4

consts
#comment
[ImpulsesPerMonth
January = 4 E]
February = 4
March =4
April =4
May =4
June =4
July =4
August = 4
September = 4
October =4
November =4
December =4

[MovementPointsForLandUnitOnWarfareLevels]
UnitTypeO = 3;3:4:4:4;5 E}

UnitTypel = 2;2;3;3;3;4

UnitType2 = 4;5;6;7;8;9

UnitType3 = 3;4;5;6;7;8

UnitType4 = 6;7;7;8;8;8

UnitType5 = 5;6;6;7;7;7

UnitType6 = 2;2;2;3;3;3

[BasicActionPointsForAirUnit]
UnitType20 = 3

UnitType21 = 2 @
UnitType22 =1

[MovementPaintsForNavalUnit]
Fleets =4

[MovementCostForLandUnitsOnPlain]
UnitTypeO =1

UnitTypel =1 @

UnitType2 =1

UnitType3 =1

UnitTyped4 =1

UnitType5 =1

UnitType6 =1

[MovementCostForLandUnitsOnForest]
UnitType0 =1
UnitTypel =1
UnitType2 = 2
UnitType3 =2
UnitType4d = 2
UnitType5 =2
UnitType6 =1
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AMyself
Note 
To set the Number of turns per month. 

May be modified as players want
(exemple : August = 1)
October =3,etc

AMyself
Note 
 Move points for each land unit type on each warfare level

Each column = 1 warfare level  

Codes unit types :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div 
 

AMyself
Note 
Amount of AP (actions points) for air units

CODES UNITS ARE :

UnitType20 is fighter 
UnitType21 is Tactical UnitType22 is Strategic 

AMyself
Note 
Move capacity for naval fleets on the map (to change of sea zone)
Exemple : 4 = fleet can move through 4 naval zones

AMyself
Note 
All following = How cost to enter a hex for a land unit (depending of the type of this unit and depending of the terrain : plain, forest, etc)

CODES UNIT TYPES :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div 


AMyself
Note 
HOW TO USE THIS FILE : IT SHOWS ALL NEEDED EXPLANATIONS CONCERNING CONST.INI PARAMETERS

CLICK WITH MOUSE ON THE YELLOW SYMBOLS   TO READ THE CONTENT OF INFOBULL

AMyself
Note 
ALL UNITS CODES ARE HERE :

UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div UnitType20 is fighter UnitType21 is Tactical UnitType22 is Strategic UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft 
 


consts

[MovementCostForLandUnitsOnRough]
UnitTypeO = 2
UnitTypel =2
UnitType2 =3
UnitType3 =3
UnitType4 =3
UnitType5 = 3
UnitType6 = 2

[MovementCostForLandUnitsOnSwamp]
UnitType0 = 2
UnitTypel =2
UnitType2 = 4
UnitType3 =4
UnitTyped = 4
UnitType5 =4
UnitType6 = 2

[MovementCostForLandUnitsOnHills]
UnitTypeO = 2
UnitTypel = 2
UnitType2 = 2
UnitType3 =2
UnitType4 = 2
UnitType5 = 2
UnitType6 = 2

[MovementCostForLandUnitsOnMountains]
UnitTypeO = 2
UnitTypel = 2
UnitType2 = 3
UnitType3 =3
UnitType4 =3
UnitType5 = 3
UnitType6 = 2

[MovementCostForLandUnitsOnDesert]
UnitTypeO =1
UnitTypel =1
UnitType2 =1
UnitType3 =1
UnitTyped4 =1
UnitType5 =1
UnitType6 =1

[MovementCostForLandUnitsOnOther]
UnitTypeO = 1000
UnitTypel = 1000
UnitType2 = 1000
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AMyself
Note 
This parameter (1000) blocks move for concerned type on other terrains (water, etc)

This 1000 value may be used for other terrains if you want change them as "impassible" : cf : impassible swamp, etc


consts
UnitType3 = 1000
UnitType4 = 1000
UnitType5 = 1000
UnitType6 = 1000

[EnemyZoneOfControlPenalty]
UnitTypeO =1

UnitTypel =1 @
UnitType2 = 2

UnitType3 =2

UnitType4 = 2

UnitType5 = 2

UnitType6 =1

[AttackCost]

WarfareLevelO = 3
WarfareLevell = 3
WarfareLevel2 = 2
WarfareLevel3 = 2
WarfareLeveld4 = 1
WarfareLevel5 =1

[RangesBasicValue]
Fightersintercept = 14
FightersRebase = 40
TacticalAttack = 18
TacticalRebase = 50
StrategicAttack = 40
StrategicRebase = 80
Paradrop = 12
ShipsAirAttack = 5
CarriersToLandAttack = 8
ShoreBombardment = 1

[RangesMultiplierOfAirUnits]
OnTechnologyLevels = 0.7;0.85;1.0;1.1;1.25

[MaxStrengthOfLandUnitsOnLevels]
UnitTypeO = 1.0;1.5;2.0;2.5;3.0
UnitTypel = 3.0;4.5;6.0;7.5;9.0 @
UnitType2 = 0.5;1.5;2.5;3.5;4.5
UnitType3 = 1.5;4.5;7.5;10.5;13.5
UnitType4 = 2.0;3.0;4.0;5.0;6.0
UnitType5 = 6.0;9.0;12.0;15.0;18.0
UnitType6 = 0.5;1.0;1.5;2.0;2.5

[MaximumStrengthOfAirUnits]
UnitType20 = 10 @
UnitType21 = 10

UnitType22 = 10
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AMyself
Note 
Effects of ennemy zones of control for concerned unit types (penalty of move =cost move point)

AMyself
Note 
Cost of attack for all warfare level  

AMyself
Note 
Range of action for air and naval units

*Interception (includes range reco)
*Rebasing
*Tactical bombardment (includes range reco)
*Strategic bomb. ((includes range reco)
*Paradrop
*Air attack on ships 
*Land attack from ships
*Shore bomb (Bomb on coasts)


NOTE : SHIPSAIRATTACK = How far from the sea zone air plane can be to be able to attack this sea zone 


AMyself
Note 
Bonus" of range action for air units, depending of techn. levels  

AMyself
Note 
Max strengh of air units, depending of the unit types

CODES UNITS :
 
UnitType20 is fighter 
UnitType21 is Tactical UnitType22 is Strategic  

AMyself
Note 
Max strengh of land units at diffrent techn levels (depending unit types)

UNIT TYPES :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div 




consts

[AirUnitAttackedByLandUnit] @
EffectiveStrenghtModifier = 0.2

[MaximumStrengthOfNavalUnits]
UnitType40 = 10

UnitType4l =8 @
UnitTyped42 =5

UnitType43 =2

UnitTyped44 =1

UnitType45 =1

[MaximalDamageDealtByNavalUnits]
UnitTyped40 =5

UnitType4l =4

UnitType42 = 3 @
UnitType43 =2

UnitTyped44 =1

UnitType45 =1

[MinimalDamageDealtByNavalUnits]
UnitType40 = 2

UnitType4l =1 @
UnitTyped42 =1

UnitType43 =1

UnitTyped44 =1

UnitType45 =1

[EffectivityBonusForEachWarfareDoctrineLevel]
EffectivityBonusPercentage = 20 E]

[LandCombatAttackerModifiers]
NoPanzersVsPanzers = 0.9
1DirectionAttack = 0.9 @
2DirectionAttack = 1.1

3DirectionAttack = 1.35

4DirectionAttack = 1.55

5DirectionAttack = 1.8

6DirectionAttack = 2

RiverPenalty = 0.75
PercentagePenaltyForEachFortLevel = 9
PercentageOverrunLossesForAttackers = 2

[LandCombatDefenderModifiers]
Plain =1

Forest=1.5 @
Rough =1.7

Swamp =1.25

Hills=1.4
Mountain = 2
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AMyself
Note 
Maximum strengh of naval units

Codes are :
UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft 


AMyself
Note 
Max damage that may be inflicted by naval units

Codes are :
UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft 



AMyself
Note 
Minimal damage that may be inflicted by naval units

Codes are :
UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft 



AMyself
Note 
Bonus given in "Effectivity units" for each warfare doctrine level

(Effectivity unit = how a unit is efficient, "awailable" for combat in regard of his basic potential)

AMyself
Note 
How is modified the total strengh of attacker in multi-attacks (attacks from 2 or more hex)


 In addition : modifier for  one direction attacks and attacks no panzers Vs panzers
(exemple : infantry unit vs armored unit)



AMyself
Note 
Effects of terrain for defender in land combats

Exemple : 1.5 = Defender strengh x 1.5

Forts : modifier is :  m x fort level

AMyself
Note 
Streng modifier of a air unit when this unit is attacked by land unit


consts
Desert=1
City =2
Fort=0.1

[AirStrikeEffectivenessModifiers]
DefenderTerrainPlain = 100 @
DefenderTerrainForest = 50
DefenderTerrainRough = 60
DefenderTerrainSwamp = 60
DefenderTerrainHills = 75
DefenderTerrainMountain = 60
DefenderTerrainDesert = 100
DefenderTerrainCity = 50
AttackerLevell = 100

AttackerLevel2 = 125

AttackerLevel3 = 150

AttackerLevel4 = 175

AttackerLevel5 = 200
PercentagePenaltyForEachFortLevel = 9
WeatherClear = 100

WeatherSnow = 33

WeatherMud = 50

[StrategicMovementCost]
UnitTypeO =1

UnitTypel =3 @
UnitType2 = 2

UnitType3 =6

UnitType4 = 2

UnitType5 = 6

UnitType6 = 1

[SeaTransportCost]
UnitType0 =5
UnitTypel = 15
UnitType2 = 10
UnitType3 = 30
UnitType4 = 15
UnitType5 =45
UnitType6 = 10

[AmphibiousinvasionCost]
UnitType0 =1
UnitTypel =3
UnitType2 = 2
UnitType3 =6
UnitType4d = 2
UnitType5 =6
UnitType6 =1
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AMyself
Note 
How the terrain has influence in case of air attacks

Exemple : 60 = initial air strike strengh x 0.60

AMyself
Note 
All following : Cost when strategic mov, sea transport move and amphibious invasion are used (depending of unit types)

Codes are :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div  


consts

[SupplyLevels] @

MaximumSupply = 30

NoSupplyEffectivityModifierPercentage = 15

LandUnitMaxSupplyAtEnemyTerritory = 10

AirUnitMaxSupplyAtEnemyTerritory = 10 #maximum value is equal to max plane strength
divided by the given value

[UnitsPerformancelnRelationsToSupplyAt50]
EffectivityPenalty = O

ActionPointsPenalty = 0
ColumnShiftDuringAirCombat = 0
AirStrikeModifier = 100
MaximumReplacementsForLandUnits = 100
MaximumReplacementsForAirUnits = 10

[UnitsPerformancelnRelationsToSupplyAt45]
EffectivityPenalty = 0

ActionPointsPenalty = 0
ColumnShiftDuringAirCombat = 0
AirStrikeModifier = 100
MaximumReplacementsForLandUnits = 100
MaximumReplacementsForAirUnits = 10

[UnitsPerformancelnRelationsToSupplyAt40]
EffectivityPenalty = O

ActionPointsPenalty = 0
ColumnShiftDuringAirCombat = 0
AirStrikeModifier = 100
MaximumReplacementsForLandUnits = 100
MaximumReplacementsForAirUnits = 10

[UnitsPerformancelnRelationsToSupplyAt35]
EffectivityPenalty = 0

ActionPointsPenalty = 0
ColumnShiftDuringAirCombat = 0
AirStrikeModifier = 100
MaximumReplacementsForLandUnits = 100
MaximumReplacementsForAirUnits = 10

[UnitsPerformancelnRelationsToSupplyAt30]
EffectivityPenalty = O

ActionPointsPenalty = 0
ColumnShiftDuringAirCombat = 0
AirStrikeModifier = 100
MaximumReplacementsForLandUnits = 100
MaximumReplacementsForAirUnits = 10

[UnitsPerformancelnRelationsToSupplyAt25]
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AMyself
Note 
Supply parameters
(Do not change this value = risk of problems)

Max supply level of a unit  

% of strengh that may be repaired in ennemy territory

% modifier for effectivity of units without supply

No supply Modifier percentage means : % in substraction
(i.e : 15 means : - 15%)

AMyself
Note 
All the following =  penalties and limitations that are applied for different  levels  supply (effects of good supply or lack of supply)

  


consts
EffectivityPenalty = 1
ActionPointsPenalty = 0
ColumnShiftDuringAirCombat = 0
AirStrikeModifier = 100
MaximumReplacementsForLandUnits = 75
MaximumReplacementsForAirUnits = 8

[UnitsPerformancelnRelationsToSupplyAt20]
EffectivityPenalty = 2

ActionPointsPenalty = 25
ColumnShiftDuringAirCombat = -1
AirStrikeModifier = 90
MaximumReplacementsForLandUnits = 50
MaximumReplacementsForAirUnits = 5

[UnitsPerformancelnRelationsToSupplyAt15]
EffectivityPenalty = 3

ActionPointsPenalty = 34
ColumnShiftDuringAirCombat = -2
AirStrikeModifier = 80
MaximumReplacementsForLandUnits = 35
MaximumReplacementsForAirUnits = 4

[UnitsPerformancelnRelationsToSupplyAt10]
EffectivityPenalty = 4

ActionPointsPenalty = 50
ColumnShiftDuringAirCombat = -3
AirStrikeModifier = 70
MaximumReplacementsForLandUnits = 30
MaximumReplacementsForAirUnits = 3

[UnitsPerformancelnRelationsToSupplyAt5]
EffectivityPenalty = 5

ActionPointsPenalty = 75
ColumnShiftDuringAirCombat = -4
AirStrikeModifier = 50
MaximumReplacementsForLandUnits = 20
MaximumReplacementsForAirUnits = 2

[TurnsWithoustSupplyModifier]
NoSupply =3

[SupplyFromShips]
Maximum = 20

Range = 3 @

[SupplyFromShipsValue]
FriendlyUnitType40 = 1
FriendlyUnitType4l =1
FriendlyUnitType42 = 2
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AMyself
Note 
How many turns a unit can pass without penalty for lack of supply
(from 0 to n)

Effetcs of Lack of supply : see the above parameters named "UnitsPerformanceInRelationsToSupply"

Tip : to increase effects of encirclements, reduce this value and reduce also the "auto supply of cities (see in "cities.CSV' file this special parameter named :ZaopWlasne
(means : "autosupply"

If these 2 values are heavy reduced, effects or encirclements are very hard for land units.


AMyself
Note 
How supply is provided by ships to land units (using coasts) : Max amount, range from coast and supply provided by each naval unit type 
(x by naval strengh of naval units)

How ennemy naval units near concerned coasts reduce this naval supply


consts
FriendlyUnitType43 =0
FriendlyUnitType44 =0
FriendlyUnitType45 =0
EnemyUnitType40 = 1
EnemyUnitTyped4l =1
EnemyUnitType42 = 1
EnemyUnitType43 =1
EnemyUnitTyped44 =0
EnemyUnitType45 =0

[MaximumSupply]
AfterNavallnvasionForAlCountries = 1

[DetectingAbilityOfNavalUnits]
UnitType40 = 500

UnitType4l = 200 @
UnitType42 = 250
UnitType43 = 250
UnitTyped44 =0

UnitTyped45 =0

[ChanceOfSurpriseAttack]
UnitType40 = 100
UnitType43 =75

[CostOfNewStrengthPointForLandUnit]
UnitType0 = 6

UnitTypel =5 @

UnitType2 = 20

UnitType3 = 17

UnitType4 = 30

UnitType5 = 25

UnitType6 = 48

[CostOfRepairingOneStrengthPointinLandUnit]
UnitType0 =4

UnitTypel = 4

UnitType2 = 14

UnitType3 = 14

UnitType4 = 20

UnitType5 = 20

UnitType6 =9

[CostOfNewStrengthPointForAirUnit]
UnitType20 =4
UnitType21 =5
UnitType22 =6

[CostOfRepairingOneStrengthPointinAirUnit]
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AMyself
Note 
If set to 1, then AI units after amphibious invasion will get full supply (better for IA)



AMyself
Note 
All the following :  capacity of detection for naval units and % chance surprise attack (naval warfare)

AMyself
Note 
All the following : build/repair  cost points for each type of land/air unit (cost to build or repair strengh points of units)

Types are :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div 
UnitType20 is fighter UnitType21 is Tactical UnitType22 is Strategic UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft 


consts
UnitType20 =3
UnitType21 = 4
UnitType22 =5

[AdditionalCostOfStrengthPointsPerUnitLevel]
LandUnits =5

AirUnits = 20 @

[CostOfNavalUnit]
UnitType40 = 200
UnitType4l = 150
UnitType42 =70 @
UnitType43 = 30

[CostOfRepairingOneStrengthPointinNavalUnit]
UnitType40 = 18

UnitType4l = 16

UnitType42 = 13

UnitType43 = 12

UnitTyped44 =5

UnitTyped45 =5

[CostOfOperationalMovementPoints]
SMP =50
STP =20 @

AIP =50
[CostOfAdditionalOperationalPoint]
SMP =1

STP =0 @

AP =1

[ProductionPointsModifiers]
PPFromOccupiedCity = 0.5 @
PPFromAnnexedCity = 0.8
PPDistributedFromAnnexedCity = 0.2
WarEconomyGrowthDemocraciesPercentage = 5
WarEconomyGrowthRegimesPercentage = 5
SocialUnrestFallTurnPercentage = 0.5
MonthlyEconomyGrowthBeyond100Percentage = 2

[UnitsBuildTime] &)
UnitType0 =4

UnitTypel = 10
UnitType2 =9

UnitType3 = 14
UnitType4 = 8

UnitType5 = 18
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AMyself
Note 
Cost when special points are bought

Strategic move points (SMP)
Sea Transport points (STP)
Amphibious invasion points (AIP)


AMyself
Note 
How expensive the consecutive purchase of special points will be

Exemple : first SMP cost 10, second 11, third 12 and so on. 


AMyself
Note 
Production of PP by cities

To set growth of economies (depending of the regime) 

+ Evolution of social unrest during game



AMyself
Note 
Time that is needed to build new units (depending of unit types)

+ Upgradecost modifier
 

Codes are :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div UnitType20 is fighter UnitType21 is Tactical UnitType22 is Strategic UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft  

AMyself
Note 
How much extra PP (in %) you must pay for each higher level of purchased unit's strength point 
So if level 1 cost 1PP, then level 2 cost 1.07 PP


AMyself
Note 
Cost needed to build naval units and to repair naval units

CODE TYPES :
UnitType40 is Carrier 
UnitType41 is Battleship 
UnitType42 is Cruiser 
UnitType43 is Submarine 
UnitType44 is Transport 
UnitType45 is Amphibious Craft 


consts
UnitType6 = 8
UnitType20 =6
UnitType21 = 8
UnitType22 = 10
UnitType40 =72
UnitType4l = 96
UnitType42 = 48
UnitType43 = 24
UpgradeCostModifier = 2.0 @

[MinimumPortSizeToEnter]
UnitType40 =4
UnitType4l =3 @
UnitType42 = 2
UnitTyped43 =1
UnitTyped44 =1
UnitType45 =1

[MinimumPortSizeToDeploy]
UnitType40 = 8
UnitType4l =6
UnitTyped42 =4
UnitType43 =2
UnitTyped44 =1
UnitType45 =1

[ShipRetreats]
RetreatWithStrengthPercentageLowerThan@O
RetreatWithEnemyAdvantage = 3
RetreatChanceOfSuccess = 25

[Nuke] @

RangeOfDestruction = 1
PermanentLossOfPPPercentage = 50
IncreaseOfOwnersSocialUnrestPercentage = 20
IncreaseOfAlliesSocialUnrestPercentage = 10

[Commander]

EffectivenessBonusForSkill = 3

InfluenceRange = 3 @
MaximumEffectivityForindirect = 60
MaximumExperience = 20
EffectivenessBonusForEachExpPoint = 1
ChanceToGainExpWhenDefending = 30
ChanceToGainExpWhenAttacking = 15
AvoidingDamagelnAirCombatForEachSkillPoint = 2

Page 10


AMyself
Note 
All the following : to determine when a naval unit may enter or be deployed in a port (depending of unit type and port size)

Codes :
UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft  

AMyself
Note 
First  parameter describes when the AI naval unit will try to retreat from the battle. 
Second   parameter describes when all the units will try to retreat from the battle. In this case when the enemy fleet will be three times larger 


AMyself
Note 
Nuclear bombing effects



AMyself
Note 
How leaders have influence in combats (land, air and naval) and how they get experience

MaxEffectivityforlndirect = how the leader has influence in his influence  range

AMyself
Note 
Upgradecostmodifier =  cost of upgrading level for units

See also page 20
UnitUpgrade]
CostModifierOfTypeUpgrade = this is  cost of upgrading type for units


consts
DoubleDamageTolLandUnitForEachSkillPoint = 2
HittingShipBonusForEachSkillPoint = 5
AvoidingDamagelnNavalCombatByGroupForEachSkillPoint = 5
DetectingConvoyBonusForEachSkillPoint = 5
DetectingEnemyShipsWhenEnterSeaZoneForEachSkillPoint = 5

[CitySiege] @

BaseValue = 0.2

OddsWeight = 1
CommanderinfluenceForEachSkillPoint = 1
CitySupplyModifier = 2
AirSuperiorityWeight = 0.4
MaxAirSuperiorityOdds = 4

MaxOdds = 10

[Trenches] @
MaximumTrenchBonus = 5
TrenchBonusMultiplier = 5.0

[Weather]
WinterBattleEffectivityDecreaseModifier = 30
WinterMoveCostModifier = 100
MudBattleEffectivityDecreaseModifier = 20
MudMoveCostModifier = 150

[AiShipRepair] %}
MinStrengthPercentageToRepair = 35

[NavyParticipatingIninvasion]
ProbabilityOfAttackingShipToJoin = 65
ProbabilityOfDefendingShipToJoin = 70

[LandUnitRetreat]
BasicRetreatChance = 100 @
AfterBattleRetreatModifierColumnl = 0.5
AfterBattleRetreatModifierColumn2 = 0.75
AfterBattleRetreatModifierColumn3 = 1
AfterBattleRetreatModifierColumn4 = 1.25
AfterBattleRetreatModifierColumn5 = 1.5
AfterBattleRetreatModifierColumn6 = 1.75
AfterBattleRetreatModifierColumn7 = 2
WaterRetreatModifier = 1
PlainRetreatModifier = 1.2
ForestRetreatModifier = 0.6
RoughRetreatModifier = 0.4
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AMyself
Note 
Siege parameters
 

AMyself
Note 
Bonus provided by trench
(Bonus is provided to units that don't have moved during their turn)

AMyself
Note 
How weathe has influence for combat and move

*decrease modifier =  x% in substraction for effectivity units
(i.e : 30 means :  - 30%)

*move cost modifier = x% multiplier for cost move
(exemple : 150 means that move cost = 150%, 80 means that move cost is 80%, 100 means that move cost  is 100%, etc)

AMyself
Note 
How the AI ship will have chance to get free repair 



AMyself
Note 
How naval units in a naval zone may decide to participate (as attacker or defender) in a land invasiont

AMyself
Note 
How unit may decide to retreat after combat (more or less chances to do a retreat, depending of combat result and depending of terrain)


consts
SwampRetreatModifier = 0.5
HillsRetreatModifier = 0.7
MountainRetreatModifier = 0.5
DesertRetreatModifier = 1.5

[DiplomaticStrength]
AdvantageNeededToTakeOwnershipWhenAtackingFromAlliedTerritory = 30

[AirSuperiority] @
SuperiorityNeededToPerformStrategicBombardmentByAl = 2.0

[CarrierAirStrike]
MinimumHealthPercentage = 30
MinimumStrengthToExecuteAttack = 3

[PortCapacity]
SupplyPerOnePortSize = 10
ProductionPointsPerOnePortSize =5

[DetectingEnemyFleets]
BasicChancelnCurrentSeaZone = 30
OwnMinimumSizeBonus = 20
OwnOversizeBonus = 5
OwnBonusValue = 2
OwnCarrierBonus = 1
EnemyMinimumSizeBonus = 10
EnemyOversizeBonus = 10
EnemyBonusValue = 1

[Amphibiousinvasion]
StrengthLostPercentageForDiceRolls = 0;0;0;5;10;33
EffectivenessModifier = 0.1
AttackersAdvantageModifier = 1.0
AmphibiousAssaultAfterMovement = 0

[Paratroopers]
StrengthLostPercentageForDiceRolls = 5;10;15;25;30;35
NumberOfTurnsBetweenParadrop = 3 E]

[Mulberry]
CostOfInstallingMulberry = 300
SupplyGeneratedByMulberry = 20
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AMyself
Note 
How conquered hex own is attributed in game

Example 1: German Diplomatic strengh(DS): 100 Romanian DS: 50 Advantage...: 20 If the German unit will attack soviets from Romanian territory, in this case the hexes will go for Germans Example 2: German DS: 100 Romanian DS: 90 Advantage...: 20 Now if German unit will attack soviets from Romanian territory, conquered hexes will go for Romanians


AMyself
Note 
Minimal values for carriers to be able to do airstrike

AMyself
Note 
How ports provide supply and produce PP

AMyself
Note 
How detection of ennemy fleets works

 Example for the values :  Basic chance to detect enemy is 30%, if we have got at least 20 ships, we can get bonus which is 2% for each 5 ships over 20, also we get 1% bonus for each carrier. Also for every 10 enemy vessels over 10 ships we are getting additional 1% bonus. so if we have got 36 ships with 3 carriers included and enemy has got 22 ships, then the chance is: 30 (base) + 6 (3 times 5 ships bonus) + 3 (for three carriers) + 1 (additional 12 enemy ships) = 40%


AMyself
Note 
How work amphibious attacks 
(losses for invading units, effectivity modifier for these units, advantage modifier for defender and capacity of move for invading units after invasion success)
 
Effectiveness modifier = strengh attacker unit x value
(exemple: 0.1 means tht attacker unit will attack with 10% of his normal strengh)

AMyself
Note 
Losses after paradroop for airborn units

Number of turn to wait before to be able to do a new paradroop with the same airborn unit

AMyself
Note 
Mulberry parameters

*Cost of creation
*Supply provided by Mylberries
*Strengh
*Duration of Mulberry  (in months)

AMyself
Note 
Air superiority level needed to do strategic bombardments


consts
MulberryStrength = 20
MonthsRunning = 2

[Technology] @
InfantryProgressNeeded = 150

InfantryMaxLevel = 5
InfantryCostOfinvestment = 150
TanksProgressNeeded = 150
TanksMaxLevel =5
TanksCostOfInvestment = 200
AircraftsProgressNeeded = 150
AircraftsMaxLevel = 5
AircraftsCostOflnvestment = 250
SubsProgressNeeded = 150
SubsMaxLevel =5
SubsCostOflnvestment = 150
NavalProgressNeeded = 150
NavalMaxLevel =5
NavalCostOflnvestment = 200
NuclearProgressNeeded = 800
NuclearMaxLevel = 1
NuclearCostOflnvestment = 1000

[ConvoyTransportCost] @
SupplyUnitTypeO = 1
SupplyUnitTypel = 3
SupplyUnitType2 = 2
SupplyUnitType3 = 6
SupplyUnitType4d = 2.5
SupplyUnitType5 = 7.5
SupplyUnitType6 = 2
SupplyUnitType20 = 3.5
SupplyUnitType21 =7
SupplyUnitType22 = 10
ProductionPoints = 1

[UpkeepCost]
UpkeepPerOneStrengthPoint = 0.06

[Convoysinterception]
BaseChancePercentage =5
SmallConvoyModifier = 0.75 @
MediumConvoyModifier = 1
LargeConvoyModifier = 1.25
ModifierForRaider = 3
MinimalDestroyedSTPUnItType40 = 1
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AMyself
Note 
How works technology progress
(for each unit type)

*Progress needed to change level
*Cost investment to change level
*Max level =  max level that may be reached
(Do not change nb of max level = 5, it may cause troubles)

AMyself
Note 
Cost transport of supply (for each unit type) and production points by convoys


AMyself
Note 
Needed cost to upkeep units
(cost of unit to be supported and maintained) = cost to maintain the unit in "good conditions" during war

AMyself
Note 
*How convoys may be intercepted (depending of chances, size of convoy, formation of interceptor, etc)

*Minimal/maximal number of Seat transport point that may be destroyed (for each naval unit type)

Codes :
UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft  


consts
MaximalDestroyedSTPUnitType40 = 3
MinimalDestroyedSTPUnitType4l =0
MaximalDestroyedSTPUnitType4l = 1
MinimalDestroyedSTPUnitType42 = 0
MaximalDestroyedSTPUnitType42 = 2
MinimalDestroyedSTPUnItType43 = 1
MaximalDestroyedSTPUnIitType43 = 3
MinimalDestroyedSTPUnitType44 = 0
MaximalDestroyedSTPUnIitType44 = 0
MinimalDestroyedSTPUnIitType45 = 0
MaximalDestroyedSTPUnIitType45 =0

[StrategicBombardment] @
IndustryDamageOfPPForDiceRolls = 1;2;3;4;5;6
BomberModifierOnLevels = 100;125;150;175;200
StrengthLostPercentageForDiceRolls = 1;2;3;5;6;7

[NavalBattle] @

EngagementChance = 30
ChanceForTurns = 80;75;50;20;5

[AirUnitsStrategicMovement]
CostUnitType20 = 8 @
CostUnitType21 = 10
CostUnitType22 = 15
MinimumSupplyUnitType20 = 0
MinimumSupplyUnitType21 = 0
MinimumSupplyUnitType22 = 0

[ShoreBombardment] @

StrengthLossesByUnitType4xForDiceRolls = 0.2;0.35;0.5;0.65;0.80;0.95
StrengthLossesByUnitType42ForDiceRolls = 0.1;0.175;0.25;0.325;0.4;0.475
EffectivenessReduction = 5

EffectivityModifierOnLevels = 40;55;70;90;115

[AirstrikeConsideredEffective]
StrengthAndLevel = 0.7 @

[CarrierRecon]
MaximumAberration = 50

[PortStrike]
AttackersAirTechLevelMultiplier = 20
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AMyself
Note 
How works strategic bombing

* Damages in PP for each dice rolls
* Efficacity of bombing (depending tech level)
* Strengh losses inflicted to bombers by AA weapons
 


AMyself
Note 
How work naval battles

The naval battle can lasts up to five turns, those values says what is the chance for number of turns 


AMyself
Note 
*Cost of strategic move for air units (depending of unit types) = in terms of strategic move points

*Minimum needed supply to allow strategic move for air units

Codes :
UnitType20 is fighter UnitType21 is Tactical UnitType22 is Strategic 


AMyself
Note 
Losses inflicted by naval unit doing shore bombardment.  
Modifiers : how much effectiveness will be reduced to the target unit for each strength point of naval units multiplied by the effectivityModifierOnLevels 


 


AMyself
Note 
The higher this number is, the less airstrike are performed 

AMyself
Note 
% of errors in carriers reco operations

AMyself
Note 
How work attacks on ports by air
(effects depending of air tech level, chance,etc)

HpForEveryOneHp =  how many attack chances there are for every hp of attacking unit 
(hp = hit points)


consts
DefendersLandTechLevelMultiplier = 12
ChanceToHitVisibleVessel = 4
ChanceToHitNotVisibleVessel = 2
HpForEveryOneHp = 5
StrategicBombersAccuracy = 50

[SeaZoneStrike] @
ChanceForDoubleLosses = 15
ChanceForDestroying = 7

[AdditionalOperationalStageForAl]
MaximumbDistanceOfCity = 5 @

[AirUnitsRebase]

SupplyToRebaseUnitType20 = 15
SupplyToRebaseUnitType2l = 15
SupplyToRebaseUnitType22 = 15

[CRTDefenderLossesInLandCombatForDiceRolls]
Odds1tol = 5;10;15;20;25;30

Odds2tol = 10;20;30;40;50;60 @
Odds3tol = 20;30;40;50;60;70

Odds4tol = 30;40;50;60;70;80

Odds5tol = 40;50;60;70;80;90

Odds6tol = 50;60;70;80;90;100

Odds7tol = 60;70;80;90;100;100

[CRTAttackerLossesInLandCombatForDiceRolls]
Oddsl1tol =1.2;1.4;1.6;1.8;2;2.2

Odds2tol = 0.6;0.7;0.8;0.9;1;1.1

Odds3tol = 0.3;0.35;0.4;0.45;0.5;0.55

Odds4tol = 0.2;0.25;0.3;0.35;0.4;0.45

Odds5tol = 0.05;0.1;0.15;0.2;0.25;0.3

Odds6tol = 0.025;0.05;0.1;0.15;0.2;0.25
Odds7tol = 0.0125;0;0.05;0.1;0.15;0.2

[CRTDefenderLossesInAirCombatForDiceRolls]
Column-4 = 0;0;0;0;0;0
Column-3 = 0;0;0;0;0;1
Column-2 = 0;0;0;0;1;1
Column-1 =0;0;0;1;1;:1
Column0 = 0;0;0;1;1;2
Columnl =0;0;1;1;1;2
Column2 =0;1;1;1;1;2
Column3=1;1;1;1;1;2
Column4 =1;1;1;1;2;2

Page 15


AMyself
Note 
How works combat/strike in naval zones

AMyself
Note 
Concerning the chances for double losses or chances for destroying ships
(in case of Air strike in a sea zone)


AMyself
Note 
Supply level needed to rebase air units

Codes :
UnitType20 is fighter UnitType21 is Tactical UnitType22 is Strategic 



AMyself
Note 
All the following : CRT =Combat result table

For :
*Land combat (land vs land)
*Air combat (air vs air)
*Air strike (air vs land)

Note : every country is using it's consts.ini, however it is suggested to keep things like CRT, similar in all files (or not to change them at all). 



consts
[CRTAttackerLossesInAirCombatForDiceRolls]
Column-4 =1;1;1;1;0;0
Column-3=1;1;1;0;0;0
Column-2 =1;1;1;0;0;0
Column-1=1;1;1;0;0;0
Column0 = 1;1;0;0;0;0
Columnl =1;1;0;0;0;0
Column2 =1;1;0;0;0;0
Column3 =1;1;0;0;0;0
Column4 = 1;0;0;0;0;0

[CRTInAIrStrikeForDiceRolls]

DefenderLosses = 0.1;0.2;0.3;0.4;0.5;0.6
AttackerLossesColumnl = 0;0;1;1;1;1
AttackerLossesColumn2 = 0;0;0;0;1;1
AttackerLossesColumn3 = 0;0;0;0;0;0
AttackerLossesColumn4 = 0;0;0;0;0;0
AttackerLossesColumn5 = 0;0;0;0;0;0
DefenderEffectivenessLossesColumnl = 1;2:4;6;8;10
DefenderEffectivenessLossesColumn2 = 2;4:6;8;10;15
DefenderEffectivenessLossesColumn3 = 4:6;8;10;15;20
DefenderEffectivenessLossesColumn4 = 6;8;10;15;20;30
DefenderEffectivenessLossesColumn5 = 8;10;15;20;30;40
FortsOrDigModifier = -3

[UnitExperience] [375_]
Land_PointsForCombat =
Air_PointsForAirCombat = 1
Air_PointsForAirStrike = 1
Air_PointsForStratBombing = 1
Air_PointsForinterception = 1
ExpCostForOneReinforcementPoint_Land = 1
ExpCostForOneReinforcementPoint_Air =1
ExpCostForOneReinforcementPoint_Sea = 1

[Diplomacy] @
DelayWarEntryModifierForDemoCrasiesAndProallies = 0.1
DelayWarEntryModifierForProaxisAndProcommies = 0.6
DelayWarEntryModifierForRegimes = 1.5
DelayWarEntryNumberOfDices = 1
DelayWarEntrySidesOfDice = 30

DelayWarEntryAdd = 10
HasteWarEntryModifierForDemoCrasiesAndProallies = 0.1
HasteWarEntryModifierForProaxisAndProcommies = 0.6
HasteWarEntryModifierForRegimes = 1.5
HasteWarEntryNumberOfDices = 1
HasteWarEntrySidesOfDice = 30

HasteWarEntryAdd = 10

ElectionsNumberOfDices =5
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AMyself
Note 
* How units get experience in combats   (air combats or land combats)

* How unit lose exp when get reinforcements (new inexperimented troops)

AMyself
Note 
To set how diplomacy works and how countries may enter at war  with delay or haste


consts
ElectionsSidesOfDice = 6 @
ElectionsAdd = 10
OrientationChangeEntryDropdownNumberOfDices = 5
OrientationChangeEntryDropdownSidesOfDice = 6
OrientationChangeEntryDropdownAdd = 20
OrientationChangeSocialUnrestNumberOfDices = 5
OrientationChangeSocialUnrestSidesOfDice = 6
OrientationChangeSocialUnrestAdd = 0
OrientationNotChangeSocialUnrestNumberOfDices = 2
OrientationNotChangeSocialUnrestSidesOfDice = 6
OrientationNotChangeSocialUnrestAdd = 0

[WarDeclarationCost]
CominternLeaderOnLeaderOfComintern = -1
CominternLeaderOnLeaderOfAxis = 0
CominternLeaderOnLeaderOfAllies =0
CominternLeaderOnNeutralWithCommieOrProcommie = -1
CominternLeaderOnNeutralWithNationalistOrProaxis = 0
CominternLeaderOnNeutralWithDemocracyOrProallied = 0
AxisLeaderOnLeaderOfComintern = 0
AxisLeaderOnLeaderOfAxis = -1
AxisLeaderOnLeaderOfAllies = 0
AxisLeaderOnNeutralWithCommieOrProcommie = 0
AxisLeaderOnNeutralWithNationalistOrProaxis = -1
AxisLeaderOnNeutralWithDemocracyOrProallied = 0
AlliesLeaderOnLeaderOfComintern = 100
AlliesLeaderOnLeaderOfAxis = 75
AlliesLeaderOnLeaderOfAllies = -1
AlliesLeaderOnNeutralWithCommieOrProcommie = 100
AlliesLeaderOnNeutralWithNationalistOrProaxis = 50
AlliesLeaderOnNeutralWithDemocracyOrProallied = -1
CominternMemberOnLeaderOfComintern = -1
CominternMemberOnLeaderOfAxis = 200
CominternMemberOnLeaderOfAllies = 200
CominternMemberOnNeutralWithCommieOrProcommie = -1
CominternMemberOnNeutralWithNationalistOrProaxis = 100
CominternMemberOnNeutralWithDemocracyOrProallied = 100
AxisMemberOnLeaderOfComintern = 200
AxisMemberOnLeaderOfAxis = -1
AxisMemberOnLeaderOfAllies = 200
AxisMemberOnNeutralWithCommieOrProcommie = 100
AxisMemberOnNeutralWithNationalistOrProaxis = -1
AxisMemberOnNeutralWithDemocracyOrProallied = 50
AlliesMemberOnLeaderOfComintern = 200
AlliesMemberOnLeaderOfAxis = 200
AlliesMemberOnLeaderOfAllies = -1
AlliesMemberOnNeutralWithCommieOrProcommie = 100
AlliesMemberOnNeutralWithNationalistOrProaxis = 100
AlliesMemberOnNeutralWithDemocracyOrProallied = -1
NeutralCommieOnLeaderOfComintern = -1

Page 17


AMyself
Note 
Costs of declarations of war between the different countries and alliances

AMyself
Note 
How works "interior politic" in countries
(How may change the social unrest and the political orientation entry)
 


consts
NeutralCommieOnLeaderOfAxis = 50
NeutralCommieOnLeaderOfAllies = 50
NeutralCommieOnNeutralWithCommieOrProcommie = -1
NeutralCommieOnNeutralWithNationalistOrProaxis = 25
NeutralCommieOnNeutralWithDemocracyOrProallied = 25
NeutralNationalistOnLeaderOfComintern = 50
NeutralNationalistOnLeaderOfAxis = -1
NeutralNationalistOnLeaderOfAllies = 50
NeutralNationalistOnNeutralWithCommieOrProcommie = 25
NeutralNationalistOnNeutralWithNationalistOrProaxis = -1
NeutralNationalistOnNeutralWithDemocracyOrProallied = 25
NeutralDemocracyOnLeaderOfComintern = 150
NeutralDemocracyOnLeaderOfAxis = 150
NeutralDemocracyOnLeaderOfAllies = -1
NeutralDemocracyOnNeutralWithCommieOrProcommie = 100
NeutralDemocracyOnNeutralWithNationalistOrProaxis = 100
NeutralDemocracyOnNeutralWithDemocracyOrProallied = -1

[RiseOfSocialUnrestAfterWarDeclaration]
CominternLeaderOnLeaderOfComintern = -1
CominternLeaderOnLeaderOfAxis = 20
CominternLeaderOnLeaderOfAllies = 50
CominternLeaderOnNeutralWithCommieOrProcommie = -1
CominternLeaderOnNeutralWithNationalistOrProaxis = 0
CominternLeaderOnNeutralWithDemocracyOrProallied = 0
AxisLeaderOnLeaderOfComintern = 0
AxisLeaderOnLeaderOfAxis = -1
AxisLeaderOnLeaderOfAllies = 10
AxisLeaderOnNeutralWithCommieOrProcommie = 0
AxisLeaderOnNeutralWithNationalistOrProaxis = -1
AxisLeaderOnNeutralWithDemocracyOrProallied = 0
AlliesLeaderOnLeaderOfComintern = 50
AlliesLeaderOnLeaderOfAxis = 35
AlliesLeaderOnLeaderOfAllies = -1
AlliesLeaderOnNeutralWithCommieOrProcommie = 20
AlliesLeaderOnNeutralWithNationalistOrProaxis = 10
AlliesLeaderOnNeutralWithDemocracyOrProallied = -1
CominternMemberOnLeaderOfComintern = -1
CominternMemberOnLeaderOfAxis = 0
CominternMemberOnLeaderOfAllies = 20
CominternMemberOnNeutralWithCommieOrProcommie = -1
CominternMemberOnNeutralWithNationalistOrProaxis = 0
CominternMemberOnNeutralWithDemocracyOrProallied = 30
AxisMemberOnLeaderOfComintern = 40
AxisMemberOnLeaderOfAxis = -1
AxisMemberOnLeaderOfAllies = 40
AxisMemberOnNeutralWithCommieOrProcommie = 0
AxisMemberOnNeutralWithNationalistOrProaxis = -1
AxisMemberOnNeutralWithDemocracyOrProallied = 5
AlliesMemberOnLeaderOfComintern = 70
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AMyself
Note 
Special rise value (increase) of the social unrest in countries after declaration of war (in the country that declares the war, not in the country that "receives" the DOW)

(effect of declaration of war on the social unrest)

 



consts
AlliesMemberOnLeaderOfAxis = 60
AlliesMemberOnLeaderOfAllies = -1
AlliesMemberOnNeutralWithCommieOrProcommie = 25
AlliesMemberOnNeutralWithNationalistOrProaxis = 15
AlliesMemberOnNeutralWithDemocracyOrProallied = -1
NeutralCommieOnLeaderOfComintern = -1
NeutralCommieOnLeaderOfAxis = 30
NeutralCommieOnLeaderOfAllies = 40
NeutralCommieOnNeutralWithCommieOrProcommie = -1
NeutralCommieOnNeutralWithNationalistOrProaxis = 15
NeutralCommieOnNeutralWithDemocracyOrProallied = 25
NeutralNationalistOnLeaderOfComintern = 10
NeutralNationalistOnLeaderOfAxis = -1
NeutralNationalistOnLeaderOfAllies = 25
NeutralNationalistOnNeutralWithCommieOrProcommie = 5
NeutralNationalistOnNeutralWithNationalistOrProaxis = -1
NeutralNationalistOnNeutralWithDemocracyOrProallied = 10
NeutralDemocracyOnLeaderOfComintern = 70
NeutralDemocracyOnLeaderOfAxis = 4
NeutralDemocracyOnLeaderOfAllies = -1
NeutralDemocracyOnNeutralWithCommieOrProcommie = 30
NeutralDemocracyOnNeutralWithNationalistOrProaxis = 30
NeutralDemocracyOnNeutralWithDemocracyOrProallied = -1

[ExertPressure] E]
NumberOfDices = 1

SidesOfDice = 30

Add =20
SuccessModifierForNonFirm = 1
SuccessModifierForFirm = 0.5
SuccessModifierForDifferent = 1.5

[CoupDEtat]

ModifierForTargetWithFirm = 0.6 @
ModifierForTargetWithNonFirm = 0.8

CostModifier = 2.5
PoliticalStrenghtinTargetGrowthinCaseOfFail = 10
PoliticalStrenghtininitiatorinCaseOfFail = 5
GrowthOfAlianceEntrylnCaseOfFailNumberOfDices = 5
GrowthOfAlianceEntrylnCaseOfFailSidesOfDice = 6
GrowthOfAlianceEntrylnCaseOfFailAdd = 0
LossOfAlianceEntryInCaseOfFailNumberOfDices = 6
LossOfAlianceEntryInCaseOfFailSidesOfDice = 8
LossOfAlianceEntryInCaseOfFailAdd = 0

[PossibleUnitUpgrade_Land] @
UnitTypeO = 0;1;1;0;0;0;1
UnitTypel = 0;0;0;1;0;0;0
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AMyself
Note 
How work diplomatic pressure on neutral countries

 

AMyself
Note 
How work some political orientation changes

AMyself
Note 
Describe how land unit can be upgraded/changed into other type of units : each column correspond to a unit type and there are 6 unit types.

(exemple : inf div can be upgraded to inf corps, mot div and para div , etc)

Exemple  :  
UnitType0 = 0;1;1;0;0;0;1
means that unit type 0 may be changed in type 1, 2 and 6, but may not be changed in type 0,3,4 or 5

0 means : "may not be changed in"
1 means : "may be changed in"

Codes unit types :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType6 is para div 



consts
UnitType2 = 0;0;0;1;1,0;0
UnitType3 = 0;0;0;0;0;1;0
UnitType4 = 0;0;0;0;0;1;0
UnitType5 = 0;0;0;0;0;0;0
UnitType6 = 0;1;1,0;0;0;0

[SpecialNavalUnitTypes] @
HP_Light_carrier = 6
HP_Escort_carrier = 4
HP_Fleet_carrier = 12
HP_Small_battleship = 4
HP_Battlecruiser = 6
HP_Super_battleship = 10
HP_Heavy_cruiser = 6
HP_Light_cruiser = 3
HP_Auxiliary _cruiser = 2
HP_Coastal submarine = 1
HP_Long_range_submarine = 3
CostMod_Light_carrier = 0.6
CostMod_Escort_carrier = 0.3
CostMod_Fleet_carrier = 1.5
CostMod_Small_battleship = 0.5
CostMod_Battlecruiser = 0.75
CostMod_Super_battleship = 1.5
CostMod_Heavy_cruiser = 1.5
CostMod_Light_cruiser = 0.5
CostMod_ Auxiliary_cruiser = 0.4
CostMod_Coastal_submarine = 0.4
CostMod_Long_range_submarine = 2

[UnitComposition]

UnitTypeO_Levell = 17000;0;70;0;0
UnitTypeO_Level2 = 17500;0;75;0;0
UnitTypeO_Level3 = 16000;0;94,4;0
UnitTypeO_Level4 = 14000;0;110;4;0
UnitTypeO_Level5 = 14000;0;115;12;0
UnitTypel Levell = 59500;0;245;0;0
UnitTypel Level2 = 61250;0;264;0;0
UnitTypel Level3 =56000;0;329;14;0
UnitTypel Level4 = 49000;0;385;14;0
UnitTypel Level5 = 49000;0;406;42;0
UnitType2_Levell = 14000;0;98;12;0
UnitType2_Level2 = 14000;0;115;24;0
UnitType2_Level3 = 13000;0;120;40;0
UnitType2_Level4 = 12000;4;140;60;0
UnitType2_Level5 = 13000;4;136;80;0
UnitType3 _Levell = 49000;0;343;42;0
UnitType3 Level2 = 49000;0;405;84;0
UnitType3_Level3 = 45500;0;420;140;0
UnitType3_Level4 = 42000;14;490;210;0
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AMyself
Note 
* Strenghs of special naval units types

* Cost modifier to build these special units (in regard of the basic cost for "normal units")

AMyself
Note 
Composition of units at different levels
 
column1= soldiers (troops or personnels)
column 2= tanks
column 3= arty
column 4= AFV (armored fighting veh, including APC :armored personnel carriers : light armored veh, halfstracks,etc)
column 5= planes


Codes unit types :
UnitType0 = infantry div UnitType1 is Infantry corp UnitType2 is mech div UnitType3 is Mech corp UnitType4 is panzer div UnitType5 is Panzer corp UnitType5 is para div UnitType20 is fighter UnitType21 is Tactical UnitType22 is Strategic UnitType40 is Carrier UnitType41 is Battleship UnitType42 is Cruiser UnitType43 is Submarine UnitType44 is Transport UnitType45 is Amphibious Craft 



consts
UnitType3_Level5 = 45500;14,;476;280;0
UnitType4 Levell = 12000;120;74;12;0
UnitType4 Level2 = 15000;300;85;24,0
UnitType4 Level3 = 14500;260;89;60;0
UnitType4d Leveld = 13240;240;95;64;0
UnitType4_Level5 = 13000;240;80;120;0
UnitType5 Levell = 42000;300;259;42;0
UnitType5_Level2 = 52500;750;298;84;0
UnitType5_Level3 = 50750;650;312;210;0
UnitType5_Level4 = 46400;600;334;224;0
UnitType5_Level5 = 45500;600;280;420;0
UnitType6_Levell = 12000;0;48;0;0
UnitType6_Level2 = 12000;0;48;0;0
UnitType6_Level3 = 11500;0;56;4;0
UnitType6_Level4 = 11500;0;56;8;0
UnitType6_Level5 = 11000;0;64;12;0
UnitType20_Levell = 250;0;0;0;250
UnitType20_Level2 = 250;0;0;0;250
UnitType20_Level3 = 250;0;0;0;250
UnitType20_Level4 = 250;0;0;0;250
UnitType20_Level5 = 250;0;0;0;250
UnitType21 Levell = 500;0;0;0;250
UnitType21 Level2 = 500;0;0;0;250
UnitType21 Level3 = 500;0;0;0;250
UnitType21 Level4 = 500;0;0;0;250
UnitType21 Level5 = 500;0;0;0;250
UnitType22_Levell = 2500;0;0;0;250
UnitType22_ Level2 = 2500;0;0;0;250
UnitType22_Level3 = 2500;0;0;0;250
UnitType22_Level4 = 2500;0;0;0;250
UnitType22_Level5 = 2500;0;0;0;250
KiIIedPartOnStrengthDecrease:O.3;0.5;O.5;0.5;(@

[Railroads]
MaxRepairTimeAfterOwnerChange = 3
RepairChanceForWeather = 90;35;50

[RailroadSupply]
SupplyPartWithNoRailroadLandConnectionWithMSS = 0.66

[NavalUnit_TimeOnSeaPenalties]
TurnsWithoutPenalty InRegularFleet = 10
TurnsWithoutPenalty InRaiderFleet = 20
DetectingAbilityPenalty = 0.5
HitChancelnSeaBattlePenalty = 0.5

[UnitUpgrade]
CostModifierOfTypeUpgrade=0.6 @
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AMyself
Note 
 How many soldiers/tanks etc will be considered as dead or destroyed when the unit is loosing strength points 


AMyself
Note 
How railroads may be repaired (automatically, no special action needed)

* Duration of repairing work (in turns)
* Repair chance (% depending of weather in the concerned hex, in this order : good, snow, mud)

AMyself
Note 
% of supply allowed if not transported by railroad

Exemple : 0.66 means that only 66% supply will be provided (100% would habe been provided if this supply would have been transported by railroad)

AMyself
Note 
How many times fleet may stay at sea without suffer any penalty (depending of fleet formation)

Describe the applied penalties to naval units for "sea time"

AMyself
Note 
costmodifierOfTypeUpgrade= Cost   to upgrade type of units  

See also page 10
UpgradeCostModifier (this is cost of upgrading level for units)



consts

[NavalUnit_DistanceFromPortPenalties] @
DistanceWithoutPenalty InRegularFleet=1
DistanceWithoutPenalty InRaiderFleet=2
DetectingAbilityPenaltyPerSeaZzone=0.1
HitChancelnSeaBattlePenaltyPerSeaZone=0.1

[SupplyFromBombers] @
MaxValue = 20

ChanceOfSupplyForBomberStrengthPoint = 10
SupplyPerBomberStrengthPoint = 1

[UnitSplitting]
FreezeTimeModifierAfterUnitSplit_Land = 0.67
CostModifierOfUnitSplit_Land = 0.67 @

[Interception]
AirFighterinterceptionThreshold = 5

=
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AMyself
Note 
How distance from port causes penalty to fleets (depending of formation, etc)

Distance : provided in naval zones
(i.e : 2 means  "distance from port" = 2 naval zones)

AMyself
Note 
How bombers may provide air supply

* Max provided supply value 
Chance to give supply by air (for each strengh point of bomber)
* Amount of given supply (per bomber strengh point)

AMyself
Note 
* Time unit must wait as "froozen" after spliting (time for reorganization, etc)

* Cost for unit split

AMyself
Note 
This = What is the minimum strength of air units to try to intercept enemy 




