Steve’s Rules of War 1 final
SROW1 is a rules mod for TS it includes new units and some graphics not really known in TS (no new graphics yet). Their descriptions are desricbed below the installion instructions.

Disclaimer

If any files included in this package damage your computer it’s not the fault of Seth2784 or I, meaning that someone else did something to it before you got it. Use at your own risk

Files Included

Files that came with this package are:

SROW1.bat

SROW1.doc

TSart.dat

TSrules.dat

TSver.dat

TSai.dat

TSwallpaper
Install

To install unzip all contents into your TS directory then run the bat. file which will install SROW1 for you then run TS.

Note: To install the wallpaper extract it to C:\program files\plus! then go to properties, then background, then select browse, finally go to C:\program files\plus! and select TSwallpaper then once up select apply, ok.

Uninstall

To uninstall run the bat. file and select disable then uninstall, both will allow you to play TS without the mod. but uninstall will delete all files completely.

Note: This will delete all the files in any form, enabled or disabled (except wall paper). 

Unit Descriptions

Ground Units Upgrades and changes

Mammoth Tank-The good old CnC1 mammoth tank back to kick some ass!

Mammoth Mk.3-After GDI’s problems with the Mammoth Mk.2 they realized they needed something that could be easily produced with out using so much resources to build what they came up with was the Mammoth Mk.3 this is actually the old mammoth design only it carries a cloaking device and a reproduction of the nod commando CyCannon it also hovers to avoid the now infamous Veins. NEW
Mobile Stealth Generator-This nod unit can be sent ahead to cloak an area for attack units to group up and the enemy will never know. NEW
The Amphibious APC is now armed with a Vulcan to cover ground units during assaults.

The Zeus heavy assault mech. is a upgrade of the GDI titan, armed with a rail gun for those hard to reach spots.NEW

The heavy assault vehicle carries a RPG these units are good when they’re used as clean up or in sweeps.NEW

The Nod Harasser tank used back in the first war by nod is a cheap way to defend your base and bother the enemy, best used in groups. NEW

Nod’s front line heavy tank can take a beating before it stops ticking, good when used in mixed unit assaults (i.e. light tanks and tick tanks in group) it can cover your attack units while they stir it up. NEW

When in need of a quick solution to your lack of units build a couple of rusher tanks they can watch the base while your forces recover or lead assaults. NEW
To set up a front line defense for a second base or your first use the mobile deployable laser turret this unit  can be deployed any where but once deployed it can’t be un deployed and moved. NEW

Another one of  Nods mobile front line defense units is the mobile obelisk this unit when deployed fires the obelisk weapon good when placed beside two or three laser turrets and this one can undeploy and moved. NEW

Nod needing a way to disable GDI’s long range attack mechs developed the EMP tank to disable and destroy them. NEW

GDI unable to take up large funds and reseat time brought back the nod flame tank to use themselves against large infantry rushes by nod. NEW

Air Units Upgrades and changes

The dropship is now avalible it carries up to 15 infantry units and is decently armored, but some what slow.

The Orca transport is avalible also it carries only 5 units, but it moves faster but also carries less armor.

If ever locked in a heated battle and your out numbered disable a chunk of their armor with the Orca EMP bomber packing a EMP pulse that’ll stop the enemy dead in his tracks, but don’t get to close or your stuck, easy pickings! 

NEW

Note: I disabled this because it was very inaccurate to enable it just delete the colons next to it, both in the art and rules, but you were warned.

One of Nods many discoveries during the first Tiberium War was the Scrin technology ,which developed into the Banshee, now they have made another jump in technology with the Scrin super fighter little is known about it outside Nod secret ops, but the few GDI personal to survive an attack on their base by one say it carries a strong rail gun. NEW

Note: Unfortunatly I couldn’t get this to, so for now just attack structures or the game will freeze.

GDI using captured stealth technology developed the orca spy plane 

a fast stealthy long range unarmed spy craft but it is very lightly armored. NEW

With the Banshee and Scrin fighter too expensive, but the harpy to weak nod redesigned their harpy and came up with the harpy-X a inexpensive but fairly well armed bird. NEW

Structures Upgrades and changes

The light post is now available for both sides to help out during night missions

The guard tower is now available for both sides it helps assist in spotting enemies and is armed with a Vulcan, Sam combo also.

The temple of nod now has a defensive weapon to hold its own during attacks

and still has the hunter seeker.

You can build sandbags though not as tough they are good when getting an intial base up and running, to slow the enemy.

GDI’s extensive work in disrupter technology has brought them their newest defensive weapon the disrupter upgrades for the component tower. NEW

Using firestorm technology GDI developed the firestorm cannon a turret that fires high-energy bolts that deal a great amount of damage to the unlucky recipient of the shot. NEW

Infantry Upgrades and changes

Laser commandos like their cousins can annihilate enemy bases but not by them selves, of course they’ll need back up  .NEW

Chameleon spies have the ability to scout enemy bases without detection of course they can’t get in the way of a big vehicle or splat.

Disrupter Infantry are available to GDI they pack a SonicZap watch out .NEW

The Nod Mutant Elite are tiberium altered Nod soldiers what they lack in armor they make up in speed and fire power. NEW

Nod’s newest technological advancements have produced the cyborg flame infantry, carrying a Lt. flame thrower that can incinerate infantry and melt steel in seconds. NEW

Stolen Nod subterranean technology now gives GDI the chance to do some real damage with subterranean assault infantry, they carry a S.U.S.D (Single Unit Subterranean Device) which can tunnel them to almost any where on the map and surprise the enemy. NEW

Other Changes

Elite Abilities to most units have been changed and it’s now easier to get elite.

You’ll have to find these out for your selves.

Changes since beta

Added ground, air, and Infantry units.

Orca EMP bomber disabled due to bug.

Super scrin fighter weapon changed to Lt. Railgun to fix bug (but it didn’t)

New ai.ini added to make computer challenging 

New bat file for mod

Added a wallpaper for the computer 

Bugs

The orca EMP bomber when landing sometimes slides across the screen. Unit disabled…

The Dropship carries 15 men but the pipscale doesn’t show 15 pips just 5.

The Orca EMP bomber is rather a bad shot when hitting targets its aim is off by about 10 squares!! I’m working on it. Unit disabled…
During the game it might get choppy when new units are built but don’t worry.

If any other bugs are e-mail me SM60 below.

Credits

Concept and Design-SM60

All Rules editing-SM60

Testing-SM60 and Seth2784

Debugging-SM60

Thanx to:

Everyone that helped that isn’t on the credits (i.e. people that submitted tutorials and editing updates)

Cncmods.com

To the makers of TSGold who gave me the idea to make my own mod

Dan for the Zeus idea even though he doesn’t deserve it because he all he does is insult and put down my mod.

Info

To get ahold of me e-mail me at  Marsfam@telegram.infi.net  name the subject of the E-mail SROW1 bug, Only do this to report a bug not to insult the mod.

