How to mod Medieval Total War

(Note: Medieval Total War Vikings Edition required)

Names and Strings

A string is a text value. An example is ‘English’ or ‘King’. By editing a string, you can change what the game displays. If you change ‘English’ to ‘British’, for example, the faction select screen will display:



The Almohads



The British



The Egyptians

Here is how to mod the strings:

Programs Required:

· Notepad
Open Notepad.
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Click (on the menu) ‘File’ then ‘Open’.
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Step 1: Editing Faction names.

Navigate to your Medieval Total War directory. The default directory is in C:\Program Files

Then go into your ‘Loc’ directory and into the language folder in the ‘Loc’ directory. I have the English version installed, so my language directory is ‘Eng’. Right click on ‘DEFAULT_FACTION_SPECIFIC.TXT’ and click ‘Copy’. Right click on an empty space and click ‘Paste’. Rename your new file by changing ‘Default’ to a relevant term. Write the filename down as you will need it later.

This is what the file looks like:
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77 The campaigns ‘faction specific’ and ‘rebel’ text string

77 This is the default file used for arrays of Faction names and arrays
77 of text containing the Full set of faction names in order.

77 Rebel faction nanes also need to be placed in this File..

7 ——

//faction leader names

l@["Faction_leaders_xzy"]
Rebel Leader™}

Almohad Khalifah

Byzantine Emperor”}

King of the Danes"}

Eqyptian Sultan"}

King of England“}

King of France")

Holy Roman Emperor™}

Italian Doge"}

King of Poland"}

Russian Grand Prince"}

spanish King"}

Turkish Sultan"}

King of Aragon"}

Duke of Burgundy”}

Khan of the Golden Horde"}

King of Hungary"}

Prince of Nougorod“}

Pope™}

King of Sicily")

l@¢"The Swiss Leader"}

<





Now comes the editing part. I would advise you make a plan of what you want to edit.

If you want to edit the faction names (like my English and british example above) then go through all the corresponding strings and edit the string. Pay attention to what you are editing though as some of the faction strings are plural.

Examples:

	Original
	Change to
	New

	

	The King of England
	(
	The King of Britain

	English
	(
	British

	The Danish
	(
	The Swedish

	Of the Danes
	(
	Of the Swedish


These are all examples above. Be careful that you change all the faction strings relevant to the faction as you don’t want to get in the middle of a game and get a message saying:


Title:
English Assassin


You British Assassin…

Yes, I did make that up completely, but it shows that I’ve missed out a faction string. At this stage, I would go back and open the file and change the offending string that I’ve missed, but I would advise you check that you have edited all the strings you need to. It’s really annoying when you get into a game and you are playing as the faction you’ve just changed, just to find out that you’ve missed something out!

Save.
Right! That wasn’t so hard! But the editing is not over yet. Find that piece of parchment (or paper () that you wrote your filename on. Click ‘Open’ on the menu, and then find your Medieval Total War directory again. This time we are looking for the ‘campmap’ then ‘startpos’ directory. Open one of the campaigns (Early, High, Late, Vikings & Maybe Others) and find the line:

FactionSpecificFile::
"default_faction_specific.txt"

Change the ‘default_faction_specific.txt’ part to whatever you wrote down. Now save.

Run Medieval Total War and play the campaign that you changed. Is the faction working?

I am not sure this applies to other people besides me, but when I get to the 1102/1003 year jump, my game crashes. I would always suggest you test up to this period. If it crashes then change the start date to 2 or 3 years after the crash date. So in my example, I changed the start year to 1105. To do this, read below:

Locate these lines:

SetStartDate::
1087

SetPeriod:: EARLY

SetEarlyPeriodStartDate::
1087

SetHighPeriodStartDate::
1205

SetLatePeriodStartDate::
1321

SetGameEndDate::
1653

You can change the years here.

You have completed the faction name tutorial!
Step 2: Editing Faction Titles (King, Grand Prince, Sultan, etc)

Navigate to your Medieval Total War directory. The default directory is in C:\Program Files

Then go into your ‘Loc’ directory and into the language folder in the ‘Loc’ directory. I have the English version installed, so my language directory is ‘Eng’. If you have skipped part 1, Right click on ‘DEFAULT_FACTION_SPECIFIC.TXT’ and click ‘Copy’. Right click on an empty space and click ‘Paste’. Rename your new file by changing ‘Default’ to a relevant term. Write the filename down as you will need it later. If you have followed part 1 and want to further edit the strings open the file that you wrote down.

Now comes the editing part. I would advise you make a plan of what you want to edit. Again.

Whenever the Title appears in a faction’s string, such as in below:

@{"The Byzantine Emperor"}

@{"The King of the Danes"}   



@{"The Egyptian Sultan"}

@{"The King of England"}

@{"The King of France"}

@{"The Holy Roman Emperor"}

@{"The Italian Doge"}  



You change the Title! It’s that simple! Well, maybe that simple. You will encounter these strings. You will need to do a bit of thinking for editing these lines:
@["king_titles"]
// Label

@{"King "}


// Position 0

@{"Khalifah "}

// Position 1

@{"Emperor "}


@{"King "}



@{"Sultan "}


@{"King "}



@{"King "}



@{"Emperor "}


@{"Doge "}



@{"King "}



@{"Prince "}


@{"King "}



@{"Sultan "}


@{"King "}



@{"Duke "}



@{"Khan "}



@{"King "}



@{"Prince "}


@{"Pope "}



@{"King "}



@{"King "}


The last few lines are extra titles. You don’t need to edit them.
For these lines, count the position of the faction in the section above. Below I have included a table to show which position the factions are and show the corresponding title you need to edit.

	Faction
	Position
	Title

	@{"The Rebel Leader"}
	0
	@{"King "}

	@{"The Almohad Khalifah"}
	1
	@{"Khalifah "}

	@{"The Byzantine Emperor"}
	2
	@{"Emperor "}

	@{"The King of the Danes"}   
	3
	@{"King "}

	@{"The Egyptian Sultan"}
	4
	@{"Sultan "}

	@{"The King of England"}
	5
	@{"King "}

	@{"The King of France"}
	6
	@{"King "}

	@{"The Holy Roman Emperor"}
	7
	@{"Emperor "}

	@{"The Italian Doge"}  
	8
	@{"Doge "}

	@{"The King of Poland"}   
	9
	@{"King "}

	@{"The Russian Grand Prince"}   
	10
	@{"Prince "}

	@{"The Spanish King"}
	11
	@{"King "}

	@{"The Turkish Sultan"}
	12
	@{"Sultan "}

	@{"The King of Aragon"}
	13
	@{"King "}

	@{"The Duke of Burgundy"}
	14
	@{"Duke "}

	@{"The Khan of the Golden Horde"}
	15
	@{"Khan "}

	@{"The King of Hungary"}
	16
	@{"King "}

	@{"The Prince of Novgorod"}
	17
	@{"Prince "}

	@{"The Pope"}
	18
	@{"Pope "}

	@{"The King of Sicily"}
	19
	@{"King "}

	@{"The Swiss Leader"}
	20
	@{"King "}


All you need to do is check the Faction and Position and edit the corresponding Title. Since most of the Titles are ‘King’ it can be a bit confusing, but if you use the titles that aren’t ‘King’, you can navigate using those titles, for example, take the ‘King of England’. It is one below ‘The Egyptian Sultan’. Now I can look one below ‘Sultan’ on the titles string and edit the string below that! Don’t forget the space after the Title! That is important!

You have completed the faction title tutorial!

Step 3: Creating a Single Player Campaign

There are many sections in this part of the guide. It is a pretty big guide and single player campaigns take quite a lot of time to create. 

TIP: Never rush campaigns! I have made this mistake many times and I have spent hours having to keep testing Medieval Total War and finding out what’s wrong.

I always say this but MAKE A PLAN! Decide what you want to do and put a few ideas on a piece of paper.

After you have done this you are ready to begin.

Navigate to your Medieval Total War directory. The default directory is in C:\Program Files

Then go into your ‘campmap’ directory and into the ‘startpos’ directory. Right click on ‘Early.txt’ and click ‘Copy’. Right click on an empty space and click ‘Paste’. Rename your new file. Write the filename down as you will need it later.

A ‘//’ (without the quotes) tells the game to skip whatever is after the canal. This means you can add quotes, like the ones below:

//========================================

//

// Assign rebel factions to each region.

// Looking at the rebel_factions_xzy array 

// in the faction specific txt file shows

// the identities of each rebel faction

// in order.

//

//========================================

I am not sure cases are important, but it’s best to be extra careful and make sure you are case sensitive.

Part (a): Preparation and Campaign Details

This is what we are going to edit in Part (a):

	//========================================

//campaign name: can either be text or a 

//label. Set predefined accordingly

//========================================

cn_predefined::true

cn_title::"Early Period Title"

cn_short_title::"Early Period Short Title"

//========================================

//campaign description: can either be text

//or a label. set predefined accordingly

//========================================

cd_predefined::true

cd_line::"Era_Description_EARLY"

cd_predefined::true

//========================================

//hidden: set to true or false

//true means it won't show up on custom battle screens

//========================================

cd_hidden::false

//========================================

//Start Date

//The year in which this 

//campaign will begin

//========================================

SetStartDate::
1087

SetPeriod:: EARLY

SetEarlyPeriodStartDate::
1087

SetHighPeriodStartDate::
1205

SetLatePeriodStartDate::
1321

SetGameEndDate::
1653




You need to change the ‘true’ after ‘cn_predefind::’ to false. Then you can change ‘Early Period Title’ and ‘Early Period Short Title’ to your Campaign name. Mine for example, is ‘Modern Warfare’.

You also need to change the ‘true’ after both of the ‘cd_predefined::’ to false. Then you can change ‘Era_Description_EARLY’ to your faction’s description. Leave ‘cd_hidden::false’ as it is.

If you need to, you can change the numbers after the next few lines. Make sure that the period after the ‘SetPeriod::’ matches the period that the ‘SetStartDate::’ is set to.

Example:

SetStartDate::
1197

SetPeriod:: 
SetEarlyPeriodStartDate::
1087

SetHighPeriodStartDate::
1197

SetLatePeriodStartDate::
1321

SetGameEndDate::
1653

In this example, the period replacing ‘EARLY’ is ‘HIGH’.

Part (b): This is the easiest part. Just leave these things alone!
I am going to paste all the junk you should leave alone.

	DeclareFaction::
"FN_REBEL"




DeclareFaction::
"FN_ALMOHAD"
   
 

DeclareFaction::
"FN_BYZANTINE"



DeclareFaction::
"FN_DANISH"




DeclareFaction::
"FN_EGYPTIAN"
   


DeclareFaction::
"FN_ENGLISH"
   


DeclareFaction::
"FN_FRENCH"




DeclareFaction::
"FN_GERMAN_HRE"



DeclareFaction::
"FN_ITALIAN"
   


DeclareFaction::
"FN_POLISH"




DeclareFaction::
"FN_RUSSIAN"
   


DeclareFaction::
"FN_SPANISH"
   


DeclareFaction::
"FN_TURKISH"
   


DeclareFaction::
"FN_ARAGONESE"



DeclareFaction::
"FN_BURGUNDIAN"

   


DeclareFaction::
"FN_GOLDEN_HORDE"  
   


DeclareFaction::
"FN_HUNGARIAN"



DeclareFaction::
"FN_NOVGOROD"
   
   


DeclareFaction::
"FN_PAPIST"


   


DeclareFaction::
"FN_SICILIAN"
   


DeclareFaction::
"FN_SWISS"

DeclareLandRegion::
"ID_SCOTLAND"

DeclareLandRegion::
"ID_NORTH_UMBRIA"

DeclareLandRegion::
"ID_MERCIA"

DeclareLandRegion::
"ID_WALES"

DeclareLandRegion::
"ID_WESSEX"

DeclareLandRegion::
"ID_IRELAND"

DeclareLandRegion::
"ID_NORWAY"

DeclareLandRegion::
"ID_SWEDEN"

DeclareLandRegion::
"ID_DENMARK"

DeclareLandRegion::
"ID_FINLAND"

DeclareLandRegion::
"ID_NOVGOROD"

DeclareLandRegion::
"ID_MUSCOVY"

DeclareLandRegion::
"ID_LIVONIA"

DeclareLandRegion::
"ID_SMOLENSK"

DeclareLandRegion::
"ID_RYAZAN"

DeclareLandRegion::
"ID_CHERNIGOV"

DeclareLandRegion::
"ID_LITHUANIA"

DeclareLandRegion::
"ID_PEREYASLAVL"

DeclareLandRegion::
"ID_VOLGA_BULGARIA"

DeclareLandRegion::
"ID_KHAZAR"
DeclareLandRegion::
"ID_KIEV"

DeclareLandRegion::
"ID_CRIMEA"

DeclareLandRegion::
"ID_VOLHYNIA"

DeclareLandRegion::
"ID_PRUSSIA"

DeclareLandRegion::
"ID_MOLDAVIA"

DeclareLandRegion::
"ID_CARPATHIA"

DeclareLandRegion::
"ID_WALLACHIA"

DeclareLandRegion::
"ID_BULGARIA"

DeclareLandRegion::
"ID_HUNGARY"

DeclareLandRegion::
"ID_POLAND"

DeclareLandRegion::
"ID_POMERANIA"

DeclareLandRegion::
"ID_BRANDENBURG"

DeclareLandRegion::
"ID_SILESIA"

DeclareLandRegion::
"ID_BOHEMIA"

DeclareLandRegion::
"ID_SAXONY"

DeclareLandRegion::
"ID_FREISLAND"

DeclareLandRegion::
"ID_FLANDERS"

DeclareLandRegion::
"ID_NORMANDY"
DeclareLandRegion::
"ID_BRITTANY"

DeclareLandRegion::
"ID_FRANCONIA"

DeclareLandRegion::
"ID_LORRAINE"

DeclareLandRegion::
"ID_CHAMPAGNE"

DeclareLandRegion::
"ID_ILE_DE_FRANCE"

DeclareLandRegion::
"ID_ANJOU"

DeclareLandRegion::
"ID_AQUITAINE"

DeclareLandRegion::
"ID_TOULOUSE"

DeclareLandRegion::
"ID_PROVENCE"

DeclareLandRegion::
"ID_BURGUNDY"

DeclareLandRegion::
"ID_SWABIA"

DeclareLandRegion::
"ID_BAVARIA"

DeclareLandRegion::
"ID_SWITZERLAND"

DeclareLandRegion::
"ID_TYROLIA"

DeclareLandRegion::
"ID_AUSTRIA"

DeclareLandRegion::
"ID_CROATIA"

DeclareLandRegion::
"ID_SERBIA"

DeclareLandRegion::
"ID_GREECE"
DeclareLandRegion::
"ID_CONSTANTINOPLE"

DeclareLandRegion::
"ID_CRETE"

DeclareLandRegion::
"ID_RHODES"

DeclareLandRegion::
"ID_GEORGIA"

DeclareLandRegion::
"ID_ARMENIA"

DeclareLandRegion::
"ID_RUM"

DeclareLandRegion::
"ID_LESSER_ARMENIA"

DeclareLandRegion::
"ID_EDESSA"

DeclareLandRegion::
"ID_TREBIZOND"

DeclareLandRegion::
"ID_NICAEA"

DeclareLandRegion::
"ID_ANATOLIA"

DeclareLandRegion::
"ID_CYPRUS"

DeclareLandRegion::
"ID_ANTIOCH"

DeclareLandRegion::
"ID_SYRIA"
DeclareLandRegion::
"ID_TRIPOLI"

DeclareLandRegion::
"ID_JERUSALEM"

DeclareLandRegion::
"ID_ARABIA"

DeclareLandRegion::
"ID_SINAI"

DeclareLandRegion::
"ID_EGYPT"

DeclareLandRegion::
"ID_LIBYA"

DeclareLandRegion::
"ID_AFRICA"

DeclareLandRegion::
"ID_TUNISIA"

DeclareLandRegion::
"ID_ALGERIA"

DeclareLandRegion::
"ID_MOROCCO"

DeclareLandRegion::
"ID_GRANADA"

DeclareLandRegion::
"ID_CORDOBA"

DeclareLandRegion::
"ID_PORTUGAL"
DeclareLandRegion::
"ID_LEON"

DeclareLandRegion::
"ID_CASTILE"

DeclareLandRegion::
"ID_VALENCIA"

DeclareLandRegion::
"ID_NAVARRE"

DeclareLandRegion::
"ID_ARAGON"

DeclareLandRegion::
"ID_CORSICA"

DeclareLandRegion::
"ID_SARDINIA"

DeclareLandRegion::
"ID_GENOA"

DeclareLandRegion::
"ID_MILAN"

DeclareLandRegion::
"ID_VENICE"

DeclareLandRegion::
"ID_TUSCANY"

DeclareLandRegion::
"ID_PAPAL_STATES"

DeclareLandRegion::
"ID_ROME"

DeclareLandRegion::
"ID_NAPLES"

DeclareLandRegion::
"ID_MALTA"

DeclareLandRegion::
"ID_SICILY"

DeclareSeaRegion::
"ID_NORTH_ATLANTIC"    

DeclareSeaRegion::
"ID_IRISH_SEA" 



DeclareSeaRegion::
"ID_NORWEGIAN_SEA" 


DeclareSeaRegion::
"ID_SKAGERRAK" 



DeclareSeaRegion::
"ID_BALTIC_SEA" 



DeclareSeaRegion::
"ID_NORTH_SEA" 



DeclareSeaRegion::
"ID_ENGLISH_CHANNEL" 


DeclareSeaRegion::
"ID_ATLANTIC_OCEAN" 


DeclareSeaRegion::
"ID_BAY_OF_BISCAY" 


DeclareSeaRegion::
"ID_COSTA_VERDE" 



DeclareSeaRegion::
"ID_SPANISH_COAST" 


DeclareSeaRegion::
"ID_GULF_CADIZ" 



DeclareSeaRegion::
"ID_STRAITS_GIBRALTAR" 

DeclareSeaRegion::
"ID_WESTERN_MED" 



DeclareSeaRegion::
"ID_GULF_VALENCIA" 


DeclareSeaRegion::
"ID_GULF_LIONS" 



DeclareSeaRegion::
"ID_LIGURIAN_SEA" 


DeclareSeaRegion::
"ID_TYRRHENIAN_SEA" 


DeclareSeaRegion::
"ID_STRAITS_SICILY" 


DeclareSeaRegion::
"ID_MALTESE_CHANNEL" 


DeclareSeaRegion::
"ID_GULF_GABES" 



DeclareSeaRegion::
"ID_AFRIKA_COAST" 


DeclareSeaRegion::
"ID_MOORISH_COAST" 


DeclareSeaRegion::
"ID_ADRIATIC_OCEAN" 


DeclareSeaRegion::
"ID_IONIAN_SEA" 



DeclareSeaRegion::
"ID_CENTRAL_MED" 



DeclareSeaRegion::
"ID_GULF_SIDRA" 



DeclareSeaRegion::
"ID_MIRTOON_SEA" 



DeclareSeaRegion::
"ID_AEGEAN_SEA" 



DeclareSeaRegion::
"ID_SEA_MARMARA" 



DeclareSeaRegion::
"ID_BLACK_SEA" 



DeclareSeaRegion::
"ID_SEA_CRETE" 



DeclareSeaRegion::
"ID_DODECANESE_SEA" 


DeclareSeaRegion::
"ID_EASTERN_MED" 



DeclareSeaRegion::
"ID_NILE_COAST" 



DeclareSeaRegion::
"ID_ATLANTIC_COAST"


Part (c): Some Miscellaneous Settings
Right, after we have ‘skipped’ that junk, we can get back into editing again. You should be on these lines by now:

//========================================

//

// This is a set of flags indicating

// any regions that can not be flooded.

//

//========================================

SetRegionUnfloodable:: ID_BURGUNDY

SetRegionUnfloodable:: ID_SWITZERLAND

SetRegionUnfloodable:: ID_TYROLIA

SetRegionUnfloodable:: ID_AUSTRIA

SetRegionUnfloodable:: ID_TRIPOLI

SetRegionUnfloodable:: ID_AFRICA

SetRegionUnfloodable:: ID_TUNISIA

SetRegionUnfloodable:: ID_ALGERIA

SetRegionUnfloodable:: ID_MOROCCO

SetRegionUnfloodable:: ID_LEON

SetRegionUnfloodable:: ID_NAVARRE

SetRegionUnfloodable:: ID_ARAGON

Now, you must define the Regions that cannot be flooded. I would advise that you don’t edit this list as it is accurate. I say the same about the following section.
SetRegionUnquakeable:: ID_SCOTLAND

And so on!

Next, you must set the music for the factions. The only reason you need to change this is if you change one faction into another and it is in a different region. For example, I changed the ‘Burgundians’ to ‘Scandinavians’ in my mod and I therefore changed the Burgundians to 2, for Viking.

Change the numbers on the right to 0 (Arabic Music), 1 (Europe) or 2 (Viking)

Of course it would be stupid if there was Arabic music in north Europe, so make sure you get the number right!

SetFactionMusic:: FN_REBEL


1

SetFactionMusic:: FN_ALMOHAD
   

0

SetFactionMusic:: FN_BYZANTINE

1

SetFactionMusic:: FN_DANISH


2

SetFactionMusic:: FN_EGYPTIAN
   

0

SetFactionMusic:: FN_ENGLISH
   

1

SetFactionMusic:: FN_FRENCH


1

SetFactionMusic:: FN_GERMAN_HRE

1

SetFactionMusic:: FN_ITALIAN
   

1

SetFactionMusic:: FN_POLISH


1

SetFactionMusic:: FN_RUSSIAN
   

1

SetFactionMusic:: FN_SPANISH
   

1

SetFactionMusic:: FN_TURKISH
   

0

SetFactionMusic:: FN_ARAGONESE

1

SetFactionMusic:: FN_HUNGARIAN

1

SetFactionMusic:: FN_SICILIAN
   

1

SetFactionMusic:: FN_BURGUNDIAN

1

SetFactionMusic:: FN_GOLDEN_HORDE

0

SetFactionMusic:: FN_NOVGOROD
   

2

SetFactionMusic:: FN_PAPIST


1

SetFactionMusic:: FN_SWISS


1

Part (d): Another ‘Just leave’ section.
Leave everything from the ‘SetRegionRebels::’ section, and everything after it below:

	//========================================

// Glory goal conquest reward multiplier.

//

// This value represents the multiplier applied

// to points gained for conquering enemy regions.

//

//========================================

GGConquestReward::
FN_REBEL


0

GGConquestReward::
FN_ALMOHAD
   

0.2

GGConquestReward::
FN_BYZANTINE

0.25

GGConquestReward::
FN_DANISH


1.0 

GGConquestReward::
FN_EGYPTIAN
   

0.25

GGConquestReward::
FN_ENGLISH
   

0.2

GGConquestReward::
FN_FRENCH


0.2

GGConquestReward::
FN_GERMAN_HRE

0.2

GGConquestReward::
FN_ITALIAN
   

0.2

GGConquestReward::
FN_POLISH


1.0 

GGConquestReward::
FN_RUSSIAN
   

1.0

GGConquestReward::
FN_SPANISH
   

0.5

GGConquestReward::
FN_TURKISH
   

0.25

GGConquestReward::
FN_ARAGONESE

0.25

GGConquestReward::
FN_HUNGARIAN

1.0

GGConquestReward::
FN_SICILIAN
   

0.2

GGConquestReward::
FN_BURGUNDIAN

0.5

GGConquestReward::
FN_GOLDEN_HORDE  
1.0   


GGConquestReward::
FN_NOVGOROD
   

0.5

GGConquestReward::
FN_PAPIST


1.0

GGConquestReward::
FN_SWISS


1.0

//========================================

// Declare the tradable goods for this campaign.

//========================================

DeclareTradegoods:: "GLASSWARE"
40

DeclareTradegoods:: "WOOD"

20

DeclareTradegoods:: "FURS"

40

DeclareTradegoods:: "WINE"

40

DeclareTradegoods:: "WOOL"

30

DeclareTradegoods:: "SILK"

40

DeclareTradegoods:: "COTTON"
30

DeclareTradegoods:: "LINEN"

30

DeclareTradegoods:: "WAX"

20

DeclareTradegoods:: "HONEY"

40

DeclareTradegoods:: "SALT"

20

DeclareTradegoods:: "HIDES"

30

DeclareTradegoods:: "BUTTER"
20

DeclareTradegoods:: "POTTERY"
30

DeclareTradegoods:: "FISH"

20

DeclareTradegoods:: "SPICES"
50

DeclareTradegoods:: "GEMS"

50

DeclareTradegoods:: "SUGAR"

40

DeclareTradegoods:: "DYES"

50

DeclareTradegoods:: "IVORY"

40

DeclareTradegoods:: "OLIVEOIL"
30

DeclareTradegoods:: "GRAIN"

30

//========================================

// This represents the percentage of the export 

// value, imported goods are worth..

//========================================

SetImportPercentage::


35

//========================================

// Set the faction flag and selector icon hotspot positions for the startegy map castles

//

// Format: x, y

//========================================

SetCastleFlagPos::

94 18
96 10
108 4
103 14
111 7

SetCastleSelectorPos::
52 11
52 11
52 11
52 11
52 11

//========================================

//Set the names and hero file for this startpos

//========================================

//SetNameData::
"campmap\\names\\test_names.txt"
use default


Part (e): Even more Settings

Have you modded the Region String File (Tutorial Coming Soon)? If so, you need to edit the filename in the following line in the campaign:

RegionSpecificFile::
"default_region_specific.txt"

Change “default_region_specific.txt” to the filename.

Have you modded the Faction String File (Tutorial Above)? If so, you need to edit the filename in the following line in the campaign:

FactionSpecificFile::
"default_faction_specific.txt"

Change “default_faction_specific.txt” to the filename that you wrote down (a lot) earlier.

Part (f): Yet another ‘junk’ section
There is a lot to skip now. These are just region settings. Skip to this line:

//========================================

//Active Factions

//which factions are to appear in the game

//and which of these factions are playable

//========================================

Part (g): Finally! Exciting Modding!
//========================================

//Active Factions

//which factions are to appear in the game

//and which of these factions are playable

//========================================

SetActiveFaction:: FN_ALMOHAD

FT_MAJOR

SetActiveFaction:: FN_BYZANTINE
FT_MAJOR 

SetActiveFaction:: FN_EGYPTIAN
FT_MAJOR 

SetActiveFaction:: FN_ENGLISH

FT_MAJOR 

SetActiveFaction:: FN_FRENCH

FT_MAJOR 

SetActiveFaction:: FN_GERMAN_HRE
FT_MAJOR

SetActiveFaction:: FN_ITALIAN

FT_MAJOR 

SetActiveFaction:: FN_POLISH

FT_MAJOR 

SetActiveFaction:: FN_SPANISH

FT_MAJOR 

SetActiveFaction:: FN_TURKISH

FT_MAJOR 

SetActiveFaction:: FN_DANISH

FT_MAJOR

SetActiveFaction:: FN_ARAGONESE
FT_MAJOR

SetActiveFaction:: FN_HUNGARIAN
FT_MAJOR

SetActiveFaction:: FN_SICILIAN
FT_MAJOR

SetActiveFaction:: FN_NOVGOROD
FT_MINOR

SetActiveFaction:: FN_PAPIST

FT_MINOR

FT_MAJOR is a playable faction

FT_MINOR is a non-playable faction, but it still exists.

Some factions are not included above because they are not playable. If a faction is not here, then copy and paste a line and change the Faction (FN_X) to one from below.

	FN_ALMOHAD

FN_BYZANTINE

FN_EGYPTIAN

FN_ENGLISH

FN_FRENCH

FN_GERMAN_HRE

FN_ITALIAN

FN_POLISH

FN_SWISS

FN_BURGUNDIAN

FN_SPANISH

FN_TURKISH

FN_DANISH

FN_ARAGONESE

FN_HUNGARIAN

FN_SICILIAN

FN_NOVGOROD

FN_PAPIST

FN_RUSSIAN




Next, we need to edit the treasury. You may want to give more starting money to weaker factions to balance them, or you may want to leave the treasury as it is to give a variety of difficulty levels in your campaign!

SetTreasury:: FN_ALMOHAD

10000
8000
6000
4000

SetTreasury:: FN_BYZANTINE

10000
8000
6000
4000

SetTreasury:: FN_EGYPTIAN

10000
8000
6000
4000 

SetTreasury:: FN_ENGLISH

25000
8000
6000
4000 

SetTreasury:: FN_FRENCH


25000
8000
6000
4000 

SetTreasury:: FN_GERMAN_HRE

20000
8000
6000
4000

SetTreasury:: FN_ITALIAN

20000
8000
6000
4000

SetTreasury:: FN_POLISH


10000
8000
6000
4000 

SetTreasury:: FN_SPANISH

20000
8000
6000
4000 

SetTreasury:: FN_TURKISH

10000
8000
6000
4000 

SetTreasury:: FN_HUNGARIAN

10000
8000
6000
4000

SetTreasury:: FN_NOVGOROD

10000
8000
6000
4000

SetTreasury:: FN_PAPIST


99999
8000
6000
4000

SetTreasury:: FN_SICILIAN

10000
8000
6000
4000

SetTreasury:: FN_DANISH


15000
8000
6000
4000

SetTreasury:: FN_ARAGONESE

10000
8000
6000
4000

The above is quite obvious to understand so I am moving on to the next section. If you don’t quite understand something you could always post something on my website’s forum (http://uk.geocities.com/mole_mr/Start.html)

The next few parts are also self-explanatory. For the Faction Cultures, just change the faction cultures that you need to. Do the same with the Faction Religions.

You will also need to set the AI for the opponents, but you won’t really need to change that unless you really understand what you’re doing. You also won’t need to change the faction shields unless you are an expert. The next section is about the colour of the faction. English is red, for example. The first number is the Red value, the second is the Green value, the third is the blue value. On my site there is a tool that you can use to test the colours.

Now comes a big part.

Part (h): Setting Region Owners & Titles

This is a massive task.

An example of one of the lines is:

SetRegionOwner:: ID_ALGERIA             
FN_ALMOHAD

The line begins with ‘SetRegionOwner::’ It is followed by the region, then it’s owner. The owner factions are listed above. A list of regions are found at the ‘SetAttributes::’ section, which os one of the sections we skipped earlier. You need the part of the section with ‘ID_’ at the beginning, such as ID_ALGERIA

Although this part of the tutorial is quite small, it requires a lot of time and consideration. Don’t rush it! This will be a lot easier if you are familiar with MTW as you will know roughly where the regions are.

The next section is fun to make up. This is the section where you can make up titles, such as ‘Supreme Commander of England’ or ‘Count of somehorribleunknownplace’

Use the previous titles and edit them to provide them with what you need.

The numbers to the right change the following:

Loyalty

Acumen

Dread

Command

Piety

Vice & Virtue Index

Description

Example: (Note I have had to fit it on multiple lines)

//region

//name


loyalty

AddTitle::
ID_SCOTLAND

"King of Scotland"
+4


Acumen
Dread 
Command
Piety 
Vice_virtue_index

+1

+2

+1

0


0










Description

0

You don’t have to just use addition of numbers. You can also take some off:

//region

//name


loyalty

AddTitle::
ID_WESSEX

"Archbishop"

+4


Acumen
Dread 
Command
Piety 
Vice_virtue_index

+2

-2

-2

+9


0










Description

0

Try not to make your titles too powerful as it ruins the game.

The Office section is similar to the Titles section so I am not going over it. It’s self-explanatory!

Part ( i ): Starting Map Settings 1

Before I tell you about the next section, I can admit to you that there is still something that confuses many of us ‘modders’. It is the numbers after the ‘SetStartLeader::’ lines. We know what they do: They affect the vices and virtues and starting information of the kings. We don’t, however, know exactly how they affect the vices and virtues and information. I would advise that you copy and paste a factions numbers from the faction in a different era if its missing. If it’s not missing, just leave the numbers alone.

The Place Leader section is important. If the leaders aren’t placed correctly, the faction will die out instantly. Make sure you place a leader in a region that the faction owns!

Example:

PlaceLeader:: ID_ALGERIA

FN_ALMOHAD

This means that the Almohad leader, will be placed in Algeria.

The Next section is the Heirs section. This is where you determine the Royal Line of the factions.

Example:

AddHeir:: FN_ENGLISH 1 13 

AddHeir:: FN_ENGLISH 1 11

AddHeir:: FN_ENGLISH 0 4

The First one creates a prince, 13 years of age.

The Third one creates a princess, 4 years of age.

1 means Prince
0 means Princess

The number after the 1 and 0 is the age of the heir.

Part ( j ): Starting Map Settings 2
Finally, the only 3 sections left are the placement of buildings, units, and agents.

I would advise that you copy and paste the buildings for regions. Whenever I create campaigns, I like a clean canvas. I only place buildings in the Factions Capital. This allows a black canvas effect and allows you to specialise regions like I do. Another way you can place buildings is to place specialised regions. Below is a path you can take for both of these routes:




Castle3

Town_watch

Bowyer

Spearmaker

Royal_palace

Improved_farmland

Church

Port

Shipyard

Armourer

Swordsmith

Inn

Horse_breeder

Mosque

The Units are more complicated and I would suggest that you just copy and paste from other era’s. If you place units in a region that is not owned, you need to give a culture to the units. The first line below will produce 100 spearmen in the Wessex region, which is under the command of the English. The second line below will produce 60 archers in the Wales region, which is under the command of welsh rebels.

MakeUnit:: ID_WESSEX
Spearmen

100
MakeUnit:: ID_WALES
Archers

60
CATHOLIC_CULTURE

Yay! The tutorial is nearly finished! And the Single Player Campaign is nearly complete!

The last thing to do now is place the agents.

This is fairly simple.

MakeUnit:: ID_ARAGON


Emissary


1074

MakeUnit:: ID_WESSEX


Princess


1070

MakeUnit:: ID_WESSEX


Princess


1071

Above are 3 examples of agent creation.

The first line creates an emissary who is born on 1074.

The rest are self-explanatory. To work out the age of the agents, take the starting date of the campaign from the date they were born.

Castle





Ports





Military





Armour & Weapon upgrades





Mercenary Inn’s





Shipyards





Economical





Religion





Churches





Agents





This is just to give you ideas. Lists of the common buildings are below.





Royal Palaces








