k [ OK] .  

 

Al l  that ’ s lef t  now i s t o plac e th e trigge r  on th e desire d sections .  

Clic k th e section s tha t  you wher e Lar a t o trigge r  th e camer a and the n 

clic k [ Apply ]  i n th e “ Triggers ”  group .  That  does it .  Giv e i t  a tes t i f  

you want .  

 

I n th e nex t  exampl e we wil l  set  up a camer a so tha t  when Lar a uses a 

key t o open a door ,  th e camer a wil l  switc h and show th e door  opening .  
 
 
Creat e a new leve l  wit h two  adjacen t  rooms .  Creat e a porta l  betwee n 

th e rooms and plac e a door betwee n the m as we di d preciously in the  

tutorial.  
 
 
Make th e curren t  roo m th e one wit h th e door .  We’l l  go ahead and plac e 

th e camer a tha t  wil l  show th e door  opening .  Clic k th e [More #1 ]  

butto n i n th e Tool  Group s buttons .  I n th e “ Cameras and Sinks ”  group ,  

clic k th e [ Add]  button .  Clic k th e desire d camer a locatio n i n your  

room.  Move i t up and down1/ 2 bloc k at  a tim e by  usin g th e arro w 

keys .  Hol d th e <Shift > down t o move i t  up and down 1 bloc k at  a time .  

I f  you plac e i t  i n th e wron g sectio n you can <Shift >- <Lef t  click > a 

di f feren t sectio n t o move i t  there .  Clic k of f  th e [ Add]  button .  
 
 
Now set  th e curren t  roo m t o th e one wher e th e loc k wil l  be.  Selec t  and 

plac e th e key and th e loc k on th e wal l  th e same as we di d previously,  

don’ t  go beyon d jus t  placin g th e items .  
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Settin g th e trigger s fo r  a keye d door  and camer a can seem complicate d 

at  first ,  but  once you star t  t o understan d th e logi c of  what  you have 

t o do,  i t  wil l  become quit e simple .  I ’l l  tr y  and explai n i t  i n suc h a 

way tha t  you can pic k up on th e logic .  
 
 
Remember  tha t  there ’ s thre e phase s t o settin g a trigge r .  Firs t  you set  

th e type .  Next  you set  up a lis t  of commands.  Finall y,  i f  needed ,  

plac e trigger s i n th e desire d floo r  sections .  
 
 
Clic k th e [ Triggers ]  butto n i n th e Tool  Grou p buttons .  Clic k th e 

[ Enable ]  button .  I n th e drop-dow n lis t  selec t  “ Key_is_ ON”  as our  

type .  Wit h keys ,  you must  have th e loc k selecte d when you add th e 

type ,  so <Alt >- <Lef t  click > on th e lock .  I t  shoul d now be viole t  and 

wireframe .  Clic k th e [ Add] butto n i n th e “ Triggers ”  group .  The floo r  

belo w th e loc k wil l  tur n viole t  showin g tha t  there ’ s now a trigge r  

there .  That  complete s th e firs t  phas e as mentione d above .  Now on t o 

th e command list .  

 

The nex t  phas e i s settin g up th e commands fo r  our  trigge r .  Lookin g at  

what  must  happe n when thing s get  triggered ,  we know firs t  of  al l  tha t  

th e door  must  open,  and th e door  i s  an item .  Set  th e curren t  roo m t o 

th e roo m wit h th e door .  (Th e Trigger s grou p must  stil l  have th e 

[ Enable ]  butto n active . )  Clic k th e door .  I t  shoul d be bot h wirefram e 

and red .  Wit h “ I tem”  showin g i n th e drop-dow n list ,  clic k th e [ Add]  

butto n i n th e “ Commands”  group .  That  set s th e door  up t o be opened .  

Next  we want  t o set  up th e camera .  

 

We ar e goin g t o overrid e havin g th e camer a automaticall y  pointin g at  

Lara .  We do thi s by usin g a “ Look_at_ I tem”  command.  Make sur e th e 

[ Triggers ]  butto n and th e [ Enable ]  butto n ar e bot h active . I n th e 

drop-dow n command list ,  selec t  th e “ Look_at_item ”  command.  Clic k th e 

door  as th e “item ” t o loo k at .  Now clic k th e [ Add]  butto n i n th e 

“ Commands”  grou p t o add thi s command t o our  list .  
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We have th e camer a set  t o loo k at  th e door ,  but  

we stil l  haven ’ t  switche d t o thi s camera .  I n 

th e drop -  down command list ,  selec t  th e 

“ Switch_ Camera”  command.  Clic k th e [ Add]  butto n 

down belo w.  I n th e pop-u p windo w,  set  th e 

“ Camera#”  t o 1.  Set  th e “ Timer ”  t o say 4 

seconds .  Go ahead and clic k [ OK] . I n thi s cas e 

th e thir d phas e (settin g trigger s on floo r  sections )  i s  not  necessar y 

sinc e th e floo r  sectio n trigge r  was automaticall y  set  when we set  th e 

trigge r  type .  Our  door  shoul d open now when you put th e key i n th e 

lock ,  and our  camer a shoul d show i t  opening .  Go ahead and giv e i t  a 

tr y.  

Two Blocks  -- Two Triggers -- and a New L ocation 
Yes,  tha t  headin g i s confusing .  I t’l l  al l  be cleare d up i n th e nex t  

example .  When I  was comin g up wit h idea s fo r  thi s manual ,  I  had wante d 

t o use th e “ Alternate ”  roo m feature .  That ’ s wher e you switc h back and 

fort h betwee n two rooms tha t  i n essenc e occup y th e same geographica l  

space .  Then foun d out  tha t  th e Tomb Raide r  5 game engin e doesn ’ t  

suppor t  “ Alternate ”  rooms so I  came up wit h somethin g simila r  i n 

natur e and yet  di f feren t  i n how it ’ s  created .  
 
I n thi s nex t  exampl e we’r e goin g t o plac e two movabl e boxe s i n a roo m 

i n suc h a way tha t  each box has t o be moved ont o it s  own sectio n i n 

orde r  trigge r  one event ,  and tha t  even t  i s  goin g t o transpor t  Lar a t o 

a new locatio n i n a new room.  I n thi s cas e th e new roo m wil l  loo k 

identica l  t o th e curren t roo m and so t o th e playe r ,  i t  wil l  seem lik e 

they’r e stil l  i n th e same roo m wit h some change s havin g take n place .  

We’r e goin g t o be once agai n modifyin g our  tutoria l  leve l  so go ahead 

and loa d i t  in . Wit h Room #1 th e curren t  room,  clic k th e [ 2D MAP]  

butto n i n th e “ Mor e Options ”  group .  Now pres s <Ctrl >- <K> t o clon e Room 

#1.  The new roo m wil l  be Room #8.  Clic k and dra g th e new roo m (th e re d 

one)  of f  t o th e sid e wher e it ’ s  not  touchin g any othe r  room.  Clic k th e 

[ 2D MAP]  butto n agai n t o tur n i t  of f .  Notic e tha t  th e curren t  roo m i s 

now Room #8.  
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Our  new clone d roo m i s no longe r  joine d t o any othe r  roo m and so we 

need t o get  ri d of  th e doors .  I n th e 2D Gri d Box i n th e upper  

right , <Righ t  click > & dra g t o selec t  al l  fou r  section s i n th e middl e 

of th e roo m tha t  make up th e portal .  Then down belo w i n th e “ 2D Grid ”  

group ,  clic k th e [ Floor ]  button . Thre e section s wil l  stil l  loo k lik e 

they’r e a door ,  but  they’r e not .  They’r e jus t  texture d wit h “ Textur e 0”  

whic h i s transparent .  

I n th e “ Geometry ”  group ,  clic k on th e upper  righ t  butto n tha t  has th e 

shor t  raise d sectio n on it .  Clic k on al l  fou r  section s wher e th e 

porta l  was t o rais e th e floo r  t o wher e it ’ s  al l  th e same height .  The 

ones tha t  ar e transparen t  wil l  loo k a bi t  strang e as you do this .  Now 

clic k th e [ Render  Textured ]  butto n and th e [ Texturin g Mode]  buttons .  

Selec t  a textur e and chang e th e transparen t  section s t o wher e the y 

loo k lik e th e floo r .  You migh t  want  t o make th e fou r  section s loo k lik e 

ther e coul d possibl y be a close d opening .  

Now let ’ s  get  ri d of  th e door .  I n th e 

2D Gri d Box,  righ t  clic k on th e blac k 

squar e tha t  represent s th e door  and 

the n clic k on th e [ Wall ]  butto n i n th e 

“ 2D Grid ”  group .  Clic k th e [ Render  

Textured ]  and [ Texturin g Mode]  button s 

alon g wit h th e [ Textur e Zero ]  buttons .  

Clic k th e wal l  wher e we jus t  put 1th e 

door  t o make i t  transparent .  Rese t  th e thre e buttons .  Notic e wher e 

th e diagona l  sectio n i s i n th e pictur e on th e right .  The two re d 

section s ar e numbere d 1 & 2.  I ’l l  be referrin g t o thes e section s i n 

our  new room.  To locat e thes e sections ,  pres s th e [ CENTER CAMERA]  

butto n and refe r  back t o thi s picture .  

I n orde r  fo r  Lar a t o revea l  her  exi t  fro m th e room,  she wil l  have t o 

push two block s ont o thei r  own specifi c  floo r  sections .  When coverin g 

bot h floo r  section s wit h th e boxes ,  i f  you put  th e wron g box on th e 

wron g section ,  nothin g get s triggered .  When th e boxe s ar e bot h place d 

on thei r  sections ,  a trigge r  wil l  send Lar a fro m our  clone d Room #8 

back int o Room #1.  
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 Sinc e we want  i t  t o seem as thoug h she ’ s stil l  i n th e same room,  she 

needs t o be standin g i n same plac e i n Room #8 as wher e she’l l  be 

transporte d t o i n Room #1.  

 

Clic k th e [ Objects ]  butto n i n th e Tool  Group s 

button s and the n clic k th e [ Enable ]  button .  I n 

th e drop-dow n objec t  list ,  selec t  “Bo x 1. ”  Lookin g 

at  th e pictur e on th e right ,  plac e boxe s as shown.  

The firs t  tim e you plac e a box you’l l  have t o 

pres s th e <Up arrow > twic e t o rais e th e botto m of  

i t  up t o th e heigh t  of  th e floo r .  

 

Once you have al l  fou r  placed ,  scrol l  and fin d 

“Doo r  4”  i n th e objec t list .  Selec t  i t  and the n clic k th e lowe r  righ t  

corne r  floo r  section .  Thi s door  i s  onl y ther e becaus e i t  wil l  als o be 

ther e i n Room #1.  We als o need t o put  a loc k box on th e wall ,  agai n 

onl y fo r  looks .  Scrol l  down and selec t  “ Lock 2. ”  Clic k th e floo r  i n 

fron t  of  th e door  t o plac e th e loc k and the n clic k th e [ Rotate ]  

butto n a coupl e of  time s t o rotat e th e loc k ont o th e wal l  t o th e lef t  

of  th e door .  The onl y object s lef t  t o be place d i n th e roo m ar e th e 

two pushabl e boxes .  Befor e we star t  wit h them,  it ’ s  probabl y bes t  i f  

I  sto p and explai n somethin g about  “ Activatio n Flags . ”  
 
Al l  object s have “ Activatio n Flags . ”  When you clic k on th e [ Objects ]  

button ,  one of  th e thing s you’l l see i n th e too l  grou p i s a set  of  

Activatio n Flag s (buttons )  numbere d fro m 1 throug h 5.  Notic e tha t the y 

ar e initiall y  al l  i n an “out ”  position .  That  means tha t  i f  th e ite m 

happen s t o be somethin g lik e a door ,  it s  initia l  stat e wil l  be closed .  

I f  th e objec t  i s  not  goin g t o be triggered ,  but  i s  instea d an objec t 

that ’ s goin g t o be used t o do th e triggering ,  the n th e “ Activatio n 

flags ”  wil l  pla y a di f feren t  role . I f  you clic k th e [ Triggers ]  button ,  

you’l l  fin d a secon d set  of  “ Activatio n Flags . ”  Notic e tha t  the y ar e 

initiall y  al l  i n an “in ”  position .  These activatio n flag s ar e used 

hand i n hand wit h th e object ’ s  activatio n flag s when you want  t o use 

more tha n one trigge r  t o caus e an even t  t o happen .  
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When an objec t  i s  used t o do th e triggering ,  lik e when a box get s 

pushe d ont o a specifi c  section ,  the n th e stat e of  thes e button s i s 

used t o determin e what  take s place .  I f  an object ’ s  butto n i s “out ”  

the n i t can alte r  th e stat e of  a trigge r ’ s correspondin g butto n i f  

tha t  butto n i s “in . ”  

 

What  thi s means i s tha t  i f  you have 

one objec t  wit h say button s 1 and 2 

“out ”  whil e 3,  4 and 5 ar e “in , ”  the n 

i t can alte r  button s 1 and 2 of  a 

trigge r  provide d tha t  thos e button s 

ar e “in ”  on th e trigge r .  
 
I f  a secon d objec t  i s  set  up wit h 
it s  button s 1 and 2 “in ” whil e 
button s 3,  4 and 5 ar e “out , ”  i t  
can alte r  button s 3, 4,  and 5 of  a 
trigge r  tha t  has button s 3,  4 and 5 
“in . Not e tha t  sinc e th e firs t  
objec t  has it s  button s 3,  4 and 5 
in ,  i t  can not  alte r  th e secon d 
trigge r  even thoug h tha t trigge r  
has thos e same button s in .  Thi s 
means tha t  i f  bot h Trigge r ’ s 
button s o bject ’ s  button s Trigge r ’ s 
button s These two wil l  alte r  thes e 
These thre e wil l  alte r  thes e of  thes e trigger s were set  t o trigge r  an 
even t  suc h as th e openin g of  a door ,  th e two object s woul d have t o be 
place d on th e prope r  trigge r  i n orde r  t o get  th e door  t o open.  Thi s i s  
exactl y what  we’r e goin g t o be doin g wit h our  boxes .  
 
Now a littl e about  th e activatio n flag s i n th e objec t  t o be 

triggered .  I f  tha t  objec t  i s  somethin g lik e a door ,  th e initia l  stat e 

of  it s  button s determine s whethe r  th e door  i s  initiall y  open or  

closed .  I f  the y ar e al l  initiall y  out  (defaul t  state )  the n th e door  

wil l  be closed .  I f  some of  th e button s ar e i n whil e other s ar e out ,  

the n th e door  wil l  stil l  be close d and th e button s tha t  ar e “out ”  

must  be triggere d befor e th e door  wil l  open.  I f  al l  of  th e button s 

ar e initiall y  “in , ”  the n th e door ’ s initia l  stat e wil l  be open and 

when triggered ,  th e door  wil l  close .  Now back t o our  level .  
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Wit h th e [ Objects ]  butto n pressed ,  make sur e th e [ Enable ]  butto n i s 

als o presse d in .  Scrol l  down i n th e object s lis t  and selec t  “Bo x 3. ”  

Above th e list ,  clic k “ Activatio n Flags ”  3,  4 and 5 so tha t  the y ar e 

presse d in .  As describe d earlie r ,  thi s box wil l  onl y af fec t  button s 1 

and 2 of  it s  trigge r .  I f  you’v e rotate d th e room,  clic k th e [ CENTER 

CAMERA]  button .  Now plac e th e box by clickin g th e floo r sectio n that ’ s 

secon d i n fro m th e lef t  and i n th e ro w closes t  t o you . Clic k each of  

th e activatio n button s t o chang e the m opposit e t o how the y now are .  

Thi s wil l  set  the m up so tha t  th e nex t  box wil l  onl y af fec t  button s 3,  

4 and 5 of  it s  trigge r .  Now clic k th e floo r  sectio n t o th e righ t  of  our  

othe r  box .  Now let ’ s  set  up th e triggers . The box on th e lef t  wil l  be 

moved ont o sectio n 1 as shown on page 66.  We need t o set  it s  trigge r  on 

tha t  section .  Clic k of f  th e [ Enable ]  butto n and the n clic k th e 

[ Triggers ]  button .  Clic k th e [ Enable ] button .  Sinc e it ’ s  goin g t o be an 

objec t  othe r  tha n Lar a tha t  set s of f  our  trigge r ,  we need t o set  th e 

trigge r  typ e t o “ I tem_At_ Secto r . ”  Clic k th e drop-dow n trigge r  typ e 

lis t  and selec t  “ I tem_At_ Secto r . ” As mentione d earlie r ,  set  up th e 

activatio n button s so tha t  button s 3,  4 and 5 ar e out .   

 

 

Now clic k th e [ Add]  butto n that ’ s i n th e “ Triggers ”  group . Now fo r  th e 

secon d box .  Clic k each of  th e activatio n button s i n th e “ Triggers ”  

grou p t o revers e thei r curren t  settings .  Now onl y button s 1 and 2 

shoul d be out .  <Alt >- <Lef t  click > on th e box that ’ s on th e righ t  and 

the n clic k on th e [ Add]  butto n i n th e “ Triggers ”  group . The nex t  thin g 

we need t o do i s t o plac e our  “ Lar a positio n changer ”  objec t  wher e we 

want  her  i n Room #1.  Clic k of f  th e [ Enable ]  i n our  “ Triggers ”  grou p and 

the n set  th e curren t  roo m t o Room #1. Clic k th e [ CENTER CAMERA]  butto n 

t o brin g i t  int o vie w.  I f  you loo k at  our  section s 1 and 2 you wil l  

notic e how Lar a must  be standin g on th e sectio n wit h th e diagona l  

openin g i n orde r  t o push eithe r  of  th e boxe s int o thei r  positions .   

 

 

 

 

 

 



 Page - 99 - 

Thi s i s  wher e we wil l  send her  to .  Clic k th e [ Objects ]  butto n and the n 

th e [ Enable ]  button .  Scrol l  down i n th e objec t  lis t  t o “ Lar a positio n 

changer ”  and selec t  it . Now clic k th e sectio n wit h th e diagona l  porta l  

t o plac e th e objec t  there .  Clic k of f  th e [ Enable ]  button . Clic k on th e 

[ Triggers ]  butto n and clic k th e [ Enable ]  button .  Clic k th e firs t  

“ I tem_At_ Sector ”  trigge r i n th e “ Triggers ”  lis t  t o selec t  i t  and the n 

clic k th e “ Lar a positio n changer ”  object .  Now clic k th e [ Add]  butto n 

down i n th e “ Commands”  group .  Selec t  th e othe r  “ I tem_At_ Sector ”  

trigge r  and agai n clic k th e “ Lar a positio n change r . ”  Clic k th e [ Add]  

butto n i n th e “ Commands”  group .  Bot h trigger s ar e now set  t o activat e 

th e “ Lar a positio n change r . ”  Now al l  we have t o do i s set  our  trigger s 

on th e prope r  floo r  sections .  Go ahead and make Room #8 th e curren t  

roo m again .  (Us e th e [ CENTER CAMERA]  butto n t o brin g th e roo m int o 

vie w. )  Bot h th e [ Triggers ]  butto n and th e [ Enable ]  butto n shoul d stil l  

be active .  
 
 

Wit h th e firs t  “ I tem_At_ Sector ”  trigge r  selected ,  clic k on floo r  

sectio n #1.  ( See page 66. )  Wit h thi s sectio n selected ,  clic k th e 

[ Apply ]  butto n i n your  “ Triggers ”  group .  Clic k on th e secon d 

“ I tem_At_ Sector ”  trigge r  t o selec t  i t  and the n clic k on floo r  

sectio n #2.  Wit h thi s sectio n selected , clic k th e [ Apply ]  butto n i n 

your  “ Triggers ”  group .  
 
Clic k of f  th e [ Enable ]  butto n and the n do an <Alt >- <Ctrl >- <Shift >-

<Lef t  click > on th e sectio n i n fron t  of  th e door  t o chang e Lara ’ s 

star t  positio n t o thi s room.  Now let ’ s  go set  up Room #1. Make Room 

#1 th e curren t  room.  We need t o make i t  loo k th e same as Room #8 

look s when we get transporte d int o Room #1.  Clic k on th e [ Objects ]  

butto n and the n th e [ Enable ]  button .  Scrol l  down i n th e object s lis t  

and selec t  “Bo x 1. ”  Look at  page 67 and agai n plac e thes e boxe s i n 

thi s roo m jus t as you di d i n Room #8.  Selec t  “Bo x 3”  i n th e lis t  and 

plac e i t  on section s 1 and 2.  These ar e th e section s wher e we place d 

th e triggers .  
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Now selec t  “ Lock 2”  i n th e objec t  lis t  and clic k on th e squar e i n 

fron t  of  th e door .  Rotat e i t  as you di d earlie r  ont o th e sid e wall .  

Change th e curren t  roo m t o Room #5.  Thi s i s  th e roo m belo w Room #1. 

Selec t  “ Key 2”  and plac e i t  somewhere i n thi s room.  

Set  th e curren t  roo m t o Room #1.  I n th e objec t  lis t  selec t  “Doo r  4”  and 

the n clic k th e floo r  sectio n i n fron t  of  th e door  opening .  Use th e 

[ Rotate ]  butto n t o plac e th e door  properl y.  Don’ t  worr y about  how th e 

to p of  i t  goes up throug h th e ceiling .  Now we need t o set  up th e loc k 

t o open th e door .  

Clic k th e [ Enable ]  butto n and the n clic k th e [ Triggers ]  button .  Clic k 

th e [ Enable ]  button .  Rese t  th e “ Activatio n Flags ”  so tha t  the y ar e al l  

presse d in .  Set  th e trigge r  typ e t o “ Key_is_ ON. ”  

<Alt >- <Click > th e loc k box and the n clic k th e [ Add]  butto n i n th e 

“ Triggers ”  group .   

 

Clic k th e door t o selec t  i t  and the n clic k th e [ Add] butto n i n th e 

“ Commands” group .  

Picking Up and Placing Objects 
 

Some object s can be place d about  i n your  leve l  fo r  Lar a t o retrieve .  

Dependin g on th e objec t  and how it ’ s  set  up,  you may fin d tha t  i t  can 

be place d on th e floo r ,  on a lo w or  hig h pedestal ,  on a wal l  t o be 

prie d of f  wit h a crowba r ,  or  even hidde n insid e a wall .  Anothe r  optio n 

i s placin g object s on th e same sectio n as a baddie .  
 
 
For  th e most  part ,  how an objec t  can be place d i s not  documented .  Onl y 

by experimentatio n can you determin e i f  you can achiev e th e desire d 

result .  I ’l l  show you a coupl e of  alternativ e ways of  placin g object s 

and leav e i t  up t o you t o figur e out  more.  The of ficia l  leve l  edito r  

documentatio n contain s some informatio n tha t  can possibl y help ,  or  you 

can watc h th e onlin e foru m mentione d i n th e fron t of  thi s manual  fo r  

post s containin g informatio n tha t  other s have managed t o figur e out .  



 Page - 101 - 

 
 
Go ahead and loa d i n th e tutoria l  

level .  Set  th e curren t  roo m t o Room 

#3.  Look at  th e pictur e at  th e 

right .  The sectio n wit h th e arro w 

pointin g t o i t  i s  th e one tha t  we 

want  t o modif y but  you won’ t  fin d 

any line s aroun d i t  as our drawin g 

has .  I n th e 2D Gri d Box,  <Righ t  

click > on th e lowe r  lef t  blac k squar e tha t  represent s thi s section .  

Then clic k th e [ Floor ]  butto n down belo w.  The roo m wil l  loo k th e same 

but  th e 2D Gri d vie w wil l  show a blu e floo r  squar e ther e now.  Clic k 

th e upper  righ t  Geometr y butto n and clic k thi s sectio n i n th e 3D 

Windo w.  

 

Clic k th e [ Render  Textured ]  and [ Texturin g Mode]  buttons .  Go ahead and 

appl y texture s t o th e to p and sid e sections .  Make Room #7 th e curren t  

roo m and the n textur e th e ceilin g sectio n that ’ s th e botto m of  our  

new floo r  section .  
 
 
Now tha t  we have a new plac e fo r  Lar a t o clim b up onto ,  let ’ s  put  a 

coupl e of  object s there .  Clic k of f th e [ Texturin g Mode]  button .  

 

Make Room #3 th e curren t  roo m and clic k th e [ Statics ]  butto n followe d 

by th e [ Enable ]  button . Selec t  “ Stati c  Mesh#9”  and the n clic k our  new 

floo r  sectio n t o plac e a pedesta l  there .  Clic k th e [ Enable ]  butto n t o 

tur n i t  of f .  
 
 
Clic k th e [ Objects ]  butto n followe d by th e [ Enable ]  button .  Scrol l  down 

i n th e object s lis t  and selec t th e “ Gol d Rose”  object .  Change th e 

“ OCB”  variabl e t o number  4.  Now clic k th e floo r  wher e th e pedesta l  is .  

You won’ t  see th e objec t  becaus e it ’ s  hidde n by th e pedestal .  Clic k th e 

<Up arrow > twic e t o get  th e ros e (secret )  t o th e correc t  height .  Clic k 

of f  th e [ Enable ]  button .  
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Clic k th e [ Triggers ]  button ,  the n th e [ Enable ]  button .  Set  th e trigge r  
typ e t o “ I tem_is_ Picked_Up . ” <Alt >- <Click > on th e ros e t o selec t  i t  
and the n pres s th e [ Add]  butto n i n th e “ Triggers ”  group .  Then i n th e 
“ Commands”  group ,  selec t  “ Secret_ Found. ”  Pres s [ Add]  at  th e bottom .  I n 
th e pop-u p windo w,  set  th e secre t  number  t o 1.  Clic k of f  th e windo w 
and your  secre t  i s  read y t o be found .  
 

Object O CB  Settings 
 

When you plac e an object ,  th e followin g informatio n may hel p you .  I t  

may or  may not  be vali d i n th e particula r  game tha t  you’r e workin g 

on.  

 
 
 

 

 

 

 

 

 

As an exercis e tha t  you can do yourself ,  plac e th e “ Crowbar ”  objec t  

somewhere fo r  Lar a t o pic k up. Then selec t  “ Pic k up ite m 1”  and set  

th e OCB variabl e t o 2.  Plac e thi s objec t  on a secto r  alon g a wal l and 

rotat e i t  unti l  it ’ s  agains t  th e wall .  I n th e game you shoul d be abl e 

t o use th e crowba r  t o pr y th e objec t  of f  fro m th e wall .  

Another thing  t o mentio n about  placin g object s i n your  level .  I f  you 

plac e an object(s )  on th e same sectio n as a “baddie , ”  th e object(s )  

won’ t  show up unti l  you kil l  th e “baddie , ”  and the n th e object(s ) 

appea r  wher e he dies .  Thi s i s  a handy way of  addin g ammo,  weapons ,  and 

medipack s t o 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 AI 
 
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  AI object on the square with the  
baddy whose behavior you are  modifying. The baddies ‘pick u p’ 
their instructions from these null - mesh AI “dummies”.  Not all  
baddies are  programmed to work with all the AI available…a  
little experimenting is required. The following is a rough  
guide only. The various AI work mostly  with Baddy_1, Baddy_2  
and the SAS guard:  
 
AI_GUARD – Makes the guard move his head about, looking  left 
and right, with a 180 degree field  of view. Drop an AI_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.  

 
AI_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.  
 
AI_PATROL 1 & 2  – To make a baddy run a patrol between two  
points, drop an AI_PATROL1 object on his square, drop another  
AI_PATROL1 object somewhere else on the map, and finally  an 
AI_PATROL2 in another location. The baddy will go from the  
(second) AI_PATROL1 to the AI_PATROL2 and back  again. 
Conditions for chasing  Lara are the same as the Guard  
behavior.  
 
AI_MODIFY – Drop an AI_MODIFY on the block with the AI_GUARD, 
to make the guard look straight ahead.  
 
AI_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  AI_FOLLOW object on its block, and  
drop another AI_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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AI_X1 – AI_X2 – Drop one of these on the SAS Guard  baddy 
square to make him fire grenades (if you drop  an AI_X1 on a  
different Baddy, and he is triggered first, the AI_X 2 baddy 
will not fire grenades).  

General rules about 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 AI 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 killed, fires,  etc), that will a sure you  
that your  level will get back in a “fresh” state at that  
point.  
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Setting Up Zones 
Zones migh t  bes t  be looke d at  as bein g fence d i n area s i n your  leve l  

wher e “baddies ”  can not  cros s over  th e fence .  I f  a “baddie ”  i s  i n a 

zone (fence d i n area )  the n i t  can not  get  out ,  and i f  it ’ s  outsid e one 

of  thes e areas ,  i t  can not  get  in .  
 
 
Not  onl y do zone s preven t  “baddies ”  fro m goin g wher e the y wil l  get  

int o trouble ,  but  the y als o set up area s wher e the y onl y pay attenti on 

t o Lar a when she enter s thei r  zone .  Otherwis e the y wander aroun d 

peacefull y  doin g nothing .  (Dependin g on whic h game engin e you’r e 

using ,  thi s may or  may not  happe n i n your  level . ), some animals  

from tr1,  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 zone s work i n actua l  

practice ,  go ahead and boot  your  

program .  Creat e a new roo m tha t  i s  

9x9x3.  Load th e TR5 Demo leve l  as a base 

leve l  and loa d i n some textures .  Go 

ahead and textur e th e roo m as desired .  

Now use <Ctrl >- <Shift >- <Click > & dra g t o 

selec t th e floo r  are a shown as dar k 

gree n i n th e pictur e her e on th e right .  

Then i n th e 2D Gri d grou p i n th e botto m 

lef t  corne r  of  th e screen ,  set  th e ZoneI D variabl e t o number  1.  Clic k 

th e [ Put  Zone]  button . Next  selec t  th e are a show as ligh t  gree n and 

afte r settin g th e ZoneI D t o th e number  2,  clic k th e [ Put  Zone]  

button .  
 
Finally  select  the  floor  area  that ’ s show as  red .  Set  the  ZoneI D 

to  the  number  3 and  click  the  [ Put Zone]  button .  We now have  three  

di f ferent  zones  as  well  as  areas  that  are  not  part  of  any  zone . 

You might  want  to  texture  each  zone  di f ferently  so  that  it  will  

be obvious  when you  play  the  game as to  where  each  zone  is  at .  
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Usin g th e technique s as we di d back,  plac e a lio n i n each of  th e 

zones .  Set  up a trigge r  i n fron t  of  Lar a t o trigge r  al l  thre e lions .  

Go ahead and buil d th e level .  What  you wil l  fin d i s  tha t  th e lion s 

wil l  ignor e Lar a as lon g as she doesn ’ t  go int o thei r  specifi c  zones .  
 
You can use zone s i n your  leve l  so tha t  when Lar a climb s ont o a bloc k 
or  something ,  th e animal  wil l  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 Effects. 
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 0  

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 tr1, 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, 

the ambient room  

intensity  define 

the default dark  

for whole  room, 

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 tool: 
 

“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 object, (ignored in  tr1-trii 

levels).  

Brightness:  Object Light  brightness 

r elative to the current ambient light  

value, negative values mean Shadow, for 

example a - 6 value mean  a darkest shadow  

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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From the room properties, set the  
values like in the left picture,  24 
as ambient light, 31 as Lara’s  
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 in 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 effect. 
In TRII 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:  
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Sea wave water effect: 
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.  

 

Just to be clear, please note texturing  the water surface can  

be done in two ways:  

 

 

 

 

 



 Page - 117 - 

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 tr1,  tr2,TRC levels it is recommended the option #1, for  

tr3,tr4 it is recommended Option #2.  

Default Spot Light: 
 

Maybe you are wondering  for what  

the “default spot light” control  

found in the room  properties is  

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.  

The module works the same as  others 

modules, you enable the  module pushing  

the “Add” button, fill the  f lyby cameras  

properties and then:  

Click sector :  Place a flyby camera.  

Shift + click : Move a flyby camera.  

Cursor keys : Rotate flyby camera aim.  

Shift +  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.   

Sound Sources: 
 

For Tr1 - TR5 it  is implemented “sound  

sources” module. These  are objects that  

represent a selected sound  that can be  

heard at that  level position; generally  

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.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 Page - 121 - 

Tr1,Tr2,TR3,Trc null mesh. 
For tr1,tr2,tr3,trc there are some null mesh objects which provide  
some special effects and  behaviors, the tr1 - 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.I can’t describe all of  them in this manual, but here are  
some interesting ones I 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. 
Mummy-Mutant (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.  
 

TR3: 
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.  

 

 

 

 
******     MANUAL END    ******  
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