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Much has been written and contributed over the years
concerning the modification of Blitzkrieg units or models.
The goal of this tutorial is to serve as a guide to access
the various files that are used by the game. | will attempt
to show you ways that will allow you to manipulate the
game folders and files and simplify the methods used to
modify the skin files, or command functions that define
each object.

While this will not be the final authority, it is intended to
help you gain the very basic knowledge to help you
become familiar with the files and overcome the fear of
the unknown.

If you learn anything from this Tutorial, then the mission has been successful.
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DESCRIPTION AND FUNCTION OF GAME FILES

Blitzkrieg uses various files which define every aspect of the game. This includes the unit models,
flora/trees, landscape, buildings and more. The function of each file type is pretty straight forward.

.pak files / These files contain the various object/unit/model files. The .pak extension is in reality a zip
file. This type file can be easily extracted, unpacked, and repacked. The use of this file allows the Game
to take advantage of the compressed file structure, which saves disk space.

xml files / Each OBJECT has a file named 1.xml. This file can be edited easily in any text editor, but the
file structure must be obeyed for it to perform correctly. This file stores the OBJECT parameters which
define the Hit points, sight, speed, and other attributes, as well as the type weapons/guns used by the
OBJECT (if any). It also defines armor characteristics and other vital data that are unique to a specific
OBJECT. Every OBJECT (model, unit, etc) requires a 1.xml file.

.mod files / This file is the particular OBJECT such as a tank or truck. Most OBJECTS are comprised of
many pieces which are nothing more than a 3d polygon model. But it is not that simple. This tutorial will
not explore this file type in depth, due to the complexity of the subject. It is enough to state that the
software and hardware requirements in terms of cost will prevent most gamers from acquiring the
capability to modify this file type. You will see these files listed as 1.mod, 2.mod, and 3.mod. Each of
these serves a different function pertaining to the OBJECT. There will be continued discussion later on
these functions.

.dds files / This file is the actual skin or map that is specific to each OBJECT 1.mod file. This type file
can be modified by Photoshop or any graphic software program that has the required plug-in file.

.txt files / This type file is used to by the game to describe the OBJECT within the game to the player.
The name.txt is a simple file that provides the OBJECTS name. The description.txt is a file that describes
the OBJECTS specifications, history, or particulars about the OBJECT.

.tga files / A picture of the OBJECT that is used by the game for various purposes, including the map
editor and resource editor.

The combinations of these files define each and every part of the game. This Tutorial will attempt to
teach you how to modify and manipulate these files, with the exception of the 1.mod files which is beyond
the scope of this Tutorial.




Before you Starté

Before we get started, there are some important programs that we will need. The use of these programs
will help you with the very tedious tasks of file handling, copy, moving, deleting, and so on. It is assumed
that you will be using some version of Microsoft Windows.

Quick Note: | use Windows XP Pro. You may use a different operating system. It is vital that you
can run the game in your operating system before you attempt to modify the files. Blitzkrieg will
run in variety of operating systems.

FILE MANAGEMENT: One of the most important Windows files that | find handy is a program called
Explorer. This is a file program and should not be confused with Internet Explorer. Some of you may
use My Computer, but for what Explorer can do, | find it more useful for locating and manipulating files.
It is named explorer.exe within the Windows Directory. After you locate the file, <right click> on it with
your mouse, and then select Send to > Desktop (create shortcut). Go to your desktop and confirm that
you do have this shortcut. <Right click> on the icon and Rename to Windows Explorer or to a name of
your choosing as long as you can identify it when you need it.

TEXT/XML EDITORS: You will need a text editor so you can modify the 1.xml files and text files. | use
WORDPAD. You can usually locate WORDPAD in START > ALL Programs > Accessories on your
desktop menu. | recommend making a copy on your desktop. After you locate the file, <right click> on it
with your mouse, and then select Send to > Desktop (create shortcut). You can rename if you wish.

Microsoft also has a very good xml editor available, XML NOTEPAD, available at:
http://www.migoft.com/downloads/details.aspx?familyid=7286aiBoa5#4f30fe913628&displaylang=en

ZIP/RAR UTILITIES: In order to modify the .pak files you must have a fully functional version of a ZIP
program. | use WINRAR, WINZIP and ZIPMAGIC, but just about any will work. There are many
shareware versions of ZIP available on the internet. Some have time limits, so do not. If you are using a
late version of XP or XP Pro, you likely already have a Zip Utility Program.

From time to time you may encounter .RAR files. You will need a .RAR extraction program. WINRAR
works fine for this: http://www.rarlab.com/

The following site has ZIP/RAR Utility Programs available for review and download.
http://www.bestfreewaredownload.com/fréeedreftfreewaravrinehvb.html

IMAGE SOFTWARE: If you plan to modify OBJECT skins, you will need a graphics program like
Photoshop. | personally prefer GIMP (version 2.2.13). It is freeware and available on-line. You will also
need the GTK runtime environment and the .dds plug-in in order to access and modify .dds files. GIMP is
available for download at: http://gimwin.sourceforge.net/stable.html

IMAGE VIEWERS: Another program that you will find useful is the TANKS VIEWER v0.2d by Pesmontis.
This program allows you to View the game 1.mod (3d objects) with their .dds (skin file). It can be
downloaded at: http://tatooinebase Slet.org/

A very good IMAGE file that will allow you to view the .dds files in EXPLORER Thumbnail View is DDS
VIEWER. Itis available at: http://download.nvidia.com/developer/NVTextureSuite/DDS _viewer.exe

Another Viewer that allows Explorer to display .tga files in Thumbnail View is THUMBPLUG TGA,
available at: http://www.greggman.com/downloads/thumbplug tgal.10.exe
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| truly recommend that if you plan on doing a lot of BK modifications; keep all of the programs that you will
use together on your desktop. This will make them much quicker to locate. And remember, you may be
limited by your machine speed, RAM memory, Hard Drive capacity, and operating system, as to how
many files you can keep open and work on at one time. You must get in the habit of saving very often
since there is nothing so frustrating than losing an hour or two of work if a crash should occur.

As time goes on and you become comfortable with the BK files, other tools and program can be used to
further your skills and capabilities.

NOTE: To simplify the terms that may be used within this document, the use of Object, unit, and model all refer to the s
thing. A tank is a unit, and a unit is an object. Other objects can be trees, buildings, soldienslscagies, teadsn
fences; the I|Iist applies to about everything siamd t he ga
trucks and fAobjectso when discussing terareedrencewithida bui | d
discussion when any of the terms could apply.



PART 1

.PAK FILES - The Primary Game Files

The game depends on the .pak file for everything from instructions to missions, and maps to objects.

VERY IMPORTANT: Before beginningdifyrany game file, you must make a backup copy of the file that is to be
modified. In the event that you make a mistake, you will have the original file intact that can be replaced. Never use the
original file for modification. Only use a copy. Samethings can happen during the file copy process. Better be

safe than sorry.

Where to locate the .paks

Everyone has

a fil

File Edit  ‘Wiew Fawvorites  Tools  Help

e directory,

and everyonebobs
displayed in this tutorial will be very different than yours. But the game structure will be nearly identical in
all respects. If they were not the same, the game would not run properly.
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Look at the Explorer File Picture above. On the left, the folders show the Folders tree. You should
become very familiar with where your Blitzkrieg files are located. Using Explorer, you should be able to

find the Blitzkrieg Folder.

If you have trouble
finding the Blitzkrieg
folder, you may be able
to locate the folder by
going to your START
MENU.

Click on START >
Navigate to Blitzkrieg
and <right click> then
Select PROPERTIES.

L
@ Internet

( Internet Explare
@ WiardPad

Maya Unlimited
ol GhF2

W2 Wicrosoft Office

1‘!’5 Pairit
& WinRAR

I sIMP

@ GTK+ Runtime Environment
I winRAR
F-'f Games

@ Blitzkrieg Power Tools

@ Bk-Tools English

I EBlitzkrieg ScTE Editar

@ TMalwarebytes' Anti-Malware
@ Spyware Dockor

@ Google Deskkop

b oon i, cdyv.de

v BB v, cov-blitzke
b EE e, nival, com
4 ) Shogun - Tatal

o

&

ncl

Elitzkrieg Burning Harizon
Open

Online Registrat
Run as...

ReadMe

Backup

: B add to archive. ..

gj Uninstall Blikzkrie a,qdd ta "game.rar"

ﬂ Uninstall Blitzkrie BCampress and smail...

JB v, blitzkrieg .. B Compress to "game.rar” and emai
Pin to Start menu

Search in Backup Archive

Send To

izt
Copy

Delete
Rename

Create Shorkout

Sork by Mame

| Start

di

rectoc



When the Properties Menu comes up, look at the Target:

Start In: box.

You may have to click in the box and scroll to see the entire address,
but this is the part of your directory that the Blitzkreig Folder is
located. Write this information down.
If you do erase the contents, click on Cancel

contents of the box.
and exit.

Now go back to either Explorer or My Computer and you should be
able to Navigate to the Blitzkreig Folder. Once you have located the
Game folder, you may choose to make a shortcut on the Desktop,
but this is not necessary if you can find it again easily.

Important:

Now we are ready to find the .paks. They are located in the Blitzkrieg \ Run \ Data Folder.

Do not move any original game file from the olagiatbns.
Depending on the file, you could cause the game to crash if expeg
required files cannot be located by the game engine.

or the

Be careful not to erase the

Blitzkrieg Rolling Thunder Properti

General  Shorteut I Enmpatihi\ity]

21x

Blitzkrieg Rolling Thunder

L

Target type: Application

Target location: Run

Target: tizkrieg Roling ThunderRun'ag

Start in: |ts\GAM ESBlitz"Blitzkrieg Ralling ThundertRun®

Shartcut key: |N ok\-_.______,_/

Run:

=

|Nmmal window

Cormmet: |

Find Target... | Change lcon. Advanced... |

Cancel

=

Folders

{G} Desktop
= [ My Documerts
+ ) Bitz
+ ) Bitz Files
= [) GAMES
-] [ Blitz
4] | ) Blitzkrien Burning Horizon
=1 |2 Blitzkrieg Rolling Thunder

) Misc

b4

FY

Name | size | Type | Date moditied
additional updste 2 0.pak 960 KB PAK File 10M 452004 8:50 AM
=] AddressBook xml 1 KB WWL Document 9212004 715 PM
Antholocy BH-RT Texture Patch.pak 7,083 KB PAK Fil S TI2007 5:43 AM
AP AT Minespak 14 KB PAK Fil /502008 305 AM

BH text endlizh pek 1,060 KB PAK File 100 452004 12:05 Ak
BH unit icons pak 5612KB  PAK File Q2772004 716 PM
BH unitz names endlish.pak 93 KB PAK File 1001 352004 11:55 PR
credits pak 4 KB PAK File 10/ 442004 1:03 PM
data pak 173383 KB PLKFile 10/872004 5:50 LM
|_ﬂ objects ook 553 KB GDB File 1M 272009 3:20 AM
=] ohiectz.xml 1,047 KB XML Document 1M 272009 316 Aw
Passable WWwater zip 4 KB WINRAR ZIP archive 12772008 7:41 AM
RT 040526 englizh loca 1 02.pak 303 KB PAKFile 101 342004 532 PM
BT balanced silhouettes pak 989 KB PAK File 100272004 6:02 PM
BT dstapak 654958 KB PAK File 100572004 9:40 PR
BT maps psk TOE2 KB  PAK File 10M 142004 917 PM
T szenarioz.pak OB PAK File 1001172004 9:42 PM
BT unitz pak 73393 KB PAK File 93072004 9:36 PM
RT update 1 3.pak 5727 KB PAKFile 10M 142004 11:59 Akl
SP_menue pak 4 KB PAK Fil 100572004 12:58 PM
tex high sk 364 565 KB PAK File 52972004 7:45 PM
tex low sk 144 369 KB PAK File 52972004 7:41 PM
texture.gak 96,334 KB PAK File 8/2972004 7:57 PM

Ul patch pak 753 KB PAKFile 1/2272006 8:55 PM
updste 1 3pak 8727KB  PAK File 101142004 11:59 A

Here is an example of my Blitzkrieg Directory Files, which displays the .pak files.

Every .pak file has a specific purpose. The primary .pak file is the one named [ data.pak ]. Look at the
SIZE of the file, 173,383 KB; (yours may be slightly different). As mentioned previously, a .pak file is
nothing more than a file than has been compressed, a ZIP file. The data.pak file contains the files that
pertain to the game OBJECTS (1.mod), the OBJECT Parameters data (1.xml) and the icon.tga which is
the picture file used by the map editor that displays the OBJECT. But it also contains other files for things

like buildings, missions and maps.

At this point | recommend creating a safe work area where we can work on these files. In this Safe Area,
we can copy the original files so we can have files that we can modify and work with.

It does not matter where you put this safe work area, except it cannot exist in the run or data folder of

your Blitzkrieg Folder.
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I prefer to create my f ol Bligs ' M an area of wl | |

created a folder called Blitz, and then created a sub folder

called Blitz Orig. Then to make certain that | keep the & ?ESHDP —
. =1 |} My Documents
proper directory structure, | created a Run subfolder ) Bitz
. . +
under Blitz Orig, then a Data folder under Run. Refer to
the picture below. The data folder is where we will build ) Btz Files
our new files. = ) GAMES
=1 ) Biitz
By locating the safe area close to the Blitkrieg Folder, you [C5) Blitzkrieg Burning Horizon
can copy and paste files without having to change the [ Blitzkrieg Roling Thunder

view of the Explorer. This will be important as we begin to
build our work files.

I might mention that if you have a slower or older
machine, some of the copy/paste functions may take a
while to perform.

Another thing that you should make sure of is that you have enough hard drive space to create the work
files. In order to truly work on these files, you will need a very large area of the hard drive that you can
commit to this project. Once these files are un-zipped, they will occupy more disk space than when they
are compressed or zipped. Keep in mind, you are working on copies. When you make a copy, that file
alone, still zipped, is taking twice as much space.

Think about this for a moment; the data.pak file is 173.3 mb and we are going to copy it to make a work
copy. Now we are dedicating almost 350 mb to these files alone. Then we will un-zip or extract one of
those copies. So if you have very limited drive space, you should consider freeing some space up, or add
another hard drive that you can use for this project. If you have been around computers for very long,
you will remember when 350 mb was much larger than most hard drives.

If you are comfortable with your drive space requirements, we can proceed.

Go to the original data.pak, <right click> on the file and select Copy. Then switch to the work area data
folder, and Paste the data.pak file. It should appear under the data folder, and remember, on slower
machines it can take a minute.

Now <right click> on data.pak and select Rename. Carefully Replace [ pak ] with [ zip ]. Then press
Enter. Now your data.pak file should be named data.zip. Sometimes, you will receive an Alert Box
asking if you really want to perform this function. Click Yes. Your directory should look similar to the
picture below.

Faolders * | Mame = Size I Type I Diate Modified
(B} Desttop =] data Tip 173,383 KB WinRAR ZIP archive 1062004 §:50 A
B (L) My Documents
= | Bitz
= [Z) BK Orig
= () Rum
() Data

When you are satisfied that you have the data.zip file and the safe work area the way you want it, we can
proceed to extracting or unpacking the data.zip file.



UNPACKING/UNZIPPING/EXTRACTING data.zip

The Title of this section says it all. We are going to extract, explode, unzip, unpack, expand the data.zip
These terms basically all mean the same thing.

If this is the first time you have worked witha zipf i | e, doné6t worryé remember, we
of data.pak. There is absolutely no way you can render your Blitzkrieg game to certain death, if you have
done everything correctly up to this point.

Take a deep breath, let it out slow and cross your fingers. This will not have any effect on the following
operation, but it may help you relax. If this does not work, oh well, back to square one, right?

So here we go. <Right Click> on data.zip.

If your ZIP program has been installed properly, [ Er— 173 383 KB

you should be able to select EXTRACT HERE, Open
Explore

B Extract files...
B Extract Here

as shown in the picture to the right. If you have
this choice, click on EXTRACT HERE now. If
this worked, skip down to Result.

B Extract ta data)
KE{5can with Malwarebytes' Anti-Malware

If you do not have this choice, | recommend
Search in Backup Archive

that you go back and reload your ZIP Program.

You will need this to work right in the future. BB ;
Cpen With 4
But if you are in a hurry, and exceptionally send Ta »
brave, y o u can 0Zpe pragramt hye
selecting OPEN WITH >. You will given a e
menu where you can select the program you Copy
wish to use to open data.zip. In this case you Create Shorkout
must select your Zip Program. Delete
Rename
Now you will have to Navigate in the ZIP
Properties

program to the correct folder, then extract or
unzip data.zip.

And for the RESULT, you will find this, or something very close depending on the data.pak version.

Faolders X | Mame | Size | Type | Date Modified
(& Deskop o | [africa File Falder ZAr2004 146 Ph
=1 (5} My Documents ) Bridoes File Falder 92004 1:45 P
) Bitz ) Buildines File Falder 9272004 734 P
= [ BK Ori ) Sursar File Falcer Jar2004 1:47 P
= [ RUN ) Edlitar File Falder 2004 1:47 P
=] [)Effects File Falder E52004 1:47 P
)Eences File Folder 32004 1:47 PM
[)Fants File Falder 392004 1:47 Pl
)lcons File Falder Zar2004 1:47 P
CiMaps File Falder 1001152004 5:41 PM
CiMedals File Falder Q272004 739 P
) Mavies File Falcer G/2972005 11:00 PM
) Dhjgcts File Falder QU272004 755 P
) Scenarios File Folder 92772004 756 PM
) Sounds File Folder 32004 1:48 PM
) Souads File Falder Q272004 8:00 P
) Terrain File Falder ZAr2004 1:45 P
i Tentes File Falder Q272004 314 P
—u File Falder Q272004 5:.02 P
) Unit= File Falcer Q272004 755 P
) ater File Falder Z@r2004 1:50 P
)Weapons File Folder 92772004 813 PR
data.zip 173,383 KB WiInRAR ZIP archive 10032004 5:30 A

a)



I might add  that
procedure will take a little
time and will depend on
the speed of your
machine.

You now have the game
file structure where you
can begin to make
modifications. If you look
at the folders, you will

= ) Data

LX

(2 aftica
|Z) Bridges
|Z) Buildings
|2 Cursor
|2 Editor
() Effects
[0 Fences

() Fonts

3 lcons
[0 Maps
[0 Medals
[0 Movies
[0 Ohjects
[0 Scenarios
() Sounds

[J) Terrain
H [J) Textes
begin to see how 'the =
game uses the files. B 3 unts
| Humans
Open an OBJECT folder, B ) Technics
you will see this: o e wrnery
) Auto
|2 Awistion
. [+ SPG
The only file that we can o e
|2 TTP_Palish

really modify right now is
the 1.xml, which defines
the OBJECTS specific
parameters.

|2 Cruizer_MKW_Crusader_GB

12 Cruizer_MKMI_Cromwell_GB =
|2 Humber_MK1_GB

5 Intartry_hkI_Mstilds_GB

1) Infantry_MKII_\ alentine _GB

12 Infantry_MKIY _Churchil_GB

|2 M3 _General_Stuart_USA

1 M4AS TEW General Sherman LISA

e

i
EA

icon h.dds

Most of the OBJECT files contain three files:

¢ 1.mod, which is the 3d OBJECT
¢ 1.xml, which is the file that defines the OBJECT parameters
e icon.tga, which is the picture that the Game Editor uses to display the OBJECT in selection mode

.xml filed Each unit/model has a file named. This file can be edited easily in any text editor, but strucfure must be
obeyed for it to perform correctly. This file stores the unit/model parameters which define the Hit points, sight, speed,
and other attributes, as well as the type weapamns#d by the model (if any). It also defines armor characteristics

and other vital data that are unique to a specific model. Every object (model, unit, etc) requires a 1.xml file.
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FOR XP /XP -PRO USERS

If you do not have XP or XP pro, this information will not be of any value to you.

The XP/XP Pro Operating System has an integrated ZIP utility program called Compressed (ZIPPED)

Folder.
Compressed (ZIPPED) Folder in EXPLORER.

It has the capability to extract and compress .PAK Files.

You must @ssociated.pak files to

GO TO EXPLORER, CLICK ON [ TOOLS ] ON THE MENU AT THE TOP / SELECT [ FOLDERS

OPTIONS ]

File Edit ‘Wiew Favorites | Tools  Help

QElack - \_/l - ‘ﬁ'

Map Metwork Drive. ..
o Disconnect Metwork Drive. ..

| @ Folder Sync

Address Synchronize, ..
Folders Fold Mame -
= ) Data ;| | Buildingz
) africa G Edltor
|2) Bridges G Effects
) Buildings G loas
) Cursor G naps
—_— [FiMODS
Click on[File Types JthenClickonNew. Type fApako in the Fi Advan&®l ensi on
Scroll down and Select Compressed (ZIPPED) Folders.
General | Wiew  File Types ||jff|ine Files | 21x|

Registered file types:

E stenzions
Al

e [MOME] Drive

() IMOMNE) DvD

L [MOME]  File Falder

|23 MOME]  Folder

@ [MOME] Help and Suppaort Center pratocol

& [ [NOMFT  Intermet Shorksob j

Mew | [relete |

r— Detailzs for ‘BudicCD" file type
Opens with:

Change... |

To change zettings that affect all ‘audioCD files, click Advanced.

Advanced |

File Extension:

Ipak

Azzociated File Type:

[ NOME) Folder
[#] NONE) Help and
#ENOMNF1  Intemet 5

i~ Details for AudioCD' fild
Opens with:

To change zettings tha

Apply

o ]

Cahicel |

[zippe &
Computer Management 1.0 Object
ComServersT able Clazs
Config Clazz
Configuration Settings
ConfigureRobollg Class
Connection Clazs
Connection Manager Profile
ConzolePower Clazsz
Congtructor for Scriptlet A5F Handler
Constructar for Scriptlet Autonmation Hane
Congtructor for Scoriptlet Behavior Handle
Constructar for Scriptlet Event Handler
Constructor that allows hosts better contr
Contact Selector
Control Fanel extension
ContralUpdate Class
Contruction &ctivator Class
Convalution
CoPNGFilter Class
Cor [E Security Manaager, CorlE S ecuritybd
Cor MIME Filter, CorFltr, CorFltr 1
Cor Remote Loader, CorLoad, CorLoad 1
CoSniffStream Class
CaowerE dChl Contral
Cow/MFFilter Class
CPartitionContextbdenu Clazs

|

[l TR Y BT J o P

Now you should be able to extract/unzip/unpack .pak files by Selecting the .pak file, <right click> and

Select EXTRACT HERE.

NoteCompressed (ZIPPED) Foldersot a full function Zip program, but it will work fine forsgsun r&Kpb

-11-

bo



UNPACKING/UNZIPPING/EXTRACTING tex_high.zip

Our work is just beginning.

Go to the original tex_high.pak, <right click> on the file and select Copy. Then switch to the work area
data folder, and Paste the tex_high.pak file. It should appear under the data folder, and remember, on
slower machines it can take a minute.

Now <right click> on tex_high.pak and select Rename. Carefully Replace [ pak ] with [ zip ]. Then
press Enter. Now your tex_high.pak file should be named tex_high.zip. Remember, you may receive
an Alert Box asking if you really want to perform this function. Click Yes.

If you have not yet properly installed your ZIP program, you should again think about doing it now.

You will perform the same procedure as you did previously for the data.zip file. If your ZIP program has
been installed properly, you should be able to <right click> on tex_high.zip then select EXTRACT HERE.

As you watch the progress of the unpacking, you may not notice any change to the file directory. But
when it has finished, go back to the same objects folder that you previously open after we unpacked
data.zip, and look at what changed. It should look smililar to this:

=l ) Data |
) africa
| Bridges
|Z) Buildings
| Cursor
| Editor
) Effects
) Fences
|) Forts
) leons
) Map=
) Medals
) Maovies
| Ohjects
|) Scenarios
) Sounds
I2) Terrain
) Textes
o
[=1 ) Units
|2 Humans
B2 Technics jcon512 h.dds icontaa icon_h.dds
= ) Allies
120 Artillery
I Auto
1) Awiatian
) sPo
= ) Tanks
) TTP_Palizh
|2 Cruiser_MKYI_Crusader_GB
120 Cruiser _MRENI_Cromeneel_GB
|2) Humber_MK1_GB
|2 Infantry _MKI_Matilda_GB
|2 Infantry_bKIIl_Yalentine_GB
12 Infantry bkl _Churchill _GB
|2 M3_General_Stuart_USA
[C3) M3_Grant_GB

2a hdds

) MaaS_FEW_General_Sherman_USA
|2 Maa3_General_Sherman_LISA
1) MS_General_Stuart_USA

See the difference? You have just merged the available skins for each OBJECT file to the folders.
Remember, these are the .dds files.

Photoshop or any graphic software program that has the réqtiled plug
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We can still add some other files. |
recommend that you locate the name.txt
and the description.txt files. The name
of the .pak file that contains the text files
will depend on which version of BK you
have. In this case, Rolling Thunder, | will
use BH_text_english.pak.

» [ X

| will follow the same procedure as | did
for data.pak and tex_high.pak. Copy the
original BH_text_english.pak, paste it to
the new folder.

Rename BH_text_english.pak to
BH_text_english.zip.

Then unpack by <right click> then Select
EXTRACT HERE.

Again, you may not see any changes to
the directory as the file unpacks. But now
the text files have been added to each
object file. You can verify this to be sure
that you accomplished the desire effect.
You should now see: 1.mod, 1.xml,
icon.tga, the .dds skin files, name.txt
and description.txt. L

icon h.dds

icon512 h.dds

name txt

Now that you have a firm grasp on how to convert .pak files to .zip files, unpack the zip files and merge
the contents of several files together, you can begin to fill in some of the other files that you may need.
There may be updatexxx.pak files that include skins (.dds) or updated 1.xml files that are newer than
what you have already unpacked and merged. The game engine will always use the file or folder with the

most recent date, so it is important that you find these.

Whenever you begin to merge the files, if a newer file is
encountered by EXPLORER, it will stop and prompt
you for a decision. Since you know the latest version is
the updated or newer file, you will also know that this
file is the one that was used by the game engine in your
game. If you are satisifed, with that selection, click
Yes. There are times that you may feel that this will
need further investigation. In that case, select No. Be
sure to write down the folder and file so you can go
back and check it in the .pak file. You can always pull it
out later if you need it.

Confirm File Replace

i/‘ This folder already contains a file named ‘1.xml',

‘wiould you like to replace the existing file

6,52 KB
modified: Tuesday, January 20, 2009, 5:06:29 AM

e

with this one?
@ 6.E2KE
= modfied: Wednesday, December 31, 2008, 4:49:00 PM

Yes to Al Mo Canicel

=
o
n

You should spend some time reviewing all of the original .pak files in the game \ run \ data folder so you

can make sure you have everything you need.
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PACKING/ZIPPING FOLDERS

Quickly I will discuss re-packing folders. Much like the .pak files that you extracted, you can reverse the
steps to zip or pack files and then convert it into a .pak file.. | have found it useful to have all of the
specific files for certain OBJECTS contained in one single .pak file.

The first thing you may think of is how large that file would be, and you would be right to have a concern.
| try to rebuild my .pak files with similar types of objects, such as buildings.pak, allies_units.pak,
german_units.pak, etc. This gives you the benefit of having all of the similar type objects in one .pak,
that includes all of the specific files that each object will need. This becomes very important if you ever
need the source files to make a change. When you get comfortable manipulating the .pak files and
folders, you can arrange them any way you wish. You must make certain that they adhere to the file
folder format that you have already seen, but you can now see the possibilites.

x

B [ Data ;I ”j Humanz ”j Technics ”j WEARONE
= ohE

= I3 Humans
3 Alies
|2 German
) Cther
5 USSR

= 1) Technics
) Alies
|5) Common
|2 German
(3 UssR
) weapons

|2 WWeapons

Above is an example of creating a new .pak file. If you wish to build a UNITS.pak file, you should create
a new folder and place a copy of all of the OBJECTS (units) in the folder. In the picture above, it shows
the UNITS folder under the data folder. Create a new folder named UNITS then copy the Units folder to
it.

Then all you have to do is use your zip program to zip or pack it. Once that has been completed, you can
rename it to UNITS.pak. Then copy the UNITS.pak to your game Data Folder and the game should read
the file.

If the UNITS.pak contains new objects, you will need to make certain that these items are indexed
properly in the objects.xml file.

About objects.xml and modobjects.xml

These files a very important to the game. Everything that the game uses is indexed in the objects.xml.
Each item/object is listed by its name and path. The path is the physical location of the object within the
file structure. This is how the game engine knows how to find the object. If an item has been indexed
incorrectly, the item cannot be used, and may cause a crash, depending on the situation. Usually, new
items or mods use a modobjects.xml to index the new items, so that the original objects.xml does not
need modification. But you may structure your objects.xml any way you wish, as long as you observe
proper file structure.

This will be covered in more detail in a later section if you think you missed something.
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THE GAME FILE STRUCTURE

As mentioned previously, everything that is used by the BK Game Engine, the map Editor, or the
Resource Editor is an object of some type; the units, terrain, flora, buildings, etc. It takes many types of
files to define each object; what it is, what it does, how it behaves, its appearance, etc.

One thing that you should remember is when you modify an object, you should never modify the original.
Only modify a copy. If you modify an object, it is quite easy to test it before you pack or .pak it.

One of the misconceptions about the File Structure is that everything must be contained within a .pak file
before the game can use it. That is FALSE. What is TRUE is that the object must adhere to the proper
file structure rules. If you modify a Tank, if the modified tank is not put into the correct location of the file
structure, the game will not use the modified file (tank). So placement of the file is very important.

When | test a new or modifyano bj ect , I  donotpalpfaiclke .i t thivbrkshetwasd oaefits nad
it to, 1 will spend more time packing and unpacking the .pak file than | will performing modifications. So

you should adopt the same method.

So how do | get my OBJECT into the Game?

Go to your BK Game Folder. You will see the Data folder within the Run folder. In some versions of BK,
you might see Scenarios, Weapons or other folders under the Data folder. Any folder under the Data
folder usually contains files or data that the game uses.

You can place any Game File or Object File within the Data Folder and use it within the game, but it must
adhere to the proper Game File Structure. So if you create a new Folder named Units in the Data folder,
you can place modified Units into that folder and the Game will use your modified files rather than the
original files.

Example: | want to modify the existing MAA3_General_Sherman_USA by changing the
summer skin. Once | have modified the skin the way | want it, then | can easily add it to
the game.

Go to the Game Folder. <Left Click> on the Data Folder.
I f you d omtéaeldersvéhén tha Data Folder create one. <Left Click> on File on
the Menu Bar, <Left Click> on NEW, <Left Click> on Folder. A new folder is created;

name it UNITS.

<Left Click> on the UNITS Folder, <Left Click> on File on the Menu Bar, <Left Click> on
NEW, <Left Click> on Folder. A new folder is created; name it TECHNICS.

<Left Click> on the TECHNICS Folder, <Left Click> on File on the Menu Bar, <Left Click>
on NEW, <Left Click> on Folder. A new folder is created; name it ALLIES.

<Left Click> on the ALLIES Folder, <Left Click> on File on the Menu Bar, <Left Click> on
NEW, <Left Click> on Folder. A new folder is created; name it TANKS.
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Now you can go to your modified M4A3_General_Sherman_USA folder and copy the
entire folder to the Game\Data\Units\Technics\Allies\Tanks folder. Since this is just a
modified file, you do not need to change the objects.xml. The game will now use the new
skin file.

Folders X ) = o e | | =
= ) GAMES N - - 3 3
= () Bitz
[# | ) Blitzkrieg Burning Horizon
= | Blitzkrieg Rolling Thunder
) Misc
= 3 Run
B ) data
# () Buildings
B () Editor
[ () Effects

I~}
~
F]
3
=

B £ movies 12_7_mm_M2HB_MG  12_7_mm_M2HB_USA  12_7_mm_Vickers_MG 12_7_mm_Vickers_M
1) music
[ |2 Objects
® () particles
[# () Scenarios
[# ) Sounds
# () Squads
[ ) Terrain
= (D) Units
[ () Humans
= [) Technics
B D) Alies
] A rtillery
® ) Auto
[ () Aviation
® 3 sPe
# () Tanks 37mm_pak_usa
= [2) German
) Artillery
® ) Auo
# [2) Aviation
® ) SPe
# () Tanks
1) Trains
[ () WEAPONS

5nl
2
5
a
]
| e

725

W

40mm_M141_USA

N
=
B

“ il
e

75mm_M141_PH

105mm_M241_USA  120mm_M29A1_US, 155mm_M1_USA =

| {2y
| ‘ 1S
|

28 objects ‘D bytes ‘ j My Computer

E
Z

You can add any folder to the Data folder, as long as you observe the proper file structure, and the game
will use that data that you have modified. Once you are satisfied that your objects are the way you want
them and they are working correctly, then you can move them into a .pak file; such as
my_modified_units.pak.

What you have already probably noticed is the data folder structure works exactly the same way as the
.pak file structure. The game does not care if the data comes from a .pak file or within your data/unit
folder. It reads all of the data in both areas. The Game Engine and Map Editor will always use the
newest version of the data you supply.

What you may notice about my Data file is that | have what appears to be the entire directory of the
data.pak file. No, t hat i sndt t he <case. romBnitstto
buildings and other objects, | simply created all of the necessary folders that | may need to test new
objects. Objects that are still under development or that may still need some work remain in the data
folder. Once | have completed a project, | build a .pak file. New objects can either be included within the
objects.xml or a modobjects.xml depending on the situation. Items that will be released for others to
use as in the case of a mod.pak will have an attached modobjects.xml.
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THE OBJECTS. XML FILE

So you have seen the Objects.xml
file mentioned several times now.
So what does this file do?

The objects.xml is the index or
directory file that defines the data
for each object used in the game. If
an item is not listed or indexed, the
game will not use it. Each object is
defined by name.

File Edt Wiew Insert Format Help

objects.xml - WordPad =10l x|

DI(@| SR s 5/
S RN SRR R

<items

<name>t_34_76_Multiplayer</names

<typermesh</types

<game_typerunit</game_types

<pathrunitsh Technics) USSRY Tanksh t_34_76_Multiplayer</path>
</ items

<iten

<name>t_34_Multiplayer</name:

<typermesh</types

<game_typerunit</game_types

<path>units) Technics) USSR\ Tanks\ t_34_MNultiplayer</path>
</ item>

<item>

<name>panzer_sattrappez</name:

<typermesh</types>

<game_typerunit</game_type:r

<path>units) Technics' german) Tanks) panzer_attrappez</path>
</ item>

<item>

<name>mll_37_italian</nsme:

<typermesh</types>

<game_typerunit</game_type:

<path>units) Technics) german) Tanksimll 37 _italian</path>
</ item>

<item>

<name>panzer_maus</name>

<typermesh</types>

<game_typerunit</game_type:

<path>units) Technics) german) Tanks) panzer maus</path>
</ item>

<item>

<name>spy_kadett_usad/namer

<typermesh</types

<game_typerunit</game_typer

<path>units) Technicsiallies)autolspy_kadett_usa</pathr
</ itemr

Viewing the objects.xml in WORDPAD

File — Edit Wiew Insert ‘window Help

Q- % 43 0L X |8 @ | [CiBlitzkicg Rolling ThunderRunidatatobjects xm
TmeVmeXSLompml

L

sherman can

- type mesh

€ game_type unit

& pach unitshTechnicsiallies) Tanks) sherman can

=3 item
sl M neme sherman7é_can

- type resh

- game_type unic

© path unitsh Technicsyallies) Tanks' sherman?s can

item

m3_grant_usa

mesh

unit

unicsh Technicshalliss Tanks\md_grant_usa

churchilldd

mesh

unit

unitsh Technicshallies) Tanks) churchillad

cromwelldd

mesh

unit

unitsh Technicsyallies) Tanksh cromuell44

ht_7_span

mesh

unit

unitsyTechnicsiallies) Tanksibt_7 span

bt_5_span
mesh

& game_type unit

& pach unitsiTechnicsiallies) Tanks\ht 5 span
= item

- name baz0_spsn

- type Tiesh

- M game_type unit

- path unitsh Technicsyallies) Tanks\haz0_span
E-3 item
= © newe omes_can_ari

=

Eror List | vnamin Heln |

Viewing the objects.xml in XML NOTEPAD
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Letbébs examine the
Each OBJECT is separated by
<item> and </item>. When the game
engine reads this file, it places the
data into the Game Database.

Each time it reads <item>, the game
engine realizes that this is the marker
or index for the next object. When it
reads </item>, it knows this is the end
of the object data.

Each object is referenced by a name;
<name>122-mm_A-19</name>. u u

This <name> is not the NAME used
by the Game Engine while playing the
game. The Game Engine uses the
name data contained in the name.txt
file within the objects folder.

The Map Editor and the Resource
Editor will use the <name> in the
objects.xml for reference.

Then each object is identified as a
<type> and <game_type>. uu

This is very important. If you try to list
something as an incorrect type or
game type, the game will crash.

And finally, each object is defined by
its location, or the <path>. uu

This tells the game where it can
expect to find each object within the
file structure.

If the object does not really exist at
this <path> (location), then the game
will not use the object or it may cause
a game or Map Editor crash.

il e.

< item:
<namex10 cm K 18</namex
<typermesh</types

<game_typerunit</game typer
<pathrunits) Technies) German) irtilleryh 10 _cm K 18</paths>
</ item>

<iltem:

<name>120_ram_38</ nawes

<typermesh</types>

<game_CYpErURit</ game  typex

<pathrunits) Technics' USSRV Artilleryh 120_mm 38</path>
</ itemn>

< item:
<LYDET ;
<game_typerunit</game typer
<pathrunits) Technies USSRy Artilleryh 122_rav A 19</path>
</ item>

<litem:

<name>10 cw K 18</name>

<typermesh</types

<game_typerunit</game types

<pathrunits) Technics' German' Artilleryh 10 cm K 1&</path>
</ item>

<litem:

<namer120 rm 38</name>

<typermesh</typesr

<game_typerunit</game type>

<pathrunits) Technies) USSRY Artilleryh 120_rm_38</ paths
</ item:

<items>
<name; =tirn =
Cypexmesha/types

<game_typerunit</game type:
<pa gt ST R Artilleryd 122 _mm A 19</path>
</ item>

<litem=

<namwe>10_cm_ K _18</name:>

<typermesh</types>

<game_typerunit</game type:

<path>units) Technics) German' Artillervi 10 cm K 18</path>
</ item:

<itemr

<nawme>120_ran_38</ name

<typermesh</types

<game_typexunit</gamwe type:

<pathrunits’ Technics TIZR\Artilleryh 120 _mm 35</path>
</ item:

<litem=
<nawe>122-ran_L-19</names
<typermesh</types>

< — TMHIL</ game_Lypes
{_<path>units)Technics\USIR\Artilleryh 122 mm L 159</path>
</ items
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Now that you know what the file does, you can see the importance of the file structure.

| strongly recommend that you make a copy of the OBJECTS.XML and place it in your game folders data
folder. This way you can easily modify the file to add new units for testing purposes. Study the structure
carefully and be certain that you always create a backup. Always place new items at the beginning of the

file so they are easily located.

When you add new items, you
might adopt a method of

creating Comments which
reference what you are
adding.

You can add a comment by
surrounding your text with:
<l-- (text here) -->.

| usually use WORDPAD to
modify the objects.xml,
because of the copy/paste
functions. XML NOTEPAD or
any other XML Editor will work
just as well, and will probably
reduce the chance of mistakes
in the file structure.

Once you open any .xml file in
WORDPAD, NOTEPAD or

B objects.xml - WordPad —|al x|

File Edit View Inssrt Format Help

MEEE PR EEEY)

1

R

k!—— copyright of all rolling thunder units by La Plata Studios (Ratzmann/Carter/Stein/Lembert) --> fJ

<ChjectDE>
<Chjectss

<!-- Added Units -->

<!-— ARTILLERY -->

<item>
<neme>12_7_mn_HM2ZHE_NG</name>
<typesmesh</types
<gemne_typerunit</geme_typer
<path>units\Technics\Allies\Artillery\12_7_mn MZHE_MG</path>
</ itemr

<item>
<neme>12_7_mn Vickers_MG</name>
<typermesh</types
<gamwe_typerunit</game type:r
<pathrunits)TechnicshAllies\Areilleryy1z_7_wm Vickers MG</path:
</ itewms

<item:
<nawe>17 25 pounder</nawe:
<typermesh</types
<gamwe_typerunit</game type:r
<path>units)TechnicsyAllies\Artilleryy17 25 pounder</path>
</ itewms

<item:
<nawe>3Fuwn M1A1_LA</names
<typermesh</types
<gamwe_typerunit</game type:r
<pathrunitsiTechnicsiAlliesiArvillery 37w M1A1 AL</paths
</ itewms

any other Text Editor, you must not change the file extension. This will cause the file to become
unusable. Likewise, you cannot create a new .xml file within a Text Editor and save it as an .xml. If you
try to name it as an .xml file, it will actually save the files as: [filename].xml.txt.

Always start with an existing .xml; you can always borrow one from something else that is a close
resemblance when you need to create a new one. After it has been modified, you can properly place it
where it needs to go. Alternately, and what | do is create the copy where | want to put it then modify the

file.

XML Files will be covered later in more depth in this Tutorial.
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PART 2
.DDS FILES - The OBJECT SKIN Files (TEXTURE MAP)

Every object in Blitzkrieg has a Skin File or Texture Map. In most cases, objects like tanks or trucks have
multiple skins which are used for various maps; Summer/Spring, Desert and Winter. But they will also
have a Death skin that shows each unit after it has been destroyed.

List of SKIN FILES

High Resolution Skin Files

Low Resolution Skin Files

Compresse&kin Files

1 h.dds Summer/Spring

1 _ldds Summer/Spring

1 c.dds Summer/Spring

2_h.dds Summer/Spring D¢

2_l.dds Summer/Spring De

2_c.dds Summer/Spring Deg

la_h.dds Desert

la l.dds Desert

la c.dds Desert

2a_h.dds Desert Dead

2a_l.dds Desert Dead

2a_c.dds Desert Dead

1w_h.dds Winte

1w_l.dds Winter

1w_c.dds Winter

2w_h.dds Winter Dead

2w_l.dds Winter Dead

2w_c.dds Winter Dead

Use with +32mb Video Cards

Use with older Video Cards

GE Force256/ later Video Card

These skin files, (.dds), are specific to each 1.mod file that defines the Object. You could not use a .dds
file from a tank and use it for a truck for example. But there are times that one skin file may be used for
more than one Object, like in the case of a certain model of tanks with different specifications.

Blitzkrieg can use three different resolution settings, high, low and compressed. See the Table above for
reference. Most BK Gamers and Mod/Unit Developers use High Resolution for their projects. This
tutorial will be specific to the High Res files, but the same principals can be applied to the other two
resolution types. You should not try to use High Res files if you have an older computer or limited drive
space.

One of the issues that have been discussed over the last several years that Blitzkrieg has existed, is the
missing skin files for certain maps. Some objects did not have a Winter Skin when the game was
released. With the various releases of .pak files and MOD packs, this discussion has almost all but
ended. As BK gamers began to explore the Open-Source possibilities that the game presented, they
found ways to fill in the gaps, and go light years past in terms of what could be done to improve the game.

If you are interested in modifying the object skin files, you are at the door and only have to enter and read
through this Tutorial, to learn HOW TOOSKIN.

In Part 1, you learned how to access the various game files. If you have extracted the .pak files and have
created a work folder for your modified files, then you already have access to the .dds skin files. If you
have not extracted the files, then | suggest that you go back to Part 1.

Below are the links for two specific viewers which will allow the .dds skin files and the .tga object picture
to be viewed in the Thumbnail View of Explorer. You may find these helpful for locating specific files
later.

http://download.nvidia.com/developer/NVTextureSuite/DDS_viewer.exe
http://www.greggman.com/downloads/thumbplug _tgal.10.exe

A program that you will find useful is the TANKS VIEWER v0.2d by Pesmontis. This program allows you
to View the game 1.mod (3d objects) with their .dds (skin file), and allows you to see the changes to your
skin as you make them. It can be downloaded at: http://tatooinebase Si@et.org/
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http://download.nvidia.com/developer/NVTextureSuite/DDS_viewer.exe
http://www.greggman.com/downloads/thumbplug_tga1.10.exe
http://tatooinebase.star-fleet.org/

The most important tool you will need for modifying an Object skin file, is a Graphic or Image Manipulation
Program. Two very good programs that can handle the .dds files are Adobe Photoshop and GIMP.
Photoshop has a hefty price tag, around $200 upto $1000 depending on the version. GIMP is a
shareware program and is free, and available from GIMP at http://gimwin.sourceforge.net/stable.html

| use GIMP version 2.2.13. Gimp has now released version 2.6.5. While | am sure it will work fine for BK
skins files, | do not have any experience with it. Version 2.2.13 is still available as well.

FROM GIMP:GIMP (GNU Image Manipulation Program) is a freely distributed piece of software suitable for such tasks ds photo
retouching, image composition, and image authorings & powerful piece of software with capabilities not found in any other free

software product. It can be used as a simple paint program, an expeiity photaretouching program, an online batgirocessing
system, a mass production image renderer, oriamageformat converter. GIMP is modular, expandable, and extensible. |t is

designed to be augmented with pligs and extensions to do just about anything. The advanced scripting interface allows

everything from the simplest task to the most complex imaggnipulation procedures to be easily scripted.

Because Photoshop may be difficult for many modders to obtain, | will use GIMP for examples within this
tutorial. Most of the information will be very similar for Photoshop.

Once you have the Image Software, you must also have the .dds plug-in which allows you to load and
save .dds files. The plug-ins are available from both Adobe and GIMP.

When you install the Graphic Software, if you have loaded the program and plug-in correctly, .dds files
should be automatically associated with the Graphics program. You should be able to click (select) a
.dds file and automatically load the Graphic Program.

If selecting a .dds does not cause the software to load, you can Associate the .dds file with the graphic
software in EXPLORER.

To Associate .dds Files in Explorer, <select> [Tools ] (on the menu at the top) <click on> [
Folder Options ]. When the Option Box appears, <select> [ FILE TYPES ]. Search the list of
extensions and find .dds.

IF .dds appears in the list, <click on> .dds and check the program that is associated with it. If it
does not show your Graphics program, <click on> Change then select the Graphics program
from the list.

IF .dds does not appear in the, <click on> [ New ]. <Type> .dds in the Create New Extension
box. Then <click on> [Advanced>>>]. <Select> the Graphics program from the list.

Once you have checked to see if your Graphic program opens .dds files, you are ready to take a look at
how a skin works.

Since it is likely that you checked the file associtation by clicking on a .dds file, you probably now have the
Graphics program open with a display of a .dds file.

At this point, | recommend that you CLOSE or EXIT the program, EXIT all programs that are open,
including EXPLORER, and perfrom a RESTART. Modifying .dds files can and will use a lot of RAM. You
should start with a fresh STACK on your system before you begin to manipulate your files.

Note: Graphic Files use large amounts of memory. If you ever detect that the program is slowing down
or seems to hang on COPY/PASTE functions, you should SAVE your work and do a Restart.

Get in the habit of Saving your work often, especially when modifying skin files. Also check your changes
after each c¢hange.chandefyouyxanWNODahe 6hanged, thdn Re SAWE

-21-


http://gimp-win.sourceforge.net/stable.html

.DDS FILEST HOW TO ACCESS

Accessing the .dds Files is easy once you have set up a work area. Go to your BK Work Area. Navigate
to the M8 Greyhound: DATA\UNITS\ TECHNICS \ ALLIES \ TANKS \ M8_GREYHOUND_USA.

If you have extracted the .pak files properly, you will see something similar to above. You should load the
DDS and TGA Viewers and set EXPLORER to Thumbnails in VIEW, so you can display the graphic files.

Before we load our Image Program, it is important to have a plan at this point. If you just need a .dds
(skin) file for a winter map, you will notice that the M8 does not have one. While that file has been
created by many people, you may not have found the one you need. It is important to know that if the BK
Game Engine candt find a skin for a season/ Bezause
the checkered skin doesnét | ook very realistic
the M8.
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