
WORLD IN FLAMES is Matrix Games’ computer version of Australian 
Design Group’s classic board game. Covering both the European and 
Pacifi c Theaters of Operations during World War II, World in Flames is 
global in scope while simulating each branch of service in detail. Land 
units are corps and army level, supplemented with specialized divisions. 
Naval units include individual counters for every carrier, battleship, 
cruiser, and light cruiser in the war. Air units represent groups of 250 
to 500 airplanes displayed on screen using 1000+ unique bitmapped 
images. With 6000+ unique units, 250+ countries, and a global map 
of 70,200 hexes, World in Flames is the premier World War II grand 
strategy game.

All 11 scenarios from World in Flames Final Edition are included and 
they range from the small 5 turn Barbarossa off ensive in Russia and the 
5 turn Guadalcanal battle in the Pacifi c, through to the 36 turn Global 
War campaign which spans all of Europe, Africa, the Middle East, Asia, 
the Atlantic, and the Pacifi c. You can play either the Axis or the Allied 
side or take the role of one of the 8 major powers. Besides solitaire 
against yourself and head-to-head, you can play over the Internet. The 
last two modes of play permit team play with up to 6 players (3 per side).

This simulation models national production from conveying raw 
resources over rail and sea lines to factories for the manufacturing 
infantry, armor, naval, and air combat units. Because oil was so important 
during World War II, there are separate optional rules for synthetic oil 
plants and deployment of oil reserves to the front lines. Game units are 
represented in both armies and corps, aircra�  carriers, naval task forces, 
and the air groups that took part. Everything you need to re-fi ght the 
greatest confl ict in history.

Two players make the strategic decisions that decide the fate of 
nations. What forces to produce, where to commit them, when and 
how? No two games of World in Flames play the same, no strategy is 
foolproof, any decision may have unforeseen, long-term consequences.

If you want to change the world then World in Flames is for you.

The World in Flames Player’s Manual, Volume 1 covers the interface 
and gameplay of the officially licensed Matrix Games World in Flames 
computer game.  This, combined with Volume II forms a complete reference 
on how to play World in Flames on the Computer.5 060193 301983

GAME DATA

• Complexity: Advanced
• Field of Play: World
• Historical Period: World War II
• Theater: Global
• Unit Scale: Corps/Army with 

specialized divisions / individual 
capital ships, air groups

• Turn Play: IGOUGO, bimonthly 
turns with roughly weekly 
impulses within each turn

• Players: 1 to 2 (including Solitaire 
and Head to Head)

• AI: No
• TCP/IP: Yes
• PBEM: No
• Game Editor: No but data fi les 

are comma separated values 
fi les and easy to edit. 

MIN. SYSTEM REQUIREMENTS

• OS: Windows XPSP2, Vista, 7, 8
• CPU: 2 GHz Recommended
• RAM: 1 GB Recommended
• Video/Graphics: 32 MB Graphics 

Card
• Sound: Sound card / speakers
• Hard disk space: 1 GB 

Recommended
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