Short BE5 modding tutorial 
As more and more people finished the game and search for improvements, I will start a little tutorial about modding BE5, but anyone able to add something is free to do it.
 
 

1. Files and folders

GamePath directory - its the folder where the game is installed, ussually "C:\Program Files.." etc, my is "D:\Games\Brigade E5". Going into that directory, you'll notice a lot of subdirectories, like "ActorsIni" or "Ini" etc Files in these directories are part of the active game (skins, models etc) or serve of game initialisation (like weapons.ini, locals.txt) ussually loaded at the beggining of the game. Apeiron used simple text files for most of these files, in order to allow people to change them for game modifications.
But, to avoid chaotic changes of these files or people starting do this too early, they ecrypted them. The same program used to encrypt these files, can be used to decrypt them. It is called "FileConv.exe", cand can be found in the modkit archive they released, you can find the archive here:
http://www.strategyfirst.com/forum/cgi/ultimatebb.cgi?ubb=get_topic;f=69;t=000036

For example, if you want to decrypt the file "local.txt" found in "GamePath" directory, you can use a command line like "Fileconv.exe local.txt". Be carreful, the decrypted file will ovewrite the original file, so you better do all this tricks in a separate directory, copy there both local.txt and fileconv.exe and play in that directory only. After you performed changes to "local .txt", you can encrypt it again (with the same command line) and copy it in the game folder, overwriting the original one. This is the easiest modification you can do.

IMPORTANT NOTE : some files are readonly by default, so you better right click in windows explorer on the GamePath directory, properties, uncheck readonly options for all files and subfolders inside it. Fileconv.exe doesnt throw an error when a file is readonly, it just doesnt uncrypt it...
So we know now how to perform basic modifications. The most important files are in "Ini " directory, and refer to weapons etc. All you have to do now is to understand parameters and how they affect various part of the games.

 
 
2. Changing weapons parameters 
I will give a sample how to do this. 
- Create a new directory on your hard disk, called "MyMod" ....for example "C:\MyMod", 
- copy there "fileconv.exe" file from modkit.zip archive
- copy in MyMod folder the "WeaponInfo" file from GamePath\Ini\Items directory. If you try to view this file with notepad, you'll see its encrypted.
- click start, run, then type cmd, press enter
- once you have the command line type "cd \" to go to root, then "cd C:\MyMod" to go to your folder.
- type in the command line window "fileconv.exe WeaponInfo". This will unpack (decrypt) the file. You can also make a batch file for this.
- Open the WeaponInfo file with notepad, and check the beggining, it looks like this:

code: 



ITEM    "TNT"
        Class           Grenade  
        Caliber         "None"
        Weight          400
        PrepareTime     0.800000 
        SingleFireTime  0.000000 
        BurstFireTime   0.000000 


-change weight to 4000 for example.
- run "fileconv.exe WeaponInfo" again in command window. This will encrypt the file back, making it available for the game engine which recognizes encrypted files only.
- overwrite the WeaponInfo file from GamePath directory with the one from MyMod directory. The game will use the new file, and find that the TNT weight 4 kilos.....you can load a saved game and check this.
- in order to remove the modification, you need to have original WeaponInfo file in place.

IMPORTANT NOTE : Be sure you make a backup to the original game files when you do this, or you need to reinstall the game again. Also, keep track of the changes you made, or things will go quickly out of control. When you release a modification for public use, don't forget to publish the changes list. Also, try to not perform modifications that bring the game close to cheating, like creating the perfect weapon [image: image1.png]


. But you still can do this for fun.

If I have enough time, I will present a list with ini files and what each of them do.
 

 
3. Advanced modifications

Through the Modkit tool, a lot of more complex changes may be performed. For example, adding quests, changing campaign, locations, factions etc. 

- download Modkit tool from the location above. In the meantime I made the english version, check this thread: 
http://www.strategyfirst.com/forum/cgi/ultimatebb.cgi?ubb=get_topic;f=69;t=000069
- unpack it in a new folder called "ModKit"
- go in ModKit\quests\source directory and check the files

Here is how the things works. If you run "a.bat" batch file, all the files in "sources" directory are compiled (verified, packed) into 4 or 5 files having "qall" name. If you check this folder after running a.bat, you'll see qall.pht, qall.txt etc in that directory. These files hold all the information that the game engine needs to handle the campaign. During compilation, some intermediate files ".a_" will be created, we dont need these. Lets go further with a sample:

- go in "ModKit\Quests\Source\CAMPAIGN\ITEMS" folder, and open ItemPolitics.a file with notepad.

- change the 9th line (the one with broken rifle) with this one: CALL AddObjectToInventory ("G36E (5.56mm)", 0, MainPlayer.Name), save, close file.

- run a.bat from "source" directory, to compile the sources.

- overwrite the original game "qall' files in "GamePath\Quests\E1p" with the ones generated by compiler in "Source" files. Don't do this for "qall.txt", which hold english messages (you can uncrypt it and see), but do it for the rest of the files. - if you have english version you should overwrite all.

- start a new game and see that instead the broken rifle, the main character now has a G36.

IMPORTANT NOTE : The ModKit tool is a bit buggy related to the english version of the game, so the qall files generated are not exactly usable. Sometimes you may encounter problems. This because there is not a 1- 1 corespondence between russian and english version of the phrases. EDIT: not anymore with the english version I released.

  
4. References 

That's it for the moment, you can check other mods by comparing original files with the mod files. Also, you can check the russian forum, where the game programmers post their thoughts, you can find it here: http://apeiron-games.ru/forum/index.php?showforum=12 . If you dont speak russian, try to see it through google translator or babelfish translator of altavista, Not great but you'll understand something.


People that can help with this are:

- Ivashkin, lead developer of the game
· Claw, external beta tester, contributor to mod graphics (and problem solver [image: image2.png]


)
- VI Aperion boss
5. Using separate folder for mod

Short overview:
First, consider the Info\Sample folder of the ModKit. There are some C++ sources in there, the output of the compiled project is info.e5mod file, which is and executable. A folder above is a doc file in russian that can be translated.


How the game engine works:

When the game start, it searches the root of the game folder for a file named "startupMod.ini". This is a text file, editable, by default containing one line: "UseMOD none".
If instead of none it founds a mod name, for example "Noname Mod", then the game engine goes into the "MODs" folder, which needs to be created in the root folder of the game, and search for a folder with that name. The structure in archive above respect this arrangement. 
So in "MODs" folder you can put multiple mods, each one in its folder, selectable by with "startupMod.ini" file. When the game starts, it looks for info.e5mod file in active mod folder and executes it. Then it loads ini files found there.

Each mod must have a folders structure similar to the game default, because the game engine search the active mod first, then the root folder. All you have to do is to copy the structure above in the root folder of the game, and modify startupMod.ini file accordingly. 

Others:
Besides adding model and texture files, in order to add a new weapon to the game these files should be modified (from the russian forum):


const.a
DEF CONST mk46 = 85
DEF CONST br_hp = 86


ItemsPolitics2.a
CALL AddWeaponToEconomy ("br_hp (9mm)", 2, cal_9x19, br_hp, No, No, No, Yes, mercAllMercs, iUSA)

CALL AddPlugToEconomy (pClip, "br_hp_mag", No, br_hp, Yes)


Economy.ini
Item "br_hp (9mm)" 0.1 760.0
Item "br_hp_mag" 0.100000 10.000000
Item "br_hp (9mm)" 100.0 1.0
Item "br_hp_mag" 100.0 1.0


AttachTypes
PLUG Magazine "br_hp13"


ClipInfo
CLIP "br_hp_mag" "9х19 мм" "br_hp13" 13 78 "none" 1500 ACTOR "br_hp_mag.act" 
IMAGE "br_hp_mag.e5b"


FlashParam.ini
"br_hp (9mm)"
2
0.700000
0.700000

ItemBones.ini
ITEM "br_hp (9mm)" BONES "FLASH" "LASER_TL"


ItemInfo
ITEM "br_hp (9mm)" "Russian"

RealName "Пистолет Br (9х19 мм)"
Пистолет Br.
END

ITEM "br_hp_mag" "Russian"
RealName "Магазин для Br (9х19 мм)"
Магазин для Br.
END

WeaponInfo
ITEM "br_hp (9mm)"
Class Pistol 
Caliber "9х19 мм"

...
ATT Laser 1 "Pistol Laser" 
ATT Light 1 "Pistol Light" 
ATT Scope 0 
ATT Bipod 0 
ATT Silencer 0
ATT ILauncher 0 
ATT Bayonet 0
ATT Magazine 1 "br_hp13"
StdPlug "br_hp_mag"

Changing the face of a merc 

In order to do this, we need to modify the texture files. This is how things are going:

All textures files, ussually having a .tga extension (they behave exaclty like .jpg files, so we can change their extension to .jpg and edit them with paint program) are packed into larger files, on the disk. Such a file is "bmp1.e5p" which resides in GamePath directory.
But we cannot see the "files" inside it with windows explorer, we need a program called FarManager for this (google for it) which is kind of an explorer. After installing this program, try to install a plugin for it - a file called "e5pviewer.dll" which reside in the modkit archive. (So go into farmanger menu, plugins -add plugin etc. Maybe you need to copy the file in one directory of farmanager etc)
This plugin will unpack .e5p files on the fly, so we will be able to navigate inside them like being separate files on the disk. All we can do is to copy the textures files onto another location and modify them.
For example we will copy the file called "008_gunnar_face.tga" on c: (in reality, the file will be extracted from the .e5p file archive into a new file) with the FarManager program.
Then, we will change the name into 008_gunnar_face.jpg, and edit it with Paint and put a scar on his face. After saving the file, rename it back to 008_gunnar_face.tga .
The FarManager program does not allow to pack the .tga file back to .e5p file from which it has been extracted, instead, we will copy this file in the folder "GamePath\Media\Actors" (which has to be created).

The game will automatically check this folder for new files, and it takes these files instead of the ones inside e5p file (with the same name). Thus, we will see the modification in the game.
Check my posts here, to see what I did to Gunnar. [image: image3.png]



http://www.strategyfirst.com/forum/cgi/ultimatebb.cgi?ubb=get_topic;f=69;t=000054
2ALL
About new weapon adding(again, my personal approach).
First step - just select donor weapon - weapon already present in game and with maximum similar functionality.
Second - find code for this weapon in all config files(Economy.ini,WeaponInfo etc.) where it present (encrypt,use find function) and copy same code with new weaponid just after "donor" weapon. 
Third - Durinng previous operation check code in configs for resource filenames - like textures, models, sound etc. - of cause if you later want change it(besides, weapon texture filename are writed in .act files, icon .tga writed in .e5b files - etc.)
And make copies of this files with new names for later edit-replacement.
Pay attention to magazines and ammo - better use standart magazines for your weapon in first approach.
Fourth - crypt back files and run scenario editor to check new weapons. It shoud be in common weapon pool - without any edition\compiling of quest files. Test, tune, edit, repace - anything.
(no talks about new models - it`s absolutely different proces)

Fifth - Edit files like e5\ActorsINI\Inv\Banditinventory.ini
to add new weapon in game through NPC, not shops.
