Red Baron 3D Patching Primer

15/05/2001

Introduction

Disclaimer

The views expressed in this document are entirely my own.  For the sake of helpfulness, I have stated a number of preferences, most notably in the “my set up” section.  These are my own value judgements, and are open to disagreement; they are not intended to disparage any patch maker, since I have the utmost respect for them all, working as they do for free, and doing work I could never do.

None of the patches, and none of the things I recommend in this primer, should have the ability to harm your computer.  The worst that should happen is that you would need to re-install Red Baron.  Nevertheless, anything you do is on your own head, and neither the patch authors nor myself will accept any liability for the results.  I can’t believe I felt the need to say that, but we live in a litigious age…

Using this primer

I highly recommend that you read Chapters 1 and 2 before trying anything.  They cover nearly all the basic questions that are asked time and again, and until you understand what is going on in them patching will remain a black art and you will be prone to getting avoidable errors.

If you are just looking to get in the air, then having read Chapters 1 and 2, follow the basic instructions in Chapter 3, and you shouldn’t have any problems at all.  If you want you can then leave it at that.  If you want to go a little further, then you might well want to look at the “Extending your Patch Set” section at the end of chapter 3.  Chapter 4 is a guide to the multiplicity of other options available, and the potential benefits (and problems!) pertaining to them.

Chapter 5 covers the particular problems and benefits to be gained in Multi Player patching.  Chapter 6 is included as an example of how patches can be “mixed and matched” to get a highly personalised preference.  If you want you can follow my preferences exactly, but it is most useful as an example of the issues you might face in creating your own super patch.

The Appendix will look like double dutch to begin with – ignore it!  It provides a guide to which file does what, which will be very helpful when you are happy enough with RB’s internals to start messing around inside patches.

If you have any question, feel free to pop over to

http://www.pm63.dial.pipex.com/html/RFC266.htm
and click on “Officer’s Mess”.  You can post on the Message Board no problem, and I can guarantee you will receive a helpful response.  Alternatively, drop me a line at robert.elliot@dial.pipex.com - but I warn you, you will get the benefit of many more years of experience if you ask at the squadron mess!  I’m still a bit of a newbie really…

Some general pages to check on a regular basis for patches of all varieties:

http://www.wingsofhonor.com/redbaron/resources/index.htm
· The accepted central collection point for RB mods

http://www.100megspop2.com/swwisa/
· A group of like-minded people working on RB mods

http://members.nbci.com/_XMCM/jvonhelton/castle.htm
· Baron von Helton’s site

http://www.wingwalkers.org/jasta1/newplmain.htm
· The Promised Land; amazing new patches should be there soon

Chapter 1:
Sierra Patches

1.0.7.7 Super Patch (Red Baron II – Red Baron 3D)

http://www.sierra.com then choose “support” and follow the links, or

http://www.wingsofhonor.com/redbaron/resources/rbpatch.htm#sierrasuper
This “Super Patch” supersedes all previous patches for Red Baron II.  As well as fixing a number of things, it provides access to the MMP (Massively Multi Player) environment, and most notably allows Glide based 3D acceleration.  It is not required if you already have Red Baron 3D.  To all intents and purposes for the casual user, it makes Red Baron II identical with Red Baron 3D.  An absolute must before going any further!  Installation is self-explanatory.

Note: There is a budget version of Red Baron II on sale in a number of places which is not upgradeable to Red Baron 3D.  Please be careful when buying, and make sure you get a patchable version of the software – if at all possible, get Red Baron 3D itself. 

Graphics Note:

Red Baron 3D (or Red Baron II with the super patch) has two graphics modes.  The first is Direct Draw.  This is available with any graphics card, and does not use 3D acceleration (remember the bad old days before the Voodoo I?  You will be back in them…).  Many patches will work in Direct Draw mode; graphics patches will need converting.  Ask on the Delphi forum (http://www.delphi.com/flight/messages) for details of this, as I have never done it.  I have heard reports that processors can actually be too fast for RB in this mode, so a go-slow utility may be necessary if you have a ninja PC.

The other graphics mode is Glide.  I would guess 90% of RB players use this mode.  It is much more attractive, but it has a serious drawback – it only operates on 3dfx (“Voodoo”) cards.  As you may know, 3dfx effectively ceased to exist at the end of 2000, and no new 3dfx cards will ever be released.  So we have a number of options for RB:

1) Play in Direct Draw mode.  Ugly, but it should always be available.

2) Convert Red Baron 3D to work through Direct3D like most modern 3D accelerated games.  This would require the source code and a good programmer.  The RB community have been screaming for the source code for years, but no dice from Sierra, and there probably never will be.

3) Get a workable Glide wrapper.  A number of Glide wrappers exist, purporting to make Glide work by translating its commands into Direct3D.  They are all more or less wonky, and to date I have never heard of one that works with RB.  Again, don’t hold your breath.

4) Use one or two Voodoo2s.  These old cards were designed to work alongside 2D only cards via a pass-through cable.  Consequently, you can hook them up with your nice new shiny nVidia card and they should handle Glide quite satisfactorily while letting the nVidia do Direct3D work.  A little configuring may be necessary to ensure the Voodoo 2s don’t try and do Direct3D as well – help can again be got from the Delphi forum (http://www.delphi.com/flight/messages).  (This ought to work with Voodoo1s as well, but someone on the SimHQ forum reported not – no idea why.)  Two Voodoo 2s can be linked together for higher resolutions and faster framerates.  They can still be got on eBay.

5) Use a Voodoo3, 4 or 5.  These are all-in-one cards and relatively modern, but they are inevitably going to go out of date pretty soon.  The Voodoo5 5500 is still top of the market, and has the huge bonus of anti-aliasing (makes things much prettier by removing jagged lines and “shimmering”).  However, driver support has inevitably stopped, so goodness knows how things will go when new games require DirectX 9.  You can use them in conjunction with other newer cards – you will need the 3dfx card in a PCI slot, and the newer card in the AGP slot.  Then you will need a switcher cable of some kind so that both plug into the monitor and you can just flick between the two rather than having to change the lead every time.  When you boot up, go into the BIOS and choose whether you want AGP or PCI graphics enabled, depending on what you intend to play.  If you need further advice, ask at Delphi as above.

This primer assumes that you are using Glide, as I have no experience of using patches with Direct Draw.

1.0.7.8 Client Patch

http://www.sierra.com then choose “support” and follow the links, or

http://www.wingsofhonor.com/redbaron/resources/rbpatch.htm#sierraclient
This patch is needed by both Red Baron 3D and the super patched version of Red Baron II.  It will not work with un-patched Red Baron II.  It sorts out a bug in the MMP code which prevented users seeing servers when they logged on.

Chapter 2:
Basic Patching

Note

Throughout this primer I use the words “Directory” and “Folder” interchangeably.  I also use “path” and “directory structure” to mean the same thing – the way in which folders are put inside each other in a tree-like structure.  “SP” means Single Player throughout, and “MMP” means Multi Player.

Concepts

Sierra/Dynamix basically made patching relatively easy.  Red Baron has a stock set of files mostly zipped up in some large .vol files in the Data directory.  However, before it uses these files, it checks to see if any replacements are in one of four subdirectories of Data: Simpatch, Shellpat, Multi and 3DPatch.  If they are, it uses them instead.  So if you want to replace a bitmap for painting a plane, you just stick the new bitmap into one of them and voilá, there you are.

Zip Files

Nearly all patches come in zip files, opened with Winzip or PKZip.  The important thing to bear in mind is that nearly all of these patches have a directory structure, so when you are unzipping them, make sure you have the option to maintain the directory structure selected – otherwise all the files will just be dumped together in a mess.  In WinZip 8.0 Classic mode, this option is given when you actually select to unzip a file – it is in the bottom left hand corner and is labelled “Use folder names”.  However, you do not have to stick with the directory structure the patch chooses.  Once you understand how patches work, you can mess around with it to your hearts content.  The most common change is to change which folder the files go in – lots of patches put everything in Simpatch, when I like things in Shellpat and Multi.  See below to understand why this would be.

Patch Folders

Simpatch

This is the “default” directory for patches.  Any file put in here will be used ahead of all other files, in both single and multiplayer games.  Files in Simpatch are used ahead of the same named file in Shellpat for SP; however, files in Multi will over-ride Simpatch for MMP.

Shellpat

This directory is only used by the single player game, so it is a good choice for e.g. flight and damage models, which will get you ejected from a server in MMP if you have changed them from stock.  It is also a good choice for any date based patches – otherwise you will get some weird results in MMP.  I had a lot of allies flying Siemens-Schuckerts at one point…

Multi

This directory is only used by the game for MMP.  It over-rides Simpatch.

3Dpatch

This directory operates in much the same way as Simpatch, and is mainly used for 3D shapes and terrains.  I don’t really know why it is there; I use it solely for terrains.  Though it works in both SP and MMP, I’m not sure if it over-rides the Shellpat and Multi folders or not.

DO THIS FIRST

If you have a look at the directories just after adding the two Sierra patches, you will see that Simpatch already has a large number of files in it.  I strongly advise you to make a copy of all of these files and place them in both Shellpat and Multi, then delete all the files in Simpatch.

After you have copied and deleted these files, back up your RB files using CM11, as described below.

Why, you ask?  Because otherwise if you have a patch which you only want to work in SP (like a Flight Model) and you add it to Shellpat, then the existing “default” FM files in Simpatch will be used by the programme and your patch effectively won’t work.  But if you have the files copied into Shellpat and Multi and deleted from Simpatch, then the Shellpat patches will work as they should.

There is a drawback to this – because Multi over-rules Simpatch, a few user mods will not work in MMP if placed in Simpatch.  They are:

Flight and Damage models (no bad thing)

Certain 3D models (just the dts and dml files):

Fokker DVII

Morane Bullet

DH2

Spad VII

Spad XIII

Sopwith Pup

Sopwith Camel

Two options if you want to use different versions of these online:

1) Over-write them in Multi.  So if you have for instance Charles de Thielt’s DVII installed in Simpatch, you might want to install it into Multi as well (again, just the .dts and .dml files).

2) Delete them in Multi.  Be very careful here – if you haven’t got a relevant model in Simpatch, then the game may well crash, as these are the default files provided by S/D.

Using Campaign Manager 1.1

Before going any further, it would be a very good idea to get hold of one of the most useful utilities for Red Baron 3D – von Tom’s Campaign Manager:

http://members.nbci.com/beery1/B-download.htm.

You may need the dll file, vbrun300, if you don’t have it – you can get it in the same place.

If you get CM11 from Beery’s site (as above), you don’t need any previous versions or updates – just that one zip file.  However, if you download it from Wings of Honor:

http://www.wingsofhonor.com/redbaron/resources/rbpatch5.htm#vtrbpcm11
then you will also need to download the 1.0a version first, as the 1.1 version is just the exe to upgrade it.  This will also mean that your paths will all be cmbeta10, rather than cm11 as assumed throughout this primer.  (The 1.0 and 1.0a links at Wings of Honor both point to the same file – ignore the instructions that suggest differently.)

This wonderful little programme allows you to swap patches in and out quickly and easily, as well as providing a number of useful tools for campaigns.  Just unzip it into your Red Baron root directory.  You will find there is now a cm11 folder in there.  Within the cm11 folder is a patches directory.  Any patches you have should be unzipped into this folder, under a suitable name.  Within the individual patch, there should be any one or more of the Simpatch, Shellpat, Multi and 3Dpatch directories.  So your directory structure should look something like this:

C:\Games\Sierra\RedBaronII\CM11\Patches\patchName\Simpatch\files

(I use Simpatch as an example – it could equally well be another of the directories mentioned above.)

When you run CM, and go to patches in the main menu, you will see a list of all of the patches in the Patches directory under the name of their folder – “patchName” in the example above.  When you choose to install them, CM simply copies all the subdirectories into the Data directory, overwriting existing files.  Uninstall them, and CM compares the file list in the patch with the files in the Simpatch etc. directories in Data, and deletes as appropriate.  The 1.1 version is very clever – once you remove a patch, CM looks at the other patches installed and replaces any removed patch files with the equivalently named file from the latest installed patch that has an equivalently named file. If none exist then it restores any original backup RB files (see below on backing up).  This means that the patch list is always accurate.  Bear in mind that when installing patches, CM happily over-writes previously installed patches.  For instance, lets say I have a patch called flames looking like this:

CM11\Patches\Flames1\Simpatch\Fire.bmp

and I install it in the normal manner.  However, I also have a patch called Flames2 looking like this:

CM11\Patches\Flames2\Simpatch\Fire.bmp.

When I install Flames2 without removing Flames1, CM11 will show both as installed, with Flames2 as the latest installed.  However, the Flames2 version will be the only one working, as it will have over-written the Flames1 version of Fire.bmp in the RBII\Data\Simpatch directory.  If I remove Flames2 from the patches list, then CM11 will replace the Flames2 version of RBII\Data\Simpatch\Fire.bmp with the Flames1 version of Fire.bmp, so when CM shows Flames1 as the only patch installed, it will be accurate.

Backing Up

The first time you try and add a patch through CM11, it will ask you if you want to make a back up first.  Do this by pressing the “Backup RB files” button, SO LONG AS YOU HAVE ALREADY FOLLOWED THE “DO THIS FIRST” INSTRUCTIONS ABOVE.  CM11 makes a copy of the files in the RBII\Data directory in a new directory called rbbackup.  The back up will mean that as you remove patches through CM, the Sierra/Dynamix original files are neatly and automatically replaced by CM, so there is no danger in theory of losing anything.  If a patch is causing trouble, you can just take it out via CM and everything will work fine again, without you having to do anything complicated.

Removing Patches

This is basically very easy – click on the patch in the “patches in use” window and then click remove!  One thing to remember – to avoid confusing CM, remove them in the order you put them in.  For instance, you have the following installed:

Patch1

Patch2

Patch3

Patch4

You want to remove Patch2 – the correct procedure is to remove Patch4, then Patch3, and then Patch2, then put Patch3 and Patch4 back in.  Don’t just remove Patch2.

Altering Patches and Possible Problems

Firstly, be sure to remove any patches via CM as described above before playing around with them, or you will confuse things a lot – you can easily end up with residual patch files sitting in RB which CM no longer knows about, which is a Very Bad Thing.

For instance, you want to move some files from Simpatch into Shellpat in a patch in the CM11\patches folder, but you do it while the patch is installed.  Firstly, the files won’t get moved in the RBII\Data\Simpatch directory; secondly, when you try and remove that patch through CM, it will check which files belong to the patch and remove them.  So it will remove the files from RBII\Data\Shellpat (despite the fact that they do not really belong to this patch) and leave the ones in Simpatch (which do belong to this patch).

Another common mistake is to get the path wrong in the CM11\patches directory.  For instance, you create an extra folder by mistake – something like this:

RBII\CM11\patches\extraPatchName\patchName\Shellpat

That “extraPatchName” directory is going to throw things completely.  When you install the extraPatchName patch via CM, instead of overwriting the RBII\Data\Shellpat directory it will create a new RBII\Data\patchName\Shellpat directory, which RBII does not know how to use.  The game will still run, but the patch won’t work.  You won’t be able to remove it the normal way, either – you will get a path not found error from CM.  To recover this, go into the RBII\Data directory and manually delete the patchName folder.  Then find the CM11\ptchlist.txt file, and delete the line with extraPatchName in it.  You have effectively manually done what CM should have done, and everything will now work fine.

Chapter 3:
A Basic Patch Set

The idea here is to provide a basic patch set for the new user which is easy to install and get running.  I will provide two options: Beery 2.0 and Revenge of the Jastas.  I will describe the patch, and then give installation procedures.  MAKE SURE YOU HAVE FOLLOWED THE “DO THIS FIRST” SECTION ABOVE, OR SOME THINGS WILL NOT WORK.

NOTE: It’s a good idea to have your game preferences set to “Custom” Aircraft Textures, or you may miss out on some of the graphic work from the patches, not to mention having trouble running them.

Beery 2.0 with OTE 4-Seasons

Description

Beery was one of the earlier patchers, and Beery 2.0 is aging a little now; however, his site has a number of great benefits for the casual user.  Firstly, it contains a fairly comprehensive set, all of which are compatible with each other, and in a single place.  Secondly, there is a chat room there which Beery himself regularly checks, and he often answers queries.  The URL is http://members.nbci.com/beery1/Baron.html.  Thirdly, the set is quite “compartmentalised” – it is relatively easy to improve by replacing bits here and there.  And fourthly, it is still sufficiently popular for people to be adding to it fairly frequently.  It does not include any new aircraft shapes.

I have chosen the OTE 4-seasons patch because it looks pretty good and is easy to use

Installation

Go to http://members.nbci.com/beery1/B-download.htm.

Download Beery20, BSP2fx and FEMBSP2 to the desktop.  Ignore the other files – we will look at the date based ones later.  Extract all three zips into the CM11\Patches directory.  Rename the FEMBSP2\Simpatch folder to FEMBSP2\Shellpat.  In the Beery20 folder, move the three “Acspecs” files from Simpatch into Shellpat.

Go to http://members.fortunecity.com/rhoag/html/downloads.html.

Download OTE_4Seasons_v1_01, OTE_4Seasons_v1_02 and OTE_trees_v1up to the desktop.  They are approximately half way down the page – the links are pictures with the file name on them.  Ignore other files on here – we will discuss them later.

Extract the OTE_4Seasons_v1_01 and OTE_4Seasons_v1_02 files to the desktop.  Delete the r_go_sum, r_go_aut, r_go_spr and r_go_sum directories – we will discuss these later.  You should have a single folder, r-4seson, containing a single folder, 3dpatch.

Extract the OTE_trees_v1up file to the desktop.  Look for six files:

Dts & dml files\150080000.dts

Dts & dml files\150090000.dts

Summer trees\shrub01.bmp

Summer trees\shrub02.bmp

Summer trees\tree01.bmp

Summer trees\tree02.bmp

Ignore all the others.  Again, we will discuss them later.

Put these files (NOT their directories) into the r-4seson\3Dpatch directory on the desktop.  The four bitmaps should overwrite existing files.  Then put the r-4seson directory into the CM11\Patches directory.

Now install Beery20, BSP2fx, FEMBSP2 and r-4seson in the normal way via CM.  You now have a nicely patched version of Red Baron 3D, much more historically accurate with good paint schemes, a better flight and damage model and a decent terrain.

Revenge of the Jastas with OTE 4-Seasons

Description

Revenge of the Jastas is a brand new UOP.  Unlike most UOPs, it aims to be comprehensive – it contains 3D models as well as historical changes and paints.  The only thing it lacks is a terrain and a flight model, although a flight model is available from the site.  It is difficult to make it work with anything else, including MMP paints, because of peculiarities in the aircraft 3D models.  However, as an instantly impressive enormous graphics update which is relatively easy to install, it is unbeatable.  A further update (RotJ II) is expected soon.  The Baron has a Delphi forum all of his own, http://www.delphi.com/vonhelton/start - there are lots of posts there answering queries, as well as downloads and updates on work in progress.

The Baron has made some of his 3D models use new bitmaps.  Standard 3D models take one side of the plane’s fuselage and mirror it on the other, so text looks silly on one side of the plane.  The Baron’s 3D models wrap a bitmap the whole way around the plane, so you can paint the two halves differently and avoid the mirror effect – however, if “normal” textures are used, then half the fuselage gets wrapped the whole way around, which looks pretty weird.  He has also changed the way the wings on some planes use some bitmaps.

Installation

Go to http://members.nbci.com/_XMCM/jvonhelton/revenge.htm.

Download all the files apart from ROTJDate:

1
ROTJ-1



8
Super-Alb-CIII-Fusrad

2
ROTJ-2



9
Super-SE5a-Historical

3
ROTJ-Upgrade1a

10
BvH-Ambulance

4
MeshFix2a


11
Markdorf-Church

5
ROTJ-Upgrade1b

12
Super Hannover

6
ROTJ-Upgrade1c

13
Super-HalbD2

7
ROTJ-BMPFix


14
Super-HalbCL2

Wflsfm1 (Panama Red FM/DM combo)

Now we need to start putting it together!  How we do that will depend on where you want it all to work.  As far as I am concerned, this is fundamentally a single player patch, so I’m going to group it all together in Shellpat.  This will mean you won’t get the pretty planes in MMP, but also you won’t get the weird paint effects described above.  Put them all in Simpatch, and RotJ will work fine with MMP – just not with the paints created by all the flyers and squads out three.  It’s perfectly possible to play MMP without these paints.

Create a new folder on the desktop, called ROTJ.  Within that folder, create one called Shellpat.  Then unzip all of the above files except for Wflsfm1 into it.  DO THIS IN THE ORDER ABOVE – and overwrite whenever it offers you the option. There should be no folders within Shellpat – just a huge number of files.  Now go into Shellpat, and search for the following six files:

150080000.dts


shrub02.bmp

150090000.dml


tree01.bmp

shrub01.bmp


tree02.bmp

Delete them – we are going to use the OTE versions instead.  Move the ROTJ folder into CM11\Patches.

Unzip Wflsfm1 into CM11\Patches.  Change its sub-directory from Simpatch to Shellpat.

Unzip and install the OTE terrain exactly as described in the Beery section.

Add ROTJ, wflsfm1 and r-4seson in the standard manner through CM11.  You know have a very graphically impressive sim with a decent flight and damage model.

Extending your patch set

Both of the above patch sets can be relatively easily upgraded to add just that little bit extra.  Here are some ideas:

Date based patches - CM 1.1

There are date based patches available for both of the patch sets – you will remember we ignored them initially.

Download either CMadd20 from Beery’s site:

http://members.nbci.com/beery1/B-download.htm
or RotJDate from the Baron’s:

http://members.nbci.com/_XMCM/jvonhelton/revenge.htm.

Now unzip it to the desktop and have a look.  You’ll have a single folder called Cmadd20 in the case of Beery’s, which contains a single folder, “date”, or in the case of RotJ you just get the “date” folder directly.  Within that folder will be lots of folders that are indeed dates – 150801 (1st of August 1915) is normally the earliest.  These folders will contain files.

Put the folder into the CM11\Patches directory as usual (in the case of the RotJ patch, you will need to create a folder called “RotJDate”, put the “date” folder into it and then put the “RotJDate” folder into the CM11\Patches directory).  Then install it as normal via CM.  When you install a patch which has a date folder in it, CM does not copy the date folder into the RBII\Data directory as normal.  Instead, it copies its contents into the CM11\date directory (it’s perfectly possible to have a Simpatch or Shellpat folder and a Date folder in the same patch, and install it all as one, but I prefer to keep things as separate as possible).

Now go into the CM preferences screen.  In the top left, you will see a “Copy Files Based on Date” option.  Check it.  Now, so long as you keep CM open as you play, when you reach a date in your campaign for which a folder exists in the CM11\date directory, the files in that folder will be copied into Simpatch.  This can be a problem – if you are altering A/C shapes, flight models or damage models using the date function, then they will be altered in MMP as well, unless you already have copies of these files in the “Multi” directory.  However, neither Cmadd20 nor RotJDate does this, so you should be fine.

A patch which does do this is the Newplane patch, available for Beery’s BSP2.0.  Remember I mentioned seeing Siemens-Schuckert DIII’s flying allied in MMP?  This patch was the culprit – it replaces the Snipe slot with the SS for a while, as they didn’t over-lap in historical usage at all.  Of course, you may want this: by using the “Set Game Date” feature of CM11 you can choose a period to set the game to, and then fly on-line and you will see the appropriate A/C shapes and names.  However, they will still fly like the original plane in the slot in normal servers – a Siemens-Schuckert will have the same flight and damage characteristics as a Snipe.  Of course, you could arrange a set period with some friends, set up a password protected private server and delete the flight and damage models from Multi – then you will get appropriate handling as well as names.

Newplane does modify the Flight Model and Damage Model in Simpatch, but as Beery’s patches put the default flight and damage models into Multi as standard, this won’t cause any problems with servers.  Because it modifies all these different things, it only works with BSP2.0, Cmadd20 and the FEMBSP2 flight and damage models – anything else will be a bit weird to say the least!  It overwrites some files in Cmadd20, so you must add it after Cmadd20. 

A further feature of CM11 date is the “delfile.txt” file.  You will see a few of these sitting in various “actual date” folders (like 150801).  This is a list of files that the patch maker wants removed on that date.  I’m not sure how clever CM is at this point – I have a feeling it just literally deletes the files, with no attempt to replace them with previous versions.  Be aware of this, particularly when using other mods like A/C shapes.  I try to avoid delfile.txt’s as far as possible – I prefer to work out what I want the “stock” version of that file to be, and put it into that particular date folder instead.  Then it will simply over-write it instead of deleting it.

Sensei has pointed out that CM11 sometimes doesn’t quite get its date movements correct; every now and then, go into your campaign in CM and choose “Next Event” to put things right.  Think of the lost time as being on leave.

Date based patches – TWTools

A new tool for Red Baron has just been released: TWTools, with it’s associated TWABaron executable.  You can get it here:

http://www.interplanetary.freeserve.co.uk/
- you are looking for the “Dynamic Time” download.  This version is freeware – there is a shareware version available here for USD 7.00:

https://www.swreg.org/soft_shop/1300/shopscr1.shtml
This utility is much cleaner than CM for making date based changes, and more reliable.  It also has the inestimable benefit (as far as I am concerned) of allowing you to choose to make the date based substitutions into any folder you want (naturally I want Shellpat).  Having installed all the date based patches you want from CM in the normal manner, run TWTools.  Check that the “Date folder to import from” field is correctly pointing to the RBII\CM11\date folder (if it isn’t use “Select Source” to make sure it does).  The Target directory should be RBII\Auto\Year.  Then select which folder you want to put the files in (Shellpat for me), and press “Import CM Files”.  The CM date patches will be converted into TWABaron form automatically.  Run RBII from the TWABaron executable and date based changes will happen automatically and unobservably (actually it will slow loading down a little, but nothing more than that).

Drawbacks: firstly, TWTools only has provision for date based changes on the first of the month, whereas CM11 can make them on any particular day.  TWTools may well be upgraded to allow changes on a weekly basis in the near future.  TWTools cannot currently deal with delfile.txt, so it will ignore it – deal with this by the method outlined in the discussion of delfile.txt above.  Again, there is a chance of this being improved so that TWTools really does convert CM patches completely.

Now lets look at the internals – you’ll find that on installation TWTools created an RBII\Auto directory.  This contains a Year and Month directory (and an Hour one if you have the freeware version).  The Year directory contains files for each month from January 1916 to December 1918, whereas the Month directory contains a Spring, Autumn and Winter directory, each containing appropriate month folders.

The specific month folders, whether they are in Year or Month, all contain Shellpat, Simpatch and 3Dpatch sub-folders.  Whatever is in these folders gets copied to the appropriate RBII\Data directory at the appropriate time (the first of the month).  The purpose of the Month collection is to allow seasonal changes to terrain – rather than have to put the same files in Auto\Year\1916_03, Auto\Year\1917_03 and Auto\Year\1918_03 for a Spring change, just put them in Auto\Month\03 and the change will happen on the 1st of March every year.

The Hour folder allows changes to be made by the hour so that sunsets and dawns can be automated.  In the shareware this is built into the app, so no file transfer has to happen.  The shareware version also has a no-CD version of the TWABaron executable.

Newer paints

If you are using RotJ, ignore this section – no paint updates yet exist for RotJ, it’s so brand spanking new.

Pat Wilson has done some very nice photo-realistic paint updates for both BSP20 and Cmadd20.  They can be got at:

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#pwpsbsb2vb1
Simply unzip them both into the CM11\Patches directory.  It will leave a single patch, PWPatchv1.0.  Add it in the usual manner (after BSP20 and Cmadd20, and before Newpatch if you are using it).  As simple as that, and a huge improvement.

Latest Flight Model

Both BSP2.0 and RotJ will benefit enormously from the sterling work put in by Panama Red on his new WFHFM-F1.  Remove FEMBSP2 or WFLSFM-1, depending on which you are using.  Download WFHFM-F1 from here:

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#prwfhfm-f1
Once again, unzip it into CM11\Patches.  Rename the WFHFM-F1\Simpatch folder to WFHFM-F1\Shellpat so that it won’t muck up MMP (I do hope you have followed the “DO THIS FIRST” section…).  Then add it via CM in the normal way.

Remember, the WFHFM-F1 flight model only works in Advanced FM mode.  I am also told that it works best if you have everything at full realism (including instruments at authentic) in preferences, and you then turn the AI slider down until the overall realism is set to 103-5%.  This will leave the AI slider quite low – about 60% or thereabouts.  Apparently, the AI actually flies better here and does less weird things – the AI also occasionally misses, instead of being the super-human shot it is at full realism.

NOTE – this FM should not be used if you are using the Newplane patch.

Aircraft shapes

If you are using RotJ, ignore this section.  If you are using BSP20, you are probably a bit fed up of looking at the gorgeous screenshots of superbly detailed planes which you don’t have.  So lets go and get them…  DeltaK and Charles de Thielt have produced some excellent patches to add Charles’ models and DeltaK’s paints to BSP20.  Take the CD-ABE20, CD-ACM20, CD-AD1VB, CD-WCM20 and DK-F7B20 files from here:

http://www.100megspop2.com/swwisa/deltak/deltak.html
Also, get the DVII, Pup and Sopwith Triplane here (ignore the others – we’ve already got them from DeltaK):

http://www.100megspop2.com/swwisa/dooms/dooms.html 

Don’t forget the Plane Parts zip!

In the case of the Pup, DVII, Triplane and Plane Parts, you need to create a new Folder in CM11\Patches called CdT, create a sub-folder in it called Simpatch and unzip all three of them into that.  For the others, just unzip into CM11\Patches. Add the CdT patch first, then the other five as above – all of them go in after BSP20, Cmadd20 and PWPatchv1.0, but before Newplane.  You will not be able to use the CD-AD1VB patch and the Newplane patch – it’s one or the other, I’m afraid.  CD-ACM20, CD-AD1VB and CD-WCM20 are all date based, so if you are using TWTools you will need to “flush” the Auto files and re-import from Cm11\Date after you have added these files.

Further good planes can be got here:

http://members.nbci.com/jvonhelton/hangar.htm
Go for “stock” planes – not the ones we’ve already taken from CdT (Albatri, DVII, Pup and Triplane).  Also avoid both the stock DrI’s – there’s something weird about them, at least on my system.  They have a sort of bite taken out of one wing, and other wings appear strangely too.  Get the plane parts as well.  Create a new folder, BvHStock, in the CM11\Patches directory with a Simpatch sub-folder.  Put all your stock planes into the BvHStock\Simpatch folder with the plane parts (don’t be afraid to over-write).  Then add BvHStock in the standard manner.

You now have good models which will all work fine in MMP of all but five planes – the DrI, Breguet 14, BE 2C, RE8 and DH4.  I’m pretty sure the Baron has stock versions of the last 4, he just hasn’t put them up yet – he might well send them to you if you ask.  I have yet to see a “stock” DrI I like – von Helton’s new models of it are gorgeous, but they all take the non-standard bitmaps which won’t work with my other patches or MMP.  Someone will do the job at some point, I’m sure.

Terrain alterations

Last but not least, we can make some quite easy improvements to Rabu’s terrain.  With the mods described above, the trees remain the same whatever the weather, and there is no variation in terrain between March and September.  However, we can alter that, providing you are using TWTools.

Begin by uninstalling the r-4seson patch using CM.  Then create a new folder in it called Shellpat.  Remove the following files from r-4seson\3Dpatch and put them into r-4seson\Shellpat:

shrub01.bmp

tree01.bmp

shrub02.bmp

tree02.bmp

Now unzip OTE_Trees_v1-up onto the desktop.  We are going to put the appropriate copies of the above four files into the appropriate Auto\Month\XXXX\XX directory.  The files from Spring Trees should go into Auto\Month\Spring\03\Shellpat, the files from Summer Trees into Auto\Month\Spring\06\Shellpat, the files from Autumn Trees into Auto\Month\Autumn\09\Shellpat, and those from Winter Trees into Auto\Month\Winter\12\Shellpat.  The reason I am using Shellpat for the trees is that otherwise in MMP you will get trees appropriate to the current season in your SP campaign, which would be unfortunate.  Instead you will get appropriate trees in MMP, though they will be the ugly old stock ones, and in SP you will get Rabu’s rather fetching and entirely appropriate efforts.  Delete the .dts and .dml folder – we sorted these files out when we originally installed the basic OTE patch.

Next unzip OTE_4Seasons_v1_01.zip to the desktop.  Don’t worry about the second zip, we don’t need it.  There’s an r_go_sum folder sitting there now.  We want to take everything from it apart from the trees and shrubs as above.  Put these files in the Auto\Month\Spring\06\Shellpat Folder – this will mean that there is a nice summer feel to things from the 1st of June onwards.  However, if we leave things like that then from 1917 onwards it will be summer from 1st of March each year, so we need to ensure that we pop the old Spring tiles back into the Auto\Month\Spring\03\Shellpat Folder.  Look at the list of files now in the Auto\Month\Spring\06\Shellpat Folder.  Get exactly those files from the existing CM11\patches\r-4seson\3Dpatch folder, and put them into the Spring\03\Shellpat folder.  Then all is well, and you have a 4 rather than 3 season terrain set with matching trees and shrubs, all automated.  Any other folders on the desktop (r_go_sum, r-go_aut, r-4seson etc.) can simply be deleted.

Be aware that whereas RB changes season on the 20th of March, September and December, TWABaron swaps files in on the first of these months.  So there will be brief periods when you have winter trees in Autumn, and so on.  Later versions of TWTools may correct this anomaly.

Chapter 4:
Advanced Patching

After playing with one of the above patch sets for some time, you may want to explore the other options available.  There are many other flight and damage models, aircraft models and terrains around; in addition, there are a number of other UOPs to choose from.  Various updates to UOPs have also been made.  Exploring these is full of potential incompatibilities and confusions; the only way to navigate these is to learn what each of the patch types is trying to do.  This section is designed to get you started on this process, and to give a feel for the multitude of options available.  Ultimately, you should be able to pick-n’-mix your own “super-patch”, and I’ve provided full guidelines to producing my personal version.  If you are really keen, you can move on to hex editing to set up your own UOP – but that is a matter for a different primer, by someone better qualified than me.

Types of Patches

Flight Models

It’s generally recognised that both the normal and advanced flight models for RB are pretty poor.  A huge amount of effort has been put in by a large number of people to rectify that situation.  There is disagreement as to whether it is ultimately fixable – some feel that the model itself is inherently flawed, others that it is merely the numbers that Dynamix fed into it.  Regardless, these are huge leaps forward from the original.  Here are a few of the best known:

The Fairy Godmothers of Flight

The original community effort to rectify the mess.  All subsequent FMs are built on the knowledge acquired here.  The FEMBSP2 FM and DM provided by Beery is essentially this model.

http://www.wingsofhonor.com/redbaron/resources/rbpatch2.htm#chffm12 

EMLSAI Leadsled

Wingstrut’s efforts to improve on the FGMOF FM – well respected.

http://www.wingsofhonor.com/redbaron/resources/rbpatch6.htm#wlsfm 

Midnite Mike

An FM aimed at MMP, including 2-seaters.  The AI doesn’t fly it too well, but it’s a great tool for MMP wars.

http://www.wytbear.com/thehangar/download.html 

Panama Red’s WesternFrontHistoricalFlightModel

The current “standard” – just released to critical acclaim.  It currently only covers flyable planes, so you won’t see any difference in the behaviour of 2-seaters, except that they will have forward (swivelling) guns.  It is designed for the normal version of RB – new versions are expected to cover 2-seaters and to cover certain variations found in some UOPs.  It is based on Midnite Mike’s effort, but tweaked to give the AI a better shot at flying it – as such it is fundamentally an SP flight model.  New versions will be released covering 2-seaters and alternative plane set-ups.

Remember, the WFHFM-F1 flight model only works in Advanced FM mode.  I am also told that it works best if you have everything at full realism (including instruments at authentic) in preferences, and you then turn the AI slider down until the overall realism is set to 103-5%.  This will leave the AI slider quite low – about 60% or thereabouts.  Apparently, the AI actually flies better here and does less weird things – the AI also occasionally misses, instead of being the super-human shot it is at full realism.

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#prwfhfm-f1 

Damage Models

Many flight models come with their own damage models.  This is true of both the FGMOF model and Panama Red’s.  The basic reason for altering the damage models is to make them harder – WWI planes were extremely hard to down unless you hit the pilot or something vital in the fuel tank/engine area, since non-explosive bullets simply passed through canvas.  So most of these damage models make the wings, tail and fuselage much sturdier.  They also make the various areas of the damage model realistically sized – the stock DMs had vastly inflated pilot and engine hit areas to improve the chances of getting a kill.

The latest DMs not already allied to a flight model are Uhlan’s, which have a very good reputation:

http://www.crosswinds.net/%7Euhlan/damage.html 

Aircraft Shapes

New 3D models for aircraft shapes make some of the most noticeable differences to the game, and there are plenty of people working on them.  There are now “wired” versions of every plane in the game – and quite a few which aren’t in the stock game!  Here are the prime aircraft builders:

Charles de Thielt

Charles has set to and produced some truly wonderful 3D models in the last few months – largely Albatros and Sopwith models so far, though there’s a shiny new DVII as well.

http://www.100megspop2.com/swwisa/dooms/dooms.html 

Baron von Helton

The Baron is the most prolific of current 3D modellers, and produces more than one version of planes so that you can make the difficult detail v FPS balance yourself.  Some of the new “Super” planes are works of art.  The latest and greatest are incorporated into Revenge of the Jastas, and may not be easily available for use in other patches.

http://members.nbci.com/_XMCM/jvonhelton/hangar.htm 

Uhlan

Uhlan has just started work on the Nieuport series; his models are aimed at being FPS friendly for MMP use at the moment.

http://www.100megspop2.com/swwisa/todd/todd.html 

Wingstrut

Wingstrut has done a number of planes over the years, many of which will be incorporated into his USAS II patch (due out soon).  Currently the only place I know where his planes are available is Flybert’s Chateau:

http://members.nbci.com/_XMCM/flybert/aerocraft.htm 

Flybert

Flybert specialises in MMP planes – they’ll work in SP, but they are “PYOD” planes, which means they have special facilities for painting struts and similar for use in MMP.  He has an enormous collection of planes by a variety of people.

http://members.nbci.com/_XMCM/flybert/aerocraft.htm 

Effects

A number of improvements have been made to the stock effects like fires and archie.  Here are a few options.

Garp’s Flame Patch

Very famous, and basically standard issue now!  Makes planes look much better right before the pilot has to leap out at 10,000 feet…  Has certain issues – can cause texture corruption under certain circumstances (see below).

http://www.wingsofhonor.com/redbaron/resources/rbpatch2.htm#ghfop 

Cap’n Darwin’s Smoke Patch

A Promised Land piece of work – as widely used as Garp’s Flames!

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#plcdsp  

PL Photo Realistic Structures

The Promised Land have done lots of graphical enhancements – some can be found at the Wings of Honor site:

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#plge 

And others at their own page:

http://www.wingwalkers.org/jasta1/rb2.htm 

Beery’s BSP2FX Compilation

Includes most of the above, including vastly improved archie and ground structures, a moon and hit graphics.  Includes a lot of Promised Land work.

http://members.nbci.com/beery1/B-download.htm
Others

Tom Winters has some dawns and sunsets for different seasons available at his page:

http://www.interplanetary.freeserve.co.uk/dawn.htm and

http://www.interplanetary.freeserve.co.uk/sunset.htm 

His main page includes a No-CD patch for Red Baron II and RB3D.

Wingstrut has some Railway textures to make the stations look better, and some sky/smoke effects of his own:

http://www.wingsofhonor.com/redbaron/resources/rbpatch6.htm#wryg 

Kessler at the Promised Land has promised us all new, amazing effects with the Promised Lands II 4-Seasons patch which is in the pipeline – keep your eyes out for them.

There is a fantastic utility for setting the visible ranges of objects in the game knocking around – it’s by the Promised Land, but they have it down at the moment, sadly.  Ask politely and I daresay someone will e-mail it to you.

Terrains

PL 4-Seasons

PL Spring ver II is the beta Spring only preview from the new PL all seasons terrain patch, due any time soon.  Available from Wings of Honor at:

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#plst
along with the previous version, or at:

http://www.wingwalkers.org/jasta1/rb2.htm  

Rabu’s OTE 4-Seasons

A complete 4 seasons terrain – consequently pretty easy to use and have a consistent “look” the whole way through.

http://members.fortunecity.com/rhoag/html/downloads.html
Tom Winters’ Terrains

A collection of high resolution Spring, Autumn and Winter tiles.  Tom is currently working on a 12 season set to work through TWTools for more variety than 4 seasons can muster.

http://www.interplanetary.freeserve.co.uk/ 

Wingstrut’s Fall Terrain

A set of autumn tiles from Wingstrut.

http://www.wingsofhonor.com/redbaron/resources/rbpatch6.htm#wft 

UOPs

Baron von Benz’ UOP 4.5

This is the direct descendant of the original UOP 1.0 from which every other UOP draws.  It can possibly claim to be the most rigorously historically accurate in terms of aces, squadrons and paint schemes.  It uses date based patching to swap aeroplanes in and out.  I have never used it myself – I would be interested in any comments.

http://members.nbci.com/BaronvonBenz/ 

BSP 2.0

Beery was one of the main movers behind the first UOP, and this is his personalised version.  It leans towards the allied side (several German bomber squadrons are gone, replaced by Allied fighters).  It has a nice “balance” – the numbers of planes in the air steadily increase over the years.  It is old now, but still extremely popular and with lots of nice extras knocking around, notably a complete graphics update by Pat Wilson.

http://members.nbci.com/beery1/B-download.htm
and the graphics update:

http://www.wingsofhonor.com/redbaron/resources/rbpatch3.htm#pwpsbsb2vb1
Wingstrut 2.2

Wingstrut’s patch is closely related to Beery’s.  It is more focused on the US side of matters than most patches.  Extremely popular.  It has many nice extras – new internal views, for instance.  My current patch of choice.  Willi von Bill has done a complete replacement set of bitmaps, simulating the “dirty bird” look rather than the pristine fresh from the factory versions most patches provide.

http://www.wingsofhonor.com/redbaron/resources/rbpatch6.htm#ww22p
Be sure to get the other extras at Wings of Honor, too, including the Dirty Birds:

http://www.wingsofhonor.com/redbaron/resources/rbpatch6.htm#dirtybirds 

Revenge of the Jastas

One of the latest patches.  This is a “complete” patch in the sense that it includes all effects and 3D models – only a terrain and a flight/damage model are lacking.  Difficult to tweak – you take it “as is”.  Very good to look at.  Returns the German squadrons that Beery and Wingstrut removed to circulation, though obviously at the cost of the Allied squadrons they had been replaced with.

http://members.nbci.com/_XMCM/jvonhelton/revenge.htm
Flanders Fields

A UOP focusing exclusively on Flanders, as its name suggests.  In order to get as many historical squadrons from the Flanders area into the game as possible, many squadrons from other areas have been removed, so don’t use it except in Flanders.  I haven’t yet tried it, and it is a little old now.

http://members.xoom.com/_XOOM/artattack/FFpatch/FFpatch.htm 

The Canvas Falcons Super Patch version 3

This is a brand new UOP.  I haven’t explored it at all – I believe it ships with some terrain and other extras.  It also contains a tool for hex-editing the .dat files, so you can poke around inside RB yourself and create your own UOP.

http://flightsimmers.net/airport/rfulton/canvasfalcons.html 

General Advice

There are two approaches to patching RB.  One is to create a few “super patches” – so you would make your own version of Beery a single patch in CM combining all the things you want from it, then have your own single patch version of Wingstrut and RotJ.  Then you can swap between whole UOPs with 4 clicks.  My method is to have lots of small patches, each doing separate things, so that a) I can mix things up even more, and upgrade any patches I want very easily, and b) I can quickly work out which bit of a patch is causing the problem if I get crashes.  Choose your own method!

Do explore inside a patch – look at what it is putting where, particularly if it has date features.  Personally I like to avoid being “boxed into a corner” by a patch – patches that try to do everything make it difficult to swap in other peoples work at a later date.  However, if you have a full understanding of patches then you will manage it with a bit of effort.

Patching Issues

UOP Incompatibility

A basic rule is that UOPs aren’t going to be compatible – they involve hex editing a number of .dat files, and keeping them in synch with each other, so mess around too much and you will be in trouble.  However, it is certainly possible to mix and match artwork, particularly using CM11.  You will notice that in the patches and files section there is a version of Explorer.  Find a bitmap using this, and you can click on it for an instant preview.  Open up two copies of CM11, and you can easily compare artwork so that you can ultimately have what you consider to be the best bitmaps from a number of sources, all in a single UOP.  Say I want to use Wingstrut 2.2, but I prefer Pat Wilson’s photo-realistic bitmaps for Beery20.  All I need to do is find a bitmap in WS, find the equivalent artwork in Pat Wilson’s patch, rename the Pat Wilson bitmap to have the same name as the WS one and then copy it across.  Then repeat for the next 3000 bitmaps…

I am told (don’t quote me on this) that Wingstrut 2.2 and Beery 2.0 use the same named bitmaps for the German skins in their patches, so you shouldn’t even need to check – you can just take whatever version suits you best.  At your own risk…  In general, patch makers will have altered the artwork considerably, and two bitmaps with exactly the same name will represent totally different skins in different patches.  Best to check.

Revenge of the Jastas isn’t compatible with anything, and even uses radically different artwork.  I have fun trying to grab out of it the bits I want (like the ambulance and some of the 3D models), but in general it ends in tears (or rather in DTDs!).  If you do mess around inside a UOP, don’t ask the patch maker for help if it all goes horribly wrong – they aren’t going to be overly amused.  In general they have gone to a lot of bother to make it all work together in exactly the way they want it to, and to make it easy for you to use as-is, and opening themselves to further bother to help you hack it around isn’t high on their agenda.  Ask pillocks like me who couldn’t create a patch of their own but like messing around with other peoples!

Flight & Damage Model Incompatibility

A flight model consists of FMParam files and Acspecs files.  Don’t mix with other flight models at all – keep these files together.  The damage files (xxdamage.dat) are rather different – there is one for each plane, so you can mix them around.  For instance, I had a problem with AI DrIs crashing on take off with Uhlan’s model, so I use the Panama Red version just for that plane (0adamage.dat).  With both of these, you must be aware of what the UOP is doing.  If it is sticking to the stock planes in the stock slots, you can fiddle around without a care in the world.  If it changes the planes in any slots, either for good or on a date basis, you need to be much more careful if you want to keep things consistent.

Uhlan has two different sets of 2-seater DMs – one for use if you have Acspecs files that turn the forward guns on (like Panama Red’s) and one for use if they do not have front gunners (as in the stock Acspecs files).

Aircraft Shape Incompatibility

The single most obvious here is the unusual bitmap issue with BvH’s A/C, discussed above.  The basic files for an A/C shape are very simple – between 2 and 6 dts and dml files per plane.  Don’t ever mix up the dts and dml files for a particular plane with someone else’s version of that plane!  However, the planes map “special” bitmaps to certain points (things like radiators and machine guns) and if the bitmap isn’t there, you’ll get a direct DTD (Drop To Desktop).  So there’s a nice easy way to test your installation – set “Fly Now” to the plane you want to test, start flying and press F4.  If you are still flying, it installed OK…

There is the potential for conflict over the names of these special bitmaps.  Charles de Thielt posted on this in the Delphi forum as follows:

“BvH, Wingstrut, MM, Uhlan etc. and me have a silent agreement about the special bitmap naming. So all our planes are not conflicting. Flybert however introduced a new system for the names of these bitmaps. His is more rational but it gives compatibility problems with other work. What you can do is the following: Load all the PYOD models and bmps you need, AFTER this you load my models and the special bmps for them (included in the zip) AND the bmps of PP.zip (mine or BvH's version; his is more complete but less FPS-friendly). This should solve all your problems.”

Be aware that if a UOP alters the aircraft in a slot (as for instance the NewPlane patch for BSP2.0 does) then you are going to need to be more careful about working out which files to replace when adding in new A/C shapes.

Terrain Issues

You can try and mix terrains if you want, but be aware of two issues.  Firstly, the new Promised Land Spring terrain uses a separate palette to all the other terrains.  That means that when you are looking at other terrains with that palette still in there, you are going to get some very weird results indeed.  The palette files are rb3dcld.pal and rb3dcld.spl – delete them whenever you change terrains if you are using the PL Spring terrain.  Now that you understand date based patching (!), that should be nice and easy to automate…

The second issue is that the Spring/Summer and Autumn terrains use the same trench tiles.  So if you are using different people’s terrains you really need to make sure you change the trench tiles as well, otherwise they won’t blend well at all (for instance if you have Rabu’s OTE trench tiles in there while using Tom Winters’ Autumn tiles, you’ll get an ugly meeting point where the trenches meet the normal terrain).
Sky Issues

This is similar to the previous problem, as the two palette files also affect the sky.  I had an additional problem – if I try and use Tom Winters’ Dawns and Sunsets with the clouds from the BSP2FX patch, I get some very weird effects.  I use the registered version of TWABaron, but it doesn’t seem to help – I’ve had to ditch the dawns and sunsets.  Let me know if you find a fix.  The new PL 4 Seasons may solve many woes on this issue when it arrives.

Corrupted Texture Issues

This is one of the oldest problems with patched Red Baron 3D.  RB was designed way back in the days of the Voodoo I, when 2MB texture memory was quite a lot.  Our new high-resolution textures give it some problems in cards with more memory than that.  Specifically, if you have high-resolution terrain (like nearly all the terrains out there) or high resolution/unusual aircraft shapes and textures, then certain “triggers” corrupt these bitmaps if your card has more than 2MB memory.  The trigger tends to be fire – explosions, burning hangers and worst of all burning planes, particularly if you have Garp’s flame patch installed.  The corruption takes the form of bizarre black and white psychedelic holes in the terrain, and sometimes on aircraft.

There are two solutions.  Firstly, when it happens you can change resolution in game by right clicking and going to the relevant option.  Irritating, but it instantly fixes it - until the next time.  The second (and preferable) method is to limit your texture memory to 2MB.  This is easy with a Voodoo2 or 3, as the 3dfx tools include this option.  With a Voodoo 4 or 5 it is more difficult – I found that I needed to get a utility called Voodoo4+ Runner, get some new drivers (the unofficial x3dfx ones) and use Voodoo4+ Runner not only to set the default setting to 2MB limit but also to launch RB from V4+ Runner with this setting as specific to the game.  Good luck getting it to work – I haven’t seen any anomalies for a couple of months now, which is nice.

Be aware – the 2MB limit will probably affect your other games adversely.  You’ll need to change it back and forth if you fly other games a lot.  Yes, I agree that is a pain – however, Voodoo4+ Runner does allow you to set up individual profiles for games if you launch them through it, which is a passable work-a-round.

Chapter 5:
Multiplayer

Patching issues

MMP works by having the vast majority of the data on the client side – i.e. on your computer.  Not only are the A/C models, paints and terrains there (which means that no two MMP players are seeing the same environment as they have almost certainly got different mods installed) but so are the flight and damage models for the plane you yourself are flying.  Well there’s a nice easy way to cheat then – stick in a vastly improved flight or damage model!  No, said Sierra, and put some protection up.  Basically, if a server has security enabled, and you have anything other than the stock FM and DM models for the plane you are flying in use, then you will automatically be requested to leave the server in pretty short order.

Now I’m not for a moment suggesting that you would cheat (why on earth would anybody bother?  Life’s too short to cheat at fun…), but it is the easiest thing in the world to install one of these flight or damage models into Simpatch.  Half of them default into Simpatch anyway (this is because they won’t work in Shellpat unless you follow the “Do this first” instructions at the beginning of this primer).  Then you pop into MMP, and wonder why the server keeps ejecting you.  That’s why I’ve made sure all along in this primer that user changed FMs and DMs are put into Shellpat, where they can’t harm a thing, as they will only work in SP.  The “Do this first” section also put all the relevant “stock” files into Multi, where they over-ride any patches you may have put into Simpatch anyway.

The specific files that servers with security turned on take issue with are:

Acspecs1, 2 and 3

Fmparams1, 2 and 3

All the xxdamage.dat files

Some servers have security turned off, and fly using an agreed patched FM and DM.  They will almost all be password protected so that only trusted people can play.  Quite a few of them will be organised wars, with far more structure and immersion than the open servers.  To get involved in all of that, you really need to join a squadron – they are all very welcoming.  Quite a few of the organised wars have vast patches all of their own, allowing 2-seater planes to be flown and giving special paints to all squadrons, and often with war-specific FMs and DMs.  Remember to put any MMP FM and DM’s into Multi, to be sure they will work – or if you put them into Simpatch, check that there aren’t any files with the same names in Multi.

Paints

When you fly on the open servers, at first all of the people will seem to be in the dull old stock colours that Sierra gave us.  However, if you visit Flybert’s Chateau:

http://members.nbci.com/_XMCM/flybert/mppinst.htm
you can pick up the paints that the vast majority of MMP flyers and squadrons are using.  They go into the RBII\paints folder; for instance, the path to RFC266’s paints is RBII\paints\RFC266\files.  Then a file called paintcfg.ini is placed in the RBII\paints folder which tells the game how to reference these paints.  Flybert’s site is the accepted point for all paints, though the RAC (http://www.citigraph.com/rac/) host a compatible set.  If you want to have your own set of paints, and you want everyone to see them, send them to Flybert.  Full instructions are on his site, but basically once you’ve installed all the paints you need to check that your MMP preferences say “custom” rather than default paints, and away you go.  If you want to appear in any of the paints, then when you choose your plane you can enter a squadron number.  Flybert provides a list of which numbers correspond to which schemes.  It’s generally considered a bit rude to fly in the scheme of a squadron to which you do not belong – there are plenty of un-owned ace schemes in Flybert’s set you can use.  Fly also has a complete set of default paints which look much better than Sierra’s efforts – just install them in Multi via CM in the normal way.

For MMP with the custom paints that most people use you really want A/C models that use standard bitmaps.  Converting all those squadron paints would be a real nightmare, and just as you’d finished people would start changing them!  You may also be looking for planes with good FPS, as this is so crucial in MMP.  Flybert’s Chateau hosts just such planes.

Chapter 6:
My Set Up

Principals

The basic theories behind my patching are as follows:

1. I don’t particularly care about framerate – my computer can cope, so I’ll go for the best.

2. If I want things the same in SP and MMP, I want them in Simpatch.

3. Consequently, I want all my A/C shapes to use standard bitmaps, so that paints work OK in MMP and I can use any UOP I want in SP.

4. I want as much flexibility as possible – I want it to be relatively easy to try different UOPs, effects etc.

5. I would like to use date features, but anything that is liable to change due to date I want to be in Shellpat so that if aeroplane slots are changed due to date it doesn’t affect MMP.  So I am going to work with TWTools as described above.

6. Above all, I want it to work without problems.  I don’t want to swap patches in and out in play, or change things in order to play MMP – I just want it to work when I click on the shortcut.  And look good!

Resources

Baron von Helton’s Stock Models

I use BvH’s stock models, essentially as described above in the Extending your patch set: Aircraft Shapes section of Chapter 3.  Get all of the stock planes apart from the Albatros DII, DIII and Dva, the Foker DVII, the Sopwith Triplane and the Sopwith Pup.

http://members.nbci.com/jvonhelton/hangar.htm
Charles de Thielt’s A/C Models

These hugely impressive models can be found at:

http://www.100megspop2.com/swwisa/dooms/dooms.html.

We are going to take the lot, apart from the two Austro-Hungarian models; however, how we use them will vary.  You will notice that there are a number of DII, DIII and DVa models, but the game only has one slot for each; there is even a DI and DV model though the game does not have slots for these planes.  We will set our patch up ready for use with the date function of TWTools so that all these variations can feature.

Other Aircraft models

Wingstrut

Willi von Bill

Rabu’s 4-Seasons

Utility’s

Installation Guide

Appendix

File names and what they mean

