INI Editing, The basics 1

RULES.TXT

Before any editing can take place you need both the Rules.txt and the Artini.txt. These must be either downloaded or extracted from 3Ddata.rfh using Duneex. First we will start with the rules.txt:

The rules is basically composed of numerous integer and true/false strings. Many of these strings have individual  values and there is no overall value. To expand, one such string would be:

Speed = 

This is both a “unit” and “bullet” integer string. This uses numbers ranging from 0.01 to beyond 99. This the fundamental speed of an object, however this may be altered by other strings, such as

mechspeed = 

But at this stage all you need to know is if you increase this value it will go faster, decrease and it will go slower.

The other type of string visible in the rules is a true/false statement:

Stealthed = TRUE

This is basically a statement that informs the game engine whether a fact is true or false, active or not. In the above example, being TRUE means that the unit will be invisible, whether moving or not. Whether this statement is applicable to bullets or not is yet to be discovered but even if it is, it is unlikely to prove useful, so stick to using it with units.

Now there are basically 7  things that may be found in the rules. These are

Units 

Bullets

Warheads

Buildings

TurretAttaches
Splats

Explosions

The term “unit” encompasses infantry, vehicles and aircraft, even superweapons such as the DeathHand.

Bullets are objects that are literally fired from the TurretAttach, this means sniperbullets, plasma balls, missiles etc.

A warhead denotes just how much percentage damage a bullet does to a unit or building. For instance, if a bullet does 100 damage in its description (Damage = 100) and its warhead = WAR_W (an object with W at the end always denotes a warhead) and say that the following was true for WAR_W:

[WAR_W]

None = 100

Earplugs = 100

BPV = 80

Light = 25

Medium = 15

Heavy = 10

Concrete = 60

Walls = 1

Building = 3

CY = 1

Harvester = 2

Invulnerable = 0

Aircraft = 8

Now the above values are percentage modifiers for the damage quota, each value represents a different type of armour. If a unit had 100 health and BPV armour then being shot with the weapon above (causes 100 damage) would only cause the unit to lose 80 health as WAR_W only causes 80% damage to BPV armoured units.

Buildings are pretty much the same as Units except that they use certain strings that units don’t and they are declared differently (see declaration later).

TurretAttaches are the weapons used by units and buildings (turrets). These fire Bullets and its in the turretattach data that the reload count is defined along with muzzle animation and of course the bullet they fire.

Splats are caused by bullets and replace the explosion caused by a bullet.

For instance: ExplosionType = deathhandsplat. They can also be used as resources in unit data entries:

Resource = deathhandsplat 

Explosions tell the engine, in conjunction with the ARTINI.TXT what explosion animations to use with what bullets and units.

Declaration

This is a very important section, without “declaring” an object it will not be recognised by the game engine and will be totally ignored. To declare an object, you must first make sure you know what the object IS. You will only need to declare newly added objects, such as a new unit. To declare, using the “Find” tool in notepad/WordPad find the word “NEW” this should bring you to the “new declaration section” this is where all new objects should be declared. Just below where this section, and the word “NEW” will be :

//*IMPORTANT*New stuff needs added below here so that save games are preserved

[BuildingTypes]

[UnitTypes]

[BuildingTypes]

[BulletTypes]

[TurretTypes]

[ArmourTypes]

[BulletTypes]

[BulletTypes]

[WarheadTypes]

[BuildingTypes]

[UnitTypes]

[BuildingTypes]

And the list will continue. In your rules file each of these headings will already have unit names underneath them but I have deleted them here for reference. Now take your object, say it’s a bullet, and take its name. Let’s call this bullet BULLET1_B. Now you would copy this name and paste it underneath the BulletTypes heading like so:

[BulletTypes]

Bullet1_B

And now the game engine will recognise it and know to look for a rules entry called [Bullet1_B] and to treat it as a bullet. Of course it still will not work as the artini data is missing and this is what you must do next.
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