Red = important 
Blue = driver behaviour

<XML>

    <VEHICLE

        sGameName="Type 89"           
( terminal name
        fPhysicalImpactEnergy="300.0"

        fResistanceRear="240.0"

        fResistanceBottom="240.0"

        fResistanceFront="350.0"

        fExplosionEnergy="500.0"

        iMaxHealth="550"

        fBlastRadius="10.0"

        fResistanceTop="240.0"

        iGameType="6"

        fResistanceSide="240.0"

        sModel="Type89"
( max model name
        sType="vehicle"
( 

    >

        <PHYSICS

            fERP="0.6"

            fSimulationFrameRate="32.0"

            fExtrapolationTimestep="0.5"

            vGravity="0.0 -0.980665 0.0"

            fDrag="0.387"

            fRollingResistance="30.0"

            fCMF="1e-005"

        />

        <CHASSIS

            fMass="27000.0"

            fVirtualMass="6000.0"

            vMassVolumeFactor=" 1 0.5 1"

            vMassOffsetFactor="0 0 0"

            sFrame="Hull"
( max object name
            fMaxSteeringAngle="45.0"

        />

        <AXLES

            sAxle5="false;TrackWheelL5;TrackWheelR5;minY"
( max object name
            sAxle4="false;TrackWheelL4;TrackWheelR4;minY"
( max object name
            sAxle1="false;TrackWheelL1;TrackWheelR1;minY"
( max object name
            sAxle0="false;TrackWheelL0;TrackWheelR0;minY"
( max object name
            sAxle3="false;TrackWheelL3;TrackWheelR3;minY"
( max object name
            sAxle2="false;TrackWheelL2;TrackWheelR2;minY"
( max object name
            sWheelMinYFrame="TrackR"
( max object name
            fSuspensionCMF="0.0001f"

            fWheelMass="250.0"

            iAxleCount="6"

            bTank="true"

            fSuspensionERP="1.0"

        />

        <TRANSMISSION
            sReference="T_HeavyTank"
(Link
        />

        <ENGINE

            fHeatEmitterAngle="0.5"

            fBreakForce="13000.0"

            fBaseTorque="1000.0"

            fMaxTemperature="10.0"

            sEngineSound="TankDiesel"

            fMaxVelocity="70"

            fHeatEmitterMultiplier="4.0"

        />

        <SEATS>

            <SEAT_0

                fCameraRotateYSpringForce="1.0"

                bThirdPersonRubberBand="true"

                fThirdPersonDistance="1.5"

                sLinkedUseItem="CANNON_0"

                sFrame="Seat01"
( max object name
                bCameraRotateY="true"

                sType="DriverInvisible"

            >

                <hud>

                    <compass

                        fX="0.5"

                        bEnabled="true"

                        fY="0.05"

                    />

                    <dashboard

                        fX="0.2"

                        bEnabled="true"

                        fY="0.05"

                    />

                </hud>

            </SEAT_0>

            <SEAT_1

                bCanEjectLinkedUser="true"

                fCameraRotateYSpringForce="1.0"

                bThirdPersonRubberBand="true"

                fThirdPersonDistance="1.5"

                sLinkedUseItem="CANNON_0"

                bAllowFirstPerson="false"

                sFrame="Seat02"
( max object name
                bCameraRotateY="true"

                sType="Invisible"

            >

                <hud>

                    <compass

                        fX="0.5"

                        bEnabled="true"

                        fY="0.05"

                    />

                </hud>

            </SEAT_1>

            <SEAT_2

                fCameraRotateYSpringForce="1.0"

                bThirdPersonRubberBand="true"

                fThirdPersonDistance="1.5"

                bAllowFirstPerson="false"

                sFrame="Seat03"
( max object name
                bCameraRotateY="true"

                sType="Invisible"

            >

                <hud>

                    <compass

                        fX="0.5"

                        bEnabled="true"

                        fY="0.05"

                    />

                </hud>

            </SEAT_2>

            <SEAT_3

                fCameraRotateYSpringForce="1.0"

                bThirdPersonRubberBand="true"

                fThirdPersonDistance="1.5"

                bAllowFirstPerson="false"

                sFrame="Seat04"
( max object name
                bCameraRotateY="true"

                sType="Invisible"

            >

                <hud>

                    <compass

                        fX="0.5"

                        bEnabled="true"

                        fY="0.05"

                    />

                </hud>

            </SEAT_3>

            <SEAT_4

                fCameraRotateYSpringForce="1.0"

                bThirdPersonRubberBand="true"

                fThirdPersonDistance="1.5"

                bAllowFirstPerson="false"

                sFrame="Seat05"
( max object name
                bCameraRotateY="true"

                sType="Invisible"

            >

                <hud>

                    <compass

                        fX="0.5"

                        bEnabled="true"

                        fY="0.05"

                    />

                </hud>

            </SEAT_4>

        </SEATS>

        <CANNON_0

            sIronSight="T80"

            fMaxUpAngle="30.0"

            vMaxRotateFrequency="0.75 0.2 0.0"

            sHull="Hull"
( max object name
            fThirdPersonDistance="1.5"

            fMaxDownAngleFront="-7.0"

            sTurret="turret"
( max object name
            sGun0="MainGun"

            fMaxDownAngleBack="-5.0"

        >

            <TurretMove

                bOnce="true"

                fPitch="0.0"

                sSound="TurretMove"

            />

            <PriWeaponBank0

                bSingleShot="true"

            >

                <Weapon0

                    sDescription="TankMk120_US"
(Link
                    iTriangle="0"

                />

            </PriWeaponBank0>

            <AltWeaponBank0>

                <Weapon0

                    sDescription="TankMG_US"
(Link
                    iTriangle="5"

                />

            </AltWeaponBank0>

            <PriWeaponBank1

                bSingleShot="true"

            >

                <Weapon1

                    sDescription="Type79_AT_launcher"
(Link
                    iTriangle="1"

                    bShowVisual="false"

                />

                <Weapon2

                    sDescription="brdm2_spandrel_launcher"
(Link
                    iTriangle="2"

                    bShowVisual="false"

                />

            </PriWeaponBank1>

            <ExtensionGroup1>

                <Extension0

                    sType="Sensor"

                    sData="Brdm2SpandrelInfraSensor"
(Link
                    bEverEnabled="true"

                />

                <Extension1

                    sType="HUDTargeting"

                    sData="Brdm2SpandrelInfraSensor"
(Link
                    bEverEnabled="true"

                />

            </ExtensionGroup1>

            <PriWeaponBank2

                bSingleShot="true"

            >

                <Weapon3

                    sDescription="RedSmoke"
(Link
                    iTriangle="3"

                />

            </PriWeaponBank2>

            <AltWeaponBank2>

                <Weapon4

                    sDescription="RedSmoke"

                    iTriangle="4"

                />

            </AltWeaponBank2>

        </CANNON_0>

    </VEHICLE>

    <Radar

        sRanges="10 30 50 100"

        fFOV="360"

        sWindow="HUD_MiniMap"

        sType="Vehicle"

    >

        <Mask0

            bNeutral="true"

            bHostile="true"

            bUsed="true"

            bFriendly="true"

            sType="Vehicle"

            bEmpty="true"

        />

        <Mask1

            bTeam="true"

            bUsed="true"

            sType="Soldier"

            bEmpty="true"

        />

        <Mask2

            bNeutral="true"

            bHostile="false"

            bUsed="true"

            bFriendly="true"

            sType="Helicopter"

            bEmpty="true"

        />

        <Mask3

            bNeutral="true"

            bHostile="false"

            bUsed="true"

            bFriendly="true"

            sType="Jet"

            bEmpty="true"

        />

        <Mask4

            bTeam="true"

            bNeutral="true"

            bHostile="true"

            bUsed="true"

            sType="Flag"

            bEmpty="true"

        />

        <Mask5

            bTeam="true"

            bNeutral="true"

            bHostile="true"

            bUsed="true"

            sType="House"

            bEmpty="true"

        />

    </Radar>

   <EFFECTS

        sTrack="Tire_Track"

        sDestructLevel1="VehicleDestructLevel1FX"

        sDust="TankDustFX"

        sDestructLevel3="VehicleDestructLevel3FX"

        sExhaust0="TankExhaustFX"

        sExhaust1="TankExhaustFX"

        sDestructLevel2="VehicleDestructLevel2FX"

        sWater="VehcileWaterDustFX"

    />

    <EconomicalData

        sUsedBy="81.0"

        iCountryOrigin="81"

        fRareness="1.0"

        bReward="true"

        iBasePrice="10500"

    />

</XML>

T_HeavyTank.xml

<XML>

    <TRANSMISSION


iNumGears="4"


fReverseGear="-2.5"


fGear1="1.6"


fGear2="1.2"


fGear3="1.0"


fGear4="0.99"


fDifferentialratio="4.0"


fGearEfficiency="0.7"


iRPMGearShiftDown="900"


iRPMGearShiftUp="1900"


iRPMMax="2000"

     />

</XML>

TankMK120_US

<XML>                                     

<Item                                     


fSphere="0.5"                            


sType="Weapon"                           


sSubType="Projectile"                    


sModel="Stinger"                         

/>                                        


<!-- NEW WEAPON DESC -->                 


<WeaponDesc 



sFireModes="Single"                     



iShotsPerSecond="1"                     



fRange="4000"                           



fRecoilFactor="0.0"                     



iReliability="98"                       



fWeight="4.874"                         



iAmmoPerMag="1"                         



iMaxMags="35"                           



fReloadSpeed="7.0"                      



fMuzzleSize="1.2"                       



fMuzzleVelocity="2.0"                   



sDecal="Pistol_05"                      



fDecalSize="0.1"                        

                                sShot="Mk120_tankgrenade" 
(Link


sFiresound="TankShot2"                  



sNoammo="noammo"                        



sFX_Shoot="smoketrail"                  



sGunSmokeFX="TankSmokeFX"               



bAutoReload="true"                      



iResupplyCost="20"                      


/>                                       


<Sounds>                                 



<Shot                                   




sSound="Tank105mm"                     



>                                       




<Trigger                               





sTriggerName="Shoot_Audio"            





bUpdatePos="false"                    





iLifeTime="500"                       





fSize="30"                            




/>                                     



</Shot>                                 



<ShotEmpty                              




sSound="noammo"                        



>                                       




<Trigger                               





sTriggerName="Shoot_Audio"            





bUpdatePos="false"                    





iLifeTime="500"                       





fSize="5"                             




/>                                     



</ShotEmpty>                            



<Reload                                 




sSound="Tank_Shot_Load"                



>                                       




<Trigger                               





sTriggerName="Noise"                  





bUpdatePos="false"                    





iLifeTime="500"                       





fSize="2"                             




/>                                     



</Reload>                               


</Sounds>
                               

</XML> 

TankMG_US
<XML>                                      

    <Item                                  

    
fSphere="0.5"                         

    
sType="Weapon"                        

    
sSubType="Rifle"                      

    
sModel="MG3"                          

    />                                     


<WeaponDesc                               



sFireModes="Single|Burst|Auto"           



iShotsPerSecond="6"                      



fRange="1000"                            



fCaliber="7.62"                          



fRecoilFactor="0.8"                      



fLength="423.0"                          



iReliability="98"                        



fWeight="15.0"                           



iAmmoPerMag="500"                        



iMaxMags="5"                             



fReloadSpeed="10"                        



fAccuracy="0.1"                          



fMuzzleSize="1.2"                        



fMuzzleVelocity="2.0"                    



bRotateMuzzleFire="false"                



sDecal="Pistol_05"                       



fDecalSize="0.02"                        



fKillEnergy="70.0"                       



sShot="heli"                             



sFX_Shoot="defaultEmitter"               



sGunSmokeFX="GunSmokeFX"                 



bTracers="true"                          



fTracerSpeed="7.0"                       



iTracerRatio="3"                         



bAutoReload="true"                       



iResupplyCost="2"                        


>                                         



<Heat                                    




iHeatDownPerSecond="50"                 




iHeatPerShot="5"                        




iMaxHeat="500"                          



/>                                       


</WeaponDesc>                             


<Sounds>                                  



<Shot                                    




sSound="MGTank1"                        



>                                        




<Trigger                                





sTriggerName="Shoot_Audio"             





bUpdatePos="false"                     





iLifeTime="500"                        





fSize="10"                             




/>                                      



</Shot>                                  



<ShotEmpty                               




sSound="G36_Shot_Dry"                   



>                                        




<Trigger                                





sTriggerName="Shoot_Audio"             





bUpdatePos="false"                     





iLifeTime="500"                        





fSize="2"                              




/>                                      



</ShotEmpty>                             


</Sounds>                                 

</XML>                 

Type79_AT_launcher
<XML>                                     


<Item                                    



fSphere="0.5"                           



sType="Weapon"                          



sSubType="Launcher"                     



sModel="Stinger"                        


/>                                       


<!-- NEW WEAPON DESC -->                 


<WeaponDesc                              



sFireModes="Single"                     



sFirePostures="Stand|Sneak"             



sAccuracy="Stand:0.87;Sneak:0.98"       



iOffAngle="1"                           



iShotsPerSecond="1"                     



fRange="4000.0"                         



fRecoilFactor="0.0"                     



iReliability="98"                       



fWeight="25"                            



iAmmoPerMag="1"                         



iMaxMags="0"                            



fReloadSpeed="0"                        



sZoom="Pzfdrei"                         



fMuzzleSize="1.2"                       



fMuzzleVelocity="2.0"                   



sDecal="Pistol_05"                      



fDecalSize="0.1"                        



sShot="Type79_AT_JP"
(Link                    



sFX_Shoot="smoketrail"                  



sGunSmoke="maingun2"                    



vKEFalloff="1.5 1.0 0.3"                



bAutoReload="true"                      


/>                                       


<Sounds>                                 



<Shot                                   




sSound="sidewinder_go"                 



>                                       




<Trigger                               





sTriggerName="Shoot_Audio"            





bUpdatePos="false"                    





iLifeTime="500"                       





fSize="20"                            




/>                                     



</Shot>                                 


</Sounds>                                

    <Extension0                           

    
sType="Sensor"                       

            sData="StingerInfraSensor"    

    
bEverEnabled="true"                  

    />                                    

    <Extension1                           

    
sType="HUDTargeting"                 

            sData="StingerInfraSensor"    

    
bEverEnabled="true"                  

    />                                    

</XML>

brdm2_spandrel_launcher

<XML>                                         


<Item                                        



fSphere="0.5"                               



sType="Weapon"                              



sSubType="Launcher"                         


/>                                           


<WeaponDesc                                  



sFireModes="Single"                         



sFirePostures="Stand|Sneak"                 



iOffAngle="8"                               



iShotsPerSecond="1"                         



fRange="0"                                  



fRecoilFactor="0.0"                         



iReliability="98"                           



fWeight="4.874"                             



iAmmoPerMag="1"                             



iMaxMags="0"                                



fReloadSpeed="0"                            



sAccuracy="Stand:0.89;Sneak:0.98"           



sZoom="Pzfdrei"                             



sShot="brdm2_spandrel" 
(Link                                         



sFX_Shoot="smoketrail"                      



sGunSmoke="maingun2"                        



bAutoReload="true"                          



bEndlessMags="false"                        


/>                                           

            <ExtensionGroup0>                 

                <Extension0                   

                    sType="Sensor"            

                    sData="F22120CInfraSensor"

                    bEverEnabled="true"       

                />                            

                <Extension1                   

                    sType="HUDTargeting"      

                    sData="F22120CInfraSensor"

                    bEverEnabled="true"       

                />                            

            </ExtensionGroup0>                

 </XML>            

Brdm2SpandrelInfraSensor
<XML                                         

    sSensor="infrared"                       

    bRememberTarget="false"                  

    fRectSize="0.2"                          

    fRectDistance="2"                        

    bCheckRect="true"                        

    fSensorTargtingRatio="0.5"               

>                                            


<trackingSound sName="MissileTracking" />   


<lockedSound sName="MissileLocked" />       

    
<Sensor                                 

     

fRange="80"                           

     

fViewCone="0.7"                       

     

bScanForTarget="true"                 



bRememberTarget="false"                

            

fMinHeight="0.0"                 

           

fMaxHeight="1000.0"              

           

sItemType="TargetMarker"              

 
/>                                         

</XML>  

RedSmoke
<XML>                                                                                                      


<Item                                                                                                     



fSphere="0.5"                                                                                            



sType="Grenade"                                                                                          



sSubType="Smoke"                                                                                         



sModel="M18_Smoke_Red"                                                                                   



sDropSound="G36shot"                                                                                     


>                                                                                                         



<DropSound                                                                                               




sSound="SmokeGrenadeDrop"                                                                               




fPitch="0.0"                                                                                            




bOnce="true"                                                                                            



/>                                                                                                       


</Item>                                                                                                   


<ExplosiveDesc                                                                                            



iAmount="5"                                                                                              



fMinThrow="0.4"                                                                                          



fThrowFactor="6.0"                                                                                       



iMaxChargeTime="1"                                                                                       



iTtl="3"                                                                                                 


 
sEffect="smokeRedFX"                                                                                    



bUseThrowPower="false"                                                                                   



fInitialSpeed="40"                                                                                       



fDropScale="1.0"                                                                                         


/>                                                                                                        


<WeaponDesc                                                                                               



sFireModes="Single"                                                                                      



iShotsPerSecond="1"                                                                                      



iAmmoPerMag="12"                                                                                         



iMaxMags="0"                                                                                             



fReloadSpeed="15.0"                                                                                      



bAutoReload="true"                                                                                       



bEndlessMags="false"                                                                                     


/>                                                                                                        


<AnimOverride fSpeed="1.0">                                                                               

       <RunAttack
 
ssrc="Grenade_Run_Attack_with_Splint"
fblend="1.44"
sMask="LowerBody"/>              

       <SneakAttack
 
ssrc="Grenade_Sneak_Attack_with_Splint"
fblend="1.56"
sMask="LowerBody"/>          


</AnimOverride>                                                                                           

</XML>

Mk120_tankgrenade

<XML                                                   


sModel="TankBullet"                                   


fSpeed="600"                                          


fGravityInfluence="0.3"                               


fKillenergy="600"                                     


iTtl="3"                                              


fBlastRadius="15"                                     


fExplosionenergy="450"                                


sExplosionEffect="TankGrenadeExplosion"               


sExhaustEffect="SmokeTrailProjectileFX"               


sDecal="Grenade_2"                                    


fDecalSize="1.0"                                      

    
iCraterSize="1"                                    

    
sShot="Mk120_tankgrenade"                          


sHitMaterialTypeFX_None="defaultEffect"               


sHitMaterialTypeFX_Wood="gunsmoke_woodFX"             


sHitMaterialTypeFX_Metal="gunsmoke_metalFX"           


sHitMaterialTypeFX_Glass="3dglas_smash"               


sHitMaterialTypeFX_Organism="bloodshotFX"             


sHitMaterialTypeFX_Stone="TankGrenadeImpact_Stone"    


sHitMaterialTypeFX_Mud="TankGrenadeImpact_Ground"     


sHitMaterialTypeFX_Water="WaterImpact_GrenadeFX"      


sHitMaterialTypeFX_Snow="gunsmoke_groundFX"           


sHitMaterialTypeFX_Grass="TankGrenadeImpact_Ground"   


sHitMaterialTypeFX_Leafs="foilageimp_small"           


sHitMaterialTypeFX_NotExisting="defaultEffect"        


sHitMaterialTypeFX_WireMesh="defaultEffect"           


sHitMaterialTypeFX_Concrete="gunsmoke_groundFX"       

/>

Type79_AT_JP

<XML                                                  

    fSidemaxthrust="180.0"                            

    sDecal="Grenade_2"                                

    fProximityRange="0.5"                             

    sHitMaterialTypeFX_Concrete="gunsmoke_groundFX"   

    sHitMaterialTypeFX_Mud="RocketImpact_Ground"      

    sExplosionEffect="Rocket_explodeFX"               

    sHitMaterialTypeFX_Stone="TankGrenadeImpact_Stone"

    iLifeTimeWithoutFuel="3000"                       

    fExplosionenergy="850.0"                          

    fDecalSize="1.3"                                  

    fControlSpeed="10"                                

    sHitMaterialTypeFX_Wood="gunsmoke_woodFX"         

    fFuel="6.0"                                       

    sHitMaterialTypeFX_Leafs="foilageimp_small"       

    sModel="StingerRocket"                            

    sHitMaterialTypeFX_Metal="gunsmoke_metalFX"       

    sHitMaterialTypeFX_Water="WaterImpact_GrenadeFX"  

    fKillenergy="300.0"                               

    sHitMaterialTypeFX_Snow="RocketImpact_Ground"     

    sHitMaterialTypeFX_None="defaultEffect"           

    sHitMaterialTypeFX_Grass="RocketImpact_Ground"    

    sShot="stinger_rocket"                            

    fThrust="1000.0"                                  

    sHitMaterialTypeFX_WireMesh="defaultEffect"       

    fBlastRadius="15.0"                               

    sHitMaterialTypeFX_Organism="bloodshotFX"         

    fConsumption="0.5"                                

    sHitMaterialTypeFX_NotExisting="defaultEffect"    

    sExhaustEffect="SmokeTrailFX"                     

    fWeight="65.0"                                    

    sHitMaterialTypeFX_Glass="3dglas_smash"           

>                                                     

    <Extension0                                       

        bEnabled="true"                               

        sData="Rocket_InfraRocketSensor"              

        sType="Sensor"                                

    />                                                

</XML>

brdm2_spandrel

<XML                                                   


sModel="StingerRocket"                                


fKillenergy="300"                                     


iLifeTimeWithoutFuel="3000"                           


fThrust="4000"                                        


fSidemaxthrust="1000"                                 


fControlSpeed="10"                                    


fWeight="5.0"                                         


fFuel="10.0"                                          


fConsumption="0.5"                                    


fBlastRadius="20"                                     


fExplosionenergy="720"                                


sExplosionEffect="Rocket_explodeFX"                   


sExhaustEffect="SmokeTrailFX"                         


fProximityRange="0.1"                                 


sDecal="Grenade_2"                                    

    fDecalSize="1.3"                                   

 
sShot="brdm2_spandrel"                               


sHitMaterialTypeFX_None="defaultEffect"               


sHitMaterialTypeFX_Wood="gunsmoke_woodFX"             


sHitMaterialTypeFX_Metal="gunsmoke_metalFX"           


sHitMaterialTypeFX_Glass="3dglas_smash"               


sHitMaterialTypeFX_Organism="bloodshotFX"             


sHitMaterialTypeFX_Stone="TankGrenadeImpact_Stone"    


sHitMaterialTypeFX_Mud="RocketImpact_Ground"          


sHitMaterialTypeFX_Water="WaterImpact_GrenadeFX"      


sHitMaterialTypeFX_Snow="RocketImpact_Ground"         


sHitMaterialTypeFX_Grass="RocketImpact_Ground"        


sHitMaterialTypeFX_Leafs="foilageimp_small"           


sHitMaterialTypeFX_NotExisting="defaultEffect"        


sHitMaterialTypeFX_WireMesh="defaultEffect"           


sHitMaterialTypeFX_Concrete="gunsmoke_groundFX"       

>                                                      

            <ExtensionGroup0>                          

                <Extension0                            

                    sType="Sensor"                     

                    sData="Rocket_F22120CInfraSensor"  

                    bEverEnabled="true"                

                />                                     

                <Extension1                            

                    sType="HUDTargeting"               

                    sData="Rocket_F22120CInfraSensor"  

                    bEverEnabled="true"                

                />                                     

            </ExtensionGroup0>                         

 </XML>                                 

!!!!! HF and GL!!!!    # derfestus                                                                                                                                                                                                                                                                                                                                                                              

