TA: Devolution 4 Readme

TA: Devolution is a mod for Total Annihilation that focuses on side diversity and unit uniqueness.  Beyond many extensive unit changes and unit additions, many original units have been removed from the game to create a very new type of mod.  The biggest changes are that Core no longer has Kbots or Hovercraft and Arm no longer has Vehicles or Submarines.  Instead, the tech trees the sides have kept are more developed.  To find more detailed information, check the Devolution forum on TAUniverse.com.
To Install:

Replace the Rev31.gp3 file in your TOTALA folder with the one in the zip.  Make sure to back up the old one so you can switch back.
With both versions, make sure to put totala.ini, dplayx.map and dplayx.dll in your TOTOLA folder
DO NOT change the unitlimit in game.  If you want to change the unitlimit, edit it in totala.ini, but make sure that anyone you are playing with does the same.

DO NOT add any other 3rd party units.
Change Log:

General:

New Captain System

New Galactic Gate System

Commanders: Redone to 3 level versions instead of 4

New GUIs: Extended Menus, Skirmish/Multiplayer Menus say “Galactic Gate” instead of “Commander” in reference to “Game Ends/Continues”

Added in expanded LOS tables

Radar Boosts: Basic Radar Towers, Floating Versions, Advanced, Floating Advanced, multiply by 1.25, LOS boost

F1 Pics for Decoy Units: Exploiters, Decoy Commander, Decoy Fusion now match the units they are imitating exactly

Core Vehicle Factories and Arm Hoverplants no longer spin units while building

Self Destruction Damages: Basic Units Have 1.5x improved Self Destructs

1st Level Units: 

Minelayer/Scavengers: Spoiler/Tick now are fast minelayers and also are capable of reclaiming (Tick is no longer Level 2 Capture unit)

Flea/Weasel: Minesweeper death explosions

Warrior/Raider: Improved Armor, Raider is now Amphibious

Buster: Slight DMG/ROF cut

Chain Deaths: Winds, Tidals, Solars, and Metal Makers will now chain react when they die if built in close proximity

Metal Makers: 1st level metal makers have a 120:1 energy to metal production ratio, while MMMs retain their 100:1 ratio

Storage Facility: Reduced BT

L1 Gunships: Totally redid pricing/armor/dmg (nerfed)

L1 Fighters: Reduced damage to ground

2nd Level Units:
Level 2 ground attack units get an across-the-board 15% armor bump

Croc: Totally redone, now uses the Gimp laser and has an armored state when it is not firing

Freaker: Replaced model, removed amphibiousness, renamed “Necro”

Reaper: BT/Energy Cut

Goliath: Improved AOE, reduced ROF

Sumo: Slightly improved damage

Roach/Invader: Invader has been removed, Roach has been added back in, in tank form

Spies: Now have better LOS and Capture

Orion: Removed special damages, improved default damage

Decoy Commander: Fixed to match current commander version, prices changed

Defenses:

LOS Boost to Viper/Sentinel/Floating HLTs

Damage Bump to: LLT, HLT, LGT, HGT, Immolator (Returned to ~UH 4.0 Values)

Centurion: ROF returned to UH 4.0 Value, Plus Improved AOE

Exploiter: Removed self healing, improved armored state

Adv Sams: Better Tracking

Returned DDM/Anni to UH 4.0 Stats, Cost x1.2 Armor x1.5

Upped Silo Metal Cost Tron/EMP Fixed Neutron Special Damages

Misc:

Redone Transport Scripts- No longer can pick up enemy units if maxunitlimit not divisible by 50

Carriers: Removed Core’s Range Ring (Radar is correct Range) matched Arm’s Radar

Fixed a few scripts that popped up on script validator

Dreadnought: Cheaper, Weaker, Lower ROF, built in Regular Hoverplant

Spotter: Removed Stealth, Improved LOS

Fibber: Radar Jamming only, cost cut, Jamming Boats now Jam Sonar and Radar

Barracuda: Better BP

Geothermals use CB explosion when destroyed

Improved Tracking for all Fighters

Returned Bombers to UH 4.0 Stats, minus a bit of speed

Models Tweaked: Devastator, Inferno, Explorer, Core Advanced Construction Ship, Sumo

Credits:

New units in TA: Devolution came from many sources.  While there are some units that I made on my own, I also drew from some of the best unit makers out there for my source material.  Some of the new units may be unrecognizable from where they came from while some haven’t been touched.  These are the original unit creators and the units they made that are in Devolution.  Some of the groups have been gone for a long time or have no website; in those cases I have linked their units sections on Unit Universe.

http://tmu.tauniverse.com/

Terror Maps and Units: The Core Thorn uses the Core Butterfly model, the Core Eradicator uses the Core Tsuranuke model, and the Core Salter uses a modified Core Fiend model.

http://id.tauniverse.com/

Infusion Designs: Created the Arm Hornet.

http://cataclysm.tauniverse.com/

Talon: TRO pioneered the detection script that makes Captains possible.
http://www.planetannihilation.com/taan/

TA Arsenal Network: There are Evolva models on too many of the units in the mod to list.  As far as new units go, the Core Inferno uses the base of the Evolva Arm Pitbull, and the Dreadnought uses the turret from the Arm Scorpion.  The Evolved Commanders also use redone parts from the Evolva Commander models, and the Arm one uses some parts from the Furie.
http://mayhem.tauniverse.com/

Mayhem Inc: The Arm Nova and Wraith are both based on Mayhem Inc units.
http://www.planetdungeonsiege.com/mercilesscreations/sections/ta/

Merciless Creations/TARAD: Made the original Arm Mercury and Core Screamer, which have been rescripted and have slight model tweaks.  The Arm Spotter has been modified from the TARAD version.
http://www.planetannihilation.com/aftermath/units.htm

Aftermath Design: Made the Core Barracuda, and the Core Adv. Construction ship is based off the Arm Valiant.  The Orion uses parts of the Stalker.  The rocket launchers on the back of the Evolved Core Commander are from the Gemini.
http://www.planetannihilation.com/tll/

The Lost Legacy: Both side's Advanced Aircraft Platforms, the Core Submarine Pen, and the Arm Advanced Construction Ship used TLL units as their source.  These units have all been retextured and some have had significant model changes.  Both sides Sonar Jammers were created from sources included in the TLL files, though I am unsure if they were made by the TLL folks.

http://www.unituniverse.com/?p=grp&v=Core%20Prime

Core Prime: The Arm Solar Collector and Light Gauss tower were both made by Core Prime.

http://www.tadesigners.com/

TA Designers: The Arm Mariner is based off the Arm Hell Fish

http://www.unituniverse.com/?p=grp&v=Shensi%20Design

Shensi Design: The Arm Dragonfly was originally in Uberhack, but I guess Shensi Design redid it, and I worked off of that version to create what it is in Devolution.

http://www.tauniverse.com/forum/forumdisplay.php?f=144

TAWP: Wotan has been a great help an inspiration for this mod.  I worked on TAWP in-between Devolution 3 and 4, and working with Wotan greatly improved my modding abilities.  There are too many ideas borrowed from TAWP to list here.
http://bsr.planetannihilation.gamespy.com/

Uberhack: Uberhack is the base of this entire mod.  There's so much from Uberhack in this that it is too difficult to list.
http://switeck.tauniverse.com/
Bugfix: Many of the evolved units use bugfix scripts, as the evolution made some complicated scripts even more complicated, and thus glitchy.  Bugfix scripts are generally much simpler and easier to work with. 
Dark Rain and Gnome: The new GUIs were created by these folks.

Xon: Created the dlls that make everything possible.
