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Disclaimer (Sorry, I have to write this)





I do not and will not accept responsibility if, while playing this mod, your PC is harmed in any way, whether temporary or permenant. This mod works fine on my PC, so it should on yours.








What is this?





A Deadly Weapon or Three is a modification to Westwood Studio's game 


Command and Conquer: Tiberian Sun. This mod uses some of the most inspired units and awesome weapons ever to create a perfectly balanced game, for skirmish or network play.








How do I use this?





Knowing that you have gotten this far, you will probably have already unzipped this to a directory. Now all you need to do, is to copy all the files below into your Tiberian Sun directory.


By default, it should be C:\Westwood\Sun, but it may vary for different people.


After you have done that, just run the batch file whenver you want to play.





Don't worry about uninstalling, everything returns back to normal once you quit the game.





One thing though, if any files labelled rules.ini, art.ini, theme.ini or title.pcx are in your Tiberium Sun directory, chances are they will be overwritten, or the mod will not function properly.








What are the files included?





Name				Size		Description





deadlyweapon.bat		686b		The file you use to run the program.


deadlyweapon.pcx		247kb		The title screen picture.


deadlyweapon.ini		277kb		The main modification file.


deadlyweaponart.ini		86kb		The art modification file.


deadlyweapontheme.ini		47kb		The music modification file.


deadlyweapon.wri		58kb		The document you are reading.








What is new in this mod?





New TRANSENDANCE MISSILE


New NAPALM BOMB


Almost every unit and a lot of buildings now have buildlimits (so some idiot doesn't attack your base with 100 Titans).


New Flame Infantry


New Mortar Infantry


New Shock Troopers


Umagon (Mutant Sniper) enabled


Mutants enabled (several types)


Chameleon Spy enabled


Rocket troops are now available to GDI (as in C&C1)


Tiberium Fiends enabled


New Commando


New US Navy Seals


New Cyborg Series 101


New Subterranean Harvester


New Hover Harvester


New Subterreanean Wolverine


New Wolverine Mark II


New Scorpion Tank


New EMP Mech


New RPG Launcher


New Underground Assault Tank


New Cluster Artillery


New V6 Rocket Launcher


New Howitzer Cannon


Mammoth Tanks enabled


New Mammoth Mk III


New Big F**king Droid


New Droid of Chaos


New Apache Fighter


New Apache Bomber


New Orca Recon


New Orca Battleship


New Scrin Fighter


New Hawk of Justice


New Ultimate Harvester


Kodiak enabled (with railgun weapon)


Montauk enabled (with tesla zap weapon)


Flame Cannon replaces Vulcan


New Plasma Cannon


New Advanced Guard Tower


New Railgun Turret


New Disruptor Tower


New Nuclear Power Generator


New Nuclear Power Plug


New Ultimate SAM Launcher


New Devestator Defense


New Defense of Death


Can now have 30,000 for max money


Hidden tracks enabled


Banshees cost more, have better health and buildlimit of 3


Orca Bombers cost more, have better health and buildlimit of 3


Normal Harvesters are cheaper


Random ion storms


Random meteorite storms (when map included is played)


Better armor, speed and combat skills when veteran


Faster crate regeneration time


Ion-Storms found in crates (rare, but there)


Crate power-ups now affect a wider area


Refinery and Silos hold a LOT more tiberium


Up to 20 units can now be queued


Power plants produce more power


Stealth Generator has bigger radius and costs more


SAMS have better armor


Special weapons (except Firestorm) take longer to reload


Hunter Seeker Droids MUCH LESS formidable


Hunter-Seeker Droids and Missiles can be stopped by GDI Firestorm Defense


AI's Ion Cannon priority changed


AI now takes longer to find enemy


Other changes to numerours to mention here


And some other new units








The plot





There is absolutely no plot for this mod. It is a MULTIPLAY mod, for God's sake. Who the hell needs a plot?!? I certainly don't, and neither do you.








What are the new units/structures?








New Nod Infantry





Name: Mutant


Cost: $200


Prerequisites: Mutant Training Grounds


Description: Although similar to normal infantry, mutants are stronger, faster and can heal in tiberium.





Name: Mutant Grenadier


Cost: $300


Prerequisite: Mutant Training Grounds


Description: Although similar to their human counterparts, mutants are stronger, faster and can heal in tiberium.





Name: Mutant Rocketeer


Cost: $400


Prerequisite: Mutant Training Grounds


Description: Although similar to their human counterparts, mutants are stronger, faster and can heal in tiberium.





Name: Flame Infantry


Cost: $250


Description: These units carry a strong flame thrower that will decimate any


infantry standing in the way of the blast.





Name: Shock Troopers


Cost: $750


Prerequisites: Nod Tech Center


Description: Shock troopers are strong (if rather slow) infantry units, firing weak lasers.


Well worth the price, shock troops cannot be run over by enemy vehicles.





Name: Commando


Cost: $1500


Prerequisites: Temple of Nod 


Description: The commando carries a high caliber railgun which is useful against both infantry and vehicle units. They also wear a strong bullet resistant armor vest, but because of their heavy weaponry and armor, they travel rather slowly.





Name: Cyborg Series 101


Cost: $4000


Prerequisite: Nod Tech Center, Missile Silo


Description: You might call it a Cyborg Commando Mark II. This behemoth packs one


hell of a laser, in addition to a nasty flame thrower. It's quite an accomplishment to


own one of these.





Name: Soldier of Power


Cost: $4500


Prerequisite: Nod Tech Center, Nod Temple, Montauk


Description: The best soldier on the field, this tough guy fires the most powerful railgun in the world. Because of this, he is very slow and expensive to train.








New Nod Units





Name: Subterranean Harvester


Cost: $1500


Prerequisite: Nod Tech Center


Description: Subterranean Harvesters can go underground to reach locations that normal harvesters usually can't.  Also, because of the fact that they go underground when driving towards the tiberium they are going to harvest, the only places where they submerge and are vulnerable to enemy fire, is when it is harvesting and when it is unloading the tiberium into your refineries.





Name: Scorpion Tank


Cost: $1500


Prerequisite: Nod Tech Center


Description: As Nod now have access to service depots, the Repair Vehicle has undergone some changes. Now they fire 120mm guns and MRLS missiles, and can take quite a beating, too.





Name: Tiberian Fiend


Cost: $1500


Prerequisites: Nod Tech Center


Description: Recent protests of human tiberium exposure have left Nod with fewer mutation options. One test they are free to exploit is the mutations of animal wild life. The tiberian fiend is the result of the tiberium/animal exposure. They are fast and very powerful. 





Name: Cluster Artillery


Cost: $1500


Prerequisites: Nod Tech Center


Description: The upgraded version of standard artillery. Fires a cluster shell which has excellent collateral. No need to deploy, but is rather inaccurate.





Name: EMP Mech


Cost: $1250


Prerequisites: Nod Tech Center


Description: With the EMP Cannon technology now obselete, Nod have found another way 


to disable units. This modified Titan fires an EM Pulse. The spread is not as much


as it once was, though.





Name: V6 Rocket Launcher


Cost: $1250


Prerequisites: Nod Advanced Research Facility


Description: The V weapons were created almost 80 years ago by Soviet Scientists. After undergoing many improvements, the Brotherhood now utilise this expensive technology. These can decimate almost anything in a couple of shots, but are very vulnerable.





Name: Subterreanean Wolverine


Cost: $750


Prerequisites: Nod Weapons Factory


Description: Stolen GDI technology has allowed Nod to recreate a more powerful version of their Wolverines, with the added advantage - they can now submerse.





Name: Anti-Tank Device


Cost: $2000


Prerequisites: Nod Advanced Research Facility


Description: To combat GDI's vehicle superiority, Nod scientists have developed this weapon, capable of demolishing any tank within seconds.





Name: Ground Strike Launcher


Cost: $3000


Prerequisites: Nod Advanced Research Facility


Description: An excellent alternative to an airstrike. The design is similar to that of GDI's Hover MIRV, but it can fire it's surface to surface missiles with far greater range.





Name: Apache Fighter


Cost: $1500


Prerequisite: Nod Tech Center


Description: This is one of Nod's aircraft prototypes. It is a fast plane equipped with several rounds of highly explosive rockets, capable of destroying both infantry and armor with ease.





Name: Ultimate Harvester


Cost: $3000


Prerequiste: Nod Advanced Research Facility


Description: This is the best possible harvester to have. It is twice as strong, twice as fast and can carry twice the amount of Tiberium that a normal harvester could. It also has a cloaking device and can plough underground, too.





Name: The Exterminator


Cost: $3000


Prerequisite: Armageddon Pyramid


Description: Try and imagen a Mammoth Tank which is faster, tougher and full of more high explosives than you can shake a finger at, and you would be looking at the Exterminator.





Name: Scrin Fighter


Cost: $4000


Prerequisite: Armageddon Pyramid


Description: Similar to the Banshee model, but this differs in that it fires devestating ion missiles  and is capable of sustaining more fire.





Name: Droid of Chaos


Cost: $7500


Prerequisite: Armageddon Pyramid


Description: The name says it all. A hulking, huge droid capable of destroying just about anything it encounters.








New GDI Infantry





Name: Bazooka Infantry


Cost: $200


Description: These troops are equal to Nod's rocket infantry in all important respects.





Name: Mutant


Cost: $200


Prerequisite: Mutant Training Grounds


Description: Although similar to normal infantry, mutants are stronger, faster and can heal in tiberium.





Name: Mutant Grenadier


Cost: $300


Prerequisite: Mutant Training Grounds


Description: Although similar to their human counterparts, mutants are stronger, faster and can heal in tiberium.





Name: Mutant Rocketeer


Cost: $400


Prerequisite: Mutant Training Grounds


Description: Although similar to their human counterparts, mutants are stronger, faster and can heal in tiberium.





Name: Umagon (Mutant Sniper)


Cost: $1000


Prerequisites: Mutant Training Grounds, GDI Tech Center


Description: Umagon is a mercenary Forgotten soldier. She carries a super accurate and powerful sniper rifle and C4 plastic explosives. Though extremely useful against infantry, it is quite weak against armored targets. She is one of the toughest infantry units on the battlefield, and worth the price.





Name: Mortar Infantry


Cost: $600


Description: These infantry are strong (if rather slow) units that pack a 90mm explosive charge. Well worth the price, they cannot be crushed by enemy vehicles.





Name: US Navy SEAL


Cost: $3000


Prerequisites: GDI Uplink Center


Description: These guys pack a laser in equal power to that of the Cyborg Series 101. Their


C4 charges make them excellent for light skirmishes, but they aren't nearly as tough as their


cyborg counterpart.





Name: Super Soldier


Cost: $4500


Prerequisites: Kodiak


Description: The best soldier on the field, this tough guy fires the most powerful railgun in the world. Due to this, he is very slow and expensive to train.








New GDI Units





Name: RPG Launcher Truck


Cost: $1250


Prerequisites: GDI Radar Center


Description: These light armored units fire rounds of extremely explosive rocket propelled grenade projectiles. They are powerful enough to shatter the strongest armor types.





Name: Hover Harvester


Cost: $1500


Prerequisites: GDI Tech Center


Description: Hover harvesters can carry more tiberium and travel a lot faster than the normal harvesters. They are also hover vehicles, so they can travel across water to reach tiberium patches. 





Name: Underground Assault Tank


Cost: $1000


Prerequisites: GDI Tech Center


Description: One of the new weapons available due to stolen Nod blueprints, the UAT does the job that the Devil's Tongue does not. With its dual cannons, it can make mince meat of any armored unit. 





Name: Mammoth Tank


Cost: $1850


Prerequisite: GDI Service Depot


Description: These big bad tanks bring back many memories. Created in secrecy almost 80 years ago by Soviet officials, its technology was later stolen by GDI scientists.


Thought to be made obsolete when the new Mammoth Tank Mark 2 was created, this bad boy makes a welcome return and shows us why it is really called the Mammoth Tank.





Name: Tesla Titan


Cost: $1500


Prerequisites: GDI Tech Center


Description: This nasty thing fires a shock wave that will positively electrify anything. Guarenteed to make Nod's hair stand on end.





Name: Tiberian Fiend


Cost: $1500


Prerequisites: GDI Tech Center


Description: The tiberian fiend is the result of the tiberium/animal exposure. They are fast and very powerful. 





Name: EMP Mech


Cost: $1250


Prerequisites: GDI Tech Center


Description: With the EMP Cannon technology now obselete, GDI have found another way 


to disable units. This modified Titan fires a long range EM Pulse. The spread is not as much


as it once was, though.





Name: Howizter Cannon


Cost: $1500


Prerequisites: GDI Tech Center


Description: A brilliant long range weapon, this baby fires anti armor weapons, destroying units before they can even reach you.





Name: Wolverine Mk II


Cost: $750


Prerequisites: Weapons Factory


Description: The upgraded version of the Wolverine, this baby has the added benifit of hovering over obstacles. Good against infantry.





Name: Orca Recon


Cost: $1500


Prerequisite: GDI Tech Center


Description: Probably the fastest aircraft in the world due to it's extremely light armor, this little beauty drops napalm bombs that will level bases within seconds.





Name: Hawk of Justice


Cost: $1500


Prerequisite: GDI Ion Cannon Uplink


Description: Slow but steady, this heavily armed craft fires a devestating napalm bomb at it's enemies.





Name: Orca Battleship


Cost: $4000


Prerequisite: GDI Armageddon Center


Description: A great addition to our already formidable air force. It is capable of withstanding heavy fire, and dishes it out with a high power laser.





Name: GDI Hover MIRV


Cost: $2000


Prerequisite: GDI Advanced Research Facility


Description: Mobile devestation. This long range platform fires a huge burst of missiles and is useful on just about anything on the map, even aircraft. But keep it in the background and don't let Nod get too close to it.





Name: Ion Launcher


Cost: $3000


Prerequisite: GDI Advanced Research Facility


Description: A vast improvement over the Disruptor. This vehicle launches heavy damaging ion balls at anything that comes near it. Excellent for support.





Name: Ultimate Harvester


Cost: $3000


Prerequiste: GDI Advanced Research Facility


Description: This is the best possible harvester to have. It is twice as strong, twice as fast and can carry twice the amount of Tiberium that a normal harvester could. It also has a cloaking device and can plough underground, too.





Name: Mammoth Mk III


Cost: $4500


Prerequisite: Advanced Research Facility


Description: You don't want to be on the receiving end of one of these. The latest GDI 


prototype fires a sonic beam as well as some powerful rockets. With cloaking and heavy armor, this big boy is a battle winner.





Name: Chrono Tank


Cost: $3000


Prerequisite: GDI Armageddon Center


Description: After finding a hidden prototype of this from the buried Allied command center, the GDI forces made several improvements. Now the chrono tank doesn't need to charge before teleportation, and arrives at it's destination faster than you can say "Whew".





Name: Big F**king Droid


Cost: $7500


Prerequisite: GDI Armageddon Center


Description: The name says it all. A hulking, huge droid capable of destroying just about anything it encounters.








New Nod Structures





Name: Railgun Turret


Cost: $500


Prerequisite: Hand of Nod, Radar


Description: Because Nod's laser defence was...well...crap, the scientist division created two potent defense systems. The Railgun Turret is the first. Although the railgun is fairly weak compared to others on the battlefield, it has a fast fire rate.





Name: Disruptor Turret


Cost: $800


Prerequisite: Hand of Nod, Tech


Description: The second of the new turret defence systems. Fires a sonic wave that damages any unit severly. Nasty stuff.





Name: Sam Site Mark II


Cost: $1000


Prerequisite: Tech Center


Description: An upgraded version of the original. This version fires a proton ball for use against ground units.





Name: Hospital


Cost: $1500


Prerequisite: Nod Tech Center


Description: As the Brotherhood have no medic, this is what they got instead. This will heal any infantry unit who enters.





Name: Nuclear Power Generator


Cost: $2000


Prerequisite: Tech Center


Description: This structure pumps out enough juice to light a utopia in flamboyant colours. Beware though, it this is the only thing that powers your base, losing it will lose you the battle.





Name: Montauk


Cost: $4000


Prerequisite: Temple of Nod


Description: The Montauk carries a Tesla charge for defence, and allows the creation of the best units in the world.





Name: Advanced Research Facility


Cost: $7500


Prerequisite: Montauk


Description: This allows creation of some of the most advanced units in the world.





Name: Ultimate SAM Launcher


Cost: $2500


Prerequisite: Armageddon Pyramid


Description: This is the ultimate protection against aircraft. Nuff said.





Name: Defense of Death


Cost: $4500


Prerequisite: Armageddon Pyramid


Description: This is the definite base defense to have. Nuff said.





Name: Armageddon Pyramid


Cost: $10000


Prerequisite: Montauk


Description: One of the final pieces in the Nod base. Building this grants access to machines that can turn the tide of a heated battle. It also acts as a training camp - any soldier who walks in will walk out a veteran.








New GDI Structures





Name: Flame Cannon


Cost: $150


Prerequisite: GDI Component Tower


Description: This building is used for effective anti-personal defence. Against infantry, it shines, against armor, it dies.





Name: Plasma Cannon


Cost: $500


Prerequisite: GDI Component Tower, Radar


Description: Excellent for hectic defense. This baby pumps out protons for good effect. Used with RPG launchers, your base is damn well defended.





Name: Advanced Guard Tower


Cost: $1000


Prerequisite: GDI Component Tower, GDI Tech Center


Description: Modifications to the EMP Cannon have allowed GDI scientists to use rockets from the first C&C wars in their own defense structures. Hence, the Advanced Gun Tower is the closest match yet to the deadly Obelisk of Light.





Name: Nuclear Power Plug


Cost: $2000


Prerequisite: Uplink Center


Description: This plug pumps out enough juice to light a utopia in flamboyant colours. Beware though, it this is the only thing that powers your base, losing it will lose you the battle.





Name: Kodiak


Cost: $4000


Prerequisite: GDI Uplink Center


Description: The Kodiak carries a railgun for defence, and also allows creation of some of the best units in the world





Name: Advanced Research Facility


Cost: $7500


Prerequisite: Kodiak


Description: This allows creation of some of the most advanced units in the world.





Name: Ultimate SAM Launcher


Cost: $2500


Prerequisite: Armageddon Research Facility


Description: This is the ultimate protection against aircraft. Nuff said.





Name: Devestator  Defense


Cost: $4500


Prerequisite: Armageddon Research Facility


Description: This is the definite base defense to have. Nuff said.





Name: Armageddon Research Facility


Cost: $10000


Prerequisite: Kodiak


Description: One of the final pieces in the GDI base. Building this grants access to machines that can turn the tide of a heated battle. It also acts as a training camp - any soldier who walks in will walk out a veteran.
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Contact Information





Ok, I now have my own account at Virgin, so please e-mail me at the address above for any mod related questions or your opinions on my mod.





Please don't write "your mod rocks" or "It sucks", as that doesn't help me in any way. Please don't write mails that say "Your a mother f**king s**t head" or similar. I will write back to you with pretty much worse things to say. You'll see if you try.





Also, if you play Team Fortress Classic, you can find me under the name "MintyFreshDeath" on the PC Zong Mag UK TFC server (server address 193.133.49.229:27015) at the following times:


Wednesday: 8.00pm - 9.00pm


Friday: 9.00pm - 12 midnight


Saturday: 1.00pm - 4.00 pm


	   9.00pm - 12 midnight


(The above are only approximations)





Please don't e-mail me regarding faults about my mod. My brother has a tendancy to spot every tiny mistake in this mod and points it out to me in the most absurd and impolite manner (making him an excellent beta tester).








Bugs





After extensive testing, this should be free of the "internal error" bug. HOWEVER, it may happen because your computer is having a freakout (ie low on RAM, etc).





There is a slight error for the buildlimit. Say, if you want to build 10 Titans in one go, you may find that you can only order up to 9, and the last one has to be ordered once the others have been built. This is a bug I have seen in other mods too, so chances are it is an error in Westwood's version that cannot be reversed (can someone enlighten me on this matter?)





If you play as GDI, capture a Nod Construction Yard and try to build a helipad, the game will crash. THIS IS NOT AN INTERNAL ERROR CRASH. YOUR GAME WILL FREEZE UP AND YOU WILL HAVE TO RESET YOUR COMPUTER IF YOU TRY IT.





Some weaponary may look like it is being fired incorrectly. This bug cannot be changed without modifying the weapon animations (which I can't and won't do).





The Tesla Zap looks a little strange, but this is also minor.





The Armageddon Pyramid may turn completely invisible when you build it. This usually happens if you build it too far from the construction yard. It can still be selected and used, though. I think I fixed this, but am not entirely sure.





This mod is for skirmish and network only. You can try it with the single player missions, but you'll almost definitely get some weird results. Network play is currently untested. Trying to play this over the Internet will NOT work (sorry, no other rules.ini mods will either, can't do anything about that).





This file may not include every detail in the mod. This is because it would take too damn long to explain, frankly.








Legal Information





You MAY NOT use this modification as a base for building your own files, unless you have my written or verbal permission. 


In other words, don't edit any of the files I have done and claim they are your own unless I say so. Which I haven't yet.





You MAY distribute this file, provided ALL the files are included, with NO modifications, at 


NO COST. 


This may be released as part of a demo cd on a magazine, but a copy must be sent to me, to ensure you are not breaking the above rules.





Failure to comply with these rules will result in legal action against you.








Version History





1.01		- Initial version, several internal errors, mod redone.





1.02 - 1.19	- Reconstruction of mod. 


		  Included factors too numerous to mention here.





1.2		- First real mod production.


		  Mosts new units in, but still had bugs that needed fixing.





1.25		- Fixed many bugs.


		  Managed to get Mammoth Mk III working.


		  Altered CPU Ion Cannon priorities.


		  Changed Hunter Seeker droid damage.


		  Changed Cluster Missile and Ion Cannon.


		  Gave special weapons a longer reload time.





1.3		- Scrapped Apache Fighter railgun (internal error when it fired).


		  Banshee bug fixed.


		  Changed queue unit value, tiberium value, stealth generator range, SAM 		  strength, refinery storage and power plant output.





1.4		- Made Napalm Bomb and Banshee Cannon.


		  Several unit changes.





1.5		- Slight modifications to Mammoth Mk III.


		  Alterations to Napalm Bomb.


		  Made alterations to Orca Recon and Apache Fighter planes.


		  


1.666		- Yet more modifications to Mammoth Mk III.


		  Hunter Seeker Droid bug fixed.


		  Ion Cannon less powerful.


		  Made alteranions on just about every airborne unit.





1.7 - 2.05          - Included factors too numerous to mention here.





2.06		- Added super units.


		  Changed several things.





2.22		- Added super buildings and other super things


		- Got rid of some of the more unbalanced units


		- Changed other things as well





2.25		- Ditched Demo Droid - caused internal error


		  Put buildlimits on Anti Tank and MIRV


		  Sped up build time


		  Finally got Defense of Death working


		  Reduced multiplier for veteran status


		  Created Ultimate SAM Launcher





2.4		- Replaced GDI Napalm Bomb with Satellite Uplink


		  (The bomb didn't work for GDI)





2.5		- Added Double Defense and Sam Mk II


		  Changed all things priced $5000 to $4500 (seems to build slow on $5000)


		  Got rid of Satellite Uplink (also didn't work)





2.51		- Ditched the Demo Truck (already not available, but caused internal error on 		  some maps, so destroyed the RaDemoCharge entry).





2.6 - 2.61	- Minor prerequisite changes and other things.





2.62		- Got rid of Double Defense and Sam Mk II (didn't work)


		  Added veteran granting abilities to Armageddon Pyramid and Research 		  Center





2.64		- NEW TITLE SCREEN


		  Added six new units, but was bugged. Redone





2.666		- Re-added new units


		  Created Transendance Missile


		  Fixed EMP Mech and Ion Launcher bug


		  Also fixed Orca Battleship and Hawk of Justice bug


		  And also fixed Scrin Fighter


		  Improved title screen


		  Added easy to use startup


		  Added new art.ini for different graphics


		  Added Chrono Tank and Exterminator


		  Added buildlimits on almost everything (to even the game up a LOT)


