1% REALITYX LEAGUE - NEW GUINEA / SOLOMONS

The battles, rules and guidelines for this league were drawn up IJN343_Muto (aka Leafman).

PURPOSE:    The purpose of the league is to design and fly in a series of battles in a variety of campaigns for honest, honorable 1% RealityX pilots who want to maximize air-to-air combat realism in a semi-historical context without having to worry about whether the pilots they’re flying with are cheaters. We’re trying to get away from the Zone riff raff and create a forum for serious pilots whose goal is to honor the memory of those who served in World War 2 rather than shooting down everything in sight with modded aircraft – flying under realistic conditions to gain an understanding of what that generation of pilots had to endure is what’s important, not winning. This is all about FUN, not competition!
THE PLANES:    We fly only v 2.8 1% planes with the RealityX module installed.

THE CAMPAIGN:     What do I mean by a “semi-historical context” for league combat?  The New Guinea / Solomons campaign will be loosely based on the battles in the South Pacific from March 1942 – November 1943. We will fly only the planes available for those battles, and the locations of forces, bases, ships and weather will be ‘similar’ to their respective historical references. We will take liberties as needed to enhance strategic gameplay. 
THE DOWNLOADS:    We begin the campaign with a short list of available aircraft, but expand the list as they became available during the campaign … all v2.8 1% aircraft with associated downloads.  The multiswap utility is a required download, as are mission files and the occasional airstrip or ship.
THE RULES:      The following pages contain the rules and guidelines for the league battles, and a list and description of the battles we will fight over the next few months.  In a separate document, titled 1% REALITYX LEAGUE DOWNLOADS AND INSTALLS, I have provided a list of all aircraft and other items required for download, as well as instructions for properly installing each item.  PILOTS ARE EXPECTED TO STRICTLY HONOR THE INTEGRITY OF THIS LEAGUE BY FOLLOWING THE RULES 100% AT ALL TIMES … PARTICULARLY THE “NO FUN” RULES AS DESCRIBED BELOW.    Flying, landing and taxiing in “NO FUN” conditions is more challenging than the usual Zone mode of flight, and requires practice … but the great thing about “NO FUN” is that you are flying as close to completely realistically as is possible on a pc-based WW2 flight sim, and THAT is the whole point of this league … REALISM, HONOR, RESPECT, TRUST AND INTEGRITY.

RULES:

A. GAME SETTINGS

· 90% settings (hard flight model, limited fuel and ammo, strongest weapons).
· RealityX must be installed in your CFS2/Modules folder (see 1% REALITYX LEAGUE DOWNLOADS AND INSTALLS for more info) and RealityX.cfg must be present in your aircraft folder.
· Use of Roger Wilco is mandatory for coordinated, team-based gameplay. 

B. NO FUN rules at all times!! 

ONLY the following visual aids are allowed once battle start has been called!:

· Panel view (if in HUD view, which is not allowed for fighters, press F3 until you see your panel)

· Virtual cockpit view (if in panel view or external view, press F4 until you see your interior cockpit)

· Zoom in/Zoom out (press  [  and  ]  keys)

· Frame rates/coordinates (press SHIFT + Z  to cycle through the displays)

**EXCEPTIONS: 
1)   HUD view and external view are allowed for taxiing on carriers or on the ground… takeoffs/landings must be panel/virtual cockpit view.

2) All types of bombers are restricted to Panel or Virtual Cockpit view ONLY during takeoff and landing. At all other times during the flight, bombers may use HUD view to simulate the many pairs of eyes of the bomber crews.

While the following are STRICTLY PROHIBITED!:

· NO aircraft labels  (disable by pressing CTRL + SHIFT + L)

· NO padlock view 

· NO enemy indicator  (disable by pressing I key)

· NO HUD view  (Except per EXCEPTIONS mentioned above)
· NO damage text  (disable by pressing SHIFT + D)

· NO tactical display  (cycle by pressing SHIFT + T until display disappears) 

· NO spot plane view, except when parked or taxiing on ground/carrier deck

C. FUEL DUMP WILL BE ALLOWED -- most realityX planes are equipped with a fuel dump switch to simulate a fighter’s ability to jettison drop tanks or takeoff with a lighter fuel load for ideal ACM conditions.

D. SUICIDE COLLISIONS WILL NOT BE TOLERATED – colliding with enemy bombers before they reach their targets is NOT sporting behavior.  The accidental collision in head-to-head engagements or close dogfighting is often unavoidable, but any pilot who deliberately crashes into a bomber or fighter will be warned the first time and ejected from the game and the league for a second violation.
E. CFO
- CFO is a program that allows each pilot to ‘save flights’, i.e. coordinates, at multiple spawn points for each team.  Then, after a crash, a death or a successful landing and return to the ready room to change planes, the pilots can spawn into the game and then use CFO to ‘warp’ to one of their saved flight locations.
- CFO may only be used as follows:

           -Save flights ONLY at pre-designated spawn points per the battle rules.
           -Pilots may only ‘warp’ to a saved flight after entering the game from the ready room, after a crash, or after landing safely on a friendly carrier (whether or not you choose to go to the ready room).

F. ENTERING THE GAME AND RESPAWNING, ENGINE SEIZURES 
- Pilots who join after launch but before Battle Start is called can select any of their team’s spawn points.  They may also return to ready room and change planes or spawn points BEFORE BATTLE START IS CALLED 
- Once Battle Start is called, all pilots may take off or continue their flight to a target or friendly base. There is no landing requirement to begin the match.

- If a pilot is shot down, collides or crashes, he is free to return to the ready room and choose any aircraft/team/spawn point he wishes. 

- PILOTS MAY NOT DELIBERATELY CRASH OR RETURN TO THE READY ROOM IF THEY HAVE NOT LANDED ON A FRIENDLY CARRIER OR AT A FRIENDLY BASE AND HAVE NOT BEEN SHOT DOWN OR COLLIDED.   Deliberately crashing to change spawn locations is CHEATING! 

- If you overheat your engine and cause it to seize, this will be treated as a crash…you must return to                                                                                                    

    ready room, CHOOSE ANOTHER AIRCRAFT (if you respawn in the same aircraft, your engine 

    won’t work), and then return to the ready room to grab your old aircraft, or if you want to remain in the new aircraft, proceed to the action. 
- If you get “zoned”, or your pc locks up, after restarting your game and/or respawning you may   choose any aircraft/spawn point you wish.
G. STRIKES – DESTROYING TARGETS

- Maps with the locations of friendly and enemy forces and bases will be distributed well in advance of each battle along with the mission file and the spawn coordinates.  

- Each force or base will have a ‘strike requirement’ to be destroyed by bombers per the procedures outlined below. 

H  “STRIKES” – procedures:

Common to all bombers:

- After a bomber pilot has made one attack run, he has ‘released’ his ordnance and may not make another ‘run’ at any enemy surface targets until landing back at a friendly base or carrier to ‘rearm’.

- The C.O.s of both teams, plus their designated Captains or X.O.s should confirm strike totals on targets after each strike or return strike is recorded.
1. Dive bombers (ground or ship targets):   
a) The pilot MUST approach ship or ground target above 5000 ft and dive at target at an angle between 30 and 90 degrees, firing directly into it for 3 seconds. 
b) After making his attack successfully and pulling out of his dive, the pilot must type for all to see:

“One dive bomber strike on Yorktown”, or “One dive bomber strike on Lae”
c) Dive bombers earn 2 more strike points (called ‘return strike points’) after making a ‘run’ and landing successfully at a friendly base or carrier.  After coming to a complete stop on the strip or deck, the pilot should type for all to see:
“Dive bomber landed, 2 return strike points against Yorktown (or Lae) for total 3 strikes against Yorktown.”
2. Torpedo bombers (ship targets only): 
a)   The pilot MUST approach ship under 200 ft and under 175 knots (202 mph) and fire directly into the target for 3 seconds.  (BE HONEST ABOUT YOUR SPEED!!!  DO NOT FIRE IF YOU ARE ABOVE THE LIMIT!!)
b)   After making his attack successfully and pulling away from the target, the pilot must type for all to see:

      “One torpedo strike on Yorktown”
c) Torpedo bombers earn 2 more strike points (‘return strike points’) after making a ‘run’ and landing successfully at a friendly base or carrier.  After coming to a complete stop on the strip or deck, the pilot should type for all to see:

“Torpedo bomber landed, 2 return strike points against Yorktown, for total 3 strikes on Yorktown.”
3. Skip bombers (ship targets only):  

a)   The pilot MUST approach ship under 1000 ft and under 175 knots (202 mph) and fire directly into the target for 3 seconds  (BE HONEST ABOUT YOUR SPEED!!! DO NOT FIRE IF YOU ARE ABOVE THE LIMIT!!!)
b)   After making his attack and pulling away from the target, the pilot must type for all to see:

      “One skip bomb strike on Yorktown”
c) Skip bombers earn 2 more strike points (‘return strike points’) after making a ‘run’ and landing successfully at a friendly base.  After coming to a complete stop on the strip, the pilot should type for all to see:

“Skip bomber landed, 2 return strike points against Yorktown, for total 3 strikes on Yorktown.”  
4. Medium and heavy bombers (ground bases only):
a)   The pilot MUST approach ship under 10000 ft and and fire at least 500 rounds of ammo into          the air over the target and type for all to see:  

            “Bomb bay doors opening”

            “Bombs away!”  (followed by FIRING 500 ROUNDS OF AMMO into the air over target)

b)  Then after you’ve fired your rounds and passed by the target:

       “Hit!  2 base strikes on Lae”

c)  Medium and Heavy bombers earn 3 strike points after making a ‘run’ and landing successfully at a friendly base. After coming to a complete stop on the strip, the pilot should type for all to see:

“Medium/Heavy bomber landed, 3 return strike points against Lae for total 5 strike points”
I.   UNSUCCESSFUL STRIKES

If a pilot fails to fire most of his 3-second burst into his target, or if he mis-times his fire and flys over the target before he can fire a full 3-second burst, he may not call a successful strike. 

In such cases, the pilot must type for all to see:

“Failed strike on Yorktown.”

This let’s everyone know that an attack on a specific target was tried, and that the unsuccessful attacker will now try to return to his friendly base or carrier and earn return strikes against that target.
If he does succeed in returning to a friendly carrier, he would then type for all to see:

“Dive/torpedo bomber landed after failed strike, 2 return strike points against Yorktown for total 2 strike points.”

This rule provides an incentive for bombers who miss their attacks to return to their carrier and land, rather than just crashing into the sea or seeking dogfights so they can die and respawn quickly to make a fresh attack.

J.   DESTROYED BASES, CARRIERS
Each ship target or ground base target will have a minimum number of strike points required for the enemy to ‘destroy’ that target … these totals will vary depending on the mission and the strategic location of the ship or base.  When these targets are destroyed by a team achieving the required amount of strikes, the base or carrier can no longer be used for landings/takeoffs. The destroyed base or ship target may no longer be targeted by the enemy for strike points, however any bombers returning from successful strikes of that target who happen to be in the air when the strike requirement for that target is met may still land at a friendly base to earn return strikes against that target.  Some missions will have only one base or carrier, while some will have several. If you are a strategic bomber and in the air when your last ground base is destroyed, you might as well return to the ready room after completing your strike on the enemy base/carrier and grab a carrier-based tactical bomber or fighter, because you have no where to land your bomber to earn ‘return strikes.’
Carrier aircraft can of course land at ground bases after their carriers have been destroyed and still  receive full credit for return strikes.
K.   BATTLE STARTS

· The designated Commanding Officer for each team, Axis and Allies, will meet in the high bandwidth room of the Zone 30-45 minutes prior to start time to set up the match, along with a couple pilots from each team who can host each team’s roger wilco session. 

· The host will start the game on his own machine and host via IP, giving the IP address to the C.O.s.  Each C.O. is responsible for ensuring the pilots on his team are properly swapped, and have the game IP as well as the roger wilco address and password for their channel … these IPs will be posted in the Axis and Allied forums at club1percent.com.
· 8 pilots or so will join the host’s IP address, and host will launch.

· Remaining pilots may straggle in as desired, Battle Start will be called by C.O.s agreement.
L.   BATTLE WINNER
· The match will end if any one of the following conditions are met:

1) If one team’s targets are all destroyed, the team having the most strike points AND a minimum of 4 more strike points than their opponents wins.
2) One team surrenders due to a hopeless situation.

3) Either team fails to maintain a minimum of 3 pilots in action at one time, i.e. as soon as the 3rd to last pilot quits for the night from either team, the battle is over and the team having a minimum of 4 strike points more than their opponents wins.

If the total difference in team strike points is 1 - 3 points, the match will be declared a draw.
M.  CARRIER BATTLES – CFS2.CFG

· Missions involving carriers require ALL pilots to set their Collision_secs=-2 (“negative two”) in their CFS2.cfg file. This allows aircraft to pass within 15-21 meters of each other (depending on type) without colliding. Note – on some systems, your collision secs value may be overwritten back to the default of =2 every time you exit CFS2 (does not seem to occur on all systems, and usually ‘goes away’ after a while) and also whenever you use the Multiswap Utility, so if you don’t want to change this value back to -2 before every time you launch CFS2, you will need to make your cfs2.cfg file “READ-ONLY” after you’ve made the change. However, this may not allow changes to your campaigns, but you can always untick ‘Read-only’ in your CFS2.cfg properties if this problem occurs. 

To make the change:

a. Go to your CFS2 root directory, find your cfs2.cfg file, and double-click it.

b. If you haven’t previously associated .cfg files, choose “wordpad” to open the file

c. Scroll down in the cfs2.cfg file to the heading [Multiplayer].

d. Line 3 should read “Collision_secs=x”, where ‘x’ is the number we want to change.

e. Change this line to read “Collision_secs=-2”

f. Save the cfs2.cfg file.

N. NAVIGATION  --  Maps for each mission will be provided to all pilots, and will include the positions of all relevant bases, carrier groups and team spawn points as well as major latitude and longitude lines.  If you are experienced at navigation and comfortable with only this map as your reference, fine.  However, many of you would probably like a bit more navigational assistance.  Pilots in WW2 relied on radio technology to find their way to major bases (when the beacons were active…), and conveniently, many of the 1% aircraft can use ADF for navigation. 
 
If you want to use ADF, you will need two things: first, you will need to download the scenery file which installs ADF radio beacons (and refueling vehicles) at all default CFS2 bases.  Also, you will need the accompanying ADF directory which lists the radio frequencies of each base so you can ‘home’ in on the signal when within range to guide you to your base or target.  These files and their locations are listed in the 1% REALITYX LEAGUE DOWNLOADS AND INSTALLS document.


NOTE – ADF USE IS RESTRICTED TO FRIENDLY BASES ONLY!! YOU MAY NOT USE ADF TO HOME IN ON ENEMY BEACONS.

THE BATTLES (Aircraft list will be provided with each mission briefing)
1. DEFENSE OF AUSTRALIA (early March, 1942)
2. AIR BATTLE FOR NEW GUINEA (March-April, 1942)
3. BATTLE OF THE CORAL SEA (May 7-8, 1942)

4. GUADALCANAL AND THE BATTLE OF THE EASTERN SOLOMONS (August, 1942)

5. CAPE ESPERANCE, NAVAL BATTLE OF GUADALCANAL (October 1942 - November 1942)

6. NAVAL SUPPORT OF NEW GUINEA LAND CAMPAIGN (November 1942 – January 1943)
7. BOUGAINVILLE LANDINGS, BATTLE OF EMPRESS AUGUSTA BAY (November 1943)

8. BATTLE FOR NEW BRITAIN (November 1943)

9. THE FINAL DEFENSE OF RABAUL (November 1943)

