Welcome to WFHFM-B Release 1


The main reason for this new WFHFM-B1 patch is to reflect accurate British planes for the British sector. These new planes consist of the Nieuport N16, Nieuport N17 w/Lewis, Nieuport N24 w/Lewis, Airco DH5, SPAD VII (150 HP), and Sopwith Dolphin.  You will need the associated WFBr1LoR plane patch to correctly show the new planes and changes . 

Changes to WFHFM-B1 from WFHFMF1.1

1. Changed Fmparam3.dat to reflect the new planes FMs: N16, DH5, SPAD VII (150 HP) and Dolphin.

2. Changed Acspecs3.dat file to reflect the single Lewis MG versus Vickers MGs for Nieuport N17 and N24.

3. Changed Cockpit.dat file to show MPH gauges for all the British planes, and left the normal inaccurate gauges for Germans. I have also included an accurate cockpit file named “cockpitMPH.dat” for those wanting to see real speeds and climb rates for the Germans. You need to just swap “cockpit.dat” files, i.e. name original cockpit.dat file to “cockpitKPH.dat” and then rename “cockpitMPH.dat” to cockpit.dat for this to work.

4. Changed Damage files for DH5 and Dolphin to reflect correct planes. If you substitute Uhlan’s DM’s for mine, you will have incorrect DH5 and Dolphin damage files.

5. Updated Historical Information below to reflect new planes.

Suggestions: I failed to mention some thing in the first WFHFM-F1 release, and that is the “Enemy AI Skill Factor” slider setting. This slider can be found under the Realism Setting menu. These planes FM’s were developed at ~105% with all Realism turned on and with Balanced Instruments (I have to read the gauges to get the FM correct). If your AI planes (Scouts or 2 Seaters) are acting strange or weird, and you have your slider above ~105% with Balanced Instruments, you should move this slider (probably down) and see if this affects the AI’s behavior.

Learn to use your rudder when taking off and landing, with the planes having real and historic flight parameters you can not just hop in, take off and land like the weak original S/D FM. You must learn to land correctly. One of the ways that the real pilots did it with their rotaries was to cut your engine as you touched down and just “blip it” to keep moving toward the hangers.
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Original WFHFM-F Release 1

This Western Front Historical Flight Model-French 1 package (or WFHFM-F1 for short) was put together for a better and more historical SP enjoyment of the 22 flyable planes (it can be used for MMP too). A future WFHFM package will correct the two seaters too. This WFHFM is for the standard RB planes as well as for the French or Germans flying against the French (the standard RB game uses the French version of the Nieuports). I also have a slightly different FM patch (WFHFM-B1) for specifically playing the British or Germans flying in the British sector because the British used a different SPAD VII and Nieuports than the French. The three major components of this package consist of the Damage files, the Acspecs3 file and the Fmparam3 file for use in the Authentic mode only.


The DM files are originally from Beery’s BSP2 Final EM patch. These DM’s are a little tougher than the normal RB3D DM files because the pilot, engine and gas tank hit boxes have been shrunk to a more realistic size. The planes also will take more damage because unless you hit the pilot, engine or gas tank and started a fire, a WW1 plane took a lot of bullets to bring down because the bullets would just pass through the canvas. These DM’s also activate the forward machine guns on two seaters with machine guns in conjunction with the Acspecs3 file, which the standard S/D DM’s will not do.


The basis of the Acspecs3 file comes from my original WFLSFM1 release. I have tweaked the file a little more to take advantage of the all the work that I did in this Fmparam3 file. I also corrected all the ammo loads and adjusted for the difference between the German MG’s and Allied MG’s. The German MG’s had a higher muzzle velocity versus the Allied MG’s. As a result I have a smaller (more accurate) shot pattern for the German MG’s, which makes a difference against a moving target.


The basis of the Fmparam3 file was originally Midnitmike’s great MMP file. I changed the file by putting in the historical (1) Gross Weight, (2) HP, (3) Endurance Range, (4) Max Level Speed at GL and (5) Climb Time to 2000 meters. I have also corrected other flying parameters that S/D modeled incorrectly, such as planes that do not have vertical stabilizers are twitchier than those that do have vertical stabilizers, which are more stable. The planes (in my and the Beta testers opinion) fly far more realistically than before and this includes both “powered” and “non-powered” flight. In fact you may see the planes do things that you never imagined possible except for real planes under this FM versus the S/D original FM.


I have included a Cockpit file that sets all planes Air Speed Indicator’s in MPH so you can see the true speed of the planes in MPH since the German and French metric ASI gauges are not consistent. If you remove or rename this file, your German or French metric instruments are off and will read faster than the planes are actually flying. It does not change the speed of the planes in the FM, just the visual cockpit instruments. Another future project is to make a consistent metric ASI for the French and German planes.


I would like to thank Beery for his DM’s, Midnitmike for his Fmparam3 file, and assistance as well as Bluevoss for his assistance on the Fmparam3 file. I would also like to thank my Beta testers LNJr, Pat Wilson, Scrowler and especially Dean Dingman (who is also a pilot and confirmed the planes real aero maneuvers) without whose help this FM would not be as realistic. And last, but not least I would like to thank the people who provided me with plane specs that I did not have or were incorrect, especially Lord Byron and Ted Harrity, with out that information, this could not be a true historical FM. Please enjoy this flight model and let me know what you think either on Delphi’s Flight Sim Forum or by e-mail to (evanhorn@sc.rr.com).
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UPDATED HISTORICAL INFORMATION:


WARNING !!! Having real historical parameters makes these planes fly more realistically and historically. You will definitely be able to tell the difference when you fly this FM versus the S/D original FM’s and all your favorite planes may not fly exactly the same way as before. When I built each plane’s FM, I used the model of each plane that was (1) most common and (2) the fastest, which was normally the most common model too. The only exception to this is the Fokker DVII that is really the DVIIF model with the 185 HP BMW engine and they were only the last 1/3 of all the DVII’s made before the war ended. I have also corrected other flying parameters, such as planes that do not have vertical stabilizers (more twitchy) versus those that do have vertical stabilizers (more stable). Certain planes will now slideslip just like their real counterparts due to their weight, climb rate and speed. You will also notice that since all the WW1 planes in RB are “tail draggers”, the higher you go the less forward stick you must apply until you reach a neutral stick altitude like the real planes.


The numbers for each plane listed below are in the order of Gross Weight, HP, Endurance, Max Speed and Climb Time to 2000 meters (in minutes & seconds). I have also included comments on historical flying of the planes. These numbers were researched extensively before I started this FM. I tried to confirm all numbers from two or more sources before I used them because you can find a great deal of variations on WW1 plane performance numbers. Some numbers like the climb time for the Dr1 are compromises because the climb time numbers varied so greatly and I had to go with logic and common sense.

GERMAN:

Fokker EIII: 1342 lbs.; 100 HP; 1.50 hrs.; 87.5 MPH; 12m 30s
This plane was a “stalking” fighter, it was deadly against slow two seaters, but was not maneuverable enough against true Allied fighters. This plane did not have a vertical stabilizer, only a rudder, so it is more “twitchy” than S/D’s original FM.

Halberstadt DII: 1606 lbs.; 120 HP; 1.50 hrs.; 93 MPH; 9m 0s
This plane was a turn fighter that could hold it’s own against the Morane and DH2. The reason that there were not many around was (1) a small company producing them and (2) Germans generally preferred the “slash and dash” Albatros type plane versus a turn fighter. This plane did not have a vertical stabilizer, so it is more “twitchy” than S/D’s original FM.

Albatros DII: 1954 lbs.; 160 HP; 1.50 hrs.; 109 MPH; 9m 30s
This was the first of the “slash and dash” fighters because it had 2 MG’s and was faster than the other Allied fighters of the period, but it was not as maneuverable as the Halberstadt DII, Nieuports or DH2. It is stronger in a dive than the later Albatros’s with their sesquiplane configuration.

Albatros DIII: 1944 lbs.; 160 HP; 2.00 hrs.; 110 MPH; 7m 9s
This plane was an attempt to make the Albatros more maneuverable like the Nieuports. When they installed the sesquiplane configuration, it made it more maneuverable, but at a cost of lower wing strength. The fastest climbing Albatros.

Albatros DVa: 2034 lbs.; 180 HP; 2.00 hrs.; 117 MPH; 8m 3s
A nice handling plane, but the Germans pilots were disappointed because it did not climb faster that the DIII. It had slightly stronger wings than the DIII.

Fokker Dr1: 1289 lbs.; 110 HP; 1.50 hrs.; 112 MPH; 4m 30s
This plane is extremely maneuverable and can “climb like a monkey”, it just can not dive fast because of all the lift. The climb numbers are a compromise because you can find climb times to 2000 meters that go from 3m 45s to 6m 30s. I compromised on 4m 30s because it makes it the fastest climbing plane until the DVIIF comes along. This plane did not have a vertical stabilizer, and it was the only plane that S/D modeled correctly in this aspect.

Pfalz DIIIa: 2032 lbs.; 180 HP; 2.00 hrs.; 115 MPH; 7m 10s
This is actually the faster 180 HP DIIIa versus the slower 160 HP DIII because only about 250 DIII’s were made versus about 750 DIIIa’s. This plane is not as maneuverable as the Albatros DVa, but it can climb faster and dive better, and it is great for balloon busting.

Pfalz DXII: 1984 lbs.; 180 HP; 2.50 hrs.; 118 MPH; 6m 55s
A decent plane, but totally outclassed by the Fokker DVIIF. Another great balloon buster.

Fokker DVIIF: 1870 lbs.; 185 HP; 1.50 hrs.; 124 MPH; 4m 0s
This plane is not the fastest or most maneuverable, but it is the best all around plane, bar none in the FM. After flying this plane you can now understand why the Allies demanded every one of them from the Germans after the war. The AI flies this plane better than any other plane in the game too.

BRITISH:

Morane Bullet: 976 lbs.; 80 HP; 1.50 hrs.; 90 MPH; 10m 0s
This plane was faster, had a better rate of climb and was more maneuverable than the Fokker EIII, but not many were used by the British. When the DH2, Bristol Scout and Nieuport N16 were developed, the Bullet was discontinued in the RFC. This plane originally had a Hotchkiss or Lewis MG. Since RB does not allow you to model a Hotchkiss MG, I had to use a Lewis MG instead which still makes you reload versus a continuous fire Vickers.

Nieuport 16: 1212 lbs.; 110 HP; 2.00 hrs.; 103 MPH; 5m 50s
The British never used the N11, they used the N16. It had the wings and fuselage of the N11, but the 110 HP engine of the N17. As a result, it was very maneuverable and had a fantastic climb rate for it’s time, but still suffered from the N11’s weak wings. This plane did not have a vertical stabilizer, so it is a “twitchy” plane.

Nieuport 17: 1234 lbs. 110 HP; 1.75 hrs.; 103 MPH; 6m 50s
A better plane than the N16, the wings were strengthened, and it had the same speed, slower climb, but was more maneuverable than the N16. This plane did not have a vertical stabilizer, so it is more “twitchy” than S/D’s original FM. British used a single Lewis MG versus a Vickers MG

Nieuport 24/27: 1205 lbs.; 130 HP; 1.50 hrs.; 107 MPH; 5m 40s
This is the best of the sesquiplane Nieuports, but the Allies had decided to go with speed versus maneuverability by this time of the war, so the SE5a replaced it in the RFC. Both the 24 and 27 had virtually the same specs. British used a single Lewis MG versus a Vickers MG.

Airco DH2: 1438 lbs.; 100 HP; 2.45 hrs.; 93 MPH; 12m 0s
This plane helped end the EIII’s “Fokker Scourge”, but was outclassed when the Albatros DII debuted. If you get to low in a dogfight, it will take you a while to recover altitude and this can be deadly as Maj. Hawker found out against MvR.

Airco DH5: 1430 lbs.; 110 HP; 2.75  hrs.; 113 MPH; 6m 55s
This plane was developed to have the forward view advantage of the DH2 pusher and the performance advantage of a tractor engine. This was a great concept, but had problems. Pilots did not immediately like it due to it’s unconventional looks and it suffered from sever engine vibration. By the time the engine vibration problem was cured, time and technology had pasted it by and it was relegated to ground attack. It excelled in this roll due to the fantastic forward view, which ironically did not make it popular in the first place. 

SPAD VII: 1554 lbs.; 150 HP; 2.66  hrs.; 120 MPH; 6m 40s
The British used the early 150 HP SPAD VII. Since the French were concerned with providing enough planes and engines for their own air force the British did not receive many SPADs from the French. This plane is the first of the “boom and zoom” planes, it has good climb, dive and level speed, but it is not as maneuverable as its contemporaries.

Sopwith Pup: 1225 lbs.; 80 HP; 2.00 hrs.; 108 MPH; 7m 33s
This is a very easy plane to fly with few vices and was well like by the British pilots. The speed was a compromise between several sources that gave the max speed as either 104 MPH or 111 MPH. I compromised and chose 108 MPH because it was suppose to be slower than the Albatros.

Sopwith Triplane: 1533 lbs.; 130 HP; 2.00 hrs.; 120 MPH; 6m 33s
When you fly this plane you can understand why the Germans were so impressed and wanted to copy it.

It is very maneuverable and if you want out of a fight, just climb away from your enemy.

Sopwith Camel: 1450 lbs.; 130 HP; 2.50 hrs.; 115 MPH; 5m 0s
If you like maneuverability, you will love this plane, it just does not have great speed to escape.

Sopwith Dolphin: 1960 lbs.; 200 HP; 2.00 hrs.; 125 MPH; 6m 10s
This was a very good plane, but was doomed from the beginning. It was developed to use the H-S 200 HP inline engine, but the SE5a used the same engine and was given the lion’s share of these engines. The second problem is that the RFC had already determined that the SE5a was going to be the stable gun platform of choice versus the Dolphin. The pilots that flew this plane reported that it was as nimble as the Nieuports and could out fly the SE5a’s in mock combat.

Sopwith Snipe: 2008 lbs.; 230 HP; 3.00 hrs.; 121 MPH; 5m 10s
This is suppose to be an improved Camel and easier to fly, but the additional weight did not help.

Royal Aircraft Factory SE5a: 1994 lbs.; 200 HP; 2.50 hrs.; 134 MPH; 6m 0s
This is the British version of the “boom and zoom” planes. It has great dive, level speed and is a little more maneuverable than the SPADs; it just does not have as good a rate of climb. Most British pilots preferred the SE5a (once the engine problems were resolved) versus the Camel because it was quieter, more forgiving and faster so they could break off an engagement at will.

INSTALLATION:

1. CAMPAIGN MANAGER (Recommended): Set the install directory to your CM Patch directory and continue the install. The install program will setup additional folders and copy in the files required. After the program is finished you can run the CM and add the WFHFM-B1 patch to your Red Baron.

2. WITHOUT CAMPAIGN MANAGER: Back up your simpatch files. Set the installation directory to your Red Baron Data folder and continue the install. To remove the files, run the uninstall from the Control Panel Add/Remove Programs and then copy your backed up files to the simpatch folder.

DISCLAIMER:

Use these files at your own risk. These files will not in any way harm your computer. If, however, you somehow ‘imagine’ they have, I accept absolutely no liability.
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