Rami’s CFS1 mission conversion guide
Please note: This guide is specifically written to teach aspiring mission writers how to convert CFS1 missions to CFS2. It is not written to provide further assistance beyond that point. For continuing to develop these missions, adding moveable ships and vehicles, as well as adding dynamic elements, please use Cody Coyote’s handbook as a guide if required.
One of the things about CFS2 that many people don’t realize is that CFS2 is “backward compatible.” CFS2 mission builder, if the missions are edited correctly, will convert CFS1 missions to CFS2.

For those interested in mission building, converting CFS1 missions to CFS2 offers an entire new world of possibilities for projects, for both Europe and the Pacific. You will find many possibilities in the older Simviation section for CFS1.

http://www.simviation.com/cfs1missions1.htm
I have already done several mini and full campaigns based on CFS1 projects. These include Battle of the Bulge, 56th Fighter Group, Operation Barbarossa, Deep War, part of Royal Australian Air Force, and a Mediterranean Beaufighter campaign still in development.

In order to understand this process, I would highly recommend that you download Cody Coyote’s  mission builder handbook and familiarize yourself with it.

http://www.sim-outhouse.com/sohforums/local_links.php?action=jump&catid=49&id=3972
Pay particular attention to pages 122 thru 130, titled ‘hand-editing basics.’ This section is ESSENTIAL to understanding how to hand-edit CFS1 missions, (especially aircraft, ships, and objects) and in some cases to reorganize hand-edited CFS1 missions which may not load without modification.
For starters, let’s download the CFS1 56th Fighter Group by Bill Potvin found on page 2.

http://www.simviation.com/cgi-bin/syb2.cgi?section=cfs&file=56TH-c~1.zip
The reason this mission pack is chosen is that these missions have not been hand-edited, they are in pure CFS1 form. When hand-editing modified missions, which I’ll explain later, having these missions handy will be a tremendous help, giving you a guide or a map as to how the mission is supposed to look.
Okay, so now that I have the handbook and a set of CFS1 missions, what do I do now?
It would help if you had Cody Coyote’s handbook opened to the relevant pages. Find on page 123 the box that looks like this…

[image: image1.jpg]8 Adobe Acrobat Professional - [Mission Building HandBook.pdf]

| Bookmarks

| comments & atiachments

% Fie Edt View Document Comments Tools Advanced Window Help

@ [ 0B P @ Pyseuen|| T crosteror + |52 comnent Mk + o Sen torRoviow + (@ secure = Asin -
Th oot G 0 H @] @ [0 w|@we- i -
LIRS NS

[mission]

version=2.0

title=%title_string%
summary=%summary_string%
objective=%objective_string%
intelligence=%intelligence_string%
mission_type=8

allegiance=3

total_goals=1

player_aircraft=3842
player_aircraft_name=%player_aircraft_name_string
%

airfield=%airfield_string%
date=1/6/1943

time=12:00

850x11.00in ¢

that look»
these ar
mission

The title
title_strir
the miss

followed

of the [
each of t
Allegianc
nationali
not the ¢
toa“1”
find your
needed.) @

14 4 [z





…and make sure that you understand what you’re looking at. A couple of items to highlight…

1) Note the version…2.0 means CFS2.
2) Also, under date…this is a bit tricky. CFS2 uses the “European” system of dates in that it reads Day, month, year…rather than the American system of month, day, year.
If you’re okay with the above, let’s move on …
Part I – Converting a ‘standard’ CFS1 mission.
To do this, use the same technique that Cody Coyote stated in the handbook. Unzip the 56TH-c~1.zip to your desktop, and pull out the campaigns folder. In that folder, select the mission entitled 56th_Bremen_us.mis. 

Following the steps on page 122, open up the mission using notepad or wordpad. You should see a screen that looks like this…
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Woah…looks a lot different, doesn’t it!!
Well, after getting over the initial shock you’ll actually see some things you recognize. Some of the lines such as “objective,” “type,” “summary,” “name,” “unit,” and “title” are quite similar to CFS2, and they do the same things.

But something seems odd… “version=0.1”??
I have no idea why it’s not version 1.0 either, so don’t ask.

The basics
In CFS1, the mission, if it has not been hand-edited, has the following order.

[mission] – This is the section where you will find the mission parameters. It is configured very similarly to CFS2, and provides nearly the identical function.
[unit] – These are ground objects, aircraft, ships, and vehicles. These are also nearly identical to CFS2 missions, except for a couple of categories you need not concern yourself with.

[unit_type] – The objects that a mission uses are named here. Once again, this is almost, though not quite identical to CFS2. Please note a critical difference here…
[unit_type.0]

type_id=3004

unit_family=1

name=Bf109g

allegiance=2

gun_ammo=600

cannon_ammo=150

rocket_load=0

bomb_load=0

addons=0000000000000000000000000000000
In CFS1, allegiance is given to any object, where as in CFS2, this only applies to moveable objects. This is because CFS1 does not use frontlines.

[waypoint_path] – CFS1 divides waypoints and formations into two separate categories for aircraft flights. In this case, twenty-seven aircraft are divided into four flights.

[formation] - CFS1 divides waypoints and formations into two separate categories for aircraft flights. In this case, twenty-seven aircraft are divided into four flights.
[runway] – These are the runways that the mission uses. Please note that this will be critical when preparing a mission to be loaded in mission builder.
[strings] – Once again, this is very similar to CFS2.
The “title,” “summary,” “objective,” and other information is all nearly identical to CFS2, and functions the same way. In addition, the “name_string” is also used by CFS2, as you know, to list names for your wingmen, ground objects, and ships, so that does not change.

Okay, so now that I understand the basics, am I ready to convert a CFS1 mission to CFS2 in Mission Builder?
Um…no. You can’t just open up a CFS1 mission in CFS2 mission builder without doing some prep work. Once again, this is almost identical to CFS2. The first thing you’ll need to do is scroll down to the [unit_type] section and make sure that you have the required objects.
Aircraft and library objects

The name= section contains aircraft, ships, vehicles and library objects that you have (or will need to have) in your CFS2 install to load the mission. For the aircraft only, you can use Morton’s aircraft and ships utility rather than editing by hand. This can be found here…

http://www.sim-outhouse.com/downloads/download.php?lloc=downloads&FileID=2586
Using Morton’s utility, all you have to do is find the mission you’re editing (based on what the allegiance is / the nationality it is flown under) and replace the aircraft you do not have with the one you do. You can also edit the aircraft yourself the same way that I illustrate below for a ground object, as long as you have the aircraft you’re substituting or you know where to find a suitable replacement.

Once you get beyond aircraft, you will need to make sure that for ground objects and vehicles that you have the corresponding .dp file in your objects_dp folder. A typical entry will look like this…
[unit_type.24]

type_id=4401

unit_family=4

name=AmAmb

allegiance=3

gun_ammo=0
Now, since this is a stock CFS1 object, you will not have to replace the “AmAmb” with another object. 
In the objects_dp folder, you would see this object as a .dp file which reads “amamb.dp” This is the library object that the mission is using. 

As you go through each [unit.type], you will see that CFS2 does indeed have most of the stock CFS1 objects, so you will not need to replace them.
Once again, please note that because CFS2 treats CFS1 ships and vehicles as static objects, Morton’s utility will not work for the ships. Editing these entries, as well as any vehicles which are not in your objects_dp folder, you will have to do by hand.
One object that you will likely not have is named “Broad leaf tree2.” To get around this, what I usually do is download one of Lindsay Watt’s tree packages and substitute one of his trees for this using the method I just outlined above. If you download and install this tree package…

http://www.sim-outhouse.com/downloads/download.php?lloc=downloads&FileID=7930
Something like LDW_generic_1_med will do nicely. All you have to do is paste / replace the tree entry I placed in bold for you into the name= section for that particular [unit_type], just like the “AmAmb” example I provided above.
Ships
Now for ships, once again almost all of these are already in your ships folder, so in all likelihood you will not have to rename them as you may have with the objects. But with ships, you may encounter an unexpected problem that looks like this…

1) [unit_type.4]

type_id=4122

name=ShDest
unit_family=4

allegiance=1

addons=
(Note, this entry is not from the 56th Fighter Group missions, it’s being used as an example)

2) [unit_type.4]

type_id=4122

name=ShDest_nw

unit_family=4

allegiance=1

addons=
Now, if the entry is similar to number 1, there will be no conflict, because you do have a stock CFS1 destroyer (SHDEST) in your SHIPS folder. However, the latter entry has a _nw added to it. The “_nw” stands for “no wake.” Since CFS2 does not recognize this entry, you’d want to delete the “_nw,” leaving you with an entry nearly identical (except for the name of the ship, if different from the one listed) to number one.
In addition, you’ll have to change unit_family from 4 to 5, so that CFS2 will treat it as a ship. If it were a vehicle, you would change the unit_family from 4 to 3.
Missing objects warning
Please note, if you accidently make a mistake and try to load the mission without replacing an object / aircraft / ship / vehicle with one you don’t have with one you do, Mission Builder will remind you with a “can’t find xxx” (the missing object will be where the ‘xxx’ examples are) and will ask you if you want to replace it  (“replace with”) with the first aircraft / ground object / ship / or vehicle (depending on what it is) that it can find. To avoid this, make sure to double-check your work before continuing, because in all likelihood trying to click through the error messages and hope for the best will result in a corrupted mission.
Runways

Once you have the objects set, now you need to do one final step before loading mission builder. You need to add the runway IDs found in the mission to your airbase.dat file found in the INFO folder, IF the airbase IDs do not exist already.
As a reminder, the airbase ID in a mission looks like this…but also take the time to look at Cody Coyote’s handbook for details here, specifically page 143.
[runway.0]

id=9031

heading=213

units_across=2

base_lat=N52 22.5

base_lon=E1 26.71

base_alt=65

takeoff_start_pos=-600,0

takeoff_stop_pos=1600,200

landing_start_pos=5000,350

landing_touchdown_pos=600,0

landing_stop_pos=-250,0
It is the line in bold that you need to make sure has a corresponding entry in your airbase.dat file. In other words, if you have an airbase.dat file with a airbase ID of 9031, you don’t have to add the entry. If you do not and you have to add them, make sure that the [runway.xx] number increases sequentially.
This is critical. If you do not do this step of ensuring you have the airbase IDs before trying to open the mission, the CFS2 mission builder will display a message that looks like this when you try to open the mission…
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If it’s difficult to read, it says “An error occurred during the operation. Please contact our support staff for further details.”

As Cody stated in his guide with regards to contacting the support staff, that ship set sail a LONG time ago. What this message really means is that there is a problem converting the data, which will happen if you don’t make sure that the airbase IDs for the mission are represented in your airbase.dat file.

If you have confirmed that everything is in order, save your hand-edited mission and place it in the “missions” folder of your CFS2 install and fire up mission builder. Then, load the mission as you would for any other one in CFS2.
If you see a screen that looks like this…
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…all you have to do is save it, and CFS2 mission builder will AUTOMATICALLY convert the mission into traditional CFS2 format.

Congrats! You have just converted a CFS1 mission to CFS2.
Now, if you click on the “mission setup” icon, (the one right in the middle of the seven-button row) you’ll likely notice that the date and time of the mission didn’t make the transfer. For that, you’ll want to pull out a copy of the CFS1 mission and find the date and time, remembering the format for MB date and time. (Day-Month-Year)

You’ll have to add weather and other goodies if you wish to have them as well. In addition, CFS1 conversions do not have moveable ships and vehicles as stated, nor do they have dynamic elements. What you have done is converted the mission to CFS2.

Also, a known bug is that CFS1 converted missions occasionally have problems with flights in that they don’t show a whole formation. (Example, if you have a player flight of six Mustangs, three or four might appear in the mission) To fix this, you may have to use this converted mission as a “template” and create a new mission, then use your knowledge of hand-editing CFS2 missions to copy waypoints for the aircraft flights and so forth.

I have only found this to be a problem about 30% of the time, so with any luck this will not be a problem for you.

Coming up next…undoing hand-edited CFS1 missions to prep them for conversion.
Part II – Hand-editing CFS1 missions.
In order to see some of the work required for missions that are not in proper CFS1 format, let’s have a look at the Mediterranean Beaufighter campaign. You can find it here.
http://www.simviation.com/cgi-bin/syb2.cgi?section=cfs&file=MedBeau.zip
Let’s go through an editing fix.

1) After downloading, unzip it and select the mission from the i4_Beau0 folder called Beau430910Salerno.mis
2) After opening it up using the methods described above, you’ll see it looks correct initially, but as you scroll down past the [strings] section, the “name_string.xx” lines, and the “waypoint_string.x” sections, you’ll notice there are formations and other entries that seem out of place. This is because the mission has been hand-edited.
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So to fix this, what you’ll have to do is cut-and past the entries occurring after the “name_string” and “waypoint_string” sections so that they belong in their proper place within the mission file. This is the reason why I suggested hanging onto the 56th Fighter Group missions as a roadmap. In doing so, you will find where these misplaced sections belong.

However, in this case, I will provide some help for you.
1) [waypoint_path.7] and [waypoint_path.8] (The latter is on the bottom of the mission file below the screenshot) can be placed next to each other to reduce the amount of final cutting and pasting you’ll have to do. If you have done so correctly, it may look something like this…
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So, now what you want to do is find where the rest of the [waypoint_path] sections are in this mission file. In this case, they are just above the [formation.0] section. So, if cut and pasted correctly, [waypoint_path.7] and [waypoint_path.8] should come right after [waypoint_path.6], as you’ll see in the picture I provided.
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If you have done this successfully, there are two other sections that still remain, [unit_type.16] and [formation.6].
To fix [formation.6], cut and paste that entry, moving it from its present position to a new position just below [formation.5] and above [runway.0]. Your screen should look like this…
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The last section is [unit_type.16]

[unit_type.16]

type_id=3104

name=P38

gun_ammo=5000

cannon_ammo=50

rocket_load=0

bomb_load=0

unit_family=1

allegiance=3

addons=0000000000000000000000000000000
You want to follow the same procedure above…find out where [unit_type.0] thru [unit_type.15] are, and place this entry at the end of the section before the start of [waypoint_path.0]
If you have followed the above steps successfully, your revised mission file should more or less match the structure of the 56th_Bremen_us.mis which you hand-edited and converted earlier. If that is the case, follow the steps for that mission to convert it successfully to CFS2 after you save the considerable work you already accomplished!

If all goes well, this mission in MB will look like this…and then save to convert it to CFS2!
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Congrats! You have just fixed the format of a CFS1 mission and then converted it to CFS2!
Next is section III – Advanced hand-editing and reformatting CFS1 missions.
This section comes with a warning…do not attempt this unless you have become comfortable with the steps outlined above, because you will be doing “surgical repair” on missions which have missing pieces and other sections sequenced out of order. You’ll essentially be doing two things…

1) Using the CFS1 “56th” Bremen mission as a guide to add missing sections to the CFS1 mission that you wish to convert, which involves a great deal of hand-editing.

2) You’ll then have to move things into proper sequence before you even attempt to convert the mission to CFS2.
Step I – Select a mission
To begin the process, let’s start by looking at the Beaufighter mission called Beau431220SubSweep.mis, and examine its contents on the right, side by side with the “property formatted” 56th Bremen mission on the left.
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.
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wind=1

[runvay. 0
type_id=3100 d-0731
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position_la
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Tanding start_pos
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[runway.1]
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type_id=3100
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position_la
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position_al .

position_pbh=0.0,0.0,0. rakeoft_start_pos=-600,0

Speed: +akeofF_stop_po
Tanding_start_pos=5000,350
1anding_touchiown_pos=600,0
1anding_stop_pos=-250,0





For starters, we’ll notice that almost everything is out of place. To fix this mission, you’ll need to first add several sections to it that are missing, as well as re-organize what is there. For example…
1) Instead of a summary=%summary_string%, as we see on the left, there is the actual summary itself on the right. 

2) On the right, the version= and title entries are transposed. 

3) And just as in the case of the summary, the title itself is shown rather than the title=%title_string%

4) This follows true for the objective, type, tip, airfield, and date sections, these are entries rather than the following that you see on the left…

objective=%objective_string%

type=%type_string%

tip=%tip_string%

airfield=%airfield_string%

date=%date_string%

5) The “required_success” and weather (cloud, visibility, wind) are also out of place when compared to the Bremen mission.
To fix this, we’ll want to mirror what you see on the left. You don’t want to copy and paste, because the player_aircraft ID’s and other parameters are different, but you want to add the missing entries that aren’t there. In addition, for the sections such as objective, summary, title, and so forth which have the entries themselves rather than the strings, you want to replace them with their representative %string%.
Instead of deleting them, you may open up a text file and copy the entries there before deleting them from the mission file, that way you don’t lose them. This is an example of what it would look like…
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heading=60
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base_al
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summary=F1y an antisubmarine patrol in the Tyrrhenfan sea, and redeploy
to an airField in corsica

objective=Today you have drawn anti-submarine duty in the Tyrrhenian sea.
Although these patrols are usually boring, they are crucial to the war
eFfort. If you patrol at angels 4 it should keep you below the cloud
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Corsica.

tip=Good hunting,
type-anti-submar ine
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airfield-sirgi
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As you can see, what I did was to add the missing entries so that the first section is nearly identical to that of the 56th Fighter Group Bremen mission.

Now, you’ll want to continue using the 56th Fighter Group as a guide to place things in their proper order. The runways are out of place, situated above both the [unit_type.xx] and [unit.xx] sections. You’ll want to use the cut-and-paste methods shown in section II to place things in their proper order…

[mission]

[unit]

[unit_type]

[waypoint_path]

[formation]

Once that is done, your mission should have the runways last, like this…

[image: image12.jpg]Flo Edt Format Vew Hel

nane-pss
003

xtypa<7000-Finger Four
type-air
waypoint_path_id=5003
suspended=1
1angingruway. ic
takeoff_land_t1a
[position.0=1020,0,0.0,0.0,0.0
Tposition.1-1021,0,-600.0, -200.0,200.0

203

“position.2-1022,0,600.0,%300.0,200.0
Cposition. 3-1023,0,1200.0,-500.0,400.0
‘[runway ol
231

heading=270
units_across=2

base_al
takeoff_start_po:
takeoff_stop_pos
Tanding start_po: :
1anding_touchiown_pos=600, 0
1anding_stop_pos=-250,0

[runvay.1]
100203
heading=60
units_across=2
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Below the runways is where you’ll put the summary, tip, type, airfield, and date sections that you removed earlier. Once again, use the 56th Fighter Group “Bremen” mission as a guide for how it should look. You preface it by adding a name in brackets called [strings]

Then, you add the “string” entries you created above in the beginning of the mission. (with the % symbol on either side) It should look like this…

"title_string"=

"summary_string"=

"objective_string"=
"type_string"=

"tip_string"=

"airfield_string"=

"date_string"=
After the equals (=) sign is where you would enter the text. After you have finished copying and pasting, the section should look like this…
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[runvay. 0
d-0731
heading=270
units_across=2

37 53.95

takeoff_start_pos=-600,0
takeoff_stop_pos=1600, 200
Tanding_start_pos=5000,350

Tanding_touchiown_pos=600, 0
1anding_stop_pos=-250,0

[runvay.1]
100203
heading=60
units_across=2
base_Ta

base_al
takeoff_start_po:
takeoff_stop_pos
Tanding_start_po:
1anding_touchiown_pos=600, 0
1anding_stop_pos=-250,0

[runvay.2]
{d-9235
heading=270
units_across=2
base_Ta

base_al
takeoff_start_po:
takeoff_stop_pos
Tanding_start_pos=5000,350
1anding_touchiown_pos=600, 0
1anding_stop_pos=-250,0

strings]
Title string"=Beau 43/12/20: Submarine Sweep
summary_string”=Fly an antisubmarine patrol in the Tyrrhenian sea, and redeploy to an airfield in Corsica.
objective_string"=Today you have drawn anti-submarine dury in the Tyrrhenian Sea. Although these patrols are usually boring,
they are crucial to the war effort. If you patrol at angels 4 it should keep you below the cloud level. once done, land at
the squadron’s new base at Ghisonaccia, Corsica.

‘Type_string"=Ant i -submarine
tip_string"=Good hunting

irfield_string”=Birg
date_string





This really is all the information required. Now, you have to make sure to follow the steps in section I, re-naming aircraft, objects, and ships as required. You must also make sure to follow the steps for runway IDs. If done properly, this is what you should see upon opening mission builder…
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If you are able to see this screen, you have successfully hand-edited and converted a CFS1 mission to CFS2, when the CFS1 mission was not ready for conversion! 
Though other missions might have different bits and pieces missing, following these steps and the powers of observation and common sense will allow you to fix many of these problems and convert missions successfully to CFS2.

LEGAL

This document is intended to be used a guide for the purpose of converting CFS1 missions to CFS2. As such, it is to remain strictly freeware, and may not be included in any payware package. In the spirit of providing knowledge, it may be uploaded to any location that will allow it to be utilized, but credit must be given to the author.

This document, nor the author, are liable if anything happens to your computer or the sanity of the reader in the process of reading and following the steps outlined in this tutorial.

“Rami”
1

