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Directory Structure and File Formats

Directory Structure

\ CAVEDOG
L—TOoTALA

|:BACKUP
cc

Directory PATH listing
Vol ume serial nunber is 0012FC94 00A3: DCB5

D:.

L —TOTALA

ccdat a. ccx
ccmaps. ccx
npt aext . dl |
online.dll
readne. doc
set up. exe
setup.ini
smackw32. dl |
Taccr ead. doc
Taccr ead. t xt
t adwngox. dl |
t aheat x. dl |
takal i x.dlI
tanpl ayx. dl |
tatenx.dll
taw repx.dl |
Tot al A exe
total al. hpi
t ot al a2. hpi

——BACKUP

online.dll

t adwngox. dl |
t aheat x. dlI |
takal i x.dlI
tanpl ayx. dl |
tatenx.dll
taw repx. dl |
Tot al A exe

Ccquery. exe
I NSTALL. LOG
UNCC. EXE
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Mar sRocks?2. GAF
Mar sRocks3. GAF
Mar sVent s. GAF
Met al bri ef . GAF
M SCART. GAF
nmooncr at er s. GAF
nmooncr ush. GAF
noonnet al . GAF
noonr ocks. GAF
nmoonscar s. GAF
MUSI C. GAF

MUSI CRT. GAF
NEWGAME. GAF
OLDMAI N. GAF

Pl PES. GAF
PREFS. GAF
ROCKREC. GAF
rockrecscars. GAF
ROCKS. GAF
rocksdead. GAF
rockshurt. GAF
rockshurt 2. GAF
RUI NS1. GAF
SCARS. GAF
SELGAME. GAF
SELPROV. GAF
SELSI DE. GAF
SHARE. GAF

SI NGLE. GAF

SKI RM SH. GAF
TALK. GAF

TALK2. GAF
TERRAI N. GAF

TI TLES. GAF
TOVERS. GAF

t ower scars. GAF
TREES. GAF

VENT. GAF

VENTS. GAF

VI SMASK. GAF

VI SMASKS. GAF
WDesert bri ef . GAF
WETCRUSH. GAF
WETMETAL. GAF
WETROCKS. GAF
WETSCARS. GAF
VETVENTS. GAF
WRECKACE. GAF

—bi t maps
ARMBKG. PCX




arngui bottile. pcx
arngui si detile. pcx
arngui toptile. pcx
batt| er oon®. pcx
battlestart. pcx
BUTTONS2. PCX
CDLO&256. PCX
CONSOLE. PCX
COREBKG. PCX

cor ecanp0. PCX

cor ecanpl. pcx
corgui bottile.pcx
corgui sidetile.pcx
corguitoptile. pcx
creat enew. pcx
DHELP. PCX
DLoadgane?2. pcx
DLoadLi st. pcx
DRESTART. PCX
DSavegane?2. pcx
DSavelLi st. pcx
DSel ect map2. pcx
DVI EWVAP. PCX
ENDCAMP. PCX

FAI LURE. PCX
FRONTBG. PCX

Fr ont bgol d. pcx
Front end1F. PCX

Fr ont endX. pcx
GROWMMVETS. PCX

Hat t f ont 10. PCX
Hatt font 11. PCX

| GBut t ons. pcx

| GVBRI EF. PCX

| GOPTOX. PCX

1 GOPT1X. PCX

I gopti nt x. pcx

i gopt i onsTEMP. PCX
| gopt nusx. pcx

| gopt soux. pcx

| gopt TEMP. pcx

I gopt vi sx. pcx

| GPATCH. PCX

I nst al | gane. pcx

I nstal | gameJ. pcx
I nstall gl am pcx
LOADBAR. PCX
Loadgane2bg. pcx
LOGOTEST. BWP
nbri ef arm pcx
nbri ef cor. pcx

M ssi on02W n. PCX
M ssi on02W n2. PCX
M ssi on02W nBW pcx
newcanpai gn4. pcx
newcanpai gn4x. pcx
newcanpl ogos. pcx
Opt I nt er f ace4x. pcx
Opt i ons4x. pcx

Opt nusi c4x. pcx
Opt Sound4x. pcx
Opt Vi sual 4x. pcx
OUTCOVEQ. PCX
OUTCOVEL. PCX

pl ayanygane4. pcx
Pl aygane2. pcx

Pl aygane2J. pcx
pressedbone. PCX
PREVI EW PI X
SAVEGAME. PCX

sel connect 2. pcx
sel ect game2x. pcx
S| NGLEBG. PCX



Ski rnset up4x. pcx
SMVALLDOG. BMP

smal | _cavedog_| ogo. pcx
st agebut t ons. pcx
STAR. PCX

TEMP. PCX

t enptrans. pcx

TI TLSCRN. PCX

Uni t Restrict. pcx
Uni t Restrict4x. pcx
Uni t Restrict 5x. pcx

—f eatures

—al | worlds
DragonsTeet h. t df
scars. tdf

——ar chi

FOLI AGE. TDF
METAL. TDF
TREES. TDF
TREES2. TDF
VENTS. TDF

——cor pses
arm cor pses. t df
ar m_heaps. t df
core_corpses. tdf
core_heaps. t df

——desert

METAL. TDF
ROCKS. TDF
RUI N. TDF
VENTS. TDF

——gr een
METAL. TDF
ROCKS. TDF
SHRUBS. TDF
SMUDGES. TDF

st eanvent s. t df
TREES. TDF

—ice

CHUNKS. TDF
METAL. TDF
SCARS. TDF
VENTS. TDF

—I ava

METAL. TDF
NCDES. TDF
ROCKS. TDF
SPI RES. TDF
VENTS. TDF

—mar s

GLYPHS. TDF
METAL. TDF
PLANTS. TDF
ROCKS. TDF
VENTS. TDF

—net al
bui | di ngs. t df
Pl PES. TDF
st eanvent s. t df

—noon
CRATERS. TDF
METAL. TDF
ROCKS. TDF




|—Wet desert

met al . t df
rocks. t df
vents. t df

—fonts
ARMBUTT. FNT
ARMCONTR. FNT
ARMFONT. FNT
ar nf ont 827. FNT
BUTTONS. FNT
COM X. FNT
CONSOLE. FNT
CORBUTT. FNT
CORBUTTX. FNT
CORCONTR. FNT
COREFONT. FNT
Cor ef ont 827. FNT
COURI ER. FNT
HATT12. FNT
HATT14. FNT
MSCRI PT. FNT
ROVAN10. FNT
ROVAN12. FNT
SMLFONT. FNT

——ganedat a
ALLSOUND. TDF
Bui | dI nf o. t df
CATEGORY. TDF
HELP. TDF

LCS. TDF
METEOR. TDF
MOVEI NFO. TDF
S| DEDATA. TDF
SOUND. TDF
Transl ate. t df
UNI TVI EW TDF

——qgui s

ALLI ES. GUl
ANYMSN. GUI
ARVAAPL. GUI

ARMACV2. GUI
ARVALABL. GUI
ARVAMDL. GUI
ARMAPL. GUI
ARNVASY1. GUI
ARVAVPL. GUI
ARNAVP2. GUI
ARNVBUI LD. GUI
ARMBUTT. FNT
ARMCAL. GUI
ARMCA2. GUI
ARMCA3. GUI
ARMCK1. GUI
ARMCK2. GUI
ARMCK3. GUI
ARMCOML. GUI
ARMCOMR. GUI
ARMCS1. GUI
ARMCV1. GUI
ARMCV2. GUI
ARMCV3. GUI
ARMGEN. GUI
ARMLABL. GUI
ARMVAI N. GUI




ARMVAI N2. GUI
ARMOPT. GUI
ARMBI LOL. GUI
ARMSY1. GUI

BRI EFX. GUI
BUI LDI NG. GUI
BUTTONS. FNT
CDCHECK. GUI
CHATSEL. GUI
CMVENU. GUI
CONTROL. GUI
CORAAPL. GUI
CORACAL. GUI
CORACA2. GUI
CORACK1. GUI
CORACK2. GUI
CORACVI. GUI
CORACV2. GUI

CORAPL. GUI
CORASY1. GUI
CORAVP1. GUI
CORAVP2. GUI
CORBUI LD. GUI
CORBUTT. FNT
CORCAL. aUI
CORCA2. GUI
CORCA3. GUI
CORCK1. aUl
CORCK2. GUI
CORCK3. GUI
CORCOML. GUI
CORrRCOVR. GUI
CORCS1. GUl

ENDMULTI . GUI
ENERGY. GUI
EXI TMENU. GUI
GAMVA. GUI
HELP. GUI
LOADGAME. GUI
LOADLI ST. GUI
LOGOSEL. GUI
LOUNGE. GUI
LOUNGE2. GUI
MAI NVENU. GUI
METAL. GUI

M SSI ON. GUI
M SSI ONX. GUI
MODEM GUI
MOREI NFO. GUI
MSGBOX. GUI
VBNBRI EF. GUI
MJSI C. GUI
MUSI CRT. GUI
NEWCAMP. GUI



NEWGAME. GU
NEWVULTI . GU
OPTI ON. GUI
PREFS. GU
RESTART. QU
restrict2. QU
ROVANL10. FNT
ROVAN12. FNT
SAVEGAME. GUI
SAVELI ST. GUI
SCORE. GU
SELCAMP. GUI
SELCAMPX. GUI

SI NGLE. GUI
SKI RM SH. GUI
SOUND. GU
SOUNDS. GU
SOUNDSRT. GUI
SPEEDS. GU
SPEEDSRT. GUI
SSI DESEL. GUI
ssi desel 1. gu
STARTOPT. GUI
TABMENU. GU
TALK. cUl
TALK2. GU
TCP. GUI

TI MEQUT. QU
UNI TI NFO. GU
Uni ti nf ox. GU
VI EWWAP. GUI
VI SUALRT. GU
VI SUALS. GU
WARP. GUI
YESORNO. GUI

——obj ect s3d

1x1A. 3do
1x1B. 3do
1x1C. 3do
1x1D. 3do
1x1E. 3do
1x1F. 3do
2x2A. 3do
2x2B. 3do
2x2C. 3do
2x2D. 3do
2x2E. 3do
2x2F. 3do
3x3A. 3do
3x3B. 3do
3x3C. 3do
3x3D. 3do
3x3E. 3do
3x3F. 3do
4x4A. 3do
4x4B. 3do
4x4C. 3do
4x4D. 3do
4x4E. 3do
4x4F. 3do
5x5A. 3do
5x5B. 3do
5x5C. 3do




5x5D. 3do

6x6A. 3do

6x6B. 3do

6x6C. 3do

6x6D. 3do

7x7A. 3do

7x7B. 3do

7x7C. 3do

7x7D. 3do

andr ocket . 3do
ARMaap. 3do

ar maap_dead. 3do
ARMaca. 3do

ar maca_dead. 3do
ar mack. 3do

ar mack_dead. 3do
armacv. 3do

ar macv_dead. 3do
armal ab. 3do

ar mal ab_dead. 3do
ARMand. 3do

ar mand_dead. 3do
armanni . 3do

ar manni _dead. 3do
ar map. 3do

ar map_dead. 3do
ar mar ad. 3do

ar mar ad_dead. 3do
armaser . 3do

ar maser _dead. 3do
ar masp. 3do

ar masp_dead. 3do
ar masy. 3do

ar masy_dead. 3do
armat | as. 3do
arnat | as_dead. 3do
ar mavp. 3do

ar mavp_dead. 3do
ar nbat s. 3do

ar nbat s_dead. 3do
armbraw . 3do

ar nbr awl _dead. 3do
arnbrtha. 3do

ar nbrt ha_dead. 3do

arnbul | . 3do
ar mbul | _dead. 3do
ar nta. 3do

arnctarry. 3do
arnctarry_dead. 3do
arnta_dead. 3do
ar ntk. 3do

ar nctk_dead. 3do
arncom 3do

ar ncroc. 3do

ar ncr oc_dead. 3do
arncrus. 3do

ar ncrus_dead. 3do
arncs. 3do
arnts_dead. 3do
arnctv. 3do
arncv_dead. 3do
ar ndr ag. 3do

ar mest or. 3do

ar nest or _dead. 3do
arnf ast. 3do

ar nf ast _dead. 3do
arnf av. 3do

arnf av_dead. 3do
arnfi do. 3do
arnfi do_dead. 3do
arnfig. 3do

arnfi g_dead. 3do
arnfl ash. 3do



ar nf | ash_dead. 3do

arnf us. 3do
ar nf us_dead. 3do
ar ngat e. 3do
ar ngat e_dead. 3do
ARMyeo. 3do

ar ngeo_dead. 3do
arnguar d. 3do
ar nguar d_dead. 3do

ar mham 3do

ar mham dead. 3do
ar mhawk. 3do

ar mhawk_dead. 3do
armhl t. 3do

armhl t _dead. 3do
arnmj am 3do

arnj am dead. 3do
arnj et h. 3do

ar nj et h_dead. 3do
arm ab. 3do

arnl ab_dead. 3do
arml ance. 3do

arnl ance_dead. 3do
arm | t. 3do

arnml | t_dead. 3do
ar mmakr . 3do

ar mmakr _dead. 3do
armmart . 3do
armart _dead. 3do
armmer | . 3do
armer | _dead. 3do
ar mrex. 3do

ar mex_dead. 3do
ar rmoho. 3do

ar moho_dead. 3do
ARMVEhi p. 3do

ar mmshi p_dead. 3do
ar mmst or . 3do

ar nmst or _dead. 3do
ar npeep. 3do

ar npeep_dead. 3do
ar npni x. 3do

ar npni x_dead. 3do
arnpt . 3do

ar npt _dead. 3do

ar npw. 3do

ar mpw_dead. 3do
arnr ad. 3do

ar nr ad_dead. 3do
arnrl . 3do

arnr| _dead. 3do

ar nr ock. 3do

ar nr ock_dead. 3do
ARM oy. 3do

ar nr oy_dead. 3do
armsam 3do

ar neam dead. 3do
arnseer . 3do

ar nseer _dead. 3do
arnsi | 0. 3do
arnsi | o_dead. 3do
armsol ar. 3do

ar nsol ar _dead. 3do
arnsonar . 3do

ar nsonar _dead. 3do
ar nspi d. 3do

ar mspi d_dead. 3do
ar mst unp. 3do

ar nst unp_dead. 3do
arnmsub. 3do

ar msubk. 3do

ar nsubk_dead. 3do
ar nsub_dead. 3do



arnsy. 3do
arnsy_dead. 3do
ar nmt hund. 3do

ar nt hund_dead. 3do
arntide. 3do
arnti de_dead. 3do
arntl.3do
arnt | _dead. 3do
arnt shi p. 3do

ar nt shi p_dead. 3do
armvader . 3do

ar mvader _dead. 3do
ar mvp. 3do
armvp_dead. 3do
ar mni n. 3do

ar mni n_dead. 3do
arneeus. 3do

ar nzeus_dead. 3do
Ast eroi d1. 3do
Ast er oi d2. 3do
Ast er oi d3. 3do
Ast er oi d4. 3do
Ast er oi d5. 3do
Ast er oi d6. 3do
bal I m ss. 3do
bonb. 3do

bonbl. 3do

bonb2. 3do

bonb3. 3do

cor aap. 3do

cor aap_dead. 3do
coraca. 3do
coraca_dead. 3do
cor ack. 3do
corack_dead. 3do
coracv. 3do
coracv_dead. 3do
cor ak. 3do
corak_dead. 3do
coral ab. 3do
coral ab_dead. 3do
corap. 3do

cor ape. 3do

cor ape_dead. 3do
corap_dead. 3do
corarad. 3do
corarad_dead. 3do
corasp. 3do
corasp_dead. 3do
corasy. 3do
corasy_dead. 3do
coravp. 3do
coravp_dead. 3do
cor bats. 3do

cor bat s_dead. 3do

cor bui | d. 3do

cor bui | d_dead. 3do
corca. 3do

corcan. 3do

cor can_dead. 3do
corcarry. 3do
corcarry_dead. 3do
corca_dead. 3do
cor ck. 3do
corck_dead. 3do
corcom 3do
corcrash. 3do
corcrash_dead. 3do
corcrus. 3do
corcrus_dead. 3do
corcs. 3do
corcs_dead. 3do
corcv. 3do



corcv_dead. 3do
cordoom 3do
cordoom dead. 3do
cordrag. 3do
cordrag_dead. 3do
corestor. 3do
corestor_dead. 3do
coreter. 3do
coret er_dead. 3do
corfav. 3do
corfav_dead. 3do
corfink. 3do
corfink_dead. 3do
corfnd. 3do

cor f mi_dead. 3do
corfus. 3do

cor fus_dead. 3do
corgate. 3do
corgat e_dead. 3do
corgator. 3do

cor gat or _dead. 3do
corgeo. 3do
corgeo_dead. 3do
corgol . 3do
corgol _dead. 3do
corhlt. 3do
corhlt_dead. 3do
cor hurc. 3do

cor hur c_dead. 3do
corint.3do
corint_dead. 3do
corl ab. 3do

corl ab_dead. 3do
corllt.3do
corllt_dead. 3do
cor makr . 3do

cor makr _dead. 3do
cormart. 3do
cornmart_dead. 3do
cor mex. 3do

cor nex_dead. 3do
corm st. 3do

corm st_dead. 3do
cor noho. 3do

cor noho_dead. 3do
cornshi p. 3do
cornshi p_dead. 3do
cornst or. 3do
cornst or _dead. 3do
corpt. 3do

cor pt _dead. 3do
cor pun. 3do

cor pun_dead. 3do
cor pyro. 3do

cor pyro_dead. 3do
corrad. 3do
corrad_dead. 3do
corraid. 3do
corrai d_dead. 3do
correap. 3do
correap_dead. 3do
corrl.3do

corrl _dead. 3do
corroach. 3do
corroach_dead. 3do
corroy. 3do
corroy_dead. 3do
corseal . 3do
corseal _dead. 3do
cor shad. 3do

cor shad_dead. 3do
corshar k. 3do

cor shar k_dead. 3do



corshi prckt 1. 3do
corsilo. 3do
corsil o_dead. 3do
corsol ar. 3do
corsol ar _dead. 3do
corsonar. 3do
corsonar _dead. 3do
cor spec. 3do

cor spec_dead. 3do
corstorm 3do

cor st orm dead. 3do
cor sub. 3do

cor sub_dead. 3do
corsy. 3do
corsy_dead. 3do
cort hud. 3do

cort hud_dead. 3do
cortide. 3do
cortide_dead. 3do
cortitan. 3do
cortitan_dead. 3do
cortl.3do
cortl_dead. 3do
cortruck. 3do
cortruck_dead. 3do
cortship. 3do
cortshi p_dead. 3do
corval k. 3do
corval k_dead. 3do
corvanp. 3do
corvanp_dead. 3do
corveng. 3do
corveng_dead. 3do
corvp. 3do
corvp_dead. 3do
corvrad. 3do
corvrad_dead. 3do
corvroc. 3do
corvrocket . 3do
corvroc_dead. 3do
corw n. 3do

corwi n_dead. 3do
crbl mssl . 3do
deadt ank. 3do

Dept hChar ge. 3do
dgun. 3do

f mdmi sl . 3do
jefftest. 3do

m ssi |l e. 3do

m ssl el. 3do

m ssl e2. 3do

m ssl e3. 3do
nrgyshl a. 3do
nrgyshl b. 3do

pl asma. 3do
rocket . 3do

t or pedo. 3do

—pal ettes

GUI PAL. PAL
GUl PAL. PCX
PALETTE. ALP
PALETTE. LHT
PALETTE. PAL
PALETTE. SHD

——scripts




ARMACV. BOS
ARMACV. COB
ARVALAB. BOS
ARVALAB. COB
ARMAMD. BOS
ARVAMD. COB
ARMANNI . BOS
ARMANNI . COB
ARNMAP. BOS
ARVAP. COB
ARMARAD. BOS
ARVARAD. COB
ARVASER. BOS
ARMASER. COB
ARVASP. BOS
ARVASP. COB
ARMASY. BOS
ARNVASY. COB
ARVATLAS. BOS
ARMATLAS. COB
ARNVAVP. BOS
ARVAVP. COB
ARMBATS. BOS
ARVBATS. COB
ARVBRAWL. BOS
ARVBRAW.. COB
ARVBRTHA. BOS
ARVBRTHA. COB
ARMBULL. BOS
ARVBULL. COB
ARMCA. BOS
ARMCA. COB
ARMCARRY. BOS
ARMCARRY. COB
ARMCK. BOS

ARMESTOR. BOS
ARMESTOR. COB
ARVFAST. BOS
ARMFAST. COB
ARMFAV. BOS
ARNMFAV. COB
ARMFI DO. BOS
ARMFI DO. COB
ARVFI G BOS
ARMFI G COB
ARMFLASH. BOS
ARVMFLASH. COB
ARMFUS. BOS
ARMFUS. COB
ARMGATE. BOS
ARMGATE. COB
ARMGEQO. BOS
ARMGEO. COB



ARMVEBHI P. BOS
ARMVEBHI P. COB
ARMMSTCOR. BOS
ARMVSTOR. COB
ARMPEEP. BOS
ARVPEEP. COB
ARVPNI X. BOS
ARMVPNI X. COB
ARMPT. BOS
ARMPT. COB
ARMPW BOS
ARMPW COB
ARMRAD. BOS
ARMRAD. COB
ARMRL. BOS
ARVRL. COB
ARMRCCK. BOS
ARVROCK. COB
ARMROY. BOS
ARMROY. COB
ARVBAM BOS
ARVSAM COB
ARMSEER. BOS
ARVBEER. COB
ARMSI LO. BOS
ARMSI LO. COB
ARVBOLAR. BOS
ARVSOLAR. COB
ARVSONAR. BOS
ARVBONAR. COB
ARVSPI D. BOS
ARVSPI D. COB
ARNVSTUMP. BOS
ARVMSTUMP. COB
ARMSUB. BOS
ARNVBUB. COB
ARVSUBK. BOS
ARVMSUBK. COB
ARMSY. BOS
ARMSY. COB
ARMIHUND. BOS
ARMIHUND. COB
ARMT| DE. BOS
ARMTI DE. COB
ARMTL. BOS
ARMIL. COB
ARMISHI P. BOS
ARMTSHI P. COB
ARWADER. BOS
ARWADER. COB
ARWP. BCS
ARWP. COB









CORTRUCK. COB
CORTSHI P. BOS
CORTSHI P. COB
CORVALK. BOS
CORVALK. COB
CORVAMP. BOS
CORVAMP. COB
CORVENG. BOs
CORVENG. COB
CORVP. BOS
CORVP. COB
CORVRAD. BOS
CORVRAD. COB
CORVRCC. BOs
CORVROC. COB
CORW N. BOS
CORW N. COB
EXPTYPE. H
HELP. H

H TWEAP. H
ROCKUNI T. H
SFXTYPE. H
SMOKEUNI T. H
STATECHG. H
STDSCRPT. H
STDTANK. H
YARD. H

——sounds

ANNI . VAV
ANNI GUN1. WAV
ARNVSM_1. WAV
ARNMSM_2. VAV
ARVBM_3. WAV
ARNVSM_4. WAV
BEEP1. VAV
BEEP2. VAV
BEEP3. WAV
BEEP4. VAV
BEEP5. WAV
BEEP6. VAV
BERTHAL. WAV
BERTHA2. WAV
BERTHA3. VAV
BERTHA4. WAV

BOVBREL. WAV
BUI LD1. WAV
BUI LD2. WAV
BURNO1. WAV
BURNO2. WAV
BURNO3. WAV
BURNL. WAV
BURNLRG. WAV
BURNMED. WAV
BURNSM.. WAV
BUTMAI N. WAV
BUTMAI N1. WAV
BUTMAI N2. WAV
BUTMVAI N3. WAV
BUTMAI N4. WAV
BUTNAGRL. WAV

BUTNSI D3. WAV
BUTNSKI R WAV
BUTCOPTN. VAV

BUTSCROL. WAV




BUTSCRO2. WAV
BUTTNO1. WAV
BUTTNO2. WAV
BUTTNO6. WAV
BUTTONL. WAV
BUTTONLO. WAV
BUTTONL1. WAV
BUTTON12. WAV
BUTTONL3. WAV

CANZI P2. AV
CAPTUREL. VAV
CAPTURE2. WAV
CDOGGY. WAV
COVFI RE1. VAV
COVFI RE2. WAV
COUNT1. AV
COUNT2. AV
COUNT3. WAV
COUNT4. WAV
COUNT5. WAV
COUNT6. WAV
DEBRI S1. WAV

DEPTHS. WAV

DI SI GUNL. WAV
DOOM WAV
DRONEL. WAV
DRONE2. WAV
DRONE3. WAV
EMGPULS1. WAV
EMGPULSE. WAV
ENERGYNL. VWAV
ENERGYN2. VAV
EXPLODE. WAV
EXPLCODE2. WAV
FLAMHVY1. WAV
FLAMHVY2. WAV
FLAMVHVY3. WAV
FLAMLI T1. WAV
FLAMLI T2. WAV



FLAMLI T3. WAV
FUSI ON1. WAV
FUSI ON2. WAV
GEOTHRML. AV

KLOAK2. WAV
KLOAK2UN. VAV
LAVEBURN. VAV
LARGEGUN. WAV
LASER WAV
LASHI T. WAV
LASRCANL. WAV
LASRCANZ2. WAV
LASRFAST. WAV
LASRFI R1. WAV
LASRFI R2. WAV
LASRFI R3. WAV
LASRHI T1. WAV
LASRHI T2. WAV
LASRHI T3. WAV
LASRHVY1. WAV
LASRHVY2. WAV
LASRHVY3. WAV
LASRLI T1. WAV
LASRLI T2. WAV
LASRLI T3. WAV
LASRVASL. WAV
LASRVAS2. WAV
LASRVAS3. WAV
LASRSLOW WAV
LGHTHVY1. WAV
LOADAI R WAV
LOADWIRL. WAV
LOADWIR2. WAV
MECHANI . WAV
METALNOL. WAV
METALNOZ2. VAV
METLOFF1. WAV
METLOFF2. WAV
METLONL. VAV
METLONZ2. WAV
METLRUNL. VAV
METLRUNZ2. VAV
MEXCOFF1. WAV
MEXOFF2. WAV
MEXONL. WAV
MEXON2. WAV
MEXRUNL. VAV
MEXRUNZ. VAV
M SI CBML. WAV
M SI CBM2. WAV
M SI CBMB. WAV
M SLHVY1. WAV



M SLHVY2. WAV
M SLHVY3. WAV
M SLI TEL. WAV
M SLI TE2. WAV
M SLI TE3. WAV
M SSTARL. WAV
M SSTAR2. WAV
MOHOOFF1. WAV
MOHOOFF2. WAV
MOHOONL. WAV
MOHOON2. WAV
MOHORUNL. WAV
MOHORUNZ. WAV
NANLATHL. WAV
NANLATH2. WAV
PAI RACTV. WAV
PAI RWORK. WAV
PHASER. WAV
PLABACTV. VAV
PLABWORK. WAV
PLASHVY1. WAV
PLASMEDL. WAV
PLASSM_1. WAV
PSHPACTV. WAV
PSHPWORK. WAV
PVEHACTV. WAV
PVEHWORK. VAV

RANGE2. WAV
RECLAI ML. WAV
RECLAI M2. VAV
REPAI R1. WAV
REPAI R2. WAV



SERVTNY2. VAV
SHARMMOV. VAV
SHARNVSBEL. WAV
SHARVSTP. VAV
SHCORMOV. AV
SHCORSEL. WAV
SHCORSTP. VAV
SI NG WAV
SCLARL. VAV
SOLAR2. VAV
SONARL. VAV
SONAR2. VAV
SONARDEL. AV
SONARDE2. VAV
SONARJAM VWAV
SPI DER. VAV
SPLSLRG WAV
SPLSMED. WAV
SPLSSM.. VAV
STORMIL1. VAV
STORMTL2. WAV
STORNGY1. VAV
STORNGY2. WAV
SUARVMOV. WAV
SUARMSEL. AV
SUARMSTP. VAV
SUCORMOV. WAV
SUCORSEL. WAV
SUCORSTP. VAV
TARMMOVE. WAV
TARVSEL. WAV
TARMSTOP. WAV
TCORMOVE. WAV
TCORSEL. WAV
TCORSTOP. WAV
TI DEGENL. WAV
TI DEGEN2. WAV
TORPEDQL. WAV
TORPEDC2. WAV
TREEMED. WAV



XPLOSML4. WAV

——t extures
ARMBLDG. GAF
ARMCAMO. GAF
ARVSHI PS. GAF

ARWEH C. GAF
CORBLDG. GAF
CORCAMO. GAF
CORSHI PS. GAF
CORVEH C. GAF

——uni t pi cs

ARMAAP. PCX
ARMAC. PCX
ARMACA. PCX
ARMACK. PCX
ARNMACV. PCX
ARMALAB. PCX
ARMAMD. PCX
ARVANNI . PCX
ARMAP. PCX
ARMARAD. PCX
ARVASER. PCX
ARMASP. PCX
ARMASY. PCX
ARNVATLAS. PCX
ARMAVP. PCX
ARMBATS. PCX
ARVBRAWL. PCX
ARMBRTHA. PCX
ARMBULL. PCX
ARMCA. PCX
ARMCARRY. PCX
ARMCK. PCX
ARMCOM PCX
ARMCRCC. PCX
ARMCRUS. PCX
ARMCS. PCX
ARMCV. PCX
ARMDRAG. PCX
ARVMESTCOR. PCX




ARMFAST. PCX
ARMFAV. PCX
ARNVFI DO. PCX
ARMFI G PCX
ARMFLASH. PCX
ARMFUS. PCX
ARMGATE. PCX
ARMGEQ. PCX
ARMGUARD. PCX
ARVHAM PCX
ARVHAVK. PCX
ARVHLT. PCX
ARMIAM PCX
ARMIETH. PCX
ARMLAB. PCX
ARMLANCE. PCX
ARMLLT. PCX
ARVMAKR. PCX
ARMVART. PCX
ARMVERL. PCX
ARMMVEX. PCX
ARMMOHO. PCX
ARMVEBHI P. PCX
ARMMSTCOR. PCX
ARMNI X. PCX
ARVPEEP. PCX
ARVPNI X. PCX
ARMPT. PCX

Ar mPW PCX
ARVRAD. PCX
ARMRL. PCX
ARMROCK. PCX
ARNMROY. PCX
ARVMSAM PCX
ARMSEER. PCX
ARMBI LO. PCX
ARVMSOLAR. PCX
ARMSONAR. PCX
ARNVSBPI D. PCX
ARMSTUMP. PCX
ARMSUB. PCX
ARNVBUBK. PCX
ARMSY. PCX
ARMIHUND. PCX
ARMT1 D. PCX
ARMTI DE. PCX
ARMTL. PCX
ARMTISHI P. PCX
ARWADER. PCX
ARWP. PCX
ARWRAD. PCX
ARMW N. PCX
ARMZEUS. PCX
CORAAP. PCX
CORAC. PCX
CORACA. PCX
CORACK. PCX
CORACV. PCX
CORAK. PCX
CORALAB. PCX
CORAP. PCX
CORAPE. PCX
CORARAD. PCX



CORCRUS. PCX
CORCS. PCX
CORCV. PCX
CORDOOM PCX
CORDRAG. PCX
CORESTOR. PCX
CORETER. PCX
CORFAV. PCX
CORFI NG PCX
CORFI NK. PCX
CORFMD. PCX
CORFUS. PCX
CORGATE. PCX
CORGATOR. PCX
CORGEQ. PCX
CORGOL. PCX
CORHLT. PCX
CORHURC. PCX

CORMOHO. PCX
CORIVBHI P. PCX
CORMSTOR. PCX
CORPT. PCX
CORPUN. PCX
CORPYRO. PCX
CORRAD. PCX
CORRAI D. PCX
CORREAP. PCX
CORRL. PCX
CORROACH. PCX
CORROY. PCX
CORSEAL. PCX
CORSHAD. PCX
CORSHARK. PCX
CORSI LO. PCX
CORSOLAR. PCX
CORSONAR. PCX
CORSPEC. PCX
CORSTORM PCX
CORSUB. PCX
CORSY. PCX
CORTHUD. PCX
CORTI DE. PCX
CORTI TAN. PCX
CORTL. PCX
CORTSHI P. PCX
CORVALK. PCX
CORVAMP. PCX
CORVENG. PCX
CORVP. PCX
CORVRAD. PCX
CORVRCC. PCX
CORW N. PCX

—units
ALLUNI TS. XLS
ARMAAP. FBI
ARVACA. FBI
ARNMACK. FBI
ARMACV. FBI
ARMALAB. FBI

ARVASP. FBI




ARVASY. FBI
ARVATLAS. FBI
ARVAVP. FBI
ARMBATS. FBI
ARVBRAWL. FBI
ARVBRTHA. FBI
ARMBULL. FBI
ARMCA. FBI
ARMCARRY. FBI
ARMCK. FBI
ARMCOM FBI
ARMCRCC. FBI
ARMCRUS. FBI
ARMCS. FBI
ARMCV. FBI
ARVDRAG. FBI
ARMESTCR. FBI
ARMFAST. FBI
ARMFAV. FBI
ARNFI DO. FBI
ARVFI G FBI
ARMFLASH. FBI

ARMIETH. FBI
ARNMLAB. FBI
ARNMLANCE. FBI
ARMLLT. FBI
ARVMAKR. FBI
ARVMART. FBI
ARMVERL. FBI
ARMVEX. FBI
ARVMOHO. FBI
ARMVEHI P. FBI
ARMVETCR. FBI
ARVPEEP. FBI
ARVPNI X. FBI
ARMPT. FBI
ARVPW FBI
ARMRAD. FBI
ARNRL. FBI
ARVROCK. FBI
ARMROY. FBI
ARVBAM FBI
ARVSEER. FBI
ARMSI LO. FBI
ARVSCLAR. FBI
ARVBONAR. FBI
ARVSPI D. FBI
ARMSTUMP. FBI
ARVBUB. FBI
ARVSUBK. FBI
ARMSY. FBI
ARMIHUND. FBI
ARMT| DE. FBI
ARMTL. FBI
ARMTSHI P. FBI
ARWADER. FBI
ARWP. FBI
ARMA N. FBI
ARMZEUS. FBI
BUI LDALL. BAT
CORAAP. FBI
CORACA. FBI
CORACK. FBI
CORACV. FBI
CORAK. FBI



CORALAB. FBI
CORAP. FBI
CORAPE. FBI
CORARAD. FBI

CORSOLAR. FBI
CORSONAR. FBI
CORSPEC. FBI
CORSTORM FBI
CORSUB. FBI
CORSY. FBI
CORTHUD. FBI
CORTI DE. FBI
CORTI TAN. FBI
CORTL. FBI
CORTRUCK. FBI
CORTSH! P. FBI
CORVALK. FBI
CORVAMP. FBI
CORVENG. FBI
CORVP. FBI
CCORVRAD. FBI
CORVRCC. FBI



CORW N. FBI
FBI 2XLS. PL
MAKEXLS. BAT
Mor e. t xt
XLS2FBI . PL

weapons
CANNONS. TDF
FI RES. TDF
LASERS. TDF
METEORS. TDF
M SSI LES. TDF
ROCKETS. TDF
UNI TS. TDF
VEAPONS. TDF



Tot al a2. hpi Contents

—

TOTALA2. HPI

—-bi t maps
ARMBKG. PCX
arngui bottile. pcx
arngui si detile. pcx
arngui toptile. pcx
batt| er oon®. pcx
battlestart. pcx
BUTTONS2. PCX
CDLO&256. PCX
CONSOLE. PCX
COREBKG. PCX
cor ecanp0. PCX
cor ecanpl. pcx
corgui bottile.pcx
corgui sidetile.pcx
corguitoptile. pcx
creat enew. pcx
DHELP. PCX
DLoadgane?2. pcx
DLoadLi st. pcx
DRESTART. PCX
DSavegane?2. pcx
DSaveli st. pcx
DSel ect map2. pcx
DVI EWVAP. PCX
ENDCAMP. PCX
FAI LURE. PCX
FRONTBG. PCX
Fr ont bgol d. pcx
Front end1F. PCX
Fr ont endX. pcx
GROWMMVETS. PCX
Hat t f ont 10. PCX
Hatt font 11. PCX
| GBut t ons. pcx
| GVBRI EF. PCX
| GOPTOX. PCX
1 GOPT1X. PCX
I gopti nt x. pcx
i gopti onsTEMP. PCX
| gopt nusx. pcx
| gopt soux. pcx
| gopt TEMP. pcx
| gopt vi sx. pcx
| GPATCH. PCX
I nst al | gane. pcx
I nstal | gameJ. pcx
I nstall gl am pcx
LOADBAR. PCX
Loadgane2bg. pcx
LOGOTEST. BWP
nbri ef arm pcx
nbri ef cor. pcx
M ssi on02W n. PCX
M ssi on02W n2. PCX
M ssi on02W nBW pcx
newcanpai gn4. pcx
newcanpai gn4x. pcx
newcanpl ogos. pcx
Opt I nt er f ace4x. pcx
Opt i ons4x. pcx
Opt nusi c4x. pcx
Opt Sound4x. pcx
Opt Vi sual 4x. pcx




pl ayanygane4. pcx
Pl aygane2. pcx

Pl aygane2J. pcx

pr essedbone. PCX
PREVI EW PI X
SAVEGAME. PCX

sel connect 2. pcx
sel ect game2x. pcx
SI NGLEBG. PCX

Ski rnset up4x. pcx
SVALLDOG. BMP

smal | _cavedog_| ogo. pcx
st agebut t ons. pcx
STAR. PCX

TEMP. PCX

t emptrans. pcx

Tl TLSCRN. PCX

Uni t Restrict. pcx
Uni t Restrict4x. pcx
Uni t Restrict 5x. pcx

——maps
Anteer Strait.ota
Anteer Strait.tnt
Ashap Pl at eau. ota
Ashap Pl at eau. tnt
Caldera's RRmota
Caldera's Rimtnt
Coast To Coast.ota
Coast To Coast.tnt
Dark Side.ota

Dark Side.tnt
Etorrep G acier.ota
Etorrep @ acier.tnt
Evad Ri ver Confluence. ota
Evad Ri ver Confl uence.tnt
Fox Hol es.ota

Fox Hol es. t nt

Ful | Moon.ota

Ful | Moon. t nt

Gods of War.ota
Cods of War.tnt
Great Divide.ota
Great Divide.tnt

G eenhaven. ot a
Greenhaven. t nt
Hundred |sles.ota
Hundred |sles.tnt
Kill The M ddle.ota
Kill The Mddle.tnt
King of the Hll.ota
King of the Hll.tnt
Lava & Two Hills.ota
Lava & Two Hills.tnt
Lava Alley.ota

Lava Alley.tnt

Lava Hi ghground. ot a
Lava Hi ghground. t nt
Lava Mani a.ota

Lava Mani a. tnt

Lava Run. ota

Lava Run.tnt

Met al Heck. ot a

Met al Heck. tnt

MULTI PLAY. TDF

Over Crude Water.ota
Over Crude Water.tnt
Pai nted Desert.ota
Pai nt ed Desert.tnt

Pi ncushi on. ota

Pi ncushi on. t nt

Red Hot Lava.ota

Red Hot Lava.tnt



Red Pl anet.ota

Red Pl anet . tnt

Red Triangl e.ota
Red Triangle.tnt
Ring Atoll.ota

Ring Atoll.tnt

Rock Alley.ota

Rock Alley.tnt

Seven | sl ands. ota
Seven | sl ands. t nt
SHERWOOD. OTA
SHERWOOD. TNT

Shore to Shore.ota
Shore to Shore.tnt
The Cold Pl ace.ota
The Cold Pl ace.tnt
The Desert Triad.ota
The Desert Triad.tnt
The Pass. ota

The Pass. tnt

Two Continents.ota
Two Continents.tnt
Yerrot Mountains.ota
Yerrot Mountains.tnt

HPI File Format Docunent ati on

(from JoeD)

Warning: This is intended for use by people that already know what they're
doi ng.

I"'ma C programmer, so |I'm doing things in C notation here, but I'Il try
to explain it so that those of you that don't speak C

will be able to understand. If you don't wunderstand, wite ne at
joed@ws.org and I'Il try to clear things up

I'"'malso a big believer in exanples, so |I'll be wal king you through an HPI

file as I explain.

The first part of the file is a header. Except for the copyright
statenent at the end, this is the only unencrypted portion of the

file. The header |ooks like this:

typedef struct _HPI Header {

| ong HPI Mar ker ; [* "HAPI' */

| ong SaveMar ker ; /[* '"BANK if saved ganmed */

long DirectorySi ze; /* The size of the directory */

| ong Header Key; /* Decrypt key */

long Start; /* File offset of directory */
} HPI Header;

Here's a hex dunp of a sanpl e header

00000000 48 41 50 49 00 00 01 00 24 02 00 00 7D 00 00 00 HAPI . . ..
...} ..

00000010 14 00 00 0O

Taken i ndi vi dual | y:

HPI Mar ker This is just a narker. The value is
al ways HAPI in ASClI. In hex, it's
0x49504148.




SaveMar ker If it's a saved gane, the value is
BANK in ASCI|, or Ox4B4E4142 in hex.
Save gane files are something of a
speci al case, and | haven't done mnuch
to try to decode those. The value in
normal HPlI files is 0x00010000, but I
have no idea if this nmeans anything.
I just check for BANK, and ignore it
ot herwi se.

DirectorySi ze This is the size of the directory
contained in the HPlI file. Here, the
value is 0x224, or 548 bytes. Thi s
i ncludes the size of the header

Header Key The decryption Kkey. Its value is
0x0000007D. More on this later.

Start The offset in the file where the
directory starts. I have yet to see
one that didn't start imediately

after the header at offset O0x14, but
you never Kknow.

Now we know enough to read the directory. But first, a small
i npl ementation note. Instead of allocating a buffer of DirectorySize
bytes and then reading the directory into it, allocate a buffer of
DirectorySi ze bytes, and read DirectorySi ze-Start bytes into the buffer

at position Start. This is because the directory contains pointers, but
the pointers are relative to the start of the file, not the start
of the directory. By noving the directory down Start bytes into the

buffer, we sinmplify the program |If we didn't do this, we'd have to
subtract Start fromevery offset, and that would be a royal pain.

Now some of you are undoubtedly | ooking at an HPI file with a hex dunp
program and saying "That sure doesn't look like a directory to me!" Well,
you're right. That's because it's encrypted.

To decrypt it, first calculate the decryption key from the HeaderKey
vari abl e:

Key = NOT ((HeaderKey * 4) OR (HeaderKey >> 6))
Doi ng this on the 0x0000007D, you get FFFFFEOA (I think).

Here is the C code for the decryption routine. Since everything in the
file is encrypted, | found it easier to conbine the read and decryption
functions into one.

i nt ReadAndDecrypt(int fpos, char *buff, int buffsize)

/*

Read "buffsize" bytes from the HPI file at position "fpos" into "buff",
and t hen decrypt it.

*/

{

int count;



int tkey;
int result;

/[* first, position the file */
fseek(HPIFile, fpos, SEEK SET);

/* read the data into buff */
result = fread(buff, 1, buffsize, HPIFile);

/* for each character in buff... */
for (count = 0; count < buffsize; count++) {

/* conmpute tkey = (fpos + count) XOR Key */
tkey = (fpos + count) ”~ Key;

/* and then decode the character:
buf f[count] = tkey XOR (NOT buff[count]) */
buf f[count] = tkey ~ ~buff[count];

}

/* result is the nunber of bytes actually read in,
and should be equal to buffsize */
return result;

}

Note that the position of the byte in the file (fpos+count) is used to
decrypt.

And here is a decoded directory to nake it easy to follow Note that |
| oaded the actual directory starting at offset 0x14, so that the
first Ox14 bytes are all zeros. See the inplenmentation note above.

Al'l nunbers here are 32-bit integers, ie "longs

00000000 00 00 OO 00 OO 00 00 OO 00 OO 00 00 00 00 00 OO  ................
00000010 00 00 00 00 08 00 00 00 1C 00 00 00 64 00 00 OO  ............ d...
00000020 6A 00 00 00 01 97 00 00 00 A0 00 00 00 01 C6 00  j...............
00000030 00 00 CF 00 00 00 01 13 01 00 00 1D 01 00 00 O1  ................
00000040 66 01 00 00 6E 01 00 00 01 94 01 00 00 9D 01 00 f...n...........
00000050 00 01 C3 01 00 00 C9 01 00 00 01 EF 01 00 00 F7 ................
00000060 01 00 00 01 61 6E 69 6D 73 00 01 00 00 00 72 00 ....aninms. .. .. r.
00000070 00 00 7B 00 00 OO 8E 0O 00 OO0 00 61 72 6D 66 6C ..{........ ar nf
00000080 61 6B 5F 67 61 64 67 65 74 2E 67 61 66 00 24 02 ak_gadget . gaf . $.
00000090 00 00 D8 2D 00 00 01 64 6F 77 6E 6C 6F 61 64 00 ...-...downl oad.
000000A0 01 00 00 00 A8 00 00 00 B1 00 00 00 BD 00 00 OO0  ................
000000B0 00 41 52 4D 46 4C 41 4B 2E 54 44 46 00 61 28 00 . ARMFLAK. TDF. a( .
000000C0 00 01 01 00 00 01 66 65 61 74 75 72 65 73 00 01  ...... features.
000000D0 00 00 00 D7 00 00 00 EO 00 00 00 E8 00 00 00 01  ................
000000EO0 63 6F 72 70 73 65 73 00 01 00 00 OO FO 00 00 00 corpses.........

000000F0 F9 00 00 00 OA 01 00 00 00 61 72 6D 66 6C 61 6B ......... arnf | ak
00000100 5F 64 65 61 64 2E 74 64 66 00 E3 28 00 00 68 02 _dead.tdf..(..h.
00000110 00 00 01 6F 62 6A 65 63 74 73 33 64 00 02 00 00 ...0bjects3d....
00000120 00 25 01 00 00 37 01 00 00 43 01 00 00 00 4C 01 . %..7...C....L
00000130 00 00 5D 01 00 00 00 61 72 6D 66 6C 61 6B 2E 33 .]....arnflak.3

00000140 64 6F 00 39 2A 00 00 7B 14 00 00 01 61 72 6D 66 ao.g*..{....anﬂ
00000150 6C 61 6B 5F 64 65 61 64 2E 33 64 6F 00 C9 34 00 | ak_dead. 3do. . 4.

00000160 00 1A 11 00 00 01 73 63 72 69 70 74 73 00 01 0O ...... scripts..
00000170 00 00 76 01 00 00 7F 01 00 00 8B 01 00 00 00 41 Ve A
00000180 52 4D 46 4C 41 4B 2E 43 4F 42 00 67 3F 00 00 E4 RVFLAK. COB. g?. .
00000190 09 00 00 01 75 6E 69 74 70 69 63 73 00 01 00 00 ....unitpics...
000001A0 00 A5 01 00 00 AE 01 00 OO BA 01 00 00 00 41 52 .............. AR

000001B0 4D 46 4C 41 4B 2E 50 43 58 00 B4 42 00 00 91 25 MFLAK. PCX. . B. .. %
000001CO 00 00 01 75 6E 69 74 73 00 01 00 00 00 D1 01 00 L..units. L



00000100 00 DA 01 00 00 E6 01 00 00 00 41 52 4D 46 4C 41  .......... ARMFLA
000001EQ 4B 2E 46 42 49 00 89 63 00 00 39 05 00 00 01 77 K. FBI..c..9....w
000001F0 65 61 70 6F 6E 73 00 01 00 00 00 FF 01 00 00 08 eapons..........
00000200 02 00 00 1B 02 00 00 00 61 72 6D 66 6C 61 6B 5F ........ arnf | ak
00000210 77 65 61 70 6F 6E 2E 74 64 66 00 2D 67 00 00 42  weapon.tdf.-g..B
00000220 02 00 00 01
Let's get started..
00000010 00 00 00 00 08 00 00 00 1C 00 00 00 64 00 00 00  ............ d.
ANNNNNNNNNN ANANNNNNNNNAN
At offset Ox14, you see the number O0x8. This is the nunber of entries in
the directory. G abbing the next 32-bit nunber at
of fset 0x18, you get Ox1C. This is the offset of a list of directory
entries. In this case, there are 8 entries in the list. The format of an
entry is:

typedef struct _HPIEntry {
| ong NameCOf f set; /* points to the file nane */
| ong DirDataCrfset; /[* points to directory data */

char Fl ag; [* file flag */

} HPIEntry;

NameOr f set Pointer to the file nane. This is
a O-termnated string of varying
| engt h.

Di r Dat aCf f set Pointer to the directory data for
the file. The actual data varies
dependi ng
on whether it's a file or a
subdirectory

Fl ag If this is 1, the entry is a
subdirectory. If it's 0, it's a
file.

Looki ng at offset 0x1C, we see:

00000010 64 00 00 00 ............ d.

00000020 6A 00 00 00 01 97 00 00 00 A0 00 00 00 01 C8 00  j...............

00000030 00 00 CF 00 00 00 01 13 01 00 00 1D 01 00 00 01  ................

00000040 66 01 00 00 6E 01 00 00 01 94 01 00 00 9D 01 00 f...n...........

00000050 00 01 C3 01 00 00 C9 01 00 00 01 EF 01 00 00 F7  ................

00000060 01 00 00 01

The 8 entries are:

0x064, O0x06A, 1

0x097, OxO0A0, 1

0x0C6, OxOCF, 1

0x113, Ox11D, 1

0x166, Ox16E, 1

0x194, 0x19D, 1

0x1C3, 0x1C9, 1

Ox1EF, Ox1F7, 1



Let's look at the first entry. The Flag is 1, so it's a subdirectory. At
of fset 0x64, we see:

00000060 01 00 00 01 61 6E 69 6D 73 00 01 00 00 00 72 00 ....aninms..... r.
NNNNNNNANNNNNNNNNNN

or "anins'. This is the name. Since this is a subdirectory, offset Ox6A

contains the nunber of entries in the subdirectory,

followed by a pointer to the first entry. This is exactly like the

count/pointer pair at 0x14 that got us started. Think recursion

00000060 01 00 00 01 61 6E 69 6D 73 00 01 00 00 00 72 00 L...anins..... r.

ANNNANNNNNNNAN ANNNAN

00000070 00 00 7B 00 00 00O 8E 0O 00 00 00 61 72 6D 66 6C ..{........ ar nf

NANNNNAN

The nunber at offset Ox6A is a 1, indicating that there's only 1 file in
this subdirectory. Ox6E contains the offset of the first
(and only) entry in the subdirectory, which is:

0x7B, Ox8E, O

The O indicates that this is a file. Looking at offset 0x7B, we see:

00000070 00 00 7B 00 00 00 8E 00 00 00 00 61 72 6D 66 6C ..{........ ar nf

ANNNNNNNNNNNNN

00000080 61 6B 5F 67 61 64 67 65 74 2E 67 61 66 00 24 02 ak_gadget . gaf . $.

ANNNANNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

or "arnflak _gadget.gaf'. This is the nane of the first (and only) file in
the "anins' subdirectory. Since this is a file, the data at offset

Ox8E is a little different.

There are 3 itens here instead if one:

typedef struct _HPIFileData {

| ong DataCf f set; /* starting offset of the file */
Il ong Fil eSi ze; /* size of the deconpressed file */
char Fl ag; [* file flag */
} HPIEntry;
Dat aOf f set This is the offset in the HPI file
that this file starts at.
FileSize This is the deconpressed file size.
Wien you extract the file, it

shoul d be this many bytes |ong.

Fl ag | f this is 1, the file is
conpressed with LZ77 conpression

If it's 2, it's conpressed wth
ZLIb conpression. If it's 0, it's
not conpressed at all. This is the
format used by the unit viewer

00000080 61 6B 5F 67 61 64 67 65 74 2E 67 61 66 00 24 02 ak_gadget . gaf . $.

ANNNNAN

00000090 00 00 D8 2D 00 00 01 64 6F 77 6E 6C 6F 61 64 00 ...-...downl oad.

ANNNAN ANANNNNNNNNAN AN



Looking at offset Ox8E, we see that the three itenms are:

0x224, 0x2DD8, 1

If you recall, the directory size was 0x224 bytes. This says the file
starts at the first offset after the directory, which nakes sense and neans
we're interpreting things correctly. This also says that the extracted

file should be 0x2DD8 (or 11, 736) bytes | ong.

At this point, we know enough to actually traverse the directory tree in

the HPI file. Here's a recursive pseudocode function to do it. The
initial call
toit would be 'TraverseTree(".", Header.Start)"'.

TraverseTree(string ParentNanme, int offset)

Entries = Directory[offset]
EntryCOfifset = Directory[of fset +4]

for count = 1 to Entries
NanmeOf fset = Directory[EntryOfifset]
DataCf fset = Directory[ EntryCffset +4]
Flag = Directory[ EntryO f set +8]
Name = Parent Name+"\"+Di rect ory[ NameOf f set ]

print "Processing ", Name

if Flag = 1

TraverseTree(Nane, DataCffset) <- recursion!
el se

ProcessFi |l e(Name, DataOf fset)
End | f

EntryOfset = EntryOffset + 9
Next Count

If you code this up in your |anguage of choice and run it, it should print
sonmething like this: (if you haven't guessed al ready,

the file I"'musing as an exanple is the "Arm Fl akker" unit's afl akker.ufo
file)

.\anins

.\ani ns\ arnf | ak_gadget . gaf

.\ 'downl oad

.\ downl oad\ ARMFLAK. TDF
.\features
.\features\corpses
.\features\corpses\arnfl ak_dead. t df
.\ obj ects3d

.\ obj ects3d\arnfl ak. 3do

.\ obj ects3d\arnfl ak_dead. 3do
.\scripts
.\'scri pt s\ ARMVFLAK. COB
.\unitpics

.\ uni t pi cs\ ARMFLAK. PCX
A\units



.\uni t s\ ARMFLAK. FB
.\ weapons
.\ weapons\ ar nf | ak_weapon. t df

At this point, | urge you to go look at that directory hex dunp and
traverse the thing by hand until it nakes sense.

I can hear you now. "What the heck is that 'ProcessFile' function?" It
decodes the file. 1'Il explainin a bit.

But first, here's a list of the various files in this HPI file, and their
starting offsets.

If you don't understand where | got the starting offsets, go reread the
directory hex dunp until you do.

ani ms\ ar nf | ak_gadget . gaf 0x0224
downl oad\ ARMFLAK. TDF 0x2861
features\corpses\arnfl ak_dead. t df 0x28E3
obj ect s3d\ ar nf | ak. 3do 0x2A39
obj ect s3d\ arnf| ak_dead. 3do 0x34C9
scri pt s\ ARMFLAK. COB 0x3F67
uni t pi cs\ ARMFLAK. PCX 0x42B4
uni t s\ ARMFLAK. FBI 0x6389
weapons\ ar nf | ak_weapon. t df 0x672D
Because it's a short file, and because it decodes to readable text, |I'm

going to use the ARMFLAK. TDF file as the exanple.

If the file was not conpressed at all, then the file is just inserted into
the HPI file as one big chunk

But if it is...

This is where the -REAL- fun begins. I'm going to take it slow here
because I'mstill half figuring it out nyself (witing this
has actually nmade ne realize sone things that | hadn't before).

When the file was conpressed, it was broken up into chunks of 64K (65536)
byt es each, plus one nore chunk to hold anything | eft over. Each chunk

was then conpressed. Note that some chunks are |arger when conpressed
than deconpressed, which nmeans that some conpressed chunks can be | arger

t han 64K.

The total nunber of chunks in the file can be obtained by the follow ng
fornul a:

chunks = Entry. FileSize / 65536
if (Entry.FileSize nod 65536) <> 0
chunks = chunks + 1

The offset in the directory points to a list of 32-bit nunbers that are
the conpressed sizes of each conpressed chunk of data.

Following the list of sizes are the actual conpressed chunks of data.
In this HPI file, each file has only one chunk, but the totalal.hpi file

contains sone files with a dozen or so, and the hpi files on the CDs have
files in themw th over a hundred.



Going to offset 0x2861, we read in a chunk o'data and decrypt it to find

this:

00002860 7E 00 00 00 53 51 53 48 02
00002870 01 01 00 00 FE 36 00 00 20 5B
00002880 64 64 94 5D 49 5D 11 14 29 7B
00002890 64 54 34 41 79 6C 9C 71 81 83
000028A0 43 D1 42 54 9A A5 A8 AA AF BO
000028B0 B1 82 72 34 79 B8 BO BD DD A3
000028C0 98 92 C2 CF 98 EB 9D EO 56 BF
000028D0 B5 C3 9F B8 EB B9 BE 7D 4F C7

000028E0 DO D2 90

The deconpressed file size of
that there's only one chunk.

ARMFLAK. TDF is 257 bytes. This tells us
The size of this chunk is Ox7E bytes.

chunk itself immediately follows.

Each chunk | ooks |i ke this:

typedef struct _HPI Chunk {
| ong Mar ker;
char Unknowni;
char ConpMet hod;
char Encrypt;
| ong ConpressedSi ze;
| ong DeconpressedSi ze;

/*

/*
/*
/*
/*

6B 00 00 00 .~...SQSH...k...
4E 55 3C OE  ..... 6.. [QNUK.
18 55 6E 75 dd.]1]..){.& Unu
59 49 CB 4D dT4Ayl.q...;Yl .M
61 AC6DBO C.BT....... da. m
ES 86 AC 89 ..rdy...........
AB 5F A8 96  ........ V..o. ..
2F DL 4CDL  ....... yo /7L

al ways 0x48535153 (SQSH) */

1=LZ77, 2=ZLib */

is the bl ock encrypted? */

the I ength of the conpressed data */
the I ength of the deconpressed data */

| ong Checksum /* Checksum */
char data[]; [* ' ConpressedSi ze' bytes of data */
} HPI Chunk;
Mar ker This is the start-of-chunk marker,
and is always 0x48535153 (ASClI
'SQsH ).
Unknownl I know not what this is for. It's
al ways 0x02.
Maybe some sort of version nunber?
ConmpMet hod This is the conpression nethod.
It's 1 for Lz77, 2 for ZLib.
Encr ypt This tells whether the block is

encrypted a second tine. See
bel ow.

Conpr essedSi ze

This is the size of the conpressed
data in the chunk. Ox6B bytes.

Deconpr essedSi ze

Thi s is t he si ze of t he
deconpressed data in the chunk.
0x101 bytes.

Checksum
This is a checksum of the data.
It's merely the sum of all the
byt es of
data (treated as unsigned nunbers)
added toget her

dat a The actual conpressed data in the




chunk. ConpressedSi ze (0x6B) bytes
of it.

Let's | ook at the data.

00002870 20 5B 51 49 4E 55 3C OE  ..... 6.. [Q NK

00002880 64 64 94 5D 49 5D 11 14 29 7B D5 26 18 55 6E 75 dd.]1]..){.& Unu

00002890 64 54 34 41 79 6C 9C 71 81 83 8B 3B 59 49 CB 4D dT4Ayl.qg...;Yl. M

000028A0 43 D1 42 54 9A A5 A8 AA AF BO B8 64 61 AC6D B0 C.BT....... da. m

000028B0 Bl 82 72 34 79 B8 BO BD DD A3 82 81 E8 86 AC 89  ..rdy...........

000028C0 98 92 C2 CF 98 EB 9D EO 56 BF A2 6F AB 5F A8 96  ........ V..o. .

00002800 B5 C3 9F B8 EB B9 BE 7D 4F C7 5F CE 2F D1 4C D1 ....... }o _./.L.

000028E0 DO D2 90

Doesn't look like nuch, does it. That's because (YOU GUESSED IT!) it's
encrypted yet again! Note: the checksumis cal cul ated BEFORE this
decryption.

The '"Encrypt' field in the HPI Chunk header is set to 1 to indicate that
this decryption needs to be done.

To decrypt, do this (nore pseudocode):

for x = 0 to ConpressedSi ze-1
data[x] = (data[x] - Xx) XOR x
next x

Thi s gives us:

00002870 20 5B 4D 45 4E 55 30 00 [ MENUWO.
00002880 54 52 80 59 31 5D 0D OA 09 7B D1 00 10 55 4E 49 TR Y1]...{...UN
00002890 54 22 00 3D 41 52 60 4D 41 43 4B 3B 11 01 83 01 T'. =AR MACK; . ...
000028A0 33 81 32 02 42 55 54 54 4F 4E B4 02 19 42 01 4E 3.2.BUTTON...B.N
000028B0 41 70 02 C2 01 46 4C 41 DD 23 02 7D EO 04 20 05 Ap...FLA #.}..

000028C0 18 00 32 CF 00 D3 01 DE 56 3F 02 4F 03 5F 04 68 20 V2. O._.h
00002800 05 33 1F 06 D3 01 3E 41 8F 07 9F 08 AF 09 80 OD .3....>A .......
000028E0 00 00 4C .. L

Wyohoo! Look! Readable word fragnents! But renmenber, the chunk is stil
conpr essed

In this case, the block is conmpressed with LZ77, since CompMethod is 1.

The conpression algorithm is a very basic sliding w ndow conpression
schene from the LZ77 famly using a 4095 byte history and nmatches from 2
to 17

bytes | ong.

The first byte is kind of a "tag" byte which determines if the next eight
pi eces of data are literal bytes or history matches. Starting with the
| east-significant bit, this tag byte is scanned to figure out what to do.

When the current bit is a zero, the next byte of the input is transferred
directly to the output and added to end of the history buffer

When the current bit is a one, the next two bytes taken fromthe input are
used as a offset/length pair. The upper 12 bits are the offset into the
history buffer and the lower 4 bits are the [ength. If the offset is
zero, the end of the input data has been reached and the deconpressor
sinmply exits.



Since we can assune that there will be no matches with a Iength of zero or
only one byte, any match is a nimnmumof two bytes so we just add two
to the length which extends our range fromO0-15 to 2-17 bytes.

The match is then copied from the history buffer to the output and also
added onto the end of the history buffer to keep it in sync with the
out put .

When all eight bits of the tag byte have been used, the mask is reset and
the next tag byte is | oaded.

Here is sone deconpress code:

int Deconmpress(char *out, char *in, int |en)

{

/*

Deconpress buffer "in" of size "len" into buffer "out" (previously allocated) returns the
nunber of deconpressed bytes.

*/

int x;
int outbufptr;

int nask;

int tag;

int inptr;

int outptr;

int count;

int done;

char W ndowf 4096] ;
int inbufptr;

for (x = 0; x < len; x++) {
in[x] = (in[x] - x) ™ x;

done = FALSE;

inptr = 0;

outptr = 0;
outbufptr = 1;
mask = 1,

tag = in[inptr++];

while (!done) {
if ((mask & tag) == 0) {

out[outptr++] = in[inptr];
W ndow out bufptr] = in[inptr];
outbufptr = (outbufptr + 1) & OxFFF;
i nptr++;
el se {
count = *((unsigned short *) (in+inptr));
inptr += 2;

i nbuf ptr = count >> 4;
if (inbufptr == 0)
return outptr;
el se {
count = (count & OxOf) + 2;
if (count >= 0) {
for (x = 0; x < count; x++) {
out[outptr++] = Wndow inbufptr];
W ndow out buf ptr] = Wndow{inbufptr];
i nbuf ptr = (inbufptr + 1) & OxFFF;
outbufptr = (outbufptr + 1) & OxFFF;
}



}
}
}
mask *= 2;
if (mask & 0x0100) {
mask = 1;
tag = in[inptr++];
}
}

return outptr;

}
When fed the data, the routine spits out:

00000000 5B 4D 45 4E 55 45 4E 54 52 59 31 5D 0D OA 09 7B [ MENUENTRY1]...{
00000010 OD OA 09 55 4E 49 54 4D 45 4E 55 3D 41 52 4D 41 ... UNI TMENU=ARNA
00000020 43 4B 3B 0D OA 09 4D 45 4E 55 3D 33 3B 0D OA 09 CK; ... MENU=3; . ..
00000030 42 55 54 54 4F 4E 3D 33 3B 0D OA 09 55 4E 49 54 BUTTON=3; ... UNIT
00000040 4E 41 4D 45 3D 41 52 4D 46 4C 41 4B 3B 0D OA 09 NAMVE=ARMFLAK; . . .
00000050 7D OD OA OD OA 5B 4D 45 4E 55 45 4E 54 52 59 32 }. ... [ MENUENTRY2
00000060 5D OD OA 09 7B OD OA 09 55 4E 49 54 4D 45 4E 55 ]...{...UNITMENU
00000070 3D 41 52 4D 41 43 56 3B OD OA 09 4D 45 4E 55 3D =ARMACVY; ... MENU=
00000080 33 3B 0D OA 09 42 55 54 54 4F 4E 3D 33 3B 0D OA  3;...BUTTON=3; ..
00000090 09 55 4E 49 54 4E 41 4D 45 3D 41 52 4D 46 4C 41 . UNI TNAME=ARMFLA
000000A0 4B 3B OD OA 09 7D OD OA OD OA 5B 4D 45 4E 55 45 Ki...}....[ MENUE
000000BO 4E 54 52 59 33 5D 0D OA 09 7B 0D OA 09 55 4E 49 NTRY3]...{...UN
000000CO0 54 4D 45 4E 55 3D 41 52 4D 41 43 41 3B 0D OA 09 TMENU=ARMACA; . . .
000000D0 4D 45 4E 55 3D 33 3B 0D OA 09 42 55 54 54 4F 4E  MENU=3;...BUTTON
000000EO0 3D 33 3B 0D OA 09 55 4E 49 54 4E 41 4D 45 3D 41 =3; ... UNI TNAME=A
000000F0 52 4D 46 4C 41 4B 3B OD OA 09 7D OD OA OD OA OD RMFLAK;...}.....
00000100 OA

Yay! Clear decoded text. Wite this chunk out, and go get the next one
When there are no nore chunks, close the file, and go process the next one.

To reconpress, do sonething like the foll ow ng:

VWH LE | ook ahead buffer is not enpty
find a match in the window to previously output data
IF match length > mninum match | ength
out put reference pair
nove the wi ndow match length to the right
ELSE
out put wi ndow first data item
nove the wi ndow one to the right
ENDI F
END

I f ConpMethod is 2, use ZLib conpression to deconpress the block. You can
get the zlib source code fromthe zlib hone page at
http://ww. cdrom com pub/infozip/zlib/

FBI Commmuands

— |

By Marti D@wrl dnet. att. net

In the FBI tables, “0” neans “off”, “1” neans “on” and a “?” denotes an
unknown use or entry.


mailto:MartiD@worldnet.att.net

Editable Categories

Unit Nane the nane of the unit
Ver si on ?
Si de the side it is on

bj ect name

I think is the internal nane for the unit

Desi gnati on Nane

the nane you see when you put the nouse over the
unit

Descri ption t he description of the unit
Foot print X the footprint going ne way
Footprint Z the foot print going the over way

Bui | dCost Ener gy

how much energy it takes to build it

Bui | dCost Met al

how nmuch netal you need to build it

MaxDanmage how nmuch danage the unit can take

MaxWat er Dept h how deep it can go in water

MaxSl ope how much of a slope it can be built on and go
over?

Ener gyUse how nuch energy it needs to do things

Bui | dTi e how long it takes to build it

Wor ker Ti ne how fast it will build sone thing

Bntode ? You probably don't want to nmess with this

Bui | der I think if it can build things or not

Thr eeD if its a 3D unit

ZBuf fer sonme thing to do with the graphics you probably
don't want to ness with this

NoAut oFi re If the unit has no auto fire

Si ght Di st ance

how far it can see

Radar Di st ance

how far they radar will go

SoundCat egor y

?

Ener gy St or age

how much energy that unit can hold leave it blank
for the conmander

Met al St or age

sane as above but for netal

Expl odeAs

how bi g the explosion is when your unit dies

Sel f Destruct As

how bi g the explosion is when you nmake the unit
sel f distruct

Cat egory what type of unit it is ?

TEDO ass you probably don't want to ness with it
CopyRi ght t he annoyi ng Cavedog copy ri ght

Yar dvap ?

Cor pse what the weckage | ooks |ike

Ger nanNane

what the nane of the unit is in German

Ger manDescri pti on

the description in Gernman

Uni t Nunber

t he nunber of the unit

Fr enchName

the nane of the unit in French

FrenchDescri ption

the description in French

firestandorders ?
St andi ngFi reOr der ?
nobi | est andor der s ?

)

St andi ngMbveOr der s

cannove

the unit can nove

canpatr ol the unit can patrol
canst op the unit can stop what ever its doing
canguard the unit can guard another unit

MaxVel oci ty




Br akeRat e

how fast the unit can stop

Accel erati on

how fast the unit can speed up

Tur nRat e how fast the unit can turn

St eer i nghbde how it steers

Shoot Me ?

CanFl y the unit can fly if you put a 1
crusi seal t ?

Scal e ?

BankScal e ?

Bui | ddi st ance

how far the unit can be away fromthe unit to
start buil ding

CanRecl amat e

can recl ai nf?

Ener gyMake

how nmuch energy the unit makes

Met al Make

how nuch netal the unit nakes

Def aul t M ssi onType

?

manuver | eashl engt h

how for the unit can go when you put the orders to
nmaneuver

Movenent C ass

how it noves |ike a Kbot?

Upri ght

if the unit stands up or not

st andi ngnoveor der s

?

bui | dangl e

what angle it can build at or what angle it can be
built at

Weaponl the prinmary weapon

wpri _badTar get Cat egory | what kind of unit the prinmary weapon is not go at
killing

BadTar get Cat egory the kind of units that the unit is not go at
killing
2

ant i weapons

DamageModi fi er

if the unit will repair its self

canatt ack the unit can attack another unit

Act i vat eWhenBui | t the unit is activated after is built

onof fabl e the unit can be turned off and on

Radar Di st anceJam the area the unit will jam

sortbi as ?

| sAi r Base ?

M nWat er Dept h the depth that the water has to be to go there

Wat er Li ne ?

NoShadow the unit wont have a shadow

TransMaxUnits the max anount of units that it can carry

canl oad the unit can load other units

transportsize ?

Weapon2 t he second weapon

wsec_badTar get Category | the group that the second weapon has trouble
killing

Fl oat er

if the unit fl oats?

NoChaseCat egory

the type of unit that it wont chase

Hover At t ack

if the unit will hover while attacking

Weapon3 the third weapon

Sonar Di st ance the di stance of the units sonar

candgun they unit can dgun

Cl oakCost the cost of cloaking the unit

Cl oakCost Movi ng the cost of cloaking that unit while its noving
Heal Ti me how long it takes to heal that unit

CanCapt ur e if they unit can capture or not

H deDamage if the other players can see if that unit is about

to die




I mmuneToPar al yzer i mmune to paral yzer

norestict ?

| sFeat ure ?

Pi gLat i nNane the nane in Pig Latin

Spani shNane t he Spani sh nane

I tali anNane the nane in Itlian

JapaneseNane the nane in Japanese

Pi gLat i nDescri ption the description in PiglLatin

MoveRat el ?

tel eporter if the unit can tel eport

Stealth if the unit is stealth

MakesMet al if the unit makes netal

Ext ract shet al if the unit extracts netal

al tfronseal evel ?

attackrunl engt h

Waterline ?

Ti dal Gener at or if it is a tidal generator

transportmaxunits the max anount of units that it can transport

kam kaze if it's a kam kaze

W ndGener at or if it's a wind generator

Mobi | eSt andOr der s ?

Bui | dAngl e the angle that it can build at or the angle it can
be built at

Pi t chScal e ?

MoveRat e2 ?

ARM Abbreviations

ARMAAP Advanced Aircraft Pl ant
ARVACA Advanced Construction Aircraft
ARMACK Advanced Constructi on Kbot
ARNACV Advanced Construction Vehicle
ARVALAB Advanced Kbot Lab

ARVANMD Fortitude Anti-nuke
ARMANNI Anni hi | at or

ARVAP Aircraft plant

ARMARAD Advanced Radar Tower
ARMASER Er aser

ARVASP Air Repair Pad

ARVASY Advanced Ship Yard
ARMATLAS Atl as

ARMAVP Advanced Vehicl e Pl ant
ARVBATS M 11 enium

ARVBRAWL Br aw er

ARVBRTHA Bi g Bertha

ARMBUL L Bul | dog

ARMCA Construction Aircraft
ARMCARRY Col ossus

ARMCK Constructi on Kbot

ARMCRCC Triton

ARMCRUS Conquer or

ARMCS Construction Ship

ARMCV Constructi on Vehicle
ARNMDRAG Dragons Teeth




ARMESTOR

Ener gy Storage

ARNMFAST Zi pper

ARMFAV Jeffy

ARMFI DO Fi do

ARMFI G Freedom Fi ght er
ARMFLASH Fl ash

ARMFUS Fusi on Pl ant
ARMGEO Ceot hermal Pl ant
ARMEUARD Guar di an
ARVHAM Hamer

ARVHAVK Hawk

ARVHLT Sent i nel

ARMI AM Jammer

ARMIETH Jethro

ARM_AB Kbot Lab
ARM_ANCE Lancet

ARMLLT Li ght Laser Tower
ARMVAKR Met al Maker
ARVVART Luger

ARMVERL Mer |

ARMVEX Met al Extractor
ARMVOHO Moho M ne
ARMVBHI P Ranger

ARMVETOR Met al St orage
ARVPEEP Peeper

ARMPNI X Phoeni x

ARMPT Skeet er

ARMPW Peewee

ARMRAD Radar Tower
ARVRL Def ender
ARMROCK Rocko

ARMROY Cr usader

ARMSAM Samson

ARMSEER Seer

ARMVSI LO Ret al i at or
ARVBCOLAR Sol ar Col | ect or
ARMSONAR Sonar Station
ARNMVSPI D Spi der

ARNMSTUMP St unpy

ARMSUB Lur ker

ARMSUBK Pi r anha

ARMBY Ship Yard
ARMI'HUND Thunder

ARMI| DE Ti dal Gener at or
ARMTL Tor pedo Launcher
ARMISHI P Hul k

ARWADER | nvader

ARMVP Vehi cl e Pl ant
ARMWN N W nd Cener at or
ARMZEUS Zeus

ARMCOM Commander

ARMGATE

Gal actic Gate




CORE Abbreviations

CORAAP Advanced Aircraft Pl ant
CORACA Advanced Construction Aircraft
CORACK Advanced Constructi on Kbot
CORACV Advanced Construction Vehicle
CORAK A K

CORALAB Advanced Kbot Lab
CORAP Aircraft Pl ant
CORAPE Rapi er

CORARAD Advanced Radar Tower
CORASP Air Repair Pad
CORASY Advanced Ship Yard
CORAVP Advanced Vehicl e Pl ant
CORBATS VWarl ord

CORCA Construction Aircraft
CORCAN The Can

CORCARRY Hi ve

CORCK Constructi on Kbot
CORCRASH Cr asher

CORCRUS Executi oner

CORCS Construction Ship
CORrCV Construction Vehicle
CORDOOM Doonsday Machi ne
CORDRAG Dragons Teeth
CORESTOR Ener gy Storage
CORETER Del et er

CORFAV Weasel

CORFI NK Fi nk

CORFND Fortitude Anti-nuke
CORFUS Fusi on Pl ant

CORGATOR I nsti gat or

CORGEO Ceot hermal Pl ant
CORGOL Gol i ath

CORHLT Gaat Qun

CORHURC Hurri cane

CORI NT I nti mdator

CORLAB Kbot Lab

CORLLT Li ght Laser Tower
CORMAKR Met al Maker

CORVART Pi | | ager

CORMEX Met al Extractor

CORM ST Sl asher

CORMOHO Moho M ne

CORMSHI P Hydr a

CORMSTOR Met al St orage

CORPT Sear cher

CORPUN Puni sher

CORPYRO Pyro

CORRAD Radar Tower

CORRAI D Rai der

CORREAP Reaper

CORRL Pul veri zer

CORROACH Roach

CORROY Enf or cer

CORSEAL Crock




CORSHAD Shadow
CORSHARK Shar k

CORSI LO Si | encer
CORSOLAR Sol ar Col | ect or
CORSONAR Sonar Station
CORSPEC Spectre
CORSTORM Storm

CORSUB Snake

CORSY Ship Yard
CORTHUD Thud

CORTI DE Ti dal Generat or
CORTI TAN Titan

CORTL Tor pedo Launcher
CORTSH P Envoy

CORVALK Val kyri e
CORVANMP Vanp

CORVENG Avenger

CORVP Vehi cl e Pl ant
CORVRAD | nf or mer
CORVROC Di pl omat

CORW N W nd Gener at or
CORCOM Commander
CORGATE Gl actic Gate
CORBUI LD Hydrati on Pl ant
CORTRUCK Truck

BOS Functi ons

Distances are in neters and Angles are in degrees

Cache [ (bject];

Di sabl e texture ani mati on
( default = disabled)

Call-Script [Script]([Paranmeters]);

Call a script

Dont - Cache [ Obj ect];

Enabl e texture ani mati on
( default = disabled)

Dont - Shade [ Obj ect];

Di sabl e shading ( default for
buil di ng = enabl ed; default for
noving units = disabled )

Emit-Sfx [Type] from[Object];

Emit a SFX ( fire or bubbles )
froma point ( pointbased ) or
froma vertex ( vectorbased )

Expl ode [ Object] [Type];

Expl ode an obj ect




Get [SysVar];

Get a sysvar like
BU LD PERCENT LEFT

H de [ oject];

H de an object ( default = al
obj ects shown )

Move [ hject] to [Axis] [Position] Speed
[ Speed] ;

Move an object along a sel ected
axis ( ?-axis ) with selected
speed

Move [ (hject] to [Axis] [Position] Now,

Move an object inmmediatly

Return [ Val ue];

Return to sel ected val ue

Set [SysVar] To [Val ue];

Set a sysvar to a value ( ex :
SET ARMORED TO TRUE )

Set - Si gnal - Mask [ Si gnal ];

Set anID( 0, 2, 4, 8,
etc.. ) for the signal nask. this
is how the script can be kill ed.

Shade [ Obj ect];

Enabl e shading ( default for
bui l di ng = enabl ed; default for
noving units = disabled )

Show [ Obj ect];

Show an object ( default = al
obj ects shown )

Signal [Signal];

Emt a signal (0, 2, 4, 8
etc.. ) to kill script with sane
si gnal - mask

Sl eep [Tine];

nake a little pause between 2 or
nore events

Spin [bject] Around [Axis] Speed [ Speed]
Accel erate [Accel eration];

start spinning a object

Spin [Object] Around [Axis] Speed [ Speed];

spin an object directly to nmax
speed

Start-Script [Script]([Paraneters]);

Start a script




Stop-Spin [bject] Around [ Axis] Decelerate stop spinning an object with

[ Decel eration]; decel erati on

St op-Spin [ Object] Around [ Axis]; stop spi nning an obj ect
i medi atly

Turn [Object] to [Axis] [Bearing] Speed turn an obj ect

[ Speed] ;

Turn [Object] to [Axis] [Bearing] Now turn an object inmrediatly

Wi t - For- Move [ Object] Al ong [Axis]; Wait until selected object has
fini shed noving al ong sel ected
axi s

Wai t-For-Turn [ oject] Around [Axis]; Wait until selected object has
finished turning around sel ected
axi s

Still not tried :

Attach-Unit [Unit] To [ Object]; Attach a Unit to sel ected object

Drop-Unit [Unit]; Drop unit

Junp [Destination]; Jump i f ([Value] == Fal se)

[ Destination];

Rand([M n], [Max]);

Randoni ze a static-var val ue .
still not supported by the cobble

BOS Script Tutorial — TA

(witten by Al akhbar)

Firstly let ne break down the BOS file into its conponets here. For all
you C programmers, this is very nuch like Cbut inits basic form This is
a general format for the BOS file.




pi ece

static-var

#defi ne

#i ncl ude

Create()

St art Movi ng()

St opMovi ng()

Ai nPri mar y( headi ng, pi tch)
Ai nBecondar y( headi ng, pitch)
Ai nTetri ary(headi ng, pitch)
Ai nFronPri mar y( pi ecenum
Ai nFr onSecondar y( pi ecenun)
Ai nFronietri ary(pi ecenum
QueryPri mary(pi ecenun
Quer ySecondar y( pi ecenum
QueryTetriary(piecenun
Quer yNanoPi ece( pi ecenum
Activate()

Deacti vat e()

St art Bui |l di ng()

St opBui I di ng()

Quer yBui | dI nf o( pi ecenum)
Deno()
QueryTransport ( pi ecenum
Begi nTransport ( hei ght)
EndTransport ()

Sweet Spot ( pi ecenun)
Killed()

This lists nost of the functions |
have | ooked up in the BOS files in
totala.hpi. Mainly | will be

using the armbattleship.bos file
for exanples but | will try and
cover the ones here as best as |
can.

| will also try to cover 2 topics
here. The buil ding functions and
the transport functions.

Anyways |l ets get started with the
first one, "piece". This one tells
TA which objects will be

affected by the script. Such as
"base" for the sweetspot() or
"wake" for the bubble animations
for

shi ps and of course "beam' for the
nano sprays. A general rule of
thunb is any object that is used to
aimwith, emits a special effect
(l1'i ke snoke, bubbles, vtol flane,
or nano spray), or creates that
flash effect from cannon barrels
gets put in here. The format for
this is:

pi ece base, flare, wakel, wake2,
turret;

Dont forget the colon. Its a C
thing that synbolized end of
statenent. As you can see the
nanes after "piece" are objects
fromthe 3do file.
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static-var
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This itemis where you would put variables that change in the bos file.
Say you wanted to alter fire between 3 barrels on a turret |ike how the

battl eshi p does, you would put that variable name here.

That way it gets

initialized and tells TA that this variable is going to store vari abl es.
Let ne run through an exanple of the arnbats.bos file for its primary

turret.




static_var next_barrel1; Alittle note on the ";

..... Noti ce how on nost of the itens
here that they

FirePrimry() dont have a ";" after then®? Thats
because these aren’t statenents
i f (next_barrel 1==1) like the one on the bottom
{ next barrel 1=next _barrel 1+1;

..... The FirePrimary() is a function and
the if (next_barrell1l==1) is a
i f (next_barrel 1==2) conpari son statement. They dont
{ get a ";" at the end of them Also
..... notice the brackets "{" and "}".
They al so encl ose statenents. Each

i f (next_barrel 1==3) bracket that starts with a "{" nust
{ end with a "}" as in the exanple to
..... the left.
next barrel 1=next _barrel 1+1; This is another part of C |anguage
i f (next_barrel 1==4) here. You would use these inits
basic formlike bel ow
next barrel 1=1; FirePrimry()
}
} show fl arela;
sl eep 150;
hi de flarela;
}

where the brackets "{" and "}"
enclose all the statenents in the

FirePrimary() function call. A nore
conpl ex version is like the one to
the left.

The "..." just means that there was additional information there that

didn’t need to be typed up here.

As you can see by the "if" conparisons that its using the static-var

"next _barrel 1" to see if it should run the statenent belowit. It is also
increnented at the bottom by the statenent "next barrel 1=next barrel 1+1"
Also | need to note here that the difference between the "=" and the "=="
thing is another C expression that neans this. "=" neans that a variable
wi Il have a variable of whatever you put after it and the "==" is used for
comparisons like they are used in the "if" statenents |listed above. If you
put "if (next_barrel1=1)" all it will do is say "see if next _barrell is
equal to 1, but first set next_barrell to be equal to 1, now conpair".

static-var only holds variables. Thats all this does. TA can distinguish
which variable is assigned to which unit so dont worry about having 30
battl eships in the ganme and it being confused as to which turret is being
assigned a variable and stuff.
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#define
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This confusing little thing is what you woul d use to define signals and
animation variables. Yea confusing isn't it? Here's an exanple, again of
the arnbats. bos file:

This is going to be confusing so |
will start with the first 3 itens

#défine SIGAM 2 to the left. SIGis a signal which
#define SIGAIM 4 uses a value to separate them so
#defi ne SI G_WAKE 8 they are independent, |ike how
#defi ne SMOKEPI ECE1 base these 3 are.

éiﬁlat What a signal does is stop a

function from doing an action so
that it can be restarted or
stopped. The reason this is done

i s because say a battleship is
aimng its turrets at a target, if
the SIGisnt there then the turrets
wont be able to re another target
until the first target is dead. |
believe this is what it does. |
haven't tested a unit w thout them
so | amuncertain as to if this is
true.

Al so the nunbers next to themare
what nmake the signals independant
to one another. So say if SIG A M
and SIG AIM2 were both 2, then when
the signal was sent to SIGAIM to
stop aimng, SIGA M would al so be
halted, even if it wasnt finished
aimng (again | think this is what
happens on overl appi ng si gna
nunbers).

" SMOKEPI ECE1 base" neans that the
obj ect nane "base" is where the
snoke will em nate

fromwhen the unit is badly
damaged. You can have nore pieces
snoke by telling it |ike say

you want the turret to snoke al so
It would be "#define SMOKEPI ECEL
base" then bel ow t hat

"#def i ne SMOKEPI ECE2 turret1".

Anot her #define itemis

ANl M VARI ABLE TRUE. This tells TA
that within the BCS file

there are statenents dealing with
how the itemis deactived and
activated. Like how the Braw er
tucks in its wings when it |ands or
how t he buil di ngs open and cl ose




thenmsel ves up for building stuff.
Agai n these are just signals that
all ow a process to stop and be
restarted.

Noti ce al so that the #defines dont

use a ";" at the end of them

Rk b Sk b S R Rk O S Sk S b S S S R R Rk Rk I ok S S b S b R R o

#include
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Basically this just includes other scripts that are to go along with the
regul ar bos file. The cobbler has a hard tine, | think, in using path
nanes. My suggestion is to change themto just a sinple file nanme and keep
the bos file, all the .h files and the Cobbler in the same directory. The
format for this is:

#i ncl ude " SFXtype. h"
#i ncl ude "snokeunit. h"
#i ncl ude "exptype. h"

Thats all the #include does is include files when the Cobbler conpiles the
BOS script. Also notice that the file names are surrounded by a " and that
there is no ; at the end of these either. They are called using the
statement "start-script 'function name'();" like, for example, the
function inside snokeunit.h would be "start-script SnmokeUnit();".
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Create()
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This is a function and what it does is tell TA what to do when the unit is
conmpl eted. Any variable nanes that were used in static-var get
initialized in here and any animations |like the radar on top of the
carrier and aircraft plants get placed in here as well. |Its also a good
idea to put the "start-script Snokeunit();" call in here as well so its
ready to go when the unit is danaged, even while it was being built.



As you can see the arnbats.bos file

Create() here hides
{ all the flares that are shown when
hi de flarela; the cannons are fired and the
hi de flarelb; next barrel 1=1; variables are
hi de flarelc; initialized in here as well.
hide flare2a
hi de fl are2b; Every unit must have this, even if
hi de flare2c; there isn't anything done to the
next _barrel 1=1; unit |ike the dragon teeth. It
next barrel 2=1; still needs this part.
start

}
script SmokeUnit();

Take a | ook here. This is the

Create() Create() function for the
arncarry.bos file. Again the
padflip = 0; variable padflip is initialized the
start start script SnmokeUnit(); is called
script SrokeUnit(); and bel ow that a "while" condition

whi | e(get BUI LD PERCENT_LEFT) [is called. This "while" condition
prevents the next |ine, which spins

sl eep 1000; the radar, fromstarting until the
} BUI LD PERCENT LEFT is conpl et ed.
spin radar around y If you didnt have this, the radar
axi s speed <60>; woul d be spinning while the unit
} was being built.

var
The "padflip = 0;" statenent is
just a static

that is just being initialized.
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StartMoving()
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Ceneral ly, k-bots, ships, and subs use this function to either show the
wakes from ships and subs, or tell TA that the k-bot is walking. | havent



seen any use of these in vehicles or aircraft in their BOS files. Anyways
for vessels a typical setup would be this:

St art Movi ng() See the "signal SI G WAKE;" call?
{
si gnal Sl G WAKE; This tells the unit that if its
set changing its direction to restart
mask SI G WAKE; the script. The signal function
whi l e (TRUE) "StopMowving()" will have the call
{ to stop the wake bubble ani mation.
"set signal
emt sfx SFXTYPE WAKE1l from wakel; sfx
SFXTYPE WAKEL from wake2; nmask" is
emt what allows itself to be killed by
sl eep 300; anot her "signal" call.
}
} Al'l this does is create the wake
bubbles froma ship while its
novi ng.

The statenment "while (TRUE)" neans that if the signal hasnt been killed
off, to continue with the follow ng statenents below it that are encl osed
in brackets "{ }". "emit-sxf SXFTYPE_WAKEl from wakel;" is what makes the
bubbl es and "wakel" is the object nane in the 3do file. The delay, "sleep
300" neans to not repeat the above statenents for 300 ticks (I think) so
that the bubbles arnt overl appi ng thensel ves and stuff.

For the k-bots, the only thing I've found is a bool ean expression to
indicate if the unit is noving or not. |Its used in another function
called "MtionControl ()" which houses all the information for aining
certain parts |like the nanobeans and such. Anyways, what k-bots use is:

static var bMovi ng; Pretty straight forward here. |Its
just using the static var of Moving
to show the "MtionControl ()"

..... function that the unit is noving.
You coul d pass this to anot her

St art Movi ng() function, say the "Deactivate()"
{ function by giving it a condition
bMovi ng = TRUE; like "if (bMoving)".

}
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StopMoving()
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This is just the opposite of "StartMyving()" and it is used the sane way
as the "StartMving()" function call but what its used for is to send
signals, like this:

St opMovi ng() For ships and subs, all this is
{ doing is killing off the animation
si gnal Sl G WAKE; bubbl es that were started in the

"StartMving()" function.
}
You dont need the "set signal mask"
statenent in here because its

already set by the "StartMving()"

functi on.

The k-bot script woul d use:

St opMovi ng() No signal call here, just the
{ variable set to FALSE so the
bMovi ng = FALSE; variabl e can be conpaired in
} anot her functi on.
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AimPrimary(heading,pitch)
AimSecondary(heading,pitch)
AimTetriary(heading,pitch)
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Turret aimng galore! Yup thats what this function does is aimthe turret
and the barrels (if any) towards their target. Turret based weapons need

this. |If you are unsure about needing this, check the "weapons.tdf" file
and ook for the item"turret=1" for the weapon you want to use. |If thats
true then you definitely will need this.

Using the arnbats.bos file for an exanple, the format is:



Again like in the "StartMving()"

Ai nPri mar y( headi ng, pi tch) functi on we have the signa
calls here but for SIG A M
signal SI G Al ML, instead. There isn’t another
set signal function that stops the SI G Al M,
mask SI G Al ML; its done in here because the weapon
turn turretl toy is constantly being aimed and it
si gnal can be reai med at another target
axi s headi ng speed <55>; because it has the "set mask"
turn turretl to x statement in here.
axis (0 pitch) speed <30>;
wait for
turn turretl around y axis; I think the |last statenent,
wai t for "return(TRUE);" is kinda like a
turn turretl around x axis; condition where the unit wont stop
ret urn( TRUE) ; aimng until it has the proper aim

towards its target, then it goes on
to the next phase... FIRING!!

Anyways the line "turn turretl to y-axis heading speed <55>;". "turn", of
course, nmeans turn or rotate around an axis. "turretl" is the object as
named in the 3do file. "to y-axis" neans around y-axis. Thats confusing.
"headi ng" is the nunber that is passed fromthe function

"Ai nPrimary(heading,pitch)", its the direction of the target to "turret1"
O in naval terns, bearing. "speed <55>" is the speed setting of the
object that will rotate in this statenent.

Alittle note on "passing”". This is a Cthing where in a function
nane (such as in "AinPrimary(heading,pitch)") a value or set of values can
be sent fromthe main program through this function and used in the
statements inside of it. Since the main programof TA already initializes
and uses the variables "headi ng" and "pitch", you dont need to define them
in the static-var part of your bos file.

You will notice here that the next line "turn turretl to x-axis (0-pitch)
speed <30>;" is using the "turretl" object to elevate the barrels of the
turret along the x-axis. This | dont |ike because all the barrels are
being ainmed at the same tinme but | guess in the ganme you cant tell the
difference. Everything is the sane here exept for the (0-pitch) nunber. It
gets this nunber exactly like how it got the "headi ng" nunber, passed from

the function nane of "AinPrinmary(heading,pitch)". The (0-pitch) sets the
angle to where a projectile weapon will fire and since gravity is an issue
inthis gane, it uses this format. | think this is howit will turn

negative nunbers into positive elevations. Again we have the speed setting
by "speed <30>".

In the units .fbi file, AinPrimary i s Waponl, Ai nSeconday is
Weapon2, and AinfTetriary is Wapon3. | dont know what Wapon4 is though
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AimFromPrimary(piecenum)
AimFromSecondary(piecenum)
AimFromTetriary(piecenum)
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Al'l this function does is set which object is going to be used to aim
with. The format for this is:

Again, turreted weapons need to

Al nFronPri mar y( pi ecenum have this so TA knows what obj ect
{ to use to get the "headi ng" and
pi ecenun¥turret 1, "pitch" angles from
}
We have the "passed" variabl es here
Ai nFr onSecondar y( pi ecenun) but they are going the other way,
"pi ecenumt is being defined here
pi ecenun¥turret 2; and in the TA main programit wll
} have that information fromthis
function.

That's all this function does.
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QueryPrimary(piecenum)
QuerySecondary(piecenum)
QueryTetriary(piecenum)
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Dont | et the nane fool you. These functions are what actually fires the
weapon. TA asks "what object do | use to | aunch the weapon fron?" and
they are usually the objects named FLARE

The format for this is:

QueryPri mary(pi ecenun Again like in the
"AinFronPrimary()" function, its
pi ecenun¥f | ar ela; passi ng vari abl es, or object nanes,
} to TAgiving it the object names to
use as firing positions for that
Quer ySecondar y( pi ecenum particul ar weapon.

pi ecenun¥f | arelb

}

Heres a rotating firing sequence for a triple barrel turret as |like the
one on the Arns
Batt | eshi p:



QueryPrimary(pi ecenunm Back above in the "static var"
section, the exanple shows the

if (next_barrel 1==1) { "next _barrel 1" variabl e being
pi ecenun¥fl arela; } i ncrenented and down here its being
if (next_barrel 1==2) { conpaired to see which flare should
pi ecenun¥f | arelb; } be used. It would |look really odd
i f (next_barrel 1==3) { to have the center barrel firing
pi ecenun¥f |l arelc; } all the time while the left and
} right barrels show their flares.

Thats why this is done like this.

Thats all this function does.
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FirePrimary(piecenum)
FireSecondary(piecenum)
FireTetriary(piecenum)
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Yup anot her nane mixup here. What this function does is show ani mation
for firing. Turrets use this to nove their barrels back and to show
flares, like this:



FirePrimry() After the "if" conparison is done,
a barrel is nmoved along the z axis

i f (next_barrel 1==1) to a position [2.4] AWAY fromthe
{ center of its z axis at the speed
nmove barrella to z of [500].
axi s;
axis [2.4] Wat ch the brackets and where they
speed [500]; are used. The bottomof this file
wai t has a list as to their occurrence.
nmove barrel la | The "wait nove" is for a pause that
al ong z will wait for the specified object
nmove barrel la to z to actually nove to its required
axis [0] speed [3.0]; I ength along a specified axis
show fl arela; bef ore proceedi ng to the next
sl eep 150; statenment. The "along" is a good
hi de flarela; additi on because it allows you to
} have nulti axial movenents (say a
..... barrel that is raising out of a
} ground or whatever).

The next statenment is the barre
returning to the ready position but
nmovi ng sl oWy because of the speed
setting of [3.0]. Also notice that
z-axis is [0] and not [2.4].

That’ s because its returning the
object barrella to its origina
position. If you had said [2.4]
instead of [0], the barrel would
appear 2.4 units away fromthe
center of its z-axis.

The "show fl arela;" does just that,
it shows the flarela object, sleeps
for 150 ticks (I think its in ticks
which | think is 1/100th of a
second?), and then hides the
flarela object again. This gives
it that flash effect.
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Activate()
Deactivate()
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These are the state requests of a particular unit. The Brawmer, Mssile
ship, MERL, Construction Yards, etc... use them \What they do is nake a
unit useable or un-usable until it goes into the ready status. Like how
you cant fire a Nuke until its done loading it on the pad or why the MERL
wont fire until the rocket is in a position to fire.

An inmportant note here is that the #include "Statechg.h” line needs to be
added twice in the bos file. Once before the #define ACTI VATECVD /

DEACTI VATECMD and once after it. Let me show you an exanple of the arms
mssile silo bos file:

| See how "Statechg. h" was added tw ce




#def i ne ANl M_VARI ABLE TRUE
#i ncl ude " St at eChg. h"

#i ncl ude "acti vatescr. bos"
#i ncl ude "deacti vat escr. bos"
#i ncl ude "snokeunit.h"

#i ncl ude "exptype. h"

("Go()" and "Stop()" functions
her e)
#defi ne ACTI VATECMD cal | - scri pt
Go() ;
#def i ne DEACTI VATECMD cal | - scri pt

Stop();
#i ncl ude " StateChg. h"

dont cache door1;

dont cache door 2;

dont cache mi ssil e;

dont cache pl ate;

dont cache arm

show ni ssil e;

call script activatescr();
ready = TRUE;

}

St op()

ready = FALSE;

script activatescr();"

sl eep 4000;

call script deactivatescr();
cache door1;

cache door 2;

cache m ssil e;

cache pl ate;

cache arm

}

Here? Renenber, once before and once
after the "#define ACTI VATECVMD' and
"#defi ne DEACTI VATECVD' definitions.
Al so notice after the ACTI VATECVD
there is the segnent “call script
Go();". This is the function used to
show t he ani mati on of the unit being
readi ed to shoot. The sane with the
DEACTI VATECVD but to deactivate the
unit. Take note of the "#define

ANl M VARI ABLE TRUE" definition here as
well. It will be needed.

Here is where the functions "Go()" and
"Stop()" are at. | amnot sure what
the "don’t cache" and "cache" do but
by following this, a rule of thunb can
be made. Use "dont cache" for objects
that will be animted by the function
"activatescr()" and "cache" for

obj ects animated by the function
"deactivatescr()".

You can see that "CGo()" and "Stop()"
are defined at the top by "#define
ACTI VATECVD cal | script Go();" and
#def i ne DEACTI VATECMD cal | scri pt
Stop();". What this says is when TA
gets the ACTI VATECMD fromthe user
(you wanting the unit to do sonething)
to start running the function "CGo()".
And within that "Go()"function is a
"call statenment. And below that the
vari abl e "ready" which can be used for
conpari son in another function.




/'l Activate.bos file //

activatescr()

now
speed
now

speed

speed

speed

speed

speed

If ( ANl M_VARI ABLE )
{

nmove plate to y axis <0.00> now
nmove armto x axi s <0.00> now
nove armto z axis <0.00> now

turn doorl around z axis <0>

turn doorl to z axis [89.55]
<47.13>
turn door2 around z axis <0>

turn door2 to z axis [90.00]
<47. 37>
sl eep <1900>

}
If ( ANI M VARI ABLE )

nmove doorl to y axis [6.10]
<3.13>

move door2 to y axis [6.10]
<3.13>

sl eep <1950>

}

If ( ANl M VARI ABLE )

{

nmove plate to y axis [8.00]
<4. 06>

sl eep <1970>

}

If ( ANl M _VARI ABLE )

{

turn armto x axis [90.00]
<45. 54>

sl eep <1976>

}
sl eep <114>
return ( 0)
}

Here is the "activatescr()"
function fromthe arms

m ssile silo. Being called by
the "Go()" function, and

i ncluded by #i ncl ude
"activatescr.bos" definition
here is where the pieces are
maneuvered into place that
will allowthe unit to fire

You can see the "if"
conparisons to see if

ANl M_VARI ABLE exi sts, which it
does, so these conditions wll
al ways be true. Delays by the
statenments "sl eep<1900>" pause
t he sequences here.

To ne it |ooks like a better
way of scripting this could
have been done by using the
"wait on nmove" comand and
renoving the "if" conparisons
but | guess it has to be
witten like this.

At the very bottomis the

"return ( 0 )" statenent
which is just returning to the
"Go()" function saying its
done with this and can
continue on with the rest of
its statements.

The "Deactivate()" function is
just the opposite of this
"Activate()"function because
it just replaces all pieces
back into their origina

posi tion.




Now al |l these functions are just setting up howthe unit is to be
activated. The actual call is from here:



/1 Armsilo.bos //
Ai nPri mar y( headi ng, pi tch)

start script
Request St at e( ACTI VE ) ;

signal SIG A M
set signa

mask SI G Al M
whil e (!ready)

{
sl eep( 250 );
}

start script
Rest or eAft er Del ay();

return( TRUE);
}

/1l Segnent fromfile
statechg.h //

if (statechg_DesiredState ==
ACTI VE)

{
ACT| VATECVD
actual state = ACTI VE;

}

So why is the statenment "start
script RequestState( ACTIVE);" the
one that does it? Because in the
"statechg.h" file it has an "if"
conpari son checking to see which
state was requested. Since

"ACTI VE' was passed from

t he" Request St at e( ACTI VE ) ;"
statenent, the "if" conparison is
true and the statenment within the
brackets are executed.

"ACTI VATECMD' is called and since

" ACTI VATECMD' was defined to cal
script "Go()", we go through that
function now Wl king through the
"Go()" function we nove to anot her
“call script" but this one goes to
the "activatescr()" function where
it starts noving parts. After
that’'s done it returns to "Go()"and
t hen back to

Ai nPrimary(headi ng, pitch)" where it
then sets up the signal and goes on
fromthere.

I know this was a big one but | had
to over a very in depth exanple for
using this function and how. |If
you are lost then |load up the
"arnsil 0. bos", "activate.bos", and
the "statechg. h" files so you can
wal k through it

with this text. If you want to make
units that follow this, you need to
get this.
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StartBuilding()
StopBuilding()
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This function just animates the construction unit or plant,
t he ACTI VATECMD or state of the unit.
is followed by the unit type as listed bel ow

what it is,
A particular format

and can be used to call

dependi ng on

Start Bui |l di ng()
{

spin pad around y axis speed
<30>;

}
St opBui | di ng()
{

stop
spin pad around y axis;

For plants that have a pad that
spins around, they use this.
Shi pyards don’t have a pad that
spins so they don’t use this at
all.

StartBui |l di ng()

{
set | NBUI LDSTANCE to TRUE;
}

St opBui | di ng()

{
set | NBUI LDSTANCE to FALSE;
}

Construction aircraft use this one.
TA has | NBUI LDSTANCE al r eady
defined and all this is doing is
setting that variable as true or
fal se.

St art Bui | di ng( headi ng)
{
bui | dheadi ng = headi ng;
start script
Request St at e( ACTI VE ) ;
St opBui | di ng()
{

start script
Request St at e( | NACTI VE ) ;

C bots, C ships and C vehicles use
this format. Their states are
requested so that the ani mation of
t hei r nanol at hi ng pi eces can be
opened and the vari abl e "headi ng"
is used in another function called
Tar get Headi ng( headi ng)" so that the
nanol at hi ng pi ece can be properly
ai med.




St art Bui | di ng('headi ng, pitch) This is the layout for what
{ t he conmander uses for its

bAi mi ng = TRUE; buil di ng process. Its using
whil e (NOT bCanAi m "bAi mi ng" for conparison in
{ ot her functions as well as
sl eep 100; t he 1 NBUI LDSTANCE vari abl e.
The
turn torso to y axis headi ng speed conmander al so uses signals
<300>; because it al so has regul ar
wai t weapons to fire with
turn luparmto x axis (0 pitch<30>)
speed <45>; You would use this format if
wait for your unit had weapons and a
turn torso around y axis; bui | di ng capacity.

for
turn luparmaround x axis;

set | NBU LDSTANCE to TRUE;
}

St opBui | di ng()
set | NBU LDSTANCE to FALSE
signal SIG A M
set signal mask SIG A M

call script RestorePosition();

}

Rk b Sk b S I R R I Sk O S Sk R SRR R b Ik bk bk R Rk I S O ok Sk S R I Rk I b o

TargetHeading( heading )

EE IR R R I R I I R I R R R I R R R R I R I Rk R R R O R R I

This is the second part for the "StartBuilding()" function that the nobile
construction units (k-bots, ships, and vehicles) use. | believe this is
what the nanol at hi ng pi eces use for their aimng.

Tar get Headi ng( headi ng )
{

bui | dheading = 0
headi ng;
}

R E R R R R RS E RS R RS EEREEEEEREREEEREEEREEEREEREEEEREEEREEEEEEEEEEEREEREEEEEEEEEEEEE]

QueryNanoPiece(piecenum)

Rk b Sk b S R Rk O S Sk S b S S b S R R Rk O Rk S S R SRR kb o



This is exactly like the "QueryPrimary()" function call. It tells TA
whi ch obj ect piece to use for the nanol at hing spray.

This is just a sinple designation
Quer yNanoPi ece( pi ecenum for a unit that has one nanol athi ng
pi ece named "beant.

pi ecenun=beam

}
Quer yNanoPi ece( pi ecenum Here is a way to get 2 nanol athing
pieces to fire at the sane tine.
if( spray == 0) The exanple script is fromthe arns
advanced vehicle plant. Apparently
pi ecenunvbeant; this is a way to pass 2 pieces
t hrough the "piecenunt variabl e by
if( spray '=0) using this series of "if"
conparisons. |If your building unit
pi ecenunrbean?®; has 2 nanol at hi ng pi eces, this nay
} be the way to go.
spray = !lspray;
}

Rk b Sk b b o I R S Sk S b O S R R S o S R O S O

QueryBuildInfo(piecenum)

EE R R R I R R R R I R R I R R R S R O R I R R I R I R R R R R R S R R R

This function defines what object piece is used to attach the unit thats
being built too. Only construction plants as well as the ship yards use
this. Mbile construction units dont use this. The format is:

Quer yBui | dI nf o( pi ecenum Just defining what piece is used to
{ | ocate the unit thats being
pi ecenunFpad; built. | believe it attaches
} the unit to this piece so when the
pad is spinning, the unit will spin
with it.

R b ok S R R R Sk O o Sk R R R o b ok R R Rk Sk O S R AR R S o kb o R R

QueryTransport(piecenum)

Rk b Sk b b o I R S Sk S b O S R R S o S R O S O

Not sure exactly what this does but by a guess it night be the object that
is used to carry the unit. Belowis the fragment fromthe armatlas bos
file. | believe that the statenent "piecenunrl;" refrences the first
object in the list for the transport, the one naned "base"



QueryTransport ( pi ecenum
{

pi ecenun¥l;

}

EE R R R I R I I I R I I R I R R O I R I R R I R I R R R R I R R R

BeginTransport(height)

R E R R R R RS E RS R RS EE R EEEEREREEEREEREEEREEREEEEREEREEEEEEEEEEEREEEREEEEEEEEEEEEE]

This itemsets the attachnent point for the unit to be picked up by noving
the object nanmed "link" to the unit that will be picked up. The part (O-
hei ght) takes the height of the transport and turns it into a negative
nunber and that is where "link" gets noved too. The
"Request Stat e(ACTI VE) ;" handles the aninmation of the unit |owering because
as like before in the "Activate()" function description above, it wll
refrence its own "Activatescr()" function which will have its own
statements for lowering the unit to carry it and then raising it again to
its original height.

Begi nTransport (hei ght)

move link toy axis (O
hei ght) now,

start script
Request St at e( ACTI VE ) ;
}

R b ok S R R Rk Sk O S Sk R R R I b Sk R Rk S O S R AR R S o kb o R R

EndTransport()

Rk b Sk b b o I R S Sk S b O S R R S o S R O S O

This is the ending part for the "Begi nTransport(height)" function. It
al so contains the "Request State(I NACTIVE);" call and does the opposite of
t he above function.

EndTransport ()

start
scri pt RequestState( | NACTIVE );

Rk b Sk b b o I R S Sk S b O S R R S o S R O S O

SweetSpot(piecenum)

EE R R R I R R R R I R R I R R R S R O R I R R I R I R R R R R R S R R R

| believe this is the object that is used to reference where the user
needs to click in order to select it. It might also refer to where the
opposing units aimfor while targeting.

Sweet Spot ( pi ecenun)
{

pi ecenun¥base;

}




R b ok b S R R R R I Sk O kS R SRRk b Ik bk b Sk I Rk kR ok Sk S I R R R ok I b o

Demo()

EE R Ik I R I R R I R R R I R R Rk I R Rk R R R S I

Part of CD's unit viewer call. Not all units have this but | think it
allows a unit to be viewed in the unit viewer. The format for this is:

Deno() Also in other parts in different
bos files, | have found that within

uni tvi ewer = TRUE; the "Activate()" functions, the
} statenent "unitviewer = FALSE;" was

included so its possible to just
add that statenent to the
"Activate()" functions of all bos
files.

R EREEEEEEEEEEEREEEEEEEREEEEEEREEEEREEREEEEREEEEEEREEEEEEEEEEEEEREEEEEEEEEEEEEEE]

Killed(severity, corpsetype)

Rk b Sk b S I R R I Sk O S Sk R SRR R b Ik bk bk R Rk I S O ok Sk S R I Rk I b o

This is how the unit is destroyed and what to do in a certain condition.
Mainly the condition is how much damage the unit takes. Here is the arm
aircraft plants "Killed ()" function.

Killed( severity, corpsetype )
{
if (severity <= 25)
{
corpsetype = 1;
explode base type BITMAPONLY | BITMAPI1;

explode beaml type BITMAPONLY | BITMAPZ;
explode beam?2 type BITMAPONLY | BITMAP3;
explode doorl type BITMAPONLY | BITMAP4;
explode door2 type BITMAPONLY | BITMAPS5;
explode light type BITMAPONLY | BITMAPI;
explode nanol type BITMAPONLY | BITMAP2;
explode nano2 type BITMAPONLY | BITMAP3;
explode pad type BITMAPONLY | BITMAP4;

explode platel type BITMAPONLY | BITMAP5;
explode plate2 type BITMAPONLY | BITMAPI;
explode postl type BITMAPONLY | BITMAPZ;
explode post2 type BITMAPONLY | BITMAP3;
explode radar type BITMAPONLY | BITMAP4;
return( 0 );
}

if (severity <= 50)
{

corpsetype = 2;

explode base type BITMAPONLY | BITMAPI];
explode beaml type FALL | BITMAP2;
explode beam?2 type FALL | BITMAP3;
explode doorl type BITMAPONLY | BITMAP4;
explode door2 type BITMAPONLY | BITMAPS;
explode light type FALL | BITMAPI;




explode nanol type SHATTER | BITMAPZ;
explode nano2 type BITMAPONLY | BITMAP3;
explode pad type BITMAPONLY | BITMAP4;
explode platel type BITMAPONLY | BITMAPS5;
explode plate2 type BITMAPONLY | BITMAP1;
explode postl type FALL | BITMAPZ2;
explode post2 type FALL | BITMAP3;
explode radar type FALL | BITMAP4;
return( 0 );
}
if (severity <= 99)
{
corpsetype = 3;
explode base type BITMAPONLY | BITMAP1;
explode beaml type FALL | SMOKE | FIRE | EXPLODE ON HIT |
explode beam2 type FALL | SMOKE | FIRE | EXPLODE ON HIT |
explode doorl type BITMAPONLY | BITMAP4;
explode door2 type BITMAPONLY | BITMAPS;
explode light type FALL | SMOKE | FIRE | EXPLODE ON HIT |
explode nanol type SHATTER | BITMAP2;
explode nano2 type BITMAPONLY | BITMAP3;
explode pad type BITMAPONLY | BITMAP4;
explode platel type BITMAPONLY | BITMAPS;
explode plate2 type BITMAPONLY | BITMAPI;
explode postl type FALL | SMOKE | FIRE | EXPLODE ON HIT |
explode post2 type FALL | SMOKE | FIRE | EXPLODE ON HIT |
explode radar type FALL | SMOKE | FIRE | EXPLODE ON HIT |
return( 0 );

}

BITMAPZ2;
BITMAP3;

BITMAP1;

BITMAPZ;
BITMAP3;
BITMAP4;

QJ File Formt

by Dark Rain

This is a description of the GU file format used by TA to store
menus |ayout information. It’s used in build menus, dialogs etc.

Al'l the stuff in this file was found by trial and error and sone
deduction, hours of fun ~_".

Each gui files represent an interface on the screen, it can be
full screen or just a small part of it. W'Il call a gui file as
as whole an Interface.




Each interface is divided into sub conponents call ed Gadgets,
t hese conponents can be anything froma button to a scroll bar

Here's an exanple of a sinple gui file :

[ GADGETO]
{
[ COMMVON]

{

i d=0;

assoc=205;
name=Mai nnenu. GUI
Xpos=0;

ypos=0;

wi dt h=640;

hei ght =480;

attri bs=52685;
col or f =52685;
col or b=52685;

t ext ur enunber =0;
f ont nunber =-51;

acti ve=1;
conmonattri bs=-51;
hel p=;
}

t ot al gadget s=6

[ VERSI ON]
{
maj or =- 51;
m nor =-51;
revi si on=-51;
}

panel =;

crdefaul t=;

escdef aul t =;

def aul t f ocus=SI NGLE

}

[ GADGET1]

{

[ {
i d=1;
assoc=126;
name=S| NGLE
Xpos=139;
ypos=393;
wi dt h=96;
hei ght =20;
attri bs=2;
col or f =0;
col or b=0;

t ext ur enunber =0;
f ont nunber =0;
active=l1;
commpnat tri bs=54;



hel p=;

}
st at us=0;
t ext =SI NGLE
qui ckkey=83;
gr ayedout =0;
st ages=0;

}

Each gadget is between the

[ GADGETO]
{
[ {
Gadget infos go here
}
}

You have to note that only the [] are necessary. W have to
suppose that GAGDET1, GAGDET2 etc are for the benefice of Cavedog
Menu Editor, so the following is valid :

[]

{

[ {
Gadget infos go here
}

}

Each Gadget is divided in 2 parts, the commobn attributes and the
gadget specific attributes.

COMMON : The common attributes are attributes

that are well.. comobn to each gadgets ~ ~. This nmean that each
gadget has all these attributes BUT it doesn't nean that all are
effective. Sone just dont apply to a type of gadget, like a button

doesnt react to any change in size and witdth etc.

SPECI FIC : These are attributes that are needed for sone type
of gadgets, for exanple, sone gadgets need a Text description or
they need to be grayed out or not etc.

Anot her inportant thing, is the first gadget. This gadget
represent the interface itself. It defines the interface position
on the screen, it'S size, position, background graphic etc. A

the follow ng gadgets are for elenent of the interface in question



COMMON Tag descriptions :

The ID, is the nost inportant attribute of a gadget, it defines
what the gadget is. Is it a button, text field, scrollbar etc?
This ID decides it.

Here are the various values the ID tag can take and their effects

0O ->The ID O is always used in cavedog gui files to represent the
first gadget that defines the interface. However, this is |like
Gadget#, it'S optional and probably only for their interface tool
In truth, you can give to the ID of the first Gadget in the file
any value. Personaly, | would leave it to O, it could have
unpredi ctabl e results.

1 -> 1t nakes the gadget a button
2 -> Creates a |istbox.

3 -> Creates a textfield, it's doesnt have any borders, so you have
to create themyourself in the background i nage of the formfor
exanpl e.

4 -> Creates a Vertical/horizontal Scroll bar

5 -> 1t seens to nakes the gadget the equivalent of a | abel for those
famliar with VB. It allows you to place only text where you want
to.

6 -> This creates a blank surface that will receive a picture at run tine.
It's used to display a snmall picture of the map when you're sel ecting
a map, or to show a screenshot of your saved gane

7-> 1t is used to set the default font for |abels
12 -> Used to display a picture box, really handy.

Most of these gadget types need other optional fields or have
extra possibilites, we'll discuss it later in this text.

The nane is used for two things, the first one is the graphic
used for the gadget and as a target for "events" that are hard coded.

GRAPHI C :

The name you choose for it, is used to look directly in a gaf

file that has the sane name as your nenu file. For exanple,

MAI NMENU. GUI has a corresponding file named MAI NMENU. GAF. As you nay
or may not know, Gaf file are nade of several image sequences that
are packed inside of it and each sequence has a nane. It will try to
mat ch that name with one inside the gaf file. Failling to do that,



it will resort to using the default graphics for it's ID and for it's
size. This is why the buttons in MAI NMENU. gui, which represent the
mai n nmenu t hat appear when you open TA, use a button graphic

even thought there's no correspondi ng sequence in the gaf file.

You have to understand that a nenu, any nenu, be it a unit nenu or
the battle room nenu, has access only to the graphic sequence stored
inthe gaf file with it's nane and the sequences in conmnongui. gaf.
This is because all the sequences in comobngui.gaf are treated |ike
gl obal vari abl e.

For changi ng those graphic individualy you can either change the
default graphic in comongui.gaf but this will change the

button for ALL the buttons using the default graphics. This is a
bit clunky. The right way to do this, would be to create a sequence
i nsi de MAI NMENU. gaf called INTRO (for the Intro gadget). Create it
with two frame for pressed and unpressed and voil a.

This open a lot of doors, this would allow TC to assign a different
graphic to each button, sure as hell makes for nore variety than
the sane damm default button everywhere *_ ",

Note : | thought of adding all the units Build Pictures to
commongui .gaf. It would save a LOT of space for
gui based menus and MDF woul d be able to be done
with little or no additional space compared to
normal factories. Sadly, adding anything to comongui . gaf
crash TA on startup. | urge ppl to try to find a solution
if you're interested but personaly I'mflat out of ideas.

EVENT :

For a button to actualy do sonething, it has to be linked to an

event that's often hard coded. I n MAI NMENU. gui, you can see severa
button gadgets, one named INTRO, Credits, MJILTI, SINGE and EXIT.

These 5 words are hard coded variabl e nanes for this nenu. You cannot
had one from another nenu, as far as | can tell. So you cant really

had functionalities to a TA nenu, just substract sone by not using them

There's a |l ot of hard coded events, pretty much a conpletly different
new set for each nmenus. The only way to know them is to | ook at
Cavedog original gui files and deduce themfromthe buttons in it.

Sonething interesting to note, is that while you cannot add events,
you can take out sone. A use for this, isin a TC, to renove the
Cavedog Logo that |ooks kind of ugly.

A button with a name that isnt linked to an event will be pressable
but it wont have any inpact on the gane.

UNI VERSAL EVENT NAME

As far as | can tell, HELPTEXT, works in every gui. It's used as
a | abel nanme, to nake it display infos about a gadget your cursor
is on. It seens that the info is hard coded sadly, so you cant
add new ones. I'mreally not sure about this so if anyone el se
finds out gimre a call ~_".



This one is pretty obvious, it just specify the with and hei ght
of a gadget. However, it's useless for nost types of gadgets, since
buttons, labels and picture boxes aren't affected by it.

These two tags represent the x, y coordi nates of the gadget.
Pretty easy, but there's a detail to know. For the first gadget,
the x, y coordinates will be respected ONLY if it still allow the
interface to fit conpletly in the screen. This is why in

MAI NMENU. gui, you need to reduce the interface wi dth and hei ght
to sonething smaller than 640x480 before you nove it around

If 1, then the gadget will be visible, if O then it's invisible.

I found ONE use for this but I'msure |I'm m ssing sonething.
When you set a customfont, it sets all the labels to this font.
Well if you set fontnunber to sonething differant than 0, then
it will use the default TA font again.

There's only one use for it, that |'ve stunbled upon. For
scrol |l bars, the value for vertical one has to be 2 and 1 for
hori zontal scroll bars.

| did a lot of searching to find this one and |'msure |'monly
scratching the surface.

What it does is very sinple, it assocy gadgets together (duh). For 90%
of the gadgets |'ve seen so far, the value of assoc doesnt change
anything. It gets activated only when it's used with gadgets that are



what we'll call "assoc aware". So far, | found only 2 such gadget that
can communi cate with each others, it's the scroll bar and the |i stbox.

When associ ated together, the listbox will tell the scrollbar how many
itemit has, what length the knob should have etc. The scrollbar on
ther other hand, will tell the listbox when to scroll up or down the
list as the user noves it around.

usel ess side effect

When 2 scrol |l bar have the same assoc nunber, using the arrows
to make the knob nove will result in nmaking the knob on the
ot her scroll bar nove.

I"msure there's nore to it, but | cant seemto figure it out.

As far as | can tell, the follow ng tags do nothing

colorf/colorb
t ext ur enunber,
commonattri bs.

I'"lIl describe these tags with the gadget they're used with, it'll
simplify things greatly, since many have to be used in conjunction
with each others

Many of these tags have default value of 0 or

an enpty text but in game, the value isnt 0 or the text is
different. This is because for gadgets having Event nane for

the current interface, TA do sone special checks or in this case
it nodify sone variabl es val ue.

One last thing, sone gadget are invisble in gane but you KNOW
they're there and they should be visible. Things |ike buttons or

| abel s. This is because TA checks for gadgets with sone

specific Event nane and make theminvisible under sone circunstances.

The header is the first gadget in an interface that | spoke of
earlier. The special tags are

total gadgets -> This is used to indicate the total nunber of
gadgets in the interface but it's a bogus tag.
It doesnt have any effect on the interface, that
I can see

panel -> This is used to set the background picture of the interface.
If the interface already use a pcx based background, then



| eave it blank : panel =

Setting the gaf works a bit like the nane tag, it refers to the
name

of a sequence in a gaf file with the sane nane as the gui nenu

or a sequence in the commongui . gaf.

crdefault -> 1 have no idea yet.

escdefault -> This indicate the nane of the button that will be
pressed when Escape is pressed.

defaul tfocus -> This contain the nane of the button that will be
have the focus on by default when the interface
open. (The focus is represented by the gl ow ng rectangle)

Version -> This bit has to be added, after the commbn section
Put what ever value you want to, for the major, mnor
and revision. It doesnt matter.

[ VERSI ON|
{
nmaj or =- 51;
m nor =-51;
revisi on=-51;
}
EXAMPLES :
[ GADGETO]
{
[cx»mﬂwq{
i d=0;
assoc=205;
narme=Mai nnenu. GUI
Xpos=0;
ypos=0;
wi dt h=640;
hei ght =480;

attri bs=52685;
col or f =52685;
col or b=52685;
t ext ur enunber =0;
f ont nunber =- 51;
acti ve=l1;
conmonattri bs=-51;
hel p=;
}

t ot al gadget s=6

[ VERSI ON|
{
maj or =100;
m nor =-51;
revi si on=-51;

}



panel =;

crdefaul t=MULTI;
escdef aul t =I GPATCH
def aul t f ocus=SI NGLE

The special tags for a button are

status -> For sinple buttons, this dictate which frame of the
sequence in the gaf file the button will start on
If you go past the max nunber of franes in the sequence
the button will be invisible.

For multiple stages buttons, the status has to be 0 or
you'll get the wong frane.

stages -> This is used to indicate the nunber of stages a button
posses. For exanple, a On/Of button would have 2 stages.

text -> This is just the text of the button, type whatever you
want to. For sinple buttons, you just type your text,
however, for multiple stages button, you have to
use pipes to separate the text of each stages of the button
It works as follow (3 stages) : text=Continues| Ends| Deat hmat ch;

qui ckkey -> This is a shortcut key that you can set for the gadget.
The key is an ascii nunber. Consult your nearest
ASCI | character table for nore infos "_~.

grayedout -> Tells if the button is grayed out not. It makes the
button disabl ed but visible, unlike setting active

to O.
EXAMPLES :
Nor mal button ->
[ GADGET4]
{
[cxmmﬂjq{
i d=1;
assoc=126;
name=| NTRO
Xpos=409;
ypos=393;
wi dt h=96;
hei ght =20;
attri bs=2;
col or f =0;
col or b=0;

t ext ur enunber =0;



f ont nunber =0;

active=l1;
conmonat t ri bs=54;
hel p=;
}

st at us=0;

t ext =I NTRG,

qui ckkey=73

gr ayedout =0;

st ages=0;

}

Multi Stage Button (2 stages) ->
[ GADGET®6]

{

[ {
i d=1;
assoc=0;
name=ARMPREV;
xpos=100;
ypos=283;
wi dt h=300;
hei ght =40;
attri bs=32;
col or f =240;
col or b=0;
t ext ur enunber =0;
f ont nunber =0;
active=l1;
commpnattri bs=0
hel p=;
}

st at us=0;

text=0On| OF f;

qui ckkey=Q

st ages=2;

Note that the text is aligned in the niddle for sinple buttons
and it's aligned to the right for multiple stages buttons.

Wel|l sadly, there's no special tags for it, so I'Ill just
gi ve an exanpl e

[ GADGET1]
{
[ {



i d=2;

assoc=1;
nane=GAMES;
xpos=10;
ypos=10;

wi dt h=242;

hei ght =176;
attri bs=1

col or f =15;
col or b=0;

t ext ur enunber =0;
f ont nunber =0;
active=l;
conmonat t ri bs=54;
hel p=;

Pretty sinple gadget, just indicate it's size and position.

maxchars -> The naxi mum nunber of character in the textbox.

EXAVPLE :

[ GADGET9]

{

[cxmmmmq{
i d=3;
assoc=0;
name=ADDRESS;
Xpos=53;
ypos=61,
wi dt h=250;
hei ght =26;
attribs=0
col or f =100;
col or b=0;
t ext ur enunber =0;
f ont nunber =0;
active=l;
conmonattri bs=-125;
hel p=;

maxchar s=30;



Scrollbar (ID 4) :

Wether it's a vertical or horizontal scrollbar is decided by

the width and height. One with say a width of 16 and a hei ght of 184
will be a vertical scrollbar, where one with a width of 184 and a
hei ght of 16 will be an horizontal scrollbar

Wth the height and witdth, you'll get the graphic for the orientation
you want but to nmake it fully operational, you need the right
attribs value : 1 for horizontal and 2 for vertical

range -> This is the nunber of itemthe scroll bar contains. This isnt
i mportant, because it seens TA will always change it for
scrol I bar that have Event nane and have an associ at e,
beside, the result inst visible.

thick -> ? Doesnt seemto affect anything.

knobpos -> 1 assune it's a position within the range of the nunber
in the "range" tag. Sadly, you cant pre set it, it doesnt
do anyt hi ng.

knobsi ze -> This, is obviously the size of the know on the scroll bar
This too is usualy changed by TA when the srollbar has an

associ at e.
EXAMPLES :
Vertical ->
[ GADGET1]
{
[cx»mmmq{
i d=4;
assoc=243;
nane=KNOB;
xpos=17;
ypos=30
wi dt h=13;
hei ght =150;
attri bs=2
col or f =4;
col or b=0;
t ext ur enunber =0;
f ont nunber =0;
active=l;
conmonattri bs=0
}
range=151;
t hi ck=50;
knobpos=0;
knobsi ze=10;
}

Hori zontal ->



[ GADGET4]

{

[CI»MK)%{
i d=4;
assoc=243;
name=SLI| DER;
Xpos=317;
YypPOs=63;
wi dt h=150;
hei ght =13;
attribs=1;
col or f =4;
col or b=0;
t ext ur enunber =107;
f ont nunber =0;
active=l1;
commpnattri bs=10;
}

range=151;

t hi ck=100;

knobpos=0;

knobsi ze=10;

Label s are used to display text, you can place them anywhere
inside the interface and make them say whatever you want to.

text -> This is the text that the label will display on the screen
Li ke scrollbar, if the |label name is an even nane, then
the text you picked nmight get changed by TA at run tine.

link -> This is used to link a label to a button. Wiat wll happen
is that when you click on the |l abel instead of the button
it'll act just as if you clicked on the button. To nake it
work, just give the nane of the target button as the link val ue.

EXAMPLE :

[ GADGET3]

{

[CI»MK}Q{
i d=5;
assoc=243;
nanme=TEXT;
Xpos=476;
ypos=132;
wi dt h=117;
hei ght =13;
attri bs=17;
col or f =0;



col or b=0;
t ext ur enunber =0;
f ont nunber =0;
active=l1;
conmonattri bs=0
hel p=;
b

t ext =Locat i on;

i nk=St art Locati on

As | mentioned earlier, blank surfaces, are dynam c picture box.
They're used in TAminly to display the Mni map, as a preview
when you're selecting a map, to show the screenshot of the minimap
of your saved ganmes etc. Just nake sure it has the right event name
so that TA can fill it with a nice picture.. Ooooooooooh a map.
(I"'mtired | think ~_*;)

hotornot -> This is used to enable the selection rectangle visible
on button and such to be visible on the Blank Surface.
If hotornot =1 then it's visible, if it's equal to O
then the focus rectangle is invisible.

i d=6;

assoc=0;
nane=MAPPI C,
Xpos=328;
ypos=78;

wi dt h=252;

hei ght =252;
attri bs=0
col or f =15;
col or b=0;

t ext ur enunber =0;
f ont nunber =0;
active=l;
comonattri bs=0
hel p=;

}

hot or not =0;



This sets the default font for labels for the whole interface.
Sadly, | havent been able to change the font color or size yet,
so you're stuck with black col ored fonts.

filenane -> This is the name of the font you want to use, check the
fonts directory to know the nanes of the font. It's very
i mportant that you only use the nanme of the font in
filenane and not include the extansion. So, for exanple,
the files SMLFONT. FNT becones fil ename=SM.FONT;

EXAVPLE :

[ GADGET1]

i d=7;

assoc=243;
nane=FONT2;
Xpos=600;
ypos=321;

wi dt h=26;
hei ght =66;

attri bs=13;

col or f =15;
col or b=0;

t ext ur enunber =100;
f ont nunber =9;

acti ve=1;
conmonat tri bs=-125;
hel p=;

}
fil enane=SMLFONT;

This allow you to display a picture of a gaf sequence. As usual
the nane correspond to the sequence in the gaf file that you
want the picture to display.

[ GADGET13]
{
[ {
i d=12;
assoc=0;

name=| GPATCH
Xpos=0;



ypos=0;

wi dt h=300;
hei ght =40;

attri bs=2;
col or f =15;
col or b=0;

t ext ur enunber =0;
f ont nunber =0;

active=1;
commonat tri bs=86;
hel p=;
}
}
Well that's it for now I'll probably update when I find what the

3 nystery tags do ~_*. For nore infos or questions ensil
me at rochdeni s@otnails.com

GAF For mat

This is a description of the GAF file format used by TA to store all kinds
of graphic elenents, including aninmations, static pictures, user interface
el ements, etc.

Credits:
This docunent builds on the original by Saruman and Bobban

In addition, I got much hel pful info fromBiznmut, Kinboat, and Manu

I even figured a couple of things out nyself, but the people listed above
did nost of it.

Warning: This is intended for use by people that already know what they're
doi ng.

I"'ma C programmer, so |I'mdoing things in C notation here, but I'Il try to
explain it so that those of you that don't speak Cwill be able to
understand. |If you don't understand, wite nme at joed@ws.org and I'Il try

to clear things up.

I'"'malso a big believer in exanples, so I'll be wal king you through a GAF
file (Archipel ago. GAF) as | explain.

The first part of the file is the header, which | ooks like this:

typedef struct _GAFHEADER {
long IDVersion; [/* Version stanp - always 0x00010100 */

long Entries; /* Nunber of items contained in this file */
| ong Unknownl; /* Always 0 */
} GAFHEADER;

Let's | ook at a sanpl e header
00000000 00 01 01 00 39 00 00 00 00 00 00 00



| DVersi on i s 0x00010100 |Iike we expect. Entries is 0x39, indicating that
there are 57 items contained in this file.

I medi ately following the header is a list of pointers, one for each entry.

The list of pointers here | ooks I|iKke:

00000000 68 EA 04 00
00000010 98 EA 04 00 C8 EA 04 00 F8 EA 04 00 78 EB 04 00
00000020 A0 EB 04 00 CO ED 04 00 40 EE 04 00 68 EE 04 00
00000030 98 EE 04 00 C8 EE 04 00 F8 EE 04 00 78 EF 04 00
00000040 A8 EF 04 00 C8 F1 04 00 48 F2 04 00 78 F2 04 00
00000050 A8 F2 04 00 D8 F2 04 00 08 F3 04 00 88 F3 04 00
00000060 A8 F5 04 00 28 F6 04 00 58 F6 04 00 88 F6 04 00
00000070 B8 F6 04 00 E8 F6 04 00 18 F7 04 00 B3 F7 04 00
00000080 E8 F7 04 00 20 FB 04 00 CO FB 04 00 FO FB 04 00
00000090 20 FC 04 00 50 FC 04 00 80 FC 04 00 20 FD 04 00
000000A0 68 00 05 00 08 01 05 00 38 01 05 00 68 01 05 00
000000B0 98 01 05 00 C8 01 05 00 68 02 05 00 98 02 05 00
000000CO FO 05 05 00 90 06 05 00 CD 06 05 00 FO 06 05 00
000000D0 68 07 05 00 28 08 05 00 58 08 05 00 88 08 05 00
000000E0 B8 08 05 00 E8 08 05 00 18 09 05 00 48 09 05 00

The next byte after the pointer list is at offset FO. Renenber this.
Each pointer points to a structure that |ooks like this:

typedef struct _GAFENTRY {

short Franes; /* Nunmber of franmes in this entry */
short Unknownl; /* Unknown - always 1 */
| ong Unknown2; /* Unknown - always 0 */
char Name[ 32]; /* Name of the entry */
} GAFENTRY;

The first pointer is directs us to location Ox04EA68. (oing
there, we find:

0004EAG0 01 00 01 00 00 00 00 OO0 t...............
0004EA70 46 72 6F 6E 64 30 31 00 00 00 00 OO 00 00 00 00 FrondOl.........
0004EA80 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 OO  ................

This entry has 1 franme, and is called ' Frond0l'.
Fol | owi ng each entry is another list of structures, one for each frane.

typedef struct _GAFFRAMEENTRY {
long PtrFranmeTable; /* Pointer to frane data */
| ong Unknownl,; /* Unknown - varies */

} GAFFRAMEENTRY!

The frame entry | ooks like this:
0004EA90 78 D5 03 00 02 00 00 00

PtrFrameTabl e is 0x03D578. This points us to a structure containing data
about the first frame in this entry. It looks like this:

typedef struct _GAFFRAMEDATA {
short Wdth; /* Wdth of the frame */
short Hei ght; /* Height of the frame */
short XPos; /* X offset */



short YPos; [* Y offset */

char Unknownl; /* Unknown - always 9 */

char Conpressed,; /* Conpression flag */

short FranePointers; [* Count of subframes */

| ong Unknown2; /* Unknown - always 0 */

| ong Ptr FrameDat a; /* Pointer to pixels or subframes */
| ong Unknown3; /* Unknown - val ue varies */

} GAFFRANMEDATA,
Here's the data:

0003D570 31 00 1F 00 15 00 OF 00
0003D580 09 01 00 00 OO 00 OO OO FO 00 OO 00 OO 00 OO 0O

Wdth and height are (duh) the width and height of the frane. This frane
is
0x31 by Ox1F pixels (49 x 31).

XPos and YPos are actually offsets that give the displacenment of the frane
fromthe entry's actual position on the map. So if the entry itself was

pl aced at position 100,100, the franme would be at position

100- XPos, 100- YPos. These of fset can be negative. Here, they place the
frame

at 21 pixels left, and 15 pi xel s above the initial placenent of the itemon
t he map.

Unknownl is always 9. No idea what it really means.

Conpressed is the conpression flag. |If it's 0, the inmage is not
conpr essed
This inage is conpressed. More on this in a bit.

FramePointers. This is where it gets a little weird. |If FramePointers is
0, then PtrFranebData points to pixel data. |If it isn't, then PtrFraneData
points to a list of that many nore pointers to GAFFRAMEDATA struct ures.
Each of these subframes is collectively treated as one frane. Mre in this
inabit.

Unknown2 is al ways O.

PtrFrameData points to the pixel data or to nore GAFFRAMEDATA structures
dependi ng on the value of FranePointers. Here it's pointing to offset
O0xFO.

If you remenber, this is the first byte after the list of entry pointers
way

back at the start of the file.

Unknown3 is a nystery. Sonetines the value is 0. Sonetines it isn't. No
i dea what it nmeans or howto calculate it.

. Now we have this frame entry. Since FramePointers is 0, PtrFraneData
points to pixel data. |If the frane were not conpressed, it'd just be the
raw pi xel s, 31 chunks of 49 bytes each, corresponding to each line. This
frane is conpressed, so things are a little different.

Let's | ook at the data:

000000FO0 07 00 29 00 44 17 00 45 21 OE 00 1B 00 44 17 04
00000100 44 B3 07 00 45 09 00 44 1B 10 00 1B 00 A3 0D 00



00000110 44 07 00 A2 03 00 A2 OF 00 44 1D 16 00 13 00 45
00000120 07 00 44 03 00 45 13 00 44 03 00 45 09 00 45 03
00000130 00 A3 1D 1F 00 15 00 45 07 04 44 A3 07 00 45 03
00000140 00 44 03 00 44 03 00 A3 03 00 45 03 00 45 03 08
00000150 44 B3 A2 1F 1D 00 09 04 45 44 0B 04 44 45 07 08
00000160 44 A3 44 03 00 A2 03 04 A2 B3 05 00 45 05 08 44
00000170 A3 B3 23 25 00 OD 00 45 03 04 B3 44 05 00 45 07
00000180 08 A3 44 B3 03 04 44 5B 05 06 45 05 00 44 03 04
00000190 A2 45 09 04 44 45 07 00 44 OF 2B 00 OF 00 A2 03
000001A0 00 45 03 00 45 03 00 44 03 00 45 03 04 B4 35 03
000001BO 00 B3 05 08 45 B3 44 03 04 A2 46 03 08 B4 44 A2
000001CO 05 00 44 OD 00 44 OD 2B 00 09 00 45 05 34 45 44
000001D0 A3 45 A2 44 B4 45 45 B3 36 45 45 35 03 0C A2 46
000001EO0 A3 45 03 04 45 46 03 00 A2 03 04 B3 45 03 00 45
000001FO 0B 00 44 OF 28 00 OB 04 45 A2 05 38 B2 A3 B4 A2
00000200 A2 B4 45 A2 45 45 A3 46 44 46 44 03 14 A2 46 46
00000210 44 B3 37 03 00 35 03 04 A2 45 05 06 45 13 2B 00
00000220 04 A3 44 03 00 44 07 34 B4 A2 44 45 46 45 46 A2
00000230 A2 46 A2 B4 46 A2 03 04 B3 44 03 24 B2 A2 44 A2
00000240 36 A2 45 B4 A2 46 03 04 46 44 17 2A 00 09 08 44
00000250 A3 44 05 08 A3 45 36 03 60 A2 45 B2 45 45 A2 A2
00000260 B4 44 A3 35 45 A3 44 B4 A2 46 B2 45 A2 A2 B2 46
00000270 44 A3 07 04 A2 45 0D 29 00 0B 10 44 45 45 B3 45
00000280 03 60 46 44 45 46 A2 45 B3 45 B2 35 A3 44 B3 A3
00000290 B4 Al 46 45 45 A2 46 A2 B4 45 45 03 0C 46 44 A2
000002A0 45 11 2F 00 00 44 03 0C 44 A3 45 B3 03 04 45 35
000002BO 03 00 44 03 OC 45 B4 45 B4 03 58 46 A2 45 B3 44
000002C0 A3 44 45 A2 46 44 45 45 46 44 44 45 A2 44 45 B4
000002D0 A2 46 13 28 00 00 A3 05 00 45 07 00 46 03 00 45
000002EO0 03 04 45 A3 OE 45 48 A2 46 45 A2 46 B4 A2 45 46
000002F0 B3 46 45 46 46 45 A2 A2 B4 A3 OA 45 15 31 00 OB
00000300 20 A2 45 45 35 B3 44 46 45 45 03 06 45 00 46 03
00000310 5C A2 46 44 A2 45 B3 45 45 46 36 B3 Al A3 44 B2
00000320 A2 45 B4 A2 A2 B3 45 44 45 03 04 A3 44 05 00 44
00000330 2F 00 07 00 45 03 04 45 A3 03 14 B3 36 A3 B2 45
00000340 45 03 70 45 A3 B3 36 45 46 B3 A2 44 A3 45 A3 44
00000350 46 35 B4 45 B3 35 46 A2 36 45 B4 36 A2 A3 B2 45
00000360 0B 2C 00 09 00 45 07 0C A3 45 45 36 03 06 45 20
00000370 B4 45 A2 5B 46 36 45 B4 45 03 24 46 44 46 B3 A2
00000380 45 45 A3 Al B4 05 0C 46 A2 B4 5A 07 00 45 09 2A
00000390 00 07 00 45 03 04 44 45 03 3C 45 B3 A2 45 45 38
000003A0 A2 45 44 45 45 46 45 45 A2 45 03 28 37 B4 45 A2
000003BO 46 44 46 45 46 45 45 07 00 45 13 26 00 09 28 A3
000003C0 45 B3 A2 46 45 A2 B2 A3 44 38 03 04 B3 45 03 00
000003D0 45 03 00 45 09 18 45 46 Al 36 B4 A2 46 05 08 B3
000003EO0 45 45 17 27 00 OF 00 46 OA 45 08 A3 45 46 03 06
000003F0 5B 00 A3 03 0C 5B 45 45 37 05 04 45 A2 03 04 45
00000400 B4 03 04 45 A2 07 00 45 05 00 45 13 24 00 09 06
00000410 45 14 46 44 A3 44 B3 45 03 00 38 05 00 5A 05 04
00000420 44 A3 07 14 46 45 B2 35 45 A2 05 04 44 45 0D 06
00000430 45 OF 23 00 07 00 45 09 04 B3 37 03 00 45 05 00
00000440 36 03 00 44 03 04 45 B3 05 20 45 44 A2 46 44 A3
00000450 B3 44 45 0B 00 44 19 1B 00 OD 0C 45 A2 5A 37 0B
00000460 04 44 A3 03 04 46 A3 03 08 35 B3 45 07 04 B3 45
00000470 OF 00 A3 19 1C 00 0B 04 44 A2 07 00 46 07 08 44
00000480 46 44 07 06 45 03 00 45 03 00 45 03 00 35 03 00
00000490 A2 27 15 00 09 00 45 11 08 44 45 A3 09 00 44 05
000004A0 00 A2 0B 00 46 OF 00 44 17 0B 00 1B 00 A3 11 04
000004B0 B3 44 0D 00 44 25 08 00 19 04 B3 44 0B 00 44 3B
000004C0 07 00 19 00 36 OD 00 45 3B 07 00 27 00 A2 05 00
000004D0 A2 35 04 00 2B 00 44 37

PtrFrameData points to a short integer that is a count of bytes for the
first line. Skip ahead that many bytes, and you get to a count for the
second line, etc, etc. The first line is 7 bytes long, and consists of 29
00 44 17 00 45 21. The Height paraneter tells you how many lines there are,
in this case, 31. Broken into lines, mnus the |l ength data, we get:

Li ne 0 29 00 44 17 00 45 21



Li ne 1

Li ne 2

Li ne 3

Li ne 4 15 00 45 07 04 44 A3 07
B3 A2 1F

Li ne 5

23

Li ne 6 OD 00 45 03 04 B3 44 05
45 09 04 44 45 07 00 44 OF

Li ne 7 OF 00 A2 03 00 45 03 00
04 A2 46 03 08 B4 44 A2 05 00 44
Li ne 8 09 00 45 05 34 45 44 A3
46 03 00 A2 03 04 B3 45 03 00 45
Li ne 9 0B 04 45 A2 05 38 B2 A3
37 03 00 35 03 04 A2 45 05 06 45
Line 10 04 A3 44 03 00 44 07 34
B2 A2 44 A2 36 A2 45 B4 A2 46 03
Line 11 09 08 44 A3 44 05 08 A3
46 B2 45 A2 A2 B2 46 44 A3 07 04
Line 12 0B 10 44 45 45 B3 45 03
A2 46 A2 B4 45 45 03 0C 46 44 A2
Line 13 00 44 03 0C 44 A3 45 B3
A3 44 45 A2 46 44 45 45 46 44 44
Line 14 00 A3 05 00 45 07 00 46
46 45 46 46 45 A2 A2 B4 A3 0A 45
Line 15 0B 20 A2 45 45 35 B3 44
B3 Al A3 44 B2 A2 45 B4 A2 A2 B3
Line 16 07 00 45 03 04 45 A3 03
A3 44 46 35 B4 45 B3 35 46 A2 36
Line 17 09 00 45 07 0C A3 45 45
A2 45 45 A3 Al B4 05 0C 46 A2 B4
Line 18 07 00 45 03 04 44 45 03
B4 45 A2 46 44 46 45 46 45 45 07
Line 19 09 28 A3 45 B3 A2 46 45
36 B4 A2 46 05 08 B3 45 45 17
Line 20 OF 00 46 OA 45 08 A3 45
03 04 45 A2 07 00 45 05 00 45 13
Line 21 09 06 45 14 46 44 A3 44
05 04 44 45 0D 06 45 OF

Line 22 07 00 45 09 04 B3 37 03
B3 44 45 0B 00 44 19

Line 23 0D 0C 45 A2 5A 37 0B 04
Line 24 0B 04 44 A2 07 00 46 07
Line 25 09 00 45 11 08 44 45 A3
Line 26 1B 00 A3 11 04 B3 44 0D
Line 27 19 04 B3 44 0B 00 44 3B
Line 28 19 00 36 0D 00 45 3B
Line 29 27 00 A2 05 00 A2 35
Line 30 2B 00 44 37

To decode the Iline,

1. Read a byte.

2. If (mask & 0x01) = 0x01
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45
00

07

00

This is a mask.

00

44
00
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5B

00

00

04

05

ski p ahead (mask >> 1) pixels.

what ever

else if (mask & 0x02)

= 0x02
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45

45
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00

38

36

46

00

to the follow ng:

This is transparency,
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B3

03

46

44

44

46

45

45

45

44

44

03

45

04

35

46

00

08

04
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45

44

44
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03

45
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24

45

44
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36

45

B3

37

Al

27

was under the frane to show through

copy the next byte (mask >> 2)+1 tinmes to output.

el se

copy the next (mask & 0x02)+1 bytes to out put.
there are no nore bytes left

3. go back to 1, unti

A C code fragnment to do this is:

char *dat a;

/1 points to pixel

dat a

in the

i ne.



for (y = 0; y < FraneDat a. Hei ght;
bytes = *((short *) data);
data += sizeof (short);

count

= 0;

X = 0;
whil e (count < bytes) {

}

mask = (unsigned char) data[count++];

if ((mask & 0x01)
/'l transparent
X += (mask >> 1);
else if ((mask & 0x02)
repeat next byte
= (mask >> 2) + 1;

}

11

r epeat
while (repeat--)

put pi xel (x++,
count ++;

el se {

}

r epeat
while (repeat--)

yl

0x01) {

y++) {

0x02) {

dat a[ count]);

= (mask >> 2) + 1;

put pi xel (x++

data += bytes;

}

/1 point to next

y:

dat a[ count ++] ) ;

i ne

We do this to the above ness of data,

Li ne
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B3
45

45

45
36

45
45

44
44

45
46

B3

44
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and we get:
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*
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Line 17 45 A3 45 45 36 45 45 B4 45 A2 5B 46 36 45 B4 45 46 44 46
B3 A2 45 45 A3 Al B4 46 A2 B4 5A 45 *

Line 18 45 44 45 45 B3 A2 45 45 38 A2 45 44 45 45 46 45 45 A2 45 37 B4 45
A2 46 44 46 45 46 45 45 45 *

Line 19 A3 45 B3 A2 46 45 A2 B2 A3 44 38 B3 45 45 45 45 46
Al 36 B4 A2 46 B3 45 45 *

Line 20 46 45 45 45 A3 45 46 5B 5B A3 5B 45 45 37 45 A2

45 B4 45 A2 45 45 *

Line 21 45 45 46 44 A3 44 B3 45 38 5A 44 A3 46 45 B2 35
45 A2 44 45 45 45 *

Line 22 45 B3 37 45 36 44 45 B3 45 44 A2 46 44 A3
B3 44 45 44 *

Line 23 45 A2 5A 37 44 A3 46 A3 35 B3 45 B3

Line 24 44 A2 46 44 46 44 45 45 45 45 35
Line 25 45 44 45 A3 44 A2

Line 26 A3 B3 44
44 *
Line 27 B3 44 44

Line 28 36 45
Line 29 A2 A2

Line 30 44

This is essentially a big green splat, used to represent a patch of
recl ai mabl e foliage.

This entry is very sinple. One franme. No subfranmes. |If there were
multiple franes, you'd display each frame in sequence. |If the

FramePoi nters

menber were not 0, then instead of pixels, PtrFrameData would point to a
list of pointers that had that nany entries. Each pointer would point to
anot her GAFFRAMEDATA entry. \When you are assenbling that frane, you would
paint all the subframes in order, and treat the whole thing as one single
franme for ani mati on purposes.

I think 1've covered everything. |If you have any questions, let ne know
SCT For mat

Witten by Kinboat, 1998.

EE IR R S I R I R S I S O R

* % '\bte * %
In order for these sections to work in TAE, their dinensions nust be
a multiple of 128.

** File Header (28 bytes) *)
typedef struct _SCTHEADER {

| ong Version; /1 SCT Version. Set to 3.

| ong PtrM ni map; /[l Ofset to the section's m nimap.

| ong NunTi |l es; /1 The nunber of tiles in the section
long PtrTiles; /] Ofset to the section's tiles.

| ong W dt h; /1 Wdth of the section



| ong Hei ght; /1 Height of the section.
| ong PtrData; /I Ofset to the section's data.
} SCTHEADER

** TileData (PtrTiles) **
Each tile is 32x32 pi xel s.
BYTE Til eData[ NunTil es * 1024];
** SectionbData (PtrSectionData) **
short Secti onDat a[ Secti onW dt h*Secti onHei ght];
This array is an array of index values pointing to tiles stored in

the Til eDat a.

typedef struct _HElI GHTDATA {

BYTE Hei ght; /1 Hei ght val ue.
short Constant1; /1 Al ways -1.
BYTE Const ant 2; /1 Al ways O.

} HEI GHTDATA;
HEI GHTDATA Hei ght Dat a[ Secti onW dth * Secti onHei ght * 4]

This is an array to the 3D height data for the section. Each tile
pointed to by SectionData has 4 hei ght val ues.

** Mnimap (PtrM nimap) **
BYTE M ni map[ 128 * 128];

OTA For mat

Initial M ssion Conmands

The Initial Mssion selection is the true heart of m ssion
creation. Most missions created do not rely on the Al to handle the
battle, rather, everything is carefully planned ahead. Having units wait
until they are attacked, having groups of units attack at the sane tine,
havi ng themtarget specific units, even roving patrols, are all comuands
that are set here. Gving all (or nost) of your eneny units a series of
commands that interact and nesh to nake an appropriate defense (and
of fense) is what mission creation is all about. If a Unit is given no
initial conmands, or runs out of commands, the Al will take over, if it is
a Conputer controlled Unit (anything other than Player 1). If it is a
Pl ayer controlled Unit and you want the Player to be able to interrupt the
initial conmands, insert a "s" (to make it selectable) in the initia
command |ist.

VWhat follows is a list of the avail abl e commands; use a conma to
separate commands. Renenber that all unit references should be to the
unit’s name, not the unit’s description (e.g. CORTL not Core Torpedo
Launcher).

mXY



Tells the Unit to nove to coordinates X and Y as neasured in
pi xel s; see "Location" on the Status Bar at the bottom of the program
wi ndow.

p XY

Tells the unit to patrol fromthe coordinate at which it is
presently to the coordinate that follows the "p" and back again. If only
one coordinate is given the conputer will assune the starting point to be
the second point in the conmand list. If you give two points (p XY XY)
the unit will patrol between those two points. If you give three points,
the Unit will patrol between those three points in the order given, etc.
You can specify any nunber of points in this way. The patrol comand
shoul d be at the end of the conmand list, since once on patrol, it wll
ignore all |ater comuands.

a UNI TNAME

Tells the Unit to attack the nearest specified Unit. This could be
either a Unit Type (for exanple "a ARMCOM') or a unique identifier (for
exanple "a FRED'). If there are no units of the specified Type, the Al
will take control of the unit.

w SECONDS

Tells Unit to wait at its present location for the specified nunber
of seconds before continuing with the command list. You can specify
fractional seconds (e.g. "w 0.5").

b UNITTYPE X Y

Mobi |l e Construction Units only. Tells the Construction Unit (or
Conmander) to build a Unit of the specified Type at location X Y.

b UNI TTYPE n

Construction Building. Tells the Construction Building to build n
Units of type UNITTYPE on its construction pad.

d
Destroys the Unit instantly.
s

Makes the Unit sel ectable even though the initial command i st
isn't conpleted yet, allowing the Al or player to take control of the Unit.

i UNI TNAVE

Place this Unit in the specified transport. (e.g. "i ARMSH P" or if
there is nore than one transport give the transport a unique identifier
e.g. "i JAKE").

u XY

You can then tell the transport where to unload the unit that it
carries by designating u XY.



wa
In the initial mssion list will wait until the unit is attacked.

"wa otherunit" will wait until otherunit is attacked. This works
like the "i" mssion--otherunit identifies a specific unit, not a genera
type of unit. |In order for this conmmand to work, ‘otherunit’ nust be
gi ven a uni que nane.

Exanple: Let’s say for a nmonent, that you' re in the niddle of
creating an Armmi ssion, for which the goal is to get your squad of Zeus
into the eneny’s base and take out their fusion plant. While setting up
t he defenses, you might programa fleet of Rapier gunships to wait unti
the Arm |i ght ni ng- chuckers have destroyed a radar tower abandoned in the
m ddl e of a valley, nove to co-ordinates 513, 700, followed by a run on
the Arm Cormander, nestled in it’s canp. To spring your little trap, you
woul d need to do the follow ng setup

-Place radar tower with unique nanme (e.g. "TRAP")
-Place Rapier units, each with the following initial conmand
string:

wa TRAP, a ARMZEUS, m 513 700, a ARMCOM

-lt’s very inportant to make sure that you' ve provided the player
with at | east one Zeus unit to start with. |If there is no Zeus units on
the map, the Rapiers will sinply skip that conmand and go straight after
the Conmander. Upon destruction of the radar tower by any other unit than
a Zeus, the Rapiers will still search out the Zeus and try to kill it.

BugFi x I nformation

By Switeck

Unit |1 D Nunber Changes:

18 Cavedog units share the sane unit id #:

Uni t Nane Description i d# new i d#
ARMCA Construction Aircraft Tech Level 1 18 18
ARMCSA  Construction Seapl ane Tech Level 1 18 *CONFLI CT: ARMCA 400 *
CORCA Construction Aircraft Tech Level 1 90 90
CORCSA  Construction Seapl ane Tech Level 1 90 *CONFLI CT: CORCSA 403 *
ARVDECOM Decoy Conmmander Decoy Conmmander 232 232
CORDECOM Decoy Conmander Decoy Commander 232 *CONFLI CT: ARNDECOM 404 *
ARMPLAT Seapl ane Pl atform Bui | ds Seapl anes 242 242
CORPLAT Seapl ane Platform Bui | ds Seapl anes 242 *CONFLI CT: ARMPLAT 405 *
ARVMANNI  Penet r at or Mobi | e Energy Weapon 269 401 *
CORSUMD  Suno Adv. Arnored Assault Kbot 269 *CONFLICT: ARMVANNI 269
CORSS Sea Ser pent I ndi genous Lifeform 277 406 *
CORSSUB  Levi at han Battle Sub 277 *CONFLI CT: CORSS 277
CORWES Underwater Energy Storage |ncreases Energy Storage 293 293

CORUWVS Underwater Metal Storage |Increases Metal Storage 293 *CONFLI CT: CORWES 407 *



ARMMES Underwater Energy Storage |ncreases Energy Storage 298 298
ARMMMS Underwater Metal Storage Increases Metal Storage 298 *CONFLI CT: ARMWMES 402 *

ARVEMP St unner EMP M ssil e Launcher 322
CORMABM  Hedgehog Mobi |l e M ssil e Defense 322 *CONFLICT: ARMEMP 408 *
CORPLAS | nmol at or Pl asma Tower 124 *CONFLI CT: CORPUN 409 *

The * (asterick) means changed.

ALL FI XED -- by noving the conflicting units to different unit id #'s,
starting at 400 and going to 409. This should be safe so | ong as Cavedog
doesn't create nearly 100 new units. According to Cavedog, this bug has no
ef fect on ganmeplay - but since |I'mrenoving other bugs, |'mrenoving this
bug as wel I'!

Weapon | D Nunber Changes:

Al'l of the Cavedog weapon id's (in nunerical order) are in 1 MASTER
weapons.tdf file in the weapons dir (in REV31.GP3) instead of divided up
among many little files of only a weapon or 2 each. The other files are of
zero-length to force TAto forget all the incorrect and redundant entries
in ccdata.ccx and total al. hpi

Al though there is only 255 weapon id # s to work with, Cavedog has quite a
few weapons id #' s that have unused weapons in them Plus there is quite a
few duplicates anong Cavedog's weapons. | don't nean just simlar - | mean
i dentical down to the picture, speed, turn rate, and even accel eration
speed of the weapon. Although it's a lot of work, it's just going through
the unit FBI files and referring themto the sane weapon id and goi ng

t hrough weapons id #'s and deleting the unused ones. The problemis
getting TA both to recogni ze the changes and ignore the old id's. To do

that, | have to change around a lot of stuff in REV31.GP3 -- it's the only
file that overrides other files containing identical FBI's and weapons
id's. For old weapons id # s to be ignored, | have nade enpty files of the

same nane and put the whole weapon id # s list in a single WEAPONS. TDF
file.

Wth ny tests so far, it all seens to work -- even units with 2 identica
weapons such as the Seapl anes and Stealth Fighters seemto work correctly.

Cavedog | DENTI CAL and UNUSED weapon id's!

Weapon Area of Cost Rel oad
ID Name Range Damage Effect Metal Energy Path Tine
7 M NDGUN 500 100 16 - - L 1 unused! *
8 SBM SSI LE 300 80 16 - - L 1.6 wunused! *
19 VTOL_EMZX (unused!) 510 12 8 - - L .6 burst=3 burst rate=.1 *
22 ARM DI SI NTEGRATOR 240 30000 48 - 400 L 1.2
23  CORE_DI SI NTEGRATOR 240 30000 48 - 400 L 1.2 *
30 AMD_ROCKET 32000 500 96 200 10000 L 120
117 ARVSCAB_WEAPON 27000 500 96 200 10000 L 120 * -- see NOTE #1
32 FMD_ROCKET 32000 500 96 200 10000 L 120
118 CORVABM WEAPON 22000 500 96 200 10000 L 120 * -- see NOTE #1
38  ARVAVPH_WVEAPON2 700 46(97) 48 L 2 *
106 ARMRL_M SSILE 700 46(97) 48 L 2
43  CORFLAK_GUN 750 146 125 B .7 Flak
79  ARVAAS_WVEAPON3 750 146 125 B .7 Flak *



180 CORARCH_\EAPON3 750 146 125 - - B .7 Flak *
50  ARM LI GHTCANNON 240 50 32 - - B 1.53

51  CORE_LI GHTCANNON 240 50 32 - - B 1.53 *
55  CORE_THUD 230 80 48 - - B 1.9

159 CORAMPH_ WEAPONL 230 80 48 - - B 1.9 *
75  ARVBFI G_WEAPON 510  50(140) 48 - - L 3

76  CORSFI G_WEAPON 510  50(140) 48 - - L 3 *
96  ARVSFI G_VEAPON2 510  50(140) 48 - - L 3 *
97  CORSFI G_WEAPON2 510  50(140) 48 - - L 3 *
77 ARVAAS WEAPONL 710  57(108) 48 - - L 2 -- see NOTE
#2

78  ARVAAS WEAPON2 710  57(108) 48 - - L 2 *
103 ARVBHI P_M SSI LE 710  57(108) 48 - - L 2

178 CORARCH_WEAPONL 710  57(108) 48 - - L 2 *
179 CORARCH_WEAPON2 710  57(108) 48 - - L 2 *
82  ARM LASER 180 30 8 - - L . 865 *
88  CORE_LASER 180 30 8 - - L . 865

95  ARVBEAP_WEAPON3 510  44(130) 48 - - L 3 *
98  CORSEAP_WEAPON3 510  44(130) 48 - - L 3 *
108 ARWTOL_M SSI LE 510  44(130) 48 - - L 3

107 CORRL_M SSI LE 700  45(95) 48 - - L 2

148 CORFRT_M SSI LE 700  45(95) 48 - - L 2 *
112 ARWTOL_ADVM SSI LE 659 70(150) 48 - - L 3

115 ARWTOL_ADVM SSI LE2 659 70(150) 48 - - L 3 * .. see NOTE
#3

113 CORVTOL_ADVM SS| LE 650  68(155) 48 - - L 3

114 CORVTOL_ADVM SSI LE2 650  68(155) 48 - - L 3 *
146 ARMSEAP WEAPONL 300 400 6 - - L 6

152 CORSEAP_\WEAPONL 300 400 6 - - L 6 *
193 ARMSEAP_WEAPON2 300 400 6 - - L 6 *
194 CORSEAP_VEAPON2 300 400 16 - - L 6 *
145 ARMSCORP_WWEAPON 320 400 8 - - L 1.2 *
181 CORSCORP_WEAPON 320 400 8 - - L 1.2

143 ARMFRT_M SSI LE 700  46(97) 48 - - L 2 unused! *
157  ARMFARK_WEAPON 320 112 48 - - B 1.8 unused! *
158  ARMSCRAM WEAPON 320 112 48 - - B 1.8 unused! *
162 CORHUNT VEAPON 320 112 48 - - B 1.8 unused! *
164 ARVSEHAK WEAPON 320 112 48 - - B 1.8 unused! *

The * (asterick) shows the weapon id # s that have been freed up with the
renoval of that weapon

This patch frees up 32 weapons id #' s.

These are the weapon | D#' s renoved in nunerical order

7,8,19, 23, 38, 51, 76, 78, 79, 82, 95, 96, 97, 98, 114, 115, 117, 118, 143, 145, 148, 152, 15
7,158, 159, 162, 164, 178, 179, 180, 193, 194

7,8,19, 143, 157, 158, 162, 164 are never used even in the original gane!

Al'l of Cavedog's units use 197 weapon id # s BEFORE this patch. (counting
unused weapons id's in the gane.)
Al'l of Cavedog's units use 165 weapon id # s AFTER this patch.

NOTE #1:

Al t hough the 4 antinuke weapons have VASTLY different maxi mumranges, ALL
the antinukes WLL shoot down nukes fired into their protected zone from
beyond their maxi numrange. The only thing the anti nuke weapon range



changes is how soon the antinukes fire after the nuke is fired. The
shortest-ranged anti nuke weapon, CORMABM WEAPON ( Core Hedgehog's weapon)
has a weapon range of 22,000 pixels -- even this could cross from one side
to the other of a 40 x 40 map. (The largest non-3rd party map in TAis
only 40 x 40!) Since the ranges all correspond to an incredibly huge

di stance, and because any of the antinuke weapons WLL shoot down nukes
fired frombeyond their nmax range, | have renoved ARMSCAB WEAPON and
CORMABM VEEAPON and used the original antinuke weapons ( AVD ROCKET and
FMD_ROCKET) instead on the nobile antinuke vehicl es.

NOTE #2:

The m ssil e weapon used on Arm Fl akker ships (and al so reused on Core's
Fl akker ships as well) has been nodified to nmake them a 2-weapon unit

i nstead of a 3-weapon unit. This was done by halving the reload tine for
t he weapon, thus making it roughly equal to the original 2 weapons it
repl aces. The scripting nodel for the AA ships also had to be changed so
the single nissile weapon appeared to be firing fromdifferent turrets.

NOTE #3:

The 2 different Hawk missiles (ARWTCOL_ADVM SSILE and ARWTOL_ADVM SSI LE2)
have a tiny differance in top speed (559 vs 554 -- less than a 1%
differance), | renoved the 2nd nissile because for all practical purposes

they are identical. Many things in the gane are rounded down to the
nearest nmultiple of 32 (the tilesize) and speed is probably one of them

3rd party units don't work with Bugfix?

Some 3rd-party units may not work with this patch w thout changes *IF*

t hey use weapons renoved by TA Bugfix. Like if a unit used M NDGUN as a
weapon. | tried not to take "sides" when deleting shared weapons id #' s.
I f equal nunbers of units used different weapons, the oldest (as in the
case of ARMRL_M SSI LE) weapons id # was kept or the | owest weapons id #
was kept in the case of ARM DI SI NTEGRATOR.

To nmake these 3rd-party units work with TA Bugfix, place the

ol d weapons.ufo file in the totala directory. This will ADD BACK all the
renoved weapons with corrections to themas well. This should all ow al nost
ANY 3rd party unit to work with TA Bugfix. (And if it doesn't please emil
ne.)

Speed Benifit:

Anot her side benifit of renoving all duplicate files is an increase in
gamespeed - at | east one speed notch. Also, the gane will |load a new
nm ssion faster because it shuffles through fewer files.

Because of the decrease of EMclag as well as the renoval of many
categories for units, internet ganmes and LAN ganes should | ag | ess



Anot her bug fixed by this patch is making nap OTA's use a better ai
profile. Original pre-TA:CC maps were particularly bad about their choice
of ai profiles that they used. This should nake the ai's at least slightly
nore effective on those maps than originally.

Map OTA D d use Now uses
Aci d Four sone Aci d Def aul t
Aci d Pool s Hover W nd
Checker Ponds Aci d Def aul t
Crystal Cracked SeaBattl e Hover
Etorrep d aci er Def aul t W nd

Evad River Confluence AirBattle Hover *AirBattle is strictly
aircraft-only maps

Gaspl ant Plain Def aul t W nd
Hundred |sles Def aul t SeaBattl e
Kill the Mddle AirBattle Wnd

Lava Mani a Def aul t W nd

Met al Heck Def aul t Met al
Metal |Isles Def aul t SeaMet al
Over Crude Water AirBattle Krogoth
Ring Atoll Def aul t Hover
Seven | sl ands Def aul t SealMet a
Shore to Shore Seabattle Hover
Show Down Def aul t W nd
Surface Ml tdown Aci d Def aul t
The Col d Pl ace Def aul t W nd

The Pass Def aul t ThePass
Trout Farm Def aul t Ur ban

Two Continents AirBattle Hover *AirBattle is strictly

aircraft-only maps

Descriptions of Al Profile types:
(this is what they probably should be, not what they are...)

Aci d. t xt

Presunes that each player is separated by acid, so ships and ground
troops cannot (safely) get fromone island to another. This nmeans the a
shoul d build aircraft and hovercraft (and Pelicans).

AirBattle.txt

Presunes that each player is separated by inpassable terrain (clouds,
| ava, etc) that even hovercraft cannot cross. This neans the ai should
only build aircraft for attack

Def aul t. t xt

Presunes a big land map that all units can cross. Presuneably no water
is on the map, so meking ships is pointless. So the ai should build
everyt hi ng but shi ps.

Hover . t xt

Presunes a water map with lots of land to build many factories on.
This allows the ai to build many aircraft plants as well as hovercraft
pl atforns. Ships aren't neglected, but have low linmits.



Kr ogot h. t xt

For a metal map that has water as well as |land. G ound troops
presuneably can travel from al nost any part of the map to any other part.
Ships aren't neglected, but have low linits.

Met al . t xt
Strictly a netal nmap with little or no water and no obstructions to
ground units. So the ai should build everything but ships and nmetal makers.

SeaBattl e. txt

Presunmes a water map with limted land to build factories on. Ships
are the main formof attack or defense, but small nunbers of air plants
and hovercraft platforns nmight be built.

SealMet al . t xt (Does not normally exist in the gane!)
A nmetal water map, presuneably with lots of land to build nmany
factories on. This allows the ai to build many aircraft plants as well as

hovercraft platforms. Ships are still a major formof attack but by no
means the only one. Actually, this is just a netal form of the Hover.txt
ai -- with the exception that the ai shouldn't nake netal makers.
ThePass. t xt (Does not normally exist in the gane!)

A special map ai, designed specifically for The Pass map. It builds
very few factories or base defenses to conserve its very linited build
space, nor does it build many netal extractors.

Waterwr | d. t xt

Presunes an entirely water map. Ships are the only formof attack or
defense, with seaplane platforns as the only other factory type. The a
should not try to build any | and-based factories.

W nd. t xt (Does not normally exist in the gane!)

Presunes a big land map that all units can cross. Presuneably no water
is on the map, so meking ships is pointless. So the ai should build
everyt hing but ships and solars. However the ai's primary early energy
source is wind generators instead of solars.

Ur ban. t xt

Presunes a water map with lots of land to build nmany factories on.
This allows the ai to build many aircraft plants as well as hovercraft
pl atforns. Ships aren't neglected, but have low limts. Also, this map is
| ow on resources but may have recl ai nabl e objects (buildings, rocks, and
trees) to make up for this lack. Al so presunes there is underwater netal
spot s.

SI DEDATA. TDF changes:

The ai's build nmenus are pretty nessed up
(this is stored in the SIDEDATA. TDF file in the GAMEDATA dir.)

FI XED: Core is unable to build seapl ane platforns and advanced
construction subs!

FI XED: Arm s seaplane platforns sonetinmes quit building for no reason
ADDED: All the TA:CC units that were mssing, plus the 6 post-v3.1 patch
units.

| left the ability of the ai's construction hovercraft to build advanced
vehicle plants and the ability of the ai's construction seaplanes to build



advanced k-bot labs in, because it is only a snmall advantage for the ai --
and the ai needs that (and nore) to conpete with good players.

Al profile changes:

There are NO ai profiles in ][BF14.ufo! TA Bugfix uses the ai profile
files found in the old Rev3l.gp3 file (renamed Rev3l.ccx or incorporated
into totalal.hpi) instead. | did not include ny ai profiles (that is found
on other websites) with this patch. Al so, ai profiles are sonething that
typically get changed often like maps do - which is nuch easier to do if
the ai files are in an Al directory instead of buried inside of a ufo file.

Si ngl e- pl ayer M ssi on changes:

Sone singl e-pl ayer nmaps have been altered so they can be used as
mul ti pl ayer maps as well, HOAEVER they *MJST* be installed to the
harddrive in order to run (the big totalad4.hpi file, that is).

Al so, a small and currently inconplete Arm canpai gn has been added as
well. It takes place at about the sane tine as the missions in TA and
TA: CC

The missions will play better if ai profiles are added to augnment them
The special ai profiles they use are:

SeaMM ss. txt for Sea Metal maps

Sea M ss.txt for Sea nmaps

The Krogoth Canpai gn has been altered so the original hard setting is now
only the nedium setting. The new hard setting adds only 1 eneny unit to
the ai and renoves nuch of the waittines placed on the eneny units. This
makes the ai attack earlier and with greater strength, and resupplies its

attack force quicker. | personally have beaten it, but it is very hard.
For those that find either version too nuch, an easy version has been
added as well - but even it is no cakewal k.

There is a major (in ny opinion!) mssion bug in every mssion included in
TA:

The ai will not automatically build MOST TA units added after the very
first vl1.0 release! Strangely, there are a handful of units that don't
have this problem These are:

armscorp, cormabm cornecro, corplas, corscorp, cortruck

Probably can be built by the ai as well:
arnmscab, armss, arngate, corgate, corbuild (but only the ai would be able
to build it!), and both the arm and core beac and devl.

NOTE: Nornally nost of these units aren't buil dable, but once a downl oad
tdf file is added to build themthe ai WLL build then

| amhard at work to nmake it so the ai can autobuild *ANY* units in TAin
m ssions, even if they're 3rd party units. This is *IF* the ai is allowed
to build themat all. (via the useonly files.) So, if the unit is grayed
out the ai cannot build it.



M nor Map changes:

I noved around a few of the starting | ocations on sone nmaps because of
conflicts -- either the commander starts out "stuck" on/in the scenery, or
starts very close to other commuanders.

I did this on these maps:

Pai nted Desert (w nore than a 4 player start, players 1 and 5 were cl ose
together. Player 5 is now located in the center.)

Town and Country (one player starts out enbedded in a car)

Evad River Confluence (tidal strength has been increased fromO to 15 --
this is supposedly a river isn't it?)

New control options!

These new CTRL hotkey shortcuts are designed to elimnate sonme of the
nmi cromanagenent in controlling all your units:

CTRL+G - ground units (arnmed ground units only)

CTRL+H - hovercraft (arned hovercraft only) (Hovercraft are *NOT* sel ected
with CTRL+G)

CTRL+L - Laser towers + other fixed defenses (but not AA towers!)

CTRL+N - Naval units (arnmed ships only)

CTRL+Q - AA towers (M ssile Towers, Flakkers, Naval M ssile Towers)

CTRL+T - Torpedo Launchers (fixed versions only)

CTRL+X - superweapons such as antinukes, nuke silos, and berthas (LRPC s)

NOTE: Pelicans are selecetable with both CTRL+G and CTRL+H.

NOTE: The crawl i ng bonbs cannot be selected with CTRL+G because their

"weapon" is their death.

NOTE: Decoy commanders are not selectable with either CTRL+G or CTRL+W
but are selectable with CTRL+B.

NOTE: M nel ayers, Arm FARK, and Core Necro are selectable with CTRL+B.

The "X" key is now a hotkey shortcut for nuke silos and antinuke silos
build nmenus. It will repeat the last nouse build command for that silo -
to either build 1 missile or to renove 1 nmissile fromthe build que. It
can be used with the shift key to build/remove 5 nissiles at a tinme - hold
down shift+"X" to queue up nmany m ssiles quickly.

The Arm Anni hilator and Core Doonsday Machi ne now have an On/ O f switch.
When set to "OFf", the turrets act as normal - opening as neccessary when
an eneny cones into range. Wen set to "On", the turret remains in an

al ways open state. Changing from"On" to "OFf" causes the turret to

i medi ately begin its close-up sequence regardl ess of what the turret is
doing. The turrets need to be set to "HOLD FIRE" to renmain cl osed and
"OFF".

(Sadly, we're still having problens with the Anni hilator and the Doonsday
Machi ne -- when set to "OFF" and fire at will and sonething cones into
range, they turn thenselves "ON' and remain "ON'.

Al so added to the Core Doonmsday Machine is the "D-@un" option. This does
NOT fire a D-gun but instead fires the Core Doonsday Machine's 3rd weapon
-- its red (LLT) laser. By using "Attack"” in conbination with the "D' key



(using shift), the DDMcan fire at multiple targets at once using
di fferent weapons on each.

The Core Krogoth also has the "D-Gun" option to fire its 3rd weapon, its
arm nmount ed Gauss Quns.

Category changes in unit FBI files:

Morty is now treated as a LEVEL2 unit inits FBI file.

Both the Arm Samson and Core Slasher are now LEVEL1 units -- not LEVEL2
i ke they were.

Thuds can no | onger be selected with CTRL+P.

Most/all units have ALTERED category infornmation in their FBI.

Any units with radar, sonar, or jamming ability are now selectable with
CTRL+R.

The Targetting Facility can now be selected with CTRL+R

ALL Underwater units now have the UNDERWATER category in their FBI.
These categories have been totally renoved:

ANTI SUB, BEACON, BOVB, CARRY, defensive, DEV, extractor, HOVER JAM
KAM KAZE, KBOT, LEVEL, LEVEL10, M NE, M NELAYER, PARAL, PHI B, RAD,

REPAI RPAD, SCORP, SHI P, SONAR, SPECI AL, SPY, STEALTH, STORACE, strategic,
TANK, TPORT, VTOL

Al t hough this seens excessive, the categories tell the ai what category
each unit is in. Since this informati on was not used by the ai (or did not
appear to be used), it was renoved.

These categori es have been added: CTRL_G CTRL_H, CTRL_L, CTRL_N, CTRL_Q
CTRL_T, CTRL_X, NOTSTRUCTURE

CONSTR and PLANT were added back because ai profil es DESPERATELY needs
this information!

TORP now t akes the place of ANTI SUB

CTRL_H now t akes the place of HOVER

CTRL_G now takes the place of KBOT -- selects all ground units with weapons
CTRL_G now t akes the place of TANK -- selects all ground units wth weapons
CTRL_L now takes the place of DEFENSIVE -- selects all Laser towers +

ot her fixed defenses

CTRL_M now t akes the place of MNE

CTRL_N now t akes the place of SHIP -- selects all naval ships with weapons
CTRL_Q now takes the place of SPECIAL -- selects all AA towers

CTRL_R now t akes the place of JAM

CTRL_R now t akes the place of RAD

CTRL_R now t akes the place of SONAR

CTRL_T now takes the place of TORP -- selects torpedo | aunchers
CTRL_V now t akes the place of VICQL
CTRL_X now takes the place of strategic -- and sel ects antinukes, nuke

sil os, and bertha weapons.
Because the remmi ning categories make decent substitutions, the originals
are not needed.

Units ai behavior is inproved with appropriate badtarget lines in their
FBI .

Both Light Carriers have an added "ENERGY" line in their categories in
their FBI file.



The Geothernmal Pl ant, Energy Storage, Underwater Energy Storage, Fusion
React or, and Underwater Fusion Reactor have an added "METAL" line in their
categories in their FBI file. Although this is incorrect, it should
encourage the ai to build themnore often and will have no effect on the
pl ayer. Al so, the Moho Metal Makers no | onger have the "METAL" line in
their categories in their FBI file. This is to partially overcone the ai's
tendancy to build noho netal nmakers when it has nothing but solars to
power it and will also have no effect on the player

Core Slinger (CORAH) had BadTar get Cat egory=VTQ_;
Arm Swatter (ARMAH) had BadTar get Cat egor y=VTQL;
even though they're ANTI-Aircraft hovercraft!

Core Thunderbolt, Floating Heavy Laser Tower (CORFHLT) had
BadTar get Cat egor y=NOTAI R
but it's HARDLY an AA weapon!

Core Shadow (CORSHAD) had NoChaseCat egor y=UNDERWATER,;

but it's very unlikely that it'd ever find an underwater target to chase
in the first place.

(Al'l bonbers have this line!)

Not e that +SHOOTALL overrides the bad target settings, allowing units to
aut ot arget resources and the like.

Al so, bad target setting have been changed so units don't shoot at c-units
and factories by default.

The BadTar get Category= line seens to be "overall" for *ALL* the weapons on
the unit. (But is sonetines ignored!)
The NoChaseCategory= line seens to be for whether the unit will chase a

unit it's told to attack if it noves out of range.

The wpri_BadTar get Category= line seens to disallow the FI RST weapon of
that unit fromtargetting certain eneny types. It is the GREATEST deci di ng
factor on what the unit will target quickly and what it will ignore if
other units are around.

For missile weapons with AA uses, what seened to work best was:

wpri _BadTar get Cat egor y=NOTAI R

BadTar get Cat egor y=NONEAPON

This means firstly, it would ignore units not flying (NOTAIR) and out of
the flying units it would prefer units with weapons. The other way around
made themtoo likely to shoot at anything with a weapon -- whether it was
flying or not!

COB script file changes:

The Core Spy no longer "runs" while being built.
Both sides' Construction Kbots (both Basic and Advanced), Core Necro, and
Arm FARK shoul d al nost never have guardi ng and buil di ng probl ens now.

Al nost *ALL* buil di ngs that cl ose when danmaged were not becom ng arnored
when cl osed - DESPI TE having a danmage nodifier line in their FBI file that
says that they should be! This happens to the Arm Anni hilator, Arm
Advanced Radar (although it |lacks a damagenodifier line, since it's closed
it should be slightly tougher - so | added a damangenodifier of 0.5, this



will have little effect because it is so fragile), the Core Doonsday

Machi ne, the Moho Metal Makers, both side's Targeting Facilities, and both
side's antinukes were *NOT* nore resistant to danage while in a closed
state. Antinuke silos are fragile and easy to kill because of this bug.
THI' S has been fi xed!

To nmake matters worse about this failure to arnor bug, the Arm Advanced
Radar, both side's solars, both side's sonars, and both side's npho netal
makers incorrectly OPEN and activate when shot -- even when not COWLETELY
BU LT! This nmakes themeasier to kill. This has been fixed as well.

The Core Viper pop-up HLT had a scripting error that caused it to not
| eave a corpse, this has been corrected. The corpse netal val ue has al so
been reduced to |l ess than the netal cost of the Viper

A few nulti-weapon units have an either-or approach to using their weapon
The Arm Warrior for instance will fire either its cannon OR its EMG but
sel dom bot h.

The fixed Arm Warrior attenpts to use both weapons at once, if in range.
Even with the original unit, this could be done by using "Hold Position"
and "Fire at WII" and ordering the Warrior to nove near an eneny instead
of ordering it to attack the eneny - this fix just renoves the

m cr omanagenent involved. This was done with a COB fix.

Both side's Fl akker ships have | ost their second m ssile weapon, |eaving
themwi th 2 weapons -

weapon 1: their first nissile weapon

weapon 3: their flakker weapon

The fl akker weapon had to be nade weapon 3 instead of weapon 2, or it
woul d be force-fireable (which would make it able to destroy al nost any
unit not strictly i mune very quickly.)

Thi s neans the flakker ships should shoot their flakkers nore often. This
was done with a COB fix and an FBI change. The reload tinme on the
remai ni ng m ssile weapon used on Arm Fl akker ships (and al so reused on
Core's Fl akker ships as well) has been halved, thus making it roughly
equal to the 2 original missile weapons it repl aces.

The Core anphi bi ous K-Bot, the G np, should now use both of its weapons at
the sane tine. Just like the AbmVWarrior, the G np could use both of its
weapons at once - but only if not ordered to attack a specific target.
This should hel p make the Core G np nore effective against the Arm Pelican
wi t hout requiring changes on either of their stats. This was done with a
COB fi x.

The Arm Maverick and Arm Zeus will now take considerably |onger (about 10
seconds) to put their guns away -- this will decrease the |ikelyhood that
they are "disarned" during intermttent fighting.

The Core Battleship's laser turret animation has been corrected so the 3rd
barrel rotates into position.

The Arm Wnd CGenerator's bl ades have now been changed to spin in opposite
direction fromthe originals. This better nmatches the wind direction as
seen by whi ch way snoke bl ows.

The Arm Jethro, Arm Pelican, Arm Phal anx, Arm Sanson, Core Copperhead, and
Core Slasher have nodified unit COB scripts to make themless likely to
i gnore eneny aicraft flying past them



The Arm and Core Scorpion has a sinplified COB script.

Al nost all Hovercraft have nodified unit COB scripts, so they won't | eave
bl ocki ng weckage in the water. Instead, they will |eave passabl e

wr eckage. Wiile on land, they can still |eave bl ocking weckage. SOVE of
the hovercraft scripts also have corrected expl osions.

Arm Stunner EMP silo and Core Nuke silo both have a COB script

nmodi fication to prevent the problemthe ai has when using this silo.

Previ ously when the ai used these |launchers, conditions could occur which
caused the nissile to explode inside the silo instead of |aunching!

If I included a COB file in TA Bugfix, it definitely nmakes sone changes
over the original -- with the exceptions of the 6 extra Cavedog units,
their COBs were needed to work

Core Necro changes:

Changes made fromthe original Necro:

1. Nane change from "Ressurrection Kbot" to "Necro"

2. Added bui |l ddi stance=30; to the necro.tdf file, so it doesn't have to be
touching units and weckage to repair them

3. Renoved bogus attack button information in the necro.tdf file.

4. Fixed necro's unit script so that the guard factory bug (where the necro
gets "STUCK" repairing units built by the plant even after they' ve left
the plant) happens less frequently. (Total elinination of this bug is
nearly inpossible though, because what triggers the bug seens to be the
interaction of nany scripts at once: factory, necro, and unit being
built.) This bug *ALSO* affects any repetitious nanol athe ani mations, even
back-to-back ressurrections that don't require novenent.

Wiy | made these changes to the Necro:

1. The Necro, which was obviously found and rel eased as it, has the bug of
not even being called the Necro.

2. The Necro could not reliably repair units because of a m ssing

"bui | ddi stance=###;" in its cornecro.fbi file. Any nunber between 20 and
100 could be used for builddistance, but | chose 30 after talking with
Boneyar ds sysops about how the Core Necro affects gane bal ance. If | gave
it a value of 60, like the Arm FARK, it could be abused by naking it
possible to guard a single adv. air plant with 10 or nore Necros!

3.And to further confuse natters, the Necro has bogus attack information
inits cornecro.fbi file!

4. The Core Necro has the sane buil d/assist scripting problens as the Core
Adv. C-Kbot -- which neans other than the Decoy Commander (which is a very
weak construction unit) Core does not have a reliable construction unit
that is built by its Advanced K-Bot | ab.

The results of these changes:

Wth a too-large builddi stance, the Necro would be able to do everything
the Arm FARK could AND ressurrect units as well! | tried to avoid this by
maki ng the Necro's builddistance tiny -- even shorter than nost Level 1
construction units (which normally have a buil ddi stance of 40.)



Core's Necro is still only a so-so Arm FARK counter. Although it costs

|l ess nmetal than the FARK, it costs 3 tinmes as nuch energy, is built 40%
slower, has far less arnor (paper thin, in fact), doesn't make any
resources (the FARK makes +0.5m's and +17e/s), would assist factories at a
slower rate than the FARK, cannot be used to MASS-assist a single factory
Iike the FARK can, and has a considerably slower top speed. But at | east
with this fix, it can ressurect and repair correctly unlike the original
And if you don't have any weckage around to rez, it can even reclaim
rocks and trees (while on Patrol) and repair already-living units (while
on Patrol or ordered to repair) -- which is sonething it previously had
great trouble doing! Only 1-3 Necros can get close enough to a single
factory to assist in building mobile units, and then they often block the
factory's exit. After all these changes, the Necro goes frombeing a

m cronanagenent pain to use (because it was always failing to conplete
orders and would sit idle) to easy and FUN to use. This gives Core a

wor kabl e but LESSER counter for the Arm FARK. (in ny opinion)

Anti nuke sil o changes:

|'ve added a weapons line "toaironly=1;" to the antinuke mssiles for the
Arm Protector and Scarab and Core FMD and Hedgehog so that they will not
open and attenpt to shoot at anything other than aircraft that hit them
This negated their 0.5 damage nodifier they gained for being closed and
made them TWCE as easy to destroy. Sadly, they still open stupidly when
aircraft shoot them- but | could find no weapons-nodifying |ine that
could tell themto ignore attacks by aircraft. So | settled for the
partial fix instead of none at all. | also nade it so antinuke silos
shoul d only stay open for 10 seconds after firing a mssile. This keeps
the "wi ndow of opportunity" to destroy themwhile they' re open and nore
vul nerabl e reasonably small without interfering with their standard
operati ons.

Oiginally, if the Core Antinuke silo (CORFMD) is ever nuke-flooded -- and
the silo survives -- the silo | ocks up and refuses to ever fire at nuke
m ssiles again even if it has missiles init.

BEFORE ny changes, ALL antinuke silos can tenporarily overload and quit
firing if 5 or nore nukes are fired at themat once. (This is what "nuke-
fl ooded" neans.) Once ALL nukes have inpacted or are shot down, they night
resune firing. The antinuke's aninmation scripts cannot keep up with how
fast the antinuke fires, causing the antinuke to refuse to fire unti

there are no nore inconmng nukes and resets its variables. A "workaround"
for the problemis to put the antinuke on hold fire, resetting its script,
then back on fire at will -- which should cause it to resune firing.

To get the antinuke silo's animations to match their actions, | had to
sl ow down their rate-of-fire slightly and both speed up and sinplify their
ani mations, especially for Armi s antinuke.

Armis antinuke silo's rotary | auncher was nuch too slow for the rate-of-
fire needed in the event of a nuke-flood, and did not match its apparent
rate-of-fire. Originally, it ignored the position of the rotary |auncher
and fired nultiple antinukes al nost instantaneously, while the rotary

| auncher woul d continue to rotate erratically -- sonetines even reversing
direction! Now, Armi s antinuke silo | oads 3 antinuke mssiles on 3
separate launch rails (in a triangular configuration) and has to cl ose and



rearmafter every 3 shots. It does this quickly enough to sel dom cause
probl ens.

Core's antinuke silo has to close and rearm after EVERY shot, but it
rearns faster than Armis antinuke silo so both should be bal anced yet
still retain originality.

The nobil e antinukes needed only a firerate reduction to renpve nost of
their problens.

After all the antinuke changes, the fixed antinuke silos can fire slightly
qui cker than their nobile counterparts. This should nmake fixed antinukes
worthwhil e versis their nobile counterparts which cost the sane.

Arm Stunner EMP sil o changes:

The Arm EMP Silo's paral yzati on was changed so ANY units not nentioned in
its weapon damage file are affected by it - previously, they were inmnune.
This will affect alnost all 3rd party units and any new Core and Armunits
not specifically nentioned as inmmune in the damage lists. Unless many 3rd
party units are used, this should have little effect on ganeplay. | didn't
do the same to the Core Neutron Silo because it affects only Arm nobile
units - not ALL of Armis units. Having the Neutron damage ALL 3rd party
uni ts woul d be i nbal anci ng.

Kr ogot h changes:

Krogot h Duplication Bug:

Wien a healthy vetran krogoth is captured, self-d ed, or traded, the
krogoth (being captured, self-d' ed, or traded) has 30,000 danage done to
it which is LESS than its total health. So the original krogoth (that was
captured, self-d' ed, or traded) lives, barely; and a NEWheal thy duplicate
is created as well. By repeating this cheat, krogoths can be created for
free! This fix reduces the krogoth's health to half (to 14,959 which is
hal f of 29,918) and adds a damagenodifier=0.5; line in its FBI file, which
makes the krogoth have 1/2 the health but take 1/2 danage all the time. A
CB file fix was al so needed which set the Krogoth to the always arnored
st at e.

When the nodified krogoth is captured, self-d' ed, or traded the 30,000
damage i gnores the danmagenodifier=0.5; inits FBI file. So, the origina
is renmoved when the copy is created. This prevents the appearance of
extra, but badly damaged, krogoths. One small but extra benifit is
Krogoths will be repairable at double their original rate - so it'll take
a construction aircraft about 5 minutes to repair a badly damaged krogoth
instead of 10 mi nutes.

Also to maxim ze the krogoth's danmage potential in conbat, its 3 weapons
have been noved around. Since the krogoth tends to use its prinary weapon
over its secondary weapons, it makes good sense to make its primary weapon
one it can use in MOST situations.



The weapons are swaped around to:
Weaponl1l=CORKROG HEAD;
Weapon2=CORKROG_ROCKET;
Weapon3=CORKROG _FI RE;

The bad target categories are changed to:

wpri _BadTar get Cat egor y=LEVEL1;
wsec_BadTar get Cat egor y=NOTAI R
wspe_BadTar get Cat egor y=CTRL_V,
BadTar get Cat egor y=NONEAPON
NoChaseCat egor y=CTRL_V;,

The weapons will still fire at bad targets, but only if ordered or if
there are no other targets avail abl e.

Al so added to the Krogoth is the "D Gun" option. This does NOT fire a D
gun but instead fires the Krogoth's Gauss guns on its arns. Wen "Attack"
is used in conjuction with the "D Gun" option (via the shift key), the
Krogoth will fire all its weapons at once -- possibly even at different
targets! Wen using "Attack" alone, the Krogoth will only try to get
within range of its head-nounted Blue Laser (700 pixel range) fromthe
target.

The Krogoth can now be selected to built in the Krogoth Gantry using the
"K' key when the Gantry is selected and the Krogoth is showi ng on the
menu. Page 3 of the Krogoth Gantry also has a LARGE Krogoth build pic. It
is linked to the nornmal Krogoth build pic on page 2, so clicking on one is
the sane as clicking on the other

Landm nes Changes:

M nel ayers are now sel ectable with CTRL+B (as Constructors) and now have
patrol, guard, and reclaimabilities! They are still considerably sl ower
than C-vehicles, nearly as costly, do not nake resources on their own,
pl us they have only | andnmines on their build nmenu - but now at |east they
can clean up the nesses their mnefields can nake!

Landmi nes can now all have their fire orders changed to HOLD FI RE, RETURN
FIRE, and FIRE AT WLL. Wy a player would want to is questionable, but
since they qualify as a weapon - it makes sense that they have a "safety"
feature too. The Nuclear Mnes default to HOLD FIRE, but all others
default to FIRE AT WLL. Wiile a landnine is set on Hold Fire, it can be
manual | y detonated for nmaxi nrum damage effect. O, |andm nes can be used as
cl oaked spotters. (Their poor LCS range, cloaking cost, and |ack of arnor
makes | andmi nes poor spotters.)

Oiginally, Iandmines were only resistant to damage caused by | andm nes of
the exact same kind. This has been changed so that all |andni nes of one
side are resistant to other mne's damages of the sane side. The only
exception is the nuclear mine's explosion which kills ALL | andnmi nes near by
-- and just about everything else too! Armm nes affect Core m nes and
vice-versa just fine. This is done to encourage the use of dissimlar mne
types in a tightly packed minefield.



Previously, the Arm Precision Mne (ARMM NE5) had 2,000 arnor while ALL
other mnes had only 100 or 200 arnor. Because the nmine is extrenely tough

for such a cheap price (which is unbal anced), | presune an extra
uni ntended 0 was inadvertently put there. The arnor has been reduced to
200 -- still TWCE as nuch as all other Armnines. (Sorry Arm pl ayers,

there goes your "killer" strat.)

Both side's Nuclear Mnes can now be built underwater. However, since the
ni nel ayers can drive only into shallow water, a naval construction unit is
required to build themin deep water. So, Nuclear M nes have been added to
t he Advanced Construction Sub's build nenu. (Page 3, position 5) This
shoul d be useful as a naval defense agai nst Fi bbed subs and Levi at hans,

whi ch previously | acked good counters. Nuclear Mnes have a tiny LCS

radi us, no sonar, danage both friendly and eneny units, are one-shots, and
cost a considerabl e anmount of resources -- naking this change difficult to
abuse.

LRPC Changes:

Al the LRPC s (Arm Big Bertha, Arm Vul can, Core Buzzsaw, Core
Intimdator) have been nodified so the direction they point when built
isn't always straight down. Now, they can be pointed to the left, down, or
to the right. | tried making them so they could point up al so, but

sonet hing caused themto be unable to fire when they were built facing up

| added an On/Of switch to the Arm Vul can. Consider it a single-shot/ful
auto fire switch. Wile On, the Vulcan fires at its normal superfast

drai n-your-energy-dry rate. Wiile Of, the Vulcan fires at the sanme rate
as an ArmBertha -- making it likely to be nistaken as one by its rate-of-
fire and its sound. It also doesn't require 8+ fusions to sustain fire
when firing while O f.

The Core Buzzsaw doesn't get this On/Of feature because | couldn't get
its unit script to work with it. Plus, it costs al nost 10,000 neta
cheaper than the Arm Vulcan so it's "bal anced" not for it to get this
m nor ability.

Bugfi x for the Arm Peli can:

Despite the many and nuch heated debates about the Pelican being too
powerful in TA, | still prefer to think of the Pelican (and Flash as well
but that's a different story) as a legitinate unit in TA However,

m ssiles ainmed at the pelican when it is on the water tend to hit the

wat er instead of the Pelican unless fired fromnearly point-blank range.
This is a bug or is at least unintentional on the designers part. Al
ships are targetted correctly by nmissiles, SOif pelicans are in fact
meant to be a ship (but then why the Floater=0; line? -- all ships have a
Fl oater=1; line!), subs should be able to target them However, subs
cannot target them (But subs can force-fire past them hitting the
Pel i cans. The sane trick can be done to all Hovers.) Pelicans also have a
canhover=1; line which ALL other hovercraft have as well - which proves
that Pelicans are hovercraft and not ships. Pelicans currently use

wat erl i ne=9; which is ODD because all hovercraft lack a waterline=9; in



their unit FBI file -- which due to its absence defaults to 0. So
obviously, part of the Pelican is hiding belowthe waterline -- which is
where nissiles are aimng in their attenpt to hit them However 1 other
fact remai ns which causes the behavoir of even partially underwater
Pelicans to not nake any sense: Pelicans take NO DAMAGE from acid on acid
maps! As such, there is a sinple fix for the WHOLE problem set the
pelican's waterline to 0 so it isn't partially underwater

Pel i cans nmay appear to be hovering over the water with this fix when
viewed at 640 x 480. | couldn't tell any differance nyself except that
nmssiles hit the nodified Pelicans nore reliably. HOAEVER, any missiles
fired fromnear or at max range that mght mss an ordinary hovercraft
could well miss the Pelican as well. This change does nothing else to the
Pelican's unit stats, nor does it change how any ot her weapon is fired at
them It only allows missiles and direct-fire rockets to hit Pelicans as
they would any ship or hovercraft in the same conditions.

Bugfix for ALL Hovercraft:

(This idea was taken straight fromBSR s UH.)

Hovercraft | eave passabl ed debris when destroyed on the water. (That is IF
they | eave debris!) The debris created is also left on land IF the
hovercraft is badly destroyed. The debris is roughly half as val uabl e and

hal f as tough as the "shell" weckage is.
Arm Anaconda's corpse has been increased in value from 105nmetal to
205nmetal -- this is a probable typo, because Core's equival ent hovercraft,

the Core Snapper, has a corpse value of 224metal! Nornally, corpses are
worth roughly 60-80%the nmetal value of the unit it came from-- but this
corpse originally was only worth 38.6%the value of the original Arm
Anaconda.

This required a new COB script for every hovercraft in TA as well as
changes to the 4 corpse files.

Bugfi x for Naval Defensive Structures:

Both side's floating HLT's and Core's floating missile tower's waterlines
have been changed from 3 and 4 respectively to 0.3 -- this will allow them
to better shoot over naval dragon's teeth while still allowi ng subs to
target them It will also allow guided mssiles targetted at themto hit
themfroma |l onger range, previously the nmssiles would hit the water like
the Pelican bug (see above).

Bugfi x for the Naval Dragons Teet h:

Naval Dragons Teeth are nade to sit deeper in the water to all ow nava
HLT's and nmissile towers to shoot over them Oiginally, naval HLT's and
mssile towers could not do so reliably -- which nakes countering Pelicans
all the nore difficult! This would also act as slightly better torpedo
netting agai nst subs.



Bugfix for the Arm Penetrator:

Oiginally, Penetrators could recenter their turret quicker than the
turret turns to aim It's also the slowest-turning turret in the ganme. Wy
not aimthe turret as fast as it can recenter in the first place? It won't
be around to recenter if it can't acquire the target! So, the Penetrator's
turret has been changed to a faster-turning (but still slow) turret with
the sane turret speed as its larger counterpart, the Arm Anni hilator. The
Penetrator's weapon | acks the range and danage of the Arm Anni hilator and
costs nearly as nmuch energy to fire -- these characteristics | have not
changed.

EMG weapon changes:

| edited the Flash tank's, Braw er's, and Warrior's EMG weapons to not
make any inpact noise (soundhit=; in their weapon file) -- this should
decrease | ag caused by these weapons i nmensely. However, you should stil
hear them firing *JUST* fine.

| changed their sound behavior with:

soundtri gger =0;

whi ch nakes only 1 firing sound per burst of shots.

An altered sound file was made whi ch plays the sound of an entire burst of
shots as a single wave

In the 3 EMG weapons (Flash/PW Brawl er, Warrior) files, | replaced:
st art snoke=1;

W TH:
st art snoke=0;
endsnoke=0;

Those tiny snoke puffs were very hard to see on 640 x 480 - on anyt hi ng
hi gher, nearly inpossible.

Al'so, | renoved the wave for weapon inpact (changing it to):

soundhi t =;
Al'l the inpacting pictures for EM5 have been renoved as well, they were
al so a mgjor source of lag. Unfortunately, the inpact snoke aninmation is
still visible -- that can only be renpved by using +SFX whil e ingane.
That is all | have done for the lag on eng units.

Core Pyro changes:

I renoved the wave for weapon inpact (changing it to):
soundhi t =;



These shoot 17 tines every 1.2 seconds - which in theory would nmake them a
bi gger | ag- producer than EMS weapons!

This has been changed to firing a burst of 5 shots over al nbst exactly the
same tinme period (0.7 sec instead of 0.68 sec) and doi ng the sane total
damage of 170 as the orginal to all units but pyros, but doing 1 extra
poi nt of danmage to themfor the whole burst - 35 danmge instead of 34 |ike
the ori gi nal

Crawl i ng Bonb changes:

Crawl i ng bonbs have their self-d countdown reduced to 2, the sane as

| andm nes. This will *NOT* speed up the countdown of a flying bonb so it
should have little effect on the gane. This allows crawing bonbs on the
ground to be a slightly nore viable tactic w thout changing a variety of
their statistics. Just as before, a crawing bonb can be told to attack
the ground just in front of it to cause an instant explosion w thout the 2
(or 5) second self-d del ay!

Arm Fi bber changes:

Not nuch el se can be done about the Arm Fibber, it's just one unfair unit
because of the way sonar janmi ng works. Sonar jammi ng gives the equival ent
to underwater cloaking on ALL units within the jamm ng radius, and in the
case of the Fibber this costs NO energy! (Even m ncl oakdi stance=100; does
not negate this cloaking-like effect.) The ONLY change done to the Arm

Fi bber is if the Fi bber sonehow takes damage, its sonar janmming effect is
tenporarily disabled for about 5 seconds. This is no different than a
radar that turns off briefly when hit, and should help slightly in "Fibber
war" ganes.

Core Levi at han Super- Sub changes:

SoundCat egor y=ARM SUB;

has been changed to:
SoundCat egor y=CORE_SUB

since it is after all a *CORE* sub

It turns out that this sub partially sticks up out of the water if it
noves into water that's too shallow. This will not be changed, and shoul d
be good reason to keep your Leviathan subs in DEEP water

Crui ser and Destroyer Changes:

On ALL ships with Depth-Charge, (This is the Armand Core Cruisers and
Destroyers -- 4 ships in all) the depth-charge weapon has been noved from
weapon 2 to weapon 3. This will allow these ships to hold position and
fire their guns at range when told to attack a distant target, w thout
them attenpting to nove within depth-charge range. The depth-charge will



still automatically shoot at subs in range, but can al so be manually
targetted at legitinate targets. Unfortunately, Fire at WII *AND*
+shootall has to be activated before they will shoot at weaponl ess
underwat er buildings. This is howit's always been, so there's no rea
change except Destroyers and Cruisers will no |onger "charge" the shore
trying to get in depth-charge range of inland targets.

M ssil e Frigate Changes:

These units have less than 1/3 the arnor of the cheaper cruisers made by
the sane factory, yet prove |less useful in alnost every case. The only
sem -useful task they can performis base bonmbardnment, but because they
are terribly slow, unnmanueverable, and poorly arnored the only base
they're likely to bonbard is your own when they attenpt to shoot down
eneny aircraft with their heavy rockets.

To conbat the lack of arnor, | did not change the ship's arnor stat but
rat her | ooked at the ship's design. Because the heavy rocket |auncher
occupi es about 1/2 the ship's length, | gave the missile frigates a 1/2

damage nodifier when it is closed and not exposing the ship's innards and
live heavy rockets on the launcher. This nakes them just over half as
tough as a cruiser when cl osed.

To conmbat the friendly fire problens caused by the heavy rockets, | added
an On/OFf switch to these ships which controls whether or not the heavy
rockets will fire. On Core's Mssile Frigate, this also has the
unfortunate effect of turning off its radar, so | made the radar quit
spinning while off as well. Wile set to the "Of" state, the mssile
frigates will still fire their AA mssiles at enenies if any are in range.

Advanced bonber changes:

Al'l the inpacting pictures for the advanced bonbers | aser have been
renoved, they were a mmjor source of |ag when 10+ advanced bonbers
attacked at once.

Anti-Aircraft mssiles changed:

Despite the obvious problemof all anti-aircraft mssiles not doing extra
damage to all aircraft, especially 3rd party ones, this is not really a
bug. The Seapl anes found in TA:CC are an exanpl e of how Cavedog tried to
work around this problem They take |ess damage fromanti-aircraft

m ssiles than other Cavedog aircaft, but they have less health so it
averages out. The problemis, it looks |ike Cavedog intended to add them
to the special damage lists (and added themto the stealth fighters

m ssiles) but not to anything else. This is incredibly inbal anci ng because
stealth fighters can destroy themeasily - often with only 1 missile hit,
while they need 4 to 5 hits to kill 1 stealth. However, they still have a
weakness to fl akker weapons which do full danmage to them Al other weapon
types kill them easier too



I renoved the special damage |ines for ARVSBEAP, ARMSFI G ARMSEHAK,
CORHUNT, CORSEAP, CORSFI G on these weapons:

ARMWTOL_ADVM SSI LE (1 D=112)
CORVTOL_ADVM SSI LE (1 D=113)
CORAH_V\EAPON (1 D=199)

FIl akker changes:

It's been pointed out that flakkers are often as dangerous TO your base as
it is to eneny aircraft. As a fix, I'madding a "unitsonly=1;" line to all
fl akker weapons. This will prevent the flakker weapon from detonati ng when
it hits the ground or when it hits DT. Zero-danmage |ines have al so been
added to the tall buildings that were typically affected by the flakkers -
now if for some reason the flakkers do hit them the damage the buil di ngs
take is zero. The flakker weapon nanmes and weapon id nunbers are:

ARMFLAK _GUN | D=42

CORFLAK_GUN | D=43
ARMyor k_GUN | D=116
CORSENT_GUN | D=133

(Note: The other flakker weapons in the gane have been absorbed into the
above 4 weapons, so all flakkers used in the gane are affected by this
change.)

This may not be considered a bug, but is a big gane bal ance issue -
because what's the point of naking an anti-aircraft weapon that destroys
your base when it misses? This is |like an antinuke that nukes your base if
it misses an incomm ng nuke!

Zer o-t ol erance bug:

MANY units in the game have a terrible target-tracki ng probl em because of
an overpreci se TOLERANCE=###; |ine in their weapons file. Mre
specifically, for many original TA units (but not for any of the

downl oadabl e add-on units) there is no TOLERANCE=###, line at all! This
nmeans the turret/torso of the unit had to be precisely ainmed on the center
of the target before it would fire its weapon. A good exanple of this is
the conmanders' |asers, Arm Zeus, or Core AK. They would track a target
but seldomfire at it if the target noved by them quickly. | would NOT
have considered this a bug, except for the fact that Cavedog has i ncl uded
a TOLERANCE=###; line for all but 1 of the downl oadable units rel eased
AFTER the original gane came out. | added a low tolerance to all the

t ol er ance-1 acki ng weapons.

Weapons Changes:

COVMANDER_BLAST has been altered to be a nuclear nissile weapon that has a
5 mnute buildtime with a nassive cost - 2x the netal and 3x the energy as



the regul ar nuke weapon. This will have NO effect on the game, but allows
for the design of 3rd party units with this "new' oddball weapon.
CRAW._BLAST has been altered to be a nediumranged mni nuclear mssile
weapon with a cost slightly greater than the Arm Stunner missile weapon.
This will have NO effect on the gane, but allows for the design of 3rd
party units with this "new' oddball weapon.

ARM DI SI NTEGRATOR wi Il no longer start fires (firestarter=0;) -- the D gun
shoul d destroy trees, not burn them

Bot h t he COMMANDER BLAST and the CRAW._BLAST have been set so they will
destroy trees (firestarter=0;) instead of setting themon fire. This wll
make the Crawl i ng Bonbs good for clearing trees -- and al nost not hi ng
shoul d survive a commander expl osi on!

5 expl osi on weapons have been turned into true weapons:

Weapon Area of Cost Rel oad

ID  Name Range Damage Effect Metal Energy Path Tine

---------------------------------------------------------------------- Speci al note
Used by

BEFORE:

37 CORM NE3( M 303) 480  700(45) 160 - - B 3.6 10% edge effect
Core Mne #3

110 MEDIUM UNI T 480 250 95 - - B 3.6
Medi um Unit self-d

185 ARMM NE2( Area) 480 600(30) 200 - - B 3.6 5%edge effect Arm

M ne #2

204 SMALL_UNI'T 480 200 75 - - B 3.6
Small Unit self-d

207 MEDI UM BUI LDI NGEX 480 100 105 - - B 3.6
Medi um Bui | di ng expl osi on

213 COMVANDER BLAST 380 9999 950 - - B 3.6 75%edge effect
Commander expl osi on

214 CRAW._BLAST 480 2500 556 - - B 3.6
Crawl i ng Bonb self-d

AFTER:

37 CORM NE3( M 303) 780  700(45) 160 - - L 6.48 10% edge effect
TAWF010b_weapon

110 MEDIUM UNI'T 2400 250 95 - - L 2
Dr agon

185 ARWMM NE2( Area) 2100 600(30) 200 - - L 10 5% edge effect
ADVSAM

204 SMALL_UNIT 850 200 75 - - B 2.8
ARM_MORTAR

207 MEDI UM _BU LDI NGEX 600 100 105 - - L 1
dart

213 COWMIVANDER BLAST 32700 9999 950 6000 600000 V 300 75% edge effect
Super - nuke?

214 CRAW__BLAST 4000 2500 556 1300 52000 V 130 Medi um range M ni -

nukes?

(V= Vertical Launch)

These weapons will still retain their original ability as explosions, but
can al so be used as weapons on 3rd party units.

ADDED 3do and sound fil es:

[ ARM MORTAR]
nodel =nor t ar shel | ;
soundst art =Nort ar 1;
[ Dragon]
nodel =Dr agon_ni ss;

[ ADVSAM
nodel =ADVSAM
soundst art =l aunch;



[dart]
nodel =dart ;

[ TAWFO10b_weapon]
nodel =r pack;
soundst ar t =shoot ;

[ CRAW._BLAST]
nodel =advni ss

After | add the appropriate sounds and 3do files to TA Bugfix, everything
needed to use these weapons has been incl uded.

Admittedly, it may seema little strange for a unit to fire SMALL _UNT,
MEDI UM_UNI T, MEDI UM BUI LDI NGEX, ARMM NE2, or CORM NE3. But confusion is
the price to pay for saving 7 weapons id's.

The 7 weapons conversions plus extra 3do and sound files adds | ess than
100kb to the total filesize.

Accunul ating scars bug:

After many hours of battling on a map, many of the map features are either
renoved or destroyed - such as trees or recycl eable rocks - |eaving behind
a "damaged terrain" scar. This is also true of dead units and dragon's
teeth which are recycled. The accunul ation of many of these scars causes
some slowdown in the ganme. In the case of dragon's teeth, the sl owdown
could well be excessive - plus revealing where dragon's teeth walls once
were to all players. Currently, 1've left the other scars but renpved the
"dead" dragon teeth scars.

Al'so, it was strange that although there is no way to destroy a scar - the
scar has a scar corpse as well! This unneccessary scar corpse has been
renoved. ALL the renmining scars do NOT have a cor pse.

Cor pse Changes:

Al'l corpses and heaps (in al phabetical order by unit abbreviation) are in
4 master files (Armcorpses, Armheaps, Core corpses, Core heaps) -- this
woul d also aid in discovering unit conflicts. The other files are of
zero-length to force TAto forget all the incorrect and redundant entries
in ccdata.ccx and total al. hpi

FI XED: The Core Fortitude Mssile Defense (CORFMD) incorrectly uses Arms
Anti Mssile Defense's (AMD s) corpse (armand_dead) instead of its own
corpse (corfnd_dead) which is in TA. This isn't too big a deal, unless
you're using ressurrector units - in which case corpses don't always turn
back into the unit that they cane from

FI XED: The Core Goliath (CORGOL) uses the Core Diplomat's (corvroc_dead)
corpse. This was why previously a dead goliath was worth |l ess nmetal than a
dead Reaper! This has been replaced by the considerably nore val uabl e
goliath corpse (corgol _dead), which is also in the gane.



FI XED: The Arm Retaliator nuke silo's corpse was worth al nost 2,000 nore
metal than it cost to build the silo. This has been change to about 800
metal -- roughly the sane value as Core's nuke silo's corpse.

FI XED: The Arm Seer (ARMBEER) and the Core | nformer (CORVRAD) used the
same corpse as the Arm Janmer, this has been changed to ARMSBEER s corpse
and CORVRAD s corpse, respectfully.

Unit Footprints, Corpses, and Heaps have been changed so that they are the
same size, what few units this affects have had their corpses reduced by a
smal | amount. The only effect this may have on the ganme is slightly nore
corpses can be packed into an area without overlap -- neaning that a few
extra corpses will be left behind after a battle that woul d ot herw se have
been covered up and unrecl aimable. (This nakes the Core Necro and Arm FARK
nore useful for when they go on ressurrection and reclai mpatrols!)

Bui | d Menu Changes:

Both Arm and Core's AWACs (Arm Eagl e and Core Vulture) have been noved
frompage 3, position O of the Adv. Air Plant to page 2, position 5. This
puts ALL Cavedog advanced aircraft on one build menu

The Arm Pant her has been noved from page 4, position 0 of the Arm Adv.
Vehicle plant to page 3, position 5. Previously, it was needlessly on a
menu page by itself.

Nucl ear M nes (which can now be built underwater) have been added to the
Advanced Construction Sub build nenu. (Page 3, position 5)

The Seapl ane Platformis now buil dable on the Advanced Construction
Aircraft build nmenu at Page 4, position 4. (This is the sane build
position used by the Core Advanced Construction Kbot to build the Krogoth
Gantry, another Level 3 factory.) Because the Seaplane Platformis an
advanced factory that builds aircraft, some type of construction aircraft
shoul d be able to build it. (This follows the general build rule that
advanced factories are built by |ess-advanced construction units of the
same type.) Since the Seaplane Platformis a Level 3 factory, the Advanced
Construction Aircraft (a Level 2 unit) should build it because the
Advanced Construction Aircraft is the only construction aircraft capable
of building Level 3 buildings.

Unit Nane Changes:

The Decoy Commanders have been renaned "Comander" so you don't see "Decoy
Conmander" when you nove your cursor over top themin skirm sh. You can

still use F1 to see a difference. | did not change the Conmander build
cost to the sane as the Decoy Comanders because of a ganecheat which
makes Conmanders buildable - if Conmmanders cost no nore than Decoy

Conmanders, it would be nore tenpting to use that cheat.
The Core Mobile Artillery has been renamed "Pill ager”
The Core Mssile Frigate has been renaned "Hydra"

The Core Ressurrection Kbot has been renanmed "Necro"



Unit Changes:

Bot h the downl oadabl e=1; and the ovradjust=1; l|lines have been renoved from
*EVERY* Cavedog unit in TA -- they do nothing so have no effect on the
game except possibly slowing it down a bit.

Land- based netal neker corpses have been made worth 1 nmetal so c-units on
patrol will automatically reclaimthemif |low on netal -- previously,

their wreckage woul d bl ock passage but woul d never be automatically
reclainmed. 1 nmetal is a neglegible anobunt and not exploitable as a cheat
because the energy to netal conversion ratio of this "cheat” is nearly
700e to 1m (Over 10 tines worse than using an equival ent anount of energy
to power netal mnakers.)

The units Torpedo Seapl ane/s (ARVSEAP and CORSEAP), Seapl ane Fighter/s
(ARMSFI G and CORSFI G, Arm Escort (ARMSJAM), Core Phantom (CORSJAM), Core
Adv. Torpedo Launcher (CORATL), Core Leveler (CORLEVLR) all use:

Expl odeAs=MEDI UM _UNI TEX;

But MEDI UM UNI TEX i s a nonexi stant weapon and does no damage to nearby
units when they die.

Thi s has been changed to: Expl odeAs=BI G UNl TEX;

The repl aced expl osi on does 1/5th the danage in nearly the sane radius as
the self-destruct for the above units.

Armis Moho Metal Maker (ARMMVWKR) and Core's Moho Metal Maker (CORMVKR)
uses:

Expl odeAs=BI G_BUI LDl NGEX;

Sel f Dest ruct As=Bl G_BUI LDI NG

But both are nonexi stant weapons and do no damage to nearby units when
t hey die.

(Because these units have nonexistant weapons for their explosions, a
weapon of the sane nane could be created and used to cheat!)

Thi s has been changed to:

Expl odeAs=BI G_UNI TEX;

Sel f Dest ruct As=BI G_UNI T;

Core Toaster (CORTOAST): Expl odeAs=l ARGE BUI LDI NGEX;
(probably still works, but just to be safe...)

ar nt hover. fbi typo:

ARMIHOVER has a brakerate of 0.0018, BUT CORTHOVER has a brakerate of

0. 017!

Theref ore, ARMIHOVER has a typo in it - an extra 0 that wasn't intended.

armaser . fbi typo:

ARMASER has a brakerate of 1, BUT the Core equival ent has a brakerate of
0. 12!

Theref ore, ARMASER al nost certainly has a typo init - so | reduced its
brakerate to 0.2!

The m ssions-only unit ARMSCORP has a goof-up inits FBI file:
I'talianDescription=; Scor pi one

Thi s has been changed to:

I'talianDescription=Scor pi one;



The Arm Energy Storage has an error in its yardmap. It is a 4 x 4 unit
with a yardmap of:

Yar dMap=0;

i nstead of:

Yar dMap=0000000000000000;

like Arm Metal Storage - which is also a 4 x 4 unit. This was a sinple
cut -and-paste fix. ;)

Armis Hawk's 2nd missile has an error in its data, it has:
weaponaccel erati on=130

i nstead of:

weaponaccel er ati on=130;

(notice the "O' instead of a "0")

This has been corrected (but now only affects the ol d_weapons.ufo file.)

Al'l the aircraft plants (basic and advanced) have had their yardmaps
changed so ground c-units don't block production as badly (but can stil
occur!) while guarding them

I ndi vidual unit _gadget.gaf build nenu picture files have been added to
the Amins directory for nmany units that |acked them

Cursor.gaf in the Amins directory now have a better unload ani nation
(Thank BSR for this one!)

Hel p menu pictures (gotten by pressing F1 while the cursor is on then
have been added to the Arm Scorpion, the Core Sea Serpent, and the Core
Hydration Pl ant.

Mobility changes on units:

The Arm Triton (ARMCROC) and Core Crock (CORSEAL) now has clinbing ability
out of the water (maxslope=30) equal to their in-water clinbing ability
(maxunder wat er sl ope=30) -- this is for netal maps |ike Over Crude Water
where they would often get stuck going in and out of the water.

The Arm Zi pper and Core Freaker now has clinbing ability identical to nost
ot her kbots. (nmaxslope=15) Previously they could clinb only gentle slopes.

The Core Krogoth has been given clinbing ability identical to the Arm
Bul l dog tank. This will allow it to wade into shallow pools of water but
will not let it snorkle accross deep bodies of water like fully anphibous
units.

Fire Standing Orders and Fire Moving Orders for nmobile units have been
changed so nost nobile units are set to Fire at WII MOST of the tine.

GAMVEDATA dir (in REV31.GP3) file changes:

Category.tdf file has been altered to reflect the reduced nunber of
different Categories actually used in the gane.



Hel p. TDF is the help file viewed frominside the game. Sone of the new
commands added are now listed in the help nmenu. Page 3's last |ine should
tell if TA Bugfix is installed or not.

The LCS. TDF (the Line of Sight tables) file has been altered to include
entries out to 640 pixels -- so now far-seeing units such as the Leviat han
will reveal what is in the outer edges of their sight radius.

Meteor.tdf (in the Ganedata dir, NOT in the weapons dir) has been replaced
with nodified neteor file. This is the data used when the +METEOR cheat is
used in skirmsh.

Movei nfo. TDF contains the nobility attributes of all the units in the gane.

The Sidedata.tdf file stores the ai's build nenus, which has been
corrected. (See Al fixes section for nore details.)

Sound. TDF stores the list of soundfiles used by various units. Sonme unused
entries have been del et ed.

Weapons.tdf (in the Ganedata dir, NOT in the weapons dir) has been
replaced with a zero-length file to nask the one in the old Ganedata dir.

Unfi ni shed work:

These are gane bugs that 1'd like to address/fix but do NOT know how.

1. Al antinukes that work in skirm sh have not been nmade. |'ve nade an
antinuke silo that doesn't use the stockpile=1; line in its weapon data
(it is NOT included in this patch), but it still seens to require the gu

file and the gaf file (for the antinuke missile itself). Also, the
antinuke rmust build 1 fake stockpiled antinuke nissile (on the build menu)
before the antinuke will work - even though the stockpile=1; line is

m ssing. The fake stockpiled antinuke missile is never deducted when the
antinuke fires.

2. BURSTED BOVBER BUG Bomnbers could not have their bonbs converted to a
burst weapon -- to rempve the |ong-string-of-bonbs bug that is overused by
many players who think it's a legitinate tactic. Bonbers are powerful
enough without this "tactic" especially when lag is affecting them |'m
not tal king about the multiple-targetting m cronmanagenent strategy where
bonbers are ordered to bonb another target downrange after their first --
this is little nore than selecting nultiple targets with shift except it
renoves the "stupid' stage from bonbers where they attenpt to either stop
and land or fly in a straight line.

Bonbers on patrol and fire at will, don't attack targets as they cone into
t he bonbers maneuver range. The fix | tried never worked right.

3. The Doonsday Machi ne doesn't always point it's big-blue-laser turret in
the direction that the big-blue-laser fires.

4.1 tried changing ALL | andnines found in the gane from yardmap=0; to
yardmap=y; - because even units that didn't know the m nes were there
"knew' to drive around them The reason | changed it back was because



yardmap=y; causes the | andm nes to be near-inpossible to hit with | aser
weapons. Only weapons which affect an area when they inpact would be
likely to damage the m nes.

5. The Arm Spider and Arm EMP Stunner Silo problemis that paralysis does
not act as a "STOP" comand on units that are hit by them And what's
worse, with mcromanagenent paralysis can be negated entirely on nobile
units. Afix for this requires an EXE change which | cannot do!

6. Al so, the Core Leviathan may be partially stuck out of the water and
trackabl e Iike any other ship when it's in shallow water. This | have
confirmed but amunable to fix.

7.Wth the renoval of the "commander" category in the ARMCOM FBI and
CORCOM FBI files, the Commanders are still selectable with CTRL+C, but
CTRL+C no | onger centers the viewscreen on them However, the viewscreen
can still be centered on themw th the "T* key. Sonetines you don't want
the viewscreen centered on the commander when you use CTRL+C. It has since
turned out that the "commuander" category in the ARMCOM FBI and CORCOM FBI
files has another use as well -- it prevents players fromgiving their
allies (or enem es) their commander in nultiplayer ganes - especially
commander di es = ends ganes! Because this is an inportant linmitation, |
had to add the "conmander"” category back to the ARMCOM FBI and the
CORCOM FBI files.



Map Tutorials

Terragen Map Tutori al

By Caer

K, first off I want to make sonmething clear - this is NOT a tutorial for
making tilesets with Terragen. It is a tutorial to make an entire map in
one go.

WHAT YOU W LL NEED

The regi stered version of Terragen if you want to nake maps bi gger than
2x2. This is because the unregistered version only allows inmages up to
1280x960 to be rendered.

Adobe Photoshop 4 or 5, Paint Shop Pro, or basically any image editor
that has crop, resize and reduce colour depth tools. Basic stuff, really.
Oh yeah - fromnow on, for sinplicity's sake |'mgoing to say ' Photoshop
when | actually nmean any inage editor that neets the requirenents.

The Total Annihilation colour palette, or the Photoshop .ACT file.

Anni hilator 1.5. It's so much better than TAE, you wouldn't believe it.
Besides, | don't think TAE lets you inport an inage to use as a nap,
al though I may be wong. I've only used it about three tines.

A programto read Zip files, for exanple WnZip, for opening the
palette and Wrld files for this tutorial

A lot of RAM- 128MB is the recconended mi ni mum but you can get away
with less if you' re prepared to sit around waiting for |ong periods of
tinme.

Now that's sorted, we can begin.

PART ONE - SETTI NG UP TERRAGEN

For this part, I'mgoing to asssune you have Terragen installed and at

| east know the basics. If not, install it (duh), and go to the Terragen
website and | ook for some tutorials. The URL is
http://ww. pl anet si de. co. uk/terragen/. Alternatively, just have a ness
about with the various settings and see what happens - nost of it is self-
expl anat ory.

The first step is to downl oad and open the basic Terragen world file. This
is inmportant, because it sets up the canera and sun position correctly. If
you don't want to download a 1.4K file, first turn off both 'Fixed hei ght

above...' options, and use the follow ng settings:
Posi tion x: 128 y: -1265. 337 z: 5200
Tar get x: 128 y: 128 z:. 0

One thing that you nust renenber is that these are Terragen units, not
netres.



Zoom maxi num ( 32)

Sun
headi ng: 225
altitude: 30 - 50 (doesn't matter too nuch)

Di sable 'Terrain casts shadows', too. Al though shadows make the map | ook
nicer, it looks odd when units nove into a 'shadow area and don't get
darker. You nmay as well disable the 'd ouds cast shadows' option too,

al though we won't be rendering the sky anyway. Another thing you should
consider for later is the shadow and anbient |light setting - you don't
really want sunset-red shadows on a snow map, do you?

Lastly, you need to open the Atnosphere wi ndow and set the
"Density'/' Decay' sliders to minimum otherwise it will ook Iike your map
is being viewed fromfrom 470,000 feet (which it is, actually).

Ri ght then, now that we have that sorted, on to part 2.

PART TWD - DESI GNI NG YOUR MAP

This part can be a bit conplicated, or not depending on how nmuch work you
want to put in to your map. This is because it involves a fundamental part
of map design - terrain. You really should have an idea of what type of
map you want to nake by now.

Basically, there are a nunber of ways to design a terrain:

Using Terragen's various built-in generation tools
Usi ng an i mage editor

Usi ng another terrain generator, like Bryce

A conbi nation of the above

Personal ly | think Terragen generates very realistic terrain, although it
can be difficult to get what you want. This is where the inport/export
option cones in - you can generate a terrain that kind of resenbl es what
you want, export it as a .RAWfile, tweak it in Photoshop, then inport it
back in to Terragen. Alternatively, you could sketch out a rough sanple of
what you want in Photoshop, inport it into Terragen and the generate a
terrain based on the existing one (look in the terrain generation dialog).

Before | go on, | had better explain the functions of the various controls
in the terrain generation dialog:

Met hod: sinply, what algorithmis used to generate the base terrain.
Try the different options, and see what happens.

Action: easy - generate a brand new terrain, or base it on what you
have now?

Status: well, er, it's kind of obvious what this is.

Realism kind of conplicated. Basically it stops snmall bunps
interfering with the basic shape of the terrain. For exanple, try setting
it to zero and cick 'Generate'. You'll see a very rough | ooking terrain
with lots of variations in height and no real overall shape. Set it to
maxi mum and you get large hills with snmoothish edges. This inmage shoul d
explain things a bit:
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The first image is with realismset very high. '

Snoot hness: this controls how smooth edges are allowed to be. Wen set
to a low value, the resulting terrain has lots of sharp edges, making it
| ook kind of like folded paper. Set this high for nice rolling hills.

d aciation: easy one, this. It sinply controls how flat the bottons of
val | eys are. \When set quite high, you will end up with large flat areas
and steep nmountain sides.

Here's an exanple of a terrain with the glaciation set quite high

i

Canyoni sm another sinple one, this controls how flat the tops of
mount ai ns/ hills are. When canyoni sm and gl aciation are both set to
maxi mrum you get a kind of cliff effect.

Size of features: pretty obvious - it controls how | arge your hills,
nmount ai ns and general |andscape features are. One thing you nust renenber
is when you inport a terrain, its vertical (altitude) constraints will be
fromO0.25 to 63.75. This is too high, so adjust the range to go fromO to
30 (using the 'Mddify Terrain' button).

And that's that. Oh yeah, before | continue, I'd like to plug ny Terrain
View program Sorry. Terrain View 3Dis a really sinple programthat lets
you open a . TER (terrain) file and preview it in 3D (surprise surprise).
You can view it with lighting, or using the heightmap as a 'texture', or
you can see a wirefrane view, and you can even adjust the water level! GCet



it fromthe Del phi Prograns section of ny website:
http://caer.cjb.net/del phi/del phi.htni

The next stage in desinging your map is to decide what it will actually

|l ook like: will it be a snow wasteland, |ush green fields, barren desert,
bright red and blue DRUHgl and ( ;0) ), or something else? This is where
the surface map editor comes in.

Terragen has a very powerful surface map editor that can create very
realistic-looking ground (or not, if you so desire). The surface map is
represented by a tree control, and the top layer is the parent surface.
This parent surface can not be renoved, as it nakes up the base of your
terrain. Wthout it, you would not see any terrain at all

Under that you add child surfaces, which in turn can have child surfaces.
Surfaces | ower down on the tree get rendered on top of ones above, so if
you have a 'grass' layer, then a 'snow I|ayer |ower down, the snow will be
rendered on top of the grass (as it should be).

The key part fo the surface map bit is the editor. Cick the Edit button
and you are presented with a whol e host of distribution options (you may
have to click the 'Advanced Distribution' tab first). Mst of these are
pretty self-explanatory, although one or two may need expl ai ni ng. These
are:

Dept h/scale: this controls the 'size' of the surface. In other words
setting it really | ow would produce a surface that appeared in snall
patches on the the terrain, while setting it high would nake it appear in
| arge areas.

Shar pness: these sliders affect how sharp the boundary between one
constraint and the other is. For exanple, setting the nmax altitude
sharpness very high woul d produce a surface that would go all the way up
to the specified altitude and stop very quickly. This sort of effect could
be used to create a waterline, for exanple. Ch, and | recconend you give
each surface its own name, otherwi se you'll be left with a whole | ot of
| ayers called '[ New Surface]

At this point you may be asking 'how do | nmake a surface use custom
textures?' . The answer is you need a (free) plugin, called SoPack, by Sean
O Malley. You can get this plugin fromhttp://ww.geocities.com~ffrog. It
al | ows you, anong other things, to create a surface that uses a texture
map of your choosing, and use a greyscale imge to control the
distribution of a surface. So, if you wanted to create your very own
custom Core Prime map, you could nmake a texture froma screenshot of

sonmet hing, and set it to repeat over the whole terrain. Voila - instant
metal! Take a | ook at the SoPack docunentation for nore details.

If you really can't be bothered maki ng your own surfaces, Terragen cones
with a selection of ready-made ones that | ook pretty good.

Anot her thing you may be asking is 'what about water?' . Well, water can
either be really sinple, or not quite as sinple (and a bit nore tine-
consuni ng) .

The easy way to nake water is using Terragen's built-in water, and SoPack
to get the transparency effect. Unfotunately, this nmethod results in water
that doesn't | ook that nice at all


http://www.geocities.com/~ffrog
http://caer.cjb.net/delphi/delphi.html

The alternative is to use a bit sleight-of-hand and use surface maps that

| ook |ike water.

To do this, add two child surfaces to the main surface. Select the first
one, and open the surface editor. Renane this surface to something |ike
"Deep Water'. Now, change its colour to a nice dark blue, so it |ooks |ike
deep water, and set its bunpiness pretty Iow Next, adjust the settings so
they look like this:

Distribution Presets  Adwanced Distribution |

b‘. ¥ Coverage 4| IPI Scale + 4| I PI
Y
-

Depth

Fractal noise 4| | Pl 3.072m ll

Mominal scale for bump

o~ t H atnamize I Teax I mapping and distribution
Altitude Consztraints:
/ v Max altibude I'IEI. sharp 4 I I k I fuzzy
[~ Min altitude IEI. sharp 4 I E I fuzzy
Slope Constraints:
[~ Maxslope 4 I PI zharp 4 I ¥ I fuzzy
[ Minslope A I PI zharp 4 I ¥ I fuzzy

Note that the maximumaltitude setting is scaled to the 0 - 30 range of
the terrain. The range TA uses is 0 - 255, so you will have to adjust the
desired level to fit in the 0 - 30 range.

=1 S

=1 S

Next, select the other new surface and call it 'Shallow Water', then
adjust its settings like this:

Distribution Presets  Adwanced Distribution |

Coverage 1 | | hl Scale + 4 | | hl

Depth

Fractal noise 4 I I PI 3m ll

Mominal scale for bump

P
g MI EI mapping and distribukion
Altitude Constraints:
¥ Max altibude I'IEI. zharp 4 I I PIfuzz_l,l
v Min altitude I'I. zharp 4| I PIfuzz_l,l
Slope Constraints:
[~ Maxslope 4 I PI zharp 4 I ¥ I fuzzy
[ Minslope A I PI zharp 4 I ¥ I fuzzy

This will create the appearance of shallow water near the shore - you
shoul d adjust the colour to | ook Iike your base surface with water on top
of it.

E =

E =




When you render, you should end up with sonething |ooking like this:

If you want to be really clever, you could render two images - one with
SoPack-wat er and one w thout, then conbine themin Photoshop. You'll need
a lot of patience for this though, as working with huge images will be
very sl ow

Now, al though the inmage above is a pretty good approximation, it can be
i mproved. This can be achieved even without the aid of SoPack - first,
save your current World file, as we'll be naking some pretty drastic
changes now.

Once that's done, nake a note of the maxi mum hei ght of the water - you'l
need this value later. Next, delete all child surfaces, |eaving just the
main one. Cick onit, and then click the edit button. Wen the editor
appears, set the surface's colour to pure white, bunpiness to zero, and
coverage to maximum (i.e. with no height/slope constraints - the surface
shoul d cover the entire terrain). The next step is to add a single child
surface, and make it pure black, again with no bunps. Wth this surface,
set the coverage to full and with no slope contraints, but with the

maxi mum altitude set to the desired water altitude, with sharpness set to
maxi mum

Next, you need to open the Sun control w ndow, and set the sun altitude to
-90. In other words, the sun nust be pointing straigt up, underneath the
terrain, like this:



Ground Level

Now, click the 'Background Light' tab, and set the shadow |ightness to
100, and the shadow col our to white. Make sure the 'Single Col our Shadow
Lighting' option is selected.

Now, when you render your image (at the same size as the original), you
shoul d end up with sonething I'ike this:

b4
v

Save this inmage as 'watermask.bnp' - you'll need it

| ater.

That's as nmuch as can be done at the nonment regardi ng map design. Now al
you have to do is decide how big your map should be. The map size is based
on how big you render your inmage, but you nust neke sure the wi dth and
height are in a 4:3 ratio. In other words, the width nmust be 1.33333 x the
height. If it isn't, the rendered image will have bits m ssing, making
lining up the heightmap a real hassle.



Make sure the 'Detail' slider is set all the way to the right, unless you
want a very pixelly map, the click 'Render Inmage'. And wait. Dependi ng on
the size of the map and how nmany surface |l ayers you have, and the speed of
your conputer etc. etc., this can easily take 6 hours or nore. For the

record, nmy Mallodden Plain map took 26 hours to render on ny anci ent P133.

Once the i mage has been rendered, you can save it. This is annoying, as
I"d nuch prefer it if you could specify a filenane beforehand and render
directly to the file. | should warn you that for a 12x11 map, you wl|
need approxi mately 400MB of free space to account for the swap file and
actual inmage. A 6400x4800 24-bit bitmap takes up 88MB! This is where
havi ng the odd hal f-gi gabyte of nenory cones in handy (I only have 64MB).

PART THREE - MAKING | T A MAP

Now t hat you have your enormous bitmap (or two, if you're going to include
water), you need to open it in Photoshop

You can skip the next two paragraphs if you aren't going to have water in
your map.

Sel ect the 'water nmask' inage. Before we can do anything with the inage,
it should be converted to Bitmap node (2 colour), to speed up processing
and save nenory (24x less nenory needed!). Once that's done, copy the
entire image to the clipboard.

Next select the nain inage, add a new | ayer above the background, and fil
it with a colour that sort of matches the basic 'water' col our. Making
sure the new layer is selected, go to the Layer nenu and add a | ayer nask
Open the Channl es tool palette, and paste the clipboard (which contains
the water mask) in to the |ayer mask 'channel"’

You will then end up with a new | ayer that covers only the '"water',

al though at the nonent it |looks a bit nasty. To fix this you need to
adjust the overall transparency of the layer - around 40% | ooks quite
good. To further inprove the effect, you could try addi ng noi se, then
blurring it, or create a wave effect using the 'Lighting Conditions
filter. Another thing you can do is use the 'water mask' to create a

sel ection, then use this to apply a Gaussian blur with a | evel of around
0.8 to the main image, to blur the underwater areas a bit. You could al so
try blurring the mask for the water layer slightly. Finally, you may need
to adjust the colour of the water, as you nay not get the results you



expect. In the end, you should have an inage which | ooks like this:




You can now crop away the black areas. HOANEVER, there is a particul ar
method to this, which is best explained by this inage:

Now you can reduce the col our depth of the inmage, using the TA palette
(you need to flatten the layers first though - you may want to save a
backup .PSD file at this point). You nust renmenber to use the 'dither'
nmet hod, ot herwi se Photoshop will match each colour to its nearest
correspondi ng colour in the TA palette, resulting in a hideous ness of a
map. This reduction in colour depth will also take quite a while (35

m nutes on ny P133. Yes, | enjoy noaning about my conputer's speed, or
lack of it). Now save the bitmap.

Next you need to export the terrain as a .RAWfile in Terragen, then open
it in Photoshop. You will also need to flip it vertically, because
Terragen wites the file backwards. There's probably a good reason for
this.

Once you have opened the hei ghtmap, you need to crop it according to how
much was cut off the main inmage. The reference used to crop the hei ght map
nmust be based on a 'low part of the main image (like the bottom of the
sea). This should explain it better:




O course, on a larger main image you will be cropping off quite a large
nunber of pixels, but you nust still crop the sane anount fromthe

hei ghtmap, i.e. just because you're cropping a |large anount fromthe main
i mge, it doesn't nmean you should crop a | arger anount fromthe hei ght map.
If you zoomout fromthe nmain image, and crop at a |l ow zoom | evel (like
16%, it will be easier to judge.

Once this is done, you need to resize the heightmap so it is 1/16th the
width of the main image, and (1/16th) + 8 the height of the main image.
For exanple, if the main inmage was 512x512, the hei ght map woul d be 32x40.
Now you need to crop the inage so the height is 1/16 the height of main

i mage; in other words cut off the bottom4 rows. The reason for doing this
is that Annhilator (and maybe TAE) cut off the bottom part of the main

i mage, so the heightnap doesn't have to go all the way to the bottom
That's not a very good explanation, but it's the best | can think of.
Sorry. Once you're done resizing and croppi ng, nmake sure the heightmap is
in greyscale node, and save it as a .BMP (Wndows bitrmap) file, called
hei ght map. bnp or sonet hi ng.

Now comes the awkward(ish) bit - inporting into Annihilator. First,
obviously, you need to load Anni hilator. Next, click the 'New button
then click the "Bitnmap' tab. Enter the filenanes as appropriate, or use
the '...' buttons, then click OK Again depending on the size of your nap,
the speed of your conputer, the anmount of nenory in it, and the phase of
the moon, this may take a while.

When Anni hil ator has inported your map, the first thing you should do, if

your map has no water present, is click the 'Height Editing button (_;J),
and nove the 'Sea level' slider all the way to the left. Now, switch on
the contour map (the button), and check the contours match the terrain. If
everything has gone right, they will. If not, things can get sticky. If
the countours appear mis-aligned, it may sinply be a case of re-opening
the . RAW hei ghtmap (the original), and then resizing and cropping it
slightly differently. Because of a bug in Annihilator, you will not be
able to save the new version of the heightnmap over the old one, so you'll
have to call it 'heightnmap2. bnp' or sonething. If things continue to not
look right, you may well end up with 4 or 5 different hei ghtmap bitnmaps.

If you have decided to include water in your map, you should sinply adjust
the Sea Level slider until the red contour line matches the shoreline on
your map i mage.

Once you have the heightmap/contour bit sorted out, it's tine to set the
map settings. This is up to you, and beyond the scope of this tutorial
Once you' ve done that, you need to save your map and close it, because
Anni hilator won't let you place any features on your new map yet.

Next just re-open the map, and start placing features!



Creating Custom Tilesets

— el

By CAP

e This tutorial will walk you through , step by step , ny technique
for creating unique tilesets for TA maps. You will need the
following tools to use this torial to the fullest:

e PhotoShop 4.0

e Eyecandy (plug-in for Phot oShop)

e Paint Shop Pro

e« TABuUI | der

e Annihilator .21

Create a concept

1. Its always a good idea to draw a sinple concept of you nap first,
before you delve into the graphics. A program such as PAINT will do
the job just fine.

2. The map we will be designing will be very small, but enough to get
you started.

3. The following is a very sinple concept sketch | whi pped up in PAINT
in about 1 mn.

)

stmall hill
ztmall hill
water = gl
weater
ztmall hill ztmall hill

4. Now that we have our basic concept, we can begin with creating the
gr aphi cs.



Desi gn Your Texture and create a tenpl ate.

1. There are a couple of things you will want to keep in nmind while
desi gning your texture. The nost inportant, is that you want it to
be tilable, and seanless. Also, with the current version of
Anni hilator, you cannot inport a .bnp that is larger than 512 x 768
in size. This will create a nice 24 x 16 section .

2. So, lets get started. You will want to create a tenplate first. You
can experinent here with your own ideas, or use the one that cane
with this tutorial. (tenplate.bnp). You will want to keep this
tenplate at 512 x 768 in pixel size. So fire up PhotoShop, or your
favorite paint program

You wi Il understand where imgoing with this concept as we progress.

This is the main texture of our little map. W will use this section to spawn ot her
sections.

3. Now that we have our basic texture done , save this as tenpl ate. bnp.
This will be the tenplate that we use to create the terrain
feat ures.

Create the Terrain Features
Create a sinple platform



1. W will use our tenplate file as a base for all of our terrain
features. The first feature will be just a sinple small hill. Open
the tenplate.bnp file in PhotoShop and select an area. |'ve just
sel ected a square area to create a very sinple platform

2. Under the filters nmenu in PhotoShop, select Eyecandy and then Quter
Bevel .
3. These are the settings | used to create the sinple platform

e Bevel Wdth: 54

e Shape: Fl at

* Snpot hness: 8

e« Shadow Depth: 83

e Highlight Brightness: 44
e« Highlight Sharpness: 24
e Lighting Direction: 128
e Lighting Inclination: 73



A nice sinple little platformthat |ooks fai Iyonvi nci ng

1. You will actually want to performthe above procedure TWCE. The
second time, change the lighting direction parameter to 330.
Experiment around with the settings a bit to suit your fancy.

2. Voilal!l W have just created our first sinple platform and it
doesn't | ook too shabby. Save this as platl. bnp

Create A Pool of water
Now we will create a little pool of water

1. Start by opening up the tenplate.bnp file in PhotoShop again. (see
where imgoing with the tenplate thing....this retains the
tileability of each section)

2. Make a nice jaggedly, rounded sel ection




Now go to the selection nmenu and choose invert fromthe nenu.
Go to Filters, select Eyecandy and choose Quter Bevel again.
Settings for the tutorial are as foll ows:

Bevel Wdth: 45

Bevel Shape: Rounded
Snmoot hness: 8

Shadow Depth: 83

Hi ghlight Brightens: 44
Hi ghli ght Sharpness: 24
Lighting Direction: 128
Lighting Inclination: 73

Again, you will want to repeat this process tw ce, changing the
lighting direction fromaround 128 to about 330. Play around with
these settings to get the 3D effect |ooking nice...

So far, it should | ook sonething |ike the picture bel ow




2. Now, go back to the selection nmenu and choose invert again. Now
choose contract and enter 15 as the value. Your selection should be
right in the nmddle of slope, making a nice |evel for sone cool
| ooki ng rusy water texture.

Create the acid

Now t hat we have our selection, its tinme to create the acid texture, so it
|l ooks like our little crevice is filled with some kind of corrosive
subst ance.

1. &, now for sone cool |ooking corrosive goo to go with our texture.
For this tutorial we'll go with an alnpost |ava type texture that
| ooks very nasty.....

2. Cick on the Foreground color and nake it solid black.

3. Cick on the Background col or and change the RGB val ues to:

e Red: 190
e Geen: 48
« Blue: 25

1. Now select Filter and then Render and then C ouds
2. It should | ook something |like the picture bel ow




3. Lets add a little texture to the liquid . Select Filter then
Eyecandy and d ass
4. | used the following settings, but feel free to experinent:

e Bevel width: 9

e Bevel Shape: Button

e Flaw Spacing: 7

* Flaw Thi ckness: 18

e Qpacity: 75

e Refraction: 46

e« dass Color (Solid Wite)
e Highlight Brightness: 0O
e« Highlight Sharpness: 22
e Lighting Direction: 135
e Inclination 85

Now save this as Acidpool.bnmp and we're ready to nove on to the next
section.

Create a River of Acid

This will walk you through creating a river of acid, using two sections.
Wiile creating my maps, | ran into an annoying bug in the current version
of Annihilator (.21). If | tried to inport AND place a bitmap as a section
that was larger than 512 x 768 | got a script9 error. So ... | used the

following nethod to create |arger sections...

1. Start again, by opening up the tenplate.bnp texture in PhotoShop. Go
to Sel ect and choose all

2. Then go to the edit menu and choose copy

3. Now go to Image and sel ect Canvas Size

4. Orient to the top left, and resize it to 1536 x 768

5. Now you shoul d see sonmething like the follow ng picture

6. Now go to the edit nenu and choose paste
7. Zoomin nice and tight and align the pasted portion exactly with the
ot her si de.



8. Now select a river |ooking area and performthe sane operations as
you did with the acid pool. Wen you are done, you should cone up
with sonmething that | ooks sonething like the picture bel ow

9. Save this as river.bnp and | ets nove on.

10. Now to work around that bug that lurks in Annihilator

11. We have to split the river in half, each as their own section.
To do this, go to Canvas Size and orient the picture top left and
change the size to 768 x 512. You will get a warning that the image

will be clipped. Don't worry, this is what we want!!!
12. Save this as River-I|.bnp
13. Open River.bnp again. Do the sanme thing, except align right

before you resize it. Save this as river-r.bnp
14. You shoul d have 2 sections |ike the ones bel ow



Converting the sections to the TA color palette
The | ast portion of the graphics tutorial is converting these to the TA
color palette so that they can be inported as sections in Annihilator

1
2.
3.

| have included the TA palette for Paint Shop Pro in this tutorial
Open each of the bitmaps (except for River.bnp) in Paint Shop Pro
select 1 of the inages and choose color and | oad pal ette (make sure
you have error diffusion turned on), select TA pal and re-save it.
Do this for each of the sections; tenplate.bnp , platl. bnp,

aci dpool . bnp, river-1.bnmp, and river-r.bnp

I mporting the bitnmaps

w

In the last step of Part 1, we converted the bitmaps to the TA col or
palette. W will now inport those bitmaps into Annihilator .21 as
sections. So, fire up Annihilator and lets get goin...

Cick on file and then new map and lets create a sinple map to pl ace
our sections on. Select Tiles tab and choose tutorial.tnt for both
the TILES and ANl MATI ONS val ues. Leave the default height at 75 and
sea level at 50. Map size of 100 x 100 is fine. Enter whatever you
desire as map description and m ssion description

Go to Sections and choose Load BMP as Section

Now go to the directory that contains the bitmps and sel ect

tenpl ate. bnmp and click OK. Notice how it appears on the right side
as a 16 x 24 section. Repeat this process for each of the bitmaps.
When you're done it should look like this



|Default vI _I
| Tiles
I Height
| Anims

24x18

24416

5. At this point, it's a good idea to save these off as a section. Do

this by selecting sections then save sections and choose a nane and
| ocation. These sections are included with this tutorial.Get them
Her e.

Now, click on the height button to disable it, and place the first
one on the map about 3 tiles down fromthe top and 1 or 2 tiles in
fromthe left. This will nake nore sense later....

Repeat the process, separating each section by 1 or 2 tiles. Wen
your done, your map should | ook sonething like this. This will nake
nore sense as we go on..



ar chi ves

Edi ti ng Hei ght
This will wal k you through editing height and saving a terrain archive so
we can create our nap

1. K. Now that the easy part is over, lets nove on to the nore tine
consumi ng part of making maps. Height editing. Switch to hei ght

node. .
2. Ok, the tenplate is for the nost part finished already, it will be a
flat section of ground, so we will |eave that piece alone.

3. Lets nove on to the section that has the platform For this
tutorial, we will rmake the platformtall enough to give it sone
advant age, but not steep enough so that units cant get up the sides.
So we want all units to be able to get up the sides and onto the
platforns,since it doesn't LOOK to be very tall.

4. In the Height Interval section, press the spinner until its value is
5

5. So now we have to edit the height to nmake it appear as though it
mat ches the graphics. Ok..lets start at the top left. Just at the
base of the platformclick once with your LMB. You will see a little
portion go up at a slight angle. Mywve the pointer to the right a
hair and click the RMB again. You will see it start to pull up the
line at the bottomof the platform Get into this rhythm. nove
click....nove click....nmove click....should | ook Iike this when your
done.




6. Ok. You can probably tell that this is going to take some tinme. Next
step is to nove up to the next line and start again. This tinme click
the LMB 3x so it creates a nice even slope. You might find it easier
to adjust the height to 15 units here, so you don't have to click 3x
each time. When you're done, it should look like this...

7. Now we want to create the next one. Increase your height interval to
15 this tine and click on the next line up and do the

nmove. .click....nove thing. Now we want to snooth out the edges a
bit, so adjust your height interval back to 5 and go along the edge
to nake a nice snooth slope ....it should |look like this.

8. k. Now adjust your height interval up to 50 and increase the
aperture area up to 5. To save sone time, we are going to raise the
platformup to its full height 125 and worry about the edges
afterwards. So, nove the aperture to the edge of the platform and
click. You should notice that a nmuch |larger section noves up this
time....do this until the majority of the platformis raised. It
shoul d | ook sonething |ike this when your done..




9. k. Now finish it by going around the edges and naki ng a nice sl ope
on all 4 sides. Spend sone tine to nake it nice and tight around the
edges. The ground should be at 75 and the top of the platformshould
be 125.

10. Tinme to nove on to the acid pool next...save your work at this
point either as a .tnt file or as a .ann file.

Fi ni shing Touches

« When editing sections that contain parts that are going to be bel ow
sea level, its inportant to know what you want your map to behave
like. The TA engine is limted in what it can do. You cannot have
one part of it be 'lava’ and another part be 'water'. For the
purposes of this tutorial, |'ve elected to nake the acid pool just
shal | ow enough for the units to easily enter in and cross, but not
deep enough to allow a shipyard to be built. And for an added twi st,
since imsure nost of you have TA:CC by now, | will show you how to
make t hese sections cause danage to the vehicles that enter them...

1. Start by entering height editing node and changi ng the hei ght
interval to 15. dick around the edges of the pool ONCE. This will
create a nice lip around the rimthat the units will have no problem
goi ng over. Once you have the whole rimcreated, change the height
interval to 30 and click just inside the first area you did. You
will notice the lines starting to turn blue at this point. This is
because the height has fallen bel ow sea | evel (should be at 45, and
sea level is at 50). This is just deep enough to make our acid poo
do its job. Finish it up, and it should look like this when its
conpl eted. .. again..save your work as you go al ong!!



2. Now nove on to the Left and Right river sections. By now you should
have a decent understandi ng of how height editing works in
Anni hilator .21. The two sections , when finished should | ook Iike
the pictures below. Once all your sections have been edited to your
satisfaction for height, its time to nove on to the next thing...

Now its time to create a Terrain Archive and nmake your map!

Qur little map is coning along nicely, we have all of our pieces created,
nowits tine to put themto use!. To nake the job of nmaking a nap easier
we should create a Terrain Archive. This isn't NECESSARY, but nakes it
easier. It also enables you to be able to distribute your tileset to other
mapnakers in the TA comunity.

1. Press the button that |l ooks like three dots. This will create a new,
bl ank sel ection palette. Hi ghlight the word default and press
backspace enough tinmes to clear the word and replace it with
Tutori al

2. Position your cursor on the top left side of the tenplate section
Press and hold down the RVMB and drag a rubber band around the
section. MAKE SURE you select only the section. It should be exactly



24 x 16. Let go of the mpuse button and the selection will remain.
Press crtl+c to copy the selection, with its newly created hei ght
info, to the selection palette.

3. Repeat this process until you have all the sections re-copied over
with their new height info.

4. Go to the sections nmenu and choose export terrain archive. The

foll owi ng wi ndow wi Il cone up.

Export Termrain Archive |
Termain archive filename Select sectian palettes to place in archive
IF:'xTutn:nrial'xSec:tin:nns'xtutn:nrial.ata | ] Tuitorial

| | Drefault
Terain archive description
ITutu:uriaI-E yC_ & F
— Tiles
Landscape type Default zea level
Landties... 2] | Water ties... 2 |
IMetaIa’Lavd B0

oK, Edit ania lst | Eancel

5. Check the tutorial box, so that it will only export the selection
pal ette that includes the height

e Gve it a nane

e Gve it a description

e Gve it a Type

e Leave the sea level at 50 for this

e« Press the land tiles button and choose 1 or 2 tiles for |and
e Press the water tiles button and select 1 or 2 tiles for water
e Press OK (don't worry about the edit animlist one for now

« Done, now we just have to study our original design and decide how
to nmake the pieces fit...

Make your Map

Now its tine to put it all together.

1. The first thing to do is press file and new map and it will open the
foll owi ng di al og.



w

Create New Map |

Terrain Set | Eitmap! Tile= I

—Map
"Wfidth Height Map name
E3 j [e0 :I' C_&_P's Tutorial

bdap dezcription

|E # 5 Tutonal map

Terain archive

|F:'\T LtarialhSectionshtutarial ata

T emain options
’75' Landmap T ‘Water map

Archive description Tutorial-Be C_4 F
Landzcape bupe Metal/Lava

oK LCancel

Enter in whatever information you' d like, but the width and hei ght
shoul d be kept the same for the purposes of this tutorial. And of
course, the locations of various files will be different. Press K
and give it a few seconds....and presto! You should have a fairly
nasty | ooking map with all your sections, including height val ues,
on the right hand side.

Now, begin to place each section, starting fromthe top left.

Pl ace the Platformsection in the very top left. Place a ground
section to the left of the platform Then one nore ground section,
then another Platformsection. It should look like this so far....
(minimap view). Notice howit all fits together seanl essly...




1. Now, just work your way down the map. The next row goes like: Acid
pool, ground , ground, Acid pool

The next row is: ground, river left, river right, ground.

The next row is: Acid pool, ground, ground, Acid pool

The last section is: platform ground, ground, platform Voila!! Qur
map is nearly conplete! It should | ook Iike this:

Pwn

e« k!l W have created a reasonable facsinmile of our original concept
drawing in tutorial 1. (Notice | added sone extra acid pools that
weren't in the concept map).

e« Now, all we have to do is place the starting points, features, and
set the map properties, and we're ready to test it out!

e | will let you dictate where you want the features to be placed, and
the starting points.

« Now, save the nap as a .tnt file. It will also create a .ota file
that contains all the various settings of your map. W will want to
open this .ota file in a program such as notepad. Add these two
lines in the section that reads [ obal Header]

o wat erdoesdamage=1
o wat erdanage=100;

This will nmake it so that when the units go through our little "acid'
pools, they will be hurt....badly. You nmight want to adjust this to a
| ower setting, but | think its funny to send a few flashes through the
acid and watch it snoke and blow up in a few seconds...

It should look like this:



Eile Edit Seach Help

1balHeader ] =
{
missionname=C A P's Tutorial Hap
missiondescription=6 x 5 -Tutori
planet=Acid;
missionhint=;
brief=;
narration=;
glamour=;
lineofsight=80;
mapping=0;
tidalstrength=18;
solarstrength=28;
lavaworld=8;
killmul=58;
timemul=;
minwindspeed=8;
maxwindspeed=30080;
waterdoesdamage=1;
waterdamage=1088;
gravity=112;

Al TVWEAKI NG GUI DE

BY Swit eck

What is the ai?

Al stands for artificial intelligence. It refers to the conputer-
controll ed players in skinish ganes AND nultiplayer games with conputer
pl ayers added.

Cavedog's ai, and its probl ens:

"Fromtime to time, people conplain about the weather. But no one ever
does a darned thing about it." -- Mark Twain

The ai in Total Annihilation was quite dismal in versions 1.0 and 1.1, and
only slightly better in vl.2bl. Wth the v2.0bl patch, the ai was inproved
but still not rmuch of a threat in a 1 vs 1 ai game against a good pl ayer.
Cavedog has considered inproving the ai to be a lowpriority goal in
patches, and it's looking Iike the v2.0bl patch nmay be the best ai that
cavedog makes.



In the earlier ai's (before v2.0bl), what nmade the ai dismal was that it
was linmted to only 5 factories and 6 construction units. It poorly
managed its resources and was often unable to constantly run even that

pat heti ¢ anount of production. It would try to attack with ground units on
a sealisland map. O it'd build nmetal nakers on all-netal maps. O fill
its base up with crawling bonbs that never noved

In later versions the ai was not quite so bad, but still shared many of
the sane problens. Wth v2.0bl, it |ooked |ike Cavedog *al nost* knew what
they was doing. Finally they'd made an ai that could build a huge base in
a reasonabl e anount of time AND build a large attacking force. No | onger
did it build many of the absolutely useless units like lots of radars and
crawl i ng bonbs. | even lost a gane to it on Metal Heck while playing with
2 people vs 3 ai's over the internet.

Despite its many inprovenents, the v2.0bl patch added NEW problens to the
ai. Since that patch all owed cavedog's add-on units (and even 3rd party
units) to be used by the ai, the ai would build many of the new units
without linmt. Al though this was ok with units such as the Core Sunob, this
was worthless with the Arm Marky - causing the area around the advanced k-
bot | abs to becone so crowded that the | abs could no | onger nake any nore
units. Wth the fixed base units, this was even worse: The ai didn't know
when to quit building naval netal nmakers, naval nissile towers, and nava

| aser towers

Cavedog's built-in Al is sinply shameful in v3.0 and v3.1 of TA:CC. One
woul d expect that with each patch to the gane that the ai would slowy get
better. But the ai went fromdecent in v2.0 to terrible in v3.0 and al nost
as awful in v3.1. The v3.0 patch was the first patch to use Core

Conti ngency which introduced many new units into the ganme that were
specialty units that were al nost all unuseable by the ai

A major conplaint of the ai in v3.0 and v3.1 is that it builds a base and
| ots of construction units but very few attackers. It's like the ai wants
to play a game of simcity instead of a wargane. Wth the addition of
TA:CC, all the new units that CAN be built tend to "water down" the ai. A
BIG problemis the unit count, with 70+ new units it is inpossible for the
ai to build a reasonabl e nunber of any particular unit.

General problens with all the ai's made by Cavedog:

Al'l the ai versions would (on very rare occassion) build a nuke silo or an
antinuke silo. But never would a nuke be fired nor would the antinukes
shoot down nukes shot in its direction. A hacked unit that acts SIMLAR to
the real unit is required for the ai to actually shoot nukes and possibly
ant i nukes.

The Al plays the map, not the other player. Metal spots (nostly) determ ne
where it builds metal extractors and thermal vents are where it sonetines
gets sane and builds a geothernal plant. Its base ends up being built
around whatever features are on the map, with no consideration for where
its eneny/s are. It doesn't consider what the player is doing to decide
what to build next. It looks for the nearest enemy unit to its attack
force, that's alnost all it knows to do about the eneny player. If you do
somet hi ng unexpected, it falls apart. (The "Solitaire" bug or "SimdCity"

bug)



Al'l the ai versions also have their attacking ground units "sleep" after
destroying all nearby targets. The ground units quit noving for a couple
of seconds, meking them easy pickings for things like guardians. In ny
opinion, this is probably the ai's Bl GGEST weakness - but it is one that
i s unchangeabl e by ai profiles. (The "Coffee Break" bug. Maybe it's a
union thing...)

Al'l the ai versions would have their ground forces concentrate their
firepower on 1 unit. Often, the ai ends up shooting at resources (like a
cl osed solar, which takes quite a |lot of danmage to kill) while nearby base
def enses pound away on them (The "Tunnel -vision"/"Target Fixation" bug)

Sonet i nmes, because of the terrain or DI, the unit the ai is trying to
destroy cannot be hit - but the ai doesn't quit trying to kill it. A good
exanple of that is when peepers are landed in the mddle of the square
columms on Metal Heck before the ai's ground force arrives. Until a Merl
or simlar unit that can shoot over hills arrives, the peeper is
reasonably safe. Another good exanple is a sub close to the shore of the
eneny base - ground units will wade into the shallow water trying to get
to the sub, but that only makes them vul nerable to torpedoes. (The "Wy
won't it die?" bug)

If the unit the ai is trying to destroy runs away, the ai's ground forces
will chase that 1 unit around the map until it either gets destroyed or it
gets about 2 screen lengths away fromthe ground force. Note: flash tanks
are really good for doing this. (The "Pied-Pi per" bug)

Any of the ai's units that are not already shooting at sonething sonetines
fire on whatever eneny unit gets into their range. (The "Free WII" bug)
Whoops! Maybe that's not a bug. Probably good the gane has that bug! ;)

If afriendly unit is near where another friendly's weapon hits, they

of ten take spash damage. Although this is not a bug in itself, the a
doesn't try to stay out of the line-of-fire. Construction units are
especially bad about this - nmaybe they're suicidal... (The "Friendly Fire"
bug)

If the ai's commander is danmaged, it stops where it is for up to 15
seconds. This nmakes it very likely to be hit again, since it's not trying
to get away. Wirse still, if the ai's conmander is being hit very quickly
over and over again by multiple units, it doesn't even shoot its w npy

| aser at the target it just twitches until it's no |onger being fired at
or (nmore likely) it dies. 3 flash tanks shooting the ai's conmmander at one
time are good at naking it wiggle helplessly till it dies. (This is just a
"Gone Stupid" bug.)

After many attacks and retreats, the ai's ground force gets smaller and
smal | er. Makes you wonder if the ai is beconming pacifistic. This ussually
happens after the ai's base has been left alone and it's had hours to
build up without its base getting bonbed. This is because the ai is at or
near the unit max. The lower the unit nmax, the worse this problemgets and
the quicker it occurs. The ai doesn't avoid building a base containing so
many base buildings that it cannot build any ground forces - this is
because the ai doesn't know what the unit max is! It could be only 100
units max, and the ai will still try to build a |arge base. ("Mke peace
not war" bug.)

Massed aircraft are considered by many to be the nost powerful attacking
force in the gane, yet rarely does the ai have even 3 aircraft working



together. The ai's aircraft wander alone randomy around the map. Only if
the aircraft stunble accross an undefended unit are they likely to
successfully destroy it and survive. Never is nore than a nodest air

def ense needed to prevent the ai's airforce fromdestroying a base.

The ai doesn't build ENOUGH resources quickly enough to keep up with its
rate of consunption - often it has few solars and netal extractors to run
3 or nore factories and 8 construction units.

A key Al problemis that sone units aren't useful to the ai. The ai wll
build multiple radars right next to each other, or build nmetal nakers when
out of both netal AND energy. This conpounds the ai's weakness in
resource-gathering ability - already LOWon resources, the ai generally
wastes what it does have on units that it doesn't know how to use

But that can be changed!

Wt hout nodifying Total Annihilation (other than OFFI Cl AL gane patches),
if you wanted the ai to give you a good fight in a skirm sh gane, you
either have to take on 3 ai's vs you (or worse odds) or restrict yourself
to give the ai a chance (no nukes, berthas, dragons teeth, aircraft, etc,
etc).

Now, there's an alternative: because Cavedog nmade TA easy to be changed
and added to, the ai can be changed as well! In the absence of an offica
Cavedog fix to the Al problens, we can design our own Al profiles which
i nfluences many things that the conmputer does. Just by elininating the
usel ess units (to the ai only!) the ai can be inproved over what Cavedog
has made. And by bal anci ng the useful but expensive units, the ai can be
made even better.

I've discovered that alnost every tine | elimnate units so the ai no

I onger builds them the ai generally gets better. O, if | add in whole
groups of units the ai tends to becone slower in attacking and base-
bui | di ng.

My ai profiles attenpt to fix the problem by changi ng what the ai can
build and how often it can build it. This doesn't permanently nodify the
game but it does fix some of ai problenms in the gane. The patch is totally
conpatible with TA, and can be used in nultiplayer ganes. Wat's nore, if
you put an ai into the multiplayer gane it is controlled by YOUR ai
profiles, not the host conputer's! What this neans is your ai nay be
better than anyone else's in the gane.

My ai patch tries to fix the problens not caused by the underlying a
engi ne hard-coded into the EXE. There are still problems in the gane that
prevent the ai from playing a good gane EVERY tinme it plays, like when it
builds its vehicle plants with the exits blocked by walls - because the a
engine controls WHERE it builds, nmy ai profiles only control WHAT it
builds. | do not claimny ai is unbeatable, but players will find skirnish
games against the ai nore of a chall enge

What are ai's and Were do | put then?

The ai's are sinple text files that can be viewed and edited w th al nost
any word processor, including Wrdpad and Notpad. All the ai's go in the



Al directory under TOTALA. |If the standard install for TA was done, al
the ai files are in the C\Cavedog\Total a\Ai directory. Cavedog DCES NOT
create this directory for you nor will there be any ai files in it unless
you place themthere, this is the directory you have to create to change
the ai.

In the (unlikely) event you wanted to renove the ai profiles so the gane
uses the original built-in ai profiles, either delete the files in the \Ai
directory *or* rename themor nove themto another directory.

How does the conputer know which ai profile to use?

The map files thensel ves determ ne which ai profile that the conputer will
use on each map. This is a single line in the OTA file of the map:
ai profil e=default;

Note: if the nmaps are stored in UFOfile format (or even HPl or CCX), they
*still* contain OTA files. The only difference is that the OTA files are
conpressed inside the UFO file.

In TA:CC there are many standard ai profiles that a nap author can use for
their maps: Acid, AirBattle, Default, Hover, Krogoth, Metal, M ssions,
SeaBattle, Urban, and Waterwld. All are ordinary text files that contain
what the ai is allowed to build for those map settings. Mst nmaps wll
work ok with one of the above ai profiles, but putting in the wong one
can be worse than none at all.

There's nothing worse for the ai than being told that the nap is a green
| and map (DEFAULT. TXT) in the OTA file when there's water on it and it
shoul d probably use AirBattle or SeaBattle ai file instead. Trying to
flash-rush fromone island to another just doesn't work. ;)

*ANY* map can benifit froman ai profile designed specifically for it or
for its type (water/land/netal/wi nd). A few maps need sonet hing nore for
the ai to attack before the 30 minute mark - that's where a nodified ai is
real |l y needed!

How do | change the ai?

The ai text files use sinple commands to tell the ai what it can and
cannot build. Mst such commands only affect 1 specific unit, but there
are a few universal values that can be used to affect groups of simlar
units or units all on one side. Sadly, the universal values aren't as
useful as they m ght seem - because they often affect TQOO nuch.

Units are refered to by abbreviations nmade by Cavedog or 3rd party
unitmakers. A table of all the units and abbreviations is a good thing to
have to figure out what an abbreviation is for a certain unit or vice
versa. The abbreviation's first 3 letters al nost al ways (except in the
case of a few 3rd party units) tell which side the unit is nade by -
either ARMor COR And the total length of the unit abbrieviation is 8
letters. Ussually, the nane of the unit becones the abbreviation for the
unit - such as ARMFLASH or CORCAN. Gt her tines, the abbreviation cones
fromthe unit's function such as ARVHLT (the Sentinel |aser turret). The
rest of the tinme, you just have to wonder what the people at Cavedog were
smoki ng: ARMCROC (I thought Crocs were Core units!), ARMIHOVR (a throw



over?), CORAPE (Core can build apes?), CORGATOR (sounds anphi bi ous?),
CORSEAL (I assune this is a naval unit?), CORSS (nazis?), CORTHOVR
(whatever it is, Core's got one too!), CORUWEX (underwear nexico?),
CORVROC (well, roc is a nythological flying bird so this is sone kind of
flying unit?), CORWN (but not CORLCSE?).

Limt tells how many of a particular unit to build and always has the form
LIMT unitnane # (with a nunber fromO to at |east 99)

- exanpl e:

Limt ARMVAKR O

means the ai is not allowed to nake any Arm netal makers.

(Note this isn't the sane as the Arm Moho Metal Maker or Core netal nmker!)

The effects weight has is a little harder to understand. |If the weight
command isn't used then | presume the gane uses a default weight of 1.
(1" m *REALLY* not sure on the default weight, so | try to weight
everything!) The Wi ght conmand increases or decreases the probability
that a certain unit will be built NEXT and al ways has the form

VEEI GHT unitnane # (the smallest usable nunber is 0.05, the largest is
probably 255)

- exanpl e:

Wi ght ARMFLASH 9

means Fl ash tanks woul d make the vehicle plants seemlike flash tank only
pl ant s.

(this might be part of a flash-rush ai.)

Anot her "command" seen in many ai text files is 2 divided-by signs
together "//" on the start of aline. It tells the ai to not do whatever's
on this line and is just info to read if you're trying to understand what
the ai does.

exanpl e:

/1 Nuke by the 10 minute nark

(doesn't do anything, but sure | ooks good. :)

There's even divider commands to separate different parts of the ai text
file for easy setting, nmediumsetting, and hard setting. These are the
"PLAN di ff" commands. If you want to include parts of an ai file that are
common to all difficulty settings, that can be done by putting the
commands BEFORE t he plan sections. exanpl e:

wei ght ARMFLASH 9

pl an easy

/1 total pushover, doesn't build anything it mght accidentally hurt you
Wit h.

limt ARMFLASH O

pl an medi um
/1 it might try to attack you..
limt ARMFLASH 10

pl an hard
/!l Plan to | osel
limt ARMFLASH 99

(So, for the above exanple, all difficulties weight flashes to 9. But the
different skill levels only allowthe ai to build so many flash tanks at
one tine: 0 for easy, 10 for medium and 99 for hard.)



If for any reason a sinmilar command is repeated twice in an ai profile,
like:

limt ARMFLASH O

limt ARMFLASH 99

the TOP command woul d be the command the ai uses (UNLESS they' re under
differnt SKILL settings) - and no flashes would be built. Al though you'd
be alittle crazy to have that kind of repeated lines in your ai

uni versal conmands such as:

limt plant 10

(Limts TOTAL nunber of factorys/plants the ai can make to 10.)

could override | ater conmands |ike:
limt ARMAAP 12

(Limts Arms advanced aircraft plants to 12.)

That's all the commands | have. There's nothing there about not building
sonmet hing until the ai has enough energy/netal. There's al so nothing there
about NOT building sonmething if the ai's under attack. The origina
Cavedog-nmade ai profiles do not use reasonable weights ORlimts on units.
This is why | say the ai can be inproved over Cavedog's but only so nuch.
Because the ai will always be a little randomin what, when, and where it
builds. And it'll alnobst never build sonething right when it needs it nost.

However, if something is weighted VERY low (I.E Wight ARMSEUARD 0. 05)
then that itemw Il nost likely only get built if the construction

uni ts/ buil di ngs have nothing el se they are allowed to build. So when all
the resources are finished, THEN ny ai is allowed to build guardi ans which
are very expensive netal -w se

Wei ghts seemto work better when placed at the top of the ai profile.
Since the ai profile is read fromtop to bottom if 2 commands change the
same thing then the TOP command woul d be the one the gane uses.

Al this is not enough information to make a good ai, however. That is
best done by trial and error, as mne has over the |last 6 nonths.

Then what does nmake a good ai?

| ask myself that question a lot:

Is it an ai that attacks early?

O a early bertha-buil der?

O an ai that builds a well-defended base?

Are its ground forces nostly tanks, kbots, or both?

Does it build lots of aircraft?

What about an ai that will regularly comuander-rush you?

These things can all nake an ai BETTER, but NONE of those are what makes a
good ai!!

A good ai is one that can get resources quickly and uses all its resources
to further increase its growth AND attack the eneny. The way it attacks
the eneny is just the details! If you don't have the resources to run your
war machi ne, your war machi ne doesn't run

An ai can be made to take alnost all of its starting resources and make
flash tanks out of them This could nake for an ai that flash rushes quite



well, but its later attacks would dwindle in strength or at |east not grow
very quickly. After finding out howto defeat it once (hint: try building
sone HLT's or LLT's with DT around them..), it'll quickly becone | ess and
|l ess of a challenge - nmeaning that it's not a good ai

So, a good ai should build nothing but resources?

That's what the ai in Cavedog's v3.1 patch seenms to do... ;)

But that doesn't work either, because it's very hard to attack the eneny
with solar panels, netal extractors, and construction units. The ai nust
slow down its rate of growth to build defensive and of fensive units as
well. A good ai nust use its resources wi sely!

Obvi ously wasted resources are bad?

If an ai is wasting netal, that's part of a potential attack unit that
*COULD* have been made to attack the eneny. If an ai is wasting |ots of
energy (like +200 energy a second or nore), that *COULD* have been turned
into metal mekers that *COULD* nake the netal to nake a potential attack
unit that *COULD* have been nade to attack the enemy. Even having a
construction unit or factory not doing anything is wasteful - because if
they weren't needed, nore attack units *COULD* have been nade instead of
t hose worthl ess units.

It's not supposed to do too nuch at one time, but is ALSO supposed
to do everything?

Yes, and that's the problem |f the ai could build a huge super-defended
base while | aunching massive ground attacks, large air attacks, and firing
berthas and nukes - all in 20 minutes - it'd definitely be a kick-ass,
uh... | meant good, ai. So, unless we nake an ai that cheats, (well nore
than it *ALREADY* does...) we have to settle for |less. Maybe it can do al
that by the 1 hour mark instead of the 20 minute mark. But if it builds a
tiny airforce instead, the nassive ground attack, berthas, and nukes night
be ready by the 40 minute mark. |If nukes are left out, that tine night
drop to 30 minutes. And if all that is wanted is a nassive ground attack
the ai can pull that off in 25 minutes. If you settle for a snaller ground
attack made up of just tanks and no kbots, that just mght occur in under
20 minutes. This doesn't nean that the ai won't do all those other good
things, just that they won't happen until later.

So optimally, the ai should have 0 netal and O energy in storage?

You'd think so, but that sort of balancing act is both inpossible (as |ong

as the ai is still alive anyway) and unhealthy. If the ai needs its
production to run constantly at peak output, all you'd have to do to
drastically slowit down is kill a single solar panel. The ai would then

require nmore energy than it was producing. Since it had no energy stored
away for a rainy day, netal extractors would quit making netal and
factories and construction units would be slowto conplete their build
tasks for lack of nmetal AND energy. The resulting inbalances that these



cause are extrenely erratic - going fromO energy often up to nax energy,
and netal increasing and decreasing rapidly as factories finish units.
Such conpl ex behavi or can be descri bed as chaos theory based on the
butterfly effect, and is best left for calculations on a Cray
superconputer. In short, it's too difficult to do *AND* it's not useful

(This is starting to sound like the difficulty of riding a unicycle on a
tightwire in an eart hquake WH LE soneone's shooting at you...)

How nuch resources should the ai be using to stay bal anced?

There are no magi ¢ nunbers here. But hitting O netal isn't good and
hitting O energy is MJCH worse.

Early on, the ai's nmetal should rapidly decrease to just above 0. After
that, it's personal preferance and what you want the ai to do - so long as
stored netal stays just above 0 and just bel ow nmaxi num

If the ai does hit 0 netal, it should not stay there very long. A exanple
of staying at O netal too long is what happens when the ai tries to build
mul ti pl e guardi ans at once - that can keep the ai from buil di ng anythi ng
else for a long, LONGtinme (30+ minutes even). If it were working on only
1 guardian at a time, the 1st guardian could be finished and be useabl e
before the other guardians are built. A base with 1 finished guardian is
much better than a base with 4 unfinished guardi ans when eneny ground
units come knocking. (An unhatched egg is no chicken!)

For the sane reason, energy should be used at a rate so as not to use up
all the energy in storage. Later on, some energy surplus should be nade to
cover possible energy "spikes" caused by d-gunning, |aser weapons firing
(i ncluding bertha-1ike weapons), and netal nakers turning on

If your ai's strategy relies heavily on | asers, MJCH nore excess energy is
needed than if your ai is alnost |laser-free. Since Core |leans towards |ots
of units with lasers that need energy, Core should produce nore energy
than an equi val ent Arm

In the LONG term the ai should use about as nmuch netal as it's making and
use LESS energy than it's making.

It's like the ai is totally ignoring nmy ai profilel

Cavedog installed sone fail-safe ai routines in their executable so that
if (nmore like WHEN...) the ai runs out of metal or energy then it builds
what ever netal or energy producers that it can. This is actually quite bad
for us ai profilers, because while the fail-safe routines are in use the
ai is ignoring the ai profile weights on units. So a | ow energy fail-safe
tells the ai to go build sone solars, windnmlls, or tidal generators. A
low nmetal fail-safe tells the ai to build netal extractors or netal

makers. If the ai has already reached its max limts on energy providers
or nmetal providers, it pretty nuch just gets stupid if the fail-safe nbdes
kick in.

And if the ai is out of energy, having 10+ construction units all trying
to build 10+ solars at once won't help. Another problemis that O energy
causes the nmetal extractors and nmetal nakers to quit making nmetal but NOT



quit draining energy. Once the netal reaches 0, the ai often m stakes the
energy crisis for a nmetal crisis and builds nmore netal extractors (or
worse yet, netal makers) to "fix" the problem when it really needs a
coupl e sol ars.

It starts building |ots of solars even though it has nmax energy!

Anot her problemis the fail-safe routines don't always shut down when no

| onger needed, the ai may nmake solar after solar after solar even though
it has max energy and rmuch hi gher energy production than it is using. This
coul d al so nean you' ve weighted solars too high in your ai profilel A
simlar problemcan happen with the netal extractors.

Wiy is the ai slow building a fusion reactor?

| believe there is a routine in the executable that checks to see if the
ai has the netal and energy to build a particular unit - if not, it often
doesn't build the unit -- even if it is the unit that it desperately
needs. My offering of proof that such a routine exists is that the ai is
"reluctant” to build high-cost itens |like a fusion reactor, geothernal

pl ant, or advanced factories when it is |low on resources. | haven't
determ ned exactly how the ai decides that it doesn't have enough
resources, but think it's resources it has stored plus the resources its
maki ng. Whatever calculation it uses, it doesn't seemto do a good job
because it al nost always ends up running out of resources. Perhaps that's
because the ai doesn't consider what the other resource-consunmers are
doing (or WLL do!) and instead assunes that the one resource-consunmer can
have ALL the resources.

Despite this looking like a minor problemthat can be corrected with a
good ai profile, this can cause the nost frustration

How come the ai built 5 Advanced Aircraft Plants - | LI MTED
it to just 3!

The ai doesn't count a unit towards its LIMT nmaxi numunless that unit is
conpleted. So, if 2 advanced aircraft plants are conplete, nmany nore
advanced aircraft plants nay be started up to the linit of the ai's
current basic construction aircraft. If the ai has 4 basic construction
aircraft at the tinme, the probabl e naxunm m of advanced aircraft plants is
6.

I call this the "OVERBU LD BUG', but you'd never know about it unless
you're nmessing with the ai profiles in the first place - that's why |
didn't mention this problemearlier. | personally don't see this as nuch
of a problem EXCEPT with the noho netal makers on nonnetal maps - 1 of
themis PLENTY enough, 2 or nore is disaster (that's why | weight them
VERY | ow...).

O herwi se, having the ai overbuild its base - exceeding the normal linits
- is probably ok. The ai would nost likely only do that if it already had
a good resource base and probably would be able to support the extra



resource strain. If the ai wasn't doing well, the chances of this
happening are unlikely at best - so it won't hurt the ai mnuch then

The difficult MATH side of ai profiles:

Now, you can plug nunbers into your ai profile for weeks on end and not
know why you don't get the desired results. Al though the nunbers the a
uses are only "suggestions" to it, over very long periods of tine

cal cul ations can be done to deternmine the results. Even if you don't know
the exact value, it's helpful to have an idea what the chances of a
particular unit being made is. To do this, | introduce the termbuild or
production probability - a percentage cal cul ated by weights on each unit
produced by a factory.

For instance, the Arm Vehicle plant has:
Construction Vehicles (weight=3 limit=4),
Fl ashes (weight=9 limt=no linmt!),
Jeffys (weight=1 linmt=0),

Sansons (weight=1.5 limt=no limt!),

and Stunpys (weight=0.5 limt=no limt!).

The total weights add up to 15, BUT since Jeffys are never made (limt=0),
the actual weight total is 14. Build probability will be cal cul ated by
taking the weight of each unit and dividing it by the ACTUAL WElI GHT TOTAL.

The Construction Vehicle will have a 21.4% build probability.

The Flash will have a 64.3% build probability.

The Jeffy will have a 0% build probability, since the limt is O on then
The Sanson will have a 10. 7% build probability.

The Stunmpy will have a 3.6% build probability.

If you add up 21.4% + 64.3% + 10.7% + 3.6% the total is 100%as it should
be.

After the limt is reached on Construction Vehicles, the production
probability changes. Total weight is nowonly 11 since Construction
Vehi cl es are no | onger a consideration

The Flash will have a 81.8% build probability.

The Samson will have a 13.6% build probability.

The Stunmpy will have a 4.5% build probability.

Adding 81.8% + 13.6% + 4.5% = 99.9% (with a rounding error to account for
the mssing 0.1%
So, this also adds up to 100%

What these nunbers nean is that until the construction vehicles max out,
the vehicle plant should make 6 Flashes, 2 Construction Vehicles, 1
Sanmson, and nmaybe a Stunmpy - or another flash for every 10 units the
vehi cl e pl ant nakes.

It's very hard to tell if an ai will nake nore bull dogs than stunpies,
because those cone out of different plant types. It also gets conplicated
if there's 4 of one plant type but only 1 of another and 2 of a third type
- to predict what the unit percent conposition made by all the factories
will be. However, the unit build probability for each factory type can be
quite helpful in creating a nore bal anced attack force



This sanme build probability can be applied to ALL types of construction
units, even the commander. The reason to check construction unit build
probabilities is an ai profile usually sucks because its RESOURCES and
FACTORI ES are not weighted at bal anced | evels. The basic construction
units need the MOST careful build probability bal ancing. They are
responsi ble for building nuch of a base.

UNFORTUNATELY, the ai fail-safe routines prevent the weights you put on
the construction units from bei ng anywhere close to accurate. This is
where you have to use redi cul ous nunbers to get semni -acceptable results:
like weight 9 (or nore!) on geothernals.

The ai's clockwork build patterns:

Firstly, | tell you that the ai's build pattern is random Now, |'m
telling you it's actually cl ockwork. \Wen, where, and what the ai builds
is based on the map, what the ai has already built, and what the ai's
current resources are. Even extreme weights on units, both very low (like
0.05) and very high (like 9) are ignored by the gane if any overriding
condition occurs (like fail-safe ai routines). If the ai is ALLOANED to
build it AND the executable tells the ai that it NEEDS to build it NOW
that's what the ai will build regardl ess of how seldomit's SUPPCSED to be
building it.

Anyway, this is the basic pattern that the build units follow

Conmander :

l.build at least 1 netal extractor (or netal nmaker if not possible)
2.randomy alternates between netal producers and energy producers

3. build process becones a matter of ability - if energy and netal are in
good supply, typically factories are built, otherwi se nostly resources are
built. (it's only during TH S step that the comuander is likely to build
anything it can.)

4. After at least 1 construction unit is build, the comnmander MOVEsS back to
the "center"” of the base (sonmewhere near where it started often)

5. Following the MOVE, the conmander is on repair patrol for the renai nder
of the game - if there's any construction units left.

6.1f there's few construction units left (and few factories), the
commander resunes step 3.

Basi ¢ Construction units:

1.1f resources aren't high, randomy alternates between netal producers
and energy producers.

2.build process is a matter of ability - if energy and netal are in good
supply, typically factories are built, otherw se nostly resources are
built.

3.Some randomtinme later, the construction unit goes on repair patrol
4.1f much of the base is destroyed, the construction unit resunes step 2.

Advanced Construction units:

1. Alnost always tries to build a noho mine or noho netal maker first -- by
this point in the gane, the ai is alnost certainly | ow on netal

2. Superweapons |i ke berthas are often built next, even in preferance over
fusion reactors.

3. build process becones random but based slightly on need - noho

m nes/ nmoho netal makers if |low on nmetal, otherw se al nost anyt hing.



4. Somre randomtime |later, the advanced construction unit goes on repair
pat r ol

5.1f much of the base is destroyed, the advanced construction unit resunes
step 1.

How cone ny ARM ai *SMXKES* ny CORE ai ?

OR, how come ny CORE ai snobkes my ARM ai really bad?

ARM s units, as a whole, nove quicker than sinilar (if there are any!)
CORE units. This applies to construction units as well. One possible
reason why the ARM ai seens to have an advantage over a CORE ai is CORE
takes just a little longer between each building project - therefore,
after 10 mnutes of being a little slower each time - CORE ends up behind
in production. Note: That's only ny theory. : P

A sinmpler reason is that you assuned ARM and CORE could be told to build
alike with the sane results. CORE' s units are often nore expensive, so
CORE may end up out of both energy and netal while ARM has plenty of both
- despite al nost identical netal/energy incones.

If you spend nore tinme "tweaking" one side than another, you *SHOULD*
expect this result. If you play ARM nore, you'd probably know what a good
attack force for ARMis but might not for CORE -- so although the CORE
builds lots of attacking units, because it doesn't build a good M X of
attacking units, it seens to lose nore battles than it should. |If you
really |like one side over the other, you nmay unknow ngly "stack the deck"
inits favor.

Anot her reason for the inbalance is what | call the "Cof fee-Break" bug,
where units stop nmoving after killing all imrediate eneny units. If the
attack force is under attack by a guardian or punisher, it's likely to
take heavier losses if ARMthan CORE because CORE' s units *general | y* have
nore arnor.

Ck, | caught all of that. But nmy ai still seens slow to buil dup!

There's sonething subtle going on with the ai profiles, despite their
apparent sinplicity. It's not so sinple that you can wei ght flashes and
vehicle plants really high and end up with a (good) flash-rushing ai

Al nost every change affects sonmething else! If vehicle plants are wei ghted
to 9, that will mean that the construction units will build these in
greater preferance over resource providers. So the ai nmight end up with

| ow resources neaning it'll have very few vehicle plants built (since it
had little resources to build with) - even by the 20 ni nute nark.

The conputer isn't slowed down nmuch by a LONG ai profile - |ike one over
20kb long. But it probably doesn't hurt to keep the ai profile as short as
possi bl e, | eaving conmrents about how the ai works out of the ai profile
itself. You could nmake an ai tenplate laying out all the unit limts, and
copy and paste fromit into your ai profile. That way you don't have to
menorize unit abbreviations.

Weights seemto be nore effective if they're put near the top of an a



profile. Even Cavedog's ai profiles seemto follow this logic. Perhaps the
ai is nore likely to act on the first thing it reads in the ai profile!

testing, Testing, TESTING

You cannot know if an ai will be any good unless you test it. Playing
against it over and over again nmay seemlike a decent testing method, but
it's alnost inpossible to play the same way twice. If your testing is to
deternmine if minute changes result in an inprovenent for the ai, that wll
nost likely be too well hidden in random variabl es introduced by such a
testing nethod. Plus, if you're playing it - you' re not spending enough
time watching what it is doing. On the other hand, the ai may play BETTER
agai nst another ai than a player - who won't do what it's expecting. So
even if an ai is good versis other ai's, it may suck agai nst people! GCet
the ai good versis another ai before testing agai nst people, or they may
just laugh at you.

Once the ai gets good versis the ai, then test on live victinms - uh,

mean people... ;) Don't be surprised if a good player sends you back to
the draw ng board when your ai proves |ess successful than you hoped, and
don't be afraid to ask people what the ai should ve done to be even better
-- even if they lost to it! BTW treat people kindly for hel ping you test
your ai and always try to thank themfor their tinme. (Oherwise, it may
get harder and harder to find lab rats. ;)

Cenerally, | test on big naps that can handle a | ot of players on it at
once. For ny default.txt ai profile | use Greenhaven nost because it is
both big and | oads fast.

I have quite a few ways to test the ai - and nbst are unbi ased:

1. Rather than have multiple conputers set up, | can play skirnmish on ny
own conputer with 9 Al's running around. | amallied with 4 and the other
5 are allied as well. Oten | play 4 AAmvs. 5 Core, to see the

di sadvant ages against the two. This only lets ne test 1 ai at a tine, but
gives ne a good baseline for when the ai |aunches an attack, how well it
buil ds resources, how quickly it builds base defenses, and how well it

fights of f attacks.

2.1 crossbreed ai's together - so | can play ny Armai vs. soneone else's
Core ai or vice versa. This is not a very scientific test - because of the
di fferences of ARM and CORE - but is nost informative. ;)

3.1 play with ny ai vs. a different ai over the internet with sonebody. W
are teanmed with an ai (typically mne, so we can see the battle through to
the end : P )and stand behind the ai's base and hardly build anything -
because it would increase lag. W even have cheats enabl ed so we can use
the +VIEW# command to see how the ai's resources are doing.

4.0n a Lan, | don't normally play just 1 ai vs 1 ai - | team2 ai's of the
same kind vs 2 ai's of the same kind - can't do nore, because the gane
won't handl e over 10 players (even if they're watchers they count as

pl ayers). All but 1 or 2 players are watchers. If ALL players are

wat chers, the mission will imediately end thinking the human pl ayers have
all died.



I"mdoing a lot of testing, but what am | |ooking for to know what
to change?

Running a lot of tests may help you inprove an ai profile, but if you
don't know what you're | ooking for (or AT, as the case nay be) the tests
are probably a waste of tine. Heavy useage of the +view # cheat is a MJST
- otherwi se you can only guess what the energy and netal state of an a

is. Factories quit producing nmobile units when Iess than 100 netal is in
storage. If metal nakers are blinking it ussually neans nmetal consunption
is above nmetal production. An attack force that runs around in circles
seenms to be the result of netal/energy shortages for that ai. An ai that
does great because it always starts with 10k resources might be really
winpy with 1k resources - ai's ussualy have a resource range that is
"optimal" for them normally this is near the 10k mark. Large increases in
energy consunption often nmeans the ai either fired a bertha, turned on a
moho netal neker, or started building energy-intensive unit/s. Likew se,

| arge metal consunption increases often nmeans sonething |ike a guardian or
advanced plant is just being started. Tenporary increases in netal or
energy production al nost always neans the ai is reclaimng trees, rocks,
or debris on the map. Large, sudden pernenent increases in energy neans a
geot hermal or fusion reactor was just conpleted. It's notable that the a
can turn on and off a few units that has an on/off switch even WH LE the
unit is being built. So the noho netal naker can start providing extra
metal (and trenendous energy drain) the VERY nonent it is started - long
before it is finished. It's one of the ways the ai cheats, but ai profiles
al one won't stop that.

If you're in a skirmsh gane with 9 ai's (all ARM for instance) and NONE

of thembuild a advanced vehicle plant before the 20 mnute mark - and you
WANT themto, you'll probably need to increase the weight on the advanced

vehicle plant. The case nmay be that it's because all 9 ai's stayed out of

(or very low on) nmetal and/or energy and could have nothing to do with the
wei ghts on the advanced vehicle plant.

For the default.txt ai profile, whenever the ai builds too nmany solars and
metal extractors before its first factory it ussually |loses to one that
didn't. Also, if its first factory is an aircraft plant it ussually |oses
as wel .

I mportant ai information to record:

1. What the ai's overall netal/energy production for a 10-m nute gane was -
with SPECIAL attention to how nmuch it wasted. Resources are probably the
nost inportant - if the ai could get another 1k of netal out of the ground
in 10 mnutes, it'd be nuch better. Energy is probably in the 60k to 100k
range in 10 mnutes, with metal in the 4k to 7k range on a nonnetal map
(Greenhaven, in this case.) Naturally, if the ai was attacked and | ost
outlying netal extractors its netal production would be considerably |ower.
1. WHEN the ai's launched their first attack (notice | said | aunched

i nstead of when the attack arrives at its destination - which varies
CGREATLY with the size of the map and proxinmity to an eneny base). An a
that can launch an attack in 5 minutes is possible - with 7 minutes stil
being ok, even with | ow resources (1k and nonnetal map). On a netal map
with 10k resources, this tinme can shrink dowmn to as low as 3 minutes - but
5 mnutes is still nore comon

2. How quickly level 2 units are added to the attack forces. Typically,
this occurs in the 10 minute to 20 nminute tinefrane.

3. How quickly the the ai starts building level 2 and | evel 3 base



bui | dings. Conmmonly, this is in the 10 to 30 minute tinefrane.

4. How built-up the ai's base defenses were by the 10, 20, and 30 minute
mark - and even later. The ai can be nade to build guardi ans and sentinels
ASAP, but that will badly hurt resource production

6. How qui ckly can the ai reach the unit nmax. For a unit max of 250, the
winning ai in a test can reach that anpbunt in as little as 25 nminutes -
even on a nonnetal map. More commonly though, unit max is reached |ater -
or even never if you set your ai profile limts very |low. Reaching unit
maxi numtoo early can result in the ai having lots of level 1 units but
fewlevel 2 or level 3 units. Just how GOOD is 100+ flash tanks anyway?
Wul dn't 30 flash tanks (or fewer) at a tine be just as effective?

7. At what point does the winning ai nanage to reach a nature |level 3
econony - with redundant factories, fusions, base defenses, and netal
producers. This is the point where even nuking the ai nay not slow it down
-- if it was at unit max, nuking it will give it nore unit slots to build
nore nobile attack units! The earliest |1've seen an ai reach this point
was just under the 30 minute mark, but even the 1 HOUR mark is acceptable.
If the ai doesn't use nuke silos, lots of |aser towers, berthas, or noho
metal nmekers it doesn't need 1000+ energy production to produce good
ground-force attacks. Metal is vital, but if the ai uses cheaper but
effective units the lack of resources will go entirely hidden from
whoever's on the RECElIVING end. ;)

8. How early does the ai get a "STEAMROLLER' attack force that isn't
stopped even by base defenses |ike guardians and sentinels. The attack
force should be resupplied with new units quickly (like 1 every 15
seconds) to be effective in the neat-grinder of close conbat. Oten, it's
not the SIZE of the attack force that causes it to win so nmuch as how | ong
its units last and how quickly they are replaced. ARM shoul d have qui cker
unit replacenents than CORE sinply because ARM s units generally have

| ower arnmor (and cost less) and tend to die quicker

9. What's m ssing? What could the ai add to its base or attack force that
woul d save the day.

10. What isn't hel ping as much as it shoul d? Maybe | owering the wei ght and
limt on that unit will rmake the ai nore effective. Try elimnating that
unit and see if the ai is better without it.

It's hard to tell if an ai profile is inproving just by testing it against
itself. So, test one side at a tine against the other side WTHOUT
changing the other side. This can be done by copying and pasting all ARM
entries from1 ai and all CORE entries fromanother ai into a single a
file. It really pads the ego to watch your CORE ai totally nmow through
Cavedog's original (v3.1 patch even) ARM ai. Woever said CORE can't rush
ef fectively probably hasn't seen a Storm and/or Instigator rush! If your 4
CORE ai's can kill 5 original ARMai's in under 20 m nutes on G eenhaven
with only 1k resources, consider your ai at |east decent! (Mne can
*sonetinmes* do that.) BTW It's wise to teamup with the (probable)

W nni ng side.

VWhat kind of ai profile *DOES* a map need?

Most maps fall under the standard general categories of Default,
SeaBattle, AirBattle, and Metal - but sone need specific ai profiles nade
just for them An extrene exanple is an all-water map with very little

| and. Seabattle assunes that there is land to build a good sized I and
base, particularly solars, nmetal extractors, hovercraft and aircraft
plants. Lacking that, the ai will build very slowy - if at all - and will
be easily beaten. The basic ai profiles categories are too vague to cover



many types of maps. So things to consider when making an ai profile are:
1.How |l arge is the map? (can't flash rush effectively on a 30 x 30 | and
map)

2. How nuch water (by percent) is the map? (possibly a naval ai map?)

3.1s the land and water alternating nmaking either formof attack difficult
or inpossible?

.How plentiful is netal on this map?

.Is there any geothernal vents on the map?

.How flat/hilly is the map?

.Are trees so thick that they nust be reclained to have roomto buil d?
.Is there lots of reclainmable rocks around?

. Does the map have consistantly high winds or gusty w nds?

10. Because of sone feature on the nap, does one particular unit (or type)
have a significant advantage over the others? (such as narrow | and passes,
steep slopes, or thick trees)

©oo~NO O~

1. An exanple of a large map that isn't a typical default ai profile is
Greenhaven. It's TOO big for a flash rush to reach an eneny base early
enough to nmake winning easy - not in a 1 vs 1 gane, anyway. Such a map nay
require the ai to build slightly nore base defenses than usual and rely on
| ong-ranged attack types (Merls, Berthas, aircraft) to effectively destroy
t he eneny base.

2.CGods of War is a good exanple of a sonme-land, lot-water map that's well
suited for a naval ai

3. The best exanples of this is Over Crude Water (a netal map) or Evad

Ri ver Confluence. Both maps have water acting as a barrier to large | and
attacks. Neither a land attack or naval attack can easily reach the eneny
base. This forces relying on hovercraft and aircraft to strike the eneny
base. So they're both air battle ai's.

4. Some maps have so little netal - such as Painted Desert - that the a
ei ther must spread out all over the map or build metal makers. And the a
cannot manage netal nakers very well, always wanting to build way nore

metal rmekers than it has energy to run. Also, its construction units will
sui cidally wander into eneny bases trying to build a netal extractor on
unused netal spots.

5. Geothernmal plants are vital stepping stones to getting fusion reactors
for players, but for the ai who shouldn't build such an energy-hungry base
they are even MORE vital. An ai can have a |l arge base totaling 50
buil di ngs and only need 15 solars and 2 geo's to run it. On nonnetal maps,
where only 1 geo can be built on a vent, the ai should have a max limt of
2 to 6 geothernmal plants (depending on the total nunber of vents on the
map) so that it doesn't wastefully and suicidally send its construction
units into the eneny territory to build a geo on thernmal vents there. On
metal maps, the max limit on geos can be as high as 10 without any

probl ens, because up to 4 geothermal plants can be built on each vent.

6. A very hilly map nakes for lots of killzones and choke points that by
the m ddl e of the game render ground forces useless. Plus a hilly nmap may
have very little roomto build a base. A few short-ranged LLT's and

guardi ans are best as base defenses because line-of-sight is so
restrictive. The guardi ans can shoot over sone of the hills, and the LLT s
can guard passes and enterances to bases.

7.Maps with wall-to-wall trees nmake big bulky units | ess useful, so often
the level 1 kbots and aircraft are the only units that can get around

ef fectively.

8.Unless there's so many rocks that they are in the way, this has little
effect on an ai. However once the conmander goes into repair and reclaim
patrol node, the rocks nay be the only thing that keeps the ai's factories
produci ng nore units.

9. Wnd generators should be used instead of solars if the wind is



consistantly strong, or half solars half w nd generators if the wind gusts
are strong enough (like +20 or nore energy).

10. Metal Isles has large islands with very tall defensive walls. Although
a huge naval force may take control of the water around the island, it
will be unable to shoot into the mddle of the island with cruisers and
battl eshi ps because of the size of the island and the high walls. Mssile
frigates are nore useful for attacking such bases, but cannot be made the
bul k of the naval force or it will surely lose to a naval force nmade
primarily of cruisers and battl eships. Al so, since the map is rather

| arge, significant anpbunts of anti-aircraft ships are needed with the
naval force

The flash tank excels on Metal Heck - it is fast and cheap, allow ng for
early base attacks. Plus it is small, nmaking it hard to hit and better
able to nove around debris.

My ai has no bal ance of base defense vs attacking force - it is al nost
pure attacking force. It builds a token base defense consisting of a
coupl e berthas, a very few guardi ans, sone flakkers, and quite a few
defenders. Only the defenders are built early on - they are a hol dover
fromthe | ong-ago popul ar strat of c-napping the commander before he could
build rmuch. | figure defenders are cheap enough that they won't sl ow
production down to a crawl while still providing sone defense. It might
seemthat the base is very vulnerable to an early rush, but that's
probably when it's the nost densely defended by nobile units. Later on
when the ai's forces are attacking el sewhere the ai's base can be pretty
easily stornmed with ground forces.

CGetting a well-defended base early on is of lowpriority for an ai. To do
so will slow or even stop its exponential growth for many mnutes. Let the
nmobil e units defend the base early on, and let the construction units
buil d good base defenses only if they have nothing better to do.

My ai's weights go from0.05 to 9, where a weight of 1 is assuned to be
average. A weight of 9 is used to alnost force the ai to build that unit

i nstead of anything else and build it quick. A weight of 0.05 is for stuff
| don't want the ai to build until AFTER other things are built. \Wen the
unit LIMTS are reached for high-weight (1-9) itens, then and only then
shoul d the very | ow weight (0.05-0.2) itenms be built. | tried a weight of
0.01 for units, but they won't get built at all - the ai rounds weights
that low down to 0. The same weight and limt tricks can be used on
attacking units to assure that you get frontline units quickly but not too
many - and that you | ater get supporting units in decent quantity once the
ai's attack force is large enough to defend them An exanple of this is

Fl ashes for frontline units and Merls for supporting units. Flashes are
good, but too nmany just get in the way of one another. Merls are al so
good, but putting themon the frontline will nmake them seem usel ess.

Putting an upper limt on every base building is a nust, otherw se once
the ai reaches unit nmax and after each attack the ai will replace sone or
even all of its attacking units that got killed with base buildings. This
results in the ai's attacking force growing smaller and smaller. At that
poi nt, nuking some of the ai's base literally pisses it off because it is
freed up to make nore attacking units! For the sanme reason, even the
attacking units thenmsel ves need an upper linmt to prevent overpopul ation.
More than 30 flash tanks just get in each other's way being unable to fire



on targets. For ny ai, | presune that the game's unit nmax is somewhere in
the 150 to 300 range. If the unit max is lower, the ai will become

paci fistic (not attacking with ground forces) nuch earlier. On the other
hand, if the unit nmax was 500, the ai would never really utilize the extra
unit slots to make its attack force OR base huge

My rule of thunmb for the ai is sinple - for ordinary nonmetal maps, the
default.txt ai will suffice. But if there's anything unusual in the nap,
the ai needs to be nodifed to take advantage of it - be it high w nds,
narrow passes, lots of water, scarcity of metal, even a change in unit
max. Any map can benifit fromusing a nodified ai profile instead of the
original ai profiles in TA:CC, but some maps al nost denmand a special a
profile for the ai to be effective at all

TA Weapons Creation

unknown

I like to explain how a weapon file in TA is build up, and I hope it is of
any use to any new unit designer. I took all of my information from the
original Cave Dog weapons file.

The actual weapon file in the weapon directory of the unit (ufo)

Weapons.tdf - Here you place the miscellaneous weapon types

Types of weapons

There are different weapons but any of the weapons must fit in one of
these basic categories.

ballistic Weapon is fired according to a ballistic path using gravity

lineofsight | Weapon is fired in a straight line, gravity does not effect
path

dropped Weapon is dropped in order to use it, typically a bomb but
could be a chemical

Important values and behaviour of the weapon.

ID A unique value in the range 0-255 which identifies the
weapon

range Coverage in pixels what the protection umbrella is for
weapons that shoot other weapons

noexplode No explosion when weapon impacts target

reloadtime Seconds between shots (floating point allowed)

energypershot Energy consumed per shot, most use none

weapontimer How long weapon is active in seconds (floating point
allowed), trajectory weapons use 0 so it is calculated

noautorange When set the weapon will not detonate at range
automatically, used mostly for heavy rockets




weaponvelocity Maximum attainable weapon veolocity in pixels/second

weaponacceleration | Expressed in pixels/second/second

turnrate Used for guided weapons, 1is in angular units (0-
64k) /second
areaofeffect The total area that receives that damage, one impact

per unit in the area

edgeeffectiveness The percentage (1.0 = 100%) of the damage that is
inflicted at the edge of the area of effect. Used for
drop-off

Weapon Characteristics

turret Weapon must be deployed from a turret with a 360 deg
rotation and pitch

firestarter Weapon will cause fires, expressed as a %, where 100%
guarantees a fire

unitsonly Weapon will only detonate on enemy units as opposed to
obstructing terrain

burst How many repeat times a weapon fires in one burst, ie.
Flamethrower

burstrate The time delay when in burst mode between events

sprayangle Maximum deviation from the straight line to the target the
weapon strays, used for burst weapons

randomdecay Maximum time delta that burst weapon will randomly decay at
end of path

groundbounce Weapon will not detonate with the ground but instead bounce

flighttime The time the unit will fly for after it enters the second
phase of operation, used for starburst missiles

selfprop Weapon is self propelled with a burn time described by
flighttime

twophase Indicates weapon operates in two phases

weapontype?2 Describes another weapon that the weapon turns into in the
second phase

guidance Indicates that weapon is guided and uses the turn rate
above to track enemy unit

tracks When set the weapon will track a moving target after a
weapon conversion

waterweapon Weapon is meant to travel through water

burnblow Weapon will detonate when it comes to the end of its range

accuracy Amount of accuracy in 64K deg that weapon is good for,
0=100%

tolerance Amount of accuracy weapon will use when aiming, most are
default O

aimrate How fast (on average) the weapon aims, in 64K deg / sec.
Used by UnitView.

startvelocity Weapon will start at this velocity instead of 0

minbarrelangle | The minimum angle (in degrees) the barrels can point, used
in ballistic calculations

Special weapon stuff

paralyzer | Weapon will stun the enemy for a length of time described in the
damage field, time=ticks.




Looks of a weapon

model 3D model to use as this weapon

color Color of beam weapon from the game palette

color?2 Color to use on the beam weapon to make it looks better
and cooler

smoketrail Indicates whether or not a weapon will emit a smoke
trail

smokedelay Smoke dispersal interval expressed in seconds

startsmoke Draw a puff of smoke when the weapon fires

endsmoke Draw a puff of smoke when weapon terminates

rendertype Type of rendering system to use, 3D model, bitmap, etc.

beamweapon Weapon is a straight beam weapon like a laser

explosiongaf .GAF file that the explosion art is in

explosionart name of animation sequence for explosion

waterexplosiongaf | .GAF file that the water explosion art is in

waterexplosionart | name of animation sequence for water explosion

propeller if the model has a propeller that spins

The sounds it makes

soundstart Sound to make when the weapon fires

soundhit Sound to make when the weapon detonates (if the weapon
detonates)

soundwater Sound to make when the weapon hits the water

soundtrigger | Make the weapon sound when the weapon fires in burst mode

Weapon Controls

commandfire | This weapon will need to be expressly fired by the user each

and every time it is used, i.e. a Dgun

Needed resources

Here you describe the amount of metal and energy it takes to fire the
weapon if applicable

energy

Amount of energy needed

metal

Amount of metal needed




Total Anni hilation: Kingdons

Directory Structure and File Formats

Directory Structure

D\ CAVEDOG
00000407. 256
00000409. 256
0000040a. 256
0000040c. 256
00000410. 256
bi nkwsd2. dI |
boneyar ds. hpi
boneyar ds2. hpi
bynmai a. dl |
Cart ogr apher. exe
ChooseRender er . exe
cl cdi6. dl |

cl cd32.dll

cl okspl . exe
dat a. hpi

dpl ayerx. dl|
drvngt. dl |
engl i sh. hpi

I NSTALL. LOG
Jer sey. hpi
Keys. TDF

ki ngdons. esk
Ki ngdons. exe
KI NGDOMS. i cd
KI NGDOWVS. | D
Ki ngdons. key
ki ngdons. mz
maps. hpi

m ssi ons. hpi
MP3DEC. ASI
nmes16. dl |
nmss32. dl |
nesbl6. t sk
pat chw32. dl |
ReadMe. ht m
ReadMe. t xt
Render er Hel p. t xt
restart. exe
Rover . dl |
secdrv. sys
secti ons. hpi
Startup. tdf
terrain. hpi
Uni nst.isu
upgr ade. dl |
V2Rocket . hpi
v3readne. t xt




V3Rocket . hpi

——-Boneyar ds
server. byd

—-Hel p
Hel p. def
Hel p1. htm
Hel p10. ht m
Hel p11. htm
Hel p12. ht m
Hel p13. ht m
Hel p14. ht m
Hel p144. ht m
Hel p146. ht m
Hel p147. ht m
Hel p15. ht m
Hel p16. ht m
Hel p17. ht m
Hel p18. ht m
Hel p19. ht m
Hel p20. ht m
Hel p21. htm
Hel p22. ht m
Hel p23. ht m
Hel p24. ht m
Hel p25. ht m
Hel p26. ht m
Hel p31. ht m
Hel p36. ht m
Hel p37. htm
Hel p39. ht m
Hel p4. ht m
Hel p4l. htm
Hel p42. htm
Hel p43. ht m
Hel p44. ht m
Hel p5. ht m
Hel p6. ht m
Hel p7. ht m
Hel p8. ht m
Hel p9. ht m
__Help.htm

——I mages

al. png

a2. png

a3. png

a4. png

a5. png

a6. png

a’.png

a8. png

ButtonBattl es. png

But t onBoneyar ds. png
But t onCancel . png

But t onCr usades. png

But t onEdi t House. png
But t onEdi t Profile. png
But t onGat heri ng. png
But t onHel p. png

But t onHost Battl e. png
But t onHost Gat heri ng. png

But t onHouse. png

But t onLadder . png

But t onLocat or . png
But t onMet aGane. png
But t onNews. png

But t onNewsNI nf 0. png
But t onCK. png

But t onPagePeopl e. png
But t onPeopl e. png




ButtonProfile. png
But t onQui ckpl ay. png
But t onRegi st er. png
But t onSear ch. png
But t on\\ar Room png
CrusadesMap. png
CrusadesRoom png
CrusadesRoonBut t on. png
end_k2. png

Hel p. png

Logi n. png

Movi eBut t on. png

Nnl Edi t Profil e. png
Nnl Edi t Regi st er. png
Nnl Ladder s. png

Nnl News. png

Nnl Profile. png

Nnl Sear chLadder . png
Nnl Sear chNews. png
Overvi ewBut t on. png
Pl ayer Page. png

Pl ayer PageSent . png
Pl ayer Profile. png
ReconBut t on. png
Regi st er. png

Sear chHel p. png

Syst emvessage. png
t1. png

t2. png

t3. png

t4. png

t5. png

t6. png

t7.png

t 8. png

Updat e. png

v1. png

v2.png

v3. png

v4. png

v5. png

v6. png

v7.png

v8. png

War Battl e. png

War Bat t | eFor m ng. png
War Bat t | el nProgress. png
War Creat eBattl e. png
War Cr eat eGat h. png
War Gat h. png

War Gat heri ngl nf 0. png
War Locat or . png

War PagePeopl e. png
War Peopl e. png

War Pl ayer | nf 0. png
War Room png

War Sear chLocat or . png
z1. png

z2.png

z3. png

z4. png

z5. png

z6. png

z7.png

z8. png

——Ladders
Ladder s. def

——NMet agane
Aranon. png
ar anonsShi el d. png
Bor der s. png




Cont est edMap. png
CrusadePr of 1. png
CrusadePr of 2. png
CrusadesSt andar d1. png
CrusadesSt andar d2. png
Dari en. def

Honor Map. png

Met aMask. png
Prelnit.jje

Tar os. png

tar osShi el d. png
Terror Map. png

Ver una. png

wdhit.jje

Zhon. png

———Profile
Achi evenents. ht m
M3Per sonal . ht m
MGPer sonal _NoNane. ht m
MGPr of i | e. def
personal . ht m
Per sonal _NoNane. ht m
Profile. def
TAK_CRUSADES. ht m
TAK_CRUSADES_NOJO N. ht m
TAK_DUEL. ht m
TAK history. htm
TAK_NATI ONS. ht m
TAK_NATI ONS_ARAMON. ht m
TAK_NATI ONS_TARCS. ht m
TAK_NATI ONS_VERUNA. ht m
TAK_NATI ONS_ZHON. ht m
TAK overvi ew. ht m
Tak_recO. htm
TAK_reconhi story. htm
TAK_WIA. ht m

——Tenpl at es
ganmeform htm
gamepr og. htm
gat hering. htm
MGganmef orm ht m
MSganepr og. ht m

——docs

AFl yBui | d. t xt
ASi ege. t xt
TKanRat . t xt
TRi ctus. t xt
VLi ght Hs. t xt
ZSWol f .t xt

Free Month of Internet .Ilnk
Frontier.ico

i ndex. ht m

Left.htm

Mai n. ht m

Top- Left. htm

Top-Ri ght. htm

——i mages

——backgr ounds
BackO0O. j pg
Left.jpg
Top- Left. | pg

——banner s
FGCLogo. gi f

L—but t ons
Dev- Q. gi f




Dev- U. gi f
Fgc-O. gi f
Fgc-U. gi f
Gsn-0O. gi f
Gsn-U. gi f
Pl-Ogif
Pl-Ugif
Tak-O gi f
Tak-U. gi f

——NMaps
——Nbvi es
L—aui

d RL4. BI K
G RL5. BIK
d RL6. Bl K
A RL7. BI K
KNI GHT4. Bl K
KNI GHT5. Bl K
KNI GHT6. Bl K
KNI GHT7. Bl K
Loadscr een. bi k
machi ne4. bi k
machi ne5. bi k
machi ne6. bi k
machi ne7. bi k
SNORT4. Bl K

——MPl ayer

npl aynow. exe
MPLAYNOW | NI
Readne. doc

MPLAYNOW
MPNETSUE. EXE
RNAPH. DLL
URL. DLL

MPLAYER
set up. exe

L—Music

trackl. wav

trackl12. wav
track13. wav
trackl4. wav
track15. wav
track16. wav
trackl7. wav
track20. wav

track3. wav
track4. wav
track5. wav
track6. wav
track7. wav
track8. wav
track9. wav



V2 Rocket. hpi Contents

D: \ V2ROCKET. HPI

——Ani s
Titl eScreen.jpg
Titl eScreen. tsf

——CQGui s
Mai nnmenul. gui
Vi sual Opti ons1. gui

——maps

Abnar's Terrace.crt
Abnar's Terrace.ota
Abnar's Terrace.tnt
Abnar's Terrace.txt
Loch Brynn.crt

Loch Brynn.ota

Loch Brynn.tnt

Loch Brynn. txt

——=Cbj ect s3D
verbal | . 3do

——Scripts
VERBALL. COB

——transl ate

abnar's terrace. tdf
| och brynn. tdf

L—units

ARAAT. FBI
ARACAN. FBI
arapul t. f bi
LI FDEER. FBI
Li f deer 2. f bi
tarship. fbi
VERBALL. FBI

ZONFLI ES. FBI
ZONGOD. FBI



V3Rocket . hpi Contents

V3ROCKET. HPI

ai

defaul t.txt

L—ani ns

bi gsnmoke_1555. t af

bi gsnmoke_4444. t af

bl uefire_1555.1taf

bl uefire_4444. 1 af

di esel fl ane_1555.t af
di esel fl ane_4444.t af
manabonb_1555. t af
manabonb_4444. t af

st eam 1555. t af

st eam 4444. t af
titlescreen.jpg
titlescreen.tsf

——Bui | dPi ¢
Arafly.jpg
Aragren.jpg

ARASI EGE. JPG
aratrans.jpg
tarang.j pg
TARCAN. JPG
TARHAND. JPG
Tar kam j pg
verbal . ] pg
vercen.j pg
verlight.jpg
verner.jpg
zonanoe. j pg

zonbar. j pg
zonswanp. JPG
Zonwol f . j pg

L—qgafs for rel ease

| oadi ngc. pcx

——\WeaponPi ¢

deat hswor dpu. j pg

deat hswor dsb. j pg

deat hswor dsbh. j pg

Fi reBal | GPU. j pg

Fi reBal | GSB. j pg

Fi reBal | GSBh. j pg

G enadeConcussi onPU. j pg
GrenadeConcussi onSB. j pg
Gr enadeConcussi onSBh. j pg
G enadeExpl osi vePU. j pg
G enadeExpl osi veSB. j pg
Gr enadeExpl osi veSBh. j pg
G enadel ncendi aryPU. j pg
Grenadel ncendi arySB. j pg
Gr enadel ncendi ar ySBh. j pg
Li ght HouseSt unPU. j pg

Li ght HouseSt unSB. j pg

Li ght HouseSt unSBh. j pg

L—bi t maps
i nitscreen. pcx
L——CanBui | d
ar abui | d
ar aat . t df

aracast| . tdf
ar akeep. t df
ar al ode. t df



arassh. t df
aratre. tdf
arawal | . t df
ar awar . t df

L—AraCast |
Ar aBow. t df
Ar aBr oad. t df
AraBui | d. t df
AraCan. t df
Ar aPal . t df
AraPries. tdf
Ar aSi ege. t df
AraSmi t h. t df
Ar aSpy. t df

|—Ar aFly

AraAt . t df
AraCast| . tdf
Ar aKeep. t df
AralLode. t df
Ar assh. t df
AraTre. tdf
Arawval | . t df
ARAWAR. TDF

L—ar akeep
araar ch. t df
arabui | d. t df
ar af ast . t df
ar akni gh. t df
arapul t. tdf
ar aswor d. t df

——ar aki ng
ar aat . t df
ar agod. t df

ar akeep. t df
ar al ode. t df
ar angat e. t df
aratrans. tdf
arawal | . t df

L—AraPries
Ar aDr ag. t df
AraFly. tdf
ARAGREN. TDF
Ar aMana. t df

L tarcastl
tarbl ack. t df
targarg. tdf
tarship. tdf
tarthb. tdf
tartroop.tdf
tarzom t df

——Tar Dung
Tar Ar ch. t df
Tar Beak. t df
Tar Can. t df
TarFire. tdf
Tar Hand. t df
Tar Th. t df
TarWtch. t df

L—Tar Hel |
Tar Denon. t df
TARKAM TDF
Tar Kni gh. t df
Tar Li ch. t df
Tar Mage. t df




Tar M nd. t df
Tar Pries. tdf
Tar Spout . t df
Tar Th. t df

Lt arnecro
tarcage. t df
tarcastl.tdf
tardung. t df

targod. t df
tarhell.tdf
tarl ode. t df

tarngate.tdf
tarwal | . tdf

L—tarprie2
npct enp. t df
L—tarpries
tarang. t df

tardrag. tdf
tar mana. t df

L—tartb
tarcage. t df
tarcastl.tdf
tardung. t df
tarhell.tdf
tarl ode. t df
tarsh. tdf
tarwal | . tdf

L verasy
verfl ag. t df
ver har p. t df
ver man. t df
ver scout . t df
vertrans. tdf
vertre.tdf

L—vercastl

verbal | . t df
ver bers. t df
vercen. t df
vercrus. tdf
ver kni gh. t df
verliege. tdf
verli hr. tdf
ver nusk. t df

——verflag
ver asy. t df
verfltw.tdf
ver keep. t df
ver| ode. t df

——\Ver Keep
Ver Ar ch. t df
Ver Li ege. t df
Ver Mer . t df
Ver par . t df
Ver Pul t . t df
Ver Swor d. t df

L—\Ver Li ege
VERASY. TDF
Ver At . TDF
Ver Cast | . TDF
Ver Keep. TDF
Ver Li ght . t df
Ver Lode. TDF
Ver Mort . t df
Ver Tower . TDF




L—verl

L—zonl

Ver Val | . t df

i hr

ver bal . t df
verdrag. t df
ver mana. t df
verpill.tdf

—Ver nage

ver asy. t df
verat . t df
ver god. t df
ver keep. t df
ver | ode. t df
verngat e. t df
verwal | . tdf

L—ZonHand

ZonBat . t df
ZonFire. tdf
ZonGob. t df
ZonlLode. t df
ZonSwanp. TDF
ZONTER. TDF
ZonTr ai n. t df
ZonTrol | . tdf

L——zonhunt

zonfire. tdf
zongl yph. t df
zongod. t df

zonhand. t df
zonl ode. t df

L—zonhurt

zonfire. tdf
zongl yph. t df
zonhand. t df
zonl ode. t df

ord

zondr ake. t df
zonflies. tdf
zongi ant . t df
zonl ode. t df
zonorc. tdf
zonroc. t df
zonsham t df
zontrain. tdf

L—zonsham

zonanoe. t df
zonbar . t df
zondr ag. t df
zonnmana. t df

L—ZonTrain

ZONBASI L. TDF
ZONGLYPH. TDF
ZONGRYP. TDF
ZONHAND. TDF
ZONHARP. TDF
ZONKRAK. TDF

L—CanBui | dCB

L AraBuild

AraAt . t df

AraCast| .t df
Ar aKeep. t df
ARALCDE. TDF



ARASSH. TDF
ARATRE. TDF
Araval | . tdf
ARAWAR. TDF

L—AraCast |

Ar aBow. t df
ARABRQAD. TDF
AraBui | d. t df
ARACAN. TDF
AraGen. t df
ARAPAL. TDF
AraPries. tdf
Ar aSi ege. t df
ARASM TH. TDF
ARASPY. TDF

——Ar aFl y

ARAAT. TDF
ARACASTL. TDF
ARAKEEP. TDF
ARALCDE. TDF
Ar aSi ege. t df
ARASSH. TDF
ARATRE. TDF
ARAWALL. TDF
ARAWAR. TDF

——Ar aKeep

ARAARCH. TDF
AraBui | d. t df
Ar aFast . t df

Ar akni gh. t df
AraPul t. tdf

Araswor d. t df

L——Ar aKi ng

ARAAT. TDF
ARAKEEP. TDF
AralLode. TDF
Ar aNGat e. TDF
ARATRANS. TDF
Araval | . TDF

L—AraPries

Ar aDr ag. t df
AraFly. tdf

AraGod. TDF
Ar aMana. t df

——Ar aTr ans
ARAARCH. TDF
Ar aFast . t df
Araswor d. t df

L—Tar Cast |
TARBLACK. TDF
Tar Gar g. t df
TARSHI P. TDF
Tar Th. t df
TARTROCOP. TDF
Tar Zom t df

——Tar Dung

Tar Ar ch. t df
TARBEAK. TDF
Tar Can. t df
TarFire. tdf
Tar Hand. t df
Tar Th. t df
TARW TCH. TDF

L—Tar Hel |



TARDEMON. TDF
TARKAM TDF
Tar Kni gh. t df
TARLI CH. TDF
TARMAGE. TDF
TARM ND. TDF
Tar Pri es. tdf
TARSPQUT. TDF
Tar Th. t df

——Tar Necr o

Tar Cage. t df
Tar Cast | . tdf
Tar Dung. t df
Tar Hel | . t df
TARLCDE. TDF
TARNGATE. TDF
TarWal | . t df

L TarPrie2
NPCTEMP. TDF

L—TarPries

TARANG. TDF
Tar Dr ag. t df
TARGOD. TDF
Tar Mana. t df

L TarTh

Tar Cage. t df
Tar Cast | . tdf
Tar Dung. t df
Tar Hel | . t df
Tar Lode. t df
Tar Sh. t df
TarWal | . t df

L—VERASY
Ver Fl ag. t df
Ver Har p. t df

L——Ver Cast |

VERBAL. TDF
VERBALL. TDF
VERBERS. TDF
VERCEN. TDF
VERCRUS. TDF
VERKNI GH. TDF
Ver Li ege. t df
Ver Li hr. t df
VERMUSK. TDF

——Ver Fl ag

VERASY. TDF
VERFLTWR. TDF
Ver Keep. t df
Ver Li ght . t df
Ver| ode. t df

——Ver Keep

VERARCH. TDF
Ver Li ege. t df
Ver Mer . t df
Ver par . t df
Ver Pul t . t df
VERSWORD. TDF

——\Ver Li ege
VERASY. TDF



VERAT. TDF
Ver Cast | . TDF
Ver Keep. TDF
Ver Li ght . t df
VERLCDE. TDF
VERMORT. TDF
Ver Tower . TDF
Ver Val | . t df

——Ver Li hr

Ver Drag. t df
VERGOD. TDF

Ver Mana. t df
VERPI LL. TDF

——Ver Mage

VERASY. TDF
VERAT. TDF
Ver Keep. t df
VERLODE. TDF
VERNGATE. TDF
Ver Val | . t df

L—ZonHand

ZONBAT. TDF
ZonFire. tdf
ZONGOB. TDF
ZONLCDE. TDF
ZONTER. TDF
ZonTr ai n. t df
ZONTROLL. TDF

L——ZonHunt

ZonFire. tdf

Zond yph. t df
ZONHAND. TDF
ZonlLode. t df

L——ZonHurt

ZonFire. tdf

Zond yph. t df
ZONHAND. TDF
ZonlLode. t df

L ZonLord

ZONDRAKE. TDF
ZonFl i es. t df
ZONG ANT. TDF
ZonlLode. t df
ZONORC. TDF
ZonRoc. t df
ZonSham t df
ZONTRAI N. TDF

L——ZonSham

ZonDr ag. t df
ZONGOD. TDF
ZonMana. t df

L—ZonTrain
ZonAnoe. t df
ZonBar . t df
ZonBasi | . t df
Zond yph. t df
ZONGRYP. TDF
ZONHAND. TDF
ZonHar p. t df
ZonKr ak. t df
ZonLode. t df
ZonLor d. t df
ZonSpi de. t df
ZonSwanp. TDF
ZonWol f . t df



I—Feat ures

L—All wvorlds
araarch_frozen. t df
araar ch_stone. t df
ar abow_frozen. t df
ar abow_st one. t df
arabroad_frozen. t df
ar abr oad_st one. t df
arabui | d_frozen. tdf
ar abui | d_st one. t df
aracan_st one. t df

ar adr ag_st one. t df
ar af ast _stone. t df
arafly_stone. tdf
aragren_frozen. tdf
ar agren_stone. t df
ar akni gh_st one. t df
ar apal _stone. t df
araprie2_frozen. tdf
araprie2_stone. tdf
arapries_frozen. tdf
arapri es_stone. tdf
arapul t _frozen. t df
arapul t _stone. tdf
arasm th_frozen. tdf
arasm t h_st one. t df
araspy_frozen. tdf
araspy_stone. t df

ar aswor d_st one. t df
aratre_stone. tdf
arawal | . t df

I'i fbird_stone.tdf
l'ifcow frozen.tdf
l'i fcow stone.tdf

I'i fdeer2_frozen. tdf
|'i fdeer2_stone.tdf
I'i fdeer_frozen.tdf
I'i fdeer_stone.tdf
|'i fsaber_frozen. tdf
I'i fsaber_stone. tdf
l'ifwol f_frozen. tdf
i fwol f_stone.tdf
nonboar _frozen. t df
nonboar _st one. t df
nondev_frozen. tdf
nondev_st one. t df
nonghoul _frozen. t df
nonghoul _st one. t df
nonpi r an_st one. t df
npcal ch_frozen. t df
npcal ch_st one. t df
npcayl a_frozen. t df
npcayl a_st one. t df
npcbeg2_frozen. tdf
npcbeg2_st one. t df
npcbeg_frozen. tdf
npcbeg_stone. t df
npchuri _stone. tdf
npcder n_st one. t df
npcdunma_st one. t df
npcenen_st one. t df
npcfarn_frozen. t df
npcf ar n2_st one. t df
npcfarm frozen. t df
npcfarm st one. t df
npcheket frozen. tdf
npcheket _stone. t df
npchunt _frozen. t df
npchunt _st one. t df
npcj or 2_stone. t df
npcj or _st one. t df
npcl ei m frozen. t df




npcl ei m st one. t df
npcpeas2_frozen. t df
npcpeas2_stone. t df
npcpeas_frozen. t df
npcpeas_stone. t df
npcpowl_frozen. t df
npcpowl_stone. t df
npcpow2_frozen. t df
npcpow2_st one. t df
npcref _frozen. tdf
npcr ef _stone. t df
npcsail _frozen. tdf
npcsai |l _stone. tdf
npcshop_frozen. t df
npcshop_st one. t df
npctri be_frozen. tdf
npctri be_stone. t df
npcwagon_st one. t df
tararch_frozen. tdf
t ar beak_st one. t df
tarbl ack_st one. t df
tarcan_frozen. tdf
tarcan_stone. t df
tardenon_frozen. tdf
t ardenon_st one. t df
tardrag_stone. tdf
tarfire_frozen. tdf
tarfire_stone. tdf
targarg_stone. tdf
tar hand_st one. t df
tarkam frozen. t df
tarkam st one. t df
tarkni gh_st one. t df
tarlich_frozen.tdf
tarmage_frozen. tdf
t ar mage_st one. t df
tarm nd_frozen. tdf
tarm nd_st one. t df
tarprie2_stone.tdf
tarpries_stone.tdf
tarspout _frozen. tdf
tarspout _st one. t df
tartb_frozen. tdf
tartb_stone. tdf
tartroop_stone.tdf
tarwal | . tdf

tarwi tch_frozen. tdf
tarwi tch_stone. tdf
tarzom frozen. tdf
verarch_frozen. tdf
ver ar ch_st one. t df
ver bal _frozen. t df
verbal _stone. t df
verbers_frozen. tdf
ver bers_stone. t df
vercen_frozen. t df
ver cen_st one. t df
vercrus_stone. tdf
verdrag_stone. tdf
ver kni gh_st one. t df
verliege_frozen. tdf
verliege_stone.tdf
verlihr_frozen. tdf
verlihr_stone. tdf
vermer _frozen. tdf
ver mer _st one. t df
vernort _stone. tdf
vermusk_frozen. t df
ver musk_st one. t df
ver par _st one. t df
verpul t _frozen. tdf
ver pul t _stone. t df
ver swor d_st one. t df



verwal | . tdf
zonanoe_frozen. t df
zonanoe_st one. t df
zonbar _st one. t df
zonbasi | _frozen. t df
zonbat _st one. t df
zondr ag_st one. t df
zondr ake_st one. t df
zonfl i es_stone. tdf
zongob_frozen. t df
zongob_st one. t df
zongryp_stone. t df
zonhand_frozen. t df
zonhand_st one. t df
zonhar p_st one. t df
zonkr ak_st one. t df
zonl ord_frozen. t df
zonl ord_st one. t df
zonorc_frozen. tdf
zonor c_stone. t df
zonroc_st one. t df
zonsham frozen. t df
zonsham st one. t df
zonswanp_frozen. t df
zonswanp_st one. t df
zonter_frozen. tdf
zont er _stone. tdf
zontrain_frozen. tdf
zontrai n_stone. t df
zontrol | _stone. tdf
zonwol f _frozen. tdf
zonwol f _stone. t df

——Cor pses
arafly_dead. t df
ar agren_dead. t df
arapul t _dead. t df
ar asi ege_dead. t df
ar atrans_dead. t df
nonpi ran_dead. t df
tarcan_dead. t df
tar hand_dead. t df
ver bal _dead. t df
ver cen_dead. t df
verl i ght _dead. t df
ver mer _dead. t df
zonanoe_dead. t df
zonbar _dead. t df
zonswanp_dead. t df
zonwol f _dead. t df

L—fonts

bodf ont body. gaf

bodf ont body. pcx

bodf ont body. t df

bodf ont decor . gaf

bodf ont decor . pcx

boneyar d_headi ng. gaf

boneyar d_headi ng. pcx

boneyar d_headi ng. t df

bywar consol e. gaf

b_tinmes new roman (100). gaf
b_times new roman (100). pcx
b_tinmes new roman (100).tdf
b_tinmes new roman (100b). gaf
b_tinmes new roman (100b). pcx
b_times new roman (100b). tdf
decorati vesm gaf
decorativesm pcx
decorativesmtdf

f ont 48. gaf

f ont 48. pcx

font48. tdf




ig_tinmes new roman (100). gaf
ig_tines new roman (100). pcx
ig_tines new roman (100).tdf
| onbardi ¢ (cd). gaf

| onmbardic (cd). pcx

| ombardi c (cd).tdf

romanlo. f nt

ti mes new roman (100). gaf
times new roman (100).tdf
times new roman (100b). gaf
times new roman (100b).tdf

——CaneDat a
MOVEI NFO. TDF

L—effects
effects. tdf

L——expl osi ons
expl osi ons. t df

L——soundcl asses
AraFly. tdf
AraG en. t df
Ar aSi ege. t df
aratrans. t df
soundcl asses. t df
tarang. t df
Tar Can. t df
Tar Hand. t df
Tar Kam t df
ver bal . t df
vercen. t df
Verlight.tdf
Ver Mer . t df
zonanoe. t df
zonbar . t df
ZonSwanp. t df
ZonWl f . t df

L—qui s

battl enenurnul ti . gui
bat t | enenusi ngl e. gui
crei ngane. gui

cr ei nganeol d. gui
crei nganet est . gui
creoni gol d. gui

host gane. gui

mai nnmenul. gui

pl ayer canpai gndi al ogue. gui
sel ect gane. gui
victorycre. gui

vi sual opti onsl. gui

L—Obj ect s3D
AraBol t. 3do
AraFly. 3do

araf | y_dead. 3do
aragren. 3do

AraG enl. 3do
AraGrenl_vet. 3do
aragren_dead. 3do
Ar aSi ege. 3do

ar asi ege_dead. 3do
aratrans. 3do

ar atrans_dead. 3do
tarang. 3do
tarcan. 3do
tarcan_dead. 3do
tar hand. 3do

t ar hand_dead. 3do
t ar kam 3do

ver bal . 3do




ver bal 1. 3do
verbal 1_vet. 3do
ver bal _dead. 3do
ver cen. 3do

ver cen_dead. 3do
verlight. 3do

Ver Li ght 1. 3do
Ver Li ght 2. 3do

Ver Li ght 3. 3do
verl i ght _dead. 3do
ver mer . 3do

ver mer _dead. 3do
zonanoe. 3do
zonanoe_dead. 3do
zonbar . 3do
zonbar _dead. 3do
zonswanp. 3do
zonswanp_dead. 3do
zonwol f. 3do
ZonWol f 2. 3do
zonwol f _dead. 3do

—Scripts
ARAFLY. COB
ARAGREN. COB
ARAS| ECE. COB
aratrans. cob
tarang. cob
TARCAN. COB
TARHAND. COB
TARKAM COB
ver bal . cob
ver cen. cob
VERL| GHT. COB
VERMER. COB
zonanoe. cob
zonbar. cob
ZONSWAMP. COB
ZONWOLF. COB
ZONWOLF2. COB

L—Sounds
ARAFLYSEL1. wav
ARAGRENDI E1. wav
ARAGRENMOV1. wav
ARAGRENSEL 1. wav
ARAS| ECGEDI E1. wav
ARAS| EGEMOV1. WAV
ARASI EGESEL1. WAV
aratransnovl. wav
aratranssel 1. wav
I'i ght beam wav
tarangdi el. wav
tarangnovl. wav
tarangsel 1. wav
TARCANDI E1. wav
TARCANFI RE. wav
TARCANMOV1. wav
TARCANSEL1. wav
TARHANDDI E1. WAV
TARHANDMOV1. WAV
TARHANDSEL 1. WAV
TARKAMDI E1. wav
TARKAMMVOV1. wav
TARKANMSEL1. wav
ver bal di el. wav
ver bal mov1l. wav
ver bal sel 1. wav
ver cendi el. wav
ver cennovl. wav
ver censel 1. wav
VERL| GHTDI E1. wav
VERL| GHTSEL1. wav




VERMERDI E1. wav
VERMERMOV1. wav
VERMERSEL 1. wav
zonanoedi el. wav
zonanoenovl. wav
zonanoesel 1. wav
zonbar sel 1. wav
ZONSWAMVPDI E1. wav
ZONSWAMPMOV1. wav
ZONSWAMPSEL 1. wav
ZONWOLFDI E1. wav
ZONWOLFMOV1. wav
ZONWOLFSEL1. wav

L—Sounds- French
ARAGRENMOV1. WAV
ARAGRENSEL 1. WAV
TARHANDSEL 1. WAV
VERMVERDI E1. WAV
VERVERMOV1. VAV
VERMERSEL 1. WAV

L—Sounds- Ger man
ARAGRENMOV1. WAV
ARAGRENSEL 1. WAV
TARHANDSEL 1. WAV
VERMERDI E1. VAV
VERMVERMOV1. VAV
VERMERSEL 1. VAV

L—Sounds-Italian
ARAGRENMOV1. wav
ARAGRENSEL1. wav
TARHANDSEL 1. wav
VERMERDI E1. wav
VERMERMOV1. wav
VERMERSEL 1. wav

L——Sounds- Spani sh
ARAGRENMOV1. wav
TARHANDMOV1. WAV
TARHANDSEL 1. WAV
VERMERDI E1. WAV
VERVERMOV1. WAV
VERMERSEL1. WAV

L—Transl ate

arafly. tdf
aragren. tdf

ar asi ege. t df
aratrans. tdf
boneyards. t df
Crusades. t df
cust onmkeys. t df
deat h. t df
features. tdf

gui expansi on. t df
gui _text.tdf

| eader boar d. t df
| oad_screen. t df
maps. t df
nmessages. t df

m ssions. t df

net wor ki ng. t df
npcs. t df

short cut keys. t df
startup. tdf
tarcan. t df

t ar hand. t df

uni tchatter. tdf
uni t m ssi ons. t df
uni t nanes. t df
ver bal . t df




vercent. t df
verlight.tdf
ver ner. t df
zonanoe. t df
zonbar . t df
zonswanp. t df
zonwol f. tdf

L—units
araar ch. f bi
araat . fbi
ar abow. f bi
ar abr oad. f bi
arabui | d. f bi
aracan. f bi
aracast!| . fbi
aradrag. f bi
ar af ast . f bi
arafly. fbi
ar agod. f bi
ar agren. f bi
ar akeep. f bi
ar aki ng. f bi
ar akni gh. f bi
ar al ode. f bi
aramana. f bi
ar angat e. f bi
aranul | . fbi
arapal . f bi
araprie2. f bi
arapri es. f bi
arapul t. f bi
ar asi ege. f bi
arasm th. fbi
araspy. f bi
ar assh. f bi
araswor d. f bi
aratrans. fbi
aratre. fbi
arawal | . f bi
arawar . f bi
I'i fbird.fbi
I'i fcow. fbi
I'ifdeer.fbi
I'i fdeer2.fbi
I'i fsaber. fbi
l'i fwol f.fbi
nmonboar . f bi
nondev. f bi
nonghoul . f bi
nonpi r an. f bi
npcal ch. f bi
npcayl a. f bi
npcheg. f bi
npcbeg?2. f bi
npcbot | . f bi
npcburi . f bi
npcder n. f bi
npcduna. f bi
npcenen. f bi
npcfarm f bi
npcfarn. f bi
npcf | ag. f bi
npcheket . f bi
npchunt . f bi
npcj or . f bi
npcj or 2. f bi
npcl ei m f bi
npcpeas. f bi
npcpeas?. f bi
npcpowl. f bi
npcpow2. f bi
npcref . fbi




npcri xx. f bi
npcsail . f bi
npcshop. f bi
npct enp. f bi
npct enp2. f bi
npct hesh. f bi
npctri be. f bi
npcwagon. f bi
tarang. f bi
tararch. fbi
t ar beak. f bi
tar bl ack. f bi
tarcage. fbi
tarcan. f bi
tarcast!.fbi
tardenon. f bi
tardrag. f bi
tardung. f bi
tarfire.fhi
targarg. f bi
targod. f bi
tarhand. f bi
tarhell.fbi
tarkam f bi
tarkni gh. fbi
tarlich.fbi
tarl ode. f bi
tarmage. f bi
tar mana. f bi
tarm nd. f bi
tarnecro. fbi
tarngate. f bi
tarprie2.fbi
tarpries.fbi
tarsh. f bi
tarship. fbi
tarspout. fbi
tarthb. fbi
tartroop. fbi
tarwal | . fbi
tarwitch. fbi
tarzom f bi
verarch. fbi
ver asy. f bi
verat . f bi
ver bal . f bi
verbal |l . fbi
ver bers. f bi
vercast! . fbi
ver cen. f bi
vercrus. f bi
verdrag. f bi
verfl ag. f bi
verfltw.fbi
ver god. f bi
ver har p. f bi
ver keep. f bi
ver kni gh. f bi
verliege. f bi
verlight.fbi
verlihr.fbi
ver | ode. f bi
ver mage. f bi
ver man. f bi
ver mana. f bi
ver ner. f bi
vernort. fhbi
ver musk. f bi
verngat e. f bi
ver par . f bi
verpill.fbi
verpul t. fbi
verscout . fbi



ver swor d. f bi
vertower. f bi
vertrans. f bi

vertre. fbhi
verwal | . f bi
zonanoe. f bi
zonbar . f bi
zonbasi | . f bi
zonbat . f bi
zondr ag. f bi

zondr ake. f bi
zonfire. fbi
zonflies. fbhi
zongi ant . f bi
zongl yph. f bi
zongob. f bi
zongod. f bi
zongryp. f bi
zonhand. f bi
zonhar p. f bi
zonhunt . f bi
zonhurt. f bi
zonkr ak. f bi
zonl ode. f bi
zonl or d. f bi
zonmana. f bi
zonorc. f bi
zonroc. f bi
zonsham f bi
zonswanp. f bi
zonter. fbi
zontrain. f bi
zontroll.fbi
zonwol f. f bi
zonwol f 2. f bi

L—uni t scbh

ar aar ch. f bi
ar aat . f bi

ar abow. f bi
ar abr oad. f bi
ar abui | d. f bi
ar acan. f bi
aracast| . f bi
ar adr ag. f bi
ar af ast . f bi
arafly. fbi
ar agod. f bi
ar agren. f bi
ar akeep. f bi
ar aki ng. f bi
ar akni gh. f bi
ar al ode. f bi
ar amana. f bi
ar angat e. f bi
aranul | . f bi
ar apal . f bi
araprie2. f bi
arapri es. f bi
arapul t. f bi
ar asi ege. f bi
arasm th. f bi
ar aspy. f bi
ar assh. f bi
ar aswor d. f bi
aratrans. f bi
aratre. f bi
arawal | . f bi
arawar . f bi
I'i fbird.fbi
I'ifcow. fbi
I'ifdeer. fbi

|'i fdeer2.fbi



I'i fsaber. fbi
l'i fwol f.fbi
nonboar . f bi
nondev. f bi
nonghoul . f bi
nonpi r an. f bi
npcal ch. f bi
npcayl a. f bi
npcheg. f bi
npcbeg?2. f bi
npcbot | . f bi
npcburi . f bi
npcder n. f bi
npcduna. f bi
npcenen. f bi
npcfarm f bi
npcfarn. f bi
npcf | ag. f bi
npcheket . f bi
npchunt . f bi
npcj or . f bi
npcj or 2. f bi
npcl ei m f bi
npcpeas. f bi
npcpeas?. f bi
npcpowl. f bi
npcpow?. f bi
npcref . fbi
npcri xx. f bi
npcsail . f bi
npcshop. f bi
npct enp. f bi
npct enp2. f bi
npct hesh. f bi
npctri be. f bi
npcwagon. f bi
tarang. f bi
tararch. fbi
tar beak. f bi
tar bl ack. f bi
tarcage. fbi
tarcan. f bi
tarcastl . fbi
t ar deron. f bi
tardrag. f bi
tardung. f bi
tarfire.fbi
targarg. fbi
targod. f bi
tar hand. f bi
tarhell.fbi
tarkam f bi

t ar kni gh. f bi
tarlich. fbi
tarl ode. f bi
tar mage. f bi
tarmana. f bi
tarm nd. f bi
tarnecro. fbi
tarngate. fbi
tarprie2.fbi
tarpries.fbi
tarsh. f bi
tarship.fbi
tarspout. f bi
tarthb. fbi
tartroop. fbi
tarwal | . fbi
tarwi tch. fbi
tarzom f bi
verarch. fbi
ver asy. f bi
verat . f bi



ver bal . f bi
verbal |l . fbi
ver bers. f bi
vercast!.fbi
ver cen. f bi
vercrus. f bi
verdrag. f bi
verfl ag. f bi
verfltw. fbi
ver god. f bi
ver har p. f bi
ver keep. f bi
ver kni gh. f bi
verliege. f bi
verlight.fbi
verlihr.fbi
ver| ode. f bi
ver mage. f bi
ver man. f bi
ver mana. f bi
ver ner. f bi
vernort. fhbi
ver musk. f bi
verngat e. f bi
ver par . f bi
verpill.fbi
verpul t. fbi
verscout . fbi
ver swor d. f bi
vertower. f bi
vertrans. fbi
vertre. fbi
verwal | . f bi
zonanoe. f bi
zonbar . f bi
zonbasi | . f bi
zonbat . f bi
zondr ag. f bi
zondr ake. f bi
zonfire. fbhi
zonflies. fbi
zongi ant . f bi
zongl yph. f bi
zongob. f bi
zongod. f bi
zongryp. f bi
zonhand. f bi
zonhar p. f bi
zonhunt . f bi
zonhurt. f bi
zonkr ak. f bi
zonl ode. f bi
zonl or d. f bi
zonmana. f bi
zonorc. f bi
zonroc. f bi
zonsham f bi
zonswanp. f bi
zonter. fbi
zontrain. f bi
zontroll.fbhi
zonwol f. f bi
zonwol f 2. f bi

FBI Functi ons

by Hansol o



The purpose of this docunent is to explain the different functions
of the unit files for TAK These files are the ones in the HAP
compressed file, in the sub-directory /UNITS/. Their file extension is
FBI, the same as it was in TA

The first notable differences with TAK unit files; is that they now
contai n weapon data as well, which were previously in separate TDF files.
This is probably due to the fact that there are no longer a finite anount
of Weapon ID s, so any weapons can be duplicated w thout |D using
difficulties.

Al right then; let's get started. Conmmands are now listed in
al phabetical order, not that it nakes any difference, but it allows
specific commands to be found easier. | will be referring to the unit
instructions ONLY - not the weapons ones, which appear in a different
section of the file. Al values narked with a '(B)', are Bool ean val ues,
where 0 = negative, 1 = positive

FBI TABLE

accel eration = 10; This is the rate at which a unit wll
accel erate

acti vat ewhenbui I t Whet her the unit is active (turned on), when
first built. (B?)

adnul tiplier = ?; Unknown

ani mat etype = ?; Unknown

attackrunl ength = 150; How far the flying unit will nove, before
turni ng around for another pass.

attractsgods = 1, This unit has to be built for your side's
god to appear. (Pre-3.07??7?)

bankscal e = 0. 4; Not sure, to do with the 'banking' of flying
units.

bl oodcol or1 = 160 35 0; I'"'mnot sure about the significance of the 3

bl oodcol or2 = 170 40 0; different colors, but they are the RGB

bl oodcol or3 = 180 30 5; val ues

of the blood. (RED BLUE GREEN, O0-255).

bntode = 1; Unknown

bodytype = flesh; I presune that this will generate the
appropriate sounds and danage; yet to be
confi rned.

brakerate = 10; This is the rate at which a unit wll

decel erat e.

Bui | dangl e The angle the unit is built at, not
compul sory.




bui | dcost = 325; This is the cost of the unit in Mina,

repl aces
the 'buil dcostenergy and buil dcostnetal' of
TA.
bui |l der = 1; Whet her the unit can build units. (B)
builderlimted = 1; Whet her the unit can aid in other units

building. As far as | amaware, it is only
Monarchs that have a value of 0. (B)

bui l dtinme = 125; This is the tine it takes for the unit to be
built, directly linked with buildcost; ratio

det ermi nes Mana depl eti on

canani mate = 1; Whet her the unit can animate (turn a corpse
into a ghoul). (B)

canattack = 1; Whet her the unit can attack. (B)

canbuild = 1; Not sure if this is used by the gane, would
appear to have sane affect as 'builder'. (B)

cancapture = 1; Whet her the unit can capture. (B)
cancl oak = 1; Whet her the unit can cl oak. (B)
canfly = 1; VWhet her the unit can fly. (B)
canguard = 1; Whet her the unit can guard. (B)
canhover = 1; Whet her the unit hovers. (B)

canl oad = 1; Whet her the unit can | oad. (B)

cannove = 1; Whet her the unit can nove. (B)

canpatrol = 1; Whet her the unit can patrol. (B)

canreclaim= 1; Whet her the unit can reclaim or clear as it
is know in game. (B)

canresurrect = 1; Whet her the unit can bring units back to
life. (B)

canstop = 1; Whet her the unit can stop. (B)

cant becaptured = 1; Whet her the unit cannot be captured. (B)

cant bestoned = 1; Whet her the unit can be turned to stone,
simlar to the cantbeparal yzed command in
TA. (B)

cant betransported = 1; Whet her the unit cannot be transported. (B)

cantransport = 1; Whet her the unit can transport. (B)




category = ARA BALLISTIC
ATTACK;

This defines the categories the unit falls
i nto.

In this exanple, it is an Aranon unit (ARA)
has a ballistic weapon, and can attack. [|'m
not sure how much of an effect this has on
the gane, but | think it may be used by the
Al .

cl oakcost = 14;

How much Mana the unit uses when cl oaked.

cl oakcost novi ng = 21;

How much Mana the unit uses when cl oaked and
novi ng.

commander = 1;

Whet her the unit is a commander/ nonarch
(used when working out if you're Mnarch is
dead, not which unit you start off with;
that's in the ganedatal/si dedata.tdf)

copyri ght = Copyri ght
Hunongous Entertai nnent.
rights reserved.

1999

Al

CDs little rem nder who nade the ganme. In
TA v3 and above, this |ine was necessary.
Yet to be confirmed whether the line is
needed, but | presune it is.

corpse = araarch_dead;

The corpse that the unit uses. This refers
to the matching record in the
features/corpses/ and not the dead_3do as

may be thought.

cor pseadj ustx = ?; Unknown. Possibly something to do with the
corpse of the unit being a different size to
the buil di ng?

corpseadjustz = ?; Unknown. Possibly sonething to do with the
corpse of the unit being a different size to
t he bui |l di ng?

cruisealt = 200; The distance fromthe ground the unit flies
at .

damagecat egory = Human; | presunme that this is related to the kind

of damage it takes (i.e. Zonbies take |ess
damage fromarrows than hunmans..)

defaul t m ssiontype =
St andby;

This defines what the unit does when it is
first built. Mst (if not all) units are
Standby, with flying units using

VTCOL_St andby.

description = Aranon;

Not sure whether this appears in the gane,
in TAit was under the nane in the build
menu. |t appears that this sinply states
the side that the unit appears for

economybonus = 30;

Unknown. Surely sonething to do with




Mogrium or Mana incone, but not sure of
it's rel evance.

experi encepoints = 7; The nunber of experience points the unit
gives its killer when killed. The bigger
and better the unit, the higher the points.
To be confirned.

fireatw | I random = 1; I"mnot sure whether this is a Bool ean val ue

or not. It only seens to appear in units
with ballistic weapons; and could be an

i ndi cator of whether they will fire at eneny
bef ore being attacked, if in defensive node.
(B?)

floater = 1;

Whet her the unit floats on water. (B)

footprintx = 2; The width of the unit, used to stop
overl apping 3do's. Buildings only, nobile
unit's footprints are defined in the
novemnent cl ass.

footprintz = 2; The depth of the unit, used to stop

overl apping 3do's. Buildings only, nobile
unit's footprints are defined in the
nmovenent cl ass

gate = 1,

Whet her the unit is a gate. (B)

ghost = 1;

Whet her the unit is a ghost; and can nove
t hr ough features/corpses? (B)

heal time = 0.520833333;

How qui ckly the unit will heal. | think
that this value indicates a damage unit
recovered every half a second.

hoverattack = 1;

Whet her the unit hovers and attacks, or
makes sweeping runs. (B)

hoverattackal titude = 150; I presune this is only used if the altitude
is different to 'cruisealt'. The altitude
the hover- attacking unit is fromthe
ground.

hover att ackdi stance = 150; How far the unit hovers fromit's target.

i sfeature = 1;

Used by the wall. Defines whether the unit
becones a feature once built. (B)

manar echargerate = 10

How qui ckly the unit's Mana personal storage
regener at es.

maneuver | eashl engt h = 500;

This is how far the unit will nove fromit's
movenent path. This is useful when
patrolling or noving in formation. This is
how far the unit will go off on a whim
before returning to it's set course




maxdanage = 1100

The health of a unit.
despite heal tine.

Cannot be exceeded,

maxsl ope = 15;

The maxi mum sl ope the unit can be built on
Bui l di ngs only, nobile unit's nmaxsl opes are
defined in the novenentcl ass.

maxmana = 1000;

How much personal Mana the unit has.

Cannot

be exceeded, regardl ess of manarechargerate.

maxvel ocity = 1.25;

The maxi mum speed of a unit. | think this
is neasured in the nunber of in-gane units

per second.

maxwat erdepth = 0

The maxi mum depth the unit can be built on
Bui Il dings only, mobile unit's maxwat er dept hs
are defined in the novenentcl ass.

m ncl oakdi st ance = 80;

The di stance at which cl oaked units will be

spot t ed.

nogri um nconme = O;

The anmount of Mana the unit generates.

nogri unst orage = O;

The anpunt of Mana the unit can store.

nmovemnment cl ass = GROUND2;

This refers to the novenment classes in the
"nmoveinfo.tdf' in the gamedata directory
This defines the slopes that the unit can

traverse, and the water depths.

This seens

to replace the 'naxsl ope' and
"maxwat erdepth' from TA, and goes with the
general values defined in the TDF

nmover at el

I
®

This value is called formthe script, and
I"mpretty sure it defines the speed it
hover attacking units nove fromside to

si de.

moverate2 = 8;

See nover at el.

nane = Archer;

The nanme of the unit,
garre.

as it appears in the

nochasecategory = FLY; The category that the unit will not chase.
noshadow = 1; Whet her the unit has no shadow. (B)
not ar get cat egory = FLY, The category that the unit will not target.

noveteran = 1;

Whet her the unit cannot beconme a Veteran

(i.e. Gods). (B)

obj ect nane = ARAARCH

This is the nane of the unit 3do.




onof fable = 1;

Whet her the unit can be turned on/off. (B)

pitchscale = 1.5;

Unknown.

radar di stance = 550;

How far the units radar extends.

roadmul tiplier = 1.21;

This is the value that the unit's

maxvel ocity is nultiplied by, when it is
travel ling over roads and snpoth surfaces.
(i.e. The Aranmon Archer goes at a speed of
[1.21x1. 25=1. 5125] when travelling on
roads.)

roadmul tplier = 1.21;

Typo on Cavedog's part, unknown if it works
the sanme as roadnultiplier. Only included
for conpl etion's sake.

shadowart = shadow03;

I think that this refers to the kind of
shadow to use, but due to current Wility
incompatibilities, this is unconfornable.

shadowgaf = shadows; See shadowart .
shootnme = 1; Whet her eneny units will target the unit.
(B)
side = ARA This is the side the unit fights for:
ARA = Aranon
TAR = Tar os
VER = Veruna
ZON = Zhon
LIF = Lifeforns
NPC = Non- Pl ayer - Characters
MON = Wanderi ng Monsters
si ghtdi stance = 180; How far the unit can see.
sonar di stance = 100; The di stance the unit's sonar extends.
soundcat egory = ARAARCH, The sound category that the unit uses. This

unit therefore uses the sounds ARAARCHDI E1,
ARAARCHMOV1 and ARAARCHSEL1.

soundcl ass = ARAARCH,

Unknown, appears to be the sane as
soundcat egory.

st andi ngnoveorder = 1; What the unit's novenent order is when
built. Possibly used to say whet her they
are guarding, patrolling or noving, but |
can't see how it woul d work.

st andi nguni torder = 1; VWhat the unit's order is when it is built.

I presune that (0=Attacking, 1=Defensive and
2=Passi ve).

stone = araarch_stone;

What textures the unit uses when turned to
st one.




t edcl ass = Aranon;

Used by the Al

totalall owed = 1;

The nunber of the units allowed at one tinmne.
Can limt ultra-powerful units Iike the Gold
Dragon, or units with many faces, such as
the Aranon Chari ot.

transnmaxunits = 1;

I "think' that this value is for flying
transports only, as it appears only in the
FBI of the Zhon Roc as far as | can tell
This is the sane as 'transportcapacity' in
this case...

transportcapacity 16;

How many units the unit can transport.

transportdi st ance 300;

How far away the unit has to be to
| oad/ unl oad.

transportsize = 9;

The maxi num size of a unit that can be
transported.

transportsi zecapacity =

64;

The total capacity in unit size that the
unit can carry. This mght nean that it
cannot reach it's full unit capacity.

turni npl acerate = 2400

How long it takes for the unit to turn on
t he spot.

turnrate 2400;

How long it takes the unit to turn

uni t nane = ARAARCH

The nane of the unit's FBI, Buil dpic.
Usual ly will match Objectnane.

uni t nunber = 1;

" Shoul d* have no purpose other than for
identification. In TAvl, it defined the
unit, and could cause conflicts. TAK
allegedly has unlimted unit ID s

uni t standorders = 0;

A building's version of standingunitorders.

upright = 1;

Whet her the unit is upright. Affects
whet her the unit will tilt on uneven
terrain. (B)

version = 1;

The version of the unit. In TA the FBI wth
t he higher version, overwote one with a
| ower version of the same nane. Useful when

updating units in updates.

waterline = 1;

VWhere the water comes up to on the unit.

watermul tiplier = 0.81

How the unit's speed is affected init's
wat erdepth. Wdrks in the same way as
roadmul tiplier.

watermul tipliser = 0.81

That's two typos for Cavedog, this is quite




blatently a ms-typed watermultiplier
i ncluded for conpletion's sake.

Only

weaponswi t chi ng 1;

Whet her the units will sw tch weapons
i ndependently (i.e. when it runs out of
Mana, it will switch to a | ower weapon.)

wi nd 1;

I"mnot sure about this one. | thought that
it my be to do with the fact that the unit

is partially propelled by the wind, seeing
that it appears in the boat's FBIs. | am
not aware of any wind in TAK t hough,
although it's quite possible that it is

there, but what purpose it plays is unknown.
The curious thing is, that this |line appears
in the Lodestone's FBI. This leads to the
thinking that it may be to do with the wi nd,
nmovi ng mana around; although this is not
apparent in gane. | remenber reading in
early previews of TAK, that mana was rich in
certain areas, and perhaps the w nd

originally moved it around. Still, as far

as | can tell; this command has no use; but
this cannot be tested as of yet. (B?)

wor kertinme = 10; How qui ckly the unit builds and
repairs/reclains.

wpri _badt arget cat egory = The category of units that the unit is bad

FLY;

at targeting; possibly only for VIOL units...

yardmap = S;

Whi ch parts of the unit can be noved
t hrough, details unknown.

Some units have exceptions to these rules.

ARASM TH or Aranon Titan
bonus.

Thi

FBI in separate sections withi

[ Adj ust Arnor / At t ack/ Joy]
{

adj ust nent 1. 4,

af f ect senenmy = 0;

One exanple is the
S unit gives surrounding allies an arnour

O her units have the ability to adjust Attack (preunably danage),
and Joy (likelyhood to fight to the death?)

These are portrayed in the
n the unit details:

The bonus the unit provides. | presune that
the units maxdarmage is multiplied by this
val ue, but | amnot sure whether the bonus
is permanent, or only applies when in the
radius if a Titan. Therefore, rather than
nodi fying the unit's maxdamage, it m ght be
the danage coming in that is divided. Also,
I am not sure whether nmultiple Titans can
"add up' bonuses, allow ng for sone super-
tough units. | amalso not sure whether
Titans can give the bonus to other Titans.
Whet her the (B)

"bonus' affects eneny units.




edgeeffectiveness = 0. 6;
The effectiveness of the bonus for units not
completely in the radius.

radi us = 200; The radi us of the 'bonus'



HPI Fornat Docunent ati on— TA: K

ZLi b conpression and deconpressi on by Jean-loup Gailly (conpression) and
Mark Adl er (deconpression). For nore info, see the zlib Home Page at
http://ww. cdrom coml pub/i nfozip/zlib/

Warning: This is intended for use by people that already know what they're
doi ng.

I"'ma C programmer, so I'mdoing things in C notation here, but I'll try
to explain it so that those of you that don't speak C will be able to
understand. |If you don't understand, wite nme at joed@ws.org and |1

try to clear things up.
The first part of the file is a version header, followed by a file header
The version header |ooks |ike this:

typedef struct _HPI Version {

| ong HPI Mar ker ; [* "HAPI' */
| ong Version; /* "BANK if saved ganed */
} HPI Versi on;
HPI Mar ker This is just a marker. The val ue
is always HAPI in ASCII. In
hex, it's 0x49504148
Ver si on If it's a TA saved gane, the val ue
is BANK in ASCI |, or Ox4B4E4142 in
hex.

If the value is 0x00010000, then
it's a Total Annihilation archive.
See the HPI - FMI' docunent .

If it's 0x00020000, then it's a
TA: Ki ngdons ar chi ve.

I nmedi ately following the version header is the file header. It |ooks
l'i ke this:

typedef struct _HPI HEADER2 {
I ong DirBl ock
long DirSize;
| ong NaneBl ock;
| ong NaneSi ze;
| ong Dat a;
| ong Last 78;


http://www.cdrom.com/pub/infozip/zlib/

} HPI HEADER?;

Di r Bl ock

This is a pointer to the file
directory.

This block may or may not be
conpressed. It it starts with
'S@H (hex 0x48535153), it's
conpressed. If it doesn't, it's
not. Deconpress |ike any other
SQSH bl ock, descri bed

bel ow.

DirSize

This is the size of the directory
bl ock pointed to above.

NanmeBl ock

This is a pointer to the actual
file names.

This block may or may not be
conpressed. It it starts with
'SQSH (hex 0x48535153), it's
conpressed. If it doesn't, it's
not. Deconpress |ike any other
SQSH bl ock, descri bed

bel ow.

NarmeSi ze

This is the size of the file nane
bl ock pointed to above.

Dat a

This is the start of the actual
file data, as near as | can figure.
It always seens to be set to 0x20.

Last 78

This is either 0, or it points to
the last 78 bytes of the file.
There is sone data at that point,
but | haven't figured out nore than
t he copyright information.

HOW THE DI RECTORY WORKS
Read in the D rBl ock and NaneBl ock

The NaneBlock is nerely a list if nul
lengths. It also starts with a null.

Deconpress if necessary.

|-termnated file nanes of varying

The directory block consists of either file or directory entries.

The first entry in the DirBlock wll
directory of the file.

A directory entry looks like this:

typedef struct _HPID R2 {
| ong NanePtr;
| ong FirstSubDir;
| ong SubCount;

be the directory entry for the root




long FirstFile;
I ong Fil eCount;
} HPID R2

NamePt r

This points to the nane of the
directory in the NaneBl ock

Fi r st Subdi r

This points to the directory entry
in the DirBlock of the

first subdirectory of this
directory. Subsequent
subdirectory entries foll ow.

SubCount

How many subdirectories there are
in this directory.

FirstFile

This points to the file entry in
the DirBl ock of the

first file of this directory.
Subsequent file entries

foll ow.

Fi | eCount

How many file entries there are in
this directory

Afile entry looks like this:

typedef struct _HPI ENTRY2 {

| ong NanePtr;
long Start;

| ong DeconpressedSi ze
| ong ConpressedSi ze;

/* 0 = no conpression */

long Date; /* date in tine_t format */

| ong Checksum

} HPI ENTRYZ2;

NanePt r Points to the file name in the
NameBl ock.

Start Points to the start of the file in

t he hpi archive.

Deconpr essedSi ze

The final deconpressed size of the
file.

Conpr essedSi ze

The total conpressed size of the
file. If thisis 0, the fileis
not conpressed.

Dat e

The file date in tine_t fornat.
This is the nunber of seconds since
Jan 1, 1970, GV




Checksum A checksum This isn't really a
single checksum- it's actually 4
checksuns in one, but it's easier
to manipulate it if you treat it

as a single long. Mre on checksum
cal cul ati on bel ow

CHECKSUM CALCULATI ON

The checksumin each HPI ENTRY2 is calculated fromthe unconpressed file
dat a.

It's actually four checksuns in one, each 8-bit byte being one of the
checksuns.

The first one is the sumof all the unsigned bytes in the file.
The second one is the cunulative XOR of all the unsigned bytes in the file.

The third one is the sumof all the unsigned bytes in the file, each byte
XOR d with its offset before being added.

The fourth one is the cunulative XOR of all the unsigned bytes in the
file, each byte XORd with its offset before being XOR d

Here's sone C code to calculate it:

i nt CheckCal c(long *cs, char *buff, long size)

t
int count;
unsi gned int c;
unsi gned char *check = (unsigned char *) cs;
for (count = 0; count < size; count++) {
¢ = (unsigned char) buff[count];
check[ 0] += c;
check[1] "= c;
check[2] += (¢ ™ ((unsigned char) (count & 0x000000FF)));
check[3] "= (¢ + ((unsigned char) (count & 0x000000FF)));
}
return *cs;
}

DECOMPRESSI ON OF BLOCKS AND FI LES

If the block was not conpressed at all, then it is just inserted into the
HPI file as one big chunk

Each chunk | ooks |i ke this:

typedef struct _HPI Chunk {



| ong Marker; /* al ways 0x48535153 (SQSH) */
char Unknowni;

char ConpMet hod; [* 1=LZ77, 2=ZLib */
char Encrypt; /* is the block encrypted? */
| ong ConpressedSi ze; /* the length of the conpressed data */
| ong DeconpressedSize; /* the length of the deconpressed data */
| ong Checksum /* Checksum */
char data[]; [* ' ConpressedSi ze' bytes of data */
} HPI Chunk;
Mar ker This is the start-of-chunk marker
and is always 0x48535153 ( ASCl
" SQSH ) .
Unknownl I know not what this is for. It's

al ways 0x02.
Maybe some sort of version nunber

ConpMet hod This is the conpressi on net hod.
It's 1 for LZ77, 2 for ZLib.

| don't know if TAK does LZ77 - al
the files distributed with

t he gane use ZLib.

Encrypt This tells whether the block is
encrypted. See bel ow

Conpr essedSi ze This is the size of the conpressed
data in the chunk

Deconpr essedSi ze This is the size of the
deconpressed data in the chunk

Checksum This is a checksum of the data.
It's nerely the sumof all the
byt es of

data (treated as unsigned nunbers)
added toget her

dat a The actual conpressed data in the
chunk

The 'Encrypt' field in the HPI Chunk header is set to 1 to indicate
that this decryption needs to be done.

To decrypt, do this:

for x = 0 to ConpressedSi ze-1
data[x] = (data[x] - x) XOR x
next x

I f ConpMethod is 2, use ZLib conpression to deconpress the block. You can
get the zlib

source code fromthe zlib honme page at

htt p://ww. cdrom com pub/infozip/zlib/



TNT Format and Conver si on

—
By: CAP
| ndex:
1. Using the Exporter
. - Hei ght map
o - M ni map
- - Voi dmap
. Roadmap
. Jpeg Key
. . The “Auto” functions
2. Using the Terrain Reader
. . Exporting the Hei ght map
. Jpeg Key Val ue (Hex Keys and Hex Val ues)

Usi ng the Exporter:

The TAK terrain section exporter is able to create a TAK conpati bl e
terrain

Section TNT file, along with organi zing and auto-nam ng the JPG terrain
pi ctures.

= TMT - TAK Tensin Socton Exporte
B= Hep




Hei ght map:
The heightmap is a special bitmap that is used by the TAK engine to node

the terrain nmesh. You can view the terrain nmesh in -gane by pressing the
Enter key, and typing:

"+Cont our +6" (you can replace 6 with any nunber from1l - 9)
You woul d then type "+contour +0" to turn the nmesh lines off...

The heightmap is a 256 col or grayscale bitnmap, and needs to be sized to
1/16 the size of your terrain imge. Below is what a grayscal e nap may
| ook Iike for a 512x512 section (the heightmap is 32x32 pi xel s):

The M ni map:

The minimap is the thunbnail picture that Cartographer displays when you
are browsing through the terrain sections. You nust size this imge to
128x128 pixels, and it should be converted over to the correct color

pal ette. (each world in TAK has its own terrain color palette, which can
be found in the palettes folder in the datal. hpi file )

Below is the minimap picture to go along with the hei ght map above:

The Voi dmap:

TAK all ows you to create a map, nuch |ike the heightmap, that tells the
game where to not allow units to travel. The voi dmap works by using Wite
pixels to indicate that the area is voided, and Bl ack pixels to indicate
the area is not voided. It needs to be the sane size as the hei ght map

i

The Roadmap:

The Road map is exactly |ike the voidmap except that instead of indicating
where units cannot go, it indicates where there are ‘roads’ or pathways.
There are normally used on terrain sections where there are stone paths,



or roads. These areas cause the units to nove faster than normal when they
wal k on a ‘road

The Jpeg Key

The Jpeg Key is how TAK knows which terrain graphic goes with the .tnt
file. In TAK the terrain graphics were actually enbedded in the .tnt

files, but in TAK they are separate. This allows for nuch smaller nmap

si zes...

There is a checkbox next to this that says “Type in Value” this allows you
to specify a particular jpg, instead of randomy generating a nunber...
However, you do NOT type in the actual Hex nunber, it needs to be the
nuneric equi val ent of the hex code.

For exanple: The Hex val ue of: 7F413CFF
Has a nuneric val ue of: 2134981887
See nore on this in the “Hex Keys and Hex Val ues’ section”

The Auto Functions:

The ‘auto’ functions are sinply those two checkboxes that are in the
exporter screen. One is |abeled “Automatically copy JPGfiles to a
specific folder”, and the other is | abeled” Default path to save TNT files
in”

The *JPG option will automatically name and place your jpg files into a
specific folder (you will need and want this functionality when you being
to build your terrain sections and need to pack themup into a file that

can be used by the gane).

Your JPG files MJST correspond with the hex val ue enbedded in the .tnt
files you create. This is done automatically for you if this box is
checked...

The “Default path for TNT' option is sinply so the program knows where you
want to save your .tnt files and will automatically select this as the
default directory to display for you when you save your TNT files. O
course you can browse and put it sonewhere else if you want.

The Terrai n Reader

The terrain reader is sinply a utility to extract the greyscal e hei ght maps
fromthe terrain .tnt files. Its nmain purpose it to allow people to
extract the heightmaps fromthe tnt section files so that they may bl end
themall together eventually!!! Moohoohahhahahaha ;)



Simply press the export button to save off the terrain section greyscale
bi t map...

Dpar TAE, Tenam Sechon

Heads s

Hex Keys and Hex Val ues

The hex keys are actually the nanes of the .jpg files. If you open up the
file called “terrain.hpi” using HPI View, then you will see all the
strangly nanmed .jpg files. These nanes are encoded into the TNT files so
TAK know which terrain pieces go with each other. Wen you open a .tnt
section in TNT, it will show you the terrain .jpg key so you will know
which terrain graphic goes with it!!

Al so, you get the ‘value’ which you can use if you need to alter an

exi sting TNT and keep the sanme JPG reference...only advanced users should
deal with this..

Package and Depl oynent!

To nmake your creations TAK conpatible, you will need to get the TAK
Conpati bl e version of HPI Pack. Use the followi ng exanple as a guide for
how to build your directory structure:

Root Directory

l

Terrain Secti ons
Jpgl Worl d Nane
Jpg2

Jpg3 l
Etc...

Cat egory Nane



Note: you can al so open up my HPI file in HPlI View and check out the
directory structure within that file as well

Have fun!

Conver si on Tutori al
By Jerry60000

Here in this tutorial | will try to explain howto use the TAK TNT. The
other part of this tutorial is CA P s official one. | amjust trying to
hel p explain the few things that seemto confuse people the nost.

Things you will need to work with maki ng Ki ngdons tile sets:

e (Good paint utility

e The proper TAK palettes

e To nake your own tiles you will need Bryce3D or equival ent.
e Lots of patience.

e TNT programfrom C_A P, and TA: K, of course

e HPI View and HPI pack

O her things that nake |ife easier are a DrawPad. It is way easier to make
smal | details and adjustnents using a pen instead of a nouse.

Now here's a rundown of the files used.

Hei ght Map : A grayscale bnp that defines the terrains characteristics. It
makes mountains act |ike nountains, water act |ike water

Void Map : Also a grayscale bnp. WIIl be identical to the Height nmap
except that the places you don't want units to nove will be marked. For
exanpl e would be a lava terrain, you would open the Height map with your
Pai nt Shop. Then in the places that contain |lava you woul d select with
your brush the color white. Just plain old white (Hex=FFFFFF) anything

| ess wont work. This makes the lava voided to units. i.e. inpassable.
Road Map : The opposite of of the Voi dnap. Anot her greyscal e bnp. Used for
when you are naking roadtiles and bridge tiles.Select the color white and
just paint over the road part of the imge.

JPEG Key :This is a jpg that is the full size of the tile in the gane. Can
be any size you want But renenber that the Kingdons Cartographer is a
little unstable to handle big tiles.

Units Editor Tutorial — TDF Edit

— el

| NTRODUCTI ON

One of the qualities who made TA such a successful gane, is with no doubt
the possibility players have to nake their own units. That allowed the



game to be constantly evolving. This possibility also exists in

TA: Ki ngdons,
own units.

and this tutorial

is here to explain you how to create your

The softwares you need to make your own units are the follow ngs :

- HPI View 1.9.1

- HPI Pack 1.7

- 3Do Builder + 2.0
- A 3D soft,
- TDF Edit

You can downl oad them here :

abl e to save under

.LVWO format file

www. gf rui trene. com or there

www. mul ti mani a. coni t aki ngdons. (sorry it's french sites).

DESCRI PTION OF A TAAK UNI'T

A TA: Ki ngdom uni t
Pack) of all

these files / folders with HPI

one or all these files.

@ HPI File Yiewer

File Help

is a.UOfile.

This file is a conmpression (with HPI
the files and folders a unit needs to work. One can see all
View. You can also use this soft to extract

Ela anims
OB il cpic:

Ela features
L all worlds

----- 2 Compzes
423 GAMEDATA
I:l goundclazzes
{27 Objectz3D

-2 Scripts

-2 sounds

-2 tranzlate

-23 Unitz

Size |

-4 CrJewsnTA Kingdoms WFIvB uild. ufo File Name | Twpe |
Arafly.jpa JPG file

3205

File Organization of Aranmon Flying Buil der

Each file or folder has a very specific role.

these files / folders,
creation.

we wll

user TDF Edit,

To help with the creation of
a utility that hel ps unit


http://www.multimania.com/takingdoms
http://www.gfruitrene.com/

= TDFEdit 1.1
FEilez Options  Help

Create Mew Uit I ilpen Already existing Lt Save This unit Compress! I

EIE rit Foot

-l Anims |4 unit Information
ﬁl canbuild
-5 Features Fleaze filll thiz window will all needed information [with *

-8 Gamedata | advize you having already a good FEI files done.
g DbI?TtSSD Select directony where your unit will be saved:
----- zorpks .
ﬂ sounds IE.'&Temp'x Select |
""" - trapslate Fleaze enter here the name of vour unit (o like Aramon Flying Builder, but like
""" m urits AraFly). thiz name will be uzed to name some TOF files. Mo zpace, and illzgal

-S| Migc. characterz allowed 8 charz mas. Thiz iz the unithame value of the FBI file]

£

Iaral:u:uwa

And now the corps unit name [corpze value in FEI file]
Iaral:n:lwa_dead [ My unit doesn't have corpze when it dies

Pleaze enter now the stone unit name [ztone value in the FBI file].

I‘E"‘E'lz":"“"'a'—ﬂ':'rIE * My unit can't be stoned

Create / Madify | Cancel Modif,

<< Prev I Mest 5 I

|"v"i$it our web site [http:AAssa. multimania. comtakingdoms/]

TDF Edit Program

| nportant Note:

You probably noticed that all the files have the sane nanme, with a
differerent extension : ARAFLY for the Aranon Flying Builder. This nanme is
the short nanme of te unit. The first three letters give the canp : ARA for
Aranon, TAR for Taros, VER for Veruna, and ZON for, guess what ? Zhon !
The last five letters describe the unit. The short nane nust be uni que
anong all the TA'Kunits, and all the files you are going to create nust

have this nane and be in the sane folder. You can check all the short nanes

af all TA K units here.

HOW TO USE TH S TUTORI AL ?

This tutorial is divided up in parts that match each fol der of a typica
unit. Each part explains what is found in this folder, howto edit it with
TDF Edit, gives additional informations on this folder, and howto edit it
by hand. This last nethod is needed to create precise units, and enables
you to quickly change a paraneter wi thout |aunching TDFEdit. Personnaly I
woul d advi se you to use TDF Edit as nmuch as you can, as it greatly reduces
all the typos you can nake while manually editing a file. For those who
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want to nmake things without TDF Edit, here is the tree they nust first
create :

=] arabowa
-7 animsz
-] canbuild
-] Features
-7 GameData
-Z7 objects3D
-_7] scripts
-7 sounds
-2 translate
-2 units

You can al so use a mxed nethod : create the tree and the main files with
TDF Edit and tweak things by hand afterwards. Dont forget to nane all the
files with the short nanme you chose for your units.

HOW TO USE TDF EDI T

When you first launch TDF Edit, you nust configure the progranm One this
is done, you can : - create a new unit (Create new unit) or - nodify an

existing unit (Open already existing unit). If you chose to create a new
unit, you will have to choose a folder where TDF Edit will save your worKk.

I|_! Unit Information

Fleaze filll thiz window will all needed information [with |
| advize you having already a good FEBI files done.

Select directony where your unit will be saved:

IE:'\.Temp'\. Select |* Folder where your unit will be saved

Fleaze enter here the name of pour unit (o like Aramon Flying Euilder, but like
AraFly). this name will be uzed to name zome TOF filez. Mo space, and illegal
characters allowed 8 charz mawx. Thiz iz the unithame walue of the FBI file]

Iafa":":“"*Ia " Short name of your unit

And now the corps unit name [corpze value in FBI file]

Iaral:u:uwa_dead “ ™ My unit dogsn't have corpze when it dies
Name of the dead corpse

Fleaze enter now the stone unit name [stone value inthe FEI file].

Iaral:u:nwa_stn:nne

“I™ My unit can't be stoned  Name of the stoned corpse
Create / Madify | Cancel Madi,

¢ Prey I Mest »» I

The New Unit Creation Wndow. Here, the short nanme is ARABOM, an Aranon
archer. The unit will be saved id C\tenp.
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Then,
by the unit.
create by hand.

on the left,

you w ||

find a tree that holds al
Their nanes match the nanes of the folders you would have to

t he sections needed

is to be done in each

section.

Let us have a closer | ook at what
ElIE it Boat
-l Arims

ﬁl canbuild
Features
"5 Gamedata
g objectz3D
----- zcrpls
zoundz
----- + tranzlate

s

Description

In this folder there is a subfolder "Buil dpics"

=5 animz

The pic of the unit that wll
of size 64x48, 16 bits.

is a JPG inmage,

Action

1: Create an JPG i mage,
new unit

represent your

2 : Launch TDF Edit,

Exanpl e :

of size 64x48, 16 bits.
in the construction nenus.

appear

Ar anon ﬁ]ying Bui | der.

It should appear in the w ndow.

Ve will

in the construction nenu is here. It

use it to

click Open and open the inage that you just created.



C:ATempharabowathanimssbuildpicharabowa.jpg I I

The selected image... Ok, its not an original one !
Info

|: Manual Edition of this folder

1: Save your image in the subfolder buildpic, created in the fol der anins.

CANBUI LD

Description

You will find in this folder the informations needed in the gane to build
the unit, and its construction capacity if it is a builder.

This fol der contains some subfol ders:

- If one of these subfol der has the sane nane of the unit (short nane),
that neans that this unit is a builder, and this subfodler will contain
TDF files of all the units it can build.

- If it has the sane nane as an existing unit (the short nane of the
existing unit), then this subfolder will hold the TDF file of the unit you
are creating.

Acti on
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1. First, you need to know if your unit is a builder or not. Check "Yeh
my unit is a builder" accordingly.

[~ “eh, my unit is a builder!
I's your unit a builder ? Here: No!

2: You have to decide which units in TAK wil be able to build your unit.

3: To tell TA:K the builders that can build your units, you nust give the
short nane of the builders in the "required" list, and give a nunber. This
nunber gives the place where the pic of your unit will appear in the build
menu of the builder. If you want to put it between the 5th and the 6th

i mage, then you can give 5.5.

Tdnit———
Firzt, enter here the
Required:

I.-’-‘-.rakeep j

And zelect the pozit

e sl

The builder will be Aramin Keep, and the icon will be placed between the
5th and the 6th.

Fb}e is the résdlt: t he buildpic of ny unit (mage archer) between the
catapult (n. 5) and the architect (n. 6).

4: |f you want your unit to be build by other builders, repeat step 3 with
"Optionnal Builder #2, #3,...".

5: If your unit is a buider, continue to step
6: If not, you can go to Features.

6: You are still here, good ! You have checked the "Yeh, ny unit is a
bui | der" didnt you ?

7: Now you nust choose which units can be built. Short nanmes are required.

8: click on Add and select the first unit. It will appear in the first
place in the build nenu. Repeat for all the units you need. Use Move up /
down to change their order


file:///home/roland/taktutorialTutorailTAKengnomsNomscourtsa.htm
file:///home/roland/taktutorialTutorailTAKengfeaturesFeaturesa.htm
file:///home/roland/taktutorialTutorailTAKengnomsNomscourtsa.htm

v e, my unit iz a builder!

—nit
Enter every unit pour unit can build and its position; ﬂ
1 Add Mote: Here, don't uge nurmbers with
2 comma if you choose bo edit pourseft
3 Remaowve thoze files. .
4

Edit

Move Up

13

M ove Down j

The first unit we will be able to build is ARAPULT on this exanple. The
second i s ARACAN.

Info
I: Create files manually

1: first, you have to create a folder with the short nane of the unit
that will build yours, in the canbuid fodler.

2 . Use the notepad to type this

[ Menu]

{

Priority = X
}

X is the nunmber where the build pic will appear in the build nenu.

3 : save this file under the nane shortnane.tdf, in the shortnane
subf ol der.

4 : if your unit is a builder, create a folder with the short name of your
unit.

5: create as nmuch .tdf files as your unit can build

[ Menu]

L

Priority = X

}

X is the number where the build pic will appear in the build nenu. 1 for
the first, 2 for the second..

6 : Save all these files under shortnane.tdf in the fol der you just
creat ed.
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& arabowa.tdf - Bloc-notes [_ (O]
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[HMenu] ;l
{

?

Priority=5.5;

B
An exanple this file: my exanple unit (arabowa) is between the 5th and the
6th picture.

FEATURES

Description

This folder contains two other folders : "AIl worlds" and "Corpses”

EI{:l Featurez
e sl worldz

1 : Corpses

In this folder you will find a .tdf file, naned with the short nane of
your unit, followed by " dead" (ex: arabowa_dead.tdf). This file holds the
i nformati ons about the corpse of your unit.

2 : Al Wrlds

Inthis folder is a .tdf file, naned with the short nane of your unit,
followed by " stone" (ex: arabowa _stone.tdf). This file contains the

i nformati ons about the petrified body of your unit. If your unit do not

| eave any corpse when it dies, |ike the Munarch, you should not fill the
fol | owi ng.

Action
1 : Dead Unit (eq. to Corpses)

You just have to fill all the boxes. Here is their neaning.

ells whether this corpse can be brought back to life, in the

ni mat abl e Vorn1of a Ghost ou a Ghoul. (1 = yes, 0 = no)

sappeari ng

escriotion nglish description : what is put on the screen when you wll
P oint the corpse with the nouse

Fanage @ynunt of damage points the corpse can stand before




Fbjects

me of the .3DO object that will be used to render the
orpse. Usually, it is the short nanme foll owed by dead

. i ze of the corpse along the x axis, when the unit faces the
kootprlntx Eotton1of the screen

. i ze of the corpse along the y axis, when the unit faces the
kootpr|ntz Eotton1of the screen
hei ght Hei ght of the unit's corpse
noshadow Does this corpse drop any shadow ? 0 = yes, 1 = no

i I ? =

bl ocki ng Eges this corpse block the mouvenent of the other units ? 1

s, 0 = no

deconposetime Amount of time it takes for the corpse to di sappear

resurectable Is this unit resurectable ? 1 = yes, 2 = no

recl amai bl e

wor | d

|
|
Can this corpse be swept by other units ? 1 = yes, 0 = no |
Leave "all worlds"

hitdensity

robability (% that a direct shoot goes through the corpse.
00% : the corpse blocks everything, 0% nothing.

2 . Stone Unit (eq. to All worlds)

wor | d

Sane as dead unit.

damage Sane as dead unit. Mpst of the unit have 4000 here.
description Same as dead unit.
obj ect Sane as dead unit.

f oot pri nt x

Same as dead unit.

footprintz

Sane as dead unit.

hei ght

noshadow Sane as dead unit, 0 in all the cases.

bl ocki ng Sane as dead unit, 1 in all the cases.
hitdensity Same as dead unit, 100%in all the cases.

resurectabl e Same as dead unit.

recl ai mabl e

Sane as dead unit.

i sstone

|
|
|
|
|
|
Sane as dead unit.
|
|
|
|
|
|

1 all the tine.

If your unit does not |eave any corpse when it dies, or when it cant be

petrified,

I nfo

| eave all these bl ank.

l: Howto edit this folder manually
It allows to add variables that are not accessible from TDF Edit. There

are sone.

1: In the folder "features", create two new fol ders

cor pses”

all worlds" and




2 . Create a
a file "short
unit does not

3: Wite thi

[ short name_st

vari abl el= X;
vari abl e2= X;

=

Wher e shortnanme stands for the short nane of the unit.
_dead for the other file.

choose anong
t hese vari abl

file named shortnanme_stone.tdf in the
nane_dead.tdf" in the fol der corpses.
| eave anything when it dies.

s in the "stone" file :

one]

are variab
and X are the values y

vari abl el,
the follow ngs,
es.

taken from existing . hpi

folder "all worlds" and
Dont do anything if the

Repl ace _stone by
| e nanmes that you can
ou want to give to

You can do that by copy / paste with existing files,

Vari abl e

Descri ption

Val eur possi bl e

ani mat abl e

Leave 1

0 or 1 (ani matable=1;)

es this corpse bl ock the nmouvenent

bl ocki ng E? the other units ? 1 = yes, 0 = no. F or 1 (blocking=1;)
anage unt of damage points the corpse canPositive integer
9 tand before di sappearing. damage=4000;)

Feconposetine

unt of time it takes for the corpse
o di sappear.

ositive integer
deconposet i me=30;)

description

is put on
he screen when you will point the

ngl i sh description : what
orpse with the nouse.

descri pti on=Archer

ngli sh namne
t one; )

f oot print x

i ze of the corpse along the x axis,
en the unit faces the bottom of the
creen.

ositive integer
footprintx=2;)

footprintz

i ze of the corpse along the y axis,
en the unit faces the bottom of the
creen.

osi tive integer
footprintz=2;)

or a corpse and _stone for a

etrified unit.

. . - osi tive integer
hei ght kblght of the unit's corpse. fheight=0;)
robability (% that a direct shoot
hi tdensity oes through the corpse. 100%: the 185e?ﬁ{t32;:?$n_iogh?
orpse bl ocks everything, 0% not hing. y=
i sst one 8)|t a petrified corpse (1) or not 0 or 1 (isstone=1;)
noshadow Eb S th|s corpse drop any shadow ? 0 = =, (noshadow=0: )
nme of the .3DO object that will be
sed to render the corpse. Usually, it Nane of the .3DO objetc,
obj ect s the short nane foll owed by _dead i thout the extension

obj ect =ar abowa_st one; )

recl ai mabl e

n this corpse be swept by other
nits ? 1 = yes, O no.

F or 1 (reclai mabl e=1)

resurrectablels this unit resurectable ? 1 = yes,

20 or 1




I = no. (resurrectabl e=1;) I

(ld rid in which all this take place. ways "All worlds”
ed in Cartographer. wor | d=All worl ds;)

4 . Save these in the right folder

ﬂ arabowa_dead. tdf - Bloc-notes  [lj[=] E3

Fichier  Editon  Bechemche 7

[arabowa_ dead] ;l
{

animatable=1;
damage=184a;
description=dead;
object=arabowa_dead;
footprintx=2;
footprintz=2;
height=8;
noshadow=1;
blocking=8;
decomposetime=30;
resurrectabhle=1;
reclaimable=1;
world=All Yorlds;
hitdensity=188;

| /|

Exanpl e of such a file, here is the one of the '"arabowa".

GAMEDATA

Description

Wien refering to a sinple unit, this folder does not contain any .tdf
file. But in the case of he Rictus, there is a noveinfo.tdf file init.
This file defines a new way of walking. It is not reconmended to edit this
kind of file, as this new noveinfo.tdf replaces the previous one. |f all
the unit makers add their own things, all these infornations are going to
override each other, resulting in a terrible mess. Ta: Ki ngdons takes into
account only the nost recent version of this file. So we will not explain
how to edit this file.

But the Ganedata fol der holds a "soundcl asses" sub-fol der, that holds al
the informati ons about the sounds the unit will enmt. This subfolder is
the same as the "sounds" folder, which holds the sounds your unit wll
emt.

=] GameData

----- ] soundclazzes
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Acti on

1: you have to choose a sound (see step 2) for each action your unit can
perform That is : attack, default, guard, nove, patrol, select. If you
want to add a custom sound, please refer to section sounds.

To listen to existing sounds, open the file "english.hpi" (or the one that
mat ches your | anguage) with HPIView, and double-click on the file.

2: After having choosen a sound (or 2) for each action, you have to sel ect
this sound in the liste under the action it is linked to. If you want to
add a second one, check "hum i'd like to add one nore sound for this
action"” , and select a second sound in the new |list.

3: You have to choose the priority of the sounds. If there is only one
sound, the priority of that sound is 1. Sinple. If you selected two
sounds, out 1 for the rare sound, and a hi gher nunber for the other one.
If you put 1 and 4, that nmeans that the second souns will be played 4x
nmore than the first one

4: You then have to select the priority for all the sounds of the unit.
When this unit is in a group, this priority will decide which unit one
will hear. Usually we find here a 1, apart for the dragons and the
nmonar chs.

Attack:
Select zound, or enter new one [Mew zound filez have to be added in Sounds tabs)

ITnneara j First sound

Select priority for this sound: |4 s P
Click here I v} Priority of the first sound

[+ Hum, i'd ke to add one more sound far this action
toadda Select sound, or enter new one [New sound files have to be added in Sounds tabs)

second sound

e action Select priorty for thiz zound: I 1 Priority of the second sound

In our exanple, for the action Attack, the first sound is Tonearan, and
t he second one is arabuil dnmov3.
The frequency for both is the sane.

Info

I: The bongs that one can hear in TAK are
Toneara for Aranon,

Tonetar for Taros,

Tonever for Veruna,

Tonezon for Zhon,

Tonenpc for the non-player characters.

Il: Manually editing this file

1: In the folder Ganedata, create a subfolder "soundcl asses". Type this
in a notepad :
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[ NOMCOURT]

{
prioritized=1;
[ attack]

{

sonl=X
son2=Y,;

}

[ defaul t]
{
sonl=X
son2=Y,;
}

[ guar d]
{
sonl=X
son2=Y,;
}

[ move]

{
sonl=X
son2=Y,;
}

[ patrol]
{
sonl=X
son2=Y,
}

[ sel ect]
{
sonl=X
son2=Y,;
}

}

2: Repl ace SHORTNAME by the short nanme of your unit, "soundl" by the sound
you want to hear with this action, and X by the priority of that sound. If
there is a second sound, use sound2 and Y.

3: Save this file in the subfol der soundcl asses with the nane
SHORTNAME. t df .
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[ARABOUA] =
{
prioritized=1;
[attack]
1
Toneara=1;
¥
[default]
{
Toneara=1;
¥
[guard]
1
Toneara=1;
¥
[move]
{
Toneara=3;
arabowmoui=1;
¥
[patrol]
1
Toneara=1;
¥
[select]
{
Toneara=3;
arabowseld=1;
¥
H

The sound file "arabowa.tdf" of our exanple "arabowa".

OBJECTS3D

Description

This folder contains the different 3D nodels of your unit. There are up to
three : one for the unit itself, one for the corpse, one for the petrified
versi on. These nodels are made with 3DO Buil der +, which adds together
nodels from.LWDO files and textures. To make a unit, you need a 3D soft.



The 3D nodel of arabowa
Action
I: I'n your 3D soft

1: First, you have to create two 3D nodels for your unit. The first wll
be used for the unit and its petrified version, the other one for its
cor pse.

2: Center your 3D nodels, the feet at level 0 on the vertical axis, and
the center on the 0 along the X and the Y axis.

3;: Once it is done, to export it to 3D0 Builder +, read bel ow.

Perspective

As an exanple, | will not use the traditionnal "arabowa", because there



are too many arts and faces in it, and the figures would have been nessy.

W will use a missile |launcher vehicle, a secret weapon fromEl sin's
arsenal . Errr, no, | guess its fromTA

| nportant note
The X axis is the axis that goes fromleft to right, the Y axis is
vertical, and the Z axis is fromthe front to the back

The axes in TA: Ki ngdons

Front =
T
TN
Y
Top —=
7
=|.
AT N .
[ |
z Y il
e - ___:;_
z Z




Il: Exportation to 3Do builder + 2.0

1: Divide up your nodel into fixed parts that will be ani mated. For

i nstance, separate the armfromthe torso, fromthe leg, etc... Save each
part in a separate .LMWDO file. Do this for the nodel of the unit, not for
the dead and the stone nodel. They are not ani nmated

In the exanple of our missile |auncher

three different parts : the chassis (1),
(2) and the turret (3). In TAKIit is qL
frequent to see 20 parts nodels of units

2: Then, you have to reopen each of these file, and center each part in
it. This has to be done because the center of the axises is the center of

the rotation of the part.



Here, wa have centered the turret.

3: Al the .LWD files are now going to be inported in 3DO Buil der +.

Not e about *.DXF files

To nmake your unit, you can use *.DXF files too. But you must first "soap"
this files before. To do this, lunch Visual Soap and configure it |ike
this screenshoot.



@ Vizual Soap |
Optionz  Help
Filz in — Dptions

IEZ"\MES Ducuments‘atemj Browse [ Ship Header
— | ¥ Remove lines

File: cut IB :II # lines
IEZ"\MES Ducuments‘atemj Browse [~ Add wtra 3DFACE

™| Supen Elean
Soap it ! |

— Dol infio

# Faces I—

"File in" is your *.DXF file and "File out" is the nodified *.DXF file.
Cick on "Soap it !'" to nodify your file and adapt it to 3Do buil der

I1l1: Inportation in 3Do Builder + 2.0

1: Launch 3DO Builder +. On the top left is found the tree of the pieces
of your unit. For the nonment, there is only one : the basis, which is
normal . This tree represents how the pieces are |linked together. Wen a
pi ece at a given node of the tree noves, then all the pieces under this
node nove al so. At the bottom of the wi ndow, you will find all you need to
adapt your nodel to TAK On the right, are the textures you can nmap on
your nodel. As 3DO Buil der can manage TA and TA: K units, dont forget to
select "TA:K-all" in the first pull down nenu. At the center of the

wi ndow, are the four views of your unit : top front and right, and a 3D
rendered view. You can change this view between Wre frane, bare frane,
shaded frane and textured frane.

2: Let us begin by rebuild our unit. To create a new piece, click on
"Cbjetcs -> create object", and type in the nane of your unit. It will
appear in the tree on the left. Then, select this piece in the tree, and
click "Objects -> inport object" to inmport a .LWO file. Your part should
now appear in all the views. You can "click and drag" in the 3D view

Adj ust the position of that part, using the icon with the little arrows on
it. You can then add all the other parts on that one. On the side views,
the selected part is in red, the other one in blue, the blue square
represent the rotation axis.
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5% Untitled. 3do - 3D0 Builder

Eile ‘fiews Objects Special Mizc. Help

DE L g @aalkd| [Tack - & =]

5 base Ernnt — I ara_stone j
“ bazeb T [ ]
bazilizkztone
=
L
|a"

Faces | Dbiectl Advanced... I L':'p "

Face [0:64

|

Teture  MONE

Orientation | 0° - | [ %

Clear

Apply...

dddl

Colar...

| Ready | bazeb | [19. 0. -28] |

The first piece, the chassis has ben inported, on can see it int the
pieces tree, it is called "baseb". Dont worry if it is too big or too
small, we will take care of that later. Use the zoomto adjust it.

3: Repeat the previous step until all the unit is made. Be careful : never
import a .LMOD file on the first piece "base", as it is the piece who will
give the green circle (square in TA) when the unit will be selected. On
the wire frame view, the unit should now appear.



z Untitled. 3do - 3D0 Builder

Eile ‘fiews Objects Special Mizc. Help

NEEE T omwsn Qe k& H [Tack - & =

8- baze Ernnt — I ara_stone j
& hazeh T .
B baur "
P bazilizkstone
L rnigzile
J

Faces | Dbiectl Advanced... I L':'p "

Face [0:11

|

Teture  MONE E: i

Orientation | 0° - | [ %

Clear

Apply...

dddl

Colar...

| Ready ‘missie  |(0,4.2) |

The unit is build. Here it is the piece of the missile tube that has been
sel ected. One can see the center of rotation (blue square).

4: Now you need to adjust the scale of the unit. Select "base" in the

pi eces tree, then "Special -> Change Ground Plate Size...", and fill in
the size you want to give to your unit. . The first figure corresponds to
the X axis, and the second one to the Z axis. For instance, the Mage
archer is 2x2, and the Gold Dragon is 4x4. Miltiply this size by 12 (32x32
for the Mage Archer and 64x64 for the Golden Dragon). Cick apply, the
size of your unit shold have changed.
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NEEE T omwsn Qe k& H [Tack - & =

=-baze Er'?'”t = Iara_stu:une j
5-bazeb T
- taur ) .
P bazilizkstone
L rnigzile
Faces | Object | Advanced..| [T =< [ [hight o= ‘
o . T
Face IIII:TI ! E o S
[ v I Set Base Size I
none :. . . .: I =
Texture ! g : 32 — Apply
Orientation I I - I . . z
' . . . I48 j Cloze
Clear | g !
Apply... | v \
Colar... | S L
| Ready ‘missie | (0,25, 0) Y

This rocket launcher is of size 2x3, thus | put 32x48. One can see that
the unit is a bit small...

5: You then have to adapt the size of the window dick on the first piece
after the piece "base", then click Advanced. On the left, click "apply
transformation to child object”. Then, using the scale factor function,
try to adapt the size of your unit to the one of the wi ndow Then click on
All to apply that on all the views.
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NEEE T omwsn Qe k& H [Tack - & =

5 baze Efﬂ”t RO : Iara_stu:une j
& hazeh T .
B baur "
P bazilizkstone
L rnigzile
£ L

Facesl Object Adwanced... I Tap =2

Obiject |‘u’erte:-:| Other I

Apply Tranzformationz
[ . .
Vv to child objects

Scale Factor: |4.5 ﬂ
Scale Which Axiz? ; — — ; B — 'I."" : '&1-&

AT [ | SN
Rotation Angle: IEIEI.EI ﬂ ' E

F otate which iy

Front | Top | Fiightl

Ready \bassh |[-22.0,-3] | Y
Qu exanple, zooned in. The scale factor is 4,5.

6: Lets continue with the texture mapping. W just have one thing |eft

be sure that all the faces have the sanme orientation. If a face has the
wrong orientation, we will not see any texture on it. Choose the 3D view,
and apply a dumry texture on all the faces. Repeat the operation for each
pi ece, apart from "base". Now, in the 3D view, the object should appear
with the sane texture ofr its pieces. If one face has no texture, that
means it is oriented in the wong way.
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#Zx Untitled_3do - 3D0 Builder
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Eile ‘fiews Objects Special Mizc. Help
DR O Q Qe k|| E [ <]
8- baze Erﬂnt —x S Iu:u:ur'-.fehic j
5-bazeb T -
él--tn_:nur w"
L rnigzile oy
i LY Cor02d
Corf02e
aces | EII:||E|:t| Advanced... I op I. _______________ .. ¥'§| —z Cof03f
Face ||:|:'|'| : E E
} I I '
v | CorvD3a
Testure  “OMI3C v | Y [ .
LT =1 ! S AR
. . = - N ; | |
rigntatiar IEI I ] ! P ai— 1 vl
1 I oar
Clear | ' ! . \_/ : : \_/ -
Apply... | v \ .
Calor... | ] S S— | Cory03c -
| Ready ‘missie |(0,33,-19) | Y
On this exanple, sone textures (turret) are on the wong side.
7: To put the faces on the correct sense, select themone by one, and hit

F2. That's all.

| 2

T




One face to be A F2 later, it is Sonme nore F2 |ater, our
turned... done. .. nodel is correct

8: You can now apply the texture you want. For this, select a face,
doubl e-click on the texture you want to apply. You can also apply a sinple
color, with the "Color" option.

The textured mssile | auncher. Ok, those are TA textures, but it is the
sane for TA K

9: Here it is ! Your 3D nodel should be finished. Now you can save it
under the short name or your unit, and do the same for the stoned version
and the corpse. The stone texture is called "basiliskstone". The corpse
shoul d be save in shortnane_dead. 3do, and the stone version in

shor t nane_st one. 3do.

The 3D nodel s or our great arabowa

The body : The corpse : The petrified body
ar abowa. 3do ar abowa_dead. 3do ar abowa_st one. 3do

I'V: Inport your three files .3do with TDF Edit

1: dick on the three "Open" button to select the three 3D nodels you just
made.



2: You can edit your nodel by clicking on "Edit". It will automatically
| aunch 3DO Bui | der +.

3: You can use an existing corpse or stone body by clicking on "I use an
already existing..." and give a short nane to the 3D object. Renind that
you have to configure the Features for that.

THE NAME OF THE . 3DO FILE I N THE BOX SHOULD ALWAYS MATCH THE ONE UNDER
EDI T.

Tip=: if pau want ta use 300 file

Open 300 file for your urit: whio iz in a Kingdoms 'z package

C:\Tempharabowatobjects 3D%ARABD Open | Edt | [(Datahpi..). check ' uss an
o 5 already...' checkbox. In thiz case,
Th_ls fileriarne can be the zame than you entered in the enter as filename orly the narne of
obiectname value of the FBI file: ARABOWA the 200 file [rot the path]
Open 300 file for dead unit:
C:ATempharabowatobject:30Narabowa Open I E dit | |- |_ LIz& ah al_read_lrl exizting object
Thig filename can be the same you entered in the object [neEEis]
walue of the Dead Unit, in Features Panels: arabowa_dead
Open 300 file for stone unit;
C:ATempharabowatobject:30Narabowa Open I E dit | |- |_ LIz& ah al_read_lrl exizting object
Thig filename can be the same you enter in the object [neEEis]
walue of the Stone Unit, in Features Panels: arabowa_stone
Info

|: Description of 3do Buil der

3DO Buil der + has nmany ot her features that the one described here. Al the
features are here.

Il: TA:Kingdons textures creation for 3DO Buil der +
1. Open the Data.hpi file, with HPl View
2: Create a tenporary folder called "textures"

3: Save all the files of the textures folder of the data.hpi in the folder
you just created.

4: Launch HPI Pack, select your tenporary folder in "Directory to pack"
and give a nane "Textures.ufo" to the new file you are creating. Save this
file in your TAK directory. Select TA and TA: CC conpressi on net hod.


file:///home/roland/taktutorialTutorailTAKengobjects3d3dobuilder.htm
file:///home/roland/taktutorialTutorailTAKengfeaturesFeaturesa.htm

5: dick pack, verifiy that the file has been created.

6: Launch 3DO Builder + and select TA-K all. If all went right, you should
see a list of textures at the top right of the window. If not, or if the
colors of the textures are not correct, that neans that it did not work

properly.

These steps are well-detailled in the file Conpatibility.txt, fromthe
.zip of 3DO Builder +.

SCRI PT

Description

The .COB files are found in this folder. It contains the animtion scripts
of the unit. This script is in fact a .BOS file, that has to be conpiled
into a.COB file. The TA:K Cobbler is not published yet.

Acti on

I: Creation of the script file (.B0S) and conpilation into . COB

This step in not realizable for the noment, it will be described later
Il1: Inportation of the script in TDF Edit

1. Create your script .BOS and conpile it ain .COB file, called
shor t nane. cob.

2: In TDF Edit, click on the first Open button, to give your .COB file,
and on the second one to give the .BOS file. The .BCS file is not needed,
but if you put it here, you are sure you will not loose it !



&% TDFEdit 1.0

FEilez Options  Help

Create Mew Lnit I Open Already existing L nit I Save Thiz unit I Compressl I
EIE Unit R oot - .

-l Anims £S5 Unit Script
ﬁl canbuild
Features SORRBRY

- Gamedata Sarmy, but o scrpt ubility exists for Total Annihilation: Kingdoms... See pou in the nest version. .
objectz3D
----- sCrpks But you can choose the file used as script [COE]: -
ﬂ sounds C:ATempharabowatsonptsharabowa. cob Open | I
""" - trapslate Be carful: this file must have the same name than your FEI file:
----- Fal Linits

’ arabowa

|F wous weant to distribute source with your unit, add vour BOS file here:

C:ATempharabowa. bos Edit

ET
[

Mate: if you chooze a filename wha iz not the name af pour unit,
filename will be automatically renamed while zaving.

<< Prev I Mest 5 I

|"v"i$it our web site [http:AAssa. multimania. comtakingdoms/] -

The files "arabowa.cob" and "arabowa. bos" in TDF Edit.

Info
I: Manually editing this file
1: Create the .BOS and .COB files, as explained is the previous section

2: Place these two files in the Scrips folder of your unit.

SOUNDS

Descri ption

This folder holds the .WAV files of the new sounds you can add. You are
advised to use file nanes in mgjuscul es, w thout any spaces in them These
names will be used in the TDF file of the soundcl asses fol der. The



sampling rate of the files are : 11 025 Hz, 8 bits, Mno, Mcrosoft R FF
VWave.

Action

1: You need to have a .wav file ready to be put into TAK Save it using a
8 letters nane, non special caracters, no space

2: dick Open, and select all the files you want to add.

3: Wite down the nanmes of the sounds, and go to the Ganedata section to
add t hem

4. To add new sounds, do as explained in the Ganedata section, but dont
sel ect anything in the list. Copy the filename in the right box, respect
mn / maj, and do NOT put the .wav extension

Info
I: Howto edit this folder manually

1: In the folder "sounds" of your unit, put the sounds that you want to
add.

2: You can use these file nane in the section "ganedata -> soundc| asses"

%RANSLATE

Descri ption

Cavedog has noticed that on the earth, not everybody was tal ki ng english
So they decided to add multingual support to their ganes. So, TA K exists
in five languages : English, French, German, Italian and Spani sh. How does
it wrk ? In fact, when the gane is launched, it is in english. Once
everything is in nenory, the engine loads all the files of the Translate
folder, and read the translation of the texts and nanmes. The | anguage you
have installed is recorded in the Wndows Registry.

Action

1: Put in the first box the english name of your unit, that will be
recorded in the .FBI file of the Units folder

2: Put in then the nanmes in the other |anguages in the right boxes.

3: Do the sane for the corpse and the stone body, apart fromthe first
one, chosen in the features section


file:///home/roland/taktutorialTutorailTAKengfeaturesFeaturesa.htm
file:///home/roland/taktutorialTutorailTAKengunitsUnitsa.htm
file:///home/roland/taktutorialTutorailTAKenggamedataGamedataa.htm
file:///home/roland/taktutorialTutorailTAKenggamedataGamedataa.htm
file:///home/roland/taktutorialTutorailTAKenggamedataGamedataa.htm

Info

I: How to nmanually edit this file

You can translate things that you cannot

1: Wth a notepad, wite all this
[ ENGLI SH_NAME]

{

ger man=TRADUCTI ON

f rench=TRADUCTI ON,

i tali an=TRADUCTI ON

spani sh=TRADUCTI ON

}

2: Replace ENGLI SH NAME by the word you want to translate
by its translation into the given | anguage.

& Sans titre - Bloc-notes =] E3

reach

whi ch TDF edit.

and TRADUCTI ON

Fichier  Editon  HRecherche  *
[Archer ] ;I
{
German = Bogenschiitze;
French = Archer;
Italian = Arciere;
Spanish = Arquero;
b
[Archer Corpse]
{

French =

Spanish =

b

[Stone Archer]
{

German =

Italian =
Spanish =

?

German = Toter Bogenschiitze;
Cadavure d"archer;
Italian = Cadavere arciere;
Cadiver de Argquero;

Uerst. B-Schiitze;
French = Archer pétrifié;
Arciere di pietra;
Arquero de Piedra;

-]

Exanple of a file fromthe transl ate fol der

Il1: How to change the default

Beware of the follow ng

| oss of data and prograns, hours of

| anguage

W ndows is an unstable OS
wi t hout knowi ng what you are doing can |lead to major crashes,

r eboot ,

tweaking the registry
definitive
reformats and nunerous



reinstallations of all your PC and hard drive. And terrible headaches.

And, worst of all, big laughs fromyour |inuxians friends. Furtive Fox,
GFRU T Rene and |'Arma |'akl have warned you, and cannot be taken
responsi bl e for any damage to your conputer or your health. If you want to
have a conplete, say, Italian gane, you also need the file Italian.hpi in
your TA:K installation directory.

1. Open the registry *** BEWARE OF VWHAT YOU DO NOW *** No undo is
available in this process. Startup -> execute, then type in regedit and
return. You are in the registry editor.

2: Inthe left tree, chose HKEY CURRENT USER -> Software -> Cavedog
Entertai nent -> Kingdons -> InterfaceQptions, double click on | anguage.

#* Editeur du Registre

Beqistre Edition  Affichage 7

El--- Pozte de travail A Mam | Donhées
B-) HKEY_CLASSES_ROOT (ab] (D &faut] [waleur non définis)
=10 HKEY_CURRENT_USER (B8] ChatLevel 0x00000001 [1)

- AppEvents %] DisplayOnS creent... 000000000 (0]

-] Control Panel (%] G ameS peed 000000014 [20]

g :E'E”tl'lttﬂ _— Language "FRENCH"

"{“_‘I k”StE Dg?"'j”st (B8] M anT estLines 0x0000000z [10]

3. .

: E/RoArE apou [&¥] ScroliSpeed 000000020 (32)

- Metwork, : _

: TextScrolTime (0000000 [10]

-1 Remotefcoess :

B0 Software (B8] UseDefaulal 0x000000071 [1)
%0 Adaptec Y] UseLeftClicklface 02000000071 [1)
-] Adobe |
[ ahead
-0 Allaire

- Annikilator
& Aureate
-] bleem
EI{:l Cavedog Entertainment
=23 Cartographer
{27 Recent File List
-[Z7 Settings
H-23 WindowPozitions
=3 Kingdoms
{27 ConeoleOptions

-7 GameDptions
i3] Interfacelptions
27 MugicOptions
-[27 Renderer0ptions
-[27 Skirmigh GameOptions
-[27 SoundOptions

-7 VisualDptions = {1l |
|F"n:|$te de travail HEEY_CURREMT_LSER\S aftwaresCavedog EntertainmenthFingdoms nterfaced phions

=2

3: Change the value ENGLI SH i nt o FRENCH, or GERMAN, or | TALI AN, or
SPANI SH. Cick Ck. That's all.



Modification de la chaine |

Mom de la valewr :

ILanguage

Données de la valeur :

FREMNCH

k. I Annuler

Here it is, TAK in french !

UNI TS

Description

This folder contains a .fbi file that holds all the informations on the
units paraneters : nanme, resistance, speed, type, weapons,

Acti on
1: dick on Create in TDF Edit to create a new FBI file.
2. dick edit to edit this file.

3: Edit the .fbi file. Follows explainations on each variable. dick File
-> Save and exit when it's done.

4. Edit the weapons part, explain bel ow

Info
I: The variables of the .fbi files

If you dont know which values to give to the variables, take a | ook at the
existing .fbi to have an idea.

‘ Val eur de FBI Explication Vari abl e
Descri ption

HName- Long name of your unit nanme = Mage Archer;

Descri ption (side)- ni t

Ei de or description of your

Pescri ption = Aranon;




Si de-

Side of your unit

side = ARA

Unit Category-

tegory of your unit: ARA =
ranmon, VER = Veruna, TAR =
aros, ZON = Zhon, MON
nster, NPC = Non-pl ayabl e
nit, ATTACK = can attack?,
gic is unit with nana?,
LY = Flying unit, FACTORY =
an your unit build?, Monarch
Monar ch

cat egory

ARA ATTACK;

Uni t name-

Short name of your unit

uni t nane

ARABOWA;

Unit's 3do-

3do file of your unit,

i thout the extension *.3do
generally it's the short
anme of your unit)

obj ect nane

= ARABOWA;

Unit Version-

ersion of your unit
Vi y

version = 1.

2;

Unit ID

Unit Capabilities #1

nber of your unit between 1
and 9999, this nunber nust be
ni que

uni t nunber

1995;

the unit activate

Does es the unit activate when . . oL
Lhen bui | d Eﬁild (the gate,...)? %Ct'vate“he”b”"t =1
Eﬁgz the unit attracts Foes the unit attracts gods? Fttractsgods = 1
Is the unit a builder Is the unit a builder? bui | der = 1;

n the unit NOT aid

ith the construction
f ot her
bui | di ngs/units

n the unit NOT aid with the
onstruction of other
ui I di ngs/units?

uilderlimted

n the unit capture n the unit capture other _ .
ﬁ?her units Eﬁits? Fancapture =L
Can the unit attack Can the unit attack? canattack = 1;
Can the unit stop Can the unit stop? canstop = 1;

Can the unit cloak Can the unit cloak? cancl oak = 1;
Can the unit fly Can the unit fly? canfly = 1;

Can the unit guard Can the unit guard? canguard = 1;
Can the unit hover Can the unit hover? canhover = 1;

n the unit transport n the unit transport other _ .
E?her uni t Eﬁit? Fantransport = 1;

n the unit | oad other n the unit |load other unit? 4.

Eﬁit f?or a transport unit) %anload =L
Can the unit nove Can the unit nove? cannove = 1;
Can the unit patrol Can the unit patrol? canpatrol = 1;

n the unit clean . . N S
f?eclain) Fan the unit clean (reclaim |canreclaim= 1,

n the unit raise dead|Can the unit raise dead units . _ .
Eﬁits into ghols Fﬁto ghol s? canani mate = 1;

n the unit bring n the unit bring units back| . _ .
Eﬁits back to life fﬁ life? canresurrect = 1,




n the unit NOT be : " - 1.
Eﬁptured Fan the unit NOT be captured.%antbecaptured = 1,
an the unit NOT be an the unit NOT be turned to

urned to stone

st one?

Unit Capabilities #2

Is this unit a gate

Is this unit a gate?

gate

Is this unit a ghost

I's this unit a ghost?

ghost 1; |

es this unit
ile attcking

ﬁﬁ hover

es this unit hover while
t cki ng?

o

koverattack 1;

uneven terrain

Does this unit becone a . .

. es this unit becone a _ ..
eatures when build eatures when build (walls)? sfeature = 1;
(wal |'s)
Does this unit NOT have es this unit NOT have a _ ..
L shadow Eﬁadomﬁ %oshadow =L
Does this unit NEVER es this unit NEVER becone a _oa.
becone a veteran ﬁgteran? boveteran = L
E?P grlznunlt be turend E?noag|s unit be turend off L. . o _ 1
houl d enneny units houl d enneny units target L _ .
farget this unit Ehis unit ? shootme = 1;

. . . es this unit NOT tilt over

ﬁegf this unit NOT tilt EEeven terrain? (1 for upright = 1;

| ki ng units)

Does this unit
utomatically switch
apon when out of nana

es this unit autonmatically
wi tch weapon when out of

na? (for unit which use

na for weapon)

weaponswi t ching = 1;

n the unit float on
ter

Fan the unit float on water?

| oat er 1;

an the unit NOT be
ransported

Heal t h/ Ar nor/ Mana #1

an the unit NOT be
ransported?

cant bet r ansport ed 1;

ype of bpdy: arnor = arnor;
oo = W Uhout armr SN oyt ype = 1o
cal es; wood = in wood.
Dammage Cat egory- I damagecat egory = hunan;
Maxi mum Mana- Max mana for the weapons. maxmana = 120;
Mana rechar ge Rate- Mana recharge Rate. manar echargerate = 1.4;
Maxi num Hit Poi nt s- Rési stance of the unit. maxdamage = 1421;
Heal Rate- Heal Rate healtinme = 2; |
perience points giving to
Experi ence Points- he unit which kill your experi encepoi nts = 20;

Heal t h/ Ar nor/ Mana #2

nit.

Cl oak Cost Movi ng-

O oak Cost Standing- Etgﬁckn %’St when your unit is ¢ gakcost = 50;
oak Cost when your unit is

Vi ng.

&

cl oakcost novi ng = 500;




M ni mum Cl oak Di st ance-

m ni mum C oak Distance. (in bincloakdistance - 50

xel)
Mana Gener at ed- Mana créated by the unit mogri umi ncone = 8. 2;
Mana St or ed- Mana Stored. nogri unst orage = 5000;
Bl ood Col or 1- First color of blood. bl oodcol or1 = 160 30 0;
Bl ood Col or 2- Second col or of bl ood. bl oodcol or2 = 160 30 0;
Bl ood Col or 3- Third col or of bl ood. bl oodcol or3 = 160 30 0;

}St one-

me of the *3do file of your
t one corpse.

%tone = arasword_stone;

or pses-

ane of the *3do file of your

orpse = arasword_dead;
dead cor pse. P -

Msc Unit Variable #1

Accel erat i on- Accél ération of the' unit accel eration = 10;
Maxi mum speed- Max Speed maxvel ocity = 1.1;

rake rate (- than 1 = short _ )
Brake rate- Furn, + than 10 = | arge turn)Frakerate = 0.15

x di stance for maneuvring

. . to avoid a stone for neuver | eashl ength =

Maneuvering Distance- xanmpl e, or to attack an 00;

ther unit)
Turn In Place Rate- Turn Rate Wen standing turninpl acerate = 2500;
Turn Rate- Turn Rate Wen noving turnrate = 3000;

F}uise Al titude-

Eruise Altitude of a flying
ni t

%ruisealt = 150;

Bui | d Cost -

Buil d Cost bui | dcost = 43944;

Bui I d Tine-

Build Tine buil dtime = 8755;

M ssi on When Built-

Msc Unit Variable #2

standby for all the unit,
exept VTOL_standby for flying
nit.

def aul t m ssi ontype =
St andby;

dar di stance of the unit
in pixel): zone where your

Radar Di stance- nit can see other unit in adar di stance = 500;
he m ni map

Vi ew Radi us- Line of sight (in pixel) si ght di stance = 135;

Sonar Radi us- Used in TA sonar di st ance = 500;

Road Multiplier- ;ﬁ rﬂgczn:Fc{gagﬁ prggd koadnultiplier =1.21

Water Miltiplier-

en the unit is in the woter
ou can use nunber between 0
d 1 to reduce the speed)

wat errmul tiplier = 0.75;

te which increase speed
y
n

Order When Buil t-

t for building.

ggressivity of the unit: 0 =
assive; 1 = défensive; 2 =
ffensive.

st andi nguni t order = 0;

Bui | di ng Order When
Built-

or building. Aggressivity ofunitstandorders = 2
uilding units: 0 = passive;1




= défensive; 2 = offensive.

Bui | di ng Sl ope Sl ack- ﬁgﬁ ELOﬁﬁirgere a building baxslope = 15
Foot print X- Size of your unit (width) footprintx = 2;
Foot print Z- Si ze of you unit (Ilength) ootprintz = 2

M sc Unit Variable #3

ransport Unit pacity to | oad other unit. . _ .

paci ty- fﬁunber of unit) ransportcapacity = 15;
Transport Distance- E?ie{?nge to unload unit (in ngpsportdlstance =
Transport Max Unit X size (width) of a unit . _
Si ze- rgaded by your unit ransportsize = 9

Ce pacity to |l oad other unit. transportsizecapacity =

Transport Capacity f?n size of unit) 0:
Work Speed- Work speed workertime = 10;
Water Line- Water line for a ship waterline = 8;

Attack Run Lengh-

I

Hover Attack Altitude-

1

Eoverattaekaltitude
0

Hover Attack D stance-

i

Eoverattaokdistance =
5

Movenent C ass-

M sc

Unit Variable #4

ype of nouvenent of the
nit, look in other *. FB
exanpl e.

for

pvenent cl ass =
GROUND2 ;

Total Unit All owed-

or exanple, 1 for sacred

antity of this unit allowed
f
ragon)

Yard Map-

nsi de of a building and how
an other unit walk on it
for exanple, unit can walk
n the front of a factory,
ere they are build or unit
an wal k trough a door when
t is open)
unit can't walk on it,
ever.

unit can walk on it if the
nit is actived (like the
oor: unit can walk on it (in
act trough it) when the doo
S open)
(point):
Ik onit.
he first caracter is the
eft bottom place and the
astest is the right top
| ace of the batinent

unit can al ways

0000000 0000000
0000000 0000000 0000000
0000000 0000000 ccccccc
CCCCCCC ccccccc
CCCCCCC,

Copyri ght -

unmongous Entertai nment. Al

Fllmay Copyright 1999

i ghts reserved

999 Hunongous
All

Eopyright = Copyri ght

nt ertai nnent .




‘ i ghts reserved.
Unknow Vari abl e #1

Eane of the *.TDF file where
h

e sound informati ons are
tored.

%oundcategory = arafly;

%oundcategory

me of the *. TDF file where
oundCl ass- he sound informations are oundcl ass = arafly;
t or ed.
Bntode- for units, O for buildings bncode = 1;
|
Maxwat er depht - Only fo TA |

Not ar get cat egor y- ghe (type of) target that

our unitr can NOT attack
Tedcl ass- Type of unit (side) tedcl ass = Aranon;

he (type of) target that
your unitr has difficult to
ri _badtargetcategory- attack (Wri_ pour for the
irst weapon, Wsec_ for the
second et Wer _for the third)

wsec_badt ar get cat egory
= VTQL;

Unknow Vari abl e #2

Admul tiplier- I adnul tiplier = 2; |
Ani mat et ype- e ani mat et ype = 0;
Bankscal e- e bankscal e = 1;

Cor pseadj ust x- I cor pseadj ustx = 2;
Econonybonus- e econonybonus = 5;
Fireatwi || random L fireatwillrandom= 1; |
Mover at el- 111l Used by flying units moveratel = 1;

Mover at e2- 111l Used by flying units noverate2 = 9;

Pi t chscal e- Il
‘Unknow Vari abl e #3

Tr ansmaxuni t s- Li ke transportcapacity transmaxunits = 18;
St andi ngnoveor der - Only for TA standi ngnoveor der = 2;
W nd- e wind = 100; |
Canbui | d Li ke bui | der canbui I d = 1;

nmander ly for TA ommander = 1;

tbed for "magic" effects of your unit (healing, increasing power, increasing

rmor,...) (for exanple, the sacred fire Zhon)
Adj ust Ar nor ]
. nfl uence resi stance of the
Adj ust  Ar mor unit (protect your unit) ari abl eci - dessous
Adj ust Joy]
: : nfluence life of the unit
Adjust Joy (life) heal your unit) ari abl eci - dessous
Adj ust Attack nfluence attack power of Adj ust At t ack]
our unit




tariableci—dessous

Intensity of adjustnment none, 2 = doubled, 0.5 =

ntensity of adjustnent: 1 =
dj ust ment =45;

educe by 2

Edge effectiveness e unit with distance (1 =

one)

nfl uence zone (radius in

LDM/decrease the effect of %

Radi us Lixel )
D

af fects eneny

Psscrlbe bel ow, in part Fescribe below, in part 1V

Il: Manually editing the . FB

1. Open the .fbi file with notepad, and type in the follow ng
[ UNI TI NFO

{
VARl ABLE1=XXX;
VARI ABLE2=XXX

}
2: Replace "VARI ABLE1=XXX; VARI ABLE2=XXX; ..." by the needed val ues, you
can find themall in the above tables. Just take the neede variables, and

| eave te others. To ease your task, you can take an existing .FBlI file and
tweak it as needed.

3: Save the file under the nanme shortnane.fbi in the units folder of your
unit. dick here to show the arabowa.fbi file

4: Now you have to edit the weapons of this file, as explained in the next
section.

I1l: The weapons

You can edit the weapons from TDF Edit, but | think it is easier to do it
with notepad, as the wi ndow openned by TDF Edit is a bit snmall, and you
cant see the text init. |I did not take tine to list all the possible
variables (it will be done in the next version of this tutorial), so you
woul d better take an existing FBI file and edit it.

1. Open the FBI file, and note [ WEAPON1]for the first weapon, [WEAPON2]
for the second one, and [ WEAPON3] for the thrid one.

[ WEAPON1]

{
VARI ABLEVWEAPONL=YYY;
VARI ABLEVEAPONL=YYY;
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[ DAVAGE]

{

DOVMAGEDEL' ARVE=Z77;
}

}

2: Repl ace "VARI ABLEWEAPON1=YYY; VARI ABLEWEAPON1=YYY; ..."
vari abl es you need for that weapon.
will avoid typos and the Ilike.

by the

Copy it from an existing weapon, you

Vari able de |"'arne

Descri ption

ai mol erance = 1024;

e

areaof ef fect = 31;

Area of effect (in pixels)

bui | duptine = 0.5;

e

but t oni magedi sabl ed =
Ar r owPar al yzePU

i cture of the desactied weapon (no enough
na,...) if the unit have nore than one weapon

o know the avi abl e pictures, open "data. hpi"
ith HPl View, the picures are in the fol der
"ani ns -> weaponpic" in *.JPG format

ut t oni magedown =
rrowPar al yzePU

Eicture of the weapon if the unit have nore than

ne weapon: when the button is pushed.

rr owPar al yzeSBh;

kuttoninageselected =

icture of the selected weapon if the unit have
re than one weaponiEZ===

ut t oni mageup =
rrowPar al yzeSB

if the unit

] L

[icture of the weapon (by default)

e
ave nore than one weapon -

b
b
b
Fanagetype = paral yzer

gype of damage inflicted by the weapon (look in
. FBI)

decaytine = 3;

e

Fontleadtargets =1

1l the weapon do not follow the target (to
void turnig arrow

duration = 9;

Time of effect of the weapon

edgeeffectiveness = 0.7,

e

emttine = 45;

Time of shoot of the weapon

xpl osi oncl ass =
reen_shockri ng;

o

firestarter = 1;

Can the weapon trigger of a fire(l yes, 0 no)

gravi t yadj ust ment

4. 25; \‘nfluance of gravity on the weapon (for catapult)

hveffect = fire;

e

i nnercol or = 255 255 255; |Inner color of flash weapon
m ddl ecol or = 200 230 255; M ddl e color of flash weapon
outercol or = 180 200 255; |Quter color of flash weapon




lightmap = small

How t he ground is lighting by a shoot of this
weapon

| obpreferred = 1;

e

manaper shot = 500;

Mana used by one shoot

mexvariation = 5;

e

m nrange = 500;

Mn range for a shoot

ni nbus = 1; hrrn
noai r weapon = 1; This weapon can NOT fire on air units ( 1)
model = Araarrow 3D Model of the projectile (3do file)

name = Bow and Arrows;

Nane of the weapon

particlespersecond = b;

radiusartO = ring_fx_redA [I!!!! Used by earthquake weapon

radiusartl = ring_fx_redB; ||!!!! Used by earthquake weapon

radi usart 2

ring_fx_redG 11!l Used by earthquake weapon

range = 450;

Max range of a shoot

rel oadtine = 3;

Rel oad time

ringcount = 3; 1111l Used by earthquake weapon
ringdelay = 0. 45; 1111l Used by earthquake weapon
ringduration = 1.2; 1111l Used by earthquake weapon

|
|
|
|
|
|
|
|
e |
|
|
|
|
|
|
|
|
|

shadowart = weaponshad01; [Show bel ow i n "shadowgaf "

shadowgaf = shadows;

*. GAF file which contains the ani mation of the
shadow of the weapon. The nane of this animation
s in "weaponart

shakeduration = 2;

Used by earthquake weapon, duration of the

ear t hquake

shakemagni tude = 3;

Pwer of the earthquake

showef fect = 0;

b

soundhi tclass = arrow

soundhit = arrowos;

Sound when the weapon hit the target

spi nheadi ng = 150;

|
|
Sound |
|
|

11111 Center of rotation (show in "spinpitch")

spi npitch = -3000

Speed of spinnig of the projectile of the weapon
for spinnig projectile, like the weapon of the
aramon buil der). Can be negative for a rotation
n the other direction

spritecount = 35;

e

subtype = Earthquake;

Subtype of the weapon

turnrate = 180

e

type = Ballistic;

Type of the weapon

unitsonly = 1,

Weapon affects just unit and not building

variationtime = 2;

I

veteranl evel = 10;

e

vet er annodel ar ahanO;

3D Model of the unit when the unit is a veteran

wander endart =
fl anevort exend;

wander | oopart =

e |




f 1 amevor t exl oop; |

nderstartart = BER]
| amevortexstart; B

t er expl osi oncl ass =

mal | water expl osi on; }ype of expl osion when the weapon hit the water

weaponart = cannbned; ‘Show bel ow i n "weapongaf "
apongaf = projectiles; .GAF file which contains the aninmation when the
apon hit the ground. The nane of this animation
s in "weaponart

weaponvel ocity = 750; Velocity of the projectile

3: You nmust now fix the anount of damage this weapon inflicts. Replace
"DOVWWAGEDEL' ARVE=ZZZ;" by "default = ZZZ;"to give the base power of the
weapon. Then by using "nontourt=ZZZ", you can adjust this damage as a
function of the attacked unit.

4: Save your new .FBl file, that's all ! To show ARABOM. fbi, click here
(arabowa. f bi)

M SC

Description

Here you can add a file like a readme but this file will not be readed by
normal TA: K players because this file will be conpressed with the unit.
Action

1: dick on "Open" to add a file and on "Renbve" to renove it.

COWPI LATION OF THE UNI' T

Now, you nust conpil your unit into a *.ufo file. Do not forget to change
the TA: Ki ngdons shorcut and add "-di sabl ecavedogverification”.

Conpilation with TDF Edit
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Just click on "Conpress"” in TDF Edit. Your unit will be conpressed in the
fol der where you saved it. Now put this file "shortnane.ufo" in your TA
Ki ngdomns fol der

Do not forget to check error by clicking on "Options -> Check Errors"

Conpilation with HPI Pack
1: Open HPI Pack

2: Select the folder where you can find the "anins", "canbuild",...
folders in "Directory to pack"” box and give a nane (the short name of your
unit for exanple) with the extension *.ufo. in "Destination HPl File" box

Sel ectionnez | e dossier ou se trouve tous vos dossier "anins",
“canbuild",... dans "Directory to Pack" et le fichier *.ufo (n'oubliez pas
de noter |'extention .ufo) ou vous voul ez conpresser |'unité. Il n'est pas
obligatoir de donner le nomcourt de votre unité au fichier *.ufo.

3: Select "TA: K' dans "Program' and click on "Pack"

| NSTALLATI ON AND CONFI GURATI ON OF THE PROGRAMS

I: HPI View by JoeD

Thi s excell ent piece of software can unconpress .HPlI, .UFQ .CCX and . KMP
files. These files contain all the infos TA:K needs to run. You need 1.9
version to be conpatible with TA: Ki ngdons.


http://www.cws.org/~joed/ta/index.html

@ HPI Fil
Eile Help

e Yiewer

=
=3

=3

-3
-3
-3
-3
-3

E-E3 CJewhTA Eingdome WA FIvEuild. ufo

anims

RET o

CAMEUILD

features

w07 all worlds

{27 Corpses
GAMEDATA

03 soundclaszes
Ohjectz30
Scripts

zounds

tranzlate

itz

Filz M ame | Type
Araflyjpg JPG file

Install ation:

Unconpress de .zip file in a fodler,

I'l: HPI Pack by JoeD

This program can build . HPI,
Vi ew, that does the opposite.

br ot her of HPI
TA: K.

and create the shortcuts you need.

.UFQ, .CCX and .KMP fil es.
You need 1.7 version for

It

isthe little


http://www.cws.org/~joed/ta/index.html

[® HPI File Packer
File Help

Diirectary to pack:

Browse. . | I

D ezstination HPY file:

Browse. . | ||

Frograrm Comprezsion kethod

[Tack T |

Fack

Exit

Installation:

As sinple as HPI View. You need to unconpress the .zip in a folder. To
make units conpatible with TA'K, you just have to add "-

di sabl ecavedogverification" after kingdons.exe on the comrand |ine of your
shortcut.



Propriétéz de TA Kingdoms

ingdarnzhkingdoms. exe’’ -dizablecavedagwerfication

"CohJeu Ta Kingdoms"

ALICLIn
Fenétre normale

The nodi fi ed shorcut

I11: TDF Edit by TA:Ki ngdons Fr

This software will help you in all the creation process of your unit.


http://www.multimania.com/takingdoms

&% TDFEdit 1.0

FEilez Options  Help

Create Mew Lnit I Open Already existing L nit I Save Thiz unit I Compressl I
EIE rit Foot - .
-l Anims £S5 Unit Script
ﬁl canbuild
-5 Features SORRY
-5 Gamedata Somy, but no zcript ukility exizts for Tatal Annihilation: Eingdoms. .. See vou in the nest versian...
objectz3D
----- scripts But you can chooze the file used as script [COBT: =
- I
ﬂ sounds C:ATempharabowatsonptsharabowa. cob Open | —II
""" ~ trapslate Be carful: this file must have the same name than your FEI file:
----- FEl Linits
’ arabowa
| Mizc
|F wous weant to distribute source with your unit, add vour BOS file here:
C:4\Temph arabowa. bos Edit |
Mate: if you chooze a filename wha iz not the name af pour unit,
filename will be automatically renamed while zaving.
<< Prey I Meut > I
|"v"i$it our web site [http:AAssa. multimania. comtakingdoms/] -

Install ation

Unconpress the .zip in a folder, respecting the hierarchy of the fodlers /
files. You need then to create two folders : one for the sounds, and one
for the images

Hel p:

To have this tutorial when you click on "Help -> Tutorial" ou CTRL F1, copy
all this tutorial (don't change the files and folders nanes) in the

subfol der "Tutorial” of the folder where you have installed TDF Edit.

Sounds

- create a folder on the desktop naned "taksounds"

- extract all the files fromenglish.hpi (english version) or french. hpi
(french version) or spanish.hpi, german.hpi, italian.hpi (guess which one
is for the italian version ?) in the taksounds fol der you just created.
You can use HPI View to do this.

- In this folder, delete all the subdirectories, except the "sounds" one.
- Launch HPI Pack, selct your "taksounds" folder in "Directory to pack"
and save that in your TDF Edit folder, under the nane "sounds. hpi"
(Destination HPlI file). Select TAin "Prograns", and click "pack"

| mages :
- create a folder on the desktop, called "takpics"
- extract all the files from"data. hpi" (on your TA'K CD if you chose




m nimal installation), with HPl View

- delete all the directories fromthe "tal pics" folder, apart from "anins"
- in this subfolder, delete all the subfolders, apart from "buil dpic"

- launch HPI Pack, and pack the takpics folder in a file called

"buil dpic. hpi" in your TDF Edit folder.

I'V: 3Do Builder + by Quantum

This programnmis used to create units from.DXF or .LWD files. You need
version 2.0 to work with TA: K. You al so need a 3D nodel er software that
can save in .DXF ou .LWO formats.

z Untitled. 3do - 3D0 Builder

Eile ‘fiews Objects Special Mizc. Help

NEEE T omwsn Qe k& H [Tack - & =

8- baze Erﬂnt - - . Iara_stu:une j
& hazeh T .
B baur "
P bazilizkstone
L rnigzile

Faces | Object Advanced.. I Tap ==

Object |Verte:-:| Other I

Apply Tranzformations
v . .
M to child objects

Scale Factor: |4.5 ﬂ
Scale Which Axis? NS = e —— | b

vl 2 |Ea NN
Ratation Angle: IEIEI.EI ﬂ

Fotate which wiew?
Framt | Top | Hightl

| Ready 'baseb |[-22.0.-3] | 4

Installation:

Extract all the files fromthe .zip, and | aunch 3dobuil der+. exe to
configure the program

- you shoul d have created TA: Kingdons textures, as explained in the


http://www.annihilated.com/quantum

obj ect s3d section of this tutorial

- If you have the TA UnitViewer, you can use it here, but it will not work
wh TA K units. dick on File->Export yo Unit Viewer to choose the right
Unit Viewer, conpatible with TA'K units.

- dick on "View -> Set custom TA Location" and sel ect the fol der where TA
resides (if you have it), and click on "View -> Set custom TA: K Locati on"
to select the folder where TAK is.

- if ouclick on "View -> Display options", you can choose the col ors of
the layout, and also diable the 3D View. You should be aware that this
view is repsonsible for 80% of this soft crashes.

To enable the 3D view, you need to have OpenG installed on your PC. It is
avai l abl e from Quantunm s site.

V: Visual Soap

You need it if you want to use *.dxf file in 3Do Builder +

W Yizual Soap E |
Options  Help
File ir — Optionz

IEZ"-»MES Dn:n::uments'\temj Browse [~ Stip Header
— | ¥ Removelines

File out [8 =] #iines
IEZ"-\.MES Ducuments'\temj Browse [T Add stra 3DFACE

™| Supen Elearn
Soapit! |

— Dk infio

# Faces I—

VI: Gaf Builder Pro par CAP

Use it to create customtextures for your unit and custom features for
your naps.
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'-'I: araport.gaf - GAF Builder Pro

File Images Options Help

BIEEETERE
NE.IITIE : I.-'l'mirnate | Frarmes I Su i s e ———— Frames | .J |

Blpore Vs 1 0 Wiidth Height
|64 |64
—Pozition [nfarmation———
# position |32 —
¥ position |32 :Il
Framerate (g :Il

—Foatprint Infarmatiorn

bt Z
Eootpriit Basiticn 'V FAT

—Ophiong———————
Compress [
Record r

Subframe > l.,. :
4 | | _..I ;l i |

| Ready | porte | | 4

Installation:
Unconpress de .zip file in a fodler, and create the shortcuts you need.

FDO BUI LDER +

Some functions are descibed in the objects3d section of this tutorial.
| L' | NTERFACE

1: lcon nenu

Dﬁ’-ﬂ@|@‘uau+ua[|@l&@\|lr$|.
1 2 3

4 § 6 7 & & 10 1 12 13

=Y

Create a new 3D npdel
Open an exi sting 3D nodel
3. Save a 3D nodel

N
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4: Create an inage of a 3D nodel fromthe Unit Viewer. Use it for TA units
only, as this Unit Viewer is not conpatible with TA:K Units.
5: Create a new piece of the object.
6: Inport a Supported fornmats of the inport nodul e
pi ece. - *.DXF: files created by nost of the 3D nodel er
- *.LMO "lightwave" files, genererated by 3D nodel er
- *.0BJ. "object" files, genererated by 3D nodel er
- *.3de: file created by 3DO Builder. It is a textured piece.
- *.3do: file created by 3DO Builder. It is a textured piece,
taken out of its context.
- *.3dt: another 3DO builder file. Holds a piece, with all its
subpi eces.
7. Export a S . * *
pi ece. upported formats are : *.DXF, *.3de, *.3dt.
8: Zoomin (the four views are affected)
9: Zoomout (the four views are affected)
10: Zoom 100%
11: Default cursor
12: Cursor that enables you to nobve a piece in the four views.

13: Draw a red border around the selected face in the 3D textured view

Not e about *.DXF files

To make your unit, you can use *.DXF files too. But you nmust first "soap"
this files before. To do this, lunch Visual Soap and configure it |ike
this screenshoot.

) Yizual Soap |
Optionz  Help
File in — Optionz

IEZ"\MES Du:u:uments'xtemj Browsze [~ Stip Headsr
— | [¥ Removelines

File out [ = #lines
IEZ"\MES Du:u:uments'xtemj Browsze [T Add stra 3DFACE

™| SupeniElean
Soap it ! |

— Draf infi

#t Faces I—

"File in" is your *.DXF file and "File out" is the nodified *.DXF file.
Click on "Soap it !" to nodify your file and adapt it to 3Do buil der



2: Table "Face"
sz C:\Temp\arabowa.3do - 3D0 Builder
File ‘“iew Objectz Special Mizc. Help

NS EL | O @ &[4 B [TacK -l =

=-AraGP - Er'?”t I I aralogo j
5-Hip T Ty il
2-LegliL
& Leall AIDLOGORag]
=-Footl . 4
| Wakel AIDL0GO a2
i Legllb i
=-LegUR I
=8 I__egLH AIDLOGO2g3
I?I--Fn:n:ntH l
- wakeR _
‘. LegLR& AlIDLOGO shield?
I =, Tmrem I _Ij I
4 »
— AIDLOGO ghield2
Faces | EII::ieu:tI Advanced... I L'I'_F' _‘”‘_
i E
"_____;[—Face IEI:EI torzologo
P
AIDLOGOH torsologo2
2 —Texture & .
Origptatiar _I o "I torsalogad
Clear | .
Apply... | tarzologod
[ W
Color... | o o S o [turiclago?

L

| Ready \Capell | (13,0, -50)

1 : Face selector. Aface is selected on the selected part in the pieces
tree just above. The face is in red on the three plane views, and also on
the textured view if the option is selected (3).

2 . Possible nodifications for this face : - Mapping of a texture by
doubl e click on the right nmenu (texture chooser) (4). The selected texture
is shown under "Orientation”, and its nane is shown near "Texture" (2) -
Change the orientation of the texture with "Orientation”. You can turn in
of 90°, 180°, 270°. - By clicking on "Clear", one can delete the texture
fromthe face. - By clicking on Apply, one can map the texture on nore
thant one face, or on the conplete piece. ("Apply to the entire object") -
By clicking on Color, you can apply a sinple color on a face.



3: Table "hject"
sz C:\Temp\arabowa.3do - 3D0 Builder

File ‘“iew Objectz Special Mizc. Help

DS EE O @ Q& k| E [TacK -l =
=-Leall | Er'?”t _”{ o o I aralogo j
=-Footl T B il
© Lowiakel
‘- LeglL5 AlIDLOGOAag!
=-LegUR .
=8 L:E:gLH AlIDLOGOAag?
B- F_n:n:ntH -
PobwiakeR !
- LealF5 AIDLOGOfag?
8- Torzo l
- Head
g.&; AIDLOGOshield1
L el -
i ;IJ -
_I - — AIDLOG O zhieldZ
Faces Ubject |.-’-'-.|:Ivan|:eu:|.._| Top —= .
=
T .

torzologaol

Object Offzet — 7
u |3.244:3:35 Apply |
it |1D.4?245 Show

V| Object

z |3. 932493 Origir

_ Use current pozition az
Ohbject Origin

torzologo?

torgologod

3

torzologod

Scale Object Size 4

[10 ﬂltumclngm

L

| Ready |Capell |[-32.0,-32) |

1: Enables you yo nove the selected part nore precisely than using the
cursor (2). Cick on Apply to validate your nodifications

3: Enables you to nove the rotation axis on the origin of the axises. You
can use that if you nisplaced while creating your .LMO file. The rotation
axis is shown with a little blue square on the three plane views.

4: |s used to zoomyour part. A nore powerful function will be expl ai ned
in the Table "Advanced". It acts as a nultiplier on the size of the part.
Thus a figure smaller than one reduces it, and bigger than one enl arges
it. dick Apply to record the nodification



4: Tabl e Advanced
sz C:\Temp\arabowa.3do - 3D0 Builder

File ‘“iew Objectz Special Mizc. Help

DR EHE s QA& [N 4| E

I aralogo j

S-Legll | [Front ==
=-Fooll T . - il
owakel
Legll5 AlDLOGOMagl
& LeglR (o]
8- L:egLFI AIDLOGOflag2
B- Foath -
LowdakeR !
i LegLR& AIDLOGOag3
8- Targo l
i Head )
EI Capell AIDLOGO shieldl

LI L Canal . -

Fau:esl Object Advanced... I LD:F' —”‘

AlIDLOGO shield2

Object |‘u’erte:-:| Other I

Apply Tranzformations
1 / tochild objects

Scale Factor: |1 0 _’.;J

Sc ich Axis?
x| v z| o an |

Ratation Angle: IEIEI.EI ﬂ

torzologaol

torzologo?

torgologod

torzologod
Rotate which view? 4
: [ 1|
Frant | Top | nghtl turiclogol
= |
| Ready \Capell |[15.0,-14) | y
A: bj ect
1: Check this box if you want to apply the transfornmati ons you nade on
this piece to all its subpieces. Useful if you want to nove an arm

composed of three subpieces.

2: |Is used to change the size of the piece. It is nore powerful than the
object zoomin / out, as you can apply it axis by axis, by selecting "X,
"Y', "Z" or "Al". You can also apply this nodification to all the

subpi eces of that piece. The button marked with an inversed ? ( 3 ) undoes
the nodifications.

4: |s used to rotate a piece as well as all its subpieces. To select which
rotation you want to apply, you have to click on the "Front", "Top" or
"Right" view.



B: Vertex

Face _<|_>| IEIEI—
2 Wertey _<|_>| IEI:3

Wertex Pozition:

% l3germy —=1
v [5.533045E-02 ﬁ-‘«pp'.'r'l

£ |-1.14242

On this table you can nove vertices of the faces, to go fron1[:]to [::;7
for instance. When you click on this table, a small red square appears on
the views, marking the vertex that is to be noved. Set the new position of
the vertex in the box (1) and "apply" it. You can change of vertex by
using the arrows (2) next "Vertex".

C. O her
This table is enpty, | dont know what it is doing here..

-- Aramion
--Weruna
- Zhion
-- Taros

This menu enabl es you to choose which type of texture you want to use. |If
TAis not inthe list, either you dont have TA (you should !), or you dont
have configured 3DO Builder properly. Check it here. If TAKis not in the
list, either you dont have TA K (...) or 3DO Builder is not configured
properly, or that your texture pack is not correct. To build it, go here
"Obj ects3d". To make TA:K units, | advise you to choose TA'K -- All.

I aralogo - I

iaralono
aramonhzt
ararnonzt?
aramonst3
aramonztd
arazhipz
arazhips2
[iFlagi
This menu is a chooser between different types of textures.

I'l: THE MENUS
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1. File
File “iew DObjects Special Misc. Help

Hew Chrl+H
Open... Ctrl+0
Save Chil+5
Save bs... Crly
Impart Model....
Export bModel....
Export to Lnit Yiewer... F&
Export to Unit Yiewer [Custom]...
Impart Textures. .
E xit

As you can see it, all the classical operations are available fromthis
nenu.

"Export to Unit Viewer..." nakes possible to preview a unit in Cavedog
Unit Viewer. Not conmpatible with TA K ..
"Export to Unit viewer (custom..." allows you to test your TA unit

scripts. Not TA: K conpati bl e.
"I'mport Textures..." to inport your own textures. Does not work with TA K

2: View
Yiew Objects Special Mizc. Help
v Grid

Grid Size. ..

Zoom |n F¢
Zoom Qut Fa
v Apply Zoom to OpenGL view
v Auto-Center Wiew

Wi »
Openl View »
Startup Options. .

Set Cugtom TA Location...
Set Custom TAE Location...

Dizplay Options. ..
v Feep texture ratio in Faces box

"Gid" : to enable the grid in the three plan views

"Gid Size..." : to change the grid size

"View' : to choose the X, Y or Z view

"OpenGL view' : to choose what kind of 3D view you want to see, textured
or not

"Startup Option..." : to tell the programwhere are your TA/ TA K fol ders.
"Di splay Option..." to custom ze your interface
"Keep textures ratio in Face box" : uncheck this to nmake the program

faster.



3: (bjects

Objects  Special Mizc. Help

Impart Object... Chrl+
Expart Object... Chrl+E
Export All Objects. ..

Create Object... Ctrl+C
Bemove Object b aj+Del

Import Scale Value...
Is used to create a new piece in the pieces tree ("Create Obhject") or to

del ete one ("Renmpbve Object"). You can inport a piece ("lInport object..."),
export one or all of them ("Export Object..." and "Export All
bjects..."). Al these functions are available fromthe icon nmenu.

"I mport Scal e Val ue. .. to fix a zoom val ue when you inport a piece.

4: Speci al
Special Mizc. Help
Inwverze Face F2
[rwerse Object Faces F3
Irverze All Faces F4

kerge Duplicate Verntices. .
Clean Up Madel...

Add Unit Ground Plate
Set Face az Unit Ground Plate  Chrl+G
Change Ground Plate Size...

Scale All Objects. ..

Create Urnit Picture. ..

"Inverse Face" : to inverse the sense of a face, if the texture appears on
the wrong side.

"I nverse (bject Faces" : inverses all the faces of a part.

"Inverse All Faces" : inverses all the faces of a 3D object.

"Merge Duplicate Vertices..." and "Clean Up Mddel" : are used to delete

vertices to reduce the nunber if the faces. Be careful when using this,
you are likely to get a strange result !

"Add Unit Ground Plate" : adds the green square arounf the foot of a unit
(TA), or the green glowing circle (TA:K). The value is given in pixels,
you need a 16x16 square for a 1x1 unit.

"Set face as Unit Ground Plate"” : to use the selected face as the unit
ground plate

"Change Ground Plate Size...' to change its size...

"Scale all Objects..." : change the size of the whol e object

"Create Unit Picture..." : use this in TAonly. The picture is used in the
build nenus to represent the unit.



5: M sc.

Mizz. Help
Select Mext Face F12
Select Previous Face F11

Copy Fiece ClrlH ez
Copy Branch
FPaste Fieces/Branch  Maj+Hnz
"Sel ect next Face", "Select Previous Face" : to select the next / previous
face of the part.
"Copy Piece" : nore sinple than to export / inport a part. Textures are
al so copi ed
"Copy Branch" : sane as above. Alle the subpieces are al so copi ed.
"Paste Piece/Branch" : to paste what you have copi ed.

SHORT NAME LI ST

Each unit has a long name (Flying Builder) and a short nane, conposed of 8
letters, understood by the TA K engine. One of the first things you want
to do is to choose a short nane for your unit. The first three letters are
related to its canp : ARA, TAR, VER or ZON

TDF Edit has a function that tells you the short name of any unit, giving
its long nane, and its long nane giving its short nane.

Looking for a nane with TDF Edit
1: dick "Options -> Search Unit nane..."

2 : Type in a long or a short nane then "Small to long", or a | ong nane
then "Long to small". Choose your |anguage.

3 : dick search, the result is witten in the text w ndow.



¢% Search Unit Name._.

]|

Firzt chonze between zmall unit name [ARACASTL] to long unithame [Aramon Caztle] or
long ko zmall unit name
" Small to lang & Long bo smal
Mext choze zmall / long unit name
j Adorateur de Likr j
) Y'ou can chooge the language
And Click on Search Ol LisE:
Maote: zometimes pau will 2 resultz, or 2 same . :
Lt name in & combaobaox, [Fs narmal, by " English . |tEI|IEIr'.I
unitz [Long name] can use same object and ¥ French " Spanizh
FBI file [zmall name). " Germnan
Clear |
Mew search...
Type of zearch: long to small unit name
Rezult:
Small unit name of ‘bdorateur de Libe' iz “YERLIHR"
End zearch
-
4] 3
Cloze |
As an exanple, | |ooked for |'"Adorateur de Lihr" in the french version,
and | learnt that it was VERLI HR

Creating Build Pictures

S—
From Acol ytes Shrine(http://ww.takntc. com acol ytes/)
e Open your units. 3do.
e Find the angle you want. Make
sure it's no bigger than
i . 64*48. | know, it’s snall but
you have to live with it :)
! | . Press ALT + PRI NTSCREEN (on
| your keyboard)
- e Open M5 Paint
i ' . e Paste the screenshot. (CTRL-V)

B

(you can directly pasted into
Phot oshop but it's nore
confortable for me :)


http://www.takmcc.com/acolytes/
http://www.takmcc.com/acolytes/tutorials/tutori12.jpg

e Using the outline tool, select
the area around your unit
i mge, and copy it (CTRL-C)

e (Open Phot oshop

e Create a newfile; goto File +
New.

e Mke sure it's 64*48 pixels
and in RBG col or.

e Paste your fromStep 2 (it
shoul d in new | ayer).

e Select the "Magi c Wand" too

e Using your "wand", select all
the "blue" (or the background
color and press Del ete.

I ncreasi ng your nagnification
will help

e Fromthe Layer box, right-
click on layer your units pic
is on and sel ect Bl ending

Options.

« A new wi ndow shoul d a appear
e« dick (and select) Quter d ow
e Select the settings and

experinment to get the effect
you want .

You shoul d have should Iike the bp
to your |eft.

Now, to added a background. First
find one (O select one here).. Do
so now, | can wait


http://www.takmcc.com/acolytes/tutorials/tutori5.jpg

|

e Cot your pic? Good.
e« Right dick on your picture
and sel ect Copy

BN L e« Coto to back to Photoshop
e Paste the picture (CTRL + V)
(make sure it's a layer behind

your units picture)

e And now you got a background.
And your finished at this
poi nt

_ e Now saving. The easiest part.
= e File and Save As. ..

— e Make sure you save in JPG
And since TA-K will take any
(file) size, and color, neke
sure you set quality to

Hmateee Maxi mum (12) to get the best

' quality :)

Customizing TA:K to Allow Third Party Races without Iron Plague

— S

By Delozier

All Race Custom Installation

The predonmi nant problem | have been receiving feedback about
lately is installation of third party races when the Iron

Pl ague is not available. If you really |ove playing Kingdons,

| recommend that you purchase the Iron Plague..... even if you
have to shop the ww to find it. |I know for a fact that the
expansi on can be purchased online through vendors such as
Amazon.com and Chips and Bits.......

So what | did was re-install Kingdons without the Iron Pl ague
and started trying to get the races to work there nyself. |
ended up creating sone kinda large files to downl oad (25nb
total) and | am hopeful that this custominstallation wll

al | evi ate enough race installation problens to be worth the
file sizes. | have NOT included the Creon race, or any of the


http://www.chipsbits.com/
http://www.Amazon.com/
http://www.takmcc.com/acolytes/tutorials/tutori11.jpg

Iron Plague map files. | have left the sidedata files separate
for those of you who wish to nodify it to include only certain
races. The Nol P version included with the Nol Pfiles does NOT
support the Creon race. The files contain:

1. Races contains the versions of the 3rd party races
currently installed in ny original Kingdonms
fol der. These have been edited for sidedata and a
conflicts. An unfinished Al (not all races are included)
that can be updated if all else proves to work as
pl anned. Al so, a copy of the Creon supporting
al | sidedata is included.

2. NolPfiles contains the Ip files needed to |oad the 3rd
party races. It also contains the No | P sidedata file.
It does NOT contain the Creon race.

3. Supporting files contains the extra files needed to
performthe installation below (version upgrade files,
and Cavedog unit files)

Downl oad those files to your hard drive and unzip them DO NOT
unzip theminto your Kingdons directory! Instead, unzip them
into another directory that you have created. This is what |
have done in order to get to the third party races to work

wi t hout the Iron Plague installed:

1. Performed a FULL | NSTALLATI ON of Kingdons fromthe CD.

2. Added the -disabl ecavedogverification to nmy shortcut.

3. Installed 1x-2bd. EXE, then 2x-2bd. EXE. These are the
Cavedog version 1 to 2 upgrades contained in the
supporting files dowload. | did NOT install version 3!

4. Installed the Cavedog units included in the supporting
files downl oad.

5. Added the races and ai folder included in the races
downl oad.

6. Added the new version of the All RaceNolP file included
inthe No IP files downl oad.

7. Added the Nol Psidedata file included in the No IP files
downl oad.


http://www.takmcc.com/cgi-bin/load.cgi?utilities/SupportingFiles.zip
http://www.takmcc.com/cgi-bin/load.cgi?utilities/AllRaceNoIP.zip
http://www.takmcc.com/cgi-bin/load.cgi?utilities/Races.zip
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