Everything is compatible for use with either CHS or Stock, except for the Takao/Chokai CA classes. In Stock, Takao uses bit map #10, i.e, JnSide0010.bmp and JnShil0010.bmp as baseline art.  In CHS, Takao and Chokai baseline on bit map #253, and Chokai class (Chokai and Maya) upgrade to bit map #10.

In Stock #10 shows the CAs as including C turret; In CHS #253 shows the CAs as including C turret and #10 shows the CAs with AA in place of C turret.

I have chosen to reverse this in the art pack. #10 shows C turret, #253 has AA in place of C turret.  Thus the pack is compatible with Stock, but the Takao is reversed in CHS.

To cure this you may do one of several things:

1) Use the art pack for both Stock and CHS (2 art folders), swap the numbers (0010 and 0253) in the CHS Art folder, and use Andrew Browns switcheroo.exe utility.

2)  Make a copy of JnSide0010.bmp and JnShil0010.bmp; rename the copies to JnSide0253.bmp and JnShil0253.bmp and replace the existing art.  This gives you C turret everywhere (only effects Maya and Chokai in late 44, if still floating).

3)  Swap side and shill of 0010 with 0253; now compatible with CHS, but not Stock.

4)  Leave as is; now compatible with Stock but not CHS.

5)  Leave as is AND for any (all) CHS scenarios, open editor, go to classes and do:

slot 010,  Takao,   change bit map #253 to #10;

slot 013,  Chokai,  change bit map #253 to #10;

slot 520,  Takao,   change bit map #253 to #10;

slot 521,  Takao,   change bit map #253 to #10;

slot 522,  Takao,   change bit map #253 to #10;

slot 615,  Chokai,   change bit map #253 to #10;

slot 616,  Chokai,   change bit map #10 to #253;

slot 617,  Chokai,   change bit map #10 to #253;

Don’t advise editing a stock scenario since it cannot be saved again in the same scenario slot as can a CHS scenario, but if you want to do that, open editor, go to classes and do:

slot 010,  Takao,   change bit map #10 to #253;

Anyhow, enjoy the art.

JWE

