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Scenario Aims

After working on various fantasy (Bitterfrost) and Sci-Fi (Dalek) projects, I felt it was time to revisit the Dictator Series. There had been some very nice new WW2 era units made by Gareth Birch since the last release around 2005, and I wanted to have another go at the elusive goal of creating an even more compelling and fun version of my WW2 scenario than before.

I had a checklist of things I wanted to achieve with this remake…

1. A new map – I was getting tired of the same map/layout since 2002!

2. A new starting point – Now the action would kick off in June 1941.

3. Streamlined gameplay – I desired a more natural game progression.

4. A better tech tree – I wanted a more sensible range of advances.

5. Reduce redundancy – Less suprlus units and more useful options.

6. Improve events – More balanced events which offered much more.

7. Better graphics and feel – I wished to incorporate new content.
These changes were based upon experience and reviews of the previous versions, and my desire to add more of a varied challenge to the scenario. I did not want the whole thing centering around Europe fully, but to give the potential Japanese or Chinese player fun stuff to do at the other side 

of the world. I also wanted the challenge levels based on the faction the player decided to use.

I decided the new Dictartor would play out until the end of 1946, and begin right in the thick of the chaos, with Germany poised to invade Russia, and the countdown to Japan’s invasion of the entire Pacific underway. While the Brits held the fort, the USA looks for a way into the war, and Russia must weather a storm of steel, until Hitler messes up, or an opportunity presents itself…

The tech tree would be quite open, and concise, with the player able to set goals and reach them, and then putting research on hold when he had what weapons or abilities he wished. That is the basis of the Dictator series, the emphasis to fight WW2 as you wish, not with restrictions. There were events that were set at pre-determined times though, such as Torch or Overlord.

These large invasions are chances for the Allies to deal deadly blows to the Axis, or a chance for the Axis to humilate the Allies and win special non-buildable units. I restricted these super tanks and soldiers to a few landmark victories, as they can make all the difference. But nothing is invincible!

I wanted also to offer the player more scope to gain economic power, there are some large exploits I merely left in the game for the player to use…The choice lies with the conscience of the player!

The emphasis is for the player every time in Dictator - You play any way you wish. If you wish to power surge the enemy and rush techs and units, then you can. Or if you prefer the planner’s game…To fight and react in a more historical perspective, you can also play that way. I wanted to capture the great WW2 spirit of such killer wargames as Secret Weapons (Lucasfilm) and Eastern Front (Talonsoft) with this new project…Thus, a facelift and much work under the bonnet!

I feel I reached these goals with Dictator, and while the ‘perfect’ WW2 opus might not be possible with CIV2, I humbly offer this scenario as a fair crack of the whip. I think this time I have put right many of the problems with previous versions. There is more action in the east, the events are more sensible, and the Germans are not the only power with a slew of fine armour units!

As the final touch, I created tiny clumps of soldiers, based on gunner crews from Gareth’s PaK88 unit. I then derived tiny infantry platoons for all the factions, similar to those great little men in ‘Boneparte’ by John Ellis. These groups of US marines, Red Army and Grenadiers look nice 

in-game, and give the feeling that you are indeed commanding huge armies. Just the ticket!

Curt Sibling 22/04/2007

Factions

THE ALLIES

The USA – The Arsenal of Democracy will form the mighty backbone of the Western Allies..
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The USSR – The Soviet determination to survive will ensure a rugged defence of Russia.
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The British Empire – The top class British air and naval forces will be a thorn in the Axis side.
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The Australians – They plan to use their fine military to assist the Commonwealth cause.
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The Chinese Republic – The Chinese continue their long, bitter war with the Japanese forces.
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THE AXIS

The Third Reich – The militaristic rulers of Western Europe seek the final German victory.
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The Japanese Empire – Seizing enough resources is their ultimate goal in the Pacific.
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Research

All the technology advances in Dictator VI are listed below. All factions begin with 

a selection of the generic techs and several of their own unique wartime advances. 

GENERIC TECHS

	TECHNOLOGY
	BENEFITS

	Industrialism
	Factory City Improvement

	Rail Transport
	Rail Station City Improvement

	Commerce
	Supplies Unit

	Printing Press
	Newspaper City Improvement

	Indoctrination
	Propaganda City Improvement

	Conscription
	Military Base City Improvement

	Shipbuilding
	Fishing Port City Improvement

	Aviation
	Airbase City Improvement

	Weapon Design
	Design Bureau City Improvement

	Mass Media
	Enhances Newspaper City Improvement

	Conditioning
	Enhances Propaganda City Improvement

	Logistics
	Supply Depot City Improvement

	Rationing
	Mechanical Farm City Improvement

	Mass Production
	Production Plant City Improvement

	Science Effort
	Laboratory City Improvement

	Total War
	War Production City Improvement

	Mobile Warfare
	Motor Troops Unit

	Sloped Armour
	Enables Tank Research

	Civil Defence
	Fortifications City Improvement, AA Gun Unit

	Improved Flak
	Flak Defences City Improvement

	Airborne Operations
	Paratroopers Unit, Parachute Troops Unit

	Aeronautics
	Enables Aircraft Research

	Naval Defence
	Coastal Fleet Unit, Destroyer Unit, Cruiser Unit

	Fleet Operations
	Naval Base, Invasion Fleet, Submarine Units

	Capital Ships
	Battleship Unit, Carrier Unit

	Massive Hulls
	Super Battleship Unit

	Improved Propulsion
	Movement +1 to Naval Units

	Battle Analysis
	Future Tech
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USA

	TECHNOLOGY
	BENEFITS

	US Industry
	US Starting Tech

	US Military
	US Starting Tech

	Lend-Lease
	M5 Half-Track Unit

	Suburbanization
	Shopping Mall City Improvement

	Twin-Boom Fighter
	P-38 Lightning Unit

	Medium Armor
	M4 Sherman Unit

	Flak Vehicle
	M16 MGMC Unit

	Heavy Fighter
	P-47 Thunderbolt Unit

	Strategic Bombing
	B-24 Liberator Unit

	Mobile Artillery
	M40 GMC Unit

	Escort Fighter
	P-51 Mustang Unit

	Heavy Armor
	M26 Pershing Unit

	Atomic Research
	Leads to Nuclear Fission

	Nuclear Fission
	Leads to Atomic Bomb

	Atomic Bomb
	B-29/A-Bomb Unit

	Operation Torch
	Launches North African Invasion

	Operation Avalanche
	Launches Italian Invasion

	Operation Overlord
	Launches French Invasion
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Playing as the USA:
The Americans are undecided at this point. Do they enter a bloody war against the formidable Axis nations in Europe, or do they watch as the Democracies of the West are pummeled by the Nazis? Certain members of the US government are committed to helping the British and Allies no matter what, and know that eventually it will be America in the gunsights of a trumphant Germany. Economically-strong, the Americans the Americans present a hope for the Allies. In the meantime, plans are made to increase the ‘Lend-Lease’ support to the UK and other powers. Watching events in China, the Americans are wary of the growing hostility from the Japanese Empire, a vendetta that evolved from the embargoes and diplomatic failures of the 1930s. Worrying signs are being reported of a Japanese build-up of forces, so the USA player must be on guard at all times.

War is coming. When and how the USA enters this war is entirely up to the player.

USSR

	TECHNOLOGY
	BENEFITS

	Communist Party
	Munitions Plant City Improvement

	Soviet Military
	Soviet Starting Tech

	Soviet Patriotism
	Soviet Army Unit

	Lavochkin Fighter
	La-5 Unit

	Yakovlev Fighter
	Yak-3 Unit

	Stalin Tank/2
	IS-2 Unit

	Stalin Tank/3
	IS-3 Unit

	Stalingrad Rescue
	Given during the Stalingrad battle

	Manchukuo Invasion
	Given during the Manchukuo battle
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Playing as the USSR:

The Soviet Union is about face the greatest challenge ever. As Axis forces pour over the borders, there can be no doubt that this cabal of fascist powers have but one goal – Total demolition of the Communist Empire! The player has the chance to vastly improve upon the historical performance 

of Russia’s leaders, in that you can minimise the slaughter and present a far more valid defence of the Motherland. Forget trying to fight back with the Red army, as they are too demoralised and disorganised for a proper defence…Better to wait until the Soviet army can be rebuilt along patriotic lines and trade territory for time. 

There are a number of strategies that can be employed to trap and destroy Axis forces, as your artillery and battleships are as good as anyone else, but beware of over-confidence, and the initial German superiorty of armaments. But there is one deadly trump in the Soviet deck, in the shape of the T-34 tank, which can defeat all German medium armour. Also, if research can be boosted, the later Russian arms will meet and eventually overmatch the Axis powers. If there is one situation that cannot be allowed to happen, then that is the capture of all three major Soviet cities…

Moscow, Leningrad, Stalingrad.

Hold the line, and make the Nazis pay for each foot gained. Then unleash the Soviet steamroller!

BRITISH EMPIRE

	TECHNOLOGY
	BENEFITS

	British Government
	Financier City Improvement

	British Military
	British Starting Tech

	Home Guard
	British Starting Tech

	Imperialism
	Governor City Improvement

	Fast Bomber
	Mosquito Unit

	Infantry Tank
	A.22 Churchill Unit

	Night Bomber
	Lancaster Unit

	Submarine Hunter
	Wellington/ASW Unit

	Purchase Shermans
	Sherman II Unit

	Fighter/Bomber
	Typhoon Unit

	Main Battle Tank
	A.41 Centurion Unit

	Special Operations
	Commandos Unit
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Playing as the BRITISH EMPIRE:

The Empire is in a state of crisis. Despite a fine victory in the Battle of Britain, the Thrid Reich still menaces the British Home Islands from mere miles away. Also, many Imperial possessions are under threat from roving Axis powers. And to top it all off, the sound of war drums are clearly heard from the Japanese. The British must make defending the United Kingdom  a top priority, 

for if it falls, the hopes of the Allies will fall with it. There are two major advantages the British can enjoy, the finest Air and Naval forces in the world. These are the key to survival and victory.

Mass-production of defending fighters and AA batteries in Britian is essential, and if at any point, the German forces are tied up in the East, bombers should be built and used on any enemy targets 

of opportunity. Defending the oil-fields in the Middle East is a major factor, losing these would be a disaster. If possible, and if the player is daring enough, task forces could be sent to assist the Soviets

against Germany, or reinforcements sent to begin an invasion of Japanese held Eastern areas. 

All in all, Britian is the third great power of WW2, after Russia and America, and the player has 

the obligation to make sure the Empire is in a position of power by the end of the scenario.

Defend the most precious jewels of the Empire, and then prepare to strike back at the Axis!

THIRD REICH

	TECHNOLOGY
	BENEFITS

	Wehrmacht
	Grenadiers Unit, PaK 88 Unit

	Luftwaffe
	Bf-109, Fw-190, Ju-87 Stuka, Ju-88 Units

	Blitzkrieg
	Pz Grenadiers Unit, Panzer IV Unit

	Penal Labour
	Labour Camp City Improvement

	Heavy Panzer
	Tiger Unit

	Improved Panzer
	Panther Unit

	Secret Weapons
	Research Facility City Improvement

	Jet Flight
	Me-262 unit

	Rocketry
	V2 Missle Unit

	Rocket Fighter
	Komet Staffel City Improvement

	Improved Tiger
	Tigger II Unit

	Advanced U-Boat
	Type XXI U-Boat Unit

	Stalingrad Captured
	Given to Axis when they conquer Stalingrad

	Stalingrad Defense
	Stalingrad must be held by Axis until gained

	London Captured
	Given to Axis when they conquer London

	Moscow Captured
	Given to Axis when they conquer Moscow

	Welthauptstadt
	Volkshalle Special Wonder

	Break Axis Pact
	Makes Germany go to war with Japan
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Playing as the THIRD REICH:
Germany already has pounded most of Western Europe into submission and is looking to flatten Russia too. If the vast resources of the USSR can be taken, then the Reich will have the power to deal with anything the Western Allies can hurl at them. But the destruction of the Communists is 

no foregone conclusion. Also, if the Americans side with Britain, then things will get twice as hard, so rushing towards the superior weapons near the end of the tech tree is vital. The German player must give research priority, and also production, but balancing  The two might not be very easy. The Blitzkrieg in Russia must not lose momentum. As the Soviets will offer no quarter or mercy.

Germany is surrounded by many tempting targets, but do not spread Axis forces too thin!

JAPANESE EMPIRE

	TECHNOLOGY
	BENEFITS

	Wehrmacht
	Grenadiers Unit, PaK 88 Unit

	Luftwaffe
	Bf-109, Fw-190, Ju-87 Stuka, Ju-88 Units

	Blitzkrieg
	Pz Grenadiers Unit, Panzer IV Unit

	Penal Labour
	Labour Camp City Improvement

	Heavy Panzer
	Tiger Unit

	Improved Panzer
	Panther Unit

	Secret Weapons
	Research Facility City Improvement

	Jet Flight
	Me-262 unit

	Rocketry
	V2 Missle Unit

	Rocket Fighter
	Komet Staffel City Improvement

	Improved Tiger
	Tigger II Unit

	Advanced U-Boat
	Type XXI U-Boat Unit

	Stalingrad Captured
	Given to Axis when they conquer Stalingrad

	Stalingrad Defense
	Stalingrad must be held by Axis until gained

	London Captured
	Given to Axis when they conquer London

	Moscow Captured
	Given to Axis when they conquer Moscow

	Welthauptstadt
	Volkshalle Special Wonder

	Break Axis Pact
	Makes Germany go to war with Japan
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Playing as the JAPANESE EMPIRE:

Your main goal is to ensure the survival of the Empire by smashing the Western powers in the Pacific sphere. Making sure China is secure is a hard but essential task, if you wish to continue conquest into India. The Allies will be weak at first but will become very powerful quickly. Thus, the Japanese player has little time in order to secure gains and take territories. Japan might not 

be able to outright defeat the Allies, but may have the courage and weapons needed to foil them.

The Allies will gain in power and capability, so Japan must act swiftly and decisively.
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Playing as the CHINESE REBUBLIC:

The number one objective is to survive the continuing Japanese onslaught  - To resist long enough for the offensives lose steam, or until the Western Allies appear in force to help. If an opportunity appears to take a Japanese city, and the resources are there to defend it once captured, then fortune favours the bold! Gaining more technology is a goal too, only concetrate on the defence techs.

China will face many threats all through the war, so a cunning and ruthless player is needed!
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Playing as the AUSTRALIANS:
Australia is part of the Commonwealth, and as such shares the same goals of the British Empire and the Western Allies. The main challenge is that while their homelands are somewhat removed from any credibile invasion (at the outset), the Australians must conduct land and air attacks to cause the Axis as much pain as possible, while foiling any attempt on their own territory. The upside is that many tempting and poorly-defended Japanese cities may end up within their reach.

The secret is build up an powerful force and then unleash mass attacks on singular targets.

Units

GENERIC UNITS
	UNIT NAME
	TYPE

	Militia
	

	
	

	
	

	Motor Troops
	

	Tank
	

	Field Gun
	

	AA Gun
	

	Bomber
	

	Freighter
	

	Invasion Fleet
	

	Destroyer
	

	Cruiser
	

	Carrier
	

	Battleship
	

	Super Battleship
	

	Submarine
	


USA

	UNIT NAME
	TYPE

	US Infantry
	

	US Marines
	

	M3 Lee
	

	M4 Sherman
	

	M5 Half-Track
	

	M16 MGMC
	

	M26 Pershing
	

	M40 GMC
	

	P-40 Warhawk
	

	P-38 Lightning
	

	P-47 Thunderbolt
	

	P-51 Mustang
	

	B-17 Fortress
	

	B-24 Liberator
	

	B-29/A-Bomb
	


USSR
	UNIT NAME
	TYPE

	Red Army
	

	Soviet Army
	

	T-34
	

	IS-2
	

	IS-3
	

	Katyusha
	

	I-16
	

	La-5
	

	Yak-3
	

	Il-2 Sturmovik
	


BRITISH EMPIRE
	UNIT NAME
	TYPE

	Riflemen
	

	Commandos
	

	A.22 Churchill
	

	Sherman II
	

	A.41 Centurion
	

	Spitfire
	

	Typhoon
	

	Mosquito
	

	Lancaster
	

	Wellington/ASW
	


THIRD REICH
	UNIT NAME
	TYPE

	Grenadiers
	

	SS Grenadiers
	

	Pz Grenadiers
	

	Panzer IV
	

	Panther
	

	Tiger
	

	Tiger II
	

	PaK 88
	

	Bf-109
	

	Fw-190
	

	Me-262
	

	Ju-87 Stuka
	

	Ju-88
	

	V2 Missile
	

	Type XXI U-Boat
	


JAPANESE EMPIRE
	UNIT NAME
	TYPE

	Navy Marines
	

	A6M2 Zero
	

	Ki-61 Hien
	

	D3A Val
	


CHINESE REBUBLIC
	UNIT NAME
	TYPE

	Nationalists
	

	P-40 Warhawk
	


AUSTRALIANS
	UNIT NAME
	TYPE

	Trooper
	

	P-40 Warhawk
	


Improvements

	CIV2 IMPROVEMENT 
	DICTATOR IMPROVEMENT

	Palace
	Capital

	Barracks
	Military Base

	Granary
	(NOT USED)

	Temple
	Newspaper

	MarketPlace
	Rail Station

	Library
	Design Bureau

	Courthouse
	Governor (British Empire, Japanese Empire)

	City Walls
	Fortifications

	Aqueduct
	(NOT USED)

	Bank
	Production Plant

	Cathedral
	Propaganda

	University
	Laboratory

	Mass Transit
	(NOT USED)

	Colosseum
	Shopping Mall (USA)

	Factory
	Factories

	Manufacturing Plant
	War Production

	SDI Defense
	Komet Staffel (Thrid Reich)

	Recycling Center
	(NOT USED)

	Power Plant
	Munitions Plant (USSR)

	Hydro Plant
	(NOT USED)

	Nuclear Plant
	(NOT USED)

	Stock Exchange
	Financier (British Empire)

	Sewer System
	(NOT USED)

	Supermarket
	Mechanical Farm

	Superhighways
	Supply Depot

	Research Lab
	Research Facility (Thrid Reich)

	SAM Missile Battery
	Flak Defences

	Coastal Fortress
	Coastal Fleet

	Solar Plant
	Labour camp

	Harbor
	Fishing Port

	Offshore Platform
	Naval Shipyard (Japanese Empire)

	Airport
	Airbase

	Police Station
	(NOT USED)

	Port Facility
	Naval Base

	Transporter
	(NOT USED)

	SS Structural
	(NOT USED)

	SS Component
	(NOT USED)

	SS Module
	(NOT USED)

	(Capitalization)
	(Manufacture Goods)


Wonders

	CIV2 WONDER
	DICTATOR WONDER

	Pyramids
	Harbour (Shanghai)

	Hanging Gardens
	Rock (Gibraltar)

	Colossus
	Trading Centre (Hong Kong)

	Lighthouse
	John Brown Shipyards (Glasgow)

	Great Library
	(NOT USED)

	Oracle
	Kirov Factory (Leningrad)

	Great Wall
	Kremlin (Moscow)

	Sun Tzu's War Academy
	Bad Tölz Officer School (Munich)

	King Richard's Crusade
	Tractor Factory (Stalingrad)

	Marco Polo's Embassy
	(NOT USED)

	Michelangelo's Chapel
	Buckingham Palace (London)

	Copernicus' Observatory
	Peenemünde Facility (Hamburg)

	Magellan's Expedition
	Kure Naval Yard (Hiroshima)

	Shakespeare's Theatre
	Ministry of Propaganda (Berlin)

	Leonardo's Workshop
	(NOT USED)

	J. S. Bach's Cathedral
	Volkshalle (Recommended = Berlin)

	Isaac Newton's College
	Reich Air Ministry (Berlin)

	Adam Smith's Trading Co.
	Federal Reserve (Washington DC)

	Darwin's Voyage
	(NOT USED)

	Statue of Liberty
	Statue of Liberty (New York)

	Eiffel Tower
	Eiffel Tower (Paris)

	Women's Suffrage
	Houses of Parliament (London)

	Hoover Dam
	Boulder Dam (Phoenix)

	Manhattan Project
	Los Alamos Laboratory (Santa Fe)

	United Nations
	(NOT USED)

	Apollo Program
	(NOT USED)

	SETI Program
	Imperial Academy (Tokyo)

	Cure for Cancer
	Bank of England (London)


Installation
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Here is what to do with ToT to make DICTATOR VI work on your PC.

Make sure you have the Test Of Time 1.1 patch!

Make sure your have the ‘No Limits Add-On’

Back up all important files in your ToT folder!
Create a 'DICTATOR6' folder in your ToT game directory. 

Then within this new 'DICTATOR6' folder, make a new 'Sound' folder.

If you wish to be totally sure that those pesky unit/terrain animations in ToT will not interfere:

Copy them from the ‘Original’ folder in the ToT directory, and into a secure folder inside the same directory. Make sure you unzip the Resource.spr file into the ‘DICTATOR6’ folder!

The contents of the Sounds.zip through to Sounds4.zip files go into the 'Sound' folder.

You are ready! 

Wear the WW2 helmet of your choice, sit back, begin the scenario and enjoy.

And, please feel free to give me any feedback on what you think...

*****************************

Credits

Bravery medals and extra rations to all the following war heroes!

Graphics by Fairline.

Playtesting by AGRICOLA, Palaiologos.

And a giant salute to all my spamrades at Apolyton CIV2 Scenario Forums!

Send all comments, free money, 

Ziyi Zhang clones, etc, to: 

kurtzibling@yahoo.co.uk 

This Scenario is dedicated to all those who stick with CIV2 - We will never fall!

