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NOTE TO FANS:

The black multiplayer color was too dark to see in most terrain (text in chat messages) and the white player text will be too bright in snow levels---so if you have any suggestions as to a color then let me know by sending mail to jrpereira1@hotmail.com .



Go to CnC Mods & Reviews, home of the Tech War modification

http://void.project77.net



Tech War Story/Background Info

After the second Tiberium War, GDI and NOD were still fighting for total control.  Cabal had almost taken out both GDI and NOD with it’s huge cyborg army and the incredible Core Defender.  There were many advances in GDI and NOD technologies since then.  Nod has continued developing laser and tiberium weapons, as well as new cyborgs.  GDI has upgraded some of their mechs and vehicles, creating devastating war machines in the process.

[Story Incomplete]




This mod is now compatable with Firestorm (since v1.5)- Although firestorm is NOT required.



If you are unfamiliar with this modification, then I suggest that you print it for your own reference while playing.



Miscellaneous Additions

Ion Storms are more violent

The AI is MUCH BETTER

The AI builds most of the new units

Units respond more aggressively to attacks

Units scatter from enemy fire

Tiberium Grows faster

Tiberium yields higher profits

Red Tiberium now exists, and yields more cash than any other color

You can start out with up to 20,000 credits in multi-player mode

GDI firestorm blocks all weapons now, including EMP, missiles, and hunter-seeker

The pink multi-player color is now black (won’t show up until you’re in the game)

Regular harvesters only cost $1,000

Computer players build walls and gates

Aircraft reload faster

New background pictures for the menus and multi-player score screen

The AI will build walls and gates

You only have to kill 1x the unit’s value to become a veteran.

When stuff blows up…STUFF BLOWS UP—debris flies everywhere!

Civilian building and other building names changed.

Walls cost less and are stronger.

Pavement is cheaper.





Files in this mod

Patch.mix - The original version of this file doesn’t seem to be used so you don’t need to back up this file before overwriting it with the modified one.  This file contains most of the rules changes and menu images.

Expand05.mix - This file contains in-game graphics like unit icons and voxel files.

TechWar.doc - You’re reading this file right now



Installation and un-installation

Remove all old mods.  Copy all of the files listed in “files in this mod” to your tiberian sun directory/folder if you haven’t already done so. (default it C:\westwood\sun)

Play Tiberian Sun---any other human players playing with you will have to have the exact same copy of the mod in their sun directory/folder to play.

Remove the files in “files in this mod” from your sun direcory/folder and you’re back to playing normal tiberian sun.



Bugs

Training center is invisible in snow terrain.

You somehow can’t load a Tech War savegame - TS will get an internal error.  (THIS COULD BE FIXED IN VERSION 1.7—HASN’T BEEN TESTED)

Computer players won’t attack the training center.





Changes in version 1.6

Added unit icon for medium tank

Added unit icon for mammoth tank

Added unit icon for Mammoth Mk.III

Added unit icon for Hovering Mammoth Tank

AI builds more of the new units.

Added unit icon for APC

Added unit icon for light tank

Added unit icon for Heavy tank

Added unit icon for Advanced bomber

Added tiberian fiend icon

Added icon for fusion power plant

Added icon for hind helicopter

Added icon for longbow helicopter

Added icon for training center

Added icon for chemical banshee

New heavy laser tank icon

New/updated voxels for heavy laser tank

Updates voxel for Mammoth Mk.III

Fixed sonic pulse infantry’s elite weapon

Added icon for any other unit/infantry/structure not mentioned, that had been missing an icon

AI uses more of the new units



Changes in version 1.5

Changed the minimum range of the heavy grenadiers and sonic pulse infantry so they don’t kill each other when they attack.

Added red tiberium

Made tiberium worth more and grow faster.

The AI is drastically improved.  They now are very good and they won’t ally with each other.  They will also build most of the new units and use them effectively.

You can now start out with 20,000 credits in multiplayer mode

The pink color in multi-player mode has been replaced with a grayish/black color white (black text in multiplayer was hard to see) if you have any complaints, please send mail to jrpereira1@hotmail.com 

New background pictures for the menus and multiplayer score screen

Heavy Laser Tanks now cost $3,000

Mammoth Mark II’s build limit have been removed

Added Cyborg Genreal

Added Cybernetic Medic

Added mobile SAM launcher

Added Subterranean Harvester

Walls are now cheaper and stronger

Pavement is cheaper

Firestorm files are now included

Mobile cloak generator is disabled in firestorm because firestorm has a mobile stealth generator

There are now 5 veteran levels instead of just 2

Removed Gun Ship (it just didn’t fit well into the game)

Added GDI longbow helicopter.

Added Nod hind helicopter

Removed Orca Blaster (Also didn’t fit well into the game)

Heavy tank is now $950

Medium Tank is now $800

Light tank is now $700

Removed Orca Transport and dropship

Added icon for heavy laser tank

Added advanced bomber (new voxel!)

Added Mammoth Mk.III (new voxel unit)

Added chemical banshee voxel image

New voxel image for heavy laser tank (revised weapon too)



Changes in version 1.4

Fusion Power Plant Added 

Nod defender added 

The nod multi-missile works now 

GDI firestorm stops all weapons including EMP, hunter-seeker, cluster missile, and chemical missile--but it cannot stop the ion cannon because it fires from space. 

AI will now build more of the new units--more additions to the AI will come resulting in hopefully smarter AI as well as the AI building lots of new units. 



Changes in version 1.3

Advanced power turbine now costs $200 and needs tech center 

Heavy grenadiers now cost 1700 and need tech center 

Laser infantry cost $600 and need tech center 

Hover harvester is now only for the GDI 

Mobile cloak generator is for NOD only 

NOD advanced attack cycle should work now 

Hover mammoth tanks now need tech center 

Light, medium, and heavy tanks have a $200 cost increase and -3 speed decrease 

Psycho laser tank now costs $400 more and has a -3 speed decrease 

Laser infantry are for NOD only 

Hover harvester problem is fixed now 

Light tower has a weapon (: 



Changes in version 1.2

Added Light Tank 

Added Medium tank 

Added Heavy tank 

Added Magician 

Added Psycho Laser Tank 

Added Heavy grenadier 

Added APC (Like on in Red Alert) 

I think I fixed the firing problem with the advanced attack cycle.



Changes in version 1.1.5

Fixed stingercannon 

Fixed problem where playing as NOD in skirmish would sometimes mess up the computer 



Changes in version 1.1

Added laser infantry 

Added light tower 

Added training center 

Added gun ship 

Added mobile cloak generator 

Added stingercannon Upgrade for component tower 



Changes in version 1.0

Add Umagon 

Added tiberian fiend 

Added advanced attack cycle 

Added advanced wolverine 

I found that the flying weed eater wasn't removed, and I removed it 



Changes in version 0.9

Removed missile launcher since I couldn't fix it--i'm going to reintroduce it when it's fixed 

Added powerful advanced titan 

Removed flying weed eater since it had problems unloading tiberium veins 

Added sabatour, which can blow up anything with one hit 



Changes in version 0.8

Fixed the flying weed eater 

Fixed the missile launcher so it takes time to reload and you have to deploy to fire 



GDI Units/Structures



Mammoth Tank - Remember the classic powerful dual cannon tank with AA missiles?--it’s back and it’s enabled in Tech War.

Unit Type:�Vehicle��Rules Version introduced in:�0.7��Movement Type:�Slow, tracked��Cost:�$1200��Tech Level:�6��Prerequisites:�Weapons Factory, service depot��Special Abilities:�Elite weapon is quadruple 120mm cannon��Weapon:�Dual 120mm Cannons/Dual Mammoth Tusk Missiles��

Hover Mammoth Tank - With the success of the mammoth rank and the hover mlrs, GDI decided to combine the technologies to create the most versatile combat vehicle around.  The result was the hover mammoth.  With it’s 120mm cannons and mammoth tusk missiles, it’s more than a match for most nod vehicles and aircraft.

Unit Type:�Vehicle��Rules Version introduced in:�0.7��Movement Type:�Hovering��Cost:�$1700��Tech Level:�6��Prerequisites:�Weapons Factory, service depot, tech center��Special abilities:�Elite weapon is quadruple 120mm cannon��Weapon:�Dual 120mm Cannons/Dual Mammoth Tusk Missiles�� 

Advanced Titan - An incredibly powerful unit, this version of the titan has a multiple grenade launcher. 

Unit Type:�Mech��Rules Version introduced in:�0.9��Movement Type:�Slow, tracked��Cost:�$1400��Tech Level:�6��Prerequisites:�Weapons Factory, tech center��Special Abilities:�Elite Weapon is multi-blast assault cannon��Weapon:�Multiple grenade Launcher�� �Advanced Wolverine - The old wolverine was found to be inadequate and a new wolverine was put into production with a flame thrower for better anti-infantry warfare. 

Unit Type:�Mech��Rules Version introduced in:�1.0��Movement Type:�Fast, walking��Cost:�$900��Tech Level:�5��Prerequisites:�Weapons Factory, tech center��Special Abilities:�Elite Weapon is multi-blast assault cannon��Weapon:�Flamethrower��

Medium Tank - The old medium tank is back and still a heavy hitter.  This unit has a single cannon that does decent damage. 

Unit Type:�Vehicle��Rules Version introduced in:�1.2��Movement Type:�Tracked��Cost:�$800��Tech Level:�6��Prerequisites:�Weapons factory��Special Abilities:�None��Weapon:�90mm cannon��

Sonic Pulse Infantry - The weapon used on the Disruptors was found to be very effective and a weaker but more portable version was issued to soldiers. 

Unit Type:�Infantry��Rules Version introduced in:�0.7��Movement Type:�Walking��Cost:�$600��Tech Level:�5��Prerequisites:�Barracks and tech center��Special Abilities:�None��Weapon:�Pulse weapon like disrupter but weaker��

Umagon - Umagon has joined GDI in it’s efforts and has brought along her trademark sniper rifle.

Unit Type:�Infantry��Rules Version introduced in:�1.0��Movement Type:�Walking��Cost:�$900��Tech Level:�8��Prerequisites:�Barracks and tech center��Special Abilities:�Heals in tiberium, buildlimit is 1��Weapon:�Sniper Rifle��

Heavy Grenadiers - GDI quickly realized the significance of heavily armed infantry during the first and second tiberium war.  They have now given some infantry powerful cluster grenades that can quickly take down structures and the high explosives in the grenades are the bane of any large infantry group. 

Unit Type:�Infantry��Rules Version introduced in:�1.2��Movement Type:�Walking��Cost:�$1700��Tech Level:�6��Prerequisites:�barracks, war factory, tech center, service depot��Special Abilities:�None��Weapon:�Heavy grenades (basically cluster grenades)��

Magician - Little is known about this infantry except that he has sided with GDI.  Few have survived to tell of a strange light that seems to originate from the magician and completely destroy anything close to it. 

Unit Type:�Infantry��Rules Version introduced in:�1.2��Movement Type:�Walking��Cost:�$1100��Tech Level:�9��Prerequisites:�barracks and tech center��Special Abilities:�Buildlimit is one��Weapon:�Magic light blast��

Omni Upgrade - GDI realized early that they needed a weapon with the range and strength of an RPG upgrade, but with the added bonus of being able to defend itself against aircraft.  The Omni Upgrade for the component tower was their answer. 

Unit Type:�Upgrade for Component Tower��Rules Version introduced in:�0.7��Movement Type:�Can’t move��Cost:�$1500��Tech Level:�9��Prerequisites:�tech center and component tower��Special Abilities:�None��Weapon:�Multiple missiles��

Stingercannon - After fighting off many of Nod’s frequent artillery attacks, GDI decided to make an upgrade for the component tower with at least a long range if not the range of the artillery.  After different tries, the Stinger missiles from destroyers of the old world wars were loaded into launchers and fitted for use with the component towers. 

Unit Type:�Upgrade for component tower��Rules Version introduced in:�1.1��Movement Type:�Can’t move��Cost:�$1000��Tech Level:�9��Prerequisites:�Radar and component tower��Special Abilities:�None��Weapon:�Long range missile��

Threat Rating Node - GDI’s defense systems were poorly set up and most of GDI’s defenses targeted the first unit in range, while letting and heavier and deadlier units destroy the defenses and then move on to more important targets.  The threat rating node for the upgrade center properly identifies the threat of each unit and attacks the unit with the most damage potential. 

*Please note that the functionality of this building hasn’t been tested

Unit Type:�Upgrade for upgrade center��Rules Version introduced in:�0.7��Movement Type:�Can’t move��Cost:�$500��Tech Level:�5��Prerequisites:�Upgrade center��Special Abilities:�Makes defenses attack the biggest threat to base��Weapon:�None��

Advanced Power Turbine - With Nod’s high power defenses and advanced power plants, GDI noticed that they needed some way to provide the power for their more advanced structures and defenses.  Research was done and the advanced power turbine was produced. 

Unit Type:�Upgrade for GDI power plant��Rules Version introduced in:�0.7��Movement Type:�Can’t move��Cost:�$200��Tech Level:�7��Prerequisites:�GDI power plant and tech center��Special Abilities:�Provides double the power of the original power turbine��Weapon:�None��

Hover Harvester - Even though the harvester was an essential vehicle for harvesting tiberium, it’s maneuverability was limited and it was slow to get back and forth between tiberium patches and refineries.  The result was many harvesters being lost to Nod units who were able to keep up with the harvester as it tried to escape.  The hover mlrs technology proved to be very useful in increasing a unit’s maneuverability and some harvesters were equipped hover jets and put into the field for testing.  The results were promising and hover harvesters were soon put into production. 

Unit Type:�Vehicle��Rules Version introduced in:�0.7��Movement Type:�Hovering��Cost:�$1400��Tech Level:�4��Prerequisites:�Refinery, weapons factory, tech center��Special Abilities:�hovers, harvests tiberium��Weapon:�None��



Mammoth Mk.III - This vehicle is the represents the peak of GDI’s weapons technology.  With extremely strong armor and an equally powerful weapon, the Mammoth Mk.III has truly earned the title “King of the battlefield”.  Many commanders have joked about the power generating structure on the turret to be “The King’s crown” but the weapon on this devastating monstrosity is nothing to laugh at.  Many Nod commanders have underestimated the Mammoth Mk.III and suffered the consequences.

Unit Type:�Vehicle��Rules Version introduced in:�1.5��Movement Type:�Hovering��Cost:�$8000��Tech Level:�10��Prerequisites:�Weapons factory, service depot, tech center��Special Abilities:�Hovers��Weapon:�Extremely powerful dual plasma turrets��

Advanced Bomber - With the advent of the chemical banshee, GDI decided they needed an aircraft that was equally powerful, if not more powerful.  After much research, it was decided that cluster missiles were the most deadly weapon in Nod’s arsenal, and GDI decided to give a weaker but more plentiful version of the cluster missiles to a new aircraft which was soon called “The Advanced Bomber”.

Unit Type:�Aircraft��Rules Version introduced in:�1.5��Movement Type:�Flying��Cost:�$3500��Tech Level:�8��Prerequisites:�Helipad, tech center��Special Abilities:�None��Weapon:�Mini-cluster missiles��

Longbow Helicopter - The longbow helicopter has been the weapon of choice in many of the pre-tiberium armies.  After GDI testing with a new missile and armor type, the new longbow helicopters were released.  They showed promise in the battlefield and were easy, although a bit expensive to produce.

Unit Type:�Aircraft��Rules Version introduced in:�1.5��Movement Type:�Flying��Cost:�$3000��Tech Level:�5��Prerequisites:�Helipad��Special Abilities:�None��Weapon:�Hellfire missiles��

Nod Units/Structures

Subterranean Repair Vehicle - Nod’s ability to repair vehicles was directly limited to the repair vehicle’s ability to make it safely to it’s target.  Nod decided to make a repair vehicle that could tunnel underground to it’s target. 

Unit Type:�Vehicle��Rules Version introduced in:�0.7��Movement Type:�Mostly underground��Cost:�$1300��Tech Level:�7��Prerequisites:�Weapons factory and tech center��Special Abilities:�Repairs vehicles, can move underground��Weapon:�None��

Mobile Cloak Generator - Stealth tactics have always been the key to attacking some of GDI’s heavy hitters.  Now units can lay and wait for units to come by and ambush them before they can react. 

*Note - This unit is disabled in Firestorm because firestorm has a mobile stealth generator (not yet)

Unit Type:�Vehicle��Rules Version introduced in:�1.1��Movement Type:�Wheeled��Cost:�$950��Tech Level:�7��Prerequisites:�Weapons factory, radar building��Special Abilities:�Cloaks buildings, need a small amount of power to use��Weapon:�None��

Advanced Attack Cycle - The original attack cycle was more of a scout unit than anything else, with a weak missile and no armor.  The advanced attack cycle is faster, better armored, and fires dual missiles, making it more than a match for some of GDI’s units. 

Unit Type:�Vehicle��Rules Version introduced in:�1.0��Movement Type:�Fast, wheeled��Cost:�$900��Tech Level:�5��Prerequisites:�Weapons factory, tech center��Special Abilities:�Elite weapon is quadruple missiles��Weapon:�Dual missiles��

Heavy laser tank - With GDI’s heavy units destroying more and more of Nod’s bases, it was clear that Nod needed a fast and heavily armored weapon to attack and defend with.  Using some of Nod’s armor technology turned out to make slow or bulky vehicles that couldn’t fire strait or that had a good weapon and were fast but couldn’t take many direct  hits. One researcher decided to see if a the base of a salvaged mammoth tank body could stand heavy hits while still dealing out damage with a new laser weapon that he invented.  The results were promising and the first heavy laser tanks came into production. 

*Note that this unit was formally called the psycho laser tank

Unit Type:�Vehicle��Rules Version introduced in:�1.2 - Revised in version 1.5��Movement Type:�Fast tracked��Cost:�$3000��Tech Level:�7��Prerequisites:�Weapons factory, tech center��Special Abilities:�None��Weapon:�Powerful single laser cannon��

Light Tank - The old light tanks of the first tiberium war were still useful although most commanders preferred the newer weapons technologies.  When a group of leftover light tanks saved a Nod base, the light tanks were quickly brought back into production. 

Unit Type:�Vehicle��Rules Version introduced in:�1.2��Movement Type:�Tracked��Cost:�$700��Tech Level:�4��Prerequisites:�Weapons factory��Special Abilities:�None��Weapon:�75mm cannon��

Heavy Tank - When the mammoth tanks came back into production in GDI factories, Nod decided they needed a vehicle that could match the mammoth in firepower.  The heavy tank was soon brought into production. 

Unit Type:�Vehicle��Rules Version introduced in:�1.2��Movement Type:�Tracked��Cost:�$950��Tech Level:�6��Prerequisites:�Weapons factory��Special Abilities:�None��Weapon:�dual 105mm cannons��

Chemical Banshee - With the success of the chemical missiles used in the second tiberium war, Nod decided to equip banshee fighters with chemical bombs.  These bombs turned out to be very effective versus all vehicle and structure types. 

Unit Type:�Aircraft��Rules Version introduced in:�0.7��Movement Type:�Flying-drops bombs in strafing runs��Cost:�$1800��Tech Level:�9��Prerequisites:�Helipad and tech center��Special Abilities:�None��Weapon:�Chemical bombs��

Harpy Lifter - With many GDI vehicles reaching Nod bases via carryalls, Nod decided to match the usefulness of the carryall with a harpy that was refitted with a hook to carry vehicles.  The old chain gun was replaced with a flame thrower to enhance the harpy’s effectiveness while fighting infantry. 

Unit Type:�Aircraft��Rules Version introduced in:�0.7��Movement Type:�Flying��Cost:�$1300��Tech Level:�5��Prerequisites:�Helipad and tech center��Special Abilities:�Can carry vehicles��Weapon:�Flamethrower��

Chameleon Spy - After rushing unprepared into GDI bases without knowing what lay inside, Nod hired the chameleon spy to scout out bases before Nod sent their attacks. 

Unit Type:�Infantry��Rules Version introduced in:�0.7��Movement Type:�Walking��Cost:�$900��Tech Level:�6��Prerequisites:�Hand of nod and tech center��Special Abilities:�Can enter buildings, can cloak��Weapon:�None��

Tiberian Fiend - The tiberian fiends found among many tiberian fields were soon domesticated and trained to attack GDI soldiers. 

Unit Type:�Beast��Rules Version introduced in:�1.0��Movement Type:�Fast running��Cost:�$1200��Tech Level:�7��Prerequisites:�Hand of NOD and tech center��Special Abilities:�None��Weapon:�Tiberium shards��

Flamethrower Infantry - After the success of the devil’s tongue, especially versus infantry, Nod decided to give infantry flame throwers to add to their combat effectiveness. 

Unit Type:�Infantry��Rules Version introduced in:�0.7��Movement Type:�Walking��Cost:�$300��Tech Level:�5��Prerequisites:�Hand of NOD and tech center��Special Abilities:�None��Weapon:�Flame thrower (obviously)��

Saboteur - With many of GDI’s vehicles suited to attack vehicles and structures, Nod decided to train saboteurs to take apart GDI vehicles.  The saboteur’s weapon can also shock infantry and blow up buildings. 

Unit Type:�Infantry��Rules Version introduced in:�0.9��Movement Type:�Fast walking��Cost:�$1300��Tech Level:�8��Prerequisites:�Hand of NOD and tech center��Special Abilities:�Buildlimit is 1��Weapon:�Enhanced Welding spark��

Laser Infantry - With many laser cannons being destroyed by titans because of their longer range, Nod decided to take the lasers to GDI, and make it personal.  Infantry were soon given portable laser blasters. 

Unit Type:�Infantry��Rules Version introduced in:�1.1��Movement Type:�Walking��Cost:�$600��Tech Level:�6��Prerequisites:�Hand of NOD and tech center��Special Abilities:�Elite weapon is double laser��Weapon:�Infantry laser��

Plasma Cannon - With many of Nod’s defenses being totally inadequate for fighting large groups of units, Nod decided to put a version of the Cyborg Commando’s cannon onto structures.  The plasma cannon can quickly decimate foes with a few blasts of green plasma. 

Unit Type:�Building��Rules Version introduced in:�1.0��Movement Type:�Can’t move��Cost:�$1000��Tech Level:�7��Prerequisites:�Hand of NOD and tech center��Special Abilities:�None��Weapon:�Modified cyborg commando cannon��

Fusion Power Plant - With many of Nod’ structures, mainly the Obelisk of light, having such high power requirements, many old Nod pyramids were converted to fusion power plants, which provide high amounts of power.  Attacks on fusion power plants have revealed that the fusion power plant has extreme explosive potential and should not be put near any structures unless the fusion power plant is well defended.  Many a commander has lose groups of structures because they were sitting next to a destroyed fusion power plant. 

Unit Type:�Building��Rules Version introduced in:�1.4��Movement Type:�Can’t move��Cost:�$4000��Tech Level:�10��Prerequisites:�Nod tech center��Special Abilities:�None��Weapon:�Provides 2000 units of power��

Nod Defender - Since many of GDI’s offensive units have been developed with longer and longer range, Nod decided that they needed an incredibly long range defensive structure.  With the advent of the Fusion Power Plant, many Nod bases could support defenses with extreme power requirements, like the Nod Defender.  The Nod Defender’s weapon is not very powerful but it can hit any GDI unit before it even gets close. 

Unit Type:�Building��Rules Version introduced in:�1.4��Movement Type:�Can’t move��Cost:�$4000��Tech Level:�10��Prerequisites:�Nod Tech center and fusion power plant��Special Abilities:�Weapon has Anti Aircraft capabilities��Weapon:�Extremely long range laser cannon��

Subterranean Harvester - With many of Nod’s harvesters being attacked by GDI’s quicker units and aircraft, Nod needed a way to protect it’s harvesters from harm while traveling to and from tiberium patches.  After trying heavily armored harvesters or harvesters with a weapon, Nod decided to give the harvester a drill so it could travel safely underground, where GDI couldn’t touch the harvester. 

Unit Type:�Vehicle��Rules Version introduced in:�1.5��Movement Type:�Underground��Cost:�$1400��Tech Level:�4��Prerequisites:�Refinery, weapons factory, and tech center��Special Abilities:�harvests tiberium, moves underground��Weapon:�None��

Cybernetic Medic - With many of Nod’s soldiers being weak after battles and dying very quickly, Nod decided that they needed a medical unit to heal their infantry.  While GDI’s medics couldn’t heal the soldiers while they were in combat because of too many stray bullets flying around, Nod decided to use a modified cyborg that would withstand a decent amount of fire before going down.  The only problem was that the cyborg’s positronic brain made it destined to be a killing machine.  Nod decided to remove the positronic brain and replace it with computer with a medical program loaded in it.  The result was the cybernetic medic. 

Unit Type:�Infantry��Rules Version introduced in:�1.5��Movement Type:�Walking��Cost:�$400��Tech Level:�4��Prerequisites:�Hand of NOD��Special Abilities:�Heals infantry��Weapon:�None��

Cyborg General - The cyborg general represents the latest advance in Nod fighting technology.  This type of cyborg has HEAVY armor and a powerful weapon.  The weapon type was originally made to be a rapid fire version of the cyborg commando’s weapon, but due to the strange nature of the plasma being fired, it had to be modified into a cluster bomb to fire properly. 

Unit Type:�Infantry��Rules Version introduced in:�1.5��Movement Type:�Walking��Cost:�$8000��Tech Level:�10��Prerequisites:�Hand of NOD, nod temple��Special Abilities:�Heals in tiberium��Weapon:�Cluster plasma bomb��

Hind Helicopter - With GDI re-releasing the longbow helicopter, Nod decided to revive the hind helicopter, complete with a new, smaller and more effective ammo type.  The hind is excellent at picking off infantry and didn’t have much trouble destroying many GDI units and structures.  Because of the production methods used in creating the Hind, only a helipad is needed for construction.

Unit Type:�Aircraft��Rules Version introduced in:�1.5��Movement Type:�Flying��Cost:�$3000��Tech Level:�5��Prerequisites:�Helipad��Special Abilities:�None��Weapon:�Modified chaingun��

Units/Structures for Both Sides

APC - The original version of the armored personell carrier couldn’t move across water and couldn’t tunnel underground, but it had a decent anti-infantry machine gun and good speed.  Commanders soon realized that the original APC had a purpose, and decided to bring it back into production. 

Unit Type:�Vehicle��Rules Version introduced in:�1.2��Movement Type:�Tracked��Cost:�$600��Tech Level:�5��Prerequisites:�Weapons factory��Special Abilities:�Can carry up to 5 infantry��Weapon:�Minigun��

Light Tower - The light (spotlight) tower was always good for notifying commanders of incoming attacks.  Now it has been equipped with a chain gun for light anti-infantry support. 

Unit Type:�Building��Rules Version introduced in:�1.1��Movement Type:�Can’t move��Cost:�$300��Tech Level:�7��Prerequisites:�Construction yard��Special Abilities:�Has spotlight��Weapon:�Chaingun��

Training Center - Commanders in the first and second wars noticed that infantry units did much better in combat if they had spent more time training.  The training center was designed to help better train any infantry who was willing to take the time and get the training that they need.  The success of the training center has been so highly noticed that any infantry that has been in one is immediately deemed elite. 

Unit Type:�Building��Rules Version introduced in:�1.1��Movement Type:�Can’t move��Cost:�$1500��Tech Level:�8��Prerequisites:�barracks��Special Abilities:�Any infantry that enters, exits as an elite infantry unit��Weapon:�None��

Mobile SAM Launcher - GDI has had problems starting up new bases because Nod aircraft could get to them and eliminate the construction yard very quickly, way before any decent anti-aircraft weapons could be built.  Soon GDI decided to build mobile versions of their SAM launchers.  These new mobile SAM launchers proved to be valuable in the protection of attack forces in the field as well.  Due to the fact that the mobile SAM launcher uses a modified amphibious APC as the body of the vehicle, it can move across water.  When Nod found GDI using these mobile SAM launchers, they quickly moved in and salvaged a partially destroyed one and reproduced it in Nod weapons factories.

Unit Type:�Vehicle��Rules Version introduced in:�1.5��Movement Type:�Tracked��Cost:�$800��Tech Level:�6��Prerequisites:�weapons factory and radar��Special Abilities:�Can move across water��Weapon:�Anti aircraft missile��

No C&C1 flame tank in doc

No Chameleon Spy in game

No Tiberian Fiend in game

No Umagon in game

No 



