
CzechWar Manual for Pilots 

Introduction 

CW is an online dynamic campaign for Il2 based on the Bellum War / BADC system. It combines both tactics and strategy across a series of maps on the Eastern Front. The game mechanics are continually being revised and developed - latest developments will be announced in the CW forum before being incorporated into this manual, so it is advisable to check the forum to keep up-to-date with the latest news. 

Overview 

Do you want to push back the enemy‘s forces? Destroy his air bases, ground forces and strategic supplies? Rescue missing pilots? CW is the place! 

In CW, territory is divided into sectors of 10km by 10km. Whoever holds that sector - red or blue - controls any airfields or cities it contains. 

The objective of CW is the conquest of territory (FB map). Each map begins with a balanced position for both sides. Once battle begins each side will try to capture enemy territory and any cities or airfields it contains. You must occupy all the enemy cities or deny them the use of all their airfields to win the map. 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 loses all cities they will be defeated because they wont be able to supply their ground forces. When one map is won, the next one begins - until all maps are completed and the campaign ends. 

The cities have strategic value - the capacity to supply friendly troops in sectors within the supply radius. Supplied sectors will be strongly defended and harder for the enemy to capture. Keeping your cities supplied, and making strategic attacks on enemy cities, is an important part of CW. 

The airfields also play a very important role. Keeping your airbases supplied and putting enemy airfields out of action means you can operate closer to the front line than your enemy. 

Planning the best missions; attacking enemy tanks; protecting your own tanks; attacking cities and airfields; escorting your transports and bombers, or intercepting those of the enemy; all aspects of the air war can be explored and enjoyed in CW. 

Requirements 
¤ Il2 Sturmovik Forgotten Battles + Ace Expansion Pack + Pacific Fighters, patched to current version.

¤ A PC and connection capable of giving reasonable performance for online flying. 

¤ HL client to join online missions. 

¤ A sense of humour and fair play! 

Registration Pilot Registration 

¤ To register in CW as a pilot click the "Register" link and follow the instructions. 

Forum Registration 

¤ Registration for the General Forum is open only to those who fly CW. You must register using your CW callsign and read the forum rules before you post. 

¤ To access your Command Forum and become involved in the strategic side of the campaign – 

¤ Register in the CW Forum (using your HL callsign); 

¤ Log in; 

¤ Click on the "Usergroups" button on the upper part of the forum; 

¤ Once your request has been approved you will be given access to your Command Forum. 

If you intend to plan missions you are strongly advised to join your Command Forum and check it regularly. 

Conduct 

Pilots in CW are expected to abide by the rules and conduct themselves in an appropriate manner. Any behaviour - whether it is specifically covered by the rules or not - which is detrimental to the smooth running of the campaign and the enjoyment of other pilots will be investigated by the administrators, and may lead to removal of registration. 

Mission Types 

The following mission types can be chosen: 

Strategic Attack (SA) 

The objective is to destroy ground targets, either in an enemy city (to reduce it‘s supply radius and make it vulnerable to capture) or on an enemy airfield (to put it out of action); 

Supply Mission (SUM) 

To resupply friendly cities and airfields, reducing their damage level; 

Tactical Attack (TA) 

To capture and gain control of an enemy sector. 

Rescues 

If a friendly pilot bails into enemy territory - and if Il2 gives the message "xxx has been captured by enemy forces" - you can attempt a rescue. To rescue a captured pilot you have to land within 5km of him, wait for him to reach the aircraft, take off and return to base. The closer you land, the quicker the rescue will be. If the pilot is wounded the rescue will take longer. Rescues are calculated by the parser - they are not an Il2 "game event" - so you won‘t get a message on your screen saying the pilot has been rescued. You need to allow sufficient time for the pilot to reach your aircraft, and this can easily be 5 minutes or more. 

Pilots Mission Notes 

¤ The briefing will assign an airfield for the start and end of your mission - however, you can land at any friendly airfield. 

¤ Sectors on the front line - ie. a sector controlled by one side which contacts an enemy sector on one or more of it‘s sides or corners - will contain flak. If the mission generator has routed you close to the front line for much of your flight, you may want to choose another route. Other sectors may contain ground objects that present target opportunities, or a threat, or both. Look out for them. 

¤ When you land at a friendly airbase at the end of your mission, turn off your engine and wait at least 10 seconds before disconnecting. This will ensure that the parser records your safe landing. If you land a damaged aircraft, in friendly territory or even at a friendly airbase, there is a danger that the parser will record you as captured or killed. To avoid this, always bail out after landing if you have any doubt about being damaged. The parser will record your landing so there is no penalty, but it may prevent you losing your pilot career. 

Rules for Pilots 

¤ You have the right to be part of a mission once you have joined correctly from a slot in HL. 

¤ You have the right to spend up to 1 hour on your mission. 

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

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

¤ You may land and take off any amount of times. 

¤ You may use navigation lights at any time. 

¤ You may strafe at any time. 

¤ You may use landing lights in the first 5 minutes from the mission start (for take off), and in the last 5 minutes before landing. Use at any other time will incur a penalty. 

¤ You must not deliberately leave the mission once it has loaded without an urgent reason, unless you have landed safely, or your pilot has been killed, or your aircraft has been damaged or destroyed on the ground. 

¤ You must not complain about being strafed or chute killed. 

¤ You must not complain about other people using lights or smoke. 

¤ You must not complain about other people not following briefings. 

¤ You must not occupy an aircraft slot of the opposite side, or read their briefings. 

¤ You must not use any in-game or 3rd party exploits to gain an unfair advantage. 

¤ You must not misuse the in-game chat with abusive or prejudiced language or disruptive comments. 

¤ You must not do anything with the intention of causing lag. 

¤ You must not intentionally fire on, ram or otherwise attack any friendly aircraft or ground object. Friendly kills will be handled by the parser and will incur a penalty. 

¤ You must not use wingtip smoke (except as specifically instructed where human Supply Missions are being used). Use of smoke will incur a penalty. 

¤ Chute kills are not forbidden, but since most pilots disapprove of them they will incur a penalty. 

Points System 

Experience Index 

The Experience Index indicates the experience level of your virtual pilot.. When you start a new pilot career (your first mission, or the first mission after a kia/mia) your pilot experience is set to 1 (or 100 - ). As this pilot completes missions his experience will increase. Once this virtual pilot dies or is captured experience returns to 1 (or 100%). Your experience affects the points gained from missions. The higher your experience, the higher the points you receive. This gives an incentive to keep your pilot alive! On the mission report screen, if you hold your mouse cursor over your points it will show how this is calculated. The points received for a kill also depend on the experience of the pilot you shoot down. Human pilots score more than AI, and the higher their experience the more points you receive. When you rescue a pilot, you experience grow by 0.1 (10%) as part of the bonus for this difficult operation. The table below shows how various actions and events affect your pilot experience. 


FairPlay Index 

Your FairPlay score starts at 100% - the maximum possible. If you incur a penalty for an action that is prohibited or disapproved of your FairPlay score will be reduced by the points shown in the table below. The points you receive for missions are also reduced, and the award of any medals will be delayed until your score reaches 100% again. Your FairPlay score recovers by 5% for each mission you fly without incurring a penalty. When you rescue a pilot, you experience grow by 0.1 (10%) as part of the bonus for this difficult operation. 
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Medals are not asigned if Fairplay < 100%

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





Kill points 

The rules allow you to follow or to ignore your mission briefing - but the points system is designed to reward pilots who carry out their orders successfully. The points you receive for various actions will vary depending on the task you were assigned - the points are show in the table below. 
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Mission Points 

The mission points are also designed to reward pilots who contribute successfully to their part of the operation. The mission points depend on the task you are assigned and it‘s outcome as shown in the table below. 
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Other Events 

The table below shows other events that affect your points. 
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Medals 

Medals are awarded as follows 

¤ Current Virtual Life medals (7 total, based on points streak in current life) are owned at 1, 50, 100, 250, 500, 1000, 2000 points 

¤ Airkills medals (5 total) are owned at 20, 50, 100, 200 and 300 airkills 

¤ Groundkill medals (5 total) are owned at 100, 250, 500, 1000, 1500 ground kills 

¤ Rescue medals (4 in total) are owned at 1 rescue 

CW Manual for Planners 

Introduction 
CW is an online dynamic campaign for Il2 based on the Bellum War / BADC system. It combines both tactics and strategy across a series of maps on the Eastern Front. The game mechanics are continually being revised and developed - latest developments will be announced in the CW forum before being incorporated into this manual, so it is advisable to check the forum to keep up-to-date with the latest news. 

Overview 

Do you want to push back the enemy‘s forces? Destroy his air bases, ground forces and strategic supplies? Rescue missing pilots? CW is the place! In CW, territory is divided into sectors of 10 km by 10 km. Whoever holds that sector - red or blue - controls any airfields or cities it contains. The objective of CW is the conquest of territory (FB map). Each map begins with a balanced position for both sides. Once battle begins each side will try to capture enemy territory and any cities or airfields it contains. You must occupy all the enemy cities or deny them the use of all their airfields to win the map. 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 loses all cities they will be defeated because they wont be able to supply their ground forces. When one map is won, the next one begins - until all maps are completed and the campaign ends. 

The cities have strategic value - the capacity to supply friendly troops in sectors within the supply radius. Supplied sectors will be strongly defended and harder for the enemy to capture. Keeping your cities supplied, and making strategic attacks on enemy cities, is an important part of CW. The airfields also play a very important role. Keeping your airbases supplied and putting enemy airfields out of action means you can operate closer to the front line than your enemy. Planning the best missions; attacking enemy tanks; protecting your own tanks; attacking cities and airfields; escorting your transports and bombers, or intercepting those of the enemy; all aspects of the air war can be explored and enjoyed in CW. 

Requirements 
¤ Il2 Sturmovik Forgotten Battles + Ace Expansion Pack + Pacific Fighters, patched to current version. 

¤ A PC and connection capable of giving reasonable performance for online flying. 

¤ HL client to join online missions. 

¤ A sense of humour and fair play! 

Registration Pilot Registration 

¤ To register in CW as a pilot click the "Register" link and follow the instructions. 

Forum Registration 

¤ Registration for the General Forum is open only to those who fly CW. You must register using your CW callsign

and read the forum rules before you post. 

¤ To access your Command Forum and become involved in the strategic side of the campaign – 

¤ Register in the CW Forum (using your HL callsign); 

¤ Log in; 

¤ Click on the "Usergroups" button on the upper part of the forum; 

¤ Once your request has been approved you will be given access to your Command Forum. 

If you intend to plan missions you are strongly advised to join your Command Forum and check it regularly. 

Conduct 

Pilots in CW are expected to abide by the rules and conduct themselves in an appropriate manner. Any behaviour - whether it is specifically covered by the rules or not - which is detrimental to the smooth running of the campaign and the enjoyment of other pilots will be investigated by the administrators, and may lead to removal of registration. 

Mission Creation 

¤ The host occupies a vacant host slot in HL. 

¤ The host then goes to the CW "Generate" page and clicks any free host slot. The mission size is then defined. 
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¤ One pilot from each side with planning rights must then click the appropriate "Request" link to make their request. 

¤ The host or any pilot on his side may make one request; a pilot from the other side makes the other request. If the pilots in the mission are unable or unwilling to make the request, any pilot of the appropriate side with planning rights may make the request. 

¤ Decide your attack and select the target from the pull down menu. Then, select the distribution of the aircraft (defend, attack). Finally fill in the name and passwords fields if they are not auto-completed. 

¤ When this process is complete the host can download the finished mission. 

¤ In case of problems, there is a "Delete" link associated with the mission on the generate page. 

Notes: 

¤ Requests last 15 minutes, after that, unused old requests will be erased automatically. 

¤ The attacking planes are those that will support or cover your offensive mission. 

¤ The defending planes are those that will try to prevent the enemy‘s attack. 

¤ The maximum number of aircraft in either group is 8. 

Mission Types 

The following mission types can be chosen: 

Strategic Attack (SA) 

The objective is to destroy ground targets, either in an enemy city (to reduce it‘s supply radius and make it vulnerable to capture) or on an enemy airfield (to put it out of action); 

Supply Mission (SUM) 

To resupply friendly cities and airfields, reducing their damage level; 

Tactical Attack (TA) 

To capture and gain control of an enemy sector. 

Strategic Attack 

¤ On the mission generation page, select the target for your attack. 

¤ Select up to 8 bombers to make the attack. 

¤ Select the number of aircraft to escort the bombers, and the number defending against the enemy mission. 

¤ The generator may allocate either AI or human pilots for the attack (depending on the planeset available). The target will contain a number of ground targets, including AAA. Undamaged targets will have more AAA than damaged targets. 

¤ The damage caused by a SA is proportional to the number of targets destroyed, to a maximum of 30%. So if all targets are destroyed the damage is 30%, half destroyed = 15%, and so on. 

Supply Mission 

¤ On the mission generation page, select a city to supply. 

¤ Select up to 8 transports. 

¤ Select the number of aircraft to escort the transports, and the number defending against the enemy mission. 

¤ The transports will fly to the selected city, then land at the nearest airfield. 

¤ The city and the airfield will have their damage reduced in proportion to the number of transports that land successfully. The city receives 3% for each aircraft, and the airfield receives 5%. If 8 aircraft land safely the city damage is reduced by 24% and the airfield by 40%, and so on. 

Tactical Attack. 

¤ On the mission generation page, select a sector to attack. Enemy sectors will only be vulnerable to attack when they are on the front line - ie. they are touched on one or more of their sides or corners by a sector held by the attacker. 

¤ There is no need to select the attacking units - the generator will assign 9 tanks to attempt to capture and hold the sector. 

¤ Select the number of aircraft providing air support, and the number defending against the enemy mission. 

¤ The enemy sector will have a base camp with a few light vehicles and guns. If the sector is well supplied, it will also have defending tanks. Success depends on how many of the attackers tanks survive at the end of the mission time limit - the better supplied the enemy sector, the more of your tanks that must survive. Tanks destroyed after the time limit count as ground kills, but do not affect the mission result. 

¤ If the attack is successful, the sector will change colour to show that it is now controlled by the attacker. 

¤ Cities that have more than 50% damage can be captured. The attack is the same as any other TA - if successful, the sector and the city it contains are captured. The city damage (and supply radius) remain the same as before it was captured. 

¤ If the captured sector contains an airfield that is also captured. The airfield damage remains the same as before it was captured. 

¤ It is possible that by capturing one sector, another sector or sectors may be cut off. An "isolated" sector is one that has enemy sectors on all 4 of it‘s sides and all 4 of it‘s corners. An isolated sector is captured in addition to the sector that was attacked directly. Note that an isolated sector must be surrounded by 8 enemy sectors - it is possible that two or more adjacent sectors may be surrounded, but they will not be captured by isolation. 

The "Virtual" Day 

The CW day runs from 08:00 to 16:59 "game time", and is divided into 30 missions - so a mission is not just a combat operation, but also a measure of game time. The progress through each day and through the campaign can be seen at the top of the "Front Map" page. If each mission had to be planned, flown and reported before the next mission could be started it would be quite impractical, so missions take effect as they are reported. Bear this in mind - looking at the missions in progress and thinking about their possible outcomes is an important part of the strategic decision making when you plan your own mission. 

Supply Radius 

Each city (or major town) acts as a source of support for the forces around it - fuel, food, ammunition, fresh troops and equipment, plus the administrative and command systems to co-ordinate them. When a city is undamaged, it provides support up to a maximum distance - this is it‘s Supply Radius. Important cities can supply up to 40km away, others somewhat less. As a city is damaged, it‘s supply radius is reduced in proportion to the damage - a city with a maximum supply radius of 40km, for example, that suffers 25% damage will only have a radius of 30km. Cities can be damaged by Strategic Attacks, and have their damage reduced by Supply Missions. 

Sector Supply 

When the central point of a sector is within the supply radius of one or more friendly cities the sector is supplied. The ground forces can continue to operate at full efficiency. When the central point of a sector is outside the supply radius of any friendly city, it is no longer receiving logistical support - food, fuel and ammo run low, fresh troops and equipment do not arrive, morale and combat efficiency suffer. At this point, it‘s supply state drops by 3.3% for every mission that passes. As the supplies reduce, so does the number and quality of the defending forces. And, because attacking forces will not have to face reinforcements, the attackers can capture a sector with less surviving ground forces than if they attacked a fully supplied sector. See Appendix A. If the supply status of a sector falls to 0 then the sector will be held by the city with the nearest supply radius - so it may fall into enemy hands! 

Cities (or large towns) - damage and recovery 

Cities can be damaged by Strategic Attacks. The more damage a city suffers, the less AAA and ground targets it contains. (see also Supply Radius). Vehicles, fuel and ammunition used defending sectors against Tactical Attacks have to be replaced, and is a part of the attrition that drains resources. Every Tactical Attack against a sector in a city‘s supply radius will result in a small amount of damage to that city. In addition to receiving Supply Missions, cities will recover slowly from damage without outside help. Damage reduces by 0.5% per mission (15% per day). 

Airfields - damage and recovery 

Airfields can be damaged by Strategic Attacks. Airfields remain operational while their damage is less than 80%. Once this amount of damage is reached, the airfield will be non-operational and flights cannot start from it. However, friendly aircraft are still able to land there. Every pilot or aircraft that is lost has to be replaced, and is a part of the attrition that drains resources. In each mission, aircraft and pilots that are lost result in a small amount of damage to the airfield from which they took off. In addition to receiving Supply Missions, airfields will recover slowly from damage without outside help. Damage reduces by 0.67% per mission (20% per day). 

Victory Conditions 

Victory can be achieved by: 

¤ Capturing all the enemy cities. A "city" is any city or town named on the map and appearing in the list of cities on the Front Map summary page; or 

¤ Denying the enemy the ability to operate from any airfields - either by capturing them or by making them non-operational (80% or more damage); Note: Victory will not be achieved if missions are in progress. All missions must be played and reported until the point where the enemy cannot generate more missions. 

¤ Victory, major victory, minor victory, draw or other conclusions to a map may be decided by the administrators where the victory conditions above have not been met within a reasonable time limit. 

CzechWar Manual for Hosts 

Introduction 

CW is an online dynamic campaign for Il2 based on the Bellum War / BADC system. It combines both tactics and strategy across a series of maps on the Eastern Front. The game mechanics are continually being revised and developed - latest developments will be announced in the CW forum before being incorporated into this manual, so it is advisable to check the forum to keep up-to-date with the latest news. 

Overview 

Do you want to push back the enemy‘s forces? Destroy his air bases, ground forces and strategic supplies? Rescue missing pilots? CW is the place! In CW, territory is divided into sectors of 10km by 10km. Whoever holds that sector - red or blue - controls any airfields or cities it contains. The objective of CW is the conquest of territory (FB map). Each map begins with a balanced position for both sides. Once battle begins each side will try to capture enemy territory and any cities or airfields it contains. You must occupy all the enemy cities or deny them the use of all their airfields to win the map. 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 loses all cities they will be defeated because they wont be able to supply their ground forces. When one map is won, the next one begins - until all maps are completed and the campaign ends. The cities have strategic value - the capacity to supply friendly troops in sectors within the supply radius. Supplied sectors will be strongly defended and harder for the enemy to capture. Keeping your cities supplied, and making strategic attacks on enemy cities, is an important part of CW. The airfields also play a very important role. Keeping your airbases supplied and putting enemy airfields out of action means you can operate closer to the front line than your enemy. Planning the best missions; attacking enemy tanks; protecting your own tanks; attacking cities and airfields; escorting your transports and bombers, or intercepting those of the enemy; all aspects of the air war can be explored and enjoyed in CW. 

Requirements 

¤ Il2 Sturmovik Forgotten Battles + Ace Expansion Pack + Pacific Fighters, patched to current version. 

¤ A PC and connection capable of giving reasonable performance for online flying. 

¤ HL client to join online missions. 

¤ A sense of humour and fair play! 

Registration 

Pilot Registration 

¤ To register in CW as a pilot click the "Register" link and follow the instructions. 

Forum Registration 

¤ Registration for the General Forum is open only to those who fly CW. You must register using your

CW callsign and read the forum rules before you post. 

¤ To access your Command Forum and become involved in the strategic side of the campaign – 

¤ Register in the CW Forum (using your HL callsign); 

¤ Log in; 

¤ Click on the "Usergroups" button on the upper part of the forum; 

¤ Once your request has been approved you will be given access to your Command Forum. 

If you intend to plan missions you are strongly advised to join your Command Forum and check it regularly. 

Conduct 

Pilots in CW are expected to abide by the rules and conduct themselves in an appropriate manner. Any behaviour - whether it is specifically covered by the rules or not - which is detrimental to the smooth running of the campaign and the enjoyment of other pilots will be investigated by the administrators, and may lead to removal of registration. 

Mission Creation 

¤ The host occupies a vacant host slot in HL. 

¤ The host then goes to the CW "Generate" page and clicks any free host slot. The mission size is then defined. 
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¤ One pilot from each side with planning rights must then click the appropriate "Request" link to make their request. 

¤ The host or any pilot on his side may make one request; a pilot from the other side makes the other request. If the pilots in the mission are unable or unwilling to make the request, any pilot of the appropriate side with planning rights may make the request. 

¤ Decide your attack and select the target from the pull down menu. Then, select the distribution of the aircraft (defend, attack). Finally fill in the name and passwords fields if they are not auto-completed. 

¤ When this process is complete the host can download the finished mission. 

¤ In case of problems, there is a "Delete" link associated with the mission on the generate page. 

Notes: 

¤ Requests last 15 minutes, after that, unused old requests will be erased automatically. 

¤ The attacking planes are those that will support or cover your offensive mission. 

¤ The defending planes are those that will try to prevent the enemy‘s attack. ¤ The maximum number of aircraft in either group is 8. 

Mission Reporting 

¤ The host goes to the CW "Report" page. 

¤ Find your eventlog file and (correctly!) complete the mission number you are reporting (eg: badc_30278) 

¤ Enter your name and password. 

¤ Press send, and wait for the report result. This can take from a few 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: 

¤ If your mission was restarted, DO NOT edit your eventlog file. The parser will look for the most recent mission matching the mission number. 

¤ It is important to wait for an ERROR message or a SUCCESS status from the parser, otherwise the mission may not be correctly reported. 

Mission Types 

The following mission types can be chosen:

Strategic Attack (SA) 

The objective is to destroy ground targets, either in an enemy city (to reduce it‘s supply radius and make it vulnerable to capture) or on an enemy airfield (to put it out of action); 

Supply Mission (SUM) 

To resupply friendly cities and airfields, reducing their damage level; 

Tactical Attack (TA) 

To capture and gain control of an enemy sector. 

Rules for Hosts 

¤ As host, you are also a pilot. All the Rules for Pilots apply. 

¤ After downloading a mission it must be played as soon as possible. 

¤ When you start a mission, all pilots in HL slots have to be admitted. Backdoor joiners should not be admitted, with the following exceptions: (a) where a pilot needs to reconnect; (b) where a pilot disconnects and cannot rejoin, the host may choose to allow another pilot to join to fill the vacant slot. 

¤ If there are an uneven number of players in HL then the host must get agreement from the side with fewer players before starting. 

¤ The mission must run for at least 30 minutes, even if all human pilots have landed, disconnected or been killed before that time. After 30 minutes and up to 1 hour, the mission must continue to run unless all human pilots have disconnected. After 1 hour, the host may continue the game or stop it, regardless of the status of human pilots 

¤ The host must use full real settings plus speedbar. 

¤ The host must not change the dotrange settings from the default 14km.. 

¤ The host must not edit the downloaded mission file, or allow anyone else to edit it. 

¤ The host must not edit the report file, or allow anyone else to edit it. The host must report a completed mission within 15 minutes. Where this is not possible, a post should be made in "Unreported Missions" in the "General Forum" within 15 minutes. 

¤ The host must ensure that there are at least 4 human players on each side when the mission begins - ie. when the aircraft spawn on the runway. 

¤ The host must not kick players during the game, except for extreme cases where (a) the player‘s behaviour is so disruptive as to unfairly affect the mission or (b) the player is posting messages of an abusive or prejudiced nature. 

¤ The host must set up and maintain his system to enable missions to be flown and reported as successfully as possible. 

¤ Restarts are at the discretion of the host. Remember that lag can cause problems at take off, and if one side loses a number of aircraft it will make the mission unbalanced. The host must consider the number of players involved, and balance their right to take part in the mission against the inconvenience caused to other players by restarting. Fair play, good sense and good manners are the key to making the best decision. 

¤ Because disputes sometimes arise after a mission is reported, hosts are advised to record and keep a track of each mission, and also keep a copy of downloaded missions and reported coop.txt files. 

Host Settings Reporting 

In the main FB folder (usually C:\Program Files\Ubi Soft\IL2 Sturmovik Forgotten Battles) use Notepad or any text editor to edit the conf.ini file as follows: 

[game] 
eventlog=coop.txt 
eventlogkeep=0 

Occasionally you will have to manually delete the file "coop.txt" when it gets too big. The parser will not accept files bigger than 75Kb. 

Connection and Performance 

Do not try to host games with more players than your connection can handle. As a guide, allow 10 - 12kb/s upload for each player. You can check your actual (as opposed to rated) upload speed at PC Pitstop 

Hosts are advised to turn skin downloads off. 

Recommended Host Settings 

The following HL settings are recommended. In your main HL folder (usually C:\Program Files\HLPro3) find the file hlpro.ini and edit it with Notepad or any text editor as follows: 

[Forgotten Battles] 

joinDelay=20 
clientRate=1500 
serverRate=1500 


(This sets the join delay from HL to 20 seconds, and forces a client and host connection speed of 14.4kb/s).

The following Il2 settings are recommended. In your main FB folder (usually C:\Program Files\Ubi Soft\IL2 Sturmovik Forgotten Battles) find the file conf.ini and edit it with Notepad or any text editor as follows: 

[NET] 
checkServerTimeSpeed=1 
checkClientTimeSpeed=1 
checkTimeSpeedDifferense=0.05 
checkTimeSpeedInterval=5 

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

Appendices 

Work is in progress on a series of appendices that will cover aspects of CW in greater detail. These will be added as they become available. 

Appendix A 

Capturing Sectors 

You can try to capture sectors in the front line. If the sector contains an airbase, then you will capture the airbase as well. If the sector contains a city, then you will capture the city , but the city must have more than 50% damage before you can attempt a capture. 

When you try to capture a sector, 9 tanks will be sent to try and destroy the defending camp. 
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Sector Supply at 0%-36% 

The best time to capture a sector is when it‘s supply is 0%-36%. The front map page lists the supply level of all sectors. You can also get a rough idea by looking at the red/green bar in the map.

A sector with this amount of supply will only have minimal artillery defending it, and the defender must destroy at least 8 of the attacking tanks. This is a typical camp with supply level 30%.
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The defender can also choose to send in ground attack aircraft to help Defend the camp by Bombing the tanks (BD) and these may fly with Escorts (EBD). Of course, the attacker can send in aircraft to Escort their Tanks (ET).

Sector Supply at 37% 

A sector with supply level 37% - 66% is also quite easy to capture. A sector with this amount of supply will have a more artillery defending it. This time, the defender only has to destroy at least 5 of the attacking tanks. This is a typical camp with supply level 50%: 
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Sector Supply at 67% - 86% 

A sector with supply level 67% - 86% is harder to capture as it now has static tanks. A sector with this amount of supply has 4 static tanks defending it and some artillery in the camp. The defender only has to destroy at least 5 of the attacking tanks. This is a typical camp with supply level 70%: 
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Sector Supply at 87% - 100% 

A sector with supply level 87% - 100% is very hard to capture as it now has moving tanks to counter attack the attacking tanks. A sector with this amount of supply has 9 tanks moving towards the attacking tanks as well as more artillery at the camp. The defender only has to destroy at least 5 of the attacking tanks. This is a typical camp with supply level 100%: 
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Changes

Change No. 26 - Jun 26, 2005 

= maximum airfield damage per mission was increased from 20% to 50% 

Change No. 25 - Jun 17, 2005 

This is only development info. 

Continuously we are working on many new necessary improvements inside cw environment, generator and parser. All of this will be used in the future improvements and maps. Also we started to speak about CW2. Old BW system design has many limitations which prevent us to implement our imagines. About new system core written in better object oriented language. But we will see. 

Change No. 24 - Jun 5, 2005 

= problems with enemy flak in allied area fixed. 

= many minor fixes in environment 

Change No. 22,23 - Jun 1, 2005 

= new system of ground battle created 

- amount of defenses in the sector camp depends on the percentage supply level of the sector 

- sector's supplies are now taken from the city's resources if inside the supply radius 

- if sector is outside a city supply radius, the sector supply is reduced over time 

- sector resupply speed depends on the distance the sector is from a city 

- each sector attack will reduce the percentage supply level of that sector, no matter who wins the battle 

= problem with romanian transport planes in generator fixed 

= ribbons finished 

= new home page 

Change No. 21 - May 22, 2005 

= new version of "tank attack" mission was created. "Tank battle". Defense tanks are now static and moving. Randomly (50:50). Defensing tanks are going to eliminate incomming tanks. Camp is defended by guns and howitzers. Sourvived tank counting was not changed. 

Change No. 20 - May 21, 2005 

= new stationery objects was added to front flaks (sand bags, masking net for vehicles) 

= new front flak placing algorithm was created. 

Change No. 19 - May 19, 2005 

= front flak was removed from "tank attack" sectors 

Change No. 18 - May 15, 2005 

= New tank/artillery types added 

= front line is bordered by random flak guns and a towing vehicle placed near flak gun. (ZIS-5, Opel Maurader) 

= New improved stats 

= New active sector system implemented (on current map for testing purposes) 

Change No. 14 - May 15, 2005 

= New system of ground armoury ATK/DEF generation (development continuing) 

= New tank types added 

= Front line is bordered by random flak guns 

Change No. 18 - May 12, 2005 

= two new waypoints for bombers were added 

- climbing stage - speed is limited, planes climb to operational altitude and grouping - up to approx 15km from take off base 

- ground attack preparation - bombers make the last course corrections. Bombers open bomb-bays approx 5 km from target. 

= average altitude distance between AI escorting planes and escorted bombers was limited from 1km to 500m. 

= new rank system was applied 

# Germ. ranks - Rus. ranks max. streak point 

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

#1. Gefreiter - Mladshiy serzhant

      0 

#2. Obergefreiter - Serzhant 

      4 

#3. Hauptgefreiter - Starshiy serzhant 
    10 

#4. Unteroffizier - Starshina 

    25 

#5. Feldwebel - Mladshiy Leitenant 
    50 

#6. Oberfeldwebel - Leitenant 

  100 

#7. Stabsfeldwebel - Starshiy Leitenant 
  150 

#8. Leutnant - Kapitan 


  200 

#9. Oberleutnant - Major 


  300 

#10. Hauptmann - Podpolkovnik 

  400 

#11. Major - Polkovnik 


  500 

#12. Oberstleutnant - General Major 
  750 

#13. Oberst - General Leitenant 

1000 

#14. Generalmajor - General Polkovnik 
1500 

#15. General der Flieger - General Aviacii 
2000 

#16. Generaloberst - General Armii 
2800 

based on Best runs - Max Points - MPS - max points streak . All lists are sorted by this pointing system by default see http://CW.vwings.org/forum/viewtopic.php?t=594 

Change No. 17 - May 7, 2005 

= usage of 1000kg bombs is now very limited (thanks EAF51/155_Jimmi for notice) 

Change No. 16 - May 4, 2005 

= generator and parser code optimization 

- high CPU usage limited 

- making tempfiles and backups is now configurable 

= BA planes divided to jabo and bomber 

- cities attack - only bombers 

- airbases attack - jabos and bombers 

if BA bombers are generated => Attack/SUM Group = BA bombers (may be up to 8 ) + Escorting Planes (up to 8 - depend on planning) it means up to 16 planes theoretically 

if BA jabos are generated => Attack/SUM Group(up to 8 planes) = BA jabos + Escorting Planes 

if BA jabos are AI , BA bombers rule is applied 

NOTE: changes above generalize il-2 escort rules for all jabo category planes, see planesets 

Change No. 15 - Apr 28, 2005 

= now virtual day end damage recovery of cities and airfields is applied after every mission is reported. Overall percentage amount stays unchanged. 20% airfield, 15% city 

It means that after each mission is reported a partial amount of supply recovery is applied. Virtual day is 30 missions. 

-= supply recovery = 15%/30 for city and 20%/30 for airfield 

= BA planes divided to jabo and bomber => usage of it 

= escort to il-2 planes was reduced, depending on war period 

Change No. 14 - Apr 26, 2005 

= virtual day is now from 08:00 to 16:59 

= attack tank destroy limit is now 40 min again 

= corrected situations in which fighters - type bomber defense - jabo like Bf109Ex/B or I-16) were escorted.Now only true bombers are escorted 

= escort to il-2 planes was reduced 

= read http://CW.vwings.org/forum/viewtopic.php?t=391 

Change No. 13 - Apr 22, 2005 

= Many changes in planeset Moscow 1941 

- flying levels of some AI bombers 

- average speed of AI bombers and fighters 

- for some bombers arming variants depend on mission type were added 

- added Fiat CR42 as substitution of Henschel Hs-123 (amount 6/300) 

Change No - 12 Apr 20, 2005 

= Night missions are working. Host may choose that mission will be night and time of mission. 

= PE 3 Early - added to planeset Moscow 1941 (2/300) 

Change No - 11 Apr 18, 2005 

= Searchlights on airfields and into cities for planned night missions option were added into generator code 

= all planes (bombers, SUM, fighters,...) are now generated based on real historical quantity. 

Change No - 10 Apr 15, 2005 

= AI/NON AI SUM HOTFIX 

Change No - 09 Apr 14, 2005 

= Added He111 H6 to planeset 

Change No - 08 Apr 14, 2005 

= Fixed problem during generation of SB-2M103 a SB-2M100A 

= changes in rank names 

= Added info text about planes generated to the download mission form 

= Added info text to mission planning form 

= Added options to write notes to the mission generation form 

Change No. 07 Apr 12, 2005

=after max number of BA/SUM planes was upgraded, for some of planes some airfields started to be too short for takeoff. Solution for this problem is easy. Limit amount of fuel to 50 or 25 percent in planeset . It has no affect for mission because flying range of these planes is much longer than is necessary for the mission. 

We limited it for LI-2 and JU-52. If anybody find others, please report it to us. - P-40 E --> P-40 C 

Change No. 6 - Apr 11, 2005 

=The max number of Bomber Attack planes and SUM planes (LI-2 and Ju-52 ) upgraded to 8. 

=The number of PE-2 increased 

=Il-2 Field Mod added 

Change No. 5 Apr 10, 2005 

=Now only for missions < 4x4 the number of BA is limited by dividing by 2. 

Change No. 4 

=Bomber Attack planes will be generated automatically during the request creation based on historical quantity. 

TB3 and PE-2 will return to the game. see: http://CW.vwings.org/forum/viewtopic.php?t=194 

Change No. 3 

=We added some planes to SUM missions 

TB-3 == Me 323D (323 will be on other maps) 

Li-2 == Ju-52/3m 

He111 == IL-4 

=game size - max number of planes : 

4x4 1xTB3 or 2xHe111, 2xil-4, 1xMe323 

6x6 2xTB3, 4xHe111, 4xil-4, 2xMe323 

>8x8 3xTB3, 6xHe111, 6xil-4, 3xMe323 

for game balancing we chose He111 == il-4 (sorry it is not so historical) Li-2 and Ju-52 stayed without changes == max 6 pieces all of them are still AI . It will be changed in the future. 

SUM mission 

YOU: 

- up to 8 SUM planes 

planes numbers are limited base on game size 

game size - max number of planes : 

4x4 - 1xTB3 or 2xHe111, 2xil-4, 1xMe323 

6x6 - 2xTB3, 4xHe111, 4xil-4, 2xMe323 

>8x8 - 3xTB3, 6xHe111, 6xil-4, 3xMe323 

LI-2 and JU-52 unlimited 

- ESU -escort supply fighters base on mission size and planning - escort planes 

ENEMY: 

- I - intercept fighters base on mission size and planning - defense planes 

city or airfield 

YOU: 

- BA - bomber attack planes - up to 8 

- EBA - escort bomber attack fighters- base on mission size and planning - escort planes 

= BA planes divided to jabo and bomber => 

cities attack - only bombers 

airbases attack - jabos and bombers 

if BA bombers are generated => Attack/SUM Group = BA bombers (may be up to 8 ) + Escorting Planes (up to 8 - depend on planning) it means up to 16 planes theoretically 

if BA jabos are generated => Attack/SUM Group(up to 8 planes) = BA jabos + Escorting Planes 

if BA jabos are AI , BA bombers rule is applied 

ENEMY: 

- I - intercept fighters base on mission size and planning - defense planes 

Attack Tank 

YOU: 

- ET - escort tank - planes base on mission size and planning - escort planes 

ENEMY: 

- BD - bombers defense - 

here was implemented the following algorithm 

1. BD planes are generated. 

2. TEST if AI or NON AI 

3. IF BD type is AI => number of BD is 6 , EBD - escort bomber defense - planes are generated base on mission size and planning - defense planes . END 

4. IF BD type in not AI and is jabo - BD+EBD number is generated base on mission size and planning - defense planes . (up to 8 ) , ratio BD/EBD is 50/50 , if number planed is unpaired that BD have majority. 

5. IF BD plane type is true bomber (not jabo) - (HE111, JU88, R10, SU2,..) => 6 BD + EBD number (up to 8 ) is generated base on mission size and planning - defense planes . 

are added.

The new CW Manual is now available from the link on the main CW page. Thanks go to the many people that assisted with the revision. CW is an evolving system and the old manual had become quite out-of-date, so I hope that the new manual will be useful for both old and new players. 

* One of the main aims was to simplify the manual. Don't be surprised if some sections contain less detail than before. For those that like to explore topics in greater detail the Appendix will be expanded gradually. 

* A lot of things have been revised or clarified. Even if you are familiar with CW it is worth a read through to make sure you are up-to-date. 

* The current version is only in English. Other language versions are planned. 

* The "Full Manual" section contains the complete manual and rules. For quick reference there are links to the sections most of interest to pilots, planners and hosts. 

* Just as CW evolves and improves, so the Manual should be seen as a dynamic document. I will announce any significant changes as they are added. 

* If you have a question or suggestion that may be of interest to everyone post it in this thread. If you find typos or errors then send me a PM.

Update

Update 21 June 2005 

Deleted: Quote: You must not deliberately leave the mission once it has loaded without an urgent reason unless you have landed safely or your aircraft has been damaged or destroyed on the ground. 
Inserted: Quote: You must not deliberately leave the mission once it has loaded without an urgent reason, unless you have landed safely, or your pilot has been killed, or your aircraft has been damaged or destroyed on the ground. 

You must not deliberately leave the mission once it has loaded But if- 

• you have an urgent reason not including the pizza arriving or beer 

• you have landed safely 

• your pilot has been killed 


• your aircraft has been damaged or destroyed on the ground 

-you may leave after thanking your host 

I like bullet points. And the [Must-Not] [But-If] construction  

Update 24 June 2005 

Text and background colours changed.
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