PACIFIC GENERAL 

CAMPAIGN EDITOR INSTRUCTIONS

******************************************************************

These instructions have been written not by the Author of CampEd, but by the 

PacGen Armory webmaster and creator of the Z-Plan campaign… the original

Instructions were found to be somewhat confusing, and therefor these instructions

Have been written to hopefully clarify any questions surrounding use of the 

CampEd program.

******************************************************************

PRELUDE:

Before using the Campaign Editor program (refered to as CampEd), make sure you understand exactly what this program can and can’t do.  First off, it doesn’t create scenarios, and it should not be thought of as a program that allows for much (if any) editing of scenarios… think of it rather as a polishing tool to apply to a nearly finished product, and you’ll be much closer to making an excellent campaign.  To create a good campaign, prepare by doing the following:

PREP ONE:

Create or modify up to 10 maps using PacMap or select your maps from 

pre-existing ones.

PREP TWO:

Using the maps you now have, create up to 10 "stand-alone/home-made" 

scenarios using the Battle Generator provided in the game... at this point, 

each of the scenarios are not "unique" in any way... they are normal

custom scenarios.

PREP THREE:

Notice both “Prep One” and “Prep Two” can take quite some time.  Using 

CampEd will actually be a quick step, but can be intimidating if you don’t

know what to do… you are now prepared to use CampEd… proceed to 

Step One! 

STEP ONE (getting started):

When starting the CampEd program, the first tab should be the "OPEN FILE" tab... 

this is where you LOAD a scenario into the program!  Choose the type of file you 

wish to load at the right of the screen ("Homemade" or "SSI Original"), then use the 

Explorer screen at the left to choose either the PacGen "SCEN" or "SAVE" 

directory to load either the SSI Original or Homemade scenario into CampEd.

At this point, the CampEd program will ask you which Equipment.eqp and 

Equipment.txt files you wish to use with the program... at this time, use the explorer 

to go to your "DATA" directory and select the equipment files.  The scenario is now 

loaded in CampEd.

If using CampEd only to edit pre-existing SSI original scenarios, skip steps 2 thru 4, 

and proceed directly to step 5.

STEP TWO (assigning core units):

Go to the "CORE/AUX TRANSFER" tab.  Select the combatant side you wish to 

assign core units (can only be one or the other).  Highlight the units you wish to make 

CORE UNITS, then click the "Transfer" button.

STEP TWO (continued):
Note the only core units EVER actually GIVEN to the campaigning player are those core 

units assigned in Scenario #1.  Any unit "assigned" as a core unit by the CampEd program in

any scenario other than the first is in reality REMOVED from play and will not appear in 

the game... essentially any core unit on the map in any scenario other than the first 

scenario is a "stand-in placeholder" and only used if the scenario is played outside of 

the campaign as a single scenario.  If played as a campaign, any core unit in scenario 

#2 thru #10 would be removed and replaced with the carry-over core unit(s).  Note 

that because the ONLY time a player is given units is the first scenario, you must give 

a player units in the first scenario even if you do not intend having the campaigning 

player use them until a later scenario... take the Z-Plan campaign for instance... in the 

first scenario, which is Fall Weiss, the invasion of Poland, this scenario is primarily a 

land/air battle.  All core units playable in Poland are either land or air units.  Not until 

the second scenario in Z-Plan (Norway) are core ships brought into play.  If you 

were to play Z-Plan, you would notice that you are GIVEN core ships in the 

SECOND scenario... how is this so?!?!  Because "secretely" in the first Polish 

scenario, all the core ships for Norway had been "purchased" in the Battle Generator, 

but not deployed on the map.  When assigning core units in CampEd for Poland, all 

the purchased, but undeployed ships were assigned as core vessels... even though 

they were never present on the map for Poland.  This can work in reverse as well, as 

in the original SSI American campaign, where the first scenario (Midway) was an 

all-naval battle, all the ground forces for the second scenario (Guadalcanal) were 

present at Midway, and assigned as core units, but simply not on the Midway map.  

The computer knows to forward any and all core units from the first to the second 

scenario... just be sure to assign the deployment hexes in the Battle Generator, so the 

campaigning player has a place to deploy all those core units!

STEP THREE (core unit details):

Go to the Campaign Data tab... select "Update Current Values".  Select "Type of 

Scenario".  This option sets up the given scenario to allow differant types of core 

units into any given scenario...  Air units appear in every scenario type... ground core 

units are not allowed in naval-only scenarios, and core naval units are not allowed in 

land-only scenarios.  All core units appear in combined scenarios.  Note, that if a 

given core unit type is not allowed in a scenario, it still must be accounted for in the 

maximum number of core units allowed, and it will appear in the next scenario in the 

campaign that allows the core unit type.  Air core units are counted with land core 

units for tracking purposes.  All core units must be accounted for on the left of this 

option-tab screen in the appropriate category.  To "create" open core unit slots in a 

scenario during a campaign, allow for more core units in the field than actually 

appear in the scenario.  The same is true for allowing "open" auxillery slots.  Only the 

campaigning side needs to worry about core units... the AI-controlled side will have 

all units listed as Auxillery units... to let the computer have more auxillery slots than 

what it starts with, you can assign a higher number to the Max# of Auxillery field.

When making a campaign, always remember that core units are 

split two ways... one group of core unit points is for land & air units only, and a 

seperate group of points is dedicated strictly to naval units.  The land/air core units 

are simple enough, one point in that category means either one land or air unit (having 

2 tanks, 2 infantry, 1 fighter and 1 bomber is 6 land/air core points)... however naval 

core unit points are a little trickier.  All naval units are 1 core point each, EXCEPT 

BATTLESHIPS which consume 3 core points each.  Ergo, having 2 battleships, 2 

carriers, 1 heavy cruiser and 1 submarine is 10 naval core points, not 6.  Keep this in 

in mind when setting the core unit points allowed in each scenario in the campaign 

editor.  Note that the campaign editor will not warn you if you set the naval points in 

error... for example, if the above example of 2BBs, 2CVs, 1CA & 1Sub were the 

core units that a nation started a campaign with, and instead of setting the naval core 

to 10, you set it to 6, the editor will not tell you there is an error.  When someone 

plays the campaign, if they lose a ship (say a carrier) during the scenario, that would 

NOT free-up a naval core slot, since the computer thinks he dropped from 10 to 9, 

but the scenario only allows for 6!  Conversly, if the player didn't lose a single core 

ship, then moves on to the next scenario in the campaign and the author of the 

campaign intended the player to gain another naval core slot, but incorrectly 

calculated an increase from 6 ships to 7, and gave the player 7 naval core slots for 

the second scenario, the player (who is currently still at 10 in "reality") would gain 

nothing!  If he wanted the campaigning player to gain any ship except a battleship, he 

would set scenario#1 to 10 naval core, and scenario#2 to 11 naval core.  If he 

wanted the player to be able to get another battleship in scenario#2, then he would 

set the scenario to 13 naval core... of course the player may opt for any three other 

ships instead of a single battleship, but thats just how the game is setup.  So keep 

these numbers in mind when making a campaign.

STEP FOUR (saving your work):

Select either the Axis or Allied Campaign tab depending on the kind of campaign 

you are creating.  Then determine where in a campaign the scenario is to be

placed... for example, to make the Z-Plan campaign, the first scenario

in the campaign is "Poland"... since it is an Axis campaign, the Homemade Polish 

scenario (created with the Battle Generator), must be saved as Axis Campaign

"Central China".  Note the scenario then saves with the name of China

(instead of Poland)... the second scenario in Z-Plan is "Norway", and it

was saved as "Southeast China"... these slot choices coincide with the

first and second PacGen Japanese scenarios in the original SSI campaign.  To 

actually save the file, select the tab button where you want the scenario to be placed 

and use the explorer window to select where to save the file(s), then choose the 

"Write out files" tab... this wills save the scenario and create the file(s) needed for 

the scenario.

At this point, you are essentially done... Step Five is only for people who wish to 

save an SSI original file in Homemade format to use the Battle Generator to edit it.

STEP FIVE (converting scenario formats):

After loading an original SSI scenario into the CampEd program, select the "HOME 

MADE" tab, use the explorer window to choose where you want to save the file (the 

PacGen "SAVE" folder is a good idea), then click the "Write out file" button to 

actually save it in "homemade" format.  You should now be able to edit the scenario 

using the Battle Generator… after editing is done, reload the scenario into CampEd

and resave the scenario back to it’s original SSI format.

