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· Register

Bellum war registration is independent from forum registration. Forum has a complete different database. 

Bellum war is an online campaign, and games are started from game lobby: HL. So the very first thing to do, is to get the HL client and register a pilot name. Click on HL button to get client:

To register in Bellum as pilot you have to fill the "Pilot register" form. You need to provide you name (HL call sign) and provide a personal password. Additionally you can fill your email and a avatar image link. When this is done, you can edit you profile, join a squad, create a squad, etc. 

Notice that if you have already flown a Bellum mission you are automatically registered as pilot. The password assigned to you is you HL name (exact case). If this is your case, you have to skip pilot registration, and go straight to "edit pilot" so you can change you password and complete you mail, avatar information. Then you can join or create squadrons. 

Squadron registration **: If you are the CO of a squadron, go to "Squadrons -> Register" and fill the form with the squadron information. Once the form is completed you will automatically be incorporated to the squadron, and your stats moved to the squadron Stats. Then you can go to "Squadrons -> Edit" and add a XO to your squadron. The CO and XO can accept pilot applications to the squadrons. Once the pilot is accepted, the new pilot stats will be incorporated to the squadron stats. 

Ask for an Authorization Code in forum or contact SG1_Cantos and/or HR_Barripower for authorization codes or any doubt about registration.

** Squadron registration is limited because several reason including: 

We cannot handle 300+ squadrons and 3000+ people registrations in a short period of time because will collapse the actual system, only tested with 10+ squadrons.

· Create missions

To create a mission, each side has to make an attack request, then the one is going to host need to "combine" both parts. This are the steps: 

1.
Load Generation page. 

2.
Click on the Soviet medal if you are VVS or German medal if you are LW. 

3.
A new page will load, showing the current states of airfields, city damages and radius supply, a front map and a supply map. Decide your attack and select the target from the pull down menu. Then, select the distribution of the airplanes (defend, attack). Finally fill the name and passwords fields. 

4.
Once your request sent, you will get a confirmation message, with your name, the total amount of planes and a identification code. Send this result message to the one will be hosting the mission. 

5.
When the host has the two requests messages, the host loads the link below the 2 medals create the mission and there combine both request by selection them from the pull down boxes, supplying name and password. 

Notes: 

The ID number is there just in case the same person build several requests (by mistake or because is making request for 2 different missions). Request last 30 minutes, after that, unused old request will be erased automatically. 

The total amount of planes must be predefined before request are made. On the request there is a entry "planes" so the host can verify at combine moment that the total plane amount match the predefined ones. (8x8 12x12 16x16 8x12 12x8 12x16 etc...) 

As you can see, the host no necessary needs to make a request. It can be done by any other pilot. The host only needs to combine request. Please, be careful on selecting the side request to avoid using other request. Example, check if your mouse wheel changed one side request. 

The plane distribution will be spited in: Defence and Attack. 

·
The attack planes are the ones will be assigned to our attack: They are the escorts of the attack planes in case we are attacking a city or an airfield, or they are the escort of supply transports, or they can be the fighters providing air cover to our tanks (in case we attack tactic). 

·
The defence planes are the ones will be assigned to the defence, depending of the enemy attack can be: patrol in case enemy is attacking a city or an airfield, intercept in case enemy is doing a supply mission or escorts of our bomber group scheduled to attack enemy tanks (in case enemy attack tactic). 

Finally, each group has a max amount of planes of 8. For this reason, if you make a mission 16x16 the only distribution possible is 8 defend + 8 attack. In case you have 12 fighters mission set defend-attack combinations: 8-4, 6-6, 4-8. In case you have 8 fighters options are: 8-0, 6-2, 4-4, 2-6, 0-8. 

· Report missions

1.
Load Report page. 

2.
Find your eventlog file and fill the mission number you are reporting (ex: badc_30278) 

3.
Enter your name and password. 

4.
press send, and wait for the report result. This can take several seconds, up to a minute, depending on the mission result and server load. This step can take some time because new front lines need to be plotted. 

Notes: 

In case a refly mission you don’t need to edit your eventlog file. The parser will seek for the last mission matching the mission number. 

Is important to wait an ERROR message or a success status from parser. If not, the images can be broken, not updated or maybe the mission incorrect reported. 

· Bellum war: introduction

Do You want to push the enemy outside the territory? Do You want to destroy its air bases, field champs and their troops? To cut its provisions, to isolate them and to take them prisoners? To rescue downed friend pilots? Bellum is the place. 

In Bellum, territory is divided in sectors. Sectors are square areas of 10Km of side. These sectors that conform the map at any moment belong to some of sides. Who dominates a sector, dominates everything what it is in this sector: Cities, airfields, field champs. Advance is obtained capturing sectors. 

The objective of Bellum is the conquest of the territory (FB map). Each map begins with a balanced position to both sides. Once begun the map each side tries to advance on the territory that the enemy control, and in the advance is seized the cities and the airfields. 

You must occupy all the enemy towns or cities with supplies or all the enemy airfields to be successful. If one side (red or blue) lose all their airfields that will mean they are defeated because they cannot give any air support to their ground forces. At the same time if one side lose all their towns or cities they will be defeated because they wont be able to supply their ground forces. 

In both cases the war map which is being played is finished and the next planned map will be ready to play again, unless that map was the last one in the campaign, and in that case means the end of the actual campaign. 

The cities have a strategic value: The capacity to maintain friendly troops in zones near the city. Each city has a supply radius. All the friendly sectors within this operational range will have strongly armed field champs, creating in this way a harder work to the enemy to attack those supplied sectors. 

As it is seen, the sectors, cities and campaigns are related between itself: The dominion of the sector that contains a city allows that that city belong to us. The supply radius of the city allows to maintain armed field champs that fortify the defence of the sectors around city. 

Considering this interaction we introduce in the Bellum the possibility of "strategic attacks", that is to say, the attack to the cities to reduce its operational range and soon to be able to advance on low armoured enemy sectors. Also we introduce the possibility of being able to supply our cities, to increase the operational range and to provide extensive zones but or as a defence of the attacks of the enemy. 

The air bases (aerodromes) play a very important role. In the measurement that our bases are remote of the zones of conflict, it is more difficult to be able to give aerial support. For that reason we introduce the possibility of attacking the bases the point to leave them inoperative. The possibility exists of supply the bases, to return them operative status or to reduce the damages caused by the enemy. 

This introduction is sufficient to understand general operation of the Bellum. Next section explains in more detail the attack types, the consequences, the amount of damages that can be obtained, and other data necessary to consider when planning a strategy. 

· Bellum war: How does it work:

This section is little out date, working on new one, more complete 

In every mission, both sides will be asked to choose an attack point out of the war map. There are two different ways to perform an attack:

Tactical attack and Strategic attack.

If you're trying to capture a map sector near the front line, that is called tactical attack, in that case a group of tanks are sent to conquest the area 

Otherwise, if you are attacking a city, a town or an airfield directly, in order to decrease their supply radius or their operational status, that is called strategic attack.

 Capturing enemy map sectors:

When one side is trying to conquest an enemy sector, the attacked sector must be in the front line of the war map, and the only thing that side needs is to perform a tactical attack on that sector.

When a tactical attack, we're sending ground troops (tanks and vehicles) to that sector. The attacked zone can be or not inside the enemy's supply radius. If it is, our troops will engage enemy ground troops during the assault to that sector (enemy tanks and vehicles) as well as enemy bombers trying to stop their advance.

Because that, it is better to attack sector where the enemy hasn't got any kind of supplies from their main towns/cities. Even when the enemy sector hasn't got any supplies, it is possible to fail the assault if the enemy air forces are successful in their duty. That's why it is important always to give aerial support to our assaulting ground troops. If the area we're attacking hasn't got any ground opposing forces, we can chose the enemy airfields around that area as a target of our next strategic attack and if we're successful damaging the enemy airfields enough, we will force the enemy to fly from remote airfields, maybe far enough to stop the enemy giving the needed air cover to that sector. Such thing will help us a lot giving us more chances to our final success.

As we're beta-testing the game yet, the ground attack will be done with 9 tanks, and 6 of them at least must survive at the end of the mission for being considered as a success and to conquest the sector.

· Supply missions:

To make a supply mission you have to select the SUM-"city_name" target. A flight of 4 planes will be arranged. Supply mission can only be done by human players (for now, later we will have AI supply). The transport planes has to take off and fly to the WP on the city to supply. When You are close to the point, less than 5km, you turn on your smoke for a few seconds, then turn off. You have 3 smoke shots and at least one has to be inside the radius. Then you go land at any friendly airfield you like, and that airfield will be supplied too. 

In order to get a valid supply you have to load default weapons and 100% fuel. The supply has to be done inside the time limits showed in the briefings.

Now, we only have TB3 and HE-111 for supply tasks. When we introduce AI supply we can get other aircrafts like JU-52, LI-2, etc... 

If you are interested on supply an Airfield only, select a supply mission to a city close to the airfield you like to supply. Then do the normal supply mission to the city, finally land in the interested airfield.

Supply success is variable, for each VVS plane accomplish mission: 2~4 % towards city and 5% towards airfield. For each LW plane: 2~3% towards city and 5% towards airfield.

 Capturing towns/cities or airfields:

If one captured sector has a town/city or an airfield in it, those will be captured with their actual operational status as well. That means, if we are successful capturing an enemy city and in that moment its supply radius was 30 Km, we will get it with the same radius or damage percentage. If that sector had an airfield in it, but this one was destroyed, then it will be non operational for us as well.

To capture the sector where a city is placed, the city has to have a damage greater to 50%. This do not apply to Isolation captures (Multiple conquest, see next section).

If you are defending a sector, there is a time limit: You have 40 minutes from mission start to destroy the enemy tanks incoming to sector. After that time, the tanks are counted as ground objectives, but they do not count to mission result. This was introduced to avoid bombers fly away and come back when fighters run out of fuel.

· Multiple conquests:

In the next image, blue side could get a multiple sector capture:


Red side has a bridge-head which can be encircled if the blue side attacks as the arrow shows in the next map image. In case blue side captures that sector, also they'll be successful encircling marked with a red cross so they will capture both sectors after only one move:
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If there are chances for the blue side to do that, red side should foresee that encircling movement and open an alternate supply route immediately, as is shown in the next image:
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· Rescues:

Before start, remember that pilots that can be rescued are only the ones that IL2 stats as captured. That is when you see a message in chat box "--- XXX has been captured by enemy forces". If that happens, and XXX pilot is from your own army, you can rescue him.

To rescue a captured pilot you only have to land close to him, wait him reach the plane, takeoff and return to base.

That simulates the process of loading a pilot into your plane and take him to a friend airbase. The next lines explains in more detail how the parser handles the rescue. You don't need to read them or understand them. But if later your rescue didn't work, come back and give a read.

When you rescue a pilot, there are many things you do in mission that are not logged (IL2 do not write down all info about your actions), so, the program that later try to understand what you have done (the parser) is limited. What IL2 logs related to a rescue are 3 pair of coordinates: The captured place, the landing place and the takeoff place.

The landing coordinate is the place you are in ground and aircraft speed is reduced to 0 Km/H. So the landing coordinates say nothing about from where you approach, or how much you taxi around till you finally stopped. Sometimes, when you taxi to some place IL2 already log the landing place, because while you taxi around your speed went to 0km/h, before the final place you reach. 

The landing place is one point where the pilot to be rescued can be loaded into aircraft. Is a condition that the distance between landing place and captured place be less than 5000 meters (5 KM or 3.125 Miles). If distance is bigger than that, is assumed that the pilot to be rescued can't see the plane landing. And rescue can't be done.

The other information we have is the place where a plane takes off, that is the place were plane is not more touching ground, several meters above ground and with flying speed. But there is no information about the place where the plane start rolling. Because that, the plane can start rolling from any direction in a circle around takeoff point. (assuming a 1500 meters roll distance)

In next image, the blue dot represents a place where a plane takes off (in air). The orange circle is a 1500 meters radius, and circle limits are places were a plane can start roll to take off. For example, points A,B and C are 3 places where a plane can start to move, so later is "in air" at the blue dot. Any of this places in circle limit can be the place where a the pilot to be rescued can be loaded. The parser will assume best fit direction, so the start roll point will be always 1500 meters from take off point in direction of rescued pilot.
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When you are trying to rescue a pilot, the distance from where a pilot is captured to this loading points is measured.

The loading points are the landing place and the best approach to takeoff circle limit. The lower distance is considered as the distance to walk (or run).

Lets see some examples in image:

[image: image4.png]X Landing place





The landing place is the big blue X and the takeoff place is the red X.

Pilot 3 is outside 5Km range, so is not possible to rescue him.

Pilot 1 has to walk/run 700 meters to the landing point.

Pilot 2 is close to the takeoff circle, about 1200 meters to point "A". So parser will assume you landed at blue X, and then you taxi to the point marked as A, where you later start rolling to takeoff.

Now, we know where are the places a pilot can be loaded into plane, and the distance to walk, lets see how the captured pilot reach the plane.

The pilot stated as captured can be healthy, wounded or heavily wounded. This will decide how fast can the pilot walk or run towards the rescuer plane. A healthy pilot can run at a speed of 5 meters per second (18km/h), a wounded can only walk at a speed of 2m/s (7.2 km/h as fast walk) and a heavily wounded can not move. In this last case, the pilot just landed goes running where pilot heavily wounded is, and carry him back slow walking to the plane. The total speed of going running and coming back carrying the pilot is considered in average a normal walk, but the distance is double, so final average speed assumed is 1m/s (3.6 km/h).

So, we have the distance to walk and the walk/run speed, so there is a "time to captured pilot reach plane". You can't know exactly this time, but closer you land, lower the time you need to wait. If you are in coms, you can ask if pilot is wounded or not to get a clue about waiting time. (At end I post a table with values distance/speed/wait time).

To simulate rescue, we assume that pilot start running (or walking) one minute before rescue plane lands towards landing direction. The only exception if captured pilot is heavily wounded, and the start walk time starts when plane lands. This is because the just landed pilot has to walk to pickup wounded pilot, and that can only happen after he lands. The "walk time" stops 20 seconds before plane take off (assuming 20 seconds takeoff time).

The new rescue system allows you to land before pilot reach the ground. For example, you can land when you see the chute going down. Land, close to the place where the chute will land, wait for him touch down, wait him to walk to plane and finally take off. In this cases, the "start time to walk" will happen as soon the chute touches ground. The only problem by landing before, is you cant now if IL2 will stat that pilot as captured or not.

No mater how close the landing point or takeoff points are to the rescue pilot, it always assumed a minimum of 50 meters to walk. So always you have to wait between 10 seconds up to 50 seconds to pilot reach plane. But remember that pilot start walking when see your plane in approach to land (1 minute before you land) so wait time is little or none. Exception if pilot to rescue is heavy wounded.

You can think that wait times are too long, but they are not, because parser assumes best fit take off direction , you have a handicap of 1.5 kilometres. In most cases you will land about 3km or less from pilot, taxi close to him, lets say 1km or less, and later take off. In worst case you take off in opposite direction where captured player was. In this worst case, distance to walk will be 500 meters or less, so waiting time is between 1.7 minutes up to 8.3 minutes, depending on pilot health. If pilot is not heavy wounded, the time to wait is 1 minute less, because we walking to your direction before you land. Check table for other distances.
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Most often cases, if you taxi to close point where pilot is, the distance to wall will be the minimum (50 meters) and because pilots start walking before you land, wait state is depreciable. Only exception is the heavy wounded pilots, where you has to wait more time.

Below you can see how events are handled by parser with an example taken from mission badc_54096 used for testing.

Distance are in meters. 

Seconds are time in seconds relative to day start (hour 00:00:00)

14:18:48 LeLv69_Masi captured at [ 91828.68 , 22845.912 ]

14:20:18 LeLv28_Lana landed at  [ 90949.62 , 22897.652 ] inside 5km limit

14:23:06 LeLv28_Lana take off at [ 90016.07 , 22906.1  ] 

- distance to land place: 880 meters

- distance to take off place: 313 meters

- distance used: 313 meters

- captured_secs:51528  

- land_secs:51618  

- toff_secs:51786

- start_walk_secs:51558 (land secs - 60)

- stop_walk_secs=51766 (take off secs - 20)

- walk_time=208 ( stop_walk_secs - start_walk_secs )

- wounded=0  walk_speed=5 walk_distance=1040 meters

- Looking for LeLv28_Lana return to base: Found!

*** LeLv69_Masi rescued by LeLv28_Lana

The 3 first lines are the 3 points coordinates (and times) involved in rescue. Later distances are measured, and the lower is taking into account. In this example, the take off point (-1500 meters) was at 313 meters. The walk time was 208 seconds (little more than 3 minutes). LeLv69_Masi walk speed was set to 5 meters/sec because he is not wounded, and that is enough to cover a distance of 1040 meters. Since distance to load point is 313 meters and it is lower than 1040 meters, is considered that LeLv69_Masi reach the plane. Later LeLv28_Lana returned to base the rescued is accomplished.

I try to keep new rescue system compatible to old system as much I can. New rescue system is almost 100% compatible with old method, so, doing rescue as before should be ok. The only differences is wait times that have to take into account.

The new system is more flexible, allowing he landing point to be as far as 5 Kilometres, making avaibile better places to land. Besides that condition, there is not a limit on how close you have to be. Distance can be any up to 5 kilometres. The rescue will now depend on the time you wait for pilot and the distance where he is.

· Day Game time:

There is a day-system in this game. Every single virtual day corresponds to a determined amount of missions. As you were told before, this game is in beta-testing stage yet so there is nothing determined yet, but by now, the virtual day will be made up of 20 to 30 missions.

Cities/towns and airfields recover a percentage of damage by themselves every day passes in the game. Taking care of your own cities/towns or airfields, and stopping the enemy attacks to them is one of the most important tasks in the game. In the other hand, if you want to defeat the enemy definitely, you will have to do the opposite with their cities or airfields.

· Airfields:

Airfields will be operational if their damage is LESS than 60% damage. Once this amount of damage is reached, that airfield will be non operational and no flights will have their departure point from that airfield but any friendly flight will be able to land there after the mission. The more damaged is the airfield, you will find less amount of AAA guns, artillery and objects.

· Cities/towns:

Cities and towns work in the same way as the airfields. The more damaged they are, the less AAA guns, artillery or objectives you will find there.

Each city/town has a maximum supply radius which depends of how important or big is that city or town. Any damaged to the cities will modify that radius in a percentage. Cities/towns are the ones in charge of supplying of food, ammo, petrol etc.. to the ground troops, so the supply radius determines if one sector of the map is covered or defended by ground troops or not.

· Flights:

Any flight will have a minimum distance of 40 km to the target zone, even if it is a defence or an attack flight. Sometimes you will find the target area is quite far away from the departure point so you will find at the same time that the landing airfield will be the closest possible to the selected attack or defence zone. With this feature, we try to simulate the real thought of looking for the closest landing airfield in order to end the mission as soon as possible.

No flights will start from two enemy airfields too close to each other nor finish in an airfield too close to the target area because that is considered a high risk situation.

· Attack combinations & plane organization:

Because each side can choose their own kind of attack and their target, there are several overall mission possibilities :

	Allied
	Axis

	Tactical
	Tactical

	Tactical
	Strategic

	Strategic
	Tactical

	Strategic
	Strategic


· Tactical Vs. Tactical:

In this case, both sides are trying to capture enemy map sectors. The mission setup will be as follows:

VVS: A bomber group will try to destroy enemy troops/tanks invading the Russian sector with or without escort fighters. This kind of mission is known as DEFENCE FLIGHT. In addition to it, there could be a fighter group trying to give aerial support to the Russian ground attack in another sector (known as ATTACK FLIGHT).

LW: A bomber group will try to destroy enemy troops/tanks invading the German sector with or without escort fighters. This kind of mission is known as DEFENCE FLIGHT. Also there could be a group of fighters giving aerial support to the German ground attack at the chosen sector (know as ATTACK FLIGHT).

· Allies: Tactical Vs. Axis: Strategic

In this case, allied troops are trying to conquest an enemy sector of the map, and in the other hand, axis troops are attacking an allied town/city or airfield.

VVS: An interception group will be deployed near the town/city or airfield being attacked by the Germans (DEFENCE FLIGHT), and another fighter group will be deployed on the Russian attacked target sector, giving support to their own ground troops (ATTACK FLIGHT).

LW: A bomber group to perform the strategic attack (town/city or airfield) with their fighter escorts (ATTACK FLIGHT) and another bomber group and their fighter escorts too, trying to stop the Russian advancing troops. (DEFENCE FLIGHT).

· Allies: Strategic Vs. Axis: Tactical

This kind of attack is quite similar to the previous one, but with each side's mission upside down. Now, VVS pilots will have two bomber groups, each one with their own escort fighter group, being one whole flight an attack flight and the other one a defence flight. LW side will be supplied with two fighter groups.

· Allies: Strategic Vs. Axis: Strategic

This is the last war situation possible in the game. In this case, both sides are trying to attack an area quite far away from their base airfields. To those who have been flying VEF2 campaigns, this kind of situation will be quite familiar for them.

Flights setup is as follows:

VVS: a bomber group with their escort fighter group (ATTACK FLIGHT) , and an interception fighter group (DEFENCE FLIGHT).

LW: a bomber group with their escort fighter group (ATTACK FLIGHT) , and an interception fighter group (DEFENCE FLIGHT).

· Rules: (initial release)

This is a very first rule list, recommendations and host procedure. As pilot you have rights and obligations. Anything not listed there is ok. Anyway, there are some recommendations, and some automatic punishments for unliked actions.

Pilots Rights:

·
When you join a mission from HL slot you have the right to be part of mission. 

·
You have at least one hour to do your task. 

·
You have the right to follow or not to follow briefings. 

·
You have the right to get all your missions reported. 

Pilot Obligations:

·
You can not leave the mission once started. (Filtering, disco on propose.) 

·
You can not complain against been strafed or been chute killed. 

·
You can not complain against other people using lights or smoke. 

·
You can not complain against other people not following briefings. 

·
You can not read opposite briefings. 

·
You can not use any in-game or 3rd party explodes to get uneven advantage. (To be expanded) 

·
In general you can complain only if your rights was not respected; and should be using private messages. 

· Raccomendations:

·
You can land, takeoff any amount of times. 

·
You can use navigation lights at any time and any amount of times. 

·
Strafing is allowed, at any time, at any place. 

·
Landing lights are allowed in first 5 minutes from mission start (for take off), and before 5 minutes a landing event. On usage out of this allowed intervals you get automatic negative points. 

·
Smoke usage is not allowed. Only Exception is you are in Supply Task. On usage out of this task exception you get automatic negative points. 

·
Chute kills are not forbidden, but since most dislike this, an automatic negative points will be applied. 

·
Team kills will be automatically handled by parser, no matter what was the reason. 

Host Procedure:

·
As host, you are also a pilot, so all pilot right, obligations, and recommendations apply. 

·
When you start a mission, all pilots in HL slots has to be admitted. Backdoor joiners should be kicked. Exception: someone reconnecting. 

·
The mission needs to run for at least 30 minutes, no matter if all humans where killed/landed/disco before that time. Mission has to run to the point all humans left game. If one hour game time is reached, is host right to stop mission or to continue, no matter other pilot status. 

·
The game settings should be FR (Full real) plus speed bar. 

·
Dot range settings should be default (14km). Change is forbidden. 

·
Is forbidden changes in downloaded mission (time, weather, or anything else). 

·
The amount of human players need to be at least 5 vs. 5. 

·
The logs cannot be edited or changed in any way. 

·
All missions have to be reported. 

·
Host can not kick players during game. 

·
Hosts have to set up correctly the event logs in order to report missions. To do this, edit FB config file "conf.ini" in your FB folder. Then check this lines and values are present in the "[game]" section:

	[game]
.
.(several lines)
.
eventlog=coop.txt
eventlogkeep=1


·
Time to time you have to manually delete the file "coop.txt", because it sizes get very big. The parser will not accept files bigger than 200Kb. 

Host Settings recommendations:

·
Try to host with a max amount of players you know your connection can handle. 10kbits upload per player is recommended. You can check your upload speed in this page: http://www.pcpitstop.com/internet/default.asp

·
Restarts are not recommended if there are less than 3 plane loss. On 3 or more planes lost, you can ask in chat for a restart. Host decides. If there are many planes destroyed, and your side (okl/vvs) is not affected, is recommended to offer a restart as a good attitude example. 

·
Is recommended to host, no matter what connection have, to set host network speed to 14.4 kbit/s. You can automatically force FB to 14.4 kbit/s editing your HL configuration file "hlpro.ini" and adding the line "serverRate=1500":

	[Forgotten Battles]
joinDelay=20
clientRate=1500
serverRate=1500


·
Or if you prefer a default speed of 28.8 kbit/s:

	[Forgotten Battles]
joinDelay=20
clientRate=3000
serverRate=3000


·
Recommended MaxLag settings. To do this, edit FB config file "conf.ini" in your FB folder. Then check this lines and values are present.

	[MaxLag]
farMaxLagTime=2
nearMaxLagTime=1
cheaterWarningDelay=1
cheaterWarningNum=1


·
Recommended speed check settings. To do this, edit FB config file "conf.ini" in your FB folder. Then check this lines and values are present inside the "[NET]" section.

	[NET]
.
.(several lines)
.
checkServerTimeSpeed=1
checkClientTimeSpeed=1
checkTimeSpeedDifferense=0.05
checkTimeSpeedInterval=5


·
Setting Skin Download Off always helps to reduce network traffic. 

· Bellum Point System

Before start speaking about points, an explanation about indexes affecting points should be done. After that, you may also check the task explanation page in order to understand why some tasks has no points for some ground or air kills. 

· Experience Index

Experience index is a way to show how good is your actual virtual pilot. When you start a new virtual pilot carrier (first mission, or first mission after kia/mia) you pilot experience is set to 1 (or 100%). Then, while you keep this pilot alive, experience grows. It will never decrease. In table below you can see what actions or events makes changes on your pilot experience. Once pilot dies, experience turns back to 1 (or 100%).
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This index will affect the points won in mission. For example, if your pilot experience after 8 sorties alive is 1.23 (123%), the mission points are increased by 23%. The bad news are that at same time your experience grows, the prize for your head increase too. This is because on every air kill, the points won are affected by the killed pilot experience. 

Lets say you fly a mission, and you will get 10 points for each fighter. If you kill an AI_Veteran (experience 0.8 or 80%) you will get only 8 points. And if you kill an expert human, suppose a pilot with experience valued 1.68 (or 168%), you will get 17 points. 

This index makes 2 things. One is to foment you keep alive your virtual pilot, this way you win more points. Other things is to set the amount points for an air kill. We all know is not the same to kill a bot or a human. So, we have dynamic scores per kill, based on pilot experience. 

When you rescue a pilot, you experience grow by 0.1 (10%), because you learn from the pilot you just saved. 

· FairPlay Index

Fair play index works like the experience one, but with some differences. One is that Fair play index max value is 100%. This represents how much you follow recommendations. In Bellum is not against rules to use smoke or kill chutes. But, as most people dislike this things, every time an action "not recommended" is detected, the fair play will decrease. 

Below table shows how much some actions decrease the fair play index. The total points of mission is affected by this index.
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Medals are not asigned if Fairplay < 100%

If you rescue a pilot, your fairplay is set to 100%





So, this index is like an automatic punishment. It recovers in steps of 5% if you fly without breaking recommendations. If you want to get all points from missions, you better keep this index at 100%. This is also required to get medals. If you reach the point to get a medal and your fair play is not 100%, medal is delayed till you get 100% fair play. 

When you rescue a pilot, you fair play is set to 100%, as a bonus. 

· Kill points

Next table show the amount of points for each kill depending your mission task.
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· Mission points by task

Next table show the amount of points based on your task. Each task has a different condition, so in Bellum can have in same side different results. If you are escorting a group of bombers, and all them come back alive, you get max points because that. At same time, bombers need to hit the target to get more mission points.
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· Other points

Finally, this are some other pointed events:

[image: image10.png]Other events point table

Action points
Kia/rmia/disco -4
balied/crash 2
landed safe in base +4
Landing Lights -5
Wintip Srmoke -5
Frienfly AirKill or Groundkill 5





New Changes - Manual add ons.

· Changed lights detection: 

- Now landing lights are free to use while plane is on ground. 

- Once you have taken off, you have 5 minutes to free use lights. 

- Lights should be turned off inside that 5 minutes limit after takeoff. 

- You can use lights in previous 5 minutes to land. If you don’t land in less than 5 minutes, it will count as a fault (less points and reduce FairPlay) 

· Pilot Kill detection: 

Now when somebody kills a pilot (not a gunner) the air kill will be assigned to the pilot who scored the pilot kill. No matter what later FB engine assigns the kill to. Pilot that receive a PK can leave game without waiting plane crash. 

· Safe Landing detection: 

Now is considered a safe landing only when you land in a friendly base. If you land at any place not in base (downs, crash land, emergency landing) you have to bail out. If you don’t bail you get MIA status. This is because there are many downs on enemy territory and FB do not assigns MIA status on this cases. The exploit to avoid be captured was: downs + disconnect. So, now if you downs you have to bail always: if downs is on friendly zone, you get bailed. If you downs on enemy, sometimes you get MIA, and sometimes you get bailed (escape). This depends on internal FB engine. If you don’t bail, parser assumes exploit, no matter if you are on friendly or not zone. If you have an accident before take off, you have to bail too. If you land before 5 minutes of mission progress you will NOT be counted as "safe in base", and you will get MIA if you don’t bail. This is to avoid taking off and landing for the points. 

· To summarize: 

Normal land on base (after 5 minutes flight)=> safe on base => you can bail, bail flag is cleared. 

Emerg land on base => safe on base => you can bail, bail flag is cleared 

Emerg land outside base => not safe on base => you have to bail or you get captured. 

In this last case, the status will be what FB engine logs after you bail out. 

If you don't land in base: always bail, no matter how long you take. 

If you land in base: if you like, you can bail too, and bail will not be showed. This can help host protection from been strafed, but works for all, not only hosts. 

As said, this cases are like just stepping out plane and going for a beer after mission. :mrgreen: 

· Min mission time increased to 30 minutes 

From now, missions has to run at least for 30 minutes, this way there is enough time for ground battles. The mission needs to run for at least 30 minutes, no matter if all humans where killed/landed/disco before that time.

F.A.Q.

Q: What is the quantity of troops in each sector with 100% supply from the town? 

R: A supplied field accampament: jeeps, AAA, fuel, + 4 tanks. A NOT-supplied field accampament: jeeps, AAA, fuel 

Q: What time is necessary to renew the troops after attack, if they are inside supply radius of the town? 

R: No time necessary. if there is supply, all missions will have a accampament with 4 tanks 

Q: When supply radius is growing how quick the troops appear in the empty sector? 

R: Automatically. If radius "touch" centre of sector, troops with tanks will be there. The centre of the sector has to be inside circle to be considered inside supply sector. 

Q: How the quantity of troops is changing in time without support from the town? In figures please. (for example – in five days they lost 50%, in 10 days disappear) 

R: As said, troops are present or not. There is not intermediate values. 

Q:  When the supply has been removed from the sector, will 4 defending tanks be there during 30 missions, or they’ll disappear in the next mission? 

R: No, when supply has been removed, the 4 tanks are no longer there, they go back. The troops (soldiers, cars and AAA) will stay for one day (30 missions) and it can happen 2 things after virtual day end: If sector is on army domain, troops (no tanks) stay more time and sector remain to army still is attacked. OR if sector is on enemy domain the will go back and sector change sides immediately. What decides the domain is the geographic position of sector towards cities distance. 

Q: When attacking the field how the percent of damage calculated? In figures, please too. What is the maximum damage in % for one attack? 

R: Percentage of damage is: (Objects destroyed / Objects available) *MAX_DAMAGE. Actually MAX_damage is 20% So if you destroy all objects you damage 20% Amount of available objects is reduced when fields are very damaged. So, when field is very damaged, is very easy to get 20%, just destroy the few objects present. This is done in this way to make harder to destroy a good shape field, but easy to keep non-operative an attacked one. Damage level is not linear. 

Q: When attacking the town how the percent of damage calculated? In figures, please. What is the maximum damage in % for one attack? 

R: In same way as fields. But MAX_DAMAGE for city is set to 30% 

Q: Is it more difficult to capture the town when it suffers more damage, or there is no difference when damage level is between 51% and 99%? If there is, please, describe in figures. 

R: To capture a town you have to do a tactical attack to the sector where the city is placed. This is: Go with your tanks to the sector, and manage to keep alive your tanks. If you do that, you win control over sector = you win control over town. The only difference on town damage is this: with 51 ~ 90 % damage, is almost sure the enemy will have the field champ with 4 tanks defending. So is harder to take control: bombers and 4 champ tanks will attack your tanks. On damages bigger than 90%, is almost sure the sector will be unsupplied, only a field champ with some AAA, not a risk for your tanks invading. So you have only to intercept the bombers. 

Q: Is it more difficult to capture the bigger town than the smaller one, with equal damage level? If yes, what is exact difference? Once more in figures. 

R: No difference. 

Q: When I’m attacking the sector – what is the quantity of the units in attacking group and what are they? 

R: Your attacking group is 9 moving tanks. The enemy can or cannot have 4 static tanks on the champ. 

Q: If I have captured the sector, that is not in the supply radius, what quantity of the troops will stay in this sector? 

R: When you win a sector, out of your range, your sector will have a TTL (time to live) of 30 missions = 1 virtual day. You have to do several attacks, to the point you can capture a city. 

The idea is this: 

1) Attack enemy city to reduce it supply. 

2) attack sectors to approach city. 

3) capture city 

4) supply city to get less than 50% damage, so you make city safe and you supply your recent captured sectors 

Q: With lost of each plane what is damage level the field suffers? 

R: Each plane = 0,25% lost from takeoff landing. 

Q: With lost of each pilot what is damage level the field suffers? 

R: Each pilot = 0,50% lost from takeoff landing. (AI pilots and tripulation counts too) 

Q: Will the airfield suffer damage when the pilot has made emerg landing somewhere outside airport? 

R: Yes, plane lost, 0.25% damage. 

Q: Is true that sectors, without colour band at down automatically go under checking the nearest city and change the colour? 

R: Yes its true. The colour ban shows the TTL (time to live). Time to live is set to 30 missions (1 virtual day) on all supplied sectors or when you just capture a sector outside supply. After that, if sector is outside supply will start to decrease by one on every reported mission. TTL will increase to 30 when supply reach him. If TTL reach 0, sector will change to the army controlling the close city. When sector change sides, TTL will remain in 0 if do not have supply from new owner or 30 if it has supply from new owner. 

Q: Supply coverage of the sector - Can you describe - how the sector must be covered by "radius" to be supplied? 

R: For a sector be  supplied, the geometric centre of the sector has to be inside supply circle radius.

Q: How many sectors (the maximum quantity), incl. town, can be taken in account as "isolated", in order to capture the town regardless it’s damage level? 

R: Isolation marks always same: Isolated sector is the one that does not has a friendly sector on one of its 8 neighbours sectors. When you capture a sector by isolation you are the new owner or towns and airfield on that sector, just like a normal capture. 

Q: Is it possible to “isolate” two ore three towns at a time, in order to capture them regardless their damage level? 

R: No, because each town is considered inside a single sector. You can only isolate one sector, and because that any one town can be captured by isolation. 

Q: Will the town be taken in account as isolated, when one (or more) of his sectors is connected to the border of the map? 

R: Sectors outside map are not friendly or enemy: they do not exist. So, a sector in a border has only 5 neighbours and a sector in a corner has only 3 neighbours. Capturing this sectors will render into a isolated sector and will be captured. 

Q: In a mission request we select He111 to do a supply, but as there are not humans, we select IA. Why we get Ju52? 

R: AI Supply: In case you select AI Supply, planes will be: JU-52 for LW and Li-2 for VVS, no matter what you select on planning options.

Once the pilot is captured (that means, that the message "Pilot X is captured by opposed forces", must appear), you can find the place where he is, and land carefully as close as possible to him. Go to a complete stop (0 Km/h, no need to stop engine) wait 10 seconds, then take off and RTB. The rescue will be complete once you land in a friendly base. 

If you want to rescue another pilot, after reaching the base, take off again, fly and search for the next pilot, land close to him and then RTB. Rescued pilots will not lost their alive condition, will not lost points or medals (when points/ medal implemented). 

Q: What if I get KIA/bailed/shutdown when RTB? 

R: Since you don’t get safe to a base, the rescue process is not complete, and rescued pilot will keep the MIA status. 

Q: Can 2 pilots be rescued at a same time (loading 2 pilots on plane)? 

R: No, only 1 pilot at a time, no matter what plane are you flying. 

Q: If 2 pilots are captured very close, which one of them will be rescued first? 

R: You cant know exactly. The parser process pilots based on command order (Leader, wingman2, wingman 2, etc..) So, the one is rescued is the one first processed, and in general, will be the leader, or the one with more rank. But if pilots are from different wings (for ex: a bomber and a fighter) is not possible to know which one of them will be rescued. All the rescue process inside parser is some complex, and it is in this way because we didn’t know about taking off planes. From FB AEP 2.01 we have takeoff events, so, I will try to improve the rescue, so: Bombers can load more than one pilot and then RTB and things like that 

I’m afraid this improvement will take some time, because we have more important things in the whole list. But, right now, the rescues are working nicely. Just, try to not abuse host TIME.  

Is important that landing is done AFTER pilot is captured: Sometimes a pilot downs on enemy territory, it waits for rescue plane to land, and then bails. This will not work, because you get the captured status once bailed, and after that, nobody is landing to rescue the captured pilot, because the plane was already landed... too complex?  

Q: Is it possible to rescue pilot, if he/she has already left game?(if captured after bail out or crash/landed enemy territory)

R: Yes, if pilot is captured, you can rescue him/she after he/she left game. 

Q: When the pilot can exit from the game?

R: 

After landed 

After a Pilot killed 

After bailed 

If you are captured and you leave game, still is possible you get rescued, if a team mate manage to find the place where you was captured. Maybe can locate your damaged plane. 

Q: In a mission killed some tanks but if you check the report in the "tactic attack" section, it only mentions some of these kills. In all other records it says more tanks as it was the truth. 

R: There is a time limit to destroy tanks. The tanks has to be destroyed before 40 minutes from mission start to count towards mission result. If you destroy tanks after 40 minutes, You get credits of kill, but the kill do not counts towards mission result. This is to avoid human bombers fly away and come back 1 hour later to kill tanks. By this time (40 minutes) the ground battle is assumed as over. 

Q: When I'm trying to supply a city or attack a enemy place I make request but the generator fails with: a "ERROR: Can't schedule Bombers flight. " But I’m sure we have one (or more) airfields. 

Error:  Can't schedule Bombers flight for XXX side. 

This can happen because XXX army has run out of airfield, or the only available airfields are too close to the target. XXX has to make a different request, where the place to attack (or supply) is more than 30km away. 

XXX can be VVS or LW. 

R: This can happen if the remaining operative airfields are to close to the targets. Target (enemy place or city to supply) needs to be more than 30 km away from a operative airfield. Generator will do all possible to find airfields between a reasonable range. If it fails to do that it will look for any other airfield with at least 30km distance to target. In case you are getting this error because running out of airfields you have to select a different place to attack or supply. Just select targets more than 30km from operative airfields.

Q: What about the fact that I got emergency landed status while having landed normally on our airfield ? Not very important , but you never know. 

R: FB stats as emergency land on many situations: 

When you damage your plane, when you land in the field, when you land safe but run out of fuel 1 second before stop engine, when you damage propeller, landing gear or other piece of your plane. As you can see, it is very hard to know when the plane is really damaged or not. To deal with this bellum parser detects the last landing place: 

Il last landing is inside 2km radius from base is counted as "safe landing on base", no matters if it is a normal land or a emergency one. If you are in base plane never is count as lost, no matter how much damage received (is impossible to know for parser), you are on base and is supposed plane can fixed. The only differences possible here is that in report you can get "landed (emerg)", and that is true, but plane is not lost and your stats count as landing. You (optionally) can bail after landing on base, and bail will not be showed on reports. And safe landing on base will make you never get shoot down by enemy. If your last land is not in base, that will be an emergency land outside base. you have to bail always (or you get MIA). Plane will be counted as destroyed always because is far from base. Pilot can be or not captured depending on which place you emergency landed. There are few exceptions: if you land safe on base and after that you get killed, you are killed. Can be because accident on taxi, you get strafed, a friend plane collision with you, etc... A few comment about this "request to bail" after landing on the field (downs). Besides the exploit to stay inside plane to avoid been captured, there was another problem: 

The situation was that some players, only to deney the kill to enemy, stay in plane till host close mission. This way they not only avoid been captured, they also deney the kill. And this issue was carried to forum and accusations etc etc... Reasons to stay in damaged plane half an hour instead to fly a new mission? May be to keeps nice statistics, selfish, hate against players of other side, etc etc... In Bellum, If you stay in plane till host end mission you still deny the kill , but you get MIA 100%, no chance to escape and you are in risk of been strafed all the time you stay inside plane. In the other hand, if you bail, you give the kill to enemy and you get a chance to escape. And if you get captured after bail, you still have a chance to be rescued. 

Q: If there is no strategically attack on a airfield and I destroy several static planes on the airfield, will it count as a damage for the AF?

R: No, no damage to airfield. All airfield in use are probated with AAA and aircrafts. Damage to airfields that are not targets was a feature requested as targets of opportunity, but never implemented. The AAA is to give protection and the static planes are just "cosmetic" right now... 

Q: When I try to download a mission just created, I write my HL and password for download and it wont accept it why ? 

R: The name and password for download a mission is created by apache server util. Names and password can't contain special characters because security reasons, so if your bellum name or password has this forbidden chars, the name and/or password is changed by removing those special characters. Now, when your name or password for download differs from bellum ones, the name/password to use will be showed in red colour and a warning notice. In most of cases, name/password combination for download will be the same that your name/password from bellum. In this cases you will see in blue text " Use your bellum nickname" and "Use your bellum password" for download. Note that download name or password can be different, but they are only for download the mission. You bellum name/password remains the same.

Q: Simply - if I get sentence "JG300_Rammjager was captured ..." in game (and none rescued me) is there ANY chance to get escaped status in mission report ? 

R: No chance to escape in that situation. Because if you read that sentence "JG300_Rammjager was captured ..." is because il2game (not parser) deny the chance to escape. And parser respect that. For more simple explanation there are 2 cases: 

A) If you bail and exit before parachute lands, the parser will compute chances to escape or to be captured. Not possible to be rescued if you get captured. 

B) If you bail and wait parachute touch land, the IL2game will compute escape or capture chances. If you get captured, you still have a chance to be rescued. 

Q: I can't see reports. When I load report page I’m prompted to download a html.gz file. 

R: Reports are simple html compressed with gzip. Almost all browsers built from 1998/1999 in advance can understand and display without problems this compressed html page. The only requisite is that browser uses HTTP/1.1 protocol. 

This protocol is the default one in most new browsers. Internet Explorer (IE) and maybe other browsers has an option to enable/disable this protocol on advanced settings. To enable this protocol on IE explorer, go to options>advanced and check HTTP/1.1 boxes (see image) Close all windows of Explorer, and then restart again Explorer. Image: Enable http/1.1 on IE. 

Q: I set up HTTP/1.1 and still cant see reports 

R: Did you closed all browser windows after change and restart it? 

Q: I set up HTTP/1.1 and restarted browser and still cant see reports!! 

R: If you still cant see reports, maybe you are using some firewall, antivirus, download manager, or other software making interference with your browser. Try to disable those software and try again. Even try different browsers. 

Q: What browser is used to check website? 

R: several: 

- Firefox 1.0 UA: Mozilla/5.0 + Windows NT 5.1 

- IE 6.0 SP2 UA: Mozilla/4.0 + compatible MSIE 6.0 + Windows NT 5.1 

- Mozilla 1.7b UA: Mozilla/5.0 + FreeBSD + X11 

Q: When I try to report a mission I get an error: 

ERROR: Uploaded file is too big. 

Max allowed size is 200000 bytes. 

R: In case your report file gets too big and you have to reduce size by editing or extracting mission lines into a new file, make sure the important required lines are not deleted. 

The important lines are 3: 

... badc_54545.mis is Playing 

... Mission BEGIN 

... Mission END 

I will use a reported mission 54511 as example. In this example is turned important lines in to bold and they have to be present: 

<SAVE FROM HERE> 

[Jan 20, 2005 3:09:20 PM] Mission: net/coop/bellum/badc_54511.mis is Playing 

08:48:36 Mission BEGIN 

08:48:36 ROSS_Navigator is trying to occupy seat 4IAP302(0) 

08:48:36 =BY=REX is trying to occupy seat 4IAP100(0) 

08:48:36 AA_Bluebear has connected 

08:48:36 AA_Bluebear is trying to occupy seat II_JG5_2110(0) 

08:48:36 80BAP211(0) seat occupied by ROSS_Dordjan at 137186.81 107651.32 

08:48:36 80BAP211 loaded weapons '6x500lbs' fuel 75% 

.... 

.... many mission lines 

.... 

09:47:03 Mission END 

------------------------------------------------------- 

Name: ROSS_Dordjan 

Score: 83 

Enemy Aircraft Kill: 0 

Enemy Static Aircraft Kill: 0 

Enemy Tank Kill: 2 

Enemy Car Kill: 11 

... 

... many more stats lines 

... 

------------------------------------------------------- 

<SAVE UP TO HERE>

Full/complete stop definition: Place where your plane gets 0Km/h speed. It is not the place where you stop your engine. 

FB logs landing point where you do a complete stop. Once the landing is logged, not mater how many times you taxi around, starting and stopping engine. There will be no more landing events. So If you land away and you taxi close to the place where the pilot to be rescued is, will works only if you never go to a complete stop before reaching the place. 

You can taxi to get close if you think you are outside the 2km limit. Just do not do a full stop, keep plane moving at least 10 or 20 km/h all times after touch down. And only do the full stop when you are inside 2km radius. FB logs the place where your planes complete stops. 

If you do a full stop (0 km/h) outside radius, FB will log that place as landing point. So if you taxi after that full stop, will not help to make the landing point close to the pilot to be rescued. 

A trick that can help to know when FB give you the landed status is to enable landing/take off music. So you always know when FB logged the landing place. Landing point will be the place where music starts. Is there a plane list of aircraft match-ups? Was wondering why we have no ME-110? 
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