0030p Level Editor

Martepuan u3 xrWiki

LevelEditor — 9T0 pemakToOp-KOMIIOHOBIIMK UTPOBLIX YPOBHEM (KapT). B HEM HEBO3MOXKHO CO3[aTh
HOBYIO T€OMETPHI0, MOXKHO TOJILKO PACCTABIISITh TOTOBYIO ¥ OOABISATH MPOYNE KOMIIOHEHTHL:
OCBellleHue, 3BYK, crayH, UU-ceTky u T.1.

CopepxxkaHue

- 1 O630p uHTEPDEIiCA
» 1.1 Wcnonp30BaHue KaMephl
» 1.1.1 OcHOBHOU pexXuM
» 1.1.2 PexxuMm ocMoTpa 00beKTa
« 1.1.3 PexxuM X0XKIeHUS
- 1.2 BrimeneHnue 00BHEKTOB
» 1.3 Tpanchopmauun
« 1.4 TIpuBsa3knu
« 2 PexXuMbI pabOTHI
» 3 HacTpoiiku ciieHsl (Scene -> ...)
» 4 Onuun noctpoenus yposHs (Compile -> ...)
« 5 Hacrtpoiiku pemaktopa (Scene -> Preferences)
- 5.1 Csutok Keyboard
- 5.2 Csutok Objects
» 5.3 CBUTOK Scene
» 5.4 CBuTOK Sounds
«» 5.5 CButoK Style
» 5.6 CButok Tools
- 5.7 CButoK Viewport
» 6 brarogapHOCTH

0030p uuaTepdenca

HAcnonb30BaHUuEe KaMephbl

OCHOBHOH peKHM
PaGoraert IIpu HaXXaTol KHOIIKe P Ha maHenu HUHCTPYMEHTOB.

Kamepa BO BbIOIIOPTE [TepeMeIaeTcs IPH 3axkKaThX Kiaapuiine Shift 1 1eBol KHONKEe MBIIIIH,
BpalllaeTcs MpH 3axkaroi Kinasuiie Shift 1 3akaTHX T1€eBOH U MPABOM KHOIIKAaX MbIIIH.
Cy1iecTByeT TaKXKe peXUM IIepeMelleHrsT KaMepHl 110 BepTUKaJX IpH 3axaTwix Kinasuile Shift u
NMPaBOH KHOIIKE MBIIIIH.


#.D0.9E.D0.B1.D0.B7.D0.BE.D1.80_.D0.B8.D0.BD.D1.82.D0.B5.D1.80.D1.84.D0.B5.D0.B9.D1.81.D0.B0
#.D0.9E.D0.B1.D0.B7.D0.BE.D1.80_.D0.B8.D0.BD.D1.82.D0.B5.D1.80.D1.84.D0.B5.D0.B9.D1.81.D0.B0
#.D0.9E.D0.B1.D0.B7.D0.BE.D1.80_.D0.B8.D0.BD.D1.82.D0.B5.D1.80.D1.84.D0.B5.D0.B9.D1.81.D0.B0
#.D0.98.D1.81.D0.BF.D0.BE.D0.BB.D1.8C.D0.B7.D0.BE.D0.B2.D0.B0.D0.BD.D0.B8.D0.B5_.D0.BA.D0.B0.D0.BC.D0.B5.D1.80.D1.8B
#.D0.98.D1.81.D0.BF.D0.BE.D0.BB.D1.8C.D0.B7.D0.BE.D0.B2.D0.B0.D0.BD.D0.B8.D0.B5_.D0.BA.D0.B0.D0.BC.D0.B5.D1.80.D1.8B
#.D0.98.D1.81.D0.BF.D0.BE.D0.BB.D1.8C.D0.B7.D0.BE.D0.B2.D0.B0.D0.BD.D0.B8.D0.B5_.D0.BA.D0.B0.D0.BC.D0.B5.D1.80.D1.8B
#.D0.9E.D1.81.D0.BD.D0.BE.D0.B2.D0.BD.D0.BE.D0.B9_.D1.80.D0.B5.D0.B6.D0.B8.D0.BC
#.D0.9E.D1.81.D0.BD.D0.BE.D0.B2.D0.BD.D0.BE.D0.B9_.D1.80.D0.B5.D0.B6.D0.B8.D0.BC
#.D0.9E.D1.81.D0.BD.D0.BE.D0.B2.D0.BD.D0.BE.D0.B9_.D1.80.D0.B5.D0.B6.D0.B8.D0.BC
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC_.D0.BE.D1.81.D0.BC.D0.BE.D1.82.D1.80.D0.B0_.D0.BE.D0.B1.D1.8A.D0.B5.D0.BA.D1.82.D0.B0
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC_.D0.BE.D1.81.D0.BC.D0.BE.D1.82.D1.80.D0.B0_.D0.BE.D0.B1.D1.8A.D0.B5.D0.BA.D1.82.D0.B0
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC_.D0.BE.D1.81.D0.BC.D0.BE.D1.82.D1.80.D0.B0_.D0.BE.D0.B1.D1.8A.D0.B5.D0.BA.D1.82.D0.B0
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC_.D1.85.D0.BE.D0.B6.D0.B4.D0.B5.D0.BD.D0.B8.D1.8F
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC_.D1.85.D0.BE.D0.B6.D0.B4.D0.B5.D0.BD.D0.B8.D1.8F
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC_.D1.85.D0.BE.D0.B6.D0.B4.D0.B5.D0.BD.D0.B8.D1.8F
#.D0.92.D1.8B.D0.B4.D0.B5.D0.BB.D0.B5.D0.BD.D0.B8.D0.B5_.D0.BE.D0.B1.D1.8A.D0.B5.D0.BA.D1.82.D0.BE.D0.B2
#.D0.92.D1.8B.D0.B4.D0.B5.D0.BB.D0.B5.D0.BD.D0.B8.D0.B5_.D0.BE.D0.B1.D1.8A.D0.B5.D0.BA.D1.82.D0.BE.D0.B2
#.D0.92.D1.8B.D0.B4.D0.B5.D0.BB.D0.B5.D0.BD.D0.B8.D0.B5_.D0.BE.D0.B1.D1.8A.D0.B5.D0.BA.D1.82.D0.BE.D0.B2
#.D0.A2.D1.80.D0.B0.D0.BD.D1.81.D1.84.D0.BE.D1.80.D0.BC.D0.B0.D1.86.D0.B8.D0.B8
#.D0.A2.D1.80.D0.B0.D0.BD.D1.81.D1.84.D0.BE.D1.80.D0.BC.D0.B0.D1.86.D0.B8.D0.B8
#.D0.A2.D1.80.D0.B0.D0.BD.D1.81.D1.84.D0.BE.D1.80.D0.BC.D0.B0.D1.86.D0.B8.D0.B8
#.D0.9F.D1.80.D0.B8.D0.B2.D1.8F.D0.B7.D0.BA.D0.B8
#.D0.9F.D1.80.D0.B8.D0.B2.D1.8F.D0.B7.D0.BA.D0.B8
#.D0.9F.D1.80.D0.B8.D0.B2.D1.8F.D0.B7.D0.BA.D0.B8
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC.D1.8B_.D1.80.D0.B0.D0.B1.D0.BE.D1.82.D1.8B
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC.D1.8B_.D1.80.D0.B0.D0.B1.D0.BE.D1.82.D1.8B
#.D0.A0.D0.B5.D0.B6.D0.B8.D0.BC.D1.8B_.D1.80.D0.B0.D0.B1.D0.BE.D1.82.D1.8B
#.D0.9D.D0.B0.D1.81.D1.82.D1.80.D0.BE.D0.B9.D0.BA.D0.B8_.D1.81.D1.86.D0.B5.D0.BD.D1.8B_.28Scene_-.3E_....29
#.D0.9D.D0.B0.D1.81.D1.82.D1.80.D0.BE.D0.B9.D0.BA.D0.B8_.D1.81.D1.86.D0.B5.D0.BD.D1.8B_.28Scene_-.3E_....29
#.D0.9D.D0.B0.D1.81.D1.82.D1.80.D0.BE.D0.B9.D0.BA.D0.B8_.D1.81.D1.86.D0.B5.D0.BD.D1.8B_.28Scene_-.3E_....29
#.D0.9E.D0.BF.D1.86.D0.B8.D0.B8_.D0.BF.D0.BE.D1.81.D1.82.D1.80.D0.BE.D0.B5.D0.BD.D0.B8.D1.8F_.D1.83.D1.80.D0.BE.D0.B2.D0.BD.D1.8F_.28Compile_-.3E_....29
#.D0.9E.D0.BF.D1.86.D0.B8.D0.B8_.D0.BF.D0.BE.D1.81.D1.82.D1.80.D0.BE.D0.B5.D0.BD.D0.B8.D1.8F_.D1.83.D1.80.D0.BE.D0.B2.D0.BD.D1.8F_.28Compile_-.3E_....29
#.D0.9E.D0.BF.D1.86.D0.B8.D0.B8_.D0.BF.D0.BE.D1.81.D1.82.D1.80.D0.BE.D0.B5.D0.BD.D0.B8.D1.8F_.D1.83.D1.80.D0.BE.D0.B2.D0.BD.D1.8F_.28Compile_-.3E_....29
#.D0.9D.D0.B0.D1.81.D1.82.D1.80.D0.BE.D0.B9.D0.BA.D0.B8_.D1.80.D0.B5.D0.B4.D0.B0.D0.BA.D1.82.D0.BE.D1.80.D0.B0_.28Scene_-.3E_Preferences.29
#.D0.9D.D0.B0.D1.81.D1.82.D1.80.D0.BE.D0.B9.D0.BA.D0.B8_.D1.80.D0.B5.D0.B4.D0.B0.D0.BA.D1.82.D0.BE.D1.80.D0.B0_.28Scene_-.3E_Preferences.29
#.D0.9D.D0.B0.D1.81.D1.82.D1.80.D0.BE.D0.B9.D0.BA.D0.B8_.D1.80.D0.B5.D0.B4.D0.B0.D0.BA.D1.82.D0.BE.D1.80.D0.B0_.28Scene_-.3E_Preferences.29
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Keyboard
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Keyboard
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Keyboard
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Objects
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Objects
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Objects
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Scene
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Scene
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Scene
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Sounds
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Sounds
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Sounds
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Style
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Style
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Style
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Tools
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Tools
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Tools
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Viewport
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Viewport
#.D0.A1.D0.B2.D0.B8.D1.82.D0.BE.D0.BA_Viewport
#.D0.91.D0.BB.D0.B0.D0.B3.D0.BE.D0.B4.D0.B0.D1.80.D0.BD.D0.BE.D1.81.D1.82.D0.B8
#.D0.91.D0.BB.D0.B0.D0.B3.D0.BE.D0.B4.D0.B0.D1.80.D0.BD.D0.BE.D1.81.D1.82.D0.B8
#.D0.91.D0.BB.D0.B0.D0.B3.D0.BE.D0.B4.D0.B0.D1.80.D0.BD.D0.BE.D1.81.D1.82.D0.B8

PexxuM ocMoTpa 00BbeKTa

PaboTaeT npu HaxkaTo¥ KHONKE A Ha ITaHEeJIM HUHCTPYMEHTOB.

Kamepa Bo BbIOIIOPTE BpalllaeTCs BOKPYT BRIAEJIEHHOTO ¥ OTLEHTPUPOBAaHHOTO 00BhEeKTa IIPH 3aKaThIX
kinasuine Shift ¥ meBol KHONKe MBI, Hae3n/oTkaT KaMeps! Ipy 3axkaTol kinasuiie Shift u
3aKaTo¥ MPaBOH KHOMKE MBIIIIH.

PexxyuM X0KTeHH ST

PaboTaeT nmpu HaxkaTo¥ KHONKe F Ha maHeNTu HHCTPYMEHTOB ¥ 00ABIEHHOM B CIIMCOK IIPUBSI30K
1IeJIeBOM 00LeKTe.

[TepeMeleHne BKIIOYAETCS IPK 3axKaTHX KiaBuirax Shift u Ctrl, gBuxeHue BIepen BKIOYAETCSI
JIEBOM KHOIIKOHM MBIIIIH, [BIKEHNE Ha3all - MPaBOH KHOIKOH MBIIIH, BpallleHre KaMepPhl -
JIEBOHM M NMPABOM KHONMKAMH MbIIIIH,

BEICOTHI pacmonoxkeHus: KaMepsl HacTpauBaeTcs B MeHIo Preferences -> Viewport -> Camera.

Bo Bce pexkuMax CyIIecTByeT BO3MOXKHOCTh IEHTPUPOBATh KaMepy Ha BHIIeIEHHOM 00beKTe
(xnmaBuia F) mu60 Ha Bcex 00beKTax CLeHH (KJIaBuina A).

BoeioeeHue o0LEeKTOB

Brigenenue 00beKTOB BO BHIOIIOPTE OCYIIECTBIISIETCS P 3axkaToi Kiasuie Ctrl 1 HaxkaToi TeBoOH
HJIH MIPAaBOH KHOIKAX MBIIIH.

Tpanchopmanuu

Cratudeckue 00beKTH MOXKHO ITepeMellaTh, BpallaTh, MacIITabMPOBaTh (B TOM YHUCIIE
HEIIPOIIOPIMOHAIIBHO).

IIpuBA3KHU

« [IpuBsi3Ka K KOOPAUHATHOM CETKE BBIOIIOPTA, T.€. BOOOpakaeMoi MUPOBOU IIJIOCKOCTU B 0CAX XZ

« TIpuBs3Ka K 00BEKTY (IPUCYTCTBYIOLUIEMY B CITUCKE ITPUBSI30K)

» TIpuBs3Ka K 00BEKTY B pexxuMe mepeMelneHus (00b4Hast cpabaThiBaeT TOJIBKO IIPK J00aBIEHUN)

» BrlpaBHUBaHUE 10 HOPMAaJIU IIOJIUTOHA

« [TpuBsi3Ka K BeplIWHAM IIOJIUTOHOB

« Angle snap toggle u Moving snap toggle mpuBOAsAT KPaTHOCTH IOBOPOTA U NTEPEMEIIEHUS K
3Ha4YeHUsAM, 3aJaBaeMbIM B HACTPOUKax

PeKuMbI padOThI

OpHOBpPEMEHHO BO3MOXkKHa paboTa TOIHKO B OTHOM PEXUME PEeJaKTUPOBAHUS.

» CtatuuHble 00beKTH (Objects)


http://xray-engine.org/index.php?title=%D0%9D%D0%BE%D1%80%D0%BC%D0%B0%D0%BB%D1%8C&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%A1%D1%82%D0%B0%D1%82%D0%B8%D1%87%D0%BD%D1%8B%D0%B5_%D0%BE%D0%B1%D1%8A%D0%B5%D0%BA%D1%82%D1%8B_(Objects)

« Ucrounuku cseta (Lights)

« UctouHuku 3ByKa (Sound source)

« 3ByKOBoe okpyxeHue (Sound Environment)
« O0BekTH cBeuenus (Glow)

» T'eomeTpuueckue ¢opmel (Shapes)

» CrayH-aneMeHTH (Spawn Elements)

« Touku nytu (Way Points)

« CexkTopHI (Sectors)

« [Toptans (Portals)

« I'pynnet (Groups)

- CraTH4YHBEIe UCTOYHMUKHM YacTHIl (Static Particles)
- IetanbHble 00beKTH (Detail Objects)

» Cetka HaBuranuu U (Al Map)

» Tekanu (Wallmarks)

» O6véMmHEI TyMaH (Fog Volumes)

HacTpouku cueHslI (Scene -> ...)

Name

B aToM mone oToOpaxkaeTcs: abCOMIOTHRIN ITyTh K YPOBHIO.

Name prefix

KpaTkoe uMs ypoBHS (HanpuMep, esc a1 ypoBHA escape (Kopmon). Mcrons3yeTcs: Kak npe@ukc B
nMeHaxX 00bEeKTOB YPOBHS.

Build options

Omnuuu MoCTPOEHUS YPOBHS.

Level path
Wwmsa yposas (levels\uma _yposHA).
» Custom data
CroenuasbHble HACTPOUKY [IJIST CETEBOU UTPHL.
» Quality
[TpemycTaHoBKM KauecTBa: Hu3Koe (Draft), Beicokoe (High), BeiOopouHoe (Custom — mo3BossieT
BPYYHYIO 3aJlaBaTh IIapaMeTpHI).
- Lightning
KauecTBO mpocyeTa OCBeIlleHUS YPOBHSI.
- Hemisphere quality
KauecTBO UCIOIB3yeMOM KOMIUIATOPOM XeMucheprl. 3HaueHUSIM OT 1 10 3 COOTBETCTBYIOT
pa3Hble BapHAHTH JeTaIu3alliK, YeM BhHIIIe 3HaUeHre — TeM 0oJiee meTanu3upoBaHa monychepa
1 6071ee KOPPEKTHLIM IT0JIy4YaeTCs PacCessHHOe OCBeIleHue.
» Sun shadow quality
KauecTBO TeHEH OT COJIHIIA.
- Pixel per meter
YeM BhILLIE 3HAUEHUE — TEM BhHILIE KaueCTBO jJauTManoB. OrpanudeHo 20 nonyrasgMu, 3aBUCUT
OT HACTPOMKH B JTaWTMAITHOM IIefepe.
« Error (LM collapsing)
OmpepensieT, OCJie CKOIBKUX IIOMBITOK JaTMaI OyAeT cxkaT U mepecuyutaH. [1pu 0
MaKCHMalbHOe KaueCTBO U MaKCUMaJbHBIM pa3Mep ¢aiua.
« Error (LM zero)
OrmpepensieT, OCJie CKOIBKUX TIOMBITOK JaTMaIn OyAeT ckaT B HOMMb nukcenei. [Ipu 0
MaKCHMalbHOe KaueCTBO ¥ MaKCUMaJbHBIMA pa3Mep ¢aiua.
« Jitter samples


http://xray-engine.org/index.php?title=%D0%98%D1%81%D1%82%D0%BE%D1%87%D0%BD%D0%B8%D0%BA%D0%B8_%D1%81%D0%B2%D0%B5%D1%82%D0%B0_(Lights)&action=edit&redlink=1
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http://xray-engine.org/index.php?title=%D0%97%D0%B2%D1%83%D0%BA%D0%BE%D0%B2%D0%BE%D0%B5_%D0%BE%D0%BA%D1%80%D1%83%D0%B6%D0%B5%D0%BD%D0%B8%D0%B5_(Sound_Environment)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%9E%D0%B1%D1%8A%D0%B5%D0%BA%D1%82%D1%8B_%D1%81%D0%B2%D0%B5%D1%87%D0%B5%D0%BD%D0%B8%D1%8F_(Glow)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%93%D0%B5%D0%BE%D0%BC%D0%B5%D1%82%D1%80%D0%B8%D1%87%D0%B5%D1%81%D0%BA%D0%B8%D0%B5_%D1%84%D0%BE%D1%80%D0%BC%D1%8B_(Shapes)
http://xray-engine.org/index.php?title=%D0%A1%D0%BF%D0%B0%D1%83%D0%BD-%D1%8D%D0%BB%D0%B5%D0%BC%D0%B5%D0%BD%D1%82%D1%8B_(Spawn_Elements)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%A2%D0%BE%D1%87%D0%BA%D0%B8_%D0%BF%D1%83%D1%82%D0%B8_(Way_Points)
http://xray-engine.org/index.php?title=%D0%A1%D0%B5%D0%BA%D1%82%D0%BE%D1%80%D1%8B_(Sectors)
http://xray-engine.org/index.php?title=%D0%9F%D0%BE%D1%80%D1%82%D0%B0%D0%BB%D1%8B_(Portals)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%93%D1%80%D1%83%D0%BF%D0%BF%D1%8B_(Groups)
http://xray-engine.org/index.php?title=%D0%A1%D1%82%D0%B0%D1%82%D0%B8%D1%87%D0%BD%D1%8B%D0%B5_%D0%B8%D1%81%D1%82%D0%BE%D1%87%D0%BD%D0%B8%D0%BA%D0%B8_%D1%87%D0%B0%D1%81%D1%82%D0%B8%D1%86_(Static_Particles)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%94%D0%B5%D1%82%D0%B0%D0%BB%D1%8C%D0%BD%D1%8B%D0%B5_%D0%BE%D0%B1%D1%8A%D0%B5%D0%BA%D1%82%D1%8B_(Detail_Objects)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%A1%D0%B5%D1%82%D0%BA%D0%B0_%D0%BD%D0%B0%D0%B2%D0%B8%D0%B3%D0%B0%D1%86%D0%B8%D0%B8_%D0%98%D0%98_(AI_Map)&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%94%D0%B5%D0%BA%D0%B0%D0%BB%D0%B8_(Wallmarks)
http://xray-engine.org/index.php?title=%D0%9E%D0%B1%D1%8A%D1%91%D0%BC%D0%BD%D1%8B%D0%B9_%D1%82%D1%83%D0%BC%D0%B0%D0%BD_(Fog_Volumes)
http://xray-engine.org/index.php?title=%D0%A1%D0%BE%D0%BA%D1%80%D0%B0%D1%89%D1%91%D0%BD%D0%BD%D1%8B%D0%B5_%D0%B8%D0%BC%D0%B5%D0%BD%D0%B0_%D1%83%D1%80%D0%BE%D0%B2%D0%BD%D0%B5%D0%B9
http://xray-engine.org/index.php?title=xrLC
http://xray-engine.org/index.php?title=%D0%A5%D0%B5%D0%BC%D0%B8%D1%81%D1%84%D0%B5%D1%80%D0%B0&action=edit&redlink=1

Yucrno npoxomos. Yem Gosblile, TeM KaueCTBEHHEE pe3yIbTar.
« Optimizing
OnTuMu3zauus reOMeTPUU YPOBHS.
» Normal smooth angle
Yron Mexny HOpMaisiMU BEPIINH, 10 HOCTUKEHUHN KOTOPOTro pedpo CUUTAeTCs MATKUM.
3agaeTcs B rpagycax.
- Weld distance (m)
[Topor, Mo MOCTUXKEHNUU KOTOPOTO ABe Onu3sexkKallye BEPIINHL OyayT 00beIMHEHE! B OMHY.
3agaetcsa B MmeTpax. BA2KHO!!! Henb3s 3agaBaTh 3HaueHHue 0, T.K. C HUM HEKOPPEKTHO
CO3Ta€TCsi reOMeTPHs [IsI MPOCYETa TeHeH [JIsi THHaMH4eCKoro penaepa. 0.001M, win
1MM C 3amacoM XBaTHT [JIsI IFOOOT0 CIydasi.
« Map version
Bepcus KapThl A1 CETEBOU UTPHI.
» Usage
« Game type
WrpoBou pexuM AJisi KapTh.

Onuuu nmocrpoenusi yposusi (Compile -> ...)

« Build
[TocTpoeHue BCceX KOMIIOHEHTOB YPOBHSI.
- Make Game
C6opka 1 3KCIOPT CllayH-00heKTOB B level.spawn u level.game
- Make Details
SKCHopT geTanbHBEIX 00HEKTOB B level.details
» Make HOM
JKCIopT oTceKaTesnel reoMeTpu B level.hom
- Make Sound Occluder
JKCIopT OTceKaTesel 3ByKa B level.som
- Make AI-Map
9kcnopt UU-ceTku B build.aimap
- Import Error List
WmMnopT crnucka omuboK B popMmare .err
- Export Error List
IKCIOPT CIKCKa OUnboK
« Clear Error List

HacTpouku pegakrTopa (Scene ->
Preferences)

CBurtok Keyboard

Common

« File...
[Togrpy3ka/coxpanenue ltx-datina, comepKaliero HaCTPOUKY ropsSYuX KIaBHUIIL.



Shortcuts
3mech MOXKHO CaMOCTOSITENTBHO 3aaTh HACTPOMKY MCITOIb30BAHUS TOPSYMNX KiaBuil. Huxe
mompoOHee.

- Change Action (Bw10op mericTBus1): Add (o6aBuTh), Move (Ilepemectutsh), Rotate
(Bpamats), Scale (MacmtabupoBats), Select (BoiOpaTts)

» Change Axis — 1cnonb30BaTh TpaHC(HOPMaLUK TOJIBKO B YKa3aHHAIX IIJIOCKOCTSAX. Hampumep, npu
aKTUBUPOBAHHOM XZ B pexume Move 00beKT OyIeT nmepeMenaTbCs TOIbKO B TOPU30HTAIbHON
nnockocTtu. Onius aktyanbHa A SDK SoC uny npu HeaKTHBUPOBAHHOM TPEXMEPHOM
KOHTpOJIJIepe (0 HEM HUXKeE).

» Change Grid Size (U3MeHuTh pa3mep ceTku): Decrease (YMeHnbmuTh) / Increase
(YBeTHUYHTH) — TO3BOJISIET MEHSITh Pa3Mep TPEXMEPHOU CEeTKH B OKHe 0030pa (BO BBIOTIOPTE,
IIPOIIlEe TOBOPSI).

- Change Target — BrI6op ueneBoro pexuma pabotsl (MM-kapTa, meTanbHble 00BEKTHI, OEKaH,
TOYKU IIyTHU U T.[I.)

» Compile (KoMnuisimusi):

» Build — mocTpouTs BCce mpuCyTCTBYIOIIME KOMIIOHEHTHl YPOBHS, KPOME OEeTEUIIOB

» Make AI Map — co3pnath chipost dhann MHU-KapTh

- Make Details — co3pmaTh ceipoit ¢aiin ¢ geTaabHEIMUA 00BbEKTaMU YPOBHS

- Make Game — co3paTh level.game

« Make HOM — skcnopTtupoBaTh level.hom — daiin, comepxkamuii reoOMeTPHUIO OJIST OTCEUEHUS
HEBUIUMBIX UTPOKY ITOBEPXHOCTEM.

» Make SOM — skcnopTupoBaTh level.som — daiin, cogepxkKaluii TeOMEeTPUIO O/ 0TCeYeHUs
CTQTUYHBIX UCTOYHUKOB 3BYKa.

- Edit (PegakTupoBanue): Copy (Konuposats), Cut (Bripesats), Delete (Yoanuts), Paste
(BcraButs), Redo (IToBToputs), Undo (OT™MenuTh). BuuManue! He pekomeHayeTCcs1 Ha3HaYaTh
ropsYyIo KJIaBHIIY Ha omepanuu undo/redo, H60 mpH cIy4aHOM HaKaTHH BCsI CIieHa
OymeT rpy3uTHCsI 3aHOBO, a 3TO TOBOJILHO JOJTHH mpoiecc. Eciu yx ucnonb3yere
undo/redo, To meTalTe 3TO KHONKAaMH BePXHeH MaHe/IbKH.

- File: Clear Scene (ouuctuts creny), Load First Resent (3arpy3uTs nepBblil IyHKT U3 CIIHCKa
IIOCTIeIHUX OTKPHITHIX (aiinoB), Load Level (3arpy3uth ypoBeHb), Menu (BHI30B KOHTEKCTHOT'O
MeHI0), Save (coxpaHUTh 0e3 OATBEPXKAEHUS), Save AS (COXPAHUTD C MMOATBEPKIEHUEM).

» Run Macro (3anycturs Makpoc): Slot #1..Slot #8. O paboTe ¢ MakpocaMu YuTalTe 30ECH.

- Scene: Move Camera To (mepeMecTUTh KaMepy K BeIOpaHHOMY 00HeKTY, Options (mapaMeTpsl
cuensl), Show Object List (0To6pa3uTh CIIHCOK 00HEKTOB CLIEHHI).

» Selection (Boigmenenue): Invert (uHBepTHpOBaTh BRimenenue), Select All (BeigenuTts Bc€), Unselect
All (c6pocuTs BhIfIeJIEHNE CO BCETO BHIIEJIEHHOTO).

« Visibility (Bugumocts): Hide All (ckpriTh Bc€), Hide Selected (ckpriTh BeigenenHoe), Hide
Unselected (ckpriTh HeBrigeneHHOe), Toggle Al Map (oto6paxkanue Hon MU-kapTe). [Tocnenusis
OMIIUS BHIHECEHA Ha TOPSYYIO KJIABHUIITY ITOTOMY, YTO OTPUCOBKA GOJIBIIOTO KOJIMYECTBA HOJ
TOPMO3UT BBIOIIOPT.

« Zoom: Extent (mepeMecTUTh U OTIIEHTPUPOBATh KaMepy Ha Bcel clieHe), Selected (mepeMecTUTsh u
OTLIEHTPUPOBATL KaMepy Ha BhIIEJIEHHOM 00HEKTE)

» Break Last Operation: npepBaTh IMOCIEIHION OIlEPAIXI0

« Editor Preference: oTKpBEITH HaCTPOUKY pemaKkTopa

« Exit: BeIITH 13 pemaKkTopa

« Show Properties: mokasaTh CBOKCTBa

» Toggle Grid: oToOpaxkeHre CETKH B OKHE BBIOIIOPTa

- Toggle Safe Rect: oTo6paxaTs Ge3onmacHile 06/1acTy 9KpaHa

- Toggle Wireframe: oTprucoBka reoMeTpuy B KapKaCHOM peXNMe


http://xray-engine.org/index.php?title=level.game&action=edit&redlink=1
http://xray-engine.org/index.php?title=level.hom&action=edit&redlink=1
http://xray-engine.org/index.php?title=level.som&action=edit&redlink=1
http://xray-engine.org/index.php?title=%D0%A0%D0%B0%D0%B1%D0%BE%D1%82%D0%B0_%D1%81_%D0%BC%D0%B0%D0%BA%D1%80%D0%BE%D1%81%D0%B0%D0%BC%D0%B8_%D0%B2_LevelEditor&action=edit&redlink=1
http://xray-engine.org/index.php?title=wireframe&action=edit&redlink=1

CBurtok Objects

Library

- Discard Instance: eciu 0TMEUY€EHO, TO BEITPYKaTh 0OBEKTH, KaK TOJIBKO CTAHYT HE HYXKHHI, UHA4Ye
OymyT BUCETH B maMsATH [0 Bhixoma unu Clean Library.

» Loading -> Deffered Loading CF: oTBe4YaeT 3a OTJI0XKEHHYI0 TeHepaluio KOJITU3UM [IJIS
00BeKTOB. Ecu rasiouka He CTOUT, TO Oy[eT reHepUTLCS Cpa3y IPH 3arpy3Ke, eCii CTOUT — KOTTa
IIePBHIM pa3 MOHAJOOUTCH.

- Loading -> Deffered Loading RB: oTBe4aeT 3a 0T/IO)KeHHOE CO3[aHNe BePIIUHHBIX Oy(hepoB miist
00BbEKTOB (3arpy3ka reoMeTpUU B TaMsTh BUAEOKAPTHI). Ecnu cTouT, To 6y[eT 3arpyeHa Ipu
TIEepPBO¥ MONLITKE PeHiepUHra 00beKTa, MHAYe Cpa3y IIpU NpHU 3arpy3kKe o0beKTa.

Show

« Animation Path: oroOpaxats aHUManuio KaMepk! (hopMaT .anm) B BUfIe CIJIakiHa.

« Hint: oTo6paxath mog KypcopoM IoACKa3Ky 10 TapaMeTpaM MaTepHasoB.

LOD: orpucoseiBaTh uMnocTtepsl (LOD'bI) aHaIOrU4YHO TOMY, KaK 3TO OeflaeTCs B ABUKKE.
« Pivot: oTo6paxaTh OMOPHYIO TOUKY KaXKIOT0 BEIAEIEHHOT0 00beKTa.

Skeleton
HacTtpoiiku oToOpazKeHus CKeeTa.

- Draw Bone Axis: oToOpaxaTh J10KaJIbHbIE OCH KaXX[OT0 CyCTaBa CKeJeTa.

- Draw Bone Names: oToOpaxaTh UMs KaxKJ0T0 CyCTaBa CKeJeTa.

- Draw Bone Shapes: oTo6paxaTh reOMeTPHIO [ TPOCUETA CTOJIKHOBEHUM.
- Draw Joints: oTpuCOBEIBaTH CKeJIET B CKEJIETHEIX 00bEeKTaX.

CBHUTOK Scene

Common

- Recent Count: Konn4ecTBO NYHKTOB B criicKe nmocnenHux ¢aumnos (File - Opent Recent...)
» Undo Level: nnuna ouepenu oTMeHH. 3710yI0TPebISITh ONLKMEN He CliefyeT — peflakKTop COXpaHsIeT
BO BPeEMeHHLIY (Dalill BCIO CHEHY IeTHKOM!

Grid
HacTpo#Ku ceTKH BO BLIOIIOPTE.

» Cell Count: Konu4ecTBO TYEEK CETKU
« Cell Size': nnuHa CTOPOHHI TYEUKU CETKU

Targets (ILle/ieBo# pexKuM)

- Enable: BkmioueHHbIe peKUMEL pab0TH pefakTopa. Eciy Kakasi-To rajka CHITa —
COOTBETCTBYIOLIUYN PEXKUM HEJOCTYIIEH.

» Read Only: pexxuMbl, 0OCTyIIHBIE TONIBKO A1 UTeHHUS. ECu Kakas-To rajika CTOUT — JaHHBIE B
COOTBETCTBYIOII[EM peXkHMe He 3aluChBaloTCS.

CBuToK Sounds

Use

- EAX: ucnosnbs3oBats EAX


http://xray-engine.org/index.php?title=.anm&action=edit&redlink=1
http://xray-engine.org/index.php?title=pivot&action=edit&redlink=1

- Hardware: ucmonp30Bath ammapaTHOE YCKOPEHUE 3ByKa

CBHTOK Style

Log: HacTPOMKH I[BETOBOM CXEMHI [JIs OKOIIKa BhBofa (110or) Text Form: HaCTPOMKY 1IBETOBOM CXEMEI
IJIST OKOIIIKA KaCTOM/IATHI

CBurtok Tools

Box Pick
HacTtporiku 061acTu BEIIEIEHUS IIOf KyPCOPOM.

- Backface Culling: ecnu BKI04eHO, TO 3afHASA CTOPOHA [IOJIMTOHOB HE OTPHUCOBHIBAETCH.
» Depth Tolerance: riny6uHa BhfienieHud (B MeTpax).
- Limited Depth: orparuuyuBaTts ri1yOuHY BhIIe/IeHNUS 3aJaHHbIM 3HaUEHUEM.

Sens
YyBCTBUTEIPHOCTh MHCTPYMEHTOB TpaHChOpMaIui (mepeMellesune, BpalleHue, MacIITabOupoBaHue).

« Move: 3aa€T YyBCTBUTEJILHOCTb MHIIIHU IIPH OTIePaLUsIX TepeMelleHuss 00beKTa.
- Rotate: 3a0aéT 4yBCTBUTEILHOCTD MBIIIH IIPY ONlePaIMsIX BpalleHus: 00beKTa.
«» Scale: 3a1a€T YYBCTBUTENIBHOCTb MHIIIY ITPU OTIEPALUSIX MacIITaOupoBaHusI 00bEeKTa.

Snap
YyBCTBUTENBHOCTh PEKKMOB NIPUBA3KY, TO €CTh IPUJIAIIAHUS.

- Angle
- Move
= Move To

CBurtok Viewport

Camera
Hactpoiiku nepeMeleHus KaMephl.

« Fly Altitude: BricOoTa m0o€Ta KaMePHL B peXKUMe CUMYIISIIIUN XOIbOBI
« Fly Speed: ckopocTh nepeMeleHns: KaMepPhl MBIIIbIO

Move Sens: YyBCTBUTEIILHOCTD ITepeMEIIeHNUST KaMEPHI MbIIILI0

- Rotate Sens: 4yBCTBUTENIHHOCTDH BpallleHUSI KaMePhl MHIIIIbIO

Fog
TymaH.

« Color: uBeT TymMaHa.
- Fogness: mI0THOCTh TYMaHa.

Clear Color: 1BeT (0OHOBOTO IPOCTPAHCTBA BLIOIIOPTA.
FOV: yron 0630pa KaMepHl.

Far Plane: ganbHsAS MI0CKOCTh OTCEYKH.

Near Plane: 671uxXHSS IJI0CKOCTh OTCEYKH.



biarogapHocTH

Bripaxkaem ocoOriit pecriekT saas 1 BAC9-FLCL 3a nmofcka3ky 110 UCTUHHOMY 3HaUE€HUI0 HEKOTOPHIX
OITIIUH.

BripazkaeM 0CoObIl IU3pECIEKT TeCTepaM U MporpaMMucTaM HHCTpyMeHTapus GSC 3a HEHMOBEPHO
3abaroBaHHBIE PEOAKTOPHL.

Hcrounuk — «https://xray-engine.org/index.php?title=00630p Level Editor&oldid=1178»

Karteropus:

Level Editor

« Crpanuna usMesnesa 18 uwonsa 2023 B 00:48.

- K 97011 cTpanuile obpamanuck 36 816 pas.

- Copepxkumoe poctymnHo mo nuneH3ur GNU Free Documentation License 1.3 unu 6oiee mo3mHsIs
(ecnu He yKa3aHO MHOE).

GNU FDL

FREE D
LICEMSE
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