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The Operational Art of War IlI™ (v3.4.0.200)

Welcome.

Thank you for playing The Operational Art of Wal™! We are always looking for ways to improve y@aming
experience. For the latest information on the ggfemase go to the Matrix Games web site at
www.matrixgames.com

Below you will find the latest and greatest infotina on The Operational Art of War. Informationtiis document
supersedes that in the official game manual.

The first time that you start a game in TOAW Illgwwill be presented with an opened directory tsbewing the
expanded Scenarios directory. You are askedstithe to select a scenario directory. First tptegyers may wish
to select the Tutorials directory as their defdirkectory, so that they can play along with on¢hefguided tutorials
in this directory. Itis a good idea to open teader for the scenario document that accompanadstatorial and
either print it, or alt-tab between it and the gaameyou first play. This is done by clicking o thutton circled in
red, in the screenshot below, when you have selgotehighlighted, a scenario to play. All scenarnwith special
documentation will have the button appear with tews in it, when highlighted. Scenarios withspecial
documents will only display a “blank” button, wheighlighted. For new players, the recommendedrasfie
playing is the following: Tutorial, Anonymous Heesj Tannenberg 1914, Kasserine 43. All but Anonysno
Heroics were based on earlier versions of the gam#jere may be slight differences in the desdribeillustrated
GUI (Graphical User Interface). However, all thesie concepts of earlier versions of TOAW applif @AW llI,
as well. Note: If you do not have Microsoft Wortstialled, you may have difficulty with some of thec format
documents. In this case, please take advantathe ¢dct that Microsoft offers a free file viewer its MS Word
files. You can get it by clicking on this link, oopying and pasting it into your web browser.
http://www.microsoft.com/downloads/details.aspxJitgitt=95E24C87-8732-48D5-8689-
AB826E7B8FDF&displaylang=en
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After cutting your teeth on the tutorials, feeldér® be adventurous and try selecting scenarios &oy represented
period that interests you. When selecting a sienaefore deciding to play it against the computeake sure that
it is PO enabled, for at least one of the sidésiot, then you can always play solo, in hot seatlen Best however,
is playing against another human player. Theresaveral active communities on the Internet, wipdagers from
all over the world get together, to play againstheather in competitive ladder play, as well as fasfun. We
hope that you too, will get involved with PBEM plagd enjoy the camaraderie and challenge that htoahnman
play will bring.



Grognards who prefer the Classic TOAW look, rathen the new style terrain graphics can easilychnhack to
them by choosing the Windows Start Menu item “Theeftional Art of War Ill > Extras > Install ClassiOAW
Graphics”. To switch back to the new terrain, dyrgelect “The Operational Art of War Il > ExtrasRevert to
TOAW Il Graphics”. These options can be chosqreetedly.

Troubleshooting:

Ensure that your system meets the minimum systguoir@ments. These are found on page 7 of the rhanua
Contrary to the beta version of this document, thee is now a functioning Windows 98 version of 3.4Some
features (tool tips, .png graphics) may not work vih it. There is also a “Slow” version intended forpre-2004
machines — slower operation. Users can try each @mise the one that works best on their machineAlso,
ensure that you have the latest video and sourdrdravailable for your system and that you hawgaged to the
latest version of DirectX from Microsoft. The vasgjority of reported problems are resolved by aggrg all
drivers and DirectX to the latest versions.

If you are still experiencing problems with the garplease contasupport@ matrixgames.coar post in the
Operational Art of War Support Forumwavw.matrixgames.comPlease provide as much detail on your issue as
soon as possible.

To obtain optimum game performance, close all otheapplications before beginning a game

Online Resources:

English Forums:
Official Forum
http://www.matrixgames.com/forums/tt.asp?forumids22
Gamesquad
http://forums.gamesquad.com/forumdisplay.php?f=10
Blitzkrieg Wargaming Club
http://www.theblitz.org/message_boards/forumdisghg?fid=15
TDG
http://www.savemstateathletics.com/tdg/index.php
Developer's Blog
http://www.operationalwarfare.com/

Chinese Forum
http://www.toaw.org/bbs/forumdisplay.php?fid=19

German Forum
http://www.si-games.com/forums/forumdisplay.phpB&Z1

Italian Forum
http://www.netwargamingitalia.net/forum/forumdisplphp?f=38

Polish Forum
http://www.csto.pl/viewforum.php?f=79

Change History:

v3.4.0.200 10/31/2010

l. PLAYER-TURN EQUALIZATION (AKA “NEW TURN ORDER RUL ES”) (Optional):

There is now a choice to use equalized player-tufitee old pre-turn calculation method used to itithe
calculations for supply, recovery, and other itenthe start of the first player turn. This wasitaunfair (usually to
the second player). The new turn order splits phatessing into three parts. Air-Combat, Eventd, \Afeather
effects still happen at the beginning of the gamna.tBut everything else now happens at the beggnaf each
respective player-turn instead. Clouds even mowedmn player-turns — just without weather effects.

Note that equalization will mean that enemy unitsaff from communications in the friendly playemrt will be
unsupplied in the immediately following enemy playrn regardless of side (previously an unfairattage for
side-two). Also, note that movement recovery isatwice for each side (start of each player-tuis will clear



the “Retreated” condition for both sides duringittoevn player-turn (previously an unfair advantdgeside-one).
It may even make use of reserve deployments mdagabde to players.

Furthermore, neither side is assumed to have 106##ility into their own territories during the emy movement
phase (previously an unfair advantage for side-twRather, detection of enemy moves into friendlyitory will
now depend upon the friendly Theater Recon Levéliendly units. Therefore, enemy units will now better able
to slip around either player without notice.

Il. NEW SUPPLY RULES (Optional):

There is now a choice to use a new hex supply-lealellation method. In the old method, there vy four
supply-levels (100%, 75%, 50%, and 25%), and adidrtocations were penalized regardless of howhiay tvere
from a supply point. The Old Supply method id stailable, and has even been speeded up a biBwtHNew
Supply is speedier still. And we hope you'll fititht it is more realistic as well.

In the new method, we use a formula based on theement points that would be expended by a virtGaipply
Unit" (which has motorized movement and a 50% daitsity) to get to the location. Note that thif miean that
very dense locations will likely suffer some suppyuction due to added movement costs of thatityezendition
(stacking limits, however, will not block supplypupply beyond major rivers will depend upon bridtgtus or
major ferry ability. Major Escarpments now bloalpply. Contiguous, unbroken Rail lines that conieck to a
supply source are still treated as if every hexhenline was that supply point. If the line contseo multiple
supply points of variable values (see below) thenstrongest one is broadcast over the line. &iamits in
flooded marsh, badlands, dunes, etc. locationsatteatinreachable by the virtual supply unit but e
nevertheless adjacent to a normally supplied lonatceive one-quarter the supply that was inabgtcent
location. And there’s a lot more complexity behthd scenes (beyond those factors) to get it albtoe out right.
Note that Naval, Air, and Helicopter units arel stilpplied as they were under the Old Supply Rules.

The exact formula ist.10 / (1.375 ~ (SupplyDistance / SupplyRadius))This is illustrated here:
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Y-Axis is percent of Force Supply. X-Axis is diste from the Supply Point in movement points (MPE)e blue
curve is the old way; the red curve is the new wislpte that the example supply radius was 25. Wais what we
considered the “best fit” curve. Note that onesamuence is that the supply rises to 110%-of-fghtron the
supply-point. That may seem strange at first,itgipart of the curve fitting process. Just thoflkit as a bonus for
being right on the supply point. Also, note thater this formula, the supply level will continwedttenuate —
perhaps all the way to zero at some point. It still be “Supplied” at that level, though — bueth can now be
future effects added that may further exploit this.



Supply Units still have their enhanced effectytkéfectively treat a location as if it were ongply radius closer
to the supply point, provided that the location wadthin a supply radius of the supply unit.

Again, this is illustrated here:
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The blue and red curves are as in the previousilo¢ old and new ways without supply units. Then curve is
the old way with supply units. The yellow curvealig new way withsupply units. Note that the yellow curve is
clipped to no more than 110%-of-full. Again, theample supply radius was 25. Note that at verg Idistances,
the impact of the new method is very pronounced.

For example, take the case of the supply radiusgbisie MPs, and the supply unit being ten MPs afiagn the
supply point and the unit being four MPs furtheiagnvrom the supply point (therefore four MPs frdme supply
unit). Because the unit is less than five MPs étingply radius) away from the supply unit, we enleaite supply by
treating it as if it were five MPs closer to theply source (in other words, nine MPs away instefafdurteen MPs
away). Also, note that all supply units now remiainctional, even if they are within a supply reslaf another
supply unit (but there still is no combined effectet).

Variable Supply Points: Under these New Supply Rules, designers cansalssupply levels for supply points
(either initially or through events) to values beem 1-250%-of-full. Default is 100%, of coursehislis somewhat
similar to the previous “kluge” of putting a supggint in a distance hex — but without the impaatanges of the
distance hex. When there are multiple points fiédint values, locations trace back to the pdiat till give each
location the best supply value — even if furtheapw

Note that the new Event Effect is a modificatioritte “Place/Remove Supply Point” effect. Instefd salue of
“Place Supply Point” or “Remove Supply Point”, iseent now expects a numerical value for the sulgplgl of the
point. A value of 0 removes the point. Similaflp]ace Supply” in the Editor is the same in thawill ask for a
supply value and a value of 0 removes the point.

. ADDRESSING “ANT UNIT” TACTICS:
There are two new features that attempt to makeri@oyment of “Ant Units” (very small and inconseaptial

units relative to most units in the scenario) usele(And see the enhancements to RBC rules ifoaddt below,
that will further effect this.)

1. RBC Escape from blocked retreat path: Surrounded defending units that are forced to aéfrem
combat and have no other path of retreat will getttempt to breakout via RBCing any of the surthng enemy




units. All qualifying defenders get to attempt RBCs until a path is cleared or all have failediagt all blockers.
This will require the use of substantial forceslinpossible paths around the defender if thatrtbde s to be
denied a retreat path. “Ants” won’t work.

2. Assault Ratio Rules: The benefits to the attacker artillery strengtle, defender supply cost per round,
and the prevention of counterbattery fire fromaged defender are no longer guaranteed just betaeigeis any
ground-attacking unit, regardless of the size onpasition of that unit. Rather, receipt of thesadfits are now
dependent upon a new attack parameter called thediflt Ratio” (AR for short).

The AR is 100 times the ratio between the Attadkesault Strength to the Defender Defense Strengtte
Defender Defense Strength is determined justasviys has been — total defense strength of adindiefrs in the
target hex (but without support). But the Attackesault Strength is new, and sort of complicatedxplain. First,
it only includes direct ground attackers — no supp8econd, it only includes the active equipn@those
attackers. Finally, of that equipment, it totdle AP and AT strengths in proportion to the conitiitn of armored
and soft equipment to the Defender Defense Strergth if the defender is all armored equipmenly tme
attacker’'s AT strengths would be totaled. If tledeshder is all soft equipment, only the attacké&sstrengths
would be totaled. If half the defender’s defertsergth is from soft equipment and half armorednthalf the
attacker's AP would be totaled with half his ATc.et

Once determined, the AR of the attack is displdapatie Attack Planning Dialog (subject to Fog-of-tiVas shown

below:

o= i Enemy &t
& , ¥ Enemy I

Our loss will probably he heawy. ( (AR=104)
The pr hility of i

Then, the AR is used to determine the level of betwethose three assault factors above. If tiig 100 or
greater (Attacker Assault Strength is at least EguBefender Defense Strength) then all the bénafie
automatically received — just like for all attaddefore. But, if it is less, the chances increas@g@rtionately that
the benefit level will decrease from Full to PdrtiéFor example, at an AR of 50, there is a 50%nde of that). At
less than 10, the chances increase proportiondiaiyhe attack could even be treated the way @ lpombardment
was effected before (provided it has any direcigigned support). (For example, at an AR of Sgtliea 50%
chance of that). At 0, it is guaranteed to betérédike a bombardment — again, if it has direettgigned support.

The three benefit levels are shown here:

|W Full Partial None
Factor With Spt | Without Spt
Defender Supply Cost/Round 10 0 0
Defender Artillery Cost/Round b 0.5 0 0
Defender CtrBtry Cost/Round n'a n/a 10 n'a
Attacker Artillery Bonus *10 none (X1} none (X1) nia
Indirect Artillery Support Yes, x10 Yes, X1 Mo Yes, X1
Counterbattery Possible? Mo Mo Yes Mo
Ground Assault Takes Place? Yes Yes Mo Yes
Check1: AR == Rand (1-100) Pass Fail Fail Fail
Check2: AR == Rand (1-10) nfa Fass Fail Fail
Combat Report Label: Attack Weakly Attack Bombard  |Wery Weakly Attack

Red items are where this feature differs from tldeveay. “Artillery” applies to any supporting raed unit
(including air units). Note that the Full colummidentical to the way assaults were always resgidbefore. The
None/With Spt column is the same as the way bonmbants were always resolved before. The Partiainonlis
sort of in-between. Note that there are two randbetks made against the AR that determine whickfiidevel
is received. Finally, note that the 0.5 supplyt é@effected via a random check (randomly O or 5@ each).

The benefit level received is displayed in the Cahf®eport as shown below:

If the message says “attack”, then full benefitsenreceived:



Full Eeporbt = U5h attack location 10,13,

Germany Defenders; Artillery+ supports the defe

USA Aslt Ratioc 0,05, Direct Art+ attacks.

If it says “weakly attack” then partial benefits @eeceived:

Full FEeport = 1 yeakly ittack location 10.9.

Germany Def

Finally, if the message says “very weakly atta¢ck&n no benefits were received and the attack batiractly
assigned artillery support:

Full Report = LS. =5 T 1y attack locabtion 10,29,

Germany Defe =5, Artillery+ supporkts the

H5A AR O Mol Suopporkt, Indirect Art+ sapporkts the =

While this probably sounds very confusing, (andéhe a great deal of complexity behind the scénasshas been
omitted from this description) all players needitmlerstand is that to ensure full benefitp the effective
strengths of the forces actually assigned to grourassault the defenders at least equal to the sizkthe
defenders’ defense strengths(That means keeping the AR equal to 100 or ghoVke farther below 100 the AR
is, the more risk that less and less of the abewefits will be received. Note that defender tereand deployment
enhancements are ignored for purposes of thisteffecre just sort of comparing relative effectivrit sizes). But
entrainment/embarkment, etc. are not ignored. vigaathat support Loss Tolerances will now deteentire
number of rounds expended if the assault becorhesdardment (like in a normal bombardment).

Note that, other than determining the above effdbe AR and Attacker Assault Strength valuesataised in the
resolution of the actual combat. Passive equiprsihparticipates as before, provided the ARtiseowise not
rendered small enough to convert the attack irdiorabardment. But that will be the case if the aléss pure
passive (AR will equal 0). Note that if there isituation where players want a pure passive aratise very tiny
attack to actually assault, then they should novigle it any directly assigned support, and themilitdo so.

We expect that this feature will render the gam@ypply Sucking” and “Bombard to Victory” tacticssailete.
Now, to “suck” supply from a defending stack, tlieaeker will have to commit comparable frontlinedes. And
bombardment will no longer benefit from inclusiofned‘throwaway” ground attacker.

V. CHANGES TO THE COMBAT MODEL:

1. AAA lethality was scaled down by a factor of 0.4.

2. Adjacent artillery/HQ now will automatically bomlzhrather than assault if over half their firepovgefrom
ranged equipment. (Note that making this playdieoal via popup was too complicated for now). dafnt
Naval units now always bombard regardless. Se,wfll impact naval combat simulation. The
“Bombardment Cursor” movement path (in place of‘thgsault Arrow” movement path) will appear if this
feature is triggered (best seen if “Movement Patlis”set to “Floating”). To review, these cursanms shown
here:

In addition, there are now animated cursors (sémehat, if used, can also alert the player @ tiype of
combat that will result.

3. Abug in Norm’s code that limited the number of tshihvat each side could take was fixed. This iaw@rage of
about 2 per side. It can vary between 1 and 8 d#pgron the ratio of armored and anti-personnelmgant.



10.

11.

V.

This may help with ants, lone tanks and some atbers. This only affects the number of shots antctim®
chance of taking a shot or the chance of penetratio

RBC chances are adjusted for faster units (propaate to their speed advantage) to a max of adtlttianal
advantage. This doesn't apply to fixed defendiisigh.

RBC stands flag will be cleared when a combat pheEets over 50% losses to the defenders — alhgnguch
defenders to then be subject to more RBC attemgtsai same turn.

RBC at greater than 8:1 odds now proportionatetyetese the chance of the unit standing. So, ibtus are,
say, 100:1, then the defender will be very likelyoe RBC’'d. But, note that those odds still incogte the
defender’s deployment/terrain multiples.

RBC code allowed separate attempts against eashduodl unit in the stack. This has been changethat
there is only one RBC attempt against the entaekst if successful, the entire stack retreats.

RBC code now requires 50% more equipment (15%eftinsity penalty threshold instead of 10%) to @voi
the flanked penalty during any RBC attempt.

There is now a combat penalty for poor cooperdtonls. Full Cooperation is unaffected. But Rarti
Cooperation scales combat strengths by 83%. AnE&oliperation scales combat strengths by 67%. This
applies to both attackers and defenders. Thenscaliapplied to the entire attack or defense gas of how
few or how inconsequential the uncooperative unithe combat are, or whether they are ground-#tesawr
ranged-supporters. Note that players can deterthsneooperation level of an attack by viewing Ateck
Planner Flags. But the Attack Planner does nowvghe reduced combat strengths — players havetodithat
themselves. Note that this was done to overpow@lcbug in TOAW that perversely had somewhat
benefited non-cooperation levels in combat.

Defender terrain now affects retreat from combaincies and defender deployment’s effect on it haa be
increased somewhat (best case for defender apptiescombinations). This is illustrated here:

Terrain RFC Adjustment
Fortified Line, Fortified Deployment 84%
Dense Urban {or Ruin), Badlands, Entrenched Deployment B5%
Mountain, Dunes, Urban {or Ruin), Bocage 50%
Forest, Jungle, Hills, Wadi, Defending Deployment 26%

The value is the chance the RFC will be canceled.

Defender terrain effects on defense factors are cambined with defender deployment effects on deden
factors (but only as the “Square Root of the SurhefSquares”, not linearly). Note that terraifeets still
don’t combine with each other, though — only thesttzeneficial is used. This is illustrated here:

Mobile Defend Entrench Fortify

Infantry Defense Multiplier - 2.00 3.00 8.00
Fortified Line 8.00 8.00 8.25 8.54 11.31
Dense Urban, Badlands 4.00 4.00 447 5.00 8.94
Mountain, Dunes, Urban, Bocage 3.00 3.00 3.61 4.24 0.54
Forest, Jungle, Hills, VWadi 200 200 283 3.81 B.25
All others - - 2.00 3.00 8.00
Mobile Defend Entrench Fortify
WVehicle Defense Multiplier - - 1.50 2.00
Fortified Line 3.00 3.00 3.00 3.35 424
Dense Urban 1.50 1.50 1.50 212 3.35
All others - - - 1.50 3.00

The value is the combined defense multiplier.

CHEAT PREVENTION:

There is now a PORandomSeed parameter in theil&NIffset to O (default) it will always use thext random
number. If set to -1, it will always use the randoumber stored in the save file. If set to a nuniberll use that
number. PBEM games are always treated as -1. Tééssithat unedited reloads of a .PBL PBEM gameabilays
produce the same results. This also means thahRallpbe able to reproduce bug reports.

Note that this guarantees that reloading can’t tanagth PBEM interturn calculation results via tleéoading cheat.
It will also make it more difficult to change PBEdmbat results via the reloading cheat (but nadeeit
impossible, of course).



The handling for PBEM End of Turn .sal files hagmeevised such that it now allows their reloadifigat will no
longer generate a cheat message, and there ingerla save on exit prompt.

VI INTERNATIONALIZATION AND CUSTOMIZATION:

Added XML language support, including the XML laage files. They can be used wherever the DLL fies
used. The system uses GameText.XML. The algoritirrfinding the XML files is the same as for fimdj the
DLL files. F11 key exports a NewGameText. XML filsing the currently loaded scenario or languagedsy
transition.

To review: F4/F5 keys dump/read the OOB in XML gnbe in Force Editor); F6/F7 keys dump/read theriEv

List in XML (must not be in Event Editor). The €ipulldown has Open/Save Map in XML and Open/Saam&
in XML options (must not be in Force Editor). K&y now saves the scenario so it will run using MDRersion

3.2. Note that TOAW 3.4 no longer supports Wind®8sand this key may allow new scenarios to harsigns
converted to that platform.

Added support for Unicode characters (for Chinegkather eastern character sets). Designers whotwaise
them in their scenarios should add the string &8itto the scenario description. See the “Mobileetations”
scenario for an example. Players who want to sgedde characters will need to modify their “Op2ufonts.ini”
file Unicode section as follows:

[Unicode]
UnicodeFonty=-4
UnicodeFontx=0
UnicodeFont=Y

There is an included file named: “Opart 3 Fontsn@ke.ini” in the main folder that has these modifans already,
and example fonts to use (they must be specifi¢aligled as Unicode fonts). This feature may evdyk in
Windows 7 for now.

VII. SOUND ENHANCEMENTS:

1. Added two volumes, one for the background soundaamedfor the effects. They are controllable throtigh
.ini file. They go from 1 to 100. (See the “PageoTl shot below).

2. Also added a left-right quality to the sound. Ya@andear the sound occurring on one or the otherdfithe
screen.

VIll.  GRAPHICAL ENHANCEMENTS:

1. TOAW now exports to JPG instead of BMP for the “@eeMap Image” feature. There is a JPQuality .Iikhe
that can be between 1 and 100. A setting of 1@@liguality. (See the “Page Two” shot below).

2. "Movies" option now defaults to saving only the mimap. There is an OPART.ini switch to restoreshee of
the full map, if desired. (See the “Page Two"tdeow).

3. Added new 'Movie' option that will try to createmmvie given sequentially named scenario files. Cpen
scenario and hit create movie to create a movie.

4. Edited the Supply.omp and s_Supply.bmp graphicetter display Windows supply fonts. Placed in the
Altgraphics folder.

5. Added a couple of suites of the “damaged bridgeapbics to the “Patch 5 Graphics.zip” file in thegkaphics
folder. (This zip also contains the placename afs) the animated cursors, and the new Supply.besp) f

6. Custom animated cursors are now available. Tiseoeé for ground assault, one for artillery bombaral one
for air bombard. They can't be turned off, butygles can just move their files from the Altgraphickler to a
graphically inaccessible folder if they don’t desio use them.

7. Added support for Alpha Channel for .PNG files.map-tile and unit-icon graphic set using the Al@tannel
is already included in this update. They evenudela suite of files for the “Huge” view. It cae turned
on/off using the Advanced Rules page 2 switch {§e¢Page Two” shot below). Alpha channel files te
edited using “The Gimp”. Seéhttp://docs.gimp.org/en/gimp-using-web-transparemteyl. Also, there is now
an article on how to recolor the .png countershieetise Manuals sub-folder.

8. Placenames (and Placename Bitmaps — see belowdcaewith zoom level (Windows Fonts only). Double
in Huge View, halved in Small View. Tiny View noriger displays placenames.

9. Alternate Placename Fonts and Bitmaps:

“#1"-“#3" in a placename selects the alternate Bfaane font 1-3. There are three optional placerfants in
addition to the standard placename font. The hfitags are set in the “Opart 3 fonts.ini” file.

“<1"-"<9” in a placename selects the mapOptionalti®nap. You can select multiple bitmaps. (Theeerane
placename bitmaps provided in the Altgraphics folddesigners can make their own if they prefer).




Examples:

“#1Fontl” will display "Fontl” on the map in the Placename#ostyle.

“<1bitmapl” will display mapOptionall.bmp and “bitmapl” on timap in the standard font.
“#2<1<3Manpower Factory” will display mapOptionall.bmp, mapOptional3.bmpd &Manpower Factory”
on the map in PlacenameFont2 style. Here’s ailhstrating the use of these features:

" Diamond &4

Note that the canned bitmaps are:

Factory

Refinery

Manpower Center

Oil Field

Mineral

Reforger site

Yellow Diamond

Red Star

. Stop Sign

They are situated within the hexes so that soméearombined on the same hex without overlap. Wgai
designers can create their own bitmaps to substitutany of the above. Note that, like any otp@phical
file, they follow the folder hierarchy rules.

CoNooOA~WONE

The four canned placename fonts vary as followsatal Times New Roman):
1. Standard - 10 size, silver (perhaps for normagsjti
2. Fontl - 20 size, silver (perhaps for big cities)
3. Font2 - Standard size (10) but blue (perhaps foaite features)
4. Font3 - 7 size, silver (perhaps for tiny cities)
Again, anyone may revise these fonts however tlesirel within their own “Opart 3 fonts.ini” file tsuit
their own tastes.

Finally, note that the “Opart 3 fonts.ini” file nowas a suite of fonts as follows:
1. Document Font
2. Medium Font{Recommended to_not use a Windows font — stick wittihe original bitmapped
font).
Small Font(Same as above).
Objective Font
ToolTip Font
Supply Font
Small Supply Font
Placename Font
. Placename Font 1
10. Placename Font 2
11. Placename Font 3
12. Unit Info Small Fon{Same as above).
13. Unit Info Medium Fon{Same as above).
The reason the Medium Font should remain a bitmdybqet is that there is a vertical justificatiosie we
could never clear up for Windows fonts in all thextfNumber Entry Dialog boxes (example: Placename
Entry). Text entry uses the Medium Font. Furthenen (and this applies to all four of the specifiedts)
Windows fonts don’t generally support SS Runesic&imany scenarios use these in Unit names, asd the
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fonts display the unit names, they also shouldinaetto use the bitmapped fonts (which do suppase
special characters).

USER INTERFACE:
Added .ini option to disallow mouse wheel zoom.
Mouse wheel zoom should work in all screens (ifded— see 1. above).
Next/Previous combat on the combat planning dialod) the P key will now cycle through most potential
combats instead of just actual combats.
B key pulls up a “Placename Search” text box. Mags to placename that matches the text entered.
Partial name entries go to multiple matches in sage. This works in both the game and the editor.
C key now closes the Stack Dialog
Shift-L now increments the Loss Tolerance and ugalatl units in the stack to that Loss Tolerance.
U key now closes the Unit Dialog
F key now closes the Formation Dialog
Shift Key (including Caps Lock Key) now speeds ngividual battles.

. Arrow keys work in the game selection screen.
. Unit Info, Formation Info and Stack dialog now pls cursor back where it was when they go down.
. Advanced Game Options Dialog split into two palfage one (Game Options) has the options thatlman't

changed for a PBEM game in progress — and affattdides. Page two (Player Options) has the option
that can be changed — and only affect the viewide. s The “Set game options” button on the fimtcol
screen will cycle through both of them in sequenBat once in the game, they are accessed sepavéel
the “Play” pulldown menu:
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Here are shots of the two pages:

Command & Control
Scenario Wariability
Fod of War
Environment

Actiwve Disemndagement
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High' Supply
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Advanced Rules
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Page One (Game Options)



Note that, now, to use “Standard” Rules, the “AdsexhRules” button on this page must be turned ‘offhere
is no longer a choice for Standard Rules vs. AdedriRules on the menu pulldown.

JEEG guality 1-1002
Bridghtness Fercent (010002
Contrast Fercent (0-10000%F
Backdround Volume {(i=100%
Effects VWoloame C(i-1003

Prodranmned Opponent Options
Intelligence ;

HandicapsCheat Hone

Page Two (Player Options)

Note that now, one player can have the Air Staffigtant on, while his opponent keeps it off.

13. Note that the settings for “Tool Tip Show” and “Tdap Hide” turn Tool Tips on and off (see 27 below
And “Menu Show Delay” turns the movement popup weiwwdn and off (see 29 below). While players
should not find effecting their choices difficulere is, nevertheless, an aide to assist witBack on the
“Play” pulldown above, note that there is an optidriDefault Options”. Selecting that calls upshi
dialog:

C&ME RULES

Hhich dame rules
do you wish to
play wmith?

lIpdated Defaults

Camncel

Selecting “Updated Defaults” will set those thredues to use Tool Tips and skip the movement popup
(TOAW will employ these two new features). SelegtfClassic Defaults” will set those three valuasts
to turn both features off (TOAW will function likelder versions did).

14. Formation display now allows the space key to retlmamap. In 'EImer Deploy' mode, it shows the
formation tracks.

15. OOB display now allows the space key to reveahtia@. In 'Elmer Deploy' mode, it shows the formation
tracks. It also centers the list on the current imstead of the first unit.

16. The space key now turns the display of the unitarmhoff when not in a dialog.

17. Stacks of naval/lembarked units can now be issusabgmovement orders.



18.

19.

20.

21.

22.
23.
24.
25.

26.
27.

28.

29.
30.

31.
32.
33.
34.
35.

36.
37.

38.

Map Drag: (In-game only). Place the cursor oveuaoccupied hex, hold down the left mouse button,
and drag the mouse to a new location. Releadeftigutton and the map will be moved to the new
location. Works for main map and micromap.

Unit Drag: (In-game only). Place the cursor cadriendly unit, hold down the left mouse buttonda
drag the mouse to a new location. Release théuktdbn and the unit will move to the new locat{on the
movement popup will appear, depending on the “M8haw Delay” setting).

P key calls up the Attack Planner for the indicadetender when the mouse is over a defender thesact
unit could attack. This can be an alternate metifal/oiding an unwanted RBC in lieu of the “use a
ranged unit” kluge.

Double-clicking on an enemy defender will call lye tAttack Planner for that defense — regardless of
whether it could even be attacked. This is anotfer to avoid an RBC, like the P key. This featcae be
turned off by the Page Two “Double Click Opens Rk button.

Putting the mouse over the Turn Info Panel disptagsound info in the Info Panel.

Click anywhere on combat report dialog hides i ltke spacebar does.

Hold the left mouse button down hides the combaoriedialog like the spacebar does.

Whenever the combat report dialog is hidden bygitie spacebar, 23, or 24, and the combat is ofEs¢
the map recenters on that combat.

Exiting the Formation Report will no longer centiee map over the active unit of that formation.

The SitRep Log now includes combat results inforomat and that information is also available iIC&V
file that can be employed in AARs. There are alyeaser-made routines to exploit this.

The Attack Planner now highlights units that cgaoih the attack by displaying them with red “X"srass
them.

There is now a text file, called “KeyCommands.titi' the main folder that details all hot keys aahié.
There is an option in the Opart 3.ini file thabalk a double click on a friendly stack to call bp group
composition dialog. It is off by default, and camly be turned on within that file.

The Unit Info Panel now shows the icon-type whemsnag over an enemy unit.

The End Turn Button now says it will end the tufmo attacks are planned while mousing over it.
Cursor is over the exit button when the Air Unitadig is opened, instead of the Air Assistant Button
Document button now opens all scenario documental&neously, if the scenario has multiple
documents.

There is now an Opart 3.ini switch to set the stmesolution for TOAW. This setting, if chosen]lwainly
be in effect while TOAW is running, and will revea the PC'’s original setting after TOAW exits. igh
can be useful on hi-res screens that otherwise[@@AW text too small to read.

Left clicking on an empty hex in the main map wétcenter the map on that hex.

X hotkey saves astenario namé\l” file. This file contains the Al objective plag, perhaps edited using
the Elmer Assist option (see below). If savedrty folder in the graphical hierarchy for the scémait

will be reloaded whenever the scenario is run adém into the editor (be careful about this, desighn It
also contains three settings for PO attack-oddisdias follows:

Thresholdl: This is the odds (x10) required fan&fl to prosecute an attack with at least 7 rounds
completed or if the Max Rounds per Battle is sée default is 10 (1:1)

Threshold2: This is the odds (x10) required fan&fl to prosecute an attack with at least 5 rounds
completed. The default is 20 (2:1)

Threshold3: This is the odds (x10) required fan&il to prosecute an attack with at least 0 rounds
completed. The default is 30 (3:1)

There is also a separate set of thresholds faBénserk Strategic Bias. These settings would apitayers
or designers to fine-tune the PO in their scenatiit more. But the file has to be edited in anlXadtlitor
(like XmlPad). See the “Red Thunder 1988” foldardn example of a .Al file.

ToolTips:

= s

SP-66% I

[Cease Fire] Location 38.31: open (spotted). +
Left click to select unit. Right click for unit options.

French La Grande Armee, Emperor Napoleon i




39.

40.

Includes a picture of the terrain like the 3D map.

The top line now may include the unit name.

The Second line now also includes SP: as the fast #'s currently the supply value x 100.

The Third line now includes

MP - Supply MPs to get here (Includes everything.)

RA - Supply Rail MPs to get here.

RO - Supply Road MPs to get here.

SU - Supply Distance to nearest Supply Unit.

Note that setting the ToolTipShow very high and TeeITipHide very short (see the “Page Two” display
above) effectively turns ToolTips off.

In Game Elmer Assist:

This feature allows the PO to take control of asiyrfaiendly formations as the player desires. Fations
that he wants to control himself can be set to “Madhorders (the old “Fixed” orders renamed).

Note the four new Control Panel Buttons above. s€tare shown if the eighth option on Page 2 of the
Advanced Rules Options (see above) is “On”.

The first is the “Formation PO Tracks” Button.will show the PO Tracks for the current formation.
The second is the “all PO Tracks” Button. It veitlow the PO Tracks for all formations.

The third is the “PO Mode” Button. It will switdhe program to place objectives mode.

The fourth is the “move PO” Button. It will cauee PO to move units.

Pressing F12 or clicking on the 'start circle' ogg3ing \ or clicking the “PO Mode” Button caudes t
program to switch to the deployment place objestivede.

Pressing F in this mode brings up the formatiotodiallowing you to set the states, including fegtthe
human have control of a formation.

<shift>-F12 or Pressing | or clicking the “move PRBjtton causes the PO to move and set up attaaks, b
not execute them.

A typical sequence would be:

Press\, press F12, click on the circle, or diek“PO Mode” button to switch to the objectivesdao
Press / or the “Formation PO Tracks” button (akéen? or the “all PO Tracks” button) to see therant
objectives.

Select various formations and Change or Updatebfectives as desired.

Press F to change the formation orders. Set fasngmyou want to control yourself to “Manual”.
Press \, click on the circle or the “PO Mode” butto switch out of objectives mode.

Press | or the “move PQO” button to have Elmer move.

Move the units you want to move.

Hit E followed by 1 to execute the attacks/endttire.

Note that there is a “Elmer Assist Primer” documavdilable in the Manuals folder that gives mortaile
on using this feature.

Skipping the Unit Movement Popup:

The “Menu Show Delay” (see “Page Two” display abaaows players to skip the popup when they
move units. If it is set to a value greater tham,dhe most likely task will be executed autonaiyc—
skipping the popup. If the player wants to usepbpup instead, he can hold the right button domtii u
the delay expires, then make his selection. Nwéedetting the delay to one turns the feature- tiffe
popup will always appear. Note that to expedite fibature, formerly “grayed out” items on the pppu
have now been removed instead.

Typically, this means that clicking the right moumeéton will move the unit to the location or Setioi
attack, if there is an adjacent enemy unit in #rgét location. To move a group, entrain, planatteck,
etc., just hold the right mouse button down uid telay expires.

After completing the move, the active unit is autdically advanced to the next unit in the stackiess
the Page Two “Moving Selects Next Unit” option teeen turned off. This option has no effect if the
“Menu Show Delay” feature is turned off (the movedt always remains the active unit, like in older
versions of TOAW).
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If the Page Two “Menu Show Delay” option is sebtee, this feature is turned off.

BUG FIXES:
Counterbattery fire was only happening if the kmntyl was on top of the stack.
Clipping maps in the editor should now work better.
Top map-edge reinforcements no longer have a prolligh enemy control blocking their arrival hex —
and conversely, reinforcements that arrive justlomerow below the top map-edge can now be blocked
again.
Embarked helicopter units now only can travel bg. se
Minimize now works while a dialog box is open. Re@gy still closes the dialog box.
Game select screen redone to work better. Moviagdection up and down also updates the current
selection.
Weather bug fixed. The original intent was thatdhea around a weather boundary (3 hexes eithey sid
could be from either zone, providing a mix. Unfordtely, the way this was done didn't properly fectie
water.
Weather bug fixed. The middle of the weather zoilebe more overcast when it is warming or cooling.
This is going to become more pronounced. Warm/frolats should be cloudier along the boundariess Thi
will become more pronounced if a zone is narrow.
Lag time in selection of units is fixed, except wheop circles are on.
Next/Previous units no longer auto-center. They avily center if the unit is off the map.
Mouse Wheel no longer active when dialog boxesopen.
Next/Previous buttons in the editor now updateuthi¢ panel.
Scenario dump no longer erroneously shows P1/Ppmgat as the same (as it had been doing in some
cases).
Playback issues and unknown parent errors werd fiyenot allowing zooming in the playback dialog.
Restored the ability to cancel sea invasion attasklout zeroing out movement (restored to half of
movement allowance instead), and without bankimgémenting sea capacity.
Retreating (RBC or RFC) entrained units now loggrtntrained movement allowance.
“Donut of death” fixed. This happened when a uaid fboth short and long range aircraft. Attackinthe
longer range got the short-range aircraft slauglitemNow only aircraft that can reach the target i
take losses.
Going directly from the editor to a PBEM game nawmpts for a password.
The chance of engineering and rail repair are nadified by the fraction of movement left. Thisdix
the gamey trick of sub-dividing those units thetermpting repair with two of the sub-units, then
recombining and being able to use the unreducedicwd capacity. Now, the loss of MPs by the fivad
attempts will render this trick useless. Note thé also adds an additional bit of realism toaiep
Force Electronic Support Level now actually workspotting units that have moved, HQs, Airplanés, e
Also added helicopters to the easy to spot lishteNThis may unbalance some scenarios that ha#San
assigned. However, an ESL of the default (33)dated as 0 so as to not imbalance existing scenario
Fixed an ACOW bug with the modifiers for entrenchexdain. They weren't generally being used outside
of clear terrain.
Restored the “equipment.eqp” file to the graphalddr. This fixed the problem where switching fram
scenario with a modified .eqp file to a scenaritheiit one would cause the “wrong equipment file”
message due to the previous scenario’s modifiqul fikgstill being used. Note that this makes the
equipment items show in English. Users of non-Bhdanguages may wish to delete/move this file.
Old ACOW bug that caused bogus attacker evapomati@s found and fixed.
Airmobile/Airborne units can no longer overstack.
PO attacks weren’t being canceled if the targe¢niddrs were RBC’d — causing PO friendly-fire.
Poor cooperation was actually benefiting combatahts code error accounting for this was ever fqund
but the effect was simply overpowered by the facttescribed in Section IV, item 9.
Disbanding a unit now refreshes the screen.
Patrols in “New Turn Order Rules” occur after exseaubd clearing of hex conversion costs from hexes
converted in the previous turn. This restoresgiato ACOW methodology, where units must still pay
conversion costs to enter hexes cleared by themiurn’s patrols. “Old Turn Order Rules” ret#ie
change made in 3.1.0.9 item 33. This treats palita they occurred in the previous turn.

ELMER (THE PO):
Elmer understands more of the strengths and odtlgding artillery.
Elmer now moves his artillery up first; this shotielp with RBCs and disengagement.
Elmer is able to do some limited island hoppingisés a continentEmpty procedure to check for which
island to hop to in order.
Elmer plays ships a lot faster.



5. Elmer handles aircraft better

6. Elmer does beach invasions better

7. Elmer handles Airmobile units better

8. Elmer works better when advancing slowly

9. Elmer uses attack helicopters like bombers

10. Elmer is less likely to move more than once.

11. Elmer is less likely to move away from an enemyt ifriie’s likely to suffer a disengagement penalty.

12. Elmer is less likely to move his entrained unitgaadnt to enemy units.

13. Elmer uses attack helicopter units more aggressivel

14. There is now an option in the Opart 3.ini for expemtal Al. This affects how Elmer is influenceg lis
objectives.

XIl. NEW EDITOR SCALE FACTORS: (IN ADDITION TO ATTR ITION DIVIDER AND MRPB):

1. AAA Lethality Level. Default is 100, which leaves the lethality ais ihow. For example, a value of 50
would halve AAA lethality, while a value of 200 widudouble it. A value of O would eliminate all AAA
lethality.

2. Engineering Build Rates Default is 100, where 100 engineer squads Havemgineering of 100 squads
now. A value of 50 would mean that 100 engineerasg would have the engineering of 50 squads now,
and a value of 200 would mean that 100 engineaadgjwould have the engineering of 200 squads now,
etc. A value of 0 would eliminate engineering effe Note that this also scales Rail Repair rates
Major/Minor Fording rates.

3. Enemy-Hex Conversion-Costs.Default is 100, where each enemy hex convertsts¢he moving
friendly unit the original 10% of its movement allance (reducible by high recon levels, though)vahue
of 50 would mean each hex costs 5% of the unit'sentent allowance (same effect of recon as above),
and a value of 200 would mean that each hex coevevbuld cost 20% of the unit's movement allowance.
A value of 0 would mean that there wouldn’t be angt of hex conversion, no matter what the unit’s
movement allowance or recon level was. Actual tmghe unit is still rounded down. And theretid a
minimum cost of one, with the single exceptiontfue setting of 0.

4. Entrenchment Rates. Default is 100, under which units dig in at tlaeng rate as now. A value of 50
halves the rate, and a value of 200 doubles tlee e&t. A value of 0 prevents any digging in jtaaid
(under that special case) digging in attempts doerd remaining MPs.

5. Density Combat Penalty Rates(Density movemenpenalties due to traffic jams are not affected.).
Default is 100, which leaves density penaltieshay fare now. A value of 50 would halve density
penalties, a value of 200 would double them, andlae of 0 would eliminate them all together.

6. Supply Costs of Movement Rate.Default is 100, which works like now. A value df @ould halve
supply costs of movement (half a point for each étpended, etc.). A value of 200 would double c(&ts
points for each MP expended, etc.). A value ofoildt mean there was no cost for movement (like hava
movement). Fractional values are effected via@améLinctions.

7. Readiness Costs of Movement RateDefault is 100, which works like now. A value d¥ &ould halve
readiness costs of movement (half a point for dmohentered, etc.). A value of 200 would doublst€¢2
points for each hex entered, etc.). A value ofdild mean there was no cost for movement (like hava
movement). Fractional values are effected via@améLinctions.

Ranges are 0-999 for all seven scale factors.

Xlll.  NEW FORCE PARAMETER:

1. Force ZOC Cost. Default of 100 applies the normal 25% cost. Aigaof 50 halves the cost. A
value of 200 doubles it, etc. There are also ne@nEEffects to allow designers to change these
values for either side during the game. This da#saffect chances of triggering disengagement
attacks.

XIV. INCREASED PARAMETER LIMITS:

1. Attrition Divider. Limit increased to a max of 999.

2. Shock Side 1 or 2.Limit increased to a max of 999.

3. Air Shock Side 1 or 2. Limit increased to a max of 999.

4. Variable Value Trigger. Limit increased to a max of 999.
5. Objective Tracks. There are now five tracks available.

XV. NEW SCENARIOS (DESIGNER):

1. Leipzig 1813 (Bob Cross)

2. XuZhou 1948 (Stone)

3. Anzio 1944 (Stefan Gohring)



4 Directive 21 1941-1945
5. Autumn Fog 1944

6. Nghia Lo 1951

7 Kharkov 1943

8 Mobile Operations

9. Operation Varsity 1945
10. Tarawa 1943

11. Guerra no Pampas 2011
12. Cyprus 1974 — Operation Attila
13. Aegean 2008

14. Greco—Turkish War 1922

XVI.  NEW ACOW CONVERSIONS
1. Gotterdammerung 1944-1945
2. Festung Kolberg 1945
3. Danzig Corridor 1939

VIl.  UPDATED SCENARIOS

France 1944 D-Day

France 1944 Cobra

Okinawa 1945

Kaiserschlacht 1918

Germany 1945 (Last Stand)
Germany 1945 (Race To Berlin)
Soviet Union 1941

Killer Angels 1863

Killer Angels 1863 (Jackson Variant)
10. Waterloo 1815

11. Campaign for North Africa 40-43
12. Campaign for North Africa 40D-43
13. Campaign for North Africa 41-43
14. Campaign for North Africa 41N-43
15. Campaign for North Africa 42-43
16. Campaign for North Africa 420-43
17. Campaign for South Vietnam 1965
18. Blitzkrieg 1950

19. Indochina 1951 - 1955

20. Europe Aflame 1939-1945

21. Poland 1939
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(Rick Kesler and Steve Sill)
(Steve Sill)
(Joao Lima)
(Joao Lima)
(Yi Yue Zhou)
(Erik Nygaard)
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(Mauro Medina)
(Haris Riris)
(Haris Riris)
(Haris Riris)

(DESIGNER & CONVERTER)
(Thomas Kolley & Bill Viits update: Silvain Domen)
(Barbaross; update: Silvain 8&@m
(Krzysztof Binkowski; updateélv@in Domen)

(DESIGNERY):
(Bob Cross)
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(Bob Cross)
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(Curt Chambers)
(Joao Lima)
(Mark Stevens)
(Ben Turner)

22. Ardennes 1944 (Rob Kunz)
23. Road to Moscow | Crossing the Boarder (Rob Kunz)
24. Road to Moscow Il Smolensk (Rob Kunz)
25. Road to Moscow Il Guderian Moves South (Rob Kunz)
26. Road to Moscow IV Kiev (Rob Kunz)
27. Road to Moscow V Bryansk-Vyasma (Rob Kunz)
28. Road to Moscow VI At the Gates (Rob Kunz)
29. Road to Moscow VIl Soviet Counteroffsve (Rob Kunz)
30. Road to Moscow VIII What If (Rob Kunz)

31. Holland — A Bridge Too Far 1944
32. Crete — Operation Merkur 1941

33. Double Eagle — Rising Sun 1904 - 1905

34. Operation Torch 1942
35. Race for Tunis 1942
36. Weserubung 1940

v3.3.0.6 12/16/2007

(Erik Nygaard)
(Erik Nygaard)
(Erik Nygaard)
(Erik Nygaard)
(Erik Nygaard)
(Erik Nygaard)

This never-released version is included with tler8lease because it still works with Windows 98 an
we’ve had issues with Windows 98 in 3.4, and uséthat platform can at least use the few enhanoésne
it contained, if they can't get the special Windd@&sversion of 3.4 to work for them. Those are:



1. AAA lethality was scaled down by a factor of 0.4.

2. "Movies" option now defaults to saving only the noimap. There is an OPART.ini switch to restore
the save of the full map, if desired.

3. Lag time in selection of units is fixed, except wteop circles are on.
4. Mouse Wheel no longer active when dialog boxesopen.
5. Next/Previous units no longer auto-center. They avily center if the unit is off the map.

6. Restored the ability to cancel sea invasion attagkbout zeroing out movement (restored to half of
movement allowance instead), and without bankimgémenting sea capacity.

7. Playback issues and unknown parent errors werd faiyenot allowing zooming in the playback
dialog.

8. Next/Previous buttons in the editor now updateuthié panel.

9. Scenario dump no longer erroneously shows P1/Ppmgut as the same (as it had been doing in
some cases).

The 3.3.0.6 executable is in a zip file in the mfaider. Just unzip it to that folder to use. iMwill
overwrite the 3.4 executable, though. So onlyhd®if you are on a Win98 machine.

v3.2.29.26 August 29, 2007

1. Changed the Combat Planning Dialog. Artillery uriitat are within range, but are not in a mode
where they will normally support the attack nowwhap with a red X across them. You can click
the red X to make them join the battle in a diteminbardment role.

2. Added both Next and Previous buttons to the CorRlatning screen, which allow you to cycle
through all planned combats.

3. Onthe Combat Planning and Combat Results scredating the space bar will make the dialog
box disappear until released, while a brief présh@ space bar will temporarily toggle off the
dialog box, with it automatically reappearing ifeav seconds. This is to allow you to better see
the location of the action, or planned action.

4. Changed the combat report display to show the bolitte events (the important details) in silver.

5. <Shift><CtrI>F4 will create an OOB dump, for theige side only. This may allow a
functionality for creating derivative scenarios &&®n various points within a played game, AAR
writing, unit sorting, etc. Be creative!

6. New Flanking Rules - If the defender has two noja@eht hexes that he can't be attacked from
(for example, one sea hex to the NW and one frieadit to the NE), then attackers 120 degrees
apart no longer cause a flanking attack. Againsh sudefender, it is only considered a flanking
attack if the attacker has units that are180 degmpart. Previously, if you had a horizontal front
on the map, it would have multiple flanks exposedause of the zigzag of the hexes on that axis.
This change is intended to make sure that evergththe line zigzags, it won't introduce cases
where units are subject to flanking, when they pliy shouldn't be. Possible consequences
include making it easier to defend, and making e@dges and impassable terrain features more
important. This is an option available under trdvé&nced Game Options.

7. Guerrilla units should now be properly invisibleniit moving and the hex is not 'seen'.
Previously, they weren't unless they were the wp u



8. Nuclear attacks now receive the flanking bonussicegumore collateral damage.

9. Headquarters and Artillery in Tactical Reserve willonger advance into an adjacent combat
during the non-active player’s turn. They willlssupport eligible battles with ranged fire, but
will not be pulled into adjacent battle hexes.

10. Helicopters and Equipment transported by helicapemw take less damage. You need an air
superiority ratio (including local AA) of 4:1 to tsafe. With lesser ratios, the casualties will
mount quickly. Previous safe level was 10:1.

Helicopters are treated differently from regulaffic. They are very durable, but prone to
damage. Damaged helicopters, and equipment tretesipoy them, will go into the replacement
pool instead of being destroyed. Damage is basdehemy versus Friendly Air Superiority, and
has enemy AA added if AA spotted them. Friendlgt &memy AA units don't have a direct affect
on casualties, only on whether damage occurs.

Whether an attack occurs depends on whether thehas noticed the hex, an electronic
support check, how much Low AA Fire they might lbjsct to, and the unit density in the hex.
This means that you should fly over jungles andierhess, not the enemy concentrations!

11. The Anti-shipping flag and DPMX flags now work dmiss. This should make missile ships
effective on shipping

12. Weather patterns (cloud cover) should be moregtaali

13. Users with 1024x768 desktop resolutions can nowcseke of stars on right side even when
taskbar is visible.

14. Double-clicking a .PBL or .SAL file will launch TOA 1ll. Double-clicking on a .SCE file will
launch the TOAW lIl Scenario Editor.

15. Scrolling using the keyboard now updates the bottatus line correctly.
16. VCR Replay now plays full screen.

17. If using a Mouse Wheel or 4-button mouse, therenake two additional zoom levels (Tiny and
Ultra Tiny). This works for both the main prograas, well as the editor.

18. Added the option to use new terrain files if theyhistalled. They are:

tiles_damaged_railroad_damaged_bridge.BMP
tiles_railroad_damaged_bridge.BMP
tiles_road_damaged_bridge.BMP
tiles_improvedroad_damaged_bridge.BMP
s_tiles_damaged_railroad_damaged_bridge.BMP
s_tiles_railroad_damaged_bridge.BMP
s_tiles_road_damaged_bridge.BMP
s_tiles_improvedroad_damaged_bridge.BMP

19. Added a zipped file to the AltGraphics folder thantains fixed versions for the following tile
sets:

s_Tiles_damaged_railroad.bmp
s_tiles_| cultivated.bmp
s_Tiles_railroad.bmp
s_Tiles_road.bmp



Tiles_road.bmp
Tiles_road_damaged_bridge.bmp

20. These new and corrected files can be extracted therzipped folder and added to either or both

21.

22.

23.

24.

25.

26.

27.

28.

29.

30.

of the Graphics and AltGraphics folders. The raadroad, and cultivated files correct minor
imperfections that have been in the tile sets sif@AW |. The damaged bridge set demonstrates
the possibility of using one of the newly definedssmentioned above. As always with Graphics
modification, back up your existing files first,fbee overwriting so that if you wish to change
back to a different set, you still have the filesitable.

Added optional files u_ and t_ (Tiny and Ultra TiryThese haven't been tested extensively,
contact Ralph Trickey if you're interested in dexxhg these.

What Would Elmer Do? This is displayed by using tbllowing new Hotkeys:

< /> What would EImer do? This displays the obijees. The Red line is from the
currently selected unit to the currently activeeative, the Blue lines are the objectives
for the current formation.

< ? > What would Elmer do with everything? Thedlines display the objectives for
all formations.

<space> Redraw screen, to get rid of the lines.
Armies that are scheduled to withdraw will now adgpear on the selected reinforcements dialog.

VisibleAl - This is intended for troubleshootingetil. If playing the Al against the Al, if you
hold down on the CTRL key, you will see detailefbimation on the current state of the Al for
the formation that just moved. To enable thisdeatyou will need to edit your Opart3.ini file,
setting the visibleAl flag to Y.

MouseWheel/3/4button zoom in and out, (except on98).
Minimizing the window, <Shift> and <Caps Lock> wdll speed up Elmer's moves.
Obijective labels are now brass colored in the editanake them easier to read.

Editor: Deployment — In addition to the numberextks, objective tracks can now be displayed
graphically on the map panel. When the “Place Ghbje” button is active, use the “I” key to
toggle between the various modes. In order, theyabjective path of currently selected
formation, objective paths of all formations and®8 of all units, no units or paths visible, all
units visible but no paths displayed. Red arroliregs indicate the currently selected unit’s first
objective, while blue arrowed lines show the patimflowest to highest numbered objectives for
the formation. If you are using this feature ie #ditor, it will still be active in the game, iby

do not first completely exit TOAW lll and then resgtit. See “What Would Elmer Do?” for more
new features to assist in PO tweaking.

Right-clicking on the deployment selection on tight pane of the editor will now cycle through
the selection backwards.

Foreground sound files can now be per scenaridikesgraphics files. In addition, you can (but
don't have to) put a 1 or 2 in front for the plagamber. For example, ladvance.ogg and
2advance.ogg or just advance.ogg.



31.

32.

33.

34.

35.

36.

37.

38.

39.

40.

41.

42.

43.

44,

45.

46.

47.

48.

49.

50.

51.

52.

The upper limit to the Movement Bias range has beemreased to 250. This may help some
scenarios that simulate 1 km hexes, although extneatues will have strange results.

Withdraw and other events will now list the namehaf unit if the unit was divided.

Fixed a problem with some scenarios (like Suezcr@ted with early versions of the editor. Units
would occasionally change formations when beingdeid.

Canceling an attack while at sea now zeros movepwnts. (This was the COW behavior.) The
other behavior allowed for infinite sea transptntsattacking and canceling an attack.

Debarking while at sea no longer frees up trangpairits.
Helicopters no longer embark onto trains.

Airmobile units will now bounce back instead oftjiianging in the water/etc. if you click off
them and they can't debark.

Minimize TOAW at end of PBEM turn cheat removed.
Spanish and German load dialogs have been fixed.
Selecting an invalid language DLL file no longenga TOAW.

Mouse button, map scrolling and micro map scrollvege changed in an attempt to fix the issue
with WINE.

The Air Al now respects the same rules humans detédus changes.
Elmer can no longer take units out of Garrison mode

Fixed the sound library so that we can turn onMidti-CPU switch and later on use multiple
CPU's.

Choice of Advanced/Simple game rules is now savi¢l tive save game file. Previously, it could
be set from the startup screen, wasn't saved hétlsave game file, and allowed a cheat to occur
by changing to Simple Rules in the middle of a PBfilkh.

Windows fonts look better now. Added a black o@tlone pixel down and to the left.

Shifted DBR circles right 4 pixels to align thenoperly.

OOB XML Export has been improved. The Unit and Fation numbers are not relative to the
side, they start with 1 for both sides. This maykenanderstanding events a little harder until we
add a side into the export. On the other hand,fees easier to change if we want to expand the
units/formations later.

OOB XML Import of objectives has been fixed.

Generally speeded up Elmer's movement.

Naval units will now concentrate more. It doesoiK as nice, but it works with the new AA rules
better.

Fixed the problem where sea-borne units would siomestloop back to their starting objective.



53.

54.

55.

56.

57.

58.

59.

Elmer should not move his Artillery, HQs, and simiunits into enemy territory. He should do a
better job of keeping his Rear Echelon units inrbe.

Fixed a problem where Elmer would try to send uthitg couldn't fly to airports to fly.
Fixed several serious problems with Elmer not &ttagproperly.
Elmer now works better when unsupplied.

Added 33 new or newly revised scenarios. Sevdridiem take advantage of specifically
modified databases. By author and (sometimes wialbed) titles, they are as follows:

Bob Cross:Cambrai 1917, CFNA 40-43, CFNA 40D-43, CFNA 41-@BNA 41N-43, CFNA
42-43, CFNA 420-43, Killer Angels 1863, The Next W&79.

Boonierat: Vietham Combat Operations Volume 1, Vietham Con@a¢rations Volume 2,
Vietham Combat Operations Volume 3.

Silvain Domen: Trotsky's War 1939.

Pelle Holmen:Nordic Light 1992.

Rob Kunz: Road to Moscow Series (8 scenarios), Ardennes.1944

Sam Mudd: Sino Japanese War 1937-45, Papua New Guinea G42lalcanal 1942.

Erik Nygaard: Crete Operation Merkur 1941, Double Eagle Rising $904-05, Holland A
Bridge Too Far 1944, Malta Operazione C3 1942, &ar Torch 1942, Race for Tunis 1942,
Weserubung 1940.

International Support - Added in better supportdd=-8 in XML. That means that the
equipment.xml file, among other files, should bekied at again to make sure that the
international characters work correctly. That metias some scenarios may be able to use
Cyrillic for Russian units and place names, etc.

Windows Fonts — Added in support for Windows Forithie code still doesn’t understand that
Fonts can be of different heights, so the supostill limited. Since not everyone has the same
fonts installed, scenario designers should stovwese common fonts that ship with Windows,
fonts you have documented authority to use, omfage fonts that are easily obtainable. If special
fonts are used, then your documentation shouldidiech web-link to allow users to download the
font files. Matrix Games does not condone IP tradtplease make sure that any copyrighted
fonts used are legally available, and distributatée will be posting some tips and primers for
the use of Windows fonts on the Matrix Games forimtsie TOAW Il section.

v3.1.0.9 February 27, 2007

Important Note: We fixed some important cheat possibilities. Yan tbad any previous TOAW Il
version scenario, but any game saved with thismeis NOT loadable by previous versions. Sincees
played or saved with this version will NOT be plalawith any previous version to prevent cheatinig,
important that all of your opponents upgrade te thtest version.

1.

Editable equipment database files. These are atdmtio-Ed compatible files that have been
renamed to have an .eqgp file extension. They anelled the same as custom graphics and strings,
and the same search algorithm is used. They afe $é@ed with the scenario, but TOAW Il

does validate that you have the same files. Ifwiah to play against another player with an

edited equipment database, then you'll both hatave identical equipment and graphics files
installed. You will get a warning if you load amer saved game file without the proper
equipment file also being loaded. If it's a PBEMWe game, you will not be able to continue, and



10.

the program will exit. Two of the scenarios inaddwith the 3.1.0.9 patch used edited databases.
They are Poland 1939, by Ben Turner, and Water&i® Lby Bob Cross.

See the Bio-Ed “How to” document, by Bob Cross,ifdormation on obtaining the Bio-Ed
program and on its use. This patch will createiad®vs Start Menu item, under The Operational
Art of War Il >>> Documentation, for this tutorial

A bug left over from earlier versions of TOAW whesaving the game, exiting and resuming,
would cause the attack timer to be set one tacaticald earlier was squashed. This could
conceivably allow attacks to be made without inaeatimg the number of tactical rounds used.
Now, all series of attacks will take at least caetital round to resolve.

Eliminated a critical bug left over from earlierrs®ns of TOAW, where moving airmobile forces
onto enemy stacks allowed a possibility of the agrmplayer cheating by giving him full control
of all enemy units on the board. This cheat alldbtve= moving player to change deployment
states, loss tolerances, breakdown, and disbar@pp@nent’s units at will.

Instituted a new serial number check by Matrix Gam@nly valid serial numbers will be able to
be patched. Known pirated copies are blacklistégtou are using a pirated copy, get a life, some
morals, and buy your own, legal copy.

Elmer’s warnings about fixing events, is itself nbxed. He shouldn’t be screwing up any events
any more. The warnings now only appear when laa@ipart100 scenarios. If you have a game
in progress that has had a problem with impropehélvaw Army events, keep your saved games,
then please post a detailed request thread in #texMsames TOAW III Support forum, at
http://www.matrixgames.com/forums/tt.asp?forumidé2@d we should be able to individually
correct the problem from one of your previous skiles.

F4/F5 will now export/import the entire armies, redowith formation, units, and objectives. The
format is now in XML. This means that an XML ediie now necessary to edit the exported
files. Designers can obtain XMLPad Pro (it's tigtédee) at the following site:
http://www.freewarefiles.com/program_4 50_11470lhtm

Displayed Bombardment Range (DBR): This new feaiuilieallow the “I” key, or Unit Visibility
button in the Control Panel, to display the bombaedt ranges of your support units. This
command now toggles between showing no units, wityio DBR, the current unit's DBR, and
all units DBR’s. Only the DBR’s for friendly unitsill be shown. On the main map, all non-air,
ranged units should display the radius of their imaxn range in one of three colors. In order of
visibility, they are:

White = Unit currently selected.

Black = A unit that is set to attack/bombard, oiniginy support deployment mode (D, E,
F, L, or T), or has no remaining Movement Point$(8).
Red = A unit that has MP’s remaining, is not sedttack, and is not in any support
deployment mode.

The DBR of air units is shown on the micro mapnglavith the effective radii of AA units.

These are both displayed in blue.

When doing a VCR playback, right clicking on thegie step button instead does a backspace.
Because this has to do a rewind first, there magdoee flashing. This will be improved in later
releases.

You can now display documents from the ScenariefBig screen. This allows players to easily
bring up the associated documents after they\eadly started the scenario. Displayed
documents now include PowerPoint (PPT) files.



11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.

26.

27.

28.

ExperimentalAIP1 and ExperimentalAIP2 flags haverbadded. We recommend playing with
these both set to Y in Opart 3.ini. If you havg anoblems with the scenario play, then set them
to 'N'. Preliminary tests showed that setting flaig increases the strength of 'Elmer's' play, but
we haven't had time to rigorously test them. Yfeadback is welcome.

Better path finding. The game should now do aelbgtt of getting from point A to point B. This
also makes scenarios like Attu play better agaimesfO.

The ScenarioPic-template.psd file described ir&tenario BMP Editor Manual, and missing
from the initial release has been included andstailed into the Graphics folder.

Automatic Bookkeeping Phase speeded up.

Re-organized the map-editing menu to move theédiborder option away from the section it was
in.

The spare equipment slots now are available iredi@r.

Simple Map Import/Export (partial maps). You calit ¢he file to change the “Offset”, being
defined as the offset from min of the starting gosiof the map that's being imported. It's
recommended to use even steps (2,4,6,8) for thedXv¥aaxes to avoid artifacts. Min and max
define the map size of the area to import.

The Air Staff assistant has been improved, it al3e sets up before the round so you can adjust
the setup after.

F9 now saves a file called “auto.sav” in the Saliesctory.

PO enhancement: Independent orders should now beitér. They have the effect of splitting
the work of the support unit between up to thresest tracks depending on how much they've
advanced on them. This should have the effectithtie early rounds, they will be spread out,
but will eventually fasten on one or two tracks.

Independent orders also tell Naval units to foltb Naval Objective tracks.

Independent orders also tell AA on airfields tanstéast, though it will abandon this order if
threatened.

Elmer should do a better job of not needlessltisigifforces about.

Elmer should do a slightly better job of plannirsgaults.

Elmer should now surround individual units moresaft

Elmer should use the enhanced Air Staff.

Elmer should now try to form fleets with the Naayd do a better job of staying offshore when
bombarding.

Elmer will now put bridging engineers adjacent i@y units to allow them to assault.

Elmer should now land at non-port hexes if an dbjeds adjacent to a shoreline, along with
other minor improvements for amphibious operations.

Rail transported units should stop at the closesti® objective, and not run right up to the front
lines. This is defined as the one that doesn’t fzeny enemy units behind it. This will sometimes
put them adjacent, but usually works.



29.

30.

31.

32.

33.

34.

35.

36.

37.

38

Fixed crash bug from too many characters displaiygde microview.

Fixed bug where destroyed units weren't withdravemt Withdraw Unit/Army events, and would
later reconstitute.

Fixed bug where too many characters in a stringhfethex description would cause the game to
crash.

Fixed bug where if you managed to get too manystinita hex, it would cause the program to
crash when doing group operations. We're not boke that happened, but it now only allows
you to select the first 9 units in a hex with graxgerations.

Fixed bug where changing ownership by local patfleéx conversion during the ABP) would
cause an event supposed to be triggered by owperkhnge to not fire.

Fixed a bug where you would lose the custom grapinam the display in the editor when editing
a scenario.

Fixed a bug where the PO Player 2 Activate evestned firing reliably.
Fixed a bug where automatic entrenchment was notimgin PBEM games.
Internal enhancement: Version number of EXE sepdram string version.

. Added seventeen new or newly revised scenariobdjollowing designers:

BoonieRat — Vietham Combat Operations, volumesZL &
Curt Chambers — Blitzkrieg 1950.
Bob Cross — Waterloo 1815, Kaiserschlacht 1918.

Jarek Flis — Forgotten Battles: Lodz 1914, Komal®A44, Cracow 1914. Frozen Steppes 1942-1943.
Pelle Holmén — Nordic Light 1992, Wintergewitter429

Chuck Kotraba — Deep Battle 1930.
Erik Nygaard — Race for Tunis 1942,

Mark Stevens — Europe Aflame 1939-1945.

S.

Stevens — Sinai 1967.

Ben Turner — Rhodes 1943, Poland 1939.

v3.0.0.

1.

17 July 11, 2006

All scenarios, except those in the “Classic TOAWIdEr, have had their briefings edited to
designate which sides, if any, are playable byR@e A brief caveat is in order here. The
determination of whether a scenario is “playablg’ttie PO is based on two primary
considerations. First, is whether or not the sderdesigner has stated that one, both, or neither
side, have been programmed to be played by the at@mpThe second, is that lacking a scenario
designer’s stated confirmation, there was a cursegyuation by the TOAD QA Team, as to
whether there appeared to be any set objectives psitfategic bias settings, orders and emphases
given to the various formations of one or both siofea scenario. In depth testing of ANY
scenario, as to its particular suitability for Playpis beyond the scope of the QA Team’s mission,
and as it is highly dependent upon the skill lefehe player, best left to them to determine
whether or not the designer has done an “adeqiete3f programming Elmer.



The assumption here, is that all scenarios in @lassic TOAW” folder have been programmed
for PO play, on both sides, with the exception aflidns 12, which does not have the Turkish side
programmed for PO play. Thus, none of those brisfiwere edited and they are in their original
state, as released in the Talonsoft versions of @&W: Century of Warfare - the only

conversion, being that necessary to play on thetGe® based executable of TOAW III.

A new scenario, specifically designed for TOAW Mothic Line 1944, by Chuck Kotraba, is
included. It, its BMP file, and associated documare found in the “WW Il — Mediterranean”
folder.

A new graphic choice is offered to users, for coszing their graphics. This is at the level of
scenario folder. Thus, a user may insert graghiostheir scenario folder, and all scenarios

within that folder will use the modified graphic$he priority that TOAW lIl uses in determining
what graphics will be used for a scenario is infdll®wing order, from highest priority, to lowest:

AltGraphics\Scenario Name
Graphics\Scenario Name

AltGraphics\Year the scenario occurs (actuallyodaks backwards for the first one with
that year, just like sounds)

Graphics\Year the scenario occurs
AltGraphics

Graphics

Thus, Graphics is overridden by AltGraphics, whilverridden by Graphics\Year, and so on, back
up the list.

5.

10.
11.
12.
13.

14.

New algorithms are used to speed up the supplyrdatation and reconstitution points of units
during the Automatic Bookkeeping Phase. A markegrovement should be seen in the amount
of time it takes to process this phase, espeaisllthe monster scenarios.

Elmer will now repair bridges. Previously, he didmant to repair them.

Elmer should not be as likely to attack when gigedefend order.

Units will be routed or forced into reorganizatiess frequently.

The sound system on some systems had a stabdlitg.i§ his has been addressed.

Changing the .exe name should not generate a wersgmatch error.

Low Aircraft subject to Low AA fire are divided 3

High Aircraft subject to Low AA fire are divided 8 (no change from the current situation.)

Added T-64A in new equipment. This will cause asi@n error message if playing against
people who have not updated their program to thistp and is intentional. You should ensure
that your opponent is playing with the same paghau are!

Examines and possibly fixes the following eventetypThey may have had errors introduced by
TOAW: Century of Warfare while converting from Opan0 to Opart 300.

WITHDRAW_UNIT_EFFECT

DISBAND_UNIT_EFFECT



WITHDRAW_ARMY_EFFECT
SET_FORMATION_ORDERS_EFFECT
UNIT_DESTROYED_TRIGGER

SET_OBJECTIVE_1_TRACK

If the scenario is changed, a test file is writbem to the scenario directory. The scenario must be
saved in order to save the changes.

v3.0.0.14 June 7, 2006

1.

Addresses an issue where air-transported units timiganear the map edge, would not properly
move to their destination hex.

Fixes an issue where units were unable to recatestit

Fixes an issue where English was displayed foethgépment names instead of the language
picked.

v3.0.0.12 — June 1, 2006 (Initial Release of TOAW

1.

10.
11.

12.

TOAW veterans, as well as beginners, should read @AW Il manual carefully before playing.
Many changes exist froffhe Operational Art of War: Century of Warfare, sien 1.04. What
follows below, is a partial list:

Revised the manual and help file, to get rid obimect data and references going all the way back
to TOAW |. The manual is now on .pdf and is sealdf. Also, the manual is more up to date
than the Help file at this time.

You now put the scenario bitmap (BMP) in the sainectbry as the scenario instead of in the
graphics directory.

New method of creating BMP files for scenario bnigfillustrations, which is described in depth.

Scenario related documents should be put in the shractory as their scenario. A button on the
‘Start A New Game’ screen will indicate whethercarsario has an associated document. Clicking
on this button will load the appropriate readertf@ document.

Scenario specific graphics and sound are enabled.

A full description scenario list is included astarsmenu item, along with a how-to on creating
scenario briefing BMP files, the equipment database the manual.

New terrain and GUI graphics incorporated. Cla3€}AW terrain graphics are included and can
be easily swapped.

Expanded the sound library.
Number of available events allowed doubled to 999.
Number of supply points that may be placed in tenario editor was raised to 99.

Supply calculation algorithm enhanced to reduce tdpent during the Automatic Bookkeeping
Phase.



13.

14.

15.

16.

17.

18.

19.

20.

21.

22.

23.

24.

25.
26.
27.
28.
29.
30.

31.

32.
33.

Memory management issues with previous versiof<AW under Windows XP have been
solved. This now allows scenario dumping in thigoedhat caused previous versions to crash
when running Windows XP.

Resource leaks in previous versions of TOAW found plugged. You can easily more run
multiple copies of the program, and editor, withoxetshing.

French and German are now supported.

There are 3 dlls, English, French and German. éf @iithese is renamed to 'language.dll' then it
will be used for the strings, etc. while playingpiycan also rename the DLL to 'Arracourt 44.dII
(for instance) and place it in a sub-folder cakedacourt 44 within the Graphics directory, and it
will override the strings in the normal program.

PO logic substantially improved, especially for@ &tacker. PO uses its artillery more
effectively. It will seek to both split units, amecombine them, as a situation warrants.

Max Rounds Per Combat feature implemented as asoaesign option, which can dramatically
reduce the turn burn from earlier versions of TOAW.

Incorporates an updated anti-armor combat modetNGoger’s farewell gift to the TOAW
engine, which allows for hits to be made againsikee side armor.

Major ferry capacity is no longer required for lamgits entering an anchorage hex on Major
River, or Suez Canal hexes.

Other movement costs have changed slightly, andeatezl in the manual.
High Altitude bombers are now subjected to antifaift fire. Equipment which fires at Low
Altitude only, also lends a small proportion ofstsength to High Altitude fire. AA fire is made

“at range” as well, subject to communications clseckKou will not see the numbers in the
database changed, but all AA attrition rates wecegiased in the code.

Ships strengths are no longer considered in thestreingth scaling.

Turn used and planned attacks indicators showerikiblted” display panel and the information
panel.

Selected unit supply, proficiency and readiness staw share the display in the turn info panel.
Numerous additional hotkey commands. See manualefails.

Nuclear release event can now be set from 0-99.

Nuclear effects are properly scaled per hex size.

Replay issues on maps with x>255, y>255 hexeswedol

PBEM cheating addressed, with warnings to affeptaglers. PBEM loading and saving options
changed. No longer able to load in-process PBEMeginto the scenario editor.

High supply, No borders, Movies, and SitRep Logay are now available in the Advanced
Game Options pane. See manual for details.

Naval units now only reconstitute in deep waterdsex

Low MP unit combat is improved. Zero MP units nmew fire without using the entire turn.



34.

35.

36.

37.

38.

39.

40.
41.
42.
43.
44,
45.
46.
47.
48.
49.

50.
51.
52.
53.
54.
55.
56.

You may set Windows file associations for .SAL, LPBnd .SCE so that TOAW III will
automatically start, when these file types arecsetbéto open from any directory. Note, this loads
.SCE files into the regular game for playing, antlinto the editor for editing.

Adding, or deleting units in the force editor wilb longer mess up the events for following units.

Sea-borne units should now work better in goingitadocorners. In CoW, the Attu scenario was
broken because the pathfinder couldn't find a pathe final destination.

Database change: F 22 Lightning is now F-22 Raptor

Display problems in CoW for the last lines of OOBidormation reports, and equipment in the
unit report were fixed.

Inoperative Theater Option scroll bar removed. iLohavailable TO’s is 16. This was true
before, but the bar confused everyone.

Inserting an event, should no longer screw up tlm#ee list below it.

Events that activate themselves no longer causprdgram to crash.

Entrained, embarked and retreated artillery noéomgovides support.

Menus no longer take up 100% CPU cycles.

If you put graphics files into the AltGraphics ditery, TOAW Il will read from this folder first.
Dropped the Targa format (TGA) for maps, and noingibitmaps (BMP).

Clicking on HQ button toggles between HQ units artdlery units.

You can't use your opponent's fording ability whiteacking any more.

Enemy traffic jams no longer impact your abilityattack any more.

Event trigger for starting between turns X and YsWOT working linearly. There should now be
an equal chance for each year.

When splitting or recombining, replacement priokitgs not held over. It now is.

Fixed a bug allowing mountaineers to cross a MEgrarpment at no additional cost.
Fixed a bug where retreats of an HQ unit did novbed towards the nearest HQ unit.
Fixed a bug where you got a supply boost by bedjgcent to ENEMY HQ units.
Fixed an obscure bug where player 2 got the beogkfitayer 1's ESS checks.

Hotseat no longer affected by variable initiatisad follows the same order as PBEM.

Several other obscure bugs squashed.

Known Issues

Though you can run multiple instances of TOAW hibth in-game, and in-editor, you may find that dgri
extended load and reload sessions, some resousgesanbe properly released. Saving your work,
completely exiting the program(s), and restartingasionally, is recommended in these cases.



Some terrain feature combinations do not propédgks with regard to movement costs. Inconsisgsnci
will be addressed in following patches.

If your system is set to have a media player, dtfen Windows Media Player, as the default plager f
playing .WMV files, then you may not see all of ihtroduction movies. Specifically, an issue wagedo
with WinAmp not playing all of the movies at thadtof the program. You can solve this problem by
setting the file associations for AVI and WMV fifgpes first to Windows Media Player, running the
program opening sequences, and then resettinglthekito WinAmp.

We removed the indexed help file that TOAW lllé@king for when you hit the Help hot key, F1. We
didn’t rename the target file though, and so it iill look for the old Century of Warfare indexéelp
file. If you have CoW installed, allow Windows $earch for it, to clear the error message. Youstiin
access the proper help file through the menu iteeip\Help Topics” and in the first patch, both nwlk
will point to this single retained TOAW lII helpldi.

Manual Errata (As of June 1, 2006)

6.1.12 - Replace the last sentence with: If the moussacus over a friendly unit, it shows the proficdsy,
readiness, and supply of that unit. If it is omay blank space in the map panel, it shows theqgieoty,
readiness, and supply of the currently selectetd uni

10.4.3 -t should be explicitly noted that distance hexageno effect on the movement costs of any unit.
They only affect attack ranges.

13.9.7 - The artillery bonus for firing down from escarpméexes is only gained when firing down from
Major Escarpments.

17.2.2 -In the“Distance” bullet, remove sentence starting “All vement across a hexside...”. Also, the
Draw Border button is separated from its text lpage break, and is found at the bottom of page 50.

17.8.4 - Theater reconnaissance event is wrongly desgriltt should read “ - Force 1 or 2 Theater
Reconnaissance Capability is increased by a pesialue, or decreased by a negative value. Minimum
and initial value is 0.

17.9.5 Reconstitution Eligibility - Add new section containing the following paragraUnder the
“Reconstitute?” Column, “Yes” means that the unit reconstitute as per section 9.1.8, or at thedo
reconstitution point if one is defined. “Fixed X,¥neans that the unit reconstitutes at the X,Yatam of
the unit's formation's track 1 objective 1).

18.11.5 - Add sentence: “The BMP files for Scenario Bingflllustrations should occupy the same
directory as the scenario and any associated dausrhe



