Inna nacja

Gry inng nacjg poza wikingami sg by¢ moze wbrew twoim przekonaniom
bardzo proste. (Tylko nie wystraszcie sie matym suwakiem przewijania) W tym
poradniku pokaze jak mozna to zmienié.

Najpierw trzeba zmieni¢ w ogdle to ze jestesmy tg nacja. ldziemy do pliku
player.inc i szukamy fazy

player O #PLAYER_TYPE_HUMAN #TRIBE_TYPE_HUMAN_VIKING
#PLAYER_COLOR_ID_BLUE

WYy zapewne bedziecie mieé¢ troche inaczej np. kolor. Zmieniamy VIKING na
nacje, ktérg chcemy grac. To jest:



SARACEN

FRANK

BYZANTINE

EGYPT

WERESNAKE - ich nie polecamy

WEREWOLF - ichtez

No dobra skoro juz jestesmy np. frankami to trzeba miec¢ ludzi frankonskich,
nie?

Idziemy do staticobject.inc:

sethuman 0 "viking" "woman" 78 83 00
sethuman 0 "viking" "woman" 798300
sethuman 0 "viking" "woman" 8083 00
sethuman 0 "viking" "civilist" 66 78 0 0
sethuman 0 "viking" "civilist" 67 78 0 0
sethuman 0 "viking" "civilist" 677900
sethuman 0 "viking" "civilist" 7263 00
sethuman 0 "viking" "civilist" 736300
sethuman 0 "viking" "civilist" 7364 00

sethuman 0 "viking" "scout" 747700

Teraz tutaj na 100% bedziecie mieli inaczej niz ja. Ja datem pewng faze swojego
pliku. Wasz bedzie na pewno dtuzszy. Szukamy czego$ podobnego w swoim
pliku. Wybieramy tylko te, ktére majg sethuman 0. Jak jest inny numer np.
zamiast O jest 1 albo 2 to nie bierzcie tego pod uwage. To s3 inni gracze. Nas



interesuje tylko 0. | teraz w polu "viking" zamieniamy je wszystkie na "frank" w
zaleznosci jakg nacjg chcemy graé, czyli byzantine, saracen, frank, egypt. Dalej
nic nie zmieniamy.

Teraz jest problem, bo zotnierze okreslonej nacji nie majg wszystkich broni.
Przyktadowo Frankowie majg tylko dtugie miecze i krotkie i dfugie tuki. Dlatego
jesli po zamienieniu znalaztes u siebie faze:

sethuman 0 "frank" "soldier_spear_iron" 23822100
usun cata tg faze, albo zmien na np.
sethuman 0 "frank" "soldier_sword_short" 238 22100

| tak zréb z wszystkimi innymi. Mozesz teraz odpali¢ gre i zobaczy¢ swoich
poddanych jako frankéw. Nie mozesz sie natomiast rozbudowywac
frankonskimi budynkami.

Aby temu zaradzi¢ przechodzimy do mission.inc i tworzymy nowe misje.
Dobrze, aby byty one na poczatku. Jezeli twdj plik mission jest Swiezo po
konwencji przejdz do mojego poprzedniego poradnika.

Teraz wybierzcie z tego poradnika swojg nacje, ktérg robicie i skopiujcie i
wklejcie do swojego mission.inc : (Od razu mowie, ja nie robitem tych misji,
skopiowatem je gtéwnie z map Brainego, bo poco sie meczy¢, nie na tym to
polega):

Frankowie:

// Missionld_1
[MissionData]
debuginfo "farm"
description -1

active 1

goal "CheckHumanlob" 0 "collector"

result "EnableHouse" 0 "Viking" "work farm 00"



result "ActivateMission" 2 // -> Missionld_2

// Missionld_2
[MissionData]
debuginfo "mill"

description -1

goal "JobEnabled" 0 "frank" "miller"

result "EnableHouse" 0 "viking" "work mill 00"

result "ActivateMission" 3 // -> Missionld_3

// Missionld_3
[MissionData]
debuginfo "well"

description -1

goal "JobEnabled" 0 "frank" "baker"

result "EnableHouse" 0 "viking" "work well 00"

// Missionld_4
[MissionData]
debuginfo "well"
description -1

active 1

goal "JobEnabled" 0 "frank" "mason"

result "EnableHouse" 0 "viking" "work mason hut 00"



result "ActivateMission" 5 // -> Missionld_5

// Missionld_5
[MissionData]
debuginfo "well"

description -1

goal "GoodProduceable" 0 "frank" "ornament"

result "EnableHouse" 0 "viking" "work mason hut 01"

// Missionld_6
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "mead"

result "EnableHouse" 0 "viking" "work hive 00"

result "EnableHouse" 0 "viking" "work bakery 01"

result "EnableHouse" 0 "viking" "work brewery"
// Missionld_7
[MissionData]

debuginfo "start2"

description -1

goal "TimeGone" 0

result "ActivateMission" 8 // -> Missionld_8



// Missionld_8
[MissionData]
debuginfo "well"
description -1

active 0

goal "GoodProduceable" 0 "frank" "brick"

result "EnableHouse" 0 "viking" "school"

// Missionld_9
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "tile"

result "EnableHouse" 0 "viking" "work pottery 01"

// Missionld_10
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "crockery"

result "EnableHouse" 0 "viking" "work pottery 02"



// Missionld_11
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "herb"

result "EnableHouse" 0 "viking" "work herb hut"

// Missionld_12
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "wool"

result "EnableHouse" 0 "viking" "work sewery 00"

// Missionld_13
[MissionData]
debuginfo "well"
description -1

active 1



goal "GoodProduceable" 0 "frank" "coin"

result "EnableHouse" 0 "viking" "work coin mint"

result "EnableHouse" 0 "viking" "work smithy 01"

// Missionld_14
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "furniture"

result "EnableHouse" 0 "viking" "work armory 00"

result "EnableHouse" 0 "viking" "work joinery 01"

result "EnableHouse" 0 "viking" "work joinery 02"

result "EnableHouse" 0 "viking" "work joinery 03"

// Missionld_15
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "viking" "bow_long"

result "EnableHouse" 0 "viking" "work armory 01"



// Missionld_16
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "cart_hand"

result "EnableHouse" 0 "viking" "work joinery 02"

// Missionld_17
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "frank" "ship_small"

result "EnableHouse" 0 "viking" "work joinery 03"
// Missionld_18

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "frank" "ornament"

goal "GoodProduceable" 0 "frank" "tile"



goal "GoodProduceable" 0 "frank" "holy_oil"

result "EnableHouse" 0 "viking" "work temple"

Saraceni:
// Missionld_1
[MissionData]
debuginfo "farm"
description -1

active 1

goal "CheckHumanJob" 0 "collector"

result "EnableHouse" 0 "Viking" "work farm 00"

result "ActivateMission" 1 // -> Missionld_1

// Missionld_2

[MissionData]

debuginfo "mill"

description -1

active 1

goal "JobEnabled" 0 "saracen" "miller"

result "EnableHouse" 0 "viking" "work mill 00"

result "ActivateMission" 2 // -> Missionld_2

// Missionld_3
[MissionData]
debuginfo "well"
description -1

active 1

goal "JobEnabled" 0 "saracen" "baker"



work well 00"

result "EnableHouse" 0 "viking

// Missionld_4

[MissionData]

debuginfo "well"

description -1

active 1

goal "JobEnabled" 0 "saracen" "mason"

result "EnableHouse" 0 "viking" "work mason hut 00"

result "ActivateMission" 4 // -> Missionld_4

// Missionld_5

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "ornament"

work mason hut 01"

result "EnableHouse" 0 "viking

// Missionld_6

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "mead"

result "EnableHouse" 0 "viking" "work hive 00"



result "EnableHouse" 0 "viking" "work bakery 01"

result "EnableHouse" 0 "viking" "work brewery"
// Missionld_7

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "brick"

result "EnableHouse" 0 "viking" "school"
// Missionld_8

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "tile"

result "EnableHouse" 0 "viking

work pottery 01"

// Missionld_9

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "crockery"

result "EnableHouse" 0 "viking" "work pottery 02"



// Missionld_10
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "saracen" "herb"

result "EnableHouse" 0 "viking" "work herb hut"

// Missionld_11

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "armor_leather"

result "EnableHouse" 0 "viking

work sewery 01"

// Missionld_12

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "coin"

result "EnableHouse" 0 "viking" "work coin mint"

result "EnableHouse" 0 "viking" "work smithy 01"

// Missionld_13

[MissionData]



debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "saracen" "furniture"

result "EnableHouse" 0 "viking" "work armory 00"

result "EnableHouse" 0 "viking" "work joinery 01"

result "EnableHouse" 0 "viking" "work joinery 02"

result "EnableHouse" 0 "viking" "work joinery 03"
// Missionld_14

[MissionData]

debuginfo "well"

description -1

active 1

goal "GoodProduceable" 0 "saracen" "bow_long"

result "EnableHouse" 0 "viking" "work armory 01"

// Missionld_15
[MissionData]
debuginfo "well"
description -1

active 1

goal "GoodProduceable" 0 "saracen" "holy_oil"

result "AllowHouse" 0 "viking" "work druid 01"

result "EnableHouse" 0 "viking" "work druid 01"

// Missionld_16



[MissionData]
debuginfo "well"
description -1
active 1

goal "GoodProduceable" 0 "saracen" "ornament"
goal "GoodProduceable" 0 "saracen" "tile"
goal "GoodProduceable" 0 "saracen" "holy_oil"

result "EnableHouse" 0 "viking" "work temple"

// Missionld_17
[MissionData]
debuginfo "well"
description -1
active 1

goal "GoodProduceable" 0 "saracen" "tool_wooden"

result "EnableHouse" 0 "viking" "work joinery 00"

Bizantyjczycy:
// Missionld_1
[MissionData]
debuginfo "farm"
description -1

active 1

visible 1

goal "CheckHumanJob" 0 "collector"

result "EnableHouse" 0 "Viking" "work farm 00"



// Missionld_2

[MissionData]

debuginfo "mill"

description -1

active 1

visible 1

goal "JobEnabled" 0 "byzantine" "miller"

result "EnableHouse" 0 "viking" "work mill 00"

// Missionld_3
[MissionData]
debuginfo "well"
description -1
active 1

visible 1

goal "JobEnabled" 0 "byzantine" "baker"

result "EnableHouse" 0 "viking" "work well 00"

// Missionld_4

[MissionData]

debuginfo "well"

description -1

active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "ornament"



result "EnableHouse" 0 "viking" "work mason hut 01"

// Missionld_5

[MissionData]

debuginfo "well"

description -1

active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "mead"

result "EnableHouse" 0 "viking" "work hive 00"

result "EnableHouse" 0 "viking" "work bakery 01"

result "EnableHouse" 0 "viking" "work brewery"

// Missionld_6
[MissionData]
debuginfo "well"
description -1
active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "brick"

result "EnableHouse" 0 "viking" "school"

// Missionld_7

[MissionData]



debuginfo "well"
description -1
active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "tile"

result "EnableHouse" 0 "viking" "work pottery 01"

// Missionld_8

[MissionData]

debuginfo "well"

description -1

active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "crockery"

result "EnableHouse" 0 "viking" "work pottery 02"

// Missionld_9
[MissionData]
debuginfo "well"
description -1
active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "herb"

result "EnableHouse" 0 "viking" "work herb hut"



// Missionld_10

[MissionData]

debuginfo "well"

description -1

active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "coin"

result "EnableHouse" 0 "viking" "work coin mint"

result "EnableHouse" 0 "viking" "work smithy 01"

// Missionld_12
[MissionData]
debuginfo "well"
description -1
active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "furniture"

result "EnableHouse" 0 "viking" "work armory 00"

result "EnableHouse" 0 "viking" "work joinery 01"

result "EnableHouse" 0 "viking" "work joinery 02"

result "EnableHouse" 0 "viking" "work joinery 03"

// Missionld_13
[MissionData]

debuginfo "well"



description -1
active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "bow_long"

result "EnableHouse" 0 "viking" "work armory 01"

// Missionld_14
[MissionData]
debuginfo "well"
description -1
active 1

visible 1

goal "GoodProduceable" 0 "viking" "bow_long"

result "EnableHouse" 0 "viking" "work armory 01"

// Missionld_15
[MissionData]
debuginfo "well"
description -1
active 1

visible 1

goal "GoodProduceable" 0 "byzantine" "holy_oil"

result "AllowHouse" 0 "viking" "work druid 00"

result "EnableHouse" 0 "viking" "work druid 00"



Egipt: A Egiptu nie ma.

Oczywiscie wszystkie te budynki jakie bedziecie budowac sg ustalone przez Brainego, wiec
sami mozecie je modyfikowa¢ w dowolny sposdb. Np. bedgc Saracenami budowac budynki
Frankow. Na podstawie tego co teraz powiedziatem mozecie sobie zrobi¢ Egipcjan.

To raczej tyle. Wiec podsumowujac trzeba:
1. Zmieni¢ Viking na nazwe nacji ktérg chcemy grac

2. Zmieni¢ wszystkie jednostki wikingdw, ktére robilismy podczas mapy, na te ktérg robimy
nacje.

3. Ustawié (skopiowac) budynki do budowania.

Proste. Wiekszos¢ to kopiowanie.

Mam nadzieje, ze pomogtem. Poradnik dla Culturesnation.pl zrobiony przez
Jozenkow



