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NOTE: The following text is a somewhat “unstructured” collection of helpfull fragments in order to use the Panzer General Map Editor V 0.2 of Charles Tyson effectively. 


It’s recommended that you have dealed with the editor for some time.


(Dirk Cremer, HERR GENERAL)








First Lesson





Some of the lessons I've learned about Charles Tyson's PG editor and it's use with PG and AG scenarios and campaigns.





I have used Charles Tyson's editor extensively (editing both PG and AG scenarios) and I have found out the effects of several of the entries listed as unknown quantities in Charles Tyson's edit documentation.  I have also uncovered some incompatibilities and quarks about using the editor.





First on the subject of the meaning of some of the unknown quantities.





S+12  ----never set to 0, only 1 or -1, otherwise you see NO units, only blinking dots.





S+15    --- This determines if the side which goes first is on offense or defense.  This in turn establishes the possibility of the per turn prestige allotment for the defensive side 


(0 is offensive, 1 is defensive).





S+14   --- This determines if the defensive side gets the per turn allotment.


 If this number is different (0 and 1 the only valid entries) than the value of S+15 then the defensive side get the per turn allotment.  Incidentally, the per turn allotment is equal to the numbers of units the defensive side starts out with.





S+17   --- Weather regions (as Charles Tyson guesses), with 0 for deserts (weather is always good) and progresses through 1 and 2 and finally reaches 3 which is the worst weather climate  (snow 


rain, and overcast most likely).





S+25  --- Turns per day.  If set to 0 there is only one turn per day.  If set to 2 there will be two turns each day.





S+16  --- Starting weather conditions.  If set to 1, initial weather is clear and ground is dry and unfrozen. If set to 0, the weather can be bad or the ground muddy or frozen on the first turn.








Generally





Charles Tyson's Editor doesn't support the green neutral country hexes found in the Norway and Jupiter (AG) scenarios and in the three Berlin and the Germany (AG) scenarios.  If you read one of 


these into the editor and save it, the green hexes will be lost.  


This information is stored in the .set file and the neutral country hex code is 3.  I have no full proof measure to correct this problem, although with some hand manipulation (outside of the editor) I have been able to create edited versions of those scenarios with neutral country hexes. 


If this becomes an issue for anyone, you my wish to contact me.  


Obviously (if you use only Charles Tyson's editor) you can't define neutral country hexes in a scenario that you build from scratch.





Charles Tyson's editor may add victory objectives when editing some of the existing scenarios. 


This can be corrected by removing the victory hex designation in the editor for the incorrectly marked hexes.  I have seen this happen for the following scenarios; Poland,  France, Caucasus,  Ardennes, Moscow (41), Sevastapol, Stalingrad and Early Moscow.


This is not a problem for scenarios that you might build from scratch.





If you read in Market Garden, you can edit it and save it.  And the saved game will work in PG.  However, if you try and read this saved scenario back into the editor, it will fail.  


All other existing scenarios (except AG Vyzama) can be read in, stored, and then the stored files read into the editor without any problems.  


What this means is that all changes to Market Garden must be made in a single editing session.








Campaign Editing





In terms of campaign editing there are things you can do and things you can't.  


In PG there are serious limitations to what you can change. You can edit the individual scenarios that make up a campaign, changing the core units, (overall) scenario length and the amount of prestige each side gets (you can also change the map and any or all of the units).  


You can not change the path or the amount of prestige you get for major or minor victories. 


I did edit the entire PG campaign game changing the core units and starting prestige.





In Allied General you can change many other aspects of the campaign game.  You can change the path and the amount of prestige you get for a major and minor victory. 


You can also change the number of turns for a minor victory (this information, path, major, minor prestige, and number of turns for major, is stored in file scenario.tdb which is a text file).





I have edited the North African campaign to create a more challenging campaign.  I'm almost done with a major upgrade of this and I am also working on improving the Western Europe campaign. 


A word of warning, I was forced to use some extra programs that I have created over time to edit the Western European campaign.  


If you just use Charles Tyson's editor the scenarios will probably not work at all.  The nationalities are 


reordered and this often prevents buying new core units.  Also the scenarios will not work correctly from the British side if you just use Charles Tyson's editor.  If you wish to edit the Western European campaign be sure to talk to me first.











Second Lesson





Well I've tried to clean up my documentation of the .scn file. a few preliminaries.  First, this is the structure used by Charles Tyson. 


It corresponds to the storage in the 38 PG scenarios with a few exceptions. In several scenarios extra victory appear when using this format.  For an example read poland into Charles Tyson's editor and look at the list of victory hexes.  


This can easily be corrected in his editor (by deleteing the extra ones) and there doesn't appear to be any problem. 


Market Garden presents some diffucalties, if you read it in to Charles Tyson's editor the save it and attenmpt to read it back in you will get an error.  Also I believe that there are problems with using the saved file in PG.  I have a corrected version of Market Garden that read in to the editor and then can


be used in PG just fine.  I also have versions of all scenario that had the odd victory hex behavior corrected also. 


These are all from my modified PG campaign, so the core/aux mix is a little different but can be undone.





The AG and the PG Win95 file structure is similar but has some slight differences. I have do set documentaion per se, but my translation programs contain the information necessary to make the appropiate adjustments. If interested contact me.





Last thing before I provide the info. This is an enhanced version of the documentation I presented earlier.  It is easyto verify this information by making changed to scenario in Charles Tyson's editor and then hex comparing the two outputs.








So without further ado here is the PG DOS scn file structure








offset (dec)        Entry (hex)


0,2,4,6,8,10        axis country code or 00 [no country] (up to 6


countries)


1,3,5,7,9,11        allied county code or 00 [no country] (up to 6


countries)


12                  s+12 unknown  +++


14                  s+14 unknown  +++


15                  s+15 unknown  +++


16                  s+16 unknown  +++


17                  s+17 unknown  +++


18                  max core units


19                  max axis aux units


20                  max allied aux units


21                  number of turns


22                  day


23                  month


24                  year


25                  s+25 unknown  +++


26                  days per turn


27,28               axis ai prestige pool


29,30               allied ai prestige pool


31                  axis ai prestige turn interval


32                  allied ai prestige turn interval


33                  # of axis core units (stored in this file)


34                  # of allied units (stored in this file)


35                  # of axis aux units (stored in this file)


36                  00


37 - 116            col #  row # of victory hexes (then FF's)


117,118             # of deployment hexes (#dh) +1


119 - 118 + #dh*4   col#  row # of deployment hexes


119+#dh*4           FF


119+#dh*4 + 1       FF


119+#dh*4 + 2       FF


119+#dh*4 + 3       FF


bo+1, bo+2      *** axis starting prestige


bo+3, bo+4      *** allied starting prestige


bo+5            *** axis air transport


bo+6            *** allied air transport


bo+7            *** axis naval transport


bo+8            *** allied naval transport


bo+9, bo+10     *** u-8 unknown   +++


bo+11, bo+12    *** u-6 unknown   +++


bo+13, bo+14    *** u-4 unknown   +++


bo+15, bo+16    *** u-2 unknown   +++


bo+17 till EOF  *** unit entries *****





*** for these entries use this as base offset bo = 119+#dh*4 + 3








***** 14 bytes for each unit as described below. The units


are ordered as follows: axis core, axis aux, then allied.


The 14 unit bytes are as follows:





ub1,ub2        unit (refers to unit in panzequp file)


ub3,ub4        land transport  (refers to unitin panzequp file)


ub5            country


ub6,ub7        air/naval transport  (refers to unit in panzequp file)


ub8,ub9        column #


ub10,ub11      row #


ub12           strength


ub13           entrenchment


ub14           experience








+++ these entries refer to what Charles Tyson refers to as unknowns in his


pzgedit documentation.  The following has been discovered about these


entries





s+14   Allied defend (1) or attack (0)  ++++





s+15   Axis defend (1) or attack (0)  ++++





s+16   Possibility of bad weather or ground conditions on first turn


(1, firm clear) (0 =possibility of bad weather, ground conditions)





s+17   Weather zones  (0 desert thru 3 worst weather zone)





s+25   Turns per day  0 for 1 per day (2 for 2 per day as in ardennes


and market garden)








++++  side that are on defense get a per turn allotment equal to the


number of starting units that side had








MAP SIZE LIMITATION





Sometime ago I  checked the map size limits and I got the following results:





50*50 Works


51*51 Works


52*52 Works


53*53 Works


54*54 Works


55*55 Works


56*56 Works


57*57 Works


58*58 HANGS


59*59 HANGS


60*60 HANGS


57*59 Hangs


59*57 Hangs


58*59 Hangs


59*58 Hangs


57*58 works


58*57 works





Conclusion:





57*58


58*57





are the maximun size of custom maps.





Well, that‘s not the whole truth !.


I was testing square surfaces. But the other day I was looking at Balkans


Map and Middle East Map.... 





Balkans: 63*50


Middle East 67*31





So I did the test with NEW maps of this dimension and it WORKS !!


so limits are not clear...





I tested 


67*50 Work


68*50 Hang


70*50 Hang





I have observed also that 





57*58 





works, but you really don´t see the last 7 vertical hexes in strategic map from number 50-57 so I don´t recommend use more than 50 for number of rows, because you can´t see any objective there in "strategic map"





Number colums=67 let you a full screen strategic map, so probably the biggest functional map size is 67*50


(strategic map is all over the screen)





I´m wondering why 67*53 or 66*54 doesn´t work. Theoretically they must work but they didn´t.


It is may be a C.Tyson editor special feature or better than that why C.Tyson editor let us do maps bigger than 50 rows.?





Well that´s all...











Bill Haering and Santiago Vidal


March 5, 1998


