C&C Equinox - Version 2.0 created by Nick 'Prolegion' Rhead





C&C Equinox is one of the first ever modifications to Westwood Studio's C&C: Tiberian Sun game. It enhances the gameplay by adding more units/buildings and changing other variables, which should make gameplay more fun. 





The creator of C&C Equinox is not affiliated with Westwood. This is merely a fan-based modification on their game.


You may distribute C&C Equinox to your friends (and foes) provided that this text document remains attached and unmodified and that you may not charge money for this mod.
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WHAT DO I DO?





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 to your Tiberian Sun directory if they are not in there already.


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


After you have done that, just run the Equinox shortcut in your Tiberian Sun directory when you wish to play the game. 





INCLUDED FILES:





Name				Size		Description


ERules.dat	 		250kb		The main modification file.


EArt.dat			86kb		The art modifications file.


ETitle.dat			149kb		The title screen.


EStart.dat			188kb		Graphics file.


EMenu.dat			10kb 		Another graphics file.


Equinox.bat			2kb		Loader file.


Equinox shortcut		1kb		Run this to play.


Equinoxv2.wri		26kb		The document you are reading.


6 .sed files		1kb		The Maps.





WHATS NEW?





New Infantry





New Flame-thrower Infantry


New Saboteur Infantry


New Laser Trooper


Chameleon Spy enabled


Tiberian Fiends enabled


Umagon enabled





New Units





New Rocket Launcher


New Subterranean Harvester


New Hover Harvester


New Laser Tank


New Bradley Light Tank


New Abrams Medium Tank


New Mobile SAM Vehicle (MSV)


New Pyradon Flame Tank


New Heavy Tank


New Hover Artillery


New Mobile Stealth Generator (MSG)


New Reconaissance Droids


New SuperNova Mech


New MadCat Mech


Mammoth Tanks enabled





New Aircraft





New Raptor


New GDI Dropship Bombers


Orca Transports enabled


Orca Dropships enabled





New Weaponary





New Long Range Missile (LRM) 


New Photon Cannon 


New Aircraft Attached Laser (AAL) 


New 135mm Artillery Cannon 


New 105mm/x Cannon 


New Mech Assault Laser (MAL)





New Structures





New Light Towers


New Light Posts


New Infantry Upgrade Center


New Infantry Medical Center


New Photon Cannon Upgrade





Other Modification Changes





New Title Screen


New Launch Banner


Cyborgs go berserk when damaged to certain health


Random ion storms


Random meteorite storms


New paratroopers


AI builds walls (better base defense)


Firestorm Defence now protects against missiles and Hunter-seeker droids.


Easier to achieve veteran status


Better armor, speed and combat skills when veteran


EMP Pulse Cannon has longer range


Attack Cycles travel way faster than ever before


Jump-Jet Infantry travel a little bit faster


Queue up to ten units at a time (instead of five)


Units will auto crush and scatter and will return fire aggressively


Other small weaponary, prerequisite, firepower, and strength/speed changes


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


All mutant mercenaries are now exclusive to GDI


Increased amount of Crate powerups





New Maps





Hostile Act (2-4)


Take Your Best Shot (2-4)


A Cold Day in Hell (2-4)


Total Dominance (2-6)


The War of Worlds (2-6)


Outer Zone (2-6)





DESCRIPTIONS OF WHATS NEW!





New NOD Infantry





Name: Saboteur


Cost: $1000


Prerequisites: Nod Tech Center


Description: Saboteurs are special trained female military personell who carry C4 explosives that can be attached to enemy structures. 


They carry no forms of self-defense so they should be escorted by back-up troops at all times.





Name: Chameleon Spy


Cost: $1000


Prerequisites: Temple of Nod


Description: These spies carry powerful stealth shields that will hide them from most enemy forces. They will however, uncloak if damaged by tiberium or enemy firepower.


They are mainly used for scout purposes but they can also infiltrate enemy structures to gain useful intelligence.





New NOD Units





Name: Subterranean Harvester


Cost: $1650


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, they only submerge in Tiberium patches and are vulnerable to enemy fire only when it is harvesting and when it is unloading the tiberium into your refinaries.





Name: Bradley Light Tank 


Cost: $700


Prerequisites: Nod War Factory


Description: An old unit from the past comes back even more powerful with its 75mm cannons.





Name: Laser Tank 


Cost: $1000


Prerequisites: Nod Tech Center


Description: They fire the same weapon as the laser cannon but they are armored and mobile. 





Name: Tiberian Fiend


Cost: $600


Prerequisites: Temple of Nod, 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: Heavy Tank


Cost: $900


Prerequisites: Nod War Factory


Description: The Heavy Tank is back from the WWII days and even more deadly than before now with its Rocket pack aswell as its dual 105mmx Cannons.








Name: Mobile Stealth Generator


Cost: $1500


Prerequisites: Nod Tech Center


Description: When deployed, they act as a mini version of Nod's stealth generator structure. When they are deployed, they also use a small amount of power to run.





New GDI Infantry





Name: Flame-thrower Infantry


Cost: $800


Prerequisite: GDI Radar Center


Description: Their weapons are weak against armored targets, but will almost immediately torch enemy infantry.





Name: Umagon


Cost: $1600


Prerequisite: GDI Tech Center


Description: Umagon is a mercenary Forgotten soldier. She carries a super accurate and powerful sniper rifle. Though extremely useful against infantry, it is quite weak against armored targets.





Name: Mutant Vehicle Hijacker


Cost: $1850


Prerequisite: GDI Tech Center


Description: The mutant hijacker is now part of GDI's elite mercenary arsenal. It will take over any enemy unit and make it one of your own.





New GDI Units





Name: Rocket Launcher


Cost: $1250


Prerequisites: GDI Radar Center


Description: Bringing back the original MLRS's, these light armored versions of there sucessors fire rounds of extremely explosive rocket projectiles. They are powerful enough to shatter the strongest armor types.





Name: Hover Harvester


Cost: $1550


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: Mammoth Tank


Cost: $1700


Prerequisite: GDI Radar Center


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: Mobile SAM Vehicle


Cost: $750


Prerequisite: GDI Radar Center


Description: When a valuable Tiberium patch needs to be protected this unit will be there.





Name: Hover Artillery


Cost: $900


Prerequisites: Nod War Factory


Description: Stolen Nod technology has allowed GDI to recreate the classic mobile artillery weapon used in early Nod/GDI conflicts, with the added advantage - they can now hover.





Name: Pyradon Flame Tank


Cost: $1000


Prerequisites: GDI Tech Center


Description: Back from the dead the Flame Tank from Tiberium Dawn makes a welcome return in a more advanced form. With twin Flame Cannons, and able to traverse land much more quickly and with better armour this a must unit!





Name: SuperNova


Cost: $1200


Prerequisites: GDI Tech Center


Description: This an advanced form of the Wolverine with a new weapon. A dual assault laser.





Name: MadCat


Cost: $1800


Prerequisites: GDI Tech Center


Description: Another advanced Mech. This time its the Titan's turn for the upgrade with a more powerful assault laser than the . It aslo houses a small SAM launcher for enemy aircraft.





Name: Raptor


Cost: $1500


Prerequisite: GDI Tech Center


Description: A new aircraft to GDIs arsenal. With its powerful laser can cut through even the toughest armour and shielding. A valuable asset!





Name:  Dropship Bomber


Cost: $2000


Prerequisite: GDI DropBay


Description:This is the GDI Devil Weapon. With is very powerful missile it can decimate a builning in seconds.





New NOD Structures





Name: Infantry Medical Center


Cost: $1500


Prerequisite: Nod Tech Center, Hand of Nod


Description: Because Nod lacks field medics to heal their infantry on the battlefield, they now have a medical center. Send any infantry unit into the medical center and it will be injected with some high tech drugs which makes them as healthy as they ever were.


This extremely powerful antibiotics technology even removes dead scar tissue.





New GDI Structures





Name: Infantry Upgrade Center


Cost: $1500


Prerequisite: GDI Tech Center, GDI Barracks


Description: This building is used to equipt some infantry combat units with newer, more powerful weapons and also teach them how to use them.


They are also taught other useful combat information, such as using their vision goggles effectively to see further into shroud and effective running paces.


After your infantry unit leaves this camp, he will be a guaranteed veteran.





Name: Proton Cannon Upgrade


Cost: $1000


Prerequisite: Component Tower, GDI Tech Center


Description: With this added to the front lines it will bring fear to many an apponent, much like the Obelisk. It has the added bonus of looking similar to the RPG Launcher Upgrade.





Name: DropBay


Cost: $2500


Prerequisite: GDI Tech Center


Description: This building is needed to get the dreaded Dropship Bomber. Used to reload the missile carrying aircraft.





New Structures for Both Sides





Name: Light-Post


Cost: $175


Prerequisite: Tiberium Refinery 


Description: When fighting in night missions, you will probably need these useful little light posts to make things clearer and easier to see. They can also be used to harass human opponents. 





Name: Watch Tower


Cost: $200


Prerequisite: Tiberium Refinery


Description: Unlike the light post, the light tower uses strong spotlight. It also has a vulcan cannon to defend itself.





Name: Sandbag Wall


Cost: $10


Prerequisite: Barracks or Hand of Nod


Description: Just the same from Tiberian Dawn. 





HISTORY





Version 1.0: 


New Title screen and launch banner.	


Added new units; Flame Tank, Mobile Rocket Launcher, Medium Tank, Light Tank and Flame Thrower.


Enabled units; Mammoth Tank, Chameleon Spy, Umagon.


Increased Building speed and build up animation.


Enabled Random Ion Storms (I think!) and Meteorites.


Made AI build walls (better base defense).


Made it easy to become a veteran.


Added 3 new weapons





Version 2.0:	


Added new units: Hover Artillery, Mobile SAM Vehicle, Saboteur, Mobile Stealth Generator, Heavy Tank, SuperNova Mech and MadCat Mech.


Enabled units; Tiberium Fiend.


Increased queing number to 10 (Very popular!)


Enabled Firestorm defence to protect against missiles and Hunter-seeker droids.


Units crush and scatter and will return fire aggressively.


Other small weaponary, prerequisite, firepower, and strength/speed changes.


New music tracks in Theme.ini enabled.


Increased amount of crates


Added 4 new weapons





What next:


Missions for the GDI/Forgotten and Nod/Scrin


New graphics (If the TibSun.mix file can be cracked!)


More units. Many more!


Maybe Sea vessels! (I'm not sure about this idea. There was a reason why they weren't included in TS!)


More maps.


Better balancing.





CREDITS





Lets see. Well I think I should give credit to everyone in the C&C Universe. The makers, the players, the reviewers and especially the community... without which, doing what we are doing would not be possible without the help and new ideas each person brings to everyone else. Making mods and conversions is just a way to keep this great saga alive and kicking and we all do it spectaculaly!





CONTACT INFO





For the latest information and news about C&C Equinox, visit 


http://editing.tiberian.com or http://www.cncmods.com/ts/


I can be reached by email at prolegion@hotmail.com





Well thats it. Have fun, I hope!!!





