
A Layman’s Guide to “Successfully” Editing the MWiF Game File
(part 1)



MWiF Game File
• Comma delimited text file
• Edited using any text editor (e.g., Notepad)
• .GAM file extension



• MWiF game files must end with .GAM
• Notepad appends .txt to the end of the filename unless 

filename is enclosed in double quotes (“ ”)
• *.GAM.txt filename extension will NOT work with MWiF

Wrong way to save 
an edited game file 

Correct way to save 
an edited game file 



• MWiF version number 2.2.7
• Within compatibility limits,  this number can be changed to work with earlier version (e.g., 2.2.5)



• French NAV at Oran [74,23]
• Move to allied sea box 3 in Western Med [70,31]
• Unit [x,y] coordinates stored as 512x + y
• [74,23] => 37911 & [70,31] => 35871



Unit Status Record (USR).

• USR(8) => 8th field of the Unit Status Record is the “encoded” position of the unit
• x = floor(37911/512) = 74
• y = 37911 – 512x = 23

• USR(4) => Unit ID = 1060
• USR(5) => Unit Status; disorganized (5119), Not disorganized (1023)
• USR(13) => movement status; can move (224)
• USR(14) => for units at sea; return to base (0 or 1), stay at sea (2)

8 134 5 14



French NAV successfully moved from Oran to box 3 of the Western Med by changing value of USR(8) from 37911 to 35871



Also, French Nav was disorganized by changing  the value of USR(5) from 1023 to 5119.



Objective: Increase the number of saved BP’s by the French to 4 (i.e., by 3).

Why: To compensate the French for MWiF convoy route inefficiencies resulting in the loss of 3 BPs.



BP Encoded Hex Location
56 x 512 + 25 = 28697



8th col 12th col

12th Col = # BPs (RPs) x 256 12th Col = 4 BPs x 256 = 1024





It happens to us all.  We take losses to our CP line 
and then replace those losses at some point in 
the turn and go on thinking all is fine.   After the 
turn ends and during the return to base we get a 
nasty surprise.  We “forgot” to return the 
surviving CPs back to sentry meaning that they’re 
marked for return to base and that our convoy 
lines and production are going to be seriously 
degraded.

In this example, we have 7 CPs in the North 
Atlantic.  During the turn, 3 of the 7 CPs were 
either destroyed or forced to aborted by the axis 
leaving 4 of the original CW CPs at sea.  We then 
“replace” the lost 3 CPs but we “forgot” to put 
the surviving 4 CPs back on sentry.

Is there anything we can do to correct this short 
of “going back” to the CW stay at sea phase and 
spending 30-minutes to an hour redoing all this?

Of course there is!



CP Encoded Hex Location
62 x 512 + 350 = 32094



8 14Unit Status Record (USR)

USR(8) = encoded unit position
USR(14) = stay at sea flag

0 or 1, return to base
2,     stay at sea

USR (14) = {

CP Value



“Oversight” corrected in 5-minutes 
and production catastrophe avoided!



For good measure the 4 & 3 CPs 
were merged, which put all 7 CPs 
back on sentry indicated by the pink 
dot (upper left of counter) versus the 
purple dot which usually indicates a 
ship staying at sea.


