The Complete Manual To Editing


Command & Conquer


.INI Files





By





CRASH OVERRIDE








TRIGGERS








 NUCLEAR MISSILES








To [Triggers] add:





nuke=trigger type,Nuclear Missile,0,player to have,None,0 (for single, 1 or 2 for loop)





eg


nuke=Time,Nuclear Missile,100,GoodGuy,None,0








ION CANNON








To [Triggers] add:





ion=trigger type,Ion Cannon,0,player to have,None,0 (for single or 1 or 2 for loop)





eg


ion=Time,Ion Cannon,100,GoodGuy,None,0








AIR STRIKE





To [Triggers] add:





air=trigger type,Airstrike,0,player to have,None,0 (for single or 1 or 2 for loop)





eg


air=Time,Airstrike,100,GoodGuy,None,0





REINFORCEMENTS








To [Triggers] add:





rnf=trigger type,player to have,link to team types,single or loop


eg


rnf=Time,Reinforce.,100,GoodGuy,gdi1,0














To [Team Types] add:





gdi1=player,heaps of numbers,reinforcements type,transport type,numbers, MOVE:any waypoint number


eg








CHINOOK








gdi1=GoodGuy,0,0,0,0,0,7,3,0,0,2,HTNK:1,E5:5,RMBO:1,TRAN:1,2,MOVE:1,Unload,0,0,0








HOVERCRAFT








gdi1=GoodGuy,0,0,0,0,0,7,3,0,0,2,HTNK:1,E5:5,RMBO:1,LST:1,0,1,1 MOVE:1





(hovercraft MUST be given waypoints on BEACH to land where you want)








Death Or Destruction Resulting In Failing Mission








In [Units],[Infantry], or [Structures] add the 


modification below:





Where it says None you can add a link to the triggers. Call it what you want.


then add something like:





ded=Destroyed,Lose,None,None,0,1





Destrucion Of A/ll Unit/Infantry/Building Resulting In A Trigger








In [Units}, [Infantry] or [Structures] add the 


modification below:





Where it says None you can add a link to the triggers. Call it what you want.


then add something like:





sam=Destroyed,Airstrike,0,None,None,1


		or


sam=Destroyed,0,None,rnf,1  (for reinforcements)


		or


sam=Destroyed,Ion Cannon,0,None,None,1


		or


sam=Destroyed,Nuclear Missile,0,None,None,1
































Triggers Layout





rnf1=Time,Reinforce.,100,GoodGuy,None,1


^^^^ ^^^^ ^^^^^^^^^  ^^^ ^^^^^^^ ^^^^ ^


 1.       2.      3.             4.        5.       6.  7.





1)Trigger name (you can choose)


2)Trigger Type


3)Trigger Command


4)Time until reinforce etc. from 0-999999


5)Player in use


6)Additional link to another trigger 


7)Single or Loop 0 for single 1 or 2 for loop


(Only add . if using Reinforce)








STRUCTURE CONTROLS





15=GoodGuy,NUK2,256,2492,0,None


^^   ^^^^^^^^  ^^^^^  ^^^  ^^^^ ^  ^^^^


1)         2)           3)      4)     5)  6)   7)





1)Building number (no need to change CCMAP will do it for you)


2)Building owner


3)Building type


4)Building’s health (0 will blow up instantly, 1 minimum to stay alive, 256 max)


5)Building position in cells


6)Direction building is facing (Only matters for NOD gun turrets)


7)Optional trigger varible (links to triggers)





Types Of  Structures


some eg’s below


NUKE=Power plant, NUK2=Adv. PP, SAM=SAM site, SILO=silo, OBLI=Obelisc of light, WEAP=Weapons factory, HAND=Hand of nod, ATWR=Adv Guard Twr, AFLD=Airfield, PLYE=Barracks








TEAM TYPES











ENEMY ATTACKS OR ALLIES ATTACK








In [Triggers] add:





atk1=Time,Create Team,your choice of time,desired player,team name,0 once only or 1 for repeat





eg


atk1=Time,Create Team,50,BadGuy,nod1,1





























In [TeamTypes] add:





nod1=desired player,numbers,units to attack,4,movement paths,command,10,0,1





eg





nod1=BadGuy,1,0,0,0,0,15,0,0,0,2,ARTY:1,BGGY:2,4,MOVE:1,MOVE:2,Attack Base,50,0,1


^^^^    ^^^^^^  ^^^^^^^^^^^^^^^^^   ^^^^   ^                   ^^^^^                     ^^^^^^^^^     ^^^^


 1)            2)                       3)             4)     5)                     6)                              7)             8)





1)Team name


2)House built


3)No idea???


4)Type of unit/infantry refer to units for details


5)Number of units built


6)Movement co-ords in way points refer to waypoints


7)Command for untis to follow (Guard,Area Guard,Attack Base,Attack Units etc)


 8)Something to do with attacking speed or type??





UNITS





This is a list of all the infantry and unit types I have worked out





Infantry


E1=Minnigunner


E2=Grenadier


E3=Bazooka Guy


E4=Flamer


E5=Chem Warrior


E6=Engineer


RMBO=Commando


DELPHI=Agent Delphi


MOEBIUS=Dr. Moebius


C1-9=Variety of civilians





Vehicles


JEEP=Humm Vee


MTNK=Medium Tank


HTNK=Mammoth Tank


TRAN=Transport Helicopter


BOAT=Gunboat


APC=APC


BIKE=Nod Cycle


BGGY=Nod Buggy


LTNK=Light Tank


ARTY=Artillery


MLRS=SSM launcher (Napalm missiles)


MSAM=Mobile Rocket Missile Launcher (MLRS)


FTNK=Flame Tank


HARV=Harvester


UNIT/STRUCTURE COMMANDS 








1)Guard 


2)Area Guard 


3)Attack Base 


4)Attack Units 


5)Attack Civil.


6)Sticky


7)Sleep








OTHER BITS 'N' PIECES


T1-12=Tiberium


WCRATE=wooden crate


SCRATE=steel crate





BASIC SECTION


CarryOverCap=The percentage of the money from the previous level carried over


CarryOverMoney=The max ammount of money carried over


Intro=Some Cutscene


BuildLevel=Decides what stuff you can build (For commandos and stuff use 98 or 99)


Theme=The theme music that will play when you restart and carries on after the cutscene


Percent=Not sure??


Action=A cutscene that gets played when you resta
