Dxtre3d 2.0 Revision 0.

By Turbo Pascal, May-2004

This is not the whole Dxtre3d manual, just a document that teaches changes, fix and new features in Dxtre3d 2.0; hope to update the PDF manual soon.

Note this version is called Revision 0, mean that it is the first public release and was only tested by me; any bug found and reported by public will be fixed in Revision 1 etc.

1. BACKWARD COMPATIBILITY:

Dxtre3d 2.0 is not compatible directly with prior 1.1 projects version, so it is included a convert tool to migrate your project from 1.0 to newer 2.0 version.
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Just open your 1.1 project and when done then use “Save As…” for create your 2.0 project version; it is recommended NOT TO OVERWRITE your 1.1 project, instead save the 2.0 version with a new name.

WARNING:  All light objects from 1.1 versions will be lost, you will need to Light your level again from scratch in 2.0 version.

2.- FIX, CHANGES, NEW FEATURES:

· When you move the cursor over any control and if it changes to [image: image2.jpg]


then it mean the control has a popup sub-menu, do Mouse Right click on in to bring the popup.

· Room width/long dimension extended to maximum 18x18, however take note that using lot bigger rooms will increase the project save/load timing and size. Internally the TRE file format was improved to take less time to load bigger project, however having 128 or more RAM memory is recommended.

[image: image3.jpg]Floom Dimensian

Dep Wi Heigh

ER— s 2 [ 3

XPosion  YPosion  ZPosion

o 3| [ & [0 3
Boons Name

[Foom #1

Water ™ Sky [~ OQutdoor I~ Quicksand

Antiertlight ~ [15 2] [ cwhte 3]
Lora's Light T 3| [T e

DefaukSpat Lt [ 3] [ chwhte

‘Water Scheme.

o =





· Water Scheme control added to room properties:  When used in TR3 and TR4 it controls some light reflection intensity and pattern in underwater rooms, (I think is called Reflexivity in LE), you have to experiment with values from 1-16 (maybe more?).
When water scheme control is used with TRII levels then value “1” mean the room will have “BLINKING” lighting effect when Light objects are used in this room. When water scheme value “2” is used then mean the room will have “FADING” lighting effect when light object are used in this room. This effect works in water or normal dry room, check the LIGHTING section later in this document for more info about how to implement these TRII effects.

When value “3” is used in water scheme for TRII levels in under water room then the water reflection is removed.

· Alternate Group added to room properties: For TR4 level only, this allow you to group alternates (flip) rooms, then when using the ALTERNATE_ON/ALTERNATE_OFF trigger you can specify which group you want to enable/disable. I am convinced that this feature is not available for TR1-TR3 engine, for Trc version is pending to found where this info is stored, I hope to implement this in future version.

· Ambient Light, Lara’s Light, Default spot light: As in prior version, for TR1-TR2 controls values are used to define white light intensity from 0 to 31 and COLOR controls are ignored, but for TR3-TRC now both controls are used together to select any color and define how dark/bright it is. For example you select RED color and you define value “20” then the editor will automatically will calc correct RED intensity from 32 max values (0-31) corresponding to value “20”.  
Using that new scheme pair color/intensity allow to easily setup your ambient room light and objects lights later.

· Quicksand Flag: For TR4 levels the quicksand flag enables the MIST in the room, equivalent to the “M” button in LE.

· Copy Room, Paste Room: Added to menu “Room” the COPY and PASTE option for copy & paste rooms

· Clone Room (CTRL+K):  Fixed the clone room option to not include portal info in the new cloned room. In prior editor version, cloning an already linked room was causing the link room data gets copied too in the new room.

· 2D plans View: tuned a little the internal 2d plan view module, also fixed a bug that prevents defining a room automatically beyond coordinate X 100.

· More neighbors control: Now you can also define range rooms to show using the form “10-20,30-40” etc. however I found that rendering too much rooms makes the option crash. Please note that “More neighbors” option is suppose to be used to show rooms that can be edited along with the current, you can place primary shapes and objects on in, so they are rendered included info for do “Picking”. When you use this option to show a “panoramic view” of you whole level then the option crash if there are too many rooms to show.

· UNDO/REDO option from menu was tuned a little, some bugs where fixed.

· Animated textures: Now they can be ROTATED into the faces after they where applied, it works with classic and scrolled textures, can be done even in triangular faces. Flipped Animated textures ARE NOT implemented.

· Transparent and Semi-Transparent texture attrib: Now in the editor transparent attrib textures are seen in BLACK color, and Semi-Transparent attrib textures are seen in BLUE color; that will help you know if some faces have wrong texture attrib applied. You can enable/disable this colored feature pressing F3 key.
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Also you can mark a block sectors (using middle mouse button) and then using from menu “Edit”, “Apply texture attrib to..” for apply current selected texture attrib to the marked block. 

· Single click at Ceiling sector:  In primary geometry edit mode will put the shape at ceiling with no need to use the “Shift” key. Note that you can still using the “shift” key to put the shape in ceiling if you click the floor.

· When working in select Mode (secondary geometry edit mode):

· Single click selects an individual sector.

· Single click into any already selected rectangular sector will select next sector border for all current selected rectangular sectors, this is equivalent to press ENTER key in prior editor version.

· Single click into any already selected triangular sector will select next diagonal sector border for all current selected triangular sectors, this is equivalent to press SPACEBAR key in prior editor.

· After marking a block sector you can press any key to apply the selection block sector; this allow you to works very similar like LE where you mark a block and then press “Q”, “A”, “W”, “S” keys to edit current selected border sector.

· Press <ESCAPE> key to unselect all current selected sectors, equivalent to click the “Reset all” button in prior editor version.

· ALT + click will select/unselect individual sectors.

· Room Borders sectors. The 4 wall that enclose the room CAN NOT be removed, except automatically when you link the room; in the same way after you link the room the extra flat pinky sector CAN NOT be edited manually. I was having some complains from several users about having problems to setup correctly door portals caused by editing wrongly that extra sector height. 

· Draw Ceiling helper button: Added new speed button to draw automatically 3 different kind arch ceiling:
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When you have Arch #1 option selected, then clicking the button automatically will draw the ceiling using an arch from Left-to-Right direction. 

When you have Arch #2 option selected, then clicking the button automatically will draw the ceiling using an arch from Front-to-Back direction. 
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When you have Vault option Selected, then clicking the button automatically will draw a kind vault ceiling.
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Please note 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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Room mesh generated into the compiled level, note how hidden faces behind ceiling where discarded.

“Arch” and “Vault” features 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.
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2. - FLYBY CAMERAS.

For Tr4 and Tr5 level now is implemented a Flyby cameras module, they are a sequence of cameras following a path that can be triggered.
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The module works the same as others modules, you enable the module pushing the “Add” button, fill the flyby 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.

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.

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 = Not used
3. - 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 similar sounds. 
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The module works the 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 can use Trviewer to check the sound id available.
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Use Trviewer and check the Internal Index info, which is the SoundId to be used within the editor.

4. - TRIGGERS:

· TR1-TRII Sinks: Prior editor have a bug with sinks for tr1-trii level, they are fixed now and they are implemented exactly the same way as done in tr3-trc.

· Trigger Item for IF_ITEM_AT_SECTOR trigger: The trigger item is optional now, for tr1-tr2 if selected then the item will be disabled when sector gets triggered. For Tr4 and TRc seem don’t have any effect.

· New Triggers types added: Added new triggers types to the trigger module:
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· Heavy Switch: For tr4 and TRc (maybe tr3 too?), is triggered by some enemies or non-playable characters.

· Item_at_sector_do_deactivate: Is triggered when enemy/objects step in the sector and will deactivate the specified items.

· Monkey_swing: Is triggered when Lara is performing a monkey swing in that ceiling sector.

· TR3-Minecart LEFT: Make Mine cart turn left direction when steps that sector.

· TR3-Minecart RIGHT: Make Mine cart turn right direction when steps that sector.

· TR3-Minecart STOP: Make Mine cart stops when steps that sector if it is not going too fast.

· Flyby Camera Commands added: Added new flyby camera command to the trigger module, you have to specify the Seq# to trigger.

* Alternate_ON(), Alternate_Off(): They accept room group parameter.

· Bodybag, Cutscene Commands added: Added those commands AS IS.

· Copy/Paste triggers slot: Added popup menu to the trigger list to copy/paste a selected trigger slot.

5. - Lights.

The light module was redesigned and improved; lights objects from dxtre3d 1.1 version are not compatible and discarded in migrated projects. The idea is to use a color/intensity pair values to allow setup smooth light objects with the ambient room light.

For example you define your ambient room light to RED color with dark intensity 26, the whole room will have a dark red color in all faces, then you place light object also color red but with brighter intensity like 20 etc, this will produce a smooth red light combination.
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Red-26 ambient light with Red-20 light object.

This method of using color-intensity pair is very useful when you works with RGB color (like 120,54,200) where is very hard to calc the same equivalent bright/dark values for each component, dxtre3d 2.0 will do it automatically for you.

Selecting the right color/intensity for your ambient room depends on the texture you used, 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 with the textures.

Because you most likely will want to try with different ambient intensity values, in Dxtre3d 2.0 the light objects intensities values are RELATIVES to the current room 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 room ambient intensity; this way increasing/decreasing the ambient light intensity in your room automatically will increase/decrease all object final light intensities in the room so the smooth light transition will be kept.

In Dxtre3d 2.0 Lighting objects is applied in spherical way (vice rectangular in prior editor), there is a sphere object that show you (if that option is enabled) the selected coverage, light are now stopped by walls and blocks so you can light the whole room using fewer light object with bigger coverage, and if some faces are affected by more than once object lights then the final light in that face will be mixed.
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Color: Select the color you want for light object, (ignored in tr1-trii levels).

Brightness: Object Light brightness relative 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 affected by this object but without affecting the current room mesh lighting brightness.

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

Affect Faces: When unchecked then the light object will affect just to Lara and movables objects, when checked (default) will affect both room meshes and Lara & movables objects.

Fake: When checked then light objects will affect room meshes object only, 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 real light intensity compiled into the level is not affected; this will help you to tune your monitor/editor light intensity to match closely how it look in Game.

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 object 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 (more negative) mean brighter effect.

TR3,TR4,TRC 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. (Doesn’t works for TRc).

Value “2”: Water wave movement. (Doesn’t works for TRc).

Value “3”: Both effects combined. (Doesn’t works for TRc).

Value “4”: Remove water light modulation and wave movement effects in water rooms. (Doesn’t works for TRc).

Value “-1”: Mean OVERWRITE color light, this means that lightened faces color will not be mixed.

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

TR4-TRC FOG FX-EFFECT:

For Tr4 and Tr5 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 use Command trigger EFFECT(28) for define the Fog color in the level, place at the “TIMER” field the fog value color you want using the next table:
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6. MANY THANKS:

I want to thanks to Bex, UziGuy and Torry for supporting my unofficial editor and unofficial home made levels at Lara’s Home web site and forum; thank you very much guys.

Thank you very much to mister Dark Death, Tomo, Seemeister for supporting and promoting Dxtre3d in Lara’s Level base web site and forum.

Thank you very much to KRISTINA for supporting our unofficial home made levels at Mprager forum.

Good luck,

Turbo Pascal. 08-May-2004.

