This zip file is a compilation of modifications to the existing CC3 files as provided by Atomic.  This read me would detail specifically what has changed in files as well as any special rules of use.  Unzip them into a temporary directory.  Make a copy of the files in the data/base subdirectory of the CC3 games folder under "program files".  To install these, simply copy them into the data/base subdirectory.   And Enjoy.  If for some reason you have a problem, simply copy your original files back to where they came from and things will be back to normal.  The most common error, if experienced, will be the game not getting past the table load as it initially boots.  Other errors are less visible and those are certainly the ones we need your feedback on so we can address them.

Known Table Limits: GETeams.txt 250 rows, Weapons.txt 128 rows, Vehicles.txt 121 rows.

Version 08/05/99 – Known issues that needed adjusting – NOTE: There will be no more adjustments to these files any more.  We need to have a final version to exist now for a time.  This is it.  Contact me if you should find nits, but they won’t go in til after Christmas 2000.

· A discovery was made on how to resolve the problem with the AT guns forever laying in ambush even when firing, yet not being seen ever by the player.  Basically it works like this.  We have to change a characteristic on the vehicle (the gun) to remove the “camoflage” that hides AT guns forever.  This was done by changing the vehicle type in vehicles.txt from gun to truck.  Trucks are not used in CC3 but for some reason the developer left the value working.  What this does is provide the ability to keep the gun as a soft target, thereby allowing infantry to shoot at it, along with keeping the movement characteristic as wheeled.  We set the size of AT guns back to correct values and it seems to work.   Thanks Cappy for the idea.

· Reduced the base accuracy for HE rounds to 50% for all guns where the base accuracy for HE rounds was greater than 50%.

Version 7/30/99 - Known issues that needed adjusting

· Reduced the HE kill factor of all guns by 33%.

· Increased the size of all AT guns globally by increasing the length, width and heighth by an additional 1 meter.  This is in addition to the previous size increase.

Version 5/16/99 - All tables are now complete with one exception.  The only table left to finalize is the Elements.txt file.  The final base version of Realred (minus the teams files) will be officially called "Realbase".  The Vehicles.txt file in "Realbase" will in fact differ from the one in "Realred" by removing 4 ahistorical vehicles (Hetzer Flame, Pz4Minen, JS-3 and Wurfrahmen), 2 duplicated vehicles and replacing them with 4 lendlease vehicles & 2 field howitzers for the Russian.  The RUTeams.txt file has been revisited again to revalidate and reorder the upgrade paths with the inclusion of the new lendlease vehicles.

From this point forward there will be no further development of Realred.  This set of tables is now considered in beta test mode specifically for determining problems and or errors.  The added lendlease equipment in most cases "borrow" existing icon hulls and turrets and do not look accurate.  This will have to make do until such time as we finish the vehicle icon sets and determine a manner in which to insert them into the tanks.zfx file.

Data Corrections

Data Additions/Subtractions

* Added the following teams to the Weapons.txt table

A) UK 6 lbr

B) UK 2 lbr

C) USA 37mm L/50

D) Generic 37mm AA gun

E) PTRS-41 ATR

F) Einstossflammenwerfer 46 (EfmW.46)

* Added the following to the Vehicles.txt table

   A)  Universal Carrier

   B)  M3A1 Stuart

   C)  White Scout Car

   D)  M17 MGMC AA Halftrack

   E)  Valentine

   F)  Matilda

G) Churchill

H) 122mm M-37 Field Howitzer (Russian)

I) 152mm M-38 Field Howitzer (Russian)

* Removed the following from the Vehicles.txt table

A) SS 250/1 (s.MG) (no sense for the duplicate vehicle - we need the row)

B) SS 251/1 (s.MG) (no sense for the duplicate vehicle - we need the row)

* Added the following teams to the RUTeams.txt table

   A)  Gds OT-34

   B)  Gds KV-8s

   C)  KV-1 obr.40

   D)  Gds AB 57mm Zis-2

   E)  Gds SU-57

   F)  Universal Carrier

   G)  M3A1 Stuart

   H)  White Scout Car

   I)  M17 MGMC AA Halftrack

   J)  Valentine

   K)  Matilda

L) Churchill

M) Siberian & Cossack M1891/30 Sniper

N) Siberian & Cossack PTRS-41 ATR Team

* Added the following teams to the GETeams.txt table

   A)  12.2cm K 390(r)

   B)  Lw 12.2cm K 390(r)

   C)  15.2cm KH 433(r)

* Added the following teams to the Soldiers.txt table

   A)  G.43/EfmW.46

Version 5/9/99 Addendum - The RUTeams.txt file is now cleaned up.  It is left in as original form as possible to minimized effects on developer-supplied scenarios and operations.  There is a plan to add some more lend lease vehicles to the RUTeams set in the future, but this is only provided that we can implement a successful insert program for adding new icons to the tanks.zfx file.  On to Vehicles.txt for final cleaning.

Data Corrections

Data Additions/Subtractions

* There were a number of upgrade paths incorrect that are now fixed.

* Added the following teams to the RUTeams.txt table

G) Gds 57mm Zis-2

H) Gds KV-85

I) Gds AB Sniper (MN1891/30g)

J) Gds AB 57mm Zis-2

K) Gds SU-57

Version 5/9/99

Data Corrections - Cleaned up and verified the final GETeams.txt file.  It is left in as original form as possible to minimize effects on developer supplied scenarios and operations.  The Russian team set is next for final cleanup and verification.  Vehicles.txt is 3rd on the list.  Weapons.txt is 4th.  Soldiers.txt is 5th.  Elements.txt is 6th.  The 2 names files GENames and RUNames are considered complete.  When playtesting this version, please watch the upgrade paths on the German side to verify that nothing out of the ordinary occurs.  Part of the final portion of this project will involve developing an installation program to correctly place the files where they need to be.

* Combined German 2cm guns into a single weapon (all had same performance)

* Combined Russian 45mm guns into a single weapon (same reason)

* Replaced the 3.7cm Pak with the s.PzB.41 on the 250/10 chassis

* Fixed 5 Gds Command Tanks incorrectly styled as regular

* Tightened up the upgrade path for the Germans (more stylized errors and some duplicate entries (another boo boo by me).  This was tightened up by sorting the team by style (Heer, SS, Lw) and type.  The downside is that the Atomic provided scenarios might now be dinked up.

* Couple of more penetration corrections

A) 7.5cm le.IG 18 HEAT massively over-rated - corrected

B) 3.7cm (Czech) L/48 slightly over-rated - corrected

Data Additions/Subtractions

* Added the s.PzB.41 heavy anti-tank rifle

* Removed the Lw 1941 Schutzen, Aufklarer, and Ersatztrupp (you couldn't buy them anyway)

* Added the StuH 43 Brummbar

Version 5/1/99 - Note I cleaned up this readme as it was getting real "wordy" and was some 17 pages in length - I am going to try to go with a condensed readme from here out regarding what changed.

Data Additions/Subtractions

* Added the StuG 3 F1

* Added the SdKfz 250/9 Recon Halftrack

* Added the 100mm BS-3 anti-tank gun for the Russians

* Added the SU-57 tank destroyer for the Russians

Data Corrections

* Fixed the SS Lt. Halftrack HMG - missing the AA mg.34

* Fixed the SS Pz III H - wrong description  

* Fixed the Panzerwurfmine - wrong battle data

* Fixed the 8cm PAW 600 (formerly called the RW.43)

* Removed the AT capability from German mg teams (we had added this earlier)

* Verified the penetration factors for all main anti tank guns using AP ammunition (A few HEAT corrections are included as well).  For definition, over-rated is defined as greater than historical; under-rated is defined as lesser than historical; massive is defined as greater than 30% deviation; moderate is defined as 15%-30% deviation; slight is defined as 5%-15% deviation; deviations under 5% are corrected by not listed here.  Changes made to the following weapons:

A) 8.8cm FlaK - massively over-rated at all ranges - corrected

B) 8.8cm L/71 - slightly over-rated at medium and long - corrected

C) 5cm L/60 - slightly under-rated at all ranges - corrected

D) 45mm Zik38 - slightly under-rated at all ranges - corrected

E) 2cm L/55 - slightly under-rated at all ranges - corrected

F) 7.5cm L/70 - slightly under-rated at all ranges - corrected

G) 8.8cm L/56 - slightly over-rated at medium and long - corrected

H) 85mm ZP39 - massively over-rated at all ranges - corrected

I) 57mm Zis2 - slightly under-rated at all ranges - corrected

J) 45mm Zik37 - slightly over-rated at all ranges - corrected

K) 12.8cm L/55 - slightly over-rated at medium and long - corrected

L) 3.7cm L/46 - slightly under-rated at all ranges - corrected

M) 100mm D10 - slightly over-rated at all ranges - corrected

N) 152mm M-30 L/28 - massively under-rated at all ranges - corrected (This is the KV-2 weapon that fires the converted naval round)

O) 152mm ML-20s HEAT round - massively under-rated - corrected (This is the SU-152 weapon)

P) 122mm L/46 - massively over-rated at all ranges - corrected

Q) 45mm Zik32 - slightly under-rated at all ranges - corrected

R) 20mm TNSh L/45 - slightly under-rated at all ranges - corrected

S) 7.5cm L/43 - slightly over-rated at medium and long - corrected

T) 76.2mm Zis3 - massively over-rated at all ranges - corrected

U) 76.2mm Zis3 HEAT - massively under-rated - corrected

V) RPzB.54 HEAT - massively over-rated - corrected

W) Panzerfaust 60 - slightly over-rated - corrected

X) Panzerfaust 30 - slightly over-rated - corrected

Y) Added AP ammunition for the 7.5cm L/24 and 10.5cm L/28 (it was rare but there) and a few rounds for each vehicle armed with this weapon.

Z) Removed the AP ammunition for the 8cm PAW 600 Puppchen (we boo boo'd this)

* Rate of reload (or reload time) for 37mm, 45mm, 50mm and 57mm main guns was slowed down slightly.  Most of these were reloading at a rate of one every 5 seconds.  These all reload rounds now at a rate of about 1 every 8 seconds.  (This gunner does in fact have to aim just a bit).

Version 4/24/99 - This version is the beginning of the finalization of the project.  Changes at this point should occur for one of two reasons:

1) a reported discrepancy 

2) a group consensus decision regarding playability.  

Data Additions/Subtractions

* Elements.txt - added bog values 

* Removed Wurfrahmen 

* Added Wespe Assault Gun variant

* Added Panzerwurfmine.  

Data Corrections

* Added extra soldier to heavy mg teams.  Removed extra mp.40 from mg teams.

* Added extra soldier to 80mm, 82mm and 120mm mortar teams.

* Reset vehicle speed on 120mm mortars.

* Fixed a data error in Russian Gds Command Tanks

* Soldiers armed with a molotov cocktail, now carry 2 bottles instead of 1.

* Snipers now operate more realistically.

* The amount of grenades has been reduced (primarily for gun crews).

* The Stug3c now has the correct requisition icon.

Version 4/14/99 

Data Additions/Subtractions

* Added Panzer VI command Tank

* Removed 1945 Lw mg.42 team

* Removed 1945 Lw Ersatztrupp

* Removed 1941 SS Ersatztrupp

Data Corrections

* Fixed SS Command Vehicle Structure and Upgrades.

* Fixed StuG IV - was not set up completely correct.

* Fixed rarity on Stosstrupp.

Version 4/10/99 

Data Additions/Subtractions

* Added Stosstrupp (early war, mid war and late war)

* Removed 1945 Sturmgrenadiere teams (these are very close to 1944 team)

* Adjusted 1944 Sturmgrenadiere rarity into 1945

* The StuG IV was finally added in place of the 1945 Lw Schutzen.

* The SdKfz 234/3 was added in place of the 1945 Lw Schutzen.

Data Corrections

* Fixed Russian Gds. Commanders and Command Tanks

* Armor integrity and thickness have been reviewed and corrected where needed.

Version 3/30/99

Data Additions/Subtractions

* Added Russian T-28e tank

* Added several new soldier types (actually about a dozen)

* Added Russian sniper Mosin-Nagant 1891/30g

* Adjusted Russian sniper SNT-40 rarity

* Removed snipers from regular infantry squads.

Version 3/22/99

Data Corrections

* Fixed Pz IVD loading ammo

* Fixed IS-2 "hit percentages".

* Fixed Russian Guards AB 120mm double mortar problem.

* Fixed a couple of icon problems.

Version 3/10/99

Data Additions/Subtractions

* Brucer's elements.txt 

* Added Russian Guards Command leaders 

* Added Russian L-11 cannon to weapons.txt

Data Corrections

* Command radius problem with the SdKfz 263 now resolved.

* Missing Russian soldier #2 is now fixed for the Russian Platoon leader.

* The point blank and close range penetration values for the Russian 76.2mm cannons is now in line with data which was derived from testing at the Kubinka facility in Russia.

* Those early Russian tanks that used the L-11 cannon now do so.

Version 3/06/99

Data Additions/Subtractions

* Added Siberian Infantry

* Adjusted Winter Equipped Column of the GETeams and RUTeams to use a value of 1 instead of -1 (it seems to correct the cost of winter equipped units)

* Values column in teams table has been determined as not used in game system.

* FG.42 removed from Lw teams.

* 1941 Landsch�tzen replaced with a Panzerabwehrtrupp PzB.39 AT Rifle

* 1942 Landsch�tzen replaced with a Lw Panzerabwehrtrupp PzB.39 AT Rifle

* 1943 Landsch�tzen replaced with a Panzerabwehrtrupp Russian PTRD AT Rifle

* German Gruppenf�hrer teams condensed to implement SS Commander Structure

* Removed Joseph Stalin 3 per forum consensus (didn't really fight during war).

Data Corrections

* Movement of AT Guns adjusted.

* Crew weapon mg.34 exposed field adjusted for certain vehicles.

Version 3/01/99 - What changed 

Data Additions

* Added the Komsomolyets Armored Transport

Playtest Corrections

* Fixed the Marder III Ausf H - It is now back in original form.

* Added early war Marder with Russian 76.2mm AT Gun.

* German vehicle and gun crews now have issued MP40

* Created Crew Leader for these teams, who carry the MP40

* Added a Cossack 50mm and 82mm mortar team

* Added Aufkl„rungspanzer 38(t)

* Added the Coax MG.42

Data Corrections

* Verified weapon and clip weights.  Weapons weight has been determined to only be used when the weapon is carried by a soldier and does not apply to vehicles.

* Acceleration and max speed values set to 0 for crew served heavy weapons.

* Acceleration values for all of the vehicles have been re-calculated.

* Turret rotation rates for all of the vehicles have been re-calculated using actual timed speed.

* Fixed the Granatb�sche. The weapon is now a PzB.39 with GPzG AT grenades

* Verified that smoke rounds do not work with new mortar clip system. This is a programmatic bug we can't resolve.

Version 2/25/99 - What changed 

* Cyrillic to Latin alphabet translations of Russian team descriptions now incorporated

* A new mortar system using clip to represent "sets" of fire is now implemented.

Version 2/23/99 - What changed 

* Wandering lost soldier on the 88mm Flak has been resolved.

Version 2/22/99 - What changed 

* Mine clearing values of -1 are now set to 1. Although not a bug, it insures data integrity.

* "Blast size" error that somehow crept into the V0221 version now fixed.

Version 2/21/99 - What changed 

* Brucer's ASL rarity system now implemented.

* Armor for soldiers now restricted to 3mm head and 1mm body.

New Additions

* Added Tank Destroyer crew armed with PPSh41

* Added the KBT-7a command tank

* Added Cossack infantry units.

Data Changes

* Fixed Russian 20mm autoloading cannon.

* Adjusted minimum ranges on personal weapons as follows:

a) All personal weapons (rifles, pistols, and smgs) 

were set to a minimum range of 0 (instead of 4 in some instances)

b) All MMG and HMG were set to a range of 3

c) Scoped Rifles were set to a range of 4.

* Adjusted minimum range for tank guns and AT guns as follows: 

a) 10 meters for all main guns under 60mm in size

b) 15 meters for all main guns over 60mm and under 120mm in size

c) 20 meters for all guns over 120mm in size 

Data Record Cleanup

* Hull fire angle values validated and corrected where needed.

* Turret rotating values validated and corrected where needed.

* Weapon Gyro values validated and corrected where needed.

* Hull and Turret exposed values validated and corrected where needed.

* Mortars now choose infantry as a target in addition to terrain.

* Russian shell weight information validated and corrected where needed.

* Mortar tube weights validated and corrected where needed.

* Mortar min ranges for 50mm, 80mm, and 82mm weapons are now historically correct.

* Mortar min ranges for 120mm set to 275m to compensate for small board sizes.

Changes Prior To Version V0218

* An alternate GENames.txt file has been created from the Deutsche Familiennamen (or German Family Names) on file at the University of Arkansas, Fayetteville and various church registers from German churches and parishes.

* Text descriptions of Russian and German teams are now more accurate.

* Crew team counts for tanks validated and corrected where needed.

* Renamed the Pz II d to the Flamingo

* Removed the Hetzer Flame

* Added the Pz III F1

* Changed the Flamingo and Pz III F1 to fit in support category

* Removed the Pz IV D mine roller

* Replaced all Pz IV F2 tanks with Pz IV H tanks

* Renamed FJ units to Lw (Luftwaffe)

* Added Hitlerjugend

* Added Panzerabwehrtrupp with Panzerfaust

* Added BefehlsWagen 263

* Added Su-76I tank destroyer

* Added Captured Panther D

* Added Isu-122

* Added Bt-7a and Bt-7a Command Tank

* Added T-34/76b

* Added Kv-8s

* Added Kv-85

* Added Ot-134

* Adjusted ammunition loads for most Russian vehicles.

* Adjusted weapon description to facilitate ease of working with

* Reduced bow, coax and rear machinegun accuracy by approximately 20%

* Added the 122mm D-25 cannon

* Added the 76.2mm Kt-26 cannon

* Added the Crewed mg.34

