The BIG Modding Tutorial Version 1
By Alex Boyd

(CoolSk8r32)
TO START OFF, YOU WILL NEED TO:

-Download AoMED in the downloads>utility programs section of www.aomfiles.com, or just click here: 

http://64.246.40.37/filesnetwork/Age_of_Mythology/Utilities/Modding_Tools/aomed_updated.zip
This is where to download AoMED, but for more mods, check out the units section of aomfiles.com, too.  AoMED is a great modding program, and with it, you will receive all the necessary functions that a great modder should have.

-Now, run AoMED.

-Click “Input Data File.”

-Find textures.bar in the textures folder of wherever you installed AoM.

-Click OK.

-Click “Folder to Extract Data Into.”

-Make a new folder in the original textures folder called “Extracted Textures.”

-Click OK.

-Click “Read Data File.”

-Click “Input Data File.”

-Find anim.bar in the anim folder of wherever you installed AoM.

-Click OK.

-Click “Folder to Extract Data Into.”

-Make a new folder in the original textures folder called “Extracted Animations.”

-Click OK.

-Click “Input Data File.”

-Find data.bar in the data folder of wherever you installed AoM.

-Click OK.

-Click “Direct File Conversion.”

-Find the file “proto.xmb.”

-Click OK.

Now you’re ready to start modding.  Phew!  If you want, you can read all the sections of the tutorial.  Or you can skip to wherever you want.

Section 1: Text file Animations Modding


-Make a dwarf carry a Guardian sword.


-Make axmen invisible when attacking.

Section 2: Texture Modding


-Turn a Zebra into a Horse.


-Make Colossi look evil


-Give Odysseus blond hair.

Section 3: Unit Stat Modding


-Make Gazelles the strongest unit in the game


-Give an extra 1000 speed to the Nidhogg so it looks like he teleports.


-Instead of firing arrows, give toxotes the ability to shoot fireballs.


-Make the priest throw axes, and give him 100 range.


-Villagers can have “binoculars,” if you give them an extra 50 LOS.

1.  ANIMATION MODDING

Find the unit’s animation that you want to mod. Copy and paste it into the “Age of Mythology/Anim” folder.  Decide if you will make a new unit or just change the original unit.  If you want to change the unit, then keep the same name.  If you want to also read section 3 and create a whole new unit, rename it to whatever name you choose, like this: name_anim (look at the other animations for examples).

Now, open up the document with either WordPad or notepad.  There are now a few things you can do:

1.  Change the item on a unit.  So you’ll need to go to the Extracted Textures folder (follow instructions on how to extract textures if you haven’t done that already) and look at all the DDT files starting with “attachment.”  Likely, when you see “define sword” or something like that, at the end of the section you should see like “attachment g sword” or something like that.  That name is the name of one of the “attachment” DDT files in the textures you just looked at.  Therefore, you can replace one attachment with another one.  There isn’t a simpler way to explain this, so you should get it after a while of fooling around with it.

2.  Take away/change animations.  Find a section you want to change.  For example, maybe you want to change/remove a units “walk” animation.  Scroll down in the unit’s animation .TXT file until you find “anim run” or something similar.  It should look like this: “visual g minotaur walk_A” or something similar.  Say you want to make the minotaur walk like a hoplite.  Change this to “visual g hoplite walk_A.”  TO DOUBLE CHECK THIS: look under all the animations in the extracted folder and find the hoplite.  Look at the hoplite’s walk animation and copy + paste it into the Minotaur’s animation.  To make the minotaur walk invisibly, replace the “visual blablabla” with “visualnone jimmy” Again, with practice you’ll get the hang of it and learn more cool tricks, too.

2.  TEXTURE MODDING

First of all, you will need to understand that texture modding means you will need lots of practice and one need’s some understanding of graphic design.  Heroes are easiest to mod, as they consist of very simple, humanlike designs.  They consist of usually two-maybe one or three pictures that you can mod: leaving you with some cool possibilities.  Next are myth units, which usually have one texture map, rarely two (the only one I’ve seen is the Frost Giant, which has a separate texture map for its head).  These mostly have complicated designs, making it harder.  The hardest units to mod (though occasionally the easiest) are human units.  They can be upgraded so many times; you have to do so many texture mods, corresponding to each upgrade.  I like doing myth units, and sometimes heroes.  

1) CONVERTING THE TEXTURES: Heroes usually have a separate map for their head, body, and any shields they might be carrying.  First, find a hero you want to mod, like Jason, since he is easy, and open up AoMED and click “Direct File Conversion.”  Find the texture (s) of the hero you want to mod (except the corpses – just do the shield, body, and head, most of the time) click on one of the textures (you’ll do the other ones later) and click OK.  Next, specify a place to store the converted textures (ideally a separate “Converted Textures” folder in the “AoM/Textures” main directory).  Click OK again.  AoMED will then pop up with some numbers, FOR EXAMPLE: “15-bit, 1-bit alpha, [1], 5 mip-map levels; remember this if you want to recreate the DDT!”  Therefore, you might want to remember this!  Make a text file that records the texture’s name and this information.  Repeat this process until you have converted all of the hero’s textures.  KEEP IN MIND THAT THAT INFORMATION IS ONLY AND EXAMPLE!
2) MODIFYING THE TEXTURES: Go to the folder where you stored the converted textures.  Find the bmp file you would like to edit.  Open it up with an art program BESIDES PAINT first, to resize it 2x or 4x or maybe even 6x bigger.  AoM will still read the texture even if it is larger, but it must be a multiple of two.  You can also use the brightness option to make “evil units” by adjusting the brightness down.  For some, you can use the “invert colors” or “negative” effects to make your unit look completely different: if you use Jason inverting his body and head makes him look like he’s from Star Trek.  On aomfiles.com downloads>mods>units section, download my Star Trek Jason mod.  Do whatever you want to it, and then save and exit.  If you want to make detailed modifications, bring up the file in paint.  Use the paint bucket tool to paint in different colors for the pixels, like giving Odysseus blond hair in cinematic mode or something.  Repeat the process for the other textures of the hero.  Now, to convert them back so AoM can read them, bring up AoMED.  Click “Direct File Conversion” and select one of the .BMP files you just edited.  Go into the aom/textures folder and rename the textures you are about to mod (I just add “OLD” to the end of the name) so they are not deleted when you are inputting your new textures. Bring up the info about the unit (15-bit, 1-bit alpha etc…) and select the correct option when AoMED shows you the list of choices.  Make sure you save the new DDT file in the aom/textures folder!  Now, run Age of Mythology and look at your creation (If you have trouble, see the bottom of the document for contact info and an FAQ)!
3.  UNIT PROTO/STAT MODDING

This section covers making finishing touches on units and doing some cool things with their stats.  This section is REQUIRED along with the others if you want to make new units.  Make sure you have followed the instructions regarding proto.xml at the beginning of this document.
Now, open proto.xml with Notepad or WordPad.  Decide which pre-made unit you want to have as a base unit (you want to pick one that has stats close to your custom unit’s).  Now use the find command (Ctrl-F, I think) to search for the base unit.  For example, if your base unit is a hoplite, then type in name=”hoplite and find it.  When you find it, copy from that line
i.e:

name=“hoplite”

To this line

</unit>

Which is at the bottom of the section (just the unit’s section, not at the bottom of the whole document).  Here’s an example, this is the hoplite’s section which you should copy:


<unit id="439" name="Hoplite">



<dbid>2228</dbid>



<displaynameid>16887</displaynameid>



<footprint>Footprint Villager</footprint>



<icon>Infantry G Hoplite icon</icon>



<containedattack>0.0500</containedattack>



<initialhitpoints>115.0000</initialhitpoints>



<maxhitpoints>115.0000</maxhitpoints>



<los>16.0000</los>



<portraiticon>Infantry G Hoplite Icon 64</portraiticon>



<obstructionradiusx>0.4900</obstructionradiusx>



<obstructionradiusz>0.4900</obstructionradiusz>



<soundvariant>Hack</soundvariant>



<ballisticsplashproto>Splash</ballisticsplashproto>



<ballisticbounceproto>Dust Medium</ballisticbounceproto>



<formationcategory>Body</formationcategory>



<maxvelocity>4.2000</maxvelocity>



<movementtype>land</movementtype>



<turnrate>18.0000</turnrate>



<unitaitype>HandCombative</unitaitype>



<populationcount>2</populationcount>



<trainpoints>14.0000</trainpoints>



<allowedage>2</allowedage>



<cost resourcetype="Food">60.0000</cost>



<cost resourcetype="Gold">35.0000</cost>



<bounty resourcetype="Favor">1.0800</bounty>



<bountyfactor resourcetype="Favor">1.0000</bountyfactor>



<rollovertextid>16566</rollovertextid>



<rolloveruseagainstid>17357</rolloveruseagainstid>



<rollovercounterwithid>17475</rollovercounterwithid>



<rolloverupgradeatid>17482</rolloverupgradeatid>



<buttonpos row="0" column="0"></buttonpos>



<armor damagetype="Hack" percentflag="1">0.35</armor>



<armor damagetype="Pierce" percentflag="1">0.15</armor>



<armor damagetype="Crush" percentflag="1">0.99</armor>



<unittype>LogicalTypeCanBeHealed</unittype>



<unittype>LogicalTypeAffectedByRestoration</unittype>



<unittype>LogicalTypeMilitaryUnitsAndBuildings</unittype>



<unittype>LogicalTypeParticipatesInBattlecries</unittype>



<unittype>LogicalTypeTornadoAttack</unittype>



<unittype>LogicalTypeValidFlamingWeaponsTarget</unittype>



<unittype>LogicalTypeConvertsHerds</unittype>



<unittype>LogicalTypeValidBoltTarget</unittype>



<unittype>LogicalTypeFimbulWinterTCEvalType</unittype>



<unittype>LogicalTypeEarthquakeAttack</unittype>



<unittype>LogicalTypeFavoriteUnit</unittype>



<unittype>LogicalTypeValidSpyTarget</unittype>



<unittype>LogicalTypeValidShiftingSandsTarget</unittype>



<unittype>LogicalTypePredatorsAttack</unittype>



<unittype>LogicalTypeNeededForVictory</unittype>



<unittype>LogicalTypeHandUnitsAutoAttack</unittype>



<unittype>LogicalTypeValidFrostTarget</unittype>



<unittype>LogicalTypeLandMilitary</unittype>



<unittype>LogicalTypeValidSPCUnitsDeadCondition</unittype>



<unittype>LogicalTypeAffectedByHealingSpring</unittype>



<unittype>LogicalTypeUnitsNotBuildings</unittype>



<unittype>LogicalTypeRangedUnitsAutoAttack</unittype>



<unittype>LogicalTypeVillagersAttack</unittype>



<unittype>LogicalTypeHandUnitsAttack</unittype>



<unittype>LogicalTypeRangedUnitsAttack</unittype>



<unittype>LogicalTypeGarrisonOnBoats</unittype>



<unittype>LogicalTypeValidForestFireTarget</unittype>



<unittype>LogicalTypeSeaSerpentAttack</unittype>



<unittype>LogicalTypeValidMeteorTarget</unittype>



<unittype>LogicalTypeMinimapFilterMilitary</unittype>



<unittype>LogicalTypeOdinRegenerates</unittype>



<unittype>LogicalTypeIdleMilitary</unittype>



<unittype>Unit</unittype>



<unittype>UnitClass</unittype>



<unittype>Military</unittype>



<unittype>AbstractInfantry</unittype>



<unittype>HumanSoldier</unittype>



<flag>CollidesWithProjectiles</flag>



<flag>ObscuredByUnits</flag>



<flag>ShowGarrisonButton</flag>



<flag>DontRotateObstruction</flag>



<flag>ApplyHandicapTraining</flag>



<flag>CorpseDecays</flag>



<flag>Tracked</flag>



<command>Work</command>



<action name="HandAttack">




<param name="MaximumRange" value1="0.3"></param>




<param name="Rate" type="All" value1="5.0"></param>




<param name="Damage" type="Hack" value1="8"></param>




<param name="AttackAction"></param>



</action>



<action name="MoveByGroup">




<param name="AckSound"></param>



</action>


</unit>

You should copy that (for your unit – remember that’s just an example unless your base unit is the hoplite).  Paste it in at the bottom of the document, after creating a space between the words </unit> and </proto> at the bottom of the whole proto document.  Now go through the info and change it as you please, except you must:

-Change the <dbid> number to +1 of the dbid on the previous unit.

-Change the base unit’s name to your custom name.

-OPTIONAL: Create a new line in Vachu’s Text Editor and write in your unit’s name.  The ID number for this line can be written in in the “unit id” and “displaynameid” numbers for your custom unit’s proto.  These lines are near the top.

Change everything else as you will.  Save the proto document but make sure to keep a backup of the original!

4. (NEW) TO APPLY THE TEXTURES YOU HAVE MADE TO YOUR CUSTOM UNIT: 
In the YourUnit_anim file, in each section starting with "anim," i.e. "anim attack" or "anim idle," BEFORE the "connect" sections, i.e. “CONNECT attachpoint heroglow small,” add a new line and type in this:

ReplaceTexture ORIGINAL AOM TEXTURE NAME/YOUR NEW UNIT TEXTURE


Notes:
-Repeat this for any other textures you might have - i.e. the shield or the head, or the body etc.
-In replacetexture, capitalization does not matter, it only makes it easier on the eye (i think so)

Here's an example of a section in an anim file:

//=========================================================================
anim Idle
{
   SetSelector
   {
               SetSelector 
               {
                      set hotspot
                      {
                             version
                             {
                                    Visual Archer G Toxotes_IdleA
                                    ReplaceTexture Archer G Toxotes Standard/Elven Archer
                                    connect righthand bow hotspot
                                    Connect TopOfHead Head hotspot               
                                    connect leftforearm GreekArcherShield hotspot
                             }
                      }
               }
        }
}


~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~






     Notes:


-If there are no "connect" sections, then type the replacetexture in after the "visual etc." section
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~


-Another section of the animation might look a bit different, like this:

//=========================================================================
anim walk
{
        SetSelector
        {
               SetSelector 
               {
                      set hotspot
                      {
                             version
                             {
                                    Visual Archer G Toxotes_WalkA
//-- auto generated by the bang animation tool
//-- do not hand edit these values
               tag FootstepLeft 0.50 true   
               tag FootstepRight 0.00 true   
//-- end auto generated section
                                    ReplaceTexture Archer G Toxotes Standard/Elven Archer
                                    connect righthand bow hotspot
                                    Connect TopOfHead Head hotspot
                                    connect leftforearm GreekArcherShield hotspot
                             }
                      }
               }
        }
}


-Again, just put the replacetexture right before the connect sections, even if there is an auto generated section.
~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~
If there's anything I didn't cover or it didn't work, let me know which

part didn't work or what I didn't cover.

-Alex Boyd (Instant Message AOL, MSN = CoolSk8r32) Go aomfiles.com!

FAQ

Q: Submit a question to me…

A: …and I will add it here!

Q: Can you summon your new unit creations in the game, or is this limited to the map editor only?
A: No, you may make your custom units appear in the game, and be summoned by the building of your choice (for an extra challenge, make a group of similar custom units and make a custom building which creates them all in different ages with different gods!).  The first step is to find techtree.xmb in the folder where you extracted data.bar (I extracted it just to the normal “data” folder) and use AoMED to convert it (Direct File Conversion) just how you did in the beginning for converting proto.xmb.  Open it up with WordPad or notepad.  Press Ctrl+F or to use the “Find” function and search for the following, depending on which age/god you want the custom unit to be activated in. Search for “Age 1 Zeus,” or “Age 4 Osiris,” or whatever age / god you want your unit to be active in.  Find the section for the desired age(s) and scroll down to the “effects” section.  Find the effects that say enable and unit somewhere in them.  Copy and paste one of these effects to the end of the age section, but change the “protounit” area to the name of your own unit.  Repeat this process for any age / god you want.  Save and quit.  It should work, but again, you still need practice.

I hope I covered everything!  Go AOMFILES.COM!!!  If you want some of my custom units, download them at that site.  You will have to use the below fix, though.  They might help you learn this as well!

FIX: When installing the units, if you are told to convert a .BAR file using “Direct File Conversion,” instead click “Input Data File.”  Make sure you have followed the instructions for the above modding sections to let the whole installation work!
