
Tomb Raider Leveleditor-Quiz
Too lame? This second part is a tutorial-quiz concerning issues frequently encountered by

level builders which are in fact very easy to fix. Solving it gives you additional contest points,
but is primarily aimed to help you if you're a level designer.

1. To prevent a trapdoor from flickering, you...
a) place it on the top side of the portal.
b) place it on bottom side of the portal.
c) place it 1 click beneath the portal.
d) place it on the ceiling and lower t the portal on the floor.

2. To avoid the invisible door collision block, 
you...
a) rotate the door South, North or East.
b) set the trigger timer to -128.
c) type ocb 256 in the box properties.
d) place the door on the portal.

3. To avoid the flare bug, you...
a) don't collect more than 512 flares.
b) don't use binocular light on floor elevation above 128 clicks.
c) limit the number of active flames to 31.
d) all the above solve the problem.

4. The wad will fail to output when the 
texture page count is the closest to...
a) 32.
b) 64.
c) 128.
d) 256.
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5. To allow change of game settings from the
shortcut to tomb4.exe, in its target field you 
type...
a) -setup.
b) +setup.
c) #setup.
d) ?setup.

6. To prevent a paperthin wall, you need to...
a) place an extra block around the portal.
b) create the portal from lower room ID to higher.
c) create the portal from higher room ID to lower.
d) create the portal from N or W side of the map.

7. To prevent blinking cameras, you need to...
a) type 3 or more in timer field.
b) not use the one-shot button.
c) keep boulders from resting on heavy triggers.
d) activate camera with a heavy trigger.

8. Texture disappearance occurs in...
a) top left corner of the map.
b) top right corner of the map.
c) bottom right corner of the map.
d) bottom left corner of the map.

9. Which object may lose collision in flipped 
room?
a) pushable
b) rollingball
c) trapdoor
d) mutant

10. To link from flipped room to unflipped, you...
a) set the number of flimpap to 0.
b) set the number of flimpap as highest in level.
c) flip both rooms.
d) set unflipped room as outside.
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11. The level will crash if a room has more 
than...
a) 8 lights.
b) 16 lights.
c) 20 lights.
d) 32 lights.

12. A single room allows...
a) 10 portals.
b) 15 portals.
c) 20 portals.
d) 25 portals.

13. To avoid flyby cameras going into infinite 
loop, press...
a) button 0.
b) button 6.
c) button 10.
d) one-shot button.

14. To enable the global limit of 256 rooms, 
press...
a) Alt+Shift+Tab.
b) Alt+Shift+Ctrl.
c) Ctrl+Shift+Tab.
d) Ctrl+Alt+Tab.

15. To automatically fit both triangles on a 
broken block, press...
a) Ctrl+LMB.
b) Alt+LMB.
c) Shift+LMB.
d) Caps+LMB.
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16. To make the UV ranges work correctly, you
set...
a) the nUV must be set as equal to the number of UV ranges created.
b) the nUV must be set as 2x the number of UV ranges created.
c) the nUV must be set as 1/2 of the number of UV ranges created.
d) the nUV and UV aren't related.

17. Sprites disappear at a distance of about...
a) 8 squares from Lara
b) 16 squares from Lara
c) 24 squares from Lara
d) 32 squares from Lara
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