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Scharnhorst1943 

Mon Dec 17, 2007 11:24 am 

Sorry for the name, LOL, but anyway. 

First off, what this thread is going to be about is:

1) How to set up DCG and get it started

2) How to tweak DCG to custom fit it either for your computer or for your own personal taste

3) How to edit the DCG campaigns that are already provided

4) How to create your own campaign from scratch, and how to make it so that a certain side will always or usually win a map.

Any and all questions are welcome. I want to ask that this thread be specifically for people who want to know more about DCG, or are frustrated with DGen and want to give DCG a try. I want this to be for those who are interested, so please leave any anti-DCG flaming BS out.  If you are against DCG, great. More power to you and your opinion. Not in this thread please.

OK, now that that is out of the way, lets start with part one.

1) How to set up DCG and getting started. 

If you do not have the DCG program, you can get it here: http://www.lowengrin.com/download.php?view.120. So what is DCG? DCG stands for Dynamic Campaign Generator. It is a wonderful little program created by Paul Lowengrin. Essentially it is a replacement for DGen. What DCG does is simply generate missions. So when you are in your game, and you complete a mission, IL2 calls DCG for the next mission. DCG generates the next mission, and then IL2 loads it. That simple. What sets DCG appart from DGen? Several things. Basically, DCG gives you more options, and tries to maximize the use of cool things in the game. So DCG lets you choose what time of day you fly, or randamizes it, DCG also randomizes the weather so you could fly in clear, cloudy or thunderstorms. Also, There are random # of flights generated per mission. There is ALWAYS something going on in the mission other than what your flight is doing. 

Now, once you have the program downloaded, unpack the RAR file to your desktop. Now cut and paste this folder inside your IL2 game folder. Now go into the DCG folder inside your Il2 folder and run the DCG.exe. In the window that pops up, you are being asked first, "Where is IL2 on your computer?" and secondly, "Where is DCG on your computer?." Go to the appropriate exe's and hit OK. The DCG window should now be open. In this window, go to the top menu bar and go under "Mode" and in the drop menu select, "Offline-Career (Full Auto Generation)" and "Replace Career Generator (DGen)". Now you need to start IL2 and start a campaign, it does not matter which country, just generate a campaign. The purpose is that there must be a campaign to tweek DCG.

Now go to the DCG window and on the same upper toolbar, go to the "options." I recommend checking the following settings:

Active Front - This shows static objects and you could see battles at the front when two tank columns intersect ...

Air Starts - Allows AI squadrons to start airborne. This may allow for an unexpected scramble mission ...

Delayed Start Times - This lets airfields spawn flights throught the mission. If this is unchecked, any flights that cannot fit on a runway will start airborne at that runway. 

Normandy British Base - This uses the Normandy map that has the little British Island. I like this because it lets me takeoff and land every mission, to each their own

No Transfers -This keeps a squadron at an airfield until it is overrun, or the front gets outside of the action radius

Paratroopers and AI Chutes -If you have a lower end machine, don't check this. This allows transport aircraft to do paratrooper drops if it is in the campaign.

Other options are:

Aircraft Downgrades - If a squadron suffers heavy losses, and cannot put up a full flight of aircraft, that squadron will fly the downgrade plane until it can put up a full flight. So if the plane is a F6F Hellcat, the downgrade would be an F4F4 Wildcat.

Historical Production Dates -This only allows planes to be available during historical dates. If before a set date the downgrade will be flown. If unchecked, any plane can be available at any time in any campaign. Which can be good for say, mimick aircraft ...

Massed Bombers -If this is checked, any heavy bomber squadron will ALWAYS spawn four flights of four planes. It will also always start airborne. If unchecked, the number of planes will be that same for any other squadron.

Ships Remain Sunk -Any ship sunk will stay sunk and not respawn. I don't recomend using this one, because if the Germans sink the Transports, they could cause there to be no Invasion of France ...

Primary Objectives -If checked, you cannot proceed to the next mission if you do not complete your prime objective. If unchecked, you can advance to the next mission as long as you survive.

Stats Reset on Death -If you die, your stats are reset and you just go to the next mission. If unchecked, you must repeat a mission if you die to keep your stats.

DCG Panels and conditionign DCG

Now go back to the DCG window. There is a row of icons in the upper portion. Click the first one. This is the settings panel that covers basic DCG operations. These settings will be set in all campaigns. If you have a lower end computer, you need to turn down the number of flights. So the top left drop box is the flight density per mission. If set to full, every squadron in a campaign will fly every mission. Other settings are percentages, so by turning it to a lower setting, each squadron may have say, a 70% chance of flying each mission. I recommend heavy or moderate, depending upon your machine. Column density is the number of tanks, vehicles, trains and ground units that appear. I highly recommend leaving this on full. For Stationary object density, I need to explain. At each location in the map, there are static objects underneath buildings so that bombers will destroy the factory buildings. Stationary Object Density is how many of these objects show up. I recommend leaving it set to full, but if you have a low end machine turn this option down, but NEVER off. You will need static objects. Action radius is a circle of X distance from your airfield in which static objects appear and can be attacked. If you want shorter missions, shorten the action radius. For longer missions with more target opportunities, make it larger. Time passage by default is one mission per day. You can change it so that you fly several missions per day or one mission every 2 or three days. Max flights per squadron is how many flights fly for each squadron per mission. I recommend two. The other boxes are how many planes make up each flight. I recommend four. 

If you can get this done, you can then go in and start up a campaign and see what it is like. There are more options to edit, and I will go over them in the next post. If there are any questions, launch em in here, and I will get back to all those questions later tonight.

Scharnhorst1943 

 Mon Dec 17, 2007 4:53 pm

Uther wrote:A good idea this thread! How does installing dcg affect other campaigns already being flown in the game?

DCG will totally replace DGen. You can do one or the other. But do not get discouraged, because you can switch back and forth with a simple click. So you can't play your DGen campaigns while using DCG, but you can switch modes and continue them. That or you can let DCG take over your DGen campaigns, because that is what it was originally intended for. However, there is a little bit of tweaking to get DCG to takeover every stock DGen campaign. What you have to realize is that DCG comes with its own maps and campaign defaults, which are different from DGen. 

So let me explain what I mean when I say, "Map." DCG has what are called "Master Maps." If you look at them in the Full Mission Builder, you will see one of the maps in game, with static objects placed under factory buildings, static railroad cars at train stations, AA protecting "locations" and off in a corner you will see every ship, plane or armour/vehicle used in that campaign. These are the defaults. The planes in that map are the squadrons used, with set difficulty settings and skins. So when the game loads a campaign for a certain "Map," It uses those ships, planes and squadrons and tanks to advance the campaign. DGen has something kindof like this, except DCG is MUCH MUCH more easy to edit and change. All you have to do to change a plane type in a campaign map is open the master map in the full mission builder, change the plane type and save. BAM! DONE! NEXT! 

So to answer your question, you will not be able to continue your current DGen campaigns, but don't delete them because you can switch back and continue them later if you wish.

Scharnhorst1943 

Mon Dec 17, 2007 5:12 pm 

Further Explanations of DCG editor panels.

In the above post, I explained the generic campaign settings, like how many missions per day, how many flights per squadron, exc... Now let me go into more cool / more indepth stuff.

Aircraft Class Settings - this is the second icon on the top bar from the left. This panel describes EVERY plane in the game. In this panel you can change the type of the plane (bomber/fighter/dive-bomber/...), how high it flies, how fast the cruise speed is, What its payload is for each mission type, WHETHER IT IS FLYABLE IN CAMPAIGNS OR NOT, and what dates it is available in the campaign.

Squadron Editor PAnel - This panel is used to edit squadrons in a specific campaign. In order to tweak this you need to open the campaign file by clicking the open button, then navigating to, "Il21946/Missions/Campaign/*Nation Abreviation*/DGen_*X*_*MapName*" and open the squadrons file. In this panel you can change what airfield each squadron is based at, what skin each squadron is using, what aircraft each squadron is flying, the skill of the squadron, how many planes available in the squadron, and you can give any pilot in the squadron a custom skin.

Ground War Editor Panel - In this panel, you can change the date of the campaign, where the supply locations of each side are, you can change alliegence of any location to make it red or blue, you can add troops to defend each location (this is not litteral troops, but an abstract concept)

This panel is used to change where the front lines are.

Ground Objects Editor - In this panel you can change the ship types/tank types of any vehicle available in the campaign. You can also change static objects and where they are located too.

Waypoint Settings Panel - This is for very advanced users. Leave it alone.

Custom Mission Selection - Here you can Generate a mission for a campaign after you have done all of your changes. More options here are varying types of weather and times of day. Set start/end time to random for best results as well as best weather to clear and worst weather to T-storms. You can also edit cloud height, intercept chance, and pick a mission type and location for target. If you just save the settings and then exit, the next mission will use the saved settings. If you save and then generate a mission, when you go back and load your campaign, the mission will be updated. 

*Note - You do not need to generate a mission each and every time. Generate it once, and from then on when you complete a mission it will be automatically generated.

Scharnhorst1943 

 Sat Dec 22, 2007 1:04 am 

Oh well, I will start the in depth tutorial I guess. But in order to do it, I have decided to start a map from scratch, and walk through making one map step by step. I will post everything in here in a way that you all can copy it and paste it into ".mis" files and open it up in the FMB to see what I am doing. The map we are going to make is the Ardennes map. So, here goes:

The first thing you need to do is start up IL2 and go to the Full Mission Builder. This is where most of the work is done to make these campaigns, but don't fret, it is not that hard  .

So, in the full mission builder, load the Ardennes map. The first thing you need is a road network. On the map you will need to decide where the two supply locations are going to be. So for simplicity sake, lets choose St. Vith as the German base, and Eindhoven Airfield as the French base. Now what you need to do is have a road network that travels from St. Vith to Eindhoven Airfield. However, you need to stop at each location you want in your campaign. Also, one other thing to keep in mind: You may want two or three different routes that lead to the enemy supply, this way you get random outcomes, or the two sides don't clash and never get anywhere. 

Road Routes - Things to remember when making road routes: When dealing with bridges, you need 5 waypts from the start location to the bridge, then 5 waypts from the bridge to the next bridge or location. If you want the bridge itself to be a location, you need to put 2 waypts after the bridge, then when starting at the bridge you need 2 waypts before it. So for example, you start your road at St. Vith and it goes south to Clerveaux Bridge. You need 5 waypts from St. Vith to the bridge and 2 waypts after the bridge. For the next part of the road, you need two waypts before the bridge and 5 waypts to the next location. If you wanted the road to continue past the bridge into the town, then you need 5 waypts from St. Vith to the bridge, then 5 waypts from the bridge to the town. 

The last two waypts of the previous road section and the first two waypts of the next road section need to go in the same general direction.

So here is what my .mis file looks like. In the first example I have a road that starts at St. Vith and ends at Veisalm Bridge. Note the aircraft. Later on you will need the bridge number, so whenever you use a bridge as a location, always give a random aircraft two waypts (one a Gattack) and set it to the bridge. If the bridge is not a location, don't bother. In the second example, the road ends at Manhay. 

Example 1: Bridge as location

[MAIN]

MAP Ardennes/sload.ini

TIME 12.0

CloudType 0

CloudHeight 1000.0

army 1

playerNum 0

[Wing]

r0100

[r0100]

Planes 1

Skill 1

Class air.P_11C

Fuel 100

weapons default

[r0100_Way]

NORMFLY 38518.54 37896.34 500.00 300.00 &0

GATTACK 39237.29 37615.85 500.00 300.00 Bridge34 0 &0

[Chiefs]

0_Chief Armor.1-BT7 1

[0_Chief_Road]

52900.16 36900.19 120.00 0 2 2.3611111640930176

52696.64 37088.23 120.00 0 2 2.3611111640930176

52482.84 36896.87 120.00 0 2 2.3611111640930176

51700.41 36900.37 120.00 0 13 2.3611111640930176

51500.00 36700.00 20.00

51100.00 36300.00 20.00

47900.00 36300.00 20.00

47300.00 36900.00 20.00

45900.00 36900.00 20.00

45300.00 37500.00 20.00

43500.00 37500.00 20.00

43100.00 37100.00 20.00

42300.00 37100.00 20.00

41500.00 36300.00 20.00

40700.00 36300.00 20.00

40500.00 36299.34 120.00 0 7 2.3611111640930176

40300.00 36500.00 20.00

39900.00 36900.00 20.00

39700.00 36900.00 -35.00

39300.00 36900.00 -35.00

39100.00 36900.00 20.00

38951.10 36900.49 120.00 0 2 2.3611111640930176

38917.32 36897.47 120.00

[NStationary]

[Buildings]

[Bridge]

[House]

Example 2: Bridge between two locations

[MAIN]

MAP Ardennes/sload.ini

TIME 12.0

CloudType 0

CloudHeight 1000.0

army 1

playerNum 0

[Chiefs]

0_Chief Armor.1-BT7 1

[0_Chief_Road]

52900.16 36900.19 120.00 0 2 2.3611111640930176

52696.64 37088.23 120.00 0 2 2.3611111640930176

52482.84 36896.87 120.00 0 2 2.3611111640930176

51700.41 36900.37 120.00 0 13 2.3611111640930176

51500.00 36700.00 20.00

51100.00 36300.00 20.00

47900.00 36300.00 20.00

47300.00 36900.00 20.00

45900.00 36900.00 20.00

45300.00 37500.00 20.00

43500.00 37500.00 20.00

43100.00 37100.00 20.00

42300.00 37100.00 20.00

41500.00 36300.00 20.00

40700.00 36300.00 20.00

40498.30 36288.18 120.00 0 16 2.3611111640930176

40300.00 36100.00 20.00

39500.00 35300.00 20.00

39100.00 35300.00 20.00

38900.00 35300.00 -16.00

38700.00 35300.00 -16.00

38500.00 35300.00 20.00

37500.00 35300.00 20.00

37300.00 35500.00 20.00

35100.00 35500.00 20.00

34500.00 34900.00 20.00

33300.00 34900.00 20.00

32700.00 34300.00 20.00

28500.00 34300.00 20.00

28300.00 34100.00 20.00

28098.72 33899.89 120.00 0 4 2.3611111640930176

28100.00 33700.00 20.00

28100.00 33100.00 20.00

28098.55 32898.40 120.00 0 4 2.3611111640930176

27900.00 32900.00 20.00

27700.00 32900.00 20.00

27507.46 32902.20 120.00 0 2 2.3611111640930176

27501.31 33081.97 120.00 0 2 2.3611111640930176

27441.35 33153.76 120.00

[NStationary]

[Buildings]

[Bridge]

[House]

So when you are working in the full mission builder, there are two ways of going about making your roads. You can either load the map, and make each road segiment individually, and save each road segiment as individual .mis files with the names of the two locations or you can just do them all in one .mis file. I preferr the first one, because it is really easy to loose track of the names of your road locations. That will come in handy later.

So question to all:

Do I now go into how to combine all of the road networks into DCG's .rds file? Or do I cover all the other types and then go into editing the DCG files later, all at once?

Scharnhorst1943 

Sun Dec 23, 2007 3:42 am 

fly_zo wrote:

Ok , i have question : in the middle of stock campaign if i'm switching planes for my squad back and forth (fighters/bombers)and just generate next mission after it.... does that have any bad influence on progress in campaign?

As far as it affecting the campaign, the answer is yes it can. When you make a map, (Or in the instance here whoever made the default map) it was made with a balance in mind. By switching the plane types it can change that balance. If that balance is what you intend then it is a great thing. But if that change disrupts the balance of the map, then it might force a certain outcome.

With some maps, there is a lot more chance of random or dynamic outcomes than others. On maps that might not have as much leeway, it may be a problem. On maps that have more flexibility with the outcome, the effect may not be as felt.

So to answer, it can, it depends on a lot of deeper circumstances. Let me give you an example. The Midway map. If you change all the Japanese squadrons to fly Kates, and all the American squadrons to fly F4F's, you will probably have the Americans lose the Battle of Midway every time. You could achieve the same effect by making all the US squadrons ACE or VETERAN and making all the Japanese squadrons ROOKIE. This way the US will be more likely to get hits on CV's and sink them.

Scharnhorst1943 

Sun Dec 23, 2007 12:49 pm 

fly_zo wrote

thanks for detailed answer m8 , but i meant changing only player squadron planes.... for example in Coral sea campaign if recco plane doesn't survive mission you never get to attack enemy fleet. So i switched to fly that recco plane and next mission was attack the fleet .... afterwards I switched back to fighters and continue campaign ... is that ok? What I really like to know does such actions influences my progress ( how DCG calculates ranks and rewards ....)

Oh yeah, that would be fine, and won't have much effect on the campaign. That is perfectly fine. As far as calculating rewards, the game still calculates rewards. DCG does not do anything about calculating rewards. So it is simply a straight points value I believe.

Scharnhorst1943 

Sun Dec 23, 2007 9:30 pm 

Now lets look at names of locations for road networks. If you put the following in the name of locations in your map, you can trigger special events. See Below:

X_Factory

X_Factory_District - If you put static objects underneath industry buildings, it will trigger level bombing raids. Level bombers will be assigned to destroy the factory buildings (or objects inside them ). If you place fuel trucks or fuel train cars inside the factory buildings, it will effect the fuel supply system, if you choose to use it. If a fuel truck is destroyed or captured, then that side looses its abaility to advance. So by destroying factories, you could cause armor not to advance.

X_Airfield - This type of airfield supports all types of aircraft. When doing road networks, try and get your road to get as close to one of the runway markers without interfearing with the operation of aircraft taking off or landing. Also remember that whichever icon you put your road to, the planes will ALWAYS spawn at the opposite one to take off. So you have control over which direction planes will takeoff and land.

X_Airstrip - This type of runway does NOT support heavy bombers. It will only support fighters and G-Attack planes. Be careful even with the G-Attack planes, because some of them will still crash on takeing off on the runways.

X_Supply_Depot - This location also triggers level bombing if static objects are place there. It also is a spawn point for tanks/vehicles. If a supply depot is captured, and later on the tanks are destroyed by enemy planes, instead of starting at the beginning, they can spawn at a supply depot.

X_Bridge# - Bridges can be locations. If at an end of a road segiment you need two waypts after. If at the beginning you need two waypts before the bridge. Set a plane to G-Attack the bridge to get the bridge#. If bridges are in the middle of a road segiment, you need 5 waypts before, and 5 waypts after the bridge.

X_Station - These are train stations. Trains can resupply or drop off tanks at stations. However, you must have a X_Station in your road routes and an X_Station in your rail routes for it to work. Additionally, these locations always take the side of the nearest road location. So in your road network, you should have a road from X_Station to X_Factory. If X_Factory is captured, X_Station will take the same side.

X_Railyard - In addition to doing everything that stations do, railyards will spawn trains.

X_Dropzone - Dropzone will trigger paratrooper drops. Paratroopers can capture the location that the dropzone is linked to. So you have a road that goes from X_Dropzone to X_Factory. Transport planes will be triggered to do a paradrop over the dropzone, and X_Factory can be captured.

X_Shipyard - This needs to go into the road network. If you have a harbor with the same name, this will spawn ships at that harbor.

Also remember when you do your road routes, if you have a fork in the road, the path will be chosen randomly. So if you have a road that goes from A_Supply_Depot to B_Factory, and then you have a road that goes from B_Factory to C_Factory and an additional road that goes from B_Factory to D_Airfield, the tanks will choose at random which road they will use.
 

Scharnhorst1943 

Sun Dec 23, 2007 9:32 pm 

I have a question for everybody. When I am in the Full Mission Builder, and I hit "printScreen" to take a screenshot, where do those screeshots get saved?

Lefty 

Sun Dec 23, 2007 9:35 pm 
As a default to your main Il-2 folder with grabxxx.tga files

Scharnhorst1943 
Tue Dec 25, 2007 12:45 pm

lowfighter - thanks for the photobucket tip mate.

So time for some pics. This first is a road route startinga at an airfield. Note that my road begins at the right end of the runway. When planes spawn to takeoff, they will spawn at the opposite or left end. So you have control over how your runways are oriented. 
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This pic is of a depot location. For depot, station, railyard and dropzone locations, it is best to have them tie into the main road route. So your road should go from A_Factory to B_Factory, and you will have road segments that go from A_Railyard to A_Factory, or A_Dropzone to A_Factory ...
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Now for bridges. This first pic is of a bridge in the middle of two locations. 
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Here is a bridge at the end of a location. You need the plane to get the bridge number. I will explain in more detail later on when we make the files for the scratch campaign.
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Here is the bridge starting the next segment of the road network.
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Here is a rail yard to a Factory
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Here is a drop zone to a factory

[image: image7.jpg]T L 8 N






I hope this helps explain what I have talked about. If you guys have any questions, fire them away.

So, ideas to consider when making your road network:

1) You need to decide where the Allied and Axis supply centres are. These are the locations that if captured or destroyed will cause the map to be won or lost.

2) You need more than one main route from one supply centre to the other. This will help so you don't have bunches of armor that clash. If you only have one main route, one side may never be able to get to the other side, and you end up being stuck in stalemate never able to win the map.

3) When making your road routes, don't make them with a lot of locations. If you find yourself making a lot of locations, put in supply depots. When the armour advances, it goes one location per day (if it advances due to supply). If an enemy flight destroys the armour, it starts back at the beginning of the entire road network, and must travel the distance again without being destroyed. If you have supply depots, you can make it so that the armour can spawn closer to the front.

4) Always have rail yard, station and drop zone locations tie into the road network, but never have them be on the main route.

5) if you use the fuel truck system, put several on the map. If you only have one or two and they are destroyed or captured, then it really hurts that side. 

Questions on road networks before we move on.

Scharnhorst1943 

Tue Dec 25, 2007 4:05 pm 

Now that we have covered the road routes, let’s take a look at sea routes.

Sea Routes (.srd) - These are just like road routes, except for ships. Because the waypts are in the ocean, you should have less of them. Just like tanks travel to the next location per mission, ships will go to the next location every mission. There are certain names of locations you can use to do really cool things. You can also set up invasions ... so here are some locations names in the srd file.

X_Harbor - Harbors are a place where new ships can spawn or they can drop off tank units. Harbors can be used to set up invasion points.

X_Seaplane_Base - You need to put routes to seaplane bases in the srd file. Also, one more thing I have learned, you can put a seaplane base ANYWHERE and have it work. DCG will allow seaplanes to take off from any location that is listed as a "harbor." If you set up a seaplane base, make sure it is far enough away from land that AI planes won't run aground and crash.

X_Sea, X_Bay, X_Ocean, X_Strait - These are just a few possibilities you can name waypts in the ocean as stopping points for ships. The longer ships are at sea, the greater chance of getting anti-shipping missions.

You make these just like you would roads. Make sure that the last two of the previous segment and the first two waypts of the next segment are in the same general direction.

Scharnhorst1943 
Tue Dec 25, 2007 4:42 pm

Invasions

If you want an invasion, such as the invasion of Normandy, or even a fictional 1946 invasion of Japan, this is what you need to do in the roads file (.rds).

1) you need a waypt that goes from the beach to a beachhead location. The beachhead location needs to be as close as you can get to the water. Always make sure you go FROM the beach TO the beachhead. The purpose of the beachhead location is to give invading troops and units a "fallback" location in case they get overrun. After this, you can have your beach location network until it reaches the enemy supply zone. If you put static bunkers and pillboxes at the beach, it will be targeted by aircraft too.

2) You need a sea road segment (.srd) that ends at your beachhead location. It helps if you name this sea location a harbour.

Pictorial Example

Beach to beachhead location:

[image: image8.jpg]




Beach to next location in the road route:
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Scharnhorst1943 

Wed Dec 26, 2007 8:51 pm 

So now we have covered sea routes and road routes, lets cover rail routes. When in the full mission builder, trains can only have two waypts. So when you are saving your rail.mis files is really simple. 

Make two waypts that connect the stations or rail yards you want in your campaign. 

Last we come to the .prd file. The PRD file is a patrol box for carriers. Basically, the carrier will sail around randomly inside the patrol box. It will never leave it. Any ships assigned to the carrier will also use the prd instead of the regular sea lanes.

When in the mission builder, choose a static ship to place on the map. Put two down that make half a square. I will explain why when we go to edit the files. But for the prd, place two static ships that form two opposite corners of the box or rectangle you want the prd to be.

Here is a picture of what you should make. The reason you need the two opposite corners is to make a perfect box. Since this is damn near impossible using the FMB, this does it.
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Now here is a picture of the area that is used for the patrol box using the points from above
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Any Questions before I move onto making the files needed using the information from all my previous posts?


Scharnhorst1943 

Thu Dec 27, 2007 2:43 pm 

Everything I have shown you so far has had the sole purpose of getting the data you need. When you save each road segiment as a .mis file, you are saving it to get the waypts. It is the same when you save your sea and rail routes. Once you have each segiment of the road saved as a .mis file and named, so you know what it is, you are ready to make the necessary files. 

*Mapname*.rds - What this file does is hold the waypts for each and every road segiment in your campaign. Remember I told everyone to save each road segiment as a .mis file and name the two locations in that road segiment? This is where it becomes important. 

To make this file, copy one of the .rds files, open it in notepad and save it as your empty template. Copy this file after you rename it to the map name of your campaign. So if you were doing a map in ardennes, you might name your map Ardennes1940 or France or Bastogne1944, or whatever you dicide. *Important Note! - You cannot have a map name that is the same as the default map names that come with DCG. To see what these are, open your DCG folder inside your IL2 game folder, and then open "masters" folder. Any map name the same as any of those map names will cause a crash or error, and your campaign WILL NOT generate.

Open the .rds notepad file and the .mis file of the first road segiment. The structure of the file you are making should be as follows:

[Location_Name to Next_Location_Name]

Waypts

Waypts

Waypts

Waypts

Waypts

[Next_Location_Name to Next_After_Location_Name]

Waypts

Waypts

Waypts

What you should do is put the name of the two location of the road segiment in [brackets]. You need to list the starting one first and the end last. So in the Ardennes map, you have a road that goes from St Vith to veisalm bridge. In the file you would have:

[St_Vith_Factory_District to Veisalm_Bridge18]

Now in the .mis file, scroll down to where it says "chief road", and copy that whole paragraph of waypts and paste them in the notepad file. Be sure to indent two spaces for waypts. [b]Second Important Note - In this file, when you are listing locatoin names, DCG does not recognize spaces. You must put and underscore ( _ ) to represent spaces.

I will post pictures later tonight

Again, any questions please ask. I know not everyone gets this stuff. It took my a long time to figure this out, but I want everyone to know I am here to help. Please ask questions.

Scharnhorst1943 

 Thu Dec 27, 2007 6:42 pm 


When you go to make the .srd and .rls files, you are going to do the same thing as with roads (.rds). you are going to make the waypts in the mission builder, save the mission files, open them up and copy the waypts into your *Mapname*.rds, *Mapname*.srd, *Mapname*.rls underneath the headings that you will make. Again, the headings each set of waypts needs to be bracketed and location names with underscores instead of spaces.

When you get to the .prd file, you will see something like this:

[Allied]

2.6985 64.5587

1.1124 28.5578

2.6985 28.5578

1.1124 64.5587

[Axis]

31.2587 13.2587

12.2365 33.2687

31.2587 33.2687

12.2365 13.2587

These are points on a map. Each point represents one of the four corners of the patrol boxes. There is an allied and an axis box. If you have a map in which only one side has a carrier, the other side MUST have a patrol box, even if they do not have a carrier. In any case, just leave the previous waypts from whatever. Since that side does not have a CV, it does not matter, but there must be a patrol box somwhere. Open up the .mis file that has your patrol box boundries, and copy the locations into the folder. Note - you will need to switch one pair of locations to get they other two corners of the bax since you only put down two corners in your .mis file.

I will copy and paste exact files of this as examples when I get home later tonight.  

Scharnhorst1943 

 Fri Dec 28, 2007 12:53 am 

I was just thinking. Eventually I am going to show you guys how to incorportate any new maps into DCG. You could use the new Normandy map with British coast WITHOUT replaceing the current one or overwritting the old default one.  You guys are going to learn some cool stuff. 


Scharnhorst1943 

Fri Dec 28, 2007 1:00 am 

So in your .rds file, you should have an entry like this for every .mis file you saved while making your routes in the FMB.

[St_Vith_Factory to Veisalm_Bridge13]

52900.16 36900.19 120.00 0 2 2.3611111640930176 

52696.64 37088.23 120.00 0 2 2.3611111640930176 

52482.84 36896.87 120.00 0 2 2.3611111640930176 

51700.41 36900.37 120.00 0 13 2.3611111640930176 

51500.00 36700.00 20.00 

51100.00 36300.00 20.00 

47900.00 36300.00 20.00 

47300.00 36900.00 20.00 

45900.00 36900.00 20.00 

45300.00 37500.00 20.00 

43500.00 37500.00 20.00 

43100.00 37100.00 20.00 

42300.00 37100.00 20.00 

41500.00 36300.00 20.00 

40700.00 36300.00 20.00 

40500.00 36299.34 120.00 0 7 2.3611111640930176 

40300.00 36500.00 20.00 

39900.00 36900.00 20.00 

39700.00 36900.00 -35.00 

39300.00 36900.00 -35.00 

39100.00 36900.00 20.00 

38951.10 36900.49 120.00 0 2 2.3611111640930176 

38917.32 36897.47 120.00 

[Veisalm_Bridge13 to Manhay_Factory_District]

52900.16 36900.19 120.00 0 2 2.3611111640930176 

52696.64 37088.23 120.00 0 2 2.3611111640930176 

52482.84 36896.87 120.00 0 2 2.3611111640930176 

51700.41 36900.37 120.00 0 13 2.3611111640930176 

51500.00 36700.00 20.00 

51100.00 36300.00 20.00 

47900.00 36300.00 20.00 

47300.00 36900.00 20.00 

45900.00 36900.00 20.00 

45300.00 37500.00 20.00 

43500.00 37500.00 20.00 

43100.00 37100.00 20.00 

42300.00 37100.00 20.00 

41500.00 36300.00 20.00 

40700.00 36300.00 20.00 

40498.30 36288.18 120.00 0 16 2.3611111640930176 

40300.00 36100.00 20.00 

39500.00 35300.00 20.00 

39100.00 35300.00 20.00 

38900.00 35300.00 -16.00 

38700.00 35300.00 -16.00 

38500.00 35300.00 20.00 

37500.00 35300.00 20.00 

37300.00 35500.00 20.00 

35100.00 35500.00 20.00 

34500.00 34900.00 20.00 

33300.00 34900.00 20.00 

32700.00 34300.00 20.00 

28500.00 34300.00 20.00 

28300.00 34100.00 20.00 

28098.72 33899.89 120.00 0 4 2.3611111640930176 

28100.00 33700.00 20.00 

28100.00 33100.00 20.00 

28098.55 32898.40 120.00 0 4 2.3611111640930176 

27900.00 32900.00 20.00 

27700.00 32900.00 20.00 

27507.46 32902.20 120.00 0 2 2.3611111640930176 

27501.31 33081.97 120.00 0 2 2.3611111640930176 

27441.35 33153.76 120.00 

The paragraph of numbers is the waypts from the "chief_road" from the .mis file, just like I have on the first page of this thread.

A .prd should look like this:

[Pacific_Ocean] Allied

24538.59 102513.16

104919.65 87033.21

24538.59 87033.21

104919.65 102513.16

[Pacific_Ocean] Axis

-99922.77 -122.10

-99922.77 49939.73

-149740.39 -122.10

-149740.39 49939.73

.srd and.rls should look the same as .rds, except for the names of the locations.


Scharnhorst1943 

 Fri Dec 28, 2007 1:15 am 

Now that we have the roads, sea lanes, rail routes and CV patrol boxes, we can now make a master map file. In the master map file you need to put the following:

1) Static objects underneath factory buildings, aircraft hangars, or any building. Using any static object will just cause the bombers to bomb the buildings. Using static trucks will effect resupply. (like a squadron not getting any planes instead of one plane per squadron per day) Using oil trucks or oil train cars will effect the fuel supply system (causing tanks not to move or squadrons not to fly)

2) Train cars at train stations

3) Anti-Aircraft guns defending any location you want

4) Static Planes at airfields - When you put static planes at airfields, it does not matter what type you put in the map, because DCG will put the plane type stationed at that airfield in the locations of the static planes. So don't put planes inside hangars or nets because if bomber types are used, parts of the plane will be sticking out awkwardly. Only do it if you can orient the largest plane type to fit inside the hangar.

5) Ships, Tanks, Vehicles - Just pick the type you want, quantity you want, and give it two waypts anywhere on the map. Any ships that are placed above a transport sail in the .prd with the carrier. Any ships below the transport ships use the sea lanes.

6) Squadrons in the campaign - Note that all the squadrons you put in the master map are all the squadrons that will be in the map other than player squadron. When choosing squadron names, remember that you need an ENTIRELY DIFFERENT SQUADRON NAME for each squadron you put in the map. Also choose squadron names that you will more than likely not be selecting as your squadron when you start the campaign, otherwise a key squadron may not appear because the player squadron overwrites the other squadron. So if you put JG/I as a squadron of He111 bombers in your map, and when you select to play you choose the same squadron in a Bf109, NO bombers will appear because your squadron of BF109's overwrite them and the Germans are then disadvantaged because they go through the campaign without any bombers ...

One more thing, there are two squadrons designated as Kamikaze squadrons only by DCG. I will tell you which ones they are when I go look it up. I think it is "Test Center" for IJAF and Kutai 601 for IJN.

Important You need to place objects for BOTH sides at EACH location. But only the side that owns that location will have it's objects appear. If the other side captures the location, it's objects will then appear.


HarryM 

Fri Dec 28, 2007 1:42 pm 

This info is just fantastic. I was just making some mods to a campaign (adding airbases). Was able to *sort of* figure it out to get it working but this is a huge help. Some of the oddities (like put the transports after the transports, and the CV group ships before them, never could have figured that out)


Scharnhorst1943 

Mon Dec 31, 2007 6:28 pm by 


Sorry for the delay, but I have been busy with family.

Anyway, to make your own campaigns from scratch, there are some files you need to either create or copy over and empty out to start anew. All of these files you can find in your DCG/Data folder in your IL2 game folder.

Files Needed to Create Custom 3rd Party Campaigns - 

offmap.dcg - this file lists all locations that are used as offmap locations. Off map locations can be airfields or supply locations at the edge of the map. They cannot be captured.

airfields.dcg - In this file, you can make waypts for specific airfields. You need the airfield name and the waypts for takeoff or landing. This is useful to get planes to take off and land without crashing into mountains ...

Maps.dcg - This file lists the mapname you thought up, and relates it to the map it actually uses. For example, if you used the Finland map as the coast of France and Britain, and called the map Britian41, then you would need to list it in the maps file, so that the game loads Finland when it encounters "Britain41"

allcampaigns.dcg - This file lists every map available for a campaign. What this file holds are the starting locations for supply zones and airfields in the map to set up the first mission.

endcampaign.dcg - This file gives conditions for victory for both sides for every map. You can trigger certain locations to end a map, or use the destruction of an object to trigger the end of a map, or you can choose a date to end the map.

grandcampagin.dcg - This file tells what order the maps are played in the campaign. So if one side wins a map, this file tells what map to advance to next. So say the Allies win the Normandy map, this file tells the game to advance to the Ardennes map. You copy the same data from the "allcampaigns.dcg" file so that when the map gets transferred it can set up the first mission of the new map.

armor.dcg - this file lists all types of tanks, and when they are available.

shipnames.dcg - You can edit the list of ship names for each class of ship

The minimum files you need to copy over are:

allcampaign

grandcampaign

maps 

offmap

You will edit these files to incorporate your own data. In my next post I am going to show you how to make all these files to make a scratch campaign.


Scharnhorst1943 

Wed Jan 02, 2008 2:37 am 

So if you had any maps in which there is an offmap location (And some maps HALF to have an off map location to work, like Coral Sea or Midway) you need to put that location into the offmap.dcg file. Just enter the names exactly how it appears, but do not bracket it. See example:

Rabaul

Rabaul_Harbor

Rabaul_Shipyard

Rabaul_Airfield

maps.dcg - For this file, you need to bracket the name of the map, give which direction the axis start at, give what two countries are fighting, and describe the map. Here is an example. Note, to get the number ID of each country, open up the "messages.dcg" file in the dcg/data folder. To get the map path to load, open your Mapname.mis file in notepad, and it will be given to you at the top.

[Burma41]

Load=Burma/load.ini

MapAxis=East

AlliedID=2

AxisID=11

Description=Burma

allcampaigns.dcg - Here is the example. What you need are the map name in brackets, the campaign is the group of maps that it belongs to. You can name this anything. Suggested names might be:

Pacific_Campaign

Europe_Campaign

USN_Campaign

IJAF_Fighter_Campaign

Scharnhorst1943's_Campaign

You can name it anything really, just as long as all the maps that you want to tie into a campaign are all grouped together (Scharnhorst1943's_Campagin). Then you will need to give the date that the map starts, which side is attacking, where the supply zones of each side are, where the main airbase for each side is, and all locations that belong to the attacker. Here is an example:

[PacificIsle42]

Campaign=Pacific_Campaign

Map=PacificIsle42

Date=02/01/1942

Attacker=Blue

Front=Pacific_Ocean

DeHome=Rabaul

RuHome=Townsville

DeBase=JA_Island_Airfield

RuBase=US_Island_Airfield

Locale1=JA_Island_Airstrip

Locale2=JA_Island_Airfield

Locale3=JA_Island_Seaplane_Base

Locale4=JA_Island_Point

Locale5=JA_Island_Point_2

Locale6=JA_Island_Beach

Locale7=JA_Island_Bunkers

Locale8=Rabaul

Locale9=Rabaul_Shipyard

Locale10=Rabaul_Harbor

As you can see, this map is named, "PacificIsle42." It is tied into the Pacific_Campaign and this map starts on 2 Feb, 1942. The Japanese are attacking and the Front lines are at the location "Pacific_Ocean." The supply zones for each side are "Rabaul" and "Townsville" (both of these are off map locations). All locations listed (1-10) belong to the Japanese. You MUST make one of these for Each and every map you do in a campaign.

One more tip about roads, if you want the front lines to be say, between two islands, you can use a ship and make the two or three waypts that seperate the two, and then save the waypts into the X.rds file and save it as a locations (Pacific_Ocean). Then you can set the front lines to be there, and each side will have the island fully belonging to them. If you don't to something like this, you might see wierd things with your front lines. There might be strange pockets of resistance.

Scharnhorst1943 

Wed Jan 02, 2008 6:47 pm by 

The endcampaign.dcg file specifies how each side will win the map. The format for this file is like all the others. You put the mapname in brackets, and underneath you specify the side and victory conditions. There are many ways a side can win a map. Here are most of them:

EndDate=MM/DD/YYYY

EndLocation=Rabaul_Harbor

Destroy="object name" X%

Sunk=CV 100%

Sunk="ship name" X%

So your options are end the map on a certain date. End the map if a specific location is captured. End the map if a object or percentage of objects is destroyed. You can end the map if a percentage of carriers or ships is sunk.

When incorporating campaign ideas, here are some examples. Take the Hawaii map. You do a Pearl Harbor campaign. In your endcampaign.dcg file, you say Sunk=USSIndianapolis 80%. So the campaign keeps going until 80% of the static US ships are sunk. Or at midway, you can just say Sunk=CV 100%. Each side will battle until they have sunk all the other's carriers. The Destroy="object" X% is very usefull for daylight bombing. You can set up a static machine gun or truck under factory buildings, and the campaign will end when X% of the static objects are destroyed. Note if doing this, don't use many resupply columns, or else the game will go on indefinitely. If doing this maybe have one supply column, otherwise use a different victory condition.

When you make this, you need one for red, and one for blue. You will do two or more for each map, one for each victory condition for each side. Here is an example from one of my files:

[Britain]

Campaign=Europe_Campaign

Destroy=GAZ67 80%

Victor=Blue

[Britain]

Campaign=Europe_Campaign

EndDate=02/14/1941

Victor=Red

As you can see here, the Germans win the Battle of Britain if they destroy 80% of the factory building objects. The British win if they can last to the date set above (14 Feb, 1941). Here is another example:

[Norway]

Campaign=Europe_Campaign

Sunk=HMSIllustriousCV 100%

Victor=Blue

[Norway]

Campaign=Europe_Campaign

Sunk=Tirpitz 100%

Destroy=Tirpitz 100%

Victor=Red

In my Norway map, the campaign goes until the Germans sink HMS Glorious, or the British either sink a static Tirpitz or the Sailing Tirpitz. If either is sunk, the map will end and the campaign will adcance to the next map. Here is another one:

[Italy]

Campaign=Europe_Campaign

EndDate=09/01/1943

EndLocation=Italian_Forrest

Victor=Blue

[Italy]

Campaign=Europe_Campaign

EndLocation=Sokovo_Factory_District

Destroy=MG42 90%

Victor=Red

Here the Italians win if they can push back the Americans to the start location, and the Americans win by EITHER destroying 90% of factory building objects OR capturing Sokovo_Factory_District.


Scharnhorst1943 

Wed Jan 02, 2008 7:04 pm by Scharnhorst1943

Lastly there is the grandcampaign.dcg file. This file tells what order the maps are to be played. So if you are doing a Europe campaign, you would make the following maps:

France40

Dunkirque40

Britain40

Norway41

MediteraneanIslands41

Tunesia41

Lybia41

Egypt41

EnglishChannel42

Egypt42

Lybia42

Tunesia42

MediteraneanIslands42

Napoli43

Italy43

Normandy44

Ardennes44

NWEurope44

Berlin45

In the full mission builder you will have already made all of the above maps, with .rds, .rls, .srd and .prd files accordingly. I HIGHLY suggest makeing the allcampaigns.dcg file FIRST, because you will copy and paste most of the information from that file into the grandcampaign.dcg file. The only real difference is the header of the maps. In the header, you are going to say, "previous map to next map, which side wins." so using the above list of maps, you would need to make this in notepad:

[France40 to Dunkirque40] Blue

[Dunkirque40 to Britain40] Blue

[Britain40 to Norway40] Blue

..... (you get the idea)  

Now once you have got a header for all your maps, you simply copy every thing but the header from the all campaign file and paste it below the header in the grand campaign file. So in your allcampaign.dcg file, you need to copy what I have bolded:

[Dunkirque]

Campaign=Europe_Campaign

Map=Dunkirque

Date=05/01/1940

Attacker=Blue

Front=Town_Factory_District

DeHome=Argentan_Factory_District

RuHome=Le_Havre_Shipyard

DeBase=Argentan_Airfield

RuBase=Saint-Paul_Airfield

Locale1=Argentan_Factory_District

Locale2=Argentan_Airfield

Locale3=L'Aigle_Depot

Locale4=Ecouche_Depot

Locale5=Avranches_Depot

And paste it under your header so it looks like this:

[France to Dunkirque] Blue

Campaign=Europe_Campaign

Map=Dunkirque

Date=05/01/1940

Attacker=Blue

Front=Town_Factory_District

DeHome=Argentan_Factory_District

RuHome=Le_Havre_Shipyard

DeBase=Argentan_Airfield

RuBase=Saint-Paul_Airfield

Locale1=Argentan_Factory_District

Locale2=Argentan_Airfield

Locale3=L'Aigle_Depot

Locale4=Ecouche_Depot

Locale5=Avranches_Depot

[Dunkirque to Britain] Blue

Campaign=Europe_Campaign

Map=Britain

Date=07/01/1940

Attacker=Blue

Front=English_Channel_

DeHome=Tallin_Shipyard

RuHome=Helsinki_Factory

DeBase=Tallin_Airfield

RuBase=Malmi_Airfield

Locale1=Tallin_Shipyard

Locale2=Tallin_Airfield

Locale3=Rakvere_Airfield

Locale4=Iyhvi-ahtme_Airfield

Locale5=Lavansaari_Airstrip

Locale6=Seskar_Airstrip

Locale7=Krasnaia-Gorka_Airstrip

Locale8=Borki_Airstrip

Locale9=Location_2

Locale10=Location_1

Locale11=Island_1

Locale12=Island_2

Please note that in the header, it says, [France to Dunkirque], but in the block of data the map to load says =Dunkirque. You need to copy and paste the allcampaign data from the *SECOND* map in your [France to Dunkirque] Block to paste underneath it.

Are there any questions?

vonofterdingen 

 Wed Jan 02, 2008 10:03 pm 

I have some questions. I need to start slow though because I am just starting to work through some of your examples as exercises. I got stumped early because I can't figure out how to set waypoints. I can view objects in the FMB but I can't figure out how to set them into the maps. Did I miss something, or do I need to do some basic FMB study and come back to this?

Again, I really appreciate your doing this for everyone and I don't want to hold up others if my understanding is too basic.


Scharnhorst1943 

Thu Jan 03, 2008 1:51 am 

Not at all vonofterdingen! I can give you some basics right here, and I am absolutely sure that you are not the only one. I am willing to bet there are multiple people that have the same question.  

In the full mission builder, to select an object or unit to place, go to view then objects. A box will appear. Select the type of unit. In order to place static units or waypts on the map, you need to hold "Ctrl" and left mouse click. You must hit Ctrl + Click for each and every waypt. 

When you place static objects, such as static aircraft, you can alter their orientation. You do this with the number pad. Hitting 4/6 is a quick rotate (I think 45 degrees). 7/9 is a slower rotation (I think 30 degrees).

If you go to your config.ini file in your IL2 game folder, scroll down and look throught it, it lists all the shortcut keys to use in the mission builder.

I hope this helps, and fire away any more questions! 


Scharnhorst1943 

Thu Jan 03, 2008 1:58 am 

Aside from answering more questions, I think what I will do is make some maps, or use some maps I have already created, and walk everyone through how I think when I make my campaigns. So I guess I am going to ask you guys what kind of map you want me to walk you through, from beginning to end? We can do:

Pacific Map - involving off map locations, carrier only battles & Invasions

Europe Map - Involving level bombing, factories and railyards, supply locations

Which one do you guys want to do first?


Scharnhorst1943 

Thu Jan 03, 2008 3:13 am 

So we will start with a pacific map. I have just finished a Tarawa map, so we will use it as an example. In this post I will not post screenies, but I will in the next one. First I want to discuss campaign ideas and things to incorporate before we jump in.

Criteria for this map:

1) We need the US to invade the island. So in our roads network we need to set up an invasion of the main island that has the airstrip. 

2) You could use the village huts on other islands as supply huts and put static objects so that they will be targeted by aircraft.

3) We need a carrier patrol box for the US Navy

4) We need to set up any Seaplane Bases, if you want to use them in your campaign

5) we need an offmap supply zone for the Americans, and a sea route from the offmap supply to the island to invade

6) We need to populate our map with bunkers/pillboxes at the invasion beach, static planes at runways and AA defending locations and ships at harbours.

7) We need to add all squadrons that are going to be in the campaign

8 ) we need to add all ships that are going to be in the carrier task force, and all ships that are going to be in the invasion force. Also, if we want, we can have a sea route from a Japanese offmap supply to resupply the island and provide some anti shipping missions.

9) we need to add any tanks or supply vehicles in the campaign.

Any questions on any of these criteria or any other suggestions of things we want/don't want in this map?

Scharnhorst1943
Thu Jan 03, 2008 10:17 pm by Scharnhorst1943
Ok guys, there are alot of pictures in these next few posts, so here we go. 

Like I stated in my previous post, we need an Sea Route from an American Supply zone to the invasion harbor. We can then make another sea route from the harbor back to the supply zone. I recomend putting one location between the supply zone and the harbor. The reason for this is to give the Japanese a chance to sink the transports while making the campaign last alittle longer.

This first picture is what I am talking about. It shows where I am going to put locations and the sea lanes
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When you do this in the mission builder, I suggest making segiments of your road, and saving the segiments as .mis files somewhere. So what you would do is make a road segiment from the US_Supply_Harbor to Pacific_Ocean_1. Save this file. Now delete this segiment and make the next one, Pacific_Ocean_1 to Betio_Island_Harbor. Save this file. Repeat and so on ...

More pictures:
In this picture, I have just combined them for simplicity and so you can see, but what I have done is set two roads that meet at the Supply_Harbor. These two roads are an airfield and a shipyard. If you add the shipyard, you can spawn random groups of ships at random intervals. You can use the other one as either a Seaplane_Base or an airfield, your pick. You can name anywhere a Seaplane_Base and have it actually spawn float planes for takeoff. You DO NOT need a float plane airfield marker. You have the liberty to make seaplane bases ANYWHERE.

In these pictures, I have kept the previous roads in so that you can see. But when you make these on your own, delete the old one and save them in incriments. It will make your life a hell of a lot easier. I promise. But Anyway, the current road segiment is highlited in white, and I have marked the beginning and end locations.
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This should complete the Tarawa.SRD data that we need. Are there any questions on what I have just done?


Scharnhorst1943
Thu Jan 03, 2008 10:41 pm by Scharnhorst1943
So now lets look at the actual Island that will be invaded. Here is the Tarawa Islands, and I have boxed where I want to focus to set up an invasion.
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We have already done the sea lanes, but now it is time to do the roads on the island. Just like I said previously, when Armor invades, it is dumped in the X_Beach location. However, if they do not capture that location the first turn, there needs to be a location to retreat to. So we make a road from the beach to a "beachhead." See my picture below:
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Scharnhorst1943 

Fri Jan 04, 2008 12:58 am 

So that covers the roads and sea lanes. If you want to add a sea route for the Japanese to drop off supplies at Tarawa, you can set one up just like the American one. Also, if you want to use the villages on other islands as supply depots to be attacked, you need to add them as locations. Just put some waypts in the village, and call it X_Supply_Huts or something.

Now that we have all of the waypts for all the locations, we need to make the appropriate files. Go to your IL2/DCG/Data folder, and copy a X.rds, a X.rls, a X.srd, and a X.prd. Copy these four files and paste them into a new folder somwhere. Maybe make a new folder on your desktop and call it Campaign. Paste these into that folder and empty them out (Do NOT empty out the prd file).

Open the X.rds file and go to where you saved all of these .mis files with your road segiments. Find the first location in your road network and open that .mis file. So whith what I am doing, I would open "BetioIslandBeach_BetioIslandBeachhead." (This is what I named my file that contained those two locations). Under the [Chief_Road], highlight and copy all of the waypts. Paste them into your Tarawa.rds file. Now you need to make the header, so it should look like this:

[Betio_Island_Beach to Betio_Island_Beachhead]

35834.34 27001.30 120.00 0 2 2.3611111640930176

35869.53 27077.54 120.00 0 2 2.3611111640930176

35890.85 27105.27 120.00 0 2 2.3611111640930176

35948.43 27110.60 120.00 0 2 2.3611111640930176

35994.28 27102.07 120.00 0 2 2.3611111640930176

35988.43 27112.20 120.00

Now close the .mis file and open up the next one in order, which should be "BetioIslandBeach_BetioIsland" (what I named my file). Make the new header and copy the waypts, so now your file should look like this:

[Betio_Island_Beach to Betio_Island_Beachhead]

35834.34 27001.30 120.00 0 2 2.3611111640930176

35869.53 27077.54 120.00 0 2 2.3611111640930176

35890.85 27105.27 120.00 0 2 2.3611111640930176

35948.43 27110.60 120.00 0 2 2.3611111640930176

35994.28 27102.07 120.00 0 2 2.3611111640930176

35988.43 27112.20 120.00

[Betio_Island_Beach to Betio_Island]

35994.28 27102.07 120.00 0 2 2.3611111640930176

35988.43 27112.20 120.00 0 2 2.3611111640930176

35899.85 27299.22 120.00

Keep doing this for every location in your road network. When you have copied them all, save and close the Tarawa.rds file, after you name it to something similar.

Does everyone understand? You make these waypts in the full mission builder, save each segiment as a .mis file to get the waypts. You open them up and copy them into the DCG file to keep track of the locations. Any questions on this?


Scharnhorst1943 

Fri Jan 04, 2008 3:43 am 

So you do the same thing with the .srd files. Here is a copy of my entire Tarawa43.rds file. 

[Pacific_Ocean to Pacific_Ocean]

39927.00 90074.84 120.00 0 2 8.333333969116211

79973.55 39747.69 120.00

[Tarawa_Island to Betio_Island_Headquarters]

28407.49 29000.12 120.00 0 2 2.3611111640930176

28541.41 29107.91 120.00 0 2 2.3611111640930176

28665.54 29215.70 120.00 0 2 2.3611111640930176

28815.80 29310.43 120.00 0 2 2.3611111640930176

28903.99 29493.35 120.00 0 2 2.3611111640930176

28962.78 29663.21 120.00 0 2 2.3611111640930176

29011.78 29757.93 120.00 0 2 2.3611111640930176

29054.86 29754.47 120.00 0 2 2.3611111640930176

29077.15 29740.80 120.00 0 2 2.3611111640930176

29091.10 29725.38 120.00 0 2 2.3611111640930176

29096.98 29699.68 120.00

[Betio_Island_Beachhead to Betio_Island_Beach]

35834.34 27001.30 120.00 0 2 2.3611111640930176

35869.53 27077.54 120.00 0 2 2.3611111640930176

35890.85 27105.27 120.00 0 2 2.3611111640930176

35948.43 27110.60 120.00 0 2 2.3611111640930176

35994.28 27102.07 120.00 0 2 2.3611111640930176

35988.43 27112.20 120.00

[Betio_Island_Beach to Betio_Island_Bunkers]

35994.28 27102.07 120.00 0 2 2.3611111640930176

35988.43 27112.20 120.00 0 2 2.3611111640930176

35899.85 27299.22 120.00

[Betio_Island_Bunkers to Betio_Island_1]

35899.85 27299.22 120.00 0 6 2.3611111640930176

35802.00 27397.100 120.00

35700.00 27500.00 20.00

35500.00 27500.00 20.00

34700.00 28300.00 20.00

34493.65 28303.67 120.00 0 2 2.3611111640930176

34113.47 28686.90 120.00

[Betio_Island_1 to Betio_Island_Airfield]

34496.18 28307.63 120.00 0 2 2.3611111640930176

34384.62 28414.54 120.00 0 8 2.3611111640930176

34100.00 28700.00 20.00

33900.00 28700.00 20.00

33700.00 28900.00 20.00

33500.00 28900.00 20.00

33100.00 29300.00 20.00

32900.00 29300.00 20.00

32622.12 29305.37 120.00 0 2 2.3611111640930176

32562.60 29407.67 120.00 0 2 2.3611111640930176

32467.74 29415.11 120.00

[Betio_Island_Airfield to Betio_Island_Headquarters]

32562.60 29407.67 120.00 0 2 2.3611111640930176

32467.74 29415.11 120.00 0 2 2.3611111640930176

32232.50 29297.66 120.00 0 4 2.3611111640930176

32100.00 29300.00 20.00

31500.00 29300.00 20.00

30687.46 29300.93 120.00 0 5 2.3611111640930176

30500.00 29300.00 20.00

29300.00 29300.00 20.00

29100.00 29500.00 20.00

29099.96 29686.37 120.00

[Banraeba_Supply_Huts to Banraeba_Supply_Huts]

49039.33 24221.27 120.00 0 2 3.055555582046509

49361.73 24371.79 120.00 0 2 3.055555582046509

49222.88 24186.62 120.00

[Bikenibeu_Supply_Huts to Bikenibeu_Supply_Huts]

67494.55 29174.43 120.00 0 2 3.055555582046509

67566.11 29104.11 120.00 0 2 3.055555582046509

67521.70 29041.19 120.00

[Buariki_Supply_Huts to Buariki_Supply_Huts]

39912.38 76017.05 120.00 0 2 3.055555582046509

39889.70 76091.30 120.00 0 2 3.055555582046509

39890.73 76197.52 120.00 0 2 3.055555582046509

39910.32 76330.54 120.00 0 2 3.055555582046509

40139.14 76133.42 120.00

[Buota_Supply_Huts to Buota_Supply_Huts]

71636.72 33515.55 120.00 0 2 3.055555582046509

71723.56 33472.82 120.00 0 2 3.055555582046509

71708.40 33384.60 120.00

[Elta_Supply_Huts to Elta_Supply_Huts]

57886.74 27260.33 120.00 0 2 3.055555582046509

57972.27 27197.44 120.00 0 2 3.055555582046509

57926.99 27142.10 120.00

[Maraneunka_Supply_Huts to Maraneunka_Supply_Huts]

49110.82 52053.00 120.00 0 2 3.055555582046509

49184.95 52000.68 120.00 0 2 3.055555582046509

49215.47 52044.28 120.00

[Nabeina_Supply_Huts to Nabeina_Supply_Huts]

60761.75 42281.94 120.00 0 2 3.055555582046509

60777.34 42352.06 120.00 0 2 3.055555582046509

60859.15 42445.55 120.00

[Naurabu_Supply_Huts to Naurabu_Supply_Huts]

41774.45 65977.81 120.00 0 2 3.055555582046509

41812.37 65846.70 120.00 0 2 3.055555582046509

41813.95 65777.98 120.00

[Tabiteauea_Supply_Huts to Tabiteauea_Supply_Huts]

65104.28 38822.09 120.00 0 2 3.055555582046509

65207.86 38905.88 120.00

[Taratar_Supply_Huts to Taratar_Supply_Huts]

45105.76 62437.06 120.00 0 2 3.055555582046509

45147.62 62416.13 120.00 0 2 3.055555582046509

45202.37 62354.94 120.00

[Townsville_Shipyard to Townsville_Airfield]

293733.72 200903.47 120.00 0 21 8.333333969116211

294014.63 200622.58 120.00

294295.50 200341.69 120.00

294576.41 200060.80 120.00

294857.28 199779.89 120.00

295138.19 199499.00 120.00

295419.06 199218.11 120.00

295699.97 198937.22 120.00

295980.84 198656.33 120.00

296261.75 198375.44 120.00

296542.63 198094.53 120.00

296823.53 197813.64 120.00

297104.44 197532.75 120.00

297385.31 197251.86 120.00

297666.22 196970.97 120.00

297947.09 196690.08 120.00

298228.00 196409.19 120.00

298508.88 196128.28 120.00

298789.78 195847.39 120.00

299070.66 195566.50 120.00

299351.56 195285.61 120.00

You can copy and paste these waypts into a mission to see where they are. This example is a little different, but basically the same. The difference is that I have added a Pacific_Ocean location to represent the front before the invasion, and I have added all the villeges as locations to be attacked. However, I am calling them Supply_Huts, so they should be thought of as military targets. I was trying to add variety I guess.  . What do you guys think about that idea? Good? Bad?


HarryM 
Tue Jan 08, 2008 2:09 pm
I have a question, on this image, you have the route back to US supply not starting right at betio harbor, but farther away south a bit, or is it "close enough" in this example to betio harbor for DCG to understand that is where it is starting?
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HarryM 
Tue Jan 08, 2008 2:21 pm by HarryM
I am also a little confused by off-map locations, since they have coordinates, I guess these are just "way out" choose a crazy huge number in the general direction you want? So if I want "Tokyo_Harbor" I just put in something like -500000, -500000 and if I want "SanFrancisco_Harbor" 500000 , 500000.
I never tried putting in an off map set of WPs to see what shows up in the builder. Or do you just choose an empty patch in a corner of the map and say "this is Townsville Harbor".

Scharnhorst1943 
Wed Jan 09, 2008 9:49 pm by Scharnhorst1943
<HarryM wrote:I am also a little confused by off-map locations, since they have coordinates, I guess these are just "way out" choose a crazy huge number in the general direction you want? So if I want "Tokyo_Harbor" I just put in something like -500000, -500000 and if I want "SanFrancisco_Harbor" 500000 , 500000.

I never tried putting in an off map set of WPs to see what shows up in the builder. Or do you just choose an empty patch in a corner of the map and say "this is Townsville Harbor".>

-You want to do the latter. Don't use crazy waypts because crazy things will happen. Just choose a corner or edge of the map, and name it Townsville or whatever you wish. Just so you know, Townsville and Rabaul are the default off map locations, but you can add more if you wish. You need to add the location name to the "offmap.dcg" file so it will be treated as an offmap location.


Scharnhorst1943 
Wed Jan 16, 2008 11:33 pm by Scharnhorst1943
I apologize for my absence, but I have been pressed on time due to personal issues. Anyway, I now have the next step, which is making the master mission file. You load up the map and place all static and units in the map. Below I have some pictures to help show what I am trying to say. So in this file, you need to do the following.
1) At all locations in your road network, you can put static objects underneath buildings to be targeted. You can put static aircraft at runways and have them appear at your airfield. 
2) You need to put AA at locations that have objects underneath buildings. Locations like Factories, Railyards, Airfields, Depots ...
3) You need to put all the armor and vehicles in the campaign anywhere on the map.
4) You need to put all of the ships you want in the campagin anywhere on the map.
5) You need to add all squadrons that will be in the campaign.
Here are some pictures:
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Are there any questions?

Scharnhorst1943 
Wed Jan 16, 2008 11:41 pm by Scharnhorst1943
Once you have the master mission file done, you need to make some files.
1) Your "X.rds", "X.rls", "X.srd", "X.prd" should already be done.
2) If you named your offmap locations other than the default, you need to add them to the "offmap.dcg" file in the (C:/.../IL2 1946/dcg/data) directory.
3) You need to make an entry in the "allcampaigns.dcg" file in the same above directory.
4) If you want to tie your new map into the grand campaign that already exists (DCG default campaigns), you need to add what you made in the "allcampaigns.dcg" file to the "grandcampaign.dcg" file and change the header of the map appropriately.
5) If you want to add victory conditions for either or both sides, you need to add those entrys into the "endcampagin.dcg" file.
Once you have all of these files done, you need to go to C:/.../IL2 1946/DGen and add the new map to the list of whatever campaign you want it in. You also need to add what flyable planes you want in this campaign. 
After that, you should be able to load it.
Now are there any questions on any of these steps?

Dixiecapt 

Fri Jan 18, 2008 2:06 pm by Dixiecapt
DCG and MODS

Hmmm well I'm sure this has been asked and been covered....
So im sorry if so, I scanned through this topic and ran short of time so I thought I would simply ask...
Is it possible to set up the DCG to play with the Aircraft mods. I have tried to make a B-17 DCG campaign for example, and it always tells me Unavaiable Aircraft when I do, or something to that effect. 
Let me know if any of you could if there is a fix for this, Thanks so much for your time and consideration towards my question!

Scharnhorst1943 
Fri Jan 18, 2008 11:57 pm by Scharnhorst1943
Re: DCG and MODS

I would be glad to answer your question. There are two steps.
1) open up DCG and go to the icon with the black plane on a grey background. In the top left should be a dropbox with plane names. Simply select the plane you want to add. After selecting it, check the "flyable by players" box in the upper middle. Save and close. You must do this for EACH plane you want to add.
2) you need to go to your IL2/DGen folder. Find the campaign you wish to add the plane to. Open up the corresponding "planesXXX" file. In this file you will see something that looks like this:
[France]
BF_109E4
JU_87B2
Simply add the plane name under the map name. So if you wanted to add the Bf-110C to the German Europe campaign, you would do this:
[France]
BF_109E4
BF_110C4
JU_87B2
Save this file, and now if you start that campaign, the new plane is available to select.
Hope this helps, if you still can't get it, or if you need the plane ID's, let me know.

Scharnhorst1943 
Sat Jan 19, 2008 12:24 am by Scharnhorst1943
1) Your X.rds, X.rls, and X.srd files should all look like this:

[Lybia to Lybia_Airfield]
-20.96 50238.37 120.00 0 9 2.3611111640930176
500.00 50131.71 120.00
2100.00 50300.00 20.00
4700.00 50300.00 20.00
5500.00 49500.00 20.00
6900.00 49500.00 20.00
8100.00 48300.00 20.00
9300.00 48300.00 20.00
9474.28 48294.48 120.00 0 8 2.3611111640930176
9700.00 48300.00 20.00
10900.00 48300.00 20.00
11300.00 48700.00 20.00
11500.00 48700.00 20.00
11700.00 48900.00 20.00
13700.00 48900.00 20.00
13896.59 48703.41 120.00 0 2 2.3611111640930176
13900.58 48500.43 120.00 0 2 2.3611111640930176
13706.13 48497.27 120.00 0 2 2.3611111640930176
13661.07 48625.32 120.00 0 2 2.3611111640930176
13622.34 48666.43 120.00 0 2 2.3611111640930176
13563.84 48722.55 120.00

2) The all campaigns file should look like this:

[France]
Campaign=Europe_Campaign
Map=France
Date=03/01/1940
Attacker=Blue
Front=Clervaux_Bridge21
DeHome=St_Vith_Factory_District
RuHome=Eindhoven_Airfield
DeBase=Meinz_Airfield
RuBase=Asth_Airfield
Locale1=Bonn-Hangelar_Airfield
Locale2=St_Vith_Factory_District
Locale3=Frankfurt_Airfield
Locale4=Hossingen_Depot
Locale5=Meinz_Airfield
Locale6=Merzhausen_Airfield
Locale7=Frankfurt_Airfield

3) your grandcampaign file should look like this:

[France to Dunkirque] Blue
Campaign=Europe_Campaign
Map=Dunkirque
Date=05/01/1940
Attacker=Blue
Front=Town_Depot
DeHome=Argentan_Factory_District
RuHome=Le_Havre_Shipyard
DeBase=Argentan_Airfield
RuBase=Carpiquet_Airfield
Locale1=Argentan_Factory_District
Locale2=Argentan_Airfield
Locale3=L'Aigle_Factory_District
Locale4=Ecouche_Factory_District
Locale5=Avranches_Depot

4) Your end campaign file should look like this:

[Hawaii41]
Campaign=Pacific_Campaign
Sunk=USSIndianapolisCA35 80%
Victor=Blue

[Midway42]
Campaign=Pacific_Campaign
Sunk=CV 100%
Victor=Red

[Doolittle]
Campaign=Pacific_Campaign
EndDate=04/14/1942 
Victor=Blue

[France]
Campaign=Europe_Campaign
EndLocation=Metzbroek_Airstrip
Victor=Blue

Are there any questions on making any of these files?

Scharnhorst1943 
Sun Jan 20, 2008 8:11 pm by Scharnhorst1943
Now there are a couple more files we need to make. The first is the campaignXXX file. Go to your IL2 1946/Dgen folder, and copy one of these over to edit. You need to make one of these for each grandcampaign you wish. So, lets say you did a series of Pacific maps ... for the USN, you would make maybe a Dive/Torpedo bomber campaign, fighter campaign, and PBY campaign. So you would need a campaignXXX file for EACH. So maybe you would name them like so:

campaignUn1
campaignUn2
campaignUn3

OR

campaignUnB
campaignUnF
campaignUnP

This is what the file looks like:

* Fighter Europe 
Dynamic campaign for an American fighter pilot in Europe using Full Auto-Generation Mode.
Channel42 English Channel, Jan 1942
Egypt42 Tobruk, Mar 1942
Tunesia42 Lybia, June 1942
MedIsle42 Mediteranean Isalnds, Aug 1942
Napoli Operation Torch, Jan 1943
Italy Monte Cassino, May 1943
Channel43 English Channel, Nov 1943
Hungry Operation Tidal Wave, Jan 1944
Germany Germany, Mar 1944
Normandy44 Operation Overlord, June 1944
Ardennes44 Battle of the Bulge, Dec 1944
NWGermany West Germany, Jan 1945
BerlinW Berlin, Mar 1945

The first line after the astric is what appears in the text box when you select the campaigns for each nation. The second line is what describes the campaign. You can edit this to as much detail as you want. The last part is broken up into two parts. Underneath that are all the mapnames in the campaign AND the order they are played in. After writing your mapname, put a space and give a more in depth mapname. The second name is what appears in the textbox where you select what map / plane you want. You can add dates if you want, or not have dates. up to you.

Scharnhorst1943 
Sun Jan 20, 2008 11:51 pm by Scharnhorst1943
After you make the campaignXXX for all the campaigns you want, you need to make a planesXXX file. Copy one over to edit. The file should look like this:

[Channel42]
P_47D10

[Egypt42]
P_40E

[Tunesia42]
P_40E

[MedIsle42]
P_40E

[Napoli]
P_40E
P_40M
P_38J
P_51B

[Italy]
P_40E
P_40M
P_38J
P_51B

[Channel43]
P_51B
P_51C

[Hungry]
P_51B
P_51C

[Germany]
P_51B
P_51C

[Normandy44]
P_51D5NT
P_51D20NA

[Ardennes44]
P_51D5NT
P_51D20NA

[NWGermany]
P_51D5NT
P_51D20NA

[BerlinW]
P_51D5NT
P_51D20NA

In this file you need to list the mapname in [brackets]. *You MUST have the name EXACTLY how you named the master map or your campaigns will not generate.* Underneath the mapname, you need to list all planes you want selectable for that campaign. *The names of the planes MUST be exact as well, or they will not appear as selectable* 

Also note, Your maps in this files must be in the EXACT SAME ORDER as the corresponding campaignXXX file or your campaign will not generate.

The last file is the squadronsXXX file. This file simply lists the available squadrons to choose for that campaign. 

Any questons on makeing any of these files?

Scharnhorst1943 
Wed Jan 23, 2008 11:20 am by Scharnhorst1943
well aside from showing you guys another example with different road types, that is how to do everything. Up to the last post I talked about, it should now open and generate the campaign in your game. I could wait for questions because I know that some people will have issues like, "My campaign generates, but the fronts are all goofy and there are pockets of resistance everywhere." I know that many others of you will have your campaigns not generate and have no clue as to why. The answer is to debug. The likely case is that there is a location name misspelled in a file, or that the mapnames are not in order in the campaignsXXX and planesXXX files, or several other things. 

So I can either help with questions about getting all this crap to work in you guys's games, or I can move on to a Europe example and show you a different road layout and different location types? What do you guys want to do?

Dixiecapt 

Wed Jan 23, 2008 1:48 pm by Dixiecapt
wow
well honestly I'm too overwhelmed to have a question, 
I learned how to set the AC flyable on the DCG, then go into the PlaneXXX file and add planes for me to choose.
Finding A/C ID was easy because I would open original DGEN Campaign Files and found them.
I got lost in alot of your other files you spoke of making, but I think I just need to sit down, and print them out and go slow.
I had a problem when my Pearl Harbor missions where over, and I was going to be sent to New Guinea to fly in B-17F's but the Campaign messed up... I remember being sent to New Guinea, but there was no one else on the map, and I was taking off from where the Japanese were supposed to be (Buna) and supposed to simple Circle Buna.
In fact in the mission briefing I think it told me "Campaign Over" or something like that...
Obviously I need to make these files you mentioned in order to do this. The plan was to fly an American USAAF Campaign in the DCG Pilot in the Pacific Campaign.
The European one seems neat, but I hate air-starts and some of those maps are going to have to be airstart 
thanks for the help so far!!!!

Dixiecapt 
Wed Jan 23, 2008 1:56 pm by Dixiecapt
hmmm
The Post that started with this is the one Im most confused on, what are these X files?
I mean My goal is to be able to edit which aircraft are available in the stock DCG campaigns, mainly the USAAF Pilot in the Pacific (DCG) campaign. The other main goal, which I haven't learned yet, is how to make sure I will switch correctly, and to the correct Aircraft when I change theatre in the campaign, aka Hawaii to New Guinea. 
ps thanks again!

Scharnhorst1943 wrote:1) Your X.rds, X.rls, and X.srd files should all look like this:
[Lybia to Lybia_Airfield]
-20.96 50238.37 120.00 0 9 2.3611111640930176
500.00 50131.71 120.00
2100.00 50300.00 20.00
4700.00 50300.00 20.00
5500.00 49500.00 20.00
6900.00 49500.00 20.00

Scharnhorst1943 
Wed Jan 23, 2008 11:03 pm by Scharnhorst1943
Re: hmmm 

The "X" represents the mapname. So for each map you make for a campaign, you will have a MapName.mis file (Master Map), a MapName.rds file (Road Network), a Mapname.rls file (Rail Routes), a MapName.prd(Carrier Patrol Box) file, and a MapName.srd(Sea Routes) file. You can name each map you make anything you want (Except for the default maps, you cannot name your map the exact same as the map that came with DCG stock). So if you make a Tarawa map for your Pacific Campaign, you might name your map, "Tarawa43" or "Tarawa1943" or TarawaIsle" or even "Pacific8" (That is it being the 8th map in the campaign ...
I hope this answered your question.
As for the other question, in order to make sure the maps transfer successfully and generate properly, you need to either edit or make these two files:

"allcampaigns.dcg" - found in IL2 1946/dcg/data
"grandcampaign.dcg" - found in same folder

The first one tells DCG how to set up the map when there is a transfer. The second file tells what order the maps transfer. By changing/editing these files, you can change the front lines, where bases are, where the end points of the campaign are, when the campaign is ....

Scharnhorst1943 
Wed Jan 23, 2008 11:08 pm by Scharnhorst1943
Re: wow
There is a known issue with the stock DCG Hawaii and New Guinea maps. They do not generate properly. I have a replacement campaign I have partly done. I could send you my Pearl Harbor map and you could tell me if you like it better? I eventually plan on releasing my own replacement campaigns for the Pacific, Europe, and Eastern fronts. I want to release a pack to replace all stock DCG campaigns. I am 1/3 way through the Pacific and have Europe almost done. I am just waiting for the release of some new maps to adjust my campaign. 
If you have any trouble with those two files, let me know, but everything you should need *should* be with my previous post about that file.

Dixiecapt 
Thu Jan 24, 2008 10:09 am by Dixiecapt
Thanks!

Thanks Greatly for your Guidance!!
I've printed all of this out to have a little DCG handbook, but you know what...
I will be Thrilled when your DCG Campaigns Come out, I really hate hot much I have to tinker with the DCG to get it just right.
JastaV did a few Great Third Party Campaigns, would yours be one such as that, or honestly be a replacement for stock?
Looking forward to it!!! 
(Oh one thing, if possible avoid Airstarts, the JastaV' DCG's I've played start me up in the air too often, it’s horrible for immersion)
Scharnhorst1943 

Thu Jan 24, 2008 11:08 pm 

Mine would be a replacement for stock. I would try to be as historical as possible, but at the same time I want to cover a broader area. JustaV has done MARVOLOUS work which is very in depth and detailed, but the scope of what is covered is somewhat narrow. You will find there is give and take. You can have a very detailed, in depth campaign covering a narrow aspect of the whole war, or you can cover all or most aspects of the entire theater, but you loose a little bit of detail. Both are good, because each has its positive and negative. I would not say one is better or worse than the other, just different.

I plan for my campaigns to be as in depth as possible, but I want to cover the big picture of the overall war at the same time. It is kind of a juggling act to find the right balance. The whole thing is kind of a grey area. And no matter what I do, there will be those who love my work and others who think it is total crap. It all boils down to opinion. So I guess my goal is to be good enough to at least please everyone. In my campaigns I plan on incorporating level bombing with new bombers, invasions too. I have tried my best to put more emphasis on certain battles (Pearl Harbour, Midway, Coral Sea, Santa Cruz, Philippine Sea, Battle of the Bulge, Battle of Britain ...)

Scharnhorst1943 

Wed Mar 05, 2008 3:06 am 

Sorry for my leave of absence, but life got in the way. I am back now, and I have some ideas.

I guess it has come to my attention that this guide has not been the greatest help. Therefore I am going to change my tactics. I think I am going to do the following:

1) I will continue to post in here and help answer questions.

2) I am offering one on one assistance via email to anyone who wants it. I will be willing to answer questions that way and even exchange files and load up and look at your campaigns and give you some of my files to look at. If you want this option you can either PM me your email address or post in here and tell me you are interested. 

3) I am asking for suggestions and criticism. If this is not getting through, what can I do to help explain it in a better way? I want anyone with criticism to post here or in a PM (whichever you are more comfortable with)

I would like any feedback and any thoughts that anyone has. And I still plan on doing that European example BTW 

Scharnhorst1943 

Wed Mar 05, 2008 11:36 am 

Actually, after speaking with Fly_Zo, I have decided that instead of our European example, I am going to use one of the new maps that is out and show you guys how to make a campaign on that. Once I have a chance to download and look at the Malta map, we will go through that step by step. I will show pictures of what needs to be made in the FMB in addition to showing how to make all of the files. I am also going to have the files I do make available for download so you can open up the files and look at them as well. 

Then after that is done, if it is still needed or wanted, we can do a European example. 

Widowmaker 

Wed Mar 05, 2008 7:22 pm 

Just some extra info for online DCG campaigns..

after extensive testing... over 60 custom online DCG campaigns...

The following pretty much holds true for using them online..

Note.. this is for ONLINE campaigns, not offline.

If you have a regular DSL/Cable connection.

Squadrons :

4-5 per side with 3-4 aircraft per squadron

7-10 ground units per side (4 unit tank column, or a transport column is "1" unit)

5-6 ships per side

The more AI that has to be controlled, the more taxing it is on the server and the net connection.

More than the above and you might see lag/stuttering issues.

.mis template file size of 70kb or under (to many objects will cause lag problems as well)

Try and stick with the smaller maps...

The larger maps, due to object size or some other factor always tend to cause lag/stuttering issues.

If you do want to use a LARGE map, concentrate your campaign to a smaller portion of the map.

If you still get stutters you'll have to compensate by reducing units/squadrons.

The online maps work very well

Scharnhorst1943 

Tue Mar 11, 2008 1:15 am 

OK, I have a problem ...

I have the Malta map installed. I can load it in FMB and see it and place things on it. When I go to save a mission, I only get a "Properties.ru" file and it is empty. I cannot save a mission with this map  I have no idea what the crap is going on. I can save with any other map except this one. Any ideas anyone?

Widowmaker 

Tue Mar 11, 2008 2:28 am 

I had the same problem.

You need 4.09 beta installed I believe.

The map uses statics from 4.09 beta.. and without 4.09 installed, the game won’t save.

I did an ENTIRE road route on that map.... 20 segments..

went to save it so I could go harvest the sections and.. bam. No go.

That was a nice surprise.. and a waste of a full hour.

Scharnhorst1943 

Tue Mar 11, 2008 9:38 am 

The funny theing is that I DO have the 4.09 beta installed. I did install the map before the beta though ... I guess I need to reinstall the map. I will try that and see if it works.

fly_zo 

Mon Apr 21, 2008 4:20 am 

I have shameless request  for you DCG gurus ....

I took a look at grandcampaign.dcg and noticed that there are no entries for half of western campaigns listed in campaigns.dat .... ( for examp. Burma to something or Italy to Norway )

so do anyone have sorted/edited grandcampaign file and is willing to share 

DCG3.37 

thanks in advance

fabianfred 

Thu Apr 24, 2008 4:41 am 

I don't know how DCG alocates speeds for a/c....but I was thinking out loud today..

http://allaircraftsimulations.com/forum/viewtopic.php?t=4414>> 

FiveIron 

Sun May 04, 2008 3:16 pm 

Scharnhorst, thank you for your great explanation of DCG while I don't plan to design a campaign, your guide has given me great insight to how it works.

I am trying to do a co-op campaign with some friends, and I am just wondering what settings you would use? Widowmaker expounded on the CO-OP campaign, but are there any other pointers you guys can throw out? 

I have noticed in some campaigns that you often fly the same mission, such as Guadalcanal would I use a custom mission to shake things up a bit?

What would be a good campaign to start with, looking for short flight times and a good variety of action?

ex_RAAF_Elecfitter 

Thu May 15, 2008 5:48 pm by ex_RAAF_Elecfitter

So how do I get DCG to see any of The Slot maps and generate campaigns for them?

Scharnhorst1943 

Thu May 15, 2008 9:50 pm 

<ex_RAAF_Elecfitter wrote:So how do I get DCG to see any of The Slot maps and generate campaigns for them?>

-You need to make all the DCG files for them. You need to make or edit:

- A master Map

- maps.dcg

- offmap.dcg

- A rds file

- A prd file

- A srd file

- allcampaigns.dcg

- grandcampaign.dcg

You can get the map name by saving a mission, then opening the .mis file. 

I will also just let you know, there is a newly formed Team DCG. We are planning on making campaigns for the entire game (all three theaters). We are currently working on a DCG campaign for the Slot (We are doing the Pacific first). We plan on doing the entire Pacific war. A couple maps are done, but still need some further attention. 

Also for anyone else wondering, the Malta maps are going to be released with the European Theater Campaign. That way you get everything at once.

LeLv17_Andy 

Tue Jun 03, 2008 3:08 pm y

Is there a way to get Canon UK's beta Channel map to DGC?

Scharnhorst1943 

Tue Jun 03, 2008 6:15 pm 

You have to do everything I have shown in this tutorial for that map.

You need to make or edit these files:

-allcampaigns.dcg

-grandcampaign.dcg

-offmap.dcg

-maps.dcg

-MasterMap.mis

-MapName.rds

-MapName.rls

-MapName.srd

-MapName.prd

I plan on making all new maps into DCG. I am working on it as we speak, but it is kind of a daunting project. Can't really be done overnight. I plan on doing a complete remake of all the stock DCG campaigns and adding all the new maps to them. If you want to go ahead and work on adding it yourself by all means. 

But if you don't mind waiting a while, I will have all the new maps in a big download for DCG. 

Up to you.

ex_RAAF_Elecfitter 

Sat Jun 21, 2008 5:10 pm 

When The Slot and BoB are working with DCG it will keep this Sim played for ages to come.

Any progress Scharny?

Hopefully you will redo Burma and New Guinea and Singapore while you are at it, they tend to be repetitive in DCG, it doesnt matter how many of the enemy you shoot down the game still tends to follow a script. I had a bit of luck editing Singapore, but for some reason it would crash with an error code cannot find "" when I put bettys into the fight, never did work it out, I just deleted them

Scharnhorst1943 

Sat Jun 21, 2008 11:34 pm by Scharnhorst1943

Yep, I am redoing ALL of the maps ... which is a daunting task. For the PTO I will be doing:

China:

Manchuria

Khalkin-Gol

Online3

Burma

Singapore

Islands:

Wake

Tarawa

Palau

Marianas

the Slot (3 or 4 maps)

Iwo Jima

Chichi Jima

Formosa

Japan

PacificIsandsOnline

New Guinea

Midway

Sea Battles (Battle of ...):

Coral Sea

Santa Cruz

Eastern Solomons

Philippine Sea

I am also probably going to make some fictional maps, such as Invasion of Japan 1946 as well as an alternate Midway map. If the Japanese win the Battle of Midway then I will have a fictional Invasion of Midway Island ... things like that. It will be great when I get it done ... but soooo much work ... uggghhhhh.

Avatar 

Thu Jul 10, 2008 10:55 am 

This is excellent news to read! I've downloaded the Italy/Greece/North Africa map and am awed at how great it is! I'd really love to have it available in DCG but after reading through this thread I'm wondering how capable I may be at trying to add it in myself... Great tutorial you've written here and it's very much appreciated, Scharnhorst!!!

Hopefully the above map will be part of your release. But if anyone else has any campaign files already made for it... 

Keep up the good work!

Scharnhorst1943 

Thu Jul 10, 2008 6:56 pm 

The Italy / Africa / Greece map absolutely is a part of my release ... but I have a lot of work to do to get there. So bear with me. What I will probably do is release the campaigns in phases. Phase one will be Europe theater ... phase two Pacific theater ... phase three Russian front. Of course I have to include all the new maps in my release in case people do not have it along with any other mods that will be required ... 

This will not be done soon, but when it is, oh happy day!

Scharnhorst1943 

Wed Sep 03, 2008 8:25 pm 

It is slow going. I have no specific date yet. For the Europe Theater, I have the road networks done for 3/4 of the campaign. I still need to populate all the airfields and towns. Also, I am waiting for some mods to be released. For example ... the infantry mod. So when This comes out, I plan on having it compatible with certain mods. I will let everyone know which mods.

The thing is, I am working on an engineering degree right now, and it eats into most of my time to work on this. I will do what I can, but I won't have lots of time until December most likely. 

Also, if anyone is interested, they can start populating and making master maps. The locations are already chosen. So if you are anyone else is interested, I can send a file showing the entire road network for a given map.

I would love some help on this, if anyone is willing. Pretty simple really. What needs to be done is to add static planes at airfields, add train cars to railyards, and put objects under factory buildings.

Because my time is so limited, this would get moving quicker if a few gents want to step up and help make the master map files ... if you are just PM me. 

I know it is kind of dissapointing. Believe me, I want to get it done so that I can play the campaigns  

It is a work in progress, but like I said, I have the road networks done for alot of the Europe maps. They just need populating basically.

I guesstimate I am maybe 1/3 to 1/2 done with Europe ... I still have to make the DCG files for them too. I do have templates done, but they will change when it comes together. 

I also have done work on the Pacific. Actually, the pacific is halfway done. But there are more Pacific maps coming out as well as some mods, so I am waiting for them before I get back into the PTO.

Oh, and FYI, I plan on having all the new planes available for offline campaigns. I am incorporating them, and hopefully will update the campaigns as new planes are added. 

bomberburn 

Thu Sep 25, 2008 9:47 am 

HI there I've been using DCG for years and it's great but I just started installing mods to my IL2 game. My question is now with mods installed I can fly previsiously unflyable airplanes like the B-17 and so on. Is there a way in starting a DCG campaign to select a non flyable airplane such as the B-17 as the players flight. Now that I can fly it with the mods installed??  

Thanks for any info.

Scharnhorst1943 

Thu Sep 25, 2008 10:27 pm 

There certainly is!

Go to your DGen folder in your main game folder. Now you need to know which campaign you are doing. So go through the list of campaignXxX files, where the XxX represents letters like DeB. When you open up the file there will be a description at the top telling you what it is, like "off-line full auto campaign for an American fighter pilot in Europe." 

Once you know the three letter prefix for the campaign, open up the corresponding planesXxX file. In that file you will see a list of maps in [Brackets], and underneath the maps will be a list of planes. Simply add the name of the plane you want correctly in that list, and when you go to start said campaign on said map, the new plane will now appear. But be ware, you have to add the new plane to DCG in order for this to work. Fly_Zo has a sticky on how to do this.

That should be it. If you still have trouble, PM me.

Scharnhorst1943 

Thu Sep 25, 2008 11:37 pm 

BTW, do you know who could tell me how to edit vehicle columns? I also plan on adding new types of columns to use in my campaigns, but when I go to add them, I can never get them to appear? Is there something more I have to add other than the cheif.ini?

Avatar 

Fri Sep 26, 2008 8:53 am by Avatar

As for the vehicle columns, wish I could give you answer but I'm pretty damn ignorant about most all of this stuff unfortunately. Hopefully one of the more enlightened ones will spot this and help you out. I've got a squadmate who might know a little about what you're trying to do so I'll ask him and post back here if he has anything to share with you. Good luck with it and thanks again for your continued work! It is appreciated.

eddie_brunette 

Wed Oct 01, 2008 6:38 am 

This also is my latest priority. I've would love to add all these new maps to DCG, but is really alot of work.

I'm going to halt my work on my MTO career campaign and change it to DCG. 

I'll gladly do the MTO theatre, I just need that damn DCG guide (my office block filefront), but I'm printing your "Idiots Guide" threat, so hopefully I'll find all my answers there

Tigre_dos_Pampas 

Fri Oct 10, 2008 2:55 pm 

Somebody knows how to add new squadrons to DCG? I added new squadrons to the game and tried to add them to DCG, copying respective reg_info lines to squadids.dcg. The squadrons appeared in DCG, but all with russian nationality, instead of american or italian. How to assign nationalities to new squadrons?

eddie_brunette 

Tue Oct 14, 2008 3:23 am 

Im not at my home pc, so Ill just say from top of my head.

In your Squadron Editing Panel, when you have hit the "add extra squadron" button, it will give you the squadron, then under the squadron name you'll find Unit Name. form the Unit Name dropdown menu, you can select the squadron you want to assign. I'm not sure if it is your prob, and I dont have DCg on office machine, but I'll check tonight, and let you know.

Tigre_dos_Pampas 

Tue Oct 14, 2008 1:33 pm 

Ok... but this squadrons on drop down box are the squadrons in squadids.dcg, and has pre-determined nationalities assigned to them. What's i want to know is how to assign nationalities to new squadrons that i created in game and want to add to DCG. For example: NewNationsAndSquadrons mod add a package of new non-stock squadrons and nationalities to the game, but i have no clue about how to add this squadrons or nationalities to DCG. All squadrons i added via squadids.dcg were assigned to russian nationality, eg. i tried to add 51 Stormo of Reggia Aeronautica and when i launched DCG and created a campaign this squadron becomes russian instead of italian.

Scharnhorst1943 

Tue Oct 14, 2008 2:00 pm 

Sorry for lateness of reply, but here is my answer.

I honestly don't know. I am still working on my masterpiece, and I am just working on pupullating the maps and makeing the master map files and all the corresponding plane and campaign files to go with it. I do plan to eventually get to this, but right now, other than the squad id file, I don't have a clue.

You might go to lowengrin's websight and ask him. Although he is not a big mod supporter, I am sure he would help you out and tell you how to properly add new squadrons. It is his program after all.

Tigre_dos_Pampas 

Wed Oct 15, 2008 8:58 am 

Ok... i believe some information (like pilot's names generator, squadron nationality, etc.) are encrypted inside DCG.exe and cannot be altered unless Lowengrin open the code (i noted this a few days ago)... Perhaps if someone tell him to open the code for modding work...

eddie_brunette 

Mon Oct 20, 2008 9:15 am 

oh I get the question now 

it is actually a very good idea, I'm currently populating the Greece/Italy/North Africa map for use in DCG (with help from Scharnhorst1943) and one thing I note is that we don't have the Greek Airforce. It would be lovely to add this little airforce

Scharnhorst1943 

Mon Oct 20, 2008 7:02 pm by Scharnhorst1943

edd: That is a very good question, one that I have considered. And I think a possible solution lies with the more squadrons and nations mod. If I could add all of those squadrons to DCG, I think we could get somewhere and that is where I am going to focus my efforts after this semester is done (I am a college student). There is alot of work to go still, but unless something better comes along ...

Now if we could only get the creator of Mat Manager to update his program to add roundels for Greece, China exc as seperate countries ... He already has all of the roundels in mat manager, now all we have to do is use them for new countries.

Tigre_dos_Pampas 

Mon Oct 20, 2008 9:31 pm 

This is a good idea Scharny, but to create roundels for countries of NationAndSquadrons mod is needed some guys with some knowledge in java programming. This is because these roudels are defined in encrypted class files in maddox\il2\objects\air\paintschemes##.class, and we need someone who knows how to decode, decompile, edit, recompile and reencode these files. I was working in this effort some time ago, but my engineering grade and logistics course are consuming almost all of my time .

But someone can tell Lowengrin to make a mod support to DCG campaign builders, making DCG able to add new nationalities and squadrons. With this we can enrich his program building campaigns to third party maps such as ItalyAfricaGreece or Malta adding Italian squadrons not included in stock game, or adding newer nations such Vichy France or Greece.

Pirate 

Wed Oct 22, 2008 11:01 am 

Hello! I guess I'm the idiot this guide was intended for...

I am attempting to add the new FW190a3 to dcg and i am having a few problems. This is what i have added to the dcg files. (in the same format as the rest of the entries)

Class.dcg 

FW_190A3 Fw-190 A-3 de 2 1 1 194201 194405 FW_190A4 Fw-190A-3 BF_109E7 5000 Meters 410.00 kph Default 410.00 kph

allpayloads.dcg

FW_190A3 B u31sc250

FW_190A3 B u31ab250

FW_190A3 B u31sc500

FW_190A3 B u31ab500

FW_190A3 D u31tank 

payloads.dcg

FW_190A3 u31sc500 default u1sc500 u11tank u1sc500 default

and added the FW_190A3 to planesDEQ.dat to all the campaigns after 1942.

The plane is in the aircraft editor panel, and is listed as player flyable, but the plane does not show in the squadron editor panel - if i type in Fw-190 A-3 it will generate a mission with these planes, but when getting to the mission briefing it will have changed to a different plane - either an A4 or a BF110? I have read several tutorials as to how to add new planes, and the above entries are what I came up with, but are obviously wrong somewhere.

What is really annoying is that i already had it working a few days ago, but when i installed the 1943-45 addon campaigns it replaced the dcg files, and i can't seem to work out what i am doing wrong now  

any thoughts would be very much appreciated  

Scharnhorst1943 

Wed Oct 22, 2008 10:11 pm 

Hey Pirate! Sorry to reply so late, I just got home.

Anyway, fire up DCG and on the drop menus, look, at your options. Turn off aircraft upgrades and downgrades. I think that is the problem. DCG is using the dates for the A4, and since the A3 was used before the A4 it is switching the plane to a Bf-110. 

See if that works.

Pirate 

Thu Oct 23, 2008 1:30 pm 

Nice one Scharnhorst, thanks for the reply  

I managed to get this working again last night by reinstalling dcg and starting from the very beginning, although comparing my new .dcg files to the old the only difference is using the active dates of the A4 instead of editing them... Ho hum, if it ain't broke don't fix it and all that. I thought I would have had more luck editing this sort of thing, but i will probably wait until someone with more brain power than I to add the new planes 

Stonehouse 

Mon Nov 24, 2008 9:30 pm 

Just a fyi that squadron density settings have changed since this thread started. They used to be just a percentage chance a squadron would be active and they are now, I quote: 

It's broken down by category (fighter, bomber, other). 

| 

|Dense gives a maximum of 12 squadrons of each category. 

|Heavy gives a maximum of 8 of each category. 

|Moderate gives a max of 4. 

|Sparse 1. 

| 

|There are exceptions to the maximums. Fighters flying CAP cost only 1/2 a 

|squadron for example. 

| 

|The actual number of planes is (of course) ultimately based on number of 

|squadrons x number of flights x number of planes in a flight.

I get the impression that the percentages then apply to the above maximums

StargazerWoods 

Wed Dec 31, 2008 3:53 pm 

Since I downloaded the DCG program, I've become a metaphorical moth around a lightbulb. Blundering about, flapping and banging my head but ultimately getting absolutely nowhere.

The breakthroughs I've made so far have been down to luck more than anything but this one really has me spinning in circles... Adding a map!

I have researched a little bit, read some DCG tech manuals, trawled through pages of forums on various corners of the internet and have learned that this goes way beyond getting lucky. This actually requires a bit of skill and talent. 

I have asked here in the release thread for the specific map but the creator is not a DCG user and thusly is unable to answer my question. I'm trying to get B29 Alley to appear in the DCG campaign generation list so I can take up some good old fashioned bomber formations.

My research has led me to add the following lines in my maps.dcg file:-

  Code:

[B29_Alley]

  Load=B29_Alley/load.ini

  MapAxis=North

  AlliedID=4      

  AxisID=1     

  Description=B29 Alley

A couple of the values are just copies of whatever was above it in the file sicne I have no idea what I'm doing and what they represent. Whatever I've done though is either wrong or incomplete as it made no difference.

Further research has led me to understand that there are things called rds files. Something somewhere led me to think this might be somekind of waypoint file. Either way, I have no clue how to generate such a file and when I looked in an existing one, I was confronted with what looked lke secret government launch codes. I closed the file before lycra clad special ops soldiers wearing ski-masks descended from my cieling on wires and siezed me for questioning.

Any pointers? Any guides for inserting new maps that advances beyond idiots guide and becomes a patronising and sarcastic lunatics guide?

Thanks in advance,

StargazerWoods 

Fri Jan 02, 2009 9:12 am 

One other thing I was hoping someone might have the answer for...

I have managed to get heavy bombers working and as a test, set them up on the Singapore map. I took off, got up to altitude and spent some time flying to the target. While I was en-route, I do my usual getting ready: Pointing the bomb-sight at the horizon, setting altitude and speed and finding an optimal speed and throttle position to keep it steady.

And then I notice it... I'm about 40secs from the next waypoint and I see that I go from flying a long straight line, to a waypoint that has me fly in a different direction for about a minute, and then to another waypoint that has me change direction again, then I arrive over the target and then change direction again and fly home in a straight line.

Now after the bombs have gone, it doesn't matter where the waypoints are, but as it is at the moment, I have to re-set the bombsight and speed and throttle after the course-correction by which point I'm directly over the target and my bombs will miss.

Is this a setting in DCG somewhere to tell it that I'm a high(ish)-altitude level bomber and not a low-flying dive bomber. I just want at least three or four minutes of straight and level flight leading into the target. Coming out of it can be spaghetti-junction but going in...

Any and all help will be gratefully received.

Flying H 

Fri Jan 02, 2009 5:45 pm 

There are a few WP before target you have to define in the "settings panel" in side the DCG proggy. Target ingress offset distance, TI altitude, Initial point offset distance and IP altitude I guess are essentiat for getting a nice straight bombing run with level AP engaged! It won

Beowolff 

Thu Feb 12, 2009 3:46 pm 

a couple of questions:

1. what EXACTLY determines how DCG creates red and blue combatants?

example: i've converted an older 3rd party DCG campaign from Brit and German to US and Japanese (to learn more indepth knowledge of how they are built) and even though i have ALL "obvious" places changed to US/Japan pilots/planes/etc and even in game the game calls them US/Japan... yet when the ingame briefs/debriefs come up, it continues to call them Germans and British! d'oh! what changes that?

2. how do you MOVE or change the starting frontline area in the campaign? can't seem to figure it.

thanks for any help.

Scharnhorst1943 

Thu Feb 12, 2009 8:15 pm 

Beowolff; You have to go and delve into the files. You have changed the unit types, but you have not changed the ID of the armies. Go to where you have DCG installed, and go to your "Data" folder. Among all of those notepad files you will find one called, "messages.dcg" Not any of the MessagesDeB or anything. JUST "messages." Scroll down and under the [Army] bracket you will find a list of countries, like this:

[Army]

Allied

Axis

America

Britain

France

Germany

Hungry

Japan

...

The first one in the list is #0. The next is #1 and so on. So now we have the above defined. So the above is translated to this:

[Army]

0

1

2

3

4

Now you need to go to your "maps" file in the same folder and change the value there. Open this file and find the name of the campaign map you are using. You will see something like this:

[Your_Campaign_Map]

Load=Your_Campaign_Map/load.ini

MapAxis=West

AlliedID=4

AxisID=8

Description=Your_Campaign_Map

Under the value for AxisID and AlliedID you need to change the numbers to corilate the army you DO want. 

This should help. Let me know if you are still stumbling around it. 

Scharnhorst1943 

Thu Feb 12, 2009 8:19 pm 

My efforts are still in the works, yes. My progress is nill to none, unfortunately. I am absolutely SLAMMED right now with classes. I have a total A-Hole professor in a difficult class to begin with. I just have no time. When Summer comes I will probably make some good head way, and I made good progress over Christmas break. It is just that the nature of the project and my sporadic schedule is an obstacle.

Beowolff 

Thu Feb 12, 2009 9:10 pm 

Thanks a ton for the prompt answer. i had already figured (by late this afternoon) that it was the Army number that needed reassigning...but didn't know WHICH army number to use. i found the ARMYS listed in the DCG message folder and had a brainstorm to count them, but kept coming up wrong. what it was was that i didn't know that the program was using the FIRST army as a ZERO. lol... thanks to your prompt answer i knew then to count starting from Zero...so knew that American was number 2 and Japan was number 11...  viola! that did it instantly!

Many thanks for your timely answer and help on this.

At present...working at a feverish pace (lol) i have one of the new maps well in progress for DCG. based on what i learned by dissecting an old campaign and your good help here, i have it working IN GAME fairly well already. i need to adjust several options, the starting front line for instance, and add some more firepower and a few other odds and ends, but otherwise it's coming along very well and seems to be working pretty good.

I've completed the PRD and am currently attempting to get it working in game... i am sure i'll probably need some help as i start to ensure it's working properly.

Again, thanks for this.  

Scharnhorst1943 

Thu Feb 12, 2009 9:30 pm 

No problem! If you want some help I can offer what I know. I am pretty good at troubleshooting problems with getting maps to display correctly. I also think now you are starting to see what a ridiculously daunting task it is going to be to add ALL of the new maps as well as redoing some stock ones. Quite a chore huh?

Definitely let me know if you hit any more snags, I am here to help 

Beowolff

Sat Feb 14, 2009 12:13 pm 

You bet it's a daunting task!  anybody that thinks a single map can be knocked out in DCG in an hour or two has no idea of what it actually takes to construct a campaign in DCG!

Not counting my 'learn' time where i studied everything i could find on DCG, researched hundreds of forum posts on dozens of sites for important 'little known' information tidbits and "how to's" and also de-engineered and reconstructed a couple of campaigns to see their inner workings... i've still spent near a week on my actual trial, 'new map' campaign and am STILL not done!  

For me, it's not the actual campaign construction that's the hardest...heck, after all of my research and planning, i knocked out a 'semi-working' basic campaign in one night... (roughly eight hours) however, what's the hardest for me is polishing it up and making EVERYTHING in it work like you want it to. 

Making a good campaign (i think) is a whole lot more than just getting a plane in the game, flying around a bit and maybe shooting an enemy down...landing...repeat. to me it all has to have some excitement...and it all has to make sense, ie be pretty believable. and 'that' is hard (again at least for me,) because DCG is pretty darn picky and unforgiving of basic HUMAN ERRORS. ---the sort of errors that i seem to make on a regular and recurring basis! 

I can't tell you how many times i thought everything was going pretty good...then changed some small something...and BROKE my campaign! then spent hours trying to find out what...and all of the testing and retesting that it took to eventually find a small 'dot' out of place or a wrong space or bottom slash or waypoint or whatever! just dumb mistakes i made but costly ones as far as effort and time goes.

Anyway, it's bumbling along pretty nice for now...not perfect and probably never will be...but i hope to have it ready for a couple of Beta Testers (volunteers PM me) by early or mid-coming week. i need 'additional' eyes to take a look at it and tell me what's good and what's bad or whatever as i've looked at it so much it's ALL beginning to look the same. lol!

Anyway...i've STILL got to get the prd/patrol box ships working. hope to do that today or tonight. thanks for your kind help and encouragement on this.

Salute!

Scharnhorst1943 

Sat Feb 14, 2009 1:41 pm 

I have got another tip for you. This might save you LOADS of time with PRD's.

A PRD has to be square or rectangular. The best way to do this is only put the two opposite corners, and copy the waypts accordingly. Otherwise when you place in the FMB there is NO way to get it perfect. That might help stop an error. 

Also, prd's have to be at least 50nm appart, or 1/2 of the 100x100 blocks in the map builder.

Beowolff 

Sun Feb 15, 2009 4:43 am 

thanks! got the SRD working well finally and also the PRD working good. had a spot of trouble getting the carriers into the Patrol Box, at first. lol! the blighters wanted to tag along with the transports in the SRD sea routes!  i put the carriers ABOVE the transports in the mission file, and also made sure my PRD box routes were all good, still they persisted despite my efforts. i searched high and low for an answer and then it hit me---even though i had updated my .mis file to SHOW the carriers above the transports (which would or rather should have put them in the PRD) the .mis file was STILL showing them (when opened with notepad) BELOW the transports thus making them follow the SRD or transport routes instead! d'oh!  

I manually cut and pasted the carriers (in notepad) ABOVE the transport ships and VIOLA! instant fix! now a happy camper as my carriers (both Japanese and American) were finally in their proper patrol boxes and happily steaming around the Pacific looking for trouble. lol!

Next problem was assigning aircraft directly to the carriers. both Japanese and American planes/squadrons kept wanting to automatically TRANSFER to the closest landbase whenever i'd start the campaign over for testing. d'oh! even though they were assigned in the FMB properly to their proper carriers. i never have got them to just START on their carriers. only by using te DCG gui and manually transfering them via the Squadron editing controls did i finally solve that problem. however, i'd STILL like to know if or how they can be assigned to their carriers BEFORE starting a campaign and stay there (without using the Squadron edit feature.)

Is this possible? if so, could you kindly pass that info along to me?

Many thanks.

Scharnhorst1943 

Sun Feb 15, 2009 12:31 pm 

Beowolff; Actually, now that you fixed the first problem, it should have fixed the second problem. You see, when carriers follow srd waypts, they transfer their squadrons to land airfields. But if they are in a patrol box they stay on the carrier. So if the problem is still there there are two things you might try ...

1) delete all of your squadrons and remake them and reassign them to your carriers now that they are properly following prd wypts. 

2) Make sure all of the squadrons are naval squadrons. For example. If you have US Airforce squadron assigned to a carrier ... it will transfer off regardless. Same for Japanese. Make sure you are using navy squadrons (which should be at the bottom of the list, or towards the bottom), and same for the US.

Try that and see if it helps. (Obviously #2 is going to be easier than #1)

ex_RAAF_Elecfitter 

Sun Feb 15, 2009 4:04 pm 

thanks for that tip about carriers transferring aircraft to a land base Scharnhorst1943. I always wondered why they did it in the couple of dcg missions I have added carriers to

Beowolff 

Sun Feb 15, 2009 11:51 pm 

Yeah, i ended up having to actually "delete" my carrier squadron guys and "remake" them. i tried everything else...but in doing that, it fixed the problem. they were in the right place and connected properly, but evidently on occasion (just like the PRD files) something just does not get updated correctly after you make changes. once deleted and redone, they worked perfectly on campaign start. thanks again.

ex_RAAF_Elecfitter 

Mon Feb 16, 2009 4:55 pm 

I had a couple of other glitches with DCG and carriers, mainly DCG placing the carriers on land!

Beowolff

Thu Feb 19, 2009 3:26 am 

hmmm... any idea why dcg (or IL2) would just "end" the game when none of the end campaign setting were met?

Campaign almost done...everything seemingly working well...goes a few missions into it and suddenly "bam!" gives me either a (" is not a valid floating point!) error OR, just says in debrief, "there is nothing of significance to report!" and then when i click apply, it boots me back to IL2 main gui interface!

doh!

This always happens (apparently) when dcg is trying to generate the NEXT new mission.

Checking the dcg error log...it shows no problems whatsoever. and btw...the campaign is NOT over. the endcampaign is set to a DATE for the enemy (which has not been met yet, still got a year to go) and a LOCATION takeover for the allies...again, which has not been taken over yet...or if it has, they teleported deep into the heart of enemy country in a lightning swift Star Trek type attack! g'ah!

It was working fine earlier...actually ran thru (quickly) a couple of complete campaigns (this is fairly short, from 44 to 45) but then i changed a few odds and ends around, shortened a few ship routes, a few other small things...and presto! now it's screwed!

Very frustrating as i'm putting the finishing touches on it and it's 95 percent or better ready to go!

any ideas?

Beowolff 

Sat Feb 21, 2009 1:14 pm 

okay... i figured out finally that i had a couple of things going wrong (per my last problem.) 1. i had a small t instead of a LARGE T in one of my ship (sdr) routes. also, i had a couple of land routes (rds) too close together. i found the rds points finally after i discovered i could check them using the dcg gui but the srd mistake (small t instead of large one) took AWHILE due to the fact that it was camoflaged inside of the file so well. lol! i must have looked at that file dozens of times before i spotted that "tiny" mistake. WARNING! dcg IS case sensitive!  

I wish the program could better tell you what's wrong with it when it won't run...but alas it usually won't, and those teeny-tiny mistakes will really cost you a lot of lost time (and headaches!) when you make them (and you will) unawares. what really threw me with that error msg (as mentioned in my above post) is that there are apparently MANY things that can cause that same msg and shutdown. so even though i did tons of research on the problem to find the cause, most of it was in the 'wrong' direction. also, a lot of times when older hands (longer time dcg users) try to help, they don't give you 'enough' of an answer to fix the problem as they 'assume' you know more about the program than you really do. example: hey, how do i make a new tank column appear at a certain time in the game? answer from a seasoned dcg user: add it in your time table file.

d'oh!

What's a time table file and where is it and what's the proper coding to do that?

lol!

(btw...the timetable file is named timetable.dcg and is located inside your main dcg folder inside the Dat folder. you can add certain items (see examples inside the file) using the coding examples there.)

Anyway... the original poster of this thread is quite a bit more helpful than that example and therefore this thread is a lifesaver for anyone interested in using this program to make their own campaigns.

Many thanks for it.

Beowolff 

Sat Feb 21, 2009 5:01 pm 

Working on a small campaign for a small Pacific Atoll map and had everything going good...during final testing about into the 8th mission, suddenly the AI guys behind me opened up blowing up several A-20s several planes back! WTH! never happened before! but i thought, oh well...a small glitch, maybe their guns jammed or something. continued on with mission and had a good run.

Next mission i realized WHY the guys behind me had opened up... they had a target to shoot at!

That time, i happened to READ fully the briefing message BEFORE i started it and saw the reason for the gunner's madness.
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Notice in the two pictures... there is part of a Japanese squadron ABOUT to be spawned right in the middle of my American airfield (Johnson Field) and no doubt right in the middle of my squadron of American planes!

doh!

It's probably something i've done during the campaign building but i have no clue as to what... any ideas on what's causing this and how to fix it GREATLY appreciated as this campaign is practically done except for glitches here and there (mostly ship movement.)

Thanks for any help on this Japanese 'fifth' column invader squadron sneaking onto my field!

ex_RAAF_Elecfitter

Sat Feb 21, 2009 5:48 pm 

that is truly bizarre! Ive never seen that happen before, just guessing but is that sqn accidently assignd to green instead of blue?

ex_RAAF_Elecfitter 

Sat Feb 21, 2009 7:24 pm

I dont know what I have done, but I dont have access to sqn documents in a DCG campaign, the "roster" button has disappeared.

Beowolff 

Sat Feb 21, 2009 7:54 pm 

checked the Japanese plane and squadron...their assignments look fine. plus, they worked perfectly earlier (in fact that squadron and plane actually sank a US carrier! g'ah!) but...look here:

I checked DCG to see if i had somehow accidently assigned it to Johnson (American held) airfield... it showed still assigned to Dutch Airfield (a Japanese held field in the campaign) BUT LOOK at the identification of the plane and squadron! the nationality button!  
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A Japanese meatball AND an American star!

doh!

got me bamboozled for sure. a turncoat in the ranks? lol!

anyway, have yet to load and fly that mixed (Japan/American) escort mission as i wanted to hear back from anybody in case i needed to look for anything else odd.

thanks for any help on this...

Beowolff 

Sun Feb 22, 2009 2:02 am 

Had to go to Paul for this odd bug...and it is a bug. with my information he discovered that the last version of DCG has a bugger in the class system...which causes the error i stumbled upon.

here's his communication about it:

Okay, I've figured it out. The quick fix is to open up the class.dcg file in the DATA folder and change the "side" to "Axis". It's currently set to "Allied" for both the Kate and the Jill. Just change the "1" after the "in" to "2" as below: 

B5N2 B5N2 Kate in 2 

B6N2 B6N2 Jill in 2

thanks, Paul...for some GREAT customer service on this matter!

ex_RAAF_Elecfitter 

Tue Feb 24, 2009 4:42 pm 

lost roster

Ive done something since upgrading to 3.40 that has made the "roster" option disappear, so now I can not access sqn documents, any idea what causes this?

Beowolff 

Tue Feb 24, 2009 8:55 pm

I'm still using 3.39 but am about to upgrade to the newer 3.40. i'll let you know if i have any trouble with it too...but i'm thinking you may just have had a looney install. things go wrong sometimes and i've had my own share of them in this program. my guess (could be wrong) is that you might have to RE-INSTALL DCG. might lose your ongoing campaign though, but be worth it to have it working right again.

good luck to you, mate!

Beowolff 

Mon Mar 02, 2009 1:11 am 

no problems with 3.40 so far...working fine.

btw... anybody familiar with the Timetable commands in DCG?

Scharnhorst1943 

Mon Mar 02, 2009 2:27 am 

I am not, unfortunately. However, I do know that it is a way of adding specific things at a specific date.

For example)

Change the type of aircraft that a specific squadron flies on a specific date.

Change a location alliegence on a certain date

Have specific units appear on certain dats, like an aircraft carrier appearing in a map on a specific day

Useful, but icing on the cake so to speak. The foundation of the campaign must be solid before getting into timetable commands ... just my 2 cents.

Beowolff 

Mon Mar 02, 2009 1:47 pm 

<Scharnhorst1943 wrote:

Useful, but icing on the cake so to speak. The foundation of the campaign must be solid before getting into timetable commands ... just my 2 cents.>

-That's correct. if you don't have a workable camapaign already, there is nothing the timetable commands can do to make it work properly. they won't make a campaign...nor will they make a bad campaign a good one. however, from my early experimentation, they (the timetable additions) do seem to have the ability to really broaden what can be done with a good, solid DCG campaign. my (already workable) campaign (still a WIP at the moment though and undergoing testing) has seemingly been very enhanced by the addition of these timetable placements. basically, they give you a lot more 'pinpoint' control over what is happening within the campaign...and when. ---though as i continue testing bugs or faults may show up...who knows. fingers crossed.  

So far they haven't seemed too hard to use, mostly, from what i can tell...just great care needs to be taken in their use. dates have to be specific and entered in the proper format, lines and spacing between commands have to be done properly or you'll have two or more commands trying to run at the same time, care has to be taken in naming squadrons properly, etc...also, some good thought and planning has to be put into the commands so that the commands being used FIT in with the ongoing campaign and what you are making happen (by use of the commands) makes SENSE with what has already gone on before. otherwise, just get a mish-mash of occurances that mean little to anybody.

What so far is helping me with these commands (and the entire campaign in general) is already having a good, solid plan of what the campaign is about, where i want it to go...all laid out step by planned, logical step. i put it all down on paper, first...then build each segment of the campaign to be in line with what i've already drawn out....making needed changes (work arounds) along the way to fit in with things that i find impossible to work in my original layout. this makes it so much easier to keep track of where your campaign is going and makes every NEW step easier and quicker. also, if something goes astray (as it often does for me) makes it easier to step back and take a look at what i've done and what might have caused the problem so makes fixing it much easier. also helps keep me from losing sight of my original goal or thrust of the campaign. i just have to look at my blueprints to see what i need to do next.

Works for me anyway. before i started doing that...it was sheer mayhem!

Beowolff 

Mon Mar 09, 2009 12:29 pm 

My humble campaign finally finished: read about it here.

http://allaircraftsimulations.com/forum/viewtopic.php?p=156595#156595

This is my first one and i used EVERYTHING spoken of in THIS thread.

That's right, i used practically every bit of advice offered in this thread. YOU CAN DO IT TOO!  unless you have a very tight time constriction, anybody can make a DCG campaign. it's not hard at all...just time consuming and nitpicky. what i mean by nitpicky is that you have to do a lot of reading and understanding and then you have to follow the instructions closely. being casual and careless will result in things not working right or not working at all. other than that, once you understand how DCG works, the actual construction is pretty easy, especially with the great instructions provided here by Scharnhorst1943.

My suggestions for any would-be campaign makers is to start slow and go slow...making sure that you fully understand each step of the process as you go along. everything in a DCG campaign has a purpose...every file. once you understand what each file does and why it's there, the whole thing will be much easier for you to make, plus it'll be easier to find faults (and fix) or mistakes that you will make as you go along.

thanks, Scharnhorst1943, for starting this thread and helping me get on the campaign making wagon!

salute!

unreasonable 

Thu Mar 12, 2009 9:03 am 

Help please... I am finally starting to create my own campaign for DCG ( a Kiev 1941 JG3 campaign with a more historical feel than the stock DCG version).

Using Scharnhorst's excellent idiots guide + the stickies on Lowengrin's site I have got the hang of creating the road network (I think).

But I cannot set the gattack waypoints I need to get the bridge numbers for my bridge locations.

I have set up an initial waypoint with an IL2 with default loadout as per the guide, then made a gattack waypoint. When I press "SET" I get the target crosshair and green line OK, but I cannot get it to "stick" on the bridge to set the target. No doubt it is something absurdly simple I am missing.....

any ideas?

Beowolff 

Thu Mar 12, 2009 11:06 am 

are you too close (zoomed in too close on the map?) i have had that same problem back in the day in FMB when being too too close...once i zoomed out to where it wasn't like a photo anymore, the bridge points stuck. i don't know if that's your problem or not...just relating what happened to me. good luck with your campaign, friend! 

unreasonable 

Thu Mar 12, 2009 9:58 pm 

Beowolf, you are a hero, thank you! I knew it would be something simple I just had not tried at one o'clock in the morning. Got it .. and the bridge number is in the .mis file.

Now I have no excuse not to continue with this labour. What DCG needs is a utility so that you can just click on two points on the map as locations and FMB fills in a route ... nice to dream.

Beowolff 

Fri Mar 13, 2009 3:42 am 

glad to help when i can... carry on and knock it out!

WindWeapon 

Thu Apr 30, 2009 11:43 pm 

Regarding DCG, when I view the squad documents, it does not track crew who died in action. The window for those who were lost during the campaign remains empty. Is there a way to enable the tracking of who died to see them in that Squadron documents table?

I am currently flying the new Darwin DCG campaign.

=BAF=Shangrila 

Sun May 31, 2009 8:55 am 

Hi, This DCG tutorial is the max. 

I wondered, having an own squad, i want to be able to choose this squad in the squadron monitor. First i started looking and changing things in the DCG folder adding my squadron in Data:Dgen:SquadronsGB file and also and Data:squadsid

They do appear now in the sqaudron selection list. But It fails to load. So then i realised i had to add my squadron somewhere in a file in the Sturmorvik directory. So i found the sturmovik:files:reginfo & regshort and added a line with my squadron (under the RAF squads). 

But opening the game, my squadronname still doesn't appear under the RAF squads. Maybe one of knows the answer on this? 

Many thanks in advance

={TTU}=Kiwibird 

Fri Jul 31, 2009 6:13 am 

I dont know if this is the right thread.

If its not would someone be kind enuff to direct me to the right one.

Will this get rid of Dgen and its missions or will it only effect campaigns etc made for DCG

Scharnhorst1943 

Sat Aug 01, 2009 12:14 pm

={TTU}=Kiwibird; This is the right thread my friend, but there is a lot to read. 

Lucky for you I am somewhat organized. The first part of this thread explains DCG and what it does to a T. IT also walks you through step by step on how to get it working.

In answer to your question, YES, DCG will replace DGen as your campaign mission generator. DCG adds many more parameters, all of them you can tinker with to suit your personal tastes. All the information you will need is probably in the first two pages of this thread. 

If you go through the first two pages and still are having difficulty, PM me and I can help you out.

Scharnhorst1943 

Sat Aug 01, 2009 12:16 pm 

=BAF=Shangrila; I personally do not. I know alot about DCG, but just about all of that knowledge was Pre-Mod. I know how to add new maps (I think, I have been so busy I haven't had time to tinker with it) But if you go to the Lowengrin website and ask on the DCG forum, I am sure Paul will let you know how to do it (It is HIS program after all)

spreng 

Sun Aug 23, 2009 10:13 am 

Is it possible add new Countries/Armies?

I'm trying DCG after few years and I must say this guide is wonderful, thanks for the help.

All is very clear, but I've a question: with the excellent "Forgotten Countries" many new nations are now available for missions; is it possible adding these new nations to the DCG?

I tried to arrange a 1948 Arab-Istraeli war in the Sinai map using DCG, I thing I creatated all the folders & files needed:

1. IS for photos;

2. IS for mission/campaign;

3. Israel.dat for roster pilot towns;

4. IS message in the dgen folder

5. Added to message.dcg (I think) the town locations

But it didn't work  

Can you help me?

There are many interesting theaters using new map and countries like Korea or Ebro map for Spain - Using right countries allows to use right ranks, medals and names... it would be great!!

Scharnhorst1943 

Sun Aug 23, 2009 3:50 pm

I am glad to hear you are enjoying DCG and that my guide is helpful. 

Unfortunately real life has me very preoccupied and I have fallen behind the mods a bit. I do not know how to add the new countries to DCG, but I do know that it is possible. I highly suggest you pose this question on Paul Lowengrin's website. I have a link to his site on the first post of this thread. Ask on the forum on his site. It might take some time to get an answer, but I am sure he would be more than happy to show you where to edit. It is probably nothing more than a file that you need to add all of the squadrons and nations to. 

Sorry I could not be of more help, but I am certain that someone on Paul's site will get you what you need. Oh, and FYI, if you find out, give me a hollar so that when life settles back down I can pick this up again.

spreng 

Wed Aug 26, 2009 4:42 am 

Thanks for your help! I just asked to Lowengrin and he answered me immediately... unfortunately at the moment is not possible add new countries because are hardcoded, however for Israeli I will use Dutches and for Egyptians Romanians. I will add a pack to optionally change ranks and medals.

sfchammer 

Sun Oct 25, 2009 12:35 pm 

Hi all

I only recently started playing around with DCG, and have figured out how to run the stock DCG and thrid party DCG campaigns, so all is good. However, whilst experimenting (and by the term "experimenting" I basically mean...push some buttons and see what happens ), I managed to create two "Player Defined Campaigns" , one in RAAF and the other un USAAF.

They are now seemingly permanently displayed in the list of available campaigns whenever I go to the create a new pilot career section in il2-1946. ... but now I just want to clean up the list and not have any of my "creations" in there as i don't intend ever playing or generating missions for them

How can i get rid of those "player defined" campaigns from the in game campaign lists?...I can't seem to find where they are located in any of the game or DCG folders in windows explorer. These are not generated campaigns where you can just delete them in game...I am talking about the actual list of campaigns available for each country that you can choose and then generate missions for.

Thanks in advance for your help.

Scharnhorst1943 

Sun Oct 25, 2009 6:15 pm 

I think you are looking for this file path:

Il2 1946 game folder / DGen / 

Inside there will be three different text files you need to look for.

Campaigns.dat

planes.dat

squadrons.dat

-The Campaign file has what maps and in what order they are played

-the planes file has what planes are available for what maps

-squadrons folder has what squadrons are available for what campaigns

just make sure you get the correct corresponding 3 files.

Scharnhorst1943 

Thu Apr 01, 2010 10:42 pm 

I have ideas and research done. I was planning to do the North Africa campaign but I have done basically no work on it outside of research and focusing my ideas. I am about to graduate college with an Engineering degree ... so that has been a priority. Unfortunately it has also left time for NOTHING ELSE. Either during the summer or after I graduate in December I will work on it more, but until then ... I have nothing near a release. Even then I would release my entire North Africa campaign ... so that would be quite a bit of time.

So if you want to make a campaign, I say go for it. When you run into snags you can either post here or PM me. (PM might be better).

I will do my best to answer any questions you might have.

Fin_ace 

Sun Aug 22, 2010 12:58 pm 

Do i put all ground waypoints in one .mis or do i have to make multiple .mis files like airfield to factory or so?

Lonestar 

Mon Aug 23, 2010 12:43 pm 

Hi,

I do not know whether I understand you properly!

At the beginning you can put all waypoints in a .mis file and save it! Then you open the .mis file with the editor and copy the Waypoints in the respective .rds ,.srd or .rls files!

Fin_ace 

Mon Aug 23, 2010 3:04 pm 

Yes, ok but i thought that, how i can know what chief is going to somewhere

Lonestar 

Mon Aug 23, 2010 4:04 pm 

Hi,

Set the waypoints for the first ship or column in FMB and save the .mis file! Switch to Desktop, open the .mis file and the respective dcg file with the editor and copy the Waypoint lines under "0_Chief" from the .mis file into the .rds, .srd or .rls file!

Then back to FMB to set the waypoints for "1_Chief" and so on!

Fin_ace 

Tue Aug 24, 2010 2:25 pm 

Blaah!  dont work do you know what " ´6/´ is not a valid integer value" means.

Lonestar 

Tue Aug 24, 2010 2:37 pm 

Hi,

Looks to me after a spelling error made in one of your files!

Search after a line in your files that include "6/"!

BTW: I am working currently on a step by step DCG tutorial, how to make a third party campaign from scratch!

It should be ready in a few weeks!

Fin_ace 

Tue Aug 24, 2010 3:19 pm 

Hahah you never know what was the problem.....

i had written the starting month example: 10/6/1941 when it would have to be written 10/06/1941, note the 0 before 6.
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