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1. Document Changelog

Version

Date

Comments

0.1

11,/05/2021

Creation of the document.




2. Activating the Debugger

The first thing to do is to activate the Debugger. This will allow you to view the
vanilla tables used and export them to a .csv file, which you will be able to modify
and then import it back in as a mod.

The new patch (v1.09.02) includes a .txt file called “userdebugger.txt” in the root
folder of the game, where the .exe resides. If no such file exists, create it. Inside,
either change the text from “false” to “true” (if the .txt file existed) or simply type
“true” (if the .txt file didn’t exist) and then save it.

E GA\Games\Shadow Empire - v1.09.02\userdebugger.txt - Notepad++

File Edit Search View Encoding Language 5Settings Macro Run Plu
o = s s & | (8 By 2 x| BE

|=] userdebugger.xt £3 l
1 true

As Vic has noted in the official editor documentation, the debugger will only work
in games with 1 human player unless the game was started with User Test Mode
On. | highly recommend to start your debug games with User Test Mode On
regardless of how many human players exist, as starting with all models,
technologies, stratagems and other resources will allow you to test your mods
more easily.

To see the option to enable User Test Mode On, follow the same process as
detailed above but with the file “usertestmode.txt”.

E G:\Games\Shadow Empire - v1.09.02\usertestmode.txt - Notepad++

File Edit Search View Encoding Language Settings Macro Run Pl

g & G--IG[E” EEI| |'ﬂ|bﬁ| % '3|'—'.!.t'

B userdebuggerid £ [= useresimode it E3 ‘
1 truse




Once the .txt files have been prepared, start a new game. Activate any of the User
Test options if you want to benefit from what they provide.

Tip: you can keep SPACE pressed to easily skip the vidscreen with the “new” stratagems.

[ ] city state start L_] A1l 8 Councils

[ 2 Zone start Difficulty Level

IE 3 Zone start E Beginner

Number of initial Armies D Regular

[¥] wmititia omly [] Hera

I: 1 Army per Zome D Extreme

I:I 2 Armies per Zone IE Give AI more time to think

Game Varilants

D Disable Epochs
Ij Easier Logistics

User Test Modes
&I___I A11 techs researched + Stratagem Test
Ij All models already created

Once in the game, go to the MNG tab and then DEBUG. Welcome to the
debugger!

s = R— 4 4 fiii f HH ¢ LHHL { I ‘Eallysu];a;

ASSET MODEL LEADER PROF TECH  TYPE

Year 204 AA
DEBUG

(rows,col2) exe(346,46,HISID); exe(203,HISID,36,100,0); exe(203 HISID,22,-60, 203,HISID,23,-60,0); exe(203,HISID,24,-60,0); exe( HISID,25.-40,0); exe(2! ISID,26,-40,0); exe(20: ,27.-40,0); exe(203,HISID,21.608,0);

Card ID IF Logic SET Logic Te Talk Code group code New Col New Col

[601] e(203,HISID,25 Posture has been set to DEFENSE. E| 1 Change posture of a HQ

[602] HISID); 203,HISID,25 Posture has been set to RETREAT. E 1 Change posture of a HQ.

[603] 4 , HISID); exe(203,HISID,31 Posture has been set fo FORCED MA 1 Change posture of a HQ.

[604] ,46,HISIDY; exe(203,HISID,25 Posture has been setto HOLD THEL| 1 Change posture of a HQ.

[605]  HISID); 203 HISID,24 Posture has been set to RECON IN F Change posture of a HQ

[608] ,HISID); (203 HISID,25 Posture has been set to INFILTRATI Change posture of a HQ

[607] /48 HISID); 203,HISID,25 Posture has been set to FLUID DEFE Change posture of a HQ

[608] 2 ] Posture has been set fo SMALL POC Change posture of a HQ

[608] i Posture has been set to FIELD TRAI Change posture of a HQ

[610]  HISID); Posture has been set to RUSH. Effect Change posture of a HQ

[611] (34 ,HISID); exe(203,HISID,23 Posture has been set (o SIEGE. Effec Change posture of a HQ.

[612] ,46,HISID); exe(203,HISID,24 Posture has been set to MOBILE OP Change posture of a HQ.

203 HISID,39 Posture has been set fo ENTRENCH. Change posture of a HQ.

xe(203 HISID,37 Posture has been set to ECONOMIZE Change posture of a HQ

203,HISID,22 Posture has been set to CHARGE. Eff Change posture of a HQ

203,HISID,39 Posture has been set to FORTRESS. Change posture of a HQ

xe(203 HISID.24 Posture has been set to BLITZKRIEG! Change posture of a HQ

203,HISID,25 Posture has been set to AMBUSH. Eff Change posture of a HQ

te(203,HISID,40 Posture has been set to DEFEAT IN Change posture of a HQ

; exe(203,HISID,23 Posture has been set 0 SHOCK AND Change posture of a HQ.

6.HISID); exe(203.HISID.22 Posture has been set o ALL OUT AT Change posture of a HQ.

od Expicincévw G Exportﬂcrsv' ¥ r Records | Addrow | Removerow [ Editcel

Libraries: Tables:
“)SEmde |/ 281) Flexintenor Ackons
13) Story_Alphal
14) Story_UpgradeCity  783) Flexinterwor Action FXvs AL No description
15)SE_Diplomatic
1B) SE_Intesior
17) SE_Culture
18) Story_Complext
18)SE_Pastures
20) Story_Unrest

Flex Interiror Action FX vs Al (Id 352, Libld 352) information:

26)SE Linked
27) SE_Corporate.
ZRSE Cult




1. This allows you to browse through the various existing libraries. They all
have tables with different values.

2. This button allows you to change table values during run-time. Be careful,
as some (if not most) changes require a new game, and | am unsure if
those changes persist (I've yet to test it). It's recommended to use Mod
Export Csv instead.

3. This exports the table to a .csv file, which is already prepared for importing
back into the S&S Editor.



3. Exporting Tables

Once you have found a table that you want to modify, you will need to export it. In
this example we'll change the firepower for the Charged Gauss Rifle.

m = § S ¢ 4 f winter
Year 284 AA

= 50
ASSET 'MODEL LEADER PROF TECH TvpE = :
DEBUG "

Devonmount Nation

FORMULA 230

Stat ID Formula IF Clause Comments Model Type Stat
Better RECON for Buggy
Better RECON for Walker (Light)
Better RECON for Heavy Walker
Better RECON for Jetpack Infantr
Better RECON for Motorbike Infa
FIREPOWER for Slugthrower 41
FIREPOWER for Carbine 41
FIREPOWER for Automatic Rifle | 41
FIREPOWER for Gas Powered C 41
FIREPOWER for Gauss Rifle 41
FIREPOWER for Charged Gauss| 41
FIREPOWER for Laser Rifle 41
FIREPOWER for Plasma Rifle | 41
FIREPOWER for Machinegun | 41
FIREPOWER for Adveanced Mag 41
FIREPOWER for High Speed Ma| 41
FIREPOWER for Gas Powered M 41
FIREPOWER for Gauss Machine| 41
FIREPOWER for Charged Gauss| 41
FIREPOWER for Tripod Assault | 41
FIREPOWER for Light Plasma BI| 41

72] Recon Points
72] Recon Points
72] Recon Points
72] Recon Points
72] Recon Points
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
2] Fire Power
pil

[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[

Fire Power
rMomE;(pon cv | ﬁartcw [ 2> Records [ Addrow [ Remove row [ Edit cell

UL Pt et IR T e i Flex Model Type Stats (Id 247, Libld 247) information:

180) Flex Model Type
181) Flex Model Type SFType Stal Cales
187) Flex Tech ModelType Effects No description
'183) Flex Mode! Type Stals
6)SE_Present 184) Flex Model Type Choices

T)SE_Assel 185) Flex Model Type Name

10) SE_Org. 186) Flex Mode! Type Descripion

1 SE Wodel 263) Flex Model Graphics

12) SE_Trade '367) Infaniry Drawing Insir_

13) Story_Alphal 370) Tank Drawing Insir

14) Slory_UpgradeCity '372) Flex Helper Choice Details

15) SE_Diplomatic

16) SE Interior

17) SE_Culture

18) Story_Compiexi

1M SE Postures

#)SE_Dala
5) SE_Linguistic

Find the right library. In this case, it's SE_Model.

Find the right table. In this case, it's Flex Model Type Stats.

Scroll down until you find the row for Charged Gauss Rifle (you cannot use
the scroll wheel, unfortunately).

4. Click the Mod Export Csv button to export the table.

NENTES

You will be prompted to save the .csv file. Name it however you like, but make sure
you keep track that this is a vanilla table, and thus unmodified.



4. Modifying Table Values

Once you have the .csv file, you will need a way to modify it. Both Excel and
Google Sheets work. In this example | will use Google Sheets.

To start off, create a new Google Sheets file:

My Drive > Shadow Empire

Name
BB Tutorials

New folder

Upload files

Upload folder

B Google Docs b

Google Sheets >
Google Slides >

B Google Forms b
More >

Once created, go inside, select File and then Import:

Untitled spreadsheet

File Edit View Insert Format Data Tools Add-

L Share % .0_ .00 123+ Defau
Al
New > z 5

i E Open Ctrl+0

2

3 Import

2 Make a copy

5

6

Find the .csv file and import it. You will have the following result:



Untitled spreadsheet # & & S|
File Edit View Insert Format Data Tools Add-ons Help Lastedit was seconds ago

o~ @ P 100% v £ % .0 .00 123v  Aval ~ 10 ~ B I 5.1 * H EvivlrYy o B W] YV~ 3~ ~
Comment
A B8 c D E F G H 1 y K L M

[ Comment .Operaﬂon Type Library Name  Library Id Row# Col# Model Type ID  StatID Formula Fixed IF Clause n/a Comments
2 2 SE_Model 247 0 [all] 4 30 2 Armour Stre
3 2 SE_Model 247 1 [all] 7 70+dth(3,10) 0 Base Desig
+ 2 SE_Model 247 2 [all] 151 70+dth(3,20) 1 Structural C
> 2 SE_Model 247 3 [all] 6 1 2 Default Siz¢
3 2 SE_Model 247 4 [all] 8 STATY 3 The Base C
( 2 SE_Model 247 5 [all] 408 1 2 Normally nc
3 2 SE_Model 247 6 [11] 408 4 2 Trucks nee
) 2 SE_Model 247 7 [12][41] 408 2 2 APCs and t
0 2 SE_Model 247 8 [12] 6 3 2 SIZE for AF
1 2 SE_Model 247 9 [11] 6 1 2 SIZE for Tnt
2 2 SE_Model 247 10 [41] 6 3 2 SIZE for BL
3 2 SE_Model 247 1 [31][81] 6 4 2 SIZE for Lig
4 2 SE_Model 247 12 [32][34][23] 6 6 2 SIZE for Me
5 2 SE_Model 247 13 [33][35] 6 8 2 SIZE for He
6 2 SE_Model 247 14 [51] 6 6 2 SIZE for Wi
7 2 SE_Model 247 15 [52] 6 8 2 SIZE for He
8 2 SE_Model 247 16 [61] 6 6 2 SIZE for Rc
9 2 SE_Model 247 17 [62]63][131] 6 8 2 SIZE for Mi
0 2 SE_Model 247 18 [64][92] 6 10 2 SIZE for Im

Let's find the row for the Charged Gauss Rifle. Once found, modify the
FIREPOWER value to whatever you want, in this case 9999 (perfectly balanced):

o8 |SE_Moael 241 bo lan] Pl 10U 2 FIREFUWEK TO! 41
69 | SE_Model 247 67 [all] 2 9999 2 FIREPOWER for 41
70 |SE Model 247 68 fall 2 300 2 FIREPOWER for 41

After all the modifications have been done, export the table to another .csv file.
Name it whatever you want, but keep track that this is the .csv with the modified
tables:

Untitled spreadsheet % B &

File Edit View Insert Format Data Tools Add-ons Help Lastedit was secons

r\ Share 0_ 00 123v  Arial v 10 ~ B I -

169

New > E F G H
63 | SE Open Ctrl+0 61 (13] 1
64 |SE 62 [all]
65 |SE Import 63 [all]
o6 |SE Make a copy 64 [all]
67 |SE 65 [all]
68 SE 66 I

Email . (&l
69 SE 67 [alll
70 )

S Download g Microsoft Excel (.xIsx)
71 ' SE ) .
72 | SE Make available offline OpenDocument format (.ods)
73 i i
St Version history g PDF document (.pdf)
74 |SE
75 |SE Rename Web page (.html, zipped)
76 |SE
Comma-separated values (.csv, current sheet)

77 |SE Move
78 |SE Tab-separated values (.tsv, current sheet)

{, Add a shortcut to Drive
79 |SF - -



5. Importing Tables

We now have a .csv with a modified table. Let's load that into Shadow Empire.
First, let's open the S&S Editor:

OPS

INFORMATION

"START NEW GAME [ cReDrS

— VRDESIGNS.NET
LOAD SAVED GAME MODDING

r

PREES g Import selzip
Modlib Picker

QUIT F S&S Editor

Once open, you will see the S&S menu. We will need to save the library later for
loading it as a mod, so go ahead and change the Library Name now. You can also
change the Designer Name, Library Version and Library Description, but it's only
necessary to change the Library Name in order to save the library.

After that, go to the Tables tab:

Tables Event Pics | Small Gfx

Map Options

S&S Dashboard

This is the Story & Stratagem (S&S) editar. Welcome!l Check the PDF S&S Guide on howto make a'so
called library! with this editor.

File Ops
Click to load or-save an S&S library file.
Load Lib [ save Lib [ ClearLib

Designer Library Version Library'Name Library Description
Akrakorn 1 Tutarial Library: Defaulttemplat...

Change [ Change [ Change [ Change

Exporting
By using the export function you can create a selzip file that can be easilyimported by the end/user of your:
Mod  Library:

Export Selzip




Now we need to find the right table. Our .csv file changes existing vanilla tables, so
try to find one of the tables called “Modify existing table”. Each of these tables
with the same name has a specific number of columns, in order:

1. 10 columns

2. 40 columns

3. 120 columns

4. 260 columns

We need to choose the table with the lowest amount of columns that fits the
table we've modified. In this case, Flex Model Type Stats has more than 10
columns but less than 40 columns, so we'll choose the second table.

Keep in mind Vic warns about using these tables, and rightfully so; changing the
wrong thing might break the game, and future versions will possibly change the
tables we've used, rendering the mods outdated.

Dashboard Event Pics | Small Gfx

Tables

ix> operaion lype lirary name<! libvary lable ID rowfcht>  coif<id>  valvech>  valechi>  valechd>  valiechd>  valuedi>  NewColcbd> NewCol<i> New Col<ix> NewCol<ixi> NewCoicix> New Colcbd> New Col<ix> New Col<txi> New Colcixt> New Colcbd> New Col<}

[ Import Csv [ Export Csv [ => Records [ Addrow

Libraries:
—
0) Tutorial Library.

I\_{Iodify existing table (Id 644, Libld 644) information:

= P
20) Gusitav Siory Format No description
21) Helper Regime Feat Types.
r Regime

Once we have the right table, click on Import Csv and select the modified .csv file:

X
This PC > SSD (G:) » Games > Shadow Empire - v1.09.02 > csv ~ O Search csv P
ilder g= - il | o
~ Name - Date modified Type Size
Ij Modified_Flex Model Type Stats.csv 11/5/2021 2:35 CSV File 72 KB

D Vanilla_Flex Model Type Stats.csv 11/5/2021 2:22 CSV File 72 KB



Select “no” when asked if you want to reverse import. After that, you should see
the table with the modified values.

rDashhuard [ rEvent Pics [ Small Gfx

Tables

(rows7,c0112) NEW GOL FIREPOWER for Charged Gauss Rifle
cComment<ixt> operationtype. Wbvary name<t Wbiary labie ID rowf<lxl>  Colf<h>  valed>  valiedi>  valed>  vaeod>  vaue<d>  NewCoit> NewColct> NewCol<t> New Colit>  New Col<bi>  New Colhi> New Colcbt> New Col<bd>  New Col<tt>  New Colctits  New ol
2 SE_Model | 247 [51] 4 Better REC
SE_Model | 247 [52] 3 Better REC
SE_Model | 247 [51 6 Better REC
SE_Model 247 [13] 6 Better REC
SE_Model 247 [all] 50 FIREPOW
SE_Model | 247 [all] 75 FIREPOW
SE_Model 247 [all] 100 FIREPOW
SE_Model 247 EL 100 FIREPOW
SE_Model | 247 [all] 160 FIREPOW
SE_Model | 247 [all FIREPOW!
SE_Model 287 [all] 300 FIREPOW
SE_Model 247 EL 500 FIREPOW
SE_Model 287 EL 100 FIREPOW
SE_Model 247 [all] 200 FIREPOW
SE_Model 247 [all] 300 FIREPOW
SE_Model | 247 [all] 266 FIREPOW
SE_Model | 247 [am 500 FIREPOW
SE_Model 287 EL 750 FIREPOW
SE_Model | 247 [al] FIREPOW
SE_Model | 287 [al FIREPOW
SE_Model | 287 [all] FIREPOW
SE_Model | 287 [al] FIREPOW

Import Csv Export Csv => Records Add row Remove row. Edit cell

Lipraries: Tables: .
A S | IB)CharacisFealTypes Modify existing tablei(ld/64Z; Libjd 6424} informations
0) Tutorial Library 19) Character Feat Effects

20) Gustav Slory Format No description
21) elper Regime Feal Types

22) Helper Regime Feat Type Fx

73)Straiagem Fxvs Human

24) Madify existing tabie

75y Madity existing lable

26) Madify existing tabie

27) Madily existing labie

Now let's go back to the Dashboard tab and save the library in the
shadowscenarios folder.

[ Tables rEwentPics rSmaIIGf;c

Map Options

S6S Dashboard

This is the Story & Stratagem (S&S) editor. Welcome! Check the PDF S&S Guide on how to make a so
called 'library' with this editor.

File Ops
Click to/load or save an S&S library file.
Load Lib [ savelib I Clear Lib

Designer, Library Version Library Name Library’ Description
Akrakorn 1 Tutarial Librany Default templat...

Change [ Change [ Change [ Change

Exporting
By using the exportfunction you can create a selzip file that.can be easilyimported byithe end user; of your,
Mod Library.

Export Selzip




Once the library has been saved, restart the game. It's important to restart the
game as otherwise the game will not detect new libraries. After restarting, click
on “Modlib Picker”.

OPS

INFORMATION

| START NEW GAME [TGREDITS
— | [ VRDESIGNS.NET
' LOAD SAVED GAME MODDING

[P PREFS [ Importselzip
———— . ™ Modlib Picker
' QU|T [ S8S Editor

Select and activate the library by ticking “Use this Mod Library”.

R

Mod Library Picker

LIBRARY NAME
Tutorial Library i)

7 Model
test
test FILE NAME DESIGNER

TUtoral L brary Tutorial Library.seleviib Akrakomn

DESCRIPTION

Default template placeholder description. Put your own
description here.

v Use this Mod Library




That should be it! If you start a new game, you should see the changes you've
made to the tables (if the game doesn't crash, that is).




