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Installation: Unzip the file to any directory you like.  Same with the tag removal program.

This program will advance your wingmen in CFS2 from whatever their current experience level is, up the steps from Rookie to Veteran to Ace.  This is a cooperative project between Aviar and PCH, to enhance some functionality in CFS2 that is not currently present.

At the start of a new campaign and all replacements thereafter, all your squadron pilots will arrive with a random skill value. This means that new pilots can actually arrive with Veteran or Ace skill levels. You will have the option to reset these new pilot's skill levels to 'Rookie' (3rd checkbox). 

This programs defaults are 0-1 Bombers or Fighters shot down, the Wingman is a Rookie.  When the Wingman has 2-4 kills, it advances from Rookie to Veteran.  When the wingman has a total of 5 kills, they can be promoted to Ace in future missions within the campaign. You can change the number of kills required to become a Veteran or Ace (on the main program selections screen, always insure Veteran requirements are less than Ace). You also have the option to include ground kills to be counted as a 'kill' (1st checkbox). NOTE: 

 You must manually run this program, as it is not triggerable by any automated process we know of within CFS2. 

Note: I did encounter some momentary graphics issues if I windowed from CFS2 (while in a campaign) to this program, ran it then returned to CFS2.  You may have to ‘back out’ of the campaign and return to restore proper display in CFS2 as I did.

This program automatically creates a file in the CFS2 installation directory called AIProm.ini.  This file is used to retain your ‘last run’ settings.  Whatever you selected (either by the screen, or the program required because of one option you selected), the previous run selections will automatically be loaded into the screen each run.    Once you have made your selection(s), click on the continue button to update your campaigns.

The source files checked and updated as needed are located in the PilotLog sub-directory in CFS2.  The actual files checked and updated all have the .log extension on them.  If a file is changed, the files are backed up to the sub-directory BUB4Prom in the main CFS2 directory prior to updating.

***Instructions For Updating Your Wingmen***

Your Wingmen's skill levels are not automatically updated. You will need to run the program every time you want to update. This should take about 15 seconds and you will not need to quit out of CFS2.

After a mission, you will eventually end up on the Squadron screen. At this point, your wingmen's skill levels may not be up to date. (This will depend on whether or not they just got some kill(s) or replacement pilot(s) have arrived). If either of these examples have occurred, you should update their skill levels.

From the Squadron screen, click on the 'Next' button. This will take you to the Briefing screen. The 

Briefing screen must have appeared before activating this program. In other words, the player must be on the Briefing screen. Now, minimize the game to your desktop (middle button, upper right). Run the program. Re-size the game. Click the 'arrow' button to go back to the Squadron screen. All the pilot skills should now be updated, including the replacement pilots.

*The program will NOT update correctly from the Squadron screen. The player MUST be on the Briefing screen. This is the only way the program can trigger the update to include ‘All’ Wingmen, including replacements for dead, previous wingmen.

***Main Program Selections Screen***
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When you run the program, it displays the values it will use to promote Wingmen based on your last selection.  Insure that you only enter numeric values.  Unfortunately some special characters can make it through the checks and the program will run with unknown results.  

1)            * Check the 1st box to use only Fighter and Bomber kills in your Skills computations. Uncheck it to use Fighter, Bomber  AND  Ground Kills.  If a Wingman qualifies for a new level, they are advanced.  If a Wingman is already set to that or higher level, they are not demoted to a lower level, unless you also check the 3rd box (Reset AI Skills).

2)             *Check the 2nd box to ‘Add/Update Current Skills Tag’. This will preface the Wingmen names with either (R), (V) or (A) depending on whether the Wingman qualifies as a Rookie, Veteran or Ace. With this setting, you will be able to see the actual skill level of each individual wingman on the Squadron screen. Default is to use the Original/Current Skill Level associated with the Wingman (regardless of kills).

3)             *Check the 3rd box to ‘Reset Wingmen Skill Label’. This will cause all Wingmen Skill levels in all your campaigns to be recomputed to whatever the current kill count is (either Fighter/Bomber or Fighter/Bomber/Ground Kills depending upon which option you select on the first checkbox).  It removes any current Skill Level associated with all the Wingmen and promotes them to the level associated with their actual kill count. In other words, a new pilot with a 'Veteran' or 'Ace' skill level will be set to 'Rookie', since they have no kills yet.  Selecting this checkbox automatically selects the ‘Add/Update Current Skill Tag’ when the program runs, regardless of whether you checked that box or not.

Click on the ‘Continue’ button once you have made your selections, it then goes through all the campaign files for your Wingmen and depending on the options you have selected, it will promote the Wingman if they qualify for a promotion in skill level.

The program will not lower the level on a Wingman, unless that option is selected.  If a Wingman is defined as an Ace in a Campaign but qualifies as a Veteran based on this programs kill info, it will not be lowered from Ace to Veteran, unless you have selected the ‘Reset Skills Label’ box (3rd checkbox).

If you add the ‘Skills Tag’ (2d checkbox) to a Wingman’s name, that’s a one-way addition.  Unchecking the box will not remove the tag.  When checking  your list of wingmen on the Squadron screen, you will see prefaced to their name (R) for Rookie, (V) for veteran and (A) for Ace.

Note: The program only works with those wingmen that are defined in the pilots log files.  If they are a replacement or in some way connected to a campaign but entries are not placed in that file, then the program will not be able to maintain those wingmen.

Tag removal program: The second Wingman program is a Tag Remover.  If you don’t like the tags on your wingmen, run the 2d one and it will take them off.  No other changes will be make to the wingmen.

Legal Stuff:

This is freeware. You are welcome to use it, but we retain all rights to this program.  You’re welcome to share it with others, just include this document and don’t charge for it.  Don’t think about including this program in a commercial product without our permission.  If you want to make it available from a website, do us the courtesy of letting us know where and by whom.  Hopefully we  have caught every bug, but you never know and it’s not good to any old/bad versions floating around if at all possible.

The program has been tested as best we could.  It were created on a Windows 98 PC and tested as extensively as possible.  We’ve tried to anticipate all problems that might occur, but obviously we don’t know what everyone has configured on their computer.  You assume the responsibility and liability of using this program.  We don’t know of any problems with this program interfering with any other program or system, or any issues other than what’s already been stated.  Like any new program you receive, before running it you should check for possible computer virus and have a good backup of your files before running the new program.  I don’t expect a problem, but that’s just good computer sense.

All that being said, hope you enjoy it.  It was written to solve a problem and hopely it can help you solve any you might encounter.  

Happy Flying.
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