1. Concepts

1.1 Introduction — The Grand Campaign was designed to allow participants to
play out World War 11 using Panzer General 11 (PG I1). Unlike a scenario or even a
Campaign in PG 11, Battles are fought based on the diplomatic, economic, and strategic
choices that players make in the campaign game. The results of the player’s decisions,
which will model al of the major and minor nations that fought in that war, will then
determine what battles will be fought in PG Il and what the nature of your forces will be.
Thisisthen modeled with a custom historical equipment and data file, and your units are
built into each PG Il scenario and fight on the appropriate custom PG Il Map (thanks to
al of the other gamers out there who share with the community their maps, mod
programs and unit icons). Theresultswill carry over asthe war isfought out from Fall of
1939 until it isover (at the latest in 1946).

1.2 Conventions— PG Il has hardwired rules that determine most of how play
occurs in the actual tactical portion of the game. However, since the play will be via
email turns (though these may also be sent viafile transfer and be more “live”), and
because some rules may not be hardwired, there will be certain conventions used while
playing that are not standard to PG I1.

1.2.1 Canced Move - Thisisacommon convention amongst most players already. You
cannot cancel and re-do any moves during the game. This prevents you from excessive
odds-checking or “scouting” but it even appliesto simple errors. Consider errors of
yours, even amouse slip, to be misread orders resulting from the usual fog-of-war.

1.2.2 Reloading — Reloading agameto try for a better result is strictly prohibited.
Whileit is understood that on rare occasions a game may crash, thisis otherwise ssimply



cheating and thereis no point in playing at all if you want to do that. Most people | have
played with are honorable and thisis typically not an issue.

1.2.3 Aircraft Carriers— Aircraft Carriers may only be used to rearm by their assigned
Aircraft in a scenario, and not with any other Air Units that have been added to the same
battle but would not be able to land on the Carrier (it is Ok for one carrier to rearm
another carrier’ s aircraft, however).

1.2.4 Fixed Units— Fixed Units may never be deployed adjacent to another fixed unit,
and fixed Anti-Aircraft guns cannot fire against bombers during a night attack. Naval
Units attacked in Port are also fixed and unable to move during the attack, although in
this case PG Il would otherwise alow it.

1.2.5 Transports—Both Air and Naval Transport in PG Il are not modeled to take into
account casualties. Therefore, any damage doneto aNaval or Air Transport must be
written down prior to its landing of cargo (when the unit disappears). Repairs are
permitted while a unit is being transported, however, since the additional cost is included
when making the repair. Not entirely realistic with respect to transports, but otherwise a
necessary expedient.

1.2.6 Cooperation — In the campaign, unlike PG |1 itself, you will be employing actua
formations of forces in an organization based on actual historical OOB and TO& E data.
This means that the various Divisions and Armies should also fight in a cooperative
fashion and not scatter themselves around the board and “mix” with each other to an
excessive degree. In many war games, thisis reflected already, but PG |11 has no such
mechanism. Therefore, the cooperation rules need to be voluntarily followed to simulate
this. Each Unit isassigned to an Organization, and in order to make an attack it must be
either adjacent to another unit in its own Organization (Division or higher Army
Organization) or it must be independent and not adjacent to any other Unit. Movement or
other actions are not prohibited, but any type of attack is.

1.2.7 Deployment — There may be restrictions on the initial deployment of forces for
some battles. Thiswill be described in the scenario and may involve some forces being
deployed in different areas of the map. These areas will always be separated by non-
deploy hexes.

1.2.8 Naval and Air Unit Repairs— PG Il will alow for Air Unit repairs at airports, or
while being transported by air, and for Naval Unitsto be repaired in Port. Naval Unit
may only be repaired in a shipyard, so except for Transports (see 1.2.5), repairsin Port
are prohibited. Air Units may be repaired at afriendly Air Port, but remember that the
high cost of an Air Unit will rapidly deplete your available supply PPs.

1.2.9 Buying Units— Units can only be purchased as part of Production, and cannot be
purchased in-game during a Battle under any circumstances. PPsisonly provided as part
of the supply rulesin the game and may only be used to repair units during a PG ||
Tactical Battle.



1.3 Tools— Players will need some toolsin order to play the game, most of which
can be found on the PG Il Builder’s Paradise web site. These include an updated .exefile
to play a game with a 2000 unit equipment file.

1.3.1 Software—You will need copies of Microsoft Word and Excel in order to play the
Campaign. Excel isused to keep track of your economies and forces and to give orders,
and its useful to have a zip file program to send these as well as any PG |l game saves. In
addition, | use ICQ asan IM program to communicate over the Internet for “live” play as
well as email, of course. New items — NetMeeting may be used for chat and file transfer
(it can be downloaded for free from Microsoft) and adobe acrobat files will be available
as an alternate to using Word.

1.3.2 PG Il Software—Y ou will need a copy of PG II, the modified .exe file, my
custom Panzer2.dat file and equipment file aswell. Thisis updated on a semi-regular
basis to account for changes in the equipment file or new (and better) available icons, and
| will provide thesefiles. Finally, most of the various maps from Builder’ s will be used,
and in some cases are modified with a custom .map file. These are indicated as (Map
Name) KE files, which will be provided as needed. In addition, there is a soundup file
available at Builder’ sthat must be installed, followed by a custom sound patch (it
overwrites some of the soundup files) that | will provide. Thiswill match the equip file
to the proper sounds and adds a little extrafedl to the game as well.

1.4 Turn Sequence —The Turn Sequence of game play is broken down as
follows:

1.4.1 YSS—TheYear Start Sequence (Y SS) occurs once per Y ear, starting in 1939, and
consists of Economic Growth Calculations followed by each Faction’s DP Allocation.

1.4.2 Game Turn — Each Season (Spring, Summer, Fall, and Winter) of each Y ear
represents a Game Turn. The Campaign beginsin Fall, 1939 and continues through to
Winter, 1946 or the surrender or decisive victory of the Axis Powersin each Theatre.
Each Game Turn is divided into Phases:

1.4.2.1 Diplomacy Phase — The Diplomacy Phaseis carried out in Sequence by each Faction, as
determined by Initiative.

1.4.2.2 Orders Phase — Each Faction providesits Orders for the Turn. The Orders are written out on each
National Sheet (an Excel Spreadsheet) and are revealed simultaneously to other players (via password-
protected zip file). Major Nations each have their own sheet for Orders, and all Minor Allies are added to
the sheet of the Nation they are allied with.

1.4.2.3. Operations Phase — During Operations, each Faction (the Axisvs. the Allies, or independently
the Axis, the Western Allies and Russiaif a 3-way game is being played) announces its attacks and
reactions to those attacksin order:

Faction 1 —All Naval, Air and Ground Forces may make Attacks or Operational Movement.



Faction 2 — All Naval, Air and Ground Forces may make Attacks as well as Reactions to Faction 1.
Faction 3 —All Naval, Air and Ground Forces may make Attacks as well as Reactions to Factions 1 and 2.

This continues (with Faction 1, 2, and 3 making “counter-reactions’) until all forces have been committed
or each side declines to make any Reactions. A Reaction refersto any offensive action that an opponent
takes as well as any forces he commits to an existing battle. Y ou may not decide to “React” unless your
opponent has attacked or added forces to a particular battle.

1.4.2.4. Battle Phase — At this point, all Battles are programmed into PG |1 and played simultaneously (as
best as possible) viaemail play (or email turns sent viafile transfer). In most cases, since Battles take some
time to program, some Battles will be played while others are being worked on, but that is purely a matter
of practical convenience. There are cases, however, where forces are intercepted in a Naval Battle, where
one Battle must be completed before another may be played (or in some cases it will be aborted as aresult).

1.4.2.5 Breakthrough Phase — If any eligible Battles became Breakthroughs or Naval Units are forced to
Retreat (with or without any evacuating ground forces), then this Phase takes place exactly asthe
Operations Phase, but limited to “Mobile” ground forces and any Air or Naval Units that have not been
committed to other battles previously during the Turn.

1.4.2.6 Breakthrough Battle Phase — Battles are fought in the same manner as they are conducted during
the Battles Phase, except that all Breakthrough Battles, including Naval Battles, are limited to 12 (10)
Turnsin length (exception — Axis Blitz Attack).

1.4.2.7 Accounting Phase — This Phase completes and calculates all the results of Orders, Operations and
Battles.

1.4.2.8 Logistics Phase— The Logistics Phase islike a“final orders’ phase for the Turn, except that the
primary purposeis the distribution of supplies, replacements, and the reorganization of forces. Thisisthe
last phase of the Turn, and the new Turn then follows, or the Y SSif the current Turn isa Winter Turn.
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1.5 Strategic M aps —There are two Strategic Maps, one for Europe and one for
the Pacific Theatre. These are each represented by an Excel workbook and the main play
areais named by Theatre and date (for example, Europe Fall, 1939). Thisis updated turn



by turn as the campaign progresses. The other sheets are not modified, but contain
important information for reference during play.

1.5.1 TheatreMap — ThereisaMap for each Theatre of the war — one for Europe and
one for the Far East (or the Pacific). The main area of play is represented by this sheet in
the workbook, and contains the following features.

1.5.1.1 Squares—Each Map Squareisto a scale of about 60 milesin Europe and 120 in the Far East.
Squares are used to determine the tactical range of aircraft, the location of Cities, and the ranges and routes
of Naval Units. Movement along a square is only done by Air and Naval Units, and is counted as 1 from
sideto side, and 1.5 diagonally (rounded up). Multiple squares (the number varies) make up a Territory,
which isused for ground movement. However, Terrain isindicated by Square, which affects movement
into and out of Territories depending on the route taken. Note that diagonal movement for ground forcesis
prohibited, so that Territories may only be connected if they share afull square side.

15.1.2 Territories— Territories are divided by double red lines and represent multiple land squares. A
dashed red lineisalso used, in this case for National Borders (including colonies), and a heavy red line for
Front Boundaries. Each Territory isone Map in PG 11 for purposes of combat, and all movement by
ground unitsis done by Territory. Note that some “Islands’ are also considered Territories — these are any
Island that is made up of at least 1 full square of land. An Idand (or Peninsula) that is smaller than that is
considered an “island” and indicated by double blue or white lines around 4 (or 3) of its borders. This
represents the fact that Naval Units may pass through the Island from that side, whereas that is not possible
through a Land Square.

1.5.1.3 Cities— Citiesare indicated on Map Squares, since they are used as bases for Air and Naval Units.
Solid Dots are Cities, and Circles are Port Cities. Minor Cities are black, and Mgjor Citiesarered. The
size of acity and its type has an effect on its stacking ability for Air and Naval Units. No more than 1 city
per Territory has been placed on the Map. Cities are also targets for Strategic Bombing, and may have an
economic value associated with them. A Nation’s Capitol City isindicated by a star symbol.

1.5.1.4 Zone and Front Borders— The edges of each Map merge into Zones, as indicated by solid red
lines. These may either be Land Zones or Sea Zones, and represent areas outside of the main area of
combat that may still need to be represented for game purposes. Areas of pure black, represented by
Switzerland, the Australian Outback, and the Himalayas, are totally impassible. A heavy red line between
Territories on the Map indicates a Front Boundary. There are 3 Frontsin each Theatre. Note that because
thisis an Excel Spreadsheet | am using, | can’'t have borders of different types overlap, so the most
important border is indicated instead, and the others can be inferred by the context of their location.

15.1.5 Straits— A Strait isindicated by a Green Arrow through 2 land squares that touch each other
diagonally. Travel through a strait is only possible by Naval Unitsif neither side of the strait is hogtile (i.e.
it must be friendly or neutral). Submarines, however, may pass through Straits where at least one side is
not hostile.

1.5.1.6 Crossing Arrows— Crossing Arrows are dark red double arrows, indicating a very narrow passage
across water squares. It ispossibleto send land units across these directly without any chance of an
interception. However, the ferrying still takes some degree of shipping capacity, and 1 Transport must be
assigned for each 4 units or 100 supply sent across in such a fashion.

1.5.1.7 Beaches— Beaches are indicated as dashed blue lines and represent areas that Naval Invasions can
take place. Naval Invasions can only occur on the side where the beach is (so your route must take you to
that location as opposed to elsewhere in the Territory). In addition, any Air support of the invasion (either
for or against) must reach the square where the invasion takes place. A single square island or a peninsula
isthe only location that may be invaded without a beach, since these areas are smaller than a single square
in any case and surrounded by water.



1.5.1.8 Idandsand Peninsulas— An Idland is a single square bordered by double blue lines. These
indicate that the square is mostly water, and so Naval Units may pass through them, but at the center of the
location is an Island that may be attacked. Theisland may or may not have a (port) city aswell. There are
only 2 peninsulas, Gibraltar in Europe and Singapore in the Far East. Both are surrounded instead by 3
sides with double blue lines, the other being the landward side. These two very strategic locations cover
straits that may only be passed through if control of the Peninsulais friendly. Submarines may till pass
through, however, asthey can via other straits, aslong as both sides are not hostile.

1.5.2 PG Il Map — Each Territory is associated with agame Map (usually a custom Map
that may be downloaded) for PG Il. | have attempted to make them as accurate as
possible for the geography of the area, but because of the differing scales and the fact that
other people make these Maps (to make as many as | need would be a massive
undertaking), some compromises are necessary. Asaresult, the Map isnot awaysin
direct proportion to the way your forces may enter the Territory on the Strategic Map, but
some orientation will be provided when a battle occurs and be indicated in comments or
notes (if not discussed by the parties prior to starting the battle). Asatechnical note,
there are two elementsto Mapsin PG Il. The .shp files are how the game uses picture
files, and these must be downloaded into the PG I1/Maps folder in your gamefile. The
other element, called the .map file, is downloaded independently into your PG
I1/Scenarios folder. In some cases, | have modified the .map file from the standard in
order to fix map errors or add features (such as Airports on some maps that are designed
for pre-flight use in alternative game systems). These | indicate with the usual map name
plus KE (so Mapname.map becomes M apnameK E.map, for example).

1.5.3 ZonesMap — The Zones Map shows all of the Zones, both land and Sea, that are
linked to the Theatre Map, as well as the links between theatres. Most of the land zones
are non-combat areas, but afew of them may have combat possible — these Zones are
indicated on the Theatre Map as well, and have an associated PG |1 Map in which the
combat can take place. The Sea Zones are more important, because these have a Range
associated with them which is used by Naval (and sometimes Air) Units when they cross
the Oceans. In addition, Submarine Warfare against merchant shipping is also possiblein
many of these areas. There are only 3 Zones Maps — The Atlantic (The sheet islocated in
the European Theatre workbook), The Indian Ocean and the Pacific (on the Far East
Theatre workbook).

1.5.4 Stacking — The Stacking Chart shows how many Divisions may be stacked in a
given Territory (or Zone, in some cases) of the Map.

1.5.5 Weather — The Weather chart indicates the type of weather in agiven region
during each season. Theregion a Territory belongsto islisted under the PG 1| Map
sheet, and all Territoriesin aregion share in the weather effects, though each weather
condition may affect various Terrain in different ways. The indicated weather also
determines the battle settings for PG 11, and sea areas that are used in aNaval Battle are
also indicated by Region to the right of the chart. There are only alimited number of
settings available, so unfortunately the “mud” effect | thought was quite good in PG | is
not available, and so the effects of mud are indicated by Terrain instead. Finally, the



“Battle Date” indicates the date used each season for the start of the Battle, since the date
will affect how PG Il handles the weather as well.

1.5.6 Terrain —The Terrain chart indicated a key for the various types of terrain on each
Theatre Map, and aso how in some cases the weather affects the Terrain. Frozen would
occur during any time the ground is Frozen, and muddy or flooded occurs at certain times
due to the wesather effects aswell. The chart effects vary depending on the type of
ground formation — Infantry, Light, Semi-Mobile or Mobile. The effects and details of
thisis described further under ground combat.

1.5.7 Supply — This chart indicates what the supply level (as a %) of ground formations
is depending upon their location, Nationality, terrain, weather and other factors. All of
these combine and are used to determine the level of supplies that a formation may
receive during the turn.

1.5.8 Fronts— Each Theatre is divided into 3 Fronts, each indicated by an extra heavy
Red Line. In Europe, these are the Western, Eastern, and Mediterranean Fronts. In the
Pacific, these are the Asian, Southeast Asian, and Pacific Fronts. A Front affects the
expenditure of Oil for use by Armies and Navies, and also serves as a maximum limit for
the size of an Army Command.

1.6 National Sheets—Thegameislargely played and tracked on the National
Sheets. For the Axis, these sheets are the Maor Nations of Germany, Japan and Italy.
For the Allies, these are France, Britain, Russia, the USA and Nationalist China. All of
the other Minor Nations will become associated with one of the Mg or Nations (see
Diplomacy for details) if they become involved in any combat. Poland begins as
associated with the Allies, but as they will not usually last past the first Turn they are not
yet integrated with one of the Major Nations. Communist China, which begins the game
independently at war with Japan, islisted on the Russian sheet. Each National Sheet
(workbook) has the following sheets associated with it:

1.6.1 Diplomacy —On the Diplomacy sheet for each Nation, you find the calculation for
DPs used during each YSS. In addition, those Nations with “Tension Levels’ associated
with Diplomacy will have those sheets added as well.

1.6.2 Force— This sheet is used to keep track of the existing force pool of ground
formations and Air Units currently in play (Naval Units are not tracked in thisway). It
needs to be updated whenever new forces are created or old ones destroyed or disbanded.
This also needs to be updated each Y SS to account for changes in the Force Organization
that occurs from year to year.

1.6.3 Production — The Production sheet is used to keep track of the economy of each
Nation, aswell aswhat is built each Turn by the Nation (during orders). The nation’s
equipment schedule will change from turn to turn and this sheet needs to be updated to
account for unit changes in the available production queue. Nava Units are also tracked
here and built (and repaired) accordingly at friendly shipyards. In addition, supplies may



be directly built and allocated to the various Army Commands as applicable. The
supplies available for allocation to some Army Commandsis limited, and any additional
allocation must be sent from the home command vianava or air transport.

1.6.4 Navy —Naval Forces are al listed here, and are usually divided into fleets and
organized that way by their location. However, since naval units may operate
individually and combine or break off from each other, this can be adjusted during orders
as part of various naval missions as they occur. Naval Units under repair can also be
listed here while being fixed so as to simplify bookkeeping and then returned to active
duty when repairs are compl eted.

1.6.5 Convoys— The Convoy sheet keeps track of a Nation’s transport pool. Thisis
where you assign both merchant convoys (see Economics) as well as any missions to
transport men and material by sea, including any Naval Invasions you may wish to
conduct.

1.6.6 Air Force—The Air Force sheet will keep track of all the various Air Units
throughout the world and their missions. They each operate independently but will most
likely be grouped for ease of use. Repairsfor al Air Units are drawn from the Army
Command that covers the Front they are operating in.

1.6.7 Army Commands— Army Commands are listed for each of the Frontsin which a
Nation has forces, and possible multiple commands for each Front. These Territories
must be contiguous, however, so if there are isolated areas there may be more than one
command for a Front. For example, in the Mediterranean Front, the Axis needsto have a
command for forces in Southern Europe as well as another command for forcesin North
Africa, sincethey are not linked. Each Army Command controls the land forces in that
areaaswell asits supplies and replacements. The Rule for Army Commandsisthis:
Each Command must be made up of contiguous Territories, and these Territories cannot
cross a Front Boundary.

1.6.7.1 Supply Reserve—The Army Command has a Supply Reserve that is used to allocate Suppliesto
various forces within its command structure. This may be supplied directly from production or may be
shipped in or out via naval or air transport. In addition, you may also order Infrastructure items built (like
Air Bases or Fortified Lines). Suppliesare allocated by production directly to an available Army
Command, or they may be shipped from one command to another by Naval or Air Transport. The Limit
for direct supply allocation via production is equal to 50% of the economic val ue of the territories within
the command, and 25% for any occupied territory. All other supplies must be transported from another
command.

1.6.7.2 Armies— Armies are listed on each Army Command sheet, and linked to the sheet that describes
the components of the Army (its Army Units and attached Divisions). On the Army Command sheet, you
can provide your Armies with supplies and orders during the Orders and Operations phase, and in general
keep track of their status and location.

1.6.7.3 Independent Divisions— In addition to Armies, you can a so track Independent Divisionsin the
same manner. However, they will not be linked to an Army sheet but instead will be listed on the Army
Command sheet itself.



1.6.7.4 Special Forces— Specia Forces are single units that operate independently. They don’t have any
PPs assigned to them, but can choose to draw up to 100 PPs each from the overall reserves if applicable.
Of coursg, if they are being used in an airborne or naval operation then the supplies must also be allocated
transport.

1.6.7.5 Force Reserve — The Force Reserve represents any unassigned units that were built within the
Army Command or transferred there, or any units that have dissolved from their formation.

1.6.7.6 Garrison and Fixed Units— Occupation Garrisons (those built, not those that are automatically
generated), fixed Air Defense and Coastal Battery Units are all indicated under the appropriate Army
Command.

1.6.8 Partisans— If anation is sponsoring partisans, it may have a partisan command
sheet to deal with the activities of the various associated partisan resistance forces. This
islinked to the overall production sheet, rather than any particular Army Command,
however. Formed Partisans not connected yet to any other Army Command will also be
handled from this sheet, and may receive limited PPs and supplies from the overall
sponsor Nation as well.

1.7 Force Organization —The force organization workbook for each Major
Nation describes the various armed forces under its command, their organization and
availability during the war. Organization of the various Minor Nationsis contained in the
Minor Nation’s own workbook under the Organization sheet. In military terms, thisis
what the campaign uses as its OOB (order of battle) and TO& E (Table of Organization
and Equipment).

1.7.1 Army Force Pool — The Army Force Pool is the number of available Divisions (or
Units when applicable — also note that sometimes a“ Corps’ will be called such but for
game purposes is equivalent to a Division) of each type during every Y ear of the War.
These are typically classified as Infantry, Motorized, Armored, etc. Divisions but the
types vary by Nationality. It is permissible to form divisions for the following Y ear
during the Logistics Phase of the prior Winter Turn, since the Winter Turn in fact fals
across both Yearsin any case.



1.7.2 Divisional Organization — This describes the various division types and how they
are equipped. Themain “Core”’ Units are thefirst 3 units of the Division, and the others
(usually 3, but sometimes as few as 1 or as many as 4) are described as attachments. If a
Division has no Core Units remaining by the end of the Logistics, it will be dissolved
automatically (to the Army Command Force Reserve). Only certain units may be
assigned to the various “slots’ of adivision. For example, atypical Infantry Division
will be 3 Infantry Units (usually “Regulars’), 1 Divisional Artillery unit (no heavy
artillery), an anti-tank unit, and an anti-aircraft unit (again of the smaller caliber types
usually). The units may be motorized, self-propelled, towed, or such depending. Within
these parameters, reasonabl e variations are possible, but in general they will conform to
the same patterns of organization.

1.7.3 Army Organization — Divisions are organized into Armies, and these are
organized as well with their own core attachments, usually heavy artillery of various
types and Recon units as well as specialized infantry units like engineers. Armies can
also be various types or mixed, making them infantry, semi-mobile, mobile or light
armies. Thereisusualy no restriction on the numbers of armies, since the stacking
effects (an army stacks as 1 plus the number of its attached divisions) and limits on
divisions will automatically keep the number of armiesin check. You cannot have an
active army that does not at least have 1 division attached to it, and the averageis 2 or 3
divisions, with a maximum of 4.

1.7.4 Air Force Organization — Air Units operate independently, but there are limits as
to how many of various types may be built, again depending upon the Y ear exactly asthe
Army Force Pool limitsworks. Here will be listed at a minimum the number of Fighter
and Bomber Units, and in some cases there may be Naval Air, Coastal Air, and Air
Transport Force limits aswell.

1.7.3 Naval Forces— Nava Units are built within limits as well, and these are handled
by limiting the numbers to the number of named ships available. In addition, certain
types are available for construction later in the war and are indicated as available in the
appropriate year. Many of the existing Naval Unitsthat a Nation has have been
constructed in years past and are not available for new construction. Note — currently
these are only indicated on the Naval Equipment sheet, but in the future will be added to
the OOB sheet for each Nation.

1.8 Equipment Schedule —The Major Nations each have an equipment
schedule for the types of ground and air units they may build. This sheet goes season to
season from “at start” indicating builds that you begin with already all the way up to
1946. Black isused to indicate that equipment is not available, either becauseit is
obsolete or because it hasn’'t been developed yet. Green indicates something that is
available for construction without any limits.

1.8.1 Unit Types— The workbook is divided by sheets indicating types of builds, the
first being Infantry and fixed units, which is the only type that only changes by year. The
others are Air Units, Vehicles, and Guns & Transport. The Unit Types are divided into



PG |1 categories, which would be Infantry, Fighter, Bomber, Air Transport, Tank, Recon,
Anti-Tank, Artillery, Anti-Aircraft, and Transport. AT, ATY, and AA are under guns if
they are towed, and vehiclesif they are self-propelled.

1.8.1 Build Location — Some Unit Types may be built in different or multiple locations,
depending on the nation. Otherwise, the default is the Nation’s Home Region.

1.8.1 Production Limits— The production limit will be a number indicating how many
of each unit type may be constructed each turn. In many cases thiswill be fractional
within .25 increments. In such cases you may need to build for several turnsin order to
construct afull unit. Note that it isimportant not to build a unit that you can’t finish, and
that the limits are set so asto allow for whole numbers to be built. So, if something is.25
for 4 turns, you need to build it every turn for 4 turns to make that unit. If by accident
thisis somehow missed, we will probably make allowances so as to alow the completion
of aunit, however.

1.9 Minor Nations—The Minor Nations are also developed in the campaign as
much as possible, and in some cases may be fairly significant aswell. However, the
Minor Nations don’'t operate independently and once they have either become alied with
or attacked by one of the Mgjor Nations they will be activated. The only Minor Nations
that begin at War with the Axis are Poland, which is at War with Germany, and
Communist China, which is at War with Japan. Communist Chinais a special case and
will always be at War independently of Russia s neutrality or otherwise with regardsto
Japan. Poland will usually surrender after the first turn, and thereafter itsforces will bein
play as ex-patriots only.

1.9.1 Diplomacy — The Diplomacy Actions and current status for each Minor Nation is
in the overall Diplomacy Workbook (see section 3. Diplomacy). Thisisused to keep
track of the Nation’s current status in the War, and allows the player to look at every
Nation rather than opening every single workbook. However, the Diplomacy section of
the Minor Nation sheet contains its Economy, Capitol City, Cooperation and Geographic
Limits, Garrison and Ex-Patriot information.

1.9.2 Army —Thisindicates the at-start forces available to the Minor Nation. There are
some cases in which the composition may change if the Nation activates at alater date,
but for the most part thisisfixed.

1.9.3 Air Force—The Air Units and force limits for such are indicated under the Air
Force Sheet. Thisaso includes any native production capacity aswell as allied aircraft
that may become availableif the Nation becomes allied with one of the Factions.

1.9.4 Navy — Thisindicates the Naval Units available (if any) aswell as any shipbuilding
facilities and in some cases what ships are available for construction. There will also be
an indication of the Nation’s merchant marine (Naval Transports) if applicable.



1.9.5 Organization — The Organization sheet indicates the same as it does for Mgjor
Nations, that is how the Divisions and Armies and their various types are Organized.

1.9.6 Equipment — The schedule of (army) equipment available to the Minor Nation and
its build limits, as applicable, isall covered under the equipment sheet.

1.9.7 Ex-Patriots—The Minor Nation will often continue to resist even after it has
surrendered. Thistakesthe form of both partisans and ex-patriots. The former fight
within the Nation itself against the occupiers, and the latter fight with the armed forces of
their allies against the occupier. Partisans are indicated under section 3. Diplomacy for
each of the Alliance Factions, but Ex-Patriots will be indicated on the Minor Nation’s
Diplomacy Sheet.

1.9.8 Integration with Major Powers— Minor Nations may become integrated with a
Major Power in anumber of ways, and again this is described in much more detail under
Diplomacy. However, until such time as the Nation is either attacked or becomes an Ally
or Co-Belligerent, its forces are not integrated onto the Major Power’ s sheet. Once that
does occur, the forces it has are now added to the appropriate Army Command on the
Major Power’s sheet and now become a part of that force. 1n most cases, there are limits
asto where, when and how you may deploy a Minor Nation’s forces as well as the extent
of integration (mixing) and cooperation possible.



