Choosing your forces:

Start by choosing a quick battle.

QUICK BATTLE

Battle Type Meeting Engagement Year

Battle Size Small Month

Length of Battle 45 minutes Daylight

Map Selection
Map Size

Environment

Service
Combat Force
Unit Purchase
Map Preview

Force Adjustment

Automatic

Small

Hills

Attacker

British Army

Mix

Human

Preview Allowed

No change

Weather

German Army

Mix

Human

Preview Allowed

Make sure you pick the date (July 1944) and at least one of the forces needs to be the army you want,
mix and human selected. Everything else does not matter because it will be set by the scenario we will
build.

Us the force selection screen to select a force that is 2000 points — in our test example. Ignore the
rarity and the information about being over or under budget.



o | | AVAILABLE TROOPS

Heavy Panzer Battalion [Tiger] 16809+ 48933+
Panzer Battalion 21713+ TIZ+
Sturmgeschiitz Brigade 43 12767+ 1947+
Sturmgeschiitz Battalion [FziG] 12767+ 1947+
Sturmgeschiitz Brigade 31 010+ 441+
Panzer jiger Battalion [heavy] 15527 77070

Panzer jiger Battalion [armored] 3725+ o+
Panizer jager Battalion [mixed] 2296+ o+
AufklErung Plateon [armered] 57T+ T19+
Farward Observer Section [armored] 161 156

Self-Propelled Howitzer Platoon 643+ 1734+

Points Rarity
Budget 1547 1547
Spent [i}
Remaining 1038

Suggestions Map Preview

Formations

Typical

ar

German Arrny Yitaffen S5 Luftwaffe

Infantry Only

Mech Infantry

Arrnor Only

Artillery

#ir Support

Fortifications

Experience Typical
Motivation Typical
Fitness Typical

Leadership Typical

The four main values you need to record for every unit are Experience, Motivation, Fitness and
Leadership. By default newly purchased units will be set to typical which will give you a mix of
values. You can override that here before buying anything. I did my example using typical — just see
how much variation here is for the units.

Once you have tweaked things to get to the 2000 points you then need to record the above four values
plus any optional equipment for every section and vehicle you bought. For example two German
Infantry squads:




== | AVAILABLE TROOPS ACTIVATED TROOPS

st

Points  Rarity
1547 547

Formations

Typical

Experience /. Reguiar
Motivatiof ( Normal
Fitnesy ( Fit

2

Regular >motorized KiTle >Panzerschreck
Standard
{default)

Mormal

I would record Regular, Normal, Fit -1 and the fact that this squad does have a shreck team.



~| AVAILABLE TROOPS ACTIVATED TROOPS

Formations

Typical

Experience/ ( Reguiar
Motivatioh ( Normal
Fitnesy ( Fit

1

Regular Panzerschreck

>Standard
Mormal
({default)

The next squad is a bit different. I would record Regular, Normal, Fit -1 and the fact that it did not
have a Shrek team.

Another example — a Stug III:
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ieed)

Exgerience Regular
Mptivation High
{default)
Fitness Fit

Leadership +1

Here I record Regular, High, Fit, +1 and the fact that it is a mid version.
Here is the excel spread sheet:

Experience Motivation Fitness Leadership Notes

1 Battaliion Panzergrenadier (motorized)

1 Company
Headquarters r n f -1
xo0 team r n f -2
1 platoon f
HQ r h f -1
1 squad r n f -1standard

2 squad % n f 1Panzershrek team



3 squad v n f 2Panzershrek team

2 platoon
HQ r h f 1
1 squad r n f -2Panzershrek team
2 squad r n f -1standard
3 squad r n f -1standard

1 Stermetzultuz Bregade 31

1 Battery
HQ Assaultgun r h f Omid
1 Platoon
HQ Assaultgun v n f -1early
1 Assaultgun r n f 1mid
2 Platoon
HQ Assaultgun r I f 1mid
1 Assaultgun r n f Omid

Once I have everything recorded I can start the game.

Setting your force selection in the scenario:

Now open the scenario in the scenario editor (if you are copying a QB map or other scenario map
make sure you save it with a new name before you start messing with it). The German player should
set forces first because when in the scenario editor switching to the units mode always displays the
current Allied force selection.

Load the scenario:



Battle Type

Environment

Daylight

Battle Size

Title

Description

Game Files

[ canpaigns
[ 1ncoming Email
[Doutgoing Email
- 0B-217 For Test . btt
0B-217 Modified For Epic Battle btt
[ouick Battle Maps
[ saved Ganes
[Dscenarios

Once loaded choose Units from the drop down:

Battle Type Meeting Engagement

Environment Town
Daylight

Battle Size

Title MEETING ENGAGEMENT MISSION TOWN
Description

MiF SIZE 1440 % 1536 OBJECTIVES 3 Town & Road Junctions BLUE SETUP South RED SETUR Morth

T T
170 x 89 pixels
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Battle Type
«Mission Environment

Daylight

Battle Size

3-D Preview
Make Campaign

Title MEETING ENGAGEMENT MISSION TOWN

Description

MAF SIZE 1440 x 1536 DBJECTIVES 3 Town & Road Junctions BLUE SETUF South RED SETUF North

170 x B9 pixels

Then recreate the unit selection you had from the Quick Battle screen. Leave the entries for Supply,
Headcount and Vehicle Status as they are while you set the Experience, Motivation, Fitness and
Leadership values to the same settings as you had in the QB screen.

| AVAILABLE TROOPS ACTIVATED TROOPS




Experience Regular
Normal
Fit
Leadership 1]
Supply

Headcount

4] (4] 4] 4] 4] 4] |4

ehicle Status

~| AVAILABLE TROOPS ACTIVATED TROOPS

b )

Formations

Typical

Experience Regular
Motivation Mormal

Fitness

Leadership

Supply

Headcount

4] 4] | 4] 4] | 4] | 4] | 4

Vehicle Status

Once the German side has setup his forces send the scenario file to the Allied side for force selection
and then start the game.



Setting Destroy Points for your units:

Select each on board unit (at the top level not each squad) and press <Shift F1> to assign all your units
to the U1 group for destroy points.

s = | AVAILABLE TROOPS ACTIVATED TROOPS

@

- 1 Battalion (Panzergrenadier [motorized]) [U1]

Cornpany [Panzergrenadier [rn-:-t-:-r'ize-:l
dquarters Tearn [U1]

W0 Tearn [U1]

1 Platoon [Panzergrenadier [motorized]l [LA]
=¥ earn [U1]
1 Squad (Ri andard) [U1]

Then in the Mission section select the Unit objectives (<your enemy force>) and select the U1 group
and fill in some points and a descriptive name. Suggested points are about double the total of any
terrain objectives.



Destroy

Known to Both
B
|600
S

b jectjve Hame

‘ Destroy Enemy Units_

Optionally Give Your Name to One of Your HQ
Units:

Select an HQ unit, usually a high level one, and press the Rename button. Type your name into the
Name Leader edit box.
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NAME LEADER
(Enter a blank to use the default name]

(Cr—

oK

and in game:



. .
1 Bat_ta ion HQ Pz IVI (early)

)

Enjoy!
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