Tiberian Sun Mods: 2 in 1


TS Master's Mission Edition V. 2.6


Tiberian Sun Counterstrike V. 4.0








This feature contains two modifications or "mods" for Tiberian Sun.  One is TS Master's Mission Edition, the other is TS MasterMod, as described below.  Note that both mods were created manually without the help of third party programs (editors).





TS Master's Mission Edition





Since by now you have probably gone through both of the GDI and Nod campaigns, you probably don't want to play it again.  Well, if this mod is in effect, it can really liven up both of the campaigns.  While only adding very few units, it alters many units and structures and does not disrupt the mission balence.  This mod was designed specifically as an add-on for both GDI and Nod missions, but can be played in skirmish as well.  I personally recommend it!








How to Install & Play





It's rather simple, really.  Locate the files named: gedition.dat (the data for the GDI Campaign), nedition.dat (the data for the Nod Campaign), mdart.dat, GDICamp.bat (the program used to start a GDI Campaign), and NodCamp.bat (the program used to start a Nod Campaign) and move them to your Tiberian Sun directory, which is commonly C:\Westwood\Sun.





To start, however, it's a bit more complicated, but still rather easy.  To start a GDI Campaign, be sure to start the game with GDICamp.bat.  To start a Nod Campaign, use NodCamp.bat to start Tiberian Sun.  THIS IS VERY IMPORTANT!  If you use GDICamp to play a Nod Campaign (and vise versa), you will not be able to accomplish the first mission of either side and the game may crash unexpectedly.








Features:





Ion cannon strikes do more damage, but take longer to recharge.





Chemical Missiles and Multi-Missiles do more damage, but take longer to produce (does not apply to Chemical Missiles).





Firestorm defense wall now block missiles and Hunter Seeker Droids when active, if there is a Firestorm Generator.





GDI Upgrade center not only serves as the center for Hunter and Ion Cannon controls, but now serve as a backup rader.  Only one may be built at one time.





Temple of Nod can only be build once.  If destroys you may build it again.





Stealth Generator is now able to cloak your entire base, but you may only build one.  (Try it and see!)





Only GDI can build the slow, traditional Harvester (see below for the explanation).





Ion storms may occur in certain missions where they may not supposed to be, but I found that this is rare.





Ghost Stalker has a longer range, and no longer has the C4 ability.





Two Mammoth Mark IIs may be deployed at one time.  Slightly weaker armor though.





Wolverine has a stronger armor.





Mobile Senser Array covers a larger area.





Cyborg Commandos: Two can be in your army at one time.





Mutant Hijacker: Four can be deployed at one time.





Tick Tank's weapon has been upgraded and the Stealth Tanks armor is stronger.





Laser and Vulcan Cannons have a longer range.





Specific Unit/Structure Changes (GDI)





Mammoth Tank: Of course, everyone knows what this is.  It first saw the battle field when it was


		     manufactured by the Soviets in the 1930s.  It was then later stolen by GDI


		     and was made a part of GDI's arsenal in the first Tiberium War.  Now the 		     classic is still now a part of GDI's aresnal.





Orca Transport:  Basicaly the arial version of the Amphibious APC.  Can carry up to 5 infantry.





Umagon:  Of course, everyone knows Umagon, the girl Mac loves.  Wooo.  Anyway, she is armed 


	      with a sniper rifle and C4s.  Deadly against infantry.





Hover Harvester:  You wait is over!  GDI's basic harvester has been replaced by hovering 		       harvesters.  Faster with stronger armor, they are unaffected by most terrain.  		       But they are Ion Storm sensitive, certain missions may force you to use the


		       Basic harvester.





Harvester:  They are now extremely weak and slow, and they can't withstand more than a couple 


	        hits.  Very cheap.  Nod cannot build these because their harvesters are not Ion Storm 


	        sensitive.





GDI Tiberium Refinery:  Now comes with a Hover Harvester instead of a Harvester.





Advanced Power Turbine: Adds 100 points of power with each upgrade.





Specific Unit/Structure Changes (Nod)





Tiberium Friend:  Because of shortages in "willing" subjects, Nod has turned the subject of their 		      experiments on animals.  These "dogs" are fast stronge, and are pretty deadly.





Chemeleon Spy:  Basically the Spy from Red Alert.  Used mostly for infiltrating radar facilities.





Subterranean Harvester:  Nod's basic harvesters have been altered so that they can burrow


			        through the ground to their destinations.  Being underground makes 


			        them virtually safe from all danger.





Nod Tiberium Refinery:  Comes with the Subterranean Harvester.





Obelisk of Light II:  Wow, and you thought the Obelisk couldn't get any better.  The laser has


		        redesigned so that act as GDI's railgun technology, meaning that they are


		        capable of level entire rows of enemies in one stike.  Since the railgun and


		        laser are two different weapons, both of them do damage together.  Levels


		        almost all units in one hit!  But because the railgun cannot hit over unlevel 


		        terrain, the laser proves to be backup.  The bad parts: They cost more and 


		        require more power.





Bugs/Problems





Really the only problem with this is that in civilian cites, the Port-a-Shack Deluxe has been replaced with the Nod Tiberium Refinery!  Not really a bug, but weird.


If you find any more bugs/problems with this mod, of if the game crashes while this is in effect, please feel free to contact me through E-mail at CCRAMaster1@aol.com


Please do not E-mail me with technical questions for Tiberian Sun.  E-mail westwood for that.





LEGAL STUFF





You may distrubute this mod(s) freely, but you must give credit the the creator, CCRAMaster, and you may not call this your own creation.  I worked long and hard on this mod.  If you break these terms, you will be dealt with accordingly.  You have been warned.








LATEST UPDATES FOR TSMME!





Refineries no longer appear in civilian cities.  The Hover Harvester and the Subterranean Harvester now appear in the missions instead of the traditional Harvester.


It appears in the mission where you must destroy the Mammoth Mk. II prototype, the Mammoth Mk will attack a cruicial structure at the very beginning of the mission.  The Port-a-Shack Deluxe is what it's attacking, and it must still be there when you infiltrate the Comm. Center.  The Chameleon Spy is now very fast and the PASD is practically invinsible.  You MUST infiltrate a Comm Center before the Mammoth Mk. destroys the PASD of the mission will never get on with it.  Infiltrate the Comm Center to the north.  Head north, and you will see a road.  Follow it to the west and head north till you see a spot light.  Infiltrate the Comm. Center.  You will know if the Mammoth destroys the port-a-shack when you see "Now watch it's effectiveness against ground units."








Tiberian Sun: The Counterstrike





First of all, I'd like to tank you for choosing TS Counterstrike: Modification for Tiberian Sun.  This readme will tell you in detail of all units, structures, etc., that are in this mod.





How to install





Locate the files named MM.dat, mmart.dat, mmai.dat, and TSCounterstrike.bat and move them to your Tiberian Sun directory, which is usually C:\Westwood\Sun.  If TSMME is in the directory, don't worry.  It will not have an effect.  Once you quit TS, the program will go back to normal unless there are rules.ini in your directory.  If you want to play TSCounterstrike again, you must use the .bat file.





STRUCTURE ASSESSMENT





�embed Paint.Picture ���  GDI Tiberium Refinery


Cost: $2000


Armor: heavy


Prerequisite: GDI Power Plant


Purpose: Converts Tiberium into usable credits


The GDI Tiberium Refinery converts the Hover Harvesters loads of Tiberium into credits for the player.  Comes with a GDI Hover Harvester to harvest Tiberium.





�embed Paint.Picture ��� Advanced Power Turbine


Cost: $100


Armor: n/a


Prerequisite: GDI Power Plant


Purpose: Power


This Turbine adds 200 points of power with each upgrade to the GDI Power Plant.





�embed Paint.Picture ��� Naval Facility


Cost: $600


Armor: light


Prerequisite: GDI War Factory


Purpose: Constructs naval units


This waterbound structures is the prerequisite for the GDI Cruiser and Gunboat.  It is a waterbound version of the land GDI War Factory, however only hover, amphibious and naval units can exit this structure onto the water.  Once you have this structure and want to build land vehicles, make you land War Factory your primary building.  Naval units, the Naval Facility.





�embed Paint.Picture ��� Navel Reload


Cost: $1200


Armor: light


Prerequisite: GDI War Factory


Purpose: Reloads and repairs naval units


Another waterbound structure, it is a critical structure needed to be used in conjuction with naval units, as they only carry a limited ammo supply.  Only amphibious units can repair in this structure as well, but hover units will sink into the water.





�embed Paint.Picture ��� Aquatic Guard Tower


Cost: $900


Armor: light


Prerequisite: Naval Facility


Purpose: Anti-naval defense


This waterbound structure guards against naval units, as the Nod Missile sub.  As a bonus, it is also effective against land units, but has weak armor and is vulnerable to aircrafts.





�embed Paint.Picture ��� Infantry Training Center


Cost: $1000


Armor: heavy


Prerequisite: GDI Tech Center


Purpose: Upgrades Infantry


This useful structure trains all infantry that enter to elite veteran status.





�embed Paint.Picture ��� TomaHawk Upgrade


Cost: $2100


Armor: light


Prerequisite: Advanced Comm. Center, GDI Tech Center, Component Tower


Purpose: Defense


Weapon: Tomahawk Cruiser Missiles


A very effective defensive structure, it can level an entire army, that is if it is backed up.  Just as effective to land as the air, they are known to cause massive crators.  All GDI defenses will shutdown during low power.





�embed Paint.Picture ��� Advanced Comm. Center


Cost: $1000


Armor: light


Prerequisite: GDI Tech Center


Purpose: Ion Cannon Uplink, Seeker Control and Backup Radar


The Advanced Comm. Center is used to communicate with various units and structures on the battlefield.





�embed Paint.Picture ��� Nod Tiberium Refinery


Cost: $2000


Armor: heavy


Prerequisite: Nod Power Plant


Purpose: Converts Tiberium into credits


Same as GDI's refinery, except is comes with an elite Subterranean Harvester.





�embed Paint.Picture ��� Naval Facility


Cost: $600


Armor: light


Prerequisite: Nod War Factory


Purpose: Constructs naval units


This waterbound structures is the prerequisite for the Nod Missile Sub.  It is a waterbound version of the land Nod War Factory, however only hover, amphibious and naval units can exit this structure onto the water.  Once you have this structure and want to build land vehicles, make you land War Factory your primary building.  Naval units, the Naval Facility.





�embed Paint.Picture ��� Naval Reload


Cost: $1200


Armor: light


Prerequisite: Nod War Factory


Purpose: Repairs and reloads naval units


Another waterbound structure, it is a critical structure needed to be used in conjuction with naval units, as they only carry a limited ammo supply.  Only amphibious units can repair in this structure as well, but hover units will sink into the water.





�embed Paint.Picture ��� Stealth Generator


Cost: $2900


Armor: light


Prerequisite: Nod Tech Center


Purpose: Cloaks entire base


This structure now covers a radius large enough to cloak an entire base.  Because it consumes massive amounts of power, only one may be build at any one time.





�embed Paint.Picture ��� Obelisk of Light II


Cost: $1700


Prerequisite: Nod Tech Center


Armor: light


Purpose: Base Defense


Weapon: RailGun Laser


Recent technology stolen from GDI has allowed Nod to upgrade their usual Obelisk's laser, so it now fires two weapons in one.  Capable of leveling entire rows of enemies at once, it is second to Nods Ultra Obelisk of Light.





�embed Paint.Picture ��� Ultra Obelisk Of Light


Cost: $2100


Prerequisite: Nod Tech Center, Temple of Nod


Armor: light


Purpose: Base Defense


Weapon: Rapid Laser Fire


Ranked first in Nods defense hierarchy, it is capable of eliminating an army in seconds, that is if it is backed up, and if it is sufficiently powered.





PICTURE UNAVAILIBLE  Navel Obelisk of Light?


Cost: ?


Prerequisite: ?


Armor: ?


Weapon: LaserFire?


Nod latest structure, little is known about it.  Perhaps waterbound





�embed Paint.Picture ��� Anti-Chrono Tank Defense


Cost: $2100


Prerequisite: Nod Tech Center


Armor: light


Purpose: Anti-Chrono Tank defense


Weapon: Tracking laser guided missiles


Because GDI developed their faster than light Chrono Tank, Nod has decided to counter that unit.  If a Chrono Tank comes within range, it will fire missiles that will track the Chrono tank where ever it goes.  Nine out of ten, the missiles will destroy the costly threat.








Unit Assessment





�embed Paint.Picture ��� Sonic Repair Vehicle


Cost: $1000


Prerequisite: Service Depot


Armor: light


Owner: GDI, Nod


Weapon: Repair Sonic Zap


Now owned by both sides in war, the Sonic Repair Vehicle can repair anything in the sonic shockwave, infantry, vehicles, and structures.





�embed Paint.Picture ��� Mobile MLRS


Cost: $1500


Armor: light


Prerequisite: GDI Tech Center


Owner: GDI


Weapon: 277mm Missiles


Restored from the original Tiberium War, the MLRS is more costly than its hover cousin, but its firepower can be worth it.





�embed Paint.Picture ��� Mammoth Mark II


Cost: $3000


Prerequisite: GDI Tech Center


Armor: heavy


Owner: GDI


Weapon: Laser RailGun


The improved version of the original, two Mammoth Mk. II may be deployed at one time.





�embed Paint.Picture ��� Disruptor II


Cost: $1700


Prerequisite: GDI Tech Center


Armor: heavy


Owner: GDI


Weapon: Sonic Shockwave II


The improved version of the original, it can level almost any structure in a single hit.  Slow, it requires escourt.  But friendly fire is a greater threat.





�embed Paint.Picture ��� Chrono Tank


Cost: $2400


Prerequisite: GDI Tech Center, Advanced Comm. Center


Armor: light


Weapon: Chrono Missiles


Owner: GDI


GDI's newest elite unit, technology recovered from Allied blueprints have reconstructed this unit.  Able to move anywhere in a millisecond, it is a deadly threat, capable of hit-and-run tactics.





�embed Paint.Picture ��� Hover Harvester


Cost: $1450


Prerequisite: GDI Tiberium Refinery


Armor: heavy


Owner: GDI


The same as it obsolete cousin, the Harvester, except it can hover.  Because of that, it is faster and can escape quickly from threats.





�embed Paint.Picture ��� Mobile EMP Blaster


Cost: $1200


Prerequisite: Radar


Armor: light


Owner: GDI, Nod


Weapon: EM Pulse Cannon


Basicly a mobile version of the stationary EMP Cannon, except it must deploy to fire.  Because it does not use power, it lacks the power to fire the blast at long range, therefore effecting itself.





�embed Paint.Picture ��� Hover Light Tank


Cost: $750


Prerequisite: Radar


Armor: light


Owner: GDI


Weapon: 75mm Cannon


A light battle tank, it can be a useful backup unit while larger, more heavily armored units take the fire.





�embed Paint.Picture ��� Titan Blaster


Cost: $950


Prerequisite: Radar


Armor: light


Owner: GDI


Weapon: Rocket Plopelled Grenade


A light version of a Titan, it is a very effective unit against vehicles and structures.  It's splash effect affects units near the target.  Even though effective, it cannon be your basic army.





�embed Paint.Picture ��� Mobile GDI/Nod War Factory


Cost: $2000


Prerequisite: War Factory


Armor: heavy


Owner: GDI, Nod


A mobile version of the stationary War Factory, they can be deployed anywhere and if it is the primary building, units will come out of there.  Note that it cannot be undeployed and buildings cannot be built off of it.





NO PICTURE AVAILIBLE Amphibious Mammoth Tank


Cost: $1500


Armor: heavy


Owner: GDI


Weapon: Dual 120mm Cannons


Two Titans in one, 100 dollars cheaper.  Very deadly.  It's Tusk missiles are effective against air units as well.





�embed Paint.Picture ��� Chameleon Spy


Cost: $700


Armor: none


Prerequisite: Radar


Owner: GDI, Nod


Weapon: Information


A cloaked spy unit, it is used mostly to infiltrate radar facilities.





�embed Paint.Picture ��� Cyborg Commando


Cost: $2000


Armor: light


Prerequisite: Temple of Nod


Owner: Nod


Weapon: Plasma Cannon


Two may be deployed at one time.





�embed Paint.Picture ��� Mutant Hijacker


Cost: $1750


Armor: none


Prerequisite: Temple of Nod


Owner: Nod


Weapon: Skeleton Key


Four may be deployed at one time.





�embed Paint.Picture ��� Weed Eater


Cost: $1400


Armor: heavy


Prerequisite: Tiberium Waste Facility


Owner: Nod


Weapon: Vein eater


Carry capacity has been increased, so Chemical Missiles prepare faster.





NO PICTURE AVAILABLE Tiberium Friend


Cost: $1200


Armor: none


Prerequisite: Temple of Nod


Owner: Nod


Weapon: Dog Shard


Recent shortages of "willing" human subjects have forced Nod to use other experimentation options.  The strange creature seen in Tiberium fields are now exclusive to Nod.





�embed Paint.Picture ��� Mobile Stealth Generator


Cost: $1500


Armor: light


Prerequisite: Nod Tech Center


Owner: Nod


Weapon: Stealth Generator


It can deploy anywhere and will cloak a large area.  They require power, but do not need it to stay online.  Tactical use of the MSG can prove useful.





�embed Paint.Picture ��� Stealth Heavy Tank


Cost: $900


Armor: heavy


Prerequisite: Nod Tech Center


Owner: Nod


Weapon: Dual 105mm Cannons


Realizing that the Stealth Tank was not as effective against heavily armored units, Cabaal has created a stealth tank that is Anti-Armor.  Very effective in sneak attacks and do damage.  Use in conjuction with regular stealth tanks, they can be a very useful taskforce.





�embed Paint.Picture ��� Flame Tank


Cost: $700


Armor: heavy


Prerequisite: Radar


Owner: Nod


Weapon: Dual Fireball Launchers


The original flame tank from the first Tibeirum War, restored, however, without the subterranean abilty.  However, it is more powerful.





�embed Paint.Picture ��� Medic


Cost: $800


Owner: GDI, Nod


Armor: none


Prerequisite: Barracks or Hand of Nod


Weapon: Healing Touch


Both sides now own the Medic.





Other features:





Ion Cannon, Hunter Seekers, Cluster-Missiles (renamed to match EVA and Cabaal) now prepare faster.


FireStorm Defense now block Hunter-Seekers, Missiles, and most gunfire when activaited.  Ah hem, GUNFIRE.


Green Tiberium grow a lot faster now and Tiberium shortages are rare.


Mobile Helipads (Both GDI and Nod) and they look like helipads when deployed.


Orca Blaster II and Scrin Destroyer.


Subterranean Harvester for Nod.


Orca Transports enabled.


Random Ion Storms and Meterior Storms (rare, but they happen.)


Umagon enabled.





Bugs





Or course, every mod has it's bugs, but none of them are crash related, if you follow certain guidelines:


Make sure that the War Factory is your primary for LAND units and the Naval Facility for Hover, Amphibous, and Naval units (you don't have to for Hover and Amphibious).  If you don't the game may crash.  Although this has never happened to me, I've had reports of this.


Don't move try to move the Chrono Tank on bridges.  Instead of going on top, if will jam under the bridge and cannot move.  (Weird.)


Also, certain civilian cities have been replaced by Helipads, refineries, and war factories.  Nothing really, but looks weird.


Don't tell Chrono Tanks to escort units around, because if you do, they will crash onto the unit and the both will be destroyed!





If you find anything else wrong with this mod, please E-mail it to me at CCRAMaster1@aol.com





Legal Stuff





You may distribute this freely, but you must give credit to the author, CCRAMaster.


Readme subject to change.











LATEST UPDATES FOR TS:Counterstrike


New graphic for Mobile Stealth Generator, looks like a Stealth Generator when deployed.


AI changes.


ALL civilan structures have been restored.  ALL bugs have been fixed as far as I know, if you don't do anything wrong.


Juggernaut II, LaserInfantry, and Mobile Obelisk.


Vetrency counts!  All units that have been "vetrenized" will have their weapons upgraded.  Example, Laser Infantry can have the Ultra Obelisk's weapon . . .


Bonus night map: Tiberian Tundra


Build Limit for ACT Defense, 3


Vetrency Crates upgrade to maximum level.


Mammoth Laser Mark


Chem Spray Infantry


Chemeleon Spy no longer cloakable, but they act as the spys in Red Alert.


Light Effect for Laser Fences, Firestorm Wall Section, Construction Yard, and Obelisks.


Juggernaut and Artillery 20% less effective against infantry.  Damage reduced.


Hover MLRS are the fastest ground unit there is.


Chrono Tanks can now move to anyplace on the map.  Use Control + Alt.  Beware though, sometimes the Chrono Tank becomes unstable and will destroy itself if you move it to certian terrain.





Juggernaut II


Cost: $2400


Weapon: Six burst Artillery Shells


Prerequisite: GDI Tech Center, Advanced Comm. Center


An upgraded version of the new class of Titan walkers, the Juggernaut II fires Ballistic armor piercing shells at high speed.  They do not act as the Nod Artilliery, therefore they can cause massive craters.





Laser Cyborg


Cost: $700


Weapon: Low voltage laser


Prerequisite: Nod Radar


A mobile version of the Laser Turret, once fully trained, beware.  They are mobile Ultra Obelisks.





Obelisk of Light Tank


Cost: $1500


Prerequsite: Nod Tech Center


Weapon: Railgun Laser


A mobile version of the Obelisk of Light II.  They have very weak armor, and their escorts need to be careful as well.





Mammoth Laser Mark


Cost: $3100


Prerequisite: Nod Tech Center, Nod Radar, Temple of Nod


Weapon: Rapid Fire Laser


Realizing that Nod lacked a weapon powerful and strong enough to level any enemies with fear of retailiation, Nod spies have infiltrated GDI War Factory, they have been able to construct their own Mammoth Mk. II.  However, it is a mobile version of the Ultra Obelisk of Light, without the railgun advantage.


