TR Wad Reorganizer v1.0

This manual explains how to use TR Wad Reorganizer v1.0 and some examples of what can be done.

Important! Some functionality is only implemented for Wads that only contains a single movable object. These functionalities are referenced in the manual as (smo). In order to get full functionality you must create single object Wads using TRWest or WADMerger.

Note! This version has been created for W98.

Warning! This is a Beta version and these features are not tested extensively, use them at your own risk!

1. About the Interface

Load Wad File button.  Press this button to load a Wad file. You can also drag and drop a Wad file over the Application Window or Application Icon, the Wad file will be loaded.

Input Wad File box shows loaded Wad file name.

Quick Wad Load button. When selected, some Wad elements will not be displayed in the Tree View window. The purpose is to limit the number of lines displayed/loaded in the Tree View window. If the number of loaded/displayed lines is too big the display/refresh process will take too much time or could crash. If the Wad contains more than one object: this button will be automatically selected at load time; but you ever can disable it later on.  

Tree View window. The Wad data is shown in a tree structure. Light Green triangles indicate non expandable elements. Dark Green triangles state expandable structures. The Red Triangle points the selected element.

Status Bar. Here you will find some application messages.

PopUp Menu. Right click the mouse or press the keyboard key to display the PopUp Menu. The menu options will change depending on different circumstances as the selected element or if it is a single or multi object wad loaded. You can also use the Shortcuts to select the options.

Mesh Tree Modification Tool (smo) window. Tool used for modify the Mesh order and/or the Mesh hierarchy (Pop/Push values). 

Mesh Addition/Deletion Tool (smo) window. Tool used to safety Add or Delete Meshes.

Animation Modification Tool (smo) window. Tool used to Add/Copy, Delete Animations or Modify its order.

2. How can I  load a Wad file?

A Wad file can be loaded using different methods:

· Drag a Wad file and drop it over the Application Icon. 

· Drag a Wad file and drop it over the Application Window. 

· Use the Load Wad File speed button.

· Select “Load Wad File” in the PopUp menu.

· Use the short cut F3.

3. How can I save the Wad file?

The only file that will be saved will be the .Wad file, no additional files (.sfx, .sam, etc) are generated.

A Wad file can be loaded using then following options:

· Select “Save Wad File” in the PopUp menu.

· Use the Shortcut Ctrl+S.

4. Dump to Wad to Text File

The content of the Tree View window can be downloaded to a text file. The name of the dump file is the same than the loaded wad but and .txt is its extension.

To dump the information you can use any of the following options:

· Select “Dump Wad to Text File” in the PopUp menu.

· Use the Shortcut F4.

Note: You can print the dump or use other applications like Excel to analyze the information.

5. Mesh Tree Modification Tool (smo)
With this tool you can safely change the Mesh Tree Order for a movable and the Pop and Push flags. Safety means that animation integrity is granted. To start that tool you can use the following options:

· Select “Mesh Tree Modification Tool” in the PopUp menu.

· Use the Shortcut F7.

Once you have started the tool, you will get a menu PopUP Menu and shortcuts, with following options:

· Pop (Ctrl+O). Will modify the Mesh Hierarchy.

· Push (Ctrl+U). Will modify the Mesh Hierarchy.

· Up (Ctrl+Up Arrow). Will modify the Mesh order.

· Down (Ctrl+Down Arrow). Will modify the Mesh order.

· Update Loaded Wad (F5). Will validate the changes (orange window).

· Cancel (Esc). Will exit the tool.

5.1 What can I do changing the mesh tree order or adding/deleting meshes. 

Some animations are hardcode, but some meshes too. 

Example 1. The Skeleton has 5 hardcode meshes:

Mesh 9: Head (You can use the revolver+lasesight with it).

Mesh 11: Shield (You can use the revolver+lasesight with it).

Mesh 14 (?): Right hand and sword part. 

Mesh 15: Sword part (hurts Lara).

Mesh 16: Sword part (hurts Lara).

If you import another enemy in that slot, the new meshes 9 and 11 still will be destroyed using the revolver, and meshes 14-16 will still hurt Lara. But maybe now mesh 9 is the leg and mesh 16 is the head. Changing the order and modifying the number of meshes (see chapter 6) could help to fix the enemy.

Example 2. Demigod 3 has three hardcode meshes (16-18) that are part of the lance.

Mesh 16: The X axis points the shoot direction for animations 8 and 19.

Mesh 17 or 18: It is the shoot starting point for animations 8 or 9. And the Z axis is the shooting angle.

If you imports another enemy in the slot, like the TR3CityEnemy (the tailed mutant), will be the left leg the shooting element. Add meshes (see chapter 6) and modify the mesh order can be a way to fix the enemy.

6. Mesh Addition/Deletion Tool (smo)
With this tool you can safely add or delete meshes. Safety means that animation integrity is granted. To start that tool you can use the following options:

· Select “Mesh Addition/Deletion Tool” in the PopUp menu.

· Use the Shortcut F8.

Once you have started the tool, you will get a menu PopUP Menu and shortcuts, with following options:

· Add Selected Mesh (Ins). Will add a new mesh copied from selected one.

· Delete Selected Mesh (Del). Will delete the selected mesh.

· Update Loaded Wad (F5). One a mesh has been added or deleted the window background change to orange. At this point you must update the loaded Wad or cancel the operation. The window background will change to white and new meshes could be added or deleted.

· Cancel (Esc). Will exit the tool.

Warning! Be sure that the mesh you want to delete is not shared by several mesh pointers. The utility will crash if you try to delete a shared mesh. Have also in mind that WADMerger v1.95 A12 remove all shared meshes as creates duplicated meshes, but WADMerger v1.96 A2 removes all duplicated meshes and makes the mesh pointers shares the mesh. Use this two versions to remove the mesh sharing before delete meshes and restore it after. Sharing meshes decrease the Wad size and let you build bigger levels.

7. Animation Modification Tool (smo)
Warning! This option is partially implemented.

With this tool you can add or delete animations. To start that tool you can use the following options:

· Select “Animation Modification Tool” in the PopUp menu.

· Use the Shortcut F9.

Once you have started the tool, you will get a menu PopUP Menu and shortcuts, with following options:

· Add Selected Animation (Ins). Will add a new animation copied from selected one.

· Delete Selected Animation (Del). Will delete the selected mesh.

· Update Loaded Wad (F5). Update the loaded Wad with added/deleted animations.

· Cancel (Esc). Will exit the tool.

WARNING! This tool is partially implemented. The only animation that can be deleted without loss the animations integrity is the last one. 

8. Export Animation Frames (smo)
When an Animation structure (Animation nnnn) is selected, its frames can be downloaded to a text (Tab delimited) file.

To dump the information you can use any of the following options:

· Select “Export Animation Frames” in the PopUp menu.

· Use the Shortcut Ctrl+E.

Note: You can other applications like Excel to modify the animation.  

9. Import Animation Frames (smo)
When an Animation structure (Animation nnnn) is selected, its frames can be uploaded from a text (Tab delimited) file.

To dump the information you can use any of the following options:

· Select “Import Animation Frames” in the PopUp menu.

· Use the Shortcut Ctrl+I.

Note: Only the frames 1..n from the text (Tab delimited) file will be loaded and will replace the current animation.

10. Update Field

The value of some structures can be manually updated. These fields start by ~. To proceed:

· Select “Update Field” in the PopUp menu.

· Use the Shortcut F2.

10.1 Update Mesh Pointers

The Mesh pointers can be modified in order to point any other valid pointer. Valid pointers are any of the values shown in the mesh pointer list. You can make several mesh pointers point the same mesh. For example you could make the scorpion to share the same leg mesh for all leg pointers or share the same meshes with different objects.  

Once you have modified the Mesh Pointers you can “Optimize Mesh Pointers & Data” to eliminate unnecessary meshes and reduce the Wad size.

Note: This functionality is not full supported for some utilities. WADMerger will regenerate the original number of meshes. I have not detected any problem using the wad with TRWest.

10.2 Update Animation Parameters

You can update the following values for each Animation:

· FrameOffset    
  

· FrameRate      

· FrameSize  

· StateId      

· Unknown 0      

· Speed      

· AccelLo

· AccelHi      

· Unknown 1

· Unknown 2

· Unknown 3      

· Unknown 4      

· FrameStart      

· FrameEnd      

· NextAnimation      

· NextFrame

· NumStateChanges

· StateChange

· NumAnimCom

· AnimCom

Note: Some of the unknown parameters are related with horizontal and vertical movements.

10.2 Mesh Tree Hierarchy

You can update the Pop/Push parameter. This is the first value between brackets. The right values are:  

· 0 (Default) 

· 1 (Pop)

· 2 (Push) 

· 3 (Pop and Push).

11. Rebuild Wad

The Wad loaded in memory is regenerated: Animations, Frames, Mesh Tree, etc. 

· Select “Rebuild Wad” in the PopUp menu.

· Use the Shortcut F10.

Note: This option restore TRWest capability to Wads generated by WADMerger.

12. Optimize Mesh Pointers & Data

Once you have modified the Mesh Pointers (10.1) you can “Optimize Mesh Pointers & Data” to eliminate unnecessary meshes and reduce the Wad size. To proceed:

· Select “Update Field” in the PopUp menu.

· Use the Shortcut F11.


