New Factions in BFME II
A Tutorial by Fingulfin
Part II: Fortresses
For “The Battle for Middle Earth II”
Welcome to Part II of my “Creating a new Faction” Tutorial Series!
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: 

Worldbuilder (comes with BFME II)

XVI32 Hex Editor {Click to download}

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! {Click to Download}


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\ini\commandset.ini
data\ini\objecct\goodfaction\structures\rohan\fortress.ini
To start:

Get your objects ready! For this tutorial, I will be making a Rohan Fortress for my new Rohan Faction. Let’s use the old Rohan Castle Keep from BFME 1. Find the code for it (data\ini\object\obselete\rohan\campsandcastles). The Object is called: ‘RohanCastleBaseKeep’. Make a new INI folder in this path: ‘data\ini\object\goodfaction\structures\rohan’. Name it ‘RohanFortress.ini’ Copy all the code for that fortress and add it to your new INI. Re-name the keep to ‘RohanFortressKeep’. Ok, now we will be doing a tiny bit of editing to the fortress code. For the most part, it’s already fine, but let’s edit the KindOf. Delete all the previous KindOfs, and give it these ones: 
	CODE

PRELOAD COMMANDCENTER VITAL_FOR_BASE_SURVIVAL STRUCTURE IMMOBILE CASTLE_KEEP MP_COUNT_FOR_VICTORY SELECTABLE FS_FACTORY AUTO_RALLYPOINT MADE_OF_WOOD SCORE DOZER_FACTORY CAN_CAST_REFLECTIONS


Also, delete the “KeepSelectableWhEndead = Yes” and all the rubble animations. We don’t want those for a killable fortress! Now, change the side of the fortress to “Side = Rohan”. This will make it so in the WB we will see this building under the ‘Rohan’ tab. Now for a few more objects. We need a .BSE Pin (we use it later; don’t worry about exactly what it is right now!). So, open up menfortress.ini. At the very top there should be this object: “MenFortressCenterGeneric”. Copy all that code and put it at the top of your new INI, above the Fortress Keep. Re-name it ‘RohanFortressCenterGeneric’. In the WB that will be the Purple Pyramid that we see. Next, we should make some Defense Plots. 
	IMPORTANT NOTE!
I have not been able to get expansion pads to actually charge money for anything built on them. Not too much of a problem, but it is annoying. So don’t go off spamming my thread or flooding my PMs because you can’t get it to work!


Copy paste the entire ‘MenFortressExpansionPadCorner’ code to right under where you stuck the ‘CenterGeneric’ object. Now re-name it to ‘RohanFortressExpansionPad’. Change the side to Rohan (like we did with the main Fortress). Now, because we don’t want a gondor plot to appear, give it a new model! FloorDraws are not Scalable, so you will need a new model. Included is a new, small, foundation, an asset.dat, and instructions for getting it to work in your mod: Rohan Foundation.RAR. Change this block:
	CODE

Draw = W3DFloorDraw DrawFloorBase  



ModelName = GBFoundationB


End


To look like this:
	CODE


Draw = W3DFloorDraw DrawFloorBase  



ModelName = RBFoundationNew

End


Basically, we just changed the look of the foundation. Add this block to the code, right underneath the last block we edited:

	CODE


ModelConditionState = WORLD_BUILDER




Model = GBFoundationB



End


Now, open up Commandset.ini. Create a new Commandset, and call it ‘RohanFortressFoundationCommandset’. In the End, your commandset should look like this:
	CODE
CommandSet RohanFortressCommandset
End


Now, back in fortress.ini, change the foundations commandset to the one we just created. It’s empty for now, but when you make some walls and/or towers, you can make a build button and stick it into that commandset. Now, down to .BSE coding! First, put your .BIG into the main BFME II folder. MAKE SURE IT IS NOT CALLED INI!!! Now our modded changes will apply in the Worldbuilder (WB). Whip out your good friend the WB. Some of you may have never used the WB, so if you need to know where it is located, go to Start Menu\Programs\Electronic Arts\The Battle for Middle-earth (tm) II\WorldBuilder.exe. Launch it up, and we can get started! 
	IMPORTANT NOTE!

The WB is known for causing EXTREME Computer laggy-ness! It eats all the RAM you currently have on your comp like pancakes and bacon. Gone, in five seconds. So my recommendation would be:

· Restart your computer before loading the WB.

· Don’t Run ANY Unnecessary programs while the WB is on.

· Restart your computer when you are done with the WB.

· Optimize Performance settings on Windows. If you don’t know what this means, don’t worry about it.

Please note that this is not necessary in all computers. If you can run the game on high detail without experiencing lag, you should be fine.



A few WB basics: Click, hold and drag the right mouse button to move across the screen. Note that the movement is inverted. Click, hold and scroll your mouse wheel to zoom in and out. Click, hold and drag your mouse wheel to rotate the screen. There ya go, WB 101!
First: Click the New Button (File/New) Make a new map with size about 100 x 100; nothing else is really that important. First, we need to make an Area for our base. Hit the button that looks like this:[image: image1.jpg]


. Now, make a square. Make it pretty big, but not too big. When we are done, we will re-size it to fit our base’s size. Name the Area ‘Area 1’. To do this, click on the area with the normal cursor tool selected ([image: image2.jpg]


) Click on your area, and the Little Screen to your right. The Area name box is pretty self explanatory. Now, push the button that looks like this:[image: image3.jpg]


. You now see the ‘Object Selection Screen’ Minimize as much as you can. Open up the ‘ByNativeType’ sub-menu. Open up the ‘Rohan’ Sub-Menu, then the ‘Structures’ sub-menu. Place the object ‘RohanFortressCenterGeneric’ in the middle of your square (being exact is not really that important). You will probably get a message asking you which faction you would like to add it to. Rohan should already be selected, so just click O.K. You should now see a pyramid with the word ‘BASE’ typed on the side of it. Click on the Pink Pyramid with the normal cursor tool. The window on the right should read ‘Object Properties’. Enter ‘BASE’ into the name box, and hit the ‘Logical’ tab. Now, check the box next to the line ‘Is a Base’. Next, place the ‘RohanFortressKeep’ on top of your base pin (the pink pyramid). Now, click on the drop down list ‘In Base:’. Select the base ‘BASE’ (lol). Now, place your foundations. Rotate them to satisfaction (using the normal cursor tool). I know they look like Gondor Foundations, but in order for us to see them they have to, unless we go through a ton of useless asset.dat editing. Select all the plots, either one at a time, or hold SHIFT and click on all of them. Put them into the base ‘BASE’, just like you did with the Keep. Ta-da! There is your fortress! Now to save it. Click File/Save as. Click on the tab labeled ‘Bases’. Save your fortress as ‘fortress_rohan’. Now to Hex Edit! Launch the Hex Editor, and open the base file with it. The Base file is located at: ‘C:\Program Files\Electronic Arts\The Battle for Middle-earth (tm) II\Bases\fortress_rohan\fortress_rohan.bse’. About the 60th Character in, you should see a line labeled ‘fortress_rohan’. Change that to ‘Fortress_Rohan’. Save and your done! Now for a bit more coding. Open up Notepad ++ again, and open …\rohan\fortress.ini and …\men\fortress.ini. Copy Paste the ‘MenFortress’ object onto the bottom of your Rohan factions Fortress.ini. Re-name it to ‘RohanFortress’. You might be wondering what it is for. It is the object that the porter builds. Once it is built, it ‘unpacks’ into the .BSE file we created! Pretty neat huh? Delete all the ‘Draw’ modules. Now, copy paste the all the buildup animations from your ‘RohanFortressKeep’ to where the Draw modules for the fortress were. If you don’t know what that means, copy-paste this code into your INI:
	CODE
  Draw = W3DScriptedModelDraw ModuleTag_Draw

;------------Build Up States

    ModelConditionState   = ACTIVELY_BEING_CONSTRUCTED

      Model               = RBCastKeep_A

      ParticleSysBone     = NONE BuildingContructDust

    End  


AnimationState          = ACTIVELY_BEING_CONSTRUCTED



StateName = STATE_Constructing



Animation




AnimationName
= RBCastKeep_A.RBCastKeep_A




AnimationMode   = MANUAL



End



BeginScript




CurDrawablePlaySound("GondorBarracksBeginConstruction")




CurDrawablePlaySound("BuildingTopple")



EndScript


End

    ModelConditionState   = DESTROYED_WHILST_BEING_CONSTRUCTED



Model = RBCastKeep_A



ParticleSysBone NONE Explosion3



ParticleSysBone NONE ExplosiveMineSmoke02

    End  


AnimationState
= DESTROYED_WHILST_BEING_CONSTRUCTED



StateName = STATE_DetroyedConstructing



Animation




AnimationName

= RBCastKeep_A.RBCastKeep_A




AnimationMode

= ONCE_BACKWARDS




AnimationBlendTime
= 90
; 3 seconds * 30 frames



End



; Specifically no start last frame flag here.



Flags = START_FRAME_FIRST


End

;------------Build Up States

    ModelConditionState   = BASE_BUILD

      Model               = RBCastKeep_A

;      ParticleSysBone
  = NONE BuildingDoughnutCloud

      ParticleSysBone     = NONE BuildingContructDust

    End  


AnimationState

  = BASE_BUILD



StateName = STATE_None



Animation




AnimationName = RBCastKeep_A.RBCastKeep_A




AnimationMode = ONCE




AnimationBlendTime = 0







AnimationSpeedFactorRange = 2.0 2.0 ; 300 frame anim, but need to shrink down to 5 seconds



End



BeginScript




CurDrawablePlaySound("GondorBarracksBeginConstruction")




CurDrawablePlaySound("BuildingTopple")



EndScript


End

    End


Sorry if it’s a bit small, I don’t want it taking up several pages of my tutorial. Now, look for the ‘Side’ tag, and, as usual, change it to ‘Rohan’. Look for the ‘CastleBehavior’ (the one we edited in the first tutorial). Now, change the following block:
	CODE


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


To look like this:

	CODE
  

CastleToUnpackForFaction
= Isengard Fortress_Rohan



CastleToUnpackForFaction
= Men Fortress_Rohan



CastleToUnpackForFaction
= Elves Fortress_Rohan



CastleToUnpackForFaction
= Dwarves Fortress_Rohan




CastleToUnpackForFaction
= Wild Fortress_Rohan




CastleToUnpackForFaction
= Mordor Fortress_Rohan



CastleToUnpackForFaction
= Rohan Fortress_Rohan


What we just did was make it so instead of *unpacking* ‘Fortress_Men.bse’ we will be unpacking ‘Fortress_Rohan.bse’, so in the end we will end up with the fort we made in the WB. Almost finished! Whip out playertemplate.ini. Go to the very bottom (you should see your Rohan Faction there). Edit this line:
	CODE

StartingBuilding


= MenFortress


So that it looks like:
	CODE

StartingBuilding


= RohanFortress


Voila! Finished! Go in-game, test, and enjoy your new fortress!

Part III (Making Rohan Buildings Build-able) coming soon!
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
