Room Brushing Config Variables

Below are some user.cfg variables and other tools that are very useful when doing room brushing.  


The first, Check_Rooms, applies to the operation of building the room database in the editor.  It hilights room brushes that it considers bad or suspicious.  First it hilights all room brushes whose center is inside another room brush.  Those are bad room brushes.  You need to fix those.  If it finds no bad room brushes, it hilights all room brushes that intersect with other room brushes inside solid space.  Those are suspicious, because you might not have intended those room brushes to intersect.  Those are not technical problems the same way bad room brushes are, so you don't need to fix them but you should check them out and fix them if they aren't what you wanted. One thing to keep in mind with respect to room brushes with centers inside other room brushes:  in some cases, it may be that you cannot figure out which other brush a certain room brush's center is supposed to be in.  If you come across that case, by far the most likely explanation is that you've accidentally cloned that room brush without moving the clone anywhere, and you have two room brushes exactly on top of each other.


The other 2, RoomSpew and OutOfRoomSpew, spew to the mono during game mode.  RoomSpew spews whenever any object (including the player) goes from one room to another, and it says which rooms the object has moved between.  OutOfRoomSpew spews warnings whenever any object (including the player) gets into a space which isn't covered by the room database.  Currently, this is somewhat redundant with an automatic warning that gets generated whenever an object doesn't know what room it is in. Ideally, no objects will ever get outside the room database, so you should address those warnings before your level ships.


The engine also spews automatic warning messages whenever it generates sounds that are outside the room database.  You've probably seen them; they look like:


"ftroc_p1" on Player (12) (vec -1.0938154 -25.068552 -7.9059227) not in room!


If you go to the (vec x,y,z) coordinates using the command vm_teleport x, y, z you will find some reachable air space which isn't covered by any room brush.  In the example above, this is probably a room brush that doesn't extend all the way to the floor that the player is walking on.


There is also an in-game display toggle you can use called show_player_room.  This draws a thin black cube overlay which corresponds to the room the player is currently in.  This one is really handy to visualize your room brushing, especially in complicated 3D spaces.  The higher the game resolution you are using, the harder this cube is to see.


Lastly, when you select a room brush in the editor, the gadget has the buttons "Compile" which re-builds the room database (just a handy shortcut),  and "Show Sel" which draws lines from the current room brush to all other room brushes it connects to (useful to see which rooms are connected for sound propagation), and "Show All" which draws all such lines for all room brushes in the level (not generally recommended for big levels).

Check_Rooms  ; diagnoses the room database as it is being built
RoomSpew   ; spews to the mono whenever objects make room transitions
OutOfRoomSpew   ; spews to the mono whenever an object gets outside the room database
