Room Brushing Tips-n-Tricks





I’ve had a number of people come to me with room brush problems/question, so I thought I’d write up the most common ones, and my strategies on resolving them.





How do I get sound blocking to work?


Sound blocking is done at portal boundaries.  If you want to block sound with a door, it needs to be placed on a room portal (the area where rooms intersect), within a tolerance – it doesn’t have to be exact.  If a room portal doesn’t exist where you want to block sound, you will need to create one, by splitting an existing room brush.  





You can check if your door understands which rooms it blocks sound between by looking at the door property: it has two fields, Room ID #1 and #2, which indicate which room are on either side of the door.  A value of -1 means that it can’t find a room there.





This means that if you have a single room brush in a doorway that contains a sound-blocking door, it will need to be split into the portion of the doorway in front of the door and the portion behind.





How do I know if my room database covers my whole level?


There is currently no automatic way to check this, but places in a map that are outside the room database can be detected by playtesting.  As of 1.118, whenever an object leaves the room database, it will spew to the mono.  If you ever see this spew unexpectedly, note where you are in the level and examine it in the editor.





In addition, if you would like to know what room a given object thinks it’s in, you can run the “spew_room_obj X” command, where X is the objID of the object you are interested in.  This will spew its incrementally upd
