Using a Hex editor to adjust data in the Campgnxx.dat files

Based on the info compiled by Sygrod
NB.  Back up your original file before doing edits or use an editor that automatically produces a backup.  If you get lazy and don’t, you’ll be sorry!
A.  The main bit.  How to read the data block that describes your pilot.

Open your campaign data file with your hex editor and scroll down until you find your player pilot’s name, surrounded by asterisks

The data describing the career sits in this part of the file:

74 F2 24 00 60 5E B8 01 00 00 00 00 00 00 00 00 ; tò$.`^¸.........  

02 00 00 00 F7 00 00 00 A0 86 01 00 A0 86 01 00 ; ....÷... (.. (..   

A0 86 01 00 A0 86 01 00 41 74 6B 69 6E 73 2A 2A ;  (.. (..Atkins**

2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A ; ****************     
2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tommy*********

2A 2A 2A 2A 2A 2A 2A 00 00 00 00 28 F2 24 00 62 ; *******....(ò$.b                        
72 74 61 63 65 34 30 2E 62 6D 70 00 00 00 00 00 ; rtace40.bmp..... 

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 00 00 84 00 00 00 01 CD CC 84 41 05 ; ......„....ÍÌ„A.    

00 00 00 04 00 00 00 0E 00 00 00 7D 07 00 00 02 ; ...........}....  
00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....     

00 00 00 05 00 00 00 02 00 00 00 7D 07 00 00 06 ; ...........}....

00 00 00 05 00 00 00 09 00 00 00 7D 07 00 00 02 ; ...........}....

00 00 00 01 00 00 00 05 00 00 00 09 00 00 00 7D ; ...............}    
07 00 00 03 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....                     

00 00 00 00 80 09 45 00 00 00 00 00 00 00 00 00 ; ....(.E.........       
01 01 00 00 00-------------------- BREAK ------ ; .....                 
This pretty uninformative, so here is the same data block with the entries colour coded:

PLAYER PILOT DATA

74 F2 24 00 60 5E B8 01 00 00 00 00 00 00 00 00 ; tò$.`^¸.........  Current date (15 May 1917)
02 00 00 00 F7 00 00 00 A0 86 01 00 A0 86 01 00 ; ....÷... (.. (..   Pilot nationality    Pilot attributes (long integer style)
A0 86 01 00 A0 86 01 00 41 74 6B 69 6E 73 2A 2A ;  (.. (..Atkins**

2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A ; ****************     Pilot name (ASCII)

2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tommy*********

2A 2A 2A 2A 2A 2A 2A 00 00 00 00 28 F2 24 00 62 ; *******....(ò$.b                        Enlistment date (1 March 1917)
72 74 61 63 65 34 30 2E 62 6D 70 00 00 00 00 00 ; rtace40.bmp.....       Pilot photo (ASCII)    

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................
00 00 00 00 00 00 84 00 00 00 01 CD CC 84 41 05 ; ......„....ÍÌ„A.  Squadron ID (1 RFC) Rank (Lt) Flying time (float =16.6) No. of kills
00 00 00 04 00 00 00 0E 00 00 00 7D 07 00 00 02 ; ...........}....  Details of first kill: month, date [14th], 1917, plane type 02 [Albatros C]
00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....     Details of rest of kills
00 00 00 05 00 00 00 02 00 00 00 7D 07 00 00 06 ; ...........}....

00 00 00 05 00 00 00 09 00 00 00 7D 07 00 00 02 ; ...........}....

00 00 00 01 00 00 00 05 00 00 00 09 00 00 00 7D ; ...............}  No. of medals Details of award: month, date, 1917, medal type 03 [MC]
07 00 00 03 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....                     Code string marking end of victories/medals
00 00 00 00 80 09 45 00 00 00 00 00 00 00 00 00 ; ....(.E.........       Point score (x 0.01)(float=2200 x 100=220,000
01 01 00 00 00-------------------- BREAK ------ ; .....                 Pilot status (active)   Front (Flanders)
Further down the data file are the entries for your squadron mates.  They are very similar but are each preceded by an individual pilot number.  As pilots are lost or transferrred, their numbers are deleted along with their data and new pilots are added with successively higher numbers

                       EXAMPLE OF SQUADRON PILOT DATA

00 00 00 00 00 00 00 00 00 00 00 00 45 00 00 00 ; ............E...      Squadron pilot number (starts at 41)
02 00 00 00 F7 00 00 00 A0 86 01 00 A0 86 01 00 ; ....÷... (.. (..

A0 86 01 00 A0 86 01 00 53 68 6F 65 6C 61 63 65 ;  (.. (..Shoelace
2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A ; ****************
2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tyrone********
2A 2A 2A 2A 2A 2A 2A 00 00 00 00 F2 F1 24 00 62 ; *******....òñ$.b
72 74 61 63 65 33 31 2E 62 6D 70 00 00 00 00 00 ; rtace31.bmp.....

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 00 00 84 00 00 00 01 33 33 4B 41 02 ; ......„....33KA.
00 00 00 03 00 00 00 08 00 00 00 7D 07 00 00 01 ; ...........}....
00 00 00 04 00 00 00 12 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 00 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 01 01 00 00 00 -------- BREAK -------- ; ........
After the last AI pilot entry, the Campaign file finishes with a list of each of the squadrons currently based on that front (ie map sheet: Flanders, Marne, Verdun or Alsace).  I don’t know what some of the coding is for these entries, but they basically provide info on the equipment currently flown.  It is the mix given in this part of the file that is used to create the next set of missions for the campaign.
00 00 00 00 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....         Code string marking end of last pilot 
00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 2D 00 00 00 84 00 00 00 BF FE DB 49 ; ....-...„...¿ÞÛI  No. of current squadrons [45] ID of first squadron [= 1 RFC] 
A0 00 2C 4A 00 00 F9 44 03 00 00 00 00 00 00 00 ;  .,J..ùD........                  code string  -?                                                                                
48 3A 6D 3A 00 00 00 00 03 00 00 00 F0 00 00 00 ; H:m:............  code string  -?meaning  squadron quality  Aerodrome [=Bailleul]
0C 00 00 00 0C 00 00 00 00 00 00 00 02 00 00 00 ; ................  no. of planes per squadron [12] [repeated ?]  no. of plane types
14 00 00 00 15 00 00 00 0C 00 00 00 00 00 00 00 ; ................  plane type 1 (Nie 16)  plane type 2 (Nie 17) no. planes available
01 00 00 00 15 00 00 00 00 00 00 00 01 00 00 00 ; ................  
15 00 00 00 00 00 00 00 01 00 00 00 15 00 00 00 ; ................
00 00 00 00 01 00 00 00 15 00 00 00 00 00 00 00 ; ................  each entry is the code for “available aircraft” (01) followed by the 
01 00 00 00 15 00 00 00 00 00 00 00 01 00 00 00 ; ................  aircraft type; if aircraft have been lost or damaged and are not available
15 00 00 00 00 00 00 00 01 00 00 00 15 00 00 00 ; ................  then different codes appear (05, for example); don’t know precise 
00 00 00 00 01 00 00 00 14 00 00 00 00 00 00 00 ; ................  meaning
01 00 00 00 15 00 00 00 00 00 00 00 01 00 00 00 ; ................  
15 00 00 00 00 00 00 00 01 00 00 00 15 00 00 00 ; ................  
00 00 00 00 01 00 00 00 14 00 00 00 5D 00 00 00 ; ............]...               ID of second squadron [= 2 RFC] 
17 FA C5 49 5B FC F6 49 00 00 BA 44 00 00 00 00 ; .úÅI[üöI..ºD....
00 00 00 00 14 00 00 00 00 00 00 00 03 00 00 00 ; ................                       etc
14 01 00 00 0C 00 00 00 0C 00 00 00 00 00 00 00 ; ................

B. Making changes
1.  How to share a kill with a squaddie: 

Suppose Tommy Atkins shared his victory of May 9th with Lt Shoelace:

(1) Highlight the kill

2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tommy*********

2A 2A 2A 2A 2A 2A 2A 00 00 00 00 28 F2 24 00 62 ; *******....(ò$.b                   
72 74 61 63 65 34 30 2E 62 6D 70 00 00 00 00 00 ; rtace40.bmp..... 

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 00 00 84 00 00 00 01 CD CC 84 41 05 ; ......„....ÍÌ„A.    

00 00 00 04 00 00 00 0E 00 00 00 7D 07 00 00 02 ; ...........}....  
00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....     

00 00 00 05 00 00 00 02 00 00 00 7D 07 00 00 06 ; ...........}....

00 00 00 05 00 00 00 09 00 00 00 7D 07 00 00 02 ; ...........}....

00 00 00 01 00 00 00 05 00 00 00 09 00 00 00 7D ; ...............}    
07 00 00 03 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....                     

00 00 00 00 80 09 45 00 00 00 00 00 00 00 00 00 ; ....(.E.........       
(2) Copy, and go to the end of Shoelace’s victory list:

02 00 00 00 F7 00 00 00 A0 86 01 00 A0 86 01 00 ; ....÷... (.. (..

A0 86 01 00 A0 86 01 00 53 68 6F 65 6C 61 63 65 ;  (.. (..Shoelace

2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A ; ****************

2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tyrone********

2A 2A 2A 2A 2A 2A 2A 00 00 00 00 F2 F1 24 00 62 ; *******....òñ$.b

72 74 61 63 65 33 31 2E 62 6D 70 00 00 00 00 00 ; rtace31.bmp.....

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 00 00 84 00 00 00 01 33 33 4B 41 02 ; ......„....ÍÌ„A.

00 00 00 03 00 00 00 08 00 00 00 7D 07 00 00 01 ; ...........}....

00 00 00 04 00 00 00 12 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 00 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....

                   (
(3) Paste the Copied string at this position

(4) Don’t forget!  Increase the squaddie’s kill total by one:

02 00 00 00 F7 00 00 00 A0 86 01 00 A0 86 01 00 ; ....÷... (.. (..

A0 86 01 00 A0 86 01 00 53 68 6F 65 6C 61 63 65 ;  (.. (..Shoelace

2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A ; ****************

2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tyrone********

2A 2A 2A 2A 2A 2A 2A 00 00 00 00 F2 F1 24 00 62 ; *******....òñ$.b

72 74 61 63 65 33 31 2E 62 6D 70 00 00 00 00 00 ; rtace31.bmp.....

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 00 00 84 00 00 00 01 33 33 4B 41 03 ; ......„....ÍÌ„A.

00 00 00 03 00 00 00 08 00 00 00 7D 07 00 00 01 ; ...........}....

00 00 00 04 00 00 00 12 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 05 00 00 00 09 00 00 00 7D 07 00 00 02 ; ...........}....

00 00 00 00 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....

And there you are.

If you are completely transferring credit, Cut rather than Copy the kill data, AND reduce your pilot’s score by 1.

This same techniques can be used to add, subtract or modify kill details for your pilot or any of the AI pilots – just don’t forget to alter the kill total value if necessary.  

Likewise medals can be altered too; no. of awards, type of medal and date are all editable.
2. To transfer to a squadron of your choice.
1.  Start a new career at the desired time and in the desired unit.  You might want to promote your pilot as well.

2.  Select a new mission, but as soon as the mission starts, end it.  This will rewrite the campaign data file into its ‘ongoing’ format, which is different to the initial setup.

3. Go to your old career, the one you want to save.  Highlight the player pilot info from just after the current date, down to the ‘status’ entry and copy it to the clipboard.  Leave the ‘front’  info behind in case your new squadron is on a different front.

74 F2 24 00 60 5E B8 01 00 00 00 00 00 00 00 00 ; tò$.`^¸.........  

02 00 00 00 F7 00 00 00 A0 86 01 00 A0 86 01 00 ; ....÷... (.. (..   

A0 86 01 00 A0 86 01 00 41 74 6B 69 6E 73 2A 2A ;  (.. (..Atkins**

2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A 2A ; ****************     
2A 2A 54 6F 6D 6D 79 2A 2A 2A 2A 2A 2A 2A 2A 2A ; **Tommy*********

2A 2A 2A 2A 2A 2A 2A 00 00 00 00 28 F2 24 00 62 ; *******....(ò$.b                        
72 74 61 63 65 34 30 2E 62 6D 70 00 00 00 00 00 ; rtace40.bmp..... 

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................

00 00 00 00 00 00 84 00 00 00 01 CD CC 84 41 05 ; ......„....ÍÌ„A.    

00 00 00 04 00 00 00 0E 00 00 00 7D 07 00 00 02 ; ...........}....  
00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}....

00 00 00 04 00 00 00 1B 00 00 00 7D 07 00 00 04 ; ...........}.... 

00 00 00 05 00 00 00 02 00 00 00 7D 07 00 00 06 ; ...........}....

00 00 00 05 00 00 00 09 00 00 00 7D 07 00 00 02 ; ...........}....

00 00 00 01 00 00 00 05 00 00 00 09 00 00 00 7D ; ...............}    
07 00 00 03 00 00 00 D0 0F 0B 3F 00 00 00 00 00 ; .......Ð..?.....                     

00 00 00 00 80 09 45 00 00 00 00 00 00 00 00 00 ; ....(.E.........       
01 01 00 00 00                                  ; .....
4.  Highlight the comparable area of the new career (remember it will be a good deal shorter as it will have no victories or medals).

5. Paste the clipboard contents.

6. FINALLY: Change the squadron code to match your new unit.  If you also are promoting your pilot, alter his rank data too.

3. To vary the mix of aircraft flown

You can edit the mix of aircraft types available in any squadron on your front.  There are two sorts of changes.

A.  If  Squadron.dat  indicates that a particular type is now available to the squadron, but RB has not yet “given” any of this type to the unit, you can edit the suadron’s allocations to include the new type.  

Suppose you are in a German unit that, according to Squadron.dat,  can have both Albatros DVs and Fokker DVIIs, but you only see Albatroses available for your next mission.
1.  Search for the squadron ID code of the unit you want to edit.
2.  You’ll find that it  is allocated 2 plane types.  But you will also see that the list of available planes only shows the 08 code for the Albatros.
3.  Change some of the 08 values to 0F.  If you change four of them, you’ll find that when you launch your next mission the squadron will have four Fokker DVIIs available!

4.  From this point on you should continue to see Fokker DVIIs as part of the mix.

The same procedure can be used to get rid of outdated types that might be lingering in the squadron.

B.  If Squadron.dat does NOT indicate that a particular type is available, but you want to have one or more in the squadron anyway;

Follow steps 1 – 3 as above.

Unlike A, this edit will last only as long as the next mission.  Once the mission is over, the RB engine will update Campaign.dat based on Squadron.datand the ‘inappropriate’ type will disappear (I think!).
4. Editing in a new pilot personal colour scheme.
RB allows a maximum of five personal schemes, and five squadron schemes.  Once these are filled, you cannot allocate any more schemes to your pilot.  You can certainly make more but RB does not have a facility for deleting an allocation from the campaign data file.  You can Hex edit the file though.

FIRST.  Go to Paintshop and make your new colour scheme, saving it with a unique name as usual.

1.  Find where the current schemes are.  This is easy.  The Campaign file reserves a set of data blocks at the start of the data file, between the initial info and the player pilot info.

2.  The first entry is always at position 184.  Here is what that first line looks like in a German campaign of mine.

000000180h  01 00 00 00 0C 00 00 00 22 00 00 00 BB FA 00 00 ; ........"...»ú..

The starting point – 184 – is highlighted in yellow.  The entry starts with the hex code of the aircraft type, in this case 0C for the Pfalz DIII.  The second entry highlighted in aqua is the squadron ID, here 22 for Jasta 35b.  The BB FA 00 00 is a marker, separating these two intro entries form the rest of the block.  
3. The entire block for each scheme is 276 bytes long, and the complete entry for this scheme looks like this:

01 00 00 00 0C 00 00 00 22 00 00 00 BB FA 00 00 ; ........"...»ú..     

0C 00 00 00 73 70 66 61 6C 7A 33 66 2E 62 6D 70 ; ....spfalz3f.bmp     

00 00 00 00 73 70 66 61 6C 7A 33 75 2E 62 6D 70;  ....spfalz3u.bmp     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 73 70 66 61 6C 7A 33 6C 2E 62 6D 70;  ....spfalz3l.bmp     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 73 70 66 61 6C 7A 33 72 2E 62 6D 70;  ....spfalz3r.bmp     

00 00 00 00 73 70 66 61 6C 7A 33 77 2E 62 6D 70;  ....spfalz3w.bmp     

00 00 00 00 73 70 66 61 6C 7A 33 65 2E 62 6D 70;  ....spfalz3e.bmp     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 53 50 66 61 6C 7A 33 00 00 00 00 00 ; ....spfalz3.....
00 00 00 00 00 00 00 00 00 00 00 00 06 00 00 00 ; ................     

Following the BB FA 00 00 the aircraft hex code is again present.  Following this the data block is arranged with a 16 byte space available for each of the standard aircraft parts.  In this case the pilot scheme has a special texture for the first (fuselage, 00) and second (upper wing top, 01), parts, but then there is a series of three lines of zeroes.  This is because there is no special top wing bottom scheme and, being a Pfalz DIII, there is no middle wing top or bottom.  Where a part is not specified, the game applies the squadron default.

After the zeroes is the specification for the sixth part (lower wing top, 05), default for the lower wing bottom, and then three more special parts for the rudder (07), wheel (08) and elevator top (09).  The last entry in the file is the name of the scheme.
The 06 00 00 00 indicates the start of the next scheme – it will evidently be for an Albatros DV (Hex slot 06).

4.  To overwrite this with a new scheme, just amend the entries.

5.  Change the aircraft type in the two positions (if necessary).

6.  Change the squadron ID (if necessary).

7.  List the special bmps needed for this scheme.


overwrite existing parts with new ones; 


if special parts are not to be used overwrite the old part with zeroes


if new parts are to be used, enter them in the appropriate position

8.  Overwrite the old scheme name with the new one.

9.  e.g. if we were to over-write this scheme with a new one for a Fokker DVII (“FokD7x”) in Jasta 11, in which the only special parts were the fuselage and lower wing bottom, we would end up changing it with the following edits (new entries in green)
01 00 00 00 0F 00 00 00 11 00 00 00 BB FA 00 00 ; ........"...»ú..     

0F 00 00 00 46 6F 6B 44 37 66 2E 62 6D 70 00 00 ; ....FokD7f.bmp..     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 46 6F 6B 44 37 62 2E 62 6D 70 00 00 ; ....FokD7b.bmp..     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ;.................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ;.................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ;.................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 00 ; ................     

00 00 00 00 46 6F 6B 44 37 78 00 00 00 00 00 00 ; ....FokD7x......

00 00 00 00 00 00 00 00 00 00 00 00 06 00 00 00 ; ................  
 The five blocks of  data for the personal schemes are followed by  a ’00 00 00 00’ string, then five more data blocks, this time for squadron schemes.  These can be altered in the same way.
For reference.  

The starting address for each of the five player pilot scheme blocks are:


1. – 184


2. – 29C


3. – 3B4


4. – 4CC


5.  – 5E4
The starting addresses for the five squadron scheme blocks are:


1. – 700


2. – 818


3. – 930


4. – A48


5. – B60

