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1. Editing a scenario/savegame

1.1. Editing a scenario
To load a single scenario, you must press ltbad Scenario button or go toFile

PG2, then you have to select it in the combo box.

Loading a .xscn file.
When the scenario loads, the Suite changes t8¢kaario Summary View There you can change

any values, as if creating a new scenario. Youatan change the units and their stats using the
same scenario creation tools.

1.2. Editing a savegame

To load a savegame, you must presd.tbeed Savebutton or go td-ile

i = E
Buscaren: | | SCENARID | - ErrEr
= Mombre Fecha de modifica... Tipo
N J Gea 09/08/2012 1015 Carpeta e
Sttios recientes ‘
i Old 09/08/2012 10:15 Carpeta de|
" | ACAMPBAC.scn 12/10/20121523  Archivo X§®
1 Fecrtoso || ACAMPKAZ s5cn 12/10/201215:23  Archivo XE‘
I = |_| ACAMPKAZ xscn 12/10/201215:23 Archivo Xg_|
=" || ACAMPKIE.xscn 12/10/201215:23 Archivo X¢
Bibliotecas || ACAMPOMSxscn 12/10/201215:23 Archivo X¢
i ! | ACAMPSAMxscn 12/10/201215:23 Archivo X£
|| ACAMPSEM.xscn 12/10/201215:23 Archivo X&
E”;“l"’ || ACAMPTS)xsen 12/10/201215:23 Archivo X
m | ACAMPUFAxscn 12/10/2012 15:23 Archivo Xf
Red | | ACAMPWLA xscn 12/10/2012 15:23 Archivo Xt
|| ACAMPZBO.xscn 12/10/201215:23 Archive K&
|| gea_00xscn 12/03/2012 18:05 Archivo X&
|| gea_ 01 xsen 12/03/2012 18:05 Archivo X£ «
< T | »
I Nombre: %} =~ Abir |
Tipo: |0Gen scenario Files " XSen) x| Cancelar
- archiv 4 ura

select the savegame file.

—

i 3

Buscaren: | || SCENARIO

= Mombre
-, A | Gea

Sitios recientes
L od

|_|1812Kumanove.scn

Eacimotio || acampbac.scn
L |_ acampka.scn
= || acampksz.scn

Bibliotecas | acampkiescn

|| acampoms.sen
|_| acampsam.scn
|| acampsem.scn
|| acamptsj.scn

| acampufa.scn
|| acampwla.scn
| | acsmpzbo.scn

|| AlcazarSCh.scn

| @ Er
Fecha de modifica...
09/08/2012 10:15
09/08/2012 10:15
13/04/2011 19:05
19/02/2011 17:58
08/12/2011 16:34
08/12/2011 16:34
19/02/2011 17:57
08/12/2011 16:34
08/12/2011 16:34
08/12/2011 16:34
08/12/2011 16:34
08/12/2011 16:34
08/12/2011 16:34
08/12/2011 16:34
11/05/2010 20:06

21/t

Load
Scenarig and select the scenario file. If you want to l@asicenario from the old formats of from

===

Tipo
Carpeta de‘—
Carpeta de
Archive 5
Archivo 5C
Archive 5
Archivo 5C
Archive 5C
Archivo 5C
Archivo 5C
Archivo SC
Archive 5
Archivo 5C
Archivo 5C
Avrchivo SC
Archive 5C «

Mombre:

Tipo

Loading a .scn file.

Cancelar

Load Saved Gameand

ST

Loading a .xcsv file.
After loading a saved game, the Suite showslth# Settings View. Then you can use the same
tools than for scenario creation; some optionshan $uite views are available only when editing
saved games.

FECC e
Buscar en ! SAVE _'j - o Bl
e Nombre Fecha de modifica.. Tipo =
= || AUTOSAVE_OPENCAM xcsv 05/07/2012 10:03 Archive X(—
Sitios recientes ; 3 |
= || AUTOSAVE OPENSCN.xsav 13/04/2011 13:11 Archivo X£
L - || gea 001 _Brilliant Victory.xbak 15/02/201215:25 Archivo XE
| || gea 001 Brilliant Victory.xcsv 15/02/201215:25  Archivo X(
I — || gea_002_Brilliant Victory.xcsv 27/02/2012 0:20 Archivo X(
= || gea_003_Victoryxcsv 27/02/2012 13:06 Archivo Xt =
Bibliotecas _| gea_004_Tactical Victory.xcsv 05/03/201213:52 Archivo X(§
L& | pelsov_001_Erilliant Victoryxcsv 06/07/201110:21 Archiva X(
_| polsov_002_Brilliant Victory.xcev 06,/07/2011 10:56 Archivo X
Eaino || polsav_003_Victoryxcsv 06/07/201117:43  Archivo xq
@ || polsov_004_Brilliant Victory.xcsv 07/07/201112:59 Archivo X(
Red || polsov_005_Brilliant Victory.xcsv 07/07/201115:23 Archivo Xt
__| polsov_006_Brilliant Victory.xesv 11/07/2011 13:09 Archivo X(
|| polsov_007_Victaryxcsv 14/07/2011 13:35 Archivo X¢
|| polsov_008_Tactical Victory.xcsv 19/07/201110:31 Archivo X{ ~
7! m | »
Nombre " _v_] Abrir
Tipo: (s Cav X5av) Cancelar

Buscaren |

SAVE | eBmeE

MNombre Fecha de modifica... Tipo

o
Sitios recientes

.
ﬂ Escritorio “l

Ninguin elemento caincide con el criterio de bisqueda.

Bibimecas

2

| ]
=l o |
Cancelar

Pg2 Saved Games (C5V.SAV)
T ——
[~ ADiT Comr e tetTTs

Loading a .csv file
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2. Basic scenario creation

2.1. Info and map

You need to find info (OOB and maps, at least) abtoel battle that you want to make.

There are many places to find info about the mosiwn battles (Google), but some are mostly
unknown and then you must ask for help in forunsearch libraries...

When you have the info, you must search for a valithp in Gilestiel's page
(http://pg2mapfinder.gilestiel.eor make your own.

2.2. Creating a new scenario

First you must change to the Efile folder of thelipgqment for which you are making the scenario,
with the toolbar button or witliools  Change Efile folder. In the following screens I'm going to
select the Composite WW2 (Efile_ COMWW?2). Then g&tenario/Savegame New scenario

Fill the data fields with the names that you wanntyfour files, and then select the map.

Create New Scenario _m 4 [ﬂ Create New Scenario —m 4 [ﬁ
Static Static
Scenario File |ScenNew Secenario File |DSuiteManuaID1
Scenario litle |Scenario created by OpenSuite Scenaria title |Sample Scenario 1
Intra test file |ScenNew_i Intra text file |DSuiteManuaID1_i
Map Map
" Define only image file [empty map data) " Define only image file (empty map data)
" Impart from mapfile image and data) * Import from mapfile (image and data)
File [saCHENMaP L] File [CIECHAND map L
ok | Carcel | oK | Cancel |

The Define only image fileoption for the map lets you load only the imagéhef map; you should
define the terrain in thielap Editor View . We will talk about this in another chapter.

After pressingOK, the Suite changes view to tBeenario Summary View
"8 Opensuite 5.0.13 - SUMMARY - File: H: W2\ SCENARIO\OS uiteManual0l xsen <Modif: SCN> - ff t L= | ]

File  View Tools  Camnpaign  Scenario/Savegame MAPX Editor  Equipment Help
HE O8 =

FEFELEL-EENDEREEERE ] =1

sample Scenario 1 Visible [ MJS:EQES C;{mgns Axis Hake |Semembar ﬂ | 1 j |1936
Latitude Zone ]EI Africa -

B [ Turns Hexes Units
Map Pic 12.png ]_"—_]
! : — % E' Brillant Victory I——IE ]—C‘ ,'—L,I Atmostferic cond. |0 fair -
Intro OSuiteManual01_| [ply/t] ]— ]— ,—‘ Ground condition JO Dry -
Victory 18 (¥] i}

l Comment | Tactical Victory 20 0 0 Iconset to use Default -

Scen Title

W Play custom music during Scenario File Current Turn [i] Base Hex prestige 40
Music 1 | EI Turns/Day & - Base Hex turn pp ,T
MascZ | EI Days/Turn Prestige on Map J Prestige x Tumn J

— Prototype Chance®% | 0 [
PLAYER 1 ampaign Dossier r_u_‘:]anYErZ = 2 Players rototype Chance % [1} No prototypes

Proto Time Frame g [ Enable Frame

Main Country |B Germany j SetFfF .. Main Country | 1 Waffen 55 _vJ Iﬂl Def, Prato Strength 0

Sup.Country 1 |D none j SetFfF .. Sup.Country 1 |[) none _vJ SetFfF ..
Sup.Country 2 | 0 none _vJ ‘ SetFfF .. ‘ Sup.Country 2 I 0 none ﬂ | SetFfF .. | itois Air Missions [~
Inc. Planes Movement i
Sup.Country 3 |D none __v_j SetFfF .. Sup.Country 3 |0 none _-_] SetFfF .. =
Sup.Country 4 | 0 none __v_j SetFjF .. Sup. Country 4 | 0 none L] SetFjF .. EEQ glgyMcLésmﬂfc[%)ario music
ode
I Side | Axis Lj Show units Side | Allied L] Show units nggé‘g;ﬁg&sg fj:g ifrange >2

Al stance Defensive »| Alplayer 71T Al stance Defensive »| alplayer T[T Extended naval rules
# Units 0 Army cost [ [} # Units (i} Army cost (1]

Air transport [1] Default Units Strength 0 Air transport a Default Units Strength 0
Naval transport | O Default Experience 0 Naval transport o Default Experience o
Train transport 1 0 Prestige Train transport a Prestige o

Helo transport 0 Prestige modifier 2 Helo transport 1] Prestige modifier

N file loaded
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2.3. Scenario info
Here goes the scenario name, the map pict

used and the intro text. You must be sure f SenTite | Sample Scenario 1

the Visible checkbox is ticked, so the

scenario can be selected to play. To edit t M Pe .png L]
scenario intro, you can press tBebutton to  Intro OSuiteManuald1_i [ply/bxt] E|
the right of the name of the file. ‘
Comment
Here you set the turns to a BV, V or TV. If thensir Turns Hexes  Units
for a TV pass without achieving the victory conalits  Eriliant Victory | 10 o | o
(default is taking all VHs), you lose the scenalfou Victory [ 14 0 [ o
can also set turns per day or days per turn.. Tactical Victory | 16 o [ o
The Current Turn box is only available in savec
games. Current Turn 0
Turns/Day
3
Days/Turn

Here you select the date and the atmospheric anehdr ;. [September <] [1 =] [1542

conditions. ThelLatitude/Zone is used to determine the _
weather changes in the scenario. Latitude/zone

Atmostferic cond. |III fair
Ground condition |III Ciry

| 3 E-Europe

Ledledle

In this section you set tHelayer 1(and in the —

one to the right th&layer 2 characteristics:

the main and support countries, the side a Main Country |8 Germany

SetFJF..

the air and naval transport available. The

i Sup.Country 1 [0
stance is useful foPlayer 2 (the Al) and 0 none

SetFF..

determines its strategydggressivemakes it S¢P-Country 2 |0 none

SetFJF..

attack the player's VH, andefensivemakes it  Sup.Country 3 |2 none

SetFJF ..

SetFJF ..

set a defense for its own. Sup.Country 4 |0 none
TheSet F/F..buttons are for setting th&onts _ _
andFactionsavailable in the scenario for eac Side | A

Showe units

country (see 3.5). Alstance | Aggressive

Lol Led Leflefled L] Lo

]
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After settingPlayer 2 you should have something like this. Any value ba changed later.
) Opensuite 5.0.13 - SUMMARY ~File!FiLWA\SCENARIOGSuiteManual0Lisen <Modit: SCN> - I s e i)

View Tools  Campaign Scenario/Savegame MAPX Editor  Equipment Help
BhOEz=ux siaams 4 @00 H8 08 2

Sample Scenario 1| Visible [v Turn

Victory - Date |September w| |1 »| [1342
Scen Title Messages Conditions I""X'S 'l I _i l _l
Latitude/Zone I 3 E-Europe v!
. Turns Hexes Units
Map Fic | 12.png . s
' = Bilant vicory [ 10 [ o [ @ S =

Intro OSuiteManual0 1 i [ply/tet] || E W [0 oy %]
| Lo | Vickdry ! 17 I 7 l 7 Ground condition | @ Dry
Comment | ‘ Tactical Victory i 16 I 0 I 0 Iconset to use !Default vi

¥ Play custom music during Scenario File Current Turn I 1] BaseHex prestioe I B

Music 1 | Turns/Day Base Hex turn pp I i
L I 3
Music 2 | Days,Turn & Prestige on Map | Prestige x Turn |
ﬁ:ﬁ}ER = I oy Lii ??I-;*Iayers Pratotype Chance% | 0 [ Moprototypes

Proto Time Frame | 0] [~ Enable Frame

SetFfF .. Main Country | 20 USSR | [setFF.. i g s Fo_
SetFfF .. Sup. Country 1 IU none ;! SetFF ..
SetFfF .. Sup.Country 2 I 0 none _j SetFjF .. Ontions Air Missions. [~
B Inc. Planes Movement I i
SetFfF .. Sup.Country 3 I 0 none __j SetFfF ..
SetFfF .. Sup. Country 4 I 0 none :_I SetFjF .. Can play custom scenario music

=06 Mode == {f0)

7 ; - ; Direct LOF blocked even if range =2
Show units Side | Allied _vJ Show units Extended spatting rules

er 71T AT stance |Defensive vl Al player [T | |Extended naval rules
sunits [0 Amycost | 0 #unis [0 Amycost | 0

Airtransport | 0 DefaultUnitsStrength | o Airtransport | 0 Default Units Strength | 0

MNaval transport iT Default Experience IT Maval transport 1_ Default Experience IT
Train transport a Prestige !T Train transport I_ Prestige lT
Helo transport IT Prestige modifier IT Helo transpart l_ Prestige modifier IT

Main Country |8 Germany

Sup. Country 1 IU none

4

Sup.Couniry 2 IU none

Sup.Country 3 I 0 none

4

Sup.Country 4 IU none

Side IAxis

Ledled Ledbefbeflel Lol

Al stance l Aggressive

ale|o|la

Mo file loaded I!
If you want to assign turn prestige, then presdttestige x Turn button. A new dialog will pop up

where you can set the amount of prestige in angrgturn. You can change the player at the upper
left.

Prestige

Flayer 1 [Axiz]

l»

~PRESTIGE per TURN

m @ tafo  mro TE o 133 o
2 o to o s [o T [0 134 o
2 o om0 s [o 27 [o 135 [0
4 o mz o tan [o T2 [0 135 [0
s o mafo 1o T2 [0 137 o
e o mafo T2 0 T o 138 [0
7 o ms o 3 o 131 [0 133 o
o mefo otz o Taz [0 140 polasttun) [0
Set Global Prestige to > | IU— Default experience for new units and

prototypes iz no more defined in T40

.

B aze turn prestige for hexes enabled in map 0

Prestige avaible on Map | ak I

There are many more options, but we are makingplsiscenario first.

At the end of the title bar of the Suite you cae #et the scenario is modified and the changes not
saved.

8 Opensuite 5.0.13 suul_linw - File: mwﬁemmmummmb@
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Press th&avebutton to save the changes or 8wve as.. button to save the scenario with a new
name, but be warned that there is not @dngo command in the Suite. If you try to close the Suit
without saving, a dialog will show to allow yousave.

2.4. Buying and deploying units

I’'m used to work malnly in thMap Settlngs View but other people could work dlfferently
Eﬁpa’!&u{e 5.0.13 - MAP - File: Hi. W2 itelv = '

it
[|Sile SR S ool S oo S SteatiSavega NARKY Editar Fawpneis e Ll
CEEEEL ELEDEEEEEEN L FlEL L] 15
12png (36w 31 [1632 % 1577 MaDEdItDli Diraws Grid [ Rails [ Tenain FllterI ™ Wictoy ¥ Stacks allowed”  Show Urnits ¥ Report
Foads |_ r I_ Roads [~ MamedHex [~ Deploy W Spottedhexes [ P1W P2 W
. |_ l_ I _I_! i j Strategic ¥, W Owned ™ Supply W UnitRange 7 P32V P4lv Prestigel
l_ -.'.

00 CLEAR

Facing ID_ <<| 5 m
Reinf. iU_ Mo Filtker
_f.J.ﬁI _>_>J_>-J Deployed & Rei vllﬁ_

‘ IND Filter I
ba itl ¥ Bz
‘I__.; " ) " et

N':Ia?e INone LI IDptions l_v_l .-"_.. 7
I I I Elowin biex
it JHons = Mine duis T
Flag [No Flag Ed Mine Alied I~ |
fyigVicHewtpe BYT VT VT ey
Alied VicHestype BY T W VT R
Fetreat Hew EH [
SupplforP: 117 20 a3l 41 (&)
Deplogfar P 117 21 3™ 4T [Q@

Prestige Baze | 40 ModifierI1 Hex 0
TumPrestige | 00 Epable [T Tum | 0

Trigger Type INone L!

Farameter lD Show Triggers [

Click Select, Right-([ick View !l
To buy units, in théVlap Settings View you can click this button, located in the middié |
side of the screen.

% !
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A new window opens, where you can buy units forhbplayers. You only need to change the
Player combo box.
Adding Units to: H\Oper

b

Sort |Code number

[ &l country

™ NO county | LINITS FOR PLAYER 1 %1 /100

t v Dnl_l,.l F'urc:hasables [ Ine. Trans
Urit's I ame Add Name |

m E iDefauIt name _v_i

| 12 Set.-’-‘«pearencel Remove I

Player iF'Ia_l,ler 1

Class IND Filker

Ef DDSF" 2Flakw38 - FIaK Germany £:15940—
E:0059 3.7 Flak36 - AD Germany &:1938 =
E:00E1 B8Flak3E - AD Germany A:194D.__
E:00E4 Sdkfz 741 - Al Germany £;1947-
E:D0ES Sdkfz 642 - A0 Germany £:1939-
E:0066 Sdkfz 1044 - FlaK, Germany 4193 IPTW? <{ >>
E:00EE BomPakld- AT Gemmany &:1940

E:00E9 7.5cm Pakdl - AT Gemany £:19 Entrench

E:0070 8.8 Flak3E - Flak. Germany 41940 Rin ! 0

E-0078 St IIIF - AT Germany 4194201 sinforce |
E:00B0 1005 1eFH18 - ATY Germany A:150 g

E:0081 15sFH18 - ATY Gemany &:1933 AR:LEE

E:0082 17 K18 - ATY Gemany 4:1941-08 Evp. Bars
E:0093 Kavallene - IMF Germany £:1335-C

E:0034 Pionier - INF Germany A:1935-09: Cur.Strenath | 10 I | I I

E:0095 BrueckenPionier - IMF Germary A:
[

E:0096 Grenzwacht - INF Germany &:1331 Bazic Strength! 10
E:0097 Gebirgslasger - IMF Gerrnarny A:1%

E:0098 Fallzchirmdasger - IMF Germary A Unit's country
E:0099 Infanterie-INF Gemany A:1933-0 is Germany L“ 3 l B I ]

| 150 / 4050 items

E.2078 Lemhte Prerde [ TPT Germany]
E:2084 Leichter Traktor [ TPT Gemany ]
E:2087 Blitz 1t[ TPT Germany ]

E:2922 Sdkfz 11 [ TPT Germary |

| TRANSPORT

I Inc. Fortifications
W tatch wWeight

You can set different filters at the top, to shawyahe units that you want; in this example | have

chosen mfantry units fd?layer 1 only purchasable and ordered by avallablllt3edat

ot [Bvatable date 5 | SELECT EQUIPMENT FORNEWUNIT  Date  [154240

Player iF'Ia_l,leH _! i3 Germany [T Note [ Al county
1 . [ Ho ™ NOcounty | |  UNITS FOR PLAYER1+1/100

Class I1 Infantry _:j [T Ha Codrity ¥ Only Purchazables [~ Inc. Trans
Unit's M arme Add Mame |

193001 -» 1948
133507 -» 194812 m E iDefauIt narne _v_i

| P | 3 SetApearencel Remove |
n
| 3 | o

193509 > 194812
193511 > 194812
1936-01 > 194812 E:3888 BrueckenFior
193601 > 194812 E:3953 BauFionier - ||
1336-01 > 1594312 E:55 BrueckenPioniel !SB?B
1936-01 > 194812 E:96 Grenzwacht - [N

193712 > 194812 E:3183 Feld Befehl - | Entrench
193712 > 194812 E:3780 GehbirgsBefeh Reint
193801 ~» 194812 E:2045 MG34 - INF C S
193801 --» 194812 E:3664 GebirgsMG34 e
193805 > 1948-12 E:3489 GebirgsPionie — AP B
1938-06 > 194812 E:97 Gebirgslaeger - Exp. Bars
193906 > 194311 E:98 Fallzchirm)aege:

193906 > 194812 E:3222 FJ MG34 - INI Cur.Strength | 10 I
193908 > 194812 E:2221 Feldgendam
193909 > 194212 E:99 Infanterie - INF Basic Strength | 10
193909 > 194308 E:1020 Kregsmarnne - "

193909 > 194812 E:3954 Bauerminen Unit's country
IS8T 18212 £ oriete N~ [SBomary <[ & [ 7 [0 [ 8

i 35 / 4050 items

34 Pianier - INF Ge
3883 Pionier - INF

=
E:
E:
E:
E:
[=

m

| TRAMSFORT

™ Inc. Fortifications
W Match 'Weight
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Now you select the unit that you want to buy asdri&nsport and press tBey button.

St iAvaiIabIe date | SELECT EQUIPMEMNT FOR ME'W UNIT Date l1942-ua
Flayer ip|a_.r.e[1 ;! ™ Gemany I Y [ &l country

NG Wo Counttu ™ NO county ] UMITS FOR PLAYER 1 %1 /100
Class i1 Infantry .:j I Mo Courit ¥ Only Puchasables [ Inc. Trans

- | Urit's Name Add Mame 1

1930407 > 194812 E:3098 Scharfschust:
1935-01 > 194812 E:93 Kavallerie - IMF — - iDefauIt narme _v_j
193509 > 194812 E:94 Pionier - INF Ge
1935-11 —» 194812 E:3883 Pionier - INF St R
1936-01 -» 1948-12 E:3888 BrueckenPior bl i Sl

193600 > 194812 E:3953 BauPianier - ||
193601 -> 1948-12 E:95 BrueckenPioniel HO&
1936-07 > 194812 E:96 Grenzwacht - [N

F1:001 &xis - Infanterie *E:93 - INF Germn.

m

Vg Bl DD2Ams - Infanterie *E:99 - IMF Germ.
1337-12-> 194812 E:3183 Feld Befehl -1 Entrench | 1005 Axiz = Infanterie = E:99 - JMEF Gemil
193712 -» 194812 E:3760 GebirgsBefeh R
1938-01 -» 194812 E:2046 MG34-INF ( e
193801 -» 194812 E:3664 GebirgsG34 Eu Lawel
193806 -» 194812 E:3489 GehirgsPionis — AR:LEE
1938-06 > 194812 E:97 Gebirgslasger - Exp. Bars

1933-06 --» 134311 E:98 Fallzchimasge

19353-06 > 194812 E:3222 FJ MG34 - INI Cur.Strenath | ] ] i I

133308 - 134812 E:2221 Feldgsndam
=
| o [8

93909 -+ 134212 E:93 Infantere - INF Bazic Strength! 10

193309 > 194308 E:1020 Kriegzmarine - "
1939-09 > 194812 E:3554 Bauverminen Unit's country

1939171 > 194212 E:3731 Infanterle IN

AN AT L AN AT Foarnd ne

i 35 / 4050 iterns

- 18 Germany

0-» Mone

E:0140 Sdfz 251/1 [ TPT German
01 litz [ TPT Germarny

E: 1514 Zundapp FS7R0 [ TPT Gemany ]

E:244E Prerde [ TPT Germany ]

E:2826 Fahmraeder [ TPT Germany ]

E:3683 Dpel Blitz [ TFT Germany ]

| TRANSPORT
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In the center of this window, you can change sonopgrties of the unit %
that you are going to buy: %,
Entrench: the entrenchment level.
Reinforce: the turn number in which the unit appear. -
Exp. Level the experience points of the unit. Hog <>
Exp. Bars. the experience bars of the unit. Entrench | 0

Curr. Strength: current strength of the unit. P IT
Basic Strength the maximum strength of the unit when you
assign it replacements. Explevel | 0O

Exp. Bars I I}
Curr. Strength I 10
Basic Strengthl 10

When you are done press th button. Then the purchase window closes and )=
return to theMap Settings View, with a new panel at the left that shows the updtisght.
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Now you can deploy them by just selecting the tonileploy and clicking in the map. In the image
| have checked thBraw Grid checkbox, to show the hex grid over the map, amcheicked the

P\
=

Strategic V. checkbox to show the map at a bigger scale.

When you have finished deploying, click tk#ose button to close the deployment panel. Once

deployed, you can right click in any unit to digsplwindow with info about it.
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Here you can change its transpdmitansp button), equipmentgquip. button), look at its stats and
change some of them.
Here you can change the unit's name.

In this part of the window, you can change
its country and player, set its experience and
bars (withAuto bar checked, the bars are set
automatically according to its experience),
base strength, current strength, entrenchment
level, and set the unit as a reinforcement, by
typing the turn number it appears in the
Reinforce box.

We’ll see more of these options in the second
part of the manual;, some of them are only
useful for editing a savegame.

You can also use th€ut, Copy and Paste buttons at the left, to move the
selected unit to the clipboards, make a copy oftiected unit, or paste the unit
of the clipboard in the map.

You can work also in thenit Settings View.

2.5. Victory hexes (VH) and Supply hexes (SH)

VH are the main objective of the game: you neethke all of them to win a standard scenario; for
more victory conditions go to 3.7. SH allow to dgphew units in them and in the adjacent hexes.
To set VH or SH you must change to Map Settings View




At the lower left corner there are checkboxes totise

selected hex as a VH for tiAis or theAllied side; you

must check the one you want, and remember to se¢ow

and flag also.

"VHs for Side 1" means that player 8fdelshould try to capture this hex, so this VH shoodd
owned bySide 2 If you set it as owned Wyide 1 this VH won't count for the number of VH to take
unless captured by enemy and recapturefitg 1

Also, remember to define at least one VH for edade;sotherwise game will end as soon as any
flagged hex owned by the player with no VHSs, isstak

Here you can change any hex into a SH or a DH. The

number is the player that can use it to supplyamia@ly.

There are different options to view the map. Yon sae the grid, roads, VH, SH, DH and the units
of any of the four players.

You can also use the filter to the left to showyatle units that you want:
the first one to select one country, the secondytpe of unit, the third to
show only deployed or reinforcements, and the fotmtshow ground, air
or sea units. All filters are cumulative.

The terrain filter displays a little icon in the pmhexes, showing the terrain type.




Here we set a VH for the allied play&ide 23, owned by the GermanSi¢e 1}

Then we do the same f8ide 1




You can also set any hex as owned by one sideoThisl you only need
to select the hex and then use @ener combo box to set one.

Owned hexes show the controlling side flag, andgiae prestige to the other side when it captures
it, if the Modifier is different than 0; to the hgj it shows the amount of prestige that it gives,
depending of hex type (VH, SH, flagged...)




3. Advanced options

3.1. Turn messages

You can define some text that can appear in the
turn start window. To do this, click théurn
Messagesbutton in theScenario Summary
View, and you'll get a window where you can
select the turn number and type the text of the
message.

3.2. Modifying base hex prestige

The default cumulative prestige points awardedakyng objectives are:
VH: 80
SH: 80
Port: 80
Flagged Hex: 40
Those values can be changed by a multiplier; yoused it in theMap Settings Viewin the lower
left corner, by changing thdodifier number.
To change the base value, the one that is givea fawrmal flagged
hex, you can change thgase Hex prestigevalue in theScenario
Summary View, in the upper right corner.




3.3. Units/hexes that give prestige

You can define that some unit or hex gives a aert@nount of
prestige each turn. To do this you select the oniny flagged hex
and check theEnable checkbox in the bottom left of th®lap
Settings View The base turn prestige is set in 8eenario Settings
View.

-

3.4. Triggers

It possible to set any hex as a trigger: a hex @/ifea unit ends there its move, something happens.
You can do this in thdlap Settings View, in
the lower left corner, by selecting the trigger
type in the combo box and then typing the
parameter.
The possibilities are
- Replacements
Gain prestige the player receives extra prestige points. Pat@me@ for random (40-160),
or up to 255.
Gain experiencethe unit receives extra experience points. Paiem® for random (40-
100), or up to 255.
Raise leaderthe unit receives a leader, if it hasn’'t one.
Raise prototypethe player receives a prototype. Parameter. fiame of the prototype,
default 9, up to 255.
Change Al stancethe Al changes its stance, from defensive torsffee or vice versa.
Parameter: 0 not expiring, or number of turns foirex
Extra spot the unit spots the surrounding area. Parametier. andom (3-10), or up to 255
hexes.




If you check theShow Triggers checkbox, the hexes with triggers show in the
map with a little “T” in them.

3.5. Front and Factions (F/F)

F/F can be used to limit the units that the plagar get. Both are essentially the same, and they
depend on the Efile used. In the images I'll usen@osite WW2 that hasnkronts defined, just
Factions.

First you must click th&et F/F. button in the

Scenario Settings View a new window will

open.

Then you must click in thEdit... button of the

Frontsor Factions(in this examplé-actiong.

1% !



You can now check the desiré@ctionsthat will be available to the player to buy newtsiror
upgrade existing ones. In the example, the plagerbeiy/upgrade to infantry units, armor, fighters
and units that aren’t self-propelled.

You can chek the available units by clicking 8fgow unitsbutton in theScenario Settings View




3.6. More unit settings.
To edit the status of any unit, you can go toNfap Settings Viewand right click on it:

Or you can go to thenit Settings View.

Here you can define if the unit Must Survive (se&.B, supplies
adjacent units, and if player can reassign it.




Here you can define if the unit has a leader antlif random or custom. To create or modify a
leader, you must click the button with the headigg

O

Here you define the status of the unit; it's usedditing saved games.

Here you set some guides to the Al for using thd. drhe unit role isn’'t implemented yet.
Anchored means that unit doesn’t move, only if forced twaat.Hold position until turn means
that the Al won’t move the unit until the specifikan.

3.7. Extended victory conditions

The default victory condition is to take all VH
on map in the time allowed for a BV, V or TV,
if the turns for a TV pass without taking the
hexes, the player losses the scenario.

Some of these conditions can be asked for
simultaneously, but you must only meet one of
them to win the scenario. To set extended
victory conditions you must click th¥ictory
Conditions button in the Scenario Settings
View; this will show the Extended Victory
Conditions window.

Any scenario will end too if one player destroys
all enemy units.




3.7.1. Destroy/survive units

To set this victory condition, you must do two tjsn First
you must define any number of unitsMast Survive Units
(MSU). You can do this by right clicking the unit the
Map Settings View or by selecting the unit in thgnit
Settings View and then checking th&lust Survive
checkbox. The unit will appear in the Suite witltleeck
mark near its strenght number.

Second, you must check thenable
units to Survive checkbox in the
Extended Victory Conditions
window, and type the number of the
MSU that need to suvive not to lose
the scenario. In the image the two
MSU must survive the scenario not to
lose it.

3.7.2. Typed VH

Typed VH allow you to set some VH as needed favall of victory.
To enable this option you must check
the Enable typed VH checkbox in the
Extended Victory Conditions
window.
Then in the Map Settings View you could check ahyhe
checkboxes in the image to mark the VH as needed fevel
of victory.
Let's see two examples; in both of them we will goge that there are only three VH for the Axis
side.
In the first example, the Axis side needs to takly @ in the number of turns set for a BV. If the
turns for a BV pass without taking A, then he joséds to take B and C; if he achieves it before the
turns for a V pass, he will get a V, otherwise stV or if the turns for it pass, a Loss.
Example 1

A B C
In the second example, the Axis side needs bothdABato achieve a BV in the specified number
of turns, for a V he needs all three, and for ajdi&t A and C.
Example 2




3.7.3.Hold VH

You can define the number of VH that
the player should control at the end of
the scenario to achive any result. To
do this you must check thEnable
#VH to control checkbox and type
the number of VH to hold for each
level of victory.

You can do this too in th&cenario Settings Vieu:

Be aware that the scenario will last until the maxmn number
of turns defined (16 in the example), and then viwory
condition will be checked.

3.7.4.Retreat a number of units

To define this victory condition, you

must do two things. First you must

check theUnits to Retreat checkbox

in the Extended Victory Conditions

window, and type the number of units

to retreat for any side.

Then you must set at least one Escape Hex (EHheimiap, for the units to retreat to.

3.8. Scenario options

You can access the
scenario options by
clicking in  the
Options button in
the Scenario
Summary View. A
new window will
open where you can
set the options you
want; some of them
will only be useful in
campaigns.




Default experience for new units & prototypdsts you define the experience for units
bought in the scenario and prototypes obtained.
Allow setting default unit's strenght for each aylets you define the strenght for units
boutght in the scenario.
Use current/basic strenght as defined.
Use Fuel as defined.
Use Ammo as defined.
Avoid paratroop deployment on ocean hexes usingamsport.
Play custom music during Scenario Fiy®u can define two music files to be played dgrin
the scenario. The files are selected inSoenario Summary View
No prototypes used in campaigns; a BV doesn’t give the possgibibf obtaining a
prototype. This option can be also be set inSbenario Summary View
Allow custom time frame:.you can set the time frame to choose availal&pypes, from
1-12 months. The default is 9. This option can Ise &#e set in th&cenario Summary
View.
Allow Typed VHsee 3.7.2.
Allow to BLOW units with the required attribute can blow sonredk of terrain.
Allow to REPAIRunits with the required attribute can repair bhotrrain.
Allow to BUILD:. units with the required attribute can build saie@ain enhancements.
Air units extend ZOCair units have a ZOC in the six surrounding hexes
Air units can be fired when entering AD range
BB, CV & BC can fire as FlaKshose ship classes can defend from air attacksaiange
of 1, and attack planes at their range.
Allow Barrage fire some units can attack hidden hexes.
Enable Air missionsenables the use of Air Missions in the scendrios changes the way
the players can use their planes. This option @al&o be set in thBcenario Summary
View.
True range Ounits with Range 0 cannot attack adjacent hexes.
True spotting Ounits with Spotting of 0 don’t spot adjacent hexe
Line of fire is blocked also at range > 2 by Mount& Forest and Cities.
Friend units ALSO block LQFRunits of the same side than the firing one bliook of fire.
Extended LOSMountains, hills forest and city hexes cut LOStHe hexes opposite them;
units in forest hexes aren’t spotted by other gdounits, unless adjacent; units in forest or
city hexes aren’t spotted by air units more thamefes away; units than cannot move and
are spotted, remain located, but can only be inedatwithin spotting range.
Allow roads on any terrairroads can be set in any terrain, even impassaias.
Reinforces arrive when player is activeinforcements arrive in the player turn, notreg
start of thePlayer 1turn.
Added Core behave as prototypescare units given in a scenario other than thet fion’t
count against the cap if checked.
Ports don’t behave as Supply hexes.
Enable random misdropping of airborne unigsrborne units can land in other hex than the
targeted one.
Weather can change ground conditiseveral turns of the same weather can make the
ground change its condition.
Extended naval ruleships return fire to artillery and forts, shigmaonly attack submarines
at range 1, destroyers can escort naval transpgdsist submarine attacks like fighters
escort bombers, and submarines need direct LOaicka

The option PG2 Mode disables options not present in PG2 (up to 2.2&hpato enhance

compatibility with older campaigns and scenarios.




4. Links

Here you have some links to the main webpages wmisterial for Open General and Panzer
General 2:

Luis Guzman’s web page:

http://luis-guzman.com/

JP’s Wargame & History Forums:
http://www.panzercentral.com/forum/viewforum.php?78
Kaiser General:

https://sites.google.com/site/jkpanzer/

Steve PG2 Campaign:
http://hosted.wargamer.com/pg2campaigns/steve/pg2.h
Gilestiel PG2 Mapfinder:
http://pg2mapfinder.qgilestiel.eu/

Adlerkorps:

http://www.adlerkorps.com/

Latin Generals:

http://gilestiel.nerim.net/lg/

The MG Bunker:
http://sites.google.com/site/themgbunker/

OpenGeneral & PanzerGeneral (polish):
http://www.pg2.net.pl/

Polecam (polish):

http://opengeneral.pl/polecam.html

Polish forum:
http://www.forum.gildiageneralow.pl/opengen/0/
Rayydar’'s (German):

http://www.rayy.de/raiders/pages e/RayyFrames2N.htm
Panzerliga:

http://www.panzerliga.de/en/index.php
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