A WW2 scenario by Eivind André Evensen aka Eivind IV at CivFanatics and Kobra at Apolyton.


B L I T Z K R I E G

- awakening the giant
Designed for multiplayer games

-Oh, no! Another WW2-scenario!!!!

-We can never get enough of them in my humble opinion :D

Finally I can sit down after having this scenario over my head for a year. I have not worked on it intensively for one year, as any moron may understand, but I started off a year ago making graphics. After making all the unit graphics I decided on which period of ww2 I wanted to make a scenario from. My first thought was to make it into a civ version of the brilliant board game: “Axis & Allies”. I don’t think that would make a good scenario, much too easy to make, so I reevaluated everything. Since Axis & Allies starts off in the spring of 1942 I thought that I still could do so, even though the scenario was not a simulation of the board game any more.

Well, I will not use this readme to tell you of all my thoughts the last year. Here comes the important stuff ( :
The time: 22 June 1941

The objective: To win WW2

Civilisations:

1. Axis

2. Imperial Japan

(Look on page three for the rules for victory).
3. USA

4. British Commonwealth

5. Soviet Union

6. Nationalist China

(Look on page three for the rules for victory.)
Neutrals (not playable)
Barbarians: Vichy-France (not playable)
Important information:

Axis:
As the axis you start off with a massive army and air force. Your units are lined up to the Soviet border ready to strike. 

Imperial Japan:

As Japan you start off with a massive navy and air force. Japanese forces are spread around the Pacific Empire ready for war. Although it might be smart to build up before taking on great powers such as America, the Soviet Union and the British Commonwealth. Do not build up for too long either, America has an overwhelming industrial capacity. 
USA:

As USA you start off with a massive air force and navy. And that is about the only long term warfare the US is ready for on the start off the scenario. But if USA is attacked or decides to attack, she may quickly switch production into military production and become strong in no time.

British Commonwealth:

The British Commonwealth naturally has a massive army, air force and navy, since they are so damn large. The Commonwealth civilisation has possessions all over the world. Defend yourself from axis aggression either Axis or Japan
Soviet Union:

Choosing the Soviet Civilisation, you will suddenly find yourself in a defensive war against the invading Axis. Hold off for as long as you can, and trust your scientists bringing you new fresh weapons to match the ones of the axis. 
Nationalist China:

The Chinese civilisation is the only civilization that has negative growth in money. They are made intentionally like that to make them dependent on foreign help. So you will have to do some fine diplomacy work to make them send you military supplies that will able you to hunt the invading Japanese back into the ocean.

( The Neutrals are not playable )

The events.txt file is designed only with text messages. This is to make it fit as a multiplayer scenario. Everything is up to the player; the events file will not save or punish you.
Rules:

HOUSE RULES:

- Only the owner of Suez, together with her allies, can 

  cross the Suez Canal.

- Only the owner of Panama City, together with her allies,

  can cross the Panama Canal.

- Only the owner of Istanbul, together with her allies, can

  sail between the Mediterranean and the Black Sea.

- Only dive-bombers and fighters can land on Carriers.

- Subs can not carry V-1 missiles or atomic bombs.

- No airlifting between cities.

- As the Axis Powers you win the war if you and your ally 

  manage to capture two enemy capitols, and holding them for 

  one turn. (Moskva, London, Washington)

- As one of the Allies you win the war if you and your allies 

  manage to capture two enemy capitols, and holding them for one 

  turn (Berlin and Tokyo). You will also have to liberate at least 

  three occupied friendly capitols (Oslo, Paris, Athen, Tirana, 

  Wazawa, Nanking). If you capture Roma you will only have to

  liberate one friendly occupied capitol. 

Units:
Many ww2 scenarios have an unfair amount of German units compared to the other civs. I feel that I have done a good job in balancing this better. Although it is natural that Germany gets more tanks than the others. Anyways, here’s an overview of all the units of the scenario:
COMMON UNITS:

 1. Supplies

 (2. Neutral Division *)
 3. Destroyer

 4. Submarine

 5. Aircraft Carrier

 6. Landing Craft

 7. Atomic Bomb

 8. Flak Battery

 9. Battleship

10. Anti tank battery

AXIS:

 1. PzKpfW III

 2. PzKpfW IV

 3. PzKpfW V Panther

 4. PzKpfW VI Tiger I

 5. PzKpfW VII Königstiger

 6. Messerschmitt-110

 7. Focke-Wulf-190

 8. Messerschmitt-109

 9. Junkers-87

10. Heinkel-111

11. Messerschmitt-262 Swallow

12. V-1 Fritz

13. Axis Division *

14. Jagdpanzer IV

COMMONWEALTH:

 1. Mosquito

 2. Hawker Hurricane

 3. Supermarine Spitfire

 4. Avro Lancaster

 5. M3 Grant

 6. MK-IV Cromwell

 7. British Division *

 8. Wellington

 9. Gloster Meteor

USA:

 1. US Division *

 2. M4 Sherman

 3. M-36

 4. SB2C Helldiver
 5 .Wildcat

 6. B-25

 7. P-51 Mustang

 8. B-17

 9. B-24

10. P-47

11. P-38 Lightning
12. M3 Lee
SOVIET:

 1. Katuyshka

 2. KV-1

 3. T-34/76

 4. LA-7

 5. Soviet Division *

 6. Petlyakov-2

 7. ISU-122

 8. Tupolev-3

 9. Yakolev-9

10. I-16

11. T-34/85

JAPAN:

 1. G-4M3

 2. A6M Zero

 3. Japanese Division *

CHINA:

 1. Chinese Division *

 (Russian planes)

 (No Tanks)
Thank you’s:

I don't really know where to begin the thank you thingy. I guess my biggest will have to go to Kobayashi for the massive inspiration his work has had on this scenario. Just take a look at the hitpoints-firepower stats, those are either directly copied or based on the ZWK stats. I like those stats as many battle results wasn't only about having the best equipment, but many other factors come into place, and I think those stats represent that in a good way. He has also responded faily quickly everytime I have asked him for some tips or help. Thanks kobie!

From here on there are no ranking, everyone is in randomized order, and I am equally greatful to all of you! Even to those who is not on the list, if you are reading this or playing my scenario that is :D

John Petroski: Man, I loved the 'Ansteig und des fall den Dritten Reich'-scenario. Even though it is alitle bit primitiv, I hold it as one of the funniest scenario to play, in this giant world of ww2-scenarios. I even copied some bits from his events-file from that very scenario.

Academia: He gave me a great hand when I released the first version to the public. He pointed out several flaws and error that I hadn't noticed at all. Funny when you look at something for some time, and you look just pass obvious errors :p 
Thanks Academia, that was of great help! :)

FiGu: FiGu was the first on to respond to the thread I opened at Apolyton, and he also pointed out many little errors that I didn't notice. Even cities that were given to the wrong civ.

Case: Thanks for giving me some input in Australian geography! Great help! Thanks to you the cities are now where they are supposed to be.

Boco: He helped me several time with my rules.txt when I was on the verge of giving up. Thanks for those kicks in the arese! ;)

Curt Sibling: You know it's funny. You are probably one of the most respected scenario makers at the moment. I can fully understand that. Not only do you make unbelivable great graphics and scenarios, but you are always everywere with a post giving some positive remarks to everybody. A real 'sunshine' in the civ-community! :) I've also looked to your scenarios several times to get some inspiration. I belive I have borrowed some terrain-graphics from you as well, from the Battle ww2 for ToT.

yaroslav: First of all, thanks for making such great utilites for the civ-community! And thanks for helping with password removals etc. And thank you for those things you pointed out for me in the thread at poly.

Yop73: Thanks to you Germany now has more panzers and planes than intentionally! Thanks to you Russia will burn *evilgrin* ;)

Ohwell: Thanks for pointing out some minor, but still important, flaws and errors. Now the Brits have 'Rosie the Riveter' ;)

BKA: Just thanks! I got great inspiration from you playtest version. Hope you get lucky with the newest version you are  working on! :)

EmuGod: Thanks for pointing out some stuff :D

apolytonCivfan: Thanks to you I changed that annoying red screen! *ugh*

Insurgent: Thanks for beeing one of the early guys who helped me along the way, together with BKA. 

I hope I didn't forget anyone now. ( Forgive me if I did. You’ll get your share in heaven (
Kind regards,

Eivind

This is my fourth try on making a scenario (the third one is an unreleased WW1 scenario). My first two suck royal di**. But by making two shitty scenarios I have learned a lot. By looking at other scenarios and from playing a lot of PBEM games myself. In that way I was able to make a good multiplayer game as a thank you to all my PBEM friends. I won’t list them all here, in fear of forgetting someone, but they probably know if they’ve been playing with me or not. Thanks guys! I have had a great time! (
Feel free to contact me anytime! (
I have several e-mails due to a lot of crappy spam mail on the old ones:

eivindae@online.no
evva@online.no
eivindae@yahoo.no 

I will for sure check at least one of them once in a while…Enjoy your self!
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