TA: Devolution 4.1 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:

TA Mutation Version: Just put ][TADEV41.tc and ][TADEV41.ufo into your TA-Mutation\TCs\ folder and run TA Mutation.  Select TA: Devolution to activate it.  Make sure to have the "consolidated build menus" option off.

Regular version: 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:

I will not be releasing a detailed changelog for Devolution 4.1, because just about every single unit has been tweaked, and to be honest, I did not track all of my changes.  I will, however, describe general changes and significant changes to single units.
Speed Increased:
Across the board, Devolution has been sped up.  Units are faster, Construction Unit/Factory worker time has been improved, and Build Times and Energy Costs have been cut in many instances.  Improved weapon tolerance and shot velocity have been added to most weapons, making it easier for weapons to hit the now faster units.

New Captain Features:
Captains now have info panels, describing when they level up and what they gain at each level. The Nova and the Juggernaut have been completely altered, the Nova having a new Primary and a new Ultimate weapon, and the Juggernaut having a new Primary.  All Captains have various improvements, except for the Marauder, which has received a much-needed nerf.  The Demon also has some model tweaks.
Captain Teleporters have been added (buildable at L2), allowing players to pull their Captains out of danger at important moments.
New Gate/Commander Features:
The Galactic Gate now can teleport the Commander back to it once during the game in the case of an emergency.  Commanders’ backpacks flash when the Commander is out of range of the gate, a warning for players to keep him close to home. The Galactic Gates now have significantly more armor and enormous LOS, though Commanders have been weakened slightly.
Sea Balance:
Sea, the long ignored aspect of Devolution development has gotten a much-needed overhaul.  Removed some crap units, rebalanced everything.  Just about every sea unit has been tweaked, so give it a shot!  Be careful! Core’s Submarine Pen is scarier than ever with a new Experimental Sub.
Added/Removed Units:
Added Units:

Arm Ambassador: BLoD Ship

Arm Stasis: Shieldable EMP Pulse Generator
Core Eradicator: Nuclear Riot Ship
Core Detonator: Cloakable Neutron Pulse Generator

Core Watcher: Sonar Sub

Core Poseidon: Experimental Sub

Captain Teleporters
Removed Units:

Salter: Minelayer Aircraft

Hunter/Seahawk: Sonar Planes

Screamer/Mercury: SAMs
Arm Mariner: Antisub ship
Core Eradicator: Flame destroyer
Core Cloakable Fusion

Arm Decoy Fusion

Fortification Walls: LLT Post, Gates, Triple Horiziontal/Verticle Posts

New Spies:

The Infiltrator (Arm) now can Capture, set off stockpilable EMP pulses, and lay Detonation Charges.

The Parasite (Core) can detect enemy spies (an arrow will appear if they are in the general area, the arrow will move next to the enemy spy if it is nearby).  It will also shut down enemy radar jammers in the general area.
Other Significantly Altered Units:
(Not counting the Galactic Gates, Commander, Nova, Juggernaut, and Spies)

Warrior: Now carries a Shotgun

Archer/Shredder: Now have an anti-sub torpedo and sonar
Fusions: Core Fusion can cloak, Arm Fusion has an invulnerability shield

Vulcan/Silencer: The two game enders are now built at L2

Hive/Colossus: Now fire Tactical Nukes instead of Tron/EMP missiles

Maverick: No longer a Commander bodyguard unit

Avenger/Freedom Fighter: Now anti-air only

Dragonfly: Gunship instead of flyby paralyzer

Manta: Now has an extremely weak torpedo

Nautilus: Now is an inexpensive scavenger sub
Lesser, Mentionable Changes:
Explorer: Core Gunboat has a new model

Avalon: Now uses TMU’s Sekasa model

Turtle: Model tweaks

Doomsday Machine/Annihilator: Lower cost, lower armor

Moho Mines: Cost cut
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 and the Arm Avalon uses Arm Sekasa model

http://id.tauniverse.com/

Infusion Designs: Created the Arm Hornet.

http://cataclysm.tauniverse.com/

TA: Cataclysm: TRO pioneered the detection script that makes Captains possible. Also created teleportation scripts similar to what is used for Galactic Gate/Captain Teleporters.  Core Eradicator uses parts of TRO’s Core Super Battleship.  The BP for the Arm Spy’s EMP Pulse is modified from something TRO made.  The modeled shields found on the gates and certain other units are also based off of TRO’s work.
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.  Bits of the new CORSPY are from TAAN’s CORLOOK.
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: 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.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://id.tauniverse.com/
Infusion Designs: Zodius of ID created the model/script for what I turned into the Arm Stasis.
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 lobby GUIs were created by these folks.

BlueWolf/Archdragon: Worked on models that I butchered to create the Captain Teleporters

Xon: Created the dlls that make everything possible.
