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1. Introduction

Open General is a strategy game based originalBamezer General 2 from SSI, programed by Luis
Guzman. In the beginnings it required a previowdaittation of Panzer General 2, but now it's a
completely independent program. It can use all nat&dom Panzer General 2, but with many
improvements. Most aspects of the game are higldyomizable, so it can be used to play WW2,
modern or some other kind of battles.

IMPORTANT: the screenshots of this manual were nalkging different Efiles in Windows 7, so
you will see some differences in buttons, colors.on® be worried, this is just a hint of how
customizable Open General is.

1.1. Getting Started

The best way to get a quick start is to go to thet6rial” section, where you can follow a step by
step game so you can get the feel of Open Geneyalu want to go into the whole game, then you
should start reading the “Basic Windows, Menus Batlons” and the “Game Concepts” sections.

1.2. Using the Mouse

In Open General, when you point the mouse to bsatmmhexes, you will be shown some text
explaining it; this text can appear in the inforioatbars, or beside the button. This will make
easier to learn the game.

“Click” means that you move the mouse to the desm@nt and press the left mouse button.

“Right click” means that you move the mouse todksired point and press the right mouse button.

2. Tutorial

The game installer includes a tutorial mini-campaigou are offered to start it the first time that
you run the game, but you can run it later by g&lgat after changing to the OpenAK Efile. The
campaign is meant to be played while reading thetdfial.pdf” file included in theREADME
folder of the game.

3. Windows, Menus, and Buttons
This section explains the windows and buttons ief©@eneral.

3.1. Start Screen

When you start Open General you can seeSthd screen; at the bottom there are some buttons.
When you point the mouse to any button, some fgpéars describing its function.
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L}EHERQL

Cl - =[E =&~ 2 - E
EFile Folder: H:\OpenGen\EFILE_OPENAK\ (N

Select Equipmen: shows thefile folder selection window.
Play scenaric. shows thescenario selection window.

Play campaigr: shows theCampaign selection window.
Multiplayer : starts a multiplayer game.

Play by Email (PBEM): lets you start a PBEM game or load an existing
one.
Review best career: shows a window with the best scores.

Start the Suite, to edit scenarios, campaigns...

Load game: shows theGame Functions window, to continue a saved
game.
Settings: shows theSettings main window.

Load a .xlog file
Show start videc.
Game versior.

Exit.

3.2. Efiles

The Efile is the equipment used to play the gamexet are Efiles for World War 2, World War 1,
Cold War, pre-World War 1... Efiles are organizedalders, each one with its own scenarios and
campaigns, start screens, music, videos... Each [Ehle have different interface, as it is
customizable.
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3.3. Efile Folder Selection Window

C:\OpenGen\EFILE_CCHEY
D:\DpenGertEFILE_CCSER,
C:\DpenGen\EFILE_CCST
C:\OpenGen\EFILE_CCHSY
C:v0penGentEFILE_CCH3Y
C:\DpenGen\EFILE_CCEDY
D:\OpenGen\EFILE_CCE1Y
D:\DpenGentEFILE_Clu\
C:MOpenGentEFILE_COMwhwW 2
D:\OpenGen\EFILE_GCE"
D:\OpenGensEFILE_KAISERY
C:\OpenGentEFILE_OLGAY
D:\OpenGentEFILE_OLGCwW"
C:vOpenGensEFILE_OLGWAW2
C:\OpenGentEFILE_OPEMAKY
D:\DpenGentEFILE_PACY
C:v0penGertEFILE_PzLIGAY
C:4OpenGentEFILE_SOMY

Create new EFile folder:

s Equipment File:

AN Eot P
DragRom.cam [18 s
Guderian's Gambit for Dpen General.
File: GGOpenGG2.cam [22 scenarios]
MUSSOLIMNI'S AFRIEA KORPS
File: MUSS0AK.Cak  [31 scenarios]

3.4. Scenario Selection Window
When you click thé’lay scenariobutton, you get th&cenario Selection window:

= again

F.amenets-Podolzk
Fhalkin Gol

| Movvagrudak.
| Operatian Iskra

From this window you can choose
the Efile folder (orEfolder) that you
want to use, so Open General can
look for the correct scenarios,
campaigns and saves.

When you select ankfolder in the
list to the left, you get the campaigns
contained in thaEfolder in the list

to the right.

In the list are the scenarios of the
Efolder; when you click one of them

you can see its introduction in the
upper part of the window, and to the
right are the two sides of the
scenario with the possibility of

choosing which one you play and
with one is played by the Al, and the
difficulty level. The difficulty level

is shown as the percentage of
prestige that you get in scenario for
capturing flags or each turn: if you
set it at 50% you’ll get half the

normal prestige (more difficult) and

if you set it at 200% you'll get

double of normal prestige (easier);
the limits are 0-500% You could set
the same for the Al, but it's not

usual.
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3.5. Campaign Selection Window

When you click thé’lay campaignbutton theCampaign Selection window is shown:

Sort by filenames

A campaign is a series of linked
scenarios where you are on command
of a group of units (your core)
through the scenarios, gaining
prestige that you can use to acquire
more units, upgrade to better ones or
just refit to avoid losing them.

The window is similar to the
Scenario Selection window, but you
also get some buttons to check for
missing maps and download them.
Images for maps are not included
when the game is installed, as they
are downloaded from Internet when
needed.

You can choose irgettings main window if you want to download as JPG (70% quality, faste
download) or PNG (better quality). Anyway it is aogl practice to check for any missing file
before starting a campaign, and eventually downitgaény required file before starting, because if
when the game needs a file it's still missing yamrot download it at that point, the game will
close. Scenarios cannot be played if the map &rédilable. You only need to download any map

once.

3.6. Settings

When you click th&ettingsbutton you can see tlgettings main window:

E il 544010 Brilli
MOpenGen2iefile_bghSAVE'AUTOSAVE_OPEMCA
& AlpenGenzhefile_bghSAVENRUGAL D09 Victor 100% soay
- H:\OpenGenztefile_bghSAVENRLUGAS 008_Tactical YWictory_100%. xcey
Win 640 % 480% 16 [4:3) H:\OpenGenZ\EFILE_BGYSAVE GAL 7_t oy
Wi 640w 430% 32 (4.3) H:\DpenGen2\EFILE_BGNSAVE\RUGAA_007 Briliant Yictary_100% ke
H:\0penGen24EFILE_COMPOSITE-Barb%SCEMARIO campbr.xcam
H:\OpenGenz\EFILE_BGEASAVENRUGAA D0E_Eriliant Yictony 100% woew

I H:\OpenGen2tefile bgySAVENRUGA4 005 Tactical Victory 100%. xcav
Win 1024 « 600 » 32

Here you can choose the
video mode and see the last
used files, or go to some other
settings windows.
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Can zat default experience for new unitz

Uge curent / bagic strength as defined [go no reset cument to basic)

Uge Fuel az defined (20 no rezet when load]

Avoid paratroop deplopment on ocean hexes using air transport

Allow zetting default unit's strength for each player [also when getting prototypes]
allav settting a time frame in range between 1 and 12 maonths for valid prototypes
= 06 Mode =

Allow to BLOW

Allow ta REPAIR

Allow to BUILD

Allow barrage fire

Ships [not subs)can fire az Flaks

True range 0 [cannot fire to surmounding hexes]

True spatting 0 [cannot spot surrounding hexes)

Extended LOS rules (Forest.... blocks LOS, limited Air LOS )

Air units Z0C enabled

Air units can be fired when entering AD range

Reinforces arive when player gets active

MEDIS SETTINGS

0G Mode

Yalurme kEl I
Walurme El I

Fefuy

Intro :

ead of DirectShow

1 Report options

Include Unit's name Incl
Include: Courtry Incl
Izl Flayer

ngth [Cur /

Ineiu % Fan

Include Unit number

Include ga

Include PEBM codes

With the button, you
access the Game settings
where you can see which of
the optional rules are active in
the actual scenario; these are
defined by the scenario
designer.

You can also see in the top
right corner if you are playing
in OG Mode orPG2 Mode; in
this last mode many of the
Open General options and
rules are deactivated, so it
emulates Panzer General 2
better.

The Media Settings window
lets you set the music and
sound effects volume, and
select a background music or
an introduction video.

The After Action Report

options window lets you

select the details shown in the
AAR.
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0G Mode

| turn, debug)

onz to unit [OFf: floating with

o
[ sh

en moving ground units

ent frame for Full Mc

Delay for unit ratation. Set 0 for no rotation

Drelay for fire and nimations

3.7. Videos

The User Interface Settings
window lets you configure the
info available in the map, if
the program shows tips and
the user interface language.

The Screen Settings window
lets you modify the speed of
animations and movement of
units, so the program runs
smoothly.

In some occasions like at the end of a scenario]lylwe shown a video; you can exit the video at

any time by pressing any key or clicking any moloisgon.
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3.8. Main Game Window

TheMain Game window is where the game is played. It has several partbe middle you can see
the map with the units. In the upper and lower sdipere are information bars, and to the right
some buttons.

Turn: 1720 (P1: 0 pp) Ocean (33.7)

3.8.1.Information Bars

The upper information bar shows the terrain, coméstlts, turns, prestige available, weather...
When you point the mouse to any hex, it showsehain.

Turm: 1/ 17 (P1: S0 pp) AirMode Cle: 4]

SpotF | i, * |
When in combat is shows the combat results.

Destroyed 2 Suppresed 1

Destroyed 6 Suppresed 0

The lower information bar shows the name, expegdacel, ammo... of the unit below the cursor.
117 S6 L 4 Core Bf 109E Emil 10/10 Exp:0 Ent:0 Fueli11s Mowi1S Ammo 1l

3.8.2.The Map

The map is where you can play the game; it showsutfits, terrain, objectives... The map scale is
about two kilometers per hex, but it can be difféyalso unit size is variable. There can be only
one unit per hex, but in the same hex there cambeground/naval and one air unit.

The map is usually bigger than the window, so yam scroll the window by moving the mouse to
the edges, or holding the middle button of the recarsd moving it

The flags that you can see in some places of the shaw objectives; the flag is the one of the
owner. If the flag has some border it is an espéer. Borders can be:

| | Supply hex.

[] Victory hex.

] Combined supply and victory hex.

[ 1| Retreat hex.

It is possible to show a strategic view of the maéi the button; this view shows the complete
map at a smaller scale, and also the objectivewiaiide units.
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You can show the terrain type of all
hexes and roads/railroads on the
map by pressing thé hotkey or

with theﬂ button. To show the

grid you can click thm button
or theH hotkey.

3.8.3.Option Buttons

To the right of theMain Game window there are some buttons; if any of them is greyedeans
that this option isn’t available. If you point tlmeouse to any of them, a text will appear in the
middle of the upper information bar describingfitsction.

Next unit: select next unmoved unit; if all have moved itsadtivated.

~J2]o/+

NECEDDE BOE

Cancel move undo last movement; it's deactivated if the movenuetected any enemy
unit. A canceled movement doesn’t spend fuel almavalthe unit to do any other action.
Requisition: shows theRequisition window to buy new units. See the “Requisition
window” section for more information.

Deploy: enters deployment mode, where you can deploy ymits, initial ones or
bought ones. See the “Deployment panel” sectiomfore information.

Headquarter: shows the HQ window, where player can look atum#s or buy new
ones. For detailed information see the “Headquaméndow” section.

Air mode: switches between air and ground units, as botlocanpy the same hex.

Strategic/Battlefield map: switches between normal and strategic map. Tletegic
map shows the map on a small scale, with the abgscand spotted units. You can go to
any part of the battlefield by clicking on it inetistrategic map.

Replay: replays last turn. Only activated in PBEM.

Chat: not used yet.

Additional Options: shows additional options. See the “Additional ©Op§ menu”
section for more information.

Full Screen: shows theMain Game window at full screen, without borders. Click it again
to return to the normal view.

End turn: ends your turn and starts your opponent’s turn.

Game functions shows a window where you can save, load, staginagame or exit the
program. For more information see the “Game Funstiwindow” section.
Settings: shows theSettings main window.
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3.9. Pop-Up Windows
There are some windows that are shown wheneveedeadually in thélain Game window.

3.9.1.Deployment Panel

Deployment of units in Open General can be donseweral ways. In the first scenario of most
campaigns, core units are already deployed; inrést¢ of scenarios, player's units could be
deployed in deployment hexes, usable only in th& furn, or in the supply hexes and adjacent
hexes (depends on terrain).

Deployment of air units is different, as they canrydoe deployed at airfields; some aircraft can be
deployed from other units, like carriers. If they®r has more aircraft than deployment hexes, he
can deploy them once the first deployed ones areetho

Deployment in the first turn.

At the start of the first turn of all scenariosaftampaign except the first, the player can deploy
some or all of his core units; just select anyh@ tinits at the right panel and click in any of the
deployment hexes. If you want, you can undeploy @eployed unit, just by clicking on it, unless
you close the deployment panel.

Deployment hexes are darkened, as you can seeeirintage, but only until you close the
deployment window. After that, you can only depioysupply and adjacent hexes, just like in the
following turns. New units bought after the firggloyment phase can only deploy at or adjacent to
supply hexes, after pressing theploy button.

You can select other patterns to show the deployimexes by pressinglt + 1,..., Alt + 6.
Deployment in any other turn.

(il — T When the player buys more units in the scenariayten the scenario
designer gives less deployment hexes than cors hag the player,
the only option to deploy are supply hexes or coredi
supply/victory hexes. The hex and all adjacent keoan be used to
deploy, depending on terrain. The deployment metisothe same
than on the first turn.
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3.9.2. Additional Options Menu

By pressing thédditional Options button you get these new buttons instead of thealones:
Status report (B hotkey): shows th&urn summary window.

Scenario intro (I hotkey): shows the scenario intro.
List of hotkeys (K hotkey): shows the hotkeys.

Show terrain labels and dati (L hotkey): shows the terrain type and the
roads/railroads.
Show grid (H hotkey): toggles the view of the hex borders dliermap.

Music On-Off: turns background music on and off.
Sound effects OrOff: turns units rounds on and off.

Show combat results on map als shows the combat results in the map, over the
involved units.
Show spotted hexes on me¢ (Tab hotkey): shows spotted hexes.

Hide unit strength & combat estimatec (U hotkey).
Show range of fire for selected un (Ctrl+R hotkey).
Video and other options (/ hotkey): shows the settings window.

Done (. hotkey): returns to normal buttons.

3.9.3. Game Functions Window

The Game Functions window is shown by clicking th&ame functionsbutton.
It has four main orderglew
game Load game Save
@ Mew game @ Save game | game and Exit game; it has

- - a list of the recent files used,
so you can double click in
any of them to load them,
_ and in the lower part it shows
H:4OpenGe JENSpzBralis 15 aoay ;
H:‘\DpenGe » ' 026_Brillian bory 100% koey Tl the Cl'!rrent flle loaded and
| H \Openfien?efle_cob2\SAVENALITOSAVE_OPENCAM wosy the Efile in use. At the top
| H: %0 penGenbEFILE_CCE2ASANVE \WJAP_025_Briliant Yictom 100%. kosy .
| H\OpenGen\EFILE_ G55 CENARIONCamp scam E you can see the game version
| H:\OpenGen2iefile_ccB2\SAVE'JAP_024 Brilliant Wictory 100% mcey i
H:'xEIpenGen2‘xefi|e_ccE2\Sf—'«\-"EUAF’_DEB_BriIIiant Yictory 1005 «cey that you are using.
i H:\OpenGen2sEFILE_CCEZASAVE WJAP_021_Brilliant Victory 100%. @osy
i H:\OpenGen2EFILE_CCE2ASAVE NJAP 020 Brllant Yicton 1005 kosy

OpenGen 090,24 2 % [24 Mar 201 3)

W Load Game @ Exit the game

Draubl

i H:%0penGen2\EFILE_CCE2ASAVENWIAPT H woay
| H:\OpenGenzhefile_ccB2\SAVENAUTOSAVE_OPEMCAM - copia.scsy

L e T P N o 1 O 0y e [ = | Y B o e N e TTe Y

CurrentFile AEFILE_OPEMAK
EFile MEFILE_OPEMAK

New game

Returns to the Start Screen, where you can choonsw &file, campaign, scenario...

Load game

Shows a new window, where you can select any sgaatk for the actual Efile; you can sort the
saves by date and choose if you want to see PG2l ggames, OG saved games or both. When you
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select any saved game, the name of the campaigeeoario is shown in the lower left part of the
window, and the sides and prestige settings imrigglle right.

EFile folde ps 1 Format: 12

UTOSAVE OPENSEM xzav
i CAMPEIHT_007_Brilliant Yictom 1002 ey
SpzBrg_001_Brilliant Victom 1005 soey
pzh il i 10

pzBrg 004 Brilliant Victor 100 scay

pzBrg 005 Brilliant Victory 1003 wosy
SpzBrg_00E_Brilliant Victon 1005 seaw
SpezBrg_007_Brilliant Yictom 1005 xoay
SpzBrg_008_Brilliant Victory 100% sosw
SpzBrg 009 Victory 100% scav

SpzBrg 070 Victory 100% scav I Include P

SpzBrg 011 _Mictor 1003 wcsw
SpzBrg 012 Brilliant Victom 1005 scay B2 Include P
I SpzBrg 013 VYictory 100% xosv

To load the saved game, just double click on iselect it and click théccept button. You can
delete the currently selected saved game by clickirthe small dustbin icon just below the saved
game list.

Save Game

When you select this option a new window appearsra/tyou can save the current game. The
window is similar to the Load game one, but hera gan type the name of your saved game; it
gives a default name, but it can be changed.

turmbrigade

H

EAlITOSAVE OPEMCAM xosy

| CAMPEIHT_001_Brillant Vickory 1007 wesy
SpzBrg_ 001 _Brilliant Wictory 100% @cew
SpzBrg 002 Brilliant Wictory 100% dcey
SpzBrg 003 Victorm 100% scay

| SpzBrg 004 Briliant Yictorn 1005 soey
SpzBrg. 005 Briliant Wictory 100% scey
SpzBrg_D0E_Brilliant Yictory 1002 scav
SpzBrg_007_Briliant Yictory 1002 scev
SpzBrg_ 008_Briliant Yictor 1002 scsy
SpeBrg 009_Wicton_100% wosw
SpzBrg M0 Wictor 1007 dosw Crte,
SpzBrg 071 _Victor 100% cay M Include

| SpzBrg 012 Briliant Victory 100% sosy

France

é _'I_IEIlIEI-

To save your game, type another name if you wadhtciiok theAccept button. You can delete the
currently selected saved game by clicking in thalbdustbin icon just below the saved game list.
The game saves the scenario at the end of your(AlWTOSAVE_OPENSCE if a standalone
scenario, AUTOSAVE_OPENCAM if a campaign’s scengpend at the end of each scenario of a
campaign. Of course you can save anytime, excepiglthe Al's turn.

Exit game
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If you selectExit game, a new window asks you for confirmation, and iuydick the Accept
button, you exit the game to your desktop.

Do pou really want foesit 7

3.9.4.View Unit Window

You can go to th&/iew Unit window by right clicking on any unit in the map, th€) window, the
Purchase window or theUpgrade window.

At the top of the window you get the unit's imagath its experience bars and its flag. Over the
unit’s image the unit abilities are show; you cannp the mouse to this zone to see an extended
explanation of them. If the unit has any transgou can see a wheel icon in the lower right corner
of the unit’'s image; you can change the windowhove the transport’s stats by clicking in one side
of the icon. Below the image is the unit's name #sdtatistics; you can get a detailed explanation
of this statistics and the abilities at the “Uriisitistics and Abilities” section.

Click to show transport details § Click to show transport details

543/3Pz N
EE M ==
40/43 10 10410
T NE

Sdkfz 7
B

43

Fw-190A

E B (M = T E E I ==

101 41745 11 178 38/45 7 1010 141 1050117 7/8
B g Y ~ B Ak ’:“,'

11 0

At the bottom of theView unit window you have six buttons controlling some awdiowith the
“Exit” button at the end.

Mount - Dismount in organic transport. A mounted unit uses its niga
transport stats if attacked, unless it hasDtsmount if attacked ability.

Embark - Disembark in non-organic transport (naval, air, rail, helo).
Embarking and disembarking can only be done ifuthié has done nothing. See
the “Embarking and Disembarking” section for maorfoi

Supply. Resupplies the unit’s fuel and ammo, and endduits. For more
information go to the “Supply Rules” section.

Replacement. Replaces lost strength points and resuppliesutiie this ends
the unit’s turn. See the “Replacements” sectioraftanger explanation.

Rename. You can change the unit's name; just type the mame in the
window that appears.

Exit theView Unit window.

NADE BB
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3.9.5.Turn Summary Window

At the start of any turn, the Turn Summary windgwpe@ars; you can show it anytime with tBe
hotkey.

At the top there are the
campaign and scenario names.
At the left is the date, the player
whose turn it is, the side and if
it's played by human or the Al,
ALk S S the current prestige available to

18 turns the player and the prestige
modifier. In the middle it's the
weather. At the right it's the
turn number and the total turns
of the scenario, and the turns
available to each victory type.
At the bottom of the window
you have the helo transport
points available and the buttons
for Save game AAR and
Accept

Tun 17420

Aueaill Helo triansport: 0

3.10. Secondary windows

The Requisition, Headquarters andDossier windows can be accessed from several other windows
when you exit them you return to the window fromiethyou accessed them.

3.10.1. Requisition Window

Player can buy new units, if he has enough prestigdhuy any unit press tieequisition button;
then theRequisition window will show.

Requisition

&1 ,_ | l
i P e i =

~— PzIVFI Pz IlIH Pz IVD DD
A | i

x| s

Pz G Pz30(0F  _PzIVF1 . 7 . — :
| HSET ‘_\1 : Bought units "

s | Pl . ;'._""i_—f s

47| PzIVD - _ PzliD Flamm. Units available in the
| : g S e e class
:q e ] i \ R AN i

s Selected unit stats
S Requisition button

il Unit classes

Available prestige: 371 ®
Army costis: 708

g Stats of selected transport
] B @ Y

B Available transports for the selected unit

M

First you select the class of the unit that you tatanbuy (the small arrow at the bottom of the
classes displays the naval classes), and then hakuirc the desired unit; if there are more units
than fit in the window, you can use the buttonthoright to scroll the list; you can also seleuits

from other countries defined as allied in the sden®y clicking the arrow button in the upper left
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corner of the window, just below the flag. When yoave the unit selected, you can choose a
transport (if allowed). After you have selected tivdt and its transport, press tRequisition
button, and the unit will appear in the window'ght. To deploy your new units, just press et
button, in the lower right corner of the windowdayou will be shown th®eployment panel.

Some units are self-propelled, like tanks, so they't need a transport, but others like most
artillery units need one to move fast or to movalkat

3.10.2. Headquarters Window

The HQ window allows you to examine your units. To enter it yaust click theHeadquarters
button.

Field Headquarters

Available prestige: 371

543/3Pz 394/3Pz Infanterie

1FY1AF Fw-190A 1SK/1AF

? raise help for @ codes. Use PgUp/PgDown to scroll the list

To the right of this window you can see new buttons

n Dossier. shows theDossier window. For more information see the “Dossier Window”

section.

8] Inspect Unit: shows thénspect Unit window for the selected unit.

B3 Go to Unit: shows the selected unit on the map.

L=| Requisition Unit: shows theRequisition window. For more information see the “Requisition

Window” section.

Overstrength Unit: adds a strength point to the selected unit eiaoh that you click on it,
with a limit of the base unit strength plus its esipnce bars. Only available before a scenario
starts.

Upgrade Unit: shows theJnit Upgrade window.

=1 Reassign Uni: removes the unit from the core and gets backdss in prestige points; can
only be used between battles.
Game Functior: shows thé&ame Functions window.

Core units cost and cap value: shows the unit's costs and the cap values.
=] AAR: shows theAfter Action Report.

% Exit: exits theHQ window.

Some buttons could be deactivated depending oratusrcampaign options.
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about it in the upper border of the screen. If gbck in the

- unit you get its stats in a panel to the left & window.

PSW 231 543f3Pz

: S|
When a unit has at least one experience barpibssible to give it more strength than its “normal”
maximum. Each experience bar allows for one strepgint over the normal maximum, which is
paid in prestige points in thdQ window, before the start of the scenario. You can do liyis
selecting the unit and pressing feerstrength button one time for each overstrength point. & th
unit gets damaged in a scenario, Replacementsbutton only restores its original strength, na th
overstrength one.

3.10.3. Upgrade Window

Units can be upgraded to more powerful equipmergnaih is available; upgraded units keep its
experience.

Units can only be upgraded between scenariosgifith window.

Upgrading costs prestige points, and if the plad@wvngrades a unit to another one with a lower
cost, the difference is not recovered.

To upgrade any unit, just press thpgrade Unit button and th& pgrade window will appear.

o S

. HQ Pz IlIC [C] Pz IVF2 HQ Pz lIA [C] » Pz lllJ HQ Pz IIC [C] Pz IVF2 Pz IVD HQ Pz IlIC [C] Pz IVG Pz Il Bruckenl
: Pz IvVF2 = = = E = = E

i } = } e } ¢ @ E’EI i) —c ‘ AT ‘ i ‘ e ‘ o } PN e '_“
50

| PzIVF1 Pz Il _ PzIID [R] e StuG IF 75mm Camion StuG B 7.5 PaK40 [S] StuH 42 [S] 1166 10.51eFH18 105 leFH18

T et | i i

Y

| Pzl Bruckenl Pz IlIF Pz 38()F 4P 7 | 15sFH1n 15 sFH37(0)

o ’— fi - =

| K

T ] % 3
Pz B[R] SdKfz 672 476 114/6 5746 Infanterie SS Gebirgspi Me-109E-3  Me-109E-3
FE= EE=™ e . WEE lEe =
T gy

z

Fw-190A-3 Ro.37 [R] SM.79 Ju-87D-1 Me-110C-1 Me-110C-1

Available prestige: 2300 @ 432 “ N
Army Costis: 13200

Just select the unit to be upgraded from the listha right, select the new equipment and/or
transport in the left of the window and press thggrade button. You can select allied countries
equipment with the small arrow beneath the flathenupper left corner
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3.10.4. Dossier Window

0*13?5 von Rundstedt
& Score: 1287
ScnAvg: 71

C Ities Tak
Brilliant Yictory asualties laken

Victory F A £ _— A ’H’Fﬁ_
Tactical Yictory 0 o 1 13 |
Loss I

gl 4 s i

-

In this window, you get your general’s portrait amame; if you click in the name you can change
it. Below the name is the total score of the campaind the average score of the scenarios. Next
you get the total number of each class of victony ® its right the casualties inflicted and takiey,
type of unit. The medals are different for eachiong type.

3.10.5. Inspect Unit Window

When you click in the unit icon in the left part thfe window, or in thénspect Unit button the
Inspect Unit window appears. In this window you get more infoatbthe unit, like battles where
the unit got an experience bar, destroyed uniégldegeneration probability or leader abilities.

Inspect Unit Inspect Unit

No special abilities

Chance for leader 43% Stumm (#5)

[:ﬂ:] Operation Felix
[:E:] Tobruk

[:E:] Nowvgorod

[tﬂ:] Vyarma

[iﬂi] Klin

B4 Suomussalmi
1 Sedan
Race to Dunkirk
Pursuit To Tobruk
[iﬁi] Tobruk

G = 2]
] b 1] 1

= & ) &
0 8 2 4
® 612 =)

® o548 wy

This is alInspect Unit window from a unit This is alnspect Unit window of a unit with

without leader. You can see the chance lefder: you get the leader’s photo and name, and

generating a leader. two symbols to its right that, when pointed with
the mouse, tell you about his abilities.

The buttons with arrows at the lower right of theadow allow you to go to the previous or next

unit.
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3.10.6. AAR Window

The AAR window shows theAfter Action Report. You can copy it and paste where you want (forum,
document, mail...) to record you performance or sigow core and other information.

chical’
ark Y +++ F
Victomy +++ F

The AAR contains the game version, the Efile folder anteBfersion, the campaign/scenario name,
the prestige settings, played scenarios with reswtprototypes gained, current scenario, info atbou
the prestige, and info about your core units. Sofme info of theAAR can be customized in the
Settings window.

4. Multiplayer Game

Actually Open General only support “hotseat” muéyer. This is done by two players alternating
to take their turn in the same computer. To do, thist start any scenario, but set both sides as
human controlled.

5. Play by E-mail
PBEM is playing a scenario by one player makingthre and then sending it by e-mail to his
opponent; then he does the same and so on unghthef the scenario.

When playing PBEM, both players must use the saengion of the game, and the same version of
the same Efile; if not, there could be problems.

To start a PBEM game, just click tRéay by e-mailbutton in theStart screen.

Play by e-mail

N 1 B EE 2
EFile Folder: HAOpenGen2\EFILE_OPEMNAK}Y (No version)

Then thePlay by e-mail window appears; here you can start a new game or loadgoing one.
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Play by e-mail

i Mew game

i Load game

o) ]

Replap dela;

When you start a new game, you must enter a
password, which is used to protect your turn, so
other people cannot access it.

Then you select the scenario and play the firsgt;twhen you finish your turn, the game saves the
scenario and ends. The players that starts the PEE)4 Side 1.

5t Lo - Advance on St Lo
June 30, 1344

American for e the Germans near St. Lo in preparation for & full-zcale breakout.

Caen - Charnwood - Oden Y alley
Caen - Operation Goodwood
Caging the Bear [kulti]
Cauldron

Ciechanow

Dezzau

Dirive to the Sea

Finnizh Finizhed?

Firrish % acation

Four Player M adness
Gibraltar or Bust [3 Player]

Sort by filenames

Then you must e-mail the save to your opponertt;iit'theSave folder of the actual Efile, and has
.XEML extension. The other player receives it aades it in the same folder.

To name the saves you can use the starfSeedario+Playerl+Player2the game adds the turn to
the end.
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The other player click thBlay by e-mail button, selecttoad game and loads the save that he just
received; after entering his password he has atodke scenario.

Farmat: 30531

S ancheztsGuwipa S antanderl3a=EML Plaper 1

SanchezyzGunipa_S antander]3b =EML

Player 2

[o ]

o Sort by Date

. When theMain game window appears, thReplay button is active; by clicking it, he can
look at a replay of its rival’s turn. Then he platgsturn and sends the save to the first
player, and so on until the end of the scenario.

6. Game Concepts

The following is a list of terms and concepts usethe game. Many of them are necessary to get
the most of your units.

6.1. Beginning a Battle

To begin a battle, you must click the Play CampaigRlay Scenario button in the Start Screen and
then select the one you want at the Campaign $mbewindow or the Scenario Selection Window.

6.2. Bridging units
Units with theBridge ability can act as temporary bridges for othetsuniio do so, the unit must be
in a river hex, and then its icon becomes a britigbe unit moves, the bridge disappears.

6.3. Campaign

A campaign is composed of several linked scenand®re you have some units that you carry
from one scenario to the next: these units are ymue units, and they gain experience and
sometimes leaders as they survive each combatctreglso be upgraded to better equipment.

In some campaigns you go to different series ofi@ges depending on your result in the previous
one; these are known as “campaign paths”.

6.4. Combat

Combat usually can only be done against a detemtedhy unit that is within attacking range. To
attack select the attacking unit and point to thengy unit: the estimated result of the attack bl
shown; be warned that combat results will be nealssays different from this estimation, as there
is a random factor involved. If you want to make #itack, just click in the enemy unit. When you
select the attacked unit and there is both annairaaground enemy unit in the same hex, remember
to use theAir mode button to select if you want to attack the airtuorithe ground unit; the same
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goes if there is just an air unit in the hex and y@ant to attack it with a ground unit, as the game
will be in ground mode.

When any attack happens, it can result in lossesrfe or both units, retreat or destruction.
Each unit can attack once per turn, if:

* It has ammo greater than O.

* There is an enemy unit within attacking range.

* Weather allows the attack.
All units can move and attack or attack and moxegept artillery and air defense; they can attack
after moving only if they have tHdechanised ability. Anti-tank units suffer a penalty if theytack
after moving.
Some terrain types give bigger initial entrenchmewels, making them easier to defend.
In close terrain, like cities and mountains, umitsack theClose defense value of the enemy unit,
penalizing the non-infantry units. The only exceptis when @&ugged defense happens, when the
Ground defense value is used.
Infantry and AT are very good at defending closeair, especially against tanks. On the other
side, tanks and self-propelled artillery are veopd in open terrain, where other units must be
entrenched to survive.

—
2y S, -

Units that can attack have a small circular icoth®left of their
strength number, like the 10-strenght tank or thstréngth
vehicle in the image; units that cannot attack l#gk icon, like
the gun.

6.5. Core and Auxiliary Units

-

When you play a campaign, your army
consists of core and auxiliary units.
Core units are carried from one
scenario to the next, so they will gain
experience and become more
powerful; auxiliary units are available
for the present scenario only. Core
units have black strength numbers,
while auxiliary units have white

strength numbers.

Core units left undeployed at scenario
start can be deployed later in supply
hexes or hexes adjacent to them.

6.6. Engineers

Units with the Engineer ability ignore the deferidegntrenchment when attacking. This makes
them immune to rugged defenses, and very usetttack highly entrenched defenders.

6.7. Entrenchment

Entrenchment represents the defensive structures occupied dwnit. It needs some preparation,
so if the unit spends some turns without movingcéih attack, resupply...) it will increase. If it
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moves from the hex it will lose all its entrenchrheé®ome units entrench faster than others: usually
infantry entrenches faster, while tanks are slower.

Class Entrenchment
speed

Infantry 3
Tank 1
Recon 2
AT 2

Flak 1
Fortification 1
GTP 1
ART 2

AD 2

Others 0

Base entrenchment is the entrenchment gained byaibyafter one turn in a hex. The maximum
entrenchment is the base entrenchment plus Scdraso designer can set bigger values.
Entrenchment is important as it favors the defendad increases the possibility ofRaigged
defense. Each attack suffered by an entrenched unit lowgentrenchment by one.

Terrain Base entrenchment
Clear 0
Town 3
Airfield 0
Forest 2
Bocage 2
Hill 1
Mountain 2
Snow/sand 0
Swamp 0
Ocean 0
River 0
Fortification 4
Port 1
Stream 0
Escarpment 0
Impassable river 0
Rough 2

Units lose entrenchment when attacked, even ifatteck has no effect. Successive attacks in the
same turn facilitate further attacks. A commonitaid attack a heavily entrenched unit is to attack
it first with artillery/airplanes before the mairtack by one or more units. Some units ignore
entrenchments, so they are very useful attackisgdintified units.

6.8. Experience

When any unit is involved in combat, it gains exgece, and when it is successful it gains more.
Experience levels are shown as a bar in the ugftecdrner of a unit’'s icon; the maximum number
of bars is five .When two units fight, their relatiexperience levels affects combat and casualties.
Units with two or three experience bars are vetgramile units with four or five are elite.

Experience is awarded according to strength palntsinated, weighted by the difference between
attack and defense values of the units.

A unit with more than one experience bar can bestkengthened.
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6.9. Game Turns

Battles in Open General lasts a specified numbéuras. In each turn the active player is given the
chance to move units, attack with them, resupplyo. efid your turn you must click thend Turn
button on theMain Game window.

In each turn, units of the active player usually c@ove once and attack once, in either order; there
are exceptions to this rule, like artillery and d@@fense units, that must attack before moving., or
units with the Recon ability, that can move sevéiraes using phased movement, or tanks that
overrun. Some Ieaders also modify this generakrule

- Shr . g e Units that have moved have the strength numberedark like

the 10-strenght tank in the image; units that ctiack have a
small circular icon at the left of its strength riuemn, like the 6-
strenght vehicle. If a unit moves or attacks, yan cselect
another unit, make any actions with it and thenrretater to the
first to make any actions that it is allowed.

6.10. Initiative

Initiative represents the unit reaction speed in combas. dietermined by equipment, terrain and
experience of the units; it also it's adjusted byaadom value, to simulate combat uncertainty.
Higher values are better, as units with higheiahite suffer less damage. InRagged defense the
attacker’s initiative is zero.

The unit that wins the initiative gets a bonushe attack and defense, and the unit that losesagets
negative modifier to both.

6.11. Lasting suppression

Units with the Lasting suppression ability and izt bombers inflict suppression that last the
entire player turn. For example, if one of thesisunflict 2 points of suppression to an enemytuni
the enemy unit uses 2 strength points less thdatakstrength for the rest of your turn.

6.12. Leaders

When any unit gains an experience bar (when itremd 00 experience points or multiple, with the
limit in 500), it has the opportunity of 20% of g@ating a leader. Leaders are exceptional figures,
and have two abilities that add to the unit statgige it some special capabilities: one of the
abilities is determlned by class while the otiserrandom

Units with a leader have a small icon
dependent of its country next to its strength
number. You can see the leader’s abilities by
inspecting the unit; in the inspection window
the leader shows as a small head icon in the
lower left corner; when you point the cursor to
it, its abilities are shown.

Class leader abilities:
» Tanks: "Aggressive Maneuver". Movement increased by one.
* AT (Anti-Tank): "Tank Killer". Removes the initiatiygenalty for firing after moving.
* Atrtillery : "Marksman”. Attack range increased by one.
» Recon "Elite Recon Veteran". Spotting range increasgtim.
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* AD (Air Defense): "Mechanized Veteran". Unit can faker moving.

* FlaK: “FlaK Support”. Multiple interception and suppdire.

* Infantry : "Tenacious Defense". Ground defense increaset by

» Fighters: "Skilled Interceptor”. Can intercept more thare @memy aircraft attacking
adjacent friendly units in the same turn.

» Tactical bombers "Skilled Assault". Not affected b@ut of the sun (they cannot be
surprised).

» Ships: “Marksman”. Attack range increased by one.

Random abilities (some doesn’t apply to some cisse

» Aggressive Attack attack values increased by 2.

» Aggressive Maneuver movement increased by 1.

» All Weather Combat: not affected by weather.

* Alpine Training : can move through forest and mountain as if thegevelear terrain.

» Battlefield Intelligence: cannot be surprised.

» Bridging: unit treats river hexes like rough terrain. Whilea river hex it works as a bridge.

» Combat Support unit lends its experience bars to all adjaceitsuground units to ground
units and air units to air units.

» Determined Defensedefense values increased by 2.

» Devastating Fire unit can attack twice each turn; it can fire ®v{overruns not included)
or fire once and then resupply or reinforce ingame turn.

* Ferocious Defenseno unit can ignore this unit’'s entrenchment.

» Fire Discipline: unit uses half ammunition in each attack.

» First Strike: unit fire first if it wins the initiative (for tis purpose, it uses initiative plus
experience).

» Camouflage Expert in forest, city, desert, bocage or mountain, gait only be spotted by
adjacent units, and fires at the first unit thaeenits ZOC.

» Infiltration Tactics : unit ignores entrenchment like engineers; it akso act like a bridging
unit.

* Influence: reduced cost to upgrade or reinforce (halved wdiaying at 100%)

» Liberator : unit gives additional prestige when taking endlags (twice, when playing at
100%)

» Overwatch: each turn the unit surprises the first enemy that enters its attack range.

* Overwhelming Attack: some suppression points become Kkills.

* Reconnaissance Movementnit uses phased movement.

* Resilience unit is more difficult to destroy.

» Shock Tactics unit causes lasting suppression.

» Skilled Ground Attack: +4 to attacking ground units.

» Skilled Reconnaissancencreased spotting range by 1.

» Street Fighter: unit ignores entrenchments in cities.

* Superior Maneuver: unit ignores enemy’s ZOC.

6.13. Movement

When any unit is selected and capable of moving ¢hal and hasn’t moved), the hexes within
movement range are shaded; you only need to clidhne of them to move the unit to it. If the hex
is very far, the unit will use his transport (ify@nyou can know which hexes will need the
transport, as the cursor will change to a truckeftect this. If the unit can move to a terrainttha
organic transport cannot enter, a dialog will apwing the unit to discard the transport to be
able to move there; the same will happen if the asn’t fuel and can move without transport.
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Only air units can occupy any hex occupied by a-aemal unit. When you want to select an air
unit in a hex occupied by a ground and an air yoit, must click théir mode button to be able to
select the air unit; if the button is deactivatedt select the ground unit.
Movement uses fuel, one point per movement poiaetiugircraft minimum fuel use is one third of
its turn movement.
Movement could end before reaching the target htheiunit moves adjacent to an enemy unit, or
it tries to enter any hex with a previously undetdaunit; in this last case an ambush will happen.
Movement by roads is faster, especially to somespart types.
Usually movement is done in one phase, but somis (inom theRecon class or with thdrecon
ability) can use phased movement.
If you pressShift and then select a unit, the unit will move onlydpptted hexes; if you preS#ift
with a unit already selected and then click in sdm& within range, the path that the unit will
follow will be marked.
If the moved unit wasn’t surprised nor detected angmy unit, you can cancel immediately its
movement by cllcklng thé:ancel Movebutton, at the right of thiglain Game window.

v ' Units that can move have normal strength numbikes,the gun
or the 6-strength vehicle; units that have movedehtheir
strength number darkened, like the 10-strength.tank

6.13.1. Movement Cost

Each unit has some movement points per turn, waiehexpended when it moves. The movement
point cost of each hex depends of the terrain thathex represents, the weather and the unit
movement type. To see a table that shows this,cgoupoint with the mouse to the symbol of the
unit's movement type in th¥iew Unit window or in thelnspect Unit window. Each movement
point expended uses one fuel point.

Movement could end before reaching the destinatitre unit moves adjacent to or is surprised by
a previously hidden enemy unit.

6.13.2. Mounting and Dismounting Units

Units with organic transport can travel greatetatises in a turn, or move if the unit doesn’t have
movement points of its own. Organic transportamsport that is assigned permanently to a unit, so
it cannot be shared (trucks, cars, half-tracks. 0)blly or change the organic transport of a unit you
must upgrade it between battles.

Units can only mount or dismount before moving;tsirthat move with its transports remain in
them until the next turn, and if attacked it ugegransport stats, unless its infantry.

6.13.3. Embarking and Disembarking in Non-Organic Transports

Many units can embark in naval, air, rail or hebmnsport. This allows the units to move faster than
with its organic transport (trucks, bicycles...). Bamit embarked uses one transport point of the
type of transport it is using; when it disembarkBees the transport point, to be used by anyrothe
unit. Transport point cannot be purchased and iasndy the designer of the scenario.
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When any unit is embarked in a non-organic trartspod can disembark in a hex, the pointer
becomes a different icon to show the possibilitylisembarking. To disembark just pré&sntrol
+ click in the desired hex.

The method to embark depends of the non-orgamspiat used.

Naval transport

The unit must be in a port hex, hadn’t done anjoacbe able to use naval transport and the player
must have some naval transport available. You cenwkhow many units you can move by naval
transport by pointing the mouse to any port; thenber of available transports will show in the top
info bar.

If all conditions are fulfilled, then you can rigtlick in the unit and click thEmbark/Disembark
button; the unit will embark in a sea transport.

Units in naval transport can disembark in any aldsx that the unit can enter normally.

Air transport

The unit must be in an airfield hex, hadn’t dong aation, have thé&irmobile or Airborne ability
and the player must have some air transport availdlou can know how many units you can move
by air transport by pointing the mouse to any eldfj the number of available transports will show
in the top info bar.

If all conditions are fulfilled, then you can rigtlick in the unit and click thEmbark/Disembark
button; the unit will embark in an air transportlazan be moved.

If the unit has théirmobile ability it can only disembark in an airfield hekjt has theAirborne
ability, it can paradrop in any hex that could béseed by the unit.

To be able to carry its organic transport into aivetransport, the unit’'s organic transport must be
alsoAirmobile/Airborne.

Rail transport

The unit must be in a station hex (or in a railwex if it has theNo station ability), hadn’t done
any action, be capable of moving by rail trans@ort the player must have some rail transport
available. You can know how many units you can mioyeail transport by pointing the mouse to
any station; the number of available transports stibw in the top info bar.

If all conditions are fulfilled, then you can rigtlick in the unit and click thEmbark/Disembark
button; the unit will embark in a train transport.

Helo transport

The unit shouldn’t have done any action, must He &t use helo transport and the player must
have some helo transport available. You can know imany units you can move by helo transport
in the briefing window, at the bottom left.

If the conditions are fulfilled, then you can rigtiick in the unit and click thEmbark/Disembark
button; the unit will embark in a helo transport.
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6.14. Multiple Attacks
A unit not only loses strength, entrenchment andetones (lasting) suppressed strength after an

attack. Also, his fighting ability is diminishedethmore battles it fights during a turn: its iniivat
and defense is reduced by each attack.

6.15. Overrun

Units with theOverrun ability and Tank class by default can do a spetialck called “Overrun”. If
the attacking unit destroys the defender (usuatgpkened by previous attacks), it can continue its
movement and attack again; this way, one of theses gan destroy several enemy units in one
turn.

6.16. Phased movement

Units with the Recon ability and the Recon classdbfault can move more than once in a turn.
They can move, stop, and continue moving, as lenth@y have more movement points. For each
stop, one movement point is deducted.

6.17. Prestige Points

Prestige points (PP) represent the influence of the player overHigh Command. They are earned
in the scenario (prestige per turn, or by conqugfiagged hexes), or after the scenario, depending
on victory level.
Prestige points can be used to:

» Repair damaged units during the scenario.

* Buy new units before, during or after the scenario.

» Upgrade units after the scenario.

* Overstrength units before the scenario.

» Build bridges, fortifications, ports and rail stats.
When you select any scenario or campaign to play,gan modify the prestige earned: default is
100%, with a 0%-500% limit.
This modifier affects the turn prestige and thg@dled hexes prestige. For example:

- Turn prestige: 400

- Total flagged hexes prestige: 200
If you play at 50% you will get 300 PP ((400+200)/# you play at 100% you will get 600
(400+200) and if you play at 200% you will get 1020400+200)*2)

Flayerl: Germany

To change the prestige modifier use the arrow hstto

6.18. Ranged Fire

Ranged fire is different from artillery and air dage fire. Some units can attack at ranges greater
than one hex, but are affected by terrain: hillsuntains, cities, forest and bocage cut the line of
fire of these units, making an attack impossible.

If the defending unit is attacked from a range gmethan its own, it cannot counterattack, soat’s
good idea to attack units from out of their firirejge.

6.19. Replacements

Damaged units can be repaired in the scenario spgpdestige points. Strength points recovered
depend on available prestige, hex terrain and engmyimity. Using replacements preserve the
unit's experience and leaders, and resuppliestite u

To give replacements to any unit, right click oariid press thReplacementsoutton.

PAGE 29 OF 45 VERSION 0.5



H N

I, OPEN GENERAL - MANUAL

W'

6.20. Rugged Defense

Rugged defense could occur by two causes: automatically if aniyt tnes to move in the hex of a
hidden unit (in air units is known &ut of the sun, and in naval units &urprise contact), or if an
infantry entrenched unit is attacked by an adjaeseimy unit; in this last case the probability of a
Rugged defense depends of the experience of both units, the siciasses and the entrenchment
level of the defender.

This represents units with enough time to preparedgdefensive positions or ambushes. If the
entrenchment is zero, or if the attacker is any with the Engineer ability, there is no possibility
of aRugged defense.

6.21. Spotting Units

At the start of any turn, all hexes are unspoteed@ept the ones adjacent to cities, port or adfiel
owned by the active player, or within spotting rarmg friendly units. The spotting range of air gnit
is halved inOvercast, and the one of other units is halved in rainrave. When any hex is spotted
in a player’s turn, it stays spotted the full tuvithen a unit moves, it spots all hexes within its
spotting range; enemy units detected could belathonly if within attack range.

Spotted hexes can be shown in two ways: first srenabling the Fog of War (FowW) witAlt+9”;

with this option unspotted hexes are shadowed ameésspotted by known enemy units or cities
are shown by red binoculars:
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or if FOW is deactivated, with tH&ab” hotkey or thm button:

The black binoculars show your spotted hexes, wieitebinoculars show hexes spotted by known
enemy units or cities.

When static units (units with movement points egoad and without transport) are spotted, they
stay known even when out of spotting range of youts.

6.22. Strength

Units have at least one strength points or areralg=d. The current strength is shown below the

unit icon in the map, as a small number. The basngth is the strength at which the unit is

replenished between scenarios (usually for fred)cam be seen in théew Unit window or in the

Inspect Unit window, in the form of two numbers separated by a sléisst one is the actual

strength and the second is the base strength. Witiigreater strength make stronger attacks.

SrTpRerarre e WECRREYIRS.  Strength points can be replenished to base stremgtin the

Abilities = Replacements button, at the cost of some prediiggiointing the

mouse to the Replacements button you can see @&wektthe unit

icon that shows the cost and the strength poinssomed. The
O — strength points recovered can be modified by ter@ enemy

_ adjacent units.

= B Experienced units can be overstrengthened to &s baength plus

204 23/41 3/6 its experience bars.

If unit is without ammo, its strength to attack atefend is halved.

= &) )

10 8

6.23. Supply Rules

When a unit shoots (in attack or defense) it usesnamo point; when it moves, it spends one point
of fuel for each movement point used, except ilmsn@hen it uses two points of fuel for each
movement point. Both, ammo and fuel can be repheddy resupplying.
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Some units are resupplied automatically: air umter adjacent to an airfield and naval units in a
port that end the turn there, and ground unitsdbatothing in the turn.

Resupplying can be done manually, by clicking i@ Besupply button of the View Unit window.
The resupply is modified by some terrain and enemys adjacent. Resupplying doesn’t cost any
prestige points.

Units that receive replacements automatically rpgup

Supply hexes are where you can deploy requisitiamet$ in the second and following turns of a
scenario. Capturing an enemy supply hex doesntdnaatically allow you to deploy from it, you
must check the supply hex characteristics by pagntid it with the mouse: if the appearing text says
that is a supply hex for owner of for you side, Yidae allowed to deploy from it.

If a unit doesn’t have ammo, it cannot attack aateads with halved unsuppressed strength and
halved initiative. If a unit doesn’t have fuel,cannot move and have its initiative halved; ifsita
plane and isn’t in an airfield or adjacent hexréashes and it is destroyed.

6.24. Support Fire

Support fire is given by some units when a friendly unit isaekied; it happens BEFORE the attack
that triggered it. If the attacking unit is destedyby the support fire, or if it suffers kills plus
suppression equal to its strength the attack i&droThere are two types of support fire: units
adjacent to the attacked unit give full strengthpsrt fire, while others do it with halved strength
Artillery units give support fire to all ground usiattacked by ground units within their range.

The air equivalent of support fire is interceptidighters adjacent to bombers or attacked ground
units can intercept the attacking air units, bghters can only do one interception each turn and
attacking air units can only be intercepted onahéarn.

6.25. Suppression

Suppression represents combat results different from deswuactsuppressed strength points aren’t
available in combat. It only lasts one combat timut, the suppression inflicted by bombers or units
with the Lasting suppression ability lasts one player turn. You can see theacdcuppression of any
pointed unit in the lower right part of the windol.any units suffers more kills plus suppressed
strength points than its actual strength it musteed, and if it cannot retreat it surrenders or is
destroyed instead.

6.26. Terrain

Each hex of the map represents one terrain type,cgo see the terrain by pressing the L hotkey.
Terrain affects movement, entrenchment and wheresmptions are activated, line of fire and line

of sight.

In cities forests and mountains, defending andchittg infantry attack the ground defense stat of
the enemy unit, which gives infantry units an adage in those terrain types.

Rivers are hexes that can delay movement, as nats/must use all its movement points to enter
them, and some cannot be entered atiiabgssable rivers); bridging units are very useful there, as

they create a temporary bridge by entering the rs@ other units can cross faster.

6.27.Using Artillery and Air Defense

Both of these unit types can attack their targethout retaliation. However they usually must use
transport to move, so they will be very vulnerabtel can't provide support fire in this condition;
even dismounted they are very vulnerable to atiastksake special care with them.

6.28. Victory Conditions

In each scenario, you must achieve some conditmmgn; if you don’t meet any of those victory
conditions by scenario’s end you lose. Dependinthefturn in which you achieve them you can
earn one of three victory levels:
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e PBrilliant Victory: it could grant you a prototype.
* \Victory.

» Tactical Victory.
Victory conditions can be:

* Conquer all Victory Hexes (VH).

* Kill all enemy units or just some of them.

» Keep some VH a number or turns.

e Conquer certain VH in a number of turns.

* Retreat from the map a number of your units.
Some of these conditions can be asked for simutasig, but you must only meet one of them to
win the scenario.
The victory conditions are written in the scenaniwoduction, but during the game you can look at
them by pressing théB” hotkey.
Some units can’t take hexes; you must look in thtits.

6.29. Weather

Weather is determined randomly, based in the mantharea of the battle. Possibilities are, best to
worst: Fair, Overcast, Rain or Show.

Bad weather usually benefits the defender and tde with air inferiority, because of the
impossibility of air units to attack in bad weathexcept for units with théll weather leader. Bad
weather is good to refit and refuel.

You can see the weather at the top right of theesgror at the turn briefing when you press #e *“
hotkey. If you point to the weather icon a messagé appear with an approximate weather
forecast.

Bad weather affects air to ground or ground tocaimbat, as attacking strength is halved except
with All weather combat leader of ability. In rain or snow defense is niiedi by +3.

Also weather could affect ground condition, whiduld make unit's movement costs different.
Ground condition can b®ry, Frozen or Mud, each with different movement costs. Ground
condition appears next to weather, at the top wftihe window.

When there are several continuous turns of ram,gitound condition changes to Mud, and after
several turns without rain, it changes to Dry. &s& of several turns of snow, the ground condition
changes to Frozen, and after some without snashaibhges to mud.

6.30. Zone of Control

The six hexes around a unit are its zone of coniftien any unit moves into the zone of control of
a unit from other player, the unit's movement isighed, unless the moving unit has the Recon
ability. Air units usually don’t have a zone of ¢ai.

7. Unit Statistics and Abilities

When you right click any unit, you get a window hwits stats; by pointing to each symbol, you get
a brief explanation about it.

Experience leve: each 100 experience points you earn an experibage
with a maximum of 5. Experience increases unittefiy.

Fuel: available or total fuel, depending on window. Whereaches 0 unit
cannot move and have a penalty when attacked, restipplied.

Ammo: available or total ammo, depending on window. Witereaches 0
unit cannot attack, and have a penalty when atthakil resupplied.
Strength: actual or total “health” of the unit, dependingwindow. When it
reaches 0, the unit is destroyed.

Range: distance in hexes that the unit can attack.

B
B
i
=
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Initiative : ability of the unit to react in combat, used &dcolate the results
of combat. It could be modified by terrain and eigrece.

Spot: range in hexes that the unit can spot. Can chalgpending on
weather.

Movement: the unit's movement points. Movement points apens
depending on the entered hex terrain and the graondition. The icon
shows the movement type, and if you point to ialalé with the movement
costs shows.

Hard attack: strength of the unit when attacking armored urtitg is O the
unit cannot attack this target type.

Soft attack: strength of the unit when attacking unarmoredets. If it is O
the unit cannot attack this target type.

Air attack: strength of the unit when attacking air targét# is O the unit
cannot attack this target type.

Naval attack: strength of the unit when attacking naval targétd is O the
unit cannot attack this target type.

Ground defens¢ unit’s ability to defend against ground and naatshcks.

Air defense: unit's ability to defend against air attacks. Amits use it to
defend against any attack type.

Close defens: non-infantry unit's ability to attack infantry us in
mountain, forest or city, or to defend in mountdiorest or city against
infantry. Also used ifRugged defenses to defend by the attacking unit.
Range defens: unit’'s ability to defend against ranged attaaksf ground
units. It is_not used to defend against artilletpeks.

Cost: unit cost in prestige points.

Any attack value that is bracketed means that thie aannot start that type of attack, but it can
defend with the value.

To the right of the unit’s icon there is a symbwlshow its class; if you point to this symbol, you
can know the target type of the unit. Target types Hard (attacked bilard attack value), Soft
(attacked bySoft attack value), Naval (attacked hbyaval attack value) and Air (attacked bair
attack value).

When you point at any unit in the map, some ofstigts are show at the right of the lower
information bar.

7/5 Exp:138 EntD Fuel:49 Mov:4 Ammo:15 In this example, the unit has an actual strength
of 7, a base strength of 5, an experience of 138,
is entrenched O levels, has 49 fuel points, 4
movement points and 15 points of ammo.

7.1. Comparing units

You can compare the stats of one of your units ati spotted enemy unit. To do so yc
must click the arrow button in the upper left caroé the game window, then click ir
your unit and then point the mouse to any enemty uni
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The compared stats will appear at the left sidin@fwindow, like in the following image:
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U:69 RAF ; 40mm Portee 10/10 Exp-200 Ent:1 Fuel-60 Mov-8 Ammo:6

7.2. Unit abilities

» Lasting suppression suppression inflicted by the units lasts untid e turn.

* Can blow: unit can destroy bridges, airfields...

* Engineer. unit ignores enemy entrenchment when attacking.

» Bridge: unit acts as a bridge when in a river hex.

* Mountain: unit moves in mountain, hill and rough hexes likelear terrain.

* Recon unit can use phased movement.

» Dismount: unit dismounts its transport when attacked. fiitry it doesn’t dismount when
attacked.

» Support fire: unit gives support fire.

» Air support: can supply air units, the same than an airfield.

» Air Transportable : transport can be transported by plane.

* Can Air Attack : unit can attack air units.

» Combat support unit lends his experience bars to adjacent units.

» Carrier deploy: units can be deployed from carriers.

» Capture: unit can conquer flagged hexes.

* Mechanized unit can move AND fire.

* Marine: unit can move after landing from a naval transpor

* No-surrender: unit doesn’t surrender when it cannot retreat.

» Sapper or Build/Repair: unit can build and repair.

» Dismount after move unit dismounts from its transport after complgtmovement.

» Cannot use dirt airfields: unit can’t refuel nor deploy in airfields defined dirt or built by
sappers during the scenario.

* Rocket bomber unit can attack ground units within full range.

e Cut LOS: unit cuts LOS through it.

* Allow LOF: unit doesn’t cut LOF.

* No ZOC: unit hasn't ZOC.

* Evade unit has a 50% probability of evading any attdikde submarines.
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* No leader. unit cannot get a leader.

» All weather: unit can attack despite bad weather.

* Drop mines unit can create minefields.

» Clear mines unit can clear minefields.

* Overrun toggle: allows overruns for self propelled units; forkardisable overruns.

» Intercept toggle can intercept; for AD/FlaK disables interception.

* No need station can embark and disembark from trains withoua#ict.

» Counter battery: unit can attack enemy artillery units in rangattattack friendly units.
* No Ammo penalty. unit doesn’t suffer penalty for defending with@mmo.

» Partisan: unit cannot be surprised.

* Exploit successcan move after attacking if the enemy unit isekilor retreats.

» Torpedo bomber. can attack adjacent units if both are locateskat

* ASW: can attack submarines.

8. Unit Classes

This is a list of default characteristics of th&atient classes in Open General; some of them ean b
modified by the Efile designer, so always lookla tinit’s abilities in thénspect unit window.

8.1. Ground Classes

8.1.1. Air Defense

This class represents towed and self-propellededgnse units. They can attack enemy
aircraft within their range, and protect units amge from air attacks.

Self-propelled units are more flexible than towetksy as they can move and be ready for action

immediately, without the need to dismount.

If the option is activated, they can intercept epeincraft: they are attacked if they fly withinmnge

of an unspotted air defense unit.

8.1.2. Anti-tank.

; | This class represents towed and self-propelledtank units. If they move and then
attack they suffer a penalty to initiative.

8.1.3. Artillery

.,;ﬁ""l | This class represent towed and self-propelled tjuens can attack from a distance, give
support fire and if option is enabled do barrage éind destroy some terrain.

8.1.4.FlaK
These units that can attack ground units and belila@véir Defense units with range 1.

8.1.5. Fortifications

Those are static units with high defense valuegolf cannot bypass them, you must use
a combination of artillery and aerial bombardméoitpwed by an assault by units with
the engineer ability.

8.1.6.Infantry

rﬁ,_| Units from this class by default dismount from spart if attacked. They are good at
% combat against other classes in difficult terrlike cities, mountains or forests.
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8.1.7.Recon

These units have phased movement by default. Tisexlly have greater spotting
ranges than other units. Use them to scout enesijiguus before launching an attack.

8.1.8. Tank

t| Units from this class have the overrun ability fadilt. If they are used properly they
B are a very powerful weapon.

8.1.9. Transport

Transports can be horse wagons, mules, trucksiriaais... They provide transport for other units,
specially towed units that cannot move without theédmly infantry units and units with the
Dismount if attacked ability dismount when attacked; other units areacded while in their
transports, using their usually weak stats.

8.2. Air Classes

8.2.1. Air Transport

Air transport is a non-organic transport represgritg air transport points, so units with the
Airmobile or Airborne ability can be transported by, faster than by their own means. See the
“Embarking and disembarking” section for more imf@tion.

Air transports are very vulnerable to fighters anddefense units, so its better to provide fighter
escort.

8.2.2.Fighter

Units from the fighter class can attack other aiitsj escort bombers and defend
adjacent ground units from air attack.

8.2.3.Level Bomber

J____| Level bombers can attack terrain, inflict lastingpgression, prestige loss and
ammo/fuel loss.

8.2.4. Tactical Bomber

J\,__\ Tactical bombers include light bombers, medium berab fighter-bombers, dive
bombers and specialized ground attack aircraft.

They inflict lasting suppression and can attacknsatines if have a “Naval attack” greatter than

cero.

8.3. Naval Classes

8.3.1. Aircraft Carrier

The aircraft carriers can deploy and resupply s@ha@es in its own hex. They are
usually very vulnerable to attacks
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8.3.2.Capital Ships

Battleship

Battle Cruiser

Cruiser

m Light Cruiser

Those classes can make ranged attacks and mowhaotdin either order.

8.3.3.Destroyer

s The destroyer class consists of destroyers, destrmscorts, patrol craft, torpedo boats
and other minor vessels.
Destroyers can create/remove minefields (if theae option is activated) and attack submarines.

8.3.4.Naval Transport

Naval transport cannot be purchased: it's set ufhbyscenario designer. These units carry another
unit from one port to any coastal hex. They ardlyigulnerable, so they should be protected from
attacks.

8.3.5.Submarine

Submarines are units that can only be attackedesyrayers of tactical bombers, and
sometimes can evade an attack.

|
|

9. Optional Rules

9.1. Air Missions

Air missions are a new way of employing the air units in thengalnstead of “normal” units that
move like ground units, when this rule is activapgdnes start the turn in an airfield, the player
select one mission for them by pointing the moustem and pressing the desired number in the
keyboard, and then click in the target hex; thedeld mission becomes the default mission for the
plane. By default all missions return to base atehd of the second player’s turn. The air missions
are:

* Rest the unit doesn’t move and resupplies its ammgolf don’t do anything with the unit,
it will execute this action.

* Recon the plane flies to the desired hex and can lerdepted by AA or enemy fighters,
but only with halved strength; in this case plagieims to base immediately. When it arrives
to its target, it returns to base immediately.

* Move/attack: the unit moves to the target hex within rangeemeht can attack any ground
unit or adjacent air unit. If it is adjacent toreehdly bomber and the unit is a fighter, it will
give escort to the bomber. Also it can defend ajaground units from air attack.

* Wild weasel it can only target spotted AD or FlaK. It canibtercepted (mission won't be
aborted). Upon arriving to its target it attackshwut suffering any interception and returns
to base immediately.

* Ground supply: the unit resupplies the target friendly ground.un

» Change basethe unit moves to another hex that must be asugply hex, and take it as its
base.

PAGE 38 OF 45 VERSION 0.5



%' OPEN GENERAL - MANUAL

N |
Air missions need airfields and adjacent hexesagelihe planes (carriers and dirt airfields cag onl
base one plane); if you have more planes thanablaihexes, the planes cannot be used. Air
missions also disable fuel for planes.
When you embark any unit in a transport, the unishmove and disembark in the same turn, or it
will be back to the base and disembark there.

9.2. Barrage

Units with the Can bombard/barrage ability somesroan do barrage fire. For barrage fire to work
it must be enabled by the designer and the unit hmge the ability to do so.

When any unit can do barrage fire, the pointer bexoa crosshair when it is over hexes that it can
attack; to do the barrage just by clicking on thémits present in a non-visible hex attacked by a

barrage could lose strength points, and terraifddo& destroyed.
Abilities: sHs,
s = do not support fire o
H : Capture hexes i
= : Can bombard/barrage

CL>V{36th Rifle Div.

) =) ()
2 n 2
-

9.3. Build and Repair

Some units can modify the terrain of the hex whieey are. All this options must be enabled by the
scenario designer to work.

Buid: Aitield 2 | . # Some of these actions last several turns untishied. To know the
turns until the end of the action, point to thetwamnd you will see it at
the right part of the upper information bar.

9.3.1.Bridge destruction

To destroy a bridge, any unit with tlian blow ability must be in the bridge. When you pointtto i
you will get a menu with thel*Blow” option; just press thé& key in the keyboard to destroy the
bridge.
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9.3.2.Bridge construction
To build a bridge a unit with th&pper ability must be in a river hex. When you point e tunit
you get a menu with the3“Bld Brigde” option; just press th8 key in the keyboard to start the
construction. The construction of a bridge cost®P6

9.3.3.Fortification construction

To build a fortification, a unit with th&pper ability must be in a hex and hasn’'t done any actio
If you point to the unit, you get a menu with theBId Fortific.” option; just press thé key in the
keyboard to start the construction. The constraatiba fortification costs 12 PP.

9.3.4. Airfield construction

To build an airfield, a unit with th8apper ability must be in a clear hex and hasn’t done astion.
If you point to the unit, you get a menu with tieBId Airfield ” option; just press thg key in the
keyboard to start the construction. The airfieldstouction costs 20 PP.

Airfields built this way are considered dirt aitfis, so they can only supply one aircraft per turn,
the one located in its same hex.

9.3.5.Port construction

To build a port, a unit with th8apper ability must be in a coast hex and hasn’t doneautipn. If
you point to the unit, you get a menu with ti& Bld Port” option; just press thé key in the
keyboard to start the construction. The constraatiba port costs 12 PP.

9.3.6.Railroad station construction

To build a railroad station, a unit with tisapper ability must be in a rail hex and hasn’'t done any
action. If you point to the unit, you get a menuhathe 4 Bld Station” option; just press thé key
in the keyboard to start the construction. The trotion of a railroad station costs 18 PP.
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9.3.7.Terrain destruction
To destroy a hex, any unit with tian blow ability must be in the hex and hasn’t done anjoact
when you point to it a menu is shown with someaadj “1 Blow” among them; just press tHe
key in the keyboard to destroy the hex

9.3.8.Repair

To repair any destroyed facility, road or rail, amyit with theSapper ability must be in the hex,
and hadn’t done any action; when you point the raaisit, it shows the possible actions, one of
them 2 Repair’; you only need to press tlZkey in the keyboard to start the repair.

9.4. Counterbattery

Some artillery units could have the Counterbattdsiity, so they will fire to enemy artillery units
in range attacking friendly units, once per turn.

9.5. Extended LOS

When this scenario option is activated:
* Mountains, hills forest and city hexes cut LOSHhe hexes opposite them.
* Units in forest hexes aren’t spotted by other gtbunits, unless adjacent.
» Units in forest or city hexes aren’t spotted byuaiits more than 2 hexes away.
» Units than cannot move and are spotted, remairiddcéut can only be inspected if within
spotting range.

9.6. Extended Naval Rules

WhenExtended naval rules are in effect, the following changes occur:
» Ships return fire to artillery and forts.
* Ships can only attack submarines at range 1.
» Destroyers can escort naval transports against atenattacks, just like fighters escort
bombers.
» Submarines need direct LOF to attack.

9.7. Hangars

When this rule is enabled (at Efile level), cagiBave a limited capacity to carry/resupply aircraf
To land a plane in a carrier, just move it to theier's hex; it will land automatically.
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Carriers have a small symbol over its strength remip the
symbol has a white plane, the carrier has someyehgrtgars;
if the plane is red the carrier is full; if the shal is
completely white then the carrier is empty. In theage, the
carrier at the top is full, while the one at thdétbm has some
free hangars.

When you right click in a carrier, the view unitndiow is different than for other units: it has two
new buttons at the bottom and a new column atite with all hangars shown. The new button
with the arrow Toggles planes/carrier) toggles the window between carrier and aircragtw the
other one l(aunch unit from hangar) launches the selected aircraft from the careit appears in
the map. You cannot launch a unit that has landekle same turn.
While unit are landed, they can be resupplied ceik@ replacements

Abilities K

Abilities CFH

i ——1
= o g A -

Main = " | N SB2CHeldiver
u-10 =
SB2C Helldiver

E i =

125 7 10410

By Ah %

Carrier view Hangar view

9.8. Interception

If this option is enabled, AD and FlaK classes atiack aircraft that fly within its range (1 hex fo
FlaK), if they are undetected, or if the plane eitslsnovement within their range.

9.9. Minefields

In Open General, minefields aren’t units, but aaier characteristic. This refers to minefields
created during the scenario, or defined that wathbydesigner; you can always use minefield units
when designing a scenario.

Mines can be created in the scenario by units thig¢fdrop mines ability, and cleared by units with
the Clear mines ability; naval mines can be created and removeddsjroyers and units with the
same ability.
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If any unit enters a detected minefield, it usdstalmovement; if any unit enters an undetected
minefield, it suffers some damage and ends its meve. WWhen in a minefield, any unit has 1
movement point and decreased defense.
To clear a minefield, the unit must be in the mihea: you must point to the unit and then a menu
will show, with the 9 Clear min€’ option; just press th8 key in the keyboard and the unit will try
to clear the minefield. If the unit fails to remoWe minefield it will be suppressed to some extent
To create a minefield, the unit must be in the Wwitkout doing any previous action: you must point
to the unit and a menu will appear, with tH& Minefield” option; just press th& key in the
keyboard and the hex will be mined. Creating a frefeecosts two ammo points to the unit.

9.10. Triggers

Triggers are hexes that give special rewards wimgngaound unit enters them. There are seven
types of trigger:
* Unit replacements: Unit is fully resupplied andhferced.
» Troop improvement: Unit gains random or definedalparameter experience.
* Prototype: A proto is awarded from units availafioten next month to current scenario with
a 9 months’ time frame.
» Commendation: Unit gets a random leader, if avialab
» Extra prestige/Good press: Random or defined bgmater increase in prestige.
* Change Al stance: toggles the Al stance betweenesgg/e and Defensive.
* Reveal to the player the map for one turn (Spy imfoenemy): random or defined by
parameter range in hexes of map revealed for tinat t
When a player’s unit enters the trigger hex, a egswwill inform the player, but no when it's the
Al who does it.
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10. Links

Here you have some links to the main webpages wmistterial for Open General and Panzer
General 2:

Luis Guzman’s web page:

http://luis-guzman.com/

JP’s Wargame & History Forums:
http://www.panzercentral.com/forum/viewforum.php?78
Kaiser General:

https://sites.google.com/site/jkpanzer/

Steve PG2 Campaign:
http://hosted.wargamer.com/pg2campaigns/steve/pg2.h
Gilestiel PG2 Mapfinder:
http://pg2mapfinder.qgilestiel.eu/

Adlerkorps:

http://www.adlerkorps.com/

The MG Bunker:
http://sites.google.com/site/themgbunker/
OpenGeneral & PanzerGeneral (polish):
http://www.pg2.net.pl/

Polecam (polish):

http://opengeneral.pl/polecam.html

Polish forum:
http://www.forum.gildiageneralow.pl/opengen/0/
Rayydar’'s (German):

http://www.rayy.de/raiders/pages e/RayyFrames2N.htm
Panzerliga:

http://www.panzerliga.de/en/index.php
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Version history

First released version, full of mistakes (gaspelling, translation...) :p

Some restructuration done. A longer descriptiomon-organic transports added.

Adapted to exe v0.90.23. Changes made to “Fattacture”, “Movement”, “Initiative”,
“Leaders”, “Weather and Ground Condition”, “Unititiles” and “Efile Folder selection”.
Reordered to mimic the Panzer General 2 maMaly new sections and images added.
Added triggers and hangars. Tutorial sectiow mefers to a separate document. Some
corrections and additions here and there. Comphidtplayer and PBEM sections.
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