
Quick guides for modding Wargame
Airland Battle

All those guides require the Enohka’s modding suite for W:AB. They also
require a good knowledge of this tool I strongly advise you to read D-M’s and
Enohka’s guides.

I also thanks Hob and Enohka (and anyone who was involve) for their
awesome work on the Edata files and Enohka for its awesome Modding suite !

Feel free to comment (via google drive), or to PM me (on the official
wargame forum) if I can make any inprovment, (correct any mistake) or if you
want to request a guide.

-Guide I : Finding a vehicle’s weapon
-Guide II : Changing the stats of a Weapon

- II.1 Changing the range
- II.2 Changing the ammount of ammo
- II.3 Changing the accuracy
- II.4 Changing the HE power of a weapon
- II.5 Changing the suppression value of a weapon
- II.6 Changing the AoE (Area of Effect) of a weapon
- II.7 Changing the AP value of a weapon
- II.8 Changing the RoF (Rate of Fire) of a weapon

http://www.wargame-ee.com/forum/viewtopic.php?f=91&t=35441


-Guide I : Finding a vehicle’s weapon

-Step 1 : go find the vehicle you want to know the weapon. The vehicles are in class
86. Their name are explicitely written in the properties.

-Step 2 : When you are in the properties in the vehicles go in the module list of this
vehicle,

find the Module named “WeaponManager” it’s class should be 88:XXXX or 88:XXXXX



-Step 3 : Then go in the Class 88 and find the XXXX or XXXXX instance. Then click
on it.

-Step 4 : You should see an “ObjectReference” pointing too an other property in an
other class, more precisely in class 109, so you should have 109:XXXXX

-Step 5 : So you now have two choice either the long and boring one either the short
one.

The long and boring one consist in writing down the instance you have found
(109:XXXXX) and go in class 109 and find this instance. Sounds long and boring ? Because it is
!!!

The short way to do this is to double-click on the “ObjectReference” value
(109:XXXXX) and it should immediately pop a new window with the instance XXXXX of class
109 open in it. Brilliant, isn’t it ?

-Step 6 : Now you are in 109:XXXXX you should see a list named
“TurretDescriptorList”, open it.

-Step 7 : Technical stuff begins here. There should be 1, 2 or 3 value in this list each
value stand for an independant slot of weapon. For instance AMX-32 (the example I chose
for the images) as 3 weapon slot, but only 2 are independent, its A/C and its cannon or
dependant, they can’t shoot together. so for AMX-32 the list will have 2 entries one for both
the cannon and the A/C and one for the machine gun.

-Step 8 : Now load one of the instance in the list (with the easy way, not the long).



The first is usuallythe main weapon (the cannon for a tank).

-Step 9 : Now that you have openned this new instance you should find a list named
”MountedWeaponDescriptorList” in this is listed all the path to the weapons mounted on this
turret’s axis.

Step 10 : You opened this, file for a tank’s main gun and instead of one link you find
two of them ! Don’t worry !!! It is normal, Each gun that as AP and HE as in fact two weapon
inside (this means A/C have also two weapons value). One with AP, one with HE. For
instance the Leopard 2A4 has a cannon with 19 AP, and an other cannon with 3 HE and no
AP.

This implies two things. First, you can modify the range of a cannon against
unarmoured target without modifying its range against armoured target (Which means you
can mod your game to have a Leopard 2A4 that shoot tanks at 2450 meters and infantery at
only 2275 meters, for example). Then the displayed range in armory is the range of witch
weapons has the greatest range.

Step 11 : When you have choosen which weapon you want to modify double click on
it’s class and instance number.

Step 12 : When you are in this new instance you should see an object reference
pointing on an instance of class 94. Class 94 AKA TAmmunition is the class where all
weapon stats are stocked. So double click on this class and instance number and you have
finnaly access to the stats you were looking for.





- Guide II : Changing the stats of a Weapon

NB : You must understand that modifying a weapon of a certain unit may also modify the
weapon of an other unit if they are sharing the same one. (This is especially important when
you modify RoF since the same weapon can have different RoF depending on how it is shot)

- II.1 Changing the range :

-Step 1 : Identify the weapon you want to change the range. (Use Guide I)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are
stored. (using the intel you’ve gathered with Guide I)

-Step 3 : In W:AB all range are a multiple of 175 meters so the new range should be
divideable by 175. (This is quite important since the KE scaling mechanic of AP uses this
property)

-Step 4 : You should notice that the range value isn’t the one displayed in game to
know what value you should write here is the formula :

[𝑂𝑙𝑑 𝑒𝑑𝑖𝑡𝑜𝑟 𝑣𝑎𝑙𝑢𝑒]
[𝑂𝑙𝑑 𝑖𝑛 𝑔𝑎𝑚𝑒 𝑑𝑖𝑠𝑝𝑙𝑎𝑦𝑒𝑑 𝑣𝑎𝑙𝑢𝑒] × [𝑁𝑒𝑤 𝑖𝑛 𝑔𝑎𝑚𝑒 𝑑𝑖𝑠𝑝𝑙𝑎𝑦𝑒𝑑 𝑣𝑎𝑙𝑢𝑒] = [𝑁𝑒𝑤 𝑒𝑑𝑖𝑡𝑜𝑟 𝑣

Very simple maths, Cross-multiplication

. The value you obtain should be a multiple of 1000 so if you don’t find this, use the
multiple of 1000 which is the neares of the value you’ve just found

Few examples :
- If you get 168645 you should write 169000
- If you get 234463.247485 you should write 234000
- If you get 155076.92 you should get 155000
- If you get 193846.1538 you should get 194000
- Et caetera ...



-Step 5 : Now you have to choose which range change. Against ground targets ?
Helos ? Planes ?

-PorteeMaximale is the range against ground targets.
-PorteeMaximaleTBA is the range against Helicopters.
-PorteeMaximaleHA is the range against Planes.
-PorteeMinimale is the minimal range. (Useful for units as MLRS and artillery)

-Step 5.1 : A quick French Lesson In french “Portée” is the word for “Range”

-Step 6 : Now just edit the value by the which you have found with your cross
multiplication in Step 4

-Step 7 : Now just click the save button and you are good to go !



- II.2 Changing the ammount of ammo :

Step 1 : First you need to understand how works ammo in wargame. All weapons
shoot by salvos, in the TAmmunition clas is written how many shots are shot in each salvo
and how many ammo it takes to fire those shots.

For instance PIVADS or ZSU 23-4 don’t really shootmore than 1000 rounds in a
minutes, in game they’ll shoot for instance 5 times in a salvo and each time they fire their
gun they’ll use 100 rounds (just an example, those figures aren’t meant to be accurate) so,
For a salvo of 10 shot they’ll consume 1000 rounds.

Step 2 : Follow Guide 1 until Step 5 when you’re done you should see two list as in
Step 6 of Guide 1 ignore the “TurretDescriptorList” and focus on “Salves”, open it.

-Step 2.1 : A quick French Lesson In French “Salve” is the word for “Salvo”.

Step 3 : This list is fille with Int value (meaning that the input shall be an integer) You
should see as many value as the vehicle has weapons (3 value for an AMX-32, 2 for a
T-64BV1, and 1 for a Marder 1). This number is the number of salvos the weapon can shoot.
The formula to know the amount of ammunition you’ll have is
𝑎 = [𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑆ℎ𝑜𝑡𝑠 𝑏𝑦 𝑠𝑎𝑙𝑣𝑜]
𝑏 = [𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑟𝑜𝑢𝑛𝑑 𝑏𝑦 𝑠ℎ𝑜𝑡𝑠]
𝑐 = [𝑇ℎ𝑒 𝑣𝑎𝑙𝑢𝑒 𝑤𝑟𝑖𝑡𝑡𝑒𝑛 𝑖𝑛 𝑡ℎ𝑒 𝑙𝑖𝑠𝑡 "𝑆𝑎𝑙𝑣𝑒𝑠"]
𝑎 × 𝑏 × 𝑐 = [𝑁𝑢𝑚𝑏𝑒𝑟 𝑜𝑓 𝑑𝑖𝑠𝑝𝑙𝑎𝑦𝑒𝑑 𝑅𝑜𝑢𝑛𝑑𝑠]

Don’t forget to hit the save button once you’re done with this editing.



- II.3 Changing the accuracy.

-Step 1 : Identify the weapon you want to change the range. (Use Guide I)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are stored. (using the intel you’ve gathered with Guide I)

- Step 3 : Then find the ObjectReference “HitRollRule”, open it.

- Step 4 : Then you should see 4 value, Then should always between 0 (not equal 0)
and 1 (it can be equal to 1) , if we call the value v we have 0 < 𝑣 ≤ 1



- Step 5 : “MinimalHitProbability” is the minimum accuracy (when you’re panicked
you’re accuracy drop but there is a floor value, the value can’t drop under) The base value
for all weapons is 0.05 which in game correspond to 5 %

- Step 6 : “MinimalCritProbability” is the probabilty to have a critical hit, I sugger you
don’t change it.

- Step 7 : “HitProbability” is the accuracy value to obtain your accuracy value multiply
the accuracy yo want by 0.05, for instance 0.35 is actually an accuracy of 7
[𝑣𝑎𝑙𝑢𝑒 𝑤𝑎𝑛𝑡𝑒𝑑] × 0. 05 = [𝑣𝑎𝑙𝑢𝑒 𝑖𝑛 𝑒𝑑𝑖𝑡𝑜𝑟]



- Step 8 : “HitProbabilityWhileMoving” is the accuracy value when the vehicles is
moving (the name is pretty explicit). To obtain your accuracy use this formula
[𝑣𝑎𝑙𝑢𝑒 𝑤𝑎𝑛𝑡𝑒𝑑] × 0. 05 = [𝑣𝑎𝑙𝑢𝑒 𝑖𝑛 𝑒𝑑𝑖𝑡𝑜𝑟]
Don’t worry, stabilizer will automaticly be updated in game.



- II.4 Changing the HE power of a weapon

-Step 1 : Identify the weapon you want to change the HE value(Use Guide I) (Keep
in mind that weapons with both HE and AP have to classes to rule their behaviour, that they
are usually side by side and that the one that rule the HE is USUALLY the second one)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are stored. (using the intel you’ve gathered with Guide I)

-Step 3 : The HE value is the “PhysicalDamages” value. It’s actually very simple you
want 28 HE, you enter the value 28 in the field.



- II.5 Changing the suppression value of a weapon

-Step 1 : Identify the weapon you want to change the supression value(Use Guide I)
(Keep in mind that weapons with both HE and AP have two classes to rule their behaviour,
that they are usually side by side, and that usually AP damage have no AoE)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are stored. (using the intel you’ve gathered with Guide I)

-Step 3 : The suppression value is the “SupressDamages” value again, pretty
explicit.

Still you should keep in mind that for weapons with both AP and HE you need to change the
suppression for both HE class and AP class since if you only do for one, (HE for instance)
when you’ll shoot the other one (AP in this case) no more/less suppression will be delt.
Obviously you may want to make a difference between AP weapon and HE weapon (An
APDSFS may not be as suppressing as an HE rounds).



- II.6 Changing the AoE (Area of Effect) of a weapon

-Step 1 : Identify the weapon you want to change the supression value(Use Guide I)
(Keep in mind that weapons with both HE and AP have two classes to rule their behaviour,
that they are usually side by side)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are stored. (using the intel you’ve gathered with Guide I)



-Step 3 : Then there is several AoE value, one for the suppressive damages and one
for the HE damages. The value of the suppression’s AoE is the
“RadiusSplashSupressDamages”.

The value for the physical damages is “RadiusSplashPhysicalDamages”.

(Here there is no value (null not being a proper value) because this weapon deals no
physical damages).



- II.7 Changing the AP value of a weapon

-Step 1 : Identify the weapon you want to change the supression value(Use Guide I)
(Keep in mind that weapons with both HE and AP have two classes to rule their behaviour,
choose the right one, the one with no physical damage)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are stored. (using the intel you’ve gathered with Guide I)

- Step 3 : Know you should see a “Arme” value this value is linked to a value Library ,
an AP value of 19 (such as the Leopard 2A4’ canon’s AP value) has an Arme value of 23.

- Step 4 : choose the right AP value with this table.

Scalable damages [KE]

“Arme” value AP Vehicle

3 0 Leopard 2A4 canon's HE
class

5 1 BTR's KPVT

6 2 BMP-2’s A/C

7 3 STRF-9040’s A/C

8 4 Deduced

9 5 Deduced



10 6 AMX-13 Harpon's canon

11 7 Deduced

12 8 T-34-85

13 9 ASU-85

14 10 Leopard 1A1

15 11 Leopard 1A2

16 12 Leopard 1A4

17 13 Leopard C1

18 14 Chieftain Mk.5

19 15 Leopard 1A1NO

20 16 Chieftain Mk.10

21 17 Challenger Mk.1

22 18 AMX-32

23 19 Leopard 2A4 canon’s AP
class

24 20 T-80U

25 21 Deduced

26 22 Deduced

27 23 Deduced

28 24 Deduced

29 25 Deduced

30 26 Deduced

31 27 Deduced

32 28 Deduced

33 29 Deduced

34 30 Deduced



Unscalable damages [HEAT] (cluster too)

“Arme” value AP Vehicle

/ / /

35 1 Deduced

36 2 Deduced

37 3 Deduced

38 4 Su-25T’s A/C

39 5 Belouga BLG-66

40 6 OT-62B’s RR

41 7 SU-122-54

42 8 Kanonenjagdpanzer

43 9 Deduced

44 10 Cougar

45 11 Ikv-91

46 12 M113 106 mm RR

47 13 PzJ UAZ Fagot

48 14 Rover WOMBAT

49 15 M50 Ontos

50 16 UAZ-469 Faktoria

51 17 Milan F1

52 18 Deduced

53 19 Deduced

54 20 BMP-2’s Konkurs

55 21 Arkan

56 22 Refleks



57 23 Konkurs-M

58 24 HARM

59 25 HOT 2

60 26 Hellfire C

61 27 Deduced

62 28 Kh-25L

63 29 Deduced

64 30 AS-30L

The vehicle column is to indicate what vehicle I used to know the “Arme” value (We can’t
directly know which “Arme” value is linked to which unit so we have to find a weapon we
know the AP and find its “Arme”value)(Deduced mean there is no unit in the game with this
stat, so I deduced it)



- II.8 Changing the RoF (Rate of Fire) of a weapon

-Step 1 : Identify the weapon you want to change the supression value(Use Guide I)
(Keep in mind that weapons with both HE and AP have two classes to rule their behaviour,
and that they are usually side by side)

-Step 2 : When it’s done, go to Class 94:XXXXX, where you’re weapons is
information are stored. (using the intel you’ve gathered with Guide I)

- Step 3 : What is important to understand that you can’t just input the rate of fire.
There are several values that have an incidence on the RoF :

-”TempsEntreDeuxTirs” , which is the time in second between to “real
shots” (when damages are calculated).

-“NbTirParSalves” is the number of “real shots” you can perform before
reloading.

-”TempsEntreDeuxSalve” , which is the time it takes to reload your
weaponery.

-”AffichageMunitionParSalves” , is the number of bullet fired by “real
shots”, for instance, when a AMX-32’s A/C shoot 1 “real shot” the game displays 5 shots
fired, so this value is 5.

-”NbrProjectilesSimultane” , is the number of “real shots” the game actually
compute each time the vehicle fire. Some units fire so fast we can’t just lower the
”TempsEntreDeuxTirs” (there’s a limit to the time between two shots) to increase the number
of shots in a given time during a Salvo, so we need to make the vehicle fire simultaneous
shots to emulate the high RoF.




