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IMPORTANT TIP: USE THE KEYBOARD ARROWS TO MOVE THE MAP. LEARN THE KEYBOARD HOTKEYS. THE RED COLOURED RETREAT BEFORE COMBAT (RBC) DENSITY LOSSES MULTIPLIERS AIR UNITS :ﬁ:gxﬁaﬁﬁiﬁfucopTERs KEYBOARD HOTKEYS
lity adjusted by odds to make Quality Checks. Yellow-Green - 1to 1.4 Low Altitud ATTACK BY ANTI-AIR ENTER
ONES ol 0 ONES. Uses Qual ow Altitude _
NES ARE THE MORE IMPORTANT ONE Anacker Assault Ratio 3:1 - unmodified Quality Check Yellow - 1.4 to 1.7 A low altitude equipment is affected by both low and high anti-air fire. Depends on Eletronic Support Check, Accepts the dialog box
el Lt Orange - 1.7 t0 2.0 High Altitude xﬁ?:tl-?ﬁ)rvs TAmlrQ ?\Ilgiglg?eeahrg urr‘1?tw Esc
Adjushed for faster units to a maximum of 2:1 ;dc';t Ie;lsl 2 0‘ Ahigh altitude equipment is affected by high anti-air fire and a proportion density on the hex Cancels the dialog box
VERY IMPORTANT FACTORS Odds > 8:1 i = : of low anti-air fire. Fly over wilderness, jungles, not the F1
= = 5 e peenEly decr_ea_se O D eI High Altitude Anti-Air Units eryemy concentrauonjs g Brings up the help file
= ((2 x Profi + read 13 STRENGTH = t st th x MORALE standing. If odds are, say, 100:1 - RBC very likely. J d Al . . .
S ((2xiRioficisncy)ireadiness) SequipmentsIengiix ) : . FERRY CAPABILITIES Join local Air Superiority combat, regardless of mission if their base is attacked. e ] £ /2 SRR R F2orC o _
PPN RIS SRPURIPR PO | U T VENIORIZE THIS: QUALITY IS THE AVERAGE OF PROFICIENCY AND READINESS Only one RBC attempt against a combined stack is allowed. | | Minor Ferry Capabi | | #air shock Levelis less than 70% (including o SIS AR) of 416 be safe. (Opens the Group Composition Dialog for the unit under|
WITH TWICE THE WEIGHT FOR PROFICIENCY. MORALE ALSO INCLUDES SUPPLY. If successful, the whole stack retreats. Total in hex > 20% (mcludmg moving unit)| | Air Units will not defend their Airbases if attacked. F9
Quality and morale are used throughout the game. Notice that proficiency has twice the weight of other factors. The Defender must have at least 15% of the density _ Exempt from River Movement Costf | Hazy locations quick save
Readiness is the effect of wear and tear of equipment and troop fatigue. Recover more slowly if unit moved last turn or is unsupplied. threshold to avoid the_flanked penalty during RBC. Total in hex > 10% (including moving unit) | | “Air Units Attack and Defense Strengths multiplied by 66%.
MotalelisljusiQualitymodifiedlbyiticlstpolyllevellofiheltnid odds i the Defender Deployment and Terrain Maijor éed’ds Sg'yatiﬁﬁé"s' {0 Mov. Cost &L‘:’::;t‘fg sgtlijtlfn"s‘eoniaugalﬁij:ﬁd scroll the map or center on the current unit ("5")
S ry Cap:
CAUTION: Do not mistake DEFENSE STRENGTH for DEFENDING UNIT STRENGTH. The attacker also has a DEFENSE STRENGTH value used in combat. modifiers. Units with more than 10% can enter ‘Air Units Attack and Defense Strengths multiplied by 33%. RERIOD <+ it, if possible. If not, advance
= - - = Super River / Suez Canal locations and All weather equipment - 66%. o he nars thet ﬁ.s,m'l,a,l(

create a temporary crossing point for Local Air Superiority

MMA <
e splits units

TIPS FOR BEGINNERS ON HOW TO EVALUATE RELATIVE

REPOR E STRENGTHS OF UNITS LS Wil Chance that an Air Unit will participate depends on the range to the unit's base,
4l SUPPLY the Force Eletronic Support Level and the unit's Quality. F12 or Backslash <\ >
“ Proficiency, Readiness and Supply (1) - VERY IMPORTANT Quality Checks Toggles PO Assist Mode
i )QUALITY CHECKS ARE USED THROUGHOUT THE GAME. SUPPLY EXPENDITURE An Air Unit is susceptible to more Quality Checks. Slash < />
% No use in having powerful ef |pment if they are weared out, 1 Point per move point expended. Failure on these additional Quality Checks will decrease its attack strengths. ow the cufrent formation path
Bl b O troops are low quality and exhausted. ig 58:2{2 Re ggmgg} :83% (Ranged) Combat Support uestionmark <2 >
Used a lot when checking if units will retreat or keep fighting. 5 Points (Eanged at half strength) | | Air Units must pass a Communication Check in order to support. et [

<Shift> and F12 or Vertical Bar < | >

Air Reconnaissance at Sea

o MORALE IS MULTIPLIED BY THE UNIT'S EQUIPMENTS STRENGTHS y;ggAdEsmugg{)',‘%’hgﬂdﬁ{nﬁg“s do not The range depends on the range of planes and the number of planes. PO moves your units that are under PO Assist Control
IN COMBAT RESOLUTION. Weather in the phasing unit hex affect all unknown hexes; weather in the target Space <> )
% ] MORALE B Loy one supply unit hex, only affects that hex. HAZY ->-15% / OVERCAST ->-30% NAVAL WARFARE Hides unitsldialogs while held down
Do a quick mental estimation of the average of proficiency, su Blow Bridge Probabilit, <Shift> or <Caps Lock>
and rgadlness and adjust the result a bi 4 he c!ljlrectlon ); hepp Y radius closer to the supply point. g i i 5 i DAMAGE LEVEL < 100 DEBILITATE Speeds up battles and PO moves
Jj Reflects the probability that the unit will blow the bridge once it gets to the
He el VTS, SIS S e T Wil 6 i G vellss: DESERTIONS bridge location. Do not include local superiority opposition to get there. AP and AAA strengths, Speed, Nuclear Strength and Agility.
Start when the unit is Overextended and N B - . Do not affect Defense Strength, Armor and Durability.
its suppl?f level is below (100 - Proficiency) | | Air Units Ship bombardment ) ) AIRCRAET CARRIERS
Attack and Defense Strengths (2) Units only receive replacement if not The number of planes effectively bombarding a ship depends on the number o’ 2 ) .
Sum of unit's equipments AP, AT and Defense strengths. Use these values suffering desertion. planes assigned to the bombardment and the MORALE. Above 66 damage points, don't serve as carriers anymore.
only as a quick reference, since they can be misleading. rfllhAND SUF;PSgT SI UAD‘R‘?gE . The chance to hit depends on the Visibility*, Proficiency and Anti-Naval Strength aBQEI-lEE-.!QIBEX R 150) || Medium Naval- 50
€ assigne is eliminate @wer | | of the Air Unit confronted with the ship's Agility. -arrier - Heavy Naval or Task Force - (T [REVEN =
Anti-Personnel and Anti-Armor strengths (3) ;Tgys‘glgie authorized support squadrons| | peperation and Damage depends on the Shell Weight confronted with the: Light Naval or Riverine - 10 | 100 Weight or Embarked - 40
o Ojders Emp VERY IMPORTANT in order to estimate the expected unit's efficiency Supply Distribution Efficiency(SDE) - 50%. | | Ship's Armor Value and Durability. SEA SURFACE SPOTTING . : g
: against an opposing unit. Between 50% and 100% of authorized | | *Visibility is a combination of Weather and Lighting. Weather value is the ZfSEm -10 k';]" at "'Q'IFAI Al '\:\Ie'aﬂ]er E'?U;I?Ime"f " 50km dtoh d [Resolve all combats or ends the turn
| A Ratio between your unit Anti-Personnel Strength and the opposing unit Support Squadrons, the SDE will have this | | average of target hex and attacker hex values. IO:)se Force das alnyd Weatl g; Aircraft, all vessels are ssumed to have radar. F
@ Defense Strength is used to establish how many of the opposing unit's proportion. Torpedo Bombers erver under cloud cannot observe. [Formation Report
pieces of equipment will be exposed to your units fire. N Ressuply increases by 50% if Have their Hit Probability decreased 4 times, but Damage increased 4 times. IN PORT
5 The inverse is true when establishing your unit's pieces of equipment that jwill cooperative HQ is located wnh or Naval unit AGILITY is halved. sext unit on stack
ggé\h{[‘! GHECKS (RS wit pass - - - get exposed to enemy fire. adjacent to the' unit. Tip from Manual \ Repair is 10x faster. H
The same logic applies to Anti-Armor. UNREACHABLE LOCATIONS If the enemy air force is much stronger than yours, keep your air units on Air DAIRCRAFT ATTACKS ON NAVAL UNITS (See AIR UNITS) HQs to the top
B MY So, DEFENSE STRENGTH can be understood as the capacity of Flooded Marsh, Badlands, Dunes etc. Superiority Missions and hope for the best. Consider keeping your best ground I
T nzmemlzzn::z:;::::::’;mm arlealipmentliolpreventbeinglexposediolfifey I,ng].egi%tgf%ﬁ upvpahled idcation, wil attack units out of the action. They may be more effective as a threat, forcing $}?eAr§Jrﬁte?ngSﬁgt: ;i’:esd.rb?'::l:astal battery depends on the Gun Anti-Naval RendeCiciezoptions
mors el f uppled, adjacent o HQ and didr ¢ rement A COUNTER VALUES Unused Air T T v *cut outt | LYCUr opponent to maintain a strong Air Superiority effort. Value, Morale and Shell Weight. The weightier the shell, the less shots it will fire. L .
e i nused Alr Transport can supply “cut ou [Eycles through the Loss Tolerance settings
RAT R pen menu Play > Player Options, click the right arrow and choose Edit Counter Values,
OMB o) o] units. Reduced 33%-Hazy; 66%-Overcast ATTACKING SHIPS .
DISORGANIZE ‘Change the Default Anti-Personnel Attack Strength to Attack. This value shows the sum of AT COMBAT SUPPORT ) . . <Shift>
i, during comba, ails muliple QCs due to and AP strengths already multiplied by morale, So that the player don't have to multiply the SUPPLY LEVEL DROP by number of X " — The Number of Shots fired by an attacking ship depends on the Number of Ships, | c-y‘eéﬂgm%’.-‘,gﬁl'nw Loss Tolerance settings for the stacl
SO || values himseft. Observe that reduction in readiness and supply reduce this value. B e Supporting Units must pass a Communication Check. the Damage Level of the Ships, their Anti-Naval Strength, Morale and Shell
RETREAT BEFORE COMBAT 1 a8y i o e G i oo e et ot G half-days in a turn, if the unit is unsupplied. il il i Mobil d " Weight. The weightier the Shell, the less shots they will fire w1
G I I D Armor Defense is important, since it shows what part of your defense value refers to armored TRANSPORT ASSET SHARING Artillery will not support if Mobile, Retreated or Routed. il 9 g Yy b foggles between counter MovementiStrengths display
RETREAT FROM COMBAT equipment. The rest of the defense value refers to Soft Defense. AP will be confronted to Soft LBANSTURT AL SHIARTIVA CHANCE TO HIT
B it tons mody e o T e Defense and AT to Armor Defense. E"'tS, lha-t,—dot nolt Rene: g i podiny i ARTILLERY SUPPORTING GROUND ATTACK Depends on the */isibility, Proficiency and the Anti-Naval Strength of the firing B aoommemenes
foesn" g
{0 o can e i by orce e scar Toggle through the counter values using the M key. of their transport aSsets {0 their Parent | | tithe Attacker Assault Ratio > 100 unit confronted with the target ship's Agility.
$ PROPORTION OF UNITS EXPOSED TO FIR! Formation. Any unused Rail, Air or Sea Defender unit will expend full supply when countering the ground unit attack; *V/isibility is a combination of Weather and Lighting. Weather value is the average rings up OOB report
" = T Transport Capacity also contributes. Prevention from counterbattery fire from ranged is no longer of target hex and attacker hex values. gri"gs P TR
OOPERATIO Estimate Attacking unit acl rent e ackel ssa atio < ! W A .
REE COOPERATIO! De'endinmunil Defense Strength x Terrain Defense Streng!h modifier Excess Trucks and Horses can have a fr:h Attacker Ah- It Rafi h <1 h i ial : ) " » R
* Ratio used to calculate the proportion of the Defending unit that will be exposed to fire very strong effect on Supply Distribution. Chance equals this number that these benefits are partial. Depend on the Shell Weight confronted with the Ship's Armor Value and Durability; efreshes the display of the current unit
e Estimate _Defending unit Attack Strength x Terrain Attack Strength modifier READINESS RECOVERY If the Attacker Assault Ratio < 10 SHIP REPAIR
PPN acking unitiDetansel Strengtyixiter ain Detense  Srengthimod ineg Generally the amount needed to fuIIy Chance increase that the attack will be treated as a bombardment. The time taken to repair is inversely proportional to Durability, Armor, AP, AAA. ts unit to Tactical Reserve
s LGC%VGF rom ma>|<|m1'1fm md S P f All playﬁrs ?eﬁdfta unders(ar;ld is that to ensure full beneflls keep the effecuve Typically about the following weekly rates in port: Shift> and T
0 COOPERATIO = i i if i ir Units - strongly affected by ro iciency. | | strengths of the forces actu: to gi Carrier - 5 | Battleship - 1 | Heavy Cruiser - 3 | nght Cruiser - 5 | Destroyer - 14 ist of available Theater Options
Notice that most Terrain Modifiers are applied to the defending unit Readiness is limited to no more than unit least equal to the size of the defenders defense strengths SURFACE INTERDICTION
. BOTH ESTIMATES ABOVE GIVE US AN IDEA OF THE RELATION BETWEEN ATTACKINGN | i the unit nas movedt i the present turn, the values below will be reducec) Supply Level or 33%, whichever is higher. | |ApT)| | ERY EFFECTIVENESS AGAINST PREPARED DEFENSIVE POSITIONS | Chance based on value of the moving stack among detected stacks.
T SBORT SCOP AND DEFENDING EQUIPMENTS THAT WILL BE EXPOSED TO FIRE ReadiineSupplyllevelivaleltortholhex thelunitln WEE_—N MAJOR RIVERS AND ESCARPMENT: Tied to the Weight of the Shells. Heavy artillery may seem weak (due to low rate AIR INTERDICTION also. Chance is reduced with range. ther view onloff
RNAL SUPPOR Ex: Atacking uni Atack Sitength = 17| Defense Sttengi = 14 onisunpivisiselliofo(RlayeCameloptions ledtceltbvae: Supply beyond Major Rivers depend on of fire), but 150mm or larger shells can be very effective against entrenchment. lap pane weather view on
DerenR i Afaei Saangi—2d FSeiance Saesgh—1 Ifin 2 PM turn, reduce by a futher 113, Bridges or Major Ferry Capac Tip from Manual : , -
Terrain: Mountains - x3.5 defending unit AT | 1.5 defendlnfg unit AP, Average = Multiply it by the Formation Distribution Efficiency. Blocked across Major Escarpmems Bring the entire fleet into detection range before moving through to distribute raphically zooms in
PPOR x3 defending unit defensive strength of infantry and non- Ltic eadk. Add 50% of this value if near a HO.
X2 static equipment defensive slrenglh Y
ORCE SUPPOR 5779/'[91'(‘)‘1";] :”{‘;)zif(lfsseugﬁy‘?nféi"%mnon's‘a‘icy T, ‘Fnrliﬁed Line|Fartified Depl.|Entrenched Depl|Defending Depl.|Dens & Urban|Urban |Mauntains (Wadi  |Bocage [Marsh |Badlands |Dunes |Forest|Ligth Wonds|lungle|Cropland |Hills [Open Arid |Escarpments |Sup.Rivers/Suez|Rivers{Canal|Road |Anchorage| Airbase zecnsiont
PPOR Attacking unit Exposure to Fire: DEFENDING UNITAT H3 5 3.3 %2 %3.5 X2 ¥3.5 W2 2 |ﬁ,“,.,
= 20 x (2.5) / 14 = 50/14. We use the average AP and AT strength modifiers to keep things simple. .
ATIO Multiply 14 by 2 (terrain modifier) if a lot of static equipment is involved. DEFENDING UNIT AP %45 4.5 x3 #1.5 %1.5 #3 W
= s € N ] e D IR Ao eer s s L5 1 extum
§ WHAT DO THESE RATIOS TELL US? i i L. ul. i
17/25 (Defender Exposure) o 50114 { (Auacker Expusure) are ratios that evidence a favourable DEFENDINGUNT——— A
)| (g condition to defenders; a much higher proportion of the atiacking unit equipments will be DEFENSIVE STRENGTH -
exposed to fire. OF INFANTRY AND : inus key < - >
p— T —— - NON-STATIC WEAPONS %8 il %3 K2 x4 #3 he] w2 ®3 b H3 %2 x2 HZ revious tni
QUICK CHECK (SIMPLIFIED EVALUATION) nti-Armor must check for hit and penetration. STATIC EQUIPMENT Shift> and < - >
Es PENETRATION chance is determined by the relation between the DEFENSIVE STRENGTH  if i 2 1.5 2 w5 [u2 ¥L5 | [¥L5 w3 2 %15 ¥L.5 ¥L.3 fercEsitinarcaniacy
- firing INDIVIDUAL EQUIPMENTS ANTI-ARMOR and the target DISENGAGING UNIT 3
PROPORTION BETWEEN YOUR ATTACK STRENGTH AND OPPONENT'S DEFENSE STRENGTH INDIVIDUAL EQUIPMENTS ARMOR. R OE Faves Map
PROPORTION BETWEEN OPPONENT'S ATTACK STRENGTH AND YOUR DEFENSE STRENGTH No use in having a lot of anti-armor power from the sum of individual equipment far night/Heavy <Shift> and <Ctrl> and F4
. . that don't have, individually, suitable weapons to beat opposing armor. RainfSnow- %25 42,5 w2 2 ¥2.8 3 3 ¥l.5 ¥1.8 3 ¥2.5 [Saves current player's OOB.
Your Unit Attack: 10 ttack: 20 .o 10 , 20 PENETRATION CHANCE OTHER
Defense: 10 Defense: 10 10 15 Go through the description (4) of your unit's prevailing AT and notd G BRY SRV [Gr - i S+R-RY|GHR- GrR RY GHR- v Jov v Jov oV & G ROV |G it ulind
their Anti-Armor Strengths. GUERRILLAS "G+ ->muore effective | "6-"->less effective | "GA"->will not operate
%’d'ﬂggﬁﬂéni‘ﬁ%‘i” ,[‘;gRg‘i{]‘Shgn"g’CgheéC”k"'[‘rfepr’;‘l’g'%RR;‘LT@L??A‘?%LSSF"e"'s THEATER RECONMAISSANCE "R 4" ->mure likelytn nbs erve {als u large concentration of motarized equip.) | “R-"—>less likely tu nbserve [alsn hazy or overcast)
IWE CAN SEE THAT THE OPPONENT HAS AN ADVANTAGE ON THE RATIO 20/10 = 2, SO WE [N1/1 ratio has 100% chance of penetration; 1/2 has 25%; 1/4 has 6%. Artack fram RIVER, SUPER RIVER, CANAL, SUEZ CANAL nr DEEP WATER —> Allstrengths x 0.7
[CAN EXPECT A HIGHER PROPORTION OF YOUR UNIT'S EQUIPMENTS BEING EXPOSED TO inan usual game situation the player woni have access 0 the description ofthe opponents —— - -
FIRE, SINGE THE OTHER RATIO. 10/10 = 1, lequipments. Estimation must be done by known historical OOB. Only the strangest modifieris in effect. Deplaymens are ummulative with terrain modifiers, but onkyas the s quare root of{ (square ofDepl. kod. )+ (s quars ofterrain mad. )]
[WE TAKE A LOOK AT THE TERRAIN MULTIPLIERS, WHICH MAY GIVE A BOOST TO THE FINALLY: MAI0 R ESCARPMENT —> MOUNTAIN UNITS attacking through (loss es x 3) f ARTILLERY o uking dmwn” (strength x 1.5)
[ATTACK AND DEFENSE STRENGTH IN THE ABOVE RATIO. SO, IF THE OPPONENT'S UNIT HAS ~wh - ; ’ - i i
A TERRAIN x2 BONUS FOR AP OR AT, HIS ATTACK STRENGTH INCREASES, INCREASING THE. en allocating forces, consider the level of COOPERATION between units MINOR ESCARPMENT —> units attacking through (loss es x 2)- Artillery and HQnot affected
40/10 RATIO. WE CAN EXPECT YOUR UNIT TO BE EVEN MORE EXPOSED TO FIRE. Remember that a single non cooperative unit will result in penality. — — — — — — — — —L — —
) Non cooperative units are more likely to pull out of attack earlier and OV -Openvision | RV-Restricted vision - Unless ynu have very advanced targetingsystems [rH+), restricted vis inn favars and npen vision reduces hit prabab Heavy precipitatinn is restricted vision.
[CHECK YOUR UNIT'S PREVAILING AT EQUIPMENTS ANTI-ARMOR AND ARMOR VALUES. increase the chance that combats wil take longer.
ESTIMATE YOUR OPPONENT'S UNIT PREVAILING ARMORED EQUIPMENTS ARMOR BATTLEFIELD TIME STAMPS
VALUE. THE CHANCE TO PENETRATE DEPENDS ON THE RATIO: i
(FIRING UNIT ANTI-ARMOR) / (TARGET UNIT ARMOR). A 1/1 RATIO = 100% CHANCE; 1/2 = 25%. Ww%yﬂ;@gﬁ#&ﬂ u/:lg ?::g;ﬂ%?slgn the first After all combats are resolved, the player-turn will advance to the combat round of the MEDIAN length combat. Combats that lasted longer than the round of the new combat phase will be accounted for by placing a TIME STAMP in those hexes.
Ewﬁé{‘éﬁw?&oéyr%ﬁéagrEIS“S$QJEZ%T§M?EEG%JIPMENT IS ADEQUATE TO . ) T ! . X Any unit that enters a hex with a Battlefield Time Stamp will have its movement points reduced until its unit time stamp is at least equal to that of the hex.
ASSAULT RATIO - pay attention, since it can have an impact on the chance Combats planned for a hex with a Battlefield Time Stamp will start on a combat round as if the player-turn is the same as the hex’s time stamp. All units that participate in a combat that results in a Battlefield Time Stamp have their time stamps
[CHECK YOUR UNIT QUALITY. THE HIGHER THE QUALITY, THE HIGHER THE CHANCE YOUR of retreating from combat (RFC). As a rule of thumb, more than 3:1 odds for increased to the resulting time stamp of the battlefield.
UNIT WILL HOLD GROUND WHEN ATTACKED OR SUSTAIN AN ATTACK. for the attacker will lower Defender unit Quality for Quality Checks purpose; i P ing fi Bt ricipating adi 2 its then th bat's Battlefield Time St is the TR 5  the blocki its and the i . f the last d of th e
QUICKLY ESTIMATE ASSAULT RATIO. ARATIO GREATER THAN 31 WILL AVOR DEFENDER 1655 Will INCTEASE L. (1 et s be miied by the “Force RAC Scalar:parameer) a was p rom g from a combat by non-participating adjacent enemy units then the combat's Battlefield Time Stamp is the greater of the time stamps of the blocking units and the time stamp of the last round of the combat.
e el e e CoraT e oA e s;(lg;{e;gir Ue;:h;ys 70% / Ratio - 1.5. Check will use a Defender Quality Whenever a defender is forced to retreat-before-combat (RBC) by a unit with a Time Stamp greater than the Player-Turn’s Time Stamp, there is a Battlefield Time Stamp created in the hex equal to the time stamp of the overrunning unit.
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