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I. Introduction


UPACGEN.ZIP includes: 


pacequip.eqp
- modified equipment file


pacequip.txt
- companion text file


pacgen.doc
- this readme file


pacgen.xls
- Excel data spreadsheet (may be included in later release)

SSI's Pacific General was the last of the 5-Star series games and introduced a number of refinements which improved the General Series games. This was not the case however with the new equipment file. The Ultimate Pacific General Equipment File (UPACGEN) was constructed to enhance SSI’s Pacific General  (PACGEN) by eliminating data entry errors in the original equipment file and by increasing the number/types of units available during game play.

After the release of Pacific General many  players noted the enormous number of errors contained in it's equipment file. Previous attempts to correct this problem only added more inaccuracies and skewed the unit values unrealistically. I decided to make the largest and most accurate equipment file ever made for any of the General Series games for use with the Pacific General game engine. The result, UPACGEN is available at The Panzer General Zerstorer web site (an affiliated site of The Wargamer) http://www.geocities.com/~calhern . This modified equipment file corrects many data errors and uses 1497 (of 1500 total) of the available equipment "slots" adding 1200 additional units which more than doubles the total number of units available in the game.

II. Installation

Copy the pacequip.eqp and pacequip.txt files into your original Pacific General Data subdirectory (the default location is c:\program files\pacific general\data). Be sure to backup the original game files so you can restore them if necessary and avoid reinstalling the game.

III. Data Criteria

In order to maintain database integrity, I have endeavored to avoid personal interpretation of the data when at all possible. Resorting to the use of  “voodoo factors”, “personal opinion” or simple guess work has been kept to an absolute minimum.

For general unit statistics, many published references where utilized such as those authored by Peter Chamberlain and George Forty. Also, an excellent source for short, concise data is HPS Simulations’s: Encyclopedia of Land Combat, vol.1 by Scott Hamilton and Gregory Smith. 

Data for naval units was derived from Warship Loses of WWII by David Brown, Naval Institute Press and a variety of other sources including; All the Worlds Battleships by Ian Sturton, Jane's Fighting Ships of WWII and documents of the United States Naval Aviation Museum, Pensacola Florida.

Finally, any and all errors are solely of my own making. If you have questions, or note a discrepancy in the database, please contact me via email, so that any needed corrections can be implemented.

IV. Naval Order of Battle Data

The naval portion of  the equipment file had to be totally redone because it was not salvageable. Each unit was individually research and formulas each statistical value was developed in order to generate a complete and accurate equipment roster. An example of some of the guidelines used for naval units is given below:

Carrier Containers = 1 point per 18 aircraft capacity

Ship Speed = 1 point per each 5 knots max. speed

Naval Attack = number of guns, times velocity, times shell weight, times firing rate per min., times a percentage based on unit class.

Ground Defense = based on relative comparison of turret, deck and belt armor

Air Attack = 

1/2 point per 4 - 5 inch AA/DP gun

1/4 point per 3 inch AA

1/8 point per 30-60 mm AA

1/16 point per 13-25mm AA

a slight adjustment (a few percent) was made depending on specific ship class

AD = based on armor (primarily deck armor) and vulnerability (compartmentalization, firefighting ability)

Ship Gun Ranges = initially  1 hex per 6500 yds. There was the possibility of a "fairly fun" naval game here, but the extended ship ranges negatively impacted the Pacific General game's standard scenarios as well as compatibility with scenarios from the original Panzer and Allied General games.

Naval prestige costs were calculated based on the most expensive units in each class and then changing all other units costs to be proportional. This was another area where the original equipment file had many errors and fluctuated widely. These new costs will be adjusted further in future revisions if necessary.


V. Data Changes

Version 1.0 (30Aug98) 

With nearly 2000 total units this is the most complete equipment file produced for any of the General Series games available on the internet. It also includes well over 2000 individual changes and data corrections to the original equipment file. Finally, it also contains a completely reworked Naval Order of Battle in which all statistics were recalculated from scratch

In order to save space, I have elected not to include a separate Excel spreadsheet or equipment listing. Players can create a full comma delimited data file in the Pacific General editor (command line: Pacgen Hondarules, and select "REPORT") which can be used with a number of commercial programs, including Excel. Players should be forewarned that the file will run 60 to 150 pages depending on margins and font selected. There is also a preliminary equipment roster available for review at the Zerstorer web site.

Version 1.01 (12Sept98)

Most changes were icon related:

Japanese Tanks, several aircraft, US Battleships and many US/Japanese Aircraft Carrier icons.

Additional changes:

The cost for several units were adjusted +/- 1 prestige point.

Radar Specialty added to USS Baltimore class

Pure Tac Specialty added to US A-20C/G Havoc

Spanish Zara class renamed to Canarias

Allied Commando units renamed Commandos 1941/1944

Version 1.02 (25Dec98)

End Dates corrected for some Polish, French and Italian units.

VI. Special Credit

I would like to take the opportunity to extend my deepest appreciation to Dwight Mitchell of Australia for the initial enthusiasm which actually prompted the creation of the new Pacific General file. Dwight also ably assisted in the actually file production with many thoughtful recommendations and by single handedly "punching in" all the data - no small feat considering the size of the file... "Thanks, Dwight!"

Good luck and good hunting!

Ray
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