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. The item will still be shown in TRitem until the level is loaded again.


 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   : )'














