New Factions in BFME II
A Tutorial by Fingulfin
Part I: Playertemplate

For “The Battle for Middle Earth II”
Welcome to my tutorial! In this tutorial we will cover all the basics as to creating a new faction, Rohan. All of the buildings and units are already in-game, so there is no modeling required! Let’s get started:
KEY:

Anything included in    ‘’    is the name of something. Do not include the ‘’ in your code!

Things Wrapped in       ( )    would be a note, there to make your life easier!

Things in a table like this:

	CODE


would be a block of code. Do not include the ‘CODE’ writing in your INI!

Stuff in a table like this:

	IMPORTANT NOTE!


would be a note that you SHOULD NOT IGNORE UNDER ANY CIRCUMSTANCES!!! 

Things UNDERLINED would be links to online resources that you could really use. Everything except for the example above that is…
KNOWLEDGE NEEDED:

Medium/low knowledge of coding. You don't have to know too much, it would simply be nice if you understand what object coding is, and what most of the individual blocks mean.

TOOLS Needed:

FinalBIG (If you don't have this, go to http://www.the3rdage.net. This tutorial is a bit advanced for someone new to modding)

Notepad++ With Color INI(not necessary, but useful.) Not required, but it makes coding a hell of a lot more attractive!

CREDITS: Big hats off to Admiral GT of T3A for his wonderful Faction Coding tutorials, without his work, I couldn't have made this tutorial. Another loud "HOOZAH!" to Ched, for developing the Color INI Plug in for Notepad ++. And last, but not least, to the 3rd Age Community! Without the hard work, dedication, and helpfulness to newbies, I would never have become the modder I am today!

Files Edited:

data\ini\playertemplate.ini

data\lotr.str
data\ini\objecct\goodfaction\structures\men\fortress.ini

Let’s get started! In this tutorial, we will copy paste most of the data, but I will go through what every line is, so you can understand exactly what it is you are doing. First, copy the entire “Playertemplate FactionMen” block, and paste it to the bottom of playertemplate.ini. Now to get down to actual editing. Change “Playertemplate FactionMen” to “Playertemplate FactionRohan”. It’s not much of a change, but it is necessary. All you changed was the name of the playertemplate. Now, make the following changes:
	CODE 
Side = Rohan

PreferredColor    = R:42 G:190 B:53

BuildableHeroesMP
= CreateAHero RohanTheoden RohanEowyn RohanEomer


Explanation of what we just did: “Side = Rohan” We just created a new “Side”. The WB sorts units by side, and it is also used in reference to the AI quite often. “PreferredColor” We made it so if a player of Rohan chooses a random color, it will search for the closest color to the leafy green mentioned in the RGB values. “BuildableheroesMP =” Here we defined what heroes are build-able by this faction. I didn’t want them to be building Boromir Faramir ETC, so I took them off the list. You can add a hero from any other faction onto this list. Now to get to the STR! Find this line of code:
	CODE 
DisplayName = INI:FactionMen


Change it to “DisplayName = INI:FactionRohan”. Now, in lotr.str add the following lines:

	CODE 
INI:FactionRohan

"Rohan"

END

SIDE:Rohan

"Rohan"

END


Explanation: The game will not display your new “Rohan” Faction in the drop down list in-game unless we actually put the string in there! Both of those strings are absolutely necessary! Now, we need a temporary fix for a fortress. Because of a certain line in fortress code, no fortress will appear for our new faction unless we define one. I know, that was a terrible description… I will explain this in plain English in part 2 of this tutorial! For now, just do as I say. Hit CTRL+F and look for this behavior: ModuleTag_castle
Once there, edit that block to look like this:
	CODE
Behavior = CastleBehavior ModuleTag_castle



CastleToUnpackForFaction
= Men Fortress_Men



CastleToUnpackForFaction
= Elves Fortress_Men



CastleToUnpackForFaction
= Dwarves Fortress_Men





CastleToUnpackForFaction
= Wild Fortress_Men



CastleToUnpackForFaction
= Isengard Fortress_Men



CastleToUnpackForFaction
= Mordor Fortress_Men



CastleToUnpackForFaction
= Rohan Fortress_Men


(The important part is denoted in BOLD). What you just did: You made it so once you select that faction for play, you can get into a game without automatically dying! 
This concludes part 1 of this tutorial. Part II Includes the following: Creating a fortress, .bse creating and hex editing!
If you encounter any errors, go to: 
forums.the3rdage.net 
and ask a question in the BFME II Modding Forums!
To contact me:

E-mail: ulairemapping@yahoo.com
MSN Messenger: ulairemapping@yahoo.com
PM me on Revora

-Fingulfin
