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1. Editing a scenario/savegame

1.1. Editing a scenario

To load a single scenario, you must press ltbaed Scenario button or go toFile - Load
Scenarig and select the scenario file. If you want to l@asglcenario from the old formats of from
PG2, then you have to select it in the combo box.

Buscar en: ] ) SCENARID _.J ' cf B Buscar en ] SCENARIO LJ - = B~
R Nombre 5 Fecha de modifica.. Tipo ~ * = Nombre e Fecha de modifica,. Tips ~ *
= Gea 09/08/2012 10:15 Carpeta de = | Gea 09/08/2012 10:15 Corpeta ded
Stios reclentes E Sitios recientes b P
Old 09/08/2012 10:15 Carpeta de - old 09/08/2012 10:15 Carpeta de
" || ACAMPBACxscn 12A0/20121523  Archivo XE F |’ [11912Kumanovo.scn 1304720111805 Archivo SC
Escriorio || ACAMPKAZxscn 12/10/201215:23  Archivo X5 Escrtorio | acampbac.scn 19/02/201117:58  Archivo 5C
e | ACAMPKAZ xscn 12/10/201215:23 Archivo X&_| g |_ acampka.scn 08/12/2011 16:34 Archivo SC
U:El || ACAMPKIExscn 12/10/201215:23 Archive Xt =l | acampkaz.scn 08/12/2011 16:34 Archivo 5
Bibliotecas | ACAMPOMS.scn 12/10/2012 15:23 Archivo X Bibliotecas | acampkiescn 19/02/2011 17.57 Archivo SC
A || AcaMPSAM xscn 12/10/201215:23  Archivo XS i ™ || acampoms.scn 08/12/20111634  Archivo 5¢
L || ACAMPSEM xscn 12/10/2012 15:23 Archivo X5 e || acampsam.scn 08/12/2011 16:34 Archivo 5¢
Eana || ACAMPTS)xsen 12/10/2012 15:23 Archivo XE Extibo || acampsem.scn 08/12/2011 16:34 Archivo SC
@ || ACAMPUFAxscn 12/10/201215:23 Archivo X& @ || acamptsj.scn 08/12/2011 16:34 Archivo SC
o | ACAMPWLA scn 12/10/201215:23  Archivo XS P || acampufa.scn 08/12/201116:34  Archivo SC
|| ACAMPZBO.xscn 12/10/201215:23  Archivo XS || acampwia:sen 08/12/201116:34  Archivo SC
|| gea_00xscn 12/03/2012 18:05 Archivo X£ || acampzbo.scn 08/12/2011 16:34 Archivo 5C
|| gea OLuscn 12/03/20121805  Archivo X5 = || AlcazarSCN.sen 11/05/2010 20:06  Archivo SC -
7 m | v
Norbre @,—\ = Ao | i
Tipo: |0Gen scenario Files " XSen) ~| Cancelar Cancelar
i archivg de salederfira
Loading a .xscn file. Loading a .scn file.

When the scenario loads, the Suite changes t8¢baario Summary View There you can change
any values, as if creating a new scenario. Youatan change the units and their stats using the
same scenario creation tools.

1.2. Editing a savegame

To load a savegame, you must presd.theed Savebutton or go td-ile = Load Saved Gameand
select the savegame file.

Buscaren: | || SAVE ~ eBEerE- Buscaren: | || SAVE x| e ® ek Er
e Nombre i Fecha de modifica.. Tipo = = MNombre = Fecha de modifica... Tipo
= || AUTOSAVE_OPENCAM xcsv 05/07/2012 10:03 Archivo X(— a» Ninguin elemento caincide con el criterio de bisqueda.
Sitios recientes 3 | Sitios recientes
: || AUTOSAVE_OPENSCN.xsav 13/04/20111311  Archivo XS
o | gea 001 Brilliant Victory.xbak 15/02/20121525  ArchivoXE | | [ N
Fecrtoso || gea 001 Brilliant Victory.xcsv 15/02/201215:25  Archivo X( Eecioto
e || gea_002_Brilliant Victory.xcsy 37/02/2012 0:20 Archivo X( i
=il || gea_003 Victoryxesv 27/02/201213:06 Archivo xci = :El
Bibliotecas || gea_004_Tactical Victory.xcsv 05/03/20121352  Archivo X(| Biblictecas
1A || polsov 001 Brilliant Victory.xcsv 06/07/201110:21  Archive X¢ A
bl || polsov_002_Brilliant Victory.xcsv 06/07/201110:56  Archivo X(| b
Eaino || polsav_003_Victoryxcsv 06/07/201117:43  Archivo X(; Equipo
@ [ polsov_D04_Erilliant Victory.xcsv 07/07/20111258  ArchivoX¢ ‘3.,;
Red || polsov_005_Brilliant Victory.xcsv 07/07/201115:23 Archivo Xt Red
|| polsov_006._Erilliant Victory.xcsy 11/07/201113:09  Archivo X(
|| polsov_007_Victoryxcsv 14/07/20111335  Archivo X(
|| polsov_008_Tactical Victory.xcsv 19/07/201110:31 Archivo X{ ~
1 [ . | r 1 [ | r
Nombre Ee _v_] Abrir
Tipo: ‘ﬁ Saved Games (XCav X5av) - Cancelar

Loading a .xcsv file. Loading a .csv file
After loading a saved game, the Suite showslUhi Settings View. Then you can use the same
tools than for scenario creation; some optionshan $uite views are available only when editing
saved games.

PAGE 3 OF 25 VERSION 0.1



%' OPEN SUITE - MANUAL

W'

2. Basic scenario creation

2.1. Info and map

You need to find info (OOB and maps, at least) abtoel battle that you want to make.

There are many places to find info about the mosiwa battles (Google), but some are mostly
unknown and then you must ask for help in forunssarch libraries...

When you have the info, you must search for a valithp in Gilestiel's page
(http://pg2mapfinder.gilestiel.eor make your own.

2.2. Creating a new scenario

First you must change to the Efile folder of thelipgment for which you are making the scenario,
with the toolbar button or witliools = Change Efile folder. In the following screens I'm going to
select the Composite WW?2 (Efile_COMWW?2). Then g&tenario/Savegame> New scenario

Fill the data fields with the names that you watyfour files, and then select the map.

Create New Scenario m 4 @ Create New Scenario & &
Static Static
Scenario File |ScenNew Secenario File |DSuiteManuaID1
Scenario litle |Scenario created by OpenSuite Scenaria title |Sample Scenario 1
Intra test file |ScenNew_i Intra text file |DSuiteManuaID1_i
Map Map
" Define only image file [empty map data) " Define only image file (empty map data)
" Impart from mapfile image and data) * Import from mapfile (image and data)
File [saCHENMaP L] File [CIECHAND map L
| ok | Carcel | | oK | Cancel |

The Define only image fileoption for the map lets you load only the imagéhef map; you should
define the terrain in thielap Editor View . We will talk about this in another chapter.
After pressingOK, the Suite changes view to tBeenario Summary View

A OpenSuite 5.0.13 - SUMMARY - File: H:. W2\SCENARIO\OSuiteManual0xscn <Modif SCN> - s =i x )
a— —

File  View Tools  Camnpaign  Scenario/Savegame MAPX Editor  Equipment Help
L # P A B | Ii = 3 i
B080Ez = 58 &85 2 X% Ha0g 3
T Turn Victory — Date |September | |1 - 1938
sample Scenario 1 Visible [~ ety oo e | J | J |
Latitude Zone ]EI Africa -
: [ Turns Hexes Units
Map Pic 12.png
EI Briliant Victory ]_‘16_ ]f [T Gt | Lo hd
Intro OsuiteManual1_i [ply/t] E| E e T Ground condition |0 Dry -
Victory 18 a i}
l Comment | Tactical Victory 20 0 0 Iconset to use Default -

Scen Title

W Play custom music during Scenario File Current Turn 1] Base Hex prestige 40
Music 1 | EI TurnsfDay - Base Hex turn pp ,T
MascZ | EI DaysfTurn € Prestige on Map J Prestige x Tumn J

- Prototype Chance% 0 r
PLAYER 1 arpalgr Dossier Player2 2 Players typ b Mo prototypes

Proto Time Frame g [ Enable Frame

Main Country |B Germany j SetFfF .. Main Country | 1 Waffen 55 _vJ SetFfF .. Def, Prato Strength 0
Sup.Country 1 |D none j SetFfF .. Sup.Country 1 |[) none -
| SetFF | Air Missions [
Uptions Inc. Planes Movement 8

Sup.Country 2 | 0 none ‘ SetFfF .. ‘ Sup.Country 2 | 0 none
Sup.Country 3 |0 nene
SetFjF .. Can play custom scenario music
I—'{FI *** 0G Mode =~ (f0)

=}
Sup.Country 3 |D none __v_} SetFfF ..
Lj SetFfF .. Sup. Country 4 | 0 none
Lj Direct LOF blocked even ifrange =2
-
o

Lol Lefbefbad]e]
E

Sup.Country 4 | 0 none
Show units side | alied Extanded spotting 1uics

Al stance Defensive — Slawer 7T Extended naval rules
# Units o Army cost 0

Side | Axis

Al stance Defensive »| alp
# Units 0 Army cost [

Air transport W Default Units Strength [T Air transport W Default Units Strength ’7
Naval transport JD_ Default Experience ,_ Naval transport IT Default Experience ]T
Train transport IT Prestige I—w‘ Train transport ,T Prestige ’—
Helo transport ’T Prestige modifier ]f‘ Helo transport |T Prestige modifier ]_

N file loaded
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2.3. Scenario info

Here goes the scenario name, the map pict - S
used and the intro text. You must be sure tt ScenTitle | Sample Scenario 1 tishle: e
the Visible checkbox is ticked, so the
scenario can be selected to play. To edit t MaPPe 12.png L]
scenario intro, you can press tBebutton to  Intro OSuiteManuald1_i [ply/bxt] E|
the right of the name of the file.
Comment ‘

Here you set the turns to a BV, V or TV. If thensir Turns Hexes  Units
for a TV pass without achieving the victory conalits  Eriliant Victory | 10 o | o
(default is taking all VHs), you lose the scenalou Victory [ 14 0 [ o
can also set turns per day or days per turn.. Tactical Victory | 16 o [ o
The Current Turn box is only available in savec
games. Current Turn 0

Turns/Day Ii

Days/Turn .

Here you select the date and the atmospheric anehdr ;. [September <] [1 =] [1542

conditions. ThelLatitude/Zone is used to determine the _
weather changes in the scenario. Latitude/zone

Atmostferic cond. |III fair
Ground condition |III Ciry

| 3 E-Europe

Ledledle

In this section you set tHelayer 1(and in the —

one to the right th&layer 2 characteristics:

the main and support countries, the side @ Main Country |8 Germany

SetFJF..

the air and naval transport available. The

i Sup.Country 1 [0
stance is useful foPlayer 2 (the Al) and 0 none

SetFF..

determines its strategydggressivemakes it S¢P-Country 2 |0 none

SetFJF..

attack the player's VH, ardefensivemakes it  Sup.Country 3 |2 none

SetFJF ..

set a defense for its own. Sup.Country 4 |0 none

SetFJF ..

TheSet F/F..buttons are for setting tlgonts

andFactionsavailable in the scenario for eac Side | Axis

Showe units

country (see 3.5). Alstance | Aggressive

]

Lol Led Leflefled L] Lo

PAGE 5 OF 25

VERSION 0.1



P\
=

OPEN SUITE - MANUAL

After settingPlayer 2 you should have something like this. Any value ba changed later.
) Opensuite 5013 - SUMMARY “File’ HWA\SCENARIGNOS uiteManual0 Lxscn <Modtf: SCN> - I s e oo

File  View Tools  Campaign Scenario/Savegame MAPX Editor  Equipment Help
- ; ) | = {
[~ ] 6 ] « ]

CEEEDNEEEEERET |

Sample Scenario 1| Visible [v Turn

Victory — Date |September w| |1 »| [1342
Scen Title Messages Conditions i*"x's "i ] _i I _l
Latitude/Zone I 3 E-Europe v!
: Turns Hexes Units
Mats £ | 1Zpng = Brillianit Victo = Atmostfericcond. |0 fair -
[ osuteManualo1 i piy/bet] riliant Victory | 10 || e oy [ =]
Intro M o
Victary ! 19 l a I P Ground condition ;0 Dry v;
Comment | ‘ Tactical Victory | 16 I 2 Tconsettouse  [Defadt -
¥ Play custom music during Scenario File Current Turn I 1] BaseHex prestioe I B
Music 1 I TiAspay @ e Base Hex turn pp I i
Music 2 | Days,Turn & Prestige on Map | Prestige x Turn |

T 2 Prototype Chance % I 0 [ Noprototype:
! Player 2 _v]! 2 Players type i B s
Proto Time Frame | 0] [~ Enable Frame

SetFfF .. Main Country | 20 USSR | [setFF.. i g s Fo_
SetFfF .. Sup. Country 1 IU none ;! SetFF ..
=

SetFfF .. Sup.Country 2 I 0 none SetFfF .. B Air Missions [
B Inc. Planes Movement ID_
SetFfF .. Sup.Country 3 I 0 none __j SetFfF ..
SetFfF .. Sup. Country 4 I 0 none :_i SetFjF .. Can play custom scenario music

=06 Mode == {f0)

7 ; - ; Direct LOF blocked even if range =2
Show units Side I Allied _vj Show units Extended spotting rules

Iplayer 7T AT stance |Defensive v! Al player 7[7 | [EXtended naval rues
sunits [0 amycost | 0 #unis [0 Amycost | 0

Air transport I_D_ Default Units Strength rT Air transport r—_ Default Units Strength 6]
MNaval transport iT Default Experience IT Maval transport ]_ Default Experience ]
Train transport a Prestige !T Train transport ’_ Prestige lT
Helo transport IT Prestige modifier IT Helo transpart r_ Prestige modifier IT

[ plaveri

Main Country |8 Germany

Sup. Country 1 iD none

4

Sup.Couniry 2 ID none

Sup.Country 3 IU none

4

Sup.Country 4 IU none

Side iAxis

Ledled Ledbefbeflel Lol

Al stance i Aggressive

ale|o|la

Mo file loaded I’
If you want to assign turn prestige, then presdttastige x Turn button. A new dialog will pop up

where you can set the amount of prestige in angrgturn. You can change the player at the upper
left.

Prestige

_u

Flayer 1 [Axiz]

l»

~PRESTIGE per TURN

m @ tafo  mro TE o 133 o
2 o to o s [o T [0 134 o
2 o om0 s [o 27 [o 135 [0
4 o mz o tan [o T2 [0 135 [0
s o mafo 1o T2 [0 137 o
e o mafo T2 0 T o 138 [0
7 o ms o 3 o 131 [0 133 o
o mefo otz o Taz [0 140 polasttun) [0
Set Global Prestige to > | IU— Default experience for new units and

prototypes iz no more defined in T40

B aze turn prestige for hexes enabled in map 0

.

Prestige avaible on Map | ak I

There are many more options, but we are makingplsiscenario first.
At the end of the title bar of the Suite you cae #et the scenario is modified and the changes not

saved.
8 OpenSuite 5.0.13 --sumﬁm’ - File: &_ﬁﬂt'mnﬁiﬂiﬂsuimmaﬁm@
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Press th&avebutton to save the changes or 8®ve as.. button to save the scenario with a new
name, but be warned that there is not @dngo command in the Suite. If you try to close the Suit
without saving, a dialog will show to allow yousave.

2.4. Buying and deploying units

I’'m used to work mainly in thMap Settlngs View but other people could work dlfferently
"8l Cpensuite 5.0.13 - MAP - File: H.W2 ol = 2

File  View Tools  Campaign Scenario/Savegame MAPX Editor Equipment Help

DEEBAE: LY Sy faAx MO0 BED OB 2
12.png [36x31) (1632 %1577 ) MapEdltori Draw Grid [ Rals [ Temain F||t9'||_ Victoy W Stacksallowed”  Show Units  Repert

Foads r E l—

.r,_r

Foads |~ MamedHex [~ Deploy ¥ Spotted heres T MW reW
| _I_! i j Strategic ¥, W Owried ™ Supply UnitRange [ P3W P4V Prestigel

00 CLEAR {1
Facing iD <<| >>| IND Filter I
Reinf. ID Mo Filter

_f.J.ff_I _>_>J_>-_| Deployed & Rei vlrﬂ_
‘ IND Filter I & -
flag it| 3| By Serl

N':Ia?e INone LI IDptions LI s v,
Dwner INDne vI E:l.Dl_ﬁ.'I'l I'..ex -

Mine duis T

Flag [No Flag =l Mine Allied [~ |
fyigVicHewtpe BYT VT VT ey
Alied VicHestype BY T W VT R

Fetreat Hew EH [

SupplforP: 117 20 a3l 41

Deployfor P, 117 207 3T 41 .

Prestige Base | 40 podifier I Hex
TumPrestige | 0 Freble [ Tum 1]
Trigger Type INone Ll

Farameter ID Show Triggers [

Click Select, Right-([ick View !l
To buy units, in théVlap Settings View you can click this button, located in the middié |
side of the screen.
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Player combo box.

You can set different filters at the top, to shawyahe units that you want; in this example | have
chosen mfantry units fdPlayer 1 only purchasable and ordered by avallablllt)edat

Sort |Code number

Player iF'Ia_l,ler 1

Class IND Filker

EDDSF" 2Flakw38 - FIaK Germany A:1940
E:0055 37 Flak36- AD Germany A:1938 =
E:0051 B.BFIaK3E- AD Germany A:19400

E:00E4 Sdkfz 741 - Al Germany £;1947-
E:D0ES Sdkfz 642 - A0 Germany £:1939-
E:D0EE Sdkfz 1044 - Flak, Germany 4:193
E:00EE BomPakld- AT Gemmany &:1940
E:00E9 7.5cm Pakdl - AT Gemany 419
E:0070 8.8 Flak3E - Flak. Germany 41940
E:00728 StuG lIIF - AT Germany 419420
E:00B0 1005 1eFH18 - ATY Germany A:150
E:0081 15 sFH18 - ATY Gemany 41933
E:0082 17 K18 - ATY Gemany A:1341-08
E:0093 Kavallene - IMF Germany £:1335-C
E:0034 Pionier - INF Germany A:1935-09:
E:0095 BrueckenPionier - IMF Germary A:
E:0096 Grenzwacht - INF Gemnany A:1931
E:0097 Gebirgslasger - IMF Gerrnarny A:1%
E:0098 Fallzchirmdasger - IMF Germary A

[ E Bk Tt T e T T ¥ W Y R,

AN

E:0089 Infanterie- IMF Gemnany A:1935-0

| 150 / 4050 items

E.2078 Lemhte Prerde [ TPT Germany]
E:2084 Leichter Traktor [ TPT Gemany ]
E:2087 Blitz 1t[ TPT Germany ]

E:2922 Sdkfz 11 [ TPT Germary |

UNITS FOR PLAYER 11 /7100

[ &l country

[ MO country
[ Ine. Trans

v Dnl_l,.l F'urc:hasables

&dd Mame I

Unit's M anne:
ﬁt iDefauIt name _v_i
I i 0 7 Set.-’-‘«pearencel Remove I

~ ¢ R
Entrench
Reinforce
Exp.Level [T
Exp. Barz |_‘

Cur.Strength IT r_ I_. [_ '_.

Basic Strength! 10
[

Unit's country
=l [ & | o

EE
o] o [0

iB Germany

| TRANSPORT

I Inc. Fortifications
W tatch wWeight

Sort ;Available date

193001 > 19
193507 -» 194812
1935-09 > 194812
1935-11 --» 194812
1936-01 > 194812
1936-01 --» 134812
1936-01 --» 1948-12
1936-00 -» 194812
193712 -» 194812
193712 --» 194812
1938-01 - 194812
1938-01 --» 194812
1938-06 - 194812
1938-06 --» 1948-12
1939-06 - 1943-11
1339-06 > 134812
1933-08 > 134812
1333-09 > 194212
1933-03 > 1343-08
1923-09 --» 194812

34 Pianier - INF Ge
3883 Pionier - INF

3888 BrueckenFior
3353 BauPionier - 1
E:35 BrueckenFioniel
E:96 Grenzwacht - [N
E:3183 Feld Befehl -1
E:3760 GehirgzBefeh
E:2046 MG34 - INF [
E:36E4 GebirgzhG34
E:3489 GebirgzFionie
E:37 Gebirgzlaeger -
E:38 Fallzchirmasge:
E:3222 FJMG34 - IMI
E:2221 Feldgendarm
E:33 Infanterie - INF

E:1020 Knegsmanne -
E:3954 Bauverminen
193317 > 194212 E:3731 Infanterie - IN

AAAN AT L ANAN AT FLoArad Dol oL

=
E:
E:
E:
E:
[=

| SELECT EQUIPMENT FOR MEW UNIT

Player iF'Ia_l,leH _! i3 Germany [ Al county
I N | [~ WO county UMITS FOR PLAYER 1+1 /100
Class I1 Irkantry _:j I s ¥ Only Purchazables [~ Inc. Trans

m

35/ 4050 items

Date !m_

Unit's M arme Add Mame |
iDefauIt name _v_i
Set Apearencel Remove |

Entrenich

Reinforce

Exp.Lewvel

Exp. Barz
Curr.Strength IT I
Basic Strength | 10

Unit's country

8 Germany

| TRAMSFORT

™ Inc. Fortifications
W Match 'Weight
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Now you select the unit that you want to buy asdrénsport and press tBey button.

Adding Units VW2\SCENARID OS iteManual0 L xsen L
St iAvaiIable date _1 ] SELECT EQUIPMEMNT FOR ME'W UNIT Date (194209
Flayer !F'Ia_l,leﬂ L! W Gemany ol 3 [ &l country
[T Na Y } ™ NO county ] UMITS FOR PLAYER 1 %1 /100
Class 11 Infantry :.j T Mo y ¥ OnlyPurchasables [ Inc. Trans
- Urit's I ame Add Name
1930407 > 194812 E:3098 Scharfschust: R
1935-01 > 194812 E:93 Kavallerie - IMF — iDefauIt narme _v_j
193509 > 194812 E:94 Pionier - INF Ge

193517 > 194812 E:38583 PFionier - INF

1936-07 -» 194812 E:3888 BrueckenPior
1936071 > 194812 E:3953 BauPionier - ||
193601 -> 1948-12 E:95 BrueckenPioniel HO&
1936-07 > 194812 E:96 Grenzwacht - [N
1937-12-> 194812 E:3183 Feld Befehl - | Entrench
193712 > 194812 E:3760 GebirgsBefeh

0

133807 > 134812 E:2046 MG34 - INF Reinforce [ 0
[0

0

Set fpearence i Remove J

F1:001 Asiz - Infanterie *E:99 - INF Germ.

: 2 A
N rb-’-.';l Bl P1:002 &xis - Infanterie *E:93 - INF Germ.
1003 Bxis = Infanterie * E:93 - INF Germ

m

1938-01 --» 194812 E:3664 GebirgsMG34

1333.06 > 194812 E-3489 GebigsPione—  Crplevel
1938-06 > 194812 E:97 Gebirgslasger - Exp. Bars ; %
1933-06 --» 134311 E:98 Fallzchimasge -
I 1939-06 > 194812 E:3222 FJ MG34 - INI Cun.Strenath ]_'m [ | I [ ) [
E:2221 Feldendarm

9 l{=1i= Basic Strength] 10
1935-09 - 1943-08 E:1020 Knegsmarlne

1939-09 > 194812 E:3554 Bauverminen Unit's country
193917 - 1942112 E:3731 Infantene IN ig Germany

AN AT L AN AT Foarnd ne

35 .-’ 4050 |tems

0-» Mone
E:0140 Sdkfz 251/1 [ TPT German

E: 1514 Zundapp FSTR0 [ TPT Gelman_l,l]
E:244E Prerde [ TPT Germany ]

E:2826 Fahmraeder [ TPT Germany ]
E:3683 Dpel Blitz [ TFT Germany ]

I TRANSPORT

I Inc. Fortifications
W tatch wWeight

In the center of this window, you can change sonopgrties of the unit %

that you are going to buy: %'
» Entrench: the entrenchment level.
* Reinforce: the turn number in which the unit appear. : -
* Exp. Level the experience points of the unit. HOg8 ﬂﬂ
» Exp. Bars. the experience bars of the unit. Enttench | 0
» Curr. Strength: current strength of the unit. Reinforcs | 0
* Basic Strength the maximum strength of the unit when you
assign it replacements. Explevel | 0
Exp. Bars IT

Curr. Strength 10
Baszic Strength | 10

When you are done press th button. Then the purchase window closes and "=
return to theMap Settings View, with a new panel at the left that shows the upatisght.

PAGE 9 OF 25 VERSION 0.1



P\
=

OPEN SUITE - MANUAL

Now you can deploy them by just selecting the tondleploy and clicking in the map. In the image
| have checked thBraw Grid checkbox, to show the hex grid over the map, amcheicked the
Strategic V. checkbox to show the map at a bigger scale.

3 Operisuite 5.0.13 - MAP al01xscn <Modif: SCN>
Tools | ign Scenario/Savegame MAPX Editor  Equipment Help
| E EEEDM W I meAx MO EED OB 2
— —— MaDEd\lUr Draw Grd v Rail: [ Temain Fllterl [T Vicloy ¥ Slacks alowed™  ShowUnits gepart
Apearancel Close Foads | MamedHex [~ Deploy W Spotted heves r PV PRV
| _I_! :I Stiategic¥. [ Owned W Supply W UniRange [~ PIW P4V F‘rastlgal
Face I _J_l I Same face to each Urit - N
Bath sides I [~ Airunits T~ Reinforces
- Infariere ©E:99 - INF Germarlll-
P1:002 Aiz - Infanteie *E:99 - INF Germany
P1:003 Axiz - Infanteie = E:93 - INF Germany
Frestige Base | 40 Modifier I Hex e
Turn Prestige Ensbl [ Tum
Trigger Type |None
Pararneter 0 Show Triggers |_

Click Select, Ri

When you have finished deploying, click tk#ose button to close the deployment panel. Once

deployed, you can right click in any unit to displawindow with info about it.
Unit * P:1.02-002

Pos Sel (0,0) CLEAR Road=0 [id=0 ] ht-Click View

;l Special attibutes

ITranspl |141 Opel Blitz - TPT Gemany

| =

Equip. ISS Infanterie - INF Germary

Cleartdines, MoPrato -«

h

Ground urit - TPT

|84

Ground unit - INF

Target: Soft |—U ! | o Target: Saft -
g VA = -V alid
From: Sep, 1339
Unti: Dec . 1342
Air 0000 0001
Maval 0000 0000
Fail 0000 0000 | Front/Fact.

Ground weight | 00000001

Urit Appearance

_-J

Country I 8 Gemany

N

Exp.Level
Exp. Barz

Base strength I 10

Curr. Str I 10
Hits suffered I o

Deployed

o
o

Dizband

Reinfarce

Rand |

I 0 ¥ Autoba

l|F1awis ~| CorelT

Entrench | 1]
Moves Left I 3
Remaining Fuel | i)

Ammox2 | 14

Suppression I 0
Muszt Survive [

Can supply urits onzoc [
Cannot reassign unit [

Mame IDefaL;! IDefauIt name

Leader | status | Al |

Clear Namel

ﬂ Iﬂ None

& Random ™ Custom

Chancel LI |5

|1}C' - According unit's class

|{K} - Arcording list of leaders

Save | Cancel |
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Here you can change its transpditansp button), equipment5quip. button), look at its stats and
change some of them.

Here you can change the unit’'s name.

Mame IDefaLLI IDefauIt harme Clear Namell

In this part of the window, you can chang
. ", . Count «||P1axiz | Coel”
its country and player, set its experience a 18 Gemany [Pt avis <]
bars (withAuto bar checked, the bars are s¢  EspLevel [ 0 Handl Entrench [ 0
automatically according to its experience .. gy [0 ™ suoba  Movesleft [ 3
base strength, current strength, entrenchm .

) ) Baze ztrength I 10 Remaining Fuel I s
level, and set the unit as a reinforcement, o R . 2[4
typing the turn number it appears in th —" " e
Reinforce box. Hits suffered I 0 Suppression I I}
We'll see more of these options in the seco | Dieployed Must Survive [~
part of the manual; some of them are on oiband [0 Can supply units on zoc [
useful for editing a savegame. han v rosesn ol

Renforce I 1]

You can also use th€ut, Copy and Paste buttons at the left, to move the ¢ 3By
selected unit to the clipboards, make a copy ofstiected unit, or paste the un

of the clipboard in the map.

You can work also in thelnit Settings View.

2.5. Victory hexes (VH) and Supply hexes (SH)

VH are the main objective of the game: you neethke all of them to win a standard scenario; for
more victory conditions go to 3.7. SH allow to dBphew units in them and in the adjacent hexes.
To set VH or SH you must change to Map Settings View

8] Opensuite 50.13 - MAP - File: FE.WZ\SCENARIO\OSuiteManual01.xscn <Modif SCN> - T T e e keS|

File  View Tools  Campaign Scenario/Savegame MAPX Editor Equipment Help
B Bz Rew segs2x M0 BEE OB 2
i T2png (36231 (1632 21677 ) MapEditar i Draw Grid [ Rals [~ Terain FiIterI [T Wictoy W Stacksallowed”  ShowUnitsM  Repart

Roads ird Railz I = Foads | MamedHex [~ Deploy ¥ Spatted hexes I PV P2V
. fl: E . ::(“r I13 jj 115 Z‘ M Owred ™ Supply UritRange [ P3[¥ P4l Frestige

[ TOWN -E]

Facing {4 i_ <<| >>| IND Filter I
Reinf. i-D_ Deployed!No Filter _]
__f..l.ff_i _>_>J_>_| IDeponed vlla_
M arne Unltl ﬁ E;

s 1416

F1:003 Infanterie E:33 - INF Germany

Niﬁ‘e INDne LI letions LI
Owner [Nore =] @] Blown hex [

Minedwiz [ |
Flag [No Flag ] Mine Alied [~ |
AeisVicHextwpe  BWT VT TV =
Alied VicHestype BY T W VT R
Fetreat Hew EH [
SupplforP: 1T 20 3l {
Deployfor P, 117 207 3T 41 .

Prestige Base| 40 MDdIfIE[I Hex| o

Turn Prestige | 0 Epatle [T Tum D

Trigger Type INone _:}
Parameter iD Show Triggers [
SelHex: [id=0] (13,15) TOWN * P1:003 Infanterie E:99 - INF Germany Click Select, Right-([fck View !'
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At the lower left corner there are checkboxes totlse  susvicHextype B¥IT VI T
selected hex as a VH for this or theAllied side; you  ajiedvicHextype BY I VT T
must check the one you want, and remember to se¢mov.
and flag also.
"VHs for Side 1" means that player 8fdelshould try to capture this hex, so this VH shoodd
owned bySide 2 If you set it as owned Iyide 1 this VH won't count for the number of VH to take
unless captured by enemy and recapturefidg 1
Also, remember to define at least one VH for eade;sotherwise game will end as soon as any
flagged hex owned by the player with no VHs, isstak
Here you can change any hex into a SH or a DH. Tgyppfarr 17 21 3 4

number is the player that can use it to supplyemiay. DeployforP: 11 21 3l 4

There are different options to view the map. Yon see the grid, roads, VH, SH, DH and the units
of any of the four players.

—lM apEditor | Draw Giid [~ Rails [~ TerainFiter| [~ wictary W Stacks allowedl ™ Show Urits W
JJ I.I c . Roads [ MamedHex [ Deploy W  Spottedhexes [ P1 W P2V
41 *

(E | BFEREEVIM Owned [ Supph W UnitRange [ P37 P4
You can also use the filter to the left to showyale units that you want: o Fiter B
the first one to select one country, the secondytpe of unit, the third to .

. . IND Filker ﬂ
show only deployed or reinforcements, and the fototshow ground, air
or sea units. All filters are cumulative. |Deployed  ~][0

IG roundsS ea Unitz ﬂ

The terrain filter displays a little icon in the mhexes, showing the terrain type.

o it
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Here we set a VH for the allied play&ide 2 owned by the GermanSite 1}
8 Opensuite mm g

View Tt_’.rgi_s ~Campaign Scenario/Savegame MAPX Editor  Equipment Help

BO8NEs e s srems2d M0 BEE OB 2

T2png [36%31] (163211577 ) 1 apE ditor l Draw Grid [ Rals [ Teain F'"e'l M victoy W Stacksallowed]”  ShowUnitsM  Repart
Foads |~ MamedHex [~ Deploy ¥ Spotted heres T MW reW

Foads I R ails [ .
. F r r(}r |12 jj |15 :I StrategicV, [T Owried ¥ Supply W UnrtF!ange T Palv P4l Prestlgel
Im Rl lat|o| 1 I : L £

Dt (arfield / port) T

F_ac:ingID_ <<| >>| Mo Filker vI ;

Reinf. ID_ Mo Filter

1 <] ] 1| [ereed :Il—
eUnltl ﬁ__‘]

Mam

Shraat Hes
SupplyforP: 1T 21 3l
DeployforP: 17 20 2l

Prestige Base | 40 Modifier I 1 Hex 80
TumnPrestige | 0 Enable [~ Tum 0
Trigger Type INone L!
Farameter lD Shaw Triggers [

Pos Sel (12,15) TOWN Road=170 [id=0 ]

Then we do the same f8ide 1
' epm&mmm '

View  Tools  Campaign Scenario/Savegame MAPX Editor Equipment Help
EELEELEEERNEREEEEEN ==L T =] - 1)
12png (36w 31 [1632 % 1577 Mapgd.to,l Diraws Grid [ Fals [ Tenain Fllter||7 Victoy W Stacksallowed”  Show Units  Repert

Roads - Railz [-5 = Foads |~ MamedHex [~ Deploy ¥ Spotted hexes I PV P2V
. ||: :: ::(}:: I‘IS jj I‘IB :I Stategicy. [ Owred M Supply M UritRange [ P3W P4 Prestigel
[ ' :

r
Iﬁ R ailStation m
Sz alHFELD = Dirt [arfield / port)
Facing ID <<| >>| Mo Filker vI
Reinf. ID Mo Filter
Ae] <] 2] 31]  [Demloved :”
Ground/SeaUnitz
Mame Unltl ﬁ__‘]
G

N'-‘Ia?e INone _I . IDptlons -

Dupel TPlaper 2 [Alied] Blown hex [
Mire dwis T

ag |20 US5R

Az Vic Hex type: vl T T
dliedVicHextype BV /v TV
straat Hew

Supply for P: a0 # s
DeployforP: 1 201C 3T 40

Prestige Base | 40 Modifier I 1 Hex| 120
TumnPrestige | 0 Enable [~ Tum 0
Trigger Type INone L!
Farameter lD Shaw Triggers [

Pos Sel (19,16) AIRFIELD Road=0 [id=0 ] i ight-Click View
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You can also set any hex as owned by one sideoThisl you only need Hex [None ~]
to select the hex and then use @ener combo box to set one. Vi

Owiner IF'Ia_I,IerE [&lhed] |
Flag |2III USSR |

Owned hexes show the controlling side flag, andgiae prestige to the other side when it captures
it, if the Modifier is different than O; to the hgj it shows the amount of prestige that it gives,
depending of hex type (VH, SH, flagged...)

Hless i ssTonkh S Canpaige s SEEg Savegar e s MARO B Eap e e L

D BoBREz Ry srafs A MOBEE OB 3

T2png [36%31] (163211577 ) MapEditar l Draw Grid [ Rals [~ Terain Filterl M victoy W Stacksallowed]”  ShowUnitsM  Repart

Foads & = Foads |~ MamedHex [~ Deploy ¥ Spotted hexes I PV P2V
:::: :: IW JJ I14 j StrategicV, [T Owried ¥ Supply W UritRange [ P3W P4 Prestigel
[1 i : T ]

r
[GroREsT (6 FailStation I
03 FOREST "IN Dt (arfield / part) T
Facing ID <<| >>| Mo Filker vI
Rein. |u Ma Filter ~|
0 ST N | O
iGround.-"Sea.Units vI
Mame Unitl &;_‘] B
OnEe

"
Hex e -

i INone LI IDptlons ;I

Owner |EEEREERES) - Jlown hiex [

Mine dxiz [

Flag [20USSR ~] Mine Alied [
ArizVicHestype BV VT VT gy
AliedVicHes ype BV VT Ty M
RetreatHex EH [
SupplforP: 117 20 a3l 41

Deployfor P 117 207 a2l 47 [gY
— —

( Prestige Baze | 40 Modifierl 1 Hex
TunPrestige | 0 Epable [~ Tum
Trigaer Type  [Name

Farameter lD Shaw Triggers [

Pos Sel (17.14) FOREST Road=0 [id=0 ]
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3. Advanced options

Tum messages “W | Zm|

31 Turn messages Select tum message to view / edit
You can define some text that can appear in 1| & tunt C Tum 11 C Tunat C Tum 31
H H H = Tunz ™ Tum12 " Tum 22 " Tumn32
turn start window. To do this, click theurn el e o bl
Messagesbutton in theScenario Summary C Tund C Tum14 C Tum24 " Tum34

. f . i i i i

View, and you'll get a window where you cal -G
select the turn number and type the text of t| ¢ Tun?  Tun17 { Tun2?  Tun37
= Tung " Tum 18 " Tum 28 " Tumn 38
message " Tun3 " Tum 19 " Tum 239 " Tun 39
" Tun10 ™~ Tum 20 " Tum 30 " Tumn 40

| 0/ 36 characters

Save tofile | Cancel

3.2. Modifying base hex prestige
The default cumulative prestige points awardedayny objectives are:

« VH: 80
e SH: 80
e Port: 80

* Flagged Hex: 40
Those values can be changed by a multiplier; yoused it in theMap Settings Viewin the lower
left corner, by changing thdodifier number.

To change the base value, the one that is givea fwormal flagged  gace Hex prestige [ 40
hex, you can change thgase Hex prestigevalue in theScenario Base Hex umpp | 50
Summary View, in the upper right corner.
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3.3. Units/hexes that give prestige

You can define that some unit or hex gives a aer@nount of  g... jey prestige 40
prestige each turn. To do this you select the aniny flagged hex . _ wmpp | 50
and check theEnable checkbox in the bottom left of th®lap

Settings View The base turn prestige is set in 8eenario Settings

View.
o eSS
[File View Tools Compaign Scenario/Savegame MAPX Editor Equipment Help :
D @00 EzRuN Selags2x MO E C8 2
12png [36x31 ) [1632 81577 ) MapEditDri Draw Grid [ Rals [ Temain FiIterI ™ Victoy W Stacks dlowedl”  Show Urits Rapait

[T MamedHex [~ Deplay M Spotted heres T MW reW

| Foads ] Railz .} I_ = Foads
. ; r o ::<}:: L LI—’! l15 j Strategic V. [ Dwned ¥ Suppl ¥ UnitRange [ P32V P4 v Prestlgel

n =
I——ﬁ g FailStation r B
J1 TN TIRLER Dirt [arfield / port) T =2
Facing |4 <<| >>| IND Filter I g

Reinf. iD_ Deplayed [Mao Filter
_lf.J.ff_I 2->J_>ﬂ Deployed '"-_ \

7] iGround.-"Sea Units I k
NameUnitl ﬁ v
«]:] 5o

F1:004 Dpel Blitz E:141 - TPT Germany

H o n

Na?:e INone LI IDptlons l_v_l

Dwner IF'Ia_l,ler‘I [Awiz] vI {E} Blowin hex
. Mine duis T

Flag [8 Gemany =] g dled I~

AeisVicHextppe  BWT W =)

Allied VicHex ype BY ¥V [F

Retraat Hew EH T
SupplforP: 117 20 a3l 41
Deployfor P, 117 207 3T 41

Prestige péze 0 Modifis 1 Hex [ ey L
Tumn Pifstige | 5 Enable Tumn | 5O

Trigger Ty
Farameter ID Show Triggers [

SelHex: [id=0] (12,15) TOWN * P1:004 Opel Blitz E141 - TPT Germany

3.4. Triggers

It possible to set any hex as a trigger: a hex wifex unit ends there its move, something happens.
You can do this in thiMap Settings View, in _ | :
the lower left corner, by selecting the trigge " 1P [None =
type in the combo box and then typing tr Faametsr [0 Shaw Triggers [
parameter.
The possibilities are
* Replacements
* Gain prestige the player receives extra prestige points. Pai@me@ for random (40-160),
or up to 255.
* Gain experiencethe unit receives extra experience points. Paiam® for random (40-
100), or up to 255.
» Raise leaderthe unit receives a leader, if it hasn't one.
* Raise prototypethe player receives a prototype. Parameter: framme of the prototype,
default 9, up to 255.
* Change Al stancethe Al changes its stance, from defensive tonsifee or vice versa.
Parameter: 0 not expiring, or number of turns foirex
» Extra spot the unit spots the surrounding area. Parametr. &andom (3-10), or up to 255
hexes.
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If you check theShow Triggers checkbox, the hexes with triggers show in tl°
map with a little “T” in them. .

3.5. Front and Factions (F/F)

F/F can be used to limit the units that the plagar get. Both are essentially the same, and they
depend on the Efile used. In the images I'll usen@osite WW2 that hasnkronts defined, just
Factions.

First you must click thé&et F/F. button in the _

. . . . . Main Countr 3G - SetF/F ..
Scenario Settings View a new window will ain Country |8 Germany = Ii“
open.

Then you must click in thEdit... button of the
Fronts or Factions(in this exampld-actions.

Pl fuie— Gemam‘r“ Editing FACTIONS for Germany-_
Fronts [0 ﬂj Factions 10 M Walue [0 ok | Cancel
[ Infantry [ Special Forces
[ Mawy [ Security Forces
[~ SP Units [~ Cavalry
[ Militia [~ Command
[~ &mmnaor [~ Winter
[~ airbarne [~ PzGren
[~ Fighters [ Sturm
[~ Fighter/Bombers [~ Mo description
[~ Bombers [ Mo description
[ Strategic Bombers [ Mo dezcription
[~ Towed Units [ Mo dezcription
[~ FRecon Bombers [~ Mo description
[~ Mone [~ Mo description
[ western Captured Equipment [ Mo description
[ Eastem Captured Equipment [ Mo description
Plaper |1 Awis ‘1 ITI Cancel [~ Mourtain [~ Mo description
Country ]German_l,l _:J
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You can now check the desiré@ctionsthat will be available to the player to buy newtsiror

upgrade existing ones. In the example, the plagrrbeiy/upgrade to infantry units, armor, fighters
and units that aren’t self-propelled.

Editing FACTIONS for Germany PL Axis — Gemanﬁ
Walue IHUE QK I Carcel | Fraontz rﬂ_. M Factions ]:ﬁag_
BitD1> Infantry (1]
v Infantmy [~ Special Forces g:tg?i '?Ig';ﬁ;g ?é‘”
I~ Mavy [~ Security Forces Bit11> Towed Units (1024]
[~ SP Units [~ Cavaly
[~ Militia [~ Cormmand
¥ Armnor [~ Winter
[~ Airborne [~ PzGren
¥ Fighters [~ Shurm
[~ Fighter/Bambers [~ Mo description
[ Bombers [~ Mo description
[~ Strategic Bombers [~ Mo description
v Towed Unitz [~ Mo description
[~ ReconBombers [~ Mo description
[ Mone [~ Mo description
[~ ‘western Captured Equipment [~ Mo description
[~ Easten Caphured E quipment [~ Mo description
[~ Mountain [~ Ma description Flayer IF'1 i v! ok, I Cancel I
Country ]Germany _:J

You can chek the available units by clicking 8fgow unitsbutton in theScenario Settings View
showing 24 e R I =t
j Show units I 7-

Side | Axis

From: Jul, 1936 || Ground | Soft
Until: Aug, 1941 ‘ Leg
24 items Front/Faction 0 1026

E: a

E:0081 15 sFH18 - ATY Germany
E:0094 Pionier - INF Germang

E:0095 BrueckenPionier - INF Germany
E:0122 Pzla - TK Germany

E:0123 PzIB - TK Germary

E:0N24 Pzlla - TK Germany

E:0M41 Opel Blitz - TPT Germany
E:0142 Lastpferds - TFT Gemmany
E:0805 He&1C - FTR Gemany

E:2078 Leichte Plerde - TRPT Germany
E:2073 Schwere Pferde - TPT Gemarny

m

E:2082 Sdkiz 7 - TPT Gemany

E:2087 Blitz 1t - TPT Gemany

E:2167 Bruscken Pz Il - TK Gemary
E:2258 Ar-B5F - FTR Gemany

E:2448 Pferde - TPT Gemany

E:2655 105IeFH1E - ATY Gemany
E:2653 15 sFH13 - ATY Gemmany
E:2770 2.8 FlaK18 - AD Germany
E:3823 Zundaoo K500 - TPT Germatw =

Special attibutes: Only Available At I Trarsports £ weights
3 = Ground 10000000
Hpporte +|a 00010000

Maval 00000000
Rail 0000 0000
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3.6. More unit settings.

To edit the status of any unit, you can go toNfap Settings Viewand right click on it:

[ Tranzp 1141 Opel Blitz - TPT Germany _vJ Equip. ]99 Infanterie - INF Germary _ﬂ Special attributes
| | 24 75 |

. n Graund unit - |MF

Cleartdines, MoPrato »

Ground unit - TRT

i
Target: Soft r1 | 0 Target: Soft -
—alid
Special attributes | 0 Trahsports / weights Fram: Sep, 1333
% Ground 0000 0007 Until: Dec, 1342
ol |_"‘"‘\I Air 0000 0001

e Maval 0000 0000 —_—
. Rail 0000 0000 it gt |_ /

| 2 i

e Ground weight | 0000 Dood LInit Appearance |N0ne _:J

Country IB Germary _:_”F"I Az —,_! Core | MName iDefaL:jIDefault narne Clear Namei

Esp Level | i Handl Entretich i 0 Leader IStat“Sl Al I

Exp. Bars | 0 W Autoba Maoves Left I 3 E l__’ =
Base strength I 10 Fiemaining Fuel I 75 = IT- 7 -"I
ancs

& Randar ™ Custor

Curr. Str | 10 Ammox2 | 14 i !
Hits suffered I a Suppression I 0 13:' - According unit’s class ;!
Deployed | Must Survive [ IEE - According list of leaders ;I

Can supply units oh 2oc
Dishand | O PRl units s zoc [
Cannat reassign unit [~
Reinforce rE_

Save l Cancel I

Or you can go to thenit Settings View.
5 OpensSuite 50131 - UNITS - File: H:.W2SCENARIO\OSuiteManual0xsen <Modif; SCN> - -__‘: = Bl S

File  View Tools  Campaign Scenario/Savegame MAPK Editor  Equipment Help

CIEFLTL- FEETEREEEES
. ii] _>_>J o ocation einforce ishans eployes
%‘7 @ ™ Show Appearance W‘ : [76 [76 Renfoce [0 Dish .j]_ mn ‘

o)l | Show asFace Player iP1 Bt _'_“8 Germany _'_i Must Survive T
= = - Make Core [
| Shavri: 4 /4 | INF - 163 pp Setface [4 Equip. |[93 Infanteie - INF Germany -
: - INF Germang Transp |[141 Opel Bliz - TPT Gemary -] i
4 i - IMF Germany N
P1-003 s - Infanterie * E-33 - INF Germany Embark iNU"'E ;! | 7LEQ
P1:004 &xis -~ Opel Blitz *E:141 - TPT Germany Show & Unis Equip  Org.Transp © Embarked | Ground Uit

MName aDelaL_v_‘ |Default narne Clear Name
Exper. Level IT Exper. Bars I_ E ¥ AutcBar

B aze strength IT Current strength IT . ii

Femaining Fuel I_?E_. Ammo x 2

Hits suffered IT Suppression lT

Moves Left l_3. Entrench I_U-

Cannot reassignunit [~ Tum Prestige ID Air Migsion iNune -

Can-supply Units on zoe [

O BEDE -6k

Leader | Staws | A |

B iD Mone j
Sort | Player Unit number w| [ SotFiker  Claar F‘Iterj & Rardem € Cugtom Chance | 0 %
Country  [Ma Filter 2% }_<j ™ Only Leaders IE-E - According unit’s class __:_l

Lhss Hehet e I Only Core IEE - According list of leaders _;j
Deploy Deploped [ [~ OnlyMSU
Type Ground/Sea Urits ] ™ Mapview na filker

Mo errors found on unit's names * idName=99 Double Click in unit {List) to view its Equipment

Here you can define if the unit Must Survive (se&.1, supplies

' i i ian i Must Survi
adjacent units, and if player can reassign it. st Survive [

Can supply units on zoc [
Cannot reassign unit [
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Here you can define if the unit has a leader antlif random or custom. To create or modify a
leader, you must click the button with the headieg

ader | Status | A1 |
e

(v i Chance 0 r

[ - According unit’s class

0 - According list of leaders

Ll L

Here you define the status of the unit; it's usedditing saved games.
leader Status |Al |

Walid ~l Can Move v Has Moved [
u Can ReSupply W Has Resupplied [

= Can Fire v Has Fired I

u Has Fired Support [

I Has Intercepted [

Here you set some guides to the Al for using thd. drhe unit role isn’'t implemented yet.
Anchored means that unit doesn’t move, only if forced twaat.Hold position until turn means
that the Al won’t move the unit until the specifikan.

Leader ] Status Al

|

J Hex objetive I_I_

Hold position urtil tum |0

Unit's Al role |
Anchaored [
Kamikaze [

3.7. Extended victory conditions

The default victory condition is to take all VI Exended Victory conditions SIS L X _
on map in the time allowed for a BV, V or TV —
if the tumns for a TV pass without taking th| ' S=effesne o B S
hexes, the player losses the scenario. wHoy [ [T
Some of these conditions can be asked e [0 [5
simultaneously, but you must only meet one |
them to win the scenario. To set extend:  Urits to Releat s oot [T
victory conditions you must click th¥ictory o
Conditions button in the Scenario Settings Forfliod &
View; this will show the Extended Victory
Conditions window. [ Enable Unis to Survive dais Allied
Any scenario will end too if one player destroy HUrits to Survive [ 0 [0
all enemy units. HUnits marked MSU | 0 o
[ Enable typed WH
’TI Cancel |
|
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3.7.1.Destroy/survive units

To set this victory condition, you must do two tjgn First 5%
you must define any number of unitsMsst Survive Units |

(MSU). You can do this by right clicking the unit the
Map Settings View or by selecting the unit in thgnit
Settings View and then checking thélust Survive
checkbox. The unit will appear in the Suite witltcleeck %
mark near its strenght number.

Second, you must check thenable

Extended  Victory  Conditions #Units to Suvive [ 2 [ 0
window, and type the number of th #lInitz marked MSLI | 2 0
MSU that need to suvive not to los

the scenario. In the image the twu
MSU must survive the scenario not to
lose it.

3.7.2.Typed VH

Typed VH allow you to set some VH as needed favall of victory.
To enable this option you must chec
the Enable typed VH checkbox in the | ¥ Enabletuped VH
Extended Victory Conditions
window.

Then in the Map Settings View you could check afy{th@ agisvicHestwpe By W1 TV
checkboxes in the image to mark the VH as needed fevel aliedvicHestype BV IV W W TV v
of victory.
Let's see two examples; in both of them we will goge that there are only three VH for the Axis
side.

In the first example, the Axis side needs to takly & in the number of turns set for a BV. If the
turns for a BV pass without taking A, then he joseds to take B and C; if he achieves it before the
turns for a V pass, he will get a V, otherwise @&tV or if the turns for it pass, a Loss.

Example 1
ArizVicHextwpe  BUM v TV tuizWicHexwpe BV WV DAV AuizVicHextype BV wv TUM
Alied VicHextwpe BV v TV AliedYicHedwpe BY T W TV dliedVicHextwpe BV W TV

A B C
In the second example, the Axis side needs bothdABato achieve a BV in the specified number
of turns, for a V he needs all three, and for ajdi&t A and C.

Example 2
fuisWicHestwpe Bl WV TV AdizVicHextype BV WV T AuizvicHentype  BY Wi WV
tliedVic Hextpe BW [ W T[T AliedVicHextwpe BV W TV Alied VicHex wpe By W TV
A B C
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3.7.3.Hold VH
You can define the number of VH tha

the player should control at the end ¢ ¥ Enable #VH to contral s - Al
the scenario to achive any result. T wHfEy [ 3 [0
do this you must check thEnable iy [ 2 [0
#VH to control checkbox and type

the number of VH to hold for eact Wiy [ 1[0
level of victory.

You can do this too in th&cenario Settings Viex: Turns Hexes
Be aware that the scenario will last until the maxin number Briliant Victory | 10 BE
of turns defined (16 in the example), and then viwory victory | 14 [ 2
condition will be checked. Tactical Victory | 16 1

3.7.4.Retreat a number of units

To define this victory condition, you = U

must do two things. First you mus| '+ -nistefeteat HUrits to retrest | 2
check theUnits to Retreat checkbox
in the Extended Victory Conditions
window, and type the number of unit
to retreat for any side.

Then you must set at least one Escape Hex (EHheimiap, for the units to retreat to.

Fordwiz  (*
For dllied

Awiz VicHes type  BY [
Allied Vic Hex tppe B [
Retreat Hex EH |

3.8. Scenario options
You can access theSenicoptions BTN Y =S

sce narl o) Optl ons by [T Default experience for new units & prototypes

. . . [ Allow setting default unit's strenght for each player [also when getting prototypes)
CIICkI ng In the ™ Use current / basic strenght as defined (g0 no reset current to basic)

Optlons butto n |n [~ Use Fuel az defined [z0 no reset when load)

™ Usze Ammo as defined [s0 no reset when load)

the Sce nario [ Awvoid paratroop deployment on ocean heses using air transport

S um mary V|eW A W Play custom music during Scenario File
[~ Mo prototypes

new Wl ndOW Wl ” [~ Allow custam time frame in range between 1 and 12 months for valid prototypes
open where you can| [ #ewTyedH

. |
Set the 0pt| ons yO u [~ Allow to BLOW Bridges. Ports, Aifields & Cities I True range 0 [cannat fire to sumounding hexes)

Want’ some Of them [T Allow to REPAIR blown hexes I True spotting 0 [cannat spat surrounding hexes)
Wl ” on |y be useful |n r .&!Iow .to BUILD Pontoonsz, Portz, AI.[fIE|E|S t Fort: I3 Llhe of f|n=T iz blocked alzo at rahge >2.by Mountélns, For.est and Cities
" | [~ Air units extend Z0C [az ground units) I Friend Units AL50 block LOF [ine of firg) -unles light attibute
Campalgns | [ &ir Urits can be fired when entering AD rarge ¥ Estended LOS rules (Forest... blocks LOS, limited Air LOS
I [~ BB.CY &BC can fire as Flaks I Allow roads on any terain [ impassable ivers o even ocear)
[~ Allow barrage fire [indirect fire) [~ Reinforces ariives when player is active [gither same as PGZ2- at tun start]
[T Enable &ir missions I~ &dded Core behave as protatypes [ON). Default as purchased [OFF)

| I~ Ports dont behave as Supply Hexes
| I Enable random misdropping for aitborne Lnits
[~ ‘weather can change ground condition

I 2 = ¥ Estended naval nules
[ SetMode PEZ2

ok | Cancel
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» Default experience for new units & prototypésts you define the experience for units
bought in the scenario and prototypes obtained.

» Allow setting default unit's strenght for each paylets you define the strenght for units
boutght in the scenario.

» Use current/basic strenght as defined.

* Use Fuel as defined.

* Use Ammo as defined.

* Avoid paratroop deployment on ocean hexes usingyansport.

* Play custom music during Scenario Fil@u can define two music files to be played dgrin
the scenario. The files are selected inSoenario Summary View

* No prototypes used in campaigns; a BV doesn’'t give the possibibf obtaining a
prototype. This option can be also be set inSbenario Summary View

» Allow custom time frame:.you can set the time frame to choose availaléoppes, from
1-12 months. The default is 9. This option can Ise &#e set in th&cenario Summary
View.

* Allow Typed VHsee 3.7.2.

* Allow to BLOW units with the required attribute can blow sonmelk of terrain.

* Allow to REPAIRunits with the required attribute can repair bhowerrain.

* Allow to BUILD: units with the required attribute can build sae@ain enhancements.

e Air units extend ZOGCair units have a ZOC in the six surrounding hexes

» Air units can be fired when entering AD range

BB, CV & BC can fire as FlakKghose ship classes can defend from air attacks awange
of 1, and attack planes at their range.

» Allow Barrage fire some units can attack hidden hexes.

» Enable Air missionsenables the use of Air Missions in the scendrfos changes the way
the players can use their planes. This option @aléo be set in thBcenario Summary
View.

» True range Ounits with Range 0 cannot attack adjacent hexes.

* True spotting Ounits with Spotting of 0 don’t spot adjacent hexe

* Line of fire is blocked also at range > 2 by Mounta Forest and Cities.

* Friend units ALSO block LQFRinits of the same side than the firing one blow of fire.

* Extended LOSMountains, hills forest and city hexes cut LOShe hexes opposite them;
units in forest hexes aren’t spotted by other gdounits, unless adjacent; units in forest or
city hexes aren’t spotted by air units more thamefes away; units than cannot move and
are spotted, remain located, but can only be inedatwithin spotting range.

» Allow roads on any terrairroads can be set in any terrain, even impasseigs.

* Reinforces arrive when player is activeinforcements arrive in the player turn, nothet
start of thePlayer 1turn.

» Added Core behave as prototypescore units given in a scenario other than thst fion’t
count against the cap if checked.

* Ports don't behave as Supply hexes.

* Enable random misdropping of airborne unigrborne units can land in other hex than the
targeted one.

 Weather can change ground conditigeveral turns of the same weather can make the
ground change its condition.

* Extended naval ruleships return fire to artillery and forts, shignanly attack submarines
at range 1, destroyers can escort naval transpgdsist submarine attacks like fighters
escort bombers, and submarines need direct LOtaicka

The option PG2 Mode disables options not present in PG2 (up to 2.2&hpato enhance
compatibility with older campaigns and scenarios.

PAGE 23 OF 25 VERSION 0.1



OPEN SUITE - MANUAL

4. 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/

Latin Generals:

http://gilestiel.nerim.net/lg/

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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If you have some question or suggestion aboutntiaisual, email me afbs6711@gmail.com
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6. Version history
0.1 First released version.
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