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1  Introduction  

Welcome to FLASHPOINT CAMPAIGNS: COLD WAR 

This is a grand tactical combat simulation on the Cold War battlefield. As 
the force commander, you will plan and then issue orders and standard 

operating procedures to your battalion, brigade, or regimental forces, 
shaping the fight by maneuver and your intent. Your forces will engage 

the enemy on rendered real-world map locations. Each hex is 500 m of 

militarily significant terrain. Each battle can last between 4 to 24 hours of 
in-game time. Your troops will meet their foes any time of day and in 

any environment.  

The game engine is based on asynchronous WEGO turns. This means 

you will issue orders and then watch a variable amount of time unfold on 
the battlefield. Then, issue or adjust orders to react to what has 

happened as you execute your battle plan.  

Flashpoint Campaigns: Cold War  is a deep simulation of combat 
operations where your forces are arranged in maneuver units of 

companies, platoons, and sections of tanks, infantry fighting vehicles, 
infantry squads and teams, recon forces, engineers, air-defense and 

anti-tank systems, helicopters, and more. As the commander, you must 
use available off-map assets like long-range artillery, rockets, or 

airstrikes.  

Your efforts in this complex battlespace will be constantly challenged by 

modeled features like electronic warfare, air superiority, realistic 

weather, line of sight and fire, terrain and elevation, smoke and mines, 
and human factors like training, morale, and readiness. All these 

elements must be considered if you are to be victorious on the 

battlefield.  

The game is packed with information dialogs, map overlays, and range 
rings to aid you as commander, master the situation, and understand 

your forceôs capabilities. 

Flashpoint Campaigns: Cold War  is a data-rich simulation where 
each nation has information on national characteristics, command 

parameters, and orders of battle. Data tables are packed with era-
specific equipment and troops. Weapon systems of the time, such as 

guns, missiles, precision munitions, small arms, and much more, are 

comprehensively modeled.  

As a toolkit, you can create your own scenarios and campaigns. You can 

also dive deeper and create or modify game data, artwork, and sound 
effects as you see fit. All these modding capabilities are supported by 

detailed documentation.  

1.1  What's in This Document  

We created this document to help players who are new to this genre of 
warfare and/or game engine to understand the different elements in the 

user interface (UI) and how to perform various actions to play the game.  

This document is laid out to run you, the player, through the various 

steps to start the game, load new or existing scenarios or campaigns, 
navigate the UI, how to order your units into action, and where to find 

various information or overlays to better un derstand the situation on the 

map. Until you get comfortable with the game, it may be a good idea to 

keep this document open so you can refer to it if you have questions.  

NOTE: Areas of interest or buttons on form pictures are outlined in red.  

NOTE: Some images in this manual are from other game versions. While 
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your maps and units may differ, all the information and how it is used 

and displayed will match the information in this manual.  

1.2  Manuals  

We have chosen to go with many living manuals to cover game 
interface/play, learning the game, basic tactics, content creation, and 

game modding for the Cold War game engine. We also have guides that 

cover those areas of operations. The affected manuals and guides will be 
updated as the game is updated, and PDFs of these changes will be 

included with the new patches.  

1.2.1  The Field Manuals (FM)  

These are the core manuals on how to play, create content for, and 

modify data for the Cold War game engine. Before jumping into content 

creation, we strongly recommend you review the first three manuals, 
Game Operations , Battlefield Primer , and the Tutorial 

Operations,  if you are new to this type of game and warfare. Returning 
Flashpoint Campaigns players should review Game Operations  to get 

details on new features, as there are many.  

These documents are found in the Documents\FMs folder. 

¶ FM01 Game Operations ï Detailed information on the game, its 

interface, and how to use it  

¶ FM02 Battlefield Primer ï Fighting in the Cold War 

¶ FM03A Tutorial Operations: Basic ï Learn the basics needed to play 

the game 

¶ FM03B Tutorial Operations: Intermediate ï Learn additional features 

to expand the game play 

¶ FM03C Tutorial Operations: Advanced ï Learn how to use advanced 

features of the game 

¶ FM04 Scenario Design ï How to make or edit scenarios 

¶ FM05 Battle Planning ï How to create or edit battle plans  

¶ FM06 Campaign Design ï How to make or edit campaigns 

¶ FM07 Map Construction ï How to make simple maps for the game 

¶ FM08 Game Engine Modifications ï How to mod elements of the 

game engine 

¶ FM09 Data Structures and Editing ï How to edit or build data sets  

¶ FM10 Weather Setup ï How to add in weather from other locales  

¶ FM11 Military Overlay Creation ï How to add custom graphical 

overlays to your scenarios 

1.2.2  Whatõs New 

The Whatôs New PDFs summarize any changes and fixes when updates 

are released.  

These can be found in the Documents\WhatsNew folder. 

1.2.3  FPC Hotkeys  

This PDF document lists all the unique game key presses for Function 
keys and all hotkey definitions. Due to the large number of functions in 

the game, rebinding is not possible. 

This document is in \Documents folder. 

1.2.4  Flashpoint Campaigns: Cold War FAQ  

To stave off forum -clogging threads on various topics we either don't 

control or can't support, we created an FAQ document with the answers 
to those specific topics. Please review the FAQ for answers to several 

game topics related to the game but not on how to play the game.  

This document is in the \Documents folder. 

1.3  Gender Pronouns and Inclusion  

We understand that users of all genders will play our simulation. We try 

to keep language in the game and manuals gender-neutral, when 

possible.  

The On Target Simulations team supports the inclusion of all people in 

the field of wargaming.  
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2  Welcome Commander Screen  

After starting the game and seeing the splash screen, you will see the 

following dialog with many selections. There are logos, art, important 
game information,  and the Main Menu area, which includes some useful 

buttons that are covered shortly. 

 

2.1  Main Menu  

 

The Main Menu has all the buttons to start new games, resume a game 

in play, or jump into one of the edit functions to create game content .   

2.1.1  Start New Group  

 

¶ TUTORIALS  ï Clicking the TUTORIALS button launches a similar 
scenario selection dialog as below, except it only shows the Tutorial 

scenarios to make them easier to find. They can also be located at 

the bottom of the scenario list under New Scenario.  

¶ New Scenario  ï Clicking on the New Scenario button launches the 

scenario selection screen to choose one of the single battles included 
in the game. Scenarios have a few options as to how they are 

played. You can play scenarios versus a Computer Opponent 

(Artificial Intelligence ) and choose which side you play, launch the 
game in a two-player Head to Head Play (Hot Seat) mode, choose a 

side and start a Play by Email Game (Classic PBEM), or launch a 
game where Computer Plays Both Sides (AI versus AI) mode. See 

Section 4 below for more details.   

¶ New Campaign  ï Clicking on the New Campaign button launches 

the campaign selection screen. The player can review the campaigns 

provided and select one to play through.  

o Campaigns take a core force of units and run them through 
several scenarios during the war. See Section 5 below for more 

details. 

¶ Multiplayer  ï Clicking on the Multiplayer button start s the process 
of playing a scenario via the Matrix/Slitherine PBEM++ Multiplayer 

service. This allows you to set up or join a game versus someone 

else using the PBEM++ Multiplayer service across the globe. See 

Section 6 below for more details.  
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2.1.2  Resume Group  

 

This group of options allows you to browse existing save files for the 

different types of game s you have played and resume them.  

¶ Resume Scenario  ï Opens a dialog to see all the single battle 

games you have started and saved or autosaved. 

¶ Resume Campaign  ï Opens a dialog to see all your campaigns 

that are in progress.  

¶ Resume PBM Classic  ï Opens a dialog to see all your ongoing 

games and choose one to continue. 

Saved games can also be deleted in the dialog that pops up. See Section 

8 below for more details on Resuming Play for these types of games. 

2.1.3  Useful Buttons and Information  

Each useful button and information option is described below in turn.  

 

¶ Whatôs New ï Clicking this button bring s up a PDF document that 
summarizes any new content, updates, bug fixes, or game engine 

tweaks we have made in the latest version of the game. More 

detailed information can be found in the noted and revised game field 

manuals (FMs). 

 

¶ User Preferences  ï Clicking this button opens a dialog box with 

four tabs of settings information for various game functions, 
information display sound, and looks. See Section 3 for details of all 

the Preferences settings. User Preferences can be accessed from in-

game as well using the Option menu or hitting F2. 

¶ Exit  ïï Clicking this button  fully closes out the game and return s you 

to your main computer screen.  

2.1.4  Edit Group  

The buttons on the right start  in-game editors for Scenarios, Campaigns, 
and Maps. Each of these editors is covered in detail in other field 

manuals (FMs) as noted in Section 1.2.1 above. 

 

2.2  License Information  

Any licensing information, if needed, is found in the lower left of the 

Welcome Commander Screen below the Main Menu. 

2.3  Game Engine Version  

The game engine version is located in the bottom right corner of the 

Welcome Commander Screen. Make sure you have the same version of 

the game as your opponent when you play multiplayer.  

NOTE: It is recommended to exit the game if you do work in the various 
editors and then restart the game to play a scenario. This helps to make 

sure new values are correctly initialized and avoids the possibility of odd 

gameplay issues from occurring. 
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2.4  Common User Interface Buttons  

There are a few buttons that have the same essential functions 

throughout the game. Those buttons are as follows:  

¶ Apply  ï If you have made any setting changes that turn on/off 

functions or have adjusted the values of settings, this button 
commits and save those changes to the game while keeping the 

dialog open. 

¶ Back  ï This button moves you back to a previous dialog or menu 

so you can change game parameters, settings, or select other 

gameplay options. 

¶ Cancel  ï If you have made any setting changes that turn on /off 

functions or have adjusted values of settings and do not wish those 

to take effect, this button reverts those changes. 

¶ Proceed  ï This button moves you forward to the next dialog or 

menu. Clicking this button will prompt you to apply any unsaved 

changes (see below) and then close the dialog. 

2.4.1  Confirmation Dialogs  

There are several instances when changes require confirmation. 

Selecting ñYesò accepts any changes. Selecting ñNoò declines any 
changes and proceeds through the action . Selecting ñCancelò will place 

you back into the dialog so additional changes can be made.  

 

 

 

3  User Preferences   

Clicking on the ñUser Preferencesò button in the Main Menu opens a 

dialog with four tabs of settings for various game functions . Once 
applied, these settings will be remembered from game to game.  These 

settings can be changed at any time via this button on the Welcome 

Commander Screen, in-game from the Menu Bar, or hitting F2. 

3.1  General Tab  

The General tab allows the player to Customize basic game engine 

performance parameters, set Weather Unit Preferences, and set the 

Display Rank and Rank Abbreviation styles. 
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3.1.1  Customize  

¶ Default Game Delay Factor  ï Set the pacing of the game during 

turn resolution. If you find that the resolution is happening too 

quickly to follow, use a larger number. If it is too slow, use a smaller 

number.  

¶ Map Mouse Hover Delay ï Set the length of time needed to trigger 

the Flyover Panel showing the objects in the hex the mouse is 

hovering over (see Section 16.3 below). 

¶ Hex Location Flashes ï Set the number of times the hex of an 

active unit flashes to alert the player . 

¶ Default Animation Speed  ï Set how fast the in -game animations 

are shown during combat resolution.  

¶ Show Detailed Unit Composition  ï If  checked and when known, 

various in-game displays show the actual platform names (e.g., ñT-
72Mò) in the description window instead of generic descriptions 

(e.g., ñTankò). 

¶ Automatically C lose  Message Dialog s on Timer  ï If checked, 
Secure Transmission dialogs use a timer (displayed in the dialog 

box) to close. If unchecked, dialogs remain on screen until the user 

clears them by selecting the Proceed button. 

¶ Mouse Wheel Rolled Forward Zooms Map Out ï If checked, 

scrolling the mouse wheel forward zooms the map out to see more 

of it. Scrolling backward zooms the map in. Zoom is not centered on 

the cursor. Unchecking flips the direction of the zooming.  

¶ Show Barrage Editor After Creating Artillery TRP(s) ï If 

checked, the Barrage Editor dialog automatically opens so 
adjustments to the fire missions can be made after the player plots 

any Artillery Target Reference Points (TRPs).  

¶ Hide Victory Status in Leader Panel  ï If checked, the indicator 

bar for the overall victory level is not displayed in the Commander 
Panel (see Section 13.2 below). This more strictly preserves the fog 

of war. Unchecking this displays the indicator bar.  

3.1.2  Weather Unit Preferences  

These settings change how information is displayed throughout the 

game. 

¶ Temperature  ï Set this to either Fahrenheit (degrees F) or Celsius 

(degrees C). 

¶ Range ï Distances can be referred to in Meters (m) or Miles (mi).  

¶ Wind Speed  ï Speeds can be in Kilometers Per Hour (km/h) , Miles 

Per Hour (mph), or Beaufort Wind Force Scale (Bft). 

¶ Cloud Ceiling ï The cloud ceiling can be shown in Meters (m) or 

Feet (f).  

3.1.3  Display Rank Information  

You can choose to see ranks in American Style (US Army) rank names or 

in the National Language of the country being played. 
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3.2  Scrolling and Sound Tab  

The player can alter different values regarding Map Scrolling Parameters 

and Sound Volumes on this tab. 

 

3.2.1  Map Scrolling Parameters  

The map is scrolled by hovering the mouse cursor in a sensitive zone of 

the game. This zone can either run along the inside edge of the Map or 

the inside edge of the entire game ( Program) screen. Be aware that if 
choosing the game edge, there may be unwanted scrolling when trying 

to access specific information controls. This effect may be more 

pronounced on multiple monitors or extremely widescreen displays. 

¶ Map and Program Edges  ï Define the top, bottom, and sides of 

the scrolling-sensitive area independently of each other for either the 
Map edge or the Program edge (select desired check box). The 

values are the number of screen pixels that make up the sensitive 

zone for edge scrolling. 

¶ Polling Interval  ï This is the length of time between checks for a 

map scroll measured in thousandths of a second. The polling interval 

defines one òtickò and shorter intervals make for faster scrolling.  

¶ Initial Delay Factor  ï This is the number of ticks before a scrolling 

action is initiated. A certain delay may be desirable to prevent 

unwanted scrolling when moving through these zones to other areas 

of the screen.  

¶ Scroll Increment  ï This is the number of pixels that are scrolled 

for each tick. Use a lower value for faster/smoother scrolling.  

3.2.2  Sound Volumes  

¶ Check Box  ï This check box/toggle turns off all sounds without 

changing the settings below it when sounds are wanted/unwanted.  

¶ Unit Combat FX  ï Allows the volume of the firing sounds during 

combat to be independently set.  

¶ Unit Movement FX  ï Allows the volume of the movement sounds 

during turn resolution to be independently set.   

¶ Background FX ï Allows the volume of the ambient background 

battle noise during turn resolution to be independently set.  

¶ Intro Music ï Allows the volume of the beginning and endgame 

music to be independently set. 
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3.3  Turn Resolution Tab  

Tweak various settings that  influence how the Turn Resolution is 
displayed in this tab (these are not rule changes). Disable some settings 

here should you wish to speed up the progress. 

 

3.3.1  Combat Resolution  

¶ Scroll Map to On -Map Firing Artillery Units During Turn 

Resolution  ï When checked, the game scrolls to the firing on -map 

indirect fire unit and target. This helps the player to watch firing 
events as they unfold but can be dizzying if the game is set to 

resolve quickly through the General custom preferences. Disable to 

speed up the resolution of combat.  

¶ Show Line of Fire (LOF) from Attacke r  to Defender  ï When 

checked, a line is drawn on the map from the attacker to the target 
to show the current direct fire attack being resolved (see Section 

16.13 below for details on these lines).   

NOTE: In some cases, the attacker may not be Spotted, but th e 

general area of fire may be noticed.  

¶ Flash Target Hex Location  ï When checked, the hex of the target 

unit in combat flashes the number of times set in the General tab  to 

help locate the action. 

¶ Enable Combat Sound Effects  ï When checked, a few of the 

current weapon shooting/launching sound effects play. Disable to 

speed up combat resolution. 

¶ Enable ñHitò Animations ï When checked, attacks on units that 

hit cause an explosion graphic on the counter. Disable to speed up 

combat resolution some.  

¶ Show Combat Result Hints  ï When checked, results of combat 

actions are displayed as hints next to the affected unit. The size of 

the combat hints displayed during the game can be increased or 

decreased by changing the Font Size value.  

3.3.2  Additional Settings  

¶ Autosave Game After Each Player Orders Phase  ï When 

checked, the game autosaves immediately before the turn  resolution 
begins into the \Saved folder. This allows you to replay a scenario 

from any of these points in battle. These are regular saved games 

and may be reopened and resumed if desired.  

¶ Show Friendly Movement Paths During Turn Resolution  ï 
When checked, all friendly units with plotted movement show their 

paths with an overlay while the turn resolves.  This overlay can also 
be pulled up during the planning phase by hitting Ctrl +X for Chain 

of Command (see Section 11.7.7 below) or  clicking the Multi-Unit 
Overlay menu bar option and selecting Chain-of-Command. The 

color and transparency of these Unit Movement Paths can be 

modified in the Game Colors preferences as well (see next 

subsection below). Disable to speed up combat resolution a bit.  
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¶ Enable Unit Movement Sound Effects  ï When checked, the 

game plays various types of movement sound effects like tracks, 

wheels, rotors, etc. Disable to speed up combat resolution a bit.  

¶ Scroll Map to Active Unit During Turn Resolution  ï When 

checked, the map centers on the active unit during turn resolution. 
Like the other scrolling option above, this can also be helpful to 

watch all activity/combat events as they unfold. It can be dizzying if 

the game is set to resolve quickly through the General custom 

preferences.  

3.4  Game Colors Tab  

Individual map overlays, fire lines, and other helpful color markers can 

be edited by the player through the Game Colors tab. 

 

The level of color transparency can also be changed. This allows the 
player, for example, to create a distinctly different hue for each kind of 

overlay to easily tell which is in effect at any given time. The effect of 
these changes can be seen in the terrain sample to the right of the 

selections. 

Reset to Defaults ï This button return s all color options back to the 

gameôs default settings for color, size, and transparency. 

NOTE: It is possible to create unsightly or even invisible colors. If you 
want to experiment with this, you might want to consider backing up the 

original ñoverlays.iniò file. 

4  Start a New Scenario  

To start a new scenario, click on the New Scenario button in the Main 

Menu to access the list of options available. 
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4.1  Scenario Selection Dialog  

Selecting New Scenario launches the Scenario Selection dialog pictured 
below. Here you can review all the scenarios that are available in the 

module. Selecting a scenario by clicking on it also shows a description of 
the scenarioôs meta-data details, including the map, forces, and overall 

size of the selected scenario. Lastly, you can read the Scenario Summary 

to get an idea of the mission and historical context of the battle.   

 

Underneath the scenario selection list is a Selection Criteria panel where 
you can search for a scenario by entering names or other scenario 

details in the text box.   

Below the search box are flags of all the nations in the current module . 

Clicking on them filters the scenario list to include only the selected 

nations. 

There is also the option to filter the list by the size of the scenario  based 

on total units.  Check any or all boxes to set the list (filtered or otherwise) 

to your preferences.  

Click Play to load the scenario setup options. 

4.2  Play Mode Selections  

The next step for starting a new scenario is deciding how the game will 

be played and what side, if any, you will play as the player.   

 

4.2.1  Play Style  

Currently, the game system offers four styles of play to choose from : 

¶ Computer Opponent ï Play against our AI using either a random 

or set Battle Plan (See Section 4.4 below). 

¶ Head -to -Head Play (Hot Seat) ï Play against another human on 

the same computer in hot seat mode, taking turns issuing orders and 

then watching the resolution phase together.  
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¶ Start a Play by  Email Game (Classic PBEM) ï Play against 

another human using the Classic Play by Email system (PBEM 
Classic) where you send the game file to your opponent via email or , 

these days, a cloud service. See Section 7 below for more details.  

¶ Computer Plays Both Sides  ï The computer AI plays both sides 

and uses a Battle Plan, if set, to fight out the scenario.  

4.2.2  Which Commander W ill You Be 

The second selection will determine which side you will command in a 

human-played game style. 

¶ Player 1: NATO Commander ï Play as an American, Canadian, 

French, or West German commander. 

¶ Player 2: Warsaw Pact Commander ï Play as a 

Czechoslovakian, East-German, or Soviet Commander. 

4.3  Difficulty Settings  

While most games have difficulty settings that make the game easier to 

win by raising and lowering various values, this game does not do that. 

There are a few adjustments to make things easier to learn the game 
and in that way the game is ñeasierò to play, but is not necessarily easier 

to win. No gameplay values are modified so if tank A shoots and can kill 

tank B, this will always be the case regardless of these settings. 

 

Winning the scenario requires having more Victory Points (VPs) for your 

forces than your enemy has for theirs at the end of battle (see Section 
15.1.2 below for victory information ). VPs are fixed values in that 

subunits, VP locations, and bonuses are all worth specific numbers of 

VPs and there are no settings to change these.  

What can be changed, however, is how much information you have 

available to you to make strategic decisions, and whether certain helpful 
actions are automated. Allowing more data about enemy forces to be 

visible reduces the difficulty of winning  by facilitating  more informed 
decision-making about preserving and gaining VPs. Reducing the amount 

of data that is visible increases the difficulty of winning  by relying more 

on your analyzing, predicting, and problem-solving skills to preserve and 

gain VPs instead which can also be very gratifying.   

New players may wish to review Section 32 below for designersô notes 

and thoughts on strategizing for the Cold War.   
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4.3.1  Presets  

There are three presets to select different groups of pre -set difficulty 
options. The Custom option will be selected automatically if you change 

any settings. These are saved and active on reloading. 

¶ Recruit  ï Set this if you are new to the game system to turn on all 

options to make learning the game easier. 

¶ Veteran  ï Set this if you are familiar with our game system and 

want more of a challenge.  

¶ Grognard ï The ultimate in realism. No options are set. Good 

hunting!  

¶ Custom  ï Set your options to play the game the way you want.  

4.3.2  Game Options for Players  

There are three settings that you can adjust for each side of the game. 

These change how you see various forms of information in the game. 
Checked options make gameplay easier for the player without altering 

how Victory Points are won. For information on Spotting enemy units, 

See Section 24.1 below. 

¶ Enemy Units are Always Visible  ï When checked, this is a potent 
option as you will always see all enemies on the map. Combat still 

requires the units to ñseeò the enemy, but you do not need to locate 
hidden enemies by recon or fire. When unchecked, units must use 

their sensors to Spot enemy units and take time to identify them 

before they will be displayed on the game map.   

NOTE: If checked, units that are Spotted have a tiny white spotting 

dot on the bottom edge of the counter  towards the right . These dots 

will not be shown if unchecked.  

¶ Emergency Resupply is Automatic  ï When checked, this setting 

allows units with low Ammo to resupply an amount of ammunition 
even if it is moving or fighting at the time . Unit orders do not affect 

or prevent emergency resupply. This option may help new players to 

relieve some of the strategic difficulty of the game without altering 
how Victory Points are won. When unchecked, you as the 

commander must monitor levels and order units to Rest and 

Resupply, and set Resupply parameters (see Section 21.2 below for 
issuing orders and Section 23 below the SOP settings) in order for 

resupply to take place.  

¶ Allow Gathering of Full Information  of Visible Enemy Units  ï 
When checked, the player gets detailed information on  a unit by 

right-clicking and seeing a read-only version of the enemy unitôs 

Subunit Inspector (see Section 14.3 below). It is also possible to 
right-click and see some unit overlays from the Show menu item 

(see Section 11.6 below for unit overlays) .  

NOTE: Experienced players should unselect this option as it gives 

away too much information on the enemy and its units . 

4.3.3  Fog of War for Map Markers  

¶ See ñUnspottedò Victory Point (VP) Objectives Accurately ï 
When checked, this setting provides perfect information on the 

markers. This means that if a hostile unit seizes a VP location, that 

information appears immediately on the map. When unchecked, the 
map won't reveal hostile-triggered VP ownership changes until your 

units have Line of Sight to them  (see Section 11.6.1 below for Line 

of Sight information) . Friendly-triggered changes are visible. 

¶ See ñUnspottedò Bridges and Terrain Markers Accurately  ï 

When checked, this setting provides perfect information on the 

markers. Details about a bridge built by a hostile unit  appear 
immediately on the map. When unchecked, the map won't reveal 

hostile-triggered marker changes (like bridges or obstacles) until 
your units have Line of Sight to them  (see Section 11.6.1 below for 

details). Friendly-triggered changes are visible. 
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4.4  Battle Planning  

In the final section,  set the AI Battle Plan or have it randomly 
determined to add to the unknown nature of the enemyôs locations and 

travel routes at the start of the scenario. Some scenarios may not have a 

Battle Plan, and the selection box will be grayed out.  

 

Additional Battle Plans can be added to scenarios to increase the 

replayability of a given scenario further.  

Hit Play to load the selected scenario. 

 

 

 

 

 

4.5  Scenario Load and Announcements  

At this point the selected scenario loads and the Announcement Screen 
provides the Mission Overview (click anywhere in the dialog to disable 

the timer countdown if using this option) . Head to Section 9 below to 

see information on all the User Interface (UI) elements in detail.  

 

5  Start a New Campaign  

A campaign is a sequence of scenarios from one nationôs perspective 
where the result of one scenario may influence the subsequent scenario. 

The player will be able to carry over core forces from scenario to 

scenario. This means that campaign scenarios might play out very 
differently from single scenarios because it is of vital importance to 

preserve your forces as you try to win your part of the war . 
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To start a new campaign, click on the New Campaign button in the Main 

Menu. 

 

5.1  Campaign Selection Dialog  

This launches the Campaign Selection dialog, as seen below. Review the 

campaigns that are available in the module  in the list on the left . Click a 
campaign to show an overview in the right-side text box so you can get 

an idea of the overall mission and historical context of the campaign. 

 

5.2  Difficulty Settings  and Battle Plan  

After selecting the campaign, you are sent to the Difficulty Setting s 

dialog. The settings here are covered in Section 4.3 above.  

After hitting Proceed, select the enemy Battle Plan that will be used in 

the first scenario of the campaign as seen below.  

 

Hit Proceed to finish loading the selected campaign and launch the 

Announcement Screen for the first scenario, which gives you the Mission 
Overview (click anywhere in the dialog to disable the timer countdown  if 

using this option). Head to Section 9 below to see information on all the 

User Interface (UI) elements in detail.  

For a walkthrough on playing a campaign, see Section 31 below.  
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6  Start a Multiplayer  Game  

PBEM++ Multiplayer is a more advanced and user-friendly way to do the 

standard play by email game. In this case, games are sent back and 
forth automatically via Matrix servers at Slitherine Games as you finish 

turns. The game file resides on the Matrix server so you can log in to 

your account from any computer and pick up your games with friends.   

 

6.1  Log  In  to an Existing  Multiplayer  Account  

Log in using an established Matrix/Slitherine account. Make sure Log In 

to Existing Account is selected as shown below.  

Enter your existing UserID. 

Then enter your Password. Clicking the Show button reveals your 

password to verify it if you need to.  

Email for Registration will be grayed out if you are logging into an 

existing account. 

Check the Remember Password box to auto-populate your information 

on the next login.  

If you wish to help with game data analytics, click the Share Anonymized 

Game Data for Research Purposes. 

 

 

Click the Log In button and the following  message will appear while the 

game contacts the servers and loads the game. 
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6.2  Registering for  New Multiplayer Account  

To create a new Matrix/Slitherine PBEM++ Multiplayer account, select 
the Register New Account option and enter a UserID (alphanumeric with 

no spaces), Password (something you will remember), and valid Email 

address.  

If you want the game to remember your PBEM++ password the next 

time you load the game, check the box next to Remember Password.  

Once finished, click the Register button. It may take a few moments to 

send the information to the servers. You will be presented with the 
PBEM++ Game Lobby if this is successful. If there is an error, a dialog 

will pop up with information that you can use to contact Matrix support 

to see if they can resolve the problem.  

 

NOTE: If you already have a Matrix/Slitherine account, please use that 
as your login. To make a new account for PBEM++ , you must have an 

unregistered email available to use. 

6.3  The Multiplayer  Game Lobby  

After logging into the PBEM++ Multiplayer system and the server has 
validated your credentials, you are placed into the Flashpoint Campaigns 

game lobby. Here, there are options to either continue a Game in 

Progress, pick a new Challenge, or start a Challenge of your own.  

6.3.1  Games in Progress  

This tab shows all the games ready for you to continue along with game 

details, the option to Play the game and set up your turn on the server, 
Upload a locally saved game turn that is already ready for your opponent 

to play (such as if the automatic game upload had failed on rare 

occasions), or Resign from a game. 

 

The top window shows all the Games in Progress you are currently 

playing with others. This information includes the Scenario being played, 

turn Number, Status, Opponent being played against, and the date of 
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the Last Update for the game. 

The bottom window shows any Messages for the currently selected 

PBEM++ game in the top window.  

Check the Show Completed Games box near the top right-hand corner to 

see all games you have finished already. 

Check the Show Resigned Games box to see all games you have 

previously resigned from. 

Click the Refresh button to update all games from the server on demand. 

6.3.2  Challenges  

This tab shows any games ready to be played with another player. 

 

The top window shows all the Challenge information. This includes the 

Scenario name, the Side you will play, the Type of game (Public or 

Private), who the Challenger is, and the Date the Challenge was issued.  

The Type can be one of two choices: Public and Private. Anyone can 
accept a Public Challenge and play the game. Private Challenges are 

those created by a player and have a password. To accept the 
Challenge, you need to know the password. These types of Challenges 

are usually between friends and are set up so the other player can 

access the game. 

Click the Accept button after selecting a Challenge. You will be offered a 

chance to send a message to your opponent before the action starts as 

seen below. 

 

Whether or not you send a message, the next dialog shown below will 

appear stating you have accepted the Challenge and moves you to the 

Games in Progress tab. 
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Hit OK to start the game and set up for the first turn.  

6.3.3  Creating a Challenge  

To start a new Challenge for someone to play against you, select the 

New button at the bottom of the Challenges tab .  

Perform the following actions to issue a new Challenge, as shown in the 

image below. 

¶ Click the Scenario button to open the Scenario Selection dialog (see 

Section 4.1 above for details on this dialog) . 

¶ Choose a scenario to play and click Proceed. 

¶ Select which Side your challenger will play, NATO or the Warsaw 

Pact. 

¶ If you wish to play with  a friend instead of issuing a Challenge that is 
open to anyone, place a password in the Optional Password field. 

You will need to give this password to your friend for them to accept 
the Challenge and start playing. This will show up as a Private 

Challenge in the Challenges lobby. Do not place the password in the 

Comments box as this is visible to everyone. 

¶ Place a message in the Your Comments box if desired (donôt enter a 

private Challenge password). This can be info on the scenario, a 

friendly greeting, or any other relevant information.  

¶ Check the Share Account Email Address With Opponent After 
Challenge Accepted box to share your PBEM++ email address with 

the opponent who accepts your Challenge.  

¶ Set the Difficulty Settings to be used in the scenario Challenge. Refer 

to Section 4.3 above for details on these settings.  

¶ Then click Upload the Challenge to pass the information on to the 

PBEM++ server, where it will show up in the Challenges tab.  
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6.4  Recovering a Dropped PBEM++ Game  

If there is a dropped connection to the PBEM++ Multiplayer servers, the 
following dialog appears when trying to upload your game turn. It notes 

the name of the file created and where it is located to retrieve it again.  

 

The game engine will create a save file that you can recover from a 
failed upload that allows you to retry when the servers are back online. 

Click the Upload button on the Games in Progress screen, then select the 

file you wish to resend to the server . 

 

7  Starting a PBEM Classic Game  

This is the classic play-by-email mode. Players play through a scenario 

by playing turns and submitting them via email or a file -sharing or cloud 

service to each other. 

7.1  Getting Started  

At the Main Menu, select New Scenario. Then select the scenario you 
wish to play with your opponent and click Play (see Section 4.1 above for 

details on the selection process). In the following dialog, as seen below, 

select the Start a Play by Email Game (Classic PBEM) option under Style 
of Play. Next, choose which side you will command in the scenario. 

Select the Difficulty Settings (refer to Section 4.3 above) to be used for 

the scenario and click the Play button.  

 

 



November 5, 2025 On Target Simulations, LTD Starting a PBEM Classic Game 28 

 

7.2  Set the Initial Orders  

The scenario will load, and then you are ready to set up your turn. I ssue 
initial orders for you r forces and click Start in the Game Control Panel 

(refer to Section 13.1 below). You will then get the following dialog 
alerting you that your opponent needs to do their initial orders. Click 

Proceed to get a new dialog to enter information for the PBEM Classic 

file. 

 

 

 

 

 

 

 

 

 

 

 

 

 

7.3  Play by Email Parameters  

After setting up your first orders, select Start to begin the turn resolution  
and initiate an Outbound PBEM Dispatch as seen below. Some fields 

require input to create the PBEM Classic file. 

 

¶ Game Name  ï This is the scenario name. Editing this name 

automatically changes the file name. 

¶ Passwor d ï Add a password to the file for extra security  if you 

wish. Please make sure your opponent knows it to open the supplied 

game file. 

¶ Increment File  ï Check this box to add a ñ00Xò number to the file 

name to keep better track of game turns.  
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¶ File Name  ï This is automatically generated from the Game Name 

and Increment fields (if selected). 

¶ PBEM File Destination Directory  ï This is the folder on your 
computer where generated Play By Email (*.PBM) files are placed. 

You can change the location by clicking on the folder icon on the 

right of the text box. 

¶ Text  ï Write a short message for your opponent in the bottom field 

to have displayed to them at the start of their game turn.  

Click the Send button to save the game file.  

7.4  Save Notice and Exit  

Next, the following notice  points to the location of the saved .PBM file to 

manually retrieve and send directly to your opponent via email or file -

sharing service. Click Proceed. 

 

The next message reads that the game will be inactive until your 
opponent responds. Click Proceed to close the dialog, after which you 

can start a new game from the Main Menu or Exit the game entirely.  

 

8  Resuming Games  

On the Main Menu, there are three options for resuming gameplay. The 

following sections detail how you resume one of your games.  

 

8.1  Saved Scenario  

Clicking the Resume Scenario button brings up the dialog shown below. 

 

The top text box shows the folder where the saved scenarios are 
located. To change this folder, click on the folder icon at the right of the 
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text box and browse locations. 

Next is a list box showing all the saved scenarios in the selected folder. 

Click on one to highlight it and bring up details in the panel to the right .  

Each saved game defaults to a file name containing the name of the 

scenario, the real-world date and time it was saved at, the percentage of 

the scenario completed, and the in-game time of that save point. This 
allows you to replay a scenario from any of t hese points in battle. File 

names can also be manually entered at the time of saving.  

NOTE: Games can be set to auto-save at the start of each turn 

resolution via Additional Settings in the Turn Resolution tab of User 

Preferences. 

The Selection Details panel to the right  shows the number of saved 

scenario games and has a button to delete the highlighted save  at the 
bottom. Click the Delete Selections button to remove the highlighted 

save. Multiple saves can be removed by checking the box for Allow 

Multiple Selections. 

Click the Resume button to sta rt the saved scenario. 

 

 

 

 

 

 

 

 

 

 

 

8.2  Saved Campaign  

Clicking the Resume Campaign button brings up the dialog shown below. 

 

The top text box shows the folder where the saved campaigns are 
located. To change this folder, click on the folder icon at the right of the 

text box and browse locations. 

Next is a list box showing all the saved campaigns in the selected folder. 

Click on one to highlight it and bring up details in the panel to the right.  

Each saved game defaults to a file name containing the name of the 
campaign, the campaign number followed by scenario number and 

scenario name, the real-world date and time it was saved at, the 
percentage of the scenario completed, and the in-game time of that save 

point. This allows you to replay a campaign from any of these points in 

battle. File names can also be manually entered at the time of saving.  

NOTE: Games can be set to auto-save at the start of each turn 

resolution via Additional Settings in the Turn Resolution tab of User 
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Preferences. 

The Selection Details panel to the right shows the number of saved 

campaign games and has a button to delete the highlighted save at the 
bottom. Click the Delete Selections button to remove the highlighted 

save. Multiple saves can be removed by checking the box for Allow 

Multiple Selections. 

Click the Resume button to start the saved campaign game. 

8.3  PBEM++ Multiplayer  

To continue a PBEM++ Challenge, click the Multiplayer button on the 

Main Menu to launch the PBEM++ login screen. 

Refer to Section 6 above on how to log in and continue a Challenge. 

8.4  PBEM (PBM)  Classic  

Clicking on Resume PBM Classic brings up the dialog shown below. 

The top text box shows the folder that the saved Play by Email Classic 
files are located in. To change this folder, click the folder icon at the 

right of the text box and browse locations. Refer to Section 7 above on 

the setup of a PBEM Classic game. 

Next is a list box showing all saved PBEM Classic games in the selected 

folder. Click on one to highlight it and bring up details in the panel to the 

right.  

The Selection Details panel to the right shows the number of saved 
PBEM Classic games and has a button to delete the highlighted save at 

the bottom. Click the Delete Selections button to remove the highlighted 
save. Multiple saves can be removed by checking the box for Allow 

Multiple Selections. 

Click the Resume button to start the saved PBEM Classic game turn.  

9  Game  Launch and User Interface  

This section covers the basics of launching a scenario and the new User 

Interface (UI) in the game.  

9.1  Scenario Start -Up  

Once you have selected a scenario to play by one of the means noted 
earlier, a waiting screen appears for a few  seconds (or more on slower 

computers or larger scenarios) for the game to load the map and data.  
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Once that is complete, you arrive to the main game screen seen below. 

  

9.2  Setting Up the UI  

Before we dive into the details of all the various User Interface (UI) 
elements, there are a few new capabilities for how you can set up the UI 

to suit your taste.  

¶ All dialogs and panels that are shown can be moved around on the 
screen (or onto other screens) with the exception of  the Menu Bar at 

the top and the Status Bar at the bottom . 

¶  Dialogs and panels with this symbol in the lower right corner 

can be resized. Most have a minimum and maximum size. 

¶   Dialogs and panels with this symbol in the upper right corner 
can be collapsed to the title bar or expanded to full size. Useful 

to see more of the screen. 

¶ A few Staff Report dialogs have active maps that update with 

information as the game is played (see Section 15 below).  

¶ Most of the dialogs and panels remember the last location they were 

placed on the screen and will be in those positions the next time you 

play a scenario. 

¶ The Unit Dashboard can be locked to display information on one 

unit,  and more Dashboards can be opened (see Section 14.2 below). 
The Dashboard can also collapse to a smaller size if needed, and 

dock against each other. Locking Dashboard information can be 
helpful to click around to other units while keeping specific unitsô 

information open.  

¶ The UI should work well with ultra -wide screens and scale well with 

4K monitors. 

NOTE: If you have multiple monitors with different font scaling levels 

and drag dialogs to another screen with a different scale , dialogs and 
other menu panels may not display correctly. This is something we are 

looking into and hope to correct in the future.  

9.3  Manual Sections Covering the UI  

The following sections cover all the various parts of the game interface 

and what they do.  

¶ See Section 10 below for information on the Announcement Dialog.  

¶ See Section 11 below for information on the Menu Bar. 

¶ See Section 12 below for information on the Status Bar.  

¶ See section 13 below for information on the Core Game Panels. 

¶ See Section 14 below for information on the Info View Panels.  

¶ See Section 15 below for information on the Staff Report Dialogs. 

¶ See Section 16 below for information on the Game Map.  

¶ See Section 17 below for information on Unit Counters. 

NOTE: If you want to jump to the how -to-do things portion of the 

manual, head for Section 21 below on Issuing Orders. 
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10  Announcement Dialog  

A dialog pops up in the center of the screen with basic information about 

that scenario when it opens for the first time . It shows the commanderôs 
name, side played, and a few links to Staff Reports to open and review 

continuously (see Section 15 below for details on those reports ; the y can 
be opened from the Commander Panel as well as the Staff menu bar 

item).  

This dialog also states your overall game objective, an overview of your 

forces, and your ability to drag and drop units within your Deployment 

Area zone (see Section 11.7.5 below). We wish you good luck! 

 

 

 

 

 

 

 

10.1  In -Game Announcements  

In-game announcements bring information in the form of small Secure 
Transmission dialogs that pop up when specific events happen. 

Information that may be received  this way includes:  

¶ Weather updates (see Section 29 below) and changes in Visibility 

(see Section 24.3 below) 

¶ Changes in time of day and lighting conditions (see Section 28 

below) 

¶ Reinforcements and withdrawals of specific units (see Section 15.5.3 

below) 

¶ Leader killed  

¶ HQ intercepts 

¶ Electronic warfare level changes (see Section 25.9 below) 

¶ Off-map events like strike aircraft intercepts  

¶ Detection of on- and off-map enemy artillery assets 

¶ Losses of friendly off-map artillery assets 

¶ Scenario or campaign conclusion 

Other messages may also be displayed. You can dismiss them by clicking 

the Proceed button. 

11  Menu  Bar  

At the top of the screen is the Menu Bar for the game. The following 
sections go over each menu item and function in detail.  Hotkeys are 

shown in brackets ([ hotkey ] ) for each item that can be used. Due to 
the number of game functions present, rebinding is not possible. Hotkey 

definitions can be viewed at-a-glance in a separate document located in 

the game \Documents folder. 
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11.1  Game  Menu Items  

The Game Menu covers functions that relate to the overall playing of the 

scenario. 

 

¶ Star t/Pause/Resume Turn Resolution [ F9]  ï Starts the turn 
resolution after you issue orders, pauses the turn resolution if it is 

running, or resumes the turn resolution when you are done looking 

at information  or menus depending on where you are in the turn.  

¶ Replay Previous Turn Resolution [ Shift + F9]  ï Replays the turn 

that was just resolved from its beginning . It shows a Replay Control 

dialog with buttons to  Replay From The Beginning, Pause, Play, and 
Skip to End using typical media control symbols. Only the last turn 

can be replayed. 

¶ Full Map Screen Capture [ Ctrl+Z ]  ï Captures the entire game 
map with all counters and markers on it without  UI showing, saving 

in the specified screen capture folder. 

¶ Save Game  ï Opens the Save dialog to save the current turn and 

then return to the game. The Cancel button exit s without saving and 
returns to the game.  Auto-saving can be turned on via the Turn 

Resolution tab in User Preferences [F2] .  

Each game save defaults to a file name containing the name of the 
scenario, the real-world date and time, the percentage of the 

scenario completed, and the in-game time of that save point. This 
makes it easy to replay a scenario from any of these points. File 

names can also be manually entered at the time of saving.  

¶ End Game Now  ï Battle can be ended early and Victory Points 

counted if at least two -thirds of the way through . Note that once the 
game is ended, you cannot restart that game and must either start a 

new one or reload a previous save. After clicking this menu option, a 
dialog appears asking if you are sure you want to end the game. 

Clicking Yes stops the current scenario, scores the outcome, and 
presents the scenario postmortem. I f you wish to continue the 

game, select No from the confirmation dialog.  

¶ Go to Main Menu  ï Exits to the Main Menu splash screen. A 

confirmation dialog to save the scenario will appear. Selecting Save 
and Exit saves the game via save dialog and then return s to the 

Main Menu. Selecting No sends you to the Main Menu without saving 
(any progress will be lost) . Selecting Cancel aborts the action and 

returns to the game.  

¶ Show Game Difficulty Settings [ F3]  ï Selecting this action 

opens a read-only display of the scenarioôs Difficulty Settings to 

review (see Section 4.3 above for information about these settings).  

¶ Exit  ï Exits the game back to the desktop without saving.  
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11.2  Counters  Menu Items  

The Counter menu bar items relate to changing the visibility of different 
factors to better see specific units or to show/hide counters and markers 

on the map.  

 

¶ Bring to Top ï Select a particular unit type from the pop -out 

submenu to bring that unit type to the top of the stack when 

multiple units are stacked in one hex.  

¶ Enemies Sighted by this Unit [ Ctrl+Y ]  ï Removes all enemies 

from the map that are not Spotted by the selected unit, leaving only 

enemies that unit can see. It c an be toggled on and off.  

¶ Spotted Enemies That Can See This Unit  ï Removes all enemies 
from the map that cannot Spot the selected unit, leaving your own 

Spotted enemies that are able to see your unit. It can be toggled on 

and off.  

¶ Hide Unit Counters  [ Ctrl+U ]  ï Hides all the counters on the map , 

both friendly and enemy, so the map and markers are visible. It c an 

be toggled on and off.  

¶ Hide Victory Point Markers [ Ctrl+V ]  ï Hides all the Victory Point 

(VP) location markers on the map. It c an be toggled on and off.  

¶ Hide All Map Markers [ Ctrl+G ]  ï Hides all map markers including 

bridges, craters, casualties, and other full hex markers (see Section 
16.10 below) so the map and unit counters can be seen more easily. 

It can be toggled on and off.  

11.3  Info View  Menu Items  

The Info View menu bar items in this tab open or close several helpful 
dialogs, toggle the Spotlight Panel (see Section 13.3 below), or change 

the locations of the Core Game Panels (see Section 13 below).  

 

¶ Unit Dashboard [F4]  ï Opens the Unit Dashboard for the currentl y 
selected unit (see Section 14.2 below). These dialogs can be locked 

so that more than one can be open at a time for different units . 

¶ SOP Manager [ Ctrl+K ] ï Opens the SOP Manager dialog for the 

currently selected unit (see Section 23 below). This dialog is the best 
place to see all SOP settings for the current list of unit orders  and 

the defaults for future orders.  

¶ Core Floating Panels [ F5]  ï Shows (when checked) or hides 
(when unchecked) the four primary panels that are located along the 

right edge of the screen by default. These are Game Control, 
Commander, Spotlight, and Mini-Map Panels. This is on by default. 

These are covered in detail in Section 13 below. 

¶ Subunit Inspector (SUI ) [ F6]  ï Opens up the Subunit Inspector 
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for the currently  selected unit. See Section 14.3 below for details. 

¶ Radio  Log Display  [ F7]  ï Opens the diary log of messages for the 
entire force in the scenario. It c an be toggled on and off.  In head-to-

head or AI versus AI games, there are tabs for both forces on the 

display. See Section 14.4 below for information on this log . 

¶ Off -Map Unit Holding Box  [ F8]  ï Opens a report to show any 

off-map units that are accessible during the scenario. See Section 

14.5 below. It c an be toggled on and off.  

¶ Toggle Spotlight View Format  [ F10 ]  ï Toggles the Spotlight 

Panel between the Order of Battle (OOB) display and the Detailed 

Unit Information display. See Section 13.3 below. 

¶ Toggle Spotlight Horizontal Split [ Shift+F10 ]  ï Splits the panel 
to show both the OOB and the Detailed Unit Information in a single 

window with an adjustable splitter bar. See Section 13.3.3 below. 
This is recommended only if the panel has been sized to provide 

room or is floating away from other panels. 

¶ Show and Use Core Info Panel s Area  ï Places the Core Info  

Panels to the right of the map  when checked so that the right edge 
of the map is visible on the screen. When unchecked, the map edge 

goes to the screen edge and may be hidden under the Core Panels. 

¶ Snap Core Floating Panels to Area on Move ï Toggles the Core 
Info Panels to move and/or realign to the Panel Area if the main 

game screen is moved or resized. 

¶ Reset Core Floating Panels ï Aligns the Core Info Panels to 
neatly fit  inside the available Core Panel Area on the right side of the 

screen. 

¶ Show Full Screen [ F11 ]  ï Toggles the game display between full 

screen with no Windows task bar and the default window mode with 
task bar. This only works on the primary display if multiple screens 

are present. 

¶ Reset All Form Screen Positions on Game Exit  ï Selecting this 
action sets all the various game panels and dialogs back to their 

default location for the next game played.  

11.4  Staff  Menu Items  

The Staff menu bar items are critical for all commanders to utilize during 
the game. The dialogs here provide information from your various staff 

officers (Operations, Intelligence, Fire Support, and Personnel & 
Logistics) as well as an overview of the scenario. Each of these reports 

can also be accessed via speed buttons in the Commander Panel (see 

Section 13.2 below). 

Other essential functions found in this menu are items relat ed to overlay 

graphics. These are graphics that are placed over the map to assist with 
planning and issuing orders, and are created by an external art program  

(currently, Paint.NET is most compatible). 

 

¶ Scenario Information  ï Opens the Scenario Information Staff 

Report. This covers the Scenario Description and Victory Status & 

Conditions information. See Section 15.1 below. 

¶ Operations  ï Opens the Operations Staff Report. This covers the 
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Mission Briefing, Map Overlay, SITREP (Situation Report), Transport, 
Engineering, Emitters, Unit Logs, Mission Capable Subunits, and SOP 

Overview information. See Section 15.2 below. 

¶ Intelligence  ï Opens the Intelligence Staff Report. This covers the 
Threat Assessment, Enemy SITREP, Reported Kills and Claims, 

Weather Forecast, EW Report (Electronic Warfare), and Enemy Off-

Map Assets. See Section 15.3 below. 

¶ Fire Support  ï Opens the Fire Support dialog. This covers the Fire 
Support Assets, Fire Missions, Fire Support Control Center, Counter-

Battery, and Air Support. See Section 15.4 below. 

¶ Personnel & Logistics  ï Opens the Personnel and Logistics dialog. 
This covers Staff Alerts, Detailed Unit Status, Reinforcements and 

Withdraws, and Ammunition. See Section 15.5 below. 

¶ Off -Map Unit Holding Box [ F8]  ï Opens a report showing any 
off-map units (artillery or sensors) you can use during the scenario. 

See Section 14.5 below.  

¶ Transport Planner  ï Opens a pop-out submenu for the tactical 

transport systems for both air and land . It defaults to show ing the 
relevant tactical transport planner for the currently selected unit.  See 

FM03C Tutorial Operations  for more on this advanced planner. 

¶ Show User Mission Graphics  ï Toggles the last-used imported 
mission graphic to appear over the map. The graphic can be a 

custom one from the userôs clipboard, the game-generated one from 

the Briefing, or the game-generated one from the Threat 
Assessment. The graphic can also be loaded into the game from a 

local file, see below. 

¶ Copy Map to Clipboard for Mission Graphics ï Copies or 
ñexportsò the map with unit counters and markers to the clipboard 

so it can be imported into a paint program for custom editing. We 
suggest using Paint.NET in Windows to edit the mission graphics 

with any desired information. Other programs may not support the 

import format . 

¶ Import Mission  Graphics from Clipboard  ï Loads any mission 
graphic currently copied to the clipboard from your paint program, 

provided the image dimensions are identical to the map dimensions 

(as exported to the clipboard from above). The game will add the 
image to show your color graphics as an overlay on the map while 

turning gr ay-scale-colored pixels (including white and black) 
transparent. The game is compatible with the ñin-memoryò clipboard 

format from Paint.NET, not with those from MS Paint and Paint3D.  

NOTE: The color black will not be shown in the mission graphics. 

¶ Import Mission  Graphics from Briefing  ï Loads the pre-made 
mission graphic from your sideôs Mission Briefing in the Operations 

Staff Report.  

¶ Import Mission Graphics from Threat Assessment  ï Loads the 
pre-made mission graphic from the given sideôs Threat Assessment 

in the Intelligence Staff Report . 

¶ Load Mission  Graphics from File  ï Loads the pre-made mission 
graphic from the \Scenarios\ (scenario name)\Custom folder. For the 

NATO side, the graphic must be named Overlay0.png, and for the 

Warsaw Pact side, it must be named Overlay1.png.  

¶ Save Mission  Graphics to File  ï Saves the currently shown 
mission graphics to the scenarioôs Custom folder with the name 

Overlay0.png for NATO and Overlay1.png for Warsaw Pact. It only 

saves a single image currently. 

11.5  SOP Menu  Items  

SOPs (Standard Operating Procedures; pronounced ess-oh-PEEZ in short 

form) are unit instruction s on how to behave in certain situations on the 
battlefield. This menu bar item provides a means to adjust SOP 

characteristics for selected units or to set SOPs based on the type of 

unit. It also provides a shortcut to load the SOP Manager. 
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¶ Set SOP  ï Opens the submenu to set new SOP presets for any units 

selected. See Section 11.5.1 below. If multiple different unit types 

are selected, presets pertaining to each type will be displayed. 

¶ Adjust SOP  ï Opens the submenu to adjust SOP presets for 

different battlefield events . See Section 11.5.2 below. If multiple 
different unit types are selected, presets pertaining to each type will 

be displayed. 

¶ SOP Manager  ï Opens the SOP Manager dialog for the selected 

unit. See Section 23 below. 

The Set SOP and Adjust SOP mechanisms are designed to facilitate quick 

SOP changes. Both work with  multiple manually selected units on the 
map (using Shift , Ctrl , or Alt ; see Section 21.9 below for group 

selections). In contrast, t he SOP Manager dialog displays details on one 
selected unit at a time . I t has options to apply changes to specific 

groups, however (see Section 23 below). Depending on which units need 

to receive new SOPs, group-selecting on the map and using Set or 
Adjust SOP can be a smoother action especially for players more familiar 

with the settings.   

 

 

 

 

 

 

 

 

 

 

 

 

 

11.5.1  Set SOP 

The Set SOP option opens a submenu with a variety of unit types along 
with arrows to open additional submenus with relevant SOP presets. The 

presets are based on the unit type and the role (s) it typically performs , 

and the values that have been set by our team. 

The Set SOP submenu is shown below. 

 

Clicking any of the unit options available opens a second submenu with 
specific SOPs as shown in the next image using Recon units as an 

example. 
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Selecting an SOP setting produces a confirmation dialog that explains the 

new selection: 

 

Each counter has a check box underneath to select which units the new 

SOP applies to. 

Along the bottom of the dialog are options to apply the new SOP preset 
for the current Default  orders, all Movement Orders, and/or  all Non-

Movement Orders. The recycle button quickly inverts the unit selections.  

Hit Proceed to apply the changes. If you change your mind and do not 

wish to apply an SOP preset change, click Cancel. 

For more information on SOPs, see Section 23 below. 

11.5.2  Adjust SOP  

The Adjust SOP selection opens a submenu of SOP options set out as 

individual items. Here, you can adjust individual SOP settings rather than 

the entire preset . For any selected unit or units (using Shift , Ctrl , or Alt  
to select multiple unit s; see Section 21.9 below for group orders), the 

change will be applied to those shown as checked in the same style of 

dialog as the new SOP preset (see previous subsection). 

 

¶ Acceptable Losses...  ï The unitôs/unitsô willingness to take losses 

before seeking a change in orders. The settings for this item are Do 

or Die, Substantial, Moderate, or Minimal.  
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¶ Preferred Standoff Range...  ï The number of 500 m hexes you 

wish the unit(s) to maintain distance from any Detected enemy 

units. 

¶ Fire Discipline...  ï The range or ability to shoot at enemy units 

with direct fire. The available settings are Refuse Fire, Hold Until 
Fired On, Point Blank (0 to 1 hex), Short Range (1/3 Max Range), 

Medium Range (2/3 Max Range), and Maximum Range.  

NOTE: This applies to all the unitôs/unitsô weapons. 

¶ Minefield Contact...  ï The unitôs/unitsô response to entering a 

minefield. The options here are Ignore and Run, where units do not 

delay and accept the potential for more subunit losses crossing the 
field; In Stride Breach, where units slow down to follow a leader 

through the field  while trying to avoid mines by traveling in the same 
tracks; or Stop and Reduce, where units halt and either wait for 

engineers to remove enough mines to open a path or do the work 

themselves at a slower rate.  

¶ Relocate When...  ï The condition under which a unit(s) seeks to 
Scoot to a new location for better protection or to avoid enemy fire.  

The possible selections are After Each Fire Mission, After All Fire 
Missions, While Enemy Spotted, After Receiving Any Fire, After 

Receiving Direct Fire, After Taking Any Losses, After Taking Direct 

Fire Losses, After Taking Indirect Losses, or Stance Only. Some of 
these settings work better for certain types of units. The after -fire 

mission settings work better for artillery , for instance. 

¶ Movement Preferences...  ï The unitôs/unitsô priority for how to 
travel from waypoint to waypoint.  The Hasty Move prefers roads, 

and Deliberate or Assault Moves mix roads with cross-country 
terrain. Stricter Movement Preferences can be set by opening the 

pop-out submenu for each of these options and choosing ñPreferò or 

ñDonôt Careò for a number of  movement options.  

Concealed Movement favors off-road travel and seeks better-covered 

terrain to move through. Road Movement favors taking roads instead 
of cross-country routes. NBC Avoidance chooses paths that go 

around nuclear, chemical, and biological contamination to prevent ill 

effects. Direct Path preference means that getting to the destination 
takes priority over Concealment, Road, and NBC avoidance 

preferences and units will travel through potentially risky  hexes if 

necessary.  

¶ Passengers Disembark...  ï The number of 500 m hexes you wish 

to have passengers disembark when At Range From End of Path and 
At Range From Enemy. See Section 23.5 below for details on 

transport-related SOPs. 

¶ Carriers, when Empty...  ï The action carriers take after 

passengers have disembarked. They can Support Passengers or Hide 

Nearby when they are empty . See Section 23.5 below. 

¶ Direct Support Priority to...  ï Who receives direct support from 

the selected unit(s). Support can be directed to All Units, the Same 
Group (or Lower), or Nobody (Refuse Request). See Section 23.3 

below for combat SOPs. 

Once any of the  above SOP adjustments are selected, the following 

confirmation dialog appears. The SOP setting being adjusted shows in 

the green title bar . Check boxes under each counter allow you to select 

which units the SOP adjustments apply to.  

 

At the bottom, there are options to apply the adjustment to the current 
Default order, all Movement Orders, and/or  all Non-Movement Orders. 

The recycle button quickly inverts the unit selections in the dialog.   

When you are ready to apply changes hit Proceed to apply the changes. 
If you change your mind and do not wish to apply an SOP preset 
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change, click Cancel. For more on SOPs, see Section 23 below. 

11.5.3  SOP Manager [Ctrl +K ] 

The SOP Manager selection opens the Standard Operating Procedures 

dialog which shows all the SOP settings in one form-style window with a 
more comprehensible view. SOPs can be set per unit, per groups of 

units, per waypoint, or per group of orders , and multiple settings can be 

changed at the same time via the manager.  

Your forces come with pre-existing SOPs so that adjusting these in detail 

is not required to start shooting  or playing the game. There are many 
ways to customize and craft highly-tailored SOPs for more advanced 

players. 

The SOP Managerôs advantage over the Set and Adjust submenu options 
is that the new procedures can be set to Also Apply To a number of 

options: Subordinates, Other Unit Types, Other Selected Units, or Future 

Orders. A breakdown of this manager can be found in Section 23 below. 

11.6  Unit Overlay  Menu Items  

Overlays are helpful on-map graphics that show a variety of information 

for the selected unit . Overlays include Line of Sight (Section 11.6.1), the 
ranges for weapons and Spotting (Section 11.6.2), SOP ranges (Section 

11.6.3), where a unit is Spottable From (Section 11.6.4), any Electronic 
Emissions (Section 11.6.5), and a Ruler (Section 11.6.6). Some of these 

can be used in combination on the map. 

Each are described in turn below. 

 

11.6.1  Line of Sight [ Ctrl+L ]  

Selecting this option brings up the Line of Sight (LOS) overlay and the 
basic Detection, Classification, and Identification rings for the selected 

unit. Hexes are overlaid with various shades of green based on how 
good the visibility is for that hex. The brighter the green , the better the 

visibility. The color and transparency can be changed in User Preferences 

([F2] , see Section 3.4 above). 

Each hex also shows the visual capability values. Higher numbers mean 

a better chance to Spot enemy units that may be in  that hexes. Hexes 
inside the hard outline are within weapons range. See Section 24 below 

for more details on LOS and the Spotting of units.  
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In the LOS overlay, the range ring for Detection  (not shown, as it 
extends far) notes the maximum range under perfect conditions that an 

enemy unit of some type can be detected. Once inside the Classification 
range (outer ring on the images above and below), the Detected targetôs 

type can be determined (e.g., tank or infantry unit , etc.). Once inside the 

Identification range  (the inner ring on the images) , the exact type of 

enemy unit can be determined ( e.g., the tank is a T-80BV).  

NOTE: The Line of Sight can also be viewed from any hex by Shift  + 

left-clicking on the hex you wish to check. 

 

 

 

 

 

 

 

 

 

11.6.2  Range Rings [ Ctrl+D ] 

Selecting this option brings up the Range Rings overlay on the map for 
the selected unit. Rings include the Spottable From range (thermal and 

radar distances will be more prominent in most cases), the weaponsô 
Effective/Max ranges, Command range, and the max Spotting range 

based on the environmental conditions. The color and transparency of 

these lines can be changed in User Preferences ([F2] , see Section 3.4 

above). 
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11.6.3  SOP Ranges [ Ctrl+P ] 

Selecting this option brings up the SOP-related Ranges overlay for the 
selected unit. This includes the unitôs Stand-Off and Max Fire ranges. The 

yellow hexes show the unitôs Line of Sight within Stand-Off range while 
the green hexes show the extent of the Spotting range. Hexes with red 

numbers are within the selected unitôs weaponsô firing range. Higher 

numbers are more advantageous.  

 

 

 

 

 

 

 

 

 

11.6.4  Spottable From  [Ctrl+O ]  

Selecting this option brings up the Spottable From overlay for the 
selected unit. This shows the various ranges and types of systems 

(visual, thermal, and radar) that the unit is possibly visible to and the 
hexes where Line of Sight exists. Unit size, movement, firing, and other 

factors impact these ranges. The color and transparency of this overlay 

can be customized in Game Colors under User Preferences ([F2] , see 

Section 3.4 above). 

NOTE: Check the selected unitôs Spottable From ranges in any hex by 
Shift  +  left-clicking on the hex you wish to review. The information 

changes based on the type of terrain in that hex  (see Section 11.8 

below). 
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11.6.5  Emissions  

Selecting this option brings up the electronic Emissions overlay for the 
selected unit if it is emitting  (if it is not emitting, no overlay will appear 

when this is turned on) . This shows the electronic Line of Sight of the 
emitting unit  with some form of radar (air search or ground search that 

system turned on; see Section 15.2.6 below). 

 

 

 

 

 

 

 

 

 

 

 

11.6.6  Ruler  [Ctrl+F ] 

Selecting this option brings up the Ruler overlay to assist with measuring 
distances on the battlefield . This shows rings radiating from the selected 

hex in darker/thicker 1000-meter circles with additional thinner rings 

marking 500 meters up to the first 5000 meters.  

 

NOTE: Check the Ruler from any hex by Shift  + left-clicking on the hex 

you want to review.  

 

 

 

 

 

 

 

 

 






































































































































































































































