
A Layman’s Guide to “Successfully” Editing the MWiF Game File
(part 2)



This is probably the most 
frustration aspects of MWiF and 
it happens to us all, a lot!

We optimize our convoy lines 
using the minimum number of 
CPs to convoy our resources only 
to discover resources that are 
idle which shouldn’t be!

In this example, it’s the two oil 
resource points located in 
Palembang, Netherlands East 
Indies.

These two oil RPs should be 
making their way through the 
South China Sea to Singapore 
and then saved.  But they’re not!

First, let’s figure out why not.  
And, then see if we can “correct” 
this irritating situation.



The cause is two Malaysian RPs 
beginning convoyed to factories in 
Great Britain.  These two RPs 
instead of starting their seaward 
journey in the Bay of Bengal 
decided on starting it in the South 
China Sea.

This slight detour unnecessarily 
uses up 2 allied CP’s in the South 
China Sea.  The very same 2 CP’s 
that were designated to carry the 
two NEI oil points through the 
South China Sea to Singapore.

When can fiddle with our convoy 
lines for hours and still not solve 
this.

Or, as I prefer we can spend five 
minutes editing the game file to 
“work around” this issue and 
move on with our game.  



Encoded hex location = 110 x 512 + 137 = 56457

My 5-minute work around for this “feature” is to create two “virtual” CP’s and place them in the 0-box of the South 
China Sea to compensate for MWiF’s refusal to stop unnecessarily using the “actual” two CP’s I’ve put there.  Creating 
these CP’s will require that a CP in this sea area already exists, which one does.   Also, some bookkeeping on my end is 
required to either destroy or move the virtual CP’s when they are no longer needed.  That is, when actual CP’s are 
either destroyed, forced to abort or voluntarily move out of the area, we must account for this by appropriately 
removing or reducing the virtual CP’s we create.



USR(8)

USR(8) = encoded hex location

Country id* (201 = CW), (Naval) Unit Code** (51=CP), Production Year (1936)

*   Player’s Manual, Vol. 2,  p. 202    
** Player’s Manual, Vol. 2,  p. 205

Country id* (80 = France)

Strength of CP (i.e., 1 CP)

Strength of CP (i.e., 1 CP)

First, let’s find a CP in our game file that we can modified (i.e., increase) to make 
our needed virtual CP’s.   There are two such actual CP’s, one CW and one 
French and both of strength 1.  I decide to create our 2 needed virtual CP’s by 
increasing the strength of the CW CP from 1 to 3 as shown in the next chart.



CW CP increased from 1 to 3.



2 Conveyed RP’s unnecessarily going through 
the South China Sea and using 2 extra CP’s 
needed to route 2 oil RPs to Singapore.

2 Virtual CW CP’s created to compensate for 
this inefficiency and get the 2 oil RP’s to 
Singapore .



Managing the “virtual” CP’s can be as straightforward as “splitting” 
them off and moving them to an obscure sea area when not needed. 

Virtual CP’s

Encoded hex location for Ross Sea, allied 
sea box 0 is 182 x 512 + 244 = 93428



Virtual CP’s

Virtual CP’s Managed and Stored Away in the Ross Sea Until Needed Again



Slides in the Works




