HOW TO UPDATE/CREATE NEW UNITS IN THE CAMPAIGN SERIES

Once one has the proper tools, this is not a difficult process.  One only has to make some data file changes, possibly adjust some graphics files, and the units will be created.

1.  Background.  When editing/updating a current unit (giving it a new name, or adjusting its strength, etc….) One only has to change the entries for that unit in the unit's platoon##.oob file.  Each national army has a platoon##.oob file that lists all of its available platoon sized units.  These files are numbered according to nationality.  The data in the platoon##.oob file is in readable plain text.  The file that is accessed by the CS game software is the corresponding platoon##.obx file.  The platoon##.obx file is the encrypted version of the platoon##.oob file.  For a national army to be represented in one of the Campaign series games there must be a platoon##.obx for that army inside the folder corresponding to that particular game.  Each Campaign series game has 23 slots corresponding to a national army.  In order for units to be capable of firing, there must be an entry for that unit in the Weapon.pdx file.  The weapon.pdx file is an encrypted data file containing entries for almost every platoon sized unit in the game.  The readable plain text version is the weapon.pdt.  Each unit is represented on the 3D map by a .bmp and .bit file image.  Each unit is represented on the 2D map by a symbol on the national army's icon##.bmp file.  There are eight (8) axis slots and fifteen (15) allied slots.  None of the CS games has all of its slots filled.  New or pre-existing armies may be placed into these empty slots.  If one wishes to have an army fight on the axis side, that army must be placed into an empty axis slot.  The opposite is true for armies that are to fight on the allied side.  A good example for this:  An add-on has been created for the Communist Chinese in Rising Sun.  The units for this army were placed in slot number 22.  This enabled them to fight on the allied side.  But in order to allow the Nationalist Chinese to fight the Communist Chinese, the Communists had to also exist on the axis side.  This was accomplished by placing a Communist Chinese Army (The PLA) into the empty Axis Romanian Slot in Rising Sun.  The Soviets, Dutch, French, and other absent armies can be placed into Rising Sun by transferring them from West Front/East Front into their corresponding empty slots in Rising Sun.  Rising Sun has the most empty slots.  West Front has the almost all of its slots filled, and East Front has most of its Axis slots filled.  

National Code WF/EF/RS
Nation Code
Country
Nation Code
Country
Nation Code
Country

00
Soviet Union
08
France
16
Vichy France

01
Germany
09
British Empire
17
Allied Romania

02
Facist Italy
10
United States
18
Allied Italy

03
Axis Romania
11
Netherlands
19
Free French

04
Hungary
12
Belgium
20
Nationalist China

05
Finland
13
Yugoslavia
21
Japan

06
Slovakia
14
Norway
22
Communist China

07
Poland
15
Greece



2.  Updating Units.  Updating units is simple.  One only has to make changes to the data fields in the unit's platoon##.oob file.  Each field represents a specific aspect of the unit, and is detailed in the chart below.

FIELD NAME
Rising Sun 
East Front II 
WF

Unit number 
P09003 
P01001 
P01021 

Strength 
3 
5 
4 

Assault 
3 
4 
7 

Defence 
4 
3 
19 

Fire cost 
50 
40 
35 

Load cost 
0 
0 
0 

Unload cost 
0 
0 
0 

Road speed 
44 
40 
35 

Cross country 
32 
15 
10 

Weight 
6 
6 
74 

Ground pressure 
1 
1 
2 

Concealment 
2 
2 
4 

Movement wav. 
1 
1 
1 

Weapon wav. 
14 
2 
12 

All 0 
0 
0 
0 

Fire pic 
0 
0 
1 

Nato symbol 
6 
6 
24 

2D icon 
2 
0 
14 

Unit picture 
P00003 
P01001 
P00024 

Victory Points 
3 
2 
5 

Unit type 
33 
33 
33 

Carry/tow 
0 
0 
16 

Indirect fire 
1 
1 
1 

Digging in 
16 
72 
0 

Targeting 
15 
15 
15 

Start year 
41 
39 
39 

Start month 
8 
9 
9 

End year 
43 
41 
45 

End month 
12 
12 
5 

Front armour 
4 
3 
43 

Side Armour 
1 
1 
33 

Rear Armour 
1 
1 
12 

Unit name 
T-60 M40 
Tankettes 
PzKpfw IB Light Tanks 
T-80 HBT 

Short unit name 
T-60 M40 
Pz IB 
HBT T-80 

Below is a example of what a line of data from a platoon##.oob file might look like.  Each number in the line represents a data field.  The text at the end separated by commas are character fields representing unit name/information.

P01001 6 6 16 25 0 100 38 0 0 0 6 14 23 0 1 6 52 P00001 12 4096 8 3 264 15 41 1 45 5 40 30 25

Kiev-Class Carrier , Cruiser Carrier , 

Each data field detailed by the table corresponds to one of the data fields.  For example, the Unit Number, P01001, is the first entry in the line of data.  The similar entry P00001 tells the program what set of 3D graphics files to use to represent the unit on the 3D map.  Each platoon type must be represented by a unique Unit Number.  But several different platoons often share the same set of 3D graphics files.  For example, you could have three different truck units represented, example P01037, P01038, P01039, each being exactly alike except for the strength of the unit.  But each could use the same P01037 graphical file set.

Step-by-step on how to create a new Soviet truck unit from a pre-existing Soviet truck unit:

1. Using a text editor, open platoon00.oob.

2. Look for Unit Number P00044. 

P00044 6 0 1 0 0 0 60 12 6 3 4 3 0 0 0 10 33 P00044 1 48 8 0 0 0 39 11 46 9 0 0 0 Trucks , Trucks , 

3. Copy the line of data to the paste buffer and paste it right below the original data line so that there are two P00044 entries.  

4. Change the unit number of the second line to one which is not already in use.  For this example use P00076.

P00076 6 0 1 0 0 0 60 12 6 3 4 3 0 0 0 10 33 P00044 1 48 8 0 0 0 39 11 46 9 0 0 0 Trucks , Trucks , 

5. Since the goal is to create a new truck unit that has a different number of trucks than the first truck unit, change the "6" in the strength field to "4".

P00076 4 0 1 0 0 0 60 12 6 3 4 3 0 0 0 10 33 P00044 1 48 8 0 0 0 39 11 46 9 0 0 0 Trucks , Trucks , 

6. Save changes and exit the file.

7. Rename the file so that it meets the DOS naming conventions of no more than 8 characters in the name.  Example:  Rename platoon00.oob to platoon0.oob.

8. Move the file to the same director in which the encrypv1.exe resides.  Initiate the encrypv1 program and name the encrypted output file platoon0.obx.  Make sure to use the East Front encryption method.

9. Rename both files to platoon00.oob and platoon00.obx respectively.

10. Move the two files back to the East FrontII folder.  They will overlay the pre-existing platoon00 files.

11. You now have two types of truck units.

Other updates and unit creations are variations to these.  Some require that new bmp and bit files be made.  

3.  Graphics Files and Unit Types.  It is usually best when creating new unit types to just find a graphical .bmp and .bit file from a similar unit and use it.  If one is gifted in the area of computer art, one can take a pre-existing graphical image and make changes to it and use it.  Another source of 3D graphics files is the TOAW family of games.  

For 2D graphical representation, the highlighted red number represents the NATO symbol used in the zoomed out 2D setting, and the blue number represents the image used for regular 2D settings.  Each number corresponds to an icon image found in the icon2d03.bmp file.  This is the icon file I use for my Axis Soviets in West Front.  "33" refers to image number 33 that is found amongst the small vehicle silhouettes.  

P03044 6 0 1 0 0 0 60 12 6 3 4 3 0 0 0 10 33 P03044 1 48 8 0 0 0 39 11 46 9 0 0 0 Trucks , Trucks , 
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Each silhouette is numbered starting with "0" and going all the way through to the last.  There are 12 images in each row.  So for a truck, image 33 is in the 10th image in the third row next to the wagon.  The NATO symbols work in the same manner and can be found in icons2d.bmp file contained in each of the Campaign Series Games.  This is a file filled with the Soviet and German 2D image silhouettes and all other image icons commonly used by all of the national armies.

One other file that needs to be addressed is the weapon.pdx.  This is the data file that contains all of the firing data for each platoon.  Open the weapon.pdt file.

Each platoon is represented by two lines of data.

P00125 26 24 22 19 16 13 10 7

12 12 11 11 10 10 9 9 8 8 7 7 6 6 5 5

In this example, corresponding to the Russian obr 38 76mm AA Gun, P00125 is the unique Unit Number corresponding to an entry in the platoon00.oob file.  The remaining values represent the attack factors used at various ranges against enemy units.  Each entry corresponds to a distance in hexes from the target unit to the firing unit.  The first line corresponds is used to attack hard targets like armored vehicles or units in pillboxes.  The second row of numbers are the attack values used against soft targets like infantry and trucks.  P00125 has a max range of 8 hexes against hard targets and 16 hexes against soft targets.  For new units, if the weapon used by the unit is the same as that used by another, one simply needs to make a duplicate entry for the new unit.  But the unit has a set of weapons like no others, one has to come up with new values to correspond to the new weapon's range and attack values.  Once the entry is made, the weapon.pdt file is saved the run through the encryption program to generate the new weapon.pdx file.
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