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In this issue we will see

e What s prestige? Prestige modifier, to change difficulty.

e Scenario introduction. Victory hexes.

e Core and auxiliary units. Movement and/or attack possibility.
e Scenario planning. Terrain.

e Headquarters. Unit purchase. Deployment.

e Spotting the enemy. Recon. Phased movement.

e Artillery. Support fire.

e Attack. Attack planning.

e Close Defense. Attacking.

e Tanks. Overrun.

For this lesson we will start a campaign, but in this chapter we are only going to see the first scenario. A campaign is
basically a series of chained scenarios, although it has some peculiarities that we will see.

This time we will use a new equipment for World War I, that are the most used, as those were included in the original
game Panzer General Il. In this case we’ll use the Latin Generals one, by Santiago Fuertes, one of the best developers of
efiles, scenarios and campaigns, and especially known for its maps, and with whom we are pleased to count in this
school. Be sure to visit his website in Latin Generals

You know how to choose an equipment: the Latin Generals’ one is called OLGWW2. When you have chosen it, it will be
displayed in the bottom of the screen. Now click the campaign button.

Play Campaian

-

We will choose a campaign that is probably one of the most famous: Blitzkrieg. The LG one is one of its many versions.
In the introduction you have some information and advice.

Flayerl: Germarm

Blitz 2008
Cruzade in Spain: Morth in Flames 5 100
Deutzches Afrka-Korps i

Let's talk about the prestige. You can consider prestige like the money you have. We will see how to use it, but you
probably already imagined that one of its uses is to buy units.
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Prestige is also used to control the difficulty of the game. The player can change the difficulty in the scenario or
campaign selection screen, by using the prestige modifier. With the arrows you can change the% of prestige that you
receive (except the one allotted at scenario’s end) and also the one received by your enemy (usually the Al). Example:
you can make each player receives a certain prestige at each turn, let’s say 40 prestige points; if we assign a 200% and
to the enemy (Al) a 25% we’ll receive 80 points and the Al only 10.

ould play this campaign at 25-50, expenenced players at 75, new

]

4!

| Bliz 2EIEI Player: E:errruar'u_l,l
| Cruzade in Spain: Morth in Flames £ oo
| Deutzches Afrika-Korps
Movember 1942 :
Red Star Over China Al (100
| Rizing Sun :

In this campaign the introduction advises us how to set the prestige; usually you don’t change the enemy’s prestige, as it
would not be very "honorable". We are not going to change the any values.

return af Germany bo er of Europe.

Show campaign intro

Here is the first scenario: Madrid Offensive, a well-known scenario. In the original game is used as tutorial. So here we

go!
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This is also known to us: the introduction of the scenario. At the right it’s the turn info: we are at 1 of 15. The victory
type depends of the turn when we finish: 8 turns or less will be a BV. The weather is good. We are the Player 1 / Side 1.
The prestige with which we begin this campaign is 750 pp. The prestige modifier isn’t touched: 100%.

‘Weather iz Fair Tum1 415

Current Presti

Prestige Modifier 100

Mo commment for this turn

* G Mode

We aren’t told what our goal is, but by default scenarios are offensive and we have to conquer the Victory Hexes (VH) of
the enemy (VH to take by Side 1). The hexes controlled by the enemy are the enemy flags and are usually located in
cities. The VH have a golden border around its flag. On many occasions the conquest of an enemy hex gives some
prestige. This image shows the city of Almadrones, whose conquest will give us 80pp. To conquer a hex, simply enter it
with one of your units.

City {18.5) Almadrones $:80 {(Road) SpotE YH:F |

h
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We will have to conquer 3 VH to achieve victory. As we see, there are more enemy hexes. If we take them, we could be
rewarded with prestige.

Note that we also have a VH. Although we attack and the Al defends, if we lose our VH, we have automatically lost the
scenario.

City (21.2) Algora
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Look at the units on the map. The units have a number that shows its strength (10 usually).

The "Core" units will be with you
throughout the campaign, unless they
are destroyed. Remember that we
talked about the importance of
experience; we said that experience is
gained by fighting. In campaigns it’s
critical that our core units gain
experience. You'll have to find a balance
between fighting, to make them gain
experience, and avoiding  being
destroyed, without losing sight of your
objectives, both on the scenario and in
the campaign.

Auxiliary units will be only available only
Available for . at one scenario. You can use them as
this scenario you wish, to win the scenario and help
only. your core units.

= e L e i

| Friendly units, grey background

| Enemy units,
1 golden
1 background

JAuxiliary
dunits, white

Core units, numbers in
black. Available through the
campaign.

Look at our units at any time of the battle.

If the number is red/orange means that we cannot move the unit,
usually because we have already moved or because it has no fuel. If
the number has a small mark, it means that the unit can attack,
usually it dissapears after attacking or if you run out of ammo.

Look at the unit surrounded by a blue circle: it can attack (at the
adjacent enemy unit), but cannot move.

Units with a green circle cannot move or attack.

Units with a red circle can move, but cannot attack.

Units with a white circle, can move and attack.
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The most difficult and important moment in the game is the beggining, before you start moving. You have to look at
everything: your units, enemy units, terrain... You have to think how to move your units, where enemy units could be,

which units you use and how ... This is really hard, takes time and effort, but is also exciting. Often you’ll make mistakes
and have to start again; but you’ll have learned something new. Don’t be discouraged. Great generals are forged this
way!

Terrain

. Let’s go to the scenario again. Press L and you can see the
terrain. Look where the farthest VH is.

I’'ve drawn rivers in blue and mountains in brown.

The VH is located in a corner of the map, flanked by rivers
and protected by mountains. There are only two roads
that converge at a single point.

It is a difficult terrain that slows our units. Also, when a
unit reaches a river hex, it ends its movement (except if
frozen).

Also, certain terrain types makes entrenchment easier,
like cities, mountains and rough.

So to arrive at the last VH can be very complicated,
especially if there are units protecting the access roads.

To know the cost of moving in a particular terrain, we use
the unit’s stats window. If we point the cursor to the
movement icon, it displays a movement panel with all
types of terrain and movement cost (dry and ice).

In this example, if we enter a Bocage hex we spend 2

Using movement nuntﬂn {Leq) movement points; 255 means that the unit cannot enter

dry -ice -terrain that hex (ocean or impassable river); 254 means that the

} : } g:;ﬂr unit can enter the hex, but its movement ends (rivers that
1- 1 Airield aren’t frozen).

1- 1 Forest Note that this unit has mountain movement (look at its
$_ f El'i::::ﬂge movement icon). Compare its movement with a normal
1- 2 Mountain unit.

2- 2 Sand Of course when the unit is using its transport, it uses the
2- 1 Swamp transport’s movement. There are different types of

286 -255 Ocean
254- 2 River
1- 1 Fortification
1- 1 Port
1- 1 Stream
. 2bh - 285 Escarpment
2hh - 256 Impassable River
1- 2 Rough
Rubble
Roads

transport and you must study them carefully.

1-1
1-1
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Although the units can be purchased at game’s main screen, my advice is that you must go to the HQ and take a good
look at your troops before taking any decision.

Headguarter <F>

Field Headquarters
Available prestige: 750

—

Abilities: A

6 . . 1166

' FieldHeadguarters =

Available prestige: 750

3

 Abilities: A

Field Headquarters
Available prestige: 750

No Abilities

What we are seeing is that in this scenario we have troops from different countries. All are important in the scenario
and must be studied carefully. But wich are our “core” troops, which will accompany us throughout the campaign? Click

@
the icon of the coin. .

These are our “core” units. We see that in this first scenario units core units, with which we start, are "free". As we play
with Germany, they are German troops.

U:b Bruckenpioniere [Exp:0] + Opel Blitz 3T (Mv=8) (CORE - No Cost)
Army cost: 0 = Current prestige: 750 * Award/Cap is: BY: +450/2250 V. +45042250 TV: +450/2250 L: +450/2250

3

Now if we want more units (that also will be core), we will have to buy them. The sooner you buy
them, the sooner they will go into battle and gain experience. To do this we use the "Requisition"
icon.
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Purchasing units

At the screen’s left we can see all of the unit’s classes, represented by an icon. Each class needs some
explanation, and we’ll be looking them later.

As we have seen in this scenario, we haven’t only German troops at our disposal, but also Spanish and
Italian. When this happens, we can but troops from these countries and add them to our core. This opens
up many possibilities. Let's take a look at the Requisition screen. We have chosen the Spanish Nationalist
troops and within these the infantry class.

As we see, we have unit’s properties window; when we select any unit it shows its statistics. It also shows
the transports available to the unit. Similarly if we choose a transport it shows its characteristics.
Sometimes the unit does not have transportation, nor is it compulsory to purchase it.

Reqguisition
- Abilities: A
- |
Estado Movor Zapadores R Zapadores =
- " :
' 5

If theres are more than 18
units available, we can see

Motoristas Caballeria | £ Caballeria 4
. them with the arrows.

|
Infanteria Nav Pontoneros  Regulares
Al ol ettt dutas S

Caradores _ Infanteria Infartaria do
' ; At the top the more expensive
units. At the bottom the

Tiradores del Requetés M« hal-la cheapest.

Available prestige: 750 () 84 ¥

Army costis: 0

>eriano 50cm Bicicletas

Fiat 621

Available transports for the
selected unit.
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The purchase decision is very personal and depends on your strategy. | will make the decision based on what | see in this
scenario: a difficult terrain where | could be ambushed.

Requisition

\biliias We are going to buy a
“m.' EI mountain infantry unit. We
choose the infantry class,
and look for one with the M
skill. As we have a lot of
prestige, we'll buy a good
unit. This unit moves very
well in mountains, 3 hexes. It
alse has a good Soft Attack
(8), and a good defense. We
buy a transport with good
- =l 1 movement, 12 hexes. The
Infantene Landwehr 5 cost for the unit and
f transport Is added and when
we tlick the button the unit
joins our core.

GCobirgejagar

Avnilable prestige; 790
Army costis: 0

Skl 2511

iz 70

If we need to observe, we need a reconnaissance unit. There is a specific class, which we’ll talk about later, but it is a
land class, and given the difficult terrain, and that we know that the enemy has neither anti-aircraft guns nor fighters to
attack us, we'll look for a unit with this ability, but aerial. The ability of the recon units is the Phased Movement,
allowing them to "divide" the movement, i.e. move some hexes, stop, discover any enemy in its spotting range and
continue to do so until spending all its movement points. We will see it later in screen captures.

Raquisition

_ Now we are going to buy an

Abilitios| | | aerial recon unit. They are

= with the hombers. The recon
noted with the letter R. In
the italian equipment we
see an interesting unit. It has
a movement of 17 hexes,
enough to discover enemy
units and retreat.
This unit also can attack,
even with limited initiative
and attack value. Its defense
is enough,and its not very
expensive.

Avmilable prostige: 394 @,' I0E N

10



OPEN GENERAL SCHOOL

Bought units are shown
on the right. Once we
accept, we return to the
main scenario screen and
on the right we can see
the units we have
bought, so that we can
deploy them: this is the
deployment mode.

SpotF SH: T

iy :
When we finish buying units, we enter the deployment mode. Non air units
can deploy in the hexes with a green border (SH). Sometimes it's also a VH:

in this case its border is green and golden. You ean also use the adjacent
hexes to deploy.

11
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Airfield (21.1) <Awvail ATP:D>

a Deployed units are operational instantly. We are going to
*luse the recon plane to discover enemy units.

-

12
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Let's see how the Phased Movement works. In a first move we reach the enemy VH. This allows us to look behind the
enemy front line to 2 hexes, which is the spotting range of this unit. This can be dangerous if the enemy has anti-aircraft
guns, but this is not the case. As we can see, we have marked hexes to continue moving. A unit with this ability cannot
do this, once it have moved it cannot continue, no matter if it has used all its movement points or not.

Usually artillery is placed in the rear, to provide support fire to the infantry at the front. Our
plane has detected an artillery unit. It's very entrenched, so the plane’s attack will be very weak,
but it'll reduce its entrenchment. We also can continue moving to detect more enemy units.

Thanks to the phased movement, the plane has discovered more enemy units; now we can see
their characteristics. The enemy can see our plane (red binoculars). The Al hasn't antiaircraft guns,
but it has prestige so it can buy units, like a fighter. To avoid this we end the movement in the

mountains, outside the enemy's sighting range.

As we see a recon unit can "discover" many hexes. But when we finish the turn, all the hexes outside the spotting range

will be hidden again; this also happens when loading a saved game.

Since we discovered an enemy artillery unit we will talk about this unit class.

13
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Artillery.

the Requisition screen.
Abilities: sH=
@

105 K18
5 = NO support fire
H : Capture hexes

=

cost a lot of prestige.

: Can bombard/barrage and lasting suppression

Artillery is one of the most important unit classes of the games; you’ll recognize it by its icon, as seen in

The most remarkable characteristic of
artillery its that it can fire at more than
one hex away; its range of attack is two
or more. Some classes have a default
ability, but there may be exceptions.
The artillery has the ability to provide
fire support; but if it has an “s” letter in
lowercase it is an exception and cannot
give fire support, as in the image.

Classes also have some common characteristics, also with some exceptions.

Artillery usually is a Soft target. It is not very effective in defense, but very effective in attack, especially
against soft targets. Often it needs a transport to move, also weak on defense. Besides the biggest guns,
with more range and destructive power, often have little ammunition, don’t provide fire support (s) and

Support fire

How does Fire Support work? Let's call units with
this skill S (in this example artillery). Friendly units
adjacent to S units receive what is called Close Fire
Support (CFS), and their attackers receive the full
attack of the S unit. It this condition isn’t fulfilled,
the attacker will receive only half the attack value of
the S unit (rounded up).

The enemy infantry unit (red arrow) attacks our
infantry unit. Before the attack it will be attacked by
friendly support fire. The artillery unit with the blue
circle is providing CSF, as this unit is adjacent to the
attacked unit. The rest of the artillery (if the enemy
unit is in range) only gives Support Fire.

One consideration to keep in mind is that fire support is given whenever possible; as it happens in the enemy’s turn, we

cannot choose. Sometimes this is a disadvantage, because we spend ammunition.

14
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Let’s see support fire against soft targets with these examples: The second unit will have 6, also has experience and
range 4, it is our best artillery unit. Our core unit despite has range 5, is inexperienced and with only an attack of 4 will
not be as effective. The third unit will be effective only because it can move and provide CSF, but is an experienced unit.

Abilities: H= Abilities: AMDH=

=
=) (@) Y

L i

o) ] [ )

3 5 0 3
b v

2 L

Even if an artillery unit hasn’t good attack and its support fire isn’t very destructive, the combination of support fires can
be very effective, because the support fire is received before the attack occurs. This has two consequences:

1) If the attack is on an entrenched enemy unit, each support fire reduces 1 of its entrenchment. Remember that it is
very difficult to attack entrenched enemy units.

2) Kills and suppression are taken into account before the attack between our unit and the enemy unit that is
attacking. An example: a friendly unit is attacked by an enemy unit both with strength 10, and receives the support
fire from four artillery units (a, b, c and d) as follows:

a) Killed 0, Suppressed 1

b) Killed 0, Suppressed 2

c) Killed 1, Suppressed 1

d) Killed 1, Suppressed 3

Then it comes the attack, but the attacking unit may only use strength 1 (subtracts 2 killed and 7 suppressed)
against our strength 10 unit. You can imagine the result of the attack...

¥ Look at the picture again. Our infantry unit is supported by 4
artillery units. Those attack the enemy unit before it enters
combat. Although the enemy unit is better and more
experienced it will hardly hurt us.

Note also how the artillery is positioned: close enough to
provide fire support, but out of reach of ground units,
especially tanks and infantry, who could destroy it easily.

15
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Let’s continue our scenario. We have found the enemy artillery, which of course is there to provide support fire. Now
we can see its properties window.

Do a little exercise and think at which units it will provide CSF or support fire.

T 3
We can see here that this
artillery isn't very good in
attack, and its defense is
weak. Butit can support fire

YH to take by Sidg 1

Fr
=1 I -
y "8 .
§ oL

Only one of our artillery units can attack the enemy artillery.
- |Evenifit's weak attacking, it's very entrenched, and this make
,,# it difficulto to destroy.

g

@

16
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s infantry unit, that isn't entrenched, it's

But thi

within

range of our three artillery units, that will not suffer
support fire, and also within our tanks' range. The tanks
are hard units, so they will not be very damaged by the
support fire. The infantry unit could be a easy target, so
we can break the enemy front. If we can do it the artillery

could be destroyed next turn.

We will explain how the combat is resolved. Look above:
the tank (T) attacks the infantry (l).

1.-When there is an attack, the unit who wins the initiative
attacks first. Let’s assume that T wins.

2.-T attacks, uses its Soft Attack value and | uses his
Ground Defense value. | suffers kills and suppression.

3.- makes his attack (or counterattack) against T with
depleted strength, not only by kills, but also suppressed
strength. It uses its Hard Attack value and T its Ground
Defense value.

3b. - If all strength of | has been killed or suppressed, the
unit retreats to an adjacent free hex. If it can’t it
surrenders.

4.-Kills are permanent, but suppression is recovered
instantly after the attack.

After the attack from the artillery and the tank, the
enemy infantry retreats. Now it and the enenmy
artillery are within our range.

We have seen many details of combat, but let's
remember an important one: the "stress" or combat
fatigue. A unit not only loses strength, entrenchment and
sometimes (lasting) suppression after an attack. Also, his
fighting ability is diminished the more battles it fights
during a turn. In this case the enemy infantry unit has
suffered several attacks by artillery and a tank. It's tired
and this makes it vulnerable.

17
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We continued the attack with the other tank.
The enemy infantry unit is very weak. It is
better to attack it, instead of the strongly
entrenched artillery.

Of course we’ll suffer CSF from the artillery,
but if we look at its stats we see that it is not
very effective against Hard objectives, like
tanks.

We advance r infantry, but don't attack. We
wait for next turn to destroy the artillery and break
|the enemy front completly. Our infantry is protected
by the support fire of three artillery units, and only
A must fear the enemy artillery, that isn't very strong.

Here we will use a
classical attack. First we
soften the enemy’s
defense with artillery
and then we use the
infantry units. Our _ -~
legionnaires are i
experienced units, and 5 10410
have a good Soft attack.

&>

18
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We are attacked with support fire by the
enemy artillery, but despite this our unity is
better: the enemy infantry withdraws. Now we
can take the enemy hex. We can destroy the
enemy unit, but we will suffer the support fire
from the artillery.

We cannot view the properties window of the
artillery unit. We really don’t see it, is not in
our sighting range. We know it's there because
he has attacked us.

We note than, as the first line of defense has fallen, the artillery
retreats. Remember that the artillery is often weak and should not be
at the front, but supporting from the rear. But it will not do it in our
turn: a transported unit is not operational until its next turn. As we
can see, when it enters a hex out of our sighting range it disappears.
Of course, the VH is an objective and cannot be left unoccupied: the
infantry take positions there.

Observe that at turn's start, the hexes previously spotted with the plane aren't spotted
4 anymore. We only see the actual spotting range of our units.

19
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Infantry ablllty Close Defense (CD).

R 7 .,‘_ 7 - G _ '_ The infantry, on certain occasions has the
' ability to modify the defense value of its
attacker. We can see that value in the
properties window.
One such occasion is when the attack takes
5 ‘ o ~ place in ground suitable for the infantry: City,
Sl w2 ‘= 0 " Mountain or Forest. Let’s call it difficult
= t II” = ‘ er : o | terrain

1 As the Infantry This can occur if the infantry is attacked in
|

102 40745 3/4 1010 S d __
:ﬂ.‘ e _1 unit is in a city difficult terrain, or if it's attacking a unit that
X i

= 4 | hex, the tank's is in difficult terrain. When the attack ocurs

‘l“i\ " defense is the the enemy's defense value is set to its CD.
i

"™ Close Defense There are other circumstances in which CD

aﬁ: value (2), not applies, that we will see later.

4 the Ground
{Defense (6).

A
n

In the example the tank attacks infantry in a city: when it receives the infantry attack, it’'ll be harder to defend than in
clear terrain; it will use its CD value, which is usually less. Same thing would happen if the tank was in city terrain and
the infantry attacked from outside. The tank could not defend well and CD would be used in combat. Review the
explanation of how the attack occurs on page 17 and apply it to this combat.

You must be careful before attacking an infantry unit in a city. This advantage of CD is increaded by the entrenchment.
In addition the unit may have good stats and be experienced. A direct attack can be disastrous. Artillery (and planes) are
valuable resources because they attack from a distance and the infantry cannot defend against them; use them to
remove the entrenchment and increase the fatigue of the defending unit before attacking with an appropriate unit
(with good soft attack, like a tank).

20
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gain experience. This will be SRR T EEes
useful, as this unit will be .5 Sl pestroyed. We
‘lavailable in future scenarios. The PN d attack the
“lenemy artillery doesn't support " transported artillery,
Ifire, as it's mounted in its LA e hat has apoor
.’;' transport.

We start from the same initial situation with a tank
adjacent to an infantry unit defending in a city. We also
begin the attack the same way, with the artillery to wear it
n: it loses a strength point.
R, B Despite the CD we
decide to attack with

the tank.

We got another killed point.
We move the tank to clear the
hex and we will use our
. i expensive mountain infantry
Abilitios: AM W i i e unit for the assault on the

& o . : city. It may not seem right,
: / but its soft attack value is very
- L - g good. It has some CD value
! : . (many infantry have 0) and
we need it to gain experience.

L5

T}

21
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Tank’s ability: Overrun.

o

enemy unit to retreat, with only two points of

We were not mistaken: the mountain unit is powerful, and forces the
strength. Now we’ll attack with the other tank and see what happens.

When a tank attacks a weak enemy
unit, it can destroy it without losing its
movement (if it have some, as if in
phased movement) and can continue to
attack, if there is another target within
range. This can be done several times in
the same turn.

As we can see if there is an overrun,
it’s as if there wasn’t an attack.

The tank has attacked and may
. s . 3 continue to move.

----- / = o A AW Some efiles have very powerful tanks.
, sy : In campaigns, when these tanks are
very experienced, they can become
terrible weapons.

Used skillfully, we can use the overrun
to destroy multiple enemies in one
turn.

Even if we destroyed the enemy unit,

it was not an overrun. If we look, the

tank hasn't the icon that shows that

it can attack.

N ey G, o
In this chapter we have learned many things. You are also learning the game’s philosophy. Now it’s your turn to
practice. We wait for your comments in the forum.
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