SCRIPTS

===================

loopers: Loopers

Set 2 timers 5 min apart

Set timer 1 to 00:00:00

Set timer 1 to 00:05:00

Then use this to trigger

Timer <1> elapsed

AND

(Not Timer <2> Elapsed) 

Tracers on Weapons

==================

Don't touch units descs.

U must edit some shots.

Go to SHOTS\ folder.

For all ground to ground (or air to air) flat shots:

1. Insert one strring into the shot desc: 'body trasser'

2. Register this shot as 'Rocket' type in the shot list.

Now try to change the shot_speed.

MAP FILES

==========

First, an .smm file is actually compressed using gzip. You can obtain this on the internet, it's shareware, or you can use WinRar to extract the map file from within the archive.

The map is divided in sections, arranged in two parts, map and mission data. A section is identified by it's name. The first section of a multiplayer map is located at offset 8 from the beginning of the file. Although the sequence of sections differs, between singleplayer and multiplayer maps, the concept remains the same.

Section description:

name: 12 bytes (chars, #0 terminated), size: 4 bytes (32-bit integer). data: 1..size bytes.

To locate the sections, make a loop reading the section name and size. Since the size represents the number of bytes in data, just skip size bytes and the file pointer will point to the next section. You'll need to identify P-RHOMBS and P-OBJECTS section in order to obtain the info you requested.

The data part of section P-RHOMBS

A record holds the texture of a single map cell. Eg. a 128x128 map contains 16384 records.

Texture record description:

texture: 2 bytes (word), brightness: 2 bytes (word).

Interpretation of texture values depends on which texture scheme the map is build on. SS2 contains two schemes, normal and island (beach).

For normal textures:

000 .. 012: Grass

013 .. 069: Farmland

070 .. 127: Asphalt

128 .. 186: Ground

187 .. 244: Dry ground

245 .. 290: Water

291 .. 355: Sand

For island textures:

000 .. 015: Grass

016 .. 073: Ground

074 .. 126: Water

127 .. 190: Sand

As you can see, we are able to determine both texture type and category, although the category is much easier determined in the P-FLAGS section.

brightness is a little tricky, you see, it's only the last four bits of the brightness word that holds the brightness modifier. 4 bits ranges from 0-15, but brightness ranges from 0..255, so you'll need to scale the modifier by multiplying it with 16.

To determine the type of texture scheme used, you'll have to read the P-INFO section, which also holds map size information.

The data part of section P-INFO

Holds information of texture scheme and map size.

description:

scheme: 4 bytes (32-bit integer), sizeX,sizeY: 2x4 bytes (32-bit integers).

Standard scheme values:

Normal = 0

Island = 1

sizeX and sizeY is the width and height of the map measured in cells.

The data part of section P-OBJECTS

A record holds a single object, eg. a cliff.

Object record description:

placement x,y: 2x2 bytes (word,word), type: 1 byte, damaged: 1 byte, unused: 1 byte, index: 2 bytes (word).

placement holds the coordinates of the object. Each cell in a map is 32x32 pixels. So in order to locate the cell that holds the object, you just perform an integer division on the coordinates, dividing them with 32.

The type defines if the object is a tree, a house, a cliff ect. Actually the number can be used in the lookup section P-LNAMES, but it should be enough to know that cliffs has the id number 8.

Most objects has a state of damage, where 0 denotes that the object is in top shape. For trees, the damaged state ranges from 0-1, cliffs always has 0 while houses ranges from 0-3.

The type along with index identifies the object, eg. there are 128 different cliff formations.

The data part of section P-LNAMES

It's a lookup table used to identify object types.

Record description:

name: 10 bytes (chars, #0 terminated).

This section is usually 176 bytes long and contains 11 entries as listed below:

Names:

bred, fre, lay, stand, tree, trop, dom, zabor, cliff, vor, most

in the editor, bred is not used, fre is known as free objects, lay as horizontal objects, stand as vertical objects, tree goes without saying , trop is roads, dom is buildings, zabor is fences, cliff should also be obvious, vor is crates and most is bridges.

The data part of section P-FLAGS

Each record in this section represent a map cell and holds information on raised, lowered, blocked, no waves, water and full stop properties.

Record description:

divider,blocked: byte (4-bit each), other: byte, unused: 2 bytes (word).

The blocked value is the low 4 bits of the byte. In order to explain property values where the map cells are divided into 4 smaller cells, eg. the blocked property, you need to imagine a map cell drawn isometrically (like in the editor). Then we denote the top subcell north, followed by east, south and west around the clock.

Subcell values:

north = 1

east = 2

west = 4

south = 8

An example on how to calculate the blocked value: If only the north subcell was blocked, the blocked value would be 1. But if both the north and west subcell was blocked, the value would become 4+1=5 and so on.

Values of other:

$00-$07 .. texture category

$08 ...... full stop

$10 ...... raised

$20 ...... lowered

$40 ...... can't remember  (I'll be getting back to this)

$80 ...... waves (as opposite to "no waves")

Any combination of the above is possible. To determine if eg. the raised property is present, the following boolean comparison is made:

if other and raised = raised then "raised is present"

This method can sucessfully be applied to determine the presence of all the properties within the other value.

A little word of advice - if you want to decompile a map, then use my mapConverter instead, because this info is still less than a percentage of what you'll need to know in order to do so.

==================================================================

SUST_UNITS:

new version (145) of sust_units posted.

new tab - editor BMPs - designed to create 32 BMP files that can be turned into a PCK for use in the editor.

select a PCK file and the image groups you want to combine into single BMPS. currently allows up to four groups to be combined. 

for a tank i used groups 2 (tracks), 1 (body) and 7 (turret) in that order. i left the fourth group box blank. 

a foldr is created as unitName_EDIT and the BMPs will be there. select that folder and run 'new unit' to create the editor PCK.

don't throw out your last version of the program until you know this one works ... 

let me know if you have problems ...

Hot File

-=Hot-Editor v.3.21=-

The program translated from russian, added more description (English only),

by JOSS/WildCat/

This program is for editing ".hot files.

Editing processed by some crosshairs (what depended of type of unit) 

and by 32 pictures (directions) for unit from Sudden Strike games series.

You also can choose way to unpacked pictures. Pictures will appears in windows of program.

You can put direct figures by mouse.

You can change ## groups of pictures. Max. crosshairs are - 16!

That list of crosshairs for different type of units:

-=Track=-

1. Cargo.

-=Tank=-

1. Turret.

2. Animation of gun shot (for group #7)

3. Animation of MG.

4. Commander's turret (for group #7)

5. Soldiers on tank.

Est.…

-=SPG=-

1. Animation of gun shot (for group #7)

2. Animation of MG.

3. Commander's turret (for group #7)

4. Soldiers on tank.

Est.…

-=Armored car=-

1. Turret.

2. Animation of gun shot (for group #7)

3. Animation of MG.

4. Cargo.

-=Gun=-

1. Place of crosshair to track (for group #3)

2. Animation of gun shot 1 (for group #6) 

3. Animation of gun shot 2 (for group #7)

--------------------------------------------------------------------------------

UNIT PARAMETERS

-Mass

Comment for weight

-Size

Comment for size

-Armouring

Comment for armouring front/side/rear

-Primaryweapon

Comment for primary weapon

-Secondaryweapon

Comment for secondary weapon

-Ammo

Comment for ammunition primary/secondary

-Speed

Comment for speed

-Crew

Comment for crew

-Loadstock

Unknown yet

-Chassis

Comment for type of chassis

-Nation

Comment for nationality

-Year

Comment for year of produciton

-Firearmtype

Comment for armsclass

-Information

Comment for general information

*Name

Unit designation in the editor

*Picture

Picture used in the editor

*Nationtype

Nationality in the editor

*Canbepara

Unit can be used in the editor for transport plane (0=NO, 1=YES)

*Guncrewunit

Definition in the Edior which Infantry type will be automatically added

Name

Unit designation in the game

Shortname

Unit short designation

File

Reference to the unit file in SUST directory

Icon

Icon used when beeing in a transport truck

Art

Animation to be used for soldiers manning an gun

Newtypegaub

Enables direct firing for howitzers

Dieexplosion

Animation when beeing destroyed

Removeexplosion

Animation when beeing removed

Watertrace

Animation for movement over shallows

Permanentanimask

Used when an permanent animation is placed over the unit

Health

Unit Hitpoints

Healdelay

Amount of time required to recover hitpoints

Movedamagehp

Amount of healthpoints required to stop moving

Radius

Unit size as radius for damaging

Walkonground

Unit can move on ground (0=NO, 1=YES)

Walkonwater

Unit can move on water (0=NO, 1=YES)

Walkonshallows

Unit can move on shallows (0=NO, 1=YES)

Canbepara

Unit can be dropped from transport plane (0=NO, 1=YES)

Canbetowed

Defines the weightclass - important for towing

Havepricep

Defines wich which weightclass can be towed by this unit (WEIGHTLESS, LIGHT, MEDIUM)

Pricepspeed

Movement speed with trailed unit

Marchenabled

Unit has marchmode (0=NO, 1=YES) 

Crewcanbehealed

Unit can heal it's crew (0=NO, 1=YES)

Canmovebackward

Unit can drive backward (0=NO, 1=YES)

Cannattackpoint

Weapon used to fire on blank space (1=PRIMARY, 2=SECONDARY)

Canbecrew

Infantryunit can drive wich vehicles (0=NONE, 1=VEHICLES, 2=PLANES, 3=VEHICLES & PLANES)

Canbecrushed

Infantryunit can be crushed by tanks (0=NO, 1=YES)

Officerradius

Radius in Pixels where officer raises experience (NO EXP, FULL EXP)

Binocular

Sightrange and angel for binocular use

Crouchtofire

Infantryunit will crouch to fire (0=NO, 1=YES)

Passcanfire

Passengers in the vehicle can fire (0=NO, 1=YES)

Nationtype

Homenation + unit type

Camouflage

Camouflage scheme used

Native

Defines sound files used for crew speaks

Doubletrace

Animation for 2wheeled or 2tracked vehicles (0=DEACTIVATED, 1=ACTIVATED)

Engine

Reference to the chassis used

Altitude

Flying altitude for planes

BombAltitude

Bombing altitude for planes

Idlesnd_move

Soundfile used for moving unit

Idlesnd_idle

Soundfile used for idle unit

Mech

Defines if unit can be repaired by supply units (0=NO, 1=YES)

Scandelay

Duration of time needed to actualize field of vision (25=1sec)

Groundtrace

Animation used for units traveling over land

Crew_unit

Type of crew used in unit

Crew_number

Number of maximum crew members

Attackcrew

Amount of crewmembers required to attack

Movecrew

Amount of crewmembers required to move

Crew_ver

Bail out chances for transported infantry (0.00= 0%, 1=100%)

Stock

Amount of passengers for cars

Moralemax

Amount of maximum Morale

Moralenoattack

Amount of Morale required to crew stops firing

Moralerage

Amount of Morale required to crew goes berserk

Moraleresist

Amount of Morale required to unit changes sides

Moralerndmove

Amount of Morale required to crew stops moving

Sight

Sightrange (NO EXP, FULL EXP)

Crouchsight

Sightrange while crouching (NO EXP, FULL EXP)

Marchsightbonus

Additional Sightrange while in marchmode (NO EXP, FULL EXP)

Turndelay

Turning speed (NO EXP, FULL EXP)

Anispeed DIE

Animation speed of Infantryunit dying (1=DEFAULT)

Anispeed FIRE

Animation speed of Infantryunit firing (1=DEFAULT)

Anispeed RUN

Animation speed of Infantryunit running (1=DEFAULT)

Anispeed STOP

Animation speed of Infantryunit stooping (1=DEFAULT)

Anispeed THROW

Animation speed of Infantryunit throwing (1=DEFAULT)

Alarmrange

Radius in which unit notices and reports enemy units

Expa_crush

Amount of experience gained from crushing infantry (NO EXP, FULL EXP)

Expa_loosehp

Amount of experience gained from loosing hitpoints (NO EXP, FULL EXP)

Expa_heal

Amount of experience gained from beeing healed (NO EXP, FULL EXP)

Davirange

Radius in which tanks attack and crush enemy infantry units

Scanrange

Radius in which supply vehicles will resupply friendly units

Ammoregendelay

Amount of time needed to regenerate ammunition on supply vehicles

Getminetime

Time used to recover mines (NO EXP, FULL EXP)

Layminetime

Time used to lay mines (NO EXP, FULL EXP)

Marad

Regeneration speed for infantry ammunition (0=NEVER, 4096=DEFAULT, 32678=MAX)

Movesmoke

Animation of engine exhausts

Movespeed

Movement speed forward (NO EXP, FULL EXP)

Crouchmovespeed

Movement speed while crouching (NO EXP, FULL EXP)

Backmovespeed

Movement speed backward (NO EXP, FULL EXP)

Maxgund

Turning speed of an gun (0=MINIMUM, 30=MAXIMUM)

Soldtomove

Amount of Infantry units required to pull artillery

Paraani

Animation used for dropping parachutists

Paraexplosions

Animation used for parachuted items landing

Cancrouchexpa

Soldiers will automatically crouch when beeing attacked (0 = activated, never= deactivated.) !Please note for Infantry without fitting crouching animations an 0 causes the game to crash

Dirboomtype

Animation when receiving a direct hit

Radboomtype

Animation when receiving a indirect hit

Targettype

Unit type classification

Seltype

Defines to which group classification the unit is selected with a doubleclick

Bonus_sight

Bonus to sightrange for infantry riding (NO EXP, FULL EXP)

Bonus_shotdeadzone

Addition/Substraciton bonus to deadzone (NO EXP, FULL EXP)

Bonus_shotrange

Addition/Substraciton bonus to shotrange (NO EXP, FULL EXP)

Shot1_id

Reference to the weapon type in SUST directory

Shot1_sound

Primary weapon startsound

Shot1_endburstsound

Unknown yet

Shot1_animation

Reference to the weapon animation in SUST directory

Shot1_animat

Reference to the gunsmoke animation in SUST directory

Shot1_delay

Weapon rate of fire - when projectile leaves the barrel after firing [25=1Second] (NO EXP, FULL EXP)

Shot1_damage

Weapon damage (NO EXP, FULL EXP)

Shot1_range

Weapon range in pixel (NO EXP, FULL EXP)

Shot1_accuracy

Weapon accuracy [can deviate from original target point with given amount of pixels] (NO EXP, FULL EXP)

Shot1_deadzone

Weapon blind range in pixel (NO EXP, FULL EXP)

Shot1_expa

Amount of experience gained from firing 1 shot (NO EXP, FULL EXP)

Shot1_speed

Weapon shotspeed (NO EXP, FULL EXP)

Shot1_useammo

Amount of ammo used for 1 shot (NO EXP, FULL EXP)

Shot1_reloadtime

Timedelay before firing the next shot [25=1Second] (NO EXP, FULL EXP)

Shot1_burstshots

Number of shots fired in one salvo before reloading (NO EXP, FULL EXP)

Shot1_burstreloadtime

Time needed to reload one salvo after one shot(NO EXP, FULL EXP)

Ammo1

Weapon ammunition

Reload1

Amount of material and time used to reload weapon

Gunshotwait

Gun firing speed

Gunturndelay

Turret turning speed

Shot2_id

Reference to the weapon type in SUST directory

Shot2_sound

Secondary weapon startsound

Shot2_endburstsound

Unknown yet

Shot2_animation

Reference to the weapon animation in SUST directory

Shot2_animat

Reference to the gunsmoke animation in SUST directory

Shot2_delay

Weapon rate of fire - when projectile leaves the barrel after firing [25=1Second] (NO EXP, FULL EXP)

Shot2_damage

Weapon damage (NO EXP, FULL EXP)

Shot2_range

Weapon range in pixel (NO EXP, FULL EXP)

Shot2_accuracy

Weapon accuracy [can deviate from original target point with given amount of pixels] (NO EXP, FULL EXP)

Shot2_deadzone

Weapon blind range in pixel (NO EXP, FULL EXP)

Shot2_expa

Amount of experience gained from firing 1 shot (NO EXP, FULL EXP)

Shot2_speed

Weapon shotspeed (NO EXP, FULL EXP)

Shot2_useammo

Amount of ammo used for 1 shot (NO EXP, FULL EXP)

Shot2_reloadtime

Timedelay before firing the next shot [25=1Second] (NO EXP, FULL EXP)

Shot2_burstshots

Number of shots fired in one salvo before reloading (NO EXP, FULL EXP)

Shot2_burstreloadtime

Time needed to reload one salvo after one shot(NO EXP, FULL EXP)

Ammo2

Weapon ammunition

Reload2

Amount of material and time used to reload weapon

Armor AIR

Armoring against AIR damage (front,front,side,side,rear,rear)

Armor EXPLOSIVE

Armoring against EXPLOSIVE damage (front,front,side,side,rear,rear)

Armor FIRE

Armoring against FIRE damage (front,front,side,side,rear,rear)

Armor MACHINE

Armoring against MACHINE damage (front,front,side,side,rear,rear)

Armor MINE

Armoring against MINE damage (front,front,side,side,rear,rear)

Armor PIERCE

Armoring against PIERCE damage (front,front,side,side,rear,rear)

Armor TRANSPIERCE

Armoring against TRANSPIERCE damage (front,front,side,side,rear,rear)

Armor SNIPER

Armoring against SNIPER damage (front,front,side,side,rear,rear)

Protection AIR

Crew protection against AIR damage (front,front,side,side,rear,rear)

Protection EXPLOSIVE

Crew protection against EXPLOSIVE damage (front,front,side,side,rear,rear)

Protection FIRE

Crew protection against FIRE damage (front,front,side,side,rear,rear)

Protection MACHINE

Crew protection against MACHINE damage (front,front,side,side,rear,rear)

Protection MINE

Crew protection against MINE damage (front,front,side,side,rear,rear)

Protection PIERCE

Crew protection against PIERCE damage (front,front,side,side,rear,rear)

Protection TRANSPIERCE

Crew protection against TRANSPIERCE damage (front,front,side,side,rear,rear)

Protection SNIPER

Crew protection against SNIPER damage (front,front,side,side,rear,rear)

Attackpref APC

Attack priority for APC

Attackpref BOAT

Attack priority for BOAT

Attackpref BUILDING

Attack priority for BUILDING

Attackpref CAR

Attack priority for CAR

Attackpref CRUISER

Attack priority for CRUISER

Attackpref GUN

Attack priority for GUN

Attackpref HEAVYTANK

Attack priority for HEAVYTANK

Attackpref LIGHTTANK

Attack priority for LIGHTTANK

Attackpref MAN

Attack priority for MAN

Attackpref MEDTANK

Attack priority for MEDTANK

Attackpref SMALLGEAR

Attack priority for SMALLGEAR

Attackpref SOFT

Attack priority for SOFT

Attackpref TRAIN

Attack priority for TRAIN

Attackpref TURRET

Attack priority for TURRET

Scorevalue

Points achieved for destruction of this unit

Scoretype

Classification in score system

Selector

Unknown yet

Soundtype

Sound variety to be used for this unit

Soldonarmor

Unit types who can be transported on roof

Repair

Amount of material and time used to repair 

Palettes and color conversion
Explanation of 512 and 1024 byte palettes found in Sudden Strike II™
As interpretation of color palettes are essential in order to decode SS2 graphics, this is where I will start.
DEFINITIONS
First a few type definitions you will encounter in the following.



	CODE 

	type
 T16bit = word;



16bit colors is used in all aspects of SS2 graphics. The bit configuration is R5-G6-B5, which means that the color RED and BLUE consists of 5 bits while GREEN consists of 6 bits, resulting in 64 levels of red and blue each and 128 levels of green.

24bit colors are also known as RGB colors where each color component ranges from 0..255.



	CODE 

	type
 TRGB = packed record r,g,b: byte end;



Use the following formula to convert from 16bit to 24bit color
If you want to adjust or rework palettes, it is much easier to work with 24bit colors.



	CODE 

	function ConvertTo24bit(color: T16bit): TRGB;
begin
 result.r:= ((color and $F800) shr 11)*8;
 result.g:= ((color and $7E0) shr 5)*4;
 result.b:= (color and $1F)*8
end;



Use the following formula to convert from 24bit to 16bit color
Be aware that there might occur color adjustments when converting from higher to lower bit resolutions.



	CODE 

	function ConvertTo16bit(color: TRGB): T16bit;
begin
 with color do result:= ((r div 8) shl 11)+((g div 4) shl 5)+(b div 8)
end;



512 byte palettes
Used in .RS2, .PCK and some .ANI files along with all .RES files. 512 byte palettes consists of 256 entries of 16bit colors.



	CODE 

	type
 TPalette16bit = packed array[byte] of T16bit;



1024 byte palettes
Used in most .ANI files and introduces an alpha channel (palette transparency).



	CODE 

	type
 TPalette16bitA = array[byte] of packed record
   color: T16bit;
   alpha: word
 end;




Now you are able to read, write and modify Sudden Strike II™ palettes. 

This post has been edited by mzach on Aug 23 2004, 01:14 PM 

STANDARD SS2 GRAPHIC
Explanation of header and RLE decoding

All SS2 graphics consists of a header and Run-Length-Encoded data. The header defines offset (where to start drawing the graphic, relative to a center), width and height of the graphic and the actual RLE coding scheme used.

GRAPHIC STRUCTURE 

· 9 bytes: HEADER 

· RLE encoded graphic

The HEADER has the following layout:



	CODE 

	type
 THeader = packed record
   offsetX,offsetY: smallint;
   width,height: word;
   coding: byte
 end;




General RLE interpretation
RLE encoded graphics are stored as data representing each line in a picture. So in order to interpret RLE you process lines in a loop from 0..Height-1. Each line has the following structure: 

· 16bit word: Number of data bytes in line 

· Length * 8bit byte: Line data

How data is interpreted depends on the RLE coding scheme used. Below is these schemes explained. Continue processing data until all data in the current line is processed.

Explanation of Sudden Strike II™ RLE coding schemes
Sudden Strike II uses 4 different coding schemes, namely $A1, $A2, $A3 and $A9. I will use Borland Delphi syntax to visualize interpretation of these schemes.

Scheme: $A1,$A9:
$A1 is used in resources that don't need semi-transparency.
$A9 is used in animations with 1024 byte palettes.



	CODE 

	case Data[I] of
 $80..$FF:  // the next Data[I]-$80 pixels has the same color
   begin
     for J:= 1..Data[I]-$80 do Bitmap(X+J,Y):= Palette[Data[I+1]];
     inc(I,2)
   end;
 $00..$7F:  // the next Data[I] data represents one pixel each
   begin
     for J:= 1..Data[I] do Bitmap(X+J,Y):= Palette[Data[J+I+1]];
     inc(I,J)
   end
end;
inc(X,J-1);




Scheme: $A2:
Used in resources that draw graphics including semi-transparency.



	CODE 

	case Data[I] of
 $C0..$FF:  // skipping Data[I]-$C0 pixels
   begin
     inc(X,Data[I]-$C0);
     inc(I)
   end;
 $80..$BF:  // the next Data[I]-$80 pixels has the same color
   begin
     for J:= 1..Data[I]-$80 do Bitmap(X+J,Y):= Palette[Data[I+1]];
     inc(X,J-1);
     inc(I,2)
   end;
 $40..$7F:  // the next Data[I] data represents one semi-transparent pixel each
   begin
     for J:= 1..Data[I] do begin
       Bitmap(X+J,Y):= Palette[Data[J+I+1]];
       Mask(X+J,Y):= 128
     end;
     inc(X,J-1);
     inc(I,J)
   end;
 $00..$3F:  // the next Data[I] data represents one pixel each
   begin
     for J:= 1..Data[I] do Bitmap(X+J,Y) := Palette[Data[J+I+1]];
     inc(X,J-1);
     inc(I,J)
   end
end;




Scheme: $A3
is shadows and are used in all resources where shadows exists



	CODE 

	case Data[I] of
 $80..$FF:  // skipping Data[I]-$C0 pixels
   begin
     inc(X,Data[I]-$C0);
     inc(I)
   end;
 $00..$7F:  // the next Data[I] data represents one gray pixel each
   begin
     for J:= 1..Data[I] do Bitmap(X+J,Y):= clGray;
     inc(X,J-1);
     inc(I,J)
   end
end;




With the above information you should be able to decode SS2 graphics wherever you might locate it. The following posts will make it clear where and how you'll locate it for the various Sudden Strike II™ resources. 

ICON.RES LAYOUT

When you select one or more soldiers during a SS2 game, icons representing them appears in the upperleft corner of the screen. These graphics is stored in ICON.RES. 

The palette file is called ICON.PL and is a 512 byte palette (See Palettes and color conversion for explanation). In standard SS2, both ICON.PL and ICON.RES is located in GAME_SCHEMEx.SUE.

FILE STRUCTURE
· 32bit integer: Number of table entries 

· Table of absolute pointers, each entry is a 32bit integer pointing to icon graphic 

· 32bit integer: Pointer to end of file (filesize) 

· Icon graphics should be interpreted as standard SS2 graphic coded using $A1 RLE compression

Be aware that there might be more table entries than actual graphics. If this is the case, remaining entries will point to the end of the file. 

RHOMBS.RES LAYOUT
For making new tile sets in SS2 texture schemes

RHOMBS.RES contains the texture tiles making up the basic landscape in SS2. It consists of pure non-compressed data, each image 1024 bytes in size. Index and definition of these tiles are found in RHOMBS.EDT and palettes in RHOMBS.PL.

In Standard SS2, RHOMBS.RES and RHOMBS.PL is located in GAME_SCHEMEx.SUE and RHOMBS.EDT in EDIT_SCHEMEx.SUE.

File structure of RHOMBS.RES 

· 1..n tiles, 1024 bytes of data each

Each data byte represents a position in the palette (a color). The alignment of these data is another matter however, as they are stored in a rhomb, not a square.

[image: image1.png]




As shown above, every tiny square represent a pixel, making the first line consist of three pixels, hence the first three bytes of data. In the next line there is 7 pixels, third line 11 pixels and so on. For every line between 1 and 15 the number of pixels is increased by 4.

Following this, line 16 consists of 63 pixels. Now we start to decrease the number of line pixels by two for line 17, which gives it a total of 61 pixels. The following lines up to 32 is decreased by 4.



	CODE 

	procedure ReadTile(brightness: byte);
var
 color,k,x,y: byte;
begin
 k:= 2;
 for y:= 0 to 31 do begin
   for x:= 0 to k do begin
     Read(color,1);
     Bitmap(31-k div 2+x,y):= palette[brightness][color]
   end;
   if y = 15 then dec(k,2) else
   if y > 15 then dec(k,4) else inc(k,4)
 end
end;



A small example on how to read data for a single tile and turn them into pixels in a bitmap.

File structure of RHOMBS.PL 

· 64 * 512 byte palettes

This file holds 64 standard 512 byte palettes representing the 64 levels of brightness one is able to set within the editor. That means that the only difference between the 64 palettes is the brightness of the color entries. The first palette is dark and number 64 is brightest.

File structure of RHOMBS.EDT
Contains information on terrain tiles for a given texture scheme.
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The state of a tile represent blending between two terrain tiles. Sudden Strike II has 12 different blending options as shown in the picture above.



	CODE 

	type
 TTerrains = packed record
   count: integer;
   terrain: array of packed record
     name: array[1..32] of char;
     default: integer;
     offset: word;
     count: integer;
     values: array[byte] of byte
   end
 end;




The most interesting part of this information for now is the offset value, which indicate the absolute file position in RHOMBS.RES where the first tile of a given terrain starts.

For more indepth info on RHOMBS.EDT, please refer to structure of map files. 

This post has been edited by mzach on Aug 23 2004, 06:16 PM 

Structure of game and descs of units. 
part 1 

Descs 

The unit ("lifeless" is described with four files: name pck(addressed to pck) - a set of pictures of a unit, name col(addressed to col) - the palette of colors of a unit, name hot(addressed to hot) - describes points of binding to a unit of external animations - shots, binding of a tower etc. And also a file - the DESC of a unit. 

The usual text files laying inside subfolders of sue-files refer to as descs. 

Descs describe ÒÒÕ objects on a battlefield. 

All descs can be divided(shared) on direct and indirect. 

Direct are, where references to concrete files of animation (inside animats.sue) or addresses of sound clips (inside sound*.hdr) directly are given 

Direct descs can be divided(shared) on direct and auxiliary. 

Straight linees - contain directly ÒÒÕ objects. 

Auxiliary are the sets of patterns describing ÒÒÕ of CLASSES - that is ÒÒÕ instruments on calibres, ÒÒÕ under the reservation, ÒÒÕ as units (the average tank, an armored troop-carrier, the easy tank, the machine, an armoured car etc.) 

Using inside a direct desc the reference to auxiliary descs, for example, it is possible to adjust a lot of tanks on calibre of the instrument 100 mm. That is tanks these everyone will shoot equally - as 100mm. It certainly hack-work, allows, that is to avoid detailed description ÒÒÕ of the instrument or other inside each direct desc. 

So, to use auxiliary descs effectively to the developer, but it is awful for playing - so the firm of a FireGlow has acted(arrived), has facilitated to itself work. Otherwise have acted(arrived) in an APRM - have painted with all in detail inside direct descs of EACH unit. In result - each unit at them haved unique characteristics. Instead of generalized - for all units of one type, as at a FireGlow. 

Indirect descs are what contain references to direct descs. 

Indirect descs serve also for generalization, that is contain certain ready sets which can be applied inside direct descs. For example, to not paint for each Russian tank with a sound which it(he) should issue, responding to events in game - in a desc of ALL Russian tanks the reference to the indirect desc containing the whole LIST of direct descs is put. 

There are direct DIRECT descs: 

Ground units - desc_*.sue\Units\ (aprmX*.sue\Units \) 

Aircraft - desc_common.sue\AVIA\ (aprmX.sue\AVIA \) 

Shots - ..\SHOTS\ 

Explosions - ..\Explosions\ 

Sounds - ..\H 

Animations - ..\ANIMAT\ 

Objects of a map - ..\LAND\ 

The interface, palettes the soldier, mines - ..\MISC\ 

Direct AUXILIARY descs: 

Aircraft - ..\HA\ 

Buildings, constructions - ..\HD\ 

Types of units, calibre of instruments and machine guns, booking, preferences in attack - ..\HU\ 

INDIRECT descs 

Sounds - ..\IGOR\ 

====================== 

The description of parameters inside descs. 

The general(common) moments: 

References to auxiliary and indirect descs inside a direct desc are marked by a symbol * (lattice). 

References to auxiliary and indirect descs do not work inside a direct desc In the event that all parameters are registered in it directly. That is game at first checks a body of the DIRECT desc and if not finds necessary parameters, - ONLY THEN searches for them under references. 

The symbol "-" (minus) before parameter means switching-off of this parameter (or simply the comment). 

* (star) before parameter means a symbol, that the given parameter is intended FOR the EDITOR of missions. 

All descs are necessarily registered in the LIST (register) of descs which also is a text file. If it to not make, game will take off with the message on absence of a concrete desc!!! For example, for terrestrial units - the file of the register refers to units; 

For shots - shots etc. 

--- 

Parameters of descs of units: 

UNIT PARAMETERS

-Mass

Comment for weight

-Size

Comment for size

-Armouring

Comment for armouring front/side/rear

-Primaryweapon

Comment for primary weapon

-Secondaryweapon

Comment for secondary weapon

-Ammo

Comment for ammunition primary/secondary

-Speed

Comment for speed

-Crew

Comment for crew

-Loadstock

Unknown yet

-Chassis

Comment for type of chassis

-Nation

Comment for nationality

-Year

Comment for year of produciton

-Firearmtype

Comment for armsclass

-Information

Comment for general information

*Name

Unit designation in the editor

*Picture

Picture used in the editor

*Nationtype

Nationality in the editor

*Canbepara

Unit can be used in the editor for transport plane (0=NO, 1=YES)

*Guncrewunit

Definition in the Edior which Infantry type will be automatically added

Name

Unit designation in the game

Shortname

Unit short designation

File

Reference to the unit file in SUST directory

Icon

Icon used when beeing in a transport truck

Art

Animation to be used for soldiers manning an gun

Newtypegaub

Enables direct firing for howitzers

Dieexplosion

Animation when beeing destroyed

Removeexplosion

Animation when beeing removed

Watertrace

Animation for movement over shallows

Permanentanimask

Used when an permanent animation is placed over the unit

Health

Unit Hitpoints

Healdelay

Amount of time required to recover hitpoints

Movedamagehp

Amount of healthpoints required to stop moving

Radius

Unit size as radius for damaging

Walkonground

Unit can move on ground (0=NO, 1=YES)

Walkonwater

Unit can move on water (0=NO, 1=YES)

Walkonshallows

Unit can move on shallows (0=NO, 1=YES)

Canbepara

Unit can be dropped from transport plane (0=NO, 1=YES)

Canbetowed

Defines the weightclass - important for towing

Havepricep

Defines wich which weightclass can be towed by this unit (WEIGHTLESS, LIGHT, MEDIUM)

Pricepspeed

Movement speed with trailed unit

Marchenabled

Unit has marchmode (0=NO, 1=YES) 

Crewcanbehealed

Unit can heal it's crew (0=NO, 1=YES)

Canmovebackward

Unit can drive backward (0=NO, 1=YES)

Cannattackpoint

Weapon used to fire on blank space (1=PRIMARY, 2=SECONDARY)

Canbecrew

Infantryunit can drive wich vehicles (0=NONE, 1=VEHICLES, 2=PLANES, 3=VEHICLES & PLANES)

Canbecrushed

Infantryunit can be crushed by tanks (0=NO, 1=YES)

Officerradius

Radius in Pixels where officer raises experience (NO EXP, FULL EXP)

Binocular

Sightrange and angel for binocular use

Crouchtofire

Infantryunit will crouch to fire (0=NO, 1=YES)

Passcanfire

Passengers in the vehicle can fire (0=NO, 1=YES)

Nationtype

Homenation + unit type

Camouflage

Camouflage scheme used

Native

Defines sound files used for crew speaks

Doubletrace

Animation for 2wheeled or 2tracked vehicles (0=DEACTIVATED, 1=ACTIVATED)

Engine

Reference to the chassis used

Altitude

Flying altitude for planes

BombAltitude

Bombing altitude for planes

Idlesnd_move

Soundfile used for moving unit

Idlesnd_idle

Soundfile used for idle unit

Mech

Defines if unit can be repaired by supply units (0=NO, 1=YES)

Scandelay

Duration of time needed to actualize field of vision (25=1sec)

Groundtrace

Animation used for units traveling over land

Crew_unit

Type of crew used in unit

Crew_number

Number of maximum crew members

Attackcrew

Amount of crewmembers required to attack

Movecrew

Amount of crewmembers required to move

Crew_ver

Bail out chances for transported infantry (0.00= 0%, 1=100%)

Stock

Amount of passengers for cars

Moralemax

Amount of maximum Morale

Moralenoattack

Amount of Morale required to crew stops firing

Moralerage

Amount of Morale required to crew goes berserk

Moraleresist

Amount of Morale required to unit changes sides

Moralerndmove

Amount of Morale required to crew stops moving

Sight

Sightrange (NO EXP, FULL EXP)

Crouchsight

Sightrange while crouching (NO EXP, FULL EXP)

Marchsightbonus

Additional Sightrange while in marchmode (NO EXP, FULL EXP)

Turndelay

Turning speed (NO EXP, FULL EXP)

Anispeed DIE

Animation speed of Infantryunit dying (1=DEFAULT)

Anispeed FIRE

Animation speed of Infantryunit firing (1=DEFAULT)

Anispeed RUN

Animation speed of Infantryunit running (1=DEFAULT)

Anispeed STOP

Animation speed of Infantryunit stooping (1=DEFAULT)

Anispeed THROW

Animation speed of Infantryunit throwing (1=DEFAULT)

Alarmrange

Radius in which unit notices and reports enemy units

Expa_crush

Amount of experience gained from crushing infantry (NO EXP, FULL EXP)

Expa_loosehp

Amount of experience gained from loosing hitpoints (NO EXP, FULL EXP)

Expa_heal

Amount of experience gained from beeing healed (NO EXP, FULL EXP)

Davirange

Radius in which tanks attack and crush enemy infantry units

Scanrange

Radius in which supply vehicles will resupply friendly units

Ammoregendelay

Amount of time needed to regenerate ammunition on supply vehicles

Getminetime

Time used to recover mines (NO EXP, FULL EXP)

Layminetime

Time used to lay mines (NO EXP, FULL EXP)

Marad

Regeneration speed for infantry ammunition (0=NEVER, 4096=DEFAULT, 32678=MAX)

Movesmoke

Animation of engine exhausts

Movespeed

Movement speed forward (NO EXP, FULL EXP)

Crouchmovespeed

Movement speed while crouching (NO EXP, FULL EXP)

Backmovespeed

Movement speed backward (NO EXP, FULL EXP)

Maxgund

Turning speed of an gun (0=MINIMUM, 30=MAXIMUM)

Soldtomove

Amount of Infantry units required to pull artillery

Paraani

Animation used for dropping parachutists

Paraexplosions

Animation used for parachuted items landing

Cancrouchexpa

Soldiers will automatically crouch when beeing attacked (0 = activated, never= deactivated.) !Please note for Infantry without fitting crouching animations an 0 causes the game to crash

Dirboomtype

Animation when receiving a direct hit

Radboomtype

Animation when receiving a indirect hit

Targettype

Unit type classification

Seltype

Defines to which group classification the unit is selected with a doubleclick

Bonus_sight

Bonus to sightrange for infantry riding (NO EXP, FULL EXP)

Bonus_shotdeadzone

Addition/Substraciton bonus to deadzone (NO EXP, FULL EXP)

Bonus_shotrange

Addition/Substraciton bonus to shotrange (NO EXP, FULL EXP)

Shot1_id

Reference to the weapon type in SUST directory

Shot1_sound

Primary weapon startsound

Shot1_endburstsound

Unknown yet

Shot1_animation

Reference to the weapon animation in SUST directory

Shot1_animat

Reference to the gunsmoke animation in SUST directory

Shot1_delay

Weapon rate of fire - when projectile leaves the barrel after firing [25=1Second] (NO EXP, FULL EXP)

Shot1_damage

Weapon damage (NO EXP, FULL EXP)

Shot1_range

Weapon range in pixel (NO EXP, FULL EXP)

Shot1_accuracy

Weapon accuracy [can deviate from original target point with given amount of pixels] (NO EXP, FULL EXP)

Shot1_deadzone

Weapon blind range in pixel (NO EXP, FULL EXP)

Shot1_expa

Amount of experience gained from firing 1 shot (NO EXP, FULL EXP)

Shot1_speed

Weapon shotspeed (NO EXP, FULL EXP)

Shot1_useammo

Amount of ammo used for 1 shot (NO EXP, FULL EXP)

Shot1_reloadtime

Timedelay before firing the next shot [25=1Second] (NO EXP, FULL EXP)

Shot1_burstshots

Number of shots fired in one salvo before reloading (NO EXP, FULL EXP)

Shot1_burstreloadtime

Time needed to reload one salvo after one shot(NO EXP, FULL EXP)

Ammo1

Weapon ammunition

Reload1

Amount of material and time used to reload weapon

Gunshotwait

Gun firing speed

Gunturndelay

Turret turning speed

Shot2_id

Reference to the weapon type in SUST directory

Shot2_sound

Secondary weapon startsound

Shot2_endburstsound

Unknown yet

Shot2_animation

Reference to the weapon animation in SUST directory

Shot2_animat

Reference to the gunsmoke animation in SUST directory

Shot2_delay

Weapon rate of fire - when projectile leaves the barrel after firing [25=1Second] (NO EXP, FULL EXP)

Shot2_damage

Weapon damage (NO EXP, FULL EXP)

Shot2_range

Weapon range in pixel (NO EXP, FULL EXP)

Shot2_accuracy

Weapon accuracy [can deviate from original target point with given amount of pixels] (NO EXP, FULL EXP)

Shot2_deadzone

Weapon blind range in pixel (NO EXP, FULL EXP)

Shot2_expa

Amount of experience gained from firing 1 shot (NO EXP, FULL EXP)

Shot2_speed

Weapon shotspeed (NO EXP, FULL EXP)

Shot2_useammo

Amount of ammo used for 1 shot (NO EXP, FULL EXP)

Shot2_reloadtime

Timedelay before firing the next shot [25=1Second] (NO EXP, FULL EXP)

Shot2_burstshots

Number of shots fired in one salvo before reloading (NO EXP, FULL EXP)

Shot2_burstreloadtime

Time needed to reload one salvo after one shot(NO EXP, FULL EXP)

Ammo2

Weapon ammunition

Reload2

Amount of material and time used to reload weapon

Armor AIR

Armoring against AIR damage (front,front,side,side,rear,rear)

Armor EXPLOSIVE

Armoring against EXPLOSIVE damage (front,front,side,side,rear,rear)

Armor FIRE

Armoring against FIRE damage (front,front,side,side,rear,rear)

Armor MACHINE

Armoring against MACHINE damage (front,front,side,side,rear,rear)

Armor MINE

Armoring against MINE damage (front,front,side,side,rear,rear)

Armor PIERCE

Armoring against PIERCE damage (front,front,side,side,rear,rear)

Armor TRANSPIERCE

Armoring against TRANSPIERCE damage (front,front,side,side,rear,rear)

Armor SNIPER

Armoring against SNIPER damage (front,front,side,side,rear,rear)

Protection AIR

Crew protection against AIR damage (front,front,side,side,rear,rear)

Protection EXPLOSIVE

Crew protection against EXPLOSIVE damage (front,front,side,side,rear,rear)

Protection FIRE

Crew protection against FIRE damage (front,front,side,side,rear,rear)

Protection MACHINE

Crew protection against MACHINE damage (front,front,side,side,rear,rear)

Protection MINE

Crew protection against MINE damage (front,front,side,side,rear,rear)

Protection PIERCE

Crew protection against PIERCE damage (front,front,side,side,rear,rear)

Protection TRANSPIERCE

Crew protection against TRANSPIERCE damage (front,front,side,side,rear,rear)

Protection SNIPER

Crew protection against SNIPER damage (front,front,side,side,rear,rear)

Attackpref APC

Attack priority for APC

Attackpref BOAT

Attack priority for BOAT

Attackpref BUILDING

Attack priority for BUILDING

Attackpref CAR

Attack priority for CAR

Attackpref CRUISER

Attack priority for CRUISER

Attackpref GUN

Attack priority for GUN

Attackpref HEAVYTANK

Attack priority for HEAVYTANK

Attackpref LIGHTTANK

Attack priority for LIGHTTANK

Attackpref MAN

Attack priority for MAN

Attackpref MEDTANK

Attack priority for MEDTANK

Attackpref SMALLGEAR

Attack priority for SMALLGEAR

Attackpref SOFT

Attack priority for SOFT

Attackpref TRAIN

Attack priority for TRAIN

Attackpref TURRET

Attack priority for TURRET

Scorevalue

Points achieved for destruction of this unit

Scoretype

Classification in score system

Selector

Unknown yet

Soundtype

Sound variety to be used for this unit

Soldonarmor

Unit types who can be transported on roof

Repair

Amount of material and time used to repair 

Booking: 

Three groups of figures (on two - for an inexperienced and skilled unit) describe booking from front, flank and rear from defeat by the appropriate weapon. 256 - invulnerability of 100 %, 0 - vulnerability of 100 % 

Armor sniper 256,256 256,256 256,256 - from fire of the sniper 

Armor machine 256,256 256,256 256,256 - from fire of a machine gun 

Armor explosive 200,200 200,200 200,200 - from ÂÂ 

Armor mine 256,256 256,256 256,256 - from "mino" ÂÂ 

Armor pierce 256,256 256,256 256,256 - from shooting 

Armor fire 240,240 240,240 240,240 - from a flame thrower 

Armor air 256,256 256,256 256,256 - from aircraft 

Armor piat-20mm 256,256 256,256 256,256 - here and below from a concrete shot 

Armor 37-45mm 256,256 256,256 256,256 

Armor 47-50-57mm 256,256 256,256 256,256 

Armor 75mm 256,256 250,250 250,250 

Armor 76mm 253,253 235,235 235,235 

Armor 85-88-90mm 245,245 220,220 220,220 

Armor plus120mm 256,256 256,256 256,256 

Armor faus-zooki 200,200 200,200 200,200 

Armor AAexplo 220,220 220,220 220,220 

In total it is possible to adjust booking from 16 types of the weapon (see a file desc_common.sue [aprmX.sue] \hitsnames) 

As it was made in an APRM.

------------------------------------------

Comments:

Not all so is simple, as you have thought 

1. Value 256 is invulnerability as I and have written. 

Value 0 - vulnerability full. 

3. In given me is higher an example - booking of tank Abrams from an APRM 3.x - pierce is a reservation from a small arms, as it is visible on the values exposed everywhere 256 - that is the uttermost invulnerability from different directions. The reservation from instruments is exposed separately below, according to calibre. 

2. As it works: 

We admit(allow) it is given: 

- The tank with hitpoints 1000, the reservation from the instrument 75mm - 200 (we shall consider(examine) is simplified only one figure). 

- The tank this gets under bombardment of the instrument 75ii, 600 units of hitpoints removing from the purpose at direct hit (we shall name this number destructive power). 

----- 

We have: 

If the reservation of the tank = 0 at hit, from it it would be removed(taken off) equally 600 units - 1000 - 600 = 400HP at it would remain. 

As at the tank the reservation from this weapon = 200 the tank will receive only 22 % of damages from 600!!! That is from the tank it will be removed(taken off) 132HP. And at it remain 1000-132=868HP. 

I ask to notice, that values are valid for a single shot and hit. If shooting by "turns" (as a flame thrower) value of the REST of damage, it is necessary to multiply on quantity(amount) of "cartridges" in one volley will begin. On this the flame thrower is capable to destroy the most strong tank for some seconds - even if the flame thrower "putdown" one shot of 10 %, such "shots" in Jet can be 40, accordingly two jets - and the tank we will go to forefathers. 

Such arithmetics... The mistake Here is available - for a flame thrower it is necessary to expose fractional values of "destructive power".

__________________
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