Advanced level editing 

The object property menu

When selecting an object and pressing [Space] the object property screen appears:
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On the right side you can see the properties of the object as specified in the CFG file. To alter or add new properties you can add any CFG file code into the left side area.

e.g. by adding 

solid = 1 

scale=3,3,3

you can turn the “small plant 01” into an on object the hero can collide with. Plus it is three times larger now.

When you have multiple objects selected and you change object object properties, the behavior is determined by the options to the lower right of the property window.
If you select “make exact copy” each of the objects in the selection will receive the specified property field. However in many situations you will only want to change or add only a certain parameter within a group of objects with different properties. In this case use the “replace / add entries” option. You can even explicitly chose to either replace or add only. 
Some tricks for efficient level editing
As the VSD editor is not an in-game editor can sometimes be hard to anticipate the final look of the level. However, by having the actual game run in parallel with the editor, you can see your changes almost immediately when pressing [AltrGr] + [Shift] + L to reload the entire level.
Furthermore, there are several tools that make life easier when making and finalising a level:

· set and adjust lighting parameters by using the in-game lighting tool (ALT + U)
· adjust size / rotation of objects use the in-game tool ALT + O

Note that the object respectively light closest to the hero will be edited. Use the copy button to copy the property into the Windows clipboard, and paste the property into the property window of an object in the VSD editor.
Terrain editing
Press [F9] to enter terrain editing mode. 
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Note that the colours represent the different altitude (height) levels of the terrain.
Press [M] to display the terrain in 3d:
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Press [Ctrl+F9] to access the terrain options:
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Here you can specify the terrain values you want to use. 

There are several ways of editing the terrain:

· left-click on a grid point to apply the height1 value to the terrain position.

· Hold the left mouse button down to drag a rectangular area that is filled with the respective height values. If X- or Y-Interpolation is enabled, the height value will be linearly interpolated from height1 to height2, thus creating an (inclined) plane.

· press <CTRL> + left mouse button to raise the terrain

· press <SHIFT> + left mouse button to lower the terrain

· press <SHIFT> + <CTRL> + left mouse button to level the terrain
· press <CTRL> + right mouse button to set terrain height 1 to value at cursor position

· press <SHIFT> + right mouse button to set terrain height 2 to value at cursor position

