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Introduction:

Setting:


In the game each player takes control of an entire nation; its armies, navies, air forces, industries, people and resources. The game is set in a semi-fictional world (beginning, in terms of technology, in May 1939) without the shadow of the First World War looming over international politics, but with all countries hungry from territorial aggrandisement. Whilst the countries do not represent those which existed in the real world, they have been made to resemble them in order to make the game more compelling.

There are seven great powers; France, Germany, Italy, Japan, The Soviet Union, The United Kingdom and the United States; plus four neutrals (which are intended to be controlled by the GM), Czechoslovakia, Hungary, The Netherlands and Poland. Note that whilst the Great Powers are all of comparable strength and the inherently weaker powers have been given extra resources to compensate, no two states have exactly the same power. The imbalances that do exist should be offset by differences in playing ability, luck, and combinations of weak states against strong.

Objective:


The aim of the game is survival, purely and simply. Theoretically the game ends when only one country remains in play, with that player being the victor. However the other players may wish to concede before such a total result occurs. Also, if the players wish, there can be a shared victory between two or three powers.

The Game System:


The game is divided into monthly turns during each of which players issue orders for the use of the resources under their control. At the core of the game is Norm Koger’s The Operational Art of War: Century of Warfare, version 1.04. This game system will be used for all land and air warfare in the game, modified by Yves Lerhun’s BioEditor, using the excellent map from Rhino Bones’ 1937 Revisionist War scenario (with some modifications by Matt Frederiksen and myself). Other aspects- principally industry, supply and naval warfare- are controlled by the GM under the rules which follow in the rest of this document.

Some Game Concepts:

The GM:

The GM will be referred to repeatedly in this document. This player does not control a country, but instead processes the information from the other players, makes the scenarios, and arbitrates in disputes. In some situations it becomes necessary for the GM to make a decision based on his own judgement that may restrict or allow an action by a player or players. The players concerned can present their own view, but if the GM still disagrees, they must accept the ruling.

All players are expected to keep records of their forces, their economy, their diplomatic stance and what they know about other nations (the excel document with which all players will be provided is the best place to keep track of this). However the GM's own records on this are the definitive version- this means that if the GM doesn't know about something, then it won’t appear in a scenario until he does.

In addition to adjudicating and running the game, the GM will also be available to assist players with any of the more monotonous parts of the game- planning the most efficient use of economic resources, working out how much rolling stock is needed to keep the army supplied, etc. Never hesitate to ask the GM for advice. Players are essentially free to focus as much or as little on details as they wish.

Neutrals:


The four neutrals in the game are controlled by the GM. The largest of them is one third the size of the great powers. The players should feel free to communicate with the neutrals as though they were players, however note that neutrals will not go to war unless attacked or violently provoked. They may be quite unreliable, since they have their own interests, but nevertheless due to the way the game system works in some ways they will be more useful to players as allies rather than occupied vassals. In this regard, players may even wish to “liberate” a neutral rather than occupying them, restoring them to the GM’s control as an allied power.

Intelligence:


Intelligence, besides that derived from the TOAW scenarios, is handled by the GM. Players can ask questions about the other powers’ resources and capabilities. They will receive answers of varying detail. Facts are much easier to acquire in peacetime, and furthermore pre-war data will continue to be available in wartime, but will become progressively more obsolete as time goes on. The more selective a player is with his inquiries, the more complete the answers are likely to be.

Openness:

The Grand Strategy is intended to be very open-ended. If there is a part of the war effort not covered in these rules which a player wants to undertake then he should ask the GM about it and he will discuss the viability of the idea. It is not possible to cover every single facet of the war. The economic rules currently run to four pages and yet barely scratch the surface of the complexities of war economics. There are countless areas which are not covered in depth, as the rules for them would run to dozens of pages. Instead the effects of these and other factors are controlled by the GM.

The Game Turn

The game is divided into monthly turns, and each turn is divided into phases. Each phase will be listed and explained in turn. Here is a summary of the turn order:

GM-Controlled Events

Foreign Policy


Arms Sales

Economics

Research

Forming Units

Orders

Guerrilla Warfare

Naval Warfare

Scenario

Book Keeping

GM-Controlled Events:

This is a phase for GM-Controlled events which do not fit in the other phases. It is a catch-all. You may not be able to think of something which will fit into this phase, but trust me, something will turn up.

Foreign Policy Phase:


Essentially the purpose of this phase is to establish which states are at war with which other states. All other diplomacy is entirely up to the players. No agreement is binding but players must consider the effect on their reputation and morale (see Book-Keeping Phase) of ignoring a publicly agreed treaty. This phase will generally take place instantly when the previous phase ends, the GM making sure to note any changes of status and informing the players where necessary. Additionally players should use this phase to mobilise (see Forming Units Phase). Although they can delay the order until part way through the month if they wish, the GM must be informed in this phase. All changes of belligerency and mobilisations are public actions. As soon as they are declared, the GM will ensure all players are aware and, if necessary, extend the deadline for the end of the phase by 24 hours. Whatever date in the month was picked for the action, any reactions to it will occur after it.

Arms Sales Phase:

In this phase resources can be transferred from one nation to another. This can be Economy Points, Munitions industry, Machine Tools and Production Lines, Equipment, Supply (see Economy Phase), Transport assets or Equipment Designs (see Research Phase). Any arrangement the players wish can be made. A country may offer Economy Points to another out of the goodness of their heart, or offer a loan to be paid back with interest. Note that players can violate any agreement, as stated in the Foreign Policy Phase. Players can also use this phase to ask for equipment built to order, by paying an agreed cost. The manufacturing country will then presumably use these resources to produce the equipment required. If Equipment is transferred between countries then the ‘buyer’ must give up the appropriate cost in manpower points to the ‘seller’. Equipment, Supply and Munitions Industry which are moved take up strategic transport; either sea, road, rail or air (only a few Equipment types can be moved by air). See the Orders Phase for details.

Economics Phase:


The basic unit of wealth in the Grand Strategy is the economy point. Each represents roughly half a million pounds sterling (just over $2 million). Each country begins with reserves- foreign investments as well as gold bullion and other stores of government capital- and has a monthly income which is received at the start of this phase. These Economy Points can be spent on a number of things; Arms Sales have already been mentioned above, Research and Supplies will be dealt with later. However the two main uses of Economy Points are on Domestic Spending (the maintenance of day-to-day government services and domestic order) and the manufacture of war materiel. Note that Economy Points are always a whole number and cannot be divided. Any cost is rounded up to the nearest whole number. The economy income displayed in the spreadsheets is increased by 10% for a country which is not mobilised (see Forming units phase).


All the economic and industrial assets in the game are located in a small number of cities, which are intended to represent the value not just of that urban area but of the surrounding countryside and other nearby towns as well. In game terms, the area outside these cities has no economic value.

Domestic Spending:

Each month every player must spend a number of economy points per million people in each of the regions under his control. Whether these regions require occupation is indicated in the nation file. Occupied regions have a morale value for various purposes but it cannot be changed. Instead, economic domestic spending there influences the Resistance Activity. The following table shows the effect domestic spending this has on National Morale or on Resistance Activity:

Spending Per Million People
Morale Change
Resistance Change

20



+8

-15

15



+6

-12

12



+5

-10

11



+4

-8

10



+3

-6

9



+2

-4

8



+1

-2

7



0

0

6



-1

+2

5



-3

+5

4



-5

+8

3



-8

+10

2



-12

+18

1



-18

+25

0



-25

+40

Equipment Costs:

Each equipment type has a cost in 'equipment points'. For equipment other than artillery, this is equal to the sum of the AP, AT, AA, defence and armour costs, (plus range divided by 100 round up for aircraft) plus special costs (see below). The formula for artillery is ((AP/2) + (shell weight/10)
+ (range in hexes*10) + defence + special costs). This may be a little complicated but it is worked out for you in the equipment spreadsheets.

Special Ability

Cost

Recon:



+1

Engineering:


+5

Motorised (Normal):

+1

Transport Equipment:

+1

Motorised (Fast):


+2

Rail Repair:


+10

Night/All Weather Capability:
+10

Can use nuclear weapons: 
+10

Ferrying ability:


+5

Rail-bound:


x0.5

Special Equipment


Cost

Horse Teams



Not built. Assigned by GM

Irregular Squads



See Total War rules below

1 point of Light Assault Shipping

2

1 point of Heavy Assault Shipping

4

1 point of Strategic Shipping

1

1 point of Air Transport


2

1 point of Large Air Transport

4

2 points of Rail Transport


1

Coastal Battery



1000 (4 economy)

Equipment is added to the country’s replacement stockpile the following month after it is manufactured. Usually, 250 ‘equipment points’ or ‘machine tools points’ are bought for 1 economy (see Bookkeeping Phase). Machine tools points can only be bought up to the limit of machine tools industry (see below).

Mass Production:


There are three ways to produce equipment- individual, batch or mass.

Producing equipment individually means paying 200% of the basic cost of the item, of which one quarter (50% of the basic cost) must be paid in machine tools points.

To batch produce equipment, the player must build specific machine tools. The player pays twenty times the cost of the equipment in machine tool points for one set of machine tools for that equipment. For each set, that player can batch produce ten items for 150% of the basic cost each month.

To mass produce equipment, a complicated production line must be established. The player pays five hundred times the cost of the equipment in machine tool points for one production line for that equipment. It takes two months to set up a production line. For each production line, the player can mass produce a hundred items for their basic cost each month. Note that machine tools and production lines can only be used to produce exactly ten or one hundred respectively.


Machine Tools and production lines can be refitted to build a derivative type of the original item at ten and two hundred times the cost of the derivative type respectively. In some rare cases, this means it can be cheaper to build the set for the original design and then convert it than to build it specifically for the derivative type.


Machine tools and production lines for foreign designs cost 50% extra because of unfamiliar techniques. Tools points cost the same as equipment points to produce (see Book Keeping Phase).


Note that when you build machine tools or production lines you choose the location of their construction. They always have a fixed location on the map. If that location is captured before the machine tools can be evacuated some of them may fall into enemy hands. Each city has a maximum number of economy points which can be spent there (excluding the spending on morale) each month, to represent the available workforce. Economy can be moved between cities freely, so long as there is there is a TOAW supply trace between them, or a safe sea route (at the GM’s discretion).

Production of machine tools and production lines can be split over two or more months, to exceed the limitations of a machine tools industry, however the order must be given and the cost paid in the first month. Note that that industry level is the one area where all players are equal, and is considered to be inherent to the country; it can neither be increased nor decreased. This is a matter of play balance as much as anything else. Efforts to work around this will be dealt with severely by the GM.

These rules do not apply to Strategic Shipping or Rail Transport but they do apply to other Strategic Transport Assets.

Manpower:


In addition to Equipment Points, every piece of equipment manufactured has a cost in manpower and/or educated manpower:

Equipment Type

Manpower
Educated Manpower

Support Squad:



3

1

Command Groups:


0

4

Engineer Squads:



3

1

Squads and Teams:


4

0

Aircraft:




0

1 per engine (see the 3D icon in TOAW)

All other equipment:


2

0

Recon capability
(additional cost)

0

1

10 points of Rail or Strategic Shipping
1

0

2 points of Assault Shipping (either type)
1

0

2 points of Air Transport


0

1

1 Naval unit



500

50

Each country begins the game with a Manpower stockpile. This depends on the country but in most cases will be one for every 500 people. In addition, after mobilisation each country will have a monthly income of Manpower equal to one for every 20,000 people. When a country is occupied the last decision made by that player is to pick a custodian to look after their country’s interests. This country (or countries) will immediately gain one manpower for every 10,000 people of the occupied country and a further one for every 500,000 every month. This kind of manpower must be kept separate. The GM will impose restrictions on the use of these units, since obviously they would only be willing to carry out certain missions. Units formed of this type of manpower do not contribute to the maximum amount of manpower allowed in an unmobilised army.

When part of a country is occupied, the occupying power also gains an income of one manpower for every 500,000 people of the occupied country. Obviously this state must be even more wary of the agenda of any forces raised from these troops. Both types of manpower incomes from occupied nations are unaffected by mobilisation.

Educated manpower is similar to normal manpower, but accumulates at one-tenth the rate. Regular manpower can be educated at a cost of one economy for ten points. This takes six months and only as much regular manpower can be educated per months as there is already educated manpower being produced.

As a last resort, players can sacrifice one point of economy income for 500 Manpower points. This is irreversible; once the economy income is sacrificed it cannot be recovered by that player. However it will be available to any occupying power. Maximum spending in the city is also reduced accordingly.

Repairing and Refitting:


Damaged armoured vehicles (see Book Keeping Phase) for which the nation in question possesses the design can be repaired for a number of equipment points equal to their armour value. Alternatively any pair of damaged armoured vehicles of the same type (regardless of design) can be converted into one single functioning armoured vehicle. Equipment can also be refitted to a derivative equipment type (see Research Phase) and occasionally to another similar type (at the GM’s discretion). The unit comprising the equipment must be out of action for the entire month and the equipment must first be transported to a friendly city. The cost of such a refit is equal to the sum of the total cost of any characteristics which differ between the two items.

A twin or triple-engined bomber can be converted to 1 point of air transport and a four-engined bomber can be converted to 2 points. This process takes one month and is free but irreversible. The excess manpower is recovered.

Supply:


Supply in TOAW is not quantified or separated into different commodities. However in the Grand Strategy each theatre has a Supply Consumption total. This is equal to the total unit weight in the theatre plus one tenth the AP strength of any long-range equipment including aircraft. Multiply the supply cost for any foreign designs by 1.25. Supply is produced in units of 1 force supply for 1 month for 1000 Supply Consumption. Usually, 100 such units can be produced for 1 Economy Point, and each of these units weighs 250 and must be moved to the theatre using Strategic Transport Assets (See Orders Phase). For supply stockpiles located on railroads, sufficient rail transport to move the supply from the stockpile to fighting units must be committed to the theatre each TOAW turn (that is, one ninth of the total committed for the month). Idle units must be provided with at least 1 force supply or suffer pestilence effects, even in peacetime.


Each country begins with a stockpile of units of supply and players can create their own stockpiles to be released in an emergency or to make a major offensive. These each constitute an on-map supply point. The GM will advise players each month on the Supply Consumption total of each theatre. This will necessarily be a rounded figure as the amount of equipment fighting will change unpredictably over the length of the scenario.


Note that the amount of supply carried with a unit is assumed to be part of the weight of that unit. Supply radius in all scenarios will be four.


The munitions industry figures in nation files represent the maximum number of units of supply that can be produced per month. Munitions industry can be increased by 100 for 1 Economy point. It cannot be increased by more than 1/10 of its current value in that city. Note that, since most cities will not have a munitions industry divisible by 100, one can divide such spending between several cities. Supply cannot be used until the month after it was produced.

Total War:


During the Second World War a large number of countries made what is known as a Total War effort, dedicating increasingly large portions of the national effort to the war. A drastic situation and a popular war are required for such steps to be taken. The GM will inform a player when it is possible to launch a total war effort. That country can then choose to have Domestic Spending affect maximum morale instead of current morale. Finally, Total War doubles manpower income and provides the equivalent original manpower stockpile again.


In addition, launching a Total War effort allows a country to produce irregular squads for only the manpower cost, at a maximum rate of one for every 4 base manpower income. Total War only applies to national territory, not conquered areas.

Atomic Weapons:


Once a country has successfully tested an atomic device (See Research Phase) one such device can be produced every three months for a cost of 2 Economy. After two devices have been built in this way the rate increases to one every two months and after a further three to one every month.

Roads:


One Engineer or construction squad can build an unimproved road across one hex of open terrain in 500 days. Players can employ up to 108 squads in road building in each hex. The engineers must be able to receive at least 20 supply per turn to build the road. For every two hexes of unimproved road, the player must pay one economy point. The costs and building time are multiplied by the movement cost for trucks to enter the hex. For a super river hex, the costs are multiplied by ten. To convert an unimproved road into an improved road costs the same as building it in the first place, but bear in mind that the cost for trucks to enter the hex will be 1, unless the hex is muddy.

Railroads:


One Railroad Repair Team can build a railroad across one hex of open terrain in 5000 days. Players can employ up to 216 teams in railroad building in each hex. The engineers must be able to receive at least 20 supply per turn to build the railroad. For each hex of railroad, the player must pay 3 economy points. The costs and building time are multiplied by the movement cost for trucks to enter the hex. For a super river hex, the costs are multiplied by ten. A railroad in the Grand Strategy- built in this way or pre-existing- can carry a maximum of 25,000 supply weight in each direction every turn.

Airfields:


One engineer or construction squad can build an airfield in one hex of open terrain in 2000 days. Players can employ up to 108 squads in road building in each hex. The engineers must be able to receive at least 20 supply per turn to build the airfield. For each airfield, the player must pay 2 economy point. The costs and building time are multiplied by the movement cost for trucks to enter the hex (ignoring any roads or rivers).

Fortifications:


One engineer or construction squad can build fortifications along one hexside of the map in 1000 days. Players can employ up to 108 squads in fortification building in each hex. The engineers must be able to receive at least 20 supply per turn to build the fortifications. For each hexside of fortifications, the player must pay 1 economy point. The costs and building time are multiplied by the movement cost for trucks to enter the hex (ignoring any rivers).

Shipbuilding:


Naval warfare in the Grand Strategy is based on abstract naval groups. Whilst these units have names like capitol ships, this is purely for aesthetic reasons. They actually represent a number of naval vessels of different types, and can be fractional, down to two decimal places. There are three types of naval group; Battle Groups (a battleship plus supporting vessels), Carrier Groups (a fleet carrier or two or more small carriers plus supporting vessels) and Raider Groups (representing submarines, E-boats and surface raiders) (see Naval Warfare Phase, etc.). The former two take twenty-four months to complete and cost 2500 equipment points (10 economy points) to build. Raider groups take eighteen months and 1500 economy points. Assault and strategic shipping take six months to complete.


Each port in the game has a shipyard capacity expressed in terms of the maximum number of equipment points worth of ships which can be under construction there at any one time. If a port is captured them partially completed ships may fall into enemy hands. If players need to free up port space for new construction then they must scrap vessels already on the stocks, recovering half their original cost to be used to build the new vessels. This process takes one month. If a port with ships under construction is in danger of being captured in a scenario, the player can order the ships to be scuttled. This takes one TOAW turn. If the port is captured before one turn is up then the ships may be captured partly or wholly intact. If they are not then they block the shipyard capacity that was used to construct them. This can be cleared by engineers. One engineer or construction squad can clear five points of shipyard capacity per day. Up to 108 squads can work on clearing scuttled ships at a time. The engineers must be able to receive at least 20 supply per turn to clear the port.

Coastal Batteries:


Coastal batteries are rated in terms of equivalent naval units. To build a coastal battery equivalent to one naval unit takes four economy points and must be set up by engineers. One engineer or construction squad can build one unit of coastal batteries in 5000 days. Up to 108 squads can work on a hex at a time. There is no limit on the strength of coastal batteries in one hex, but only one can be added at a time.

Research Phase:


Each of the major powers has a technology tree. Every design has a specified year when it should be available. Each country has a Research capacity which controls the maximum number of design projects that can be ongoing at any time. This capacity is inherent to each country and capacity can neither be captured nor lost. Research takes D6 months for derivative items and 2D6 months for other items. The costs of research depend on how quickly you advance up each branch of the tech tree;


Year

Cost in Research Capacity


Current

2


Current + 1

3


Current + 2

5


Current + 3

8


Current + 4

12


Current + 5

20


The player must pay the corresponding number of economy points to initiate the project. Ten times that number of points of educated manpower are also used, but these are returned at the completion of the project. The year used is always the year given in the tech tree regardless of the year shown in the equipment list.

For an item to be available to design all previous items in that column must have been developed already (except any items which are derivatives of foreign designs), in addition to the “required” items and the item of which the new design is a derivative, if any. Some items are simply labelled “Research” indicating that this is required to move on but yields no immediate benefit. A few items in the tech tree are common to several countries (mainly AT weapons). If your country acquires the design for such an item from another player, it still must be researched on the main tech tree to advance. Until this is done, the additional cost for building foreign equipment applies (see Economics Phase). Derivation and requirements are indicated in a comment which can be viewed by hovering the mouse over the field. Some research options include additional variants of the type (which are always derivatives of it) which are researched automatically at no cost when that option is taken; these are also indicated in the comment box.

The neutrals will simply be granted the capability to manufacture domestic weapons systems at the time that they historically became available. These countries can purchase foreign designs as normal.

Reverse Engineering:


Any item of foreign equipment which a country possesses can be reverse engineered as if it were a derivative equipment type.

Atomic Research:


Any Great Power can attempt to develop atomic weapons. If a player wishes to then he should inform the GM that he is making an attempt to develop the atomic bomb. That player makes a one-off payment of 50 economy points and must pay five economy points per month every month for the next four years, or alternatively ten economy points per month every month for three years. 100 educated manpower is employed in a four year project and 200 is employed in a three year project. If payment is delayed then the conclusion of the project is delayed accordingly. At the end of the research time that project has resulted in the successful development of the atomic bomb on a D6 roll of 6. After one country finishes development, the GM may improve the odds for other powers, depending on intelligence.

Any number of projects may be attempted simultaneously. A site much be chosen for each nuclear research project. If the site is captured then there is a chance that the progress will be lost and that the enemy may benefit from it. The financial cost of a project can be shared between two countries, but bear in mind that the player on whose territory the project is carried out may be disinclined to share the fruits of the research. You cannot switch a project from three-year to four-year or vice versa. When the project is successful one atomic bomb is immediately available.

Bear in mind that the Atomic Bomb, whilst hugely powerful, is not necessarily a game winning weapon, and its cost is not to be borne lightly.

Common Equipment:


In addition to starting equipment types and types that can be researched, some equipment is available to any country:

All squads, groups, teams etc., excepting Assault Squads and AT equipment, plus Construction Engineers and Bicycle Rifle Squads


All Machine Guns and AT Rifles


50mm Mortar, 75mm Light Gun and 75mm Gun


Trucks, Light Armoured Cars, Jeeps

Forming Units Phase:


All ground units must be assigned to higher formations with HQs, and the command chain should go up to the highest level reasonable for the size of the units’ country. The basic unit scale of the game is the division, with smaller units of engineers and artillery etc. permitted. Therefore most HQs will be Corps and Army HQs. Players will not be allowed to assign unrealistically large forces to one of these higher formations to avoid building extra support squads. Static AA units and peacetime border forces are an exception to this.


New units can be formed out of existing equipment in this phase. Such units can be formed wholly or partly from existing units or entirely from replacements. Formations, as described above, are also formed in this phase. When formed, units and formations are not immediately ready to fight. Newly formed units only exist in TOAW terms after a one week delay and have 33% readiness. Unless deployed immediately for an emergency the unit will be at 100% readiness one month after formation. Existing units assigned to a new formation take one week to be ready in their new formation. New units have no additional delay.


Note that it is often advisable to form new units by dividing existing ones. For example when the German army expanded from 7 divisions to 21 in 1935 each new division was based on an existing regiment in addition to existing support units.


Also in this phase units can be reorganised. This will generally take one of two forms, either adding additional equipment to the unit or replacing existing equipment with newer- but similar- material. In each case the unit will require two weeks to adjust. It is up to the GM what equipment is sufficiently similar to be used by the same personnel.


Aircraft are organised into units of a maximum of 240 engines (i.e., 240 single-engined, 120 twin-engined, 80 triple-engined or 60 four-engined aircraft), such that each airfield hex on the map can hold 720 engines (note that for this purpose, a point of air transport is considered to be equivalent to one engine). Air formations do not need to have HQs.

Special Training:


Certain unit icons confer special abilities on the unit and as such to use these icons the units (and, for Special Forces and paratroopers, any replacements for the units) must first be given special training:

Icon


Cost per 1000 manpower points

Time to train (months)

Special Forces



7



8

Mountain



2



2

Airborne



5



6

Amphibious



3



3

Training time is doubled for non-belligerents. Airborne and Special Forces units are awarded an additional 5% proficiency. It is perfectly possible to use this mechanism to create an elite corps of units which are not intended for airborne use, as the Germans did, although this is of course not very efficient. Players will not be allowed to assign inappropriate amounts of heavy equipment to mountaineer units. Training a large force of paratroopers is not something that can be done overnight. As such, players are only allowed to have as many forces in training as they have already trained, or 500 manpower points worth, whichever is more. This limit also applies to Special Forces. A unit with both mountain and airborne training becomes a Special Forces unit.


If the majority of a unit’s squads are Bicycle Rifle Squads (similar to the Assault Recon Squad in the standard TOAW database) then the unit may be given the bicycle infantry icon, which increases the unit’s speed marginally.

Unit Proficiency:


Unit proficiency is dependent on a number of factors;

25% based on morale (1/5 of national morale but not exceeding 25) 
25% based on nationality and doctrine (see table below)
30% based on training and combat experience 
5% granted to regular (full-time) units. This will be most units 

5% reserved for special units (see above)
The remaining 10% will not be allotted. All units will be capped at 90% proficiency. Other units can benefit from the high experience of units with maximum proficiency in lieu of having the level any higher. All units will be given the ‘veteran’ tag in every scenario.

The initial national proficiency values are as follows: 
10: Italy, Hungary, Netherlands
15: Soviet Union, Poland, France
20: United States, Japan, Czechoslovakia
25: United Kingdom, Germany

Note that expatriate (Free French etc.) units will have their own national proficiency values rather than those of the host nation.

National Proficiency plus 50 is also the force proficiency. Units which spend an entire month in training can increase their training/experience level by 5%. For both this and special training, units must receive at least 10 force supply. The effect of training in peacetime is halved for regular forces, and quartered for unmobilised reserves.

Reserves and Mobilisation:


These are part-time or retired soldiers that can be called up in time of war. These units lack the 5% bonus for regular soldiers and may not have the full 25% training level. When a country enters a war (or perhaps beforehand) they can order a full mobilisation. Until this is done, all reserve forces are not available, but the country receives an additional 10% of its monthly economy income. Additionally, the manpower stockpile can only be used to increase the size of reserve forces, and there is no manpower income. The total amount of manpower in the regular armed forces must remain constant, though the balance of regular and educated manpower can be changed.


Mobilisation of reserve units takes two weeks. Units may be available at reduced readiness prior to that. Some units may still be below full readiness after the two weeks are up. Bear in mind that mobilisation is both a very obvious and a highly hostile action. A player who sees his neighbour mobilising will be inclined to do so himself.


Real-world armies typically had some reserves even in units which were mostly regular. These are assumed to be called up automatically on a declaration of war.

Static AA Troops:


During the war a number of countries formed units of static AA troops from factory employees and so on. These men worked in vital war work during the daytime but also manned AA guns to protect their factories from enemy air attack. As such AA units can be built in industrial cities without using manpower. However these units may only contain AA equipment, may never train and cannot move in scenarios.

Formation Hierarchy:


As in real world armies, GS3 armies must be formed into a hierarchy, with the units at the bottom, under corps, army and army group commands. If the number of units under a particular headquarters becomes excessive, then there may be consequences for formation proficiency and command and control. Headquarters units must be maintained in a reasonable proximity to their subordinates. The GM will reorganise the hierarchy periodically for the players where necessary to cope with the entropic effect of operations, but the players still need to take care to ensure a reasonable distribution of HQs of all types around the frontlines.


In addition, formations are not permitted to have a higher support level than their parent formation.

Indirect Bombardment and proficiency:


One of the more technical skills in warfare is firing artillery indirectly. Consequently a unit can only be given an artillery icon in a scenario if it has at least 10% of proficiency from training and combat experience. Other units can still participate in scenarios, but due to the limitations of their unit icon they will only be able to use their guns in a direct fire role.

Orders Phase:

Naval Orders:


In the orders phase each player can move naval units between the sea zones into which the world’s seas are divided, and between his own major ports. Such movement takes twelve hours. Strategic and Amphibious shipping is also moved in this phase, but moving these vessels between two zones takes twenty-four hours. If naval forces are escorting the shipping then they can move at the slower speed. If the player is moving his naval forces through a strait which can be blocked by coastal artillery (marked in red on the sea zones map) then they must inform the GM of exactly which route they will be taking into the sea zone.


In this phase players should also announce if any naval units are intended to bombard the coastline (appearing in the scenario in that case) and which hexes of coastline will be attacked.


In this phase players should also give orders to air units which they intend to attack enemy naval forces or to provide cover to their own. Players should specify which sea zones their air forces are to operate over and when (in terms of days).

Strategic Transport:


Every asset a country possesses has a specific location in the Grand Strategy. This means that if it is required somewhere then it must be moved to that location. Units can move under their own power, as in a TOAW scenario. This takes up supplies of course. Otherwise, there are four ways to move assets; by road, rail, air and sea. The last three correspond to the Strategic Transport Assets in TOAW. In addition, any motorised equipment type which can transport other equipment can be used; each one has a capacity of 3. So if you had 1000 Trucks that would be able to move as much as if you had 3000 Rail Transport. All equipment has a unit weight, visible from the unit report.


Strategic Shipping can only load and unload in port. If players neglect to consider supply and replacements when planning an invasion then these will not be available in the scenario. The GM will give assistance with technical aspects.

Assault shipping can land in most hexes, regardless of whether there is an “anchorage” hex on the main map. It can only load in an anchorage hex, with the exception of squad type equipment, which can be loaded anywhere. It is divided into “light” assault shipping which can only carry Supplies, infantry squads and teams, machine guns, AT Rifles, mortars of 82mm or less calibre, and other artillery of up to 65mm calibre and “heavy” assault shipping which can carry everything except machine tools, strategic transport, aircraft, artillery of greater than 8” calibre and tanks weighing over sixty tons.


Players should distribute supply and replacements during this phase and tell the GM how much supply to release from each theatre stockpile to the units for that month.


Players should remember that Strategic Transport Assets also have a location the same as anything else. This makes it problematic to make an amphibious landing on one side of the map when your assault shipping is busy on the other. Note that it will take time to load and to unload any type of strategic transport.


Machine Tools take up 800 strategic transport points and Production Lines take up 10,000, multiplied by the weight of the equipment they produce. 25 Manpower points take up 1 strategic transport. 1 point of rail transport takes up 2 points of strategic shipping.

In addition to normal transports, warships can also carry supplies etc. (same limitations as assault shipping). However if they do so they fight at ½ strength. Each naval unit can carry as much equipment as 100 points of shipping.

Bear in mind that strategic transport assets can be used for several things each month- just as rail transport in TOAW can be used to move a different unit each turn. Thus, though a unit of supply weighs 100, it is possible to move nine such units in a month with 100 rail transport.

Port Capacity:


Each anchorage hex on the map is a port. These are the locations where strategic shipping can be used. Major cities- those listed in the national spreadsheets- have a specific port capacity expressed in terms of unit weight which can be unloaded there per day. This includes anchorage hexes which are adjacent to the city itself. Other ports (any urban hex with an anchorage) can receive up to 4000 unit weight per half-week turn. This total cannot be increased. It can, however, be reduced temporarily.


One engineer or construction squad can disable port capacity at a rate of four points per day. Up to 108 squads can work on a port at a time in this way. Moreover, the port capacity can be disabled in this way up to three times at once, to represent the different types of demolitions possible.


One engineer or construction squad can repair port capacity at a rate of one point every day. Up to 108 squads can work on a port at a time in this way. The port remains unusable until its capacity has been repaired as many times as it was originally disabled.


A fourth layer of disability can be added by sinking blockships in the harbour. This requires 400 points of strategic shipping or 0.2 of a naval unit. This is not dependent on the size of the port since only the entrance must be blocked. Ships which are under construction but at least half completed can be used for this purpose. Once the port is blocked in this way, naval units cannot enter or leave the port. This can be undone by one engineer or construction squad in 250 days. Up to 36 squads can work on a port at a time in this way.


The bonus economy income for unmobilised powers (see Orders Phase) is dependent upon ports being intact to receive overseas trade. If a player launches a program of systematic destruction of ports then this bonus will be reduced or taken away completely. Such an effort might also have an adverse effect on morale.


There is also a limit to how much can be brought ashore over the beaches with assault shipping. This depends on the terrain of the hex. Hexes which are only adjacent to shallow water or contain flooded marsh cannot be used for this at all. Note that if there is a minor port in the hex then this is in addition to that port’s capacity, but major ports are assumed to take up the whole hex. The base capacity of a hex is 2000 per half-week turn. This is doubled if the hex is sandy or contains urban terrain. It is halved if the hex contains hills, mountain or rocky terrain. It is quartered if the hex contains marsh. All of these affects are cumulative.

Airborne Operations:


Normal air transport can only carry Supplies, Squads and teams, machine guns, AT Rifles, mortars of 82mm or less calibre, and other artillery of up to 65mm calibre. Large air transports  can also carry Jeeps, AMR-33/35 (France), PzKpfw-IIB (Germany), PzKpfw-IIF (Germany), L3/35 (Italy), Type 95 (Japan), T-40 (USSR), T-60 (USSR), Mk-VII Tetrach (UK) and M-22 Locust (USA), mortars of 160mm or less calibre, and other artillery up to 107mm calibre. All air transports have a total range of 1500km. They are assumed to be able to make one flight of this full range per day, including loading and fuelling times.


All Airborne movement must be planned at least two weeks in advance in scenario terms. This means that if a player wishes to make an airborne landing at the start of a monthly scenario, he must inform the GM at the appropriate stage of the previous month’s scenario. The player must give a hex and a scenario turn for the landing. During the scenario, the player can deviate from the plan by one hex and delay the landing by one turn. Otherwise another two week delay must be made.


Air transport must be based at an airfield just as combat units are, following the same rules. If the transport is in use then one or more blocking air units will be deployed on the airfield in garrison deployment to prevent over-use of the field. Note that the contents of this unit can be destroyed by airfield attacks, resulting in the loss of the corresponding air transport.

Scenarios:


Most units will spend most of their time in scenarios. If a unit was engaged in a scenario last month then it will be so this month by default, similarly for and remaining replacements. Otherwise, players will have to assign supply and replacements to theatres each month. In the former case, this can be locally stockpiled supply being released to combat units, but otherwise the material must be transported in with strategic transport assets (see above).

Guerrilla Warfare Phase:

When enemy territory is occupied by another player then that territory falls under military occupation and a guerrilla movement may develop there. Some units must be assigned solely to internal security- they cannot train or fight in a scenario whilst fulfilling this role, and if attacked will be at reduced readiness. They must receive at least ten force supply or operate at reduced effectiveness. Although most guerrilla activity is assumed to occur outside cities, since they are the basic units which make up each country, guerrilla warfare is calculated in this basis.

Monthly Guerrilla effect:

The monthly guerrilla effect is determined by the value of x, which begins at the appropriate figure in the “resistance change” column for the amount of domestic spending that month, and is modified by other factors:

Time since occupation: 
increase x by the number of years since occupation

Strength of occupying force:
decrease x by the number of combat squads per occupied hex

Success of allies: 
decrease x by one for every ten hexes to nearest friendly regulars, up to a maximum of 3.

Some of these factors may be subjective. The GM will try to be fair.

Cadre Strength:

The military strength of the movement at the time of occupation is given as cadre strength. This is calculated as 1 for every 100,000 population = number of irregular squads. In addition combat units isolated in the wilderness which are able to may join the resistance. This will be decided by the GM.

Each month this is modified by the current value of x, multiplied by the number of tens of millions of people occupied (rounded up). If x>0 then an event may occur if cadre strength is large enough.

Cadre strength is the total of equipment of all types. From 1942 25% will be Light Rifle AT- Squad (Molotov cocktails etc.). Allies of the guerrillas can try and smuggle arms to the cadre (including squads, but not engineers, as for arms sales). These are either airdropped (see Orders Phase) or landed by ship (this must be assault shipping unless a port is seized (see below)). In both cases split the equipment between the occupying troops and the resistance, basing the resistance share on five times cadre strength and the occupiers’ share on the number of combat squads in the occupying force. The occupiers must pay the manpower cost of any of this equipment they wish to use (see Economics Phase).

Guerrilla Activity:

Each month, the GM will make a decision based on the value of x as above and the prevailing military situation, and determine whether any guerrilla units will appear in a scenario.

Players may call on guerrilla forces to rise up in enemy rear areas, however this will be less effective than spontaneous uprisings. In addition to the above, the effectiveness of these risings will depend on how friendly the native population is to the player, how long the guerrilla movement has been operating and any support that has been offered to the guerrilla movement by the player.

Naval Warfare Phase:

If opposing naval forces are in the same sea zone at the same time at any point, a battle will occur. Note that once in battle a naval force can only move back to the sea zone it came from unless the other naval force is defeated.

Naval Combat System:


A naval battle is divided into rounds, each of which takes place in 12 hours of game time. In each round, the two sides must choose between firing on the enemy fleet and firing on the enemy’s shipping.


If the player chooses to fire on the enemy fleet, then the damage dealt, in terms of numbers of naval units, is equivalent to the friendly fleet strength divided by enemy fleet strength multiplied by D3. Note that damage is dealt simultaneously at the end of the round. If a fleet possesses more than one type of naval group then any losses are divided evenly between them.


If the player chooses to fire on enemy shipping then he destroys a number of shipping points equal to 2D6x10 times the number of naval units present.


At the end of each round, the two players will be given a rough estimate of the enemy’s strength (the picture will become clearer as the battle continues) and the option to withdraw to the sea zone they just left. If naval units choose to withdraw then they must fight one more round dealing only half damage. Shipping which chooses to withdraw must endure TWO more rounds before it can escape; thus it is important not to order the withdrawal of escorts until the following round. If shipping is left without escort for whatever reason then half of it is destroyed and the other half is captured by the enemy, including any material which was on board.


All three naval group types perform the same in combat, with the exception of Raider Groups in the second and subsequent combat rounds, where they take double the amount of damage rolled. This does not apply if the Raider Groups are withdrawing from the battle that round. This represents the reliance of Raider Groups on speed and avoiding detection.

Coastal Batteries:


Coastal batteries can fire on any enemy naval forces or shipping which passes through an adjacent hex (usually either if moving through a strait, bombarding the coastline or moving into port). Either side can choose to fight (though the naval forces may not be aware of the coastal battery’s presence); the player commanding the coastal batteries will be given an estimate of the enemy’s strength. Each coastal battery has a rating in terms of naval unit equivalents and fights in exactly the same way as a fleet. However naval forces may “withdraw” to their original destination instead of to the sea zone of their origin, and amphibious shipping which is unloading is expected to have done so after the first round.


One half of all losses that are suffered by a coastal battery in naval action are repaired automatically after one half week turn, after which, if enemy naval forces are still present, there can be another engagement (must be if they are involved in coastal bombardment). Coastal batteries are not fully destroyed by naval gunfire, but if the hex is captured then the guns are either destroyed or captured. As such, players are advised to assign regular units to garrison the coastal batteries.

Scenario Phase:


For the scenario phase, the GM will make one TOAW scenario per theatre, encompassing all the information collected in the previous phases, plus the results of last month’s scenario for that theatre (if there was one). The players will then be sent the scenario to play out.

Multinational Forces:


If one TOAW force is made up of units from more than one player then that player may be granted the right to control his forces on the battlefield. A player may always forfeit their right to control and may demand it if more than 25% of the units in that force are his. Of course, a player may decide to make operational control a condition of continued military aid.


Multiplayer (more than 2 players) scenarios are played as follows:

Each Force 1 player in turn moves all their units and plans all attacks, saving the turn as a .SAL or .SAV file and sending it on to the next player. This last player then resolves all combats, before moving units and planning attacks in the next round (if there is one). He then passes a .SAL or .SAV file to the first player and the turn goes around again until all players have moved their units and planned attacks. This continues until the Force 1 turn ends. The process is then repeated for Force 2.


Obviously this process is time-consuming but it adds a strong degree of realism to multi-national forces.

Strategic Air Operations:


Strategic air operations, meaning both attempts to destroy an enemy’s air force separate from a land battle (as in the Battle of Britain) and Strategic Bombing are modelled in TOAW. The GM will place the relevant units on the map, in addition to industry units consisting of civilian squads. Equipment lost from these units will translate to real machine tools in the Economic system. These units will not receive replacements. TOAW sends one half of combat losses to replacements- any such losses will be unavailable for the next month. All other lost machine tools are damaged and must be repaired for ¼ their original cost.

Air Attacks on Naval Forces:


If a player orders his air forces to operate over a sea zone at the same time as enemy naval forces are passing through that sea zone then a battle occurs in TOAW. Each naval unit will be represented by ten destroyers. All air forces assigned to that sea zone will be placed on the map with their appropriate settings. For every Carrier Group in the sea zone, thirty-six naval fighters of the most advanced type yet available to that power will also be deployed to protect them. Fractional Carrier Groups down to a minimum of half strength will give the appropriate fraction of this protection. Bear in mind the importance of weather and reconnaissance on the success of such missions, and also that enemy naval forces may only be in the target sea zone for a brief period.


Destroyers which are “lost” in TOAW obviously count as fractions of a naval unit destroyed. Destroyers which are merely sent to the replacement pool are misreported hits. They may be targeted again if the attacker’s reconnaissance and intelligence are good enough.


Naval forces in port can also be attacked. The appropriate AA units will be stacked with them. Air forces assigned to defend against Strategic Air Operations will be available to protect them also.

Naval Forces in Scenarios:


If naval groups are assigned to coastal bombardment missions then one battleship per Battle Group, one heavy cruiser per Raider Group, and one light cruiser per Carrier Group will be deployed on-map in the TOAW scenario. These units will be restricted to the hexes specified in the players’ orders. As such, clashes with enemy naval units and coastal batteries can be handled entirely in the naval warfare phase.

Scenario Settings:


The game map is at 15km/hex and each month is considered to last nine half-week turns. The land masses in the scenario, if they were in the real world, would stretch roughly from 15 to 50 degrees north of the equator. Below is a chart giving a rough indication of the weather patterns for the three basic climate zones of the map (each 100 hexes wide);



Max. Temp.
Min. Temp.
Rainy Season
Campaign Season

Northern
warm

frozen 2
July-October
April-July

Central

hot

cold

April-July
July-November

Southern
hot

temperate
May-October
November-April

Note that weather is entirely under the GM’s discretion, and there may be variation within one of the zones above- they are largely given for the players’ guidance. Unseasonable weather can occur. Do not anger the Gods.

Theatre recon levels will generally be low, but the GM will increase them for forces with air superiority and forces fighting over friendly ground. Shock will generally be avoided; players should stockpile supply and attempt to achieve strategic surprise if they want their offensives to be successful. Refugee effects will be used at the GM’s discretion. The attrition divider will be left at the game’s default setting. Units will not reconstitute in scenarios. All replacements assigned to a scenario for a month will be in the on-hand stockpile when the scenario begins. There will be no replacement rates. Replacement priorities are under the player’s control but the average level must remain “normal”.

Units which are tasked with training, construction work etc. will generally be placed on the map in “garrison” status. If he feels it is appropriate, the GM may provide a Theatre Option to cancel the orders of these units, placing them under the player’s control. No matter when this TO is taken, the units will then be considered to have spent the entire month in action rather than carrying out their previous orders.

Tactical nuclear weapons in a scenario are handled by TOAW, though some modifications may be made to the size of the attacks to compensate for problems with the system.

Special Rules:


Super Heavy Artillery (in game terms, anything of more than 9” calibre) generally has to be emplaced before it can be used. As such, players are asked to respect an honour rule that such artillery cannot both move and fire in the same game turn. This includes railroad artillery.


All units will be indivisible in scenarios. However, if a player so wishes he may ask the GM to detach elements of units within reason for special purposes. These units will suffer the same penalties as divided units in TOAW. Similarly, players can create ad-hoc groupings at a cost to readiness. The GM may do this himself in certain circumstances, particularly with groups of small units of the same type under a single formation.


Air units should only make moves of up to twice combat radius. They can move several times in a turn, but they should not move directly between two airfields which are too far apart. Such a move would have to be made using strategic transport assets.


The unit shortage caused by the necessary indivisibility of units leads to some rather peculiar effects. To prevent the abuse of the situation, if a unit which is completely surrounded is attacked, then a unit from each adjacent hex which contains no line combat units must participate in the attack. A line combat unit is defined as a regiment or larger with any variation on the infantry, cavalry or armoured icons. If this is not possible due to a shortage of movement then the attack cannot be made. This should serve to make it impractical to use HQs and AA battalions to complete encirclements.

Reconstitution:


Although reconstitution will not happen in scenarios, any units which are evaporated in a scenario whilst able to trace supply back to a friendly supply point at the moment of evaporation can be ‘reconstituted’ in the forming units phase. Essentially what this means is that a new unit is formed with the same name as the original unit and with some of its proficiency, depending on the strength of the unit at the time of its evaporation.

Book-Keeping Phase:


This is the phase where all data is re-arranged for the next turn. Principally, the results of scenarios are processed and updated information is sent to the players.

Captured Equipment:


One-half of all land equipment which is ‘lost’ in a scenario (with the exception of irregular squads) is not destroyed but just abandoned. The GM will assign a percentage of this equipment to each of the forces in the scenario. Armoured vehicles must be repaired (see Economy Phase). Other equipment can be added to the replacements stockpile for its manpower cost. Aircraft are the exception.


In addition, half of all manpower lost each month is recovered.

Captured Territory:


Cities which change hands in the space of the game month have their population and economic and industrial value calculated by the GM. Machine tools, production lines, munitions and machine tools industry may be damaged or destroyed at the discretion of GM. An appropriate fraction of the former owner’s manpower is subtracted from the stockpile. This figure is recorded and will be regained if the city is retaken. The cities spend one game month in limbo until the next book-keeping phase after the month it is captured when it is added to the occupying nation (provided it hasn’t been retaken). Note that none of the guerrilla warfare rules apply in the intervening month.

Morale:


Morale is a rating of how solidly behind the government the population of a country is. It ranges from 0 to 200 with the standard value being 100. A number of events can vary it. It is essentially entirely under the control of the GM, with the exception of any economy points spent on morale by the player. All morale changes except those through economy spending will be carried out by the GM in this phase.

There are two consequences of low morale. Firstly, national morale makes up a part of every unit’s proficiency (see Forming Units Phase). Secondly, morale determines how productive a nation’s industry will be, as it controls what bought for each economy point. See the table below:





Can be bought for 1 Economy

Morale
Equipment/Machine Tools points
Supply Units

0-30


175




70

31-60


200




80

61-90


225




90

91-120


250




100

121-150

275




110

151-200

300




120

The effect of strategic bombing on morale is one of the most contentious subjects in Second World War history. Whilst civilians were generally upbeat following an air raid, bombing only added to the drudgery of a long war. Consequently, a country loses one maximum morale of the cost in machine tools points of any machine tools which are damaged by strategic bombing, divided by (population divided by 5,000). The loss of machine tools is cumulative over time- the GM will keep a running total and subtract maximum morale where appropriate. This includes any losses from nuclear weapons used on the strategic level. Only attacks against home cities and only the home population are considered by this rule.

Defeat:

When a country is completely overrun, its resources are scattered. The economic and industrial capacity of the country remains in place in the hands of the occupier. The defeated player should choose a custodian country to uphold his nation’s interests until liberation. The defeated player may choose to stay as leader of a government-in-exile, but otherwise this custodian country takes control of it. Economy reserves are divided evenly between the exiled government and the conqueror. The GM will make a judgement about other resources. Military units may stay loyal to the exiled government, allow themselves to be interned or escape to the hills to start a guerrilla movement. Similarly the GM will determine what proportion of strategic shipping is at home to be captured by the occupying power.

Complete occupation is not the sole method by which a country can be knocked out of the war, however. A player who feels his situation is untenable may choose to make peace before any more lives are lost. However the victorious power in this case must make sure that his opponent is suitably pacified as to be unable to betray him the moment his back is turned, either by disarmament or partial occupation- Vichy France was subjected to both. It is possible of course that there will be a government-in-exile anyway. However the GM will give fewer resources to such a movement if there is a legitimate government at home.

Contact Details and Disclaimer:

Please contact me at maldenhill@yahoo.co.uk if you have an interest in this game, either to play it or make use of a part or the whole of the game in any other way. This game makes use of Norm Koger’s The Operational Art of War: Century of Warfare, Yves Lerhun’s BioEditor and Rhino Bones’ Revisionist War map.


Note that The Operational Art of War: Century of Warfare and all scenarios created with it are legal property of the company which owns the rights to that game. Consequently all the TOAW-based material in this game is available freely to anyone who requests it.

Suggestions to the players on orders:

The following is a list of the orders the players need to give to the GM each turn. Some additional advice is given below;

· Changes in belligerency

· Arms sales

· Domestic spending

· Equipment and supply manufacture

· Machine tools manufacture

· Repairing and Refitting

· Naval construction

· Road building etc.

· Research

· Forming new units

· Reorganisation of units

· Commitment of land and air units to scenarios

· Naval

· Supply and replacement distribution

Arms Sales Phase:

You must specify how the material is to be delivered to the recipient (except for economy points). Remember, anything you sell to your neighbours can be used against you- and even reverse-engineered. Do not discard apparently obsolete equipment lightly, as it can sometimes be converted into a useful derivative type, or else used for training purposes.

Economics Phase:

Domestic Spending:


Each player just has to give one number to the GM for this each month. Under normal conditions, players should just pay 7 per month to go with the zero morale change. Higher morale is nice- but extremely expensive to get through good domestic spending. Lower morale is very bad news. Only spend less than 7 for short periods of time.


In Total War conditions, generally spending of between 4 and 6 is normal, depending on how dire your situation is. Spending six per month will mean your maximum morale will remain above 100 for the entire game. Spending five will leave it there for nearly three years. Spending four will see it fall in a little over 18 months.

Mass Production:


Players should give clear orders for each of the three types of production and, if desired, the location of production. The location of newly constructed machine tools must always be specified. 


Avoid single production. Plan how much of something you are going to need and build an appropriate amount of machine tools. It is economical to build a production line if you expect to build more than 1,000 of an item. The GM will help you with this. Remember, you can only build a limited number of machine tools so do not waste good production lines. Just because you’ve finished your production line for that new tank doesn’t mean you should stop production of the model two years old. Use derivative types where possible. Most months, you will want to use your entire machine tools production.


When deciding what you need to build, look at the “lost” column of the replacements screen at the end of a scenario; note down which items had a particularly high loss rate. Also note where you already have large replacement stockpiles.


The national files contain spreadsheets which are designed to make issuing industrial orders as easy as possible. Don’t worry about the workforce limit for each city, the GM will watch this for you and warn you if adding an extra set of machine tools will likely push you over the limit.

Manpower:


It may seem like you have a lot of manpower, but don’t waste it. You will want to use as much high-tech equipment as possible to maximise the effectiveness of the manpower you do have. Educated manpower is even more valuable. Don’t throw HQ and engineering units away.

Repairing and Refitting:


It is usually worth paying to repair equipment, and if not then there is no reason not to swap two damaged vehicles for one working one, even if only to sell the repaired vehicle or use it for training.


Refitting is also highly useful. Usually far cheaper than building equipment anew, and avoids the need for expensive new machine tools to build that battalion of flame tanks you wanted.

Supply:


It’s generally a good idea to maintain large stockpiles of supplies, but be wary that these can be captured by the enemy. Releasing all the supplies to your units to stave this off is not sufficient as you must provide the necessary transport and if the stockpile is captured part way through the month then a portion of the supply will be captured anyway. Supply stockpiles essentially equate to supply points in TOAW. Since supply is expensive, it can pay to have high formation support levels.


This part of the game requires a good deal of maths. As with all such areas, the GM will be happy to assist you. Just give him qualitative orders, such as “release some extra supply this month for my big offensive” and he can work out the details for you. In most situations, you will just want to leave supply where it is built in cities for distribution by rail. You will generally only want to move it if you’re fighting somewhere that doesn’t have a direct rail link back to your cities or if such a rail link is in danger of being severed.

Roads, Railroads, Fortresses and Airfields:


Players must give the map reference of the intended work and inform the GM which unit(s) will be carrying out the construction.

Don’t go mad here. Just because you have idle construction squads doesn’t mean you need to build roads with them. By the same token, communications are extremely important for supply. Note that if you are building a railroad across rough terrain it is often cheaper to build a road first as this reduces the movement cost to one. Airfields are obviously important but bear in mind that in a fluid situation these may fall quickly out of range of the front or, worse, may be captured by your opponent.

Shipbuilding:


Because building ships takes such a long time, you have to plan ahead in your naval strategy, particularly with regard to whether you will be able to use superior naval units rather than the more effective inferior units. Don’t lay down too many naval units, however, as you may need the cash for other projects, and if you suddenly have a need for assault shipping you may have to scrap some ships on the stocks.

Research Phase:


For simplicity, players can just provide the GM with a list of items to research in order of priority. No more input will be required from the player until he wishes to change the priority list.

It may be tempting to try to develop the Me-262 in 1942, but this will leave you backward in other areas. Do specialise in areas you feel are important- but don’t go overboard. The research capacities of each power have been designed so that without any emphasis equipment will be available at about the right time.

Atomic Research:


Make sure to remember to tell the GM whether you intend a long or short project as well as specifying a map reference for the location of the project. The GM will assume the regular payments are to be made unless the player says otherwise, or if he runs out of money.

These projects are hugely expensive and if they bear fruit at all it is only after many years. Think long and hard about other ways you could spend the money before starting such a project. The United States spent the equivalent of 1,000 economy points on the historical Manhattan Project. Players are also reminded of the necessity of developing a delivery system for the device (at least one is available for each Great Power, all of them set for 1945), otherwise it will be useless. Of course, the effect of nuclear weapons, particularly on industrial cities, can be tremendous.

Forming New Formations:


Try to keep your OOB simple, with not too many different organisations. By the same token, do not reorganise your units too often, as the GM will reduce the readiness of these units. When you do, it is best to provide the information to the GM in terms of what the changes to the organisation are rather than what the final result is supposed to be. In this phase, always remember that simplicity makes the game run faster.


It is nice- but not essential- to keep the feel of one’s army constant by using organisations similar to those you started with.

Orders Phase:

Naval Orders:


The exact course of naval units in terms of hexes on the map will be noted in the game, however mostly this can be left up to the GM. If there is a possibility of encountering enemy coastal batteries or of moving within range of enemy aircraft, however, it is advisable to give the GM an idea of what path you wish to take.


You only have a limited amount of naval power and it cannot be everywhere at once. Be very wary of this. Also be warned that airpower is extremely deadly for ships and the only sure protection against it is your own fighter cover.


Note that just because your transport ships have a strong escort doesn’t mean they are invulnerable. Enemy ships can arrive from a neighbouring sea zone and attack your transports in a hit-and-run attack. For complete security, establish a cordon one sea zone wide around your transports. Of course, this is a luxury most navies will not be able to afford.

Strategic Transport:


Managing your transport assets can involve a large amount of calculation, particularly when it comes to amphibious operations. Get a general idea of what you want done, then seek help from the GM. If you have the time and the inclination, you can work on the details yourself, but note that this won’t necessarily save time or result in a more efficient use of your resources.

Guerrilla Warfare Phase:


It is normally a good idea to have at least one combat squad per occupied hex (the GM will tell you how many there are). As well as affecting the guerrilla variable for that month, these forces will be able to fight any guerrilla uprising and can fight in an emergency.

Version Notes:

8.05:

· Educated manpower cost added to conventional and atomic research.

· Modified rules for special training.

· Added disincentives to demolish ports

8.06:

· Assault shipping must now load in port

· Added supply requirements for training and anti-guerrilla operations

· Added restrictions on the redeployment of aircraft

· Rules for the recovery of aircraft crews

· Some changes to phrasing

· Changed benefit of inferior naval units to only apply in first round

· Extended mass production rules to apply to some types of strategic transport

8.07:

· Reworked the naval system to separate battleships and carriers

8.08:

· Only the total of all manpower now counts for full-time armies

· Clarified the rules for distributing supply by rail

· Engineer costs and the time to build roads have been reduced

· Clarified when the order for mobilisation should be given.

8.09:

· Contradiction in training rules removed

· Rules added for static AA units

· Clarified Foreign Policy Phase

· Modified some parts of the naval rules

· A few other clarifications

8.10

· Rules for expatriate manpower clarified

· Rules for railroad capacity added

· Doubled Port Capacity globally

8.11

· Rules for Reconstitution added

· Change rules for Special Forces training

· Added machine tools cost to single production

· Fixed rules for manpower income

· Added manpower bonus to Total War Rules

8.12

· Made it possible to load squads onto assault shipping from a beach

· Multiplied the cost of moving machine tools

· Excepted irregular squads from rules on captured equipment

· Formation hierarchy rules added

· Added rules preventing spurious encirclements (special rules section)

8.13

· Reworded rules for spurious encirclements

· Added proficiency requirement for indirect artillery fire

· Modified and clarified rules for morale loss due to strategic bombing.

· Added rules for manpower recovery

· Doubled port capacity and rate of port damage/repair

8.14

· Removed detailed guerrilla rules, replaced with GM's judgement

· Halved the cost of atomic research

· Supply unit weight reduced from 250 to 100

· Railroad capacity reduced from 50,000 to 25,000

�	 This is not normally visible in TOAW. It controls the ability of artillery to disentrench enemy units and is visible in the BioEditor.
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