
QUICK GUIDE

Making History is played in its maps,
panels, and pop-out boxes.  All actions 
are taken in one of these three places.

In the Operational map, you can click
on an object to bring up its information
and actions in the right-side panel.

Click on the round buttons in the top
right to view Policy panels.  The five
areas are: Turn Summary, Military,
Diplomacy, Domestic, and Economy. 

Game Interface

You choose one of three 
Victory Conditions - each offers
a different way to win.  

World Power points are the key:  
For Alliance victory, you and your 
allies must accumulate the most 
points.  For Nation victory, it's your
nation alone.  For Ideology victory,
it's a battle for power between groups of
nations that share an ideology: 
Democratic, Communist, Fascist,
or Authoritarian.
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        ECONOMY 
Cities are the center of your economy.  All industrial 
production and research happen there.  A city’s production 
depend on it’s industrial level (Preindustrial, Industrial, 
or Advanced) and it’s capacity, measured in IPUs.  
Actual production is affected by many factors.  
For instance: If you annex a region with a culture different 
from your own, cities there will not produce as much 
for you as they did for themselves.  

To fuel cities, you need resources (coal, metals, and oil), 
which are produced in regions.  If you need more 
resources, you can make trades on the World Market, 
seek aid, or maximize your own production.  

You earn earn money through domestic and international
sales of your goods and resources.
 
HOW TO MAKE PRODUCTION ORDERS
1. In the Economic panel, click on the (Nation) Industry button.
2. The City Production box will appear.
3. Choose the city where you want to place your order.  
    Click on the production order for that city.
4. A drop down box will appear, listing your choices.  
    Select a new production order

HOW TO BUY & SELL GOODS ON THE WORLD MARKET
From the Economic panel, click on the World Trade button. 

TO BUY:
1. Click the Trade button for the good or resource you want to buy.
2. Choose a nation that is selling that supply.  Click on that nation.
3. You will receive a trade proposal to buy all that the country 
   offers.  Adjust the value by clicking on the number buttons.
4.  Click on Send.

TO SELL:
1 Click the Trade button for the good or resource you want to sell.
2. Click on Select Option and choose Sell on World Market. 
3. Use the number buttons to set the trade level.
4. Click on Send.
Under Select Option, you can also choose to sell goods 
with a specific country and you can request aid.

        DIPLOMACY 
In the Diplomatic panel, you build alliances, propose treaties, 
declare war, demand surrender or ask for peace.  Alliances 
are important to success, so you must choose allies wisely.  
Your allies fight with you, but your allies' enemies become  
your enemies.  Allies also can approve or block 
diplomatic proposals you wish to make. 

HOW TO PROPOSE A DIPLOMATIC AGREEMENT
1. From the Diplomacy panel, click on Select Nation.
2. A drop-down menu will appear.  Choose a nation.
3. You will be taken to the Nation panel.  Pick a diplomatic
   action from that panel.
4. Complete any additional treaty details and click confirm.
5. You will be notified when the nation approves 
   or rejects your proposal.

        DOMESTIC
In the domestic panel, you can research to develop new 
technologies.  Research is carried out in your cities, so you 
must also assign cities to focus their production on research.  
To start a research project:  

1. Click on Research Projects, then click tabs to see what
    projects are available.  
2. Completed research is blue, research you can perform 
    is white, research in progress is green, and projects 
    beyond your current technology are gray.  
3. Select and click on a project, then click the 
    Start Research button.
4. To support your project, you must also assign cities to 
    Conduct Research. To do this, select a city, click 
    Change Order, then select Conduct Research. 
    Projects begin after you've ended the turn.

        MILITARY 
Your army, navy, and air forces contain a variety of military 
units, each with unique offensive and defensive capabilities.  
Your success will depend on building a mix of forces that will 
work well together, and deploying them wisely.  Through 
Research, you can gain the ability to build new types of forces. 

HOW TO BUILD MILITARY FORCES
1. In the Military panel, click on the (Nation) Military button.  
    The City Production box will appear.
2. Choose where you want to build forces.  Click on the 
    production order for that city.
3. A drop down box will appear with a list of choices.  
    Select a new order.  
Note: You can only build naval forces in sea port cities.

HOW TO GIVE MILITARY ORDERS
Each type of military unit has a set of orders it can carry 
out.  You can give these order on the Operational map:
1. Click on a military unit.  A green circle shows it's selected.  
2. Choose the target for the order and right-click. 
    The target can be a region (to move to or recon),
     a city or resource producer (to bomb), or an enemy unit
     (to attack).  If more than one order is available, a drop-down
     menu will appear.  Choose your target from the given options.
3.  A colored arrow will then trace the unit's path:
         Green: Unit movement
         Red: Bombing         
         Yellow: Reconnaissance

THE BOOK
• Choose a subject area by clicking a button on the 
   top row, then click a tab.  
• You'll find details on the strengths and weaknesses 
   of all Nations in the game, as well as a Glossary and 
   an Archive of past game events.
• Click column headers to sort information.
  


