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1:  About Next Generation Combat





Next Generation Combat(NGC) is the first modification created by myself for Command and Conquer Tiberian Sun. NGC allows you to have tons more units/structures and it provides you lots of new weapons. Basically, this mod is mainly targeting on adding new units and structures as in my opinion the original Tiberian Sun does not has enough units and structures.


 


Many units in NGC are an upgraded version of the original Tiberian Sun so you can have a larger range of different choices to choose from for defense as well as attacking the enemy's base. 





Just note that this modification is for personal use only. Do not try to public it on magazine or any other advertisement without permission. This mod is just for pushing the game to a higher entertainment level.





 


2: Method of using this modification





Before you do anything, make sure you copy your original rules.ini file to another directory so it will not get deleted . After copying the rules.ini file, copy the rules.ini, art.ini and ai.ini file from the unzipped NGC file to your C:\Westwood\Sun directory. If you do not want to play against an enhanced AI, do not copy the ai.ini file.





After that then you are done! Just simply double click onto the Game.exe file in your C:\Westwood\Sun directory and start playing.





If you want to change back to the original Tiberian Sun, delete the ai.ini,rules.ini and art.ini file you have downloaded and copy the original rules.ini back to your 


C:\Westwood\Sun directory.





3:  New units/structures in Next Generation Combat





Note:This is the key for the description for each units





Name(name of the unit): Light Infantry


Speed(speed of the unit): 5


Prerequisite(what you need in order to build this unit): GDI Barracks/Hand of Nod


Strength(this can also be Health Point): 125


Armour(the level of armour:none,light,wood,heavy,concrete): none


Sight(how far can the unit see): 5


Cost(how much does the unit cost you): 120





New Infantry For GDI





Name: Automatic Rifle Infantry


Speed: 6


Prerequisite: Barracks


Strength: 165


Armour: light


Sight: 6


Cost: 220





Name: Medic Veteran


Speed: 5


Prerequisite: Barracks, GDI Tech Centre


Strength: 260


Armour: wood


Sight: 6


Cost: 1500





Name: Anti Armour Infantry


Speed: 6


Prerequisite: Barracks


Strength: 140


Armour: none


Sight: 6


Cost: 300





Name: Rail Gun Jumpjet Infantry


Speed: 5


Prerequisite: Barracks,GDI Advance Tech Centre


Strength: 120


Armour: light


Sight:6


Cost: 1550





Name: Superb Ghost Stalker


Speed: 6


Prerequisite: Barracks,GDI Advance Tech Centre


Strength: 520


Armour: heavy


Sight: 8


Cost: 3900





Name: Commander Michael McNeil


Speed: 7


Prerequisite: Barracks, Forgotten Headquarter


Strength: 800


Armour: heavy


Sight: 8


Cost: 6400





Name: Perfect Umagon


Speed: 7


Prerequisite: Barracks, Forgotten Headquarter


Strength: 700


Armour: heavy


Sight: 7


Cost: 3000�


Name: Trained Tiberian Fiend


Speed: 7


Prerequisite: Barracks, GDI Advance Tech Centre


Strength: 450


Armour: wood


Sight: 7


Cost: 3000





Name: Tratos


Speed: 6


Prerequisite: Barracks, Forgotten Headquarter


Strength: 700


Armour: heavy


Sight: 4


Cost: 4000





New Infantry For NOD





Name: Automatic Rifle Infantry


Speed: 6


Prerequisite: Hand of Nod


Strength: 165


Armour: light


Sight: 6


Cost: 220





Name: Upgraded Rocket Infantry


Speed: 4


Prerequisite: Hand of Nod


Strength: 100


Armour: none


Sight: 7


Cost: 420





Name: Laser Infantry


Speed: 4


Prerequisite: Hand of Nod


Strength: 210


Armour: light


Sight: 7


Cost: 250





Name: Heavy Armoured Cyborg


Speed: 4


Prerequisite: Hand of Nod


Strength: 550


Armour: heavy


Sight: 5


Cost: 1000





Name: Advanced Cyborg Commando


Speed: 5


Prerequisite: Hand of Nod, Nod Advance Tech Centre


Strength: 680


Armour: heavy


Sight: 7


Cost: 5000





Name: Oxanna


Speed: 6


Prerequisite: Hand of Nod, Nod Tech Centre


Strength: 370


Armour: wood


Sight: 6


Cost: 2500





Name: Slavick


Speed: 6


Prerequisite: Hand of Nod, Temple of Nod


Strength: 700


Armour: heavy


Sight: 4


Cost: 3200





Name: Devastate Veteran


Speed: 5


Prerequisite: Hand of Nod, Nod Advance Tech Centre


Strength: 500


Armour: heavy


Sight: 7


Cost: 5000





Name: Invincible Commando


Speed: 6


Prerequisite: Hand of Nod, Nod Future Technology Research Facility


Strength: 1000


Armour: heavy


Sight: 7


Cost: 6500





Name: Toxin Soldier


Speed: 6


Prerequisite: Hand of Nod, Tech Centre


Strength: 200


Armour: light


Sight: 5


Cost: 2000





Name: Meteor Trooper


Speed: 6


Prerequisite: Hand of Nod, Alien Pyramid,Nod Future Technology Research Facility


Strength: 600


Armour: heavy


Sight: 5


Cost: 5000





New Vehicle For GDI





Name: Laser Tank


Speed: 4


Prerequisite: War Factory


Strength: 450


Armour: heavy


Sight: 8


Cost: 850





Name: Scouting Robot


Speed: 20


Prerequisite: War Factory


Strength: 200


Armour: light


Sight: 6


Cost: 550





Name: Laser Tank


Speed: 4


Prerequisite: War Factory


Strength: 450


Armour: heavy


Sight: 8


Cost: 850





Name: Repair Robot


Speed: 6


Prerequisite: War Factory


Strength: 175


Armour: light


Sight: 6


Cost: 900





Name: Advanced Repair Robot


Speed: 7


Prerequisite: War Factory, Tech Centre


Strength: 300


Armour: wood


Sight: 6


Cost: 1500





Name: Rail Gun Amphibious APC


Speed: 8


Prerequisite: War Factory, Tech Centre


Strength: 400


Armour: heavy


Sight: 5


Cost: 2000





Name: Mammoth Mark II


Speed: 6


Prerequisite: War Factory, Tech Centre


Strength: 700


Armour: heavy


Sight: 6


Cost: 3000





Name: Speed Up Harvester


Speed: 15


Prerequisite: War Factory, Tech Centre


Strength: 900


Armour: heavy


Sight: 4


Cost: 2400





Name: Forgotten Omega Weapon


Speed: 6


Prerequisite: War Factory, Forgotten Headquarter


Strength: 450


Armour: heavy


Sight: 8


Cost: 850





Name: Adult Visceroid


Speed: 8


Prerequisite: War Factory


Strength: 280


Armour: none


Sight: 4


Cost: 250





Name: Special Trained Visceroid


Speed: 12


Prerequisite: War Factory, Advance Tech Centre


Strength: 680


Armour: heavy


Sight: 6


Cost: 4000





Name: Hover Ion Uplinker


Speed: 7


Prerequisite: War Factory, Ion Tech Centre


Strength: 600


Armour: wood


Sight: 7


Cost: 4500





Name: Ion Laser Walker


Speed: 5


Prerequisite: War Factory, Ion Tech Centre


Strength: 600


Armour: concrete


Sight: 8


Cost: 5600





Name: Mobile Service Depot


Speed: 7


Prerequisite: War Factory, Service Depot


Strength: 600


Armour: wood


Sight: 10


Cost: 1300





Name: GDI Hover Harvester


Speed: 15


Prerequisite: War Factory, Advance Tech Centre


Strength: 600


Armour: concrete


Sight: 4


Cost: 2650





Name: Ion Pulse Artillery


Speed: 7


Prerequisite: War Factory, Ion Tech Centre, Forgotten Headquarter


Strength: 600


Armour: heavy


Sight: 9


Cost: 6000





Name: Artillery Titan


Speed: 4


Prerequisite: War Factory, Radar


Strength: 350


Armour: heavy


Sight: 8


Cost: 790





Name: Hover Sonic Zap Pod


Speed: 7


Prerequisite: War Factory, Radar, Tech Centre


Strength: 400


Armour: heavy


Sight: 7


Cost: 1200





Name: Turbo Land Transport


Speed: 22


Prerequisite: War Factory, Tech Centre


Strength: 450


Armour: heavy


Sight: 8


Cost: 1550





Name: GDI Super MBT Type 1


Speed: 7


Prerequisite: War Factory, Ion Tech Centre, Forgotten Headquarter


Strength: 1000


Armour: concrete


Sight: 6


Cost: 8000





Name: GDI Super MBT Type 2


Speed: 7


Prerequisite: Undeploy from Deployed GDI Super MBT


Strength: 950


Armour: concrete


Sight: 6


Cost: ---





Name: Artillery Tank


Speed: 6


Prerequisite: War Factory, Advance Tech Centre


Strength: 490


Armour: wood


Sight: 5


Cost: 1800





Name: Multi Anti-air Rocket System


Speed: 6


Prerequisite: War Factory, Advance Tech Centre, Radar


Strength: 350


Armour: wood


Sight: 5


Cost: 1500





New Vehicle For NOD





Name: T180 Assault Tank


Speed: 7


Prerequisite: War Factory, Tech Centre


Strength: 520


Armour: wood


Sight: 5


Cost: 1390





Name: Sonic Scouting Cycle


Speed: 35


Prerequisite: War Factory


Strength: 150


Armour: wood


Sight: 10


Cost: 600





Name: Multi Missile Stealth Tank


Speed: 6


Prerequisite: War Factory, Advance Tech Centre


Strength: 260


Armour: wood


Sight: 5


Cost: 1900





Name: Plasma Devil's Tongue


Speed: 7


Prerequisite: War Factory, Advance Tech Centre


Strength: 400


Armour: wood


Sight: 5


Cost: 1900





Name: Speed Up Harvester


Speed: 15


Prerequisite: War Factory, Tech Centre


Strength: 900


Armour: heavy


Sight: 4


Cost: 2400





Name: Advanced Mobile Repair Vehicle


Speed: 7


Prerequisite: War Factory, Tech Centre


Strength: 300


Armour: wood


Sight: 6


Cost: 1500





Name: Nod Mammoth Tank


Speed: 4


Prerequisite: War Factory, Tech Centre


Strength: 600


Armour: heavy


Sight: 6


Cost: 1700





Name: Mobile Advanced Obelisk of Light


Speed: 6


Prerequisite: War Factory, Nod Future Technology Research Facility


Strength: 800


Armour: heavy


Sight: 4


Cost: 3500





Name: Flame Artillery


Speed: 5Prerequisite: War Factory, Tech Centre


Strength: 400


Armour: wood


Sight: 9


Cost: 950





Name: Chemical Missile Launcher


Speed: 7


Prerequisite: War Factory, Alien Pyramid


Strength: 520


Armour: wood


Sight: 5


Cost: 4000





Name: Devastation Tank


Speed: 6


Prerequisite: War Factory, Alien Pyramid


Strength: 600


Armour: heavy


Sight: 8


Cost: 4800





Name: Hover Meteor Ship


Speed: 7


Prerequisite: War Factory, Alien Pyramid, Nod Future Technology Research Facility


Strength: 900


Armour: concrete


Sight: 7


Cost: 8000





Name: Mobile Service Depot


Speed: 7


Prerequisite: War Factory, Service Depot


Strength: 600


Armour: wood


Sight: 10


Cost: 1300





Name: Subterranean Stealth Harvester


Speed: 15


Prerequisite: War Factory, Advance Tech Centre


Strength: 1200


Armour: concrete


Sight: 4


Cost: 2600





Name: Hover Laser Scrin


Speed: 8


Prerequisite: War Factory, Radar


Strength: 300


Armour: wood


Sight: 7


Cost: 860





Name: RPG Artillery


Speed: 6


Prerequisite: War Factory, Radar, Tech Centre


Strength: 400


Armour: light


Sight: 9


Cost: 1350





Name: Armed Subterranean Transport


Speed: 8


Prerequisite: War Factory, Tech Centre


Strength: 550


Armour: heavy


Sight: 8


Cost: 1550





Name: Nod Ultimate Weapon


Speed: 5


Prerequisite: War Factory, Alien Pyramid, Nod Future Technology Research Facility


Strength: 1000


Armour: concrete


Sight: 9


Cost: 8500





Name: ICBM Launcher


Speed: 7


Prerequisite: War Factory, Alien Pyramid, Nod Future Technology Research Facility


Strength: 1000


Armour: concrete


Sight: 9


Cost: 9999





New Aircraft For GDI





Name: Advanced Orca Fighter


Speed: 25


Prerequisite: Helipad, Tech Centre


Strength: 400


Armour: wood


Sight: 3


Cost: 1400





Name: Advanced Orca Bomber


Speed: 15


Prerequisite: Helipad, Advance Tech Centre


Strength: 500


Armour: heavy


Sight: 4


Cost: 2600





Name: Laser Fighter


Speed: 14


Prerequisite: Helipad, Advance Tech Centre


Strength: 500


Armour: wood


Sight: 2


Cost: 1950





Name: Forgotten Ultimate Bomber


Speed: 18


Prerequisite: Helipad, Forgotten Headquarter


Strength: 540


Armour: concrete


Sight: 4


Cost: 5500





Name: Upgraded Dropship


Speed: 23


Prerequisite: Helipad, Tech Centre


Strength: 500


Armour: heavy


Sight: 3


Cost: 1200





Name: Ion Cannon Bomb


Speed: 15


Prerequisite: Helipad, Ion Tech Centre


Strength: 600


Armour: concrete


Sight: 6


Cost: 5200





Name: TB22 Ion Bomber


Speed: 13


Prerequisite: Helipad, Ion Tech Centre, Forgotten Headquarter


Strength: 680


Armour: concrete


Sight: 6


Cost: 6000





New Aircraft For NOD





Name: Advanced Harpy


Speed: 20


Prerequisite: Helipad, Tech Centre


Strength: 450


Armour: wood


Sight: 3


Cost: 1400





Name: Advanced Banshee


Speed: 20


Prerequisite: Helipad, Advance Tech Centre


Strength: 480


Armour: wood


Sight: 4


Cost: 2500





Name: Future Prototype Fighter


Speed: 24


Prerequisite: Helipad, Nod Future Technology Research Facility


Strength: 700


Armour: concrete


Sight: 6


Cost: 6000





Name: Meteor Bringer


Speed: 16


Prerequisite: Helipad, Alien Pyramid


Strength: 700


Armour: concrete


Sight: 6


Cost: 6200





Name: CH40 VX2 Bomber


Speed: 17


Prerequisite: Helipad, Alien Pyramid


Strength: 450


Armour: concrete


Sight: 6


Cost: 5300





Note:This is the key for the description for each structure





Name(name of the structure): EMP Cannon


Power(the power that the structure is needed/provided): -150


Prerequisite(what you need in order to build this structure): Radar


Strength(this can also be Health Point): 500


Armour(the level of armour:none,light,wood,heavy,concrete): heavy


Sight(how far can the structure see): 8


Cost(how much does the structure cost you): 1000





New Structure For GDI





Name: Sniper Upgrade


Power: -20


Prerequisite: Component Tower, Barracks


Strength: ---


Armour: heavy


Sight: 7


Cost: 300





Name: Twin Rail Upgrade


Power: -20


Prerequisite: Component Tower, Barracks, Advance Tech Centre


Strength: ---


Armour: wood


Sight: 7


Cost: 1800





Name: Missile Upgrade


Power: -20


Prerequisite: Component Tower, Barracks, Tech Centre


Strength: ---


Armour: wood


Sight: 8


Cost: 1500





Name: GDI Advance Tech Centre


Power: -200


Prerequisite: Tech Centre


Strength: 800


Armour: wood


Sight: 6


Cost: 2500





Name: Nuclear Power Turbine


Power: +100


Prerequisite: Tech Centre


Strength: ---


Armour: wood


Sight: 7


Cost: 150





Name: Infantry Hospital


Power: -20


Prerequisite: Barracks


Strength: 800


Armour: concrete


Sight: --


Cost: 700





Name: Plasma Ball Upgrade


Power: -50


Prerequisite: Component Tower, Barracks, Forgotten Headquarter


Strength: ---


Armour: wood


Sight: 8


Cost: 2500





Name: Forgotten Alien Cannon


Power: -350


Prerequisite: Radar, Forgotten Headquarter


Strength: 1500


Armour: concrete


Sight: 8


Cost: 4500





Name: Ion Tech Centre


Power: -300


Prerequisite: Ion Cannon Uplink, Advance Tech Centre


Strength: 1000


Armour: wood


Sight: 6


Cost: 2000





Name: Kodiak


Power: -450


Prerequisite: Ion Tech Centre, Forgotten Headquarter


Strength: 1500


Armour: concrete


Sight: 8


Cost: 5500





Name: Ion Cannon Uplink Radar


Power: -100


Prerequisite: Tech Centre


Strength: 1000


Armour: wood


Sight: 4


Cost: 1350





Name: Sonic Zap Laser


Power: -20


Prerequisite: Barracks, Tech Centre


Strength: 450


Armour: wood


Sight: 7


Cost: 600





Name: GDI Infantry Training Facility


Power: -40


Prerequisite: Tech Centre


Strength: 300


Armour: heavy


Sight: 4


Cost: 1500





Name: Deployed GDI Super MBT 


Power: ---


Prerequisite: Deploy from GDI Super MBT Type 1


Strength: 1000


Armour: heavy


Sight: 9


Cost: ---





Name: Deployed GDI Super MBT 2


Power: ---


Prerequisite: Deploy from GDI Super MBT Type 2


Strength: 950


Armour: heavy


Sight: 9


Cost: ---





New Structure For NOD





Name: Advanced Laser


Power: -50


Prerequisite: Hand of Nod, Tech Centre


Strength: 750


Armour: wood


Sight: 7


Cost: 500





Name: Advanced Obelisk of Light


Power: -200


Prerequisite: Hand of Nod, Advance Tech Centre


Strength: 1300


Armour: heavy


Sight: 8


Cost: 2500





Name: NOD Advance Tech Centre


Power: -100


Prerequisite: Hand of Nod, Tech Centre


Strength: 800


Armour: wood


Sight: 6


Cost: 2000





Name: Nuclear Power Plant


Power: +300


Prerequisite: Hand of Nod, Tech Centre


Strength: 850


Armour: wood


Sight: 4


Cost: 700





Name: Mega Power Generator


Power: +3000


Prerequisite: Nuclear Power Plant,Advance Tech Centre


Strength: 1100


Armour: heavy


Sight: 5


Cost: 3000





Name: Modified Montauk


Power: -350


Prerequisite: NOD Future Technology Research Facility


Strength: 1500


Armour: concrete


Sight: 8


Cost: 4000





Name: NOD Future Technology Research Facility


Power: -100


Prerequisite: Hand of Nod, Tech Centre


Strength: 1000


Armour: heavy


Sight: 0


Cost: 2000





Name: Advanced Surface-to-Air Missile 


Power: -40


Prerequisite: Hand of Nod, Tech Centre


Strength: 800


Armour: wood


Sight: 10


Cost: 900





Name: Alien Pyramid


Power: -300


Prerequisite: Advance Tech Centre


Strength: 1000


Armour: wood


Sight: 6


Cost: 2000





Name: Meteor Array


Power: -380


Prerequisite: Alien Pyramid, Nod Future Technology Research Facility


Strength: 1500


Armour: concrete


Sight: 8


Cost: 5200





Name: Nod Infantry Training Facility


Power: -100


Prerequisite: Tech Centre


Strength: 400


Armour: heavy


Sight: 4


Cost: 1500





4: New In This Version of Next Generation Combat





Some little changes went for the art.ini file. I have also added quite a number of new units and several new defense structures. Some of them are Ion Cannon Bomber, Ion Laser Walker, Hover Meteor Ship, Ion Cannon Uplink Radar, etc. The old Ultimate Ghost Stalker is now changed to Commander Michael McNeil in which he has got a different weapon and voices. The weapon's image for the Forgotten Ultimate Bomber has also been changed to a cooler looking one. Some new weapons has also been added plus a new explosion image which the Advanced Cyborg Commando, Advanced Orca Bomber and few others are now using. 





In this version, I have added quite a number of airburst weapons. They are mainly for the powerful units and structures such as Future Prototype Fighter, Invincible Commando, Tratos, etc.





One of the biggest change is the addition of the Cheap Unit Generating Building. If you want to cheat, build it, otherwise don't. The purpose of this building is to enhance the AI even more. So that the AI can attack you with 30 Ghost Stalkers, 25 Mammoth Tank Mk II, etc. Also the AI can building unlimit unit and structure in which you are limited of building only one.(note:I did not put the Cheap Unit Generating Building to the list above as you are not suppose to build it)





Building time has also been decreased to 4x faster. 





AI is now much harder to defeat(see Enhanced AI for detailed information).





New purple tiberium, worth more than blue tiberium.





All Tiberium growth rate decreased.





Two new important structures have been added: Alien Pyramid and Ion Tech Centre.


These building give you the ability to build some new units and structures such as the Ion Pulse Artillery, Meteor Trooper, TB22 Ion Bomber, etc. A combination of the two building which give you the ability to build some powerful unit(either Ion Tech Centre and Forgotten Headquarter or Alien Pyramid and Nod Future Technology Research Facility)





I have as well added some weaker units instead of some super units such as Artillery Titan, Sonic Zap Pod, Hover Laser Scrin, etc. 





Always remember that you can send me e-mail for the next version's suggestion so that I can always keep the mod up with new and exciting things. See the Contact section for more information.





5: Enhanced AI





If you choose to play against an enhanced AI, just simply copy the ai.ini file into your C:\Westwood\Sun directory. 





The AI can build the units and structures that you can build. This feature was already introduced in last version. But for this version I have made to AI much, much stronger than before. Read the "Additional in this version" for more detail.


However if you have found out that it is too hard to beat the AI, delete the ai.ini file from your C:\Westwood\Sun directory. But I highly recommended you to play against a stronger AI instead of the weak one. 





Some example of using this ai.ini file is sometime the computer may send a bunch of units to your base(around 30 to 60 units) or send around 20 Advanced Orca Bombers to your base. Other than that, the computer can also has load of unit to defense their base(e.g. Keeping 30 Mammoth Tank Mk II in their base). 


I have choosen to give the AI has this ability because that's what most human player intent to do when they play. Many people like to send around 30 or more Titans to the enemy's base. Now the computer can do the same but will send even more and using not Titan but units that are stronger than Titan! 


This is a good chance for you to try the feeling of being attack heavily  by a computer. Having 30 Banshees attack your base at the same time, you must need more defense than you do with a human player!


If you have decided to use the ai.ini file, this is what going to happen. You have been warn!





Additional in this version:





If you choose to play against a level 0 or 1 Ai, you will not see much difference, however if you choose to play against a level 2 computer and whelter or not you choose to use the ai.ini file, the computer can now do things that you cannot do:





Computer ground and air units move 30% faster than yours


Computer building time is now 30% less than yours


Computer ground, air units and structures have 80% more armour than yours


Computer weapon can fire 30% faster than yours


All computer structures and units cost 50% less than yours.





If you think that this is too hard for you to defeat, you can always use the Cheap Unit 


Generating Building to cheat.(highly recommended not to use it)


Also beware that the computer will not attack you very often but they will keep all their super units within their base so that to defeat them will gives a you hard time.





6: Bugs





So far I have got one bug which I am not sure how to fix. That is when you build a Scouting Robot(GDI), when it is ready, it will run around inside the War Factory for a while(around 10 to 20 seconds) then comes out. Usually a Scouting Robot is included when you start your game. 





I will try to fix this bug as soon as possible.





7: Contact Information





You can contact me by either e-mail (nelson_w@email.com) or ICQ me. My UIN is 14378300. The next version of NGC may include something which are come from you or others opinion! (But please do not send some ridiculous e-mail like "this mod sucks". Because this kind of e-mail cannot make the next version of NGC any better. An opinion about what kind of uni
