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INTRODUCTION:

In this Tutorial you will learn how to add movable blocks to existing levels using some new wad files. You will also learn how to create a movable block in any wad as well as changing its appearance by modifying its textures. You will learn how to use the StrPix2 and Trwest programs that make all of this possible.

First, let’s make sure that you have the necessary files and programs. Above all, be sure to download and read the “Readme.TXT” file. It has some critical information that you won’t want to miss out on. Read it carefully. If all you want to do is add some new wads to your Level Editor that will enable you to add movable blocks to an existing level, then the only files that you will need are the sets of files that have the same name as the files that were used in creating that particular level. Thus, if you created a level using the “library” objects as a starter, then you will want to downloaded the “library.zip” file. If, on the other hand, you want to learn to both create and texture movable blocks and add them and other objects to any wad, then you will need several additional files that are described here.

Be sure to download the “Starter.zip” file. This is a set of files that contain only the objects necessary to include Lara in a level. You will need these files when you build a new wad from scratch that is to contain only the objects that you want to have in your level. You can include any of the objects found in any of the existing wads. This “starter” wad will also be used in upcoming Tutorials as well as in another new section that we’ll soon be unveiling. No hints yet as to what it will contain, however, we’re sure that you won’t want to miss out on it.

The next file that you should download is the “Block.zip” file. This is another set of files that make up a wad that has the “basic Lara” objects in it as the “starter” wad above contains as well as the Movable Block object. It is critical to have this file since it will be used in this tutorial as a source for the Movable Block AND it is used to create a Movable Block textured the way you want in your custom level. Along with the wad files needed, this zip file also includes a “Block.jpg” image that will be used to help you find the texture swatches that you’ll need to change to texture the blocks the way you want to have them appear. If you add the movable block to an existing level, or to a wad that contains more objects, then you’ll find it rather difficult to locate the sections in the texture image that require changing. Use this wad to create an actual library of various textured movable blocks. Then use which ever one that contains the movable block that’s textured as you want for any particular level that you are creating. You can also use TRwest to select any of these textured blocks and place them into an existing wad. More on this later.

If you’d like to play a  “Playable Tutorial Level” that has been modified to include some movable blocks as a demonstration, then download the “Demo.zip” file. I’ll mention how to use it in a moment.

In order to create and modify movable blocks you will need two additional programs. You may already have one or both of these programs, in which case you will only need to download the ones that you are missing. The first of these is the TRwest (as in Tomb Raider Wad Editing STudio) program.  Download the “TRwest.zip” file to get it. The second program is StrPix2. Download the “StrPix2.zip” file to get it. The “StrPix2.zip” file contains a single file that you can upzip and then create a desktop shortcut to it. The “TRwest.zip” comes with several files that you can unzip into a newly created folder. Along with the main program (trwest.exe) are some additional files that are described in the “readme.txt” file that’s included with them, as well as in the online manual found at “http://www.jps.net/mikejj/trwest.” Here’s what I did. I created the folder...

“C:\Program Files\Core Design\TR Wad Editing Studio”

and unzipped the files from the “TRwest.zip” file into it. Two of the files inside this zip file are also zipped. Unzip the “trwest_v100.exe” program into the above mentioned folder. This is the main TRwest program. Create a shortcut on your desktop to it. Create a sub-folder in the above folder and name it “Test Level 1." Unzip the files from the “trw_101.zip” file into that folder.

StrPix3 in a Beta version has just been released at the time of this writing. I am suggesting that you wait upgrade to it after it is out of its Beta stage.

To play the Demo level, go into your “C:\Program Files\Core Design\trle\data” folder and rename your existing “tut1.tr4" file to something like “tut1_orig.tr4.” Then unzip the “Demo.zip” file and place the new “tut1.tr4" file in the above folder. You can then boot and play this Demo level by selecting the “Playable Tutorial Level” on your Level Editor game menu. When the level begins, go out through the first set of large double doors. Around to the right of the large column in front of you is a movable block that’s in the wall on your right directly between the two large urns. After pushing in the first block, you will encounter two more blocks that need to be pushed. You’ll then come out into a new hidden room. If you’re curious you can go to the far end of this room and exit down into one of the existing rooms that you encountered much later in the level. You won’t be able to access all of the areas by going this way since you’ll either come to closed underwater gates, or to the large door that requires two puzzle pieces to open it. I put this Demo in just to show you one application of some movable blocks.

As mentioned in the Readme.TXT file, Lara can not pull herself up onto one of the movable blocks. In fact if you place a block where Lara can jump onto the top of it, she’ll simply drop down inside it and find herself trapped there. When you create places for your movable blocks, do not make it possible for Lara to move a block to where she can jump from a higher place onto the top of a block.

ADDING A MOVABLE BLOCK TO AN EXISTING LEVEL:

For each of the current levels included in the Level Editor, as well as the newly released levels, there are corresponding files that you can download so that each of these levels can quickly and easily have movable blocks in them. For example, say you have a level that you’ve built that used the “settomb.PRJ” file as a starter and now you want to go back and add some movable blocks to it. The first thing to do is to download the “settomb.zip” file. Inside this file are the “settomb.WAD” file and the “settomb.WAS” file. You may want to preserve your existing files. Go to your C:\Program Files\Core Design\trle\graphics\wads” folder and either copy these files to some place else or rename them to something else. Then unzip the two files into this folder.

You now have to go back and load in the “settomb.PRJ” file into the Level Editor. When you have it loaded, click on the text bar that’s just below the “Place Object” bar in the Object Panel to bring up a list of the available objects. Scroll down and you’ll now find a “PUSHABLE_OBJECT5" available. This is the movable block. Once you’ve created a place for it in your level, simply scroll to it here and place it in your level as you would any other object.

I’ll mention once again here that you must be careful not to place one of these blocks where Lara can jump onto it from an elevated area. If she’s able to jump onto one of these blocks she will get trapped inside it. Also remember that she can not pull up onto one of these blocks.

After you’ve added your changes, simply create your new level as before.

The drawback of using this method is that your movable block will be textured as supplied and it may not blend in well or appear as you would like. If you would like to add a movable block that’s textured other than how it is supplied here, you’ll need to use a method that’s explained below.

IMPORTANT: If you want to add a movable block to the library wad, you will end up replacing PUSHABLE_OBJECT5. The library level is the only level that uses PUSHABLE_OBJECT5. This is one of the pushable Globes that exists in the Star Map room. You’ll have to decide between having this fifth Globe, or a movable block object.

ADDING A MOVABLE BLOCK TO ANY WAD

You should have downloaded the “Starter.zip” file and the “Block.zip” file. Create a sub-folder inside the...

“C:\Program Files\Core Design\trle\graphics\wads”

folder and name it “Starter.” Create a second sub-folder in the same “wads” folder named “Block.” Unzip the “Starter.zip” files into the “Starter” folder and unzip the “Block.zip” files into the “Block” folder. You should now have a...

“C:\Program Files\Core Design\trle\graphics\wads\Starter”

folder and a...

“C:\Program Files\Core Design\trle\graphics\wads\Block”

folder.

There are two ways of adding a “Movable Block” to any wad. In one case you will be adding it to an existing wad, and in the other you’ll be building a wad with the “Movable Block” in it from the very beginning. In either case you will have the opportunity to texture your new movable block as desired.

First, let’s learn how to add a movable block to an existing wad using the TRwest program. Boot up the TRwest program. On your screen is the TRwest window that’s divided into two sections. On the right side is a list of all the current objects available in any and all levels. If an object is in the current wad that you are working on, then there will be a check mark next to that object in this window. Click on “File” at the top of the window and then click on “Open Wad for Editing...” Another window pops up. Use this window to locate the “C:\Program Files\Core Design\trle\graphics\wads” folder and then double-click on the “tut1.WAS” file. The left window will now have numerous objects with check marks next to them. You can scroll down to see the ones that are currently available in the Tutorial level.

If you have not replaced the tut1 files with those in the “tut1.zip” file, there will only be a check mark next to “M 156 PUSHABLE_OBJECT1" and none beside the “M 160 PUSHABLE_OBJECT5" object. In this tutorial we will always use “PUSHABLE_OBJECT5" as the slot for our movable block.

Now click on “File” again and this time select “Load Reference File...” In this window, locate your new Block folder and double-click the “Block.WAS” file. When you do, the left window will now have a plus mark next to the word “Block” inside it. Click on the plus sign to open the listing. This is a list of objects that are now available for you to select from. You can add any of these to the wad that’s displayed in the right window. Scroll down to “M 160 PUSHABLE_OBJECT5" and click it once to select it.

There are 3 buttons in between the left and right windows. Use the “Add >>” button to add one of the selected objects in the left window to your wad in the right window. The “Replace >>” button is not used in this tutorial, however, I will mention that it is used to place an object that’s in the left window into a different slot in the right window. The “Delete >>” button is used to remove an object from the current wad in the right window.

With “M 160 PUSHABLE_OBJECT5" selected in the left window, click on the “Add >>” button. The right window will now show its “M 160 PUSHABLE_OBJECT5" with a check mark next to it. You have now added the Movable Block object to your list of current objects in the right window. This will not actually be added to the wad until it’s saved. Since we do not want to overwrite your existing file, I’ll only explain what you will do when you actually want to modify a wad. At this point you would click “File” and select “Save Wad As...” In the window that would pop-up, you would either locate a wad file to overwrite, or enter a new name to create a new wad with these objects in them. We’ll do this in a little bit. Go ahead and close the TRwest program.

Since having exposed you to the TRwest program, I should probably mention that you can use this program to alter the objects contained in any of your wads. For example, if you wanted to have a Motorcycle in your Playable Tutorial Level, all you would have to do is load your existing “tut1" wad into the right window, and then load the “city” wad in as a Reference File in the left window. Select the Motorcycle object in the left window and click the “Add >>” button. Save the wad back on top of itself and you’re done. You’d then have the Motorcycle available for placing in the Tutorial level. To find out more about using the TRwest program, refer to the online Manual at “http://www.jps.net/mikejj/trwest.”

The second way of adding a Movable Block to a wad is to create a wad from scratch with the Movable Block as one of the selectable objects in it. To do this, first boot up the TRwest program. In stead of loading in an existing wad to modify, click on “File” and select “Open Wad for Editing...” Go to the new  “Block” folder and double-click the “Block.WAS” file. You will now have only those objects necessary to have Lara in your level AND the Movable Block object will be the “M 160 PUSHABLE_OBJECT5" object. These will be displayed with checkmarks beside them in the right window.

To finish building your wad, simply load in wad files into the left window as “Reference Files” and select and “Add >>” objects from that list. You can select from numerous different wads. When you have all of the objects selected that you want, save your new wad either as a new wad or as an existing wad by overwriting one. Close the TRwest program.

WARNING !!!  Many of the objects that are selectable have other objects that are dependant on them. That is, if you select one object, there may be other objects that have to be selected along with it so that it will work properly. Some of them are obvious, such as puzzle pieces, whereas some are not obvious. Simply because of the way the files are structured, you may have to add something “not so obvious” to you wad to make things work properly. Refer to the online Manual for a list of these “dependant” objects.

CHANGING THE TEXTURE THAT’S ON YOUR MOVING BLOCK

Now we get to be a little creative! Textures for objects are included in the WAD files. The procedure we will be doing here extracts the textures from the desired WAD file and then saves them as a BMP image file. You will load this into your favorite bit image editing program and modify it as desired. Then we’ll put the modified set of textures back into the wad file so and recreate things so that our new textures become active.

Your new “Block” folder should have the new “Block” wad files as well as a “Block.jpg” image that I created to help you find the proper section inside the texture file.

The first thing you will want to do is to ALWAYS start with the files in the “Block” folder when you want to create a new texture for your blocks. If you do this, you will have no problem locating the areas that you have to modify. Once you modify the textures you can save it as a new wad. Then use this wad as a starter wad or as a wad to copy your new block from as was explained earlier by using the TRwest program.

In this example we are going to create a block with different textured surfaces on all sides and on the top of it. Go ahead and boot the StrPix2 program. When it’s up and running, click “File” and then select “Open WAD.” Navigate to your new “Block” folder and double-click on the “Block.WAD” file. You’ll instantly see some textures appear in the window. Go ahead and scroll up and down for a moment to take a look at all of the textures. When you’re done, click “File” again and select “Save as Bitmap.” Save it as “Block.bmp” inside your “Block” folder. Now exit from the StrPix2 program.

Next, boot up your favorite bit image editing program. I use Corel Photo-Paint but most any of these paint/photo-retouch type programs will work. Before we do anything with the image file that we just created from the wad, load in the “Block.jpg” file from inside the “Block” folder and zoom in on it until you can see it fairly large. With my program that’s at about 300%. All of these rectangular swatches are used in texturing the various objects, including Lara. Look at the bright red and bright blue colored patches. Just to the right of the red patch is what appears to be a tape cassette. Just above and to the right of the blue colored patch is what appears as another tape cassette. It’s important for you to note where these red and blue patches are. The red patch is where the texture will go that will be used to cover the top of the Movable Block. The blue patch is where the texture will go that will be used to cover the sides of the Movable Block. Use this image only for reference.

If your program will allow you to load in two files at the same time, all the better. Otherwise you will have to kill this image as you load in the file that we’re going to modify.

Now load in the “Block.bmp” file that we created and saved in the “Block” folder. It will be much larger than the image you were just looking at, but it will still be much smaller than a file that has the textures for all of the objects used in a finished level. Zoom in on this image until it nearly fills the width of your screen. With my program that’s at 300%. Scroll down a little ways from the top and you should be able to find those two cassette looking patches. Each of the sections that were red and blue in the previous image are now brownish red looking patches. Again, the one on the right is used for the top of the block and the one on the left is used for the sides of the block. Notice that I said “used for the top” and “used for the sides” rather than “are the top” and “are the sides.” That’s because each of these squares is only a one quarter section of the top and side. That is, each of these will be pasted into the side or top four times - - two wide by two high. It’s important to remember this when you are designing how the final appearance will look.

With most bit image editing programs it’s easy to make mistakes. If you make a mistake, try and use your “undo” to correct it. If you can’t correct a mistake, you’ll have to close the image and load it again. Most paint programs have a “mask” tool that can be used to mask an area. If your program has this feature then take advantage of it. Also, if you can turn on a “grid” feature you should also do this. Set it to snap at 2 pixel increments if possible.

If you can mask a rectangular area with your program, do that now. Find the section that looks like a cassette with a blue label. To it’s left is the brownish red looking area that you need to mask off. If you don’t have a mask feature, you’ll just have to be careful in painting this rectangle. Go ahead and fill this area with another color. You will eventually most likely be copying textures from other images and pasting them into these sections. In that way you can put textures on these surfaces that come directly from the textures used to color the walls, ceilings, and floors of your projects. I’ll cover that a little later. For now, just change this area to some new color or selection of colors. This will eventually be the top of your block.

When you finish changing this patch, move to the left and do the same thing to the brownish red patch that’s just below and to the left of the cassette looking section that has a reddish label on it. Make this whatever you want for each one-quarter area of each side. When you have completed this, save this out as a new BMP file in the same folder with the name “NewBlock.bmp.” Go ahead and exit your image editing program.

Now we need to set up a few things. Use Windows Explorer and navigate to your “Block” folder and click the “Block.WAD” file to select it. Now, using the right mouse button, drag the file to a blank area inside the same window. Release the mouse button and select “Copy Here.” This will preserve a copy of this file so that we can put things back as they were.

Next, navigate to your “C:\Program Files\Core Design\trle\graphics\wads” folder and select both the “tut1.WAD” file and the “tut1.WAS” files. Use the right mouse button to drag them (either one at a time or both together) to a blank spot in the same window. When you release the mouse button select “Copy Here.” This will preserve a copy of these files so that we can put things back as they were.

Go ahead and exit Explorer. Boot the StrPix2 program. Click “File” and select “Open Bitmap.” Navigate to your “Block” folder and select the “NewBlock.bmp” file. It will appear with your changes in the window. Next click “File” and select “Save in WAD.” Navigate to the “Block” folder and double-click “Block.WAD.” Click “Yes” to overwrite the file. Exit from StrPix2.

Now that our new textured block is in this wad, we need to get it into the wad that we want to use it in. In this case we’re going to use it in the Tutorial level.

Boot the TRwest program. Click “File” and select “Open Wad for Editing...” Navigate to your...

C:\Program Files\Core Design\trle\graphics\wads

folder and double-click on the “tut1.WAS” file. You’ll now see the objects in this wad with check marks beside them in the right hand window. Now let’s go get our new block. Click “File” and select “Load Reverence File...” Navigate to your “Block” folder and double-click the  “Block.WAS” file.

In the left window, click the plus sign to open the list of available objects. Scroll down to...

M 160 PUSHABLE_OBJECT5

and click it to select it. Then click the “Add >>” button to place it as a new object in the wad on the right. Now click “File” and select “Save Wad As...” From here, navigate to your...

C:\Program Files\Core Design\trle\graphics\wads

folder and double-click on “tut1.WAS.” Click “Yes” to overwrite the existing files.

We’re almost there! Now exit from the TRwest program and boot up your Level Editor program. Load in your “tut1.PRJ” file from the...

“C:\Program Files\Core Design\trle\maps\tut1"

folder and get so that you are zoomed in a bit on the room that has Lara in it. Click on the text area just below the “Place Object” bar in the Object Panel and scroll down until you locate “PUSHABLE_OBJECT5.” Select it and click “Okay”. Your new pushable block should appear in the Object Panel window. Next, click on the “Place Object” button and then click on a flat square in the room where Lara is. Your new movable object should now be part of your level.

We won’t need to save this as a new project to try it out. Simply press <Alt>+<W> to output the project as a wad. (You can also click “Project” and select “Output Wad.”) Double-click the “tut1.TOM” file and click “Yes” to overwrite it. Exit from the Level Editor.

Boot up the Level Converter and build the new playable level using the “tut1.TOM” file. When it finishes close the Level Converter.

We’re ready! Go ahead and boot up the Playable Tutorial Level game and you should find a pushable object that has your selected textures on it. If it seems quite bright colored, remember that you can change the lighting for an object.

When you want, use Windows Explorer and go to the...

C:\Program Files\Core Design\trle\graphics\wads

folder and delete the “tut1.WAD” and “tut1.WAS” files. Rename “Copy of tut1.WAS” to “tut1.WAS” and rename “Copy of tut1.WAD” to “tut1.WAD.” Navigate to the...

C:\Program Files\Core Design\trle\graphics\wads\Block

folder and delete the “Block.WAD” file. Rename the “Copy of Block.WAD” to “Block.WAD.” Don’t forget to delete the “NewBlock.bmp” file. You can leave the “Block.bmp” file there and continue to use it as a starter bmp file for new textures.

You have changed some of your files and you’ll still need to go back to the Level Editor and create a “Playable Tutorial Level” again to get things back as they were.

