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1. Basic concepts

A campaign is a number of linked scenarios wheraesanits (your core units) are carried over
from one scenario to another, unless killed of seuCore units are given to you by the designer of
the campaign (usually at the first scenario) ordhdwalong the campaign. You can have some other
units in each of the scenarios, but they can orlyded for that scenario: they are called auxiliary
units.

In each scenario you can achieve one of three dewtlvictory: Brilliant Victory, Victory or
Tactical Victory; if you don't get at least a Taetl Victory you lose the scenario. To win a scemari
you must achieve your objectives in the turn lifoit each victory level; usually the objective is to
take all flags with a yellow border, but they candmmething different.

When you win a scenario you are given a numberesdtige points, which can be used to purchase
new core units or to upgrade the actual ones. Yaualso win prestige points by taking enemy
flags or in some cases you are given a certain atnousome game turns. The prestige earned
along the scenario (flags and turn prestige) iscé#d by the difficulty setting at the start of the
campaign, but the after scenario prestige (victevel prestige) is not.

Another point about prestige is the Cap. The Cap limit to the player’'s prestige: if the player’s
army added to the player’s available prestige ghéii than the cap for the next scenario, he doesn’t
receive any after scenario prestige; if it is betbe cap he receives the after scenario prestige, b
not all if they will put him above the cap. Staginore units and prototypes don’t add to the army
value, only bought units.

2. Basic Tutorial Campaign

When you run Open General for the first time, thegpam asks you if you want to run the tutorial
campaign; just click thAccept button to start.

If it's not the first time that you run the game@uymust follow these steps.

This campaign is made for the OpenAK efile, so youst
change to this efile folder. To do this, click ihetSelect
Equipment button in the start screen.

Then select th©penAK
folder and clickAccept.

H:4OpenGenZ\EFILE_BG-<MFY

H\OpenGen\EFILE_CCS04 o ._ gty af A orps Equipment File; The ||St tO the rlght are
H:A\OpenGen2\EFILE_CCE2\ Sy the campaigns available
et for the selected efie; you
H-AOpenGen\EFILE_COMPOSITE, can see the “Basic
H:\OpenGen2\EFILE_COMWW2' 3 . c
H:AOpenGen2\EFILE_G\ [HileiBiize Tutorial Campaign
H:\OpenGen2\EFILE_GCE CAMPEIHT woam [B0 scenarios] 7 Second in the ||St

H:\OpenGen2\Efile_Gustiikt B i TTL:J‘f::'anTEZE;na“DS]
H:ADpenGen2\EFILE_KAISERY BRI e

H:AOpenGen EFILE_L+F | File; CakPT.CaM  [27 scenanog]

H:ADpenGen\Efile OLGPRMY | DEFEMDIMG THE REICH

TV PR L TR o B T =1 File: CAMP2.CAM [E zcenarios]
CRUSADE IMN THE WEST

File; CAakP3.CaM  [B scenanos]
CRUSALE IN THE WEST
File: CAMP4.CAM B zcenarios]
| OMw/4RD TO BERLIM
Pa.
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Next click thePlay Campaign button.

Play Campaign

B = (8 B & [F (2 | [ (X
EFile Folder: HA\OpenGen2\EFILE_OPENAK) (No version)

You'll see a window like the next one. Select tiBasic Tutorial Campaign” and click theccept
button.

B azic Tutorial Campaigh

Thig campaign iz dezigned to help you through the bazic actions of Open General.

EFile falder [H:\Open EFILE_OFE
(2 FAMTERIE DIVISION CatPAIGN Flayer:

jazic Tutonial Campaign

BIG RED OME - US 15T IMFANTRY DIVISION
BLITZRRIELR

CRUSADE IM THE “WEST

CRUSADE IM THE “WEST

DEFEMDIMG THE REICH

killerBlitz+

OMNwWARD TO BERLIM

Spezial Sturmbrigade "'Bistroff*!

Sort by filenames
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2.1. Scenario 1

After loading the campaign, you are shown Ibhiefing window for the first scenario. The window
shows you of some settings, but you must watchebldbe numbers to the right: they show you the
actual turn (first of a total of 8) and the numbéturns you have left to each victory level; ifuyo
finish the eight turn without achieving your objees, then you lose. You can accesshitiefing
window anytime by pressing thg hotkey.

onal Campaign
torial 1

Septermber 1. 1943 wheather iz Fair Tum 1 /8

3 bz
5 ums
8 turns

Preztige Modifier: 100

To start

playing click hé\ccept button and ou’II see the s

¥

cenario map.
: % A g o
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It's better to turn on the options to show the cel@ unit rangeGtrl+R), the Fog of WarAlt+9)
and enemy spotted hexd&sab). The map will change to something like this:

The unspotted hexes are darkened, so you knowvihtbie could be some enemy units there; as you
move your units, the darkened hexes change. Theinedulars show the hexes spotted by enemy
hexes and detected enemy units.

T

When you select any unit (yours or an enemy one) yo
can see a red line that extends to the attackingeraf
the selected unit. Most units can only attack agfhac
unit, but artillery units and some others have eatgr
range; the mortar unit in the image has a rang8& of
hexes.

In this image you can see the difference betweee emd
auxiliary units: the ones with the black numbes eore units,
while the one with white ones (the artillery) isauxiliary unit.
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Impassable River (12.1) When you point to any hex, you can see in the
s e middle of the top information bar the terrain type
and the hex coordinates (column, row)

If you point to any unit (yours or an enemy one@)lxan see in the lower info bar the following:

- Left: unit number and name.

- Middle: unit's equipment.

- Right: actual/base strenght, experience, entrenchmamaining fuel, remaining movement
(without and with transport) and remaining/totalram

Tum: 178 [P1: 0 pp) [15.11] [Road]

#

U:6 [no name] @ 12 Griw42 ' z 1010 Exp:0 Ent:0 Fuel:89 Mov:2-8 Ammo:12 |

Now we can start to play. The following is an exdenps the combat results have a random factor,
S0 your results can be different.
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Turnl

Abilities =

Main
uh
sPzSpWg (8rad)

ol &) ) [~
] b 2 b
= v

We can only see one enemy
infantry in the VH; we need to
know if there are more enemy units
that can support it. The most useful
unit to do this is a recon unit. Right
click in the unit in 17, 10 to see its
stats window.

This is a recon class unit, as noted by the syrtdohe right of the
unit’s icon. It has greater spotting range thareotmits, 3 as noted by
the number under the binoculars, and 10 movemeantg@s noted by
the number under the arrow pointing right. The sgirib the arrow
denotes the movement type, wheeled; you can ploenbtouse to this
symbol to see a table with the movement costsdoh ¢errain type.
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Select the recon unit in 17, 10 by
clicking on it; the hexes where it
could move are highlighted. Some
hexes are darker: they are
unspotted hexes, but you can move
to them at the risk of being
ambushed by unspotted enemy
units.

Ambush is a thing to avoid: your
unit will be attacked first by the
enemy (normal combat is
simultaneous, with some
exceptions), and the enemy will
have some advantages against you,
inflicting high casualties.

Move it to 14, 9 by clicking in the

target hex; it will spot some enemy
units, with two artilleries among

them. Move it again to 15, 8 to

separate it from the enemy
infantry. You can move the unit

again because most recon units
have phased movement, so they
can move several times each turn;
normal units usually move only

once.

PAGE 9 OF 42
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Next we fire the mortar in 15, 11 at
the enemy infantry in 13, 9 and
then we do the same with the
artillery in 16, 12 at the same
target, to “soften” the enemy unit.
Units attacked several times in a
turn have their entrenchment
lowered by one for each attack and
suffer some other penalties, so it is
a good idea to attack multiple times
the same unit.

As you can see, the strength
number of the recon has changed
color, because it can’t move more.
The two units that attacked hadn’t
the symbol to the left of the
strength number, as they can't
attack again.

Now we can move the infantry from 14, 12 to
14, 11 and the one in 16, 9 to 14, 6 with the help
of its organic transport; this one is a risky
movement as we move it into unspotted terrain
and the hex could be occupied by an enemy unit
that would ambush our unit and inflict heavy
casualties; we are lucky and there is none.
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Then we move the artillery from 16,

12 to 16, 10; it won’t provide support
fire this turn as it is embarked, but
next turn it will have more enemy

units in range. Also it is out of

spotting range of enemy units so they
won't attack it; embarked artillery

units are very vulnerable to attacks.

When you click théend turn button, the following window will show the Al setgs.

Basiz Tutorial Campaign
Tutarial 1
September 1, 1943 Wwieather iz Fair Tum /8
Flay 1 Brlliant Yictory 3 burnez
Side:T [Aled] Al Victory  Blumns

Current Prestige 7 Tactical Mictory: B luns

Prestioe Maodifier 100

After clicking theAccept button, the Al will play its turn. Usually it wilhttack the recon with the
artillery: the Al hates recons...
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Turn 2
We have one turn less to achieve our objectives...

September 1, 1943 Weather iz Fa Turm 2

Player 1 # Dieutzchland Brilliant Yictorny 2 tumnz

Side:0 Wictoy 4 buing

Current ;. O

100

This is the situation at the start of our second
turn. As the enemy artillery and mortar are in
unspotted hexes, we cannot see them until some
of our units spot them again this turn.

All units can move and fire again, and the
artillery dismounted automatically.
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We want to weaken the enemy artillery, so it
won't support the enemy defense with all its
strength, so we move our recon to 13, 7 (where it
spots again the enemy units), then to 12, 8 (thanks
to the phased movement of the recon unit) and
attack the enemy mortar. Both units could suffer
casualties, and the recon is attacked by the stippor
fire of the enemy artillery.

Support fire is an ability of many artillery units
that make them attack any enemy unit that is
attacking a friendly unit in its range.

Next we fire our mortar from 15, 11 at the enemy
unit in 13, 9 and the artillery at the same targes
will inflict some casualties to the enemy unit and
lower its entrenchment.

Then we move our infantry from 14, 6 to 12, 7 and
attack the artillery in 11, 7; the infantry will be
subject to support fire from the mortar.
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Now we move our infantry in 15, 10 to 14, 10 and
attack the enemy infantry in 13, 9; the target \»él

destroyed or retreat, So we can move our infamtry i
14, 11 to 13, 9 to win the scenario.

vH to

If you were unlucky with the combat results, yowéanother turn to try for thBrilliant Victory,
and some more for théctory or Tactical Victory.

The End of scenario window will show us some info: the campaign naswenario name, turns,
date, victory level, score and some text.

B azic. Tutonal Campaign

Deutschland. Tun 248 September 1, 1943
Finizhed 1l - -4 rilliank Wictany

Al WH= taken

dstrangth bo pal
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You can click theAAR button to see the status of your units and sorheranfo, like next

scenario, prestige level, campaign...

2.2. Scenario 2
If you won the previous scenario withBailliant Victory, you

Abilities = should have got Ranther tank as proto; if you got another type
] : of victory, you should have enough prestige to bog. Anyway
you can buy a new artillery unit that will be paftyour core, but
will count against the cap.
Pz Panther A The Panther tank is very powerful. It haslA (Hard Attack,
E i = value of attack against armored targets) of 20, amoist

important, it can attack at a range of two hexeyas can see
under theRange icon.
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This will be your HQ window after you got a BrilhaVictory.

Field Headquarters

Available prestige: 324

g ‘J o: WF I . B s B s

Abilities = - b o e
~ ~ ~ ~

‘ =5 | PzPantherA 12 Grw42 sPzSpWq (8rad) 42 Pzgrenadiere 42 Pzgrenadiere 42 Pzgrenadiere
U6
Pz Panther A

7 show scenario settings - PgUp/PgDown scroll the list

You can see all your core units and manage them.

If you click the Core units cost and core values button, you will see your core
cost and the prestige available for purchasesieards for the different levels of
victory in the current scenario are also visible.

As you can see in the image, all your units are,fs® your army cost is 0: they don’t count against
the cap as they were given in the initial scenariobtained as protos; the number in parenthesis ar
the value in prestige points of the unit.

1 W 0
Free (+1104) Free (+288) Free (+372) Free (+348) Free (+348) Free (+348)

If you click the Requisition Unit button, you go to th&equisition window,
were you can buy new core units.
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In the Requisition window, you can see your actual core units at the reyid, the available units for
purchase at the left; at first you can see onlyTidwk class units, but you can click the buttons at
the left edge to select other classes.

= Pz Tiger E Pz Panther D Pz IVH

|
g
]

~

Pz Panther A 12 GrW42  sPzSpWg (8ra42 Pzgrenadi 42 Pzgrenadi 42 Pzgrenadi

® ]

Pz IVF2 Pz 747(1)

“| PzR) Pz Il Pz llIN

SRSl

“ | PzIIF

Available prestige: 324 (]

Army Costis: 0 ® B O
7 N
£ )

If you select theArtillery class, you can see all
available units; as there are many, you can use the

17 K18 gl bottons at the upper right to scroll the list.
Scroll to the bottom and select th@5 leFH 18 and
‘ then theBlitz 3t in the list of transports available
A3 sEHE Yo e below.

|

30 Nbw¥f42 15 sFH auf G

|

10.5 GebH40 15 sFH18

Panzerzug GW 38 f sIG33

P

StulG 33 15 NbYyf41 10,5 LG42

Available prestige: 324 @
Army Costis- 0
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Abilities , With those units selected,
o the cost is 324, just the
- 15 PzWerf42 10,5 GebH40 15 sFH18 ammount that you have.
g | ' 10.5 leFH18 You can take a look at the
‘ ® E stats of the wunit and
| 10.5K18 Panzerzug  GW 38 1s1G33 2t . b trasnport to the right.
‘ ‘ ot e Click the Requisition Unit
2 : button to buy the unit.

StlG 33 15 NbWf41 10,5 LG42

| kz8GrW42 12,2 leFH396( 7.5 LGAD 20 ' i &

15 s1G33 7.5 GebG36 7,62 FK296(r)

| |

12 Grw42 10,5 leFH18 = 7.5 1elG18

Available prestige: 324 ® 324 Qﬁ\ Abilities AT-=
PR TV v et . @ @ El

‘ == o 96 7

leZgkw 3t Blite 3t
Scaw ‘ re 0] [0 © o0
.__i

= & ) &

leFWg = £

If you click theCore units cost and core values button now, you’ll see that your army cost has
risen to 324, the cost of the purchased unit, &adl the unit isn’t free like the others: it counts
against the cap. The symbol in the upper left aoofi¢he unit icon is also different from the ome i

the free units (it has a yellow border).
Field Headquarters
Army cost: 324 * Current prestige: 0 * Award{Cap is: BY: +300/1348 ¥: +300/1348 TY: +300/1348 L: +1500/1348

i | R N i ‘J & . & =

-y

Free (+1104) Free (+288) Cost=324 Free (+372) Free (+348) Free (+348) Free (+348)

If you didn’t get a Brilliant Victory in the firsscenario, you'll have enough prestige to buyza
Panther D (sligthly worse than thBz Panther A); buy it before clicking thé ccept button.
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When you click theAccept button, you can see again theefing window, with the info for your
first turn.

Bazic Tutonial Campaign
Tutarial 2

September 3, 1943 Wieather iz Fair Tun 1 /410

B trhs
¥ turhs

10 turns

Prestige Modifier. 100

After clicking theAccept button in thebriefing window, you go to thedeploy window, where you
can deploy your core units. In this window you halve map shadowed, except the deployment

hexes, where you can place your units. To the tiggrte is a panel with your core units; just click
in the one you want to deploy and then click in emailable deployment hex.

When you are done deploying click tA&cept button to start the scenario; you can deploy any
undeployed unit later by clicking thH2eploy button or pressing the hotkey, but you will be only

able to deploy in or adjacent to Beployment Hex (with green border) or combined
Victory/Deployment Hex (with yellow and green border).

PAGE 19 oF 42 VERSION 0.1
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Turnl

In this scenario | deployed as shown
in the image. The idea is to scout
with the recon, defend with the
infantry and tank, and give support
fire with the artillery and mortar.
The lower right infantries will run
to the fight as fast as they can.

I moved the recon to the limit of the
spotted hexes and it discovered
some enemy units, with one tank
among them.
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Another movement and no more
units discovered, but they can be in
any unspotted hex...

With the remaining movement |

retreat the recon out of spotting
range of the known enemies (no red
binoculars in the final hex)

Some more movements and then,
when | move one of the farthest
units to this hex by truck, they
discover a new enemy unit when
they move adjacent to it. This could
be dangerous...
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I move the last infantry and end my
turn.

As expected, the unit mounted in trucks was
attacked by some enemies and suffered severe
losses. If you were looking the Al turn, you
would have seen an artillery unit firing from
behind the VH; as it was out of spotting range
of our units, it's strength wasn’t shown and it
returned to unspotted at the start of our turn. We
need to take care of the enemy tank and of the
artillery.

After attacking the tank with the artillery units,

it is unharmed but will suffer some penalties
when further attacked (less defence and
initiative), so we are attacking it with the

infantry to prepare to attack with our tank; the
odds aren’t very good, but the tank will be

further “softened”.
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The attack triggered the support fire of the
enemy artillery, so now it's known but not
spotted; the attack was ineffective.

I moved the recon using its phased movement
so it could attack the artillery; both suffered
losses.

I moved the infantry that attacked the tank one
hex upwards and moved the other one adjacent
to the tank and attacked it.

PAGE 23 OF 42 VERSION 0.1
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Then | select th€anther and look at the odds;
they look good. Remember that these odds
usually aren’t what you'll get in the real attack:
the result can be better or worse.

The enemy tank suffered 6 hits and 4 suppresion
point; as the sum of both was equal to its current
strength of 10, it retreated to another hex. I'll
retreat the damaged unit, move the mortar to the
hex below the tank and end the turn.

This is the situation at the start of my third turn
The Al attacked the recon (remember: the Al
HATES recons), resulting in some damage to it,
and some damage to the attacking units; some
of the damage was done by support fire from
my artilleries. As you can see the Al used some
replacements in the artillery... Let's do some
killing.

PAGE 24 OF 42 VERSION 0.1



OPEN GENERAL - BASIC TUTORIAL

First | fired the mortar and the gun at the enemy
infantry with 8 strenght doing some damage. Now we
are going to use the special ability of tank class:
overrun. This ability allows the tank to attack several
times in a turn; if the tank attacks and kills thet it

can move and attack again. We will move the tank
adjacent to the damaged enemy infantry (the overrun
only works for range 1 attacks) and look at thesodd

The odds show that the enemy unit will be
killed, so there is the possibility of an overrun.
Let’s attack it.

The enemy unit was eliminated and the overrun
was successful; the tank can move and attack
again; the enemy tank is a tempting target.
We’ll move adjacent to it and attack.

The tank was killed with another overrun and
we moved the tank and attacked the enemy
artillery with ranged fire, ending the tank’s

movement.
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We attack the enemy artillery with the recon,
move it from its exposed position, do some
more movements and end our turn, in the
situation shown in the image.

The Al attacked the mortar with its artillery and
moved some units. We are going to finish this
pesky artillery for good. It has moved out of
spotting range of our units again, so we are
going to use the recon to spot it.

There it is. We attack it and will finish it with
the tank...
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The enemy artillery was destroyed by an
overrun by the tank; after that | fired at the
infantry in the VH with my two artilleries and
later with the tank (you can move one unit,
unselect it, do some actions with other units,
reselect the first unit and then fire with it); the
result was no casualties, but the unit was
softened. I'll try to take the VH with my two
infantries.

The first attack was successful, forcing the
defending unit to retreat (it suffered

kills+suppression at least equal to its strength).
Now just move the infantry unit to the VH.

Bagic Tuton
Tutn

Deutzchland  Tumd /10 September 4, 1943
[==¢

Finizhed 1 - &z Brilliant "-.-"IE:ll:lr_l,l Scenana Score : 55

All'VHz taken

Good job, Mo vou can go to the nedt scenario,

We got another Brilliant Victory!! Now to the thirscenario, were High Command has promised
some air support.

2.3. Scenario 3

In this scenario you can use some air units.

Bombers are very useful units, as they can attdcireat ranges and do lasting suppression;
suppressed strength points are recovered at cosnéatl, but lasting suppression last the entire
turn, so it's carried over to the following attadksthe same turn. You must be careful with your
bombers, as they are very vulnerable to enemydighind somewhat to its air defence units.

The fighter can attack other air (and ground) yritel escort bombers. The recon plane is a bomber
with recon movement (like a recon unit); it's verseful to scout the enemy deployment.
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L L1}

PzStubdrs PzJag Tiger{ Sturmpanzer
360

Pz.lag IV Sturmgeschut Sturmgeschut

~

Sturmhaubitze Marder lll Marder Il {7.5)

Marder Il {7.62 Marder 38T H Marder 38T M
| ] |

With the prestige
we have now, we
can buy a Marder
[ll, an antitank unit

Abilities =

con e with range 2 (a
= B good advantage). It
. 14:' will be useful in
(e REls this defensive
scenario.

| deployed the units as shown in
the image, and in the first turn |
received a Ju88 bomber as
reinforcement.

I moved the recon here and
discovered many enemy units,
ready to attack in its turn... Time
to retreat the recon to a safer
place.
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The recon retreated, and | moved the
tank and the antitank to protect it; they
are both out of enemy spotting range,
so maybe they will ambush some units.
I moved the mortar to cover the front
units and deployed the remaining
infantry...

And then moved them to forest hexes,
where they can defend better. Infantry is
good at defending in close terrain: forest,
city, mountain, hill and bocage; it is very
vulnerable in open ground, unless
entrenched.

Its air time... Select the air mode by clicking #hig mode button. and select the recon

plane (theri-156C-3). It can fly up to the enemy lines, but if you koat its stats you'll
see that it has spotting range 3, so it could sere mexes from there.
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The recon plane discovers
more units, so it's time to
attack some of them.
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After selecting theJu 88A-4
we can see that it has a
greater range than the recon
plane, so it can attack more
units; the artillery is always a
good target.

And the expected results are
very good.

Attack it and then we’ll move the fighter.
The fighter has good range too, but we are
going to provide escort to the other two
planes. By placing a fighter adjacent to a
bomber, the fighter will attack the first
enemy plane which attacks the adjacent
bomber. We’ll move the fighter so it's
adjacent to both our bombers, and attack the
unit under it. Then we’ll finish the turn.

In the Al's turn, it moved a bomber and attacke@ af our
units; our Air Defence unit intercepted it and ictitd some
casualties. When an air unit attacks a ground inniange of a
air defence unit, it is attacked by it before tireuait’'s attack is
done.
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This is the situation at the
start of our turn. The AT was
attacked several times and
damaged, but the enemy units
were also damaged and
suffered support fire. Another
bomber was received as
reinforcement aJu 88P-1, a
good tank killer as you can
see in its stats (highHard
Attack). We'll put it to good
use.

First we attack the enemy bomber with our AD. Selec
the AD and then move the mouse to the target.df th
enemy unit hasn’t any unit under it, you shouldlcli
first the Air mode button, in order to be able to target
it. Attack it.

Then move the newly arrived bomber over the T-
34 and attack it, and the other bomber over the KV-
1 and do the same; air units usually need to be in
the same hex than the unit they are going to attack
Both tanks will suffer damage.
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As one enemy unit is under our recon plane, wéthck it
and retreat the plane to the airfield.

Now we must decide if we want to finish the
enemy bomber with our fighter or escort our
bombers with it; if there are enemy fighers around,
they could be damaged, but we haven’t seen any...
We decide to attack the bomber; we move the
fighter adjacent to the target and attack it. It e
destroyed (or heavily damaged).

Then we select thRanther and target the damagé&d34; if
we are lucky we could get an overrun and attacktel.

The T-34 was overrun, and we can do the same to the
cavalry unit

The cavalry was also destroyed. Now we must dewiukst
to do with the AT; it can fire to thKV-1 (as it now have a
clear line of sight) but will receive support fifeom the
enemy artillery, as it is within range. We can mavand
fire from other position, but AT units receive anpéy for
moving before attacking. We take the risk and ftethe
KV-1.
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After firing we reatreat the
AT. Now we can reselect the
Panther and attack th&KV-
1; afterwards we’ll move it
back to protect the mortar.

The KV-1 retreated. This is
the end of our turn.

Turn3

As we feared, an enemy figher
appeared and badly damaged one of
our bombers, leaving it with just two
strength points...

o ey
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Select the figher, move it adjacent to
the enemy fighter and attack it.

5 m‘j.__u-'.r‘-':.'!'rm ?‘\ o -
It wasn't destroyed. Retreat both
bombers to the airfield (they'll
resupply, reloading ammo) and attack
the enemy artillery with your gun. It
will be damaged (and in this example
it even got a leader, as noted by the
L e B : small red star to the right of the
‘\ strength number) but we need to get
: rid of it.

Move the recon to see if we have a
path to attack it with thBanther.

The artillery is covered by some
enemy units, so the tank doesn’t have
a path to it.

We move the recon out of woods
(where it is very vulnerable to infantry
attacks, like all vehicles), one hex to
NE. We attack the nearest enemy with
the mortar; we were lucky, as it
suffered heavy losses. It could be
overrun.
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Move the infantry adjacent to the
enemy artillery and attack it; it will be
badly damaged or destroyed.

Attack the enemy infantry with the
recon and the same infantry with the
AT: as the infantry has range 1, the
AT will not be attacked back.

Attack it again with théPanther and
end the turn.

This is the situation at turn’s end.
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Turn4

In the Al turn, some enemy tanks appeared
and destroyed the recon. Do you
remember? The Al HATES recons.

Time to use the recon plane again. We
move it to the farthest spotted hex where it
spots more enemy units. Then we retreat it
out of the enemy spotting range.

Next we move the figher, destroy the
enemy one (or badly damage it); move the
bomber and attack the tank; then attack the
same tank with the mortar.

We use the Panther to overrun the
damaged tank, retreat to its starting position
and attack the other tank at range 2.
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After that we use the infantry to soften the
KV-1; we were lucky, it was damaged and
retreated. We attack it again with the AT.

5'-'{-_-_. ]

This is the situation at turn’s end.

At the start of the turn the AT is without
ammo (it doesn’t have the symbol to the
left of the strenght, meaning it cannot
attack); we’ll need to resupply it. First we
destroy the enemy fighter with the AD.
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No special abilities

F

= " _':.._ l;"'ll-gt\

Main

U1z %

Skilled Assault :
Inmune to "Out Of The Sun® and AA
interception

Combat Support :
Lend exp. bars to adjacent friendl
¥ units

This is what the recon plane spots.

One of our bombers got a leader; to take a
look at its abilities, right click the unit
and point the mouse to the small symbol
to the lower left of the unit’s icon. You
can do the same with enemy units.

Use the recon plane to spot, and try to
destroy the enemy’s tanks first...
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And this is the
situation at the end of
the turn.

From here you can
continue yourself;
you need to take the
enemy VH without
losing your one.

PAGE 40 oF 42

VERSION 0.1



H N

™, OPEN GENERAL - BASIC TUTORIAL

W'

3. 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/
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

PAGE 41 oF 42 VERSION 0.1



H N

™, OPEN GENERAL - BASIC TUTORIAL

W'

5. Version history
0.1  First released version.
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