Special scenario designer units in Norway OOB 86

These new units are only available with scenario date set to

December 1949, as was already the case with the special units that were included earlier (minedog, railgun, ect.)

Units marked as (experimental), might not work as correctly as expected, as combinations of unit stats are used, that aren´t really supported by the game code! Use these with care and have fun! ;)
As name implies, the scenario maker special units are meant to provide some means for the average and advanced scenario maker, to create scenario designs, that otherwise only would be doable with lots of awkward and time consuming editing with some of the various editors. Some of the „special“ units already were invented by scenario makers, by „faking“ standard units. As there´s usually just a limited space (or none!) in the OOBs for inclusion of new or additional units, these have been added to norway OOB86, which is one of those with most free slots available.

In order to avoid messing the standard norway OOB TOE (which is as functional as it was before), the „special“ units are strictly divided from the standard norway units, by making the last year of availability for  norway units as „end of 1948“, while the special units are only available in december 1949! However, standard norway units might appear in special units purchase screens at times and is not to be avoided. Don´t bother.

Generally when purchasing some of the special units, it is recommended to buy at least a HQ (A0) unit from parent nation first! Example: In scenario editor, select nation and year of your choice, enter purchase screen, but don´t purchase anything! This gives you the proper HQ (A0) unit of selected nation and year. Now set scenario date to december 1949 and enter purchase screen a second time. Now via „Nation“ button, select norway and then you´re ready to select from the various „special“ units, which are:

(ordered by menues)

ARMOR menu

Onmap Fgt. AC (= onmap fighter aircraft)

These are common fighter aircraft taken from the various OOBs and reclassed as some sort of tank (for organisational purpose), meant to be placed directly on the map to crowd airfields ect.

These all are unarmed and immobile. If for any purpose you need them to be armed or mobile, you can edit the units with the „D“ key in the scenario editor. If you need them to be wrecked at the start of the scenario, then simply hit „U“ key in editor. You also can edit a save game, to have them in „abandoned“ state. However, these steps are recommended to be made when the scenario is mostly finished and all other units already purchased.

To have functioning onmap aircraft (unlike taking the stuff from the terrain files) has the benefit that the units can be used much more variably. As all other units, these adapt to the icon size chosen in preferences menu and you also have full control on the units „facings“.

Onmap Bmb. AC (= onmap bomber aircraft)

Same as above, but common (fighter-) bomber aircraft.

Onmap Tr. AC (= onmap transport aircraft)

Same as above, but common transport aircraft.

Onmap Gl. AC (=onmap glider aircraft)

Same as above, but common glider aircraft.

ARTILLERY menu

(Note: due to use of same unit classes, the mentioned units also double up in other than the intended menues !)

Rail Gun
This one already was included for Mega Campaign: Lost Victories.

Classed as „onmap“ artillery (self propelled).

Explode unit (Explosion)

Was introduced for Mega Campaign: Lost Victories. Served as multi purpose unit to provide a generic unit that does not have its own icon and does leave an „exploded/burning“ graphic on the map, when destroyed. Thus the name! (actually obsolete, but is needed for compatibility with MCLV)

4.2 mortar WP (experimental)

This is a US 4.2 inch mortar shooting white phosphorous (WP) rounds. The white phosphorous is modelled as „Napalm“, as suggested by „Ammo Sgt.“, who also brain childed this unit/weapon.
Target/BridgeDC
Next new unit is the Bridge DC Sec and (?) Target design concept. These two units have a movement of zero and need to be set to face the correct direction to work correctly. These are used in scenario design to blow up bridges at key times. These are classed as Special Forces

and are set to appear on map in the same manner as Special Forces. The Bridge DC Sec is meant to be set next to a Bridge, turned to face the bridge, and set to fire at one hex range on to a bridge. It can be used to fire at units on a bridge or at the (?) Target unit. Set the morale

and experience rate for the Bridge DC Sec in the 120 range and the (?) Target’s in the low 50 range to work correctly.

The (?) Target unit is to be purchased as the opposing sides unit and is placed within the one hex range of the Bridge DC Sec. It is used to trigger the explosion when it enters the game. It will cause the Bridge DC Sec to fire at it; thus, resulting in Bridge destruction. It is recommended that the (?) The Target units enter scenario as special force units do and that

these are limited in use during two player games.

These are to be used in scenario design and not in two player style games unless both players agree upon there use. These are powerful weapons – keep friendly forces away from these when they explode! Also note, that these are experimental oob scenario design tools and that one feature of their uses is residue smoke rounds. This bug at current time cannot be fixed. (Bryan Melvin)

(Note: Not for AI use!)

Various Arty.+FX
Fuse Charge and Time Bomb: new weapons used to blow up Bridges or to cause a Building to explode at a key moment. These are one-shot weapons that can be set to explode by use of the Artillery “t” key function. They do have an error factor that may cause the charges to not explode on target, in other words, the charge failed to destroy its target as often happened during combat conditions during WW II. (Bryan Melvin)

(Note: Not for AI use!)

Walking Barrage consist of a “one shot” artillery round with very high suppression and Kill rates. You purchase about 3 to 12 of these and set them to explode in the deployment editor phase of scenario design during certain turns by use of the Artillery “t” key function. You can time these to explode as your infantry moves behind the barrage. Be sure that these are not used in 2 player style games unless agreed upon. (Bryan Melvin)

Changed to use „cluster bomb“ class and animation, as it better portrays multiple shells raining into a single hex. (RHZ)

(Note: Not for AI use!)

105mm HowBty VT actually is a „beefed“ up US 105mm howitzer shooting (faked) VT fused artillery shells, to explode just above the ground, thus raining deadly shrapnel more effectively in particular on troops in foxholes and trenches. Can also be used to simulate tree bursts. Used by US army, starting after september 1944. As said this is just a 105mm with a couple more HE kill points added!

PG Artillery  (Poison Gas Artillery) (experimental!)
A nasty sort of weapon that does comparatively little initial damage in the impact hex, but causes considerable suppression in hex and around! The „Death Heads! In the beaten area mark hexes as „poisoned“ and you better stay away from them, or you risk subsequent losses/suppression!

Best to use in WW1 like battles (no vehicles!).;)

INFANTRY menu

Gnrc. Rfl. Sqd  (Generic rifle platoon)

A generic rifle squad/platoon that is unarmed and needs to be armed by scenario makers before use in a scenario. This unit has no FC or RnF values!

Demo Charge  Similar to „mine dog“, but immobile and needs to be placed by infantry with carry capacity (see further below in this doc!).
Support MG
These are copies of common MMG/HMG units taken from the other OOB´s and reclassed as „Scout“ units. These are used in user made scenarios, where the AI is on the attack (attack, advance mission set) and deployed in a way so that these provide „supporting“ fire from static positions in the AI turn. Normally the AI only shoots his MMG/HMG class weapons effectively when on the defence (Defend, delay scenario setting).

These units is given a basic movement point allowance of 4, but it´s preferable to set these even to 0 with „D“ key, in order to have them backing up the advancing infantry from mentioned static positions.

Normal „machine gun“ classed units (AI) move with the advancing infantry and get quickly involved in close to frontline combat and thus get expended quickly, without having much chance to provide supporting fire in their intended role.

However, both types of „medium/heavy machine gun“ units can be combined in a scenario off course.

Command MSG  (Command messages)
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These are no real units, they are rather a way to simulate radio messages sent to the battle group commander (YOU), from regimental or divisional command post, during game play! In purchase screen you need to check (click) every „order“ unit in order to see what it´s for! That they´re all NOT given a distinct name, serves just the purpose to hide the possible type of order sent to the  player, BEFORE he actually receives it! More about this later. Now the possible orders/messages:

1. Commander, take and hold enemy objective at location: see FLAG

2. Commander, defend positions at location: see FLAG

3. Commander, move your forces to location: see FLAG

4. Commander, exit your forces off the map at: see FLAG

5. Commander, hold position at: see FLAG until: see REACTION

FLAG is the little blue (or red) „objective flags“ that you assign units, when CC is set to on. When you don´t play with CC (command control) on, then these flags have no function in the game. When this is the case, then these flags can be used to indicate a map location (a hex coordinate).
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Here´s the A0 unit and its assigned „objective flag“. The bottom status bar indicates that STANCE is Advance to 14,10 and this hex 14,10 is just the hex where the „objective flag“ of this unit is set!

F.e if you receive order: 1. Commander, take and hold enemy objective at location: see FLAG ,then regimental/divisional command wants you to move to a map area indicated by the „objective flag“, assigned to this particular „message“ unit!

Now you might say, what´s the deal? Just place a victory hex there and you know where to go!?

Yes, but there´s also cases where this (possible) victory hex has a set „activation turn“ that you´re not aware of. Most of the time, when scenario makers use these (victory hexes with activation turn), you probably won´t take notice of its activation and thus miss gaining the victory points for capturing it (and maybe even loose the game).

Now with this particular „command message“ unit, the attention of the player is pointed to the new victory hex (location), that has just activated and shown up on the map (Drumroll!)! Or maybe it´s not yet activated (or never will), as the player needs to march a unit on it to activate it and gain any possible victory points. Could be it´s even of the „cannot be recaptured“ type. And so on....

Also thinkable is to not use any (visible) victory hexes at all and just use the „needed by AI“ types to control AI movements.

REACTION is normally set for an AI unit to „react“ and start moving at a certain game turn, but not used for a human players units.

See order/message 5.: Commander, hold position at: see FLAG until: see REACTION
FLAG works as described above, but REACTION is now used to tell the player until what game turn the condition needs to be met!
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This window shows were the „Reaction“ (React) setting is to be found. If the „Command MSG“ unit is currently the active unit, hit „H“ key to make the headquarters screen pop up. To the left on the screen then can be seen the above unit status window, with the „React“ turn marked by the yellow arrow. 

So message 5.: Commander, hold position at: see FLAG until: see REACTION , tells you to defend a hex location (and  around) until game turn 25! Off course the scenario maker needs to make sure that it makes any sense to hold a certain location until set turn!;)

Now how to bring the „command message“ into the  game: These are purposely given the „special forces/guerilla“ class, so they can be set up like any normal „special forces“ unit; set up „infiltration“ hex at a (more or less) randomly given turn. However, you have much more control if you let them enter the game by use of „reinforcement“ hexes. Thus you can set exact location AND exact entry turn, which is not possible for „infiltrators“ without some considerable editing of scenario data, but that´s out of topic here.

Assuming you (the scenario maker) have purchased and set 7 „command message“ units as reinforcements to enter the game at reinforcement hex 1 at a certain turn. When playing the scenario and hitting the „unit menu“ button [image: image4.jpg]


, then the „unit menu“ screen shows up as follows:

[image: image5.jpg]Status
In Cover

Reforce 1, TH
Reforce 1, TS
Reforce 1, T6
Reforce 1, TIO
Reforce 1, Ti2
Reforce 1, Ti4
Reforce 1, Tig.

NN ©

R

coccooogi

i




Only thing you see is that 7 „Message B“ units are scheduled to arrive at various turns. As all „command messages“ are named the same (Message B in this case), the player won´t know what orders they might contain. Now to add even more uncertainty, the set of „Command messages“ includes two dummy units with same name „Message B“ (and „Message R“), but with no unit pic assigned! (no unit pic = no orders!)

In the example above, only units „B0“ and „H0“ contain a legal order/message, while the remainders are just dummies! The player won´t know about all that until the „command message“ units actually have arrived on the map!

At last you can rename the „command message“ units to anything you want, as long as it makes any sense to you and for the scenario. Be creative!(
There´s an additonal 5 (+1 dummy) „command message“ units named „Message R“ (instead of „Message B“) but contain exactly the same orders as mentioned further above. These are used by any human player who plays side2. Side 2 player normally has the red „objective flags“ assigned to his units, thus the (Message-)R = red and (Message)B = blue. Think they´re superfluous somehow, but anyway......

MISC menu

(I´ll only mention the new units here, as this menu contains also some older stuff like the train f.e)

TURRET FORT/TURRET FORTS
Contains single unit or sections of turreted fortifications like Maginot/Siegfried line armored turret or „Panther“ turret fortification, used quite late in the war. These are in fact immobilized „tank“ class units which are assigned the only available icon (among standard SPWAW shape files) suited for this type of unit. Unlike „fort“ class units, these can actually rotate their armored turret.

Btw, the „Maginot turret“ comes unarmed as a standard, to allow variable weapon configurations. Usually this is either done with „D“ key and clicking „Weapon“ in standard SPWAW scenario editor, or with Fred Chlanda´s WaW Edit, which is much more comfortable to use.

SHELTER/DUGOUTS
Various „loadable“ immobile APC (armored personal carrier) class units,

meant to be used as dugouts, basements, shelter rooms, ect. Unlike „fort“ or other unit classes, these don´t „unload“ their passengers involuntarily when just hit! Only when the carrier (the  SHELTER/DUGOUT unit) takes a penetrating/damaging hit, then the passengers are unloaded automatically. Also when an enemy unit STOPS just next to the SHELTER/DUGOUT unit  (range = 1 hex) then passengers are unloaded automatically too. Just bypassing the SHELTER/DUGOUT unit (at range = 1 hex), does NOT cause involuntary unloading!

All SHELTER/DUGOUT units have impenetrable side or front/back armor to simulate that there´s actually no such side to hit and thus to penetrate! Some units are excempted from this, one or the other way.

As there is no real underground feature/unit modelled in SPWAW (code wise) it can be „faked“ to some extend, by making it a very small unit (size=0). To improve the „stealthiness“ of such units, it´s also a good idea to raise experience (and morale) to above 100. That helps keeping them hidden, even when an enemy infantry unit walks „on top“ of them. That would be something to expect from sort of well hidden basement (entrance) or dugouts. However, that keeps them not from beeing detected by enemy aircraft, which due to „vehicle“ class of SHELTER/DUGOUT units, have an abnormal chance of detecting enemy vehicles, not regarding terrain, smoke, ect. This is a game flaw or,..IMO a very bad design decision.

TUNNEL/GARAGE

This unit has carrying capacity to load several infantry squads and/or vehicle units. Thus the TUNNEL/GARAGE name. Top armor is high enough to withstand all but the heaviest of large caliber guns or bombs. Rear turret armor is at 10 to simulate this unit having some sort of entry gate, that can be hit and penetrated. This unit has not an own icon assigned. Unarmed.

DUGOUT/SHELTER
This unit only carries/loads infantry class units up to platoon size. Top armor is high enough to withstand all but larger caliber guns (upto 150mm) or bombs. Rear turret armor is at 20 to simulate this unit having some sort of (lightly armored) door, that can be hit and penetrated. This unit has not an own icon assigned. Unarmed.

CELLAR

Similar to DUGOUT/SHELTER, this unit has an icon assign (flatcar/tarpin) that resembles somehow to look like a basement when looked at from above. This unit carries about platoon size infantry (54).

Unarmed.

DUGOUT
Same as CELLAR, with somewhat higher carry capacity (40).

Unarmed.

SEWER

Same as DUGOUT/SHELTER, but only carries  a squad size infantry (12).

Unarmed.

BLOCKHOUSE

This is meant to be a small blockhouse of wooden construction, that offers limited protection against small arms fire and smaller guns/artillery. Has an appropriate size of 2 and loads about 2 infantry squads (24). Frontal turret armor is 0. Unit has its own icon (log rifle platoon). Unarmed.

WESTW.BUNKER (Westwall/Siegfried line shelter bunker)

This is meant to be used as concrete built and unarmed shelter bunker, to be found in german Siegfried line and other fortification lines. It´s of size 2, carries about two infantry squads (24) and has its own icon assigned.

You can arm this with a light or medium machine gun in slot1 if appropiate (use „D“ key and select „weapon 1“).

ASSAULT BOAT  (single and platoon)

This is a light motor driven assault boat of wooden or metal constrution, similar to german „Sturmboot 39“. About ~3 of them can be carried  by a heavy truck and itself has a carry capacity of 12 (single squad). This is meant to fill the gap between the highly vulnerable rubber boats (assault rafts carried/used in river assaults) and the more specialized stuff like barges and amphib tanks/carriers (DUKW f.e). They are loaded with „L“ key when assault boat and loadee are deployed in same „shallow water“ hex.

TRANSPORT/LIBERTY SHIP DW  (Transport Deep Water)

This is sort of merchant transport ship that only unloads and loads properly in a hex with "Water" or "Deep Water" AND a "Bridge"! However, this unit can also unload/load in "shallow water", but by moving into a "shallow water" hex the ship immobilizes itself (stranded!). This is due to its class (Heavy Amphib-34) and absence of any land movement capability! Unarmed unit with carry capacity of 254.

TRANSPORT/LIBERTY SHIP
Same  as above, but classed as „landing barge“. It can unload directly on the "beach" (shallow water hex). To "load/board" any unit in the game, the ship must be moved into a hex that contains a "bridge" AND the to be loaded unit! Unarmed unit with carry capacity of 254.

FAST BARGE  „Fast“ version landing barge.
AFV Recovery  (armored fighting vehicle recovery)

Meant to be used as generic recovery vehicles that have enough carry capacity to „tow“ almost  every vehicle in the game!

MINE DOG   (already introduced for Mega Campaign: LV)

A sniper class, very fast little unit that carries an anti tank mine for a single attack on any (armored) vehicles. The russians used this a couple of times during WW2. Mostly a „fun“ unit.

SPECIAL UNITS  (civilians, POW, supply bearers, wounded)

Generic non combatant units that are classed as „ski infantry“ in order to prevent smoke popping and disable „close assault“ ability.

The (native) Supply bearers have a carry capacity of 2, which enables them to carry an „Ammo Cannister“.

Infantry w CC (Infantry with Carry capacity). Similar to supply bearers, but with carry capacity of 5. Can „load/carry“ wounded! (stretcher bearers)

Note: The SPWAW game does not know about „neutral“ units, so even „civilans“ or „POW“ will treated by the AIP (artificial intelligence player) as units viable to shoot at! Same goes for human players, but when used in Hotseat/PBEM games, players can agree not to shoot them up. However, these units still apply to the „borg mind“ rules and serve as „spotters“ for the side using them.;)

MTRCY PLATOON/SECTION  (experimental)

Similar to cavalry horses, these are just unarmed and vulnerable carriers, meant to carry motorcycle infantry (just normal infantry that dismounts).

Although all „Mtrcy“ units are „technically“ the same, I included several as they use different unit pics. If you can´t find any for a particular nation, then just use HU, FR or SU which all share the same unit pic anyway.

Units are classed as „wheeled“ (utility vehicle) and use „pack mule“ icon. Move sound is reassigned as „motorcycle“, so the illusion should be OK so far.

AMMO CANNISTER
A small immobile „ammo carrier“ class unit, that can be carried around easily. (supply bearers above or small vehicles/wagons) Carry cost=2.

AMMO CARRIER PA  (Ammo carrier pack animals)

An „ammo carrier“ class unit meant to be pack animals carrying ammo/supplies.

CAV Horses  section and platoon (experimental)
(Bryan, please put in description here!)
AMMO DUMP  (Ammo dump / Ammunition)

A normal immobile and a “small“ loadable ammo dump unit. Difference is just in unit and icon size. Other than that both „work“ the same.

Ammunition has a carry cost of 10 and can be carried by most vehicles.

FIELD HOSPITAL

An „emplacement“ class unit with smaller size and load capacity of 40. This unit is meant to be used in conjunction with special „hospital“ building no. 10, 11 and 12, to be found in „Single wood building – Use1“ menu (Ter82 shape file). Other than that, as „emplacement“ class unit, this gives some morale benefit (end turn suppression removal) to units within 3 hexes, just like the normal „Command Post/HQ“ unit does.

Unarmed and immobile unit, without dedicated icon.

PLT-CPY POST  (platoon/company command post)

„Emplacement“ class unit. Serves as very small sized „platoon or company“ command post, for use as backbone to entrenched units in DEFEND scenarios.

Unarmed and loadable (10) unit with movement allowance of 1.

As all „emplacement“ class units, this provides morale benefits to any unit within range of 3 hexes.
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