|ZUTI| Friction setup

For MDS mod for IL2 Sturmovik v4.08/4.09
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1. Description

Friction mod, either as stand alone mod or incorporated mod in MDS mod enables mission builders to
set up predetermined areas with specific friction that is transferred to aircraft landing gears. Default
value for IL2 makes your ride off airfield a very bumpy ride at best. In most cases, you will tear your
gears off, break your aircraft nose, tear off wings or just explode. It depends on your skills and plane.
My humble opinion is that this was not the case for ALL surfaces and the result is this mod. Mission
maker or map builder can now decide which areas they want to be usable for landing and/or take-off
operations by marking them and giving them specific friction values. They can do this in two ways:

- by using dedicated tool that | have written to extract those areas from test missions or
- by assigning friction values to home bases in FMB under home base properties.

Both ways have their pluses and minuses. The second option is easier but is limited to home base
objects. First option takes a little more time but is way more flexible as it allows you to make any
meadow TO or landing ready.

Another very important part of this mod has to do with R/R/R operations for MDS. That part requires

that pilot lands his plane on such area. So, this guide might be handy for all you mission and map
makers.
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2. Creating friction area by using dedicated tool

This option is the one | personally prefer as it gives you as a mission or map maker much more
possibilities. And as you'll see it is very easy to set up.

Let's load IL2, start FMB and load one map. For this test lets use “Pacific Islands” map. Do this on
empty map. What does that mean? Well, if you created one complex mission for Pacific Islands map,
don’t mark friction areas on it! Just load Pacific Islands map in FMB, like we did, and mark friction
areas there. Leave your mission file intact!

Once that one is open, decide which area you want to make land operations friendly and mark it using
stationary objects menu in FMB. Look at the picture below. It shows how | marked an area with two
stationary objects (train stock car 1). Rule of thumb to follow is: first mark upper left corner, then
lower right one. By doing so you will get a square area that | have marked with red lines.

Type:

[Stationary Objects =
Tain Stock Car 1 |
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Let’s create another friction area, for the upper right island base. Note that static object color is of no
importance at all. | have also marked this square with blue lines, just to make it easier to picture the
whole thing.

[frictionSample.mis

So, that is done. Save your work (for this tutorial, file name is “frictionSample.mis”) and exit IL2.
Mission content looks like this:

£ frictionSample.mis - Notepad
File Edit Format Yiew Help

[MazIn]
MAP Net8Islands/load_v2.ini
TIME 12.0
CloudType 0
C10udHe1ght 1000.0
army 1
playernum 0
[NStationary]

0 static Veh1cles stat10nary Stat1onary$Wagon1 1 10301 81 11996.10 s60.

EBr1dge]
[House]

Lni, Col1

I removed all MDS specific entries, so the mission file looks nicer but you don’t have to. | told you to
use stationary objects because the tool that we’ll be using next only looks at [NStationary] section and
well, stationary objects are stored there. As you can see, first two entries are our first friction area and
second pair is last area. If you can’t make the lines, check red/blue squares ;) OK, let's start that
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mystic tool... youll have it wunder MDS folder in Tools subfolder. It's called
ZutiAirportsExtractor_vl1.3.jar. Version number might differ, but v1.3 is currently latest release. It
reads lines in pairs. Each pair is friction area. That is why marking order is so important (upper left
first, lover right second!).

To run it you have to double click it or, press left mouse button on it, select “Open with...” and select
“‘Java ™ platform SE binary).

ZutiAirportsExtractor_v1.3.jar
View (Lister)
7-Zip >
| | 7Edit with Notepad++
E javaw
Java(TM) Platform SE binary Scan with Sophos Anti-Yirus
@ Firefox Extract files. ..

L_ MNotepad++ : a free (GNU) source code editor

Extract to ZutisirportsExtractor_v1.3)

Choose Program... )
Encrypt and Sign

Secure for List 4
Entrust Advanced

Send To > |

Cut

Copy
Pack files

Create Shortcut
Delete
Rename

Properties

If even that does not start it and you are sure you have java installed, try this: in the folder where the
tool is, create empty file called “run.bat”. Edit the file and insert this line: “java —jar TOOL_NAME".
Replace “TOOL_NAME” with whatever jar file that you want to use. For us, replace it with
“ZutiAirportsExtractor_v1.3.jar”. Save your work and double click run.bat. This should finally start the
application.

The tool looks like this:

B Ajports Extracton E@

InFile |D:1temp'LFrictil:umfric:til:unaample.mis | | a0 |
outFile |7_outAirports bd | [ eee ]
inFile  |Texttd | [ oo ]

Default Friction |2 45 |

™ Output for map Lini} file i Output for mission {mis} file

Process

Py' [ZUTI], w1.3

It's fairly straightforward. The first field has to point to your created mission file that holds friction areas
data. In our case, this is frictionSample.mis file. Second field specifies where the output file with
created friction entries will be (default place is location from which your application is started) and the
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last field is useful for map makers. If they place text info objects inside friction area, they can point to
that text file here and the application will match those texts with friction areas. I'll show you the result
of this function for my Slovenia map but not for out test sample, since we are creating mission and not
a map.

The second part of the application requires you to enter friction value for your areas. Yes, one for them
all but you can alter them by hand later on. Default IL2 value is 3.8, and it’s very bumpy. Default for the
program is 2.45 and it is quite fine. Planes with narrow gears will still have some problems though. So
you can even lover it, if you want.

Last two options are dependant of the type of output we are creating. If you'll be entering your friction
areas in your map load.ini file and by doing that making those areas not mission but map defaults,
select first option. But if you are creating your friction areas for your mission only and thus making
them mission specific, select second option. Then press “Process” button and wait till it’s done. During
execution the application will report how many airports/friction areas it found. For our case, it should
read 2. And it does:

Message

@ Found 2 airfields.

0K

Next window will show you how many were exported. We should also have 2 here, and we do:

Message

@ Exported 2 airfields.

0K

Here are results for both output options:

Map entries:

[ Z_outdirports.txt - Notepad |’._||’E|r$__(|
File Edik Format  Wiew Help

[AIRFIELD=S]

Adrfield_ool
Aairfield_ooz

10301.81 11996.1 11303.11 10107.36 2.445
35304, 51 440959,2]1 37411.55 43805.64 2.45

Lm 1, Cal1

Mission entries:

2 Z_outdirports.txt - Notepad
File Edit Format  Wiew Help

[[aTternativeairfiald]
10301.81 119%6,.1 11303.11 10107.36 2.45
35304.51 44099, 21 37411.53 43805.64 Z2.45

Lm 1, Cal1
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All that you have to do now is copy everything in your output file and copy it somewhere in your
load.ini or .mis files, depending of what you are creating. And you can alter friction areas, if you want.
Last parameter is the one that holds that info.

That’s that.

Oh, and before | forget, this is a sample from my Slovenia map, where | also used text file to match
areas with texts, so | know exactly which area represent which airport.

I Slovenia_On_S.ini - Notepad

File Edit Format Yiew Help

[AIRFIELDS] A
Aflienz
Afrfield_00l = 3797.33 226802.83 5601.01 225800.02 2.22
AR lagenfurt
?}Pfie1d_002 = 10269784 210002.02 10469570 21410025 2.22

Graz

Afrfield_003 = 185998.27 2517958.95 186999,.531 250200.88 2.22
SifZalaegerszeq
Afrfield_004 = 298398.4 237200.7 299401.44 235598.73 2.22
Xﬁmagykanizsa
Afrfield_005 = 299197.84 184796, 66 300999,.65 183602.17 2.22
AACakovac
Afrfield_006 = 268294.47 185200,62 269700.62 183F/00,7 2,22
AARoprivinica
Afrfield_007 = 291702.358 168995.12 292997.53 1683407.17 2.22

Aavarazdin

Afrfield_008 = 255197.6 1795959, 38 255601.2 173092.958 2.22
ArBIelovar

AfrTield_o09 = 261799,.7 1273958.01 262993.72 126187.89 2,22
FABrezik

Afrfield_01l0 = 278600.12 118200.12 279796.16 117000.28 2.22
A/Borongal

Afrfield_011 = 233599.458 124002.08 234199.3§5 122799,53 2.22
AiMovak

Afrfield_0lz = 216199.4 1217958.65 216799.1 120602.7 2.22
ASLucko

Afrfield_01l3 = 218002.36 119201.72 219523.53 1174805.75 2.22
ASIvanié Grad

Afrfield_014 = 261999, 05 111398.43 2625958.0 110200.54 2.22
Sisisak
Ajrfield_0Ls
Alkarlovac
Afrfield_ola
AAogqulin
Afrfield_017 = 172399.83 &3200,.60 1735098,.7 62001.81 2.22
Slotodac

Afrfield_018 = 169196, 75 20401, 05 170600.22 19001.64 2.22
SN Gradiska

Afrfield_019 = 300800.62 67401.37 302395.75 85801L.2 2.22
AAarobnd co-Grobnik

Afrfield_0z0 = 116201.29 7Fa001.43 117599.32 75201.86 2.22
Afaltura di pola-waltura

Afrfield_021 = F0308.62 21198.16 72000.26 20002.09 2.22
SSDivaccia-pivada

Afrfield_022 = 78900.98 109951,95 F8195.5835 108665.71 2.22
AAPostumia-Postoina

Afrfield_023 = 90401.34 114747.86 91797.37 113451.97 2.22
SO pacco-vipava

Afrfield_0z4 = 73799.39% 124399, 53 74795.13 123199.71 2.22
Afaddussina-ajdoviiina

Afrfield_025 = 64307,58 131400.45% 65202.07 130601.51 2.22
SAGorizia

Afrfield_026 = 44799,71 136399.65 45201.32 135403.3%9 2.22
A/Ronchi dei Legionard

Afrfield_027 = 36900,13 125401.72 38401.27 123857.01 2.22
AfLavariano

Afrfield_028 = 17456.42 135201.06 18995.1 134206.84 2,22

281999, 08 89398,19 J63401.1 88:01.49 2,22

200399,9 85402.44 201600.16 85202.18 2,22

Ln 1, Coll
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3. Creating friction area by assigning friction values to home bases

This option is a bit easier to set up as it requires less work but it is also more limiting since it can be
set only to home base objects placed on the map.

What you have to do is open your mission in FMB and click on desired home base. Then click on
“Properties” tab and enable “Enable friction for this HomeBase” option. | advise you to change friction
value as 3.8 is default IL2 value and is very bumpy.

Here is how it looks for out test mission:

Again, we are talking about squares, not circles. What you need to do next is just to save your mission
and you’re good to go.
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4. Theend

That’s it. You should be mastering this in no time.

Cheers,
|ZUTI|
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