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MAKING HISTORY Il

THE WAR OF THE WORLD

INTRODUCTION

MAKING HISTORY Il: i The War of istatuen-basedrgriardi o
strategy game. Its setting is the early to mid 20th century. Thematically
and from a content perspective, it belongs to the WWII strategy genre.
However as the title suggests, MAKING HISTORY also provides an
experience that embraces the idea that players can influence and
experience historical alternatives. This is the essential core design
philosophy of the MAKING HISTORY series and one that influences all
areas of the game design.

MAKING HISTORY Il is a game system and not merely a single game set
to a specific era. The gameplay is geared towards classic strategic level
nation management decisions. This is not just a game limited to conquest
& war. In MAKING HISTORY Il as in the real world, fielding an army is the
result of economic and domestic choices that for the most part decide the
outcome of wars. The War of the World will further emphasize the
importance of economic gameplay and expand the responsibilities of
governing that go beyond troop movements. Of course, waging war will
remain at the core of the game. New military features have been added
that bring depth and realism without overwhelming the player with trifling
detail.

Losing a city with a lot of industrial capacity is one thing, but having your
only tank factory fall to the enemy could spell disaster. In other words, its
going to be important what you build and where you build it. The game will
start each nation with some infrastructure in relation to the scenario start
date. It will be up to the player to make choices between modernization,
wealth creation or military buildup. Buildings will be a drain on your money
and resources so economic choices will have to be made.



TUTORIAL OF KEY GAMEPLAY

HEL P! | jJust started playin
lost!

Well of course you are! National leaders spend years preparing

for this role, and youdve been th
chose your nation and started playing. Fear not. This section

will help you get started, set some definite objectives and goals,

and begin to go about making them happen. There are also

links to detailed sections in the main part of the manual.

What is your Strategy?

Decide what your long term goals are.

9 Are you playing a nation that will be trying to expand through conquest?

1 Or are you attempting to maintain the status quo and forge alliances with like-
minded nations as you keep a wary eye on the expansionist nations?

9 Are you actively trying to promote your ideology?

1 Would you like to be the most powerful nation, or part of a winning alliance?

Consider your time horizon.

9 If you begin play in 1933, you will tend to have more time to build up your
industry and advance your research. This is not guaranteed, though, especially
in multiplayer.

9 If you start in 1939 or even 1936 you will need to act quickly. The expansionist
nations will have fairly large military forces built up, and will need to use them

before they begin to drain their treasuries and
threaten their stability. GAMEPLAY HINT:
Although you can
These decisions will influence which strategy you will use. play any nation in
However, there are a number of gameplay functions that Making History II,
are universal to almost every nation. It is recommended the primary game
that you learn these first and then explore the details of balance is slanted
each area more closely. tow ard the major
nations of the
era.

-10-




The game has begun!

The first thing you will see when the game begins is your nation information profile
displayed in the center of the screen. This shows you all the assets you have at the start
of the game. These include:

1 the number of cities and regions,

T tot al number of i ndustri al production uni't
T research production units (RPUOGs) indicate
technologies,
1 raw materials to use for building things or to trade,
9 food stockpiles to feed your populace and to trade,
9 a breakdown of your military forces,
9 your government type,
91 capitol city,
1 your treasury amount.
At the top is a descripti onOnoefyouyhaveireviewmeat i on 6 s

everything, exit the screen and look at the map.

MAP & surrounding PANELS

The map shows a 3_D representation of the world, divided into regions. Objects visible
on the map include military units, cities, coal, metals and oil producers, rivers and
contours. As cities add specialty buildings, they appear as part of that city, and as
resource producers improve, the more advanced mines and oil refineries also appear.

MAP MOVEMENT:

1 Hold down the left mouse key and move the mouse to shift position,

1 Use the WASD keys to move up, down, left, and right.

1 Move the mouse to the edge of the screen to move the map view in that
direction (Full Screen mode only).

Clicking in the minimap (see below) will shift position to that location.
Scroll the Mouse Wheel to zoom in and out.

Use the Home and End keys to tilt the angle of the map.

= =4 =9
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n Bar
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Selection .
Panel ‘ o

SURROUNDING PANELS

1 The Information Bar is displayed along the top. When you build something in
a city or region, the moment you choose to begin that project the resources and
available manpower required to complete it are immediately deducted from the
stockpileshere. Thi s Apay as you god0 makes it easi €
order that cannot be fulfilled.

1 Notifications are displayed in the upper right corner. Each turn they show you
what 6s happen e actioassakea byryaisothér playerd (in
multiplayer) or the Al-controlled nations. Mouse over the icons to see the various
categories. Individual icons flash when that category contains new data. The
Notification panel can be opened or closed.

1 The Selection Panel is in the oppositg comer | SAMEPLAY HINT:
(lower left). Anytime you select something from
the map (city, region, unit) details about the Almo st all of the
selected item appear here. icons that control

1 Main Game Controls and Minimap are in key panels have a
the lower right. From here you can access Hotkey as well. A
almost any panel in the game, or use the complete li st of
minimap to shift the map view immediately. Hotkeys can be
The icons to the left of the minimap show found in the
various Map Views. For details on this panel go | Interface section
to PAGE 27. on Page 27.

-12-




Improving Cities & Regions

Whether you are planning aggressive expansion or a defensive stance, you will want to
build up your cities and regions. To do this, you will need resources and money

RESOURCES & MONEY

Resources are obtained through mines and oil extraction in your regions, or traded on
the World market. Wealth is generated through trade and producing and selling various
goods, resources, and arms. Deficits lead to regional and national instability. Resource
shortages stall city production.

Cities are your manufacturing centers used to build
military units and a variety of goods. At any given
time, you can either grow your city by building more
factories or expand its capabilities by constructing
research facilities and specialty buildings. As your
city grows and expands, the number and type of
units and goods available to build also expands, as
do the maintenance costs, resource and manpower
requirements to keep it
constructed a research facility like a University, you can also begin assigning
technology research to that city. Depending on their size, your cities will begin
with one or more factories, and perhaps a few universities and specialty buildings
such as a munitions or vehicle plant. This starting level will vary greatly
depending on the size of the nation
begins. A detailed list of city buildings and their uses can be found on PAGE 60.

Regions are the areas of land that make up your nation.
In wartime, battles are fought for the control of regions.

Whoever controls a region controls the resources, cities,
and people within that

region. You can improve GAMEPLAY HINT:
your regions by assigning
projects to them. There are The key
four main types of projects: You can quickly
military projects improve access a panel
your air, land, and sea defenses and capabilities, with  sortable
resource projects increase the output from any lists of all
coal, metals, or oil producers present in the region, .
food projects increase thcgles,rr%sgqrcgnés
transportation improvements allow units to travel Centers, and
through the region more quickly. A detailed list of regions assets
region projects can be found on PAGE 70. by clicking the

(G key).

-13-
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Research

UNIVERSITY REQUIRED

Unless you chose a very small nation to play, chances are you will begin the
game with at least one city containing a University, and so will be able to
begin researching new technologies. Each University you build provides
one Research Production Unit (RPU) which can be assigned to various
research.

research

1 From your city list (C-key) choose the Research Centers tab.

T Click ANo Projectd to see your

9 If you want to see more details click the city name and bring up the City
Management panel showing Research Project Orders.

9 Click through the tabs to review all your options. Those unavailable are
grayed out.

1
UNLOCKING NEW PROGRAMS
Each program you complete will unlock either a gy WORLDZ REPORT 3]
new or upgraded military unit, new or upgraded [EEE____ __seu

. . . United Kingdom completed

city building, or a new or upgraded region research on Amphibious
improvement. Completion also usually unlocks Assaults.
new research. Find more about research on
PAGE 58.

1 To view the Research Tree click the (R-key).

1 Hold down your left mouse and you can move

Research Tree around.
1 The scroll button changes the zoom.

GAMEPLAY HINT:

Research AChokepoint
Look at the research tree carefully.
Many programs can be critical to
reach specific technologies required

for your individual strategy: a
strong navy, for example, or more
advanced tanks. Skip some pro

or save them for later to get to your
critical programs more quickly.

grams

-14-
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Your Economy

SETTING UP TRADE

; Each turn, the game will initiate trades between every nation in the game,
including yours. Players can control these trades by deciding which
resources to buy, which to sell. To get started, click the (T-key) to open up
your Trade & Finances panel. There are lots of numbers here, but you
only need to focus on a few to get started.

Stockpile Management

A b L 3 v

Stockpile Target | 1,000 | | 2,500 | | 3,000 || 2000 | | 2,000 |

((10°) (100) (1000) ((10) (100) (1000) ((10°) (100) (1000) ((10) (100) (1000) (10) (100) (1000)
(10 (:100) £1000)

Market Order Sell Only None Buy Only Sell Only Buy Only

Current Stockpile 1,150 1,928 3,647 31,880 826

9 Stockpile Target: This is the amount of each resource you would LIKE to have
unused and ready. As resources become scarce this may be hard to maintain,
especially if you make the stockpile amounts too high.

1 Market Order: Each resource can be set to Buy Only, to Sell Only, to Buy or
Sell, or None. Since you will want to be buildingfact or i es ear |l y i
important to have Coal and Metals, s o s e tBuy Onb/anKeemin mind
this can get expensive, and most likely you will be in debt for the early part of the

n

t he

game, as most of the world was for part of

DEFICITS & STABILITY

ltés al most i mpossible to build yoTUheglobalt i on i

depression in the 19306s affected nearly
financial situation will get worse before it gets better. In fact, for most players getting out
of debt and finally having your treasury
your key objectives. Before that, while your nation runs a deficit, you will be losing
stability. Mild instability will have little effect, but if your deficits are too severe or
maintained too long, you may see regions trying to rebel or secede from your core

nation. Keep an eye on the Stability number.1 t 6 s at the top | eft
(top center of your screen).

GAMEPLAY HINT: Sell Arms for quick cash.

If your stability is taking a hit, but you are still running a

deficit, set cities with munitions plants to produce Arms, then
sell them for big bucks on the world market! Be sure to monitor
the fluctuating prices!

-15-
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Your Military

BUILD

Units are built in cities. They can be single entities or formed into groups
(armies, air groups, fleets). Ships can only be built in cities with ports, planes
can only be built in cites with an aircraft plant (city improvement) and an airfield
(region improvement). More about building units on PAGE 52.

USE

Left-click to select, Right-click to take action or open the menu. Right-click in a
destination region to move there or open a menu if there is more than one
option. More about using military units on PAGE 53.

ADJUST

Once selected, the icons at the bottom of the selection panel (lower left corner of your
screen) will let you expand the panel to see details, merge units into armies
(groups), split units, or delete the unit. More details about adjusting forces can
be found on PAGES 5371 55.

MANAGE
Click the (M-key) to view information about all your military forces. This is a great place
to take an inventory of your forces, initiate upgrades, and view locations of all
o your troops. More detail about managing military forces can be found on
PAGE 56.

GAMEPLAY HINT:
Upgrade troops gradually.

Once youbve researched a few things, yol
forces that can be upgrad ed. Failing to do so can leave you

with an obsolete military. However, upgrades cost arms, so

improving too many units at once quickly drain s your s tockpile.
Instead, upgrade troops in critical locations first, then add a

few more each turn

-16-




Your Government

Managing the state of your nation can get complicated. To review details of your
government 6s g&-key) toopen thel Goverkment lpamel. From this one
location you can review your current status and see a lot of information about your

country.

#%° Government

United Kingdom

Q Rank State Nationality Total Population
British 468,189,899
‘ iFlm State Culture /., State Religion
2nd 5 ‘ Anglo-Celtic | Protestant
MPUs
N‘ 2nd Ethnic Groups
British
Tech
! National Status 8 3d
Independent I MPU Growth Rate
« 3rd 213.82 per Tum

@ Government System
Democratic

Political Balance

s 3 . 2
Koo S 5% i % e 5% | & Government Programs

Internal Affairs
Conduct Internal Pr

3,551rertum  100% 0

1) National Stability Revolt Risk e
*100% None
Stability Modifiers
. ]
S1 2 “‘i 5

wz + 2 )

ﬁ Government Programs w Nationalities ":’ZSubordinates

v Food Demand Filled Supply Shortage

) L=
=11

International Relations
. Allies
Alliance Leader
) L]
=1 [~
Alliance Members

~1

National Enemies

H
1)
@

Military Access Treaties
Nations granting Military Access
= I —

Nations with Military Access

Trade Embargoes

Nations Under Embargo

EXi:A

Nations With Embargoes

Arms Trade Agreements
A —
— ]

v Food Trade Agreements

1 IElEN—=

INTERNATIONAL RELATIONS

Alliances,

Wars,

treaties,
Embargoes

Trade agreements

= =4 = = =9

GOVERNMENT PROGRAMS

1 Internal Propaganda (set here)

1 Espionage Programs (set

-17 -
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YOUR GOVERNMENT®S RULI NG | DEOLOGY
What percentage of your people are supporting your ideology?

NATIONAL STABILITY
Lets you review your Stability percentage, revolt risk, and the specific modifiers
that positively and negatively affect your Stability.

LIST OF SUBORDINATES
When you begin the game you may have control over other nations. The type of
nation status indicates whether you have more or less control. When you
conquer another nation you will get to decide their fate from the following options:

1 Annex: Annexing offers the most control--you essentially make the area part of
your core nation--but the people in those regions will be most likely to rebel or
cause your national stability to drop. Any troops built in annexed areas remain
under your control even if the region rebels.

1 Create Colony: Colonies offer less control, although you can still choose what
the cities and regions build. In return, the regions that make up your colonies are
less likely to rebel, unless your core nation begins to lose a war and they see an
opportunity. However, any troops you create in your colonies recruit from the
local population, so if you're the UK, and you've created infantry in India, if that
area rebels, those troops defect to the new nation.

1 Puppet States: Puppets represent the least control. You can't choose what's
built in cities and regions, but these nations will follow your lead for alliances and
going to war, let your troops stay in their regions. They will not rebel against you.

1 Grant Independence: removes all control, but you can choose the ideology of
the new nation when it's formed. They will be inclined to join any alliance you
offer.

NATIONALITIES UNDER YOUR CONTROL

I View details
1 Change status (Establish colony or puppet state, grant independence.)

GAMEPLAY HINT:
Regional vs. National Stability.

Regional instability (often seen in

recently conquered regions) can result in

a rebellion that affects a single region.
Instability at the national level can

result in a coup or whole areas of a

nation splitting off and forming a new

nation. Pay attention to the modifiers

that affect stability!

-18-




Diplomacy

Diplomacy is a crucial part of the game. Knowing when to ally --and when not to-- can

mean the difference between winning and losing. Diplomacy has many more options

that just alliances, though. Espionage, sabotage, financial aid, nation to nation trading,
embargoes, and of course, declarations of war and offers of peace. Which should you
choose--and when? There are noeasy answers. | n g ener atbavoidallialees b e st

that might get you pulled into a war youodd r at
protect and benefit you, and that fiFor with the
instance, i f youdre pl aywithgascests® €Eammenista,t i ¢ nati o

ultimately this will not help you win the game.

Early on in the game itds usually safe to pro
needed resources. You can attempt to steal research frc
willing to risk the hit to your international relations should you get caught!

WORLD NATIONS
There are two main panels for Diplomacy. The first is the

“  Diplomatic Actions

VWA Treaties & Declarations

list of World Nations. Access this by clicking the (N-key). N —
This is a purely informational panel that lets you see every Grant Military Access Treaty
nation, alliance, and war, as well as which nations support Leave Alliance

particular ideologies. To take action you will need to Propose Trade/Ald Agreement

Support Government

choose a particular nation.
Propose Territorial Transfer

FOREIGN NATION PANELS .gg\i/;rlrn!g\fmioﬁrograms

Select these by clicking on a nation name from the list of Fund Political Opposition

World Nations, by right-c | i cki ng wi t hi n g sabotageacity rders
on the map, or on their flag icon wherever it appears. This Sabotage a Region

opens a panel where you can take diplomatic actions that
include all treaties and declarations. This is also where
you set government programs involving foreign intervention, including spying, stealing
research and sabotage. Foreign Nation panels also let you see what improvements a
nation is making to its regions, and what it is producing in its cities.

GAMEPLAY HINT:

Dondt get <caug
Choose wisely which nations

you plan on stealing

research from or

sabotaging. Getting caught

will damage your relations

and can | ead to w;
overdo it because sooner or
later the law of averages
will catch up with you!
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GETTING STARTED

SYSTEM REQUIREMENTS:

Supported OS: Windows XP with SP2, Vista, Windows 7

Processor: 2 GHz Intel Pentium dual core or equivalent
recommended

RAM: 2GB recommended

Video Card: 256 MB DirectX 9.0c-compliant, Shader 2.0-
enabled video card

Sound Card: DirectX 9.0c compatible

Hard Drive
Space: 2 GB

INSTALLING THE GAME

From CD:

1. Ensure your computer meets the minimum system
requirements including hard drive space.

2.  Close all other applications.

3. Insert the CD in your CD/DVD drive

4 When the installer begins, follow instructions to complete
install.

5. If Autorun is disabled, or installer does not begin
automatically, click Start> My Computer. Select the drive
CD is in, and choose Open. Double click the MHIl.exe file
to begin installation.

Digital Download:
Once the game has completed downloading to the desktop,
click on the MHII icon to begin the installation process and
follow all instructions.
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UNINSTALLING THE GAME:
7. From the Start Menu, navigate to MAKING HISTORY Il and
choose Uninstall, or
8. Navigate to Add/Remove Programs > MAKING HISTORY Il

BACKING UP & REINSTALLING Digital Download:

2. You can save the executable file to anyplace on your hard
drive, burn it to a CD or copy to a flash drive.

3. You can also re-download the game from making-history.com
by simply downloading the demo and installing it with your
license key when asked.

= ———— [

| MAKINGHISTORY 1 mom

GAMING HEADGQUARTIERS ~ . [Sonin)

N S —

< -

Registering your game at the
MAKING HISTORY
GAMING HEADQUARTERS:

. From your web browser, navigate to http://making-history.com

. Click REGISTER at the top right.

. Fill out form, submit, and respond to confirmation email.

. Log in and click your user name to view your profile.

.I'n the column at the | ower | e
. Enter your license key for each product you wish to register.

NOTE: Only REGISTERED COPIES of MAKING
HISTORY Il will be able to make use of the Online
Multiplayer Service.
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THE MAIN MENU

g B
a’ Making History II =0 S

MAKING HISTORY Il

THE WAR OF THE WORLD

Single Player
Muﬁblayer
Load Game

Options

Credits

v1.23.17952.7

Game :v1.23.17940.16 Launcher

Game Settings

Note: You may want to set

i ) i Resolution &
Options before playing. This 5
efresh Rate 60Hz ~
menu lets you set screen 5
. . . . ullscreen
resolution, adjust animation Client Process
H H Show Worker Animations
settlngs to improve performance’ Show Construction Animations
and set the game to fullscreen or Pre-release Update
windowed mode. B o DML v
are released
This is also where you can find T oo oot

The Verify Game Content
button. Verify Game Content is a diagnostic tool used iftheg a me won ot
This can be caused by a corrupted file or an interrupted download while

updating.
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Starting a Single Player Game
1. From the menu options, choose: Single Player
2. Choose a Scenario from the list and Click: Next.
3. Choose your nation
4. Set Scenario options:
a. Victory Condition: (Game Mode) sets the win condtions.
b. Enable/Disable Fog of War: Disabling makes entire map and each
nationbés military units visible.
c. Set Difficulty level: Harder settings give the Al more advantages.
d. Model Set: Smaller model sets increase performance.
e. Autosave: Determines how often the game automatically saves.
May increase End Turn duration.

5. Click Next to start the game.

Hostlng a Multiplayer Game Through the Lobby
From the menu options, choose: Multiplayer

Choose Host Game

Select a Scenario and click Next

Choose a Username when prompted
Choose a Nation

Set Scenario Options as in Single Player. The Host chooses Victory
Conditions, Al difficulty and Autosave Options

Click in Turn Timer box to set Day/Hour/Minute settings for Turn Time.
8. Do NOT click Next until all players have joined.

ok wNE

~

Joining a Multiplayer Game Through the Lobby
1. From the menu options, choose: Multiplayer

2. Choose Join Game

3. Choose a game from the available games on the list, identified by the

H o s tPAddress

Enter your username

Choose a Nation (nations already selected will be unselectable)

The only Scenario Option available to players not hosting is the model set.
Wait for the host to begin the game.

Communicating while in the Lobby: There is no chat in the lobby, so players
should use their current messaging (AIM, Skype, etc.) until entering the game.

No oA

Reloading a Saved Game

1. When the game initiates, choose Load Game

2. Choose your game and click Next

3. On the Nation Select screen, the default will be the nation and options
youbve been pl ayi n dgplapadiffergntoationma n choose
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choose different options to continue
choices, click Next.

Hosting a Multiplayer Game Using the MP Service
1. Go to http://making-history.com
2. Log in or register for the site
3. Go to your Profile page by clicking on your username
4. If you have not yet registered your copy of MHII, click Register

Product in the left column and enter your key

Choose a Scenario under Start a New Game

6. Enter your game name in the dialog box, set to Friends Only or
Public.

7. For Friends only, your friend list will open. Select whomever you want
to join and they will receive a notification from you informing them of
the invite.

8. When you return to your Profile Page you will see your game listed
under My Active Games

9. Clickonthegame name to go to that gameds

10.Choose a nation from the menu and change Options to adjust the
game parameters.

11.When a player joins and selects a nation that player appears on the
player list.

12.When everyone has joined click the Start Game button in the upper
right to begin playing..

o

Joining a Multiplayer Game Using the MP Service

Joining a Public Game:
On the Home page of the Making History Gaming Headquarters website,
click the Open Games tab.

Joining a Private Game:
You will receive a notification from a friend via email and as a private
message on the GHQ site.

Saving the Game
1. Click the Main Menu icon on the far right side of the control panel above
the minimap.
2. Enter the name of your save on the text box and click ENTER.
3. Click Return to Game to continue playing or Exit game to exit to desktop.
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GAME CONCEPT

MHII is organized around nations, regions, cities,
and units. To succeed in your role as national leader
and ultimately achieve victory in the game you must
skillfully balance economic growth and national
security while maintaining domestic stability. All . 8
around you, other nations are doing the same. You
can engage them with diplomacy, undermine them
with espionage, or attempt to conquer them and take
what is theirsd unless they attack you first!
Whichever path you choose, you will implement your
strategy through one of these four areas. These
brief descriptions will show you what each is
used for in the game.

Nations: At this level you control diplomacy and economic functions such as
financial aid and the world market. Nations have variable amounts of Manpower
uni t s (wWMdhudicate the number of unemployed citizens available to
work. If you try to build too much at once, the manpower pool can drop to zero,
slowing or stopping research, city production, food production and regional
upgrades. This is especially true when playing smaller countries. Eliminating
programs and improvements, reducing military units, and dismantling factories in
cities will increase the manpower available.

Regions: I n some respects, each r ergucontoli s
upgrades to transportation, ground fortifications and air defenses at this level.

You also manage resources located within the region (Food, Oil, Metals, Coal)

and can build military installations such as air and naval bases. Regions have
unique religions, ethnicities, and cultures which determine the stability of the

nation as a whole. Unstable regions can attempt to secede from the core nation.
During wartime, battles occur in regions, and the victor gains control of the region
and the cities, resources and citizens within it.
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Cities: Cites are the centers of research and manufacturing. They are where
you add to your city infrastructure by constructing buildings that increase your
research or manufacturing capabilities. Cities can create ground, air, and naval
units, as well as troop transports. They also produce arms and goods that you
can use or sell on the world market. Cities can also construct new buildings that
allow new types of units and buildings to be constructed. Each city can only build
one thing at a time, and research one thing at a time, although research is
shared with the entire nation, so three cities set to research the same thing will
complete that research faster than only one.

Units: Units encompass all branches of the military: ground, sea, and air, as
well as support units like transports. They are created in cities. Units have
multiple hit points, can be damaged, repaired and destroyed. They have morale,
experience and supply levels which affect their combat effectiveness. Some
units also have special abilities, such as submarines or paratroopers.

VICTORY CONDITIONS

Conquest Victory:
Capture and hold a specific set of cites
before time expires,

Ideology Victory:
Every nation is one of 4 ideologies:
Democratic, Fascist, Communist and
Authoritarian. In an Ideology Victory, the
group of nations whose ideology has the
highest point total when the last turn ends
wins.

Nation Victory:
Each region in the game is worth a specific number of points. In a Nation
Victory game, whichever country has the most points when the last turn
ends is the winner.

Alliance Victory:
Each nation that is a member of the most powerful alliance when the last

turn ends wins the game. |l tds possibl e
condition, if that nation has more points than any allied group of nations in
the game.
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PRIMARY INTERFACE

Mouse Functions

Left-click to select,

Right-click to open menus and move units

Scroll to zoom in and out or scroll panels.

Hovering your mouse over any region, nation, or unit for a few seconds

will trigger a tooltip to display with information about the item.

1 Holding down the left mouse button while on the map and moving it will
shift the map view.

= =4 =4 =

Keyboard Hotkeys:

F1 Normal Map View

F2 Political Map View

F3 Empire Map View

F4 Demographics Map View

F5 Revolt Risk Map View

F6 Ideology Map View

F7 Terrain Map View

F8 Region Improvements View

F9 | Trade Routes Map View

F10 | Region Supply Map View

F11 | Weather Map View

F12 | Region Points Map View

C City & Region Management
E Encyclopedia
N World Nation / Diplomacy
M Military Panel
R Research Tree
T Trade & Finance Panel
Z Main Menu
Shift + Space | End Turn
Space Toggle detail panel
End Tilt to Top-Down View
Home Tilt to Low Angle View
WASD or Map Movement
Arrow keys
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Moving Units:

Left-click to select

Right-click destination region
Right-click additional regions to extend.

Right click unit to open menu and cancel order
When right-clicking a destination, if the unit has more than one option, a
menu opens to display the choices.

akrwpnPRE

Selecting Cities or Regions:
1. Left Click the city or region. Information is displayed in box in lower left
corner.
2. To expand the box in the lower left corner to get more information, click
the area to the right of the region or city name in the lower left box.
3. Cities and regions can also be accessed from a comprehensive list via the
city icon above the mini map, or tapping the (C-key).

Selecting Nations
Move mouse over desired nation and right click, choose the nation name
in the options.

Sorting lists
Most lists with multiple columns allow you to sort priority by clicking on the
column headers.

Toggle open/closed
Most hotkeys are toggles, so clicking a particular key once will open a
panel, and clicking it again will close it.

Minimize game to Startbar
Tap Alt-Tab to minimize the game
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RESOURCES

Each nation will have a variety of natural resources that can be cultivated for
wealth generation through trade or used in manufacturing. These resources
appear in your regions and can be developed by setting region projects. For
more details about resources, see the Information Bar section.

Metals: This represents Iron, copper and other ore that can be used to create
various metals. Metals are required for most building projects in the
\ game, including vehicles such as tanks and autos, many types of goods,

planes, ships, arms, factory and specialty buildings, mines, regional
defenses, roads and railways. Metals are procured through trade or by building
mines in the regions that contain this resource.

Coal: Coal is required for aimost every building project in the game, including
vehicles such as tanks and autos, planes, ships, arms, factory and

' specialty buildings, mines, regional defenses, roads, railways, and farms.
Coal is procured through trade or by building mines in the regions that

contain this resource.

Oil: Qil is required for vehicles such as mechanized and motorized forces, tanks
and autos, planes, ships, and certain specialty buildings. Oil is procured

& through trade or by building oil refineries in the regions that contain this
resource.

Food: Food is required for MPU growth and is a factor in maintaining stability.
Food is generated to some extent in most regions and can be increased by
building farms. It can be sold on the market to generate wealth. It is
required to produce Canned Goods.

GOODS

Different types of manufactured goods generate varied amounts of wealth. The
more wealth generated, the more raw materials are required. Some options
require specific city buildings. Players have a variety of options based on which
resources they have in abundance.

Basic Goods:
7= The default unit of wealth in the game. Any city not assigned a different
ﬁ project will default to basic goods. Produces $1 million per IPU. Does
not require any raw materials.

Fish Products:
Increases the amount generated to $1.25 million per IPU. Requires (1)
==y Oil per IPU and also requires a Food Processing Plant.

-
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Textiles:
Increases the amount generated to $1..625 Million per IPU, and requires
(1) coal per IPU.

Appliances:
~=_ Increases amount generated to 2.25 million per IPU and requires (1)
w Coal and (1) Metals per IPU.

Canned Goods:
s#==. Increases the amount generated to $2.5 million per IPU. Requires (1)
'i]E metals, (1) Oil and (1) Food per IPU and also requires a Food

" Processing Plant.

Autos:
Increases amount generated to $3 million per IPU and requires (1) Coal,
' (1) Metals, and (1) Oil per IPU and also requires a Vehicle Plant.

Arms:
Arms are a unique commodity. They are created through

x manufacturing, requiring (1) metals and (1) coal per IPU, and require a
Munitions Plant. They can be sold or traded like resources. The wealth
they generate varies depending on current World Market demand.

Goods Figure #1

Wealth | Metals | Coal Oil Food | Specialty Building in

ltem periPU | 1/1Pu Ja/iPuf/iPufLriPu City
Basic $1 million None
Goods:
P P M e
Fish $1_._25 X Food Processing Plant
Products million
Textiles $1.625 X None
.mmmn |
Appliances || $2.25 None
.mmmn X I X | | | |
Canned $2.5 Food Processing Plant
Goods Million X X X
Autos $3 Million X X X Vehicle Plant
Arms Variable X X Munitions Plant

Everything players build in the game requires raw materials, manufactured
materials, or both. Raw materials are found in various regions, or can be
purchased from the world market. Manufactured goods and arms are created in
city factories.
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THE MAP

100% | s7.8am637,%00 | 29292 55: 30968 723

= Information Bar

SRS

Selection | _

The map is where you will spend all your time while playing the game. There are
a number of different map overlays that give players specific information at a
glance about regions across the world as well as key areas that let you find
information and take actions.

Navigating the map
1. Click on the minimap in the lower right corner to quickly shift the view to
any area on the globe (or) press and hold down the left mouse button
while moving the mouse to move the map.
2. Scroll the mouse wheel to zoom in and out.
3. Use the Home and End keys to change the angle of the map.

PANELS AND DISPLAYS

There are a number of areas around the edges of the map you will use to view
information about the game and take actions. They include:

1 The Top of Screen Display,

1 The Notification Panel,

1 The Main Control Panel, and

1 The Selection Panel.

Clicking various buttons on either the Selection Panel or the Command Panel

replaces the Selection Panel with the Detail Panel. Some Selection Panels can
also expand to show specific details, such as the Military Group Panel.
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THE INFORMATION BAR

Located along the top of the game screen, this display gives you current
information about your nation including treasury amounts, Manpower
numbers, | PUbs and current resource

N ST

1,055 2593 4492 30968 723

STABILITY:
The lower this gets, the more likely unrest and rebellions can emerge in
your most unstable regions, especially in subordinate nations. Stability is
affected by the state of your economy, wars, and deliberate political
meddling.

1,055 2,593 4492 30,968 723

100%)| $7,848,637,500 | | 29,292 11,224 /| 32

TREASURY:
White numbers are good, red numbers are bad! High levels of debt will
reduce your stability.

/ )

4492 30968 723

MANPOWER:
The number of unemployed workers you have available for production,
agriculture and military forces.

4,492 30968 723

INDUSTRIAL PRODUCTION UNITS (I PU©6 s)
The total number of Industrial Production Units for all your cities
combined. IPU amounts determine how much manufacturing your nation
is capable of. Each building or unit requires a certain amount of IPUs to
complete.
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100% | $7,848,637,500 || 29,292 1,224] 32 == 2,593 4492 30,968

|1

RESEARCH PRODUCTION UNITS ( RP U6 s)
The total number of Research Production Units available to your nation.
RPUG6s are required to rlctyarmstltabeanew t ech
University to be capable of research.

D 3 |

11 » -

100% | $7,848,637,500 || 29,292 1,224/ | 32 0 1,055 2,593 4492 30,968

ATOMIC WEAPONS:
Your Atomic/nuclear weapons stockpile for nations who have developed
that technology.

¢ FYIERIF

N | )

|1

100% ) | $7,848,637,500 | [ 29,292 [1,224)| 32 _ 1,055 _ 2,593 4492 30968 723

ARMS:
Armaments and equipment to keep your military units combat-ready.
They are also a valuable trade item on the World market. Shortages
adversely affect your combat ability.

' & A .‘ ﬂv .l \ I ';'.,.

1

100% | $7,848,637,500 || 29,292 1,224/ | 32 C 1,055 2593 4492 30,968 723

METALS:
Used in the construction of buildings and many military units. Excess
stockpiles can be sold on the market. Shortages slow manufacturing.

‘ " =gy

D 31

|1

100% | $7,848,637,500 || 29,292 1,224/ | 32 2,595 1 4,492 [ 30,968

COAL:
A key energy resource for manufacturing, coal is also a valuable export.
Shortages slow manufacturing.
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Used in the construction of buildings and many military units. Shortages
can cripple combat effectiveness and slow manufacturing.

100% | 1055 2593 4492 30968 723
FOOD:
Affects manpower and productivity bonuses. Can also be a valuable trade
item on the world market. Grown in most regions on farms.

THE NOTIFICATION PANEL

The Notification Panel is located on the left side of the screen. In the corner at
thet op 1 s y our Justddlowaamsdieas officona grayed vertically can
be selected to show details from the previous turn. Each icon shows data
specific to that area of the game. This panel also contains the chat feature for
players to use in multiplayer games.

e Click any icon to
‘2 g’y"(r)rg;iuﬂr;\mary togg’e ane’
S open/closed

Name of notification
category selected
appears here

A’
AN

All

0000 xBRE A @

Our laboratories in Liverpool
achieved a scientific breakthrough
on Airborne Assault.

New Georgia completed Early
Warning Radar.

Guadalcanal completed Early
Warning Radar.

Categories with
new information
will flash

Infantry lll 60th Infantry proa. ~ed in
Amman.

Rocket Lab produced in Cardiff.

Japan attacked China in Tanggu.
Clicking on specific
notifications wil
center the map on
that location

China attacked Japan in Hangzhou
Bay.

China took control of Nunkiang.

L ___________J§ ¢ L _J

Manchuria attacked China in

Notification Panel Figure #1
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Notification Categories

NOTIFICATION .
PANEL

All Categories
Diplomacy

City Reports
Region Reports

Research Reports

Combat Reports
Govt. Programs

Trade
Power Ranking

Turn Status
Chat

All Categories:

A review of all actions from the previous
turn.

Diplomacy:

Alliance offer, treaties, and declarations
of war, etc.

City Reports:

Any city production completed is
displayed here.

Region Reports:

Any region production completed is
displayed here.

Research Reports

This area notifies the player when any
research program or research building is
complete, as well as any setbacks or
breakthroughs in any ongoing research.
Combat Summary:

Battle results are shown here.
Government Programs:

Results of espionage programs are
shown here.

Trade:

Review trade offers and see the results
of your trade deals.

World Power Ranking

Shows current scoring based on specific
victory conditions selected for the game.
Turn Status:

Shows the current status for all players,
and reveals who has ended turn in
Multiplayer.

CHAT:

Type in the text box and click fEnteroto
send messages to other players.
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THE MAIN CONTROL PANEL

N

> 06/17/1938 Turn Timer Off |

i

Turn: 283/676 ideology Scoring 1539:23
’ :
il 4

14

& X &

10

Main Control Panel Figure #1

Control Panel Layout
(1) Primary Gameplay Icons
(2) Scenario Status
(4) Map
Views

(3) Minimap

Located in the lower right corner of the game screen, the Main Control Panel
contains all the controls you need to quickly access any area of the game. Itis
divided into four areas.

1.

2.

The nine Primary Gameplay Icons are arrayed horizontally along the top
of the panel.

Just below is a rectangular box which shows the current Scenario Status
(scenario date, the current turn, and the turn time).

At the bottom is the Minimap to the right.

The Map View Icons appear to the left of the Minimap.
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Primary Gameplay Icons (L to R):

Each icon opens a panel the player can use to view and control a specific are of
the game.

City & Region Main Menu
Government EncyclopediaI

Diplomacy Trade & Financ

es
End Turn |

_@, | 74

Main Control Panel Figure #2

o SEOQOBRONO

Once the player has concluded actions for a particular turn, clicking the
green arrow icon advances the game to the next turn immediately when
playing single player. In multiplayer, the turn will not advance until all
players have ended turn. If the turn timer has been set for a specified
time, the turn will advance when the timer counts down to zero, or when
all players have chosen to end turn.

MILITARY A@@AQ AO

This crossed swords icon opens a detail panel where information about
the playerés military forces <can
and groups can be viewed for Army, naval, and Air Forces. Information
displayed includes: group composition (for groups), speed, combat power,
health, experience, supply and morale. To learn more, see the MILITARY
UNITS section on page XX or access the in-game Encyclopedia.

DIPLOMACY @@@

The rolled treaty icon opens a detail panel that shows current wars,
alliances, international relations and a comprehensive list of nations. To
learn more, see the DIPLOMACY AND INTERNATIONAL RELATIONS
section on page XX or access the in-game Encyclopedia.
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GOVERNMENT &= N ~ :
The marble column icon opens a detail panel with a complete list of all
your nations regions, a list of nationalities that inhabit your nation,
subordinate nations (if any) and many details about your nation-al status.
To learn more, see the GOVERNMENTS AND IDEOLOGIES section on
page XX.

CITY & REGION &= : : = S
The five-pointed star icon opens a detall panel of your natloncs capitol
city. The City Production panel is where you set production and research
for each city, and construct specialized buildings. This is also where you
can find the interactive research tree. To learn more, see the CITY
MANAGEMENT section on page XX or access the in-game Encyclopedia.

RESEARCH TREE = . ,
The beaker & microscope icon opens the Research Tree, which
illustrates each research program and its connection to the others.

TRADE & FINANCES &= NN ~ =
The dollar sign icon opens a detall panel of your Trade and Finances.
This Iis where you manage your nationods
amounts, choose which commaodities you wish to buy or sell, review
transactions, manage imports and exports from specific countries, and
view financial reports to see where you are spending your money and
where you are receiving income. . To learn more, see the MANAGING
YOUR ECONOMY section on page XX or access the in-game
Encyclopedia.

ENCYCLOPEDIA < . B
The microscope icon opens the in-game encyclopedla Find details here
about everything in the game, including

MAIN MENU &5 :
The file folder icon opens the dlalog box where you can save your
scenario, review your nation info, set options or exit the game.
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Scenario Status:

Victory Condition
Historical Date Timer Status

06/17/1938 Turn Timer Off

Turn: 283/676 ideology Scoring 39:23

Turn Number / Total Turns Turn Time
Main Control Panel Figure #3

Located just beneath the Primary Gameplay Icons, this part of the control
panel shows:

f The Historical date: Turn One is the start date of the scenario.
Each turn represents a week on the calendar.

T Victory Condition: What determines the winner when the last
turn is played? Whatever condition you (or the game host in
Multiplayer) have set in the game lobby will display here

f Timer Status: Indicates whether or not the timer has been set.

¢ Turn Time: If aturn time is not set, the timer will increment
upwards until the turn ands, and then begin again. If a time is set,
the timer counts down to zero and then the turn advances
automatically. Timer can be enabled in both single and multiplayer
games.

¢ Turn Number / Total Turns: indicates how many turns have
been played and the overall length of the scenario.

Minimap:

P

Mini-'Map

Main Control Panel Figure #4

This area displays a mini version of the World Map. Simply clicking
anywhere on this map will center the map on that location.
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Map Views:

To the left of the mini-map there are a group of icons arrayed in four rows of
three. Each will give players specific information about the game. Several views
offer explanatory legends or have sub-menus.

Top Row Left:
Standard view

All game objects are visible
along with colored lines
denoting national borders.

Top Row
Middle: Political
View

Each nation is defined by a
full color translucent
overlay.

\( Empire View
[ United Kingdo ] Colony

@B Puppet State @8 Occupied |

@@ Ally D AtWar

Top Row Right:
Empire View

Shows the pla
and any allies, colonies,
puppet states and colonies,
and enemies the player is

at war against.

't Demographics ‘

Nationality
Culture
Ethnicity
Religion

2" Row Left:
Demographics

Opens a submenu showing
regional demographics:
Nationality, Culture,
Ethnicity, and Religion.

2" Row Middle:
Stability

Displays the current
stability or each region in
relation to the nation
currently controlling it.

f & Ideology

@8 Democratic () Communist || 3/

(@0 Authoritarian [ Fascist

2" Row Right:
Ideology

Color-coded view of the
four ideologies in the
game: Democratic,
Communist, Authoritarian,
and Fascist.

70 Terrain Ty;e

I Hills () Ocean

@D Tundra 0 Mountains
@B Plains () Lake

@B Desert 2 Jungle
1 Forests @ Polar

3" Row Left:
Terrain Type

Color-coded view of all
terrain types in the game:
plains, hills, mountains,
desert, etc.
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7>< Region Improvements [

Anti-Air Defenses | & Railroads
— = [0 Unpaved Roads
Fortifications | @m paved Roadways

Coastal Defense

Transportation

39 Row Middle:

Region
Improvements

Sub-menu shows regional
improvement categories:
Anti-Air Defenses,
Fortifications, Coastal
Defense, & Transportation.

3" Row Right:
Trade Routes

Global trade routes visible
in appropriate sea regions.
Select any country to see
their trade routes.

Bottom Row
left: Region
Supply

Shows supply levels of all
of your regions.

Bottom Row
Middle:
Weather

Displays regions currently
experiencing severe
weather.

Bottom Row
Right:
Region Points

Shows the relative World
Power Point value of all
regions. Building in cities
and improving regions will
add more points.

To the leftis an
example of the Trade
Map View, with the
United States
selected. The trade
lanes can be clearly
seen, as well as the
trade routes, which
tell players where to
interdict supply with
ships or submarines.

Control Panel Figure #5
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THE SELECTION PANEL

Located in the lower left corner of the screen, the selection panel gives
information about anything you select on the map: nations, cities, regions, units,
etc. Every selection panel displays the selected item and the nation that owns it.

Selection Panel Figure #1

R ] 180
Clicking on a region as in Selection Panel Figure #1 selects it and displays
region-specific information in a panel at the lower left. Click the arrow in the

upper left corner of the panel to expand it and show more detail (See Figure #2
below).

Selection Panel Figure #2
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