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GAME OVERVIEW
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MOUSE CONTROLS

Left-click Select Item

Open menus or

Rightclick )
move units

Mouse wheel Zoom

Scrolls map
(Full screen mode

only)

Scrolls map

Move Cursor to
screen edge

Hold and move left
mouse
Ctrl/ hold and move

Left Mouse Select multiple

CONTROL PANEEYS

=

Military Panel
Diplomacy

Government
Production

Research Tree

Trade (World Market)

[7] Encyclopedia

[8] Main Menu

TOOLTIPS

Almost everything in the game has a tooltip giving more detailed information. Simply hover your mouse over somethin

MAP VIEWS

Two rows of 6 keys on the
center of the keyboard
correspond to each of the Magp
View buttons on the control
panel. [R]-[O] and [F} [L]

The[1] ¢ [8] keys correspond
to the policy icons on top of
the control panel.

MAP MOVEMENT

Map Movement can also be
controlled from the Keyboard.

Map scrolling: Up,

W
RS Down, Left, Right

and after a moment the tooltip will appeailooltips may change with different map views.
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THE GAME SCREEN

German Naval Supremacy

The German Reichstag has approved legislation to increase
funding to make the Imperial German Navy the strongest in the
world. This course will increase tensions between the German
Empire and the United Kingdom.

5. Selection Panel 4. Control Panel, Mp Views & Minimap

-

The Information | Displays all the status of your resourcasd manufactured good$ood, money (displayed
Bar as Goldgand shipping capacity for road, rail, and sélver over each with your mouse to
view the Toolips.

2 | Summary Panel | Lists what has finished this turn, including research, combat, produdiplomacy and
more. Clicking on an icon expands the panel.

3 | Notification Panel | Displays key events in the game, from riots to declarations of war, annourdsrabout
changes in trade status and more.

Control Panel, drcular icons open up each area of the game. When you first begin playing, click on ¢

Map Views & see how to find all the detail about each area of the game. Thetpi letsyou click to

Mini-map shift larger distances instantly. Left of the Mimap is a grid of Map Views. Each places
different overlays on the map to show the player different information.

5 | Selection Panel | Shows details about whatever area or object you have ctiake, from units and cities on
the map, to game panels selected from the Control Panel.

Fog of War

Inthe game bbby, dzy RS NJ { OSYy I NA2 hLIiA2ya 2y (GKS bldA2y { St S
and only your own regions, and those of youresl, will be visible. One region beyond your border is also
visible. You can still see fixed objects like cities when fogging is active, but you cannot see any units.
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GAME ACTION

The game is organized arouhbhits, Cities, Regions and Natiom&achturn you can choose take actions in each of

these areas to achieve your goals.

UNITS

Units are constructed in Cities. Troops are built in particular special
buildings called Recruitment Facilities and the machines of war, suc
artillery, planes, and tanks are built in factories. Ships are built in
shipyards. Left click to select them.

CITIES

Cities are whergou build units, add factories and specialized building
such as aircraft hangers to construct plane parts, Motor Works, to
produceautos, Mechanized Mill to produce textiles, among others. |
critical to balance manufacturing between units for war and items to
provide wealth. Left click to select.

REGIONS

In regions youbuild defensive fortifications, airfields, and transtadion
infrastructure such as rail. Regions are where food is generated ang
they may also contain resource producers such as Coal, Oil and Me
Transportation using rail is critical during this time period. Without
building rail to remote cities, yowill be unable to grow that city since

you cannot bring resource materials there to be processed, nor remg
raw materials from resource producers to be used in your nation.
Regions have different terrain that affects movement speed, food
production andLeft click to select.

NATIONS

This is where you assign research, set tax rates, introduce governm
policy actions, review trade, manage your economy and exercise
diplomacy. This is also the area where you can review details abou
colonies, puppt states and protectoratesTo select, right click over the
desired nation and choose the nation name from the menu.
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RESOURCES AND MANUFACTURED GOODS

On the Information Bar, you will see items listed that include resources: Coal, Metals, Oiloah@i@® Manufactured

Goods: Steel, Fuel and Arms. The numbers beneath show your current stockpile (number on left) and whether you are

running a surplus or a deficit each turn (in parenthesis on right with surplus listed in green and deficit in red).

RESORCE

HOW DO | GET IT?

WHAT IS IT USED FOR?

COAL -

Build or expand your resource producers
Propose resourcspecific Trade Agreement
with a friendly nation.

Put out general buy order on the world markg
Takecontrol of a region that containsoal.

Coal ighe major power source used by all
factories. Itis consumed when moving lang
forces along railroads and powers earlier
naval vessels until eilsing ships replace
them. It can also be sold directly on the wo
market to generate wealth.

METALS

Build a expand your resource producers
Propose resourcspecific trade agreement
with a friendly nation.

Put out general buy order on the world markg
Takecontrol of a region that contains metals.

Metals are primarily used to make steel, a

requirement for may military units. Metals
are also used directly to make wrought iro

machine tools and capital goods which can
generate wealth. It can also be sold directl
on the world market.

Build or expand your resource producers
Propose resourcspecific Tade Agreement
with a friendly nation.

Put out general buy order on the world markg
Takecontrol of a region that contains oil.

Oll is required to produce fuel. It can also |
used to create petrochemicals and kerose
to generate wealth, or sold direlgton the
world market.

MANUFACTURE
=Y

Build or expand farms in your own territory.
Propose resourcspecific Trade Agreement
with a friendly nation.

Put out general buy order on the world markg

Takecontrol of a region producing food.

HOW DO | GET IT?

Food is used to improver onaintain the
morale of the people in your nation,
including military forces. It can be sold on
the world market to generate wealth.

WHAT IS IT USED FOR?

Steel

Manufacture it in one of your factories using
metals.

Propose resourcespecific Trade Agreement with
a friendly nation.

Put out general buy order on the world market.

Steel is used to buildiils, ships,
tanks and artillery.lt can also be solq
directly on the world market to
generate wealth.

Manufactuee it in one of your factories using oil
Propose resourcspecific Trade Agreement with
a friendly nation.

Put out general buy order on the world market.

Fuel is used for planes, vehicles ang
later classes of ships. It can also be
sold directly on the wdd market to
generate wealth.

Manufacture it in one of your factories.
Propose resourcspecific Trade Agreement with
a friendly nation.

Put out general buy order on the world market.

Arms are consumed when using yo
military forces. They can al®e sold
directly on the world market to
generate wealth.
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RESEARCH

Research can be set directipm the Research Tree. Click tt@ Beaker icon on the control panel to open it.
There are three technological eras in the game. The &@s have a higher percentage change of successfully adding to
research each turn. Undeveloped nations will tend to start at the earlier era while some, like the Great Power nations,
will begin already in the Machine Age.

\ [/ Tech Level
Research

French Empire

Pre-Industrial Era Early Industrialization

® Heavy Industries Mass Production

30 Research Points 35 Research Points

Asec . blyLines Diesel Engines

Completec 27 Research Points « 30 Research Points

Food Canning Process Machine Guns
25 Research Points 30 Research Points

Heavy Gun Ammaments Warmlane

25R h Points 30 Resear” Points

Barmrage Steam 7 urbines
25 Research Points 30 Rese’ ch Points

Industrial Corporatic 1s

235 Research Points

Click one of the availablgrojects and each turn there is a percentage chance you will make progress on that project.

Heavy Gun Armaments (%JQ]

25 Research Points 16% Complete

Having more Universities, Research Centers and Technology Centers will increase your chances to make progress.
Definitions of the individual programs can beufal in the EncyclopediaResearch can also be set from the Government
Panel.
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INDUSTRIAL PRODUCTION

Your cities are where you buikhctoriesfor producing hardwareRecruitment Facilitieor training troops.andother
Specialty Building$o add to faod supplies and research

Factory Building Slots

Each of your cities has slots to construct factories that generate income, military units, industrial supplies likedsteel, an
shipping capacity for sea, roads and rail. The number of slots availaiel@ is the level of transportation

infrastructure. Each category of industrial building has a specific output. You can choose between manufacturing that
produces income or creates military units and vital supplies. For example, a vehicle plant caepraatos (which

generate income) or tank units. Only one type can be produced at any one time and you can switch production betwee
0KS (62 6KSYSOSNI e82dz 6AaK® | 26 SHGSNE GKSNB A& | LINBR«

Project Menu Recruitment Facility present

— .
Factory Building Slots (4)
(1) Slot requires infrastructure upgrade to add factory

(1) Slot ready for new factory building

(2) factories present

Transportation & Industial Tracks

If you have no rail or roads attaching your city to your supply network, you cannot build a factory. Each level of
transportation infrastructure you add allows you to move more materials, food, and personnel through that region, and
to add more industry to the cities within that region. Higher transportation levels mean more factory slots in your cities.
If you cannot improve the Transportation Infrastructure level, you probably lack the technology and will need to
complete additionaresearch.

TRANSPORTATION INFRASTRUCTURE | SLOTS
Nore [ o
Unpaved Roads

Low Rail Density
Medium Rail Density
High Rail Density
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DIPLOMATIC ACTIONS
To initiate Diplomacy with another nation, rightf A 01 2y (G KS 02 deyith Hd sele& teratiord MarheS
This opens the Government Panel of the selected nation. Then click the tab with the Government Buildin(ymjon.

You will see this panel:

Go ment ( (

American Empire

¥r United States
Washington DC

<[5

Global Status

Great Power

Leader of the American Empire

World Power Points World Ranking

3666 2nd

('
(Y X & & ®
=& 7th 1st 2nd

Diplomatic Relations

Government Syﬁtn‘: m
Representative Democracy

National Ideclogy
T i X
75% 0% 25%
éov& rmment Support Industrial Capacity

6% 280

Govemment Policies

Stable

Treaties

Factories

& t © ™

Diplomatic Influence
Weak

Cument Level
&
+28%
Military Readiness

Medium Readiness

Cument Level

Y

31%

5% 0% -3% 41

State N_:nionality
American

Culture

Total MPUs
4915

Religion Ethnicity

Treaties & Declarations

| Declare War

| Cut Diplomatic Ties

| Request Military Access Treaty
[ Grant Military Access

[ Propose Trade Access Treaty
| Propose Trade Agreement

[ Request Alliance Treaty

| Declare Embargo

| Propose Territorial Transfer

Govermment Policy Actions )
| Propose Financial Aid Agreement ||
| Buy Influence

| Fund Political Factio

| Fund Coup Attempt

Anglo-Celtic Secular Anglo-American, Black American

70% 0% 100%

From here you can make treaties and declarations and take Government Ruilarysa These are covered in detail in
the DIPLOMACY SECTION.

"- ‘*_ > If you wish to initiate diplomacy with other areas with those nations that are also empires, you can use
the Empire Navigation menu. Use the Left/Right Arrows to cycle through the difiesmies, puppet

states and protectorates of the empire, or click on the Compass Rose icon itself to open a menu with a list. This is

especially useful if the empire has many colonies and dependencies. You can also click on these colonies directly fron

the map. Subordinate nations will tend to have fewer diplomatic options available.
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ECONOMY

Income & Expenses

Government
French Empire

o France

Projected Spending

[
Managing your income and expenses]
in the game is critical. The @ cotonies

Information Bar at the top of the T GovemmentPrograms

screen shows how much money you (L3
have righ now, and what you are ? e
projected to have the next turn based|eaks

v Military Readiness

on current spending. As you begin

building up your nation, you can
quickly find yourself in debt.

To see where exactly you are making
money and where you are spending i
Income Last Tum

open the GovernmenPanel Soendi
. pending Last Tum
and view the Economy Tab.

gm oame are tallied here.

The tab on the
right displays

income. This tallies every area where S|
you are earning money.

o France

é City Taxes
é Regional Taxes

At the bottom of the Economy panel  f5 :::,m

yOou can see your current treasury \‘ Colonies

balance for the current and previous

turns. Used together, these panels
can quickly show you where you are
earning money, and where you are
incurring costs.

Treasury Balance Last Tum

Income Last Tum

Spending Last Tum

Treasury Balance Last Tum

Net Balance

Projected Income

Economy || [l Govemment Programs “‘ Nationalities -;‘,1— Empire

H & | S | $m |

dhy Factories 0
m City Buildings 8
‘ || Transportation Network 210
BN, Resource Producers 167
‘ Research Faciliies 4
W RecruitmentFacilities 5
'7_;, Bases 5

o Defense Structures 205

Maintenance Cost 604

Projected Treasury Balance

Estimated Income 1,915
Estimated Spending -1,359

Projected Net 555

The center tab on the Economy panel shows expenses. All expenditures from every part of the

Economy m Govemment Programs ‘ﬂl Nationalities H#"‘" Empire

Sources
Textile Industry
. Steel Industry
Refineries
J Automobile Industry
~ Alircraft Industry
i3 Marine Industry

~wm Tooling Industry

i{‘ Power Stations

Projected Treasury Balance

Estimated Income 1,915
Estimated Spending -1,359

Projected Net 555
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Generating Income

LiQa ot@ami®d bedoyking fdidways to generate income and increase the amount of
money (represented as Gold). Building and maintaining an empire is expensive, and without
e proper funds you will be unable to trade for needed materials. Some of the costs ade liste
above. The next chart illustrates ways to add to your treasury. Some ways are immediate, others improve over time.
Some revenue increases will occer as you improve your technology. For example, more advanced infantry can be mo
effective for less oerall expense than simple militia.

5,842 (+126)

WAYS TO INCREASE INCOME

Action Location How to earn more Gold 2 KlQa GKS Lxi

Increase
number and
quality of
factories

Cities

Adding more factories increases
production income and allows for
more traderevenue from fuelfextiles,
steel and arms.

Results only after construction
complete, and higher levels of
factories require more advanced
research.

Trade

Trade or
Government panels

Sell any resources or manufactured
goods in your stockpile by posting a
general sell order, or look for specific
nations wishing to buy the resource
you want to sell

You have fewer resources to use fqg
production and expansion projects,
plus you might need that stockpile i
a global demand outstrips supply.

Ask for
financialaid

Destination
yIGdA2yQa
Government panel

Other nations may lend you gold, if
you ask for it.

Usually a temporary solution,
requires established diplomatic
relations.

Alter Military
Readiness

Military Panel,
Military Command
tab

Lowering your militaryeadiness status
will immediately and significantly
increase your income.

Military is less effective, and it takej
multiple turns to return to higher
levels of readiness.

Increase tax
rate

Government Panel
Gov. Policy tab

Increasing the tax rate on youepple
gives an immediate boost to income.

Higher tax rates make your people
unhappy, which reduces stability a
can lead to strikes, riots, or worse.

Increase
colonial taxes

Your colonies

Increasing the tax rate on your
colonies gives an immediate bodet
income without threatening national
stability.

Higher tax rates can lower stability
and cause rebellion in colonies.

Demolishing
military
infrastructure

Production panel
or individual region

Removing infrastructure such as
trenches or airfields reduces
maintenance costs, thus improving
your income.

Lowers defenses in the region. Be
to not overbuild in the first place!

Disbanding
military forces

Military panel or
directly on map

Disbanding troops or ships lowers
overall costs, thus improving your
income.

Removing troops weakens your
military capability. Signals other
nations that you are in financial
distress.

Conquest

Varies

Invade other nations and take their
territory, including any cities

infrastructure and resources.

Risks counteattack, alliss may leave
and nations may embargo you.
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THE CONTROL PANEL

All policy areas of the game can be accessed via the Control Panel at the lower right of the screen. This is also where
end turn, bring up the main menu, change map views, review gamestatas, and use the mimap.

CONTROL PANEL

Government Production

Diplomacy Research
Military \ /Trade
End Turn N\ _— Encyclopedia

Scenario Date\ ()5 LM B L (Q Main Menu
March 8, 1912 Tum Timer Of =
Turn number Tum: 21325 ek = Turn Timer

/ Total Turns/ G201 1 gl R .
: i == Mini-map

Map Views

See the sectiolGAME SCREEMNELS for more details
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MILITARY UNITS

91N OK fFYR FYR FAN) dzyAdG NBLINBaASyda | 3INRdzL) 2F AY RandA R«
represent a fldilla or an individual ship. Since the actual number of people in a division varied dramatically from one
yridAz2zy (G2 GKS ySEGI GKS dzyAdd Ay ¢KS DNBFG 21 NI &A YLK ¢
pool that grows slowly each tn and can be reduced through loss during battle. All Units are organized into Groups.

Groups

Groups, organized into Armies, Air Forces and Fleets, are how combat is waged in the game. When you attack or defe
in a battle, the strength and defense ofetlyroup are used to determine success. Separating off one unit just makes it a
very weak group.

UNIT PROPERTIES

HIT POINTS
All Land units and air units have one (1) hit point. Ships have more than one point, detailed in the charts below

ATTACK POWER

Evey unit has an Attack Power score that indicates the chance to hit for every situation applicable to the
specific unit. For example, some units have Land Attack and Air Attack power. Some have Land Attack and
Infrastructure Attack Power (artillery, foxample). Ships have Sea Surface and Sea Submerged Attack Power.
Attack Power is used when the group moves into an enemy region and initiates battle.

LAND DEFENSE POWER
Land Defense Power is used by troops defending a region to determine the chance/t@hithey are attacked
by an enemy force.

INFRASTRUCTURE ATTACK POWER
In addition to causing damage to enemy groups, units with this power also cause damage to trenches and othe
defensive infrastructure.

SPEED
The number of regions a unit can travenser turn before modifiers without using road or rail capacity.

RESISTANCE PERCENTAGE
This allows units to have a chance to take no damage even with a successful hit. Except for armored units and
ships, most land units have zero resistance before anyifiroslare added such as defensive infrastructure.

AMPHIBIOUS ATTACK BONUS
Units with this bonus are more effective when attacking from the sea.

RIVER ATTACK BONUS
Units with this bonus increase attack power when fighting in regions with rivers.
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MOUNTAIN ATACK BONUS
Units with this bonus increase attack power when fighting in regions with Mountain terrain.

RANGE
Number of regions away atrtillery can fire into. (1) indicates an adjacent region.

FUEL COST
Motorized units require fuel. This cost reflects #mount of fuel removed from your stockpile for this unit
each turn the unit is using fuel, either moving or fighting.

ARMS COST
This cost reflects the amount of arms removed from your stockpile for this unit each turn the unit is fighting.

MAINTENANCE CDS
This cost reflects the amount of Gold removed from your stockpile for this unit each turn.

SHORE BOMBARDMENT
This represents the Attack Power used by ships capable of bombarding land regions adjacent to sea regions.

CRITICAL HITS
Submarines have a 25%artte to score a critical hit, causing massive damage and usually sinking the attacked
ship.

FIRING RANGE
This score determines which ships fire first during naval combat.
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UNIT SPECIFICATIONS

Infantry

Militia & Infantry
Name Land Air Infra Sea | Resist] Land | Speed| Arms | Main. | Food Specialty?
Attk Attk Attk Attk % Def Cost | Cost | Cost
N N 0
N 0 N 0 O

N A O A S ) O S
EECEECE N O S X

Cavalry & Mounted Infantry
Attk Attk Attk Attk % Def Cost Cost Cost
Cavalry |1 1 3 2 1 2 2
i G G G G G =7
Mounted | 4 1 2 1 4 2 Early Game Unit,
=t S G S O O =

Mounted | 7 1 7 2 1 5 2 Improved combat,
Infantry Il faster than Infantry.
Mounted | 10 1 2 1 2 Most effective and
Infantry IlI faster than Infantry.

Engineers
Attk Attk Attk | Bonus % Def Cost | Cost | Cost
Engineers | 4 1 2 +2 1 1 4 1 Better Land Def, can
[ attack infrastructure,
+2 bonus over rivers.
Engineers | 7 1 2 +3 1 1 5 1 Better Land Def and
Il attack. Infrastructure
attack, +3 river bonus
Engineers | 10 1 2 +4 10 1 1 1 Best Land Def and
1l attack. Infrastructure
attack, + 4 river bonug
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Marines

Highly effective when used attackingto land from sea regions.

Name

Air
Attk

Infra
Attk

Amphib
bonus

Resist
)

Land
Def

Arms
Cost

Speed

Main. | Food
Cost Cost

Specialty?

Marines |

1

0

+2

0

6

1 1

3 1

Comparable to
Infantry, +2 bonus for
amphibious landing.

Marines Il

Comparable to
Infantry, +3 bonus for
amphibious landig.

Marines Il

Mountain Infantry

Comparable to
Infantry, +4 bonus for
amphibious landing.

Highly effective when used attacking in Mountain terrain

Name

Infra
Attk

Terrain
(mts)

Resist
)

Land
Def

Arms
Cost

Speed

Main. | Food
Cost Cost

Specialty?

Mountain
Infantry |

0

+2

0

6

1 1

3 1

Comparable to
Infantry, +2 bonus for
mountain combat.

Mountain
Infantry Il

Comparable to
Infantry, +4 bonus for
mountain combat.

Mountain
Infantry IlI

Comparable to
Infantry, +6 bonus for

mountain combat.

Assault Troops

A combination of the best elements of Infantry and Engineers. Assault Troops also have the sebidiZyit & ¢
FaGGFrO1€2 NIYARA 2y Sudteyand withdéay wikditatteingting®@d-cdpiu® th©rkegion.

Name Land| Air | Infra | River | Resist| Land| Speed| Arms | Main. | Food Specialty?

Attk | Attk | Attk | Bonus % Def Cost | Cost | Cost

12 |1 2 +2 (0] 8 1 1 5 1

Assault
Troops |

Best Land Attack, can
attack infrastricture, +2
bonus over rivers, special
GENBYOK ! Gl
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ARTILLERY

Artillerybombards land units and infrastructure only from adjacent regiam;i willnot advance into contested
regions It hasno defensive capabilignd mug be defended b Y'-F Iy G NB dzy)\ Gao ¢t “[ Sa

Attk Attk Attk Def Cos Cost | Cost Cost
IH--I-II--
Atrtillery game, inexpensive.
Trench 3 2 1 1 1 1 7 Early game unit with
Mortars better infrastructure
bombardment

Gun 4 3 1 1 1 1 10 Improved land and
Howitzers infrastructure damage

[ S G o il e
Siege Guns and faster (wheeled)
Railway 7 1 Varies 1 1 15 Raitdependent, best
Guns based infrastructure damage
on level in game.
Siege Gun based longest attack range
on level in the game.

Anti-Air 2 N/A 2 3 1 1 7 Mobile units that
Guns defend land units
against air attacks.

Friendly Fire

When firing artillery from an adjacent region into a region where a battle is ongoing, theE® @hance

that the artillery will damage your own units. This can be modified in your favor by dieglolgservation

balloons in the region with the artillery, and aircraft in the region where the battle is taking place. Each air
unit deployed in this fashion reduces the chance of friendly firé%y So, as an example, if you have 10
Observation Ballaas with your artillery and 10 fighters in the battle, the chance for friendly fire drops from
50% to 30%. This makes it vital to deploy as many of these air units as possible when using artillery support
and also to shoot down enemy aircraft that suppdr2 dzNJ Sy SYe Qa | NI Af f SNB o NN
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Tanks

The onlyand unitin the game with armor to resist hits.

Name Infra | Resist| Land| Speed| Fuel | Arms | Main. | Food Specialty?
Attk % Def Cost| Cost | Cost | Cost
Tanks | 2 5 2 1 1 1 8 0] Damageesistance makes
these good for leading
attacks.

Tanks Il Improved resistance and
faster than infantry.
Tanks Il Best damage and
resistance of all tank unitg

AIRCRAFT

Balloon and Airship

dhoaSNII & RARajfcaft give § €z bonus to artillery firing into the region where the aircraft are locate
Each aircraft in a region where a battle is occurring reduces friendly fire chances from artillery by 1%.

Name Land| Air | Infra | Sea| Sub | Mission| Rebase| Fuel | Arms | Main. Specialty?

Attk | Attk | Attk | Attk | Attk | Range | Range | Cost | Cost | Cost

Observation| 0 0] 0] 0 0] 1 1 1 0 1 Only unit that can be

Balloon in adjacent region and

still get observation

bonuses.

Rigid Airship First long range

bombers.

Bombers

GhoaSNBI GA2yé¢ . 2ydzayYy £t FANONIYFG 3IAGS | bm 02V
Each aircraft in a region where a battle is occurring reduces friendly fire chances from artillery by 1%.
Name Land| Air | Infra | Sea | Sub | Mission| Rebase| Fuel | Arms | Main. Specialty?
Attk | Attk | Attk | Attk | Attk | Range | Range Cost | Cost Cost
Bombers || 1 1 2 2 1 K] 6 1 1 4 First bomber aircraft.
Most effective against
large targets.
Bombers I Longer range, better i
air combat, more
effective land attack.




