The Creator has not thought proper to mark those in the forehead who are of stuff to make good generals. We are first, therefore, to seek them blindfold, and let them learn the trade at the expense of great losses.


		- Thomas Jefferson
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NOTICE: The latter sections are worded under the assumption that you read the previous section(s), so if a procedure seems to need clarification, please read everything that precedes it.





The latest "Campaign Maker" I have is version 1.41, and the latest "Scenario Editor" I have is version 1.21.





GIVING CREDIT


First, I'd like to thank Lasse Jensen for the gifts he has given us all. SSI should credit him partially for making Panzer General II such a great hit. I'd also like to thank Oronzo Venturoso, Tony Latta, Edward Powell, Ted Gorospe, Robert S., and Steve Brown for their help in adding to the information that I have. Finally, I'd like to thank everyone else who, over the time, had directly or indirectly helped me. I hope you find these notes helpful.





MAKING A CAMPAIGN


insert	pg2cm.exe    in the Panzer2 "Scenario" folder


enter	pg2cm.exe    (double-click it)


press	F1  (Make new campaign)


press	F3  (Express make campaign)


	for now, use the filename "Camp6.cam"


	press the down arrow, insert the number of scenarios. For now, insert the number 2


	press the down arrow, insert country digit (for Germany, use the number "0")


	press the down arrow, for now, insert the letter "d" as the 1st letter


press	F10  (Use)		"Camp6.cam" is now created.


press	Esc twice to exit pg2cm.exe





Open "Notepad", type the campaign name, press "enter" twice to skip to the third line and type a description of the campaign (when your campaign is selected, this description appears in the window).


Save the file as "camp6.txt". Like the rest of the files, this file has to be in the "Scenario" folder.





For now, create two scenarios (as you are creating the scenarios, note the hex positions of the units you want to entrench; to make core units, see "Making Core Units")


	name the first scenario "dcampx01"; three files with the suffixes, or extensions, will be created for you by the Scenario Builder.


	name the second scenario "dcampx02"


	move the  *.scn files and the  *.txt files from the "Userscen" folder to the "Scenario" folder; the  *.ply files are not necessary for the campaign.





These new files should now be in the "Scenario" folder (all files except "Camp6.cam" can be renamed at a later time, but for now, leave the names alone)


	Camp6.cam


	camp6.txt


	dcampx01.txt


	dcampx01.scn


	dcampx02.txt


	dcampx02.scn





MAKING CORE UNITS


There are two ways core units can be made:


1)	Give enough prestige on the first turn so that the player can buy his own units. These units can be inserted by the player around his supply hex. Any unit the player buys later is always part of his core units.


2)	In the "Scenario Builder Screen," click the "Designate Deployment" button and start clicking deployment hexes. Purchase the units and insert them in the deployment hexes. All units in the deployment hexes become core units. In subsequent scenarios, deployment hexes are inserted only to allow the player to deploy his units. The player can either deploy his units on these deployment hexes or around his supply hexes.





TESTING THE CAMPAIGN


Ensure all files except the  *.ply files are in the "Scenario" folder. Start Panzer General II and playtest the mini-campaign. When everything functions well enough, move on to the next project.





CUSTOMIZING TURNS FOR BRILLIANT VICTORY, VICTORY, AND TACTICAL VICTORY


enter	pg2sedit.exe


load scenario    (press F8, use arrow keys to highlight the scenario, press enter)


press	F1 (scenario data)


use up and down arrow keys to highlight what needs changing and change its value


press	F10 (use)


press	F9 (save)


press	Esc to exit





NOTICE: Whenever you change anything using Lasse's Extra Scenario Editor (Pg2sedit.exe), such as customizing the turns for brilliant victory, changing the reinforcement number, etc. (and saving it), load the scenario into PG II's Scenario Builder, and change something in it, like remove ten prestige points here and add ten prestige points there, then resave it. Robert S. says, "there's some byte not being set by the external [scenario] editor."





ADDING SCENARIOS TO THE CAMPAIGN


move new  *.scn and  *.txt files to the "Scenario" folder


enter	pg2cm.exe


press	F8


highlight  Camp6.cam


press	enter


press	F2


press	F2 again (EditCam)


make sure "Number of Scenarios" is highlighted


press	backspace   (to remove value of 2)


press	3


press	F10 (use)


	notice the left column is highlighted


press	the down arrow until the highlighter goes to an empty space below and won't go any further


press	F1 (Edit)


press	backspace until the cursor goes all the way to the left


	if you move the mouse accidentally and the highlighter goes to the right column, press escape, press F1 again, backspace again all the way


type in	dcampx03.scn


press	the down arrow to highlight "Com end" under General Scenario data (use the arrow keys to move around the highlighter


change the value to    2500  (using backspace and del keys to erase, and type in 2500)


highlight the first  "Goto :" under Data for brilliant victory and (using backspace and del keys again to erase) type in the value   254


	leave the value of the second   "Goto :" (to the right of  "No")   at   0  for now. I think this is used, for instance, when a brilliant victory is not achieved and the subsequent scenario leads to a different scenario had a brilliant victory been achieved.


do the same thing for the first   "Goto :" under Data for victory (change its value to 254)


for the first  "Goto :" under Data for tactical victory and Data for losing, change their values to   255


for  "After SMK :" under Data for tactical victory and Data for losing, (use backspace after highlighting) type in    GERLOSS.SMK


press	F10 (use)    the highlighter should now be on the left column where the  *.scn files are


highlight    dcampx02.scn


press	F1


	use up and down arrow keys to move the highlighter


	use backspace and del keys to erase


erase the file    "GERLOSS.SMK" under Data for tactical victory and Data for losing


	DO NOT erase the file "GERLOSS.SMK" under Campaign editor


change the values of the first   "Goto :"  under Data for brilliant victory, Data for victory, Data for tactical victory, and Data for losing (from 254 and 255) to    2.   The campaign will now go from scenario dcampx02.scn  to  dcampx03.scn and end there. The 3rd scenario in a campaign is actually scenario 2. The scenarios are numbered    0, 1, 2, 3, ..., not    1, 2, 3, 4, ...


press	F10 (use)


press	Esc


press	F9 (Save and Exit)


Make sure your third scenario of the campaign has the name "dcampx03". Remember to put "dcampx03.scn" and "dcampx03.txt" in the Scenario directory.





NOTICE that the only file that will be updated/overwritten is the  "Camp6.cam"  file. If you change the scenario names within this file, you have to rename your scenario files to match them. The  "Camp6.cam"  file only gives directions to other files, and this is the only file you updated. Those goto files have to exist. (If you're done with Betty, and you're suppose to go home, but you change your mind and decide to go to Elaine instead, Elaine has to be there:-)





If you are not happy with your third scenario and wish to modify it, do so. In order to see its modifications in a playtest, you have to reenter the second scenario and achieve a victory. Then your modified third scenario will be loaded, and you will see its modifications.





I hope you know now what to do when you decide to add a fourth scenario, a fifth, etc. You can always look at the values of   "Camp1.cam"  (the Blitzkrieg Campaign) and adjust the values of your campaign to mimic it. Just remember that you have to insert "GERLOSS.SMK" and change the values to 254 and 255 to the last scenario of the campaign. You should also know now how to change the scenario names (by using the backspace and del keys to erase).





ADDING SCENARIOS WHILE PLAY-TESTING


Scenarios can be created and added during a play-test. You first need to create a new campaign file.


Using Express Make Campaign, create "Camp7.cam" with however many scenarios you want. For our example, we'll use 16 scenarios in the campaign.


For now, keep the first letter to a "d", as in dcampx04.scn.


If you're going to keep "Camp6.cam" (which is a good thing until you see that "Camp7.cam" runs OK), make a "camp7.txt". All the rest of the details, such as the values of Goto : and the file GERLOSS.SMK will be inserted at the appropriate places.


Assuming you only have three scenarios, play the new campaign and stop and save the game before achieving victory at the third scenario. Once you achieve a brilliant victory, victory, tactical victory, or loss, the game will load the fourth scenario, which doesn't exist, and the game will not know where to go and you'll have to replay the campaign. If you're not sure where to stop, stop and save the game in the middle of the third scenario.


Exit the game and start constructing the fourth scenario with the Scenario Builder.


Save the scenario as dcampx04. Edit the game with Lasse's editor wherever you feel it's appropriate.


Insert the  *.scn  and the  *.txt files  in the Scenario folder.


Resume playing the campaign. The fourth scenario should start without a problem.


When you're ready to add a fifth scenario, do the same technique. Stop at the middle of the fourth scenario, save it, make your fifth scenario, insert it in the Scenario folder, and resume playing the saved game.


Keep repeating this until you get to your final scenario.





As you see the need to make changes in the previous scenarios, such as reducing the number of turns required for a brilliant victory, you can edit the the scenario(s) without replaying the game. In order to see the change, however, you have to replay the entire scenario by entering the previous scenario. You do not really have to replay if you only want to make minor alterations. This will be time consuming. The advantage of making the campaign this way is that it is faster and you'll know how much to strengthen the enemy.





ADDING THE STATEMENTS IN BETWEEN THE SCENARIOS


enter	Notepad


Type your beginning statement, which is the statement that appears before the first scenario begins.


Save it in the Scenario directory with any filename you wish. Let's say you name it "brief01".





To create the statement after a brilliant victory has been achieved, enter Notepad.


Type your statement.


Save it in the Scenario directory with any filename. Let's say you name it "endbv1".





enter	pg2cm.exe


press	F8 (Load Campaign)


highlight Camp6.cam


press	enter


press	F2 (Edit Campaign)


Notice the black highlighter at the top left corner. You can move this highlighter by pressing the up and down arrow keys. Move the highlighter to the first scenario, Scenario 0.


press	F1 (Edit)


press	the down arrow repeatedly until you highlight the TXT file under "General Scenario data".


press	the backspace key to move the cursor all the way to the left


You will now type the name of the file that contains your beginning statement. If you named it "brief01", type in "brief01.txt".


To enter the statement after a brilliant victory has been achieved, move the highlighter down to TXT file under "Data for brilliant victory".


press	the backspace key to move the cursor all the way to the left


Type the filename of your statement. If you named it "endbv1", type in "endbv1.txt".


press	F10 (Use)


press	Esc


press	F9 (Save and Exit)





Statements for the other scenarios and other victory (or loss) conditions can be done in a similar way by highlighting and inserting the appropriate names.





ADDING ENTRENCHMENT, STRENGTH, REINFORCEMENTS, AND EXPERIENCE BARS


acquire hex positions of all units that you want to edit


enter    	pg2sedit.exe    (ensure the scenario and scenario editor are under the same folder, usually the "Scenario" folder)


load scenario    (press F8, use arrow keys to highlight the scenario, press enter)


press	F5 (unit data)


use up and down arrow keys to change to desired hex position


press	F1 (edit)


use up and down arrow keys to highlight what needs changing and change its value


press	F10 (use)


press	F9 (save)


press	Esc to exit





A note about the "Experience level" above the "Experience bar": If you set the experience level of all units to coincide with their experience bars, all units will have an equal chance at acquiring a leader. Each 100 experience level will earn 1 experience bar. A unit has a chance at acquiring a leader everytime it passes the hundred experience level. For instance, if you set a unit's experience level to 390, the proper experience bar that you should set is 3. When that unit engages in battle, its experience level goes up. When it crosses 400, it is probable that it will acquire a leader.





ADDING LEADERS


acquire hex positions of all units that you want to add leaders to


enter	pg2sedit


load scenario	(press F8, use arrow keys to highlight the scenario, press enter)


press	F5 (unit data)


use up and down arrows to change to desired hex position


press 	F1 (edit)


highlight "Leaders unknown" (use up and down arrow keys)


insert any number below 66 (If you make a mistake, use the "Del" and "Bksp" keys to erase)


highlight "Leader index"


insert any number


press	F10 (use)


press	F9 (save)


press	Esc to exit





You cannot insert more than 15 leaders in any one side. If you do, the computer will choose which ones will become leaders.





ADDING SHIPS AND FORTIFICATIONS / STARTING UNITS ON AN AIR TRANSPORT


	(paraphrased from Lasse Jensen's "Special Unit Codes" at http://w1.1661.telia.com/~u166103891/text/unitcode.txt)





For ships, place a unit on the water; it becomes a sea transport.


Go to the Scenario Editor and change the unit code to the desired type (use Lasse's "Special Unit Codes" for supplemental data).


Change the unit mount code to the same number as the unit code.


Set the number for the unit appearance, transporter type, and fuel to   0.





For fortifications, place a unit at the location of the fortification.


Go to the Scenario Editor and change the unit code to the desired type.


Change the unit mount code to the same number as the unit code.


Set the number for the unit appearance, transporter type, and fuel to   0.





If you want a unit to start in an air transport, place your unit where you want it to start.


Go to the Scenario Editor and change the unit appearance and unit mount code to an air transporter.





You can start units (including planes, tanks, or other units with a ground transport) in an air transport. This transport, however, has to land on an air field. The problem with transported ships is that once they are landed, they cannot move because they are on land.





With PG2's Scenario Builder, a Fallschirm unit can be given the option of air transport only if it originates above water. However, if you change anything regarding this Fallschirm unit with Lasse's Scenario Editor, its appearance will convert into a sea transport. So the best thing to do is to start the Fallschirm unit on land, then do your editing.





The following data is derived from the "Salerno" and "Sedan" scenarios; use them as an example:





	Fortifications	Fallschirm


	Germany	France


unit code	106	35	114


unit mount code	106	35	176  (air transport)


dobbelt ammo	  20	20	  16


entrench	    0	  8


unit appearance	    0	  0	176  (air transport)


transporter type and fuel	    0	  0


movement			  16





I have a scenario that has Fallschirm units using British trucks. The situation is that Fallschirm units have been inserted in England, and they have stolen British trucks. They ran into problems acquiring trucks which caused them to be late, and this compromised them. Hence, they are not fooling anybody, and the British home guards are alerted.





NAMING CITIES AND OTHER HEX COORDINATES


acquire hex positions of all cities and other landmarks that you want to insert a name to





open	Notepad


open the TXT file of the scenario (the ".txt" file that accompanies the ".scn" file)


Line 1 should have the name of the scenario (let's say you don't have anymore entries on the file)


NOTICE: If you have renamed units on your scenario, this is where those names are going to be.


Put the cursor on the far end of the name and press enter, you are now on line 2


If you have renamed units on your scenario, put the cursor on the far end of the last entry and press enter.


Insert the name of the city or landmark (let's say you name it "Taipale").


		Note the line in which you placed the name of your city or landmark.


If you want to add a name of a second city or landmark, press enter; you are now on line 3.


Insert the name of the city or landmark (let's say you name it "Helsinki").


Save the file.





enter	pg2sedit.exe


load scenario (press F8, use arrow keys to highlight the scenario, press enter)


press	F3 (Hex map data)


Use the arrow keys to change to the hex position of your first city or landmark (this is where you want "Taipale" to be).


press	F1 (Change)


press the arrow key up (or down) to highlight the "Name" on the bottom


Insert the line number that contains the name of the city or landmark (if "Taipale" is on line 2 of the .txt file, insert "2").


If your city is on some other line in Notepad, insert the line number that contains the name of your city.


press	F10 (Use)


If you have a second city or landmark, such as Helsinki, use the arrow keys to change to the hex position of your second city.


press	F1 (Change)


press the arrow key up (or down) to highlight the "Name" on the bottom


Insert the line number that contains the name of the city.


press	F10 (Use)


press	Esc


press	F9 (Save)





ENDING THIS


Remember to resave your scenarios with PG II's Scenario Builder anytime you change something with Lasse's Extra Scenario Editor. You now have the information and obligation to make good, playable campaigns/scenarios for everyone else to enjoy. These notes will be updated from time to time, so check Oronzo's or Lasse's websites for updates.








					- Dave Gunner Anderson


					  tgunner64@hotmail.com
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