
 

1 Making History: The Great War Game Manual      

 

 

GAME MANUAL 
Last Update: February 15, 2015 

 

 



 

2 Making History: The Great War Game Manual      

Table of Contents 

____________________________________ 

Game Overview 
________________________________ 
 
Controls 

Mouse controls 
Keyboard Controls 

Map Views 
Map Movement 
Control Panel Keys 

Tooltips 
The Game screen 
 Fog of War 
Game Action: Using Units, Cities, Regions, Nations  
Resources and Manufactured Goods 
Research 
Industrial Production 
 Factory Building Slots 
 Transportation and Industrial Tracks 
Diplomatic Actions 
Economy 
 Income and Expenses 
 Generating Income 
The Control Panel 
__________________________________ 
 
Warfare 
__________________________________ 
 
Military Units 

Groups 
Unit Properties 
Unit Specifications 

Infantry 
Artillery 
 Friendly Fire 
Armor 
Aircraft 
Ships 

Combat 
Naval Combat 
 Firing Range 
 Order of Attack 
Land/Air Combat 
 Resistance 
 Order of Attack 
 River Crossing 

Amphibious Attack 



 

3 Making History: The Great War Game Manual      

Gas Attacks 
Mountain Terrain Bonus 
Readiness and Mobilization 
Morale 

____________________________________ 
 
Production Panel 
_____________________________________ 
Cities 
 Factory Tab 
 Units Tab 
 City List 
Building your Industry 

Factory Upgrades 
Industrial Tracks 
Specialty Buildings 
Recruitment Buildings 
Research Buildings 
Other Specialty Buildings 

Infrastructure 
Region List 
Infrastructure Costs and Requirements 

  Military 
 Transportation 
 Food 

Resources 
 Resource Producers 
 Extracting Resource 
 Upgrading resources 
 Reserves 
 Expanding Output 
 Prospecting 
 Output Limitations 
 Building Limitations 
Resource Producer Region List. 
______________________________ 
 
Game Screen Panels 
______________________________ 

 

The Information Bar 
 Stockpile Projection 
 Tradable Materials 
 Capacity 
  Suppressing and Destroying Capacity 
 Road Capacity 
 Rail Capacity 
 Shipping Capacity 
 Gas Shells 
 Arms 

Fuel 



 

4 Making History: The Great War Game Manual      

 Steel 
 Nation Flag 
 Coal 
 Metals 
 Oil 
 Food 
 Gold (Treasury) 
The Summary Panel 
The Control Panel 

Control Panel Icons 
Scenario Turn Data 
Map Views 
Mini-Map 

Notification Panels 
Selection Panels 

Region Selection Panel 
Expanded Region Panels 
Region Details 
 Power Points 
 Stability 

Available Manpower 
Resource Output 
Terrain 
Wind 
Project Menu 
Infrastructure Improvements 
Previous / Next Arrows 
Expanded Panels 

Unit Selection Panels 
Fleet Selection Panel 
 Combat Power 
 Armor health 
 Ship List 
 Carrier Capacity 
 Merge Fleet 
 Split Fleet 
 Transport Capacity 
 Coal and Fuel Supply 
 View List 
 Fuel & Coal Demand 
 Speed 

Group Movement Range / Capacity 
ñ Move Toò and ñCancelò Orders 

Ship List Panel 
Split Group Panel 

Artillery Selection Panel 
Range 
Effectiveness 
Air Defense 
Units in Group 

 



 

5 Making History: The Great War Game Manual      

______________________________ 
 
Map Views 
______________________________ 

 
Map View Organization 

Standard Map View 

Political Map View 

Empire Map Views 

Demographic Maps 

Region Revolt Risk 

Diplomatic Maps 

Region Improvements 

Resources 

Atlas 

Supply 

Trade 

Points 

 

______________________________ 
 
Trade 
______________________________ 

 

General Buy/Sell orders 

Nation-Specific trades 

Trade Cancellations 

Using Trade to Stockpile Resources 

Supply and Demand 

 

  



 

6 Making History: The Great War Game Manual      

 

 

 

  



 

7 Making History: The Great War Game Manual      

GAME OVERVIEW 
CONTROLS 

 

          

  

 

 

 

 

 

 

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

and after a moment the tooltip will appear.  Tooltips may change with different map views. 

MOUSE CONTROLS 

Left-click Select Item 

Right-click 
Open menus or 

move units 

Mouse wheel Zoom  

Move Cursor to 
screen edge 

Scrolls map  
(Full screen mode 

only) 

Hold and move left 
mouse 

Scrolls map 

Ctrl /  hold and move 
Left Mouse 

Select multiple 

MAP VIEWS 

R T Y 
 

U I O 

F G H 

J K L 

CONTROL PANEL KEYS 

[1] Military Panel 

[2] Diplomacy 

[3] Government 

[4] Production 

[5] Research Tree 

[6] Trade (World Market) 

[7] Encyclopedia 

[8] Main Menu 

MAP MOVEMENT 

W 
A + S 

D 

Map scrolling: Up, 
Down, Left, Right 

[Home] Decrease map angle 

[End] Increase map angle 

[-] Zoom out 

[+] Zoom in 

KEYBOARD CONTROLS 

Two rows of 6 keys on the 

center of the keyboard 

correspond to each of the Map 

View buttons on the control 

panel.  [R] - [O] and [F] - [L] 

 

 

 

 

 

  The [1] ς [8] keys correspond 

to the policy icons on top of 

the control panel. 

 

Map Movement can also be 

controlled from the Keyboard. 
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THE GAME SCREEN 

 

 

  

 

 

 

 

 

 

 

 

 

 

# Area Description 

1 The Information 
Bar 

Displays all the status of your resources and manufactured goods, food, money (displayed 
as Gold) and shipping capacity for road, rail, and sea.  Hover over each with your mouse to 
view the Tooltips. 

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

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

4 Control Panel, 
Map Views & 
Mini-map 

Circular icons open up each area of the game.  When you first begin playing, click on each to 
see how to find all the detail about each area of the game.  The Mini-map lets you click to 
shift larger distances instantly.  Left of the Mini-map 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 clicked on, from units and cities on 
the map, to game panels selected from the Control Panel. 

 

Fog of War 

In the game lobby, ǳƴŘŜǊ {ŎŜƴŀǊƛƻ hǇǘƛƻƴǎ ƻƴ ǘƘŜ bŀǘƛƻƴ {ŜƭŜŎǘƛƻƴ ǎŎǊŜŜƴΣ ŎƘŜŎƪ ǘƘŜ ōƻȄ ƳŀǊƪŜŘ έCƻƎ ƻŦ ²ŀǊέ 

and only your own regions, and those of your allies, 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. 

  

 

1. Information Bar 

2. Summary Panel 

4. Control Panel, Map Views & Mini-map 

3. Notification Panel 

5. Selection Panel 
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GAME ACTION 

The game is organized around Units, Cities, Regions and Nations.  Each turn you can choose to take actions in each of 
these areas to achieve your goals. 

UNITS 

 

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

CITIES 

 

Cities are where you build units, add factories and specialized buildings, 
such as aircraft hangers to construct plane parts, Motor Works, to 
produce autos, Mechanized Mill to produce textiles, among others.  It is 
critical to balance manufacturing between units for war and items to 
provide wealth.  Left click to select. 
 

REGIONS 

 

In regions you build defensive fortifications, airfields, and transportation 
infrastructure such as rail.  Regions are where food is generated and 
they may also contain resource producers such as Coal, Oil and Metals.  
Transportation using rail is critical during this time period.  Without 
building rail to remote cities, you will be unable to grow that city since 
you cannot bring resource materials there to be processed, nor remove 
raw materials from resource producers to be used in your nation.  
Regions have different terrain that affects movement speed, food 
production and Left click to select. 
 

NATIONS 

 

This is where you assign research, set tax rates, introduce government 
policy actions, review trade, manage your economy and exercise 
diplomacy.  This is also the area where you can review details about your 
colonies, puppet states and protectorates.  To 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, Oil and Food, and 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). 

RESOURCE HOW DO I GET IT? WHAT IS IT USED FOR? 

COAL - Build or expand your resource producers. 
Propose resource-specific Trade Agreement 
with a friendly nation.  

- Put out general buy order on the world market. 
- Take control of a region that contains coal. 

Coal is the major power source used by all 
factories.  It is consumed when moving land 
forces along railroads and powers earlier 
naval vessels until oil-using ships replace 
them. It can also be sold directly on the world 
market to generate wealth. 

METALS - Build or expand your resource producers. 
- Propose resource-specific trade agreement 

with a friendly nation.  
- Put out general buy order on the world market. 
- Take control of a region that contains metals. 

Metals are primarily used to make steel, a 
requirement for many military units.  Metals 
are also used directly to make wrought iron, 
machine tools and capital goods which can 
generate wealth.  It can also be sold directly 
on the world market. 

OIL - Build or expand your resource producers. 
- Propose resource-specific Trade Agreement 

with a friendly nation.  
- Put out general buy order on the world market. 
- Take control of a region that contains oil. 

Oil is required to produce fuel.  It can also be 
used to create petrochemicals and kerosene 
to generate wealth, or sold directly on the 
world market.  

FOOD - Build or expand farms in your own territory. 
- Propose resource-specific Trade Agreement 

with a friendly nation.  
- Put out general buy order on the world market. 
- Take control of a region producing food. 

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

 

MANUFACTURED 
ITEM 

HOW DO I GET IT? WHAT IS IT USED FOR? 

Steel - Manufacture it in one of your factories using 
metals. 

- Propose resource-specific Trade Agreement with 
a friendly nation.  

- Put out general buy order on the world market. 

Steel is used to build rails, ships, 
tanks and artillery.  It can also be sold 
directly on the world market to 
generate wealth. 

Fuel - Manufacture it in one of your factories using oil. 
- Propose resource-specific Trade Agreement with 

a friendly nation.  
- Put out general buy order on the world market. 

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

Arms - Manufacture it in one of your factories. 
- Propose resource-specific Trade Agreement with 

a friendly nation.  
- Put out general buy order on the world market. 

Arms are consumed when using your 
military forces.  They can also be sold 
directly on the world market to 
generate wealth. 
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RESEARCH 

Research can be set directly from the Research Tree.  Click the                Beaker icon on the control panel to open it.  

There are three technological eras in the game.  The later eras 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.   

 

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

 

Having more Universities, Research Centers and Technology Centers will increase your chances to make progress.  

Definitions of the individual programs can be found in the Encyclopedia.  Research can also be set from the Government 

Panel. 
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INDUSTRIAL PRODUCTION 

Your cities are where you build Factories for producing hardware, Recruitment Facilities for training troops, and other 

Specialty Buildings to add to food supplies and research.   

Factory Building Slots 

Each of your cities has slots to construct factories that generate income, military units, industrial supplies like steel, and 

shipping capacity for sea, roads and rail.  The number of slots available is tied to 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 can produces autos (which 

generate income) or tank units.  Only one type can be produced at any one time and you can switch production between 

ǘƘŜ ǘǿƻ ǿƘŜƴŜǾŜǊ ȅƻǳ ǿƛǎƘΦ  IƻǿŜǾŜǊΣ ǘƘŜǊŜ ƛǎ ŀ ǇǊƻŘǳŎǘƛƻƴ ǇŜƴŀƭǘȅ ŦƻǊ άǊŜǘƻƻƭƛƴƎέ ǿƘŜƴ ȅƻǳ ǎǿƛǘŎƘΦ 

 

 

 

 

 

 

 

 

Transportation & Industrial 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 additional research. 

 

TRANSPORTATION INFRASTRUCTURE LEVELS SLOTS 

None 0 

Unpaved Roads 1 

Low Rail Density 2 

Medium Rail Density 3 

High Rail Density 4 
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DIPLOMATIC ACTIONS 
To initiate Diplomacy with another nation, right-ŎƭƛŎƪ ƻƴ ǘƘŜ ŎƻǳƴǘǊȅ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ǎǇŜŀk with and select the nation name.  

This opens the Government Panel of the selected nation.  Then click the tab with the Government Building icon.   

You will see this panel: 

    

From here you can make treaties and declarations and take Government Policy actions.  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 different colonies, 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 from 

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

Income & Expenses 

 

 

Managing your income and expenses 

in the game is critical.  The 

Information Bar at the top of the 

screen shows how much money you 

have right now, and what you are 

projected to have the next turn based 

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 it, 

open the Government Panel 

and view the Economy Tab.   

 

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

game are tallied here. 

 

The tab on the 

right displays 

income.  This tallies every area where 

you are earning money. 

 

At the bottom of the Economy panel 

you can see your current treasury 

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. 
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Generating Income 

LǘΩǎ ǾŜǊȅ ƛƳǇƻǊtant to be looking for ways to generate income and increase the amount of 

money (represented as Gold).  Building and maintaining an empire is expensive, and without 

proper funds you will be unable to trade for needed materials.  Some of the costs are listed 

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 more 

effective for less overall expense than simple militia.    

WAYS TO INCREASE INCOME 

Action Location How to earn more Gold ²ƘŀǘΩǎ ǘƘŜ ǇƻǘŜƴǘƛŀƭ ŘƻǿƴǎƛŘŜΚ 

Increase 
number and 
quality of 
factories 

Cities Adding more factories increases 
production income and allows for 
more trade revenue from fuel, textiles, 
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 for 
production and expansion projects, 
plus you might need that stockpile if 
a global demand outstrips supply. 

Ask for 
financial aid 

Destination 
ƴŀǘƛƻƴΩǎ 
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 military readiness status 
will immediately and significantly 
increase your income. 

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

Increase tax 
rate 

Government Panel, 
Gov. Policy tab 

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

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

Increase 
colonial taxes 

Your colonies Increasing the tax rate on your 
colonies gives an immediate boost to 
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.  Best 
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 counter-attack, allies 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 you 

end turn, bring up the main menu, change map views, review game turn status, and use the mini-map. 

 

 

 

See the section GAME SCREEN PANELS for more details  
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²!wC!w9 
 
MILITARY UNITS 

9ŀŎƘ ƭŀƴŘ ŀƴŘ ŀƛǊ ǳƴƛǘ ǊŜǇǊŜǎŜƴǘǎ ŀ ƎǊƻǳǇ ƻŦ ƛƴŘƛǾƛŘǳŀƭ ǎƻƭŘƛŜǊǎ ǘƘŀǘ ǾŀǊƛŜǎ ƛƴ ǎƛȊŜΣ ǘȅǇƛŎŀƭƭȅ ŀ άŘƛǾƛǎƛƻƴέΦ  bŀǾŀƭ ǾŜǎǎŜƭǎ can 

represent a flotilla or an individual ship.  Since the actual number of people in a division varied dramatically from one 

ƴŀǘƛƻƴ ǘƻ ǘƘŜ ƴŜȄǘΣ ǘƘŜ ǳƴƛǘǎ ƛƴ ¢ƘŜ DǊŜŀǘ ²ŀǊ ǎƛƳǇƭȅ ǊŜǇǊŜǎŜƴǘ ŀ ǇŜǊŎŜƴǘŀƎŜ ƻŦ ȅƻǳǊ ƴŀǘƛƻƴΩǎ at¦ǎΣ ǿƘƛŎƘ ƛǎ ŀ ƭƛƳƛǘŜŘ 

pool that grows slowly each turn 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 defend 

in a battle, the strength and defense of the group 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 

Every 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, for example).  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 to hit when they 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 other 

defensive infrastructure.   

SPEED 

The number of regions a unit can traverse per 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 any modifiers are 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. 



 

18 Making History: The Great War Game Manual      

MOUNTAIN ATTACK BONUS 

Units with this bonus increase attack power when fighting in regions with Mountain terrain. 

RANGE 

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

FUEL COST 

Motorized units require fuel.  This cost reflects the amount 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 COST 

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% chance 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 
Attk 

Air 
Attk 

Infra 
Attk 

Sea 
Attk 

Resist 
% 

Land 
Def 

Speed Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Militia 1 1 0 0 0 3 1 1 1 1 Inexpensive 

Infantry I 4 1 0 0 0 6 1 1 3 1 Early Game Unit 

Infantry II 7 1 0 0 0 7 1 1 4 1 Improved 

Infantry III 10 1 0 0 0 8 1 1 5 1 Best Infantry Unit 

 

 

Cavalry & Mounted Infantry 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

Sea 
Attk 

Resist 
% 

Land 
Def 

Speed Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Cavalry 1 1 0 0 0 3 2 1 2 2 {ǇŜŎƛŀƭ ŀǘǘŀŎƪΥ άƘƛǘ-&-
Ǌǳƴέ /ŀǾŀƭǊȅ /ƘŀǊƎŜ 

Mounted 
Infantry I 

4 1 0 0 0 6 2 1 4 2 Early Game Unit, 
faster than Infantry. 

Mounted 
Infantry II 

7 1 0 0 0 7 2 1 5 2 Improved combat, 
faster than Infantry. 

Mounted 
Infantry III 

10 1 0 0 0 8 2 1 6 2 Most effective and 
faster than Infantry. 

 

 

Engineers 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

River 
Bonus 

Resist 
% 

Land 
Def 

Speed Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Engineers  
I 

4 1 2 +2 0 8 1 1 4 1 Better Land Def, can 
attack infrastructure, 
+2 bonus over rivers. 

Engineers 
II 

7 1 2 +3 0 9 1 1 5 1 Better Land Def and 
attack.  Infrastructure 
attack, +3 river bonus. 

Engineers 
III 

10 1 2 +4 0 10 1 1 6 1 Best Land Def and 
attack.  Infrastructure 
attack, + 4 river bonus 
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Marines 

Highly effective when used attacking onto land from sea regions. 
Name Land 

Attk 
Air 

Attk 
Infra 
Attk 

Amphib 
bonus 

Resist 
% 

Land 
Def 

Speed Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Marines I 4 1 0 +2 0 6 1 1 3 1 Comparable to 
Infantry, +2 bonus for 
amphibious landing.  

Marines II 7 1 0 +3 0 7 1 1 4 1 Comparable to 
Infantry, +3 bonus for 
amphibious landing. 

Marines III 10 1 0 +4 0 8 1 1 5 1 Comparable to 
Infantry, +4 bonus for 
amphibious landing. 

 

 

Mountain Infantry 

Highly effective when used attacking in Mountain terrain. 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

Terrain 
(mts) 

Resist 
% 

Land 
Def 

Speed Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Mountain 
Infantry I 

4 1 0 +2 0 6 1 1 3 1 Comparable to 
Infantry, +2 bonus for 
mountain combat.  

Mountain 
Infantry II 

7 1 0 +4 0 7 1 1 4 1 Comparable to 
Infantry, +4 bonus for 
mountain combat. 

Mountain 
Infantry III 

10 1 0 +6 0 8 1 1 5 1 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 special hit-&-Ǌǳƴ ά¢ǊŜƴŎƘ 
!ǘǘŀŎƪέΣ ǊŀƛŘǎ ƻƴ ŜƴŜƳȅ ǘǊŜƴŎƘŜǎ ǘƻ ŎŀǳǎŜ Ŏŀsualties and withdraw without attempting to capture the region. 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

River 
Bonus 

Resist 
% 

Land 
Def 

Speed Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Assault 
Troops I 

12 1 2 +2 0 8 1 1 5 1 Best Land Attack, can 
attack infrastructure, +2 
bonus over rivers, special 
ά¢ǊŜƴŎƘ !ǘǘŀŎƪέΦ 
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ARTILLERY 

 

 

Artillery 

Artillery bombards land units and infrastructure only from adjacent regions and will not advance into contested 
regions. It has no defensive capability and must be defended by ƛƴŦŀƴǘǊȅ ǳƴƛǘǎΦ ¢ŀƪŜǎ ƻƴŜ ǘǳǊƴ ǘƻ άǎŜǘ ǳǇέ ŀŦǘŜǊ ƳƻǾƛƴƎΦ   

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

Range Land 
Def 

Speed Fuel 
Cost 

Coal 
Cost 

Arms 
Cost 

Main. 
Cost 

Specialty? 

Field 
Artillery 

3 0 1 1 2 1 1 0 1 5 Available early in 
game, inexpensive. 

Trench 
Mortars 

3 0 2 1 0 1 1 0 1 7 Early game unit with 
better infrastructure 
bombardment 

Gun 
Howitzers 

4 0 3 1 0 1 1 0 1 10 Improved land and 
infrastructure damage 

Heavy 
Siege Guns 

6 0 6 1 0 2 1 0 1 12 More overall damage 
and faster (wheeled) 

Railway 
Guns 

6 0 7 1 0 Varies 
based 
on level  

0 1 1 15 Rail-dependent, best 
infrastructure damage 
in game. 

Long Range 
Siege Gun 

2 0 2 2 0 Varies 
based 
on level 

0 1 1 20 Rail-dependent, 
longest attack range 
in the game. 

 

Anti-Air 
Guns 

0 2 0 N/A 2 3 1 0 1 7 Mobile units that 
defend land units 
against air attacks. 

 

Friendly Fire 

When firing artillery from an adjacent region into a region where a battle is ongoing, there is a 50% chance 

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

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 fire by 1%.  So, as an example, if you have 10 

Observation Balloons 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 support ȅƻǳǊ ŜƴŜƳȅΩǎ ŀǊǘƛƭƭŜǊȅ ōŀǊǊŀƎŜΦ 
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ARMOR 

 

Tanks 

The only land unit in the game with armor to resist hits. 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

Resist 
% 

Land 
Def 

Speed Fuel 
Cost 

Arms 
Cost 

Main. 
Cost 

Food 
Cost 

Specialty? 

Tanks I 4 0 2 5 2 1 1 1 8 0 Damage resistance makes 
these good for leading 
attacks. 

Tanks II 6 0 3 7 3 2 1 1 9 0 Improved resistance and 
faster than infantry. 

Tanks III 9 0 4 10 4 2 1 1 10 0 Best damage and 
resistance of all tank units. 

 

AIRCRAFT 

 

Balloon and Airship 

άhōǎŜǊǾŀǘƛƻƴέ .ƻƴǳs: All aircraft give a +1 bonus to artillery firing into the region where the aircraft are located.   
Each aircraft in a region where a battle is occurring reduces friendly fire chances from artillery by 1%. 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

Sea 
Attk 

Sub 
Attk 

Mission 
Range 

Rebase 
Range 

Fuel 
Cost 

Arms 
Cost 

Main. 
Cost 

Specialty? 

Observation 
Balloon 

0 0 0 0 0 1 1 1 0 1 Only unit that can be 
in adjacent region and 
still get observation 
bonuses. 

Rigid Airship 2 1 1 2 2 10 20 1 1 8 First long range 
bombers. 

 

 

Bombers 

άhōǎŜǊǾŀǘƛƻƴέ .ƻƴǳǎΥ !ƭƭ ŀƛǊŎǊŀŦǘ ƎƛǾŜ ŀ Ҍм ōƻƴǳǎ ǘƻ ŀǊǘƛƭƭŜǊȅ ŦƛǊƛƴƎ ƛƴǘƻ ǘƘŜ ǊŜƎƛƻƴ ǿƘŜǊŜ ǘƘŜ ŀƛǊŎǊŀŦǘ ŀǊŜ ƭƻŎŀǘŜŘΦ   
Each aircraft in a region where a battle is occurring reduces friendly fire chances from artillery by 1%. 

Name Land 
Attk 

Air 
Attk 

Infra 
Attk 

Sea 
Attk 

Sub 
Attk 

Mission 
Range 

Rebase 
Range 

Fuel 
Cost 

Arms 
Cost 

Main. 
Cost 

Specialty? 

Bombers I 1 1 2 2 1 3 6 1 1 4 First bomber aircraft.  
Most effective against 
large targets. 

Bombers II 2 2 2 2 1 5 10 1 1 6 Longer range, better in 
air combat, more 
effective land attack. 


