A WW2 scenario by Eivind André Evensen aka Eivind

B L I T Z K R I E G

1942  

(Version 3.0)
Using the new blitzkrieg tactics to crush opposition in Poland, Scandinavia, the Low Countries, France and the Balkans within two years, Hitler found himself in total command of the European Continent. At the same time the Axis continued to wreak havoc in North Africa and the Atlantic Ocean. In June 1941, Hitler invaded Russia. Right now he is launching an offensive to secure the Caucasus oil fields.
Meanwhile, in the Pacific, the Japanese have turned aggressive. Menaced by the American presence in the Pacific, the Japanese bombed Pearl Harbor on December 1941, bringing the United States into the world war. By June 1942 they have taken control of most of Southeast Asia and reached as far as New Guinea on the road toward an invasion of Australia.
Complete Remake of Blitzkrieg 1942!

In the same way I made the first version of Blitzkrieg 1942, which was by changing the Blitzkrieg 1936 scenario into a total war 1942 scenario, I did again based on all the new 1936 versions. This was a major undertaking and this Blitzkrieg 1942 v.3 is the ultimate Blitzkrieg scenario! It is almost unrecognizable in comparison the previous 1942 version, so please, do enjoy!
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Here comes the important stuff ( :
The time: June 1942
The objective: To win WW2

======= 1. Civilisations =======
1. Axis
2. Imperial Japan

(Look on page three for the rules for victory).
3. USA (& Allies)
4. British Commonwealth

5. Soviet Union

6. Neutrals
7. Vichy-France

======= 2. Initial Game Information and Tips =======
Axis:
You are about to launch a greater summer offensive into the Caucasus to secure vital drops of oil for your military machine, and once and for all end the war in the east. Mind also that the Americans are yet to show what they are good for and you can bet they won't do anything rushed.
Imperial Japan:

Japan has turned aggressive and has in a short amount of time found themselves masters of Pacific Asia. Only British India, Australia and America compromises total supremacy. Finish the job that was started in Pearl Harbour and crush the American navy.
USA:

The United States was attacked by the Japanese in Peal Harbour late last year, followed by a war declaration from the Western Axis, and was forced into the war. Pearl Harbour must be avenged and the Third Reich must be stopped. Your goal should be to harass the Axis enough to give the Soviets some breathing room. Aid the Soviets in any way possible, be it with actual hardware or cold hard cash.
British Commonwealth:

The British Empire and the Commonwealth are about the only ones to have stood up against Hitler without succumbing to the Nazis. Now your goal must be to bring the war to Hitler’s doorstep and open a second front to releave the Soviets. Also, stand off the dangerously succesful Japanese juggernaut.
Soviet Union:

Russia was caught by surprise when Hitler invaded in June 1941. Now he has put most of European Russia under his Thousand Year Reich. With help from your allies bring the war to Germany.
(The Neutrals and the Vichy-French are not playable)
======= 3. How to install sounds =======
Create a folder named “Sound” inside your Blitzkrieg 1942 folder. Copy all the sounds into that folder.
======= 4. Programs that follow with =======
1. BLITZ1942-SUMMER-WINTER.bat

Introducing an innovative way to represent winter warfare and the pros and con's of it. Using James Dustin Reichwein's Mapcopy utility in a batch, two premade maps will be copied onto the save you play on. 
1. Every October and April you will be asked to save the game as "bk1942", and go out to the Blitzkrieg 1942 folder:

2. Start the BLITZ1942-SUMMER-WINTER.bat and choose the new season. The first time you’ll need to do this will be in October 1942. Change it to winter terrain. 

Every March you will be asked to do the same drill, just then you must load the summer terrain. In the winter version the northern hemisphere of the World will be transformed to tundra, with the defensive terrain that follows (+100%). Hence the war progress will be slowed down during the winter and encourage spring offensives. This will also give the Russians some breathing room in the beginning of the scenario.
3. Reload the turn, and voila, you have winter or summer terrain.

2. Dario's Civ2 Diplo Fix v1.1.exe

To save event space I simply made one event disallowing diplomacy between nations. So, if you as USA for instance, want to invade Vichy-France, you’ll need to:

1. Save your game.

2. Open your turn in this tool and manually set the diplomacy between USA and Vichy-France to war. Remember to do this from both the USA and Vichy-France point of view.
3. Reload the turn, and voila, you’re at war!

3. Dario's Sea Stack Fixer BK1942v3.exe
As this scenario is stackable, even on the water, it may lead some annoying problems. This tailor made tool for this scenario only deals with this problem. If you ever should sink an aircraft carrier on a naval stack, you might encounter some problems on your next strike against the stack. Although after play testing this problem now should be rare, as Carriers now have the lowest defence and take the hit last in the stack, it might still happen. It may also happen if you sink a freighter with units inside. What the utility does is to remove all units that should have, in reality, gone down with the ship and move them to 62,0 (no-mans-land). Here the player is supposed to disband the units, but we know the AI won’t do it. At least it solves the problem in MP. You’ll need to:

1. Save your game.

2. Open your turn (don’t mind that is says NET-file, it accepts SAV-files as well) in the tool and type in the coordinates of the stack giving you problems.

3. Reload the turn, and voila, stack fixed.
======= 5. House Rules =======
- Only the owner of Suez, Panama, Istanbul, Hamburg (Kiel Canal),Gibraltar, Singapore, København and similar straits around the world, together with her allies, can sail through them. Not even freighters may cross.
- Only dive-bombers and fighters can land on Carriers.

- Subs can not carry V-1 missiles or atomic bombs.

- Fighters can not finish their turn on top of a land or sea unit stacks. Only planes can be escorted by planes.
- Do not under any circumstances “freeze” unit to gain longer ranges.
- Do not circumstances build airbases to use them as rail ways. Railways are removed from this scen.

- No creating of ZOC with the help of airplanes.

- Soviets may trade techs with the US and the UK alone. 

- Japan and the Axis may trade techs among themselves. 

- The US and the UK may not trade techs.

- Leaving airplanes over industrial terrain to starve cities may be considered Strategic Bombing.

======= 6. Victory Conditions =======
#1: World Dominance: Control the entire world, either by alliances or alone.
#2: Technological: First one to reach Modern Technology (Future Technology)

#3: Conquest: Destroy 2 civilisations.

#4: World War: Win the world war by points. You win when you and you all(y/ies) get 15 points. 

Points to get in Russia:

Moscow: 3 points, 

East Stalingrad: 2 points
Leningrad: 2 points

Baku: 2 points
Points to get in the British Commonwealth:

London: 3 points, 

Suez: 2 points
Delhi: 2 points

Sydney: 2 points
Points to get in America:

Washington: 3 points, 

New York:  2 points
Pearl Harbour: 2 points
San Francisco: 2 points
Points to get in the Third Reich:

Berlin: 3 points, 

Roma:  2 points
Paris: 2 points
Brussels: 1 point

Amsterdam: 1 point

Copenhagen: 1 point

Oslo: 1 point

Narvik: 1 point

Warsaw: 1 point

Wien: 1 point

Budapest: 1 point

Bucuresti: 1 point

Sofia: 1 point

Athens: 1 point

Tirana: 1 point
You don’t get any points if you hold any of these cities from the beginning of the scen. You have to capture these cities to get them.

======= 7. Changes since version 2 =======
6a: In short, these are the changes (excluding the changes done for 1936 version 3.0 and 3.1):

* Lots of terrain changes, including a brand new winter and summer version and strategic river crossings.
* The scenario is now stackable.

* Many rules changes made.

* Many new units.
* Many new events.

* Many graphics changed

* Some new cities and some cities moved.
* Rebalanced unit placement.

6b: Here they are in detail:
RULES AND TEXT CHANGES:

* All regular, inf div's now have movement 2 and renamed Semi Mot. Inf. Red Guard and Waffen SS (not US Marines) also have 2 moves now. Other inf related units prices adjusted accordingly.

* Motorised inf and light tank now movement 3.

* Mech inf and PzIV has alpine ability

* Cost of war supplies raised. 

* Liberty Ship now same movement as Freighter.

* Lowered improvements prices, especially industries.

* Some techs renamed, some techs rearranged.

* Rocket research now earlier in the tree.

* Cosmic rules: 100% penalty for prod change.

* Lowered militia price. Changed to "non attack unit". Now has "Blitz" ability.

* Every civ now has partisans.

* Sherman less effective.

* Aircraft Carriers lowered in defence to make the other ships take the hits first.

* All War ships tweaked stats.

* Aqueduct improvement now 8 and Sewer S.  16.

* Gold translated to Supply Points

* + much more

NEW UNITS:

* Allied Medium Bomber, build able to US, UK and USSR. Slightly better than the Axis Medium Bomber, build able to Axis and Japan.

* Allied Heavy Bomber, build able to US, UK and USSR. Slightly better than the Axis Heavy Bomber, build able to Axis and Japan.

* Sdkfz build able only to Germany. Mech inf build able to US, UK and USSR. Equally good units, but not build able to Japan.

* Militia - cheap unit which is invisible (submarine flag) until attacked. Fairly good defence. Good mobility.

* Garrison - cheap defensive unit.

* Fighter - fighter unit, with 10 attack and 6 defence
* Interceptor - can spot units 2 spaces away, attack 8 and defence 8.

* Escort Fighter - range 3. 6 attack and 10 defence.

* Improved Fighter, Improved Interceptor and Improved Escort Fighter add 3 more points to both defense and attack.

EVENT CHANGES:

* When Berlin falls, Russia declares war on Japan. This is mostly for SP games though. In MP games there is always the Dario Diplo tool.

* Money events for Axis civs:

Axis Event Objectives 

West Stalingrad: +1000 

East Stalingrad: +2000 

Moscow: +2000 

Leningrad: +2000 

London: +4000 

Malta: +1000

Alexandria: +1000 

Suez: Defender -1000 

Baghdad (as before): +2000 

Destroyer: +500 

Freighter: +500 Axis, -500 Allies 

Liberty Ship: +1000 Axis, -1000 Allies 

Jap Event Objectives 

Port Moresby: +1000 

Midway: +1000 

Sydney: +3000 

San Francisco: +4000 

Chongqing: +1000 

Delhi: +2000 

General objectives: 

Panama: Defender -1000 

Neutral States: -500

TERRAIN CHANGES:

- Introducing summer and winter terrain versions (#3 for information on how to load it).
Defensive values for various terrains:
- Grassland: Normal

- Plains: Normal

- Forest: +50%

- Hills: +50%

- Jungle: +50%

- Swamp: +50%

- Desert: +50%

- Glacier (Industrial Sector): +100%

- Mountain: +200% (Ruhr/Ural industries: +100%)

Terrain changed:
Murmansk - Hills

Narvik - Hills

Bergen - Hills
Brest - Forest 

Bordeaux - Hills 

Brüssel - Forest 

Amsterdam - Forest

East Stalingrad - Glacier (Industrial sector)

Leningrad - (Industrial sector) 

Moskva - (Industrial sector) 

Baku - Hills

London - (Industrial sector) 

Aberdeen - Hills

New York - (Industrial sector)

Washington - Grassland

Boston - Grassland

Hamburg - Forest 

Frankfurt - Glacier (Industrial sector) 

Berlin - Glacier (Industrial sector) 

Rostock - Forest 

Tripoli - Desert 

Es Sider - Desert 

Barcelona: Hills 

Port Moresby - Jungle 

Midway - Jungle

Pearl Harbor - Jungle

Sapporo - Hills 

Sendai - Hills 

Tokyo (Industrial sector) 

Toyama - Hills 

Osaka - Hills 

Fukoaka - Hills 

Iwo-Jima - Jungle

Okinawa - Jungle

Mandalay - Grassland

Calcutta - Jungle

Vijayawada - Jungle

Madras - Jungle

Delhi - Jungle

Sri Lanka - Jungle

Chongqing - Hills 

Xian - Hills 

Teheran - Hills

Shiraz - Hills

Roma - Hills

Taranto - Hills

Malta - Hills

Tirana - Hills

Athen - Hills

Kreta - Hills

Cyprus - Hills

Jerusalem - Hills

Beirut - Hills

Tunis - Hills

GRAPHIC CHANGES:

* Updated some units graphics

* Changed some icons

* Changed commonwealth flag to Union Jack
* Changed tundra specials

* Changed some terrain graphics

IN GAME CHANGES:

* Stackable terrain on all squares except Mountains, Desert (Except Northern Africa), Swamps, Industrial Sectors and Jungles.

* Now scenario starting in June

* Lots of work done with CivCity. One of the things done is to tweak cities so that they will mostly generate partisans in homelands only.

* Removed a Jap Carrier at Wake

* Fixed all the "locked" squares 

* Tweaked around placement in Burma 

* Port Moresby given to its rightful owners, the Allies. Japanese striking force moved to Rabaul.

* Port Moresby reinforced with some of the Australian units. 

* Replaced some American Pacific units. 

* Removed Zamboanga in the Philippines, created Canton to the Americans instead. 

* Palmyra removed. Johnston Isl. created instead 
* More emphasize on Finland

* Ireland now occupied b
* Lowered the tech paradigm from 80 to 50. 

* War industries in all cities with oil refineries

* Railroad in water by Hamburg removed

* Heavy tank development given to Axis

* Gave everyone portable military bridge

* Heavy Ind in Bucuresti

* Moved West and East Stalingrad. 

* Added Yaroslavl to Russia

* Gave Teheran to its rightful owner at this time - Soviet Russia!

* Introduced many former unused wonders to work as objectives. All are obsolete.

* Practically all cities have Tank Defences. Mainly to avoid city razing.

* Reshaped Britain to be more correct geographical wise. Relocated Aberdeen and Edinburgh.
* Oslo now has road all the way to Trondheim.
* Removed Tasmania, added Scapa Flow as the British Naval Base instead* Newcastle renamed Middlesbrough

* Manchester renamed Birmingham and raised in size.

* Tojo now controls Japan...

======= 8. Credits =======
Everyone is in randomized order, as I am equally greatful to all of you!
Special thanks go to all the play testers of the 1941 and the 1936 version:

Thank you to the initial 1942 play testers:

· Academia

· Nilat Bolshevik/Stalin II

· Jim Panse

· FiGu

· Dario1986

· Squonk

· Arthedain

And to the 1936 play testers:

· Academia

· Nilat Bolshevik/Stalin II

· Jim Panse

· FiGu

· Pablostuka

· Historical Atze

· POTUS

· Squonk

And to the 1941 play testers:

· Academia

· Nilat Bolshevik/Stalin II

· Jim Panse

· FiGu

· EmuGod

Thanks Kobayashi for inspiration. The unit stats are based on the ZWK stats.
Pablostuka and CDG (now EVO): Thanks for hosting my scenarios and thanks for doing a great job for the Civ2 community! This one is dedicated to you! (
Graphics:

Units:

- Fairline: Gareth is the master mind behind the great looks of almost all these units. Thank you, mate! 
- Nemo made the great mustang, Harry Tuttle modified it. Tanelorn the zero and the SB2.

- And many of the astonishing tweaks of Fairline’s unit, signed with a dolphin, are done by Catfish.

- Some units are also nemo units. Modified nemo units.

Cities:

- Kudos on these great cities goes to Curt Sibling.
- All flags by Sarsstock and me.
Icons:

- Most icons have unknown authors.
People:

- People by Curt Sibling.

Title:

- Title by me from an old propaganda poster.
The programs that follow with Bk1942:

- James Dustin Reichwein for his great program MapCopy.

- Dario for his neat utilities and for his great enthusiasm for this scenario.
Feel free to contact me at anytime! (
My email address that I check out regularly:

eivindae@yahoo.no 

Enjoy your self!
Find more of my scenarios here: http://www.evo-games.net/Home/index.php?c=21 
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