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Disclaimer


==========





The purpose of this guide is to help the public in making total conversions for Command and Conquer: Tiberian Sun and its expansion pack called Firestorm, both by Westwood Studios, Inc.





The author claims no responsibility regarding any illegal activity concerning this guide, or indirectly related to this guide.
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Chapter 1: Getting Started


==========================








1.1  Introduction








This guide will explain step by step how to make a conversion for Tiberian Sun and Firestorm. As of yet, there are no voxel editors available, so this guide is concentrated on non-voxel images.





Throughout the guide you'll find many abbrevations, like TS and FS. These mean respectivily Tiberian Sun and Firestorm.





For those who are already adept at editing in Tiberian Dawn and/or Red Alert, then you will have no problem to adjust to Tiberian Sun editing.








1.2  Where to get the Guide








This guide will NOT be sent out by the author by email, so don't ask. 


The latest version of this guide is always available at the Command and Conquer Danger Zone, www.planetcnc.com/cncdz.











1.3  Getting Started








If you wish to make successfull conversions, then I recommend you to check your computer for the following programs:





- Paint Shop Pro


- XCC Utilities By Olaf van der Spek


- AUD2WAV/WAV2AUD By Vladan Bato





If you don't have one or more of the above programs, then you can download them from the Internet. (see paragraph 4.3.1)











1.4  Extracting files








If you have TS without FS, you need to extract the RULES.INI, ART.INI, CONQUER.MIX, SOUNDS.MIX and SOUND.INI files from the TIBSUN.MIX file.





If you have FS, you need to extract the RULES.INI, FIRESTRM.INI, ART.INI, ARTFS.INI, CONQUER.MIX, SOUNDS01.MIX and SOUND01.INI files from the EXPAND01.MIX file.














Chapter 2: Editing


==================








The next sections explain how to add new things in TS, like units and sounds.











2.1  Cloning








The easiest way for adding new units and structures to TS is by a method called "cloning". The only files required for this are the RULES.INI and ART.INI files. (FS owners can also use FIRESTRM.INI and ARTFS.INI)


The method is simple. Instead of adding a new unit to TS, you'll copy  the lines in the RULES.INI file to another location within that same RULES.INI file. For example, the Titan is cool, why not putting another one in it? I'll just copy and paste the [MMCH] info in the rules file and make a [MMC2] unit, and change some values. (for more information on the RULES.INI and ART.INI files, see paragraphs 3.1 and 3.2)








2.2  Creating Units and Structures








The first thing you have to do is find the correct palettes.  These can be found in the .MIX files by extracting an image from the CONQUER.MIX file with XCC Mixer. You'll need at least two palettes.


To get these, find an icon in the CONQUER.MIX and extract it as a .PCX image. Do the same to a unit (most noticably: MMCH.SHP or SMECH.SHP)


Then start Paint Shop Pro and load the icon you've just extracted.


Choose Colors -> Save Palette... 


Give the palette a name (call it TS_ICON.PAL)


Load up one of the .PCX files of the unit you've just extracted and to the same with the palette (call it TS_UNIT.PAL)


You can now create new images for TS.











2.2.1  Adding a new graphic








Creating a new unit is simple, but you do need to know what you're doing. There are a few rules that apply:





- Icons must always be 64x48 in size, and it only needs to be the image; if you add text to the icon, then it might overlap the name you've given the unit.


- Units need at least 32 images, and it must 'rotate' clockwise. (look at one of the units in the CONQUER.MIX file for an example)


In addition, depending on the unit, there also needs to be a shadow. The shadow images also need to be seperate images; don't combine them on the unit graphics. Turrets also need to be 32 images and 'rotated' clockwise. The shadow images always come last; so the order is: unit (base), turret (optional), shadows.


- Walking units, like mechs or infantry, don't rotate 32 images. Instead, there are 8 of them (approx. 45 degrees clockwise) and also need walkframes. When making these walkframes you need to count them and note them down. Note: when giving a unit 5 walkframes in its direction facing north (starting images), all other directions the unit faces must have the exact number of walkframes, or the unit will look messed up when it moves around. A turret is likewise optional, and must be 32 images 'rotated' clockwise. Finally; the shadows must also be there, and requires as many images as the walkframes.


- Structures need more than one .SHP file. One of them must contain the buildup animation. This animation may have as many images as you wish. Second: the structure itself. You need at least three images for this in the following order: structure image, structure image (damaged), structure shadow.


When making a structure with multiple images (like a radar) you must also make the same amount of images for the damaged structure, as well as the shadow. (example: Radar has 9 images, Radar (damaged) has 9 images, Radar shadow has 9 images)


- When working in Paint Shop Pro, always load the correct palette first before you do anything by choosing Colors -> Load Palette... -> (name of the palette file, TS_ICON.PAL for the icons or TS_UNIT.PAL for the units/structures)


- Always same the images under the same files with increasing numbers.


(Example: TNK 000.PCX, TNK 001.PCX, etc. ; always begin counting at 000!)





When you're done with the unit/structure/icon you've just created, you have to convert them to a single .MIX file. The XCC Mixer is needed for this.


Start this program, and find the files you've just created. Select all of them (click on the first one and shift+click on the last one) and, when still having the mouse cursor over them, right click. Select "Copy as SHP" in the popup menu. The images will be converted into a single .SHP file. This file will have the same name you gave the images before the 000, 001 entries (in this case: TNK.SHP ; see example above). Even when the program states that "Copy ... failed" then it was a success. (ONLY if you've selected the files right!)





The next step is to place the .SHP('s) in TS/FS. Here is where the XCC Mix Editor comes in handy.


Start this program and open CONQUER.MIX with it. In the window you'll see the contents of this file. Don't exit this program and open Windows Explorer. Find the SHP('s) you've just made and drag them to the XCC Mix Editor window. You will notice that the files have been added to the CONQUER.MIX file. When you are done with the dragging, choose the "Compact" button on the right.


Finally, you need to make changes to the RULES.INI/FIRESTRM.INI and ART.INI/ARTFS.INI files to make it work. (For more information on how to edit RULES.INI and ART.INI files, see paragraph 3.1 and 3.2)











2.2.2  Adding a new sound








This action is similar to the previous paragraph, and it's easier.


The only rule that applies here is that the sound must be a .WAV file, and it has to be 22.050 Hz, 16 Bit Mono.





To convert the .WAV file to a C&C .AUD file, you need the WAV2AUD utility. It is recommended you save the file in the same directory where the WAV2AUD/AUD2WAV utilities are installed.





Example:





You've just make a sound file called HELLO.WAV and want to convert it to HELLO.AUD.


Go to a Dos Window (don't exit Windows!) and go to the directory which contains the WAV2AUD/AUD2WAV programs.





Enter the following command:





WAV2AUD HELLO.WAV HELLO.AUD








You now have converted the sound to a .AUD file. The only thing you have to do now is put it in TS.


Close the Dos Window and run XCC Mix Editor. Open the file called SOUNDS.MIX. If you have Firestorm, you must open SOUNDS01.MIX instead.


Drag the .AUD file in the XCC Mix Editor window and select "Compact".


Finally, you have to make changes to the SOUND.INI file (Firestorm users must use SOUND01.INI instead) For more information on how to edit SOUND.INI/SOUND01.INI files, see paragraph 3.3.











Chapter 3: References


=====================








The following paragraphs are intended to help people in editing several things in TS/FS.











3.1  RULES.INI and FIRESTRM.INI components








The contents of these files are alike, but there is one big difference, however. Any modifications made in the FIRESTRM.INI file will only have effect when you play TS with the FS cd inserted. The RULES.INI file is intended for both versions. 


There are several entries in these files which must be modified if you want the new unit/structure to appear right in the game.


These are: [VehicleTypes], [InfantryTypes], [AircraftTypes], [BuildingTypes], [Warheads], unit/structure entry, weapon (If any), Projectile (If any), Warhead (If any) 


All of these will be described below.








[VehicleTypes] Section


======================





The [VehicleTypes] section is a list of all the units (hover, land, subterranean, amphibious) in the game. The 'clean' list (from the RULES.INI file) is as follows:





[VehicleTypes]


1=MCV


2=HARV


3=APC


11=4TNK


15=MMCH


16=BIKE


17=SAPC


18=SONIC


19=CAR


21=BUS


22=STNK


23=WINI


24=PICK


27=ART2


29=TTNK


30=HMEC


31=SMECH


32=HVR


34=LPST


35=REPAIR


36=HORV


37=LOCOMOTIVE


38=TRAINCAR


39=SUBTANK


40=BGGY


41=JEEP


42=TRUCKA


43=TRUCKB


44=VISC_SML


45=VISC_LRG


46=ICBM


47=CARGOCAR


48=WEED


49=GHUNTER


50=NHUNTER





Any new units you've made must be added to this section. It must have a unique number, in this case it can be 51.





Example:





51=TNK








[InfantryTypes]


===============





The [InfantryTypes] Section is a list of all the infantry units in the game. Like the [VehicleTypes] list, new infantry units can be added to the list. (must also be a unique number)





Example:





25=NEWDUDE








[AircraftTypes]


===============





The [AircraftTypes] section displays all the airborn units in the game. Like the [VehicleTypes] list, new airborn units van be added to the list. (must also be a unique number)





Example:





9=MIG








[BuildingTypes]


===============





The [BuildingTypes] section is a list of all the structures in the game. Deployed vehicles, like the artillery and the sensor array are also included in this list. Like the [VehicleTypes] list, new structures can be added to the list. (must also be a unique number)





Example:





250=CIRCUS








[Warheads]


==========





The [Warheads] section is a list of all the warheads used in the game. Like the [VehicleTypes] list, new warheads can be added to the list (must be a unique number)





Example:





25=KABOOM








Unit/structure entry


====================





The Unit/structure entry is what makes the unit/structure what it actually is. It contains strength, armor and other things that makes that unit/structure unique. The unit/structure must have the same name between brackets ([ and ], for example [TNK]) as in its listed section ([VehicleTypes], [InfantryTypes], [AircraftTypes] or [BuildingTypes])





Example:





[TNK]


Image=4TNK


Name=Death Tank


Category=AFV


TargetLaser=yes


Primary=DeathRay


Strength=600


CrateGoodie=yes


Armor=heavy


Turret=yes


TechLevel=5


Sight=6


Speed=4


Owner=GDI


Cost=1700


Points=60


ROT=5


Crusher=yes


SelfHealing=yes


Crewed=yes


Explosion=TWLT070,S_BANG48,S_BRNL58,S_CLSN58,S_TUMU60


VoiceSelect=25-I000,25-I002,25-I004,25-I006


VoiceMove=25-I012,25-I014,25-I016,25-I018,25-I022


VoiceAttack=25-I014,25-I022,25-I024,25-I026


VoiceFeedback=


MaxDebris=4


Locomotor={4A582741-9839-11d1-B709-00A024DDAFD1}


Weight=3.5


MovementZone=Destroyer


ThreatPosed=40	; This value MUST be 0 for all building addons


DamageParticleSystems=SparkSys,SmallGreySSys


AllowedToStartInMultiplayer=no


ZFudgeColumn=9


ZFudgeTunnel=15





For more help on valid entries in the unit/structure entries, you can look in the RULES.INI file. There is detailed help there.








Weapons


=======





This is what the unit's weapon will be. It must be the same name as the unit's primary and/or secondary weapon. For more help, look in the RULES.INI file; there is detailed help there.





Example:





[DeathRay]


Damage=500


ROF=150


Burst=2


Range=13


Speed=100


Warhead=Super


Report=OBELRAY1


Charges=no


LaserInnerColor = 0,0,255


LaserOuterColor = 0,0,0


LaserOuterSpread= 20,40,40


LaserDuration = 15


Projectile=LLine3


IsBigLaser=true


IsLaser=true	








Projectile


==========





A projectile is the bullet/missile or any other thing you'll see when it flies to a target. This must be the same name as given in the weapon section. For more help, look in the RULES.INI file.





Example:





[LLine3]


Inviso=yes


Image=none


AA=yes


AG=yes








Warhead


=======





A warhead is the explosion and damage (to some extent) taken from the weapon. The name must be the same as in the [Warheads] list and in the weapon section. For more help, look in the RULES.INI file.





Example:





[Super]


Spread=0


Verses=100%,100%,100%,100%,100%


InfDeath=5


Tiberium=yes


ProneDamage=60%


Sparky=yes








3.2  ART.INI and ARTFS.INI components.








Like the RULES.INI, the ART.INI file has the same makeup as the ARTFS.INI. The only difference is that the FIRESTRM.INI file can only use entries from the ARTFS.INI.





The ART.INI file contains the artwork used in the game. You can add elements to this file, like new units/structures. The entry of a unit/structure must have the same name as in the RULES.INI file. (From either the [VehicleTypes], [InfantryTypes], [AircraftTypes] or [BuildingTypes] list)





Example:





[TNK]


Cameo=TTNKICON


Voxel=yes


Remapable=yes


PrimaryFireFLH=40,32,96


SecondaryFireFLH=-32,80,120


PBarrelLength=192





For more extensive help on editing ART.INI files, you can read the  ART.INI file; it is, like the RULES.INI, pretty straight forward)








3.3  SOUND.INI and SOUND01.INI components.








When you have TS with Firestorm, you must edit the SOUND01.INI file; otherwise the sounds will not be played. For non-FS users, edit the SOUND.INI.


The SOUND/SOUND01.INI file contains a list of all the sounds used in TS/FS. You can add entries to the list, and they must have unique numbers.





Example: 356=HELLO





The entry must be the same as the .AUD file you've added. (without the .AUD extension, of course)


You also need to prioritize the sound. To do this, go all the way to the bottom of the file (EOF) and add that entry.





Example:





[HELLO]


Priority=100











Chapter 4: Miscellaneous


========================








4.1  Third Party Programs and WWW pages








The XCC Utilities, By Olaf van der Spek


homepage: www.rtsn.org





Paint Shop Pro


homepage: www.jasc.com





AUD2WAV/WAV2AUD tools, By Vladan Bato


homepage: www.geocities.com/SiliconValley/8682








4.2  Future Improvements








- Voxel editing support (?)


- More details


- Pictures


- ...
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