revised 2/21/01


   


                        Started TR4 support for the hell of it. Right now it only saves texture changes.


                        You can 'Preview' the items. 


                        You CANNOT  add/change any items/special effects/color! If you make any


                         changes (by selecting 'OKAY' from the respective dialog), your saved file


                         WILL BE CORRUPT.                        








revised 1/29/01 ~ 02/02/01


                        


                         Small addition of  'Remove original sound sources' to 'Special' dialog. This will


                         remove all sound sources that were in the file when it was loaded.  Helpful  if


                         you happen to use Turbo's TReditor to build the level and the original sound


                         sources are 'showing' up (TReditor doesn't remove them), or, you just need to


                         remove sound sources that you have added.





                         Several options added to the 'Sound' dialog.





                         The 'Add Sound Source' button must be used to add the sound source. Pressing


                         OKAY no longer does this.


                        


                         Copy sound to wav file - copies the current sound number that is specified in


                          the Main.SFX index control to a specified file. You must type in the complete


                         drive/directory/filename or use the 'dots' button to the right to bring up a file menu.


                         (ie:  d:\tr3\data\new.wav)





                         Replace with wav file - replaces the current sound number that is specified in


                         the Main.SFX index control with a specified file. You must type in the complete


                         drive/directory/filename or use the 'dots' button to the right to bring up a file menu.


                         (ie:  d:\tr3\data\new.wav). You must also specify a name for the new sfx file in the


                         'Output new SFX file to' box (cannot be the same file that is in the the Main SFX


                          directory box). Remember that the SFX files are large so it might take a few 


                          seconds to construct the new .sfx file.





                          Replace old sfx file - replaces the file specified in the Main SFX directory box


                          with the one specified in the 'Output new SFX file to' box. This will always warn


                          you as it totally deletes the original SFX file and renames the new SFX file.   





revised 1/26/01 TEST button on Sounds dialog now plays the sample sound. It does not take into


                         account any settings in the volume/speed/distance controls, it just plays the sound


                         normally for 3 seconds. Using DirectSound so you must have DirectX set up on


                         your computer. The first time you use for TR2 or TR3 levels you will need to enter


                         the full drive,directory, and filename ( ie: d:\tr3\data\main.sfx ) in the 'Main SFX file


                         directory' box,  after that TRitem will remember the settings. 





revised 1/19/01 Fixed what seems to be a bug that crept in a long time ago (shows you how much


                         I build) Placing a Door in a portal now working. Click on the 'wall' (portal) openning


                         then choose your door. Also fixed a 'sometimes' bug in both the 'add camera' and


                         'sound source' effects, seems that the height got screwed up in the placement of them.





                         Added the ability to select a current texture from the room. To use, ensure Texture


                         mode is off, click on the texture you want then press the '+' key on the keypad. Now


                         when texture mode is turned on this texture will be the selected texture.





                         Added the ability to set 'trigger bits' in the 'trigger switch' and 'switched item'. It takes 


                         some planning but can make for some interesting puzzles. Small demo ( 2 rooms ) 


                         on the site that replicates the famous TR1 Palace Midas switched doors.





                         If you are just placing normal doors and switches, leave the 5 buttons under Trigger Bits


                         alone.  Brief explanation:


                         Switches and doors share 5 'buttons' (bits). Normally the switch has all 5 buttons set


                         and the door has none of it's buttons set. In this case the switch 'feeds' the door


                         5 set buttons and the door opens. All 5 'buttons' must be set to activate the door.


                         If you set the switch's buttons 1, 2, and 3 on. And then set the door's buttons 4 and 5 on,


                         the door will behave normally since all 5 buttons will have been set when the switch 


                         is triggered.





                         So, let's say you wanted to use 2 switches to open the door. You have one switch with


                         buttons 1,2,3, and 4 on and another switch with button 5 on. When they are both 


                         switched on the door will receive all 5 buttons and open.  The 'Trigger Switch' dialog


                         now has a check box labeled 'Use existing items'. This will allow you to tie a second 


                         switch to an existing door. Select a trigger position then bring up the menu and choose


                         the switch, set buttons 1, 2, 3, and 4 on. Place it by 'OKAY' as normal. Now choose


                         the door's position and bring up the 'Switched Item' menu and select and place the door.


                         Now choose the location for another switch and this time in the 'Trigger Switch' dialog


                         check the box labeled 'use existing items' and set the counter for 1 item (the door) and 


                         set button 5.  After the switch is placed, click on the door and it will be tied to that switch. 


                         The status bar will tell you that the item has been selected because the 'selector cursor' is


                          hidden by the item. Now the door will only open when both switches are activated. 


                          Remember the switches and doors can be in different rooms.





                          The demo of the five switches and four doors was constructed as follows: (left to right)





                          ITEM                               BUTTON     1     2    3    4    5


                           door 1                                                 on  off  off  off  on


                           door 2                                                 on  off  off  off  off


                           door 3                                                 off  off  on  off  on


                           door 4                                                 off  off  on  on  off


                           switch 1                                               off  on  on  on  on


                           switch 2                                               on  off  on  on  on


                           switch 3                                               on  on  off  on  on


                           switch 4                                               on  on  on  off  on


                           switch 5                                               on  on  on  on  off    











Complete walkthru for setting it up:





Choose location for first switch. Go to Trigger Switch dialog. Choose switch. Check 'Multi item switch'


Set buttons 2, 3, 4, and 5 on. OKAY to place it.





Select the portal wall openning for the door. Go to Switched Item and choose the door. Set buttons 1 and 5 on.


OKAY to set the door.





Choose the portal wall openning for the second door. In Switched Items choose the door and set button 1 on.


OKAY.





Choose the location for the third door. In Switched Items choose the door, set buttons 3 and 5 on. OKAY.





Choose the location for the last door. Set buttons 3 and 4 on. CHECK the Multi Item End box to let the


program know this is the last item. 





Now is the time to set the other switches.





Choose the second switches place and in Trigger Switch set 1, 3, 4 and 5 on.  Ensure that the Multi Item check


box is UNCHECKED. Check the box labeled ' Use Existing Items' and set the counter to 4. OKAY.





Now in order, select doors 1, 2, 3, and 4.  The status bar will show the selection.  The screen is only updated


on a mouse move so you might have to select the door and then move the mouse a bit. Be careful when pressing


the mouse button so as not to select an item you don't want.





After selecting the 4 doors as explained above, select the position for the next switch and in Trigger Switch 


once again use the 'Use Existing Items' set to 4. Set trigger buttons 1, 2, 4 and 5 on. Okay.





Once again select the four doors in order by clicking on them.  





Now choose the location for the fourth switch and in the Trigger Switch menu set buttons 1, 2, 3, and 5 on.


Use Existing Items and counter set to 4.





Once again select the four doors in order by clicking on them.





Now choose the location for the last switch and in the Trigger Switch menu set buttons 1, 2, 3, and 4 on.


Use Existing Items and counter set to 4.





One final time select the four doors in order by clicking on them.





Finished.  This stuff takes a lot of prior planning but can produce some rewarding puzzles.











revised 1/14/01  *****BUG FIX*****


                          seems that RE38 options for TR3 since version apx. 1/10/01 had a bug with the


                          room above/below code. Fixed now, hopefully.


                         


                         BIG THANKS to Tomb Biker for letting me know!











revised 1/12/01


added on preview for items.





revised 1/1/01 - 1/10/01


minor updates: added 'quick and dirty' preview button for static meshes ( in Color dialog ) 


and preview button for sprites ( in Special dialog ). NOTE: the textures for these are loaded each time


so it'll take a few seconds to display. You can use the left mouse button to rotate them some.


Added the "aha" or ( "umhumm" ) sound for items as secrets (TR1/2). Secret number sound can be


selected but I dang sure don't know what it does.


Added back the angle selectors for the Special dialog option 'Water Currents'.





Changed to clean cut Pat Boone webpage for 'Boss Mode' . ( I can be sane at times. And I'm sorry,


I used the $50,000 I recieved from my plea,  to buy more Jack Daniels and Marlboros instead of


a PDF doc. I promise tho, the next 3 million bucks will go to a firm out west to make my bink videos


(just like CORE)......Okay, maybe I can't be sane).








Still working on:    Playing sound sources. Preview for items. Adding the trigger bits to the switches. RE38.  





*bugfixes 1/1/01:  problem with single vertex lighting repaired.


                            delete item option now clears any triggers or floor/ceiling slopes/tris in that sector.








revised 12/31/00


Note: the text files included are from the great Loren Petrich and are included as a guide.


Also buyer beware, ain't checked these routines too well. I never do I guess. Please let


me know of any problems, thanks.





Added 'Sound' menu. Currently for TR2/TR3 only. Replaces the pitiful sound sources that were


previously added using the 'Special' menu. I was deeply upset by the fact that in all the TR3 levels


there were only 11 sound sources used by the original engine. This new feature will allow you to


add any sound that is in the Main.sfx file to your level as a sound source.





First: Once again, sound sources are a sound that is tied to a specific position in the 'world'. They


are impervious to walls. Lara's orientation to the sound source has some influence on what you'll


hear. 





The TR3 engine has the ability to set a distance ( in sector blocks ) that the sound will travel from


it's source position as well as a 'speed (pitch)' control over the sound and a volume control.


 


The TR2 engine only appears to have the volume control. 





To Use:





  Select your sector then bring up the 'Sound' menu.  There are some 'off the shelf' sounds I made 


listed first, about a dozen for TR2 and about 2 dozen for TR3, following these are the current sounds


that are mapped into the level listed by their index # (starting from 0) into the Main.sfx file.


When you select one of these the controls will be set by the current information.  TR2 will only use


the 'Main SFX index' control, the 'Volume' control, the 'Samples' control, and the 'Repeat' checkbox.


TR3 uses all controls. If you add a 'Main SFX index' number that is not already in, it will be added to


the file, it is up to you to set the other controls as needed. 





Control descriptions:





Main SFX index      :      This is the index into the Main.sfx file (starting from 0) for this Wave file.





Volume                   :       In TR2 the values can go from 0 to 127 with 32 being a barely audible


                                       sound and 127 being maximum volume. Around 83 is a good starting


                                       point for testing.


                          


                                       In TR3 the values can go from 0 to 255, lowest to highest.





Distance                  :       Not used in TR2.


                                


                                      In TR3 this value reflects the number of sectors the sound will travel


                                      from it's source position (approximately).





Speed                     :      Not used in TR2.





                                      In TR3 values from 0 to 32767, higher is faster. See Slow check box also.





Slow check box        :    Not used in TR2.


 


                                      In TR3 checking this box will set the 'Slow' speed in conjunction with the


                                      Speed control above.





Samples                   :     This is the number of samples in the sound. The text files included will show you


                                      if the sound has more than one sample.





Repeat                     :     This really should be automatically set for sound sources. If it is not checked


                                      the sound will not repeat and the sound channel will be left open causing a hissing


                                      sound.








Play                         : ***********Sorry, this is currently disabled. I am trying to get a somewhat accurate


                                  playing of the sound with no luck using a custom sound API. I'll give it a few more days


                                  then I'll at least put in a stock ' Wave player' to play the sound without effects.











Note:  The TR engine reads into memory all sounds that are used by the level. The Main.sfx file is LARGE.


           Do not try to include every sound under the sun or you might run into problems when running the 


           level.  Also too many sounds trying to go at once causes strange behavior, it is wise to spread them


           out. 











revised 12/26/00





Added several missing TR2 items:





6 more 'thugs', swinging sandbag, disk shooter, slamming doors, saw, rocks, knife statue, boulders, 


icicles, bell, propellers, foot bridges, drawbridge (note on drawbridge: you must set the first trigger


as normal where you want the drawbridge triggered, Then use the 'special' menu multi-triggers, per


TRitem.doc, to add 2 additional triggers directly under where the bridge will fall), ceiling guns (these


are a two step item, the guns are not visible until triggered. The second item 'tripwire for ceiling guns'


needs to be placed and when it is triggered the guns will fire.), etc.








And to TR1:


winged mummy, falling rocks, and footbridges, etc.








Also corrected, hopefully, a bug with the 'special' menu multi-trigger option.














revised 12/23/00





Not really a revision, just 'unofficially' adding some of the AI items I've played with. I was going


to shelve them for a month or two but figured somebody might like to experiment with them.





All in Items menu, explanation is just first observations and might be totally wrong:


     


     AI hold #1 - placed on top of enemy who normally attacks will 'hold' him there until threatened.


     AI hold #2 - slightly different than the hold #1.


     AI ambush - place one on top of enemy, another elsewhere. When threatened enemy will go to second one.


     AI follow - place one on top of enemy, another elsewhere. Will go to second one and wait.


     AI unknown #1 and #2: You tell me. Tried to work them like the official AI_PATROL with no luck.





PLEASE NOTE: these are released with the minimal of testing. All enemies do not work the same.


Like I said, experiment with them if you wish. Would like the results to be posted if you do find anything.


Also, these items do work on some animals (monkey) besides just the 2 legged enemies. Also need to


keep the 'enemies' character in mind when using. For example, in Crash.tr2, thug#1 placed normally


just stands still unless you attack him. If you place a 'follow' on top of him, he will patrol. Place another


'follow' somewhere and he will go there and wait. In City.tr2, the wasp when triggered usually waits.


With an 'unknown #1' on top it will head straight for Lara and attack.








Also have added in the Triggeritems menu:





  Active item destroy - place it anywhere. When triggered by Lara walking on the corresponding trigger


  sector, all trigger items that have been activated previously are gone. This was probably used for testing


  purposes.





NOTE:  with the release of Evengi's new TRviewer which supports importing (replacing) of items I thought


             it might help to give the ID numbers of the 'cones' (null mesh items) so the unused ones can be


             used for import slots:





ID#                USAGE


24                  Active item destroy


47                  Unknown  Used only as a triggered item in City.tr2.


48                  Unknown. Used only as a triggered item in Crash.tr2.


66                  Some kind of tripwire. Currently unused by TRitem.


67                  Electrified wire.


68                  Killer tripwire.


74                  AI hold #1.


75                  AI ambush.


76                  AI follow.


77                  AI unknown #1.


78                  AI hold #2.


79                  AI unknown #2.


80                  Unsused. Used to set paths for the spider boss in Chamber.tr2.


81                  Unsused. Used to set attack spots for the spider boss in Chamber.tr2.


82                  Unknown. Not used in any TR3 level.


91                  Poison dart shooter.


285                Unknown. Not used in any TR3 level. This item is visible if placed.


292                Electrified field.


304                Used by TR3 as a 'look at' item. TRitem doesn't use.


305                Smoke edge.


313                Smoke #3.


317                Unknown. Not used in any TR3 level. This item is visible if placed.


319                Light.


321                Light.


322                Pulsating light #2.


324                Red light.


325                Green light.


326                Blue light.


327                Light.


328                Light.


330                Fire.


331                Alternate fire.


332                Alternate fire.


333                Fire #2.


334                Smoke #2.


335                Smoke.


336                Smoke #4.


337                Greenish smoke.


338                Pirahnas.


339                Fish.


347                Bat swarm.


357                Unknown. Only used as a triggered item in House.tr2.


358                Unknown. Only in House.tr2 and not used.


                        














revised 12/18/00





Added the remaining 'cone' fx items for TR3:





Trigger items:


poison dart shooter, electrical field (edge), smoke (edge), red light, green light (normally on, triggers off),


blue light, light #1, light #2, smoke #2, pirahna, tropical fish, bat swarm, misc. guards and enemies.





Items:


green light





Note: this wraps up my testing/ adding of the 'cone' items. There are 18 that are not included. Two of


these appear to be unused as they are visible by the engine. That leaves 16 which I'm sure are used by


the enemy AI. Got a lot to do before I even look at the AI again.








Still working on the minecart item.


Mainly working on:


 (STILL) RE38 the room editor.


 sounds


 item importing (ten months and still going) Hopefully Evgeni will beat me to it.


 [ and if I can get $75,000 I might put out a manual like Cores' ] ( or just buy more Marlboros and Jack Daniels)





 











revised 12/17/00





Per request added: TR2 boat and black snowmobile.


                              TR3 UPV.


 





revised 12/12/00





Added a few TR3 items. As stated previously, in TR3 Core sometimes 'recycles' object id's. TRitem has


no way of knowing what level you used as a base level so some items are listed as 'Alternate item #1" etc.


Depending on what level you are using you will get varied items ranging from a flag to a swinging pot.


It is up to you to test the results. Levels with footbridges now are supported but also some 'trapdoors'


are really footbridges due to recycling of ids. You might need to play around with the height/angle of


the footbridges to get your desired results.





Also added the following TR3 items/special effects:





smoke puffs, florescent lighting, pulsating light, shooting fire, sparkling smoke, alternate fire 1 and 2,


electrified wire, killer tripwire, alarm light, flying lasers, monkey man, lizard man, stalagtites, and the


kyak from the rapids.tr2 level.


 


The special menu now also has the option to make the room a 'water filled' room.





 


revised 11/17/00





Animated textures in the level are now shown at the very bottom of the texture window


right after all the 1/4 block triangles. (TRitem doesn't show the animations.)








revised 11/16/00





Sorry for all the small updates lately, but...





The textures now show transparency.





Changed the 'special' menu 'make transparent tile' function. The tile number now specified in


the 'Zap tile #' box is the tile number reported by TRitem's texture window, not the RView number.


TRitem now starts from texture zero vice RView's starting from one.


The transparent tile will show up in the texture window a second or two after a mouse move in the


texture window. Also be advised that TRitem's texture window shows all textures by thier coordinates


reported in the level file so you might see two textures that are actually the same texture just rotated.





revised 11/15/00





Change in the selection mechanism should  give more accurate results. (hopefully)





revised 11/10/00





Slight change in windows. TRitem now shows the texture window when first started. Texture mode is 


initially off. You can slide the vertical bar between the room and texture windows to resize. You can


turn texture mode on by either clicking on the 'Tx' button on the toobar. The 'Tx bar' button on the


toolbar will turn texture mode off.  The taskbar at the bottom of the screen will show either TEX ON


or TEX OFF to indicate the texturemode state.





All menu items are accesable only if the room window is the active window (last mouse click in that window).


Also if RE38 features are enabled with texture mode on, texture mode is turned off.


If RE38 features are on and you turn texture mode on by the 'Tx' button, all RE38 options are turned off.





revised 11/09/00





Added texturing ability. Selecting Textures from the menu bar will bring up the Textures window.


The window will show all possible 'block textures' seperated by sizes. You can resize/position either this


window and/or the room window to your liking. If the textures window is open, TRitem is in


texturing mode. Any clicks in the room will apply the texture chosen. The item meshes are not


shown while in texture mode. You can turn off texture mode by either closing the texture window


or pressing the 'Tx bar' button on the tool bar (pressing 'Tx' button turns texture mode back on).


You can still use the keypad '-' key to rotate the textures once placed.





IMPORTANT NOTES:


 the RE38 panel and the texture window are mutually exclusive. You should not use the


 RE38 panel while the texture mode is on.  ALSO, if you are going to texture the features added with


 the RE38 addon, add the features first, then save the file. Run TRitem38 again to load the saved file


 and then texture it.  This texturer is designed to work with RE38 not TRitem38 which only writes some


 of the new mesh data when you save the file.


                           


///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////








revised 10/26/00-10/29/00


TR3 based levels only ( another RE38 add-in).


For the descerning level builder. 


Added TR3 special floor sounds to special menu. Seclect the floor sector, go to 'special menu'


choose either 'TR3 Wood floor', 'TR3 Metal floor', or 'TR3 Snow floor' and OKAY. That


sector will change Lara's footstep sound.





Also tried to fix bug where cieling slants not being broken correctly. Haven't had time to really


check this out. Let me know. Thanks.





Also 'Monkey climb' now TRIES to carry forward any OLD sector data such as cieling slants, etc.


The sector data must be in the file when loaded, i.e. you cannot add a cieling slant using the RE38


options and try to add Monkey climb to that slant before saving the slant data file first and reloading. 





///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////





revised 10/16/00


  Just to add 'turn transparency off' mode. Use the '5' key on the numeric keypad to toggle


on or off.  This is for those using imported textures that TRitem will not show. Be advised that


normal transparent textures such as windows and water surface will not show correctly with


transparency off and the target cursor will also look different.





//////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////





revised 10/14/00





Added 'room colors' viewing mode for TR3 only! Press '0' key on keypad to activate/deactivate.


If the room has never been 'colored' using TRitem before, it will probably appear strange, just go


to the 'Color' menu and choose 'Vertex lighting room' to staighten it out. The room color/intensity


should now be reflected on screen as will any of the 'Color' menus 'Vertex' items. The items on 


screen are not affected by this. As this 'color view' slows down the screen rendering, turn it off


if not needed. Also there is a new control on the 'Color' menu called 'Gamma'. On my machine,


leaving 'Gamma' at 0 shows pretty close to what I get playing TR3 with a 3 setting in the TR3


gamma selection. Adjust the TRitem 'Gamma' to find a suitable setting between TRitem/TR3


on your machine. Also added the 'Lara light' color box to show approximately what intensity


you'll get using the 'Lara light' option. 


The above 'color helpers' are only a guide. You're not gonna get an exact replica of what you'll


see running the level. TR3 is the only format supported because this one is pasted from my


'phantom' RE38 which only supports the TR3 engine.








FOR TR1/2/3:


Added  'Play sound sources' to the 'Special' menu. If the level had sound sources you will see


them listed. ( I'm not checking for duplicates so you might see the same sound listed more than once.)


Select your sector/height go to 'Special' and select the sound you want. 


I know I'll hear a lot on this one so let me say this: 


  Sound sources are sounds that can be placed at a specific area in the level. They supposedly


radiate omnidirectionally for about 10 blocks and are impervious to walls, etc. They are NOT


triggered. I have included the listing from the Stone doc that pertains to sounds for TR1/2, the


first number should be the sound source number that will be shown by TRitem.


TR3 does not seem to follow along with these numbers so you're on your own to figure out


which is which. Only one I'll verify  is sound source #79 in the Crash level is the waterfall.





  Read the TRosettaStone doc for detailed information concerning TR sounds.


 





//////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////








revised 09/25/00





Can't stand broke stuff. Trapdoors should now work.


Angle is important as these guys normally non-collisional.





Added the ability to rotate the textures added with the


'+' key by pressing the '-' minus key.








revised 8/4/00





only addition is 'delete item' in 'special' menu. select item ( also height if above ground ), choose this


option and the item will be deleted. 


 NOTE:  if Lara is in this room you will need to RE-ADD her in the normal way via the 'item' menu.








revised 7/10/00





bug fixes on 2d side:


fixed problem where triangles not shown in 2d room mesh view.


fixed problem with switching between 2d/3d room mesh view. give it a sec when switching back to 3d.


 NOTE: switching between 2d/3d object meshes still causes problems.














revised 7/9/00





small addition to 'special' menu. Delete mesh. If you need it, you know what it is. Seclect 


rectangle/triangle first. No undo on this one.








revised 7/8/00


 Note: the following trigger selections Do Not carry forward old sector info such as floor/cieling slants


Note:These are one event triggers. You can not use any of the 'multi' commands with them.





added ability to trigger an item when a block is in a certain sector.


use as follows:


first item will be the block in item menu or triggeritem menu, set the 'block as trigger' box when selecting it.


next, place the item to trigger (usually a door but some of the other 'trigger items' work aslo) in the 


menu and set the 'use a item 2' box.


after the second item has been placed, choose the sector you wish to use as the trigger sector then


select 'trigger1' on the menu and its all set.


Note: on the blocks that need a seperate trigger you must set that trigger as normal after you place the


block, then go choose the 'use as item 2' object.





added option to use a 'pickup item' to trigger an event when it's at a certain sector.


check the 'Pickup trigger' box when in the 'items' menu. Choose the second item from the


'triggeritem' or 'switchitem' menus and check the 'use as item 2' box there.


select the sector to trigger the event at and select 'Trigger1' on the menu bar.





added option to deactivate fires in 'special' menu. first remember that some of the fire icons will not


be displayed if they are the first items set by TRitem. So if you plan to deactivate them, choose them


after setting up another item. Also note that the fire must have been set from the 'triggeritem' menu and


not from the item menu.


To use:  select the fire to deactivate by selecting the sector that it is in. Go to 'special' menu and choose


the deactivate fire option. Select the sector to trigger the deactivation and select 'Trigger1' on the menu bar.








revised 7/7/00





moved all items needing color to color menu. Static meshes are now here also.


The 'auto static color' sets the mid range color that was used before.


note that the new RGB values equal the old ones times 8. so a 4 before now is 32.





revised 7/6/2000





added toolbar . These are inherently slow in response time. It is better to use associated keys.





added back cd track to 'special' menu. my sound volume still too low but TR2 tracks play per


Rosetta Stone.





F1/F2/F3 can now be used for switchitems/triggerswitch.





several minor bug fixes.





revised 7/5/2000





fixed problem where TRitem would not display sprite on certain vertices.





fixed problem of  deleting last static mesh added not being handled properly.





can now use F1,F2,F3 as in camera/spotlighting to adjust height of  'item'/'triggeritem' objects.





NOTE: for some reason the 'fire' object will not be displayed by TRitem if it is the first object


            chosen. Believe this to be caused by colored rectangles/triangles not implemented.


            The object IS added properly in the level.








revised 7/4/2000





added color picker to main menu.


choose color first, then select sector (for room lighting or Lara lighting no selection is needed)


RGB controls should be set when you choose 'special'.





added 'View Sprites' to main menu.


used to view sprites in level.








revised 7/1/2000





added back special items.





for camera and spotlighting height - select sector, use 'F1' to raise (in 1/4 block increments), 


   use 'F2' to lower (in 1/4 block increments), or 'F3' to reset to floor level.





added sprites to special menu. 


choose 'Add sprite' from list.


enter the sprite # in 'sprite #' control.


sprites are added to the Lower left corner of the selected sector (looking north)


sprites added are actual size.


If you wish to delete the sprite press 'F12' before choosing anything else.


You can use 'Jack' or something else to decide what room sprite to use as most are small.





minor bug fix to camera number reported on status bar.


minor bug fix to climbable walls where east wall allowed south wall to be climbable.








revised 6/29/00





only added fire for TR2 , smoke and fire for TR3. (level must have these in originally)


only ones I can vouch for is tr2/house, tr3/antarctica level.











revised: 6/28/00





added wireframe for speedup.


To use, preferably before loading level, go to 'Special' menu , on the bottom are the choices


if wireframe rooms doesn't speed it up enough, also choose wireframe meshes. 


even if you don't choose wireframe meshes, with a wireframe room you're gonna get


different mesh results depending on video card, usually color wireframes.


Do NOT make changes to these selections during the session as unpredictable results happen.





fixed the angle on display of existing static meshes.





fixed the problem with selecting on a slant floor sector. Should work now.





 


revised: 6/27/00 





static meshes added:  





The static meshes appear on the 'item' menu as #1, #2, etc. (best I can do right now)


Be aware that some meshes show nothing (don't know why, E.Popov's excellent


TRviewer shows the same 'blank meshes'.





Placement is the same as an item. You can change direction/angle with the 'delete' key.


You can raise the static meshes position by using the 'home' key or lower it by using


the 'end' key. Each keypress represents 1/4 block in height.





Also make sure the mesh does not exceed the boundaries of the current room.





Due to the fact that these are added 'blindly' and some meshes need to be put together,


you can delete the currently placed static mesh by pressing the 'Insert' key (makes sense to me)


ONCE before you select anything else.











TRitem3d addendum:





First, this is not a replacement for the old TRitem at this time.


3d interface as it stands now basically relies upon the old TRitem structure. Menus still basically the


same. Some 'Special' menu items not implemented yet.


You must have the 'target2.bin' file in the same directory as TRitem.


Still all opengl so if you have problems with opengl, forget it.





This version only released to 'preview' the new 3d look. It is very 'beta' and problems are likely so:





DISCLAIMER: Use at your own risk.





also TRitem is released to the public domain and has been programmed using the 'Rosetta Stone'


information document and has not been designed using 'reverse engineering' (rgbold couldn't engineer


a paper bag).





So, in lieu of a new .doc, here's the sparse info:





The room can be rotated with the Right mouse button. Use with  'control key' to zoom in/out,


use with 'shift key' to pan left/right/up/down. Can also use 'page up / page down' keys alone for zoom


and 'up/down/left/right' keys alone for panning. The item rendering is turned off during movement.





The selection is now highlighted with a 'target cursor' . Click the mesh, bring up the menu and do as before.


At this stage you must be very careful that the 'targeted' mesh/sector is the one you want, TRitem has a


problem of looking thru walls at this time, try to rotate the room if you have problems getting the correct


area selected.  Also, even though you can select a triangle, nothing can be placed there. Problems also


seen on slant floor sectors.








All 'direction' (angle) buttons are gone. Once you've placed the item use the 'DELETE' key to rotate the


item. Once you select another item that direction is locked in. 


 


You do not have to specify an angle for the 'trigger switch dialog', just click on the wall where you want the


switch and the angle should be figured for you. Still cannot place a triggerswitch on a floor slant sector. Height


defaults to the floor level in that sector.  Even though the angle should be correct you can change with the


'delete' key.





You do not have to specify an angle for the 'switch item dialog', just click on the wall as above. Be careful 


if you decide to change the angle on a door.


Your portal must be there for standing doors. If you click on the openning and do not get a target cursor  in


the openning, either your portal is set up wrong or TRitem has a bug.





Normal items still need an angle specified nor do 'trigger items'.  Once again, the 'delete' key adjusts the angle. 





When a ' trigger 1' is placed, a 'T' is marked on the mesh to indicate the presence of a trigger. 





When the room is first displayed you are looking towards the NORTH. If you loose direction, click


on a wall , preferably near floor level, and the status bar will hopefully display the right direction for that wall.





Known Problems:





Selection 'shoots' thru walls. Trying to correct depth.


Wall angles not reported accurately, mainly when floor slants involved.


Colored rectangles/triangles not done properly.


Some 'Special' menu items not tested.





Currently working on:





Accuracy of selection/angle.


Speed of renderrer.


implementing old options.


implementing of static mesh/sprites.


undo buffers.








Please report any bugs to me via email or EEP's board.  Thanks.





side note for any who care:


think about it, to add a door, you clicked on an 'invisible' portal in open space. At that precise point you


created a collisional, visible mesh ( a wall? a floor? a cieling? a Room?) it's a'comin   : )'














