Convert CC5 Mods To TLD
Data\Base

Open all adb files in Qclone and go File Export Tab delimited for each file to export the data to .txt files

Nations.txt (New File)

· Add nations as required to use additional name and voice files

Campaign.txt (New File)

· Set campaign duration, support, weather, etc.
· Use Mafii’s RtBTool v2.23 or newer to export Artillery and Naval support from the CC5.exe to Campaign-SuppMiss.txt then copy the data to campaign.txt
Uniforms.txt (New File)

· Use Mafii’s RtBTool v2.23 or newer to export uniform data from the CC5.exe to uniforms.txt 
*** Note: there is rumour of a converter out there for the following ADB files ***

AlsTeams
· Open the exported txt version of the file in Excel
· Change nation number by team to match the entry in nations.txt (the 1st entry equals 0)

· Delete the column titles in row 1 (but not the row)

· Go to the bottom of the class column to see the last number

· Go to cell A1, enter the highest class number + 1 in to the cell

· Save as alsteams.txt
· Change team style as required based on Uniforms.txt as anything above 3 can no longer be used. Not doing this can get you wrong nation or blank rank images.

GeTeams
· Open the exported txt version of the file in Excel

· Change nation number by team to match the entry in nations.txt (the 1st entry equals 0)

· Delete the column titles in row 1 (but not the row)

· Go to the bottom of the class column to see the last number

· Go to cell A1, enter the highest class number + 1 in to the cell

· Save as axsteams.txt
· Change team style as required based on Uniforms.txt as anything above 3 can no longer be used. Not doing this can get you wrong nation or blank rank images.

Bgroups
· Open the exported txt version of the file in Excel

· Select the column D (Nationality), then cut and then Insert Cut Cells into column C
· Select the column AA (Forcepool), then cut and then Insert Cut Cells into column D

· Select the column AA (BGicon), then cut and then Insert Cut Cells into column G

· Insert a new column H, this column is where you enter the number of times a BG can reinforce (0 to ?)
· Select the column X (Rank/Name), then cut and then Insert Cut Cells into column I

· Select the column AA (Aggression), then cut and then Insert Cut Cells into column J

· Select the column AA (Caution), then cut and then Insert Cut Cells into column K

· Select the column AA (Charisma), then cut and then Insert Cut Cells into column L

· Select the column AB (Tactics), then cut and then Insert Cut Cells into column M

· Scroll row 57 (should be class 55, boot camp BG’s which are now in a separate file) and press shift, Ctrl and End together to select all data from class 55 to the end of the file, then Delete shift cells left. 

· Edit BG Nationality in Column C for the Side = 0 (Allied) or 1 (Axis) if required
· Delete the column titles in row 1 (but not the row)

· Go to the bottom of the index column to see the last number

· Go to cell A1, enter the highest index number + 1 in to the cell

· Save as bgroups.txt
Elements.txt
· Open the exported txt version of the file in Excel delete the column titles in row 1

· Highlight/Select columns AB to AQ and then Edit Replace FALSE to 0 and TRUE to 1 using Replace All

· Go to the bottom to see how many rows of data are in the file

· Go to cell A1 enter the number rows minus 1 in to the cell

· Save as elements.txt
Fpools
· Open the exported txt version of the file in Excel 

· Select all data and then sort by class, date and difficulty (by default each sort item should ascending and header row should be selected)
· Select column E (Difficulty), then cut and then Insert Cut Cells into column D
· Scroll row 6877 (should be class 55, boot camp BG’s which are now in a separate file) and press shift, Ctrl and End together to select all data from class 55 to the end of the file, then Delete shift cells left. 

· Where each Class/BG starts insert a row

· Below each blank inserted row Select the class #, BG name and nationality # (single row), then Cut and then Paste into the blank row in column D (Difficulty)

· Edit BG Nationality in Column F for the Side = 0 (Allied) or 1 (Axis) if required
· Write down the last BG number in the mod, usually 54
· Go to cell D1, enter the highest class number + 1 in to the cell

· Go to cell E1 and delete the column titles in row 1 to cell CQ1 
· Select columns A (Class), B (Name) and C (Nationality) and then Delete shift cells left
· Delete columns AQ to CN

· Save as fpool.txt
soldiers.txt
· Open the exported txt version of the file in Excel delete the column titles in row 1

· Go to the bottom of the class column to see the last number

· Go to cell A1, enter the highest class number + 1 in to the cell

· Save as soldiers.txt
vehicles.txt
· Open the exported txt version of the file in Excel delete the column titles in row 1

· Change nation number by team to match the entry in nations.txt (the 1st entry equals 0)

· Go to the bottom of the class column to see the last number

· Go to cell A1, enter the highest class number + 1 in to the cell

· Save as vehicles.txt
weapons.txt
· Open the exported txt version of the file in Excel delete the column titles in row 1

· Highlight/Select columns S to Y and then Edit Replace FALSE to 0 and TRUE to 1 using Replace All

· Go to the bottom of the class column to see the last number

· Go to cell A1, enter the highest class number + 1 in to the cell

· Save as weapons.txt
Data\Battles

- must be recreated
Data\Ops
- must be recreated
Data\Campaign
- must be recreated
Graphics
ScrnGadg.gdg
· Add images for additional units to replace place holders BGunit184 to 195
· Add images for additional map areas to replace place holders DESTRATMAP44 to 63

· Add images for additional weapons to replace place holders RQWEAP128 to 255

· Add images for map names to replace place holders SENAME44 to 63

· Change SOAMMEDALBS to SOMEDAL05
· Change SOAMMEDALCIB to SOMEDAL01

· Change SOAMMEDALDSC
to SOMEDAL04

· Change SOAMMEDALMOH to SOMEDAL02
· Change SOAMMEDALPH to SOMEDAL00

· Change SOAMMEDALSS to SOMEDAL03

· Change SOGEMEDALAB to SOMEDAL11

· Change SOGEMEDALIC1 to SOMEDAL12

· Change SOGEMEDALIC2 to SOMEDAL13

· Change SOGEMEDALKC to SOMEDAL15

· Change SOGEMEDALWB to SOMEDAL10

· Change SOGEMEDALWMC to SOMEDAL14
· Add images for medals for additional nations SOMEDAL20 to 75

· Add images for rank for additional nations SORANK00 to 73

· Change SORANKGE to SORANK10 and copy to SORANK13 too

· Change SORANKLW to SORANK11

· Change SORANKSS to SORANK12

· Change SORANKUS to SORANK00 and copy to SORANK01, SORANK02 and SORANK03
· Add images for additional arrows to replace  place holders STRAARROW56 to 99

· Add images for air supply buttons STRAIRSUPPLY

· Add image for air supply drop STRAIRSUPPLYD
· Add images for additional map areas to replace place holders STRAMAPAREA44 to 63

· Add images for additional BG’s to replace place holders STRBGICONS54 to 63

· Change BGRESERVESTATUS image 3 from 4 bars to 3 bars

· Change BGUNITSPEED match bar color to BGRESERVESTATUS
· Change SEBATTLEINFO text on button from Battlegroup Info” to “Scenario Settings” 

· Do Not Copy Over SESHIP_000.tga it is the word available for artillery support

· Add BG redirection graphic and comment to STRLEGEND and STRLEGENDBATTLES

GameGadg.gdg
· Change SMRANKGERM1, SMRANKGERM2 through SMRANKGERMA to SMRANK101, SMRANK102 through SMRANK10A
· Change SMRANKLUFT1, SMRANKLUFT2 through SMRANKLUFTA to SMRANK111, SMRANK112 through SMRANK11A
· Change SMRANKSS1, SMRANKSS1 through SMRANKSSA to SMRANK121, SMRANK122 through SMRANK12A
· Change SMRANKUS1, SMRANKUS2 through SMRANKUSA to SMRANK001, SMRANK002 through SMRANK00A
· Add images for additional nations ranks to replace place holders SMRANK201 to SMRANK73A
uniticons.bmp
· must rearrange icon order to match Bgroups order (start with BG 0 on the left)

CCImages.pix
· battlegroupscreen.tga: update for D-day larger forcepool list

· mainscreen.tga: change button locations to match WAR/TLD or hex edit CCE.exe to old button values

· scenarioeditorscreen.tga: update because of the larger map area and support

· strategicscreen.tga: update because of new turn counter and support options area

Videos

Video file names and codec have changed. A quick fix for current CC owners who have the Indeo codec is to rename your old indeo codec videos to Matrixintro.wmv (plays 1st) and/or intro.wmv (plays 2nd). If you had three video files before only two will be useable in WAR. It would be best to convert them to wmv as most re-release owners will not have the old codec. 
Used the files below without changes

Guns.azp
Shadows.azp
Tanks.azp
Terrain
TerrainA.stm
Wrecks.azp

LocalFX
Used the files below without changes

EGerVox.sfx

Erusvox.sfx

GGerVox.sfx

Music.sfx

Sound.sfx

The two below were not changed by the mod
Affects.azp

Ft.azp

Maps
StratMap.txt (New File)

· Desc.: replaces index.mpi and uses a lot of data from it and the CC5.exe.
· Open index.mpi using notepad

· Copy the map filenames and paste them into stratmap.txt names section
· Press enter at the end of each map filename and delete the blank spaces on the line before the next map name
· Use Stratmap Munger to get; - I think this is referring to BED9 program. 
· # Map Center data,  - I cannot locate this data! – Placed them manually in Bed9 – map centers that are placed/have coordinates outside the stratmap boundaries causes crashes when trying to enter into an OP or Campaign game. 
· # Map area tile coordinates – Used RtB tool for this 
· # Number of connections / arrows (max 128). – I got the connection list after moving the data and coordinates I got from RtB tool to the new Stratmap.txt and moved over the arrows and Stratmap areas to the new-scrngadg. – Also Normandy.tga and Pix file was converted.
I then loaded the stratmap files with BED9 and obtained the connection list. 
Better workflow is to load arrows graphics in Bed9, go through the list of arrows and record the order of connections and plot them in Photoshop, based on the "set up" background map "normandy.tga". Make this the order of connections in the final connection list.

So: 

1. Make a Stratmap graphic with borders and all map areas numbered correctly.

2. Include this as "normandy.tga" in a pix file to be loaded into Bed9.

3. Load BED9 with this Pix file and the Scrngadg with the new arrows included. - View arrows on stratmap in the Gadg preview screen.

4. Use the list view of BED9 to shuffle to each arrow and record the start and end map in an excel sheet as you go through it.

5. This is your connection list. All arrows will now line up as in the original CC5 mod.
· # Each connection is given as 'Start map','End map' and applies both ways.
· # Arrow Coordinates – Get it with RTB tool.
Use RtBTool to get 
- SEMAP scenario editor map centre coordinates 
- SENAME scenario editor map name coordinates 
- SESHIP scenario editor naval support indicator (In TLD this is in the same spot on all maps) 
- Debrief Map screen maps locations

- STRAAREA coordinates and size.

- STRAARROW coordinates and size.

*.btd

· All .btd files must be converted to the new text format, use BTD Editor v1.02 or RtBtool v2.23 or newer
Errors Encountered:
Bad data in vehicles.txt row # : due to a vehicle name being too long 
Bad data in weapons.txt row # : due to a not changing FALSE to 0 and TRUE to 1

Buttons not working after copying ScrnGadg.gdg: probably will have to import the Meuse ScrnGadg.gdg images into the CC5Reb file
Unable to get format on stream: copied in Meuse videos and enabled video playback.

Map centers that are placed/have coordinates outside the stratmap boundaries causes crashes when trying to enter into an OP or Campaign game.
Wrong number of connections compared to number of arrows. Causes crash.
