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A Very Important Note and Credits

June 7, 2001

I am very much an amateur of People’s General (in a very literal sense).  I have compiled this guide as I have started exploring on my own how one could create a People’s General Campaign.  I am sure that this document will, unfortunately, be replete with errors and questions marks and omissions.  So I encourage you to strongly let me know what you find and to give me suggestions on all of the above as well as how I can improve it.  Since this is also my own exploration and discovery document, you may also see things such as questions for further exploration or topics such as Comparing Selected 5 Star Games which are for my benefit and not meant to offend or upset anyone.  I’m only noting that because I have noticed that people become VERY emotional in defending their favorite game(s).  

I am also very much indebted to Mark Kirby, Pat Fitzgibbon and Greg Astridge for their comments and notes.

Narayan Sengupta

Atlanta, GA, USA

I would love any feedback, whether it is good or bad, though anything encouraging is certainly preferred.

As mentioned above, I look forward to getting feedback on how to improve this campaign as well as anything else that might apply to this document.

Thanks,

Narayan Sengupta

President@NFIweb.com
File Names and Naming Conventions

File Types

	Folder
	File Name
	Type

	People’s General
	Equip97.eqp
	Equipment file

	People’s General
	Equip97.txt
	Equipment file names

	People’s General
	Names.txt
	Names for credits

	People’s General
	Tips.txt
	Tips file

	People’s General
	Gui.txt
	Text file for game engine

	Scenario
	China*.txt
	Campaign Summary for Eastern Campaigns

	Scenario
	US*.txt
	Campaign Summary for Western Campaigns

	
	
	


Suggested File Naming Conventions

For those who are going to go all out and do the Advanced Campaign Creation, here are some suggested naming conventions which will make installation, documentation, etc. and removal of your campaign easier.  

Come up with a unifying prefix combining your initials (that you will use for all campaigns you create) and initials for the campaign (which are specific to the campaign).  Then name all the files as follows.  In this example, I am going to use my initials (NS) and the campaign initials for American Expeditionary Force (AEF) for naming my files.  Note that the numbers after the underscore in the file names are to help users and you identify your files in the correct order.  You may wish to number your scenarios, but that might cause problems later on if you ever need to move them around.  If you do number them, then use a two digit numbering scheme in case you go past 10 scenarios; this should ensure correct sorting.

1. NS_AEF_01README.doc (save as corresponding .txt file for those who don’t have MS Word) 

2. NS_AEF_01README.txt

3. NS_AEF_02CAMPAIGN.cam 

4. NS_AEF_02CAMPAIGN.txt

5. NS_AEF_ScenarioName.ply (this and the rest of the files occur once per scenario)

6. NS_AEF_ScenarioName.scn

7. NS_AEF_ScenarioName.txt

8. NS_AEF_ScenarioName_m.txt

9. NS_AEF_ScenarioName_u.txt

10. NS_AEF_ScenarioName_i.txt

11. NS_AEF_ScenarioName_v.txt

12. NS_AEF_ScenarioName_l.txt

Scenario File Name Types

Each scenario (in this example the Almaty scenario) is typically made of the following files:

Almaty1.scn
Scenario file.  Stores most of the scenario related information.

Almaty1.txt
Scenario name as seen by the user.

Almaty1 _m.txt
Place names for the scenario.

Almaty1 _u.txt
Dummy file for scenario.  I have no idea of the function.

Almaty1i.txt
Information/introduction file for the scenario read by user at start of scenario.

Almaty1L.txt
File user reads if he loses the scenario.

Almaty1V.txt
File user reads if he wins the scenario.

Note that I have used the Almaty1 scenario above in the file names as a generic scenario name.  

Each scenario also uses one of the existing *.map files.  However, a *.map file may be used by more than one scenario.  I think that these must be stored in the Scenario folder.

Campaign Creation Guide

This is my assessment of several ways to create some “new” campaigns for People’s General.  I have found a few secrets to developing campaigns more rapidly.  The first one is always the hardest.   After that, it gets easier and easier.
	Action
	Simple

	Medium
	Advanced
	Super Advanced

	Select a campaign from the Campaign Path Summary section below.
	(
	(
	(
	

	Create replacement scenarios using the Scenario Builder.
	(
	(
	(
	(

	Make full backup of Scenario folder
	(
	(
	(
	(

	Make full backup of UserScen folder
	(
	(
	(
	(

	Edit the scenario information txt file.
	
	(
	(
	(

	Edit the scenario loss txt file.
	
	(
	(
	(

	Edit the scenario victory txt file.
	
	(
	(
	(

	Copy replacement scenarios and supporting files from UserScen to Scenario folder.
	(
	(
	(
	(

	Create or use custom maps

	
	
	(
	(

	Change scenario name in first row of Map Names file
	
	(
	(
	(

	
	
	
	
	

	LIMITATIONS
	
	
	
	

	Requires same file names as those already set up for PeG.
	(
	(
	
	

	Requires same information, loss and victory text files as those supplied with PeG.
	(
	
	
	

	
	
	
	
	

	ADDITIONAL DOWNLOADS REQUIRED
	
	
	
	

	CampEdit file from Builder’s Paradise or elsewhere

	
	
	
	(

	
	
	
	
	

	BENEFITS
	
	
	
	

	Can create own scenario path
	
	
	
	(


As you can see, this methodology allows you to rapidly create a custom campaign with a minimum amount of effort.

The minuses are that you have to use an existing scenario path.

The pluses are the following:

Don’t have to edit the cam file 

Don’t have to create a naming convention

Don’t have to name files

Setting Up Scenarios

Once you have completed the Pseudo Tutorial for Learning About Victory Conditions, then you should do the following:

1. Set up primary country.  This appears to determine which general you get and perhaps what air units you get for wild weasels, air strikes, etc.  Then select secondary countries if necessary.  You will be able to purchase units from any country allied with the primary country.   It also has a bearing on the ownership on any prototypes that are awarded.

2. Mark Kirby has also noted that “You must set the country you want to be the human player for a campaign as player 1.  Secondary countries are not necessary for designing scenarios for campaign play.”
3. Set up all Victory Hexes, Supply Hexes, Victory/Supply Hexes and Ownership Hexes for either side.

4. Place a few units for both sides.

5. Test the scenario to make sure that it ends as it should when all of the Victory and Victory/Supply hexes are captured and/or all units of one side are destroyed.

6. Add all units that you would like for both sides.

As of November 3, 2001’s update of this document, there is now a Scenario Editor designed by Luis Guzman which is on our People’s General site.  I haven’t used it, but it is probably much better than the Builder’s Paradise one that I have been using.  But here are the directions for the Builder’s Paradise one as well.  Use the Builder’s Paradise Scenario Editor for the next steps:

1. Open the Scenario Editor

2. Load the Scenario that you want to modify.

3. Select “F1 : Scenario Data”.  Change the first unknown after the Tactical Victory field to "0" (which should be the same as nulling it out) so that your scenario will end properly for BV TV and V settings.  This will also allow the scenario to lead to the next one.
  It is the 14th field on the list and it is named “Brilliant”.  It is actually the second “Brilliant” on the list.
4. Apparently one may also designate your core force using the Scenario Editor, but I haven’t figured that out yet.  The only way I know to do so is to allow the player to purchase units.  All units purchased by the user are automatically core units.  More on that as I understand the process better.  Mark Kirby writes “To set up units for the core, select the hexes these units are placed in as deployment hexes. This can be done in the PeG scenario editor for the first scenario in a campaign.”
5. OPTIONAL: Select “F2: Player Data” and then select a player (side) to modify the number of available transports and other attributes for that player.
6. OPTIONAL: Select F5 to change individual unit attributes.  You can also change the unit direction here.  However, note that you can also change the unit direction when deploying the units in the first place.  To understand, deploy a unit, then right click on it.  Each click will turn it counter clockwise 1/10th of the way or something like that.  Any unit deployed after that will deploy in the same direction or 1/10th further over, as far as I remember.
Victory Hexes

These are a few ideas of how to develop scenarios rapidly and reliably.  Unfortunately, I can’t figure out a neat way to explain some of these rather counterintuitive concepts.  If anyone is actually reading this and has any ideas, then please let me know.

In addition to following the People’s General manual’s Scenario Builder section, do or note the following:

· Victory Hexes (as well as Supply/Victory Hexes) are the only cities that count for a victory.  Capturing Supply Hexes or Owned Hexes has no bearing on victory.

· A Victory Hex set up when the Edit Player is set to the Western Player is actually an objective for the Eastern Player.  However, play testing appears to show that whichever flag is on top while the scenario is being designed determines that the opposing player needs to capture it.

· I read at one point that at least one Victory Hex MUST be occupied at the beginning of a scenario.  For example, if one of the hexes of Pusan has been designated as a Victory Hex while the Scenario Builder was set to the Eastern Player, then it is an objective hex for the Western Player to capture.  If there are three such Victory hexes that are objectives for the Western Player, then at least one of them must be set up at the time of the scenario’s creation to have an Eastern unit occupying it.  However, my own play testing appears to reveal that this is NOT required.  Mark Kirby confirms this as well.

Scenario Creation Tips

Pseudo Tutorial for Learning About Victory Conditions

I found that this was one of the hardest things about creating a scenario.  The first time that I created a scenario, I almost set it up with multiple Victory, Supply and Ownership Hexes along with many units for either side.  The only problem with doing it this way is that it would have taken me the time of playing the scenario (half an hour to an hour) to test it to see if I had set it up properly.  Doing the method below allows me to test the methodology easily and rapidly.

1. Create a very simple scenario, with one victory hex for either side and one or two units for either side.  Place the units of one side (e.g. the Western side) where they can capture the enemy victory hex (the one that is their own objective and that is occupied by one of the Eastern enemy units set to a strength of about 5).  Then test the scenario and see if capturing that Eastern Victory Hex ends the scenario.  

2. If it does, then add a Supply Hex for both sides and do the same thing (capture only the victory hex).  The scenario should end.  

3. Revise the scenario by adding another victory hex for one side and test again.  This time you will have to capture two victory hexes.

4. Revise the scenario yet again by adding one or more “Ownership” hexes.  Capture the two victory hexes without capturing the Ownership or Supply hexes.  The scenario should end.  

This should give you a better overview of how to set up Victory Hexes.

Q & A

FAQs

Do I have to own the original PeG? 

Yes.  However, I have seen it bundled with three other SSI games (Steel Panthers? and two flight sims?) in the past few months (April, 2001) for $20 or so.  Once you do that, the downloads are minimal (under 180 kb for a new campaign, the new equipment files and a word document that you will find very interesting explaining the changes, etc.).  A full download of the game may also be available, but I don't know how to do that yet.  You may wish to post a message here:  http://pub24.ezboard.com/bjpspanzers . 

What is Country 1 (the Primary Nation)?

This is the country that determines which flags will typically be used for assigning ownership.  But that can be changed.  It also determines which nation’s air units will be used for strategic air missions (using air points).  Note that it is not necessary to have the campaign country be country 1 as long as it is in the same alliance.  You can also still select units from any of the other countries in the same alliance as the Primary Nation.  See Setting Up Scenarios.

What bearing do the secondary nations have on a campaign?  

See Setting Up Scenarios.

What are trigger hexes?  

Trigger hexes are assigned after victory (and also perhaps ownership) hexes.  They grant the player capturing a trigger hex specials such as instantly improving troops or giving more prestige or air strikes, etc.  Pat Fitzgibbon notes that “You can also make hexes you own trigger hexes and lose them and get the bonus award when you retake them.”

Why do scenarios work as stand alone, but not when they are integrated with the campaign?

See Setting Up Scenarios.

How are Air Mission Points allocated?  

Mark Kirby writes “The actual number of air points any given side is actually larger than what you list in the scenario.  Based on experience it seems to be 5 to 10 points more than what is listed in the scn file.  This appears to be random and should change for each time the scenario is played.   If you want to control the missions each side can fly, there is another way to do it. Alter which country is country #1 in the scenario.   If you use Luis's e-file editor look at the tac bomber catagory and check each nation's aircraft. These are the units used for air missions.   I haven't quite cracked which exact aircraft are used for each mission, other than the transport aircraft, but it is different for each country.  In Narayan's first campaign, South Korea is country 1 for the first few scenarios and you can't fly wild weassle nor attack missions. If you check S Korea's tac bomber catagory it has fewer aircraft than the US. So no unit, no attack mission.  Mark”

Questions for others

1. Why can’t I select Russian units if I put the Russians on the same side as the Americans?  Is it an availability issue?  Test 2020 as a starting period for a scenario and see if this is the case.  The equipment file is set up by the designers of the game (SSI, etc.) to have three different sets of alliances.  The Russians and the Americans are in the same alliance.  This will hopefully be remedied at by some kind of work around.  

2. Why are there redundancies in equip97.txt?  Many units are used by more than one country.  That should explain the redundancies.

3. How are deployment hexes set up?  I think that deployment is only from the supply hexes.  Are their miscellaneous deployment hexes that can be set up a la PG2 or PacGen?

4. How does one take an existing scenario and remove units (i.e. to simplify an scenario).  Open the deployment screen, right-click on the units to remove them from the map, and then there is a button that can be used to return them to the supply pool.  You also get your purchase points back.
5. How does one set up core vs. non-core units?  Is it, perhaps, units that are set up within two hexes of a supply hex?  Core units are the ones that are set up in deployment hexes for the first scenario of a campaign.
6.  The countries appear to be linked in alliances regardless of how the Scenario Generator is used to set up the lineups of countries.  True.

7. Why does the scenario end when the enemy captures just one Victory Hex?

8. How does one change the flags?

9. How does one change the countries?

10. How does one change the expiration date on units?

11. How does one change the years from 2001 to 2020 to perhaps 1910 to 2010?

12. What is the maximum number of units that the equipment file allows?

13. What is the maximum number for the combat values (e.g. Hard Attack=75)?

14. Would it be possible to make naval units by having “land” units with 0 land movement values and possibly river attack and other specials?  On second thought, that sounds implausible.

15. How is it possible to transfer air units to the helo category?  The only way that I can think of is to create a new record in helo with the same values as the existing air unit in the bomber category (using Fred’s editor).  Any suggestions?  I did try changing the class of an existing unit, but Fred’s editor wouldn’t let me do so.

16. Would playing PG2 campaigns using PeG be better than using PG2 to play custom PeG campaigns? What about vice versa?

17. Do the maps HAVE to be converted, or does it just make them look slightly better to use from one game to the other?  Yes, maps must be converted.  PGII uses .shp files, and PEG uses .s16 files for maps, icons and other graphics.  Conversion tools are available at Builder’s Paradise.

18. Can either game take a longer range of years than what is available? Maybe that is driven off of the equipment file? For example, PGII appears to allow 1937 to 1946. It would be fun to extend that from 1914 to 2040 or something like that (or even further back to 1750!!!).

19. Is there a reason that no one has created a unified equipment file that stretches from WWI to WWIII instead of three separate ones?

20. Is there a site like Builder's Paradise for People's General? Yes, see The 5 Star General, below.

21. Will air units that are converted to helos still provide defensive support if they did before?  What about Wild Weasels, etc.?

22. Mark, what is FRV that you refer to?  Fred’s Record Viewer.  This utility is available at Fred Chandla’s site or at Builder’s Paradise as well perhaps.

23. How far into the future are prototype units awarded?  I have never noticed, for example, a 1946 unit being awarded in 1939.  So does the game use just one year or so into the future?

24. Even if we alter the equipment file to allow play over a 100 year time frame, how do we get the Scenario Generator to comply since it only allows 2001 to 2020?  One (hardly ideal) work around to work with this constraint is the following:  My sliding scale would use a combination of month and year to simulate the WWI to WWIII time frame.  For example, 1/1 (month and year) might be the equivalent of 1911, 2/1=1912… 10/1=1920 … 1/10=2010 (I think) … 10/10=2020.  This compresses each month into a year.  However, that might be too tight to deal with WWII, for instance, and all of the rapid changes that came about.  A variation of this sliding scale could be implemented to handle the Revolutionary War to WWIII or go back ad infinitum.  A slightly different variation would have each month represent half a year, but that would get pretty complicated to keep track of in everyone’s mind.
Links

Note: There are just a few as of the time of this writing.  But there should be some soon.

Campaign Building Q & A
http://pub24.ezboard.com/fjpspanzersfrm10.showMessage?topicID=102.topic
The 5 Star General

http://www.Peachmountain.com/5Star
Builder’s Paradise

http://www.strategyplanet.com/panzergeneral/pg2index.html
Modifications

PeG: WWII

http://pub24.ezboard.com/fjpspanzersfrm1.showMessage?topicID=866.topic
 “The e-file used in PeG:WW2 is based on the original e-file SSI provided with PG2 modified to the PeG format.

I did some changes that were necessary to reflect the differences between the PeG game engine and the PG2 engine.

The most important difference is that you cannot purchase transport units separate from the base unit in PeG as you can in PG2. As such I had to give trucks, wagons , and halftracks to the infantry and towed guns in a somewhat arbitrary fashion.

I also had to shift the TB's from PG2 to the "helicopter" category in PeG so they could be purchased.

I also made up a few new units to work with the game. For example, I made a transport ship that had the combat support function (it works as a deployment hex) so it could be used to perform invasions in the PeG engine. In PeG you cannot deploy ground units on sea hexes and have them be in ship transports. 

To get around this I give a limited number of the new transport ship units as auxilliary units in the invasion scenarios. When you start one of these scenarios, you don't deploy any ground units at the start. You just drive the ships up to the coast and deploy units from the ships on the shore.

Mark”

WWI to WWIII Game Modification

Some of the things that I am currently doing to help promote this greatly overlooked game are:

1. New web site for downloads

2. Create a new campaign to be followed by others

3. Ask questions of all of you gurus to be compiled for the benefit of everyone else

4. Increase the breadth of the equipment file for WWIII

5. Eventually increase the breadth for WWI to WWIII
Eventually add icons as appropriate to support the better equipment file

6. Eventually add flags as appropriate to support the better equipment file

7. Add a map conversion utility that makes PG2 maps work in PeG; Mark's may already do so.

8. Create a campaign development document (a version has already been posted)

9. Solicit scenarios, campaigns, and thoughts from everyone!

I may be overreaching in the above objectives, but hopefully some of the rest of you may also be encouraged! Pat Fitzgibbon and Mark Kirby have already been contributing some great ideas, so I think that we're all going to have some fun and have something worth spreading the word about. (Sorry to end on a preposition()

As part of my ultimate objective to handle WWI to WWIII in one equipment file, I am working with the following assumptions:

1. I will be able to find a way to "expire" units.

2. We will find a way to allow the Scenario Generator to have an entire century of years.

3. If that doesn't work, then we will come up with a sliding date range so that 2001 to 2020 can be used to represent 1900 to 2000 or 1900 to 2020.  This isn't ideal, but should work anyway.  Mark has also suggested this as a possible solution, but he found the following potential problem:  “If you are awarded a prototype unit, it selects a unit that is not yet presently available for purchase. If you have an e-file that covers 50 years, you may get a prototype 50 years early. Besides being unrealistic, this would alter the play balance significantly for any campaigns that this occurred in.”

4. Of the 1000 units, I plan to use the following ratios:  WWI: 100, WWII: 450, WWIII: 450.

5. I probably won't have all of the prototypes that most of the existing PG2 files use.

Later I hope to be able to work with the “007” patch to allow up to 2000 units.

Modifying the Equipment File

Luis Guzman has built a wonderful tool for modifying the Equipment File.  Or please use the latest equipment file from the 5 Star General web site.
Disclaimer

The ideas in this document are mostly mine.  I do apologize for any errors that are almost certain to exist because of my being an acolyte.  Any credit must be shared with those I have mentioned in the thank you that is elsewhere in this document, especially Mark Kirby and Pat Fitzgibbon.  I make no warranty as to the suitability of the changes to the software for its intended or any other purpose. Furthermore, the author is not responsible for any damage to your system nor is he liable for any other damages whatsoever that may be incurred by use of these files or ideas.  That said, if you make backups and take necessary precautions, you should be okay.

Copyright 2000-2001 by Narayan Sengupta

Appendix A: Comparing Selected 5 Star Games

This is mainly a comparison of PGII and PeG so that I can remember why PeG should be played and to list advantages and disadvantages.

	Feature
	PG
	AG
	PacGen
	PGII
	PeG
	PGIII

	
	
	
	
	
	
	

	MISCELLANEOUS
	
	
	
	
	
	

	Maximum number of units allowed in equipment file
	450
	
	1000
	1000
	?
	?

	Unlimited Units during play
	
	
	
	(
	(
	?

	Variable Campaign Path
	?
	?
	?

	(
	(
	?

	Realistic Equipment Levels
	
	
	
	
	
	(

	Scenario Loss allowed
	(
	
	
	
	
	

	Defensive scenarios allowed
	(
	(
	(
	
	
	

	Scenario Loss allowed with modification to campaign file
	
	
	
	(
	(
	

	Night turns
	
	
	(
	
	(
	

	Can purchase experienced units
	
	
	
	
	(
	

	Profile characteristic (different units have varying levels of being visible)
	
	
	
	
	(
	

	Can purchase Attachments (extra munitions, etc.)
	
	
	
	
	(
	

	
	
	
	
	
	
	

	MOVEMENT/VISIBILITY
	
	
	
	
	
	

	Overrun Movement
	
	
	
	(
	(
	?

	Reconnaissance Movement
	
	
	
	(
	(
	?

	Complex reconnaissance visibility
	
	
	
	(
	(
	?

	Simple reconnaissance visibility
	(
	(
	(
	
	
	?

	Discovered hexes visible meaning that hexes which haven’t been “seen” are still darkened.
	(
	(
	(
	
	
	?

	Movement and combat can be executed separately for units
	
	(
	(
	(
	(
	(

	Partial discovery which identifies unit type but not strength
	
	
	
	
	(
	

	
	
	
	
	
	
	

	BATTLE GENERATOR
	
	
	
	
	
	

	Battle Generator
	
	
	(
	(
	(
	?

	Leader Specials w/ Battle Generator
	
	
	
	
	(
	?

	Trigger Hexes for special awards
	
	
	
	
	(
	

	Naval core units
	
	
	(
	
	
	

	
	
	
	
	
	
	

	COMBAT
	
	
	
	
	
	

	Standard Air Combat
	(
	(
	(
	(
	
	(

	
	
	
	
	
	
	

	INFORMATION
	
	
	
	
	
	

	Campaign Dossier
	(
	(
	(
	(
	(
	(

	Scenario Dossier
	(
	(
	(
	
	(
	?

	High Score Reset
	(
	(
	
	
	?
	?

	High Score
	?
	?
	?
	(
	(
	?

	
	
	
	
	
	
	

	ARTILLERY
	
	
	
	
	
	

	Ranged artillery support
	
	
	
	(
	(
	

	Multiple artillery support (can defensively support multiple units in one turn)
	
	
	
	(
	
	?

	Ranged tank attacks
	
	
	
	(
	(
	?

	Ranged unit attacks with modifications to Equip97.eqp files
	?
	?
	?
	(
	(
	?

	Counter-battery Fire
	
	
	
	
	(
	


As you can see, PG2 and People’s General are very similar games.  However, People’s General appears to have a few more features and a slightly better game engine.  So why didn’t it sell and why isn’t it as popular as PG2?  Steve Strayer very insightfully noted that the game is set in the Pacific and is set in a hypothetical time period as opposed to a historical period.  Others have noted lack of marketing support, etc., as well.

Appendix B: People’s General Campaigns

Campaign Design Notes

Any campaigns that I design will be for the US version of this game.  They won’t have been tested on any other versions, though I assume that it will work on other versions as well.

The scenarios in any campaign that I design are not designed to be played individually.

I haven’t really spent any time with the voice or music files, so they will not be accurate or necessarily even working for the scenarios.

If you find any bugs in the campaign, please let me know.

If you have a campaign path summary that you would like listed here for everyone to see, then please send it to me using the format below.

Narayan’s Campaigns

NSPegU001.cam

The file name means: Narayan Sengupta’s People’s General US 1st Campaign.

This first campaign has been designed as a mini campaign.  It has a very simple campaign path.  Generally you will progress unless you lose at Pusan or on the last scenario.  However, how you do (Brilliant Victory, Victory, or Minor Victory) will still determine your new allotment of prestige, if any, and thus have an impact on the rest of your campaign.

My scenarios aren’t designed to be played as stand-alone ones and thus should only be played as part of the campaign.  The first column, the Scenario Prefix, is for my benefit only.  

	Scenario Prefix
	Name
	Brilliant Victory
	Victory
	Minor Victory
	Loss
	Difficulty

(1 to 10)

	Nspegu01
	Seoul
	Next
	Next
	Next
	Next
	2

	Nspegu10
	Taejon
	Next
	Next
	Next
	Next
	3

	Nspegu13
	Pusan
	Next
	Next
	Next
	Loss
	4

	Nspegu16
	Taejon
	Next
	Next
	Next
	Next
	5

	Nspegu19
	Seoul
	Win
	Win
	Win
	Loss
	6


Note that one very important distinction in my campaigns is that even when you lose, you will see your score and get to see your ranking.

Campaign Path Summary

These are the outlines of different stock People’s General campaigns.  I will keep adding as I get time.  The blank columns in each table are for future reference.

Note that many campaigns share scenarios.  There’s nothing wrong with that, but please just be aware of it.  Change a scenario for one campaign (or import or download anyone else’s), and you change it for all of them.  For that reason, you should always make a backup of the Scenario folder before making any changes to it.

I haven’t mapped out the differences between Brilliant Victory, Victory, Minor Victory or Losses yet for these campaigns.  I suspect that there are differences in the campaign paths.  For now, I have just put “Next”, “Loss” or “Win” as place holders.

1USCamp.cam

	Scenario Prefix
	Name
	Brilliant Victory
	Victory
	Minor Victory
	Loss
	Difficulty

(1 to 10)

	pusan1
	
	
	Next
	
	Loss
	

	taejon1
	
	
	Next
	
	Loss
	

	seoul1
	
	
	Next
	
	Loss
	

	volgograd1
	
	
	Next
	
	Loss
	

	kazansnow1
	
	
	Next
	
	Loss
	

	astrakhan1
	
	
	Next
	
	Loss
	

	Kazan1
	
	
	Next
	
	Loss
	

	ekaterinburg1
	
	
	Next
	
	Loss
	

	Singapore1
	
	
	Next
	
	Loss
	

	Penang1
	
	
	Next
	
	Loss
	

	Bangkok1
	
	
	Next
	
	Loss
	

	saigon1
	
	
	Next
	
	Loss
	

	Hanoi1
	
	
	Next
	
	Loss
	

	Almaty1
	
	
	Next
	
	Loss
	

	Irkutsk1
	
	
	Next
	
	Loss
	

	ulanude1
	
	
	Next
	
	Loss
	

	sakhalin1
	
	
	Next
	
	Loss
	

	vladivostok1
	
	
	Next
	
	Loss
	

	khabarovsk1
	
	
	Win
	
	Loss
	


5USCamp2.cam

Please note that all three scenarios end with the letter “b”.  This threw me off for a while.

	Scenario Prefix
	Name
	Brilliant Victory
	Victory
	Minor Victory
	Loss
	Difficulty

(1 to 10)

	pusan1b
	
	
	Next
	
	Loss
	

	taejon1b
	
	
	Next
	
	Loss
	

	seoul1b
	
	
	Win
	
	Loss
	


6USCampB.cam

	Scenario Prefix
	Name
	Brilliant Victory
	Victory
	Minor Victory
	Loss
	Difficulty

(1 to 10)

	Singapore1
	
	
	Next
	
	Loss
	

	Penang1
	
	
	Next
	
	Loss
	

	Bangkok1
	
	
	Next
	
	Loss
	

	Saigon1
	
	
	Next
	
	Loss
	

	Almaty1
	
	
	Next
	
	Loss
	

	Irkutsk1
	
	
	Next
	
	Loss
	

	ulanude1
	
	
	Next
	
	Loss
	

	sakhalin1
	
	
	Next
	
	Loss
	

	vladivostok1
	
	
	Next
	
	Loss
	

	khabarovsk1
	
	
	Win
	
	Loss
	


8USCampC.cam

Note that these six scenarios as the same as the last six scenarios of 1USCampC.cam.

	Scenario Prefix
	Name
	Brilliant Victory
	Victory
	Minor Victory
	Loss
	Difficulty

(1 to 10)

	Almaty1
	
	
	Next
	
	Loss
	

	Irkutsk1
	
	
	Next
	
	Loss
	

	ulanude1
	
	
	Next
	
	Loss
	

	sakhalin1
	
	
	Next
	
	Loss
	

	vladivostok1
	
	
	Next
	
	Loss
	

	khabarovsk1
	
	
	Win
	
	Loss
	


� Requires adhering to basically the same campaign as the original, but allows the Campaign Designer to configure dates, countries, units, etc.


� See � HYPERLINK  \l "_Useful_Links" ��Useful Links�.


� See � HYPERLINK  \l "_Useful_Links" ��Useful Links�.


� Thank you Pat Fitzgibbon for this information!


� None found yet, but this could probably be cracked.





