THE EURASIAN WARS: A WORLD WAR II SCENARIO FOR CIV2 TEST OF TIME
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The Eurasian Wars represents the natural evolution from the old ‘Dictator’ series of mods. Featuring multiple rules/events sets, 24-bit graphics, cunning unit stats, fiendish AI attacks and much more. The Eurasian Wars takes you back through time into a world of addictive WW2 battles where you can re-create re-write history.

It is STRONGLY recommended that the player check out CIV2’s useful ‘Civilopedia’ for a full outline of new scenario content. This README will serve to explain how to install the mod, how to get started, what civs are playable, and the most essential gameplay notes. There will also be some reference on renamed mod content.

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

SCENARIO OBJECT:
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The scenario starts in January 1941. One of the great warring powers of WW2 will be at your command. The mission for your nation or empire is to not only survive till December 1945, but also defeat your ideological enemies and be the dominating power in the world. This will be easier for some nations and harder for others.

To help you in your task, you have total command over the military, scientific and econonmic destiny of your people. You can plough tax money into new weapons, or rush buy financial institutions or military installations. You can try to outdo the famous leaders and generals of WW2 by capturing even more land and resources.

Perhaps more interestingly, you can seek to experience how WW2 might have turned out had different choices been made and other strategies been used. How would Russia have fared if they have been more prepared for Barbarossa? If Hitler had allowed his generals more freedom of movement, what might have happened?

If various advanced weapons and war machines had appeared earlier would the outcome have been affected? As a WW2 buff and CIV2 scenario designer, these questions always interest me. I like to give loads of options in my mods, and to that end, I decided to offer the use of multiple events and rules to vary the play experience.

I think this is my most fun and challenging WW2 scenario yet, with some truly epic battles and fiendish challenges from the AI – Which never seems to let up! The mod allows the player to determine his own strategy and long-term goals. Some historical attacks still might happen, but a new destiny waits to be decided…

Curt Sibling. 02/02/2009.

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

INSTALLATION:

Before you begin:

Make sure you have the Test Of Time 1.1 patch!

Make sure you have Timbatron’s ToT CPU patch!

Back up all important files in your ToT folder!
Sorted all of the above? Good! Then we can proceed!

Create a new folder named "Eurasian Wars" within your CIV2 ToT directory. 

Unzip/copy following files into the new folder:

  Delevent.exe

  Spritegen.exe

  CHOICE.exe

  EURASIANWARS.bat

  Cities.bmp

  Icons.bmp

  Improvements.bmp 

  People.bmp

  Terrain1.bmp

  Terrain2.bmp 


  Title.gif

  Units.bmp

  Units_ALT.bmp

  Units_mask.bmp

  EW.scn

  Static.spr

  Describe.txt

  Events.txt

  EW.txt

  Game.txt

  Labels.txt 

  Pedia.txt

  Rules.txt

  Rules_Allied.txt

  Rules_Chinese.txt

  Rules_German.txt

  Rules_Italian.txt 

  Rules_Japanese.txt 

  Rules_Soviet.txt 

Create a folder named "Sound" inside your "Eurasian Wars" folder. 

Unzip/Copy all the WAV files supplied with this scenario into the new "Sound" folder.

Also create a folder named "Events" inside your "Eurasian Wars" folder. 

Unzip/copy following files into the new folder:

  Events_Allied.txt

  Events_Chinese.txt

  Events_German.txt

  Events_Italian.txt

  Events_Japanese.txt

  Events_Soviet.txt

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

START UP:

Before starting the game, you must first decide which Nation you will play. 

You have a choice of the Allies, Russians, Chinese, Germans, Japanese or Italians.

In the "Eurasian Wars" folder there should be a batch (.bat) file named “EURASIANWARS”.

What it does is automate the process of setting up the game for play as a specific civ/faction.

What actually happens is that the batch file runs and looks for specific rules/events for the selected 

civ and then overwrites the standard CIV2 files in the mod folder with the new files. If you do not 

run this batch program before playing the game, it will lead to the incorrect events being used and 

the scenario will not play properly. Always have the mod events in their ‘events’ folder too.

Here’s what do to: 

Find and double-click the “EURASIANWARS” file.

A DOS window will prompt you to select your civ choice. 

Select the desired nation to load the proper rules/events.

Once done, the DOS window will close.

Now start Civ II ToT.

Select "Begin Scenario" from the usual menu.

Select "Eurasian Wars" folder.

Select "EW.scn".

Now just follow the normal CIV2 scenario startup choices.

The civ you pick to play must be the same one you selected with “EURASIANWARS” .

The scenario map should now appear, and you are good to go! Give them hell!

****************************************************************************************
FACTIONS:

WESTERN ALLIES
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The Alliance must keep the flame of freedom alive against a tide of tyranny.

Despite a fine victory in the Battle of Britain, the German Reich still menaces the British Home Islands from mere miles away. Allied possessions in Africa are under threat from Italy. And to top it all off, the sound of war drums are clearly heard from the Japanese. Defending the United Kingdom is a top priority - If London falls, the hopes of the Allies may fall with it. Mass-production of air units in Britian is essential. Bombers should be used on any enemy targets of opportunity. Defending the oil-fields in the Middle East is vital, 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 Far East areas. 

SOVIET RUSSIA

[image: image5.jpg]



Stalin has signed a shaky pact with Germany, but how long will the peace last?

The player has a chance to vastly improve upon the historical performance of Russia’s leaders. It is possible to minimise the slaughter and give a far less costly defence of the Motherland. Forget trying to fight with the Red Army infantry, as they are too demoralised and disorganised for a proper defence. Many great weapons wait to be developed by a cynical and cunning Soviet leader. Planning is the key to survival. As the attack from Germany will come sooner or later, and the level of preparedness will determine the losses suffered. The loss of Moscow, Leningrad, or Maikop cannot be tolerated, disaster will follow if any of them are taken.

NATIONALIST CHINA
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The Kuomintang continue their long, bitter war with the Japanese.

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 wade in to help. If an opportunity appears to take a Japanese city, and the resources are available to defend it once captured, then fortune favours the bold! Gaining more technology is a goal too, concetrate on getting Mobile Artillery and any other defence-orientated techs. China will face many threats all through the war, so a cunning and ruthless player is needed!
GERMAN REICH
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The Germanic overlords rule Europe. Surely nothing can thwart their destiny?

Hitler’s Reich already has pounded most of Western Europe into submission and is now ready for a new campaign. Many pathways are possible - Striking into Egypt, taking Iraq and then forging into Georgia would gain Germany much needed oil and cause havoc to Russia. Perhaps a new air campaign against Britain could be considered? Any new Blitzkrieg must not lose momentum, new techologies and weapons will be needed to stave off the growing Allied capabilities. If the vast resources of the USSR can be taken, then the Reich will have the industrial fire-power to deal with anything the Western Allies can hurl at them.

EMPIRE OF JAPAN
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A great Asian hegemony is the ultimate Imperial goal in the Pacific.

Your main goal is to ensure economic expansion of the Empire by smashing the foreign colonial powers in the Pacific. Conquering and holding China will be a hard but vital task. More adventurous players may consider conquest of British India also. The Allies may be weak at first but will become powerful quickly. Thus, the Japanese player has little time in order to secure gains and consolidate territories. The clock is ticking and every turn brings Japan closer to a collision course with Soviet Russia and the Allied powers – A grim situation.
ITALIAN EMPIRE
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The glories of the past are waiting to be recreated in the sands of Africa.

Italy seeks to match the stunning German victories of the last two years, but is trouble is brewing. The North African campaign has bogged down, due to bad planning and a lack of fighting will. Hitler will send Rommel to help, but the Italian player must start gaining solid victories in Egypt. A whole new emphasis on weapon research and economic power must be brought to bear if Mussolini’s dreams are not to wither away in the sun.
****************************************************************************************
TECHNOLOGIES:

As mentioned, it is recommended that the player use the Civlopedia to find data on various WW2 advances that are available for research. Each nation might start off with the standard advances, but some civs are far more advanced than others. As there are no trade caravan units in THE EURASIAN WARS, it is essential that the player learns how to use the specialists in the city screen to squeeze the maximum research from each city.

A brief outline of the technologies in THE EURASIAN WARS is as follows:
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Scientific Advances: Cryptography, Rocketry, Synthetic Fuels.

Leads to a range of advanced city improvements and weapons.
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Industry Advances: War Industry, Mass Production, Improved Logistics.

Leads to expanded factory improvements and transport capabilities.
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Artillery Advances: Mobile Artillery, 120mm/150mm Guns, Flakpanzer.

Leads to superior artillery and siege units.
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Armoured Advances: Mechanized Warfare, Tank Warfare, Blitzkrieg.

Leads to better armoured and tank units.
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Aerial Advances: Air Warfare, Divebombers, Jet Fighters.

Leads to superior air combat units and AA capabilities.

****************************************************************************************
IMPROVEMENTS:
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Many city improvements have been renamed in the mod, but mostly serve the same purpose as their CIV2 counterparts. One feature of THE EURASIAN WARS is that different rule/events packages for the various nations will rename an improvement to a more unique national flavour. The icons and capabilities remain unchanged. The following list outlines all of the various city upgrades which can be built in the scenario.

Capital (None): 



Centre of government. Do not allow your Capital to be conquered!

Barracks (Military Leadership): 

City creates veteran units and repairs damaged units quickly.

Food Storage (Agriculture): 

Only takes 50% of the city’ food to increase one growth level. 

Militia (Paramilitaries): 


Makes one unhappy citizen content.

Shops (Commerce): 



Increases tax and luxury output by 50%.

Library (Education): 


Increases science output by 50%.

Governor (Imperialism): 


Decreases corruption by 50%.

Fortifications (Military Leadership): 
Units in city are tripled on defence versus ground attacks.

Bank (Banking): 



Increases tax and luxury output by an additional 50%.

Music Hall (Popular Culture): 

Makes four unhappy citizens content. (Only three under Nazism)

Academy (Higher Learning): 

Increases science output by an additional 50%.

Propaganda (Mass Media): 


Three unhappy citizens are made content. (Four in Asia)

Steelworks (Industrialisation): 

Increases factory production in city by 50%.

Munitions Plant (Mass Production): 
Increases factory production by an additional 50%.

Radar Station (Radar): 


Protects the city from air attack.

Tank Factory (War Industry): 

Increases factory production by an additional 50%.

State Monopoly (Economics): 

Increases tax and luxury output by an additional 50%.

Farm (Agriculture): 



Allows irrigated terrain to produce 50% more food.

Railroad Station (Railroad): 

All squares in the city's radius with RR produce 50% more trade.

Codebreaking Lab (Cryptography): 
Increases science output by an additional 50%.

Flak Tower (120mm/150mm Guns)
Units in city are doubled on defence against air units.

Coastal Battery (Naval Warfare): 

Units in city are doubled on defence against shore bombardment.

Seaport (Shipbuilding): 


Ocean squares in the city's radius produce one extra unit of food.

Shipyard (Shipbuilding): 


Ocean squares in the city's radius produce one shield.

Secret Police HQ (Secret Police): 

Decreases unhappiness caused by troops away from city by 1.

****************************************************************************************
WONDERS:
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The scenario begins with all wonders placed, and as such they serve as objectives and flavour for each civ. Wonders bring the usual CIV2 benefits to the faction that owns them. Capturing a major city with many wonders like Berlin or London will likely change the entire course of the war. Most are useful. For instance, Germany never has to build Fortifications, due to their Westwall wonder. The Kremlin reduces maintenance costs for all of Soviet Russia. An outline of the wonders in THE EURASIAN WARS is as follows:

Ukrainian Wheat (Kiev):
 

Counts as a Food Storage in every Russian city.

Reichstag (Berlin):


 
One extra happy citizen in every German city.

Free Port (Shanghai): 


City produces one extra trade arrow in each trade square.

Suez Canal (Port Said):


Ships have their movement rate increased by one.

BBC World Service (London):

Doubles the effect of all of Allied Militias.

Westwall (Cologne): 



Counts as Fortifications in all German cities.

Bad Tolz Academy (Munich): 

All new ground units produced gain Veteran status.

Krupp Company (Cologne):

Every square in Cologne's radius produces an extra resource.

NKGB Intelligence (Moscow): 

Russia’s intelligence reports will always be complete.

Vatican (Rome): 



Four unhappy citizens made content in all Italians cities.

Peenemunde Facility (Hamburg):

Doubles the total science output of Hamburg.

Clyde Shipyards (Glasgow):

Movement rate of all British ships is increased by two

Buckingham Palace (London):

All unhappy citizens in London are content.

The Imperial Palace (Tokyo):

Two unhappy citizens are made content in Japan.

Reich Air Ministry (Berlin):

Doubles the output of all Berlin’s science improvements.

The Kremlin (Moscow):


Pays the maintenance for a range of Soviet city improvements.

Eiffel Tower (Paris):



Axis diplomatic relations are improved gradually over time.

Houses of Parliament (London):

Decreases unhappiness caused by troops away from city by 1.

Allied High Command (London):

Allied diplomacy enables them to declare war 50% of the time.

Whampoa Academy (Chengdu):

Effectively doubles Chinese science output.

Arabian Oil (Baghdad):


One extra happy citizen in each Allied city.

****************************************************************************************
UNITS:

All units are listed in the Civlopedia. But it might help players to list all generic and national units here, and outline their intended purpose. This will help the player get the most from their forces and also enable the units to be deployed in the proper context. THE EURASIAN WARS does reward the player for making logical use of stacked and varied units. An army of tanks (and especially artillery) out in the open, will survive much better when a few AA units and a covering bomber is present on the same square too. Fortifying infantry or AA on trees or hills also can provide good overall defence for weaker attack units. The enemy AI will continually attack with dive-bombers and mobile artillery. Preparing for very heavy attacks is the rule, not the exception!

The full selection of available units are as follows:

GENERIC UNITS
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 Engineers (Industrialisation): Can  upgrade terrain, or build RR.
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 Militia (None): Standard defence garrisons. (Neutrals Only.)
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 Partisans (Partisan Warfare): Mobile and sometimes effective irregulars. (Russia and China Only.)
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 Motorised Troops (Motorised Warfare): Rapid moving defence troops.
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 Armoured Troops (Mechanized Warfare): Improved version of Motorised Troops.
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 Tank (Tank Warfare I): Basic armoured unit. No use against heavily-defended foes.
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 Field Gun (Artillery ): Basic artillery unit. Veteran units can pack a decent punch.

[image: image24.emf]

 Assault Gun (Mobile Artillery I): Self-propelled artillery. Improved mobility/defence.
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 Bomber (Level Bombing): Medium bomber unit. Battlefield support and raiding weak targets.
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 AA Battery (Artillery ): Anti-Aircraft unit. Can protect unit stacks along with bombers. 
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 Destroyers (Warships): Small fleet of anti-submarine patrol craft. Good for scouting.
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 Cruiser (Warships): Effective AA ship for protecting naval fleets.
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 Battleship (Warships): Massive firepower and armour. The backbone of any naval fleet.
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 Submarine (Warships): The bane of any vessel under Battleship size.
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 Carrier (Warships): Can carry aircraft across oceans. Protect with Battleships and Cruisers.
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 Invasion Fleet (Merchant Marine): Can carry six units. Protect with Battleships and Cruisers.

ALLIED UNITS
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 British Army (Conscription): Standard Allied troops. Poor attack. Good defence.
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 US Army (None) Allied invasion troops. Great attack. Medium defence.
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 Commandos (Special Operations): Elite Allied troops. Great attack. Great defence.
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 Priest (Mobile Artillery II): Improved Allied self-propelled gun. Anti-tank or city sieges.
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 Hellcat (Mobile Artillery III): Best Allied self-propelled gun. Anti-tank or city sieges.
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 Churchill (Tank Warfare I): Basic Allied tank. Medium attack. Good defence.
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 Sherman (Tank Warfare II): Medium Allied tank. Good attack. Good defence.
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 Comet (Tank Warfare III): Superior Medium Allied tank. Great Attack. Good defence.

[image: image41.emf]

 Pershing (Tank Warfare IV): Heavy/Medium Allied tank. Good Attack. Great defence.
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 Centurion (Tank Warfare V): Superior Allied heavy tank. Superior Attack. Great defence.
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 Spitfire (Air Warfare I): Basic Allied fighter. Medium attack. Good defence.
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 Typhoon (Air Warfare II): Allied fighter bomber. Good attack. Good defence.
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 P-51 Mustang (Air Warfare III): Best Allied fighter. Good attack. Superior defence.
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 Mosquito (Divebombers): Allied dive-bomber. Good attack. Medium defence.
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 B-17 Fortress (Strategic Bombers): Heavy Allied bomber. Great attack. Good defence.
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 Lancaster (Heavy Bombers): Best Allied bomber. Superior attack. Good defence.

SOVIET UNITS 
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 Red Army (Conscription): Basic Russian troops. Poor attack. Medium defence.
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 Assault Troops (Infantry Tactics): Russian attack soldiers. Great attack. Medium defence.
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 Guards (Guard Divisions): Elite Russian troops. Good attack. Good Defence.
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 Katyusha (Rocket Artillery): Russian mortar artillery. Powerful attack. Low defence.
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 SU-122 (Mobile Artillery II): Russian tank hunter/assault gun. Good attack. Medium defence.
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 JSU-152 (Mobile Artillery III): Superior Russian assault gun. Great attack. Good defence.
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 T-34 (Tank Warfare I): Basic Russian tank. Medium attack. Good defence.
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 T-34-85 (Tank Warfare II): Improved Russian tank. Good attack. Great defence.
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 JS-2 (Tank Warfare III): Russian heavy tank. Great attack. Good defence.
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 T-44 (Tank Warfare IV): Superior Russian medium tank. Great attack. Great defence.
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 JS-3 (Tank Warfare V): Ultimate Soviet heavy tank. Superior attack. Great defence.
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 I-16 (Air Warfare I): Basic Russian fighter. Medium attack. Medium defence.
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 La-5 (Air Warfare II): Improved Russian fighter. Good attack. Good defence.
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 Yak-3 (Air Warfare III): Best Russian fighter. Great attack. Great defence.

[image: image63.png]


 Il-2 Sturmovik (Divebombers): Dive-bomber and tank buster. Great attack. Good defence.
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 Il-4 (Level Bombing): Russian medium bomber. Good attack. Low defence.

CHINESE UNITS
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 Chinese Army (Conscription): Basic KMT garrison. Poor attack. Medium defence.
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 KMT Troops (Conscription): Chinese attack soldiers. Medium attack. Medium defence.
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 P-40 Warhawk (Air Warfare I): Basic Chinese fighter. Good attack. Good defence.

GERMAN UNITS
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 German Army (Conscription): Basic German troops. Medium attack. Good defence.
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 Waffen SS (Infantry Tactics): Elite Nazi soldiers. Great attack. Great defence.
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 Panzergrenadiers (Mechanized Warfare): Nazi mechanized troops. Great defence. Good attack.
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 Nashorn (Mobile Artillery II): German assault gun/tank hunter. Good attack. Medium defence.
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 Jagdpanther (Mobile Artillery III): Superior German tank hunter. Great attack. Good defence.
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 Panzer IV (Tank Warfare I): Basic German tank. Good attack. Medium defence.
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 Tiger (Tank Warfare II): German heavy tank. Great attack. Good defence.
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 Panther (Tank Warfare III): Superior German medium tank. Good attack. Great defence.
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 Tiger II (Tank Warfare III): Ultimate German heavy tank. Superior attack. Great defence.
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 Panther II (Tank Warfare V): Advanced German medium tank. Great attack. Great defence.
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 Coelian (Flakpanzers): German AA tank. Great defence for cities and army stacks.
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 Bf-109 (Air Warfare I): Standard German fighter. Good attack. Medium defence.
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 Ju-87 Stuka (Divebombers): German tactical divebomber. Good attack. Low defence.
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 Ju-88 (Level Bombing): German medium bomber. Great attack. Medium defence.
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 Me-262 Schwalbe (Jet Fighters): Ultimate German fighter. Great attack. Superior defence.
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 Do-335 Pfeil (Air Warfare III): Improved German fighter bomber. Great attack. Great defence.
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 Ar-555 Amerika (Amerika Bombers): Heavy German bomber. Superior attack. Good defence.

ITALIAN UNITS
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 Italian Army (Conscription): Basic Italian troops. Poor attack. Medium defence.
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 Paracadutisti (Infantry Tactics): Elite airborne troops. Good attack. Good defence.
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 M13/40 (Tank Warfare I): Basic Italian tank. Medium attack. Medium defence.
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 Macchi C.200 (Air Warfare I): Standard Italian fighter. Good attack. Medium defence.

[image: image89.png]


 SM.79 Sparviero ((Level Bombing): Italian medium bomber. Good attack. Medium defence.

JAPANESE UNITS
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 Japanese Army (Conscription): Basic Imperial troops. Poor attack. Medium defence.
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 Imperial Marines (Infantry Tactics): Elite naval troops. Good attack. Good defence.
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 Type 97 Chi-Ha (Tank Warfare I): Basic Japanese tank. Medium attack. Medium defence.
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 A6M Zero (Air Warfare I): Standard Japanese fighter. Great attack. Medium defence.

[image: image94.png]


 Ki-61 Hien (Air Warfare II): Superior Japanese fighter. Great attack. Good defence.
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 D3A Val (Divebombers): Japanese tactical divebomber. Good attack. Low defence.
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 Yamato Battleship (Imperial Navy) Ultimate Japanese warship. Massive attack and armour.

****************************************************************************************
HONOURABLE CITATIONS!

Bravery medals and extra rations to the following war heroes!

Fairline. The unit MASTER. For the very best graphics this side of the real thing!

AGRICOLA Cyrion, and PietH. For their supreme patience and playtest help!

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

All comments, free money, blonde female Cylons, etc, to: 

kurtzibling@yahoo.co.uk 

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

