This is a compiled list of everything I have read from the game forums on how to build a level.  It has not been edited and I have not asked permission of any of these users if I may use what they wrote but all I hope is that it will help get all of you started.

First backup everything you're going to edit. The entire Common folder should have a back up. 

Now let's start off,
Open a new level. Switch to layer edit mode by hitting L. Now use the tool that looks like a torch, the create tool, click and drag to make a layer. Now select the databases button. Select textures. Shift click one of those that you like. Now click the paint brush. Select Tool Options. Raise the brush size to 7x7. Now hold down Q, and start painting. You should see your textures. Now that your done that, select the camera tool, F11. Put it somewhere on your layer. Now go to Window, 3D View.

At the bottom right corner of the screen, there are two icons, one for the hills and valleys and one for entities. You can click on them to go into either level terrain or object mode. 

To draw mountains, use the Sculpt tool from the menu at the top while in terrain mode to alter the landscape. The left button raises hills, and the right button lowers valleys. If you use a small enough "brush", you can edit the height of individual vertices. 

To activate the 3D view, open it up and click the camera icon on the top menu, and then click somewhere on the level map. You may have to adjust for height. 

The 3D view controls are as follows:

· Arrow keys = move camera

· Shift and control = pan camera up/down

· Space bar = activate/deactivate camera controls

· Numpad 0 = hold down to move camera slowly

· Minus and plus/equals = adjust viewport size

In the 3D view, there is a delay between when you move the mouse or press a key and when the camera moves. Switch to a lower resolution to minimize the delay. 

The readme file says you need something called a skybox, but I have no idea what that is. I haven't gotten my test level to work in single player yet. 

To play a level in single player, enter developer mode and go to New Game. User levels will be listed in the menu. 

To place Rynn and Arokh into the world, you need to load up a database. Click on the menu icon that looks like two discs and select "Add new database". Go to the Drakan directory, and then to Common, and then to either Resources or System, and open the file that appears there. It will load all the common databases into your level. After it all loads, a list of folders will appear in the window. Go to System and find the Rynn and Arokh characters, select the one you want to place, and use the Create tool while in object mode to put them in the level. Next, right click on Rynn or Arokh and open the properties, and click on the Position tab. Open up the 3D view and aim it at where Rynn or Arokh should be. If the character isn't visible, use the Altitude slider in the properties box to find the correct height, and if you want to be more precise, enter a numerical value in the Y-position field.

For those of you who don't know what a "Sky Box" is... it's, well, a sky. You have to insert it as an object from the database. Just find where it says "Syks," drop that list down, and select a sky that sounds cool. Now all you have to do is get the "Create" tool and click anywhere on the map to insert a sky object. I don't think it matters where you put it, so just stick it somewhere out of the way. If you've got a level going but can't run it in Drakan, you need to make sure you've got a sky. Also, you won't be able to run a level unless you "Calculate Visibility" (I think that's the name). Just open the "Layers" window, select all the layers, and click the calculate button. 

If the database areas are empty, you need to add data files. To do that, click on Add Database, and go to the Drakan directory. Go to the Common folder, then System, and open System.db. It and 2 other databases will open. If you want to put in monsters and textures, you have to choose a level "theme" from one of the existing levels. Choose one of the common databases, like Mountain World Common, and you can also add one of the level databases, like the Ruined Village or Islands files, and you'll be able to use all the textures and items from that area type. It is possible to create a whole new level type, with different textures and items than the others, but that would be extremely time-consuming.
1. The best sculpt tools are the Smooth, Linear and Square brushes. The others are pretty much useless. 

2. The Square tool can select and raise or lower specific vertices. If you want to raise one particular vertex, lasso it with the square tool, it will raise the offset amount. Its really good for fine tuning. 

2. Start out with a layer "piece of geometry" that is roughly 20x20. Paint a basic texture on it. Start by applying a smooth brush to it. 

3. Place Rynn and some trees on the landscape to give you perspective. 

4. The flight ceiling parameter dictates how high Arokh can fly. You can see how high any area of the landscape is by moving the mouse over it. In the right hand corner by the coordinates is the world height. 

5. 2048 world units = 1 land element Meaning the default height of a layer is 200000. This would be roughly 98 le high. 

6. To create a basic level you need to: 
a. Create at least 1 layer.
b. Calculate visibility for that layer.
c. Place Rynn and a camera on the layer.
d. Place a sky somewhere in the level (it does not need to be on landscape).
e. If you have AI you must calculate walkable elements before he will be able to path find. 

7. Layer Rules. Layers can be either floor, ceiling or in-between. Layers can't penetrate one another. To create a simple cave.
a. Create a 15x15 floor layer. Paint it.
b. Create a 5x5 ceiling layer in the center of the floor layer (paint it).
c. Raise the a 3x4 section of the ceiling layer 5120 world units. Make sure 3 of the four sides are still touching the floor layer. This will form the inside roof of the cave.
d. Create another floor layer 7x7 on top of the ceiling layer. One of the edges should be flush with the cave entrance. 
e. Lower the edge that is flush with the entrance until everything hits the ground.
f. Raise vertices that are not on the entrance connecting edge to create the exterior of the cave.

set up default material properties in the Level Properties object.
You want it to point to "materials" which is found in System database. But you cant do that till your database depends on system.
Open Dependencies window and drag system onto your database.
To place objects on the landscape - First select the layer you want to place objects on (you must be in layer edit mode). Next, enter Object edit mode, select create tool (same one you create layers with), then pull up the databases window, make sure the classes tab is selected, pick an object, and click anywhere on the landscape to place it. Certain object cannot be placed on the landscape, in this case a dialog would pop up.. otherwise the object's icon should appear where you clicked.

Due to the nature of the engine's layer system, vertical landscape walls cannot be created. You can get very steep slopes (89.9999 degrees) but generally any vertical walls you see in the game are models.

