Forcepool structure in Close Combat Last Stand Arnhem.
Version 1, 14 November 2017
If you are modding LSA you will find that the most significant change in the datafiles is in the forcepools.txt file. The LSA forcepools have a lot of flexibility built in and in my opinion the LSA forcepools are an underappreciated feature of the game. In terms of flexibility LSA is only surpassed by Cross of Iron. 

Without the LSA workbook you will have a hard time finding out by yourself what the various data represent.
Even with the workbook you may need further explanation. Below you will find an explanation to the txt file and the workbook from notes that I took while working on the Rhineland mod.
Opening the FPools.txt file in a text editor will show you this:
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We need the workbook in excel to make sense out of this:   
[image: image2.emf]FILE HEADER: File Header information applies to all force pools in the game.
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Base unit size determines the number of slots available to the battle group using this force pool.  0-2 base units worth of personnel or AFVs = 6 slots.  3-5 = 9 slots. 6 - 8 = 12 slots. 9+ = 15 slots.

Count of Force 

Pools (max 64)

FORCE POOL 

ENTRIES:

Each force pool entry has a header line, a list of the teams that are in the base force pool, two lines worth of strength multipliers that are applied to the force pool when it is created, based on the current day of the campaign, zero or more change records, and a reserved line (0)
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RECORD:

Force Pool change records allow you to add or remove teams on a specific turn of the campaign.  The turns are counted with 0 being the first possible turn, through the normal number of turns per day, including night turns if applicable.
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Here is an explanation line by line:

The top line:
0.198
0.264
0.335
0.396 
0.462 

These are the quantity modifiers for each setting for all forcepools. Therefore this line is entered only once in the file. From left to right they are Elite, Veteran, Line, Green, Recruit. This setting only changes the quantities for each team in the forcepools.

The second line: 40 
4

These are called ‘base units’. The first value is the personnel base unit size, the second is the AFV base unit size. Values apply to all forcepools and therefore this line is entered only once in the file.

This works as follows: The total number of men in infantry teams and the total number of tanks are added up, and then divided by these 'base unit' sizes to determine how many slots you get for your BG. 

11+ 'base units' = 15 slots

6+ 'base units' = 12 slots

3+ 'base units' = 9 slots

2 or less = 6 slots
	'Tanks' includes any team with the SAI unit type (in the teams data files) of armored car, tank, light tank, heavy tank, or command tank.

	Guns just add their crew members to the total count of personnel. The same with any vehicle not listed above.

	The quantity of teams in the force pool does not matter directly, just the total number of men in those teams. So if you had 100 sniper teams this would be the same as 20 5-man infantry teams 
(as explained by Steve of Matrix).
The third line: 64

This is the total number of battle groups in the forcepool file. Maximum is 64 (starting from 0), change this value only if you have reduced the number of battle groups.




Fourth line: 0 
0 
501 PIR / 101st
0 = the battle group number

0 = side (0 for Allies or 1 for Axis)

501 PIR / 101st = Battle Group name

Battle group numbering starts at 0 with the highest number being 63 for a total of 64 battle groups. Note that as usually, this number cross references with a column in the Battle Groups file. 

Fifth line: Teams and quantities
This is where the teams and quantities per team are filled in. Fill in per pair, so first the team class number from the teams file (either AxsTeams or AlsTeams) then the quantity. The order filled in is reflected in the Battle Group screen in the game  menus. Use -1 to leave empty. 25 Teams max. 
Sixth line: Infantry Strength multipliers

This is where it gets interesting. This line lets you set a multiplier per battle group to adjust the quantity of infantry units to start a game, operation or campaign with per given day. This gives you a lot more flexibility than the general modifier in the first line. Each entry is one day in numerical order. You have to fill in a multiplier for each day, for as many as there are days in the campaign file, and even if you want to change something in day 20 alone. Use “1.00” if you do not want to change the quantities. Must not exceed the actual number of days in the campaign file. Day count starts at ‘0’.
Seventh line: Armored fighting vehicles multipliers.

This works the same as with the previous line but then with AFV’s. Don’t mix infantry and tank units in the strength multiplier lines. 
Eigth line: Change Record Count.

Another interesting feature of LSA: You can now change the forcepool composition per turn.

The 8th line says how many change turns are added. Leave 0 if no change turns are added. If you do not have any change turns for the battle group then this line is the last line for the battle group. 
Ninth line etc: BG change turns. One line per change turn. 
You can have as many change turns as that there are turns (not days) in your campaign file. The first value is the turn, the second value is supply (0 = none, 2 = full) , third value is retry yes/no (1/0) . After these 3 values the teams and quantities are entered , in pairs, just like in line 4. First the team, then the quantity.
Here you can add a unit that you want to reinforce your battle group with at a later stage. Make sure to not use all slots in line 4 if you want to add units later on. Note that you can also remove units here. 

This option lets you completely change the battle group composition if you so wish, for instance from an infantry type battle group to a mechanized battle group. Coupled with the multipliers in lines 6 and 7 you can refine your planned reinforcements in great detail. 

In my opinion this option is a much underestimated feature of LSA.

Last line before the next battle group: “0”. There has to be a line with ‘0’ before you can start with the next battle group. 
Also the last line in the file has to have a ‘0’.

Hope this helps,
Pete
