Note:

This scenario is dedicated to all the axis soldiers who fought with national pride and honor during WW2.

That being said, I’d like to say that the images in this scenario are for historical accuracy reasons only. Neither this scenario, nor I condone communism, socialism, or leftist ideologies of any sort.

Installation:

· Under your ToT directory, make a folder to contain the contents of the main zip file you downloaded.

· Move all the files contained in the main zip and icons from the graphics zip into the newly created folder.

· To install sound, create a folder called Sound in your new scenario folder. Extract all the sound files into the Sound folder.

· If you downloaded the dll files, extract them to your ToT directory. Backup dlls have been provided. Move the city, civwin, and dialogue files to the ToT/original/ directory.

· Run seasons.bat and select summer before you start.

Field Marshal, you have been given command of a very important army group, and your actions may prove decisive in determining the victory of the Third Reich. This field manual contains well-documented information gathered from first hand experience on the field of battle.

Unit Roles:

Knowing how to use your divisions is the most important thing you need to know. Understanding the roles and abilities of units will save you from needlessly massacring men, and will prevent you from doing so as an inexperienced commander.

Infantry:

The basic fighting force of the Wehramcht.  Most of your divisions will be infantry. Although they are generally on the weak side, it is fortunate for us that the basic fighting force of the Soviets are infantry as well. Knowing how to attack and defend with your infantry will give you an upper hand in these battles, and will hopefully offset their advantage in numbers. Infantry roles can be divided into the basic categories of attack, defense, and scouting. Some infantry may combine these roles, and some may have special roles.

Schützen: Defense infantry, one of your weakest attacking units.

Aufklärungs: Scouting infantry. They have the alpine movement bonus and a stronger attack than Schützen.

Kampfstaffel: Attacking infantry.

Panzershreck: Attacking infantry, strong enough to take out many non-infantry divisions but very vulnerable on defense.

MG42: Effective defensive infantry with a defense bonus against other infantry.

Sappers: Infantry with engineer capabilities, such as digging/clearing minefields and building roads. All around the weakest unit except when attacking machineguns and station targets such as bunkers. 

Scharfschütze: Used for scouting and sneaking, with alpine movement and defense bonus vs. infantry.

Waffen SS: One of the strongest infantry units, used in heavy combat situations.

SS Panzer Korps: Very strong and might not even be considered infantry. They have the standard infantry bonus against city walls, but move 3 and have the panzergrenadier ability.

Armor:

Very strong on the field, weak for attacking cities. Cannot enter urban squares.

Aircraft:

Me.109: Escort fighter.

FW.190: Interceptor fighter.

Ju.87 Stuka: Divebomber, weaker than other bombers but can iniated multiple attacks in a single turn.

He.111: Bomber.

Ju.88: Bomber.

Generals/Panzergrenadiers:

Using the paradrop feature, they act as transports. Order units to sleep in the same square and then move the general or panzergrenadier with the paradrop command. They must land in a city, an urban square, or a command post or else they will be unable to move any further.

Special Rules:

No pillaging terrain!

Do not transport armored divisions with your panzergrenadiers! Transporting them with a general unit is permitted.

Special Notes:

All irrigated and farmed squares have railroad equivalents on them, even though you cannot see it. All urban terrain also has railroads on them, but in addition to that it also has the equivalent to an airbase. This means you can stack as many ground troops as you want on an urban square without worry, and set them as panzergrenadier/general destinations. Because of the airbase feature used on urban terrain, aircraft cannot fly over it (it will just end its turn on the square). Urban terrain is impassible to most armored units, with the exception of the StuG because its primary role was infantry support. Tanks driving through urban streets may become isolated and trapped in rubble, not to mention that house to house fighting against rocket launchers is not a strong point of an armored division. This is why they must travel around urban squares. Command posts are your refueling stations (safe destination because of the airbase feature) for panzergrenadiers and generals. You can also safely stack as many units as you want on one command post. Aircraft may even end their turn on a command post.

Seasons:

Run seasons.bat  for winter settings before you hit “end of turn” in October, and choose summer at the very beginning of your turn in April.

If you have any questions/comments/complaints, you can contact me at the Scenario League forums hosted on Apolyton’s Civilization website, or the CivFantatics forums, by posting a thread or sending me a private message. My handle is MagyarCrusader.

· MagyarCrusader
