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Changelog 1.0

· First Release



This program installs the mods into the WOFF MODS folder for use with JSGME program. This program is a self extracting “.exe” program that installs the mod in the following folder:

Driveletter:\..path to ...\WOFF\MODS

By using JSGME mods you are ensuring that with one click you can easily remove or add a mod without having to be concerned with manually backing up original files, installing the new ones and having to reverse the process when you wish to remove a mod. It is a quick clean process for installation and removal and eliminates having to remember what was changed and where.


Requires:

JSGME program (JoneSoft Generic Mod Enabler Version 2.6) which is available at:
http://www.overflandersfields.com/Downloads/3rd%20Party/JSGME%20ModEnabler%20from%20JoneSoft.zip (do CTRL + Left mouse click on the link to the left in order to launch it).

Wings Over Flanders Fields which is available at:
http://wingsoverflandersfields.com  (do CTRL + Left mouse click on the link to the left in order to launch it).


Description
These mods were created to take advantage of AnKor’s latest improvement for WOFF UE.  They diminish the “dreaded” blue triangles when down low as well as vastly improving the FPS in the game.
You have six (6) mod folders ranging from High Quality all the way down to High Performance.  Within each mod it has the normal five (5) Scenery steps that you set in your WOFF UE Workshop panel.  As a result, you have a total of thirty (30) different options depending on your CPU / GPU / Monitor resolution and WOFF UE Workshop settings.
The six mod folders are as following based on high visuals down to high performance:
1. High Quality
2. Quality
3. Balanced+
4. Balanced-
5. Performance
6. High Performance

If you want visuals, you will gravitate toward the quality side.  The higher the quality, the further away you can see the ground scenery (non-airfield trees, individual buildings, city buildings, etc.).  The downside of this, is that it requires more CPU / GPU power, but you can select a lower Workshop Scenery setting to compensate for this which reduces the scenery density, but still has longer range visuals.
If you want performance, you will gravitate toward the performance side.  The higher the performance the faster your FPS in the game, but lowers the long range visuals and scenery density.
I personally use Balanced+, because it still gives me good long range visuals, while keeping my FPS in the game well above 60 FPS 99.999% of the time.
My PC / GPU / Monitor resolution / WOFF UE Workshop settings:
CPU – i7 7700K (all cores synced to 4.5 GHz)
GPU – nVidia 980 Ti
Monitor – ASUS G-sync 2560x1440

Workshop settings – All 5’, High Forest, Medium Airfield Complexity and Medium Regional Air Activity
There is no “one size fits all” solution so you best try each of the above mods and then you may have to tailor them for your specific system.
These mods are an attempt to find a workable solution that will hopefully address most systems.
Note: while stuttering issues on some users systems are hopefully reduced with this revision, some sources of stuttering are most likely due to defects in the original graphics engine for cfs3 and cannot be fully resolved at the present time.
Credit:
The following people deserve recognition for the development and testing of these mods. Without their dedication these mods would not exist.
Ankor, Yaan98, MajorMagee, BuckeyeBob, Robert Wiggins, and Hellshade

These mods when active, swaps out the stock “compositetexturebudgets.xml” file in the “WOFF\OBDWW1 Over Flanders Fields\terrains folder” and when the mods are deactivated it swaps the stock file back in. 

Additionally, These mods when active, swap out the stock “Terrain.fx” file in the “WOFF\OBDWW1 Over Flanders Fields\ shaders30 folder” and when the mods are deactivated it swaps the stock file back in.  
The shaders30\Terrain.fx mod has changed the line “const static float fTextureSize = 256” to “const static float fTextureSize = 1024”. This is needed for terrain bump mapping to work properly with modified budgets.

In closing, Ankor stated the following:
“The problem with this new terrain setup is that changes in texture quality over distance are much more abrupt and at about 10km the quality is noticeably lower than without the mod. This is solvable at the cost of increased GPU memory use.
Basically this terrain optimization is about finding a balance in a triangle of CPU performance vs GPU memory vs Texture Quality. 
Stock WOFF UE is about the texture quality, my current mod is all about performance. It is possible to make a more balanced version, but it takes time.”



Please feel free to contact me with any questions or comments you may have concerning this mod by either posting to “Panama Red” in the SimHQ WOFF forum, or sending me a PM via the same venue. Happy flights! 
http://simhq.com/forum/ubbthreads.php/forums/374/1/Wings_Over_Flanders_Fields_Tec
IMPORTANT NOTES:

OBD offer NO SUPPORT for this MOD AT ALL - Use at your own risk. 

If you have problems with WOFF after using this mod OBD will ask you to deactivate it before offering any support. 

Note: Remember it is advised to deactivate all your mods before upgrading to the latest WOFF Patch or release

 

