HOW TO MAKE THIS WORK

1. Extract the contents of this file into a folder called “Army Transfer Stuff”.

2. Create a folder within the Army transfer stuff called “How to Create a game for west front_files”.

3. Extract the contents of the WarOfficeStuff.zip into the new folder.

4. Double click on the icon “How to Make a Game for West Front.htm.” The War Office stuff should now come up.  Exit from it after ensuring that it works.

5. Create a folder within “Army Transfer Stuff” called Conversion.  Extract the contents of the decoder.zip into this new folder.

6. Open Conversion and click on the vbr432.zip file and extract the contents into the Conversion folder.

7. Double click on the Vbr432.exe to set up the Visual Basic stuff onto your computer.

8. Everything is now installed.

USING THE SCIPIO CS_CODER

1. The CS_coder converts Campaign Series Weapon.pdt and platoonXX.oob files into the properly encrypted Weapon.pdx and platoonxx.obx files. Simply place the weapon.pdt and platoonXX.oob files into the Conversion folder and double click on the CS-Coder icon.  There are three buttons, one for East Front II, one for West Front, one for Rising Sun.  Click on the button that you desire.  The coder will create new Platoonxx.obx and Weapon.pdx files that will work for the game selected.  Exit the coder and transfer the new obx and pdx files to the proper game folders.  

2. It is important to remember that unless a unit is represented in the weapon.pdx file, it will not be able to shoot.  If it is not properly represented in a platoon.obx file, it will not work in the game.

3. The coder works by setting each line in the obx and/or pdx file to a certain length.  Each line in the new obx/pdx file is in plain text, human readable format.  But each line is very long.  If a line within that file is either shorter or longer than the specified length used by the coder for that particular game, than the line will not be accessed properly in the program.  If you are having problems with you units not being able to shoot it may be a problem with the entry for them in the weapon.obx file.

4. The best method for handling changes to the pdx/obx files is to ensure that what is in the obx/pdx matches the corresponding oob/pdt file.  Make changes in the oob/pdt file and then use the coder to make replacement obx/pdx files for the game.

5. The Coder does not work for Main.pdt, Movement.pdt to pdx file conversions.  Any changes to these files must match the encryption used by Talonsoft.

6. This coder is absolutely indespensable for transferring and/or creating armies and making unit changes.   Good luck with it. 

