Edit WORLD TOURNAMENT: Configuration files and its effects
The majority of these changes are quantitative, but there are also very important qualitative ones. 
1. crtraits.txt file – creatures properties
	Level
	Range
	Creatures

	1
	30 - 50
	Pixie, imp, gremlin

	
	25 - 45
	Goblin, troglodyte, skeleton, gnoll, familiar

	
	20 - 40
	Pikeman, centaur, master gremlin, infernal troglodyte, skeleton warrior, hobgoblin, gnoll marauder, sprite

	
	20 - 30
	Halfling, centaur captain, halberdier

	2
	20 - 30
	Rogue, harpy, wolf rider, walking dead

	
	16 - 30
	Boar, dwarf, stone gargoyle, archer, gog, lizardman, zombie

	
	16 - 25
	Battle dwarf, advanced lizardman, obsidian gargoyle

	
	12 - 25
	Magog, harpy hag, wolf raider

	3
	16 - 25
	Stone golem, orc, wigth

	
	12 - 25
	Mummy, serpent fly, griffin, hell hound, elf

	
	12 - 20
	Nomad, beholder, Air elemental(2), Water elemental, iron golem, orc chieftain, wraith, dragon fly, marksman(2)

	
	10 - 20
	Royal griffin, cerberi, evil eye, Storm elemental(2), Ice elemental

	4
	12 - 20
	Fire elemental, Earth elemental

	
	10 - 20
	Ogre, demon, swordsman, vampire, basilisk, pegasus

	
	10 - 16
	Gold golem, mage, medusa, Energy elemental, Magma elemental, horned demon, ogre mage, silver pegasus, grand elf(3)

	
	8 - 16
	Vampire lord, archmage, medusa queen, crusader, greater basilisk

	5
	10 - 16
	Dendroid guard

	
	8 - 16
	Troll, monk, pit fiend, genie, dendroid soldier

	
	8 - 12
	Diamond golem , gorgon, lich, minotaur, roc, zealot, pit lord, master genie

	
	6 - 12
	Sharpshooter, thunderbird, mighty gorgon, power lich, minotaur king

	6
	8 - 12
	Wyvern, manticore

	
	6 - 12
	Enchanter, cyclop, naga, unicorn, Psychic elemental, cavalry

	
	6 - 10
	Efreet, black knight, cyclop king, wyvern monarch, champion, scorpicore

	
	5 - 10
	Naga queen, dread knight, war unicorn, efreet sultan, Magic elemental

	7
	6 - 10
	Hydra, behemoth 

	
	5 - 10
	Giant, Bone dragon, firebird

	
	5 - 8
	Devil, Green dragon, Red dragon

	
	4 - 8
	Angel, chaos hydra, ghost dragon, phoenix, ancient behemoth

	
	4 - 6
	Gold dragon, black dragon, titan, arch devil, archangel

	 Beyond levels 
	Peasant: 150 - 300, ghost: 12 - 25, faerie dragon: 2 - 3, rust dragon: 1 - 2, crystal dragon: 1 - 2, azure dragon: 1 - 2


 Weekly growth rate and recruitment price of some creatures are slightly changed:
	Weekly growth rate

	Alignment
	Creatures
	Growth

	Inferno
	Imps:
	15 - 17

	
	Gogs: 
	8 - 9

	
	Hell Hounds:
	5 - 6

	
	Demons:
	4 - 5

	Necropolis
	Skeletons:
	12 - 15

	
	Walking Dead
	8 - 10

	
	Wights:
	7 - 9

	
	Vampires:
	4 - 4

	Stronghold
	Goblins: 
	15 - 16

	
	Wolf Riders: 
	9 - 10

	
	Orcs:
	7 - 8

	Fortress
	Gnolls: 
	12 - 13

	
	Lizardmen: 
	8 - 10

	
	Basilisks: 
	4 - 5

	Neutral
	Peasants: 
	25 - 50

	
	Rogues:
	8 - 12


 Recruitments prices changes:
	Price for 1 unit

	Alignment
	Creatures
	Prices
	 
	Alignment
	Creatures
	Prices

	Castle 
	Royal Griffin
	240 – 260
	
	Dungeon
	Troglodyte
	50 – 40

	Rampart
	Grand Elf
	225 – 275
	
	
	Infernal Troglodyte
	65 – 55

	
	Pegasus
	250 – 275
	
	
	Beholder
	250 – 220

	
	Silver Pegasus
	275 – 325
	
	
	Evil Eye
	280 – 250

	
	Dendroid Soldier
	425 – 400
	
	
	Black Dragon
	4000 – 4500

	
	War Unicorn
	950 – 1050
	
	Stronghold
	Wolf Raider
	140 – 170

	
	Gold Dragon
	4000 – 4250
	
	
	Orc
	150 – 175

	Tower
	Master Gremlin
	40 – 50
	
	
	Orc Chieftain
	165 – 200

	
	Arch Mage
	450 – 400
	
	
	Roc
	600 – 550

	
	Genie
	550 – 500
	
	
	Cyclop King
	1100 – 900

	
	Master Genie
	600 – 700
	
	
	Ancient Behemoth
	3000 – 3500

	
	Naga Queen
	1600 – 1400
	
	Fortress
	Gnoll Maradeur
	70 – 60

	Inferno
	Imp
	50 – 35
	
	
	Gorgon
	525 – 550

	
	Familliar
	60 – 50
	
	
	Mighty Gorgon
	600 – 750

	
	Magog
	175 – 150
	
	
	Hydra
	2200 – 2000

	
	Hell Hound
	250 – 275
	
	Conflux
	Pixie
	25 – 30

	
	Horned Demon
	270 – 300
	
	
	Sprite
	30 – 50

	
	Pit Lord
	700 – 600
	
	
	Storm Elemental
	275 – 300

	
	Devil
	2700 – 2500
	
	
	Water Elemental
	300 – 275

	
	Arch Devil
	4500 – 4000
	
	
	Fire Elemental
	350 – 300

	Necropolis
	Skeleton:
	60 – 50
	
	
	Energy Elemental
	400 – 350

	
	Skeleton Warrior:
	70 – 60
	
	
	Earth Elemental
	400 – 350

	
	Lich:
	550 – 500
	
	
	Magma Elemental
	500 – 450

	
	Black Knight:
	1200 – 1100
	
	
	Psychic Elemental
	750 – 850

	
	Dread Knight:
	1500 – 1300
	
	
	Magic Elemental
	800 – 1000

	
	 
	 
	
	
	Phoenix
	2000 – 2500

	
	 
	 
	
	Neutral
	Nomad
	200 – 250

	
	 
	 
	
	
	Mummy
	300 – 250

	
	 
	 
	
	
	Troll
	500 – 400

	
	 
	 
	
	
	Rust Dragon
	14 sulfur – 15 sulfur


2. Hctraits.txt file – hero type properties
Elementalists are weakened. Now at start they have Knowledge = Spell Power = 2.

Secondary skills level-up probabilities are slightly changed:
Rangers: Fire Magic chance changed from 0 to 1, Resistance – from 9 to 8.

Wizards: Resistance 0 ( 1, Scholar  9 ( 8.

Death Knights: Estates 0 ( 2, First Aid 0 ( 1, Navigation 8 ( 6, Ballistics  7 ( 6.

Necromancers: First Aid 0 ( 1, Earth Magic 8 ( 7.

Overlords: Water Magic 0 ( 2, Tactics 10 ( 8.

Warlocks: Resistance 0 ( 1, Scholar  8 ( 7.

Barbarians: Water Magic 0 ( 2, Ballistics 8 ( 6.

Battle Mages: Navigation 0 ( 1, Logistics 9 ( 8.

Beastmasters: Fire Magic 0 ( 1, Artillery 8 ( 7.

Witches: Resistance 0 ( 1, Ballistics 8 ( 7.

Elementalists: Resistance 0 ( 1, Eagle Eye 8 ( 7.

3. Artraits.txt file – artifact levels and prices
- Levels changings:
1) Up:

Scull Helmet (+2 Kn) – Treasure ( Minor

Amulet of the Undertaker (+5% Necromancy) – Treasure ( Minor

Ring of Vitality (+1 Health) – Treasure ( Minor

Necklace of Swiftness (+1 Speed) – Treasure ( Minor

Spirit of Oppression – Treasure ( Minor

Pendant of Dispassion (Anti-Berserk) – Treasure ( Minor

Boots of Speed – Minor ( Major

2) Down:

Garniture of Interference (+5% Resistance) – Major ( Treasure

Emblem of Cognizance (+15% Eagle Eye) – Minor ( Treasure

Surcoat of Counterpoise (+10% Resistance) – Major ( Minor

Statesman’s Medal – Major ( Treasure
Diplomat’s Ring – Major ( Treasure
Ambassador’s Sash – Major ( Treasure
Pendant of Second Sight (Anti-Blind) – Major ( Treasure
Ring of the Wayfarer (+1 Speed) – Major ( Minor

Purse of Gold (+500 gold) – Major ( Minor

Everflowing Crystal Cloak – Major ( Minor

Ring of Infinite Gems – Major ( Minor

Everpouring Vial of Mercury – Major ( Minor

Eversmoking Ring of Sulfur – Major ( Minor
Arms of Legion – Major ( Minor

Head of Legion – Major ( Minor
Sphere of Permanence – Major ( Minor

Necklace of the Ocean Guidance – Major ( Minor

Dragon Scale Armor (+4 Attack/Defense) – Relic ( Major

Boots of Polarity (+15% Resistance) – Relic ( Major

Sack of Gold (+1000 gold) – Relic ( Major

Sea Captain’s Hat – Relic ( Major

- Price changed (for Black Market, Artifact Merchant and Artificer class)

1) Up:

Titan's Cuirass

10000 ( 12000

Sandals of the Saint
8000 ( 9000

Dragonbone Greaves
2000 ( 3000

Dragon Wing Tabard
4000 ( 5000

Necklace of Dragonteeth
6000 ( 8000

Crown of Dragontooth
8000 ( 10000

Still Eye of the Dragon
2000 ( 3000

Clover of Fortune

1000 ( 2000

Cards of Prophecy
1000 ( 2000

Ladybird of Luck

1000 ( 2000

Badge of Courage
1000 ( 2000

Crest of Valor

1000 ( 2000

Glyph of Gallantry
1000 ( 2000

Equestrian's Gloves
3000 ( 6000

Charm of Mana

500 ( 1000
 
 
 
 
 


Talisman of Mana
1000 ( 1500
 
 
 
 
 


Mystic Orb of Mana
1500 ( 2000
 
 
 
 
 


Collar of Conjuring
500 ( 1000
 
 
 
 
 
 

Ring of Conjuring
1000 ( 1500 
 

Cape of Conjuring
1500 ( 2000

Orb of the Firmament
6000 ( 8000
 
 

Orb of Silt

6000 ( 8000

Orb of Tempestuous Fire
6000 ( 8000
 
 
 
 

Spirit of Oppression
2000 ( 3000
 


Boots of Speed

6000 (10000

Pendant of Dispassion
1000 ( 2500

Shackles of War

5000 ( 10000

2) Down:

Helm of Chaos

4000 ( 3000

Crown of the Supreme Magi 5000 ( 4000

Thunder Helmet

10000 ( 8000

Stoic Watchman

2000 ( 1500
 

Emblem of Cognizance
3000 ( 2000
 
 
 
 
 

Statesman's Medal, Diplomat's Ring, Ambassador's Sash   5000 ( 3000
 
 
 
Necklace of Ocean Guidance
10000 ( 5000
 
 
 
 
 

Orb of Vulnerability
25000 ( 15000
 

Pendant of Second Sight
5000 ( 2500
 
 
 
 
 
 

Pendant of Total Recall
3000 ( 2500
 
 
 
 
 
 

Legs of Legion

5000 ( 3000
 

Loins, Torso, Arms, Head of Legion 5000 ( 4000
 

Sea Captain's Hat

15000 ( 10000
4. Building.txt file – town building prices
Castle

Decreased wood cost of Training Grounds from 20 to 15

Decreased Portal of glory : -2 Mercury, -2 Gems, -2 Sulfur, -2 Crystal, - 5000 gold

Decreased Upgraded Portal of glory : -2 Sulfur, -2 Crystal, -2 Mercury, -2 Gems

Rampart

Increased ore cost of Upgraded Unicorn Glades from 0 to 5

Increased gold cost of Dragon Cliffs from 10000 to 15000

Decreased ore cost from Dragon Cliffs from 30 to 20

Decreased gold cost of Upgraded Dragon Cliffs from 20000 to 15000

Tower
Decreased rare resources cost of Mage Tower from 5 to 4

Decreased crystal and gems cost of Altar of Wishes from 6 to 5

Increased gold cost of Cloud Temple from 5000 to 10000
Decreased gold cost of Upgraded Cloud Temple from 25000 to 20000
Inferno
Increased wood cost of Upgraded Hell Hole from 0 to 5

Necropolis
Increased gold cost of Necromancy Amplifier from 1000 to 2000

Dungeon

None 

Stronghold

Decreased wood cost of Wolf pen from 10 to 5

Decreased ore and wood cost of Upgraded Goblin Barracks from 5 to 0

5gems+5mercury+5sulfur are required to build Cyclops’s Cave instead of 20 crystals.
Fortress

Decreased wood cost of Upgraded Gnoll hut from 10 to 5

Decreased wood cost of Upgraded Upgraded Basilik pit from 5 to 0

5. Hotraits.txt file – hero starting troops
Alignment:


Old



|
              New


1st  slot

2nd  slot

3rd  slot

|
1st 
2nd 
3rd  
---------------------------------------------------------------------------------------------------------------------------

Castle 

10-20 Pikemen 
4-7 Archers
2-3 Griffins 
|
10-20 
5-7
3-4 
Rampart 
12-24 Centaurs 
3-5 Dwarfs 
3-6 Elves 
|
10-16 
4-6 
2-4 
Tower 

30-40 Gremlins 
3-5 Gargoyles 
2-3 Golems 
|
25-35 
4-6
3-5 
Inferno 

15-25 Imps 
4-7 Gogs 
3-4 Hell Hounds 
|
25-35 
5-7 
3-4 
Necropolis 
20-30 Skeletons 
4-6 Zombies 
4-6 Wights 
|
15-25 
5-8
4-6 
Dungeon 
30-40 Troglod.
4-6 Harpies 
3-4 Beholders 
|
20-30 
4-6 
3-4 
Stronghold 
15-25 Goblins 
5-7 WolfRiders 
4-6 Orcs 
|
20-30
5-8 
4-6 
Fortress 
10-20 Gnolls 
4-7 Lizardmen 
2-4 Serpent Flies 
|
15-25 
4-7 
3-4 
Conflux 
15-25 Pixies 
3-5 Air Elem. 
2-3 Water Elem. 
|
20-30
3-5 
3-4
6. Crtraits.txt file 
There are 3 chapters in modifications : Double attacks creatures, 7th Level and small things
** BROKEN means difficult to balance…
Double attacks creatures (Marksman, Wood elf, Wolf Raider and Crusaders)
· Castle
Decreased Swordman/Crusaders defense skill from 12 to 11

Decreased Crusaders attack skill from 12 to 9

Decreased Crusaders damage from 7-10 to 6-9
· Rampart
Balance Attack / Defense of Wood Elf / Grand Elf from 9/5 to 8/6
· Stronghold
Increased basic growth of Wolf Rider/ Wolf Raider from 9 to 10

Increased damage of Wolf Raider from 3-4 to 2-4

Decreased attack skill of Wolf Raider from 8 to 7

7th level Balance
· Castle
Decreased health of Angel from 200 to 180

Decreased attack/defense of Angel/Archangel skill from 20 to 18 ( and 30 to 28 )

Decreased gem cost of Archangel from 3 to 2
· Tower
Decreased damage of Titan from 40-60 to 35-50

Decreased gold cost of Titan from 5000 to 4500
· Inferno
Decreased Health of Devil from 160 to 150

Decreased Attack/Defense of Devil/ArchDevil from 19/21 to 17/20 (and 26/28 to 24/27)
· Necropolis (BROKEN**)
Increased defense skill of Bone Dragon from 15 to 16 

Increased attack/defense skill of Ghost Dragon from 19/18 to 21/20

Increased health of Bone  Dragon/Ghost Dragon from 150 to 160 (and 200 to 225) 
· Fortress
Increased speed of Hydra from 7 to 8
· Conflux
Decreased speed of Phoenix from 21 to 19
Small things
· Castle
Decreased damage of Cavalier from 15-25 to 14-24

Decreased damage of Champion from 20-25 to 18-24
· Rampart
Increased speed of Dendroid Guard / Soldiers from 3 to 4 ( and 4 to 5)
· Tower
Decreased Health of Naga / Naga Queen from 110 to 90 (REWORK)
Increased speed of Naga from 5 to 6

Decreased Attack/Defense skill of Naga / Naga Queen from 16/13 to 13/16

Decreased min/max damage of Naga queen from 30 to 25
· Necropolis
Increased basic growth of Skeleton/Skeleton Warrior from 12 to 15 (REWORK)
Decreased damage from 1-3 to 1-2

Decreased attack/defense skill of Vampire/Vampire Lord to 9/10

Increased speed of Vampire from 6 to 7

Decreased attack/defense skill of Dread Knight from 18/18 to 17/17 (BROKEN**)
Decreased damage of Black Knight/Dread Knight from 15-30 to 16-28 
· Dungeon
Increased speed of Manticore from 7 to 8
· Stronghold
Increased health of Cyclops King from 70 to 80
· Fortress
Increased health of Wyvern Monarch from 70 to 80

7. Sptraits.txt file – spells info
some spells have changed their level and/or magic school.
- Town Portal moved to Fire magic school
- Antimagic became “universal” spell. It is present at all magic schools now.
- Visions, View Air, View Earth, Scuttle Boat spells were removed from Mage Guild (0% appearance chance in all towns)
- Sorrow, Mirth, Fortune and Misfortune are now level 2
- Sum spells percent per level is equal to 100%.

Air Magic
Fortune moves to 2 level, becomes stronger (2/3/3/2 mass),
Precision moves to 1 level,
Haste costs 7 spell points (without magic skill), 
Haste decreased from (+3,+3,+5,+5) to (+3,+3,+3,+2)
Air Shield moves to 1 level,
Hypnotize becomes twice stronger –  SP*50 + (10, 40, 100) 
Disrupting Ray removes (5, 7, 9) defense points,

Counterstrike moves to 3 level,

Summon Air Elementals summons SP*(2, 4, 5) elementals. 
Earth Magic
Slow moves to 2 level, costs 7 spell points (without magic skill), 
Slow decreased from (75%,75%,50%,50%) to (75%,75%,75%,75%)
Quicksand moves to 1 level,
Sorrow moves to 2 level, becomes stronger (2/3/3/2 mass), 
Earthquake costs 12 spell points (without magic skill)
Animate Dead moves to 4 level,
Resurrection cannot appear at Necropolis
Implosion damage is equal to SP*60 + (75, 150, 225).

Fire Magic
Fortune moves to 2 level, becomes stronger (2/3/3/2 mass),
Land Mines moves to 2 level, 
Frenzy moves to 3 level, 
Fireball damage is equal to  SP*15 + bonus,
Inferno damage is equal to  SP*20 + bonus, 
Slayer moves to 3 level and doesn’t appear in Mage Guild 
Armageddon moves to 5 level, its damage is equal to SP*40 + (30, 60, 120), can appear in Rampart  and Tower. 

Water Magic
Mirth moves to 2 level, becomes stronger (2/3/3/2 mass),
Prayer decreased from (+3,+3,+4,+4) to (+2,+3,+3,+3)
Weakness moves to 1 level,

Cure moves to 2 level, costs 10 spell points (without magic skill), strengthens to SP*10 + (10, 30, 50), 
Remove Obstacle moves to 1 level, 
Frost Ring damage is equal to SP*15 + bonus, costs 15 spell points (without magic skill),
Summon Water Elementals summons SP*(2, 4, 5) elementals.
9. CrBanks.txt file – credit banks content
1) Lower Shipwreck is corrected. The guards are 5*(3, 4, 6, 10) witches and treasure is (1500, 2000, 3000, 5000) gold. 
2) Players will receive gems (instead of sulfur) after capturing NagaBank. Quantity is the same.
10. Ballist Balance

Decreased Health Points of Wall from 2 to 1

Increased Basic/Advanced chance of damage (1 or 2 points ) from (50% or 50%) to (40% or 60%)
